ZOOK GARRET’S JOURNEY TO THE CENTER OF A RADISH


By Andy Woodyard


Range 1-3


	


THE WESTERN HEARTLANDS: The Western Heartlands are a vast stretch of land dotted with city-states and small fortified villages all about. Uncivilized societies of Orcs and Goblins are known to exist deep within the vast grasslands.


It is a seemingly empty land that in truth is full of violence and danger.





TRIEL: Triel is located at the junction of the Dusk Road and the Trade Way. The towns largest building is Elvar's Keep, a fortress belonging to the lord of the Triel. It has a small pond, a clock tower, the Shedding Wolf Inn and Tavern, Shrine to Lathander (God of athletics, light, beginnings, travelers and the sun), stables, tannery and a blacksmith. Outside the towns walls are fields of grain.





THE SHEDDING WOLF: This two storied wood built inn and tavern is painted green with black trim with a single chimney.


The taproom has two tables, hearth, a bar and stairs going up and down.


The bartender is a dwarf man in scalemail. The gnomes are at a table. At the bar is a old bald common and a halfling man.





BARTENDER: The bartender is a dwarf man in scalemail with a heavy stone mace at his side. He has wild brown hair and messy black beard. His eyes are crossed and his teeth are yellow and broken.


(In Chondathan or Dwarf) "Welcome to the Shedding Wolf, what’ll it be?” He asks.


DRINKS: “We serve sarsaparilla (1SP), Elven Silver Mead (4SP), Fire Wine (4SP), Tanagar’s Light Ale (3SP), Berduskian Dark Wine (3SP), Tanagar’s Ice Ale (3SP), Tanagar’s Stout Ale (3SP), Lion’s Maw Beer (5SP), Beregost Bubbling Beer (4SP), Bitter Black Ale (2SP) and Grog of Gruumsh (5SP).”


FOOD: “We carry steak (3SP), lamb (1SP), veal (2SP), pork (1SP), chicken (1SP), beef stew (1SP), chicken soup (1SP), liver (chicken, cow or veal) & onions and pork stew (1SP). Our side dishes are beans (6CP), oatmeal (5CP), bacon (6CP), pickled pigs knuckles (7CP), pickled eggs (8CP), pickled onions (6CP), oat bread (5CP), cow’s tongue (7CP), eggs (6CP) and peanuts (8CP).”


ROOMS: “Our rooms are for commons (2SP), travelers (4SP), merchants (6SP) and nobles (9SP).”


ANGUS TAGLEBEARD: NG, AC +18 (Scalemail, large metal spiked shield, DEX+2), HD 2d10+6, HP 28, #AT1, AB (heavy mace) +3, INIT (heavy mace) +3, heavy mace 1d8+1STR (CRIT 20 x2) damage, FORT+6, REF+2, WILL+0, feats (thug, power attack, cleave), treasure (132GP), CR 2.





GNOMES AT A TABLE: Here sits two gnomes, a man and a woman. The woman wears purple velvet and the man wears scale mail and carries a set of bagpipes.


(In Chondathan or Gnome) "Well spit on my shoes and call me a camel!” The female gnome says cheerfully, “If’n I never a bigger fellow in my whole life…” She says.


“Sir, I’m sure we’ve never met before so let me say that you appear to be a fine fellow and the best of which I’m sure. This is cousin Fran Garret and I am Zook Garret, inventor of the near famous Photonic De-Frogulator and defender of radishes all over… which is, of course, the dilemma…


“Days back a wandering giant tossed aside a giant radish in the grain fields. Now this is no ordinary giant radish for there are holes in its sides and a mighty big bite mark as well. Anyho, Elvar the Grainlord has personally asked me, Zook Garret, defender of all radishes to investigate this yonder vegitable and clear it of danger so it may be procured for the next harvest. Fifty gold to anyone who dares to venture on this most perilous of endeavors… the journey to the center of a radish!” He cheers.


NO: “Well shuck then.”


YES: “Swell, pack your bag and toss your rags for we’re up for a rough really rad radish roundabout!” He cheers. “Fran here will prepare the big giant pot for radish stew while we’re away.”


WHEN THE RADISH IS CLEARED: “Keen.” Zook says, “And now everyone will enjoy the splendor of Zook Garret’s really spicy radish stew!” He proclaims.


FRAN GARRET: N, AC +13 (DEX+3), HD 3d6-3, HP 11, #AT1, AB (shortsword) +2, INIT (shortsword) +10, (shortsword) 1d6 (CRIT 19-20 x2) damage, FORT+0, REF+6, WILL+1, feats (dodge, improved initiative), treasure (400GP, pearl (12GP), aquamarine (200GP), star ruby necklace (1100GP), holy symbol of Mystra), CR 3.


ZOOK GARRET: CG, AC +18 (DEX+3, size +1, scale mail), HD 1d6+1, HP 5, #AT1, AB (shortsword) -1 - (light crossbow) +2, INIT (shortsword) +6 - (light crossbow) +1, (shortsword) 1d6-1STR (CRIT 19-20 x2) - (light crossbow) 1d8 (CRIT 19-20 x2) damage, FORT+2, REF+5, WILL+2, feats (craft gnomish item), bonuses (+2 saves against illusion), treasure (71GP, wooden teeth, glass eye, toupee, peg leg, glasses, backpack, Photonic Defrogulator, herb, flask of ‘Shadowdark Ale’, winter blanket, flint and steel, dust of illusion, dust of tracelessness), SPELLS (25% spell failure), (dancing lights, prestidigitation and ghost sound once a day), CR 1.


SPELLS: (2) (0st) mage hand, light, mending, detect magic, flare.


(Photonic De-frogulator has fourteen settings on them. 1) acts a green flashlight, 2) causes a nasty skin rash, 3) makes a ribbit sound, 4) shows old episode of ‘Green Acres’, 5) causes target to glow green, 6) does 1d6 damage to frogs, 7) does 1d3 damage to Bullywugs, 8) allows user to speak ‘Frogish’, 9) makes curly fries, 10) changes PC’s name to Kermit, 11) allows PC to jump twice as far, 12) reverses frog related polymorphs, 13) ultra frogulates, 14) cures ‘Frogulidus’.)





OLD BALD COMMON: This old man wears dirty old gray clothing and appear unarmed. He seems to have tiny eyes which don’t work very well.


(In Chondathan or Common) “WHAT?!” He yells, “I CAN’T HEAR YOU! YOU HAVE TO SPEAK UP FOR MY EARS DON’T WORK LIKE THEY USED TOO!” He yells.


“WHAT?!” He yells again.


GRIMA GREENBAER: NG, AC -8 (DEX-2), HD 3d4-3, HP 4, #AT1, AB (unarmed strike) -2, INIT (unarmed strike) +1, (unarmed strike) 1d3-3STR (CRIT 20 x2) damage, FORT-2 REF-1, WILL+3, feats (skill focus ‘wagoneering’, disciplined, smooth talker), treasure (healing potion), CR 1½.





HALFLING MAN AT THE BAR: This blond hared green eyed halfling man wears fine black studded leather and carries a buckler, shortsword and daggers. He smiles with a wicked grin.


(In Chondathan, Alzedan or Common) “HEY YOU!” He yells, “Where’s the money you owe me!?” He says pointing his index finger at you.


I DON’T KNOW WHAT YOU’RE TALKING ABOUT: “Lair, scum sucking maggot. I swear you better watch your back else you’ll feel the small yet terrible wrath of Falkur Shite!” He curses.


HERE YOU GO SIR: “That’s better you piece of crap. Now gimme your weapons too since I’m sure you owe me those too.”


FALKUR SHITE: CE, AC +19 (Size+1, DEX+4, masterwork studded leather, buckler), HD 1d6, HP 6, #AT1, AB (shortsword) +1 - (throwing daggers) +5, INIT (shortsword) +9 - (throwing dagger) +11, (shortsword) 1d6 (CRIT 19-20 x2) - (throwing daggers) 1d4 (CRIT 19-20 x2) (+1d6 sneak attack) damage, FORT+0, REF+6, WILL-1, feats (blooded), bonuses (+2 against fear), treasure (17GP, daggers x10, backpack, herbs x3, flask of ‘Rotgrub’, bedroll, caltrops x8, flint & steel, rations x10, healing potions x2, alchemist fire, thieves tools, 50 foot rope, vial of acid), CR 1.





THE GRAIN FIELDS: The Grain Fields of Triel stretch out in many directions which a multitude of crops ranging from corn to soy to potatoes and more.


In the middle of the potato field lays a giant radish.





GIANT RADISH: This giant radish has a huge bite taken out of one side and has a large hole in it.


“Well I have to say that’s the second biggest radish I’ve ever done seen.” Zook says.


(Climb check DC 12 to reach the hole.)





PIT AT THE BOTTOM: A large pit chamber opens up were three tunnel exit up into the walls.


In the middle of this chamber dwell two large monstrous centipedes.


LARGE MONSTROUS CENTIPEDES: N, #2, AC +14 (size-1, DEX+2, natural+3), HD 2d8, HP 14 - 13, #AT1, AB (bite) +2, INIT (bite) +4, (bite) 1d8+1STR + poison (FORT DC 16 or loose 1d4 DEX) damage, FORT+3, REF+2, WILL+0, feats (weapon finesse ‘bite’), CR 1.





SLANTING TUNNEL: This smooth slanting tunnel heads up to were on one end light can be seen and the other dips down suddenly to a pit chamber below.





HOLE TO THE OUTSIDE: The entrance tunnel to the giant radish has been carved out by something large and round with many sharp teeth. It heads down into the heart of the radish





CURVING TUNNEL: This large curving tunnel winds its way around the perimeter of the giant radish heading gradually upwards to the top.





CENTIPEDE HUSK: The dead husk of a large monstrous centipede blocks the rest of the tunnel.


(A living centipede is within the husk and will burst out if threatened. However it’s natural armor is diminished by 2 at this point.)


LARGE MONSTROUS CENTIPEDE: N, AC +14 (size-1, DEX+2, natural+3), HD 2d8, HP 12, #AT1, AB (bite) +2, INIT (bite) +4, (bite) 1d8+1STR + poison (FORT DC 16 or loose 1d4 DEX) damage, FORT+3, REF+2, WILL+0, feats (weapon finesse ‘bite’), CR 1.





NESTING CHAMBER: The tunnel opens up to round room were egg sacks nest ready to burst and feast on the giant radish.





DIPPING TUNNEL: This large tunnel dips up and down once before it makes its way into one of the ajoining rooms.





CENTIPEDE QUEEN: Here in the center of the giant radish is a very large room were a bloated monstrous centipede sits feasting on the surrounding radish.


HUGE MONSTROUS CENTIPEDE: N, AC +16 (Size-2, DEX+2, natural+6), HD 4d8, HP 11, #AT1, AB (bite) +4, INIT (bite) +2, (bite) 2d6+4STR + poison (FORT DC 18 or loose 1d6 DEX) damage, FORT+4, REF+3, WILL+1, CR 2.


