ZOOK GARRICK’S FROG RELATED ADVENTURE


By Andy Woodyard


RANGE 1-4





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.





BERDUSK: Berdusk is a large city on the east side of the Sword Coast, west of the nation of Cormyr and north of the country of Amn. It is a brick city next to the River Chionthar with a large bridge that crosses it on the southwest side of the city. It is separated into many districts such as Sune's Court, the Browns, the Merchants District, the Lake District, the Commons, the Sailor's Crib, the Lord's District and the Rogues District. Temples to Kelemvor (God of the Dead), Denier (God of Arts and Literature), Sune (Goddess of Beauty, Love and Vanity), Helm (God of Guardians and Portals) and Loviatar (Goddess of Pain, domination, suffering and slavery). Many shrines to other gods and any other businesses you would need can be found across the city, depending on the district that you're in.





THE BROWNS: The Browns district is tightly packed and the poorest area in the city. This district has a shrine to Ilmatar (God of Martyrdom and the suffered), the Yellow Eye Inn and Tavern, a bell tower, a crematory, Shrine to Talona (Goddess of disease, rusting and poison), statue of Ilmatar (God of martyrdom and the suffered), general store, manure, butcher, brazier, the Commoners Carrier Service, a swineherd and a blacksmith.





THE YELLOW EYE: This oddly shaped yellow tinted building is built of plank-wood and scattered junk to patch up the holes. It looks like something Sigil would have rejected... if there were such a thing. The taproom has a hearth, two shaky tables, a bar, cabinet full of stained mugs and a statue of a nobleman with a broken fist.


The bartender is a dreary man in drab gray robes. A man in red robes is here as is a scantly clad dwarf.





BARTENDER: The bartender is a sad looking broken man who appears to carry a heavy burden on his soul. His eyes are gnawing yellow and he wear black armored pants.


(In Planar Common, Chondathan or Abyssal) “The Yellow Eye spies you… self souls. You will be allowed room to ‘sleep’, mugs and liquid of alcoholic content to ‘drink’ and… ‘food’” He says with trouble. “When your done, try to die soon and bring on the inevitable as this futile state of existence would be better to fade away into the dust and ash of oblivion.”


DRINKS: “For those who wish for drink then I have Sod’s Jink (3SP), Shadowdark Ale (2SP), Githyankale (4SP), Dark Garnish (4SP), Rotgrub (2SP) and Bitter Black Ale (3SP).”


FOOD: “Herein we serve chicken (1SP), mystery meat (5CP), hog (2SP), liver (2SP) and pudding (1SP).”


DRINKS: “Our rooms serve the lowest of the low. We have only common rooms (1SP) and nothing more.”


ABOUT ZIT HIPPITYHOP: “I recall spying a fetid… gnome.” He says sickly, “Who comes in here on occasion. His blood that just has to be… pumped… from his heart like all others including myself sickens me. The boils of his namesake will reveal him. His home is the stinkpile up the road that will soon fall into the coldness of nothing. Dust over him.”


SABLESHANK YELLOWEYE: CN, AC +14 (DEX+2, black metal pants), HD 3d8+3, HP 20, #AT1, AB (iron quarterstaff) +5, INIT (iron quarterstaff) -1, (iron quarterstaff) 1d6+3STR (+2 dual arm) (CRIT 20 x2) damage, FORT+4, REF+3, WILL+5, feats (silent spell, power attack, blind-fight, turn or rebuke undead), treasure (holy symbol to Jergal, 623SP), DEATH AND FATE DOMAINS (4,3,2), XP 120.





MAN IN RED: This tall looking man has an evil grin on his face and wears bright red robes with purple trim. He carries a shortsword and has a poorly trimmed beard.


(In Chondathan or Alzedan) “Shit and fuck at the same time, I’M BRILLIANT!” He proclaims, “Ahhh, animated urine…” he appears to name you, “have come to watch my absolute brilliance. Stare and marvel at the great Trandipedos!” His expression then changes, “STOP LOOKING AT ME!!!” He screams casting a spell.


TRANDIPEDOS: CE, AC +12 (DEX+2), HD 2d4+8, HP 13, #AT1, AB (dagger) +1, INIT (dagger) +7, (dagger) 1d4 (CRIT 19-20 x2) damage, FORT+4, REF+5, WILL+1, feats (alertness, lightning reflexes), SPELLBOOK, treasure (alexandrine (600GP), Rubix cube), XP 80.


SPELLS: (4,3) (0st) Prestidigitation, resistance, ray of frost (1d3 damage), detect poison, daze, light, flare, light, ghost sound, disrupt undead (1d6 damage to undead), mage hand, mending, open/close, arcane mark, read magic, detect magic, (1st) mage armor, magic missile (1d4+1 damage), change self, erase and feather fall.





SCANTLY CLAD DWARF: This dwarven woman wear loose red clothing and has a blue gem Couati necklace on. She is armed with a hand ax and has long brown hair and matching chops.


She blows some smoke in your face, (In Chondathan or Dwarf) "I cost 5GP a ride and 5SP for head." She says putting out a puff of smoke and talking in a deep scratching voice.


GENTILE WARTS: N, AC +11 (DEX+1), HD 1d10, HP 1, #AT1, AB (hand ax) +4, INIT (hand ax) +3, (hand ax) 1d6+2STR (CRIT 20 x3) damage, FORT+2, REF+1, WILL+0, feats (weapon focus (hand ax), combat reflexes), treasure (extra nicotine cigars x3, 210SP, blue sapphire Couati necklace (1900GP), net), genital warts (FORT DC 15 or contract the disease), XP 40.





ZIT HIPPITYHOP’S HOUSE: A large mound of wood and stone that has been stapled, glued and nailed together somehow stands here. This building has pimples growing on it! A hundred or so garden gnomes have been placed outside but allow a small path to the door.


A zit covered gnome waters the garden gnomes here.


(In Chondathan or Gnome) “Ahhhhhh!” Zook proclaims, “He’s raised an army to defend the secret of the Princess of the Ribbit. PREPARE TO DIE HEATHENS!” Zook screams towards the garden gnomes as nothing happens.


The gnome here stops watering the garden gnomes and steps forward; “Well howdy!” He says happily, making the hundreds of zits on his face giggle around, “I was just here watering my new invention ‘chia gnomes’ (sort of a cloning thing) when I heard you screaming. Care to buy a Chia Gnome, only 50GP each.” He says.


ABOUT THE RIBBIT RING: “The Ribbit Ring? That was my grandfathers, Wart Hippityhop father of Boil Hippityhop, roommate of Earl Yugolot who bought me a goldfish once. It was supposed to lead one to a beautiful frog related woman. I used it to plug a hole in my fishtank but then I lost it. I suppose I could give it to you but I forgot were it is. I did come up with an annoying riddle to remember but I never figured out the answer.: ‘What’s as small as toad, is cotton sowed and can carry a load?’”


ANSWER POUCH: ‘That’s it!” He says excitably. “I put it in my pouch after I lost it! In fact that’s how I lost it. Grappie would want someone to fiddle with it or explode trying so here you go!” He says returning to his garden gnome watering.


(35XP times PC’s level for answering the riddle. The Ribbit Ring glows bright green and gets greener until it burns as it grows closer to the Princess of the Ribbit.)


ZIT HIPPITYHOP: CN, AC +8 (DEX-2), HD 3d6, HP 7, #AT1, AB (dagger) +2, INIT (dagger) +3, (dagger) 1d4 (CRIT 19-20 x2) damage, FORT+1, REF-1, WILL+0, feats (alertness, athletic), bonuses (+2 against illusions), treasure (158GP), XP 120.





THE COMMONS: The Common’s District exists in the middle of the city. It holds the Adventurers Guild, Shrine of Talona (Goddess of Disease and Poisons), Windstrom Manor, the Octagon Obsidian (Anti-magic Cult), the Traveler’s Rest Inn and Tavern, Shrine to Tymora (Goddess of Luck), a Swineherd, the Mystic Tattoo’s and a Smithy.





THE MYSTIC TATTOO’S: This small metal shop holds a single chair in the center. It has no windows but is magically light in here. The walls reflect everything.


A man covered in tattoo’s, including three bars on his face is here.


(In Chondathan, Planar Common, Infernal and Celestial) “All tattoo’s are five gold but an adventurer’s Guild tattoo costs an additional twenty… plus your soul” He says below his voice.


FETID MYSTIC: CN, AC +12 (DEX+2), HD 6d8+6, HP 40, #AT1, AB (light flail) +5, INIT (light flail) +2, (light flail) 1d6+1STR (CRIT 20 x2) damage, FORT+6, REF+4, WILL+9, feats (silent spell, rebuke undead, still spell, inscribe magical tattoo, iron will), treasure (unholy symbol to Beshaba, 134GP), XP 240.


(Search DC 25 to find a secret door on the south wall, say the phrase ‘Open Sour-dour’ to open. Inside is a suit of full-plate +1 (fit to Fetid Mystic) and a  large metal shield +1. The room has a barring mechanism that requires a STR check at DC 22 to open.)





ADVENTURES GUILD: The Adventurers Guild is a small oddly shaped building made of strong white stone. It has some small spade shaped windows all around the exterior.


	


WAITING ROOM: The waiting room has a fountain in the middle and a double door allowing entrance to the rest of the building.


A guard in chainmail is here, three red bars have been tattooed on his face.


(In Chondathan) “Only members of the Guild may enter. Go to the Mystic Tattoo’s for your mark of entry.” He says.


GORJ THE GUARD: LN, AC +18 (Chainmail, large spiked metal shield, DEX+1), HD 1d10+2, HP 8, #AT1, AB (light flail) +4, INIT (light flail) +1, (light flail) 1d6+2STR (CRIT 20 x2) damage, FORT+4, REF+1, WILL+1, feats ) weapon focus (light flail), endurance, dodge), treasure (138GP), XP 40.





MAIN CHAMBER: The inside of the Adventurer’s Guild has a long table with many chairs in it and a post for any adventures currently under way. Doors lead to the jakes, kitchen, smithy and healing chamber as well as the back entrance.


Here today dwells a tall glowing man, a plump warrior woman and a gnome playing a set of bagpipes.





ADVENTURES POSTED: There are two adventure’s posted here today..


ADVENTURE I: ‘Questing beast aseen ‘bout these part. Local Planar seeks a rump with the most vernogliast of beasties this side of a Modron. Seek Bagnorabadash for details.’


ADVENTURE II: ‘Zook Garrick, inventor of the near famous photonic De-frogulator, needs some mighty folk to find the legendary Princess of the Ribbit. No pay up front but spelunking later.’





GNOME WITH BAGPIPES: This pudgy gnomish bard wears scalemail and carries a shortsword at his side. He smells of radishes and frogs and carries a odd looking horn.


(In Gnome or Chondathan) “Well greetings!” He says with a high pitched voice that is sure to drive you crazy. “I’m Zook Garret, inventor of the near famous Photonic De-Frogulator. If you didn’t read my notice then hear that I have a mighty quest that needs accomplishing. If you want to listen, press 1. If you don’t want to listen press 2. If you want to be photonically De-Frogulated in anyway, push 134.”


PUSH 1: “Legends speak of the Princess of the Ribbit, a beautiful gnome who was held captive by giant frogs and their frog warrior after her father, an evil sorcerer died of eating too much goat cheese. I seek this beautiful maiden but it will be dangerous and will involve exploring the Tomb of the Toad. I have no money to offer up front but we’ll be bound to find a lot of shit in that tomb and I’ll split it with you for your aid. How ‘bout it?” He asks.


PUSH2: “That’s too bad, please drive through please.”


PUSH 134: “That’ll be 2SP. I’ll set the Photonic De-Frogulator to a random level and we’ll go from there!!!”


YES: “Excellantee, por favore! We’ll head to the Tome of the Toad immediately.”


NO: “Damn, well I guess I could just pick my nose a while then, always find good things in there… like donuts, lint, spoons, eggplants, Pentium 3 chips, potions, eggplants, a whole lot of radishes and etc.…” He continuos like this for quite a while.


“I should point out that we’ll be picking a lock… or a nose… or two. If you know a capable rogue, one that isn’t connected with those mean women, then ask him or her to join us.”


ZOOK GARRICK: CN, AC +18 (DEX+4, scalemail), HD 1d6+2, HP 6, #AT1, AB (shortsword) -1, INIT (shortsword) +7, (shortsword) 1d6-1STR (CRIT 19-20 x2) damage, FORT+2, REF+5, WILL+2, feats (craft gnomish items), treasure (2GP, 8SP, wooden teeth, glass eye, toupee, peg leg, glasses, backpack, herb, flask of ‘sarsaparilla’, winter blanket, flint & steel, rations x10, photonic De-Frogulator), XP 40.


(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’.)





PUDGY WOMAN: This pudgy woman wears half-plate and carries a dire flail. She has long brown hair and has freckles all over her body.


(In Chondathan) “Hah, you call yourselves adventures! I am an adventure! Hvartea Windstrom, of the noble Windstrom’s of Berdusk, famed slayer of the six headed chimera and winner of the Race of the Ravid! I AM A TRUE ADVENTURE SO BUZZ OFF!”


“Think yer tuff huh? I challenge you to battle. Meet me at the coliseum at noon! You won’t win as even the famed Conan would fear me!”


HVARTEA WINDSTROM: NE, AC +17 (Half-plate), HD 4d10+12, HP 32, #AT2, AB (dire flail) +4, INIT (dire flail) -2, (dire flail) 1d8+2STR (CRIT 20 x2) damage, FORT+7, REF+1, WILL+0, feats (track, power attack, cleave, favored enemy (Orcs), great cleave), treasure (9PP, pearl (11GP), bloodstone (60GP), emerald (900GP), jasper (60GP), bonbons x12), XP 160.





GLOWING MAN: This tall man has glowing white skin and a wears banded mail. He carries a flail that emits light and seems quite calm.


(In Chondathan or Planar Common) “Still be quentering on that bagnerdashing questing beast. Any of you berks seen one abouts the rumors and hoods?" He asks.


BAGNORABADASH THE GLOWINGFUL: LG, AC +17 (Banded mail, DEX+2), HD 3d10, HP 26, #AT1, AB (heavy flail of continual flame) +5, INIT (heavy flail of continual flame) -2, (heavy flail of continual flame) 1d8+2STR (+1 dual arm) (CRIT 19-20 x2) damage, FORT+3, REF+3, WILL+3, feats (detect evil, lay hands 2 HP, divine health, remove disease (once a week), turn undead, smite evil, aura of courage, iron will), treasure (thunderstones x3, zircons (50GP) x2, 1701SP), XP 120.





THE TOMB OF THE TOAD: The Tomb of the Toad is a small stone structure with a large statue of a toad atop it. Two great decorative double doors mark the entrance.


Something is inscribed in gnomish on the door.


‘To all those who dare: my tomb is sealed by gnomish might and will bring a gnomish curse to anyone who would pry its doors.’


(DC 25 to pick the locks, a curse of stupidity cast on any one who opens the tomb without removing magical traps, DC 30).





1) THE OPENING CHAMBER: The opening chamber is ten feet below street level, down a double set of stone stairs. The entire chamber has columns of stone (with depiction’s of gnomes on them) in the corners of the room. The ceiling is four feet high and the walls are painted green..


A large statue of a toad is here as is a dais with a small pool of green liquid is in it.


“This place is a lot less Frogish and way too toadish for my likes. I hope we can find information regarding the Princess of the Ribbit before I go crazy… or go even more crazy.”


ANIMATED STATUE: N, AC +14 (natural+4), HD 2d10, HP 16, #AT1, AB (slam) +2, INIT (slam) -1, (slam) 1d6+2 (CRIT 20 x2) damage, FORT+0, REF+0, WILL-5, immunities (construct), XP 80.


(Pool of Gak. Pushing on the north wall opens a secret panel. Inside is a small chest.)


SMALL CHEST: Peridots (60GP) x2 and 350GP.





2) ALTER SELF: This small chamber has columns around the edge and in the corners. An altar of some sort is in the center with a toad symbol depicted in it. Two tadpole symbols are on the right and left sides of the toad symbol.


“Bastard tadpoles have been sacrificed here.” Suddenly his glass eye falls out, “Oops, my glass eye fell out. Hold on a second.” He says looking for his eye on the ground and apparently finding it. Seconds later his false teeth fall out, “Owwps, swarry.” He says putting them back in as his peg leg falls off and is soon reattached.





3) CHAMBER OF THE TOAD: This sunken in chamber has four statues of toads in four points of the room. Hundreds of toads hop and flop around the floor creating a twenty foot gap between were you are and the next hall.


“Toads… worse than frogs and twice and ribbity. My photonic de-frogulator won’t even work on them! I… I’m not sure how we can pass this obstacle. These toads are probably rabid or worse, please think of something…” He says in fear.


(These are ordinary toad, Zook is an idiot and the first player to realize this gets 50 XP time their level.)





4) ALMOST OVAL OFFICE: This almost oval chamber has columns all around it. A small sarcophagus is in the center, decorated in toad depiction’s. On the opposite end of the room is a statue of a gnomish warrior who wears a set of green leather armor (with warts that act like studs) that can be removed.


Something has been encrypted at the bottom.


(Masterwork studded leather armor and made from toad hide.)


(In gnomish) ‘Wart Hippityhop; famed tamer of the Toad of Terror, defender of Toadbane Fortress, bearer of the ribbit ring, grandfather of Zit Hippityhop and  the world record holder for the biggest wart in Abor Toril, which eventually took his life. 1103-1213 DR’


“Well this is Frogit!” Zook claims, “I don’t know were to turn so I’ll just sit here with my thumb up my butt.”


THE RIBBIT RING: “A CLUE!” Zook proclaims, “The ribbit ring leads one to the Princess of the Ring. Legend lays that the great gnome, Yoga, found it in a crackerjack box. It must be here somewhere as only it can lead us to the tomb.”


(The ring is with Zit Hippityhop, who lives in the Browns of Berdusk. The bartender for the Yellow Eye Tavern knows were she lives and the bartender of the Traveler’s Nest knows he lives in the Browns.)





THE GREENS OF BERDUSK: The Greens outside Berdusk expand endlessly with nothing but long grasses and nothing else.


A faint wind runs over the fields under a bright blue sky.





THE MUD POOLS: Mud pools scatter the area here with thousands upon thousands of tadpoles swimming in them. Frogs hop and ribbit about.


“They’ve yet to attack with their evil frog powers.” Says Zook. “Probably have Frogulidus or something as well.” He murmurs.





THE WARD OF FROG: Several large statues of frogs can be seen scattered around the locale area and in a ring of statues in one area.


Thousands of ordinary frogs are about but the ring of frogs appears to be defended by giant frogs as well as a humanoid figure.





RING OF FROG STATUES: The large frog statues seem to grin down on you. In the center is a little pink frog in an energy globe.


There are three giant frogs here and the humanoid figure, who drops his robe to reveal a amphibious body. They defend the area.


(In Chondathan or Bullywug) “I am the Ribitor, defender of the little pink one. All will be Frogulated.”


“Not if I have anything to do with it we won’t! Prepare to be defrogulated!” Zook screams.


GIANT FROGS: N, #3, AC +16 (DEX+2, natural+4), HD 2d10+2, HP 8 - 13 - 15, #AT1, AB (bite) +1, (bite) 1d3 damage, FORT+3, REF+2, WILL+0, XP 40.


RIBITOR: LE, AC +15 (DEX+2, WIS+3), HD 4d8+8, HP 31, #AT1, AB (unarmed strike) +5, INIT (unarmed strike) +5, (unarmed strike) 1d8+2STR (CRIT 20 x2) damage, FORT+5, REF+6, WILL+7, feats (evasion, stunning attack (FORT DC 15 to be stunned for 1 round), deflect arrows, still mind, slow fall), treasure (emeralds (1500GP) x2, rod of frogulotous (9 charges, FORT at DC 24 or be polymorphed into a frog), Jansen brand honey western turnips x4), XP 160.


(Kissing the frog does nothing and any PC who does so should be smacked. Twice.)





DEFROGULATING THE FROG: The little pink frog makes a popping sound and suddenly becomes a beautiful gnomish maiden. She has long red hair and a matching nose with eyes the color of frog hide.


“I’m free! I owe my life to you who saved me! Marry me!” She says overly happy.


“MARRAGE?!” Zook screams, “This was a trick, Wart Hippityhop did this to trick me… even know we’ve never met.”


“We’ll have the wedding in the spring or maybe the fall or maybe both. Perhaps all year long. There will be doves and falcons and giant wedding cakes…”


“What about radishes?” Zook asks.


“Radishes? Yuck! No more radishes as they taste horrible and seem to be making you fat. You’ll eat broccoli from now on.”


“Broccoli! NO!!!!!!!!!!!!” Zook proclaims, “Somebody cast a remove curse. Help.”


“Nope, trapped forever mister. You’ll need to get a better job or work harder in order to pay for the wedding so get busy! And carry me home.” She says while Zook tries to ultra frogulate himself as you all prepare to head back to Berdusk.


NIKA ZACK: NG, AC +14 (DEX+3, size-1), HD 1d8, HP 4, #AT1, AB (unarmed strike) -2, INIT (unarmed strike) +6, (unarmed strike) 1d3-2STR (CRIT 20 x2) damage, FORT+0, REF+3, WILL+2, feats (cosmopolitan), bonuses (+2 against illusions), XP 40.


