HAGS LAIR ADVENTURE
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  On my site under the ERYNAVAR, Adventures section you will find images for this scenario. Note the versions named “Large” are large in file size and dimensions, suitable for printing. Also there are images with notes for the DM, and some without—suitable for showing to players. Also there is one version made to the 60 millimetre standard scale for OpenRPG (a great online gaming program http://www.openrpg.com/). Scale on the images is 1 square = 5 feet.
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  This adventure is designed for a party of levels 6 to 9. The degree of stealth, brains and equipment the party has will greatly affect the difficulty.

ADVENTURE SYNOPSIS:

  The heroes enter the underground lair of a hag. The hag has druidic powers, and a variety of traps, plants and aberrations at her command.

STARTING THE ADVENTURE:

  This adventure can be added in to your campaigns in many ways, but the basic story is this:

  In my Erynavar campaign setting, in the Ravensland area, the Eastern section of the Oreeth Forest in Ravensland has for the past 300 years, become “tainted”…abbberations and vermin abound, normal wildlife is absent, mutated trees prey upon folk…The elves of the forest have been battling this evil, but are slowly losing. They have recently come to understand that hags are behind it (they call them witches which may confuse the PCs). These green hags are not ordinary,  they have druidic powers granted by some dark god, and the ability to twist and mutate creatures, and to control them. However this power doesn’t come without price, the hags are severely weakened if they leave the forest and thus never leave it. So the nearby dwarven communities of Ravenscraig etc aren’t aware of the threat, only that the woods are very dangerous if entered. Elven rangers try to hunt down these horrors but are taken captive, used for breeding and food by the hags. One such ranger was taken recently and an archdruid who knew the victim well could scry upon him in his captivity and has thus learned of the hags whereabouts and a rough idea of her lair’s shape (so the DM can show layers the 3d renderings of her lair). The elves will recruit the PCs to rescue their friend, and kill the hag.

  To encourage the heroes, the elves will if pressed, offer: a pair of boots of elvenkind; 20 arrows +2; and a whip of shock +2 (called “Lightning Lash”)

The DM can of course alter this greatly to suit his own campaign: the captive maybe dead, the hag employed by an enemy etc. This scenario is about the lair itself, the start of it is up to the DM, as nearly every DM has their own game style, campaign and content to which an adventure must fit.

TO THE HAGS LAIR 

The DM can create suitable encounters on the way to the lair if wanted. The lair itself is reached via an underwater tunnel that accesses through a large pond in the forest. The hag can swim unhindered (as she has a racial bonus on swimming and has water breathing as a spell-like ability) but only those with magical means can reach the lair itself without drowning. While there are no traps or monsters, the DM can add them if you wish to make the encounter tougher.

THE LAIR ITSELF

General notes: there is no light except for some patches of phosphorescent fungi on the walls, and the fire that always burns under the hags’ cauldron at area 7, so most of the lair is almost pitch black, though those with low light vision can maybe see vague shapes—sufficient to move but not search,  read, spot or examine. 
Being underground near the pool it’s always damp, water drips continually and there are many stalactites. The floors and wall are covered with thick moss and strange lichen over an inch thick, since its all damp all Climb, Move Silent, Tumble or similar  movement checks in the cave have a –5 penalty due to it being so slippy, and make tracking very difficult.as tracks are poorly formed and fill in quickly.

Due to years of decaying bodies and potion creation, the air is also foul, if not for miniscule cracks leading to the surface it would be unbreathable, this doesn’t actually harm folk but it is disgusting and prevents the use of scent abilities for tracking.

  The roof curves up to about 40’ high.

1) ENTRANCE

  The underwater tunnel comes out here,  it slopes up about 40 degrees towards the South. The water is warm and murky, the sides thick with aquatic plants and vision is very short around 30 feet. Unsuprisingly the water is polluted with germs, anyone exposed to it for more than a few seconds needs ot make a Fort save DC 13 or contract Green Flux, a cholera-like disease of the intestines, DC 14, incubation 1 day, damage 1d6 Con, Str and Dex, it is not infectious from person to person though, only through contact with infected water.

  The hag has added a nasty little trap to the entrance: just under the water line to the south side a large ceramic jar, a demijohn, is fixed into the stone, its plugged with a rope made from aquatic plants. The rope has a modified form of Snare spell cast on it, it isn’t triggered by the hag but other creatures will, the rope trails out 15 feet, looking much like a normal plant, Search , Survival, Knowledge(nature) check DC 23 reveals it’s abnormal. When triggered the rope coils out and knots around trespassers as per a snare spell, however, if the characters struggle and pull on the rope, they unstopper the demijohn. Inside the demijohn is a nasty alchemical mixture, when unplugged, water will rush in, which reacts with some compounds causing the container to eject a cloud of caustic material throughout the water of the entrance to a depth of 10 feet! This only causes mild irritation to the skin but those in the water at the time must make a Fort Save DC 14 or be blinded for 1d3 hours.

  There are tracks on the South Eastern side of the hag coming and going through the entrance.

2) SPILL POOL
Water from a crevice on the East side about 7 feet up splashes down the wall and into  the spillpool, and thence into the entrance, the spillpool is fresh, clean water about 5 feet deep. There is nothing harmful about it, but a DM wishing to make the adventure more challenging could add a monster here, such  as it being the lair of a large aquatic snake.

3) SMALL POOL
There’s a small, deep pool here. It has no significance unless the DM wishes it to have some. It could  be the lair of an otyugh the hag uses to clean up some waste (in which case add minor poison damage to it’s attacks form the alchemical gunk she uses), or it can be the entrance to another series of underwater tunnels the PCs can investigate later.

4) DIVIDING STALAGMITE

Here, a huge stalagmite splits the passage up. Now the hag has set up a trap to kill intruders, 4a) the North East side of the passage is safe, but it has not tracks, where as the South West side does have passage marks. The hag carefully uses her cloak of the bat to fly over the hidden pit trap and gently put foot prints down so as to mislead intruders. Someone with the Track feat who makes a DC 28 check will spot the tracks don’t seem quit right, too light, not formed properly…PCs examining this area or having knowledge with scry may assume the North East passage brings them too close to the mushrooms hence it’s unused. The hag’s pretty crafty!

  Barlkethrin the hag is very skilled in crafting stone with soften earth and stone, and she has made a pit trap here. Under the thick growth on the floor is a 2 inch stone covering over a 30’ deep pit. Any weight over 50 lbs going over this will cause it to cave in, dropping the victim down. Pit trap CR2, DC Ref 25 to avoid, damage 3d6, Search DC 25, cannot be disabled. It’s kind of hard to avoid falling in since the surrounding rocks are all so slick! 
  At the bottom of the pit is a simple rough chamber staring at the pit trap and going off to the West, its 45’ long, 5’ high and 15’ wide. Note that climbing back out has a -5 penalty due to the slipperiness. The chamber has many tiny fissures leading away from it, and the floor is covered with large insect, rat and snake skeletons. This is the lair of a carrion crawler the hag put here many years ago, it feeds on the creatures living in the maze of very small passages that lead South and West, eventually exiting to the surface (only a creature no bigger than a large rat can move through them). Due to the small size of the chamber note that the carrion crawler will probably get 50% cover bonuses from any attacks from the top of the pit (+4 AC, +2 saves). There’s nothing of value down here.

  CARRION CRAWLER

CR 4; Large Aberration ; HD 3d8+6 ( Aberration) ; hp 19; Init + 2; Spd 30, Climb 15; AC 17; Atk + 3 base melee, + 3 base ranged; +3/-2 ( +2, 8 Tentacles; 1d4+1, Bite ); SA: Paralysis (Ex); SQ: Scent (Ex); AL N; SV Fort + 3, Ref + 3, Will + 5; STR 14, DEX 15, CON 14, INT 1, WIS 15, CHA 6.

Skills: Climb + 10, Listen + 4, Spot + 4. Feats: Alertness.

Paralysis (Ex): Those hit by a carrion crawler's tentacle attack must succeed at a Fortitude save (DC 13) or be paralyzed for 2d6 minutes.

5) MUSHROOM GROVE
  Mushrooms sprout everywhere in this large chamber, form the walls and on the stalagmites even. A  skilled eye knowledgeable in Herbalism or Knowledge (Nature) can make a DC 15 check to realize many of the fungi are rare and used in herbalism, alchemy, potion making or as good food, and some are alive! As shown on the map there are four shriekers and two violet fungi, while these won’t react to the hag whom is their mistress, the PCs will set them off if they come close. 
  Being saprophytes, the mushrooms need food, which the hag supplies with dead elves and others., so there’s several skeletons in their midst! There’s at least 2 full skeletons, and numerous other bones scattered around, while the heroes may think these are undead, they aren’t, the hags don’t have powers over undead, but if any goodly intruders try to “turn” them they will wake the living ‘shrooms… 
  In numerous strategic spots about the grove are small pit traps, these are made like the one at area 4b but are small, 5’ across and 5’ deep, but lined with spikes of rock at the bottom: Pit trap CR1, DC Ref  20 to avoid, damage 1d3, spikes 1d3 (+3 ATK, damage 1d3), Search DC 25, cannot be disabled. These will channel intruders or prevent them approaching her chamber at area 7 with ease.

  Again the hag is clever, using her cloak of the bat to make tracks looking as if she moves to and from the prison at area 6 and walks over the line of pit traps to the South East. A Track (Survival) check at DC 28 reveals something’s amiss.

SHRIEKER (4)
CR 1; Medium Plant ; HD 2d8+2 ( Plant) ; hp 11; Init -5; Speed AC 13; Atk + 1 base melee, + 1 base ranged; SA: Shriek (Ex); SQ: Plant; AL N; SV Fort + 4, Ref + 0, Will -4; STR --, DEX --, CON 13, INT 1, WIS 2, CHA 1.

VIOLET FUNGUS (2)
CR 3; Medium Plant ; HD 2d8+6 ( Plant) ; hp 15; Init -1; Speed 10; AC 13; Atk + 3 base melee, + 0 base ranged; +3 (1d6+2, 4 Tentacles ); SA: Poison (Ex); SQ: Plant; AL N; SV Fort + 6, Ref -1, Will + 0; STR 14, DEX 8, CON 16, INT 2, WIS 11, CHA --.Poison (Ex): Tentacle, Fortitude save (DC 14); initial and secondary damage 1d4 temporary Strength and 1d4 temporary Constitution.

6) THE PRISON

This is where the hag keeps her “guests”, the shelf is about 20’ above the main cavern floor with steep sides except to the East, a Climb Check DC 10 is sufficient to get up the East side. However, an assassin vine grows here, hidden amongst the mushrooms and moss! Note it takes a Spot, Survival, Knowledge(Nature), or dwarf (Stonecutting) DC 20 roll to notice it hiding here. Fed by the hag, it understands it’s not to attack the anyone on the prison ledge itself, unless they attack it. Intruders and escapees though are fair game.
  Prisoners are secured to the central stalagmite usually, naked and held by stone shaped and worked to form bands over their arms and legs. Its very effective and simple, but would require some work to get anyone held here out. Prisoners are kept weakened by the hag’s magical touch, so they have a Strength score of only 1, thus making them less of a threat, or a help if the PCs can free them.

ASSASSIN VINE
CR 3; Large Plant ; HD 4d8+12 ( Plant) ; hp 30; Init + 0; Spd AC 15; Atk + 7 base melee, + 2 base ranged; +7 ( 1d6+7, Slam ); SA: Entangle (Su), Improved grab (Ex), Constrict (Ex); SQ: Camouflage (Ex), Immunity: Electricity (Ex), Blindsight (Ex), Cold Resistance (Ex): 20, Fire Resistance (Ex): 20; AL N; SV Fort + 7, Ref + 1, Will + 2; STR 20, DEX 10, CON 16, INT --, WIS 13, CHA 9.

Entangle (Su): An assassin vine can animate plants within 30 feet of itself as a free action. The effect lasts until the vine dies or decides to end it (also a free action). The ability is otherwise similar to entangle as cast by a 4th-level druid (save DC 13).


Improved Grab (Ex): To use this ability, the assassin vine must hit with its slam attack.


Constrict (Ex): An assassin vine deals 1d6+7 points of damage with a successful grapple check against Medium-size or smaller creatures.


7)  THE HAG’S DEN

  Here is the hag’s own area, up on a 20’ high shelf, reached by a sloping ramp from the East. A barricade of stalagmites protects her quarters just like a castle wall, giving her plenty of cover to observe and attack foes from if she needs (3/4 cover, +7 AC, +3 saves), and the gaps allow a means of escape if she must. Intruders could squeeze in through the same gaps, but the mushrooms and pits below should see them off, also the slick rock is hard to climb up DC 25 Climb checks, she’s made sure its all nice and smooth and slimy! Light comes from the magically ever-burning fire below her huge copper cauldron (treat the fire as if is a 3rd level spell in cases of dispels etc). The cauldron itself is magical, able to completely empty itself clean, or fill with fresh water on command, three times per day, and is immune to acid and corrosion, weighing 100lbs it would be a tad hard to remove though!

Her furniture is made of solid stone she crafted herself, which lasts better here, also her magic keeps this area dry. Fresh water comes from one stalagmite on the West side where she has a pot into which the water drips…actually most of the stalagmite rampart she crafter herself and built up to give more protection. 

Enjoying a good sleep, the hag’s huge bed has a surprisingly soft mattress and fine sheets, and her spare clothes are simply draped over its head or foot. A plain looking chest to the East of her bed is a large solid looking coffer of stone with a heavy dark bronze lock built into it, this is a trap, inside it is filled with an slightly explosive and highly inflammable mixture, the lock is a trap, if the lock’s opened, or the lid raised, Tinder Twigs are struck igniting the compound! Trap CR5, damage 5d6 fireball, plus anyone within 5’ of chest takes additional 1d6 piercing damage (shrapnel), Ref  save DC 15 for half damage, Search DC 25, Disable DC 25. She figures this will take out anyone who manages to kill her and considers it a parting gift.
  At the Western end is a very large stone cabinet built into the wall, filled with many jars bottles, alchemical items like beakers and retorts, plus ink and parchments. There’s about 5,000 gp worth of scroll, alchemical and potion making materials here but much is far too bulky to take away. Of small, precious and portable materials, about 800 gp could be carried away without magical means or considerable effort.
  On top of the main table is an alchemists lab, there’s quite a few concoctions brewing and being created. The smaller table has a large wooden box, not locked, inside are  15 books (on alchemy, potion making, animals and vermin worth 500 gp total), plus a large ledger detailing her potion and scroll making recipes (worth 900 gp for it’s insight). She’s working on a scroll of monster summoning III, but its not complete or useable. Also there’s plenty of daggers, beakers of noxious poisons etc for her too throw if she needs to.

  It would be hard for the heroes to find her secret stash of loot, hidden in one of the stalagmites concealed by a removable stone section 4 inches thick, Search DC 24. Inside is 900 gp in small oiled leather bags, 560 gp in jewellery, a wand of  Melf’s acid arrow (charges 43, arcane, caster level 6th) which she can’t use,  and a potion of cure moderate wounds (5th lvl caster) for emergencies.


BARLKETHRIN, 

CR 8, Female Green Hag, Medium Monstrous Humanoid9/Drd5; HD 9d8+27 plus 5d8+15; hp 126; Init + 7; Speed 30, Swim 30; AC 24 (Flatfooted: 21 Touch: 13); Base Attack/Grapple: +12/+16; Attack: +16 (1d4+4, claw) or +15 ranged (1d6+4 throwing axe); Full attack: +16/+11/+6  (1d4+4, Claws); SA: Mimicry (Ex), Weakness (Su), Spell-like abilities; SQ: Darkvision, Spell Resistance 18; AL NE; SV Fort + 10, Ref + 10, Will + 13; STR 19, DEX 16, CON 16, INT 15, WIS 17, CHA 14.

Skills: Alchemy + 7, Appraise + 4, Climb + 8, Concentration + 12, Craft (Stonecarving) + 6, Craft (Stonemasonry) + 6, Diplomacy + 3.5, Disguise + 5, Gather Information + 4, Handle Animal + 6, Heal + 5, Hide + 6, Knowledge (nature) + 10, Profession (Carpenter) + 5, Profession (Herbalist) + 7, Sense Motive + 5, Use Rope + 4, Spellcraft +5, Survival + 10. 

Feats: Brew Potion, Craft Wand , Craft Wondrous Item , Improved Initiative, Scribe Scroll , Track.

Spell-like abilities: at will- dancing lights; disguise self; ghost sounds (DC 12); invisibility; pass without trace; tongues; water breathing. Weakness by touch DC 16 fortitude save, 2d4 Strength damage. Sound mimicry: can mimic almost any animal sound.

Druidic powers: Spontaneous Casting of any prepared spell into a summon nature’s ally of the same level; cannot cast “good” spells; no animal companion or Wild Empathy (she has powers over her forests unnatural creatures instead as described below); Nature Sense bonus to Survival and Knowledge (nature) checks; Woodland Stride; trackless Step; Resist Nature’s Lure; Wild Shape once per day (vermin form only).

Special: all the aberrations, plant monsters and vermin she and her sisters create (and their progeny) are friendly towards here and she can at will, charm monster/charm plant upon them if need. However, foreign/summoned creatures or naturally occurring aberrations, plant creatures or monsters in her area cannot be so affected.

Spells prepared (Druid 5/4/3/2): 0 - Detect Magic, Detect Poison, Guidance, Light, Resistance; 1st - aalm animals, cure light wounds, detect snares and pits, entangle; 2nd - barkskin, resist energy, soften earth and stone; 3rd - summon nature's ally III, Sleet Storm
Items: cloak of the bat; ring of telekinesis; staff of swarming insects (charges 29); potion of barkskin (x2); potion of cure serious wounds (x2), potion of bull’s strength (x3); potion of gaseous form (x2); scroll with heat metal (x2); scroll with spike growth (x4; scroll with summon nature’s ally II (x2); three throwing axes; jewellery worth 450 gp.

  Appearance: Balkethrin looks like a 7’ tall woman with extremely sharp, angular cheekbones, nose and eyebrows, and her long green hair is tied in a braid, held by a golden butterfly clasp set with an opal. She carries a stout staff (swarming insects) in her left hand, and has bandoleers of pouches crisscrossing her chest and waist.

Personality: deeply malign, she enjoys feasting on elf flesh, and mating with them to produce more druidic hags. She seeks to create new, more powerful creatures but is still learning.

  Information: At times she leaves the forest using her disguise and invisibility magic, to buy components, gather books, and seek suitable mates and victims. She can’t use her druidic powers at such times, but if she stays in the forest, she can visit the elves…

  Combat tactics: She relies on the traps and monsters in her lair to give warning of intruders. When aware of danger, she casts resist energy (fire) on her self, then entangle on the ramp up to her lair. Since the party probably won’t be stopped by the first few traps, she’ll go whole hog out to defend herself, taking potions of barkskin and bulls strength, giving her +2hit/damage and +2 AC bonus, and use scroll spell of spike growth to make the ramp to her demesne lethal.

  Flying and invisible she’ll leave her ledge and spy on the danger. Sleet storm is great on foes packed tight, especially if climbing or stuck in pits, she then uses summon nature’s ally III to deal with those not in the sleet storm or when they emerge, and summon swarms from her staff so it won’t bother her summoned monster but harass the PCs.

Retreating to her ledge with its defences, she can harass PCs with thrown items, there’s plenty of acid and poisons as well as knives in her alchemical gear! Weak looking casters are her preffered targets, trying to drop them if possible. Summoned creatures and swarms added into this will hamper PCs, and when they charge up the entangled, spiked ramp…oooow they will be hurt!

Those who approach the hag in her den have a nasty surprise: going invisible, she dumps toxic, caustic materials into her cauldron, which has been set to boil, she will lift it up and throw it at them! Protected by resist elements (fire) she wont’ be burned, treat it as a non-proficient ranged attack (-4 hit, 5’ range increments), the cauldron will do 3d6+9 hp blunt damage (assuming she has bulls strength up which lets her do this),. The deadly materials in the cauldron itself will deluge a victim of a direct hit: 4d6 fire damage from boiling water, Fort save DC 14 or take 1d3 Str, Dex and Con damage from the poisons, and must make a Ref save DC 15 or be permanently blinded! The cauldron will cause splash damage in 10’ radius for 2d6 fire (ref save DC 16 for half), poison (Fort DC 14, 1d3 Str, Dex, Con), Ref DC 10 or be permanently blinded. 

If things go bad she will leap from one of the gaps in her den and try to fly to the entrance to escape.

If the DM puts a captive into the scenario, she may go kill that unfortunate, disguise self to appear like another helpless victim so she can wipe the party out when they least expect it!
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