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Welcome!
The Towers of the Weretoads are located in the shal lows of a great lake. The water around them
changes in depth depending on the t ide . For the sake of s impl ic ity assume; At lowt ide (6pm to 6am) the
water wi l l come up to a man's ank le , At h igh t ide (6am to 6pm) the water wi l l come up to a man's th igh .
Factor th is in as the party trudges towards the towers . The ground f loor of the Towers' are s l ight ly
ra ised so as to not be affected by the changing water leve ls of the lake. S l imy stone sta irs ascend from
the lake's f loor to the two main entrances .

Adventurers needing a reason outs ide of the love of ru in exp lorat ion to journey to the Towers may be
tempted by; rumors of the Weretoads scooping great masses of treasure from the lake’s bottom and
stor ing it in the Towers , Rewards offered by loca ls whom suffer on-going attacks by the Weretoads , Or
rumors that remnants and art ifacts of a lake-based cult/anc ient re l ig ion , worsh ip of “The Sunken One”
are to be found there.

Weretoads have two forms (See directly below for description and Page 6 for Stats) :
The Weretoads that inhabit the towers wi l l be more awake, a lert and act ive dur ing lowt ide which is
essent ia l ly n ightt ime. This is when their curse causes them to appear as fu l l Toadmen. Dur ing the dark
hours , they wi l l be much more cognizant and aggress ive , tak ing the f ight to any would-be intruders .
Weretoads appear as near-naked s l imy , warty , id iot ic men dur ing the day l ight hours . They are very
drowsy at th is t ime. As men, they can be communicated with a lthough they st i l l do not apprec iate
intruders . A l low a react ion ro l l for Weretoads in th is form and role p lay them as very dul l and bel l igerent
beings that just bare ly speak Common. In a l l forms they are extremely protect ive and lov ing of any of
their spawn (misshapen Weretoad young, tadpoles of var ious mutat ion and eggs) .

The map has var ious references to “Misshapen Weretoads” . These are unfortunate creatures for whom
the Weretoad mutat ion has not proper ly taken form. They wi l l appear as a tortured mix of a human chi ld
and a toad. Descr ibe them as pit ifu l and malformed as poss ib le .

A l l Weretoads beneath the water leve l ( in the f looded basement) wi l l be in Weretoad form. The f looded
basement is essent ia l ly a soup of zygotes , w ith the Weretoads constant ly expuls ing eggs and sperm with
abandon. The Weretoads above ground wi l l spend much of their t ime scooping up pots of Weretoad
tadpoles and embryos . They wi l l attend to them and eventua l ly t ip them into the lake when they have
grown enough to surv ive its waters .

A l l doors marked on the map are crude stone doors on rust ing iron hinges . Ro l l a d6 for each door
encountered: 1 - 4) Door opens freely . 5) Hinges are rusted shut , p lant growth f i l l s the cracks , the
Weretoads wi l l avo id us ing sa id door (they can eas i ly c l imb to get into otherwise inaccess ib le rooms),
adventurers may have ways to re-open the doors . 6) Door is locked with an anc ient , rust ing lock . A
Weretoad in the group c losest to the door wi l l ho ld the key. Weretoads can operate doors , Toadbears
can not . Weretoads use th is fact to shepard and store Toadbears into part icu lar rooms.
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Tower &
Treetop Level

Top leve l of stone tower,
crumbl ing masonry , many arrow
s l its over look ing lake. F ire pit in
center of room. 3 stone pots
f i l led with wr ith ing misshapen
beige tad poles (weretoads are
extremely protect ive and carefu l
of the spawn pots - may avoid
attack ing a target ho ld ing a pot) .

Top leve l of stone tower,
crumbl ing masonry , many
arrow s l its over look ing lake.
Crude stone altar in center
of room. Covered in b lack
b lood sta ins . Gutters run
along the altar drain ing into
stone pots (pots used
elsewhere to hold and
transport weretoad spawn).

d20 weretoads
guarding the gang
planks and the
s l imy b lack huts
bui l t into the
branches of the
black tree growing
from the
courtyard. They wi l l
be patro l l ing the
wooden br idges in
two groups -
scanning the
surrounding lake.

Wooden hut , wet with
s l ime and f i l th . Hanging
on a nai l is a brace let
of the Sunken One
(Beads of Stone
Eyes) worth 1000gp
to swamp
monks/archeolog ists .

Rott ing wooden hut ,
open windows with v iew
of Lake. Weapon
storage. d20 crude
wooden spears and bows
+ d100 arrows .
Weapons are of poor
qual ity (d6 damage
but break on a
To Hit Rol l of 1) .

Alarm raised on a 4 in 6 chance at n ight or 2 in 6 chance
dur ing the day. Were toads wi l l act ive ly pursue the party and
alert other were toads once alarm is ra ised. A larm is hoot ing and
moaning by patro l l ing weretoads . Chance lessened by a stea lthy
party .

Creaky
ladder down,
housed in a
dead, b lack
soggy tree.

Stone Sta irs Down

Stone Stairs
Down

Stone Stairs Down

Sl imy wooden
hut .

R ickety and rott ing wood
br idges . 30 foot drop to
the lake. Weretoads wi l l
happi l l y attempt pushing
enemies from the br idges .
Part icu lar ly heavy set
adventurers or more than
4 adventurers at a t ime
may break a br idge (Save
Vs. Paralyze).

Wooden
Bridges

Wooden
Bridges



Stone Stairs
Up

Stone Sta irs Down, F looded.

Stone
pots , d6
are f i l led
with a
c lear
effervescent
l iqu id which acts
as a pot ion of water breath ing ,
another d6 stone pots are f i l led with
croaking-cry ing misshapen Weretoads .

Arrow sl it
w indows
look ing out
over lake, d6
Starv ing
Toadbears .

Ground Floor

Wet s l imy Stone
corr idor , f i l led with
b lack stone pots
wr ith ing with tadpoles
and misshapen human
embryo/tadpole
hybr ids .

There are two sets of sta irs ascending from the
lake f loor to two stone arch entry ways , no doors ,
the smel l of refuse and rot wafts out .

Outs ide , muddy,
courtyard.
puddles f i l l w ith
count less toad
eggs

d6 Toad-bears , eat ing
corpse mushrooms
growing on pi les of long
dead adventurers .
10% chance
of a magic
item not
a lready
pi l laged.

d10 Weretoads , s leeping in
anc ient ornate troughs of
f i l thy b lack water . A s ing le
misshapen weretoad runt
keeps watch in the
center of the room,
it is eas i ly
d istracted/confused.

Rott ing
Banner of
the
Sunken
One
(Grey,
eyes ,swir ls)

worth
1000Gp
hangs on
the wal l

d20 Weretoads ,
transport ing spawn pots .

d10 Weretoads ,

wal lowing in puddles

in the broken f loor .

Trap:

Rott ing

bur lap c loth

vaguely

d isgu ised as

a stone

f loor pul led

taught over

a pit of

wood

spears . d8

damage.

Crude iron

hand holds

cover the

cei l ing .

Trap: 1 way trap
door to f looded
lower leve l , Save.
Vs Paralyze .

Creaky

ladder

to f irst

f loor .

Housed

in dead

tree.

East
Entry

West
Entry
Trap: Rott ing bur lap
c loth vaguely d isgu ised
as a stone f loor pul led
taught over a pit of
wood spears . d8
damage. Crude iron
hand holds cover the
cei l ing .

Trap: Rott ing
bur lap c loth
vaguely d isgu ised as

a stone
f loor pul led
taught over
a pit of
wood
spears . d8
damage.

Crude iron hand
holds cover the
cei l ing .

d 10 misshapen malformed

weretoad young, wi l l croak

pity ing ly and drag

themselves through

mud to bite for d4,

AC 10, 1hp .

Stone Stairs Down,

F looded.

Stone
Sta irs
Up.

Stone statue
of the
sunken one
(750GP)
Grey eye
covered
octopus

Sl ippery sta irs up,
Save Vs. Paralyze
to avoid d6
damage NOISY
tumble .



d20 Weretoads ,
construct ing eye
shaped eff ig ies with
f i l th covered wreckage
hauled from the lake,
Weretoads wi l l taunt
any adventurers
caught in the pit trap
behind the bars to the
east .

Flooded
Basement

Secret Door and
Passageway, an out
of p lace br ick needs
to be pushed to
open the door on
both s ides .

The basement of the towers is completet ly f looded.
Remember, most adventurers cannot breathe
underwater !

Stone
Stairs
Up

Rusty , meta l bars for West
wal l , 5 inch gap bewtween
each bar . Trap door above
is so l id stone. d6 Corpses
of drowned adventuerers

Water is th ick with
s l imy part ic les of
var ious shapes , s izes
and colours .
d20 weretoads
swimming fur ious ly ,
expu ls ing eggs and
sperm, d istracted ly
mat ing with wi ld
abandon

d6
water logged,
rotten corpses
of per ished
adventurers .
Equipment
most ly ru ined. 1
extremely
emaciated
corpse holds a
pot ion of
water
breath ing .

Water is th ick with s l imy
part ic les of var ious shapes ,
s izes and colours . Making it
imposs ib le to see farther than

a few feet .

Stone
Sta irs
Up

Water is b lack and th ick with
squirming tadpoles and eggs
of a mryiad of shapes and
s ize . Many are mixtures of
human embryos and tadpoles .
Any one swimming through the
mass with open wounds has
20% chance of contract ing
the Weretoad curse (CHA
and INT drop by 6, ga in
abi l i t ies out l ined in best iary) .

Horde XIV
(pg 106 LL) in
a watert ight
stone chest
engraved with
count less eyes .

Wreckage arranged in
c ircu lar , eye format ions .
In the center is a stone
bal l , covered in eyes ,
worth 450 to swamp
monks/archeolog ists .

Horde XIX
(pg 106 LL) in
a watert ight
stone chest
engraved with
count less eyes .

Water is b lack and
th ick with squirming
tadpoles and eggs of
a mryiad of shapes
and s ize . Many are
mixtures of human
embryos and
tadpoles . Any one
swimming through the
mass with open
wounds has 20%
chance of
contract ing the
Weretoad curse
(CHA and INT drop
by 6, ga in abi l i t ies
out l ined in best iary) .

d10 Weretoads ,
mat ing .



Were-Toad / Warty Man : After the
movements of the Lake's dawn t ide these
beings wi l l appear as naked, wart covered men
with bulg ing eyes and lo l l ing tongues . They
carry crude wooden spears and bows. They
are vaguely inte l l igent and encounter ing them
may prompt a react ion ro l l (at a penalty of 6).
After the movements of the lake's dusk t ide
these beings wi l l appear as gangly , up r ight
walk ing toads . Their semblance of human
inte l l igence fades away in th is form.

Alignment : Chaot ic .

Movement: 120' regardless of terrain .

HD: 1 . Armor Class: 13 (7).

Attacks and Damage: As a man: d6 from
either spear or bow. As a were-toad: d6 from
spear or a bow, with the abi l i ty to jump attack
for d6+2 with a bonus of +2 To Hit .

Special : As a man: Abi l i ty to h ide or sca le sheer
surfaces/c l imb, 4 in 6 chance. As a were-toad:
Abi l i ty to h ide , 4 in 6 chance. Abi l i ty to sca le
sheer surfaces/c l imb with impunity .

Morale : 6 .

XP : 150

BESTIARY:
Bear Toad: A mis leading ly named toad that 's
actua l ly c loser in s ize to a large breed of dog.
Their croak is part icu lar deep and sonorous ,
sending unsett l ing to those nearby. They enjoy
leaping high in to the air and f latten ing other
creatures with their bu lk . Once a creature is
k i l led Bear Toads wi l l bounce v ict im's body into
a f leshy goop to encourage the growth of
their preferred dish , corpse mushrooms.

Alignment: Chaot ic .

Movement: 120' in water , 140' on land.

HD: 2. Armor Class: 14 (6).

Attacks and Damage: Jump Attack , does d8+2
damage but Bear Toads wi l l a lways be the last
to attack .

Special : Bear Toads may supercharge their
croak to emanate an unsett l ing , d izzy ing force.
V ict ims must Save Vs. Breath Weapons or
suffer -2 AC and -2 To Hit for d6 rounds .

Morale: 6.

XP: 200.




