Marshlands Mission

Please note this hunt uses the rules for going on a hunt

within . A reference
can be found at the end of this hunt.
l (8
Requested by: Calculating Corporal
Where. The Wetlands
When. Asap

Guild Reward. 4,000 gp
Character Levels. A group of four well-geared
7th level characters or four 8th level characters.

New orders, priority one: Protect the villagers and
increase our deployment options. We can't do
either until you hunt that Shogun Ceanataur. This
mission is classified, understood?

- >

Goal. Kill a shogun ceanataur.
False Creature A chameleos (3 false signs to encounter).

Guild Supplies Recommendation: 1 potion of greater first
aid each (potion of greater healing that is returned to the
guild if not used), 2 days rations each, 1 hot drink each, two
torches, two antidotes.

Final Encounter

If the final encounter takes place in a cave, the shogun
ceanataur is hidden on the ceiling with 7 (2d6) ceantaurs
wandering on the ground. If it the final encounter takes place
outdoors, the shogun ceanataur enters into the area when the
entire group arrives. When combat begins, 7 ceantaurs
unburrow from underground.

Minor Challenges

Multiple Signs: True Sign An abandoned large gravios skull
facing away from one of the areas exits. (DC 15
investigation check determines that their is fresh battle
damage on the skull). The shogun ceanataur has replaced
its skull False Sign A 10-foot or so wide partially filled in
hole near one of the areas exits. The water doesn't fall into
it, it has already filled with water a long time ago
(Determine a check for the PC to figure this out if they
ask) Choosing the wrong direction causes the group to
lose 1 sign.

An aggressive jyuratodus protecting it soon to be hatching
eggs. Every even numbered round a swarm of baby
jyuratodus appear (swarm of quippers)

False Signs +1
A viper tobi-kadachi with its viper tobi-kitachi pup

The swamp water in this area is releasing noxious fumes
that have a sweet smell to them. A creature that breathes
in these fumes must make a DC 14 constitution saving
throw or become infected with blight for 1d6+1 days. A
creature infected with blight has disadvantage on survival
and nature checks.

8 congas
A khezu

The plantlife in this area is all poisonous, everything has a
smidgen purple coloring located on it. Creatures native to
the area who aren't immune to the poisoned condition
avoid this area. A creature that eats, or touches a plant in
this area must make a DC 14 Constitution saving throw or
be poisoned for 24 hours. A creature can repeat its saving
throw every 8 hours that passes. On a successful save, the
creature is cured of the poison. On a failed save, the
creature feels like is imminent death. A creature still
poisoned after 24 hours, dies.

A veggie elder is wandering about the area collecting
bones and other monster materials. He is willing to trade
heal potions or other useful items to the party for the
resources they have gathered during the hunt.

Major Challenges

Fog lightly or heavily obscures each area for the duration
of the hunt

+2 false signs

A gravios

Benefits

The area is the location where the swamps poisonous
water is coming from. This might be a pit or pile of
decaying creatures and other corpses, or perhaps a large
patch of poisonous mushrooms. If this issue is dealt with,
the poisonous waters of the swamp vanish for 4 (1d8)
weeks

Shrine of the Swamplands. When a creature touches this
shrine they ignore all difficult terrain from muddy or
swampy terrain and become immune to the poisoned
condition for the duration of the hunt.

The corpse of a gravios (3 carves)



https://drive.google.com/open?id=1Z70yXVHKsbLSXMeCMK9bFoOsRiD8Bynf

Area Descriptions
Starting Location: A.

This area is dense with trees and hardpact ground making it
the perfect place to camp. A small river flows steadily behind
the tents which acts as a source of fresh water and fish.

Area 1.

A small forested area that is frequently filled with Herbivores
such as kelbi and aptonoth. The sound of the river from camp
can still be heard over the sounds of the swamp.

Area 2.

A tiny area with many gathering spots and insets, a Veggie
Elder is known to wander this area.

Area 3.

A medium-sized clearing in the forest. Some stray trees grow
throughout the clearing. Typically plants and insect resources
can be found in this area.

Area 4.

A rounded, sunken, swampy area making it difficult to
traverse.

Area is considered difficult terrain and areas of the swamp
might give off a poisonus purple color in the swamp water.

Area 5.

A large field of 4-foot tall yellow grass. loprey and genprey
like to make nests in the area, using the tall grass as cover.

Area 6.

A sunken marsh area, the ground here is very moist with lots
of puddles that expel poisonous gas from below, and that
make standing your ground difficult. To the north of the area,
a small cave entrance can be seen.

Area 7.

A small cave with bright pink crystals in it. The crystals can
be mined for normal mining materials, There is a small pond
at the back of this cave. It is extremely cold in the cave, the
area is usually filled with vespoids and hornetaurs. khezu like
to hang out in here.

Area 8.

A weird, 20 foot tall doughnut-shaped cave. There are large
red and green crystal formations here, the floor is damp and
covered in bones of small creatures, and it is extremely cold.
Vespoids, hornetaur, and khezu makes its lair here.

Area 9.

A small area that looks like a clearing in the forest, there is a
pile of junk on the western wall where hunters can retrieve
items that have been "misplaced". A large cave entrance can
be seen to the south.

Area 10.

A large, open bog with big puddles of water, plants and
mushrooms line the perimeter, numerous preys roam the
area, and larger wyverns pass through often, the damp,
muddy ground will not allow pitfall traps to be set.

Area 11,

A medium-sized cave. In the back, are bright white crystals,
mushrooms can be found growing in here, and insects such
as vespoids and hornetaur are known to fill the area. Larger
creatures like to come here to rest.
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https://drive.google.com/file/d/1sdsamO8BLt9bl0FxMj0NY3d1Kr-I9sO3/view?usp=sharing
https://www.patreon.com/posts/50473881

Going on a Hunt

The hunt above tells us what creature we are hunting, what
territory it is located in, and what our areas within that
territory look like. Below we will look into the roles our party
members have and how you as the GM will help them track it
down.

Setting Roles

When a hunt begins, the PCs choose between 4 different
roles to take on. These roles are the Trailblazer, Scout,
Spotter, & Artisan.

Trailblazer

Whenever the group enters an area, the trailblazer rolls a
survival check vs the creatures carve DC. On a failure the GM
rolls a d10 on the finding signs table, on a success the GM
rolls a d20 instead. On a critical, the GM rolls a d20 and take
the highest roll, on a nat 1 the GM rolls 2d10 and take the
lowest roll.

Spotter

The spotter uses their passive perception to scope out for any
ambushes or dangers missed initially by the scout. There can
be 2 spotters, the 2nd spotter gives a +4 perception bonus to
the other.

Scout

The scout is the initial person who enters an area, they get
the lay of the land, potential resources, creatures in the area,
potential hazards. When a scout notices a potential spot for
an ambush it gives the spotter a bonus to their perception

Artisan (work in progress)
See Amellwind's Guide to Monster Hunting Chapter 2 for
more information on the artisan.

Sometimes the party may split up, when split into groups of
two. The only roles available are the trailblazer and the
spotter.

If someone is alone, they are both the trailblazer and
spotter, but they either have to choose to take disadvantage
on their survival roll for finding signs or take a -4 to their
passive perception.

Tracking down your prey

Tracking down the creature the party is hunting is the main
goal of monster hunter. So how do we find the creature? As a
GM, do we just put it down in an area and say that is where it
is always going to be? do we put it in the last area and they
eventually get to it, much like the end of a dungeon?

NO! This creature is in the wilderness; it travels around,
leaves signs, and acts like any animal would. That is what the
system below is designed to represent. The party travels
around the creatures territory, dealing with environmental
hazards, skill challenges, and other creatures while searching
for signs of their prey.

Finding Signs

On the hunt, the party must must discover signs of the
creature: distant roars, tracks, marking, fresh Kills, etc. The
party will need to typically find between 3 and 5 signs.
Once they do they locate the monster and the final battle
of the hunt begins.

False Signs

When you are on a hunt, the creature you are looking for is
not the only one in the area. One of the GM options in the
minor and major challenges is finding false signs. These
signs work the same as finding signs for the creature you are
hunting. Once you find 3-5 of these false signs, a hard or
deadly encounter occurs.

It is typically best to know what creature the PCs will
encounter when they find these false signs. It wouldn't make
much sense if they are finding tufts of fur and then end up
fighting a rathalos.

How to find signs

Whenever the trailblazer rolls a survival check for entering an
area, the GM rolls on the table below to determine what
signs, challenges, or benefits they may find in the area.

Finding Signs Table
ROLL RESULTS
1 major challenge
2-9 minor challenge
10-17 1 sign, minor challenge
18-19 1 sign
20 2 signs, benefit

Challenges and Benefits

If the trailblazer rolls anything less than an 18 on their
Tracking Roll, they must overcome a challenge on their hunt.
These challenges can be either minor or major, depending on
the result. Likewise, if a group rolls a 20 on their Tracking
roll, they come across a benefit that can seriously aid them in
their hunt.

Minor Challenges include noncombat encounters, skill
checks, or minor environmental hazards. They might also
include minor combats against weaker foes (medium diffculty
encounter). In general, a minor challenges should cost a few
resources and be a minor setback, but shouldn’t stop the PCs
dead in their tracks.

Major Challenges, are potentially deadly or severely hinder
the party. A major challenge might include a dangerous
environmental hazard, a deadly encounter, expending limited
resources such as spell slots or items. They shouldn’t be
impossible to overcome but should require MUCH more
effort from the PCs.

Benefits are a boon to the party. These could be a hidden
cache of hunter supplies, the carvable corpse of a recently
deceased monster that is normally outside the parties ability
to kill, or anything else the GM might come up with.




