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Dungeons of Dazegoneby 

Mini-Dungeon Module E5 

Swamp of Secrets 
It’s easy to lose your way in Evermoor 
Swamp. Luckily one can always stop into 
Boggy Pete’s Outfitters for a map. 
Problem is, those that do have as much 
chance of making out of the swamp as 
those who don’t. Seems that Pete made a 
deal with a band of lizardmen, a deal that 
keeps him supplied with cheap stock and 
the lizardmen supplied with able bodies.  
  
 
About This Product 
 
Although it can be scaled by the 
Gamemaster for groups of other sizes, 
Swamp of Secrets is designed for 4-6 
adventurers of level 5-6. This product is 
part of a line of mini-dungeons designed 
as quick, drop-in adventures. They’re 
ideal for use as short side quests, or for 
gaming sessions where you’re pressed for 
time. You could even string them all 
together as a mini dungeon campaign.    

Gamemasters should feel free to adjust 
this adventure to suit their group’s style of 
game-play or level of difficulty. 

It’s recommended that the Gamemaster 
read through this product at least twice 
inorder to familiarize themselves with the 
adventure prior to playing. They should 
also take note of any new monsters or 
magic listed at the end of the document. 

This product requires the use of the 
Swords & Wizardry rules. More 
information can be found online at 
www.swordsandwizadry.com  

 

After most of the room descriptions you’ll 
find one or more of the following symbols: 

This symbol indicates that there’s a 
monster or monsters in the room.  
 
This symbol indicates there’s 
treasure in the room. 
  
This symbol indicates that there’s a 
dangerous obstacle in the room.  

 
A description of the monsters, treasures, 
or obstacles encountered follows after 
each symbol.  

 
About Dungeons of Dazegoneby 

I can remember a time in my distant past 
when I could head to the local mall walk 
into one of the two bookstores they had at 
the time, plunk down around five dollars, 
and walk out with a brand-new Dungeons 
& Dragons module. Our Dungeons of 
Dazegoneby line is a tribute to old school 
gaming, paying homage to a time filled 
with graph paper maps, wandering 
monster tables, hand-drawn character 
sheets, and lazy afternoons filled with 
adventure and wonder. We hope you 
enjoy playing these products as much as 
we enjoyed making them.   

You can find more of our RPG products on 
RPGNow. Please feel free to visit us at 
www.creationsedgegames.com or like us 
on Facebook. Thank you for your support! 

 

On the pages that follow you’ll find 
boxes like the one surrounding this 
text. These boxes hold suggested 
descriptions of the rooms that can be 
read out loud to the players.  
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something strong to wash it down at 
Pete’s shack. The ‘bite to eat’ is a thick 
stew comprised of whatever animals and 
edible vegetation Pete can get his hands 
on from day to day. 

Pete also has a couple of rafts available 
for sale. The false map leads into a 
section of swamp covered by a deeper 
layer of standing water. Characters will 
find it difficult to wade through this area, 
so Pete happily recommends the purchase 
of a raft (especially since he knows he’ll 
get it back eventually.)   

If the players become suspicious of Pete 
he may suddenly lash out in rage at them. 
The players will find Pete easy to dispatch 
or subdue. His current charmed state 
makes his mind addled. It would be 
difficult to get useful information out of 
him, other than a cryptic “The Lady of 
Evermoor waits with the lizards in the 
swamp. You’ll see! You’ll see!” 

If Pete’s charmed state is dispelled he’ll be 
a little more helpful, claiming he was 
taken by a group of lizardmen to see a 
green woman in the caves to the 
southeast of his shop. After that his 
memory becomes muddled.   

There’s a handful of giant rats mixed in 
with the standard ones that are scattered 
throughout the store. Their stats are 
provided below in case they become 
brazen.  

Giant Rat: HD 1d4hp; AC 7 [12]; 
Atk 1 bite (1d3); Move 12; Save 
18; AL N; CL/XP A/5; Special: 5% 
are diseased. 

Pete possesses nothing of value 
other than his stock. A small 
wooden chest under a cot in one 
corner holds a dozen copies of the 
“false” swamp map, pointing to a 

‘short cut’ trough the lizardmen 
caves. A secret compartment under 
a false bottom holds a dozen 
copies of the “true” swamp map.   
 

Evermoor Swamp 

The area known as Evermoor Swamp 
covers several square miles in a dark, 
dank and difficult to navigate marshy 
terrain. Murky water, ranging from a few 
inches to a few feet deep blankets most of 
the area. The swamp is dotted with a few 
waterlogged, moss and weed-choked 
patches of land, but these are few and far 
between. Without the aid of a raft or two 
purchased from the outfitters, travelers 
would be forced to wade through the 
treacherous waters, leaving them more 
susceptible to attacks, contracting 
diseases, or damaging their equipment. 

Pete’s true map leads travelers by way of 
several easily noted landmarks (two trees 
twisted together, skull shaped boulder, 
ruined shack, etc.) to the swamp’s edge, 
roughly an hour away due east. The false 
map leads the group southeast for around 
two hours by way of similar landmarks to 
the lizardmen’s lair. The gamemaster 
should feel free to double or triple this 
time if the party decides to wade through 
the muck for some reason, instead of 
making use of a raft.  

The gamemaster should also feel free to 
modify the direction the group has to 
travel in based upon the direction they 
were originally traveling before getting 
lost in the swamp. 

For each half hour spent in the swamp 
there is a 1 in 6 chance of encountering a 
wandering monster. If a monster is 
encountered roll 1d6 and consult the 
following table: 
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    The lizardmen will attempt to subdue 
the group and imprison them in Area 6 to 
await the slavers. They’ll switch to 
inflicting lethal damage if it appears 
they’re failing to subdue the party or lose 
to many of their members, possibly even 
attempting to flee back to Area 8 if things 
look grim. 

    If the lizardmen manage to subdue the 
party, see Captured by the Lizardmen 
at the end of this section. 

Lizardman (20): HD 2+1; HP 13, 
12,11,11,11,11,10,10,10,10,9,9,8,
8,8,7,7,6,6,5; AC 5[14]; Atk 2 
claws (1d3), 1 bite (1d6); Move 6 
(Swim 12); Save 16; CL/XP 2/30; 
Special: Breathe underwater. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Lizardman (20): HD 2+1; HP 15, 
14,13,13,12,11,11,11,10,10,10,10,
9,9,8,8,7,7,6,6; AC 5[14]; Atk 2 
claws (1d3), 1 bite (1d6); Move 6 
(Swim 12); Save 16; CL/XP 2/30; 
Special: Breathe underwater. 

 
3. Cave Entrance 
 

 

    As stated above, this area is used as a 
staging area for the lizardmen forces. 
Dozens of lizardmen footprints are 
imbedded in the soft ground, some 
heading west and an equal amount 

The opening to a cave sits on the cliff 
wall, across a patch of soggy dirt. A set 
of natural stairs climbs up to firmer 
ground just inside the entrance.   
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heading south into the water.  
    

 4. Guard Post 
 

 

    A group of 5 lizardmen are posted here 
as guards. They’re armed with spears 
which they’ll hurl down at intruders as 
they approach. They’ll keep one spear 
each for use as melee weapons if needed. 
A crude rope of twisted vines is attached 
to a stalagmite in the southeast corner of 
the ledge to make it easier to climb up or 
down 

Lizardman (5): HD 2+1; HP 15,13, 
11,10,9; AC 5[14]; Atk 2 claws 
(1d3), 1 bite (1d6); Move 6 (Swim 
12); Save 16; CL/XP 2/30; Special: 
Breathe underwater. 

The lizardmen here have a stash of 
20 spears. One of them is a +1 
spear taken from one of their past 
prisoners. 
 

5. Dragon! 
 

 

    This area of the cave is home to 
Nazarathfaz, an immature black dragon. 
Naz caught wind of the little arrangement 
between Pete and the lizardmen and 
wanted in on the action. The valuables 
taken from prisoners get split between 
Naz and the swamp nixie, along with any 
profits made off the slavers. A few trinkets 

get split along the lizardmen, but the lion 
shares go to Naz and the nixie. 

    Naz will know of the party’s presence 
since the whole tribe will be mobilized at 
the time of their arrival. He’ll be waiting 
for the lizardmen to bring prisoners back 
to the holding cell at Area 6. If this fails 
to happen in a timely manner he’ll grow 
concerned, growing even more concerned 
if he hears sounds of combat from Area 
4. If this occurs, he’ll crawl up the slope 
to take a quick peek. 

    Naz will wait until the guards at Area 4 
have been dealt with before he attacks, 
attempting to stay concealed below the 
slope until then. Once the guards have 
fallen he’ll rise up and use his breath 
weapon, considering it to be most 
effective in the narrow cavern passage. 
He’ll then move up the slope to engage 
the group in the passage, retreating back 
to Area 5 or chasing the party out into 
the swamp, depending upon the group’s 
actions or damage taken. 

    Naz may attempt to offer the party it’s 
treasure in exchange for his life, choosing 
to simply leave if the battle goes too 
poorly for him. 

Nazarathfaz (Immature Black 
Dragon) (6 HD): HD 6 (18hp); AC 
2 [17]; Atk 2 claws (1d4), 1 bite 
(3d6); Move 9 (Fly 24); Save 11; 
AL C; CL/XP 7/600; Special: Spits 
acid. 

A small alcove in the southeast 
corner of the cave is filled with the 
dragon’s treasure horde: 150,000 
cp, 20,000sp, and a pair of boots 
of Elvenkind. The boots hold a 
potion of extra healing and a 
potion of levitation. There’s also a 
suit of +1 chainmail buried under 
the coins.    

An almost vertical slope rises to the 
left of the cavern passage, climbing 10’ 
to a natural alcove in the cave wall.    

A slippery slope descends 15’ to a 
damp section of cave. One section, 
near the center of the ledge, has been 
worn down into a natural set of stairs. 
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6. Prisoners 

A makeshift wooden door stands 
here, built from bits of one of 
Pete’s rafts. It’s held shut by stone 
spikes wedged between the wood 
and cave wall, hammered in from 
the outside. A single successful 
‘open doors’ check can be used to 
remove the spikes or break the 
door down. 

 

    This room holds the current stock of 
hapless travelers collected by the 
lizardmen. They each tell a similar tale of 
becoming lost in the swamp and buying a 
map from Boggy Pete’s which led them 
into the lizardmen ambush.  

 
7. Swampy Grotto 
 

 

    The water filled section of cave is home 
to a swamp nixie (see New Monsters.) 
She’ll lurk underwater, hoping to catch 
one of the group unaware and charm 
them before the rest of the group knows 
she’s there. If she succeeds in charming a 
party member she’ll order them to attack 
their companions.    

Swamp Nixie: HD 6; HP: 27; AC 
6[13]; Atk 1 weapon (1d6); Move 
6 (Swim 12); Save 10; CL/XP 

6/400; Special: Special: Charm 
person (-1 save). 

The crates contain dried fish and 
beef used to feed to the prisoners. 
The barrel holds fresh water. The 
wooden chest near the door holds 
a moldy sack containing 3,275gp. 
There’s also a small leather pouch 
which holds 10 gems worth 25gp 
each and a crystal gator (see New 
Magic) 

The belongs of the prisoners in 
Area 6 (a half dozen ‘travel packs’ 
with bedrolls, 4 bows, 4 dozen 
arrows, a trio of short swords, and 
a pair of daggers) will also be 
found here, piled near the crates. 

 
8. Sleeping Chamber 
 

 

    There are 50 of the “nests” spread 
between these two large chambers. Five 
lizardmen sleep at the rear of the eastern 
chamber, waiting for their shift as guards 
at Area 4. There’s a 50% chance that the 
sound of battle from Area 5 will have 
awoken them. If this is the case they’ll be 
waiting to ambush the party at the 
bottleneck between the two chambers. 

Lizardman (5): HD 2+1; HP 15,13, 
11,10,9; AC 5[14]; Atk 2 claws 
(1d3), 1 bite (1d6); Move 6 (Swim 
12); Save 16; CL/XP 2/30; Special: 
Breathe underwater. 

If the players take the time to 
search the lizardmen ‘nests’ roll 
1d20 for each nest and consult the 

A group of six disheveled looking 
humans and two elves rise to their feet 
in alarm as you enter this room.  

A small wooden chest sits just inside 
the door of this cavern. A collection of 
crates and a barrel stand against the 
west wall. The south end of the 
chamber is filled with an expanse of 
murky swamp water.  

A foul smell permeates this large 
chamber. Dead vegetation lies strewed 
about the floor, gathered at spots to 
form nest-like sleeping areas.   
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AL L (or N); CL/XP 1/15; Special: 
Darkvision 60ft, 4 in 6 chance to 
find secret doors, immune to ghoul 
paralysis. 

 

Wrapping Up 

After the lizardmen, dragon, and swamp 
nixie have been dealt with the players are 
free to journey on.  

The elves that were being held prisoner 
will be quick to want to find their own way 
through the swamp, the humans however 
may require a little help with getting back 
to civilization. 

If party searches the swamp canyon 
they’ll find a narrow channel to the 
northeast with a slow-moving river 
running through it, with some effort the 
group may be able to use the raft or rafts 
to traverse the river. The channel runs for 
about a half mile before opening up into a 
forested valley, if the river’s followed 
eventually the players will wind up at a 
bastion of civilization where they can get 
their bearings again.  

There’s a good chance that the mislead 
group may be looking for revenge against 
Boggy Pete. If the swamp nixie’s been 
dealt with they’ll be met back at the 

 

 

 

 

 

 

 

 

 

 

Outfitters by a frazzled Pete, greeting 
them as though he were seeing them for 
the first time (which in a way he is.)  

Pete will have no memory of the past few 
years other than being taken by the 
lizardmen to see the swamp nixie. Now, 
free from the nixie’s charm, he’ll be able 
to set the group on the right path out of 
the swamp, if he’s given the chance (and 
the players believe him.) Depending on 
whether or not the players were taken 
prisoner and for how long, they may have 
to collect their equipment from among 
Pete’s stock.  

If Pete’s told of his misdeeds (i.e. leading 
lost travelers into the lizardmen’s 
clutches) he’ll have a hard time believing 
it, of course a quick search of his shop will 
turn up the chest full of maps with the 
false bottom. He’ll recognize the maps as 
being done by his hand. Once his guilt has 
been made clear he’ll apologize profusely, 
offering what little he has (around 300gp, 
the pick of his stock, and/or some free ale 
and ‘Swamp Surprise’) as a form of 
restitution.    

Of course, if the slavers picked up the 
players along with the other prisoners, 
there could be a lot more involved in 
wrapping up this adventure…  
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Continuing the Adventure 

Here are some suggestions for further 
adventures:    

d The swamp nixie somehow survived, 

regenerating to full life deep within the 
swamp. She sends a group of charmed 
adventurers to exact revenge upon the 
party.  

d The chest full of maps at Boggy Pete’s 
Outfitters contains a third version of the 
map. This one leads to an ‘X’ indicating a 
buried treasure. Pete doesn’t remember 
making this one either, but its drawn in 
his hand as well.   
 
d Boggy Pete was actually running the 
whole show. 
 
d The party may decide to go after the 
band of slaver pirates, or the slavers may 
search for the ones responsible for putting 
an end to their little operation in the 
swamp. Either way the slavers are a loose 
end which may have to be dealt with.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

d One of the human hunters being held 
prisoner was actually a thief who’s been 
hired to recover a collection of magic 
crystal animals that were stolen from an 
evil druid. If he knows the crystal gator is 
in the party’s possession he’ll follow them, 
attempting to steal the magic item at an 
opportune time.   
 

NEW MAGIC 
 
Crystal Gator  

This item is a small green crystal alligator, 
about the size of a fist. The owner can 
place it on the ground and will it to 
become an alligator. The alligator will fight 
for the owner for 6 rounds or until its hit 
points have been reduced to 0, at which 
point it reverts back to its crystal form. Its 
hit points return at a rate of 1 per day. 
 

Alligator: HD 3; HP 20; AC 4[15]; 
Atk 1 bite (1d6); Move 9 (Swim 
12); Save 14; CL/XP 3/60; Special: 
bite, death roll. 
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OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, Inc. and 
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved. 
 
1. Definitions: (a)”Contributors” means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b)”Derivative Material” means copyrighted material including 
derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, extension, 
upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted; (c) 
“Distribute” means to reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute; (d)”Open Game 
Content” means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement over the 
prior art and any additional content clearly identified as Open 
Game Content by the Contributor, and means any work covered 
by this License, including translations and derivative works under 
copyright law, but specifically excludes Product Identity. (e) 
“Product Identity” means product and product line names, logos 
and identifying marks including trade dress; artifacts; creatures 
characters; stories, storylines, plots, thematic elements, dialogue, 
incidents, language, artwork, symbols, designs, depictions, 
likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representations; names and 
descriptions of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; places, locations, 
environments, creatures, equipment, magical or supernatural 
abilities or effects, logos, symbols, or graphic designs; and any other 
trademark or registered trademark clearly identified as Product 
identity by the owner of the Product Identity, and which 
specifically excludes the Open Game Content; (f) “Trademark” 
means the logos, names, mark, sign, motto, designs that are used by 
a Contributor to identify itself or its products or the associated 
products contributed to the Open Game License by the 
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, 
copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) “You” or “Your” 
means the licensee in terms of this agreement. 
 
2. The License: This License applies to any Open Game Content 
that contains a notice indicating that the Open Game Content may 
only be Used under and in terms of this License. You must affix 
such a notice to any Open Game Content that you Use. No terms 
may be added to or subtracted from this License except as 
described by the License itself. No other terms or conditions may 
be applied to any Open Game Content distributed using this 
License. 
 
3.Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License. 
 
4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, 
royalty-free, non-exclusive license with the exact terms of this 
License to Use, the Open Game Content. 
 
5.Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation 
and/or You have sufficient rights to grant the rights conveyed by 
this License. 
 
6.Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include the 
exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You must 
add the title, the copyright date, and the copyright holder’s name to 
the COPYRIGHT NOTICE of any original Open Game Content 

you Distribute. 
 
7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the 
owner of each element of that Product Identity. You agree not to 
indicate compatibility or co-adaptability with any Trademark or 
Registered Trademark in conjunction with a work containing Open 
Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or 
Registered Trademark. The use of any Product Identity in Open 
Game Content does not constitute a challenge to the ownership of 
that Product Identity. The owner of any Product Identity used in 
Open Game Content shall retain all rights, title and interest in and 
to that Product Identity. 
 
8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are 
distributing are Open Game Content. 
 
9. Updating the License: Wizards or its designated Agents may 
publish updated versions of this License. You may use any 
authorized version of this License to copy, modify and distribute 
any Open Game Content originally distributed under any version 
of this License. 
 
10 Copy of this License: You MUST include a copy of this License 
with every copy of the Open Game Content You Distribute. 
 
11. Use of Contributor Credits: You may not market or advertise 
the Open Game Content using the name of any Contributor unless 
You have written permission from the Contributor to do so. 
 
12 Inability to Comply: If it is impossible for You to comply with 
any of the terms of this License with respect to some or all of the 
Open Game Content due to statute, judicial order, or 
governmental regulation then You may not Use any Open Game 
Material so affected. 
 
13 Termination: This License will terminate automatically if You 
fail to comply with all terms herein and fail to cure such breach 
within 30 days of becoming aware of the breach. All sublicenses 
shall survive the termination of this License. 
 
14 Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable. 
 
15 COPYRIGHT NOTICE 
 
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, 
Inc. 
 
System Reference Document Copyright 2000-2003, Wizards of the 
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, 
Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. 
Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on 
original material by E. Gary Gygax and Dave Arneson. 
 
Swords & Wizardry Complete Rules, Copyright 2010. Author 
Matthew J. Finch 
 
A Swamp of Secrets, Copyright 2017. Creation’s Edge Games. 
Author Matthew E Kline. 
 
Designation of Product Identity and Open Game Content: 
 
All text in this product is Open Game Content, except the terms 
Dungeons of Dazegoneby, Swords & Wizardry, company names, 
company logos, and author names. 
 
END OF LICENSE 


