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black Hagatha

Black Hagatha is a strange and dirty little old woman who 
appears wandering around swamps(could be any swamp...she 
gets around).  Some say she’s a witch while others say she’s a 
ghost.  Some say she’s an evil spirit while some say she is an 
omen.

Smells:  Roll 1d6:
1. You don’t smell nuthin 2. odd fragrance in the air
(you feel a little odd yourself)
3. Tinge of mold
(you feel her presence)
4. Rotting moss
(she’s getting close)
5. Frogs?
(you can almost
see her)
6. Your eyes are
watering(she’s
right there)

What did she give 
you:  Roll 1d6

1. A pretty bad 
curse
2. a crow’s foot
3. Bad advice
4. Candied dady 
long leggers
5. A hard time and 
a wild goose chase
6. smelly tongues

Does she….
Roll 1d6
On evens she 
ignores the 
party.
On odds she 
stops and 
gives them 
something

She also...Roll 1d6
1. eats a bug
2. shakes her leg
3. cackles
4. sneezes...big time
5. hacks and spits
6. wants something 
of yours.



The Swamp of the Wampusnasty

A.  The dirt road.  This dusty offshoot of the main road(which 
main road?  Take your pick) takes a few hours through a 
fairly sparse forest and eventually becomes the high road 
through a rather smelly swamp.

b. A sign near a pond can be seen from the road.  On closer 
inspection it reads “Beware:  Wampusnasty!”.  If investigated 
roll 1d6.  On a 1 or a 6 a giant swamp rat(MR 20) attacks the 
party.

c. The wampagator trading post.  Players can find a lot of 
wampagator made baskets, bowls, and such that are made out 
of reeds.  There is some food for sale too that looks horrible
but actually tastes delicious.  A clerk might push swampawampa
on the players.  Swampawampa is A LOCAL REMEDY MADE FROM 
WHO KNOWS WHAT AND LOOKS AND SMELLS EVEN WORSE.  If eaten it 
heals 2d6 con.  Prices are negotiable.

d. Entrance to the wampagator village.  Heavily guarded.  The 
party won’t get in and if they do they’ll get eaten.

E. swampapampa pond.

f.  The lair of the wampusnasty.

g.  The rest of the swamp.  The swamp is about 3 to 4 miles all 
around.  No one’s really seen the purpose is exploring the 
whole thing.





Lair of the Wampusnasty

A. There is a sign next DEEP
 HOLE IN THE GROUND.  The sign
reads “Ain’t nuthin dahn
hur”.  The hole is about a
10 ft. drop. b.  A slanted but standable 

opening.  There is an odd 
locked door with a door 
knob blocking the way 
forward.C.  There is a hook 

fixed to the 
entrance of 
another opening.  
It looks like an 
easy swing with 
the help of the 
hook to enter it.

D.  The space looks like 
a comfortable room.  
There’s a pantry on the 
far wall labeled “Fud”. 
 There is also a sitting 
sized rock next to a 
crystal ball sitting on 
another rock.  The 
crystal only tunes into 
the home of a rather 
obese goblin.

E.  There is 
another odd 
door that is 
locked 
blocking the 
rest of the 
way.

f.  This is a sparse room 
with a pile of blankets 
and rags on the floor.  
The Wampusnasty is 
sleeping under them.



The Wampusnasty
The wampusnasty is a solitary creature who likes his solitude.  
He doesn’t much like anybody disturbing his peace and quiet, 
especially if he is sleeping all cozy under a pile of blankets.  If
he is woken up brashly and rudely he will explode out of his 
blankets, jumping up and down rapidly until he gains enough 
speed to start bounce around the room at a pretty good clip 
and curse the party good.  Everyone in the room must make a 
level 3 save against their DEX to stay on their feet.  Once the 
room is cleared enough, the wampusnasty will bounce out of 
the room and up into the swamp.  If he’s woken up in a less 
threatening way he will be cranky but will calm down if 
enough players make a level 2 charisma save. Once calm he will 
kick out the players who missed the save and insist that the
others come with him to the room upstairs so everyone can 
watch the fat goblin Furg eat in the crystal ball.  If no one 
makes the save he will kick
everyone out and curse them
with flatulence that lasts 4
rounds.  He is too fast and will
always run from a fight but his
MR is 26. 

There is nothing of value in the
place except for some corn
cakes in the pantry and the eye
of furg.  No one wants an eye
of furg.



swampapampa pond

five and a half feet at it’s deepest which is around the island in
the middle.  

About a mile and a half long

from shore the sign on the island can be seen but not read in 
usual circumstances.

The wamapagators don’t go in the pond and wont’s say why.  
They’ll just cause a diversion and leave.  there are no boats 
around.  The only way to get to the island is to wade or swim.

Roll 1d6
1 or 6 = encounter
2 or 5 = something
3 or 4 = nothing

Encounter Roll 1d6

1. Crockagator
2. see weed snake mr 20,  5 ft long.  Looks like you saw a weed
3. 1d6 swamp rats MR 8
4. 1d3 dire carp MR 15
5. tingle tangle must make a l2sr vs Str or stuck.   1D3 damage 
each round stuck. Makes you tingle
6. Crockagator

Something could be anything



Crockagator!

MR 52
Number appearing: 1

Six to seven foot crocodilian that can live in under 4 feet of 
salt or fresh water.  They can attack with a bite(4d6 damage), 
claws(2d6), or with a swing on their barbed tail(3d6).



Wampagator
MR 18
number appearing 1 to entire village

These strange but mostly harmless creatures are anywhere 
from three to five feet tall.  They like to trade their basketry, 
and exotic foods to strangers. 

Wampagators live 
in secluded villages 
in underground 
mud caves.  The 
only way in is 
through a door in 
a raised opening.  
They never let 
anyone go into the 
village,  Beings of 
than wampagators 
usualy tend to be 
eaten.  That is the 
only time they are 
aggressive.

  They never wear any 
type clothing.  They speak 
wampagator and a broken 
form of common tongue, 
usually trying to ay what 
they mean with one or 
two words.  They refer to 
Humans as mens, elves as 
Hssssssssss, dwarves as 
clah, and everything else 
as colackalacka. 



What does the swamp smell like? What color is that gas?
1. Rotten eggs 1. funky death
2. Dead fish 2. purple
3. dead goblin 3, Green
4. dead horse 4. yellow
5. old fruit 5. orange
6. wift of lilacs 6. no frigging clue

What bit me?
1. Barking spider mr 8
L2SR against con or you burp for 3 rounds.
2. 2d6 leaping lizards mr 10
venom on spite does and +1 damage and makes you mute
for 2 rounds.
3. 1d6 dire daddy long leggers mr 24
Mouth is really too small to bite you but still annoying.
They won’t leave you alone until you kill them all.
4. asspasasspa grasspa snake Mr 14
greenish brown or brownish green snake that stands
erect on it’s tail and looks like a long piece of grass
swaying in the wind, even if there isn’t any wind. 1D6 bit
damage.
5. wampagator kid MR 6
1 point of damage but if you kill it the entire wampagator
village will find you and kill you.
6. eboli spider mr 40
l3SR against con or you get malaria. 

What’s in the rest of the swamp?
1. more swamp 2. odd moaning and growly noises
3. skeletal remains 4. 1d6 dire daddy long leggers
5. Wampagator 6. Crockagator



GM Notes:

The Wampusnasty has a bad reputation in the area but isn’t that
much of a threat, just grumpy and ill mannered.  He will try 
and keep the party busy watching Furg and probably try to 
steal their food.  The wampagators are afraid of him and 
avoid him because he just comes into their store and takes 
whatever he wants without paying.  

The Eye of Furg has no retail value.

Wampagator have no weapons and will run when threatened.  
They are only tough on their home turf, the wampagator 
village.  Yes, you will get eaten.  I mean it.

 You don’t want to know the direct translation of 
colackalacka.

Critters and other games:

This book can be used with any RPG by considering 
wampagators, barking spiders, leaping lizards,  wampagator 
kids, asspasasspa grasspa snakes, swamp rats, and dire carp as 
low level monsters

The wampusnasty, dire daddy long leggers, and see weed snake 
as little larger threats.

The crockagator and ebolai spiders as larger threats.

Size ‘em up as whatever strength works for your party.


