
The Marsh Bell

T
he marshes and bogs had spread wider and
wider on either side. Paths had vanished, and
many a rider and wanderer too, if they had
tried to find the lost ways across.

In this adventure, the heroes undertake a journey to find
Balin, one of the twelve Dwarves that undertook the Quest
for Erebor, and his cousin Óin on behalf of Óin's brother
Glóin, another veteran of the Quest. Printed in the
Loremaster's Guide for The One Ring RPG, it is an excellent
adventure for starting groups for several reasons. It allows
them to meet several of the characters from The Hobbit,
fulfilling that expectation, and it also challenges them with
dangers and foes that are not just orcs bearing the Eye of
Sauron.

If you are planning to play this adventure, stop reading
now. While all of the material is found in the original book,
this conversion contains enough that it will spoil the thrill.

Part One: Where Noisome
Waters Pour
This part begins with gathering information, and Riddle can
be used in Adventures in Middle Earth just as in The One
Ring (DC 10). When meeting with Glóin, the party should
make a Traditions roll (DC 15) as described on page 194 of
the Adventures in Middle Earth Player's Guide and Glóin's
opinions follow the chart on the preceding page for Dwarves
of the Lonely Mountain. He's willing to extend trust to a lot of
people he normally wouldn't given his predicament, but he
remains Mistrustful of Woodland Elves.

During the actual audience, the party can impress Glóin
with both Persuasion and Intimidation (each at DC 15) to
show him they are up to the task. To find out what he's hiding,
they can make their Insight or Riddle checks against Glóin's
Deception (+0) to learn about his dream.

Use the information for the Veteran NPC on page 350 of
the Monster Manual for Glóin, adding in the Dwarven
Resilience and Stonecunning abilities for Dwarves should it
come to that.

Part Two: A Long and
Weary Way
This Journey follows the rules starting on page 164 of the
Adventures in Middle Earth Player's Guide.

The Journey South
If the party gets boats from the Lake-men using Glóin's letter
or their own means they avoid the first level of exhaustion
(see the Player's Handbook p. 291) acquired on their journey.
Boats are piloted using Athletics.

For Adventures in Middle Earth, the advice for Fatigue
tests in the original adventure should apply only if the party is
attempting a forced march (PHB p. 181). Fatigue in
Adventures in Middle Earth is handled by the Arrival Roll.

From Esgaroth to the Stair of

From Esgaroth to the Stair of
Girion
Unless the party takes a strange route on their journey they
should arrive at the southern part of the lake within a day, as
described in the original adventure. This is a short journey
and so will have 1d2 events. The Lake-men about the Stair of
Girion can be won over with a Persuasion check but to really
impress them the heroes will need to make a Traditions or
Performance check (DC 12) to be introduced to Nerulf and
hear his rhyme.

Into the Long Marshes
The blighted nature of the marshes in Mirkwood's eaves
requires a Corruption test (a DC 15 Wisdom check, see
Adventures in Middle Earth p. 181) every day in order to
avoid gaining a Shadow point.

Traveling by boat requires an Athletics test (DC 15) every
day to avoid getting tangling in branches. Failure means that
everyone in the party gains a level of exhaustion. The look-out
gets a chance to make a Perception check (DC 20) every day
to spot the Elves following the group. Anyone acting as the
group's scout can make a Nature check (DC 16) to spot signs
of Balin's passage and they will find Balin's last encampment
with at least four successful rolls. These are in addition to
whatever comes up on the Journey Events Table.

By Order of the Elvenking
Whether or not the party spots the Elves they will eventually
make themselves known. Use the statistics for the NPC scout
(Monster Manual p. 349) for Galion and his companions, and
remember that Galion is Mistrustful of Hobbits as well as
Dwarves (see Adventures in Middle Earth p. 193). He so
despises them, in fact, that all social rolls take a -1 penalty for
each Hobbit and Dwarf in the party.

Balin's Camp
Whether led by the Elves or through their own abilities, the
party will eventually find Balin's last encampment. They can
use Investigation to search it and will find his secret box with
a DC 20 check (or DC 15 for a Dwarf). The stone inside is
glittering Dragon treasure and requires a DC 15 Wisdom
check to avoid gaining a point of Shadow.

Regardless of whether they find the box, another Nature
check (DC 16) will find tracks showing them which direction
Balin and Óin headed when they broke camp.

The Stone Troll
This optional encounter is a great chance for new players to
stretch their legs with some combat before the potentially
chaotic fight with the marsh dwellers (see below). The trouble
is that any encounter with a troll of any sort will likely wipe
out a 1st level party. If your players' characters are high
enough level, go ahead and pit them against the Stone Troll
from the Zero Hit Points website. If not, you can pit them
against a weak and starving Stone Troll which is CR 1
instead of CR 5.
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This troll can be an encounter spurred by the Agents of the
Enemy or The Enemy is Abroad results on the Journey
Events Table, or it can be thrown in instead of rolling an
event if you really want to include it.

Other combat encounters in the swamp include poisonous
snakes, constrictor snakes, rat swarms, quippers, stirges,
crocodiles, insect swarms, or giant spiders, all of which are
provided in the Monster Manual.

Part Three: Beside the
Rotting River
In the climax of the adventure, the party finds Balin and Óin,
as well as the creatures that have imprisoned them.

The Wood of Hanging Trees
Characters can search this area using Nature or Investigation
(DC 15 for either check) and will gain the bits of information
provided for each successful roll. Six successes mean that the
have found the dark pool.

For the gallows-weed, use vine blights (Monster Manual p.
32) with no movement. Heroes must succeed in Perception
checks against the plant's Stealth roll; anyone remembering
Nerulf's rhyme will gain advantage on their roll. For the gore-
crows, use regular ravens (Monster Manual p. 335) and allow
players to make Nature checks to spot the difference.

The Marsh-bell
This trap works just like in the original adventure: characters
hearing it must make a Wisdom saving throw (DC 15) or
walk towards the middle of the pool. If they fail by 5 or more
they seem to be acting normally right until they dive into the
pool's depths. Tackling them to the ground will take a
grappling check and likely result in a fight between the
characters.

Whether or not they walk into the pool, anyone failing the
saving throw gains 1 Shadow point. If this makes someone
Miserable, or if they were already Miserable, then it takes a
Performance check (DC 18) to rouse them from their
sorcerous trance (see Adventures in Middle Earth p. 183 for
more information).

The Lair of the Marsh-dwellers
This sunken area is just as described in the original
adventure. For Balin and Óin use the stats for an NPC
commoner (Monster Manual p. 345); normally they would be
a lot more impressive but they've been starved and freezing
for days. The gold hoard is a DC 13 Corruption check.
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Weakened Stone Troll
large giant, chaotic evil

Armor Class 14 (natural scaly hide)
Hit Points 59(7d10+19)
Speed 30 ft.

STR DEX CON INT WIS CHA

20 (+5) 8 (-1) 16 (+3) 6 (-2) 8 (-1) 4 (-3)

Damage Vulnerabilities radiant
Damage Resistance bludgeoning
Senses darkvision 30 ft., passive Perception 13
Languages Simple Westron
Challenge 1 (200 XP)

Keen Sense of Smell. The stone troll has advantage
on Wisdom (Perception) checks where scent is
concerned.

Sun Allergy. While direct sunlight shines on a stone
troll it must make a DC 15 Constitution saving
throw at the beginning of each round; on a failed
save the troll is paralyzed, and becomes petrified at
the beginning of the next round.

Actions
Greatclub. Melee Weapon Attack: +5 to hit, reach
10 ft., one target, heavy, large. Hit 10 (1d8 + 5)
bludgeoning damage.

Crushing Grasp. Melee Weapon Attack: +5 vs.
Strength (Athletics) or Dexterity (Acrobatics), reach
5ft., one target. Hit creature is grappled and takes 8
(1d6+5) bludgeoning damage for each round it
remains in the troll's grasp.

Marsh-dweller
Medium humanoid, chaotic evil

Armor Class 12
Hit Points 8 (2d6-2)
Speed 30 ft.

STR DEX CON INT WIS CHA

7 (-2) 15 (+2) 9 (-1) 8 (-1) 12 (+1) 8 (-1)

Senses darkvision 60 ft., passive Perception 19
Languages None
Challenge 1/4 (50 XP)

Sunlight Sensitiviy. While in sunlight, the marsh
dweller has disadvantage on attack rolls, as well as
on Wisdom (Perception) checks that rely on sight.

Gang Tactics. The marsh dweller has advantage on
an attack roll against a creature if at least one other
marsh dweller is within 5 feet of the creature and
the ally isn't incapacitated.

Actions
Tooth and Nail. Melee Weapon Attack: +4 to hit,
reach 5ft., one target. Hit 5 (1d4 + 3) piercing
damage



As described in the original adventure, the marsh-dwellers
are far from cunning predators and rely more on their driving
hunger than their skill in attacking. Still, when they land an
attack they latch on hard with their teeth, or dig their knife-
like nails into their victim. They usually have the time to wear
them down.

Marsh-dwellers are fairly weak which means you can throw
a considerable amount at your party and still expect them to
survive. Describe the horde as "inexhaustible" with more
marsh-dwellers always audible coming down the halls, but
they should face one marsh-dweller for each character (not
counting Balin and Óin) to make it a balanced encounter.

Once the party has killed the first wave of marsh-dwellers,
the things pull back to regroup and gibber unnervingly. The
party has a chance to escape at this point, but if they don't
then throw another wave of marsh-dwellers at them without
more than a short rest in between. Once they've successfully
fought off four or five waves the characters have proven
themselves and you should give them their victory. They
might even take some of the marsh-dwellers' gold, which will
give you a chance to try out the rules for Tainted Treasure
(see Adventures in Middle Earth p. 183, count as gold from
an ancient barrow).

Aftermath
Once the party has rescued Balin and Óin, they will likely
head back to Esgaroth. As described in the adventure, this is
harder going because they are now fighting the current.
There's no need to break out the Journey rules for this (unless
you really want to) but it takes eight days to row back to Lake-
town and each character must make an Athletics test each
day (DC 10) to keep up with the rowing.

You can make an Arrival Roll for the trip back to see what
condition they arrive in Lake-town in. Add +2 for the Easy
terrain and for their victory in rescuing the lost Dwarves
(assuming they did) but subtract 1 for each failed Athletics
check on the rowing back.

Glóin's Reward
In thanks for their help in rescuing his lost kin, Glóin will
reward the party with ten gemstones each worth 50 gp (roll
randomly on the table on page 134 of the Dungeon Master's
Guide to see what stones Glóin has procured). These are new
gems, not part of Smaug's hoard, so they carry no Corruption.

Better than the gems, though, is the friendship of Glóin.
Even Elves that helped with the rescue are considered worthy
allies to the Dwarf and having the friendship of Erebor's
emissary in Lake-town is no small matter. Balin and Óin are
also grateful and you should keep them in mind for future
Journey Event rolls when you need a wandering NPC. They
both travel extensively so they might also be available for the
following Fellowship Phase to help open sanctuaries, train
characters, or introduce them to a new patron.
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