
HOW I RUN IT’s Troglodyte Tuesday:

Troglodyte Scout

Troglodyte Scouts are usually encountered as the

vanguard of troglodyte hunting parties, identifying prey

and vulnerable subterranean settlements or villages

near cave networks to raid for fresh food. They are

among the quickest and most perceptive of their people,

having more facility with tools, crafting what look like

crude bows and arrows (usually scavenged from

defeated enemies’ gear) that are no less effective than

typical bows (non-Troglodyte Scouts that try to make

use of them suffer disadvantage until having sufficient

downtime training to acclimate to their quirks).

Furthermore, Troglodyte Scouts have developed a

secret method by which to harvest the musk-rich fluids

that seep from their kind’s many sores to make a poison

for their arrows. The amount they can harvest varies

widely, thus they tend to have an unpredictable number

of arrows prepared in this way. The poison on unused

arrows lasts for a maximum of 24 hours.

During battle, Troglodyte Scouts tend to maintain a safe

distance from melee combat, preferring to pepper foes

from higher ground with arrows while their brethren

hold the enemies back. Ideally, they remain hidden

while other troglodytes engage and then fire into the

scrum. However, once a group of enemies looks close to

defeat, they will close to attack with bites and claws to

avoid other troglodytes claiming their kills. Fights

among troglodytes are common.

Troglodyte Scouts generally do not look much different

from others of their kind, though they tend towards

being taller and lither. There are usually 2 to 4

Troglodyte Scouts for every 25 trogs in a colony.

Notes for the DM: As they more commonly explore

beyond the confines of their colony’s territory than their

kin, some Troglodyte Scouts are more worldly, and

willing to parley or trade with other peoples. While rare,

some abandon their colonies to seek work among other

subterranean people or even in surface communities

near entrances to the subterranean realms. It is more

common for these Troglodyte Scouts to range away

from the chaotic evil alignment. Sages speculate that

Troglodytes (There are no exant trog minis wielding

bows, nor art depicting it either, so these spear-wielders

stand in for Troglodyte Scouts.)

their wanderings are often what bring other groups of

curious troglodytes who follow them into contact with

the surface world.

In Against the Cult of the LOAF, they are encountered

either as part of a company of troglodytes bringing

prisoners through the Black Fens or when the PCs

reach the swamp lair (see HOW I RUN IT #3). In the

lair, they serve both as Koshark the Troglodyte Mystic’s

personal guard and patrol the caverns of the troglodyte

portion of the lower level (areas 31a-36), including the

outer upper ledge of the egg chamber (area 33), where

they will shoot arrows at those in the lower area to keep

them from escaping the troglodyte juggernaut.

If defeated before they have run out of their poison

arrows, PCs can retrieve 1d4+1 from Troglodyte Scouts

but suffer disadvantage to attacks using them with

typical bows, and they smell awful (making anyone who

carries them potentially vulnerable to creatures that

hunt by scent).

 

 



   


