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Diseases,  Infections,  & Parasites of the Black Mire 

 

Mucking about in a swamp is unpleasant business, and bad things can happen to characters in the 

trackless mists of the foul mire. Here are some DM tools to aim at player characters. 

 
Plot Devices 

 

 Nester Fly. Feed the bowl. These flies lay eggs in a character’s skin. After a few days of swelling 

(less if at a chafe point like under armor), a zit-like mass bursts and larvae squirm out, trying to get to 

water or mud. This process costs the character 1 Wound. 

o If a character needs an Awesome Point, give them a nester fly (starting or finishing) and the 

point to pay for the pain and grossness. 

 

 Red Swarm. Plot Device. With no warning, a mass of flies rises from the nearby swamp and buzzes 

angrily around a group, burrowing under armor, biting viciously. Those affected swoon, barely 

conscious, muttering and ranting in turns. They must be taken back to town immediately; if they go 

more than three days in their delirium, their minds begin to fade. They can stagger, if guided, but 

cannot wear or carry any heavy items. 

o The only known cure is Hexlagia, a paste made from moss that dies within minutes of being 

taken from a specially treated non-portable bed of earth. The paste itself sours within an hour 

of creation. Victims are out of danger immediately after application, but weakness and 

confusion can last for days or weeks (as convenient). 

o If a victim goes more than three days without Hexlagia, the victim is -1 to Awareness, 

Commitment, or Daring, player choice. Repeat every day without treatment, until 7 days 

pass—then the character dies. (Or gets better, and owes the DM 12 Awesome Points that do 

not count as spent.) 

 
Environmental Hazards 

For these dangers, test Brawn to resist. Difficulty is 3-12 depending on level of exposure. 

 

 Green Trots. Bad Food/Drink. If characters eat food that is not cooked thoroughly enough, or left to 

sit out, or if characters drink the water without boiling it, they can get the trots—frequent and 

explosive trips to the privy.  

o Duration. 1d5 days. Lose 1 Wound that cannot be healed up until the trots are over, for each 

day the character is affected. A character taken to 1 wound or less by the trots develops a 

faint putrid smell that can be covered, but never cleansed. 

 Gutworms. Wading Unprotected. Parasites lodge in the intestines, feasting on the character’s life 

energy. After the first week, lose 1 Wound a year that cannot be healed until the parasites are cleared.  

o Deworming Sauce. The venom that kills the parasites does 1d5 wounds to the host as well, 

and incapacitates the host for 24 hours at least—it kills 0-2 years’ worth of parasites. Then, 

healing must start. A character taken to 1 wound or less by the venom is everafter just a tint 

yellow in skin tone. 

 Swamp Fever. Breathing bad air. The lungs get inflamed, breathing becomes labored. The character 

is flushed, feels hot and cold, is always hungry unless given food, which seems unappetizing.  

o -1 to rolls for each day affected, cumulative, for 1d10 days. If the penalty is higher than 

Wounds, the character is incapacitated and delirious, and must pass a Brawn test 

difficulty 8 each subsequent day or die from the fever. Once it breaks, the character is 

weak for a few days, then recovery is full. 


