Adaptation Sheet For

“Festival Knight”

(Perrenland)

This scenario is set in Traft City, which is the biggest settlement of Traft Canton, in the nation of Perrenland. The city is an industrious settlement of some 12,000 inhabitants, lying on the eastern shore of Lake Quag, one of the biggest freshwater bodies in the Flanaess.

Changes

Lifestyle Costs
· Perrenland lifestyle costs are slightly different from the standard values.




Urban
Rural


Lifestyle
Cost
CHA mod
CHA mod


Destitute
0gp
-3
-3


Wild*
0gp
-2
-1


Poor
1gp
-1
-1


Rough**
1gp
-1
0


Low
3gp
-1
+1


Medium
10gp
0
+2


High
100gp
+1
-1


Luxury
1,000gp
+2
-2


* – requires Wilderness Lore skill of 4+


** – requires Wilderness Lore skill of 6+

· Wild Lifestyle. You are living in the wild, either as a nomad, or perhaps in a cave. You hunt and gather your own food and your clothes consist of furs and/or hand-woven items. At times, food is scarce and you go hungry. But you survive. You suffer –2 on Charisma-related skill tests in urban areas and -1 on Charisma-related skill tests in rural areas. You must have Wilderness Lore of 4 or higher to avoid being Destitute.

· Rough Lifestyle. You live in the wilderness, roaming a specific territory or living in a rude shack or tent. Your meals come from hunting and foraging, though you may cultivate a few small crops or herd some animals. You get by well enough to barter for equipment or to gather coins to pay for necessary repairs. You suffer -1 on Charisma-related skill checks in urban areas. You must have Wilderness Lore of 4, otherwise you are Poor.

Player’s Introduction
· Change ‘Melick’s Pub’ to ‘Meller’s Bierhuis’.

Encounter One

· Change ‘Venito’s Costume Cart’ to ‘Venn’s Costume Cart’.

· Change ‘Venito’ to ‘Venn’.

· Change the title ‘Master of Revels’ to the ‘Festmeister’.

· Change ‘Darbac Gros’ to ‘Dar Gross’ and he is a Zeeritter (a sea knight, if you like) of clan Meerijder.

· Change ‘Caroff’ to ‘Karoff Biermachen’.

· Change ‘Doran’ to ‘Dôran Klusgard’, and his rank is Auchdritte, not Captain.

· Change ‘Eamon’ to ‘Heman Tregge’, and his rank is Uberrotter, nor Lieutenant.

· Change ‘Kennik’ to ‘Kennet’.

· Change ‘Caertim’ to ‘Kurt’.

· Change the local woodsman’s name from “Garik” to “Gearth”.

Encounter Two

· Astin’s initiative roll is 23.

Encounter Seven

· Change ‘Brevis’ to ‘Bress Lenger’.

· Change ‘Krobid’ to ‘Kroben Rüss’.

· Change ‘Castcot’ to ‘Kester Zeemann’.

· The lute player’s name is ‘Allén Boomkind’.

· The harpist’s name is ‘Hilde Boomkind’.

· The drummer’s name is ‘Toller Renz’.

· Change ‘Gheldon’ to ‘Gelden Weisshunt’.


Encounter Eight

· The Will saves for the crowd are 20, 16, 16, 14, 12, 2, 2 & 1 – resulting in sheer terror in one eighth of the crowd, utter panic in half the crowd, panic in one quarter, and controlled concern in the remaining eighth.

· The Tier 1 initiatives rolls are: Markun–15; Naghol–20/23; Strietch–3/5; Trodley–20/22; S…c…w agents–20, 17, 14, 12, 8 & 7.

· The Tier 2 initiatives rolls are: Markun–15; Naghol–21/24; Strietch–3/5; Trodley–24/26; S…c…w agents–20, 17, 14, 12, 8 & 7.

· The Tier 3 initiatives rolls are: Markun–15; Naghol–21/24; Strietch–3/5; Trodley–25/26; S…c…w agents–20, 17, 14, 12, 8 & 7.

Living Greyhawk
Page 2 of 2



