A PLEA FROM BEYOND THE GRAVE – ADAPTATION SHEET

Note:

It may be helpful for the GM to ascertain if any of the characters being run have played Vortrote's Legacy prior to this adventure as some mention can be made during this adventure in order to establish the illusion of continuity in this adventure.

Player's Introduction:

Replace the given introduction with the following:

Your travels have brought you to the town of Hugelrote on the western shores of Lake Quag. Few of your travels have brought you to this part of Perrenland (although those of you that helped the miners of Vortrote may have visited the town briefly either before or after those terrible events). As you begin your day in the fine company of your fellow travellers you notice, out of the corner of your eye, an odd, floating hand that seems eager to grab your attention. The hand approaches you and begins frantically waving in your face. It floats off, pausing here and there to ensure that you follow.

The player introductions should occur here. The hand leads the characters through a small side gate, obviously used by the night-carts to take their cargo less conspicuously from the city. The few guards on watch here take note of those passing through the gate but do not stop the party.

Replace the second player section with the following:

After being led throughout the town and into the wilderness that forms the edge of the fabled Mounds of Dawn, you come upon a mysterious, dark and twisted tower. The wind whips around the tower, creating a ghoulish moan.

Complete the introduction as per the given text.

Encounter 1:
Knowledge (history, geography etc.) will not reveal the truth or lies of 'Weslin's' tale or any details about his family save that the name is a foreign one and that many merchant houses come and go in their attempt to make a profit in Perrenland.

Weslin's information about the graveyard and temple site leads the character's to a location south of Vortrote and south-west of Hugelrote on the edge of the hills that are labelled as the Mounds of Dawn.

Characters with a successful Knowledge (local) check (DC 20) will have heard the name Ploellin in connection with a Perrenland adventurer - they won't remember what it is that he's famous for. It is possible that he's become a merchant - but a shady one; anything's possible?

Encounter 2:

The holy statues in the church courtyard and grounds are those of the ten gods of Perrenland's Shool.

Encounter 3:
Nil changes, although those who played Vortrote's Legacy may wonder if the kobold is from the same clan that the character encountered in that adventure - it's not.

Encounter 4:
Nil changes.

Encounter 5:
Gather Information (DC 12) reveals that Ploellin is a devoted priest of Rao who has lived in Perrenland for the past five years after returning from his last campaign against evil without his companions. Since his return he has lived quietly and some of his sadness at their loss has dissipated a little. He now serves the Shool in the shrine of Rao in Huglerote.

The Bardic Knowledge check (DC 25) also reveals that the chalice arrived with Ploellin on his return from his adventures.

Encounter 6:

Nil changes.

Encounter 7:

Nil changes.

Encounter 8:

Nil changes.

Treasure etc.:
Favor of Ploellin, Priest of Rao: This favor grants the holder a single spell, should he or she seek out the services of Ploellin in the town of Huglerote.

