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Adaptation Sheet “An Evil Morning”

Introduction 

An Evil Morning is an adaptable scenario for Living Greyhawk campaign, which means that details of the scenario are changed to better fit the region of Sunndi. You should read the main scenario, before this adaptation sheet. If you still have questions left after having read both the scenario and this sheet, contact the Triad of Sunndi. 

RUP 2 and 3

With the start of a new game year several new rules has come into effect. These new rules have not yet been added to the scenarios written last year. When running A Sinkhole, take the following things into account:

1) Lifestyle costs are replaced by the lifestyle costs described in RUP 3 (12 gp per TU); 

2) Divide treasure as stated at the end of the scenario. Do not worry about treasure caps and the like yet. You can find more information at the “591 CY (year 1) adventures and the new system” header in RUP 3

3) Pitchfield is the largest town within Sunndi. Since it is a large town the highest caster available without influence points is 9th lvl. Some unique individuals (NPCs) might be of higher level, but to enlist their help influence points will be needed. A list of these NPCs will be made available as soon as possible.

NPCs

· Minion Ill-Drach: Nallen Dill, male human. The name of his shop is Nallen Dill’s Trinkets. He sold minor magical items, though out of safety reasons he never had items on stock. The locals in his neighborhood know that the trinkets in his show are fake and worthless. He has got a reputation as a silent, but honest and good paying client.

· The Gray Dwarf: Valdyr Greathammer, male dwarf. Valdyr is tall for a dwarf and he has the build of a smith. He is bold, but he has got a short silver beard. His eyes are dark. His skin has got something of a gray pallor, which explains his name.

· The Elf: Ellindra Silverharp, female high elf. Ellindra is a small woman with long curly black hair and deep blue eyes. She has got a pale complexion. She blushes easily. On her left arm she has got a tattoo of a unicorn with a red rose in its mouth.

· The Gnome: “Zep” Zelliander Peller, male gnome.

Location

For a long time Sunndi has been ruled by tyrants, who ruled the Great Kingdom from the capitol Rauxes far to the north of Sunndi. Last of a string of tyrants where the Ivids and worst of these was king Ivid V. These overlords dallied with devils and many of their agents had special places to summon the soldiers of Ivid’s armies. Sunndi has been a place of one rebellion after another and as such it was a center of several large battles. When Sunndians freed themselves they destroyed many of these summoning rooms, but some of these room were not used for ages or were simply well hidden. The partisans of Sunndi did not find them and for a long time they lay abandoned and empty. It is in one of these lost chambers in the capitol Pitchfield that the adventure takes place.


Pitchfield is not a big town and missing merchants will cause a lot of panic. It awakens relatively fresh memories of the old days under the tyranny of the Ivids or the time that a group of undead vampires haunted the area. The chamber is well protected against magical scrying, else it would have been found a long time ago. Authorities have no clue about who is behind the disappearances, but they do not search for the missing people within the town. Their guess about the cause is just as good as that of the average citizen. Auguries did show that some diabolical force has to do with the disappearances, but this is kept hidden from the general public to prevent a panic.


The square where the adventure starts is called “The Dancing Maiden Square”, because of the fountain in the middle of the square, which depicts three dancing maidens. It is a busy square with shops mainly focusing on food and every day items. The tavern “A Shot in the Dark” is located here.

A suggestion to get the PCs involved

The PCs have gotten a message from an old friend to meet him at the tavern A Shot in the Dark for a celebration. When they arrive at the place, they will find it barred. Asking around or perhaps even entering the place will lead into the adventure.
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