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Introduction

This is an RPGA® Network scenario for the Dungeons & Dragons® game. A four-hour time block has been allocated for each round of this scenario, but the actual playing time will be closer to three and a half hours. The rest of the time is spent in preparation before game play, and scoring after the game. The following guidelines are here to help you with both the preparation and voting segment of the game. Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario. 

Preparation






First you should print this scenario. This scenario was created to support double-sided printing, but printing it single sided will work as well. There is enough room along the inside margin to bind the adventure, if you desire. 

Read this entire adventure at least once before you run your game. Be sure to familiarize yourself with any special rules, spells, or equipment presented in the adventure. It may help to highlight particularly important passages. 

When you run an RPGA D&D adventure we assume that you have access to the following books: the Player’s Handbook, the Dungeon Master’s Guide, and the Monster Manual. We also assume that you have a set of dice (at least one d4, d6, d8, d10, d12, and d20), some scrap paper, a pencil, an RPGA scoring packet, and your sense of fun. It is also a good idea to have a way to track movement during combat. This can be as simple as a pad of graph paper and a pencil, as handy as a vinyl grid map and chits, or as elaborate as resin dungeon walls and miniatures.

Instruct the players either to prepare their characters now, or wait until you read the introduction, depending on the requirements of the scenario as described in the introduction. 

Keep in mind that you must have at least three players (not counting the DM), for the game session to be a sanctioned RPGA event. As well, you cannot have more than six players participating in the game.

Once you are ready to play, it is handy to instruct each player to place a nametag in front of him or her. The tag should have the player’s name at the bottom, and the character’s name, race, and gender at the top. This makes it easier for the players (and the DM) to keep track of who is playing which character.

The players are free to use the game rules to learn about equipment and weapons their characters are carrying. That said, you as the DM can bar the use of even core rulebooks during certain times of play. For example, the players are not free to consult the Dungeon Master’s Guide when confronted with a trap or hazard, or the Monster Manual when confronted with a monster. 

Some of the text in this scenario is written so that you may present it as written to the players, while other text is for your eyes only. Text for the players will be in gray boxes. It’s strongly recommended that you paraphrase the player text instead of reading it aloud. Some of this text is general and must be adapted to the specific situation or to actions of the player characters.

Scoring






After the players have completed the scenario or the time allotted to run the scenario has run out, the players and DM score the game. The RPGA has three ways to score its games. Consult your convention coordinator to determine which method to use for this scenario:

1. No-vote scoring: The players write their names and RPGA numbers on the scoring packet grid. You fill in the top of the grid. That is all. No one is rated. This method is used for people who are just playing for fun.

2. Partial scoring: The players rate the game master and the scenario on their player voting sheet, and provide personal information, but don’t vote for other players. The game master rates the scenario and completes personal and event information, but does not rate the players as a team or vote for players. This method is used when there is no competition, but the event coordinator wants information on how the game masters are performing, or the game master wants feedback on his or her own performance.

3. Voting: Players and game masters complete the entire packet, including voting for best player. If this method is used, be sure to allow about 15-20 minutes for the players to briefly describe their characters to the other players, and about 5-10 minutes for voting. This method is used when the players want to know who played the “best” amongst the group, or when the adventure is run in tournament format with winners and prizes. 

When using voting, rank the players in order of your voting choice while they are completing their forms, so that you are not influenced by their comments on your abilities. It’s a good idea to have the players vote while you determine treasure and experience awards for the scenario. 

After voting, give the Scoring Packet to your event coordinator. 

This is a LIVING GREYHAWK Adventure.  As a LIVING adventure it is expected that players bring their own characters with them.  If players do not have a LIVING GREYHAWK character generated, get a copy of the current LIVING GREYHAWK character generation guidelines, and a character sheet from your convention coordinator or the RPGA Web site, ant then have any players without a character create on.  Once all players have a LIVING GREYHAWK character, play can begin.

Along with the other materials that you are assumed to have in order to run a D&D game, it is also recommended that you have a copy of the LIVING GREYHAWK Gazetteer.
Living Greyhawk Levels of Play



Because players bring their own characters to LIVING GREYHAWK games, this adventure’s challenges are proportioned to the average character level of the PCs participating in the adventure. To determine the Average Party Level (APL):

4. Determine the character level for each of the PCs participating in the adventure.

5. If PCs bring animals that have been trained for combat (most likely being war horses, dogs trained for war), other than those brought by virtue of a class ability (i.e. animal companions, familiars paladin’s mounts, etc) use the sidebar chart to determine the number of levels you add to the sum above. Add each character’s animals separately. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately.

6. Sum the results of 1 and 2, and divide by the number of characters playing in the adventure.  Round to the nearest whole number.

7. If you are running a table of six PCs, add one to that average.

By following these four steps, you will have determined the APL. Throughout this adventure, APLs categorize the level of challenge the PCs will face. APLS are given in even-numbered increments. If the APL of your group falls on an odd number, ask them before the adventure begins whether they would like to play a harder or easier adventure. Based on their choice, use either the higher or the lower adjacent APL.

APL also affects the amount of experience you may gain at the end of the adventure. If your character is three character levels or more either higher or lower than the APL this adventure is being played at, that character will receive only half of the experience points awarded for the adventure. This simulates the face that either your character was not as challenged as normal, or relied on help by higher-level characters to reach the objectives.

Note: LIVING GREYHAWK adventures are designed for APL 2 and higher. Three or four, or sometimes even five 1st-level characters may find difficulty with the challenges in a LIVING GREYHAWK adventure. If your group is APL 1 there are three things that you can do to help even the score.

8. Attempt to create a table of six 1st-level characters, or try to enlist higher-level characters to play at that table.

9. Advise characters to buy riding dogs to help protect them, and fight for them. All riding dogs are considered trained to attack. PCs who want their dogs to attack must succeed at a Handle Animal or Charisma check (DC 10). Failure indicates that the animal will not attack that round. This is a free action (spoken command) that may be attempted each round. If an animal loses half or more hp in a single round it flees, unless another check is successful.

Time Units and Upkeep




This is a standard [number]-round Regional adventure, set in [region].  Characters native to [region] pay one Time Unit per round, all others pay two Time Units per round.  Adventurer’s Standard Upkeep costs 12gp per Time Unit.  Rich Upkeep costs 50gp per Time Unit.  Luxury Upkeep costs 100gp per Time Unit.

Adventure Background

[This section details any history that is relevant to your scenario.]

Adventure Summary 

[Start your adventure here. This section contains the DM’s introduction and background and summary of adventure flow (encounter #1, encounter #2, etc. Remove this paragraph.]

Introduction

[This section includes the introduction to get the player characters involved in the adventure. Remove this paragraph.]

Encounter One

[Encounter One text goes here. Repeat this type of layout for each encounter. An encounter is split up into x subsections, below are the subsections, their descriptions, and in which order they should appear. Remove this paragraph, and the following descriptions of the subsections]

This section provides the DM with information on interesting features, NPCs, traps, and other specifics of the encounter that play off the read-aloud text. This information immediately follows the read-aloud text and is not set off in any special way. Simple encounters can get by with just the general description. However, a particularly complex encounter might require more structure.

For items that need statistics, use the following format:

Wooden Doors: 1 in. thick; hardness 5; hp 10; AC 5; Break DC 18.


Trap: The Trap section describes in detail any traps (magic or mundane) that PCs might trigger in the encounter. Remember: dwarves can use their Search skill to locate difficult stonework traps just like rogues can, anyone can search for traps whose DC to find them is 20 or less, and anyone can take 20 on a search for traps. Use the following stat block for each trap. 

Poisoned Arrow Trap: CR 1/2; +5 ranged (1d6/3) plus poison (1d6 Str/1d6 Str); Fort save resists (DC 14); Search (DC 21); Disable Device (DC 20).
Creatures: Any creature the PCs might encounter is described here. This section provides a physical description of the monster, as well as general motivations and some background.

Include the creature’s abbreviated statistics. See “D&D Specific Formats,” below, for the proper way to format creature statistics. Full statistics for creatures should be gathered into an easily referenced appendix, unless the monsters are common to the Monster Manual, in which case only the number of creatures appearing, hit points, and special equipment is provided in the abbreviated stat block, as well as a Monster Manual page number for easy reference. (New magic items, spells, and other items should also be fully described in the appendix.) That way, DMs can easily keep the items on their DM screens or their campaign notebook. Typically, monsters’ hit points are average.

Note: Refer to the Dungeon Master’s Guide, Chapter 4, Challenge Ratings (CRs) and Encounter Levels (ELs) for a general grounding in understanding how to calculate Challenge Ratings and Encounter Levels for a mixed group of monsters or monsters of varying levels.

Tactics: If the actions or tactics of the NPCs or monsters are too complex to handily fit into the general description, they can be described in this section.


Treasure: Any treasure that the PCs can find during the encounter is described here, above and beyond possessions noted in the monster statistics, if any. Special items, such as new magic items, should be listed here; however, the full presentation of a new magic item or other special item should go into the appendix.

Note: Use the following format, where loot is the gp value of resalable goods (50% of value), coin is any money or commodities such as gems or art (100% of value), and magic items are listed individually (75% of value.)  Divide these values by 5 for the individual awards.

APL A–loot(xx gp), coin-(yy gp),magic item name- (value gp).

APL B–loot(xx gp), coin-(yy gp),magic item one- (value gp), magic item two-(zz gp).

Development: Sometimes the PCs’ actions can have unusual ramifications or affect later encounters. These changes and developments should be described here.

Note: Creatures that pose a threat to the PCs have a challenge rating. The rules for determining challenge ratings for NPCs are in the Dungeon Master’s Guide; monster challenge ratings are in the Monster Manual.

Use the following templates for the various types of stat blocks.

Abreviated Stat Block: NPCs the PCs will not fight.

Mulroony: Male gnome Bbn12/Rog6.

Monster Stat Block: Monsters that appear in the adventure as the standard Monster Manual variety monster.

Zombies (3): hp 10, 9, 8; see Monster Manual page 191.

Full Stat Block: Advanced or Classed Monster or NPCs that the PCs may fight are all treated with this type of stat block. 

Classed creature’s or NPC’s name: [Gender] [race] [class abbreviation & level]; CR #; [Size] [type] [(subtype)]; HD #d#+# [(creature kind)] plus #d#+# [(class kind)]; or (for NPC) #d#+#; hp #; Init #; Spd # ft.[, second movement mode # ft. ([maneuverability for aerial movement]); AC # (touch #, flat-footed #) [[AC modifiers]]; Atk +# melee [(weapon stats, attack type)] or +# ranged [(weapon stats, attack type)]; Face/Reach [if other than 5 ft. by 5 ft./5 ft.]; SA [Short descriptions of special attacks, complex descriptions go under Special Attacks]; SQ [Short descriptions of special abilities, complex descriptions go under Special Qualities]; SR #; AL [alignment abbreviation]; SV Fort +#, Ref +#, Will +#; Str #, Dex #, Con #, Int #, Wis #, Cha #. Height or Length (if significant) # ft. # in. Weight (if significant) # lb.

Skills and Feats: List skills in alphabetical order and provide the skill modifier (in the form +#) for each one. Modifiers that apply in special circumstances are explained in parentheses immediately after the base modifier. List feats in alphabetical order after skills, separating this list from the skill list with a semicolon.

Special Ability name or Special Quality name (Ex/Su/Sp): description of appropriate ability or quality here. Separate each special ability or special quality into a new paragraph, as is done in the Monster Manual entries.


Possessions: [Items worn or carried].


Physical Description: (if significant) [Details about appearance]

Gargoyle, advanced: CR 10; Large magical beast (Earth); HD 12d10+72; hp 165; Init +1; Spd 45 ft., fly 75 ft. (average); AC 16 (touch 10, flat-footed 15) [[+1 Dex, –1 size, +6 natural]]; Atk +16 melee (1d4+5, 2 claws), +14 melee (1d6+5, bite), +14 melee (1d6+5, gore); SQ Damage reduction 5/+1, freeze; AL CE; SV Fort +14, Ref +9, Will +6; Str 19, Dex 14, Con 22, Int 6, Wis 11, Cha 7. Height 8 ft.


Skills and Feats: Hide +13 (+21 in a background of worked stone), Listen +8, Spot +4; Multiattack, Power Attack, Weapon Focus (claw, bite, gore).


Freeze (Ex): When the gargoyle is standing still, an observer must make a successful Spot check (DC 20) to notice it is really alive.

Those with spell have the spell section added on to the end of the above variety of stat block. 
 

Spells Prepared (#/#/#; base DC = # + spell level): 0—[cantrip, cantrip (2)]; 1st—[first, first;] 2nd—[second].

OR (if cleric)


Spells Prepared (#/#/#; base DC = # + spell level): 0—[orison, orison (2)]; 1st—[first*, first;] 2nd—[second*, second].


*Domain spell. Domains: [Domain (granted power); Domain (granted power)].

OR (if sorcerer or bard)


Spells Known  (#/#/#; base DC = # + spell level): 0—[cantrip, cantrip]; 1st—[first, first]; 2nd—[second].

AND (with spells prepared)

Spellbook: 0—[cantrip, cantrip , cantrip, cantrip, cantrip]; 1st—[first, first, first, first]; 2nd—[second, second, second]; 3rd—[third, third, third].

Conclusion

[This section contains the wrap-up of the adventure. Include any rewards given to the characters, final explanations, and other conditions that the game master might need. Remove this paragraph.]

The End

Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished. Then assign the experience award.  Award the total value (objectives plus roleplaying) to each character.

[To award XP for an encounter the DM should award 30xp per EL defeated in the encounter.  So at APL2 the party defeats a monster at EL4 and gets 120xp, while at APL 4 the monster is EL6 awarding the party 180xp.  Each APL will be written for no more than 5 times the APL in EL’s, so at APL4, the highest possible XP awarded would be  600 (4*5*30xp.)  Up to 20% of the total xp may be used for story and/or role-playing awards.  So in the APL 4 example, there could be 480xp for specific encounters, 60xp for a story award and 60xp for role-playing.]

Encounter One

Experience objective


APL2 AA xp;  APL4 AA xp; APL6 AA xp; 

APL8 AA xp;

Encounter Two

APL2 BB xp;  APL4 BB xp; APL6 BB xp; 

APL8 BB xp;

Story Award

Objective(s) met:

APL2 CC xp;  APL4 CC xp; APL6 CC xp;

APL8 CCxp;

Discretionary roleplaying award

APL2 DD xp;  APL4 DD xp; APL6 DD xp;

APL8 DD xp;

[Note to authors: the roleplaying award and story awards must be 20% or less of the total award for the scenario and may only be awarded when less than the maximum number of EL’s for the APL is used.  Remove this paragraph.]

Total possible experience: 


APL2 ZZ xp;  APL4 ZZ xp; APL6 ZZ xp;

APL8 ZZxp;

[Sum of all experience awards above.]

Treasure Summary

During an adventure, characters encounter treasure, usually finding it in the possession of their foes.  Every encounter that features treasure has a “treasure” section within the encounter description, giving information about the loot, coins, and magic items that make up the encounter’s treasure.

The loot total is the number of gold pieces each character gains if the foes are plundered of all their earthly possessions.  Looting the bodies takes at least 10 minutes per every 5 enemies, and if the characters cannot take the time to loot the bodies, they do not gain this gold.  If you feel it is reasonable that characters can go back to loot the bodies, and those bodies are there (i.e., not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve loot.  If the characters do not loot the body, the gold piece value for the loot is subtracted from the encounter totals given below.

The coin total is the number of gold pieces each character gains if they take the coin available.  A normal adventuring party can usually gather this wealth in a round or so.  If for some reason, they pass up this treasure, the coin total is subtracted from the encounter totals given below.

Next, the magic items are listed.  Magic item treasure is the hardest to adjudicate, because they are varied and because characters may want to use them during the adventure.  Many times characters must cast identify, analyze dweomer or similar spell to determine what the item does and how to activate it.  Other times they may attempt to use the item blindly.  If the magic item is consumable (a potion, scroll, magic bolts, etc.) and the item is used before the end of the adventure, its total is subtracted from the adventure totals below.

Once you have subtracted the value for unclaimed treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure.  Write the total in the GP Gained field of the adventure certificate.  Because this is a Regional scenario, characters may spend additional Time Units to practice professions or create items immediately after the adventure so this total may be modified by other circumstances.

L = Looted gear from enemy; C = Coin, Gems, Jewelry, and other valuables; M = Magic Items.

L:  Looted gear from enemy

C:  Coin, Gems, Jewelry, and other valuables

M:  Magic Items (sell value) 

Encounter One:  Introduction


APL A: L: 0 gp; C: 0 gp; M: 0 gp

APL A: L: 0 gp; C: 0 gp; M: 0 gp

APL A: L: 0 gp; C: 0 gp; M: 0 gp
Encounter Two:  


APL A: L: 0 gp; C: 0 gp; M: 0 gp

APL A: L: 0 gp; C: 0 gp; M: 0 gp
APL A: L: 0 gp; C: 0 gp; M: 0 gp
Total Possible Treasure

APL A: L: 0 gp; C: 0 gp; M: 0 gp  - Total: 0 gp

APL B: L: 0 gp; C: 0 gp; M: 0 gp  - Total: 0 gp

APL C: L: 0 gp; C: 0 gp; M: 0 gp  - Total: 0 gp

Special

[Any special items are listed here, including new spells, influence points, items or other notes of interest.  Remove this paragraph]

Items for the Adventure Record

[List all things that should be listed on the AR.  Also include the items found or made available to characters in the Item Access Section.  Remove this paragraph]
Item Access

APL 2:

APL 4:

APL 2 Items
APL 6:

APL 2&4 Items
APL 8:

APL 2, 4 & 6 Items

APL 10:


APL 2, 4, 6 & 8 Items
Appendix or DM Aid

[Appendices, DM Aids, and Maps all go in this section. A section break is inserted before this section begins. Please use page breaks in this section unless you are changing the column widths and know what you are doing in your word processing programs. Extra section breaks make editing more difficult. If you don’t have any of these items, remove from the title to the end of the section. Remove this paragraph.]

Player Handout #X

[Player handouts go in this section. Use page breaks between each. If you don’t have any handouts, remove this section by cutting from the title to the end of the section. Remove this paragraph.]
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Based on the original Dungeons & Dragons® rules created by E. Gary Gygax and Dave Arneson and the new Dungeons & Dragons game designed by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, and Peter Adkison.
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