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Perrenland Interactive:

A Fist Full of Flowers

Synopsis

A suitor asks a group of adventures to get a flower for him to give to the girl that he wants to court. The flower is located in the mountains and is part of an Assassin Vine.

Initial Encounter (Walk-up)

Play the role of a lovestruck aristocrat.  

Russell Oostmeer is after the adventurous sort in order to meet his girl's latest demand.  Ophelia Vestmeer wants a boquet of purple flowers which have red thorns.  (At APL 6-8, she also wants a draught of Berry Wine from the same plant - supposed to be an aphrodisiac.)

Offer them favours, introductions to his family or other rewards, but don't offer any cash.  If they are mercenary enough to only work for cash, their adventure ends here.

Russell Oostmeer; Ari4; 15 hp Profession (Rake) +7.

Ophelia Vestmeer; Brd2; 9 hp. Knowledge (Nature) +8.

Russell will describe the flower (blue flower with red thorns) and that it's rumoured to grow near caves or on the south wall of valleys and gullies.

If they ask, Knowledge (Nature) DC20 will recognise it as the flower of the Assassin Vine.

Ophelia Vestmeer is hoping Russell will go out and get himself killed.  She dispises the Oostmeer's with a passion and can't see how Russell could be sincere in his advances.

At the Table

How could you resist such poetry as Russell obviously has?

"Lovers apart, always together,

Let you and I go, into the heather.

Ophelia, be a fine girl, voice like a lark, 

Kiss me now, my beatiful sweetheart!"

Allow for PC interactions, introductions and whatnot if they have not yet occurred. Do not take too long.  The players can do research around Brebenward if they wish (but only if they ask to do so!).




	Gather Information DC
	Information Gained

	10
	Sounds like some sort of grape flower.  Don't know what sort though.

	15
	Ophilia is a spoiled brat who needs some discipline.

	20
	Russell makes himself out as a ladies man, but discards his toys after a few weeks.

	25
	Sounds like Assassin Vine flowers.  Try down the Brebanward Ravine outside town.  Take an axe with you.

	30
	It's a fools mission.  Ophilia is trying to get rid of Russell and sent him off to do something impossible.


Travelling outside Brebenward, you enter the ??? forest.  It seems very quiet for a forest, as if it is anticipating something to happen.

A Black Cat (EL2)

Spot DC 20 or Listen DC 20 will reveal a large feline crossing the path ahead of them.  Otherwise this encounter is missed.

You can see a black felines crossing the path before you.  One seems to sense you presence before continuing into the undergrowth.

If there are any Vossers in the party, they may presume these are Vossercatz and attempt to befriend them for a free familiar.  They're not.  They are simply wild cats hunting in the area.  If chased or disturbed, they will attack.

Feel free to run them around for 10 minutes or have the cats attack if cornered.

All APLs: 

Wild Hunting Cat (use Cheetah; MM pg 195); hp 19

Assassins in the Light (EL 4 / 6 / 8 / 10)

In the almost twilight of this forested valley, the rarely used animal path you have been following opens into a small cleared area.  Beyond in the wall of the valley a small cave appears, almost hidden by a large creeper covered in purple flowers and berries.  Large red fungi appear to thrive in the shade with sizes varying from a few inches to 4 feet or more.  The red thorns on the vine bear the look of fresh blood...

This is a co-habitating colony of various plant species.  Depending upon the APL there are Shriekers, Violet Fungi and Assassin Vines.

If they approach to pick the flowers:
As you approach close, an earpiercing shriek starts.  At the same time, tendrils reach for you; and your blood...

APL2: EL4

2 x Shriekers (MM pg 93); hp 11

1 x Assassin Vine (MM pg 20); hp 30

APL4: EL6

1 x Fiendish Assassin Vine (MM pg 20); hp 30

2 x Shriekers (MM pg 93); hp 11

1 x Violet Fungus (MM pg 93); hp 15

APL6: EL8

2 x Assassin Vine (MM pg 20); hp 40, 35

3 x Shriekers (MM pg 93); hp 11

2 x Violet Fungus (MM pg 93); hp 20, 15

APL8: EL10

4 x Assassin Vine (MM pg 20); hp 40, 35, 30, 30

2 x Shriekers (MM pg 93); hp 11

4 x Violet Fungus (MM pg 93); hp 20, 15, 15, 15

Ophelia has set things up to get rid of her rival (or to prove her love; who knows with women?).
<Insert tie in to next portion of interactive>

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.

Encounter One

Experience objective


All APLs 60 xp;  

Encounter Two

APL2 120 xp;  APL4 180 xp; APL6 240 xp; 

APL8 300 xp;

Discretionary roleplaying award

APL2 45 xp;  APL4 60 xp; APL6 60 xp;

APL8 100 xp;

Total possible experience: 


APL2 225 xp;  APL4 300 xp; APL6 360 xp;

APL8 460;

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.

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) 

Total Treasure

APL 2-8: L: 0 gp; C: 0 gp; M: 0 gp
Stat Blocks:

Animal, Cheetah CR 2;Medium Animal ; 
HD 3d8+6 (Animal); hp 19; Init +4; Spd 50; 
AC 15; Atk +5 base melee, +6 base ranged; +6/+1 (1d6+3, Bite; 1d2+1, 2 Claws); 
SA: Trip (Ex); 
SQ: Sprint (Ex); 
AL N; SV Fort +5, Ref +7, Will +2; 
STR 16, DEX 19, CON 15, INT 1, WIS 12, CHA 6.

Skills: 

Hide+7, Listen+5, Move Silently+8, Spot+5. 

Feats: 

Weapon Finesse, Weapon Finesse: 2 Claws.
Fungus, Shrieker CR 1;Medium Plant ; 
HD 2d8+2 (Plant); hp 11; Init -4; Spd 
AC 13; Atk +1 base melee, +1 base ranged; 
SA: Shriek (Ex); 
SQ: Plant; 
AL N; SV Fort +4, Ref +0, Will -4; 
STR --, DEX --, CON 13, INT 3, WIS 2, CHA 1.
Fungus, Violet Fungus CR 3;Medium Plant ; 
HD 2d8+6 (Plant); hp 15; Init -1; Spd 10; 
AC 13; Atk +3 base melee, +0 base ranged; +3 (1d6+2, 4 Tentacles); 
SA: Poison (Ex); 
SQ: Plant; 
AL N; SV Fort +6, Ref -1, Will +0; 
STR 14, DEX 8, CON 16, INT 3, WIS 11, CHA --.

Assassin Vine CR 3;Large Plant ; 
HD 4d8+12 (Plant); hp 30; Init +0; Spd 
AC 15; Atk +7 base melee, +2 base ranged; +7 (1d6+7, Slam); 
SA: Entangle (Su), Improved grab (Ex), Constrict (Ex); 
SQ: Camouflage (Ex), Immunity: Electricity (Ex), Resistance: Cold (Ex), Resistance: Fire (Ex), Blindsight (Ex); 
AL N; SV Fort +7, Ref +1, Will +2; 
STR 20, DEX 10, CON 16, INT --, WIS 13, CHA 9.
Fiendish Assassin Vine CR 4;Large Plant ; HD 4d8+12 (Plant); hp 30; Init +0; Spd AC 15; Atk +7 base melee, +2 base ranged; +7 (1d6+7, Slam); 
SA: Entangle (Su), Improved grab (Ex), Constrict (Ex); Smite Good

SQ: Camouflage (Ex), Damage Reduction 5/+1 Immunity: Electricity (Ex), Resistance: Cold 20 (Ex), Resistance: Fire 20 (Ex), Spell Resistance 8; Blindsight (Ex); 
AL N; SV Fort +7, Ref +1, Will +2; 
STR 20, DEX 10, CON 16, INT --, WIS 13, CHA 9.
Writing Notes:

Max XP/GP chart per TU for Mini-scenarios.

	APL
	EL
	RP XP
	Max XP
	GP

	2
	6
	45
	225
	200

	4
	9
	65
	335
	300

	6
	12
	90
	450
	400

	8
	15
	110
	560
	625

	
	
	
	
	


