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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. 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. Complete the RPGA scoring grid with names and RPGA numbers only, and the event information at the top. RPGA no longer uses voting for any reported results. 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):

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

2. 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.

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

4. 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 two things that you can do to help even the score.

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

2. 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 one - round Regional adventure, set in Perrenland.  Characters native to Perrenland 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

There is a gnome who is a few sandwiches short of a picnic but considered harmless by most.   Unfortunately for the PCs, his eccentricities are about to start a diplomatic incident.

Adventure Summary 

The PCs are doing nothing in particular when they are accosted by a gnomish trader who has some goods to be delivered to the village of Kollenikin, some 20 miles away.    He is convinced it’s contrary week, and so will be totally contrary in getting the PCs to escort his wagons, and it is this contrariness that will cause all the problems at the other end.    There is an obligatory attack or two by denizens of the Sepia, so the PCs can get some xp for a combat.

Introduction

It’s a drizzly day in Schwungelstad, and the only reason most people are outdoors is to get from one shelter to another.   Of course, being adventurers, you find the weather only a minor inconvenience at worst – it’s only drizzle after all.

As you make your way through the mud of the town square you notice a gnome standing by some wagons.  He appears to be trying to attract your attention, but at the same time he appears to be trying to avoid you noticing him.   To say that’s odd would be an understatement, but who can tell the inner working of the mind of a gnome?

Assuming the PCs go over to him, the game is afoot.   If they don’t go over to him, he will call out to them.

“That’s the spirit!   Ignore the gnome who’s not in need of help.  After all, it was contrary week last week.” 

If that doesn’t get them in, try one more time and if they still ignore him, the adventure for them is over.

Once the PCs have approached the gnome, he begins his most confusing speech.   Note that there are three wagons, each going to the same village but to different traders.    The PCs will only be offered one wagon, which one will be revealed to you at the start of the mini-mod.

“Right then, I don’t need your help, short-butts.  My name isn’t Hucklezibwicking, I don’t own these wagons and I most certainly don’t want anyone – especially you pack of soft townsfolk short-butts – to take this wagon to the Smigglexyn (or Mankelmuss, or Janglyboth) gnomish store in Kollenikin.    I certainly won’t be paying you to do it.”

Hopefully, the reaction from the PCs will be something along the lines of “huh?”     In any case, Hucklezibwicking continues his tirade.

“And another thing.  Last week was contrary week, when gnomes definitely don’t insult each other and anyone else they deal with as a way of releasing all the pent up frustrations that happen during the course of a year’s trading.   And of course, all gnomes mean exactly what they say during contrary week.”

An INT Check (DC10) will allow the PCs to figure out that the way the gnome has been behaving would indicate that THIS week is contrary week, and they should behave in a like manner towards him.    If they make the check at DC 15, they should realise it only applies when dealing with gnomes.   If any PC has a knowledge skill that could reasonably let them know this is untrue, point out that the gnome is very sincere and perhaps it’s obscure knowledge.  Sense Motive will reveal no deception, nor will Zone of Truth or other means of detecting falsehood. Hucklezibwicking is absolutely convinced he’s right so as far as he’s concerned, he’s telling the truth.

Getting into the swing of it, the PCs should state they are NOT willing to take any wagon to anywhere, and they certainly don’t expect to get paid for it.  Have some fun with this for no more than 20 minutes, by which time the PCs should have a wagon and a destination.  IF they want to know how much they’re (not) getting paid, it varies by APL, but Smigglexyn will claim to be (not) paying them far more than the job is worth.

Encounter One

Have the PCs place themselves where they are in relation to the wagon, which is being pulled by a single draft horse (MM, pp 273, use Heavy Horse stats).

Note that visibility is limited to 40 feet, and movement is hampered to the extent that charging and running are not possible.   Speed is not affected as long as characters are careful, but the wagon is heavy, it’s sinking a little into the mud, and reducing the horse’s speed to 20.

It’s been a miserable day so far.   As you left Schwungelstad the rain got heavier and seems to have settled in for the duration.  This is going to mean taking it easy lest you snap an axle in the mud, and that makes it a three day trip instead of the two you were expecting.   Still, for a job that has to be the weirdest employment you’ve ever had, it pays pretty well.     And everyone knows the creatures that inhabit the uplands don’t like the rain any more than you do so that’s a blessing – sort of.

Have the PCs make Spot rolls vs the attacker’s hide rolls (+8 to hide for the rainy conditions) to act in the surprise round.   The attacking beast is only interested in the horse, and the PCs had better defend it or they’ll have a hard time hauling the wagon in these conditions unless they have animals of their own.  The beast will come out of the rain on the right hand side of the wagon, directly across from the horse.   In the surprise round, it will move to attack.

NOTE:    Conditions are such that charging is not possible, though normal movement is for the purposes of combat.  At higher APLs, the giants will throw their rocks at the PC’s before attacking in melee.  They need to do this from within 40 feet, due to the limited visibility.


Treasure: None


Development: If the horse is killed, the PCs need to find a way to continue the journey somehow.

If anyone has magical means to keep the rain off the party, that’s fine.  But, the rest of the trail isn’t protected so while they may not be getting rained on, the mud is already there as the PCs travel.

APL 2 (EL 2)

Worg : hp 30; see Monster Manual page 256.

APL 4 (EL 4)

Owlbear : hp 52; see Monster Manual page 206.

APL 6 (EL 6)

Ettin : hp 65; see Monster Manual page 106.

APL 8 (EL 8)

Stone Giant : hp 119; see Monster Manual page 124.

APL 10 (EL 10)

Fire giant : hp 142; see Monster Manual page 121.

Encounter Two

Having gotten through the first battle with the locals, the rest of the day, and the first night, are uneventful apart from the ever-present rain dampening everything.    Have the PCs set watches, and have them make Spot and Listen rolls to increase the level of paranoia, but nothing besides the rain will disturb their rest.    The next day is more of the same, and the group can make camp for the second (and final) night.  As dawn breaks on the third day, the camp is attacked by bandits intent on stealing the wagon and its contents.  They will leave the horse alone, and focus on the PCs.

As dawn breaks and you prepare a meagre breakfast, you realise that in a few hours you’ll be in Kolleninkin and able to get something warm in your belly and something dry on your skin.   Luckily, you’ll be able to relieve some of the tension and misery by insulting the gnomes when you arrive.   Whoever established the custom of contrary week certainly knew what they were doing.

Have the PCs make Spot rolls vs the attacker’s hide rolls (+8 to hide for the rainy conditions) to act in the surprise round.   The bandits come in from opposite sides of the camp, so area effect spells won’tbe that helpful.

NOTE:    Conditions are such that charging is not possible, though normal movement is for the purposes of combat.  At higher APLs, the giants will throw their rocks at the PC’s before attacking in melee.  They need to do this from within 40 feet, due to the limited visibility.


Treasure: None.  It’s all in the bandit’s lair.

APL 2 (EL 4)

Gnolls (4) : hp 11, 11, 11, 11; see Monster Manual page 130.

APL 4 (EL 5)

Bugbears (3) : hp 16, 16, 16; see Monster Manual page 29.

APL 6 (EL 6)

Vampire Spawn (2) : hp 29, 29; see Monster Manual page 253.

APL 8 (EL 8)

Xill (2) : hp 32,32; see Monster Manual page 259.

APL 10 (EL 10)

Stone giant (2) : hp 119, 119; see Monster Manual page 124.

Conclusion

Having gotten through the battle with the bandits, the PCs can make their way to Kollenikin to deliver their wagon.    They should be quite miserable by now, and looking forward to making use of contrary week to remove some frustrations. 

Of course, there is no such thing as contrary week (though it’s not a bad idea), and the gnomes will be mortally offended by the oafish behaviour of the PCs.    The PCs should see this as success, because after all, everyone is supposed to be contrary.   Use up whatever time you have left in the session to roleplay this, up to 20 minutes or so.

The gnomes will (reluctantly) allow the PCs to stay in town overnight, and again the PCs should see this as simply part of contrary week.   They will not discover the truth until they return to Schwungelstad.

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.

Encounter One

Experience objective


APL2 60 xp;  APL4 120 xp; APL6 180 xp; 

APL8 240 xp, APL10 300 xp.

Encounter Two

APL2 120 xp;  APL4 150 xp; APL6 180 xp; 

APL8 240 xp, APL10 300 xp.

Discretionary roleplaying award

APL2 45 xp;  APL4 67 xp; APL6 90 xp;

APL8 82 xp, APL10 75 xp.

Total possible experience: 


APL2 225 xp;  APL4 337 xp; APL6 450 xp;

APL8 562xp APL 10 675xp.

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.

Encounter One:  Introduction

APL 2: L: 0 gp; C: 200 gp; M: 0 gp  - Total: 200 gp

APL 4: L: 0 gp; C: 300 gp; M: 0 gp  - Total: 300 gp

APL 6: L: 0 gp; C: 400 gp; M: 0 gp  - Total: 400 gp

APL 8: L: 0 gp; C: 625 gp; M: 0 gp  - Total: 625 gp

APL 10: L: 0 gp; C: 1050 gp; M: 0 gp  - Total: 1050 gp

Total Possible Treasure

APL 2: L: 0 gp; C: 200 gp; M: 0 gp  - Total: 200 gp

APL 4: L: 0 gp; C: 300 gp; M: 0 gp  - Total: 300 gp

APL 6: L: 0 gp; C: 400 gp; M: 0 gp  - Total: 400 gp

APL 8: L: 0 gp; C: 625 gp; M: 0 gp  - Total: 625 gp

APL 10: L: 0 gp; C: 1050 gp; M: 0 gp  - Total: 1050 gp

Mundane Animals Effect on APL�
# of Animals�
�
�
1�
2�
3�
4�
�
CR of Animal�
1/4 & 1/6�
0�
0�
0�
1�
�
�
1/3 & 1/2�
0�
0�
1�
1�
�
�
1�
1�
1�
2�
3�
�
�
2�
2�
3�
4�
5�
�
�
3�
3�
4�
5�
6�
�
�
4�
4�
6�
7�
8�
�
�
5�
5�
7�
8�
9�
�
�
6�
6�
8�
9�
10�
�
�
7�
7�
9�
10�
11�
�
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