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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

This mini-scenario will expunge the offences to the honour of gnomes caused by “contrary week”.

Three teams of adventurers are sent to the three gnomish stores with small bags of gems as reparations, along with instructions to perform any small task the gnomes may have for them.   The small task turns out to be a duel of honour – but in true gnomish tradition it’s different to normal in that it’s a three way contest.

Adventure Summary 

Apart from the above, the PCs will be dumped in a maze, stripped of all but their clothes and their two most prized possessions.  And to make it worse for them, the maze begins to fill with water, and the only way to stop it is to “kill” the other teams.   Luckily, the gnomes aren’t really vindictive, and all damage done in the maze is illusionary.

Introduction

It’s been an interesting time in Schwungelstad since Hucklezibwicking the loony gnome convinced some not-so-bright adventurers that it was contrary week and they should insult every gnome they met as “a sign of respect”.   The gnomes of Kollenikin were furious, and  Tiegl Brockenbord Vuurzward, the Voormann’s representative, has called a town meeting to address the issue.

As you stand around, with most of the other inhabitants of the town, Tiegl takes the podium.

“Good citizens of the Sepia, hark and pay heed.    It seems some of our number, through no real fault of their own, have caused a diplomatic incident with the gnomes of Kollenikin.    The gnomes are demanding that honour be satisfied, so I have arranged for some gems to be sent to them as kopris for the insults.

Would the following volunteers step forward please:

<here call out the first six names>

Take this bag of gems to the Smigglexyn sept in Kollenikin.    Should they request some service of you when you deliver the gems, you are to carry it out if you are capable of performing that service.

Would the following volunteers step forward please:

<here call out the next six names>

Take this bag of gems to the Mankelmuss sept in Kollenikin.    Should they request some service of you when you deliver the gems, you are to carry it out if you are capable of performing that service.

If there is a third group:

Would the following volunteers step forward please:

<here call out the next six names>

Take this bag of gems to the Janglyboth sept in Kollenikin.    Should they request some service of you when you deliver the gems, you are to carry it out if you are capable of performing that service.

Encounter One

Your trip to Kollenikin is uneventful, and late afternoon on the second day of travel you arrive in town to a polite, if frosty, reception.

Asking for the <insert whichever sept is appropriate> sept, you are directed to a store bearing the symbol of the gnomish sept.

Once inside, a venerable gnome gracious accepts the gems, and looks you up and down.

“Sooo, you look at least marginally competent.   We have a small problem we’d like you to deal with, that would greatly enhance the gnomes’ attitude towards your town.”

Assuming the PCs show at least some interest:

“There is a maze just outside the village, in some old caverns.    It’s been inhabited by some ratehr unpleasant Sepia inhabitants – we’re not sure exactly what.    If you would be so good as to go in and remove them, we’d be most grateful.”

The PCs really have no choice about this – they are under orders, and the task doesn’t sound too taxing.  Once they accept, allow them 20 minutes of REAL time to discuss whatever plans they may wish to make, before they are led to the entrance to the maze (there are three, well apart, so no team will see another team going in).

The gnomes escorting you stop outside a dark cave.

“The unpleasant ones are in there.   Eliminate them for us, and then come back – we’ll be waiting here.”

Assuming the PCs enter:

The cave descends gradually for about 100 feet.   You can see some light flickering ahead.   You feel a strange sensation wash over you, and suddenly realise two things.   First, you’re in some kind of sphere of force.  Second, most of your equipment isn’t.

At this point, the PCs get to keep the first two items on the back of their card, and their clothes.   If spellcasters have not listed their component pouch or holy symbol, they can’t cast spells with M components (ouch!).   The flickering light is from some phosphorescent moss, and even humans can see adequately in this light.

Once they realise the trouble they are in, it gets worse.

The bubble bursts, and you find yourselves, minus most of your gear, standing where you were a moment ago – you think.     Looking behind, you see a wall of force blocking your way out, and as that prospect sinks in, hundreds of small holes in the roof pop open and water begins to pour in.    About 15 feet in front of you, another wall of force dams the water up.   It’s not looking good.

Allow the PCs to act, though there’s not a lot they can do.  Water breathing would be good, wildshaping into aquatic creatures works too.  Once they have made any preparations, continue:

As the water gets to almost the top of your little prison, there is a loud “pop” and the wall of force going into the catacombs drops.   The water rushes out, carrying you with it.    And, there is more water coming from the tunnel and the roof!

The PCs and any companions are dumped in a pile (Pick up all the miniatures and/or tokens and dump them randomly on the map) in the middle of the map.    The water continues to come into the catacombs – if the PCs don’t fight each other, they will all drown.  There are 30 rounds until the water fills the cavern.    Due to the amount of water, charging isn’t possible except for aquatic creatures.

Once they work out that the “unpleasant inhabitants” are themselves, roll initiative.    Combat continues until only one team (or no team) has members still standing.

As each team member that you were DMing is taken down and falls below the water, take them aside and read or paraphrase:

As you sink beneath the murky water, you feel a strange sensation again.    You open your eyes to find you are in the square of Kollenikin, and your gnomish host doesn’t look too happy.

You cost me some gold, and that’s for sure.  I bet on you to beat the others, and look what you’ve done.   Still, I trust you’ve learned how the gnomish sense of humour works.

Allow the player to return and watch the rest of the combat if they wish, but instruct them that as far as anyone else knows, they are dead and they MUST NOT SPEAK TO OTHER PLAYERS until the combat is done.    Violation will result in their removal from the vicinity until the combat is over.

Once combat is done:

As the last opponent falls into the water, the torrent stops and you can only wonder what will be next.  Your wait isn’t long as the water vanishes into thin air, and you find yourself standing in the square of Kollenikin.  Your gnomish host is smiling at you, and you can see several bags that look like money changing hands among the many gnomes that surround you.  Most surprising, your fallen companions and opponents are all there too, none the worse for wear it  seems.  Your host speaks.

“Well now, it seems I chose well.   The honour of Kollenikin has been restored through the trial of the catacombs.   That none of you was harmed permanently is something you could not have known, and you all fought well.    Tonight, we feast in your honour.   Tomorrow, you return to your town to tell your chieftain that the unpleasant inhabitants have been vanquished.

The end.
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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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