
Burning Iuz
A One-Round D&D Living Greyhawk® 

Perrenland Micro Regional Adventure

Version 1
Round 1

by John Brinsmead
When the Spring melt comes to the area the run-off once ran through the town of Schwungelstadt, until a dam diverted it. But now it seems the dam is falling apart, which is no good thing. Can that be fixed? Part of the interactive event Sepia Follies. A Single Session Perrenland Regional Mini​-Scenario for APL 2 or 4.

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 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 scenario is part of the interactive event Sepia Follies. It is set in the north of the Sepia Uplands, in an area settled following the official annexation of the Uplands by Perrenland.

In the year since the settling of the village of Schwungelstadt Albrect der Hanswurst He arrived some months ago and took up residence in a large house on the outskirts of town.  He carries a writ of protection from the Office of the Voormann, signed by Orgus Bildger and stating that Her Hanswurst is under the protection of that office because of the mutual non-aggression pact between the two nations. Recently he established a Shrine to Iuz. Its been a source of tension ever since .
Adventure Summary 

While strolling through Schwunglestad’s market place discover a group of locals attempting to destroy the shrine.

Introduction

It’s a sunny day, why not take a stroll through the town. Mmm fresh air, mountain views, whats that funky smell?
Encounter One
To Market To Market!

The shrine of Iuz is on fire. A group of Gnomes has gathered and are pelting it with anything that comes to hand. A small detachment of Humans from the Ausurg has arrived to restore order and are making a half hearted effort to quell the mob. 

Suddenly the mob turns on the Humans. At the same time fire is threatening to spread to neighbouring buildings...

What will the players do?

1. If the players do nothing, the mob rampages through the town's market causing large amounts of damage 

and the fire spreads. A detachment of the Auzurg arrives to quell the disturbance, unfortunetly much of the immeadiate area is destroyed and many innocent bystander are killed or injured before this occurs. The players may be called to account.

2. If the players join the mob, a detachment of the Ausurg arrive to help quell the disturbance. the commander will order the crowd to dispurse, then when they don’t disperse will use batton charges to drive them off. Afterward he will put out the fire.
3. If the players attempt to rescue the Ausurg through force of arms - a riot ensues many bystanders are injured and much of the area is destroyed - PC will be called to account for their actions. Note there are many bystanders amoung the crowd who will be injured.
4. If the players attempt to reason with the mob, diplomacy could work - (DC 15 + APL), bonuses for good roleplay/speachs apply (+4), emphasing the potential damage of the spreading fire +2, the party includes a PC that holds the favour of the Sepia form Fresh Air/Mountain views +4. PCs may assist
5. If the players ignore the mob and attempt to put out the fire - the mob will try to prevent them.
APL 2 (EL 2)

Angry Crowd: 4 Gnomish Warriors 4,4,4,4.

APL 4 (EL 4)

Angry Crowd: 8 Gnomish Warriors 4,4,4,4, 4,4,4,4.

APL 6 (EL 6)

Angry Crowd:  12 Gnomish Warriors 4,4,4,4, 4,4,4,4, 4,4,4,4.

APL 8 (EL 8)

Angry Crowd:  12 Gnomish 2lvl Warriors 8,8,8,8, 8,8,8,8, 8,8,8,8.

Treasure

Albrect rewards the PCs for their time.
APL 2–coin (100gp)

APL 4–coin (150gp)
APL 6–coin (200gp)

APL 8–coin (300gp)
Conclusion

After Shortly afterwards the Retcher arrives to assess the situation.

If PCs are able to defuse the situation, the Rector expresses his appreciation and rewards them for their services - see Treasure.

If PCs used force to resolve the situation, the Rector expresses his concerns highlighting the raising tensions within the community. He rewards the player less the costs of any unnecesary damages caused by the party - see Treasure deduct fines.

If the players joined in the disturbance then he fines them for any damages they may have caused.

· If the players search the ruins of the shrine they find a piece of the puzzle and the following note:
Dear sir,
The expedition to the Mistmarsh was resonding success. Our man has returned with a fine example of the specimen you requested.
Ziggy
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
Angry mob:


APL 2 90xp; APL 4 135xp; APL 6 180xp; APL 8 225xp.

Story Award

Containing the fire:

APL 2 11xp; APL 4 16xp; APL 6 23xp; APL 8 28xp.
Discretionary roleplaying award

APL 2 11xp; APL 4 16xp; APL 6 23xp; APL 8 28xp.

Total possible experience

APL 2  112xp; APL 4 167xp; APL 6 225xp; APL 8 280xp.

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

APL 2: L: 0gp; C: 100gp; M: 0gp

APL 4: L: 0gp; C: 150gp; M: 0gp


APL 6: L: 0gp; C: 2000gp; M: 0gp

APL 8: L: 0gp; C: 312gp; M: 0gp
Total Possible Treasure


APL 2: L: 0gp; C: 100gp; M: 0gp

APL 4: L: 0gp; C: 150gp; M: 0gp


APL 6: L: 0gp; C: 2000gp; M: 0gp

APL 8: L: 0gp; C: 312gp; M: 0gp
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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.

This game product contains no Open Game Content.  No portion of this work may be reproduced in any form without permission of the author.  To learn more about the Open Gaming License and the d20 system license, please visit www.wizards.com/d20
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