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If you rescued someone from a spot of trouble you’d expect them to be grateful, wouldn’t you? A Single Session Perrenland Regional Micro​-Scenario for APL 6 to 10.

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 half of 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.

Huckle Zibwickling is a gnome from the west of Perrenland, come to the Sepia Uplands to learn more of the culture of his distant cousins. Along the way he met a local gnome, who explained to him the custom of Contrary Time. Sadly, he was conned by the villain of the piece, and his enthusiastic embracing of the custom has led him into trouble. Nonetheless, he’s a trooper, and sticks at it…

Adventure Summary 

The characters are travelling to Schwungelstadt when they come across Huckle bailed up by a trio of toughs from Vostrem, a rough town in the area. They are required to defuse the situation as best they can, a task not helped by Huckle’s insistence on doing everything in a contradictory fashion.

Encounter One
The Rowdies

One year on and the town of Schwungelstadt seems to be thriving. Despite the threat that looms beyond the eastern borders of the Sepia, the locals seem determined to live life as well as they can. Those who can claim a part of establishing the town have much to be proud of.

You’ve had a wander around the area, following small trails as you have a look at what has being going on in the last year. As you return to the main road from Traft you hear the sounds of shouting and what must be some sort of conflict.

Assuming the PCs investigate (and what sort of adventurers would they be if they didn’t?) they will come across a group of rough looking fellows who appear to have a gnome bailed up in a tree.

The rowdies are from Vostrem and they are foul-mouthed roughs with little respect for the law. As they were passing the gnome he abused them with insults. That had them intending on battering some respect into him until the gnome ran and hid up the tree.

In a bad mood, and with a higher opinion of their own abilities than is accurate, the toughs will be initially brusque with the PCs if they stick their noses in where (as the rowdies see it) they don’t belong. They’ll tell the PCs to hop it and use a few choice insults of their own, finally resorting to rough stuff soon enough.

APL 6 (EL 5)

Fulk Bearfoot: Male Human Bbn3, see Appendix One.

Horris the Beak: Male Human Rog2, see Appendix One.

Skinny Máire: Female Human Rog2, see Appendix One.

APL 8 (EL 6)

Fulk Bearfoot: Male Human Bbn5, see Appendix One.

Horris the Beak: Male Human Rog2, see Appendix One.

Skinny Máire: Female Human Rog2, see Appendix One.

APL 10 (EL 7)

Fulk Bearfoot: Male Human Bbn6, see Appendix One.

Horris the Beak: Male Human Rog2, see Appendix One.

Skinny Máire: Female Human Rog2, see Appendix One.

Fulk Bearfoot is a big, crass hairy fellow whose body odour is as offensive as any weapon he may have. It requires a Will (DC 14) or Fort (DC 12) save to go near him, such is his pong. He is the leader of the group and the most vocal, and if defeated his loss demoralises the others.

Horris is the proud owner of a very large nose (everything else about him is small) that has been broken several times. He speaks in a nasally twang and manages to make even sincere compliments sound like insults.

Máire has nothing feminine about her. She is built like a rake and is, well, something that rhymes with ‘itch’… completely. She has her own way of ingratiating herself with the two men…

The PCs may attempt to use whatever means they like to defuse the situation. The trio are cocky, even if outnumbered, since they’ve beaten up greater numbers before. The adventurers may use violence or social means to deal with the situation. A Bluff (DC 8+APL), Diplomacy (10+APL) or Intimidation (12+APL) test is needed for a non-combat solution.

Encounter Two
The Rotten Tree

Having seen off the roughsyou look up to see the small gnome appear somewhat relieved. He looks at you for a moment and then says scornfully, “Well that took long enough, didn’t it, you tiny-nosed clumping nancies!”

Huckle Zibwickling: Male Gnome Exp3.

Huckle is still doing his best to stick to the rules of Contrary Time. Thus he will sit in the tree and hurl abuse and scorn at the PCs. When it finally seems that they have reached their limits and either walk off or start to do something to teach him a lesson, Huckle will reluctantly relent.

The gnome looks at you all sadly and sighs dramatically. “Oh, I’m not very good at this at all! Wait, wait, you don’t understand! I’m just not used to Contrary Time.”

As he tries to clamber out of the tree the branch he is on (a big one) gives way with a crash, sending branches below it tumbling down as the whole side of the tree gives way. Huckle himself has Feather Fall as a spell and is fine, but the PCs need to dodge the branches and other tree parts that come crashing down.

APL 6 (EL 1)

Falling Branches: 2d6 damage, Reflex save (DC 16) for half damage, (DC 20) for no damage.

APL 8 (EL 1½)

Falling Branches: 3d6 damage, Reflex save (DC 18) for half damage, (DC 22) for no damage.

APL 10 (EL 2)

Falling Branches: 4d6 damage, Reflex save (DC 20) for half damage, (DC 24) for no damage.

The PCs can notice that the tree has rotted away, and inside it is a great hunk of amber – quite a lot, in fact. In addition, a Search (DC 8+APL) test will reveal a piece of something, an amulet perhaps. Give one of the players a part of the real amulet.

Treasure

APL 6–amber-(200gp)

APL 8–amber-(312gp)

APL 10–amber-(525gp)

What can Huckle tell the PCs?

No doubt the adventurers will be interested in Contrary Day and what it’s all about. Should they succeed in a successful Diplomacy (12) test then Huckle will tell them the following:

· His name is Huckle Zibwickling and he is from the hills near Krestible.

· He has decided to travel to the Sepia Uplands to learn more about the gnomish people here.

· He was on his way along the road when he met a gnome called Sweetie Dimpletum travelling the other way.

· Dimpletum was initially very rude, but then explained that it is Contrary Time, a custom amongst the local gnomes to turn manners on their head. Thus where folk would normally be polite they act rude and abrasive, calling people bad names and stealing minor items (food, drink etc) from them. Being conventionally polite and well-mannered is seen as poor form. Apparently the local gnomes think it’s all a right hoot.

· Huckle hasn’t quite got the hang of it yet, but he’s working on it…

Conclusion

Having dealt with the situation the PCs are free to return to Schwungelstadt. It may be that they escort Huckle to town, and he’ll happily accompany them, insulting them all the way.

The DM is recommended to encourage the players to talk about Contrary Time with their fellow adventurers.

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

Deal with the rowdies:


APL 6 150xp; APL 8 180xp; APL 10 210xp.

Encounter Two

Experiencing the rotten tree:


APL 6 30xp; APL 8 45xp; APL 10 60xp.

Discretionary roleplaying award

APL6 45xp; APL 8 55xp; APL 10 67xp.

Total possible experience

APL 6 225xp; APL 8 280xp; APL 10 337xp.

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 6: L: 0gp; C: 200gp; M: 0gp

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

APL 10: L: 0gp; C: 525gp; M: 0gp
Total Possible Treasure


APL 6: L: 0gp; C: 200gp; M: 0gp

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

APL 10: L: 0gp; C: 525gp; M: 0gp
Appendix One

Encounter One

APL 6

Fulk Bearfoot Bbn3 put stats here.

APL 8

Fulk Bearfoot: Bbn5 put stats here.

APL 10

Fulk Bearfoot: Bbn6 put stats here.

All APLs

Horris the Beak: Rog2 put stats here 

Skinny Máire: Rog2 put stats here 
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