GRMI3-00
A Growfest Wedding
A One-Round D&D Living Greyhawk® 

Gran March Regional Interactive

Round 1

by Eric Gearman

Growfest is upon you as you travel to Buxton's Crossing.  Rumors of strife across the land have calmed in recent weeks and you look forward to a little relaxation and celebration.  Word is that there is even going to be a wedding, which usually means good food, although a gift for the happy couple is appropriate.  Designed for PCs of any level, faithful to the Harvest Church a plus, a non-battle interactive.

Interactive for RoundCon
By Eric Gearman

Setup:

Players do not have to submit characters/equipment lists for this interactive, as the author feels it completely unnecessary due to the low combat nature of this interactive.  This is intended to be run in one round (four hours) thus there is not a lot of combat (maybe two or three, and the intent is more for flavor than anything else).
NPCs:

Father Georg (LG, Cle6), cleric of Merikka, the nominal head of the Harvest Church in the area.  Here as ‘permanent’ priest of the area.  Duties for the festival include blessing the planting, seeing to the needs of the local farming community, conducting services, and also the wedding that is planned for the festival.  Spells are going to be healing (so he doesn’t have to spend a full round converting the spell) and related to plants.  [Played by Eric Gearman]

Marym Fletcher (LN Exp2), the bride in the upcoming wedding ceremony.  Is a daughter of one of the farming families, and is a decent fletcher in her own right.  (Skills of note:  Fletcher +8; Skill Focus (Fletcher))
Davin Hoess (LN Exp 4), the groom in the upcoming wedding ceremony, he is also one of the local blacksmiths.  (Skills of note:  Animal Handling +8, Heal (Limited to mounts) +6, Blacksmith +11; Skill Focus (Blacksmith), Skill Focus (Animal Handling))
Klaus Bragner (CN, Exp 1/Cle1), the spurned (actually never had a chance) suitor of Marym, he has planned some mischief for the wedding, which unknown to all but one is going to go horribly wrong.  Klaus has become a cleric of Raxivort which he believes can be useful in controlling pests in and around crops.  This misbelieved concept has been fostered by:

Tevril (CE, Cle9), a xvart who has provided a few items which have purposes vastly different from what he has told Klaus.  Tevril is currently going disguised as a halfling adventurer due to one item he has.  Items of Note: Xvart Hat of Disguise (only works for Xvarts) which has been badly damaged (has 1 hp left), ring +1, Dagger +1 of Raxivort (.  Going disguised as Gimble Riverbrook.  (Skills of Note: Bluff +14, Hide +12)
Other townsfolk are not included as information, abilities, rumors, etc., are not relevant to this initial write-up.

Plot:

The wedding, having been planned to coincide with the final day of planting, which also happens to be the final day of the festival, is the only obvious thing of note that is going on besides the planting.  Some of the young men in the area are putting in their last work on planting a harvest before going into the Army.  However, one young man, angry at the wedding and the fact that Marym chose someone other than him, is planning on disrupting the wedding.
Klaus, being unable to get into the army, due to physical limitation (limp) and also refused in what he feels is his perfect love, had left Buxton’s crossing to attempt to find something that would allow him to prove his worth.  He ends up finding Tevril, who quickly inducts him into the ways of Raxivort, while disguising it so that Klaus isn’t totally aware of whom he is actually praying to.

Klaus returns to Buxton’s Crossing and uses his new abilities to cause problems for both the local farmers, and then solving them to gain some respect, as well as causing minor problems for Davin.  Unfortunately, while somewhat raising the local folk’s respect for him, it has not appreciably raised Marym’s opinion of him and the wedding is still scheduled to go ahead.  Klaus and Tevril have come up with a plan to disrupt the wedding, although Tevril has changed the plan to make it more destructive without Klaus’ knowledge.

Encounter One: Welcome to Buxton’s Crossing

Arriving to Buxton’s Crossing, regardless of which how you are actually arriving, you do take notice that even to your eyes, that most of the planting appears to be done.  In some of the larger fields that are further away from settlements, some workers appear to still be working, but that is the exception, not the rule.  Several farmers and their field hands walk the roads and field trails to Buxton’s crossing.  Several wave in greetings to you as you pass.
[PCs who leave the roads to talk to the various farmers still planting get yelled at for walking through the fields, disturbing them, or just for no reason at all.  These farmers are somewhat upset that they aren’t done yet.  Even offering to help doesn’t improve the farmer’s moods, as you are “Just a bunch of ham-fisted adventurers who don’t know the first thing about farming.”]

Upon entering Buxton’s crossing, you are stricken by the number of people in the town.  Regardless of how many people you have ever seen here in the number of times that you have passed through here, there are easily twice that many here now.  Finding lodgings are going to be difficult.  There is a decently sized military barracks within the town as well as a rather large building dedicated to the worship of the gods of the Harvest Church.  [Note: Adventurers standard upkeep is double cost except for active military and clerics who worship gods of the Harvest Church.  Other upkeep costs, luxury, high, etc. are not changed.]

Several tables have been set up with simple food and drink piled upon them.  A quick question or two allows you to find out that the food has been provided by the families of the bride and the groom of the upcoming wedding and also the Harvest Church has helped some.  There are also some crafts and such available to buy from the families and the town itself available. [Usual limits on PCs apply, but see below]
[PCs are encouraged to mingle with each other and talk about experiences.]

[Encounter Two – Trouble in the town]

[At this point, players are ‘encouraged’ to sit at the closest table to them.  If they are slightly uneven, that is fine, but major spillover should move to another table.]

As the pre-wedding celebration is starting to swing into gear, several people rush into town.

“Help!  One of the farms is on fire!”

“Help!  There are rats pouring out of the grain shed!”

“Heeeelp!  I seen some strange critters in the woods nearby!”

[Tables will quickly see whether they have a 1, 2 or 3 on them to see which disaster they are ‘herded’ to help with.]

[Encounter Two A – Fire!]

[One of the farms on the outskirts of Buxton’s crossing is on fire.  The PCs must quickly decide what to do, as the fire is threatening to consume the entire house.]

Several people are rushing back and forth from the nearby well and dumping water on the house to little effect.  A woman is screaming that her child is still in the house.

[PCs that enter the house take 1d3 fire damage each round and 1d6 smoke subdual damage each round if no precautions are taken.  If the characters wrap damp cloth (or the equivalent) around their faces then the smoke damage is negated.  The fire damage will increase to 1d4, 1d6 and 1d8 for every two rounds that the fire grows (see below)/  Finding and removing the baby takes 8 rounds minus one round per PC that runs in.]
[When/if the baby is found.] “You find the child in a corner of the farmhouse under some debris that apparently fell from one of the nearby shelves.  While it is unconscious, it is not dead yet.  (Heal Check DC 10 – The child is suffering from the smoke and passed out).  A nearby blanket would give you something to wrap the child in to help protect it from the smoke and fire.

[The fire is growing and threatens to destroy the entire house.]
[The fire will continue to grow unless at least twelve people (there are already four farmers) help to try and put out the fire.  It takes at least 10 rounds to put out the fire, minus one round for every two helpers over twelve that helps to put out the fire, plus one round for each two people less than twelve helping out.  Likewise, every twenty gallons of water (regardless of how it gets there) reduces the duration of the fire by one round.  A Rod of Flame Extinguishing, should anyone have one, will take care of the fire in one round.]

[If the fire is extinguished in less then ten rounds most of the farmhouse remains, between ten and twenty rounds, over half is destroyed and more than twenty, it is a complete loss.]

[Should the baby not be found before damage from the fire reaches 1d8, then it will have no lasting harm, but should the it be otherwise, it will need healing in short order due to the burns it has received or it will die.]  “Finally clearing the house, you notice that the child has suffered some burns and other injuries and does not appear to be breathing well.”

[If the PCs heal the child less than five points] “The burns fade, but the child does not yet awaken.” [If the PCs heal the child five or more points of damage, healing the child above 0 hp and curing enough subdual damage to allow it to regain consciousness] “The child wakes up crying.  While the sound is not pleasant, it is a reaffirming noise that the child is alive and should recover.

[If the farmhouse is saved in under 10 rounds] “Thank you for your help, I only hope that the child is not dead.  We don’t have much to offer, but you should go talk to Father Georg.  He can heal any wounds that you suffered helping here, and can also let others in town know what you have done.  You may even be able to get Selma to give you a discount on some of her goods.  Especially since this farmhouse belongs to her daughter.”

[If the farmhouse is saved between 10 and 20 rounds] “Thank you for your help, I only hope that the child is not dead.  We don’t have much to offer, but you should go talk to Father Georg.  He can heal any wounds that you suffered helping here, and can also let others in town know that you helped here.  You should let Selma know as well, especially if the child is fine.  It’s her grandchild.”

[If the farmhouse is not saved, but the child is] “*Sigh*  It’s too bad that we weren’t able to save the farmhouse, but at least some of you got the child out.  Someone should let Father Georg know, so that we can find a place to stay for Jorish and his family.  Selma should be told that her grandchild is safe.”

[If the farmhouse is not save, and the child is not saved either (Note: This should not happen)] “Go.  Tell Father Georg that we are going to need a funeral to bury what is left of the child.  And if you see Selma, try to break the news to her gently.  This was her grandchild.”

[Encounter Two B – Rats, there’s rats!]

Led down the streets of Buxton’s crossing, you are brought to a warehouse and sure enough there are rats pouring out of it.  A few rush at you, but are easily dispatched.  From outside the open doors of the warehouse, you can hear hundreds of little feet scampering around.  The owner of the warehouse pleads with you to save his goods.
“Please, those rats are destroying my goods.  I have food and supplies, grain, food for the army and ale mostly, in there.  They are destroying everything.”

Just after the PCs enter “Be careful not to set anything on fire!!”

[Entering the warehouse is free.  No attacks of opportunity.  After the first round, the rats attack the PCs.  Anyone with Knowledge(Nature) can make a DC 10 check to tell that the rats are not acting in a normal manner, in that they are not running away.  The rats are normal rats, except for their fanatical behavior.  Something must be driving the rats to act this way.  Each round four rats attack each PC, and damage needs to be kept track of for each PC as there is a disease that the rats are spreading by bite.  The DC for the disease is equal to 10 + (damage dealt / 3 rounding up) and is made five minutes and one day after the disease sets in.  The penalties are (1d3 temporary strength/1d4 temporary strength).  Any area effect spells kill two rats per point of damage, and for every ten rats killed by such, for one round, no rats attack.  Any fire attacks, regardless of the source (magical or otherwise) due to the amount of dust, flour, and spilled oil, has a percent chance equal to the damage being dealt, to ignite the warehouse, save for the first time.]

[The first time the PCs ‘light’ a fire.]  “The flame threatens to ignite one of the sack of goods that appears to have been soaked in oil, but a rat falling from one of the beams manages to extinguish both the flame and itself.”

[If a fire is started]  “Smoke begins to fill the room.  While the smoke is light and the fire is small, it is growing.”  PCs can take an action to fight the fire, and a Strength or Dexterity check (DC 12) to put it out (likewise, a create water or similar fire fighting magic will work).  While the fire is in effect (i.e. burning), all characters suffer a -1 penalty to hit, and 1d3 points of Heat (Fire if it matters for protection spells) subduel damage.

[Driven Rats: Type Vermin, HD ¼ d 8 (HP 2), AC 15 (+4 Size, +1 Dex).  Damage: 1d3 -3.  Special:  Disease (see above)]

[Searching the warehouse for the source of the rats behavior takes 20 rounds minus one round for each PC that makes a DC 15 search check.  What is found is a small cloth packet that glows slightly green.  Doing any damage to the packet destroys the rats motivation for hanging around.]
“You find a small sewn cloth bag that has a faint visible green aura around it.”  (Whoever picks up the bag, must make a DC 10 Fort save or be nauseous for one round.  Rats will not attack the holder of the bag while it is being held, or for three rounds afterwards.)  “It appears to have no opening that you can find, but you do notice that while holding it, no rats attack you.  There is a faint unpleasant odor coming from the bag.”

[If the PCs find and destroy the bag in less than 10 rounds.]  “While the damage done to the warehouse is significant, it appears that most of the goods stored here were saved.”
“Thank you thank you thank you.  You have saved me.  You have saved my family.” [Yes, the merchant is going a little over the top]  “I have some items that I was taking to the capitol to sell, but I could sell them to you instead.  It will take me a little while to get them, as they are in one of my wagons.  Why don’t you go enjoy some of the festivities while I find them.”

[If the PCs find and destroy the bag in more than 10 rounds, but less than 20 rounds.]  “While the damage done to the warehouse is significant, it appears that some of the goods stored here were saved.”

“Thank you.  You have saved me.  You have saved my family from ruin.” [Yes, the merchant is going a little over the top]  “I have to get some money quickly to repair this damage.  Hmmm…  I have some items that I was taking to the capitol to sell, but I could sell them to you instead.  It will take me a little while to get them, as they are in one of my wagons.  Why don’t you go enjoy some of the festivities while I find them.”

[If the PCs find and destroy the bag in more than 20 rounds.]  “The damage done to the warehouse is significant; it appears that most of the goods stored here were destroyed.”

“Oh no!  My goods!  My warehouse!  Wait!  Please!  I know you did your best, but what caused this?”  [Whether or not he is told]  “This is bad.  I need to get this warehouse fixed and new goods quickly.  I have some items that I was taking to the capitol to sell, but I could sell them to you instead.  It will take me a little while to get them, as they are in one of my wagons.  Why don’t you go enjoy some of the festivities while I find them.”

[Encounter Two C – Strange critters in them there woods]

Quickly led to the outskirts of the Buxton’s Crossing, you move into the light woods near the town.  [Track, DC 15, to find tracks of small humanoids that have passed through here recently.]  The woods seems quiet and peaceful, but there is definitely something in the air.

Searching around, you can easily find abandoned shelters that even to your experienced eye were recently well camouflaged.  Tracks lead off in numerous directions, with one offering no apparent difference between them.

Following one set of tracks leads you over a small rise, where you can see a small group of small, blue goblin-like creatures (i.e. Xvarts).  They appear to be arguing about something in their language (goblin).  If anyone speaks goblin, they can make a Listen Check, DC 15, to hear the following:

“I say we just leave.  Let the traitor rot here in the human lands.”

“No!  Our lord has decreed that he must die for his actions.  He must be found and killed.”
Then the xvarts notice the group of the PCs:

Xvarts (6) with one leader, a Fighter 2/Cleric1.  The cleric will save his spells for healing his own, and will not order his men to attack right away.  Normal xvarts have AC 15, 4 hp, +1 to hit, 1d6 damage (+1 fort, +2 ref, -1 will).  Leader has AC 18, 25 hp, +4 to hit, 1d6 damage (+7 fort, +3 ref, +4 will).
“Stop!  We would have words with you.”

If the PCs attack, the xvarts respond in kind.
On searching the body you find a note written in a strange language.  If someone can ready Goblin (by whatever means):  “Find traitor.  Kill traitor.  Not come back until traitor is dead.  You come back without traitor head, you be dead.”

If they talk, they can find out the following:

“We come here to find traitor of our kind.  He teach our secrets to those of you.  What secrets we will not speak.  But he must be killed.  We not go into town.  Smell of you make us sick.  We know we not liked there too.  Traitor can be seen with magic rocks, so our shamans say.  Him not have right face, but rocks let us know it him.  But we have no more rocks.  Only can be used once.  Him have green light around him.  That all we know.”

“Him may be disguised.  That why when we maybe find him, we use rock.  It not him.  It never him.  But we see him without disguise two days past.  Him going to this town.  We follow at ways away.  We no enter town.  Guards attack.  Kill us.  Maybe we kill them.  Time not right for this.  Raxivort let us know when time right.  Now we needs kill traitor.  You help?”
[Yes]

“You bring back traitor head to this spot.  We wait here.”
[No]

“Then you not leave here!  ATTACK!”  [Fight, as above, with note, now somewhat redundant, being found afterwards.]
[Encounter Three – Things to do]

[Having made it back to the celebration in town, the local participants do not seem to be much affected by what has happened around them, but then few know of what happened.]

[Several games, challenges, events and many other festival activities are going on around you.  There appears to be a wrestler that is taking on all challengers, some sort of jousting competition, a small pen with what looks like a greased pig, as well as tables set of for food.]

[Greased Pig – You have thirty seconds (five rounds) to catch the pig.  Catching the pig requires an opposed grapple check (pig has +1 to grapple), with the pig having an overall +15 to its escape artist check (due to dex, grease and experience.  The pig has done this before).  Anyone who succeeds in a grapple check, must make a second check to hold the pig (where the pig will try to wriggle free Escape Artist check).  Succeeding at both makes you a winner of the greased pig competition.]

[Wrestling – A large surly looking half-orc is currently waiting patiently in the middle of a ring to take on all comers.  The rules of the contest are fairly simple, the first to pin his opponent is the winner and then must take on all challengers until they are defeated.  Anyone who does serious damage (non-subduel) to an opponent is immediately disqualified and must pay for the other to get healed.  [The half-orc, Gerth, has a +14 to his grapple check (+8 due to level, +6 due to strength)].
[Surely you joust – This is a joust put on by the Harvest Church, and as such, it is a bit more food oriented.  Rather than jousting at anyone, you are jousting at rings, rather rolls.  Five of them have been lined up on polls and are swaying in the brisk afternoon breeze.  

The rules are simple, the person with the highest score, will be winner.  In case of ties, multiple winners will be announced.  The rolls have an AC of 17 (considered attended, size +4, circumstance +3 [wind and spinning]).  Hitting 17+ means that you got the roll, but it must make a Fort Save (rolls have +0 Fort, DC 10 + 1 per point of magic/strength used to hit the roll) in order to not be destroyed.  Hitting 14-16 (AC without circumstance bonus) means a glancing blow, and roll takes half damage you would normally deal (rolls have 2 hp and 0 hardness).  13- just misses.
Scoring for joust:  0 points for a miss.  1 points for glancing and destroying blow.  2 points for glancing and not destroying blow.  3 points for hit and destroying the roll.  5 points for hit and not destroying the roll.]

[Egg eating contest – If we have eggs.  Person who eats most, wins.]

[Encounter Four – The wedding]

The wedding ceremony begins with a little bit of fanfare.  The assembled crowds stop talking and move towards the outside of the church.  As is standard, in good weather, the Harvest Church holds weddings outside.

The groom, looking large and nervous waits near the priest with some members of his family.  He carries a smith’s hammer in his hands.

The bride comes out of a nearby building and walks towards the groom and priest.  She carries a golden sheaf of grain in her hands.  As she walks towards the groom, a young man bursts out from the crowd and shouts, “No!  She is supposed to be mine!  Do you hear me?  Mine!”  And with that, he throws a large packet onto the ground.  It bursts into flame on impacts and sends out a wave of green smoke.
“That’s not right!” you hear someone say (NPC playing the xvart who is indeed disguised).  “Smoke needs be black!”  A halfling with a beaten up hat is the one who spoke (DC 15 to Spot).

[All PCs must make Fort Saves DC 15 or be nauseated for two rounds (-2 to hit, damage, half move, and must make Concentration checks, DC 15 (or +5 if something else requires Concentration check) to cast spells.  Further, all PCs who fail the first save must make a second Fort Save, DC 15.  Failure turns the PC into a wererat for two rounds, after which they change back and are nauseated as above.  As wererats, they attack the nearest person to them (1-8, a PC at the table; 9-10, a townsperson (AC 11, HP 4).  The transformed PC will drop whatever they are holding in their hands at the time of their transformation.  They have their base hit bonus -2 and do 1d4 points of damage.  All other stats remain the same.  They can not spread lycanthropy due to damage inflicted.  Assume that two (2) townspersons failed both their saves and that the rest only failed one or are in the process of fleeing.

[The young man who destroyed the packet is a wererat, but I fully expect him to die in a hail of magic missiles or the like.  The people who run each table are encouraged to point out that townspeople are running everywhere.  The Halfling is actually the xvart that the other xvarts were hunting.  I expect him to die in a quick manner as well.]
After this has been dealt with, the wedding is quickly reassembled, and carries on with only a minor bit of difficulty.

“Ahem…  Ah yes.  We gather here in the Sight of Merrika, with Atroa’s gaze upon us during this nice day.  We thank Telchur for being gentle with us this winter.  We praise Atroa, in hopes that she brings us good weather for our fields.  We praise Sotillion, in hopes that the summer is good for the crops and for the Army and our Commandant.  We praise Wenta in hopes that the harvest will go well.  We praise Velnius to bring us the rain and winds that we need, though not so much that we are flooded.”
“And we praise Wenta for the beer!!!!” [There’s always one.  Minor scuffle while boor is sat on.]

“Ahem…  We are gathered here, under the watchful eyes of the gods and goddesses of the Harvest Church, to see to the joining of these two wonderful people in the bonds of marriage.  We ask of both of them, is this what you wish?”  [Both say yes.]

“In the eyes of our gods and goddesses, there few things better than the joining together of people in order to bring new life into the world.  In Merrika’s name, I bless you both and hope that that you find happiness till the end of your days.”

Rewards (available for purchase):

Since this in not scaled, all PCs receive 150 XP and 25 Gold.  Further, the PCs have their choice to purchase of the following:

Selma’s Salve: Gives +5 Alchemical Bonus to Fort saves for resisting disease if used up to one hour before getting infected.  Cost:  65 gold.  Frequency: Region.  Notes: requires Alchemy check, DC 15 to make as per item rules.

Everburning Torch:  As per DMG.  Frequency: Adventure.

Dust of tracelessness:  As per DMG.  Frequency: Adventure.
The PCs will also receive the following:

Gratitude of the Harvest Church: 1 point of Influence with the Harvest Church

Items (appearing, but not available for purchase):

Xvart Hat of Disguise:  Like a Hat of Disguise, but only works for Xvarts.  Further, unless the wearer is a worshipper of Raxivort, s/he will be cursed (DC 17) to save.  This curse applies each time they put the hat on, but a wearer can only be affected by one curse at a time.  If the curse if removed, putting the hat back on requires another saving throw.  The curse is cast at 9th caster level and summons 1d4 giant rats to the person who is cursed each night at midnight.  These rats are resistant to being charmed or dominated (+2 to save) and attack the person cursed.  If more than one person in the party is cursed, they each get 1d4 rats.  Cost to create: As per hat of disguise.  Market price: As per hat of disguise.  Prerequisites:  As per hat of disguise, plus creator must be a xvart, must be a worshipper of Raxivort, Bestow Curse.  [Note:  Due to this item’s damaged condition, it is unlikely it will survive the scenario.]
Dagger of Raxivort:  This +1 dagger has a small chance of inflicting lycanthropy on it’s target.  If it hits someone who is not a worshipper of Raxivort, the target must make a Fortitude save (DC 14) or be temporarily transformed into a wererat.  This transformation lasts for three rounds, during which the target attacks anyone who is not a xvart or worshipper of Raxivort.  They can not spread lycanthropy during this time.  After the three rounds have passed, the character gets to make another saving throw (Fortitude DC 14).  If they fail, they remain a wererat for another round.  Each round, the save increases by one, and should it reach 20 (a total of ten rounds) and they fail that final saving throw, they have contracted lycanthropy.  This item is evil and bestows one negative level on any creature who wields it who is not evil.  Cost to create:  12,500 GP + 1000 XP.  Market price: 25,000 GP.  Prerequisites:  Caster level 7+, Create Magic Arms and Armor, Bestow Curse, creator must be evil, creator must be xvart, creator must worship Raxivort.
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