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.
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RPGA® Sanctioned Play

Most likely you ordered this adventure as part of an RPGA even from the RPGA website, or you received it from your senior gamemaster. To play this adventure as part of the Living Greyhawk campaign—a worldwide, ongoing D&D campaign set in the Greyhawk setting—you must sanction it as part of an RPGA event. This event could be as elaborate as a big convention, or as simple as a group of friends meeting at the DM’s house. 


To sanction an RPGA event, you must be at least a Herald-Level gamemaster. The person who sanctions the event is called the senior gamemaster, and is in charge of making sure the event is sanctioned before play, runs smoothly on the date sanctioned, and then reported back to the RPGA in a timely manner. The person who runs the game is called the table Dungeon Master (or usually just DM). Sometimes (and almost all the time in the cases of home events) the senior gamemaster is also the table DM. You don’t have to be a Herald-Level GM to run this adventure if you are not the senior GM. 


By sanctioning and reporting this adventure you accomplish a couple of things. First it is an official game, and you can use the AR to advance your Living Greyhawk character. Second player and DMs gain rewards for sanctioned RPGA play if they are members of the Dungeons & Dragons Rewards program. Playing this adventure is worth two (2) points. 


This adventure retires from RPGA-sanctioned play on December 31, 2008.

To learn more about the Living Greyhawk character creation and development, RPGA event sanctioning, and Dungeons & Dragons Rewards, visit the RPGA website at www.rpga.com.

Players Read No Farther

If you are planning on playing this adventure, stop reading now. The rest of the information in this adventure is for the DM only. If you read farther than this section, you’ll know too much about its challenges, which kills the fun. Also, if you’re playing this adventure as part of an RPGA-sanctioned event, reading beyond this point makes you ineligible to do so.
Preparing for Play

To get the most out of this adventure, you need copies of the following D&D books: Player’s Handbook, Dungeon Master’s Guide, and the Monster Manual. 
Throughout this adventure, text in bold italics provides player information for you to paraphrase or read aloud when appropriate. Sidebars contain important information for you, including special instruction on running the adventure. Information on nonplayer characters (NPCs) and monsters appear in abbreviated form in the adventure text. Full information on NPCs and monsters are given in the Appendices. 

Along with this adventure you’ll find a RPGA Table Tracking sheet. If you’re playing this adventure as part of an RPGA-sanctioned event, complete and turn in this sheet to your senior GM directly after play. You’ll also find a Living Greyhawk Adventure Record (AR). 

Living Greyhawk Levels of Play

Because players bring their own characters to Living Greyhawk games, this adventure’s challenges are proportionate to the modified average character level of the PCs participating in the adventure. To determine this modified Average Party Level (APL) follow the steps below:

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 dogs trained for war), other than those brought by virtue of a class ability (such as animal companions, familiars paladin’s mounts) or the warhorse of a character with the Mounted Combat feat, use the sidebar chart to determine the number of levels you add to the sum of step one. 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 step 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.

Throughout this adventure, APLs categorize the level of challenge the PCs 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 and gold a PC can gain at the end of the adventure. If a player character is three character levels or more either higher or lower than the APL at which this adventure is being played, that character receives only one-half of the experience points and gold for the adventure. This simulates the fact that either the PC was not challenged as much as normal or relied on help by higher-level characters to reach the objectives. 

Furthermore, a PC who is four or more levels higher than the highest APL supported by the adventure may not play the adventure.
 SHAPE  \* MERGEFORMAT 




Living Greyhawk adventures are designed for APL 2 and higher. Four or five 1st-level characters may find the challenge of an APL 2 adventure difficult. Suggest the following to these groups to help increase their chances of success: 

1. Enlist a sixth player.

2. Advise characters to buy riding dogs to help protect them, and fight for them.

Time Units and Upkeep

This is a standard one
-round Regional adventure, set in the Gran March.  Characters native to the Gran March pay one Time Unit per round, all others pay two Time Units per round.

Adventurer’s Standard Upkeep costs 12 gp per Time Unit.  Rich Upkeep costs 50 gp per Time Unit.  Luxury Upkeep costs 100 gp per Time Unit. Characters that fail to pay at least Standard Upkeep will retain temporary ability damage until the next adventure, must buy new spell component pouches and healer’s kits, and may suffer other in-game penalties (or possibly gain in-game benefits) as may be detailed in this adventure.

A character who does not pay for at least Standard Upkeep may also avoid the above-described penalties by living off the wild.  If the character possesses four or more ranks in the Survival skill and succeeds at a Survival check (DC 20), the character will heal temporary ability damage as if he or she paid for Standard Upkeep, may refill spell component pouches and healer’s kits, and may restock up to 20 arrows or bolts if the character has at least four ranks in Craft (bowmaking).  The player is allowed to Take 10 on this roll.


More information about Lifestyle and Upkeep can be found in the “Lifestyle and Upkeep” section of Chapter 3 of the Living Greyhawk Campaign Sourcebook.

Adventure Background

This section details any history relevant to the adventure and any regional background relevant to running the adventure.  The first paragraph of the adventure background is not indented; all subsequent paragraphs are.

Adventure Summary
This section contains the DM’s introduction and background and a summary of adventure flow (Encounter 1, Encounter 2, etc.).  The first paragraph of the adventure summary is not indented; all subsequent paragraphs are.

Preparation for Play
This section summarizes any information that the DM should determine about the participating PCs prior to the adventure beginning. For example, this could include determining whether the PCs possess a particular favor or item. It can also be used for pre-rolled skill checks if you do not wish to alert the players that something is happening (for example, having elven characters pre-roll Search checks if a secret door is located somewhere in the adventure).  Include here all relevant AR items from previous adventures.  Also include any activities the DM should take before beginning the adventure.  The first paragraph of preparation for play is not indented; all subsequent paragraphs are.

Introduction

The adventure starts here. This section includes the introduction to get the PCs involved in the adventure. The first paragraph of the introduction is not indented; all subsequent paragraphs are.

Encounter 1: X

Encounter text goes here. 
Repeat this type of layout for each subsequent encounter. Each encounter is split up into subsections; below are the subsections, their descriptions, and the order in which they usually appear.  The first paragraph of an encounter is not indented; all subsequent paragraphs are.

If you have specific conditions in the Encounter that the DM may need to be aware of immediately, use the following:

Conditions: List light, sound, auras, unusual circumstances, etc. here.

Text that should be read aloud should use the “Read Aloud Text” style. It provides a distinct format that will set it off from the other text in the adventure. Keep these sections as brief as possible.

SampleReadAloudText.


The section that follows the read-aloud text provides the DM with information on interesting features, NPCs, traps, and other specifics of the encounter that play off the read-aloud text. This information immediately follows the read-aloud text and is not set off in any special way. Simple encounters can get by with just a general description. However, a particularly complex encounter might require more structure.


SampleBasicText.


For items that need statistics, use the following format:

Item
: X
 in. thick; hardness X
; hp X
; Break DC X
; any other key details
.

For non-combatant NPCs that need statistics, use the following format:

NPC
: Gender Race ClassLevel
 (key skill modifiers
).


For traps, use the following format:

Trap: Provide a concise description of any traps the PCs might encounter here.  If there are any environmental or situational modifiers to the Encounter Level, they should be described here and a specific modifier assigned.  Include this modifier in the ELs listed by APL below.  Use the abbreviated trap stat block with Appendix reference and then detail the trap in the appropriate Appendix.
APL X
 (EL X
)

Trap Name
 (#Appearing
): Search DC X
; type
; trigger
; see Appendix X
.

For combatants, use the following format:

Creatures: Describe any combatants the PCs might encounter here. This section provides a physical description, mannerisms, general motivations, and background of the monster, if needed.  If there are any environmental or situational modifiers to the Encounter Level, they should be described here and a specific modifier assigned.  Include this modifier in the ELs listed by APL below.  If the combatant is a standard Monster Manual creature, use the abbreviated stat block with page reference.  Otherwise, use the abbreviated stat block with Appendix reference and detail the combatant in the appropriate Appendix.  The hit points for a combatant are always determined as the total hit points possible (max dice rolls plus max modifiers from Con, etc.) multiplied by 75%; round this amount up.
APL X
 (EL X
)

Monster Manual Combatant
 (#Appearing
): hp X each
; non-standard items
; see Monster Manual, page X
.

Non-Monster Manual Combatant
, Gender Race ClassLevel
 (#Appearing
): hp X each
; see Appendix X
.

Include the following section for tactics by combatants:

Tactics: Describe the tactics used by combatants here.  If they vary by APL, you can list them each in their own paragraph/section.

APL X
: Tactics for APL X combatants.


Include the following section for treasure:


Treasure: Describe treasure from this encounter.  This includes the combatants’ possessions and any other treasure the PCs can find during this encounter.  Also list any Adventure Record effects that the PC might earn from this encounter.
APL X
: L: X
 gp, C: X
 gp, M: item (X gp)
.


Development: Sometimes the PCs’ actions have unusual ramifications or affect later encounters. Describe these changes and developments here.

Encounter 2: X

Use information/format from Encounter 1 above.

Encounter 3: X

Use information/format from Encounter 1 above.

Encounter 4: X

Use information/format from Encounter 1 above.

Encounter 5: X

Use information/format from Encounter 1 above.

Encounter 6: X

Use information/format from Encounter 1 above.

Encounter 7: X

Use information/format from Encounter 1 above.

Encounter 8: X

Use information/format from Encounter 1 above.

Encounter 9: X

Use information/format from Encounter 1 above.

Encounter 10: X

Use information/format from Encounter 1 above.

Conclusion

This section contains the wrap-up of the adventure
. Include any rewards given to the characters (especially AR effects), final explanations, and other conditions that the game master might need.  The first paragraph of the conclusion is not indented; all subsequent paragraphs are.  If there are multiple conclusion paths possible, you can list them in subsections, as follows:
Conclusion: Title


Text for this Conclusion Path.
Epilogue
This is an optional section; used if the Triad or author(s) wish to have a read-aloud section after the adventure is completed that informs the players of what is coming in future adventures in this series or in the next adventure to be released, etc.

Campaign Consequences
This is an optional section; used if the Triad or author(s) wish to use results from this adventure to determine future adventures.  This section details what information the DM should collect and when and where to submit it to.  If the Triad includes a Critical Event Summary appendix, this section refers to that page.

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 X

Objective
.


APL X
: X 
xp.


Story Award

Story Objective
.

APL X
: X 
xp.


Discretionary Roleplaying Award

APL X
: X 
xp.

Total possible experience

APL 2: 450 xp.


APL 4: 675 xp.


APL 6: 900 xp.


APL 8: 1,125 xp.


APL 10: 1,350 xp.


APL 12: 1,575 xp.


APL 14: 1,800 xp.


APL 16: 2,025 xp.


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 adventure, 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 X
:

APL X
: L: X
 gp, C: X 
gp, M: item (X gp)
.


Total Possible Treasure (Maximum Reward Allowed)
APL 2: L: X 
gp, C: X
 gp, M: X
 gp – Total: X
 gp (450 gp).

APL 4: L: X gp, C: X gp, M: X gp – Total: X gp (650 gp).

APL 6: L: X gp, C: X gp, M: X gp – Total: X gp (900 gp).

APL 8: L: X gp, C: X gp, M: X gp – Total: X gp (1,300 gp).

APL 10: L: X gp, C: X gp, M: X gp – Total: X gp (2,300 gp).

APL 12: L: X gp, C: X gp, M: X gp – Total: X gp (3,300 gp).

APL 14: L: X gp, C: X gp, M: X gp – Total: X gp (6,600 gp).

APL 16: L: X gp, C: X gp, M: X gp – Total: X gp (9,900 gp).

Items
 for the Adventure Record

Special

Title
: Description
.

Item Access

APL X
:

· Item 
(Frequency
; Source
)
· Item (Frequency; Source)
· Item (Frequency; Source)


Appendix 1 – APL 2
Encounter X





Monster Name
CR XX

Gender race class level

AL Size type (subtype)

Init +X; Senses Listen +X, Spot +X

Aura 

Languages Common 

AC XX, touch XX, flat-footed XX


(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

Miss Chance 

hp XX (XX HD); regeneration/fast healing; DR 

Immune 
Resist ; SR XX

Fort +X (+X against poison), Ref +X, Will +X

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness 
Speed xx ft. in armor type (xx squares), base movement xx ft., other movement mode XX ft.;

Melee weapon +X[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (damage) or/and

Ranged weapon +X[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (damage)

Space X ft.; Reach X ft.

Base Atk +X; Grp +X

Atk Options 

Special Actions 

Combat Gear 

Class Spells Prepared (CL Xth):


9th—


8th—


7th—


6th—


5th—


4th—


3rd—


2nd—


1st—


0—

D: Domain spell. Deity: XX. Domains: Name, Name 

OR

Class Spells Known (CL Xth):


9th (x/day)—


8th (x/day)—


7th (x/day)—


6th (x/day)—


5th (x/day)—


4th (x/day)—


3rd (x/day)—


2nd (x/day)—


1st (x/day)—


0 (x/day)—

(Already cast

Spell-Like Abilities (CL Xth):


3rd—


2nd—


1st—

(Already cast

Abilities Str XX, Dex XX, Con XX, Int XX, Wis XX, Cha XX 

SQ 
Feats Feat#, Feat#, Feat#, Feat#, Feat# 

Skills total ranks: class XX Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor],

Possessions combat gear plus 

Spellbook spells prepared plus 0—

Special Attack/Quality (XX) 

Special Attack/Quality (XX) 

Special Attack/Quality (XX)
Skills 

Description 
Sources
 Material (Source)

Trap Name

CR XX

Description XX

Search DC X; Type XX

Trigger XX, Init +X

Effect XX
Duration XX
Destruction XX
Disarm XX
Dispel XX
Sources
 Material (Source)
Encounter X





Repeat as above.

Encounter X





Repeat as above.

Appendix 2 – APL 4
Encounter X





Repeat as above.

Encounter X





Repeat as above.

Encounter X





Repeat as above.

Appendix 3 – APL 6
Encounter X





Repeat as above.

Encounter X





Repeat as above.

Encounter X





Repeat as above.

Appendix 4 – APL 8
Encounter X





Repeat as above.

Encounter X





Repeat as above.

Encounter X





Repeat as above.

 Appendix 5 – APL 10
Encounter X





Repeat as above.

Encounter X





Repeat as above.

Encounter X





Repeat as above.

Appendix 6 – APL 12
Encounter X





Repeat as above.

Encounter X





Repeat as above.

Encounter X





Repeat as above.

Appendix 7 – APL 14
Encounter X





Repeat as above.

Encounter X





Repeat as above.

Encounter X





Repeat as above.

Appendix 8 – APL 16
Encounter X





Repeat as above.

Encounter X





Repeat as above.

Encounter X





Repeat as above.

Appendix 9 – All APLs
Encounter X





Repeat as above.

Encounter X





Repeat as above.

Encounter X





Repeat as above.

DM Aid: Map #1 – Title

DM Aid: Map #2 – Title

DM Aid: Map #3 – Title

DM Aid: ReferenceFOrSomething

Dm Aid: New Rules

New Feats
Augment HealingComplete Divine
)


Prerequisite: Heal 4 ranks
.


Benefit: Add +2 points per spell level to the amount of damage healed by any Conjuration [Healing] spell that you cast
.

New Items

Vest of ResistanceComplete Arcane
)


These garments offer magic protection in the form of a +1 to +5 resistance bonus on all saving throws
.


Faint abjuration
; CL 5th
; Craft Wondrous Item, resistance, caster’s level must be at least three times the vest’s bonus
; Price 1,000 gp (+1), 4,000 gp (+2), 9,000 gp (+3), 16,000 gp (+4), 25,000 gp (+5)
; Weight 1 lb
.

New Spells

Example 
(Spell Compendium
)

Transmutation

Level: Clr 3, Drd 3

Components: V, S

Casting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)



You touch your intended subject, which then turns its head rapidly about as if looking for the source of some sound.


This spell grants the subject the blindsight ability (Monster Manual, page 306) effective out to 30 feet.

New ALTERNATE CLASS FEATURES

New SKILL TRICKS

Player Handout #1 – Title

Critical Event Summary: GRM8-Xx Title

For use only at EVENT or before DATE
.
1. 
Question1? 

Yes

No


If so, list player names/PC names here:

2.
Question2?








Yes

No


If so, list player names/PC names here:

3.
Question3?








Yes

No


If so, list player names/PC names here:

4.
Question4?








Yes

No 

5.
Question5?








Yes

No


If so, list whom here:


If not, give the name of the player and PC here:



Notes: (Add anything that happened that might be considered out of the ordinary – Strange occurrences, results that may not fit the above, etc):[image: image2.png]


[image: image3.png]
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�Use Tools, Options, View, and check Hidden Text to see the Calculation text for stat-blocks.  These sections make it much easier to troubleshoot other people’s work, though I understand for some authors they are a pain to use.


�Insert 01, 02, 03, 04, etc. as appropriate here.  Be sure to add this to the footer on page 1 as well.


�Insert Title here.  Be sure to add this to the footer on page 1 as well.


�Replace with Two or Three if necessary.


�Replace with version number.  Initial Submission is 0.1.0 and should increase after each revision due to playtesting, editing, etc.  Use the following guidelines the proper version numbers for certain milestones.





0.5.0 Initial draft from Triad to Circle Member.


0.7.0 Secondary drafts from Triad to Circle Member.


0.9.0 Final draft from Triad to Circle Member.  Usable for slot zeroes.


1.0.0 Versions approved to be run.


�Insert Author(s) here.


�Insert Playtesters here.


�Insert Blurb here.  Try to keep the word count down to a minimum here as you are just giving a quick teaser for the adventure.


�Insert the APL range here.  Regional Adventures can go up to APL 16; interactives and special missions can go up to APL 14; introductory adventures are for APL 2 only (and should be written as if APL 1).


�Use if needed.


�Note any metaorganizations, character types, etc. that this adventure is geared towards.


�List in alphabetical order any non-core rulebooks used in creating this adventure in the format of title [authors], title [authors].


�Change this to two or three as needed.


�Replace this text.


�Replace this text.


�Replace this text.


�Replace this text.


�Replace this text with title for encounter.


�Replace all of the text in this section as needed.


�Replace with actual Read Aloud Text.


�Replace with actual basic text, uses the Normal style.


�Insert item name.


�Insert inches of thickness here.


�Insert hardness here.


�Insert item hp here.


�Insert Break DC here.


�Insert any other key details here; for example, locks, spells, etc.


�Insert NPC name here.


�Insert the gender, race, and class/level here.  Use the standard abbreviations for classes from the PHB and full class name otherwise.


�If needed, list any key skill modifiers; for example, Bluff +7.


�Insert the APL here.  Do a section for each APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert the name of the trap here.


�If more than 1, list here.  Otherwise remove this.


�Insert Search DC here.


�Insert type of trap.


�Insert trigger here.


�Start with Appendix 1 for the lowest APL and increase by 1 for each subsequent APL.


�Insert the APL here.  Do a section for each APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert the monster manual creature or it’s name, monster manual creature here.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�List items this combatant has which are not as per the MM, if needed.


�Insert Monster Manual page number here.


�Insert the creature or it’s name, creature here.


�Insert the gender, race, and class/level here.  Use the standard abbreviations for classes from the PHB and full class name otherwise.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�Start with Appendix 1 for the lowest APL and increase by 1 for each subsequent APL.


�Insert APL here and repeat for each APL.


�Insert APL here and repeat for each APL.


�Insert the gp value from non-magical possesions and non-monetary treasure here.  This number is the total gp value of all of these items divided by 12.


�Insert the gp value from monetary treasure here (includes coins, gems, etc.).  This number is the total gp value of all of these items divided by 6.


�Insert the gp value from magical possesions here.  You list the item and then its gp value in parenthesis.  This value is the total gp value of the item divided by 12.  List each item individual here unless they're are more than one of the same item; in that case, list it as # items (X gp each).


��Replace this text with title for encounter.


�Replace this text.


�Replace this text with title for encounter.


�Replace this text.


�Replace this text with title for encounter.


�Replace this text.


�Replace this text with title for encounter.


�Replace this text.


�Replace this text with title for encounter.


�Replace this text.


�Replace this text with title for encounter.


�Replace this text.


�Replace this text with title for encounter.


�Replace this text.


�Replace this text with title for encounter.


�Replace this text.


�Replace this text with title for encounter.


�Replace this text.


�Replace all of the text in this section as needed.


�Insert name for this conclusion here.


�Replace this text with the read-aloud text for the Epilogue and use the Read Aloud Text style.


�Replace this text.


�Insert Encounter # here.


�Insert the conditions that result in the xp award here.


�Insert APL here.  Repeat for each subsequent APL.


�Insert xp award here.


�Repeat for each encounter awarding xp.


�Insert the conditions necessary for the PCs to receive this story award.


�Insert APL here.  Repeat for each subsequent APL.


�Insert xp award here.


�Repeat for each story award.


�Insert APL here.  Repeat for each subsequent APL.


�Insert xp award here.


�Use the ones needed and delete the rest.


�Insert the Encounter # here.


�Insert the APL here and repeat this line for each APL.


�Insert Loot gp here.


�Insert Coin gp here.


�Insert individual items here and then their gp in parenthesis.  If more than one, use # item (X gp each).


�Repeat this for each encounter with treasure.  The APL lines here are the same as appear in the encounter text Treasure section.


�Insert the total of the Loot gp from above APL 2 sections here.  Repeat for each APL below.


�Insert the total of the Coin gp from above APL 2 sections here.  Repeat for each APL below.


�Insert the total of the Magic Item gp from above APL 2 sections here.  Repeat for each APL below.


�Insert the total of the Loot, Coin, and Magic Item gp here.  Repeat for each APL below.


�Use the ones needed and delete the rest.


�do you have too many Specials? To help determine if your Special items are too long, do the following.  Copy the specials to a blank Word document.  Set the margins at half inch, the text to ARIAL 12 pt, put the title of the Special on its own line, with a blank line between entries.   The maximum specials size runs to around Line 41 to 42.  If your specials go beyond this you have too much text.  If you have extra room, you do not have to fill it.  Some things may have to be added from the Triad.


�List all things to be included on the AR in the large middle section. Because of space limitations, this section should be as concise as possible.  There is a template you can request which gives you a rough estimate of how much material can fit here.


�Insert the title of the effect here.


�Insert the description of the effect here.


�List items, by APL, that need to be included on the AR in the Items Found During the Adventure section at the bottom.  Do not list items with Core availability.  Because of space limitations, this section should be as concise as possible.  There is a template you can request which gives you a rough estimate of how much material can fit here.


�Insert the APL here.


�Insert Item name here.


�Replace with Frequency.  Default is Adventure.  If specifically appropriate based on circumstances in the adventure, it could become Regional or Any.


�Insert the source book from which the Item comes.  If it is a new creation, it should read See Above, and then an entry goes in the Special section above decribing the item.


�Repeat this section for each APL needed.  Be sure to include all items in adventure that the PCs can recover that is non-Core access.


�Insert Encounter # here.  Repeat this section and the stat block as needed.  Turn on viewing of hidden text to see where calculations should be listed.  A creature stat block and a trap stat block are both provided.


�List the non-core sources for any materials here.


�Based on new encounter trap format from Secrets of Xendrik.


�List the non-core sources for any materials here.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat this section and the stat block as needed.  Turn on viewing of hidden text to see where calculations should be listed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat this section and the stat block as needed.  Turn on viewing of hidden text to see where calculations should be listed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat this section and the stat block as needed.  Turn on viewing of hidden text to see where calculations should be listed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat this section and the stat block as needed.  Turn on viewing of hidden text to see where calculations should be listed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat this section and the stat block as needed.  Turn on viewing of hidden text to see where calculations should be listed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat this section and the stat block as needed.  Turn on viewing of hidden text to see where calculations should be listed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat this section and the stat block as needed.  Turn on viewing of hidden text to see where calculations should be listed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat this section and the stat block as needed.  Turn on viewing of hidden text to see where calculations should be listed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Map title here and map below.


�Insert Map title here and map below.


�Insert Map title here and map below.


�Insert the title for this DM Aid here.  This could be a timeline, illustration, summary of a location or NPC group, etc.


�If you are using New Base or Prestige Classes you do not have to provide the entire class here, but you may.  You may put the new powers and abilities in the stat block explaining each new thing in that area.


�Insert Source of Feat.


�Insert Prereqs.


�Insert benefits.


�Insert Source of Item.


�Insert Item Description.


�Insert aura.


�Insert Caster Level.


�Insert prereqs.


�Insert prices.


�Insert weight.


�Insert Spell Name.


�Insert Spell Source.


�Insert Spell Type.


�Insert Spell Info.


�Insert spell read-aloud text.


�Insert spell description.


�Insert Title of Handout.


�Insert Adventure Code and Title.


�Insert Events to use this at or a date to use it by.


�Fill out these questions.
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