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This is an RPGA Network scenario for the DUNGEONS &
DRAGONS game. Most sanctioned events delegate a four-
hour time block for each round of this scenario, with actual
playing time will around three hours. The rest of the time is
spent in preparation before game play, and reward
distribution 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, print this scenario. This scenario was created to
support double-sided printing, but printing it single sided
works 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 running
the event 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, d1o, d12, and d20), some scrap paper, a
pencil, an RPGA scoring packet, and your sense of fun. It's
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 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. 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 both the players and the DM to keep track of who
is playing what character.

The players are free to use the game rules to learn
about equipment and weapons their characters are carrying.
But, as the DM, you can bar the use of even Core Rulebooks
during certain times of play. For example, usually 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.

Text that appears in bold italics is player information,
which you may read aloud or paraphrase as appropriate.
Text in appendixes contains important DM notes, for you,
offering insight to issues particular to the adventure.
Monster and nonplayer character (NPC) statistics are
provided with each encounter in abbreviated form. Full
monster statistics for standard monsters are provided in the
Monster Manual, while statistics for unusual monster and
unique individuals are profiled in the Appendix at the end

of the adventure. You should review all of these statistics
before the game starts to refresh you memory of the
creatures abilities.

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 DMs 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.
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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 (www.wizards.com/rpga), and then have
any players without a character create one. 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
character participating in the adventure. To determine
the Average Party Level (APL):

1) Determine the character level for each character
participating in the adventure.

2) If characters bring animals that have been trained
for combat (usually war horses and riding dogs), other
than those brought by virtue of a class ability (such as
animal companions, familiars, a paladin's mounts, and so
forth) use the following chart to determine the number of
levels you add to the sum above. Add each character's
animals separately. A single character may only bring four
or fewer animals of this type, and animals with different
CRs are added separately.

CR 1 2 3 4
1/4and 1/6 o 0 0 I
1/3and1/2 o o 1 1
1 1 1 2 3
2 2 3 4 5
3 3 4 5 6
4 4 5 6 7

3) Sum the results of 1 and 2, and divide by the
number of characters playing in the adventure-round up.

4) If you are running a table of six characters, add one
to that average.

By following these four steps, you have determined the
modified APL. Throughout this adventure, APLs
categorize the level of challenge that the characters 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 an adventure. If your character is three
character levels or more either higher or lower than the
APL that this adventure is played at playing at, that
character will receive only half of the experience points
awarded for the adventure. This simulates the fact 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.

1) Attempt to create a table of six 1stlevel
characters, or try to enlist higher-level characters to play
at that table.

2) Advise characters to buy riding dogs to help
protect them, and fight for them. All riding dogs are
considered trained to attack. Characters who want their
dog to attack they must succeed at a Handle Animal or
Charisma check (DC 10). Failure indicates that the animal
will not attack that round. This is usually a free action (see
DUNGEON MASTER’S Guide Chapter 2: Characters) 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.

3) A group of APL 1 adventurers who desire an
extra hand can "enlist an iconic.” The stats for the 1st-level
versions of Tordek, Mialee, Lidda and Jozan are given at
the end of each adventure. The group may pick one of
these characters to joint them on this adventure. The DM
controls that NPC.

TIME UNITS AND UPKEEP

This is a standard one-round Regional adventure set in
Keoland. All characters pay one Time Unit to participate
in the adventure. Adventures’ Standard Upkeep costs 12
gp. Rich Upkeep costs 50 gp, and Luxury Upkeep costs

100 gp.

ADVENTURE SUMMARY AND
BACKGROUND

This adventure is designed to be the first in a regional
series. It is possible that the consequences of this round
can be so dire that the characters will not be able to
progress onto future adventures in this series.

In an attempt to give a personal effect and additional
opportunities to roleplay to characters that may come
before the Dungeon Master, some suggestions are given
to integrate some of the various Keoish and Gran March
meta-gaming organizations interests into the plot. You
should familiarize yourself with the documentation for
the following groups before play: Darkwatch, the Keoland
Barrister’s Guild, and the Gran March Military -
particularly the Pathfinders. You are encouraged to obtain
background information from these organizations by
visiting their websites at http://www.keoland.com and
http://granmarch.oerth.com/
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This adventure is based on a simple premise: a
disguised nobleman needs to sneak to Geoff to deliver a
belated wedding gift to Princess Calisse of Keoland, who
has recently been betrothed to Brenin (Duke) Owen of
Geoff.

If only it were that simple. This particular nobleman,
Charlton Pendal Dasco, is the descendant of two Keoish
lines who have this knack for getting themselves into dire
straits: House Dasco and House Pendal. The following
back history of the two houses would be known to
anyone with Knowledge (history - Keoland) or
Knowledge (nobility — Keoland). You should allow parts
of this to be revealed as they see fit on any DC roll of 15 or
higher. Give Keoish Noble PCs, and any Keoish
Ambassador, Herald, or Barrister PC a +2 circumstance
bonus. The full history would be known on a DC 30.

HOUSE PENDAL

One of the least known Noble Houses of Keoland, the
Pendals are often referred to as “the Landlackers,” a
derogative jibe at their history. House Pendal is a younger
house compared to many others, and it was this very
quality that caused their fall from enfeoffment.

The patriarch of the House was Alistaire Pendal, a
servant to the Duke Tavish of Gradsul circa CY 286. The
Duke’s son was a robust and aggressive lad who often
would wander into the nearby Dreadwood on
adventurous forays, bringing his servant Alistaire with
him.

On one such excursion, the retinue was beset by a
pack of lizardfolk. Tavish the Younger (as the Black
Prince was then known) attacked immediately. Alistaire,
sensing that these creatures may be reasoned with,
tripped his liege so that the offensive would not find its
mark. As the king-to-be brushed himself off, Alistaire
successfully defused the hostility and preserved his Lord’s
life.

Needless to say the young Tavish was not amused,
but rather embarrassed. Especially so when the other
servants reported the incident o his father, the Duke.
Duke Tavish, in contrast, was overjoyed to discover that
his son’s life was saved.

Alistaire was made a courtier and given a tutor — a
task that was accomplished by having young Tavis’s
teacher include another pupil in his lessons — further
burning envy into his son’s heart. Alistaire took to formal
learning like a fish to water, soaking up lessons on the
Arts of Keoish History, Letters, Law and the Sciences.
Indeed, he often found that he remembered his lessons
by creating little songs to remind him. These ditties often
enamored him with the ladies of the court through their
cleverness and beauty.

Within a few years, Alistaire had earned the
nickname, “The Barrister Bard,” after breaking into
singsong soliloquies in the courts of law. Had his natural
charisma not been so overwhelming, the stodgy judges
would have held him in contempt. And after winning a
case, Alistaire could be found reveling in his own brand of
rhetoric at a nearby inn.

To Alistaire’s astonishment, Duke Tavish ascended to
the throne of the Lion in CY 287, and he accompanied his
master to their new court. In Niole Dra, Alistaire
continued his wily and wanton ways, arguing on behalf of
House Rhola by day and raising a ruckus at night.

Through the years since, Pendals have served in most
if not all of the noble courts as lawyers, diplomats,
advisors and courtesans. All of the following generations
held the same natural gift for charisma — in some this
manifested as sorcerous powers, other are successful
bards, and even a few turned to the divine as successful
paladins. Alistaire’s direct descendant, and last of his
direct line, Alistaire XVII, has gone missing since a
leaving on trip to Greyhawk to discuss a business matter
with one known as Bwirse on behalf of the merchant
Aldon Brendingund. One Pendal, Drella (a great-
granddaughter), is even known to have married the
famed assassinated ambassador, Dartun Dasco. Charlton
is directly descended from this union.

HOUSE DASCO

As mentioned above, Dartun Dasco perhaps the most well
known of Keoland’s ambassadors to Geoff, was lost after
being dispatched to find why the Duchy refused to send
troops for Keoland’s Small War with Veluna. For further
information, please be directed to the Geoff entry of the
Living Greyhawk Gazetieer page 48. It was while Dartun
was on his last mission, that his wife began showing the
fruits of their union. Within the customary time, she gave
birth to a child carrying both the best and worst traits of
the combined lineages. And so many other Pendal-
Dasco’s came and went until we reach today.

CHARLTON PENDAL DASCO

Charlton, on the one hand, is a great diplomat
charismatic, diplomatic, handsome, intelligent, well-
learned, with the Pendal gift for song and persuasion and
the Dasco sense for politics; on the other hand, he is
impulsive, sometimes insecure, prone to too much drink
and lechery.

Until recently, he was under the tutelage of his
cousin Alistaire, but after Alistaire’s disappearance, he has
taken upon many of his cousin’s duties as a legal advisor
to Duke Luschan of Gradsul — by no means his head
barrister, but gaining in importance.

That was until the fateful day this past spring at the
wedding of Princess Calisse of Keoland and Owen Brenin
of Geoff. On this day of such high importance, Charlton
succumbed to the weakness that plagued his Pendal
ancestor’s for all their history — too much drink. Charlton
had been drunk before — everyone at the wedding knew
(some even expected) that — but what most didn’t know
was that in his younger years during one of his moment
of debauchery in Greyhill he had an affair with an equally
young and naive Calisse, the daughter then of Kimbertos
Skotti before he took the throne. It was not a serious
affair, but the fling hit Charlton’s heart in its bull’s eye.

It was thus during his moments of insobriety, during
the reception, and in the sight of all the gathered guests,
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that he objected to perhaps the most important ceremony
in all the Sheldomar in generations. When the audience
startled, he gazed back in shock to see a very angry Duke
Luschan staring him down. He immediately attempted to
sprint out of the chamber, but was intercepted by the
Royal guards and ejected from the ceremony in due
course.

When Charlton sobered up, he felt great remorse for
his actions and has since hidden himself in shame. He
immediately left Niole Dra, made his way to Gradsul,
cleared his things out of the Duke’s lodgings and
embarked upon the road, disguising himself in hopes of
avoiding further embarrassment.

Scene 1

Charlton has been hiding away in Plampton in March of
Sedenna in recent weeks. As it happens, the Sedenna
Wine Festival is about to begin, and already Charlton has
indulged his vices. This has the unhappy byproduct of
attracting unwanted attention: mainly of the jealous lover
variety. Although not revealed identity-wise, the cuckold,
a local lord’s son, Restkin Rhola, has discovered him. The
adventure begins when the PCs come upon the
confrontation between these two men.

It is a result of this fight, that Charlton’s memory is
again jogged, when a piece of cloak is torn and an
itemized tiny chest springs forth as the swath touches the
ground. He will have his moment of clarity and recall was
given to him by Duke Luschan to be presented as a
wedding gift to Owen and Calisse. It was to be a cute little
trick to pull it from his cloak. Of course, that's what
Charlton has been led to believe, the actual person behind
this gift will be revealed in the next scenario in this series.
The PCs may attempt to intervene and stop the fight
and/or retrieve the chest, but if they don'’t act quickly
some scoundrel priest of Olidammara will beat them and
scoop up the chest, leading to a possible wild chase
through the town. Charlton will attempt to pass himself
off as a merchant and attempt to hire the PCs as guards
while he travels to Hochoch in Geoff.

What's in the box? That won't be revealed in this
adventure, but it has been highly warded and magically
protected. Details appear in DM’s Aide 1.

SCENE I

While on the road to Regin in Maresmere, the PCs run
into another group who claims that they are looking for
someone to help their friend who has been accused of
being the “Demon Mage of Cryllor” and will be tried and
burned as a witch.

This group has following a map that is supposed to
lead to a site of ancient Suloise artifacts from the time of
the Great Migration. It is their hope that if they were to
uncover them, they might be found acceptable to the
Royal Society of Explorers, which they heard was
accepting new members.

In fact, this is a trap for Charlton and company. One
of Charlton’s old enemies has been made aware of his
misfortunes and wishes to capitalize on his separation

from family and friends. This villain, Thurlman Plard, was
a schoolmate of Charlton’s they started at the Royal
Herald’s College together, both given the opportunity to
study under some of the greatest bards and music-mages
in the kingdom. Whereas Charlton was a natural,
Thurlman couldn’t seem to grasp the concepts. Thurlman
turned to other ways of trying to obtain the knowledge he
sought — and so it was that Charlton discovered Thurlman
late one night breaking into one of their professor’s room
to get at his spellbooks. Charlton immediately informed
the headmaster, and Thurlman was expelled. It was for
this same crime that Thurlman’s application to the
National Academy of Wizardry was denied; even
Drawmij did not wish to bring him into the Sea Mages.

So it was that Thurlman went to where it seems all
unwanted things in Keoland end up — Saltmarsh. While
he dwelled over his lot in Salinmoor, he began having
dreams of him achieving the great power he always
wanted, of mastering the high magics that the imperial
war wizards wielded. As his dreams began to grow
grander, he began to sense something that wasn’t in him
before, then he noticed it — strange shapeless forms were
always at his periphery in his dreams. In his later dreams,
he began chasing these silhouettes, until one night his
chase led him into a cave, where he was suddenly
knocked unconscious in his dream. When he awoke, he
found himself in the cave from his dream. It was then
that he saw IT. IT did not devour Plard; in fact, IT did not
even harm him. Rather, IT gave Plard exactly what he
thirsted for, power — but at a price. Exposure to the
fiendish magicks broke Plard’s mind, and he is little more
than an intelligent thrall to IT now. And as Plard has
recently discovered, he is changing physically as well
(he’s becoming an oozemaster).

Divinely inspired, Plard has framed a woman who
attended school with the two men. He has planted
evidence that she is a priestess of Vecna in hopes that the
obvious injustice would draw Dasco to him.

The PCs will come into the town of Shelswake in the
Shelspring Barony where “trial” has already begun. The
Darkwatch has captured the accused based on eyewitness
testimony, but they can find nothing amiss with her. Still,
the Darkwatch needs no evidence to convict, but the PCs
will be given the time and the opportunity to clear her
name.

It is here, if not sooner, that Dasco may reveal
himself and offer the group’s help to unravel the mystery
and help the condemned. They should be able to
eventually track down Plard in the Rushmoors and
confront him. He may escape or fall to the swords and
sorcery of the heroes.

Scene III

Scarlet Brotherhood agents in Plampton observed Dasco’s
scuffle and saw through his disguise. They wondered why
Luschan’s agent was in town, the mini-chest raised some
eyebrows, and the group is being watched. Through their
network, it was determined (perhaps even divined) that
Dasco is doing something of great importance for
Keoland. Having learned his family history and in light of
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the important symbolism his family name holds, a plot
has developed to assassinate him. Of course, the
Brotherhood, ever aware of the ability for resourceful
people to return from death, have decided that it is not
the death itself that is important, but rather who is to
blame that matters. Hence, they will attempt to frame the
Gran March military, which is still sore at the recent loss
of influence in Geoff in the past two years to a warmer
Geoff-Keoland relationship.

To consummate this plot, the Scarlet Brotherhhood
has contacted one of their Gran March cell members,
Rhoidin Lidion Thaln, an assassin (Rhoidin means such
in Suel). He is posing as Captain Gulrm Hanston of the
Gran March Pathfinders, a special missions unit of their
military. He has through spells and persuasion convinced
these special forces that they are engaged in an important
mission to protect the interests of the Gran March in that
Dasco is a Scarlet Brotherhood spy himself and that he
cannot be allowed to make it into Geoff because he is
carrying something in the box that will endanger both of
their countries. Depending on the tier, he has either
recruited those who would wish to join the Pathfinders or
conned those already members.

He will set up an ambush in a wooded area between
the Shelspring Barony lands and Fort Ravonnar. He will
have the charmed soldiers attack while he attempts to get
a bead on Dasco for three rounds and then let loose with a
fatal flight of arrows. He will then attempt to escape in
due haste.

Dasco will be greatly sobered by the experiences of
the adventure and explain that he needs some time to
recuperate and reflect. He wishes to help out the
refugees, for a short while before again embarking on his
journey to Hochoch in Geoff. He will ask the heroes if
they can rejoin him in a short time and join him for
further adventures.

GAME PREPARATION

Ask and record the characters bonuses and or have them
pre-roll the following skills before beginning play: Listen,
Scry, Sense Motive, and Spot. This way you do not let
players know if their rolls were successful and can
determine whether they made the DC “behind the
screen”. Scry will be of particular importance — Plard
(Encounter 2) has been trying to scry Dasco for weeks.
Even though he has scried his general location, he
himself has not seen through Dasco’s disguise due to his
own insanity. This may change if Dasco reveals himself in
the court scene.

Please note that all of the encounters in this module
are highly challenging ELs, however, that does not mean
that this should be a bloodbath for the PCs. Half of the
encounters (notably, 1 and 3) can be greatly defused by
good role-playing on the parts of the players. Encounter 4
can become easier at the highest EL, if the hospitalier is
incapacitated or has the control over him removed.
Encounter 2 should be considered defeated if the PCs can
escape with evidence that will exonerate the accused. I
recommend that you review the mod a few times, make

notes, and be prepared for the players to do the
unexpected.

INTRODUCTION

There is nothing prettier than the leaves changing color in the
town of Plampton at Harvest time . . . especially after some
selections from the local vintages. The largest town in Sedenna is
having its annual wine festival, and it appears that the joviality
has already begun.

Give the PCs the chance to state why they may have come
to town. In addition to being the pinnacle moment for
the vintners of the season, there is a large trade and craft
faire. PCs may be able to buy anything that would
normally be available at a small city, despite the fact that
Plampton is only a large town. The only cheap thing here
is wine, which spills aplenty.

The PCs could be here for the Festival itself, as
visiting merchants, caravan guards, entertainers, or even
as prophets to the drunkards. The judge should help the
PCs tailor a reason to make the role-playing more
enjoyable.

The most notable presence is masked men in
outrageous costumes wearing a symbol depicting a mask
composed of half-white and a half-black face. A
Knowledge: Religion check (DC 12) will identify these
people as priests of Olidirrama. These priests are actually
on a ‘“pilgrimage.” They make this annual trek to
Plampton to enjoy the vintages and bring home some
home for “Sacramental” purposes.

For this reason, the City Guard is likewise more
noticeable. The PCs should feel that they are being
watched while they are outside at the festival. Under
these conditions, there is a +5 bonus to all Pick Pocket
DCs listed RUP-3 due to their surveillance.

You should role-play with the PCs for about s
minutes to allow them to get a feel for the festival. Use
your imagination to flesh this out. If a PC has Profession:
Brewer or some related skill, you can roleplay out some of
their profession rolls for fun. Some suggested NPCS that
the PCs could interact with might include:

Zarbingin Farflinger, A gnomish tinker and
scrivener; Thellius the Soft-shoed, a halfling entertainer;
Brothgar, a roving meat-on-a-stick vendor; and Dulcinea, a
Hospitalier attending to the inebriated.

Use the following stats for the town guard:

ALL APLS

4 Town Guard (Up to 50): mix male and female human
Ftr2; CR 2; Medium-size humanoid (human); HD 2d10+5;
hp 21; Init +1; Spd 20 ft.; AC 18 (touch 10, flat-footed 18);
Atks + 5 melee (1d8+2/19-20, longsword); AL N; SV Fort
+4, Ref +1, Will +3; Str 15, Dex 13, Con 14, Int 10, Wis 12,
Chas8.

Skills and Feats: Climb +7, Jump +7, Ride +6; Power
Attack, Iron Will, Toughness Weapon Focus (longsword).

Possessions: Splintmail, large steel shield, longsword,
signal whistle.
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ENCOUNTER |

Eventually the PCs should all be together in one place.
Play out the following scene: Before reading this boxed
text, assume that Charlton has a Disguise check of DC 24
and is trying to look like an older man.

Suddenly a loud crash interrupts the festivities as a well-dressed
Suel man sprawls headfirst out the window of the tavern you
happen to be passing. A voice can be heard from inside yelling,
“Come back here! 'm not through with you yet,” as an Oeridian
male pokes his head out the newly created opening. Another
similar looking man also pokes his head out. “Nobody does that
to my brother's fiancée.” The recently tossed man gets up groggily,
reeking of alcohol, with his cloak over his head and face. He
blurts out, “1 did not know, sir.” As he rights his outer garments,
his cloak rips, dislodging a paich from the inner lining. The
paich lands on the ground, and a small ornate chest the size of a
man'’s palm, springs up where the cloth momentarily rested.

The two men looking out the window are the nephews of
the local lord. Dasco has disguised himself as a passing
merchant, and in one of his gallivants made a successful
pass at the young lady who is to be the bride of that lord’s
son. Dasco honestly did not know of the betrothal, and in
his drunken state nearly made a cuckold of the noble.
Needless to say, the two lord’s sons think he is of a lesser
stature than they and are prepared to trash him quite
solidly. At this point, allow any PC who played at the
Gyri-Con interactive (July 2002), or any Keoish noble
character, or any character in service to Duke Luschan of
Gradsul to make a Spot roll to see if they can penetrate
Charlton’s disguise. Any Keoish character with Profession
(barrister) or with more than 5 ranks of Knowledge (Local
— Keoland) gets a +2 circumstance bonus on her check. A
knowledge (Local — Keoland) check or a Knowledge
(Keoish Nobility) (DC 10) will allow the PC to recognize
that the Oeridians are Jhan Gringkled and his brother
Harolm, nephews of a local noble.

Once the Spot rolls are made, ask the players what
their character’s intentions are. If any of them respond
that they will intervene in any manner, ask them all to
roll initiative and proceed to Fight or Flight, below;
otherwise, read the following:

In the split second the three combatanis take notice of the strange
chest on the ground, two of the strangely masked men burst from
the crowd and scoop it up. They depart quickly, tossing it back
and forth between them as they scurry through the festival
throngs. The Suloise man staggers to his feet and turns to follow
them, but before he can take but two steps away, the two men
jump from the tavern window onto him, sending the three
sprawling onto the roadway.

Again ask the PCs what their intentions are. They may
intercede on behalf of the obviously besotted and
outmatched man. If they do, proceed to Flight or Fight. If
they move on and leave the area with no intention of

catching the thieves or helping Dasco, go get a soda,
because the adventure is over. The town guards respond
and arrest Dasco, and his fate will be determined later.
Mark the players adventure cert indicating that they
earned a “Failure”, and inform them that this character
cannot play the sequel adventure.

FLIGHT OR FIGHT (OR LET’S TALK)

Here the PCs might become involved in the melee that
has unfolded before them. Roll initiative, and start calling
actions. If the Olidammarans have not already snatched
the chest, they may try to do so first. If the priests got to it
first, PCs may wish to pursue, see Defrocking the Rogues,
below. They may also try to make sure the Dasco doesn’t
get his lights put out. Make it clear that the combatants
are unarmed and merely subduing him, but doing a good
job of it. Keep in mind that the PCs should not use
weapons to try to stop the pummeling; pulling weapons
on nobles will get them arrested — see Encounter 1A
Calling the Guard below. It is also possible that the PCs
will attempt to use Diplomacy or Intimidate to deal with
the nobles. Have the PCs appropriate skill checks as per
the PH and DMG. Statistics for Dasco can be found in the
Appendix. The statistics for the nobles and thieves can
also be found there.

ROGUES DEFROCKED

If any of the PCs managed to beat these Olidammarans in
initiative and snatch up the chest, good for them. They
avoided an encounter; award them full experience and
proceed to Encounter 1a: Calling the Guard, or to
Encounter 1c: Introductions Please, as appropriate.
Otherwise it’s . ..

THE GRAB N’ LAUGH

Tactics: The Olidammarans, depending on the APL of the
party, will attempt to weave through the crowd and use
misdirection to get away with the chest. Keep in mind
that the priests all dress the same. Although not required,
the DM is encouraged to use the tailing and related
modifiers from Song and Silence at your discretion. In any
event, if the priests snatch it, you should describe a
slapstick chase through the festival.

Make it clear that any ranged weapons have a good
chance of hurting innocent bystanders, of which there are
many. The rogues get a +6 cover bonus to their AC as a
result of the thick crowds. Assume innocents are 2™*level
commoners with 6 hit points each. Anyone who misses
an Olidammaran because of cover strikes an innocent. If
anyone so strikes an innocent, they will be arrested and
sentenced for 4 TUs for assault (if the person lives) or
sentenced to death if the innocent died. In this
eventuality, the town guards respond en masse and arrest
the offending PC(s). A fine equal to adventurer’s standard
for time served is also imposed in any case. Mark the
player’s or players’ adventure cert indicating that they
earned a “Failure” and inform them that this character
cannot play the sequel adventure.

Getting There is Half the Fun
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Give the chasing PCs three chances to catch the
thieves — the revelers will use Bluff and Hide to fake
throwing the chest to one another across the streets —
with an occasional real toss thrown in, each time that the
PCs snag the wrong one and chase after another, another
reveler nearby will have seen the excitement and joined
in on the fun. These revelers will not attack the PCs, but
rather attempt to play keep away. Any priests who is
physically attacked disengage and head to the inn where
they are staying, attempting to lose his pursuer in the
process (if they can make three successful Hide rolls in a
row, they get away). They will defend themselves if they
have no other choice.

If any of the revelers are captured and interrogated,
they will reveal that any escaping priests will likely head
towards their inn—The Bounty of the Loom—a horrible
lie, there is no such inn in the city (which can be
confirmed by a Knowledge (local) DC 5) A successful
Intimidate or Diplomacy check gets those interrogated to
reveal that they are actually staying at the Stern’s Way—a
popular tavern across town. A Gather Information check
(DC 10) leads the PCs to that inn—many folks will have
seen the rogues go in and out of there. A Knowledge
(local) check (DC 10) reveals that the Stern’s Way is
owned by a dwarf name Adrian Hammertones. A better
success (DC 15) reveals it is not very busy right now
because he will only serve dwarven ale from Curget and
no wine. A (DC 20) further reveals that a halfling bard by
the nbame of Butteup Brightmeadow provides occasional
entertainment. And that the halfling specializes in the
Glockenspiel. If the PCs need to go to the Stern’s Way, go
to Encounter 1b: Hoist it Up.

If character decides to try to keep the box, they will
encounter guards at the town gates who are searching all
parties passing through. The guards will find the box —
they use detect magic — as Dasco will have revealed himself
while in custody and explained whom he worked for and
why the box was important to him. If the offending
character escapes Plampton without being captured,
confiscate his character, tell him their adventure is over
and that you are sending the character to the triad for
final disposition. Mark the players’ adventure cert
indicating that they earned a “Failure” and inform them
that this character cannot play the sequel adventure.

If the characters decide that they want to talk to
Dasco proceed to Encounter 1c: Introductions Please.

ENCOUNTER IA:
CALLING THE GUARD

There are at least a few instances which will result in the
guard being called: 1) The PCs heavily assault the nobles
and the nobles call for the guard; 2) The PCs kill the
nobles and onlookers call the guard and/or 3) the PCs call
the guard. In the first instance, the PCs will be arrested
and put in the jail for an additional 6 TUs (3 if Dasco can
diplomatically convince a magistrate to release them early
for coming to his defense (DC 20), assuming they did.

In the second instance, the PCs will be arrested,
summarily tried, convicted and executed for high
murder—kindly remove their character from the game.

In the final instance, the guards will attempt to help
the PCs talk down the nobles (giving an additional check
and a +2 circumstance bonus) and/or arrest the
Olidammarans.

If the PCs resist arrest, use the 50 guards detailed
above in packs of six to capture them. If the offending
character escapes Plampton without being captured,
confiscate his character, tell him their adventure is over
and that you are sending the character to the triad for
final disposition. Mark the player’s or players’ adventure
cert indicating that they earned a “Failure” and inform
them that this character cannot play the sequel adventure.

You may find that some characters may want to help
the Olidammarans — if they act like they are in cahoots—
they may get arrested as well—and will be out of the rest
of the module as well as serve 2 TU for disturbing the
peace and/or possible theft with the corresponding fine
(adventurer’s standard) per TU. Mark the player's or
players’ adventure cert indicating that they earned a
“Failure” and inform them that this character cannot play
the sequel adventure.

ENCOUNTER 1B: HOIST IT UP

The PCs will only need to come here in the event that the
rogues managed to get away through the crowd. You can
set the scene by explaining that the bar’s main chamber is
dominated by a strange piano entirely composed of metal.
Although it very obviously looks like a piano, dwarves are
reminded of the 'song' a forge makes when touched by
the right hand, something the few patrons that are here,
everyone of them dwarves, will attest to if asked."

Adrian will be playing the strange piano when the
PCs come in; it emits a sound not unlike thunder when
played by his hands. He is playing with his eyes closed
and singing along to a tune he himself wrote and not
paying any attention to the PCs as they come in.

The bar is currently tended by one of his underlings.
Talking in the bar as it stands is nearly impossible. A
Listen check (DC 15) is necessary to hear the person next
to you; however, those who can Read Lips are at an
advantage (+4 synergy bonus to their Listen check, or a
Read Lips check, whichever is better). In addition, as soon
as the PCs attempt to talk to anyone in the bar not of the
party or attempt to go up the stairs, have them (preferably
secretly by you asking them to make d20 rolls and adding
the appropriate modifiers) roll a Listen check. On a DC 21
or better, they hear a loud explosion that was made from
upstairs and not from the piano. In any event, by asking
around, they can find out that the Olidammarans have
rented three rooms upstairs at a cut rate. Getting upstairs,
the PCs find the door to one of the rooms off kilter and
there are soot marks on the hall floor and ceiling leading
into the room. Around a blast radius away from the chest
is/are the body(-ies) of the rogue(s) that got away. They
are all on the crispy side. The tiny chest sits with its front

Getting There is Half the Fun

Page 8



facing the door unscathed. A Spellcraft check (DC 33)
reveals that a glyph of warding was set off. Once the PCs
have the chest, they may return to Dasco and will likely
have some questions to ask. Proceed to Encounter ic:
Introductions Please

Encounter 1c: Introductions Please

Adjust the following text based upon the players’ actions.
Remember that Dasco is protected by a ring of mind
shielding.

Thank you my friends. My name is Pollut Zanst. 1 believe these
gentlemen have allowed their gusto to overcome them. I would
never cuckold the young master. I must admit that 1 did
advance upon the young lady not knowing of her betrothed
status, and 1 must apologize for the misunderstanding — as she
did not bother to mention it fo me. (pause) Please, take my
hand as I take yours. (shakes each PC’s hand).

Dasco is not lying, but he has done this before, so a Sense
Motive check (DC 20) will give the listener the sense that
this is a rehearsed speech.

As for you fine folk, my sincevest gratitude for intervening on my
behalf. Surely such good folk as yourselves would do me the
honor of allowing you me to have you as my dinner
companions.

If the chest was stolen, add:

As you are aware, a special parcel was relieved of me in the
melee. T would veward you further if you can help me retrieve it.
Only the gods know what the priestly thieves will do with it.

How do you know they are Olidammarans? (He knows
through Bardic knowledge, but answers as follows):

A merchant friend of mine described those masks to me
before (Roll Bluff).

What's in the chest? What are you doing?

This is a special parcel that I have been contracted to deliver to a
very impovtant person in Geoff. My master has asked me 1o keep
the identities confidential in my dealings, but if you were to help
me in this endeavor I'm sure you could meet her.

Other questions should be answered over dinner. If the
PCs need to retrieve the chest,