
 

GP

Starting GP

Lifestyle 
 None 
 Standard (12 gp x TU)  
 Rich (50 gp x TU) 
 Luxury (100 gp x TU) 

 
Lifestyle Cost 
 
Other Coin Spent 
 

Total Coin Spent  

- GP

GP Spent

GP

Subtotal 

+ GP

GP Gained

GP

Subtotal 

+ GP

GP Gained

GP

Subtotal 

- GP

GP Spent

 

                   GP

FINAL GP TOTAL 

Items Sold 
 

 
 
 
 
 
Total Value of Sold Items 
 

Add ½ this value to your gp value

Items Bought 
 
 
 
 
 
 
Total Cost of Bought Items 
 

Subtract this value from your gp value

XP 

Starting XP 

-                                   XP 

XP lost or spent 

XP 

Subtotal 

+                                 XP 

XP Gained 

FINAL XP TOTAL 

 

XP 

TU 

Starting TU 

1 or 2  TU 

TU Cost 

-                     TU 

Added TU Costs 

TU REMAINING 

 
 

ITEMS FOUND DURING THE ADVENTURE 
(Cross off all items NOT found) 
 
APL 8 (all of the following): 

 +1 Mithral Breastplate (Adventure; Dungeon Master’s Guide) 
 +1 Mithral Chain Shirt (Adventure; Dungeon Master’s Guide) 
 +1 Mithral Dagger (Adventure; Dungeon Master’s Guide) 
 Arcane Scroll of Teleport (CL 9th; Adventure; Dungeon Master’s Guide) 
 Mithral Buckler (Adventure; Dungeon Master’s Guide) 
 Wand of Invisibility (CL 3rd; Adventure; Dungeon Master’s Guide) 

 
APL 10 (all of APL 8 plus the following): 

 +1 Adamantine Greatsword (Adventure; Dungeon Master’s Guide) 
 +1 Mithral Buckler (Adventure; Dungeon Master’s Guide) 
 +1 Returning Dagger (Adventure; Dungeon Master’s Guide) 

 
APL 12 (all of APLs 8, 10 plus the following): 

 +1 Adamantine Dagger (Adventure; Dungeon Master’s Guide) 
 Necklace of Adaptation (Adventure; Dungeon Master’s Guide) 
 Potion of Greater Mage Armor (CL 5th; Adventure; Spell Compendium) 

 
APL 14 (all of APLs 8, 10, 12 plus the following): 

 +1 Bane (Human) Keen Greatsword (Adventure; DMG) 
 +1 Keen Returning Dagger (Adventure; Dungeon Master’s Guide) 
 +2 Mithral Breastplate (Adventure; Dungeon Master’s Guide) 
 +2 Mithral Chain Shirt (Adventure; Dungeon Master’s Guide) 
 +3 Mithral Buckler (Adventure; Dungeon Master’s Guide) 
 Metamagic Rod, Silent, Lesser (Adventure; Dungeon Master’s Guide) 

Adventure Record#

597 CY 
A D V E N T U R E  

L E V E L  O F  
P L A Y  

(CIRCLE ONE) 

APL 8 
max 1,125 xp; 

1,300 gp 
 
 

APL 10 
max 1,350 xp; 

2,300 gp 
 
 

APL 12 
max 1,575 xp; 

3,300 gp 
 
 

APL 14 
max 1,800 xp; 

6,600 gp 
 

Cross out any game effects this character does not gain. 
 

 Favor of the Knights of the Watch/Dispatch: By 
furthering the investigation into the Triumvirate, you have 
gained their favor. If you are not a member and are a human, a 
dwarf, or a half-elf, you may spend this favor to gain a 
recommendation for membership into their ranks and access 
(Frequency: Adventure) to purchase goggles of night. If you are a 
Squire, you may spend this favor to gain access (Frequency: 
Metaregional) to goggles of night. If you are a Senior Squire, you 
may spend this favor to gain access (Frequency: Metaregional) to 
goggles of night and phylactery of faithfulness. If you are a full Knight, 
you may spend this favor to gain access (Frequency: 
Metaregional) to both of the previous items and to scabbard of keen 
edges as well. Mark this favor as USED when it is spent. 
 

 Knights Training II: The Knights also provide alternatives 
to their standard training. Members of the Knights of the 
Watch/Dispatch gain access to the following alternative class 
features from PH2: Adrenaline Boost (Marshal), Charging Smite 
(Paladin), Distracting Attack (Ranger), Elusive Attack (Fighter), 
Spontaneous Domain Casting (Cleric). Non-members can be 
trained as well, but must spend one Influence Point or Favor 
with the Knights per benefit gained. 

 Knights Training I: Because of the seriousness of this 
growing situation, the Knights want you to undergo further 
training. Member of the Knights of the Watch/Dispatch gain 
access to the following teamwork benefits from PH2: Cunning 
Ambush, Improved Cunning Ambush, Massed Charge, and 
Steadfast Resolve.  The rules for how to apply these benefits can be 
found on the Living Greyhawk Team Roster Form. These benefits 
can only be gained at the table. Non-members can be trained as 
well, but must spend one Influence Point or Favor with the 
Knights per benefit gained. 
 

 Favor of Watcher Ulmyr Gradsorn, Studious Vulture: For 
saving the life of Watcher Gradsorn, he persuades the Knights to 
open up access to certain spellbooks and ancient tomes. Choose 
two spells from the following list from Spell Compendium; you can 
then copy them to your spellbooks and/or add them to your 
known spells lists (circle spells chosen): draconic might, firebrand, 
mass curse of impending blades, mass snake’s swiftness, puppeteer, sound 
lance, stone body, weapon shift.  If you are unable to use a selected 
spell now, you can add it at any time afterward when you are able 
to use it. 
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