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RPGA® SANCTIONED PLAY

Most likely you ordered this adventure as part of
an RPGA event 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.
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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.

Mundane
Animals Effect
on APL
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1/4 & 1/6 0 0 0 1

1/3 & 1/2 0 0 1 1

1 1 1 2 3
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LIvING GREYHAWK adventures are designed for
APL 2 and higher. Four or five 1*-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 Yeomanry. Characters native to the

Yeomanry 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

ABOUT THE YEOMANRY

The Yeomanry is situated in a valley between the
Jotens and the Tors in the southwest corner of the
Sheldomar Valley. The moderately sized realm is
nearly surrounded by the Crystalmists and its
spurs, though its eastern border with Keoland is
generally regarded as the eastern bank of the
Javan across from the county of Cryllor. Its border
continues south to where the great river enters the
Hool Marshes and the lands of the Sea Princes.
The climate is hot nearly year-round in the central
valley, though the temperature moderates as one
approaches the foothills, particularly in late fall and
winter. The Yeomanry is a land populated
primarily by freemen farmers, who are mostly a
Suel-Flan mix.

The Yeomanry is one of the few
representative democracies in the Flanaess. Any
citizen of majority, who has carried the spear for
the nation, either now or in the past, is eligible to
elect a spokesman on his behalf from his
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community who serves in the Council of Common
Grosspokesmen in Loftwick.

The people of the Yeomanry are rural,
cloistered folk with little exposure to either
foreigners or magic. They are religious and
superstitious, yet reservedly friendly to travelers.
Many Yeomen have served in the Militia and are
stout defenders of their homes.

You can learn more about the Yeomanry at its
official website: http://www.yeomanry.net.

BACKGROUND

Fifteen years ago, Brody, Marn, and Dolph were
all friends who met in the Yeomanry militia as the
Greyhawk wars were beginning. After leaving
militia service, they remained together and formed
an adventuring group who focused on protecting
the Yeomanry from their enemies. Though Brody
and Dolph were of differing personalities, Marn
was always the connecting force between the two
and thus the three of them made for a potent
combination. Together (along with a few others),
they have performed numerous great deeds on
behalf of Grosspokesmen and the Freeholder.
About eight years ago, their adventuring group
started to dissipate slowly, and, in late CY 591,
there was once again only Brody, Marn, and
Dolph. After a harrowing battle with the Scarlet
Brotherhood, which left Marn shaken to his very
core, Marn decided to retire from the adventuring
life and devote himself to operating a farm in
Newick to help the Yeomanry prosper in the area
as well as to feed the hungry amongst the frequent
refugees there.

Brody and Dolph then went their separate
ways for a time, though their paths would intersect
frequently over the years. Both Brody and Dolph
went on to become respected Senior Armsmen of
the Brotherhood of Duelists, both lent their aid to
traveling merchants when the Landstraad exposed
travelers to new dangers, and both have continued
to lend their assistance in curbing the incursions of
the Scarlet Brotherhood menace. Yet, with each
meeting between Brody and Dolph, their friendship
has become more strained, slowly transforming
into a bitter rivalry. It has even reached the point of
them repeatedly engaging in duels against each
other, with each duel becoming less friendly than
the last. With his superior skill, Dolph has won the
majority of these duels, which has infuriated
Brody.

A few months ago, Marn passed away due to
illness. Both Brody and Dolph were aware of

Marn’s illness. However, neither went to see him,
as they were afraid that they would run into each
other, creating a situation that Marn did not need
to see. Neither Brody nor Dolph believed for a
moment that Marn’s illness would claim him. When
it did, word was sent to both men, with Brody
being the only one to respond so far.

Marn had written a will in his last few days, but
it was incomplete, which has now caused three
unfortunate occurrences. First, his will declared he
was going to leave his business to his closest
adventuring companion. Unfortunately it did not
say who that was. Second, Marn had miswritten
this as he intended to write closest adventuring
companions and leave the business to both Brody
and Dolph, hoping this would bring the two back
together in his memory. He was looking for a
diplomatic and poetic way to mention one first
without slighting the other, but failed to do so in
time. Third, Brody has learned about the
incomplete will and thinks he should quickly claim
Marn’s farming business before Dolph shows up.
Brody thinks he’s entitled to sole ownership of
Marn’s business and is unwilling to share with
Dolph.

Dolph’s last publicly known location placed
him near Loftwick. However, in reality, the
Yeomanry Militia had contacted Dolph for a
mission in the Trevorton area. After completing
this mission, Dolph received a ‘request’ to travel to
Longspear as soon as possible for another
important and secret mission. Dolph soon left for
Longspear traveling alone. On the open road,
Dolph was attacked by brigands upset with
Dolph’s latest work. Although Dolph defeated his
enemies, he was substantially wounded. Due to
his curse preventing most magical healing, he
decided to rest in Thurmaster. Upon a local Militia
serjeant learning of Dolph’s recent assignment
and mishap on the road, he decides to take
matters in his own hands and put out a call for
adventurers.

In addition, the Rascals have a peripheral
interest in the situation. Recently, they’ve noticed
that Brody has been associating with more and
more people with a criminal bent. Since they
frequently interact with those same people, they
were certainly in a position to observe the moral
decline of Brody. The Rascals worry that Brody
will soon make a terrible misstep in which he
accidentally gives aid to agents of the Scarlet
Brotherhood. Given Brody's past deeds and
probable knowledge of Yeomanry secrets, this
would be terrible for all of the Yeomanry indeed.
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Months ago, the Rascals sent Carrick to befriend
Brody and to become his conduit for his more
guestionable activities. In this, Carrick was
successful to an extent. Carrick unfortunately has
no idea that Brody not only appreciates Carrick’s
service, but his identity as well. Brody frequently
disguises himself as Carrick to perform his truly
‘illicit’ activities, betting that Carrick’s normally
shady nature will drag investigative eyes in his
direction as opposed to Brody's. Once Carrick
becomes a liability, Brody will sever all times with
him, feigning disapproval of Carrick.

When this adventure begins, Brody and
Carrick will have been in Newick for almost a
week, with Brody attempting to push Marn’s
executor, Keats, to declare him the new owner of
Marn’s farming business. As Dolph has not shown
up to make his counterclaim, Keats thinks he must
soon make his decision without Dolph’s input.
Dolph has fully healed in Thurmaster and is ready
to make his way to Longspear, coincidentally by
traveling through Newick. However, the local
Militia serjeant has stopped Dolph just long
enough to bring him to a meeting where he hires
the PCs to travel with Dolph as an escort to
Longspear.

ADVENTURE SUMMARY

This adventure happens in four major sections.
The introduction and Encounters 1 and 2 are
primarily meant to introduce the PCs to Dolph and
the Brotherhood of Duelists. Not too much time
should be spent here. The next section,
Encounters 3 and 4, explains the honor crisis
Dolph finds himself in and introduces the PCs to
rest of the important cast. Encounter 5 is the first
flash point for the third section and Encounters 6-8
focus on the PCs investigating the cause of the
flash point. The final section wraps things up in
Encounters 9-10 and the Conclusion. Be sure to
leave at least an hour for this to give you plenty of
time to adjudicate the multiple possible outcomes
of this adventure. What follows is a quick summary
of each encounter.

Introduction—Basic introduction. Brings the
PCs together and sets the stage for Dolph.

Encounter 1—PCs meet Dolph and are asked
to escort him to Longspear for Yeomanry Militia
business. Dolph thinks he doesn’t need the PCs
since his skill is superior to theirs, but he relents.

Encounter 2—Dolph gets to know the PCs
better and talks about the Brotherhood of Duelists
to interested persons.

Encounter 3—Dolph arrives at Newick and
decides to catch up on current events with his
local friend Marn. He then learns that Marn is dead
and Brody is potentially robbing Dolph of his
inheritance due to an incomplete will.

Encounter 4—Dolph and Brody finally meet.
Fireworks ensue, ending in an accepted challenge
for a duel to the death between the two men. PCs
also meet Carrick.

Encounter 5—Dolph and Brody learn they are
each staying at the same inn. Dolph retires for the
night and is suddenly attacked. The culprit looks to
be Carrick, but it is uncertain.

Encounter 6—The town guards arrive to take
charge of the scene. Brody arrives as well and
refuses to call off the duel. Dolph asks the PCs to
investigate, seeking some proof to force Brody to
cancel the duel.

Encounter 7—The PCs find the hideout of the
thugs that attacked Dolph. Intelligent PCs will
capture some of the thugs to gain information.

Encounter 8—The PCs meet Carrick again.
Carrick proclaims his innocence and offers
information to suggest that Brody is behind
everything, including disguising as Carrick to
attempt to kill Dolph.

Encounter 9—The PCs can confront Brody. If
the PCs successfully confront him, Brody attempts
to silence the PCs either through money or force.

Encounter 10—The time of the duel has
arrived. Multiple different outcomes are possible
depending on the PCs’ actions up to this point, but
either Brody or Dolph will be declared the victor of
the duel.

Conclusion—The PCs finish their journey to
Longspear.

PREPARATION FOR PLAY

Is This a Military Adventure?

As Yeoman officials consider the events of this
adventure important to the defense of the
Yeomanry, members of any branch of the Yeoman
military may count the TUs spent on this
adventure toward any annual TU commitment
required by their enlistment.

Is This a Dustdigger Adventure?

As this adventure does NOT significantly
involve archaeological matters, students in the
Academy of Lore may NOT count this adventure
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toward any TUs they must spend per year in
study. See individual certificates for more details.

Is This a Promotion-worthy Adventure?

Heroic deeds in the name of the Yeoman
military are possible in this adventure, and as
such, the possibility for promotion exists. In order
for a PC to be considered for promotion at the end
of this adventure, the PC must do the following:

1. The DM and all Yeomanry military PCs
present at the table must unanimously agree
that the PC has performed an action and
behaved in a manner that would make them a
good leader of men in their unit. There must
be at least two other military PCs playing the
adventure  besides the PC up for
advancement. Only one PC can be nominated
for advancement per adventure.

2. The player so nominated must then gather the
names and email addresses of all Yeomanry
military players and the DM at the table.

3. The player must then submit a small summary
of what happened in the adventure and why
he or she should be considered for promotion.
Email this information to yeomanry-
triad@yahoogroups.com.

4. The Triad will then discuss your promotion and
determine whether promotion is granted. You
will be notified via email, and a promotion
certificate will be sent to you via snail mail.

In order to be considered for promotion, the
Yeomanry military character must have spent a
minimum of one year of real time at the rank below
that being applied for. So in order to be considered
for Serjeant, the player must have spent one full
year as a Yeoman, and one full year below that as
an unranked soldier.

BEFORE PLAY

In this adventure, all read aloud text items (text
that is bolded and italicized) can be either read
aloud word-for-word or paraphrased. However, for
Encounter 4, it is suggested that the read-aloud
text there not be paraphrased as it does much to
set the stage for the later encounters.

You should determine all of the Yeomanry
metaorganizations of which the PCs are members.
In particular, you are looking for Brotherhood of
Duelists or the Rascals, but there is no need to tell
the players that.

You should also familiarize yourself with the
New Combatants section of the DMG found on
pgs 23 and 24. This will likely come into play for
the combat in Encounter 5.

Also, collect three Sense Motive checks from
each PC so that you don't have to ask for them
during some of the encounters with Brody (and
tipping off the PCs to Brody’s nature too soon).

INTRODUCTION

One of the last vestiges of civilization before
entering the Hool Marsh, Thurmaster is a small
town filled with buildings left abandoned by
people looking for safer places to live. The
town used to be a haven for families fleeing
the dangers of the Hool. Now, many say that
the town is full of folk too stubborn to leave.

You were within a few days ride of
Thurmaster when you received word that the
local militia was looking for a few adventurers
for some work. The information you received
mentioned a trip to Longspear would be
involved and payment would be given up front.
Naturally, you made your way to Thurmaster in
the hopes of making easy money.

Reaching town on a bright warm day, you
make your way to the Hound and Tails tavern,
where even a complimentary room awaits you
until the day of the meeting for the job. On the
appointed day, you follow the instructions
given in your information and sit down for
breakfast at the Hound and Tails. Weismar, the
inn’s proprietor, serves up a nice ham-and-egg
breakfast, mentioning that the tab has been
picked up by the man who sent out the call you
received, Serjeant Gaster, the man you are
waiting for now.

But it appears you are not waiting alone, as
you see other people in the common room also
enjoying a free breakfast. Some you have seen
over the past few days and some are more
recent arrivals.

Have the PCs introduce themselves to each
other, assuming they have not traveled here
together. Allow for the PCs to have their
introduction  adjusted accordingly for their
individual situation. Any player who thinks this
introduction would not have gotten his PC to
respond should be handed his AR at this time,
with no experience and no gold.

Those who think they would have arrived early
could have had time to speak to the Serjeant in
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advance. However, Gaster would advise the PC
that all will be revealed at the meeting and it would
be best for the details to remain hidden until then.
Alternatively, on a successful Gather Information
check (DC 15), they can learn about current
events in town. The only notable event they learn
is that a severely injured hero of some renown
reached town about a week ago and that he is
staying with the local militia in the barracks to
recuperate.

Once introductions are complete, proceed to
Encounter 1.

ENCOUNTER 1: DOLPH

As your meal and conversation are winding
down, two men enter the inn, their focus
appearing to be on your group. One man
immediately stands out, with a height well over
six feet and dressed quite loudly in bright
yellow clothing and armor accentuated with
red flourishes. He is a portrait-perfect
specimen of Suel with very fair skin, blond
hair, a well-defined musculature, and a proud
attitude. His body language projects an air of
competence you are accustomed to seeing
from fellow adventurers.

The other man is notable mainly by his
dress. Clad in the garb of the Yeomanry Militia,
he is shorter and rounder than his current
companion. Your guess would put his weight
easily as twice that of most men, yet he still
seems to move with an ease that must only be
possible by strong muscles hidden beneath
his well-fed frame. His hair is cut short and
already he has a strong 5 o’clock shadow,
despite it being midmorning.

The second man speaks, with a voice of
much higher pitch than you would expect,
“Hello, all. You here for the job for the militia?”

Give time for the PCs to give their assent and
introduce themselves. While doing so, have the
players roll Sense Motive. Those beating DC 20
should be told that they detect a hint of
disappointment and resignation in the first man’s
demeanor.

“Greetin’s, folks. My name is Serjeant
Gaster and this man here is Dolph.” Looking at
Dolph with a quick look of annoyance, the
serjeant continues, “To get right to the point,
I'm hirin’ you go with him to Longspear. He's
been ordered to ...”

“Requested,” interrupts Dolph.

Visibly attempting to avoid rolling his eyes,
Serjeant Gaster continues, “requested to
report to Longspear for militia business.”

Pausing for a brief moment, presumably to
see if Dolph has anything else to correct,
Gaster then continues, “He was on the road
south of here, travelin’ alone, when he was
ambushed by folks not too pleased with his
recent work. Though Dolph here fought them
off, he was hurt pretty badly and had to stay
over to recover. Now, he insists that he’s fine
enough to finish the rest of the trip up to
Longspear, but | don’'t feel too comfortable
about anyone travelin’ alone when he don't
have to. Travelin’ the roads lone lookin’ like
you own a dragon’s hoard is one of the fastest
ways to get yourself killed. So I'm hirin’ you
folks to go with him and make sure he gets
there safely.”

At this, Dolph quickly interjects, “Serjeant,
this is really unnecessary. No offense to these
fine men (and women), but I'm quite capable of
handling myself out there, and from the looks
of them, I'm probably more capable than they
are. If anything, I'll have to protect them!”

“And that’'s why I'm hirin’ them and not
asking for your opinion. You were almost killed
once and, their abilities aside, a man on the
road can always use extra sets of eyes and
ears. I'm payin’ them and they’s goin’.”

Dolph lets out a sigh of resentment as
Gaster turns to your group, “Any questions?”

Let the PCs ask what they wish and Serjeant
Gaster will be the one primarily answering. Try to
have Gaster gloss over things as much as
possible. The additional information here is not
truly relevant to the scenario and is presented only
for completeness. Throughout the discussion,
portray Gaster as someone who has made up his
mind on the matter and Dolph who is annoyed by
the turn of events, but wiling to humor the
serjeant. If spoken to directly, Dolph will respond.
Most of Dolph’'s responses can be found in
Encounter 2, should you need to reference.

If the PCs wish, they can make a Knowledge
(Local: Sheldomar Valley or Yeomanry) DC 15 or
Bardic Knowledge DC 15 to know of Dolph and his
general status as a hero of some renown. Feel
free to add in information given in the adventure
background about Dolph that occurred several
years ago. Any PC who is a member of the
Brotherhood of Duelists knows who Dolph is
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immediately, and can make an Int check DC 10 to
know the same background information.

Serjeant Gaster: Male Human (Flan) Fighter7
(Intimidate +8, Sense Motive +4).

Dolph: See Appendix 5.

The following is a list of pertinent information
that Gaster (or in some cases, Dolph) can provide
to the PCs:

e Why are you paying us up front?
“Because Dolph thinks that if you are
not honorable enough to do a complete
job after you accepted it and been paid,
then you're not the type of folks he
would want in his presence anyways.”

* Honorable? That's an odd choice of
words. “Dolph is a member of the
Brotherhood of Duelists. If you haven't
met them before, then let's just say
honor is pretty important to ‘em.”

e Can you provide us anything? “I can give
you each horses if you need ‘em and
basic travel gear. Just turn ‘em in to the
militia folks at Longspear. Dolph here
knows the way.”

* What's Dolph’s problem with us? This is
answered by Gaster with no comment
from Dolph. “Not important. He'll get
over it.”

e Why did it take so long for Dolph to
recover? “Dolph has a curse that
prevents most magical healin’,
includin’ any that we had here. So he
had to recover naturally.” The curse
cannot be removed by the PCs and this is
the only detail about it that is shared with
the PCs.

* What was Dolph’s last mission that he has
people after him now? Dolph says
dismissively, “lI broke up a Scarlet
Brotherhood ring that smuggled all
kinds of goods, including people.
They're mad because I've cost them
thousands of gold. Frankly, their
revenge on me at this point is a little
petty. It won't bring their operation
back.”

e If the PCs press Dolph on details of that
mission, Dolph says, “I killed all the
important people who knew anything
and freed all the innocents. They're in

Trevorton recovering, under militia
guard.”
e Any further questions about Dolph’s

previous mission not already covered,
Dolph says, “Really, it doesn’t matter
anymore.” If the PCs persist, then make it
up as needed. Again, this is not the focus
of the adventure.

Once the PCs finish their questioning,
Serjeant Gaster hands them each a pouch with 50
x APL gold pieces in it. Gaster asks the party to be
on their way as soon as possible, since Dolph is
already a week late.

Development: Once the PCs finish this
meeting, allow them the chance to make last
minute preparations and then proceed to
Encounter 2.

ENCOUNTER 2: BREAKING
THE ICE

Once preparations are complete, you set out
immediately on the road. Thankfully, the first
day of travel is uneventful. Dolph speaks very
little while you traveled. Even then, he speaks
only when necessary, with short responses
that are right to the point.

When you stop on the first day to camp for
the night, you are taken by surprise as Dolph
speaks more than he has since leaving
Thurmaster. “So, why are all of you here,
really? Is it actually the money that drives each
of you, or do some of you have nobler reasons
to be adventurers?”

This is the time when Dolph starts to form
opinions about each of the PCs. He interacts with
the PCs through casual conversation, attempting
to discern who amongst the party may be the
honorable sort. Use the description of the
Brotherhood of Duelists in DM Aid #1 to get an
idea of the Brotherhood’s sense of honor. Dolph is
looking particularly for PCs who say they
adventure to serve the Yeomanry or to help their
fellow man. However, he also marks those who
are secretive or are mercenary in their actions.
Those whom Dolph would consider to be the
honorable sort gain a measure of Dolph’s respect
and will tend to be the persons Dolph will speak to
during the remainder of the scenario. For now,
Dolph will try to speak with each PC, but will not
pry if the PC is not forthcoming.
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Keep track of those who act honorably around
Dolph at all times, and those who act particularly
dishonorably. This will be important for a later
reward.

Obviously Dolph warmly interacts with another
member of the Brotherhood of Duelists. In
addition, Dol