NAEM6-01

Fun Fair - Tournament

A one-Round D&D Living Greyhawk® 

Principality of Naerie Mini-Adventure

Version 1.1

Round 1

By Pierre van Rooden.

Adapted for Naerie by Jukka Särkijärvi
Triad Reviewer: Pieter Sleijpen, Sebastiaan heukels, Ralf Zuiderhoek

Playtesters: Krishna Simonse, Marco Lammers, Simone van de Stadt, Kim Mooiweer, Floris Kraak

It is the tenth anniversary of Naerie’s liberation from the yoke of the Scarlet Brotherhood, and the powers that be have decided this calls for a celebration. The festivities include a tournament for adventurers and brave individuals. Do you have the guts to participate and the wits to come out the winner? A mini-mission for APL 2 to 12. This module is a companion to NAE6-04 A Fair Amount of Intrigue. Players who played the module SND4-03M: Fun Fair may not play this module.

Introduction

This is an RPGA® Network scenario for the Dungeons & Dragons® game. A five-hour time block has been allocated for each round of this scenario. The rest of the time is spent in preparation before game play, 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. 


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 Website, and then have any players without a character create on. 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.
Preparation

First you should print this scenario. This scenario was created to support double-sided printing, but printing it single sided will work 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 you run your game. Be sure to 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, d10, d12, and d20), some scrap paper, a pencil, an RPGA scoring packet, and your sense of fun. It is 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 as described in the introduction. 


Keep in mind that you must have at least four players (not counting the DM), for the game session to be a sanctioned RPGA event. As well, 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 the players (and the DM) to keep track of who is playing which character.


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


Some of the text in this scenario is written so that you may present it as written to the players, while other text is for your eyes only. Text for the players will be in gray boxes. It’s strongly recommended that you paraphrase the player text instead of reading it aloud. Some of this text is general and must be adapted to the specific situation or to actions of the player characters.

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. Complete the RPGA scoring grid with names and RPGA numbers only, and the event information at the top. RPGA no longer uses voting for any reported results. Give the Scoring Packet to your event coordinator along with any event tickets. 

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 PCs participating in the adventure. To determine the Average Party Level (APL):

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 being war horses, dogs trained for war), other than those brought by virtue of a class ability (i.e. animal companions, familiars paladin’s mounts, etc) use the sidebar chart to determine the number of levels you add to the sum above. 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 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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By following these four steps, you will have determined the APL. Throughout this adventure, APLs categorize the level of challenge the PCs will 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 the adventure. If your character is three character levels or more either higher or lower than the APL this adventure is being played at, that character will receive only half of the experience points awarded for the adventure. This simulates the face 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. 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 two things that you can do to help even the score.

1. Attempt to create a table of six 1st-level 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. PCs who want their dogs to attack must succeed at a DC 10 Handle Animal or Charisma check. Failure indicates that the animal will not attack that round. This is a free action (spoken command) 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.

Time Units and Upkeep

This is a special one-round Regional adventure, set in the Principality of Naerie. Characters native to Naerie 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. Note that as a special, these scenarios have not been play tested, nor proofread by the Circle.

Adventure Background

It’s been a full decade since the forces of the United Kingdom of Ahlissa marched into Naerie as liberators, driving out the occupying forces of the Scarlet Brotherhood. To celebrate this, Prince Barzhaan has arranged a festival, set in a specially built fairground some distance away of Naerie City. One of the festival attractions is an obstacle course for adventurers, celebrating the Naerie Compact of 594CY.

Adventure Summary 

Introduction: After a brief tour of the fair, PCs are gathered by Jain Nockmottin for the start of a special event: a tournament existing of four tests that will challenge brain and brawn.

Encounter 1 Da Rules: The PCs have been divided in teams of six, and each team is ushered in a large tent. One by one, a team is let out of the tent to enter the large maze specially built for this event, where the rules are explained to them, before the tests begin.


The basic rules include that no armor or weapons can be brought into the game, that no lethal force may be used, and that no spells may be cast with the exception of cantrips and orisons. 


At the end of each test is a door that needs to be opened with a key. The key is vital for the last test.

Encounter 2 Twists and Turns: The party is set on the start of a small maze, where they are to take the right course, opening the right doors and following the quickest path, with only 40 minutes to do so.


A verse guides the way, giving hints on where to turn, and the PCs are given a set of lockpicks to aid them. Along the way, the PCs may pick up a special item, locked in a trapped chest, that may be of assistance: a crystal lens which, when shattered, offers the user the answer to one question (akin to a divination spell).


Every character that makes it out of the maze within the 40-minute span earns the party one point.

Encounter 3 Back to Nature: The second test is a long corridor that has to be passed. The corridor is covered in grass that entangles anyone who passes, slowing them down considerably. Strangleweed is planted along the walls, and these weeds attack anyone who passes. Only by holding your breath can you safely pass the weeds.


A verse gives hints on how to safely pass. For those parties that can’t figure it out, this test also provides a scythe, which may allow the party to fight their way through.


Every character that makes it out of the maze within the 20-minute span earns the party one point.

Encounter 4 Bigger Problems: For the third test, the PCs have to cross a large room and go through a locked gate at the other side. The room is guarded by a sleeping giant, who wakes as soon as anyone enters the gravel that fills most of the room. The giant also guards the key to the gate.


The giant does not thread ‘holy ground’, which includes a small strip at the start of the room, due to a fountain, that spills holy water, flanked with statues of the deities Hextor, Zilchus, and Heironeous.


Each statue has an item the PCs may use: a heavy flail, an aspergillum (a device for sprinkling holy water) and a bastard sword.


To pass safely, the party can use the aspergillum to sprinkle holy water on the ground, thus preventing the giant from approaching them as they make their way to the key and the gate.


An alternate solution is for the PCs to fight the giant. Note that this may take more time than using the censer and is not guaranteed success.


As with the other tests, a verse gives hints to the solution. 


Every character that makes it out within the 20-minute span earns the party one point.

Encounter 5 A Choice of Three: For the final test the party is faced with three doors, and three keys (one obtained form each test). To pass the last test, they have to open the doors with the right keys. 


Opening a door with the wrong key forever seals that door forever, and ‘kills’ the PC attempting to open the door. For each door opened, the party gets 5 points. The PCs have 20 minutes to open all the doors.

Conclusion: Once the party has solved all the tests, they are ushered onto a platform to await the results of the other teams. 

Introduction  

The fair has a lot of tents selling food – often dishes from across the region – several games, and a number of entertainers.


PCs have little time to wander the area, however, as the Tournament is about to start when they arrive. It is assumed they have heard of the obstacle track while playing NAE6-04 A Fair Amount of Intrigue but you can improvise a quick introduction to those who have not played that module yet

Encounter 1:

Da Rules

The PCs should register themselves for the tournament. Registration takes place near a large tent of gold colored silk, set close to the hedge maze in the center of the embassy’s garden.


Take the names of the PCs (and the players), and the name they give their group. Each team should consist of have six members. If a party consists of less than six, one or two 1st-level NPCs will join the team to fill it up. These NPCs likely won’t be doing much useful during the game, but the party will have to get them through the test to get points for them. The NPCs are always the last one attacked by any monsters unless they are the only one in range. They do not take much initiative, but may follow suggestions of the party to try out ideas unless these are obviously dumb (DM’s discretion).


Do not use the NPCs to help the PCs solve the puzzle – this is their contest.


For statistics on 1st-level NPCs, use the characters in Appendix 8.

Pick a character that fits the party, if possible, or determine randomly.


Once the teams have been formed, continue with the boxed text.

A male gnome with brown, tanned skin and piercing blue eyes approaches you. He wears a green doublet with a yellow silk sash, and blue pantaloons. “I’m Jain Nockmottin, your sports instructor extraordinaire! You look like a capable bunch… But let’s see if you can deal with the Nightingale Tournament!  Come this way!”


He beckons to the large tent, and slowly people start to move inside.

Continue after the party has moved inside with the other teams.

If any of the characters have played NAEI5-02: Under the Raven’s Wing, they will recognize Jain as the gnome who worked as a guard for Idee Volunteers. If confronted, he will tell he left the Volunteers after the events of the module and is now working odd jobs and studying with Kerish the Bard of Minetha.

“Are you all inside? <pause> Good! Now that the tent curtain closes, you cannot leave this tent before it is your turn, understand? Don’t want anyone to get ahead of the rest. Next, each of our teams – you all are in teams right? – each one will be called when it’s their turn – so you better get comfortable!”


He points graciously to the sides of the tent, where fruits, cakes, and drinks are stalled on tables.


“Now for the rules. They are simple but strict. No questions! You can ask them later!


Rule number one: No weapons or armor! Yes, yes, I bet you are all attached to your precious great-grand-father’s axe, but you can’t use them in this test, wouldn’t be fair. I’ll assure you we’ll take good care of them, and you get them back good as new after the tournament. You’ll be asked by our assistants to turn them in.


Rule number two: No magic! No magic items – you can’t take them with you, sorry – and no spell casting! All right… we grant you the use of your cantrips and orisons. Let it not be said we’re not flexible, eh? If we catch anyone casting any but the allowed spells – you’re out of the game! No exceptions!


Rule number three: No lethal force! Even though we have some dangerous encounters in there, you are not allowed any lethal force. Not by spell, not by weapon, even not if you use your bare hands. Them critters cost money!


Now. That’s all. Three simple rules. Other than that, you can use your talents to the best of your ability. Now, if there are any questions, my assistants will be happy to answer them.”


And indeed, several men and women in gold colored robes now approach the various teams. A young man steps up to you, and nods. 


“If you please, great adventurers, would you be so kind to deliver any weaponry and magic elements in your possession?”


No doubt there will be PCs that are either reluctant or incapable (due to curses etc.) to hand over all their items, weapons, or armor.


The PCs can reason with the person that comes to collect, but there are only limited possibilities for PCs to keep their items. The man collecting it promises to keep the items safe.


There are only a few possibilities for PCs that cannot part with their items:


- If a PC is truly emotionally incapable to part with an item (DM’s decision if that is the case), he can keep that item with him only if the PC cannot gain a benefit from it. This rules out any armor, stat-boosting items, or other elements with permanent effects. A weapon need be fastened and cannot be drawn during the tests – ever! The moment a PC resorts to using an item he brings with him, he is disqualified and immediately removed from the tournament. The team may go on but automatically fails the test in which the item was drawn or used. Only one item can be brought in this way – PCs that are attached to everything they own are out of luck and will have to forfeit the tournament.


- Cursed items can be brought in once they have been examined by the wizards that work at the tournament, and only if the item does not prove hazardous to others. If the item provides the PC with a beneficial ongoing effect, he is given a magic ring to wear that will annul the benefit for the duration of the tournament. Negative effects of a cursed item are not annulled. This ring cannot be removed during the tournament.


- If a PC himself is cursed, he can join the tournament only if the curse is not a danger to others. If it has any lasting benefits, these are annulled using a magic ring, as with the effects of cursed items.

In all other cases, if a PC does not wish to part with his equipment, he cannot enter. 


Some PCs may think to smuggle in equipment. Items of size tiny or smaller can be smuggled in with a DC 20 Sleight of Hand check. It should be noted though that any use of an item, when spotted, will result in the immediate removal of the PC from the tournament.


Similarly, the rules for using non-lethal damage and the ban on any spells other than cantrips or orisons is strict. If any PC uses lethal damage or casts a banned spell, he is removed from the tournament. It should be noted that, unless an effect is very subtle, even stilled, silenced spells will be found out. Also note that if the PCs actually kill a sentient creature (such as the giant in Test 3), the organizers will call in the guards and hand the PCs over on charges of manslaughter. The sentence for manslaughter is up to 20 years of forced labor, though in the case of The Giant, there would be mitigating circumstances (combat situation, the victim’s race), and the sentence would be merely eight years of forced labor. See the Serious Crime AR and the Naerie Metagame Book for details.


Assume that the NPCs surveying the tournament have a combined Listen, Spot, and Spellcraft modifier of +20.


Note, btw, that it is perfectly acceptable for spellcasters to use higher-level slots for their cantrips or orisons, or to apply meta magic to them. The servant verifies that this is allowed when asked.


Finally, despite the fact that the PCs can’t see it, there is an audience present. Magical visages are used to show the PCs’ progress through the maze.


The PCs need to wait for a while before they are called. Each time a group’s name is called, Jain leads them outside, though a flap in the back of the temp.


Finally, after what seems like hours, the name of the PC’s group comes up, and it is their turn to go through the tests.

Encounter 2:

Twists and Turns

The tests take place in a hedge maze. All hedges are ten feet high and one feet thick. They are too dense to look through, and too sturdy to bend apart. For all purposes, they should be treated as solid walls. They do not count as undergrowth and beings with Woodland Stride such as druids cannot pass through them. A DC 21 Climb check is needed to climb the hedge walls up to the top – the hedges do not offer very good handholds and they cannot carry much weight.


At various points, there are doors in the walls. Most are either open or a key is provided, but some are locked.  All doors use the following statistics:

Strong Wooden Doors: 2 in. thick; hardness 5; hp 20; AC 5; DC 25 Break.


Except where noted, any locks on the doors can be opened with a DC 18 Open Lock check.


Each test has a certain time in which it needs to be completed. If this time passes, you have to stop the test. It may be useful to have someone keep the time for you, or use an alarm clock. Keeping time fair is essential so as to determine the ‘best’ team fairly.


Time is measured as play time. However, if the PCs try certain actions that are time-consuming, determine the amount of time the action takes, and deduct it from the total. For instance, if the PCs decide to search an entire room, deduct the time needed (one round/5 ft square searched) from the total. The time cost for some specific actions are noted in the text.

You step out of the tent, along a canvas wall to the start of a large hedge maze. The hedges are all at least ten feet high, and very dense – it is almost impossible to see anything through them but an occasional shadow. Though you can’t see an audience, you can definitely hear the sound of applause and cheering from outside the tournament arena.


Jain leads you through the entry of the maze, turning left at the entrance, then right around a corner, through an opening you almost missed, until he ends up in front of a door that is set in the hedge wall.


“The first test.” He says. “It’s simple. All you need to do is go in and find the exit. Any obstacles are… up to your qualities to overcome.  No damaging the hedge walls though – they’re a pain to grow. You’ll be given a bit of a hint inside on how to get out. Time is of the essence. You have only fifty minutes to complete this course and get out on the other side. If there are any… casualties... well. That will cost you points. Here you go!”


He taps the door, and it swings open, allowing you access into the room beyond.


“Oh… almost forgot… you might need this!”


He hands over a small bronze key, then ushers you inside.


The room inside is just another part of the maze. Left and right are white washed stone gates, with the heads of dragons mounted on top of them. Through them you can see the maze go on and curve away out of sight. Opposite the door you came through is a large iron gate, though which you can see another hedge lined with doors.


Next to the gate is a wooden board, on which is written a strange verse in flowing script. Bungling on a hook is leather case.


“Don’t tarry!” you hear the gnome shout. “Time is running!” And then the door closes behind you.



Hand the players Player Handout #1, which contains the verse described on the board. Once they have received the handout, the clock starts ticking: the players have fifty minutes game time to get through the maze.
Map #1 in Appendix 6 shows the maze for this test. The party enters in location 2a.


The key to successfully passing this test is the verse on the board. The verse is also of import to the final test, but the party won’t know that at this moment.


One specific note: PCs may attempt to circumvent the puzzles by climbing the hedge walls or peeking over them to find out where they are and such. While this is not how the maze should be solved, there is no rule against it. It may color the view of the tournament judges in case of a tie with another team though.


The small leather case is a set of masterwork lock picks. They grant a +2 bonus to Open Lock and Disable Device checks. They may come in handy – though they may not be needed if the PCs know how to decipher the verse.


Solutions: The verse gives the route the party has to follow through the maze. However, it gives the route in reverse: “Last you read is first you try”. Hence, the line that applies to the current room is  “All that’s left is always right”, telling the party that the correct way to leave this room is the left entrance.


The ‘gate’ opposite the door is not a real gate and cannot be opened – the iron bars that look like a portcullis are actually buried deep inside the sand and there is no way to lifting it. A DC 15 Knowledge (architecture and engineering) check reveals this, but otherwise the party can only find out through trial and error or deduction. PCs may, in fact, be spending quite some time to open the gate. 


The two dragon gates, at each side of the room, are both trapped. Only the left gate leads further into the maze - the right is a dead end.


Trap: Both gates are trapped in the same way: whenever someone tries to pass, the dragon head blasts him or her with a cone of icy cold, which forms into a solid block of black ice that blocks the entrance. 

APL 2: Cold Cone Trap: CR 1; magical; location trigger; manual reset; 2d6 non-lethal cold damage; Ref save half (DC 14); Search (DC 21); Disable Device (DC 25).

APL 4: Cold Cone Trap: CR 2; magical; location trigger; manual reset; 3d6 non-lethal cold damage; Ref save half (DC 15); Search (DC 21); Disable Device (DC 25).

APL 6: Cold Cone Trap: CR 4; magical; location trigger; manual reset; 5d6 non-lethal cold damage; Ref save half (DC 16); Search (DC 21); Disable Device (DC 25).

APL 8: Cold Cone Trap: CR 6; magical; location trigger; manual reset; 7d6 non-lethal cold damage; Ref save half (DC 17); Search (DC 21); Disable Device (DC 25).

APL 10: Cold Cone Trap: CR 8; magical; location trigger; manual reset; 9d6 non-lethal cold damage; Ref save half (DC 18); Search (DC 21); Disable Device (DC 25).

APL 12: Cold Cone Trap: CR 10; magical; location trigger; manual reset; 11d6 non-lethal cold damage; Ref save half (DC 19); Search (DC 21); Disable Device (DC 25).


Note that the cold damage is non-lethal.


Once the dragon has breathed, the trap is harmless. However, the ice blocks the entrance, and it takes a DC 15 Climb check to climb on top of it, and a DC 10 Escape Artist check to squeeze through the remaining space into the other side.

Passing through the right gate brings the party in area 2b. 

Turning another corner in the maze, a long corridor stretched out before you. The statue of an old man with long, tasseled hair, stands at the start of the corridor. He is holding out one arms as if trying to grab something from the air.


Behind it, six doors, evenly spaced, have been set in the maze’s left wall. They look quite sturdy, and each is fitted with what looks like a sturdy iron lock. To the right, you see the grate that gives a view of the area you came from.

Only one of the six doors leads into the next room. There is at first sight no way to indicate which one it is. Randomly trying the doors may work, but it could take time –each door is locked and there is no key (the bronze key the party was given does not fit).


Each door is locked with a complex lock. The lock is crafted to the party’s overall strength. Opening the lock is a DC 18+APL Open Lock check. It is possible to take 10, but there is likely no time to take 20 – if the party decides to do so anyway, deduct 20 minutes of game time each time they do so. Be sure to inform the party of this!


The party may also try to batter the door down but due to the small space only one person can assist another.


Solutions: The quickest solution of this part of the maze is the next line of the verse: “Wrong are those who pass me by”. 


The verse indicates the statue at the start of the corridor.  The statue is actually a depiction of Dalt, the benevolent Suel god of locks and keys, though that is rather difficult to see. If a PC specifically seeks for religious significance, a DC 18 Knowledge (religion) check reveals this. The outstretched arm is actually picking an imaginary lock with imaginary tools (if a PC makes his Knowledge [religion] check he will also realize this).


There are two ways to use the statue: by finding the secret mechanism, or by placing lock picks in the statue’s hand.


To find the mechanism a PC needs to succeed at a DC 15+APL search check. This reveals that the arm of the statue can be moved. If the party searches the corridor in general (and do not focus on the statue) the DC is 20+APL, and the effort takes one minute. Due to the limited space a maximum of two PCs can assist in searching.

 
Pulling the arm forward triggers a mechanism that makes the right door (the fourth) swing open automatically, allowing people to pass through to the next room – area 2c.


The door can also be opened by placing one of the lock pick tools found at the beginning of the test in the statue’s outstretched hand. If this is done, the PCs also receive the blessings of Dalt. They receive a +1 insight bonus on any Dexterity based skill checks for the remainder of this round of the scenario.

Another room opens up, this one larger than the ones before. As you enter, a clanging sound makes you notice two knights in full plate armor, holding a ranseur, stepping to stand to attention. Opposite the entrance are six other openings in the maze’s walls, all flanked by knights in full plate. A swirling mist hangs in each opening, obscuring what is outside. 


In the middle of the room is a simple stone pedestal, on which rests a small, dark wooden box.

The party may notice that all apparent exists (including the one they came through) have an armed knight ‘guarding’ the place. 


The knights are empty armors animated with a enchantment akin to an unseen servant, which makes them move under certain circumstances. If anyone steps towards one of the exits, the knights closest to it stick out the arms holding the ranseurs, blocking the way. The movement is symbolic - they don’t attack, and it is easy to duck under the ranseurs and continue one’s way, but anyone who actually passes through one of the mist-filled exits appears seconds later though another, back in the room. PCs that walk back the way they came simply end up back in room 2b.


The box on the pedestal has nothing to do with solving the riddle of this room. It may, however, be of use to the party.

Small Box: 1/2 in. thick; hardness 5; hp 5; AC 5; DC 16 Break.

A DC 15 Open Lock check opens the box. Unfortunately, the box is also trapped. The trap goes off when the box is opened or someone damages it.

Paralyze Trap: CR 4; magical; touch trigger; one time only; Paralyze; Wil save negates (DC 19); Search (DC 21); Disable Device (DC 25).


When triggered, a brilliant flash goes off, affecting the closest target. If that PC fails his save, he is paralyzed for 20 minutes. It is unlikely that the PC can play much of a role in that test, though he can still be carried and taken out of the maze.


The box can be taken out of the maze and opened later (even after the games). 


The box contains a crystal lens on a velvet cushion, known as the eye of the gods. It works as a magnifying glass, but there is a small verse inscribed on the edge. Give player handout #5 once the PCs read it.


The lens, when shattered, grants its owner the benefit of a Divination spell, cast at 10th level. The owner can ask one question, with an 80% chance on a correct answer. 


The lens can be used in the maze, to aid in solving some of the puzzles. It’s magic only lasts for this day. After the night has passed, it reverts to a normal magnifying glass.


It is up to the PCs to provide the question. Try to give an answer that is helpful but does not give away too much of the test. Most yes/no questions won’t be a problem. If, for instance, during the final test, he PCs ask whether a specific key fits a specific door, answering ‘yes’ or ‘no’ won’t spoil the fun… there are still two other doors to figure out.


If PCs ask generic questions (‘how do we solves this test’, ‘which key fits which door’, etc), you can use the following cryptic answers for the various tests:


Test 1: Only exits obvious to the eye are well guarded.

Test 2: Those who are greedy for even the very air must be appeased.

Test 3: Divine power holds evil at bay, and paves the path of righteousness.

Test 4: Heed advice earlier given, and you will pass by the letter of the law.

Solutions: The line of the verse that solves this part of the puzzle is: “None I guard is where you’d be”. None of the apparent exits is the right one.


The verse should prompt the adventurers to do what every adventurer is supposed to do in a dungeon: seek out the secret door!


The door is well hidden, as the hedge walls allow for the door to be well concealed. Finding the door is a DC 10+APL search check.  This will reveal a small keyhole, hidden in the hedge at the right side of the room. The lock can be picked with a DC 20 Open Lock check, but it is a lot easier to use the proper key – the bronze one given to the PCs at the start of the test.


Passing through the door takes the PCs into area 6d.

Three wooden doors, each elaborately carved, are set in the greenery opposite you. The left door is engraved with the image of six arrows, facing downwards in a fan. The middle is engraved with a hand holding a bag of gold. The one to your left shows a hand gripping a lightning bolt.


There is nothing else here. The doors offer the only way out.

The symbols on the doors are the holy symbols of Hextor, Zilchus, and Heironeous, respectively.
Solutions: “Offer you a choice of three” is all the verse offers as help. There is not real puzzle here, though: any door can be opened (none are locked) and passed through. It may still hold up the PCs, who may suspect a trick.


Note which PC goes through which door. While this has no bearing on the outcome of this test, it will have affect how the third test plays out.


Once the PCs get outside, Jain is waiting, smiling encouragingly. Any PC that makes it out in time earns the team one point (so there is a total of six points to be earned).


If the PCs cannot make it in time, a gong sounds when the time runs out. Jain enters the room the PCs are in, and then leads them outside, shaking his head.


Jain has any wounds healed and adverse conditions (such as the paralysis) removed. He warns people to be more careful – the next test is not going to be so easy!
Encounter 3:

Back to Nature

Jain leads you a bit further tin the maze to another door. “If you found the first test a bit tricky, with all the doors and such, you’ll be pleased to know that the next is a great deal simpler, though not necessarily easier.”


He opens the door, showing a long corridor. It is almost ten feet wide, but almost a hundred feet long. Most of the area is covered in tall grass that seems to wave slightly. On the far end of the corridor is another door. There is otherwise little to see except for another wooden board with a verse in flowing script.


“Yes,” Jain says, guessing at your thoughts, “That’s all. Just get across and through the door. You have twenty minutes. Easy, what? Oh. Before I forget...” he hands over a silver key. “So you can open the door at the back. Good luck!” And then the door behind you falls shut.

Hand the PCs player handout #2. Once they receive the verse, they have twenty minutes to solve the puzzle. Map #2 in Appendix 6 shows the room for this test. 


This test is only one puzzle, but it may be a bit tougher than it at first looks.


If PCs think of looking behind the wooden board, (or if they search the room), they will find a scythe hanging on two nails from the board.


The grass in the corridor is enchanted to entangle anyone who tread son it. Treat the area as if affected by a heightened entangle spell, with a save DC of 13 + ½ APL. Those who fail the save can’t move, while those that succeed move at half rate.


Draw the room, then ask where everyone stands – those that elect to step onto the grass are immediately entangled. Note that the starting area is small, but it is possible for six people to stand in the 10ft square area before the waving grass. 


Creatures: The entangling grass is not the main danger of this room – it only serves to delay the PCs and to hide the main threat: a vicious assassin vine that is located in the middle of the corridor. The vine is hidden in the grass and has full cover, so it can’t be spot. Until it attacks. It has a reach of 20 feet (30 feet at APL 10 and up), and attacks anyone that it senses within it’s reach.


It is, of course, not deadly – any damage dealt by the vine is non-lethal, but it otherwise attacks without mercy. Note that any penalties on its attack due to dealing non-lethal damage are included in its stat block.


Note that the EL of the monster is lower since there is a way to bypass it, and there is no real danger.

APL 2 (EL 1)

Assassin vine, lesser: hp 15; see Appendix 1.

APL 4 (EL 2)

Assassin vine: hp 30; see Monster Manual page 191 and Appendix 2.

APL 6 (EL 4)

Assassin vine, advanced: hp 70; see Appendix 3.

APL 8 (EL 6)

Assassin vine, advanced: hp 140; see Appendix 4.

APL 10 (EL 8)

Assassin vine, advanced: hp 250; see Appendix 5.

APL 12 (EL 10)

Assassin vine, advanced: hp 338; see Appendix 6.


There are two ways through this room.


The first is to follow the verse on the board, which warns of the vine and also hints at its weakness: the vine only attacks people it senses – any creature that breathes while walking within its reach. If the PCs manage to decipher this, they can pass through this test relatively easily. All they need to do is hold their breath (and refuse from talking) while they make it through the vine’s area. 


While moving through the entangled area (or climbing along the walls, if PC seek to avoid the entangling grass), a PC can hold his breath for a number of rounds equal to his Constitution score. Due to the entangling grass, this may still be difficult, but not impossible – most PCs should manage to get through the area before their breath runs out.


Not everyone may understand the verse, so Jain provided a second (but more difficult) way. The scythe (if the PCs find it) can be used as a weapon against the vine – if they can reduce it to half it’s hit points, it recoils and let’s them through. Obviously, with it’s reach and grappling feats, it still is very hard to fight, but at least PCs that can’t solve the puzzle have a chance.


PCs could, theoretically, use the scythe to mow the grass and thus reduce the entangled area, walking it more easier to walk. Such a task will likely take far too long (one minute for every 5’ square cleared) to be useful in this test though. If PCs try this anyway, deduce the minutes spend clearing from the game time available.


The door on the other end can be opened with the key the party was given. Any PC that makes it out within the twenty minutes earns the team one point (so there is, again, a total of six points to be earned).


If the PCs do not succeed to get through, when the time runs out the vines and grass die down, and Jain opens the door on the other end to call them through, obviously disappointed but still urging them on to do better on the next test.

Encounter 4:

Bigger Problems

“Ah. You have had it easy up till now”, Jain says as she ushers you on to another door. His voice falls to a whisper as you near it. “The next test now, will be a proper challenge… Now… be quiet. You do not want to wake it… Just get inside and to the other door. You have twenty minutes. That’s all. Oh... ehm… right. The key. Oh, my. I must have left it inside. Well, no doubt you’ll be able to get your hands on it. Now, remember. Quiet… and good luck.”


He opens the door and ushers you inside, hushing at any sound you make.


Inside, the first thing you see is a large fountain, set directly in front of the door, from which water peacefully clatters in small streams.
 Three statues are on the fountain’s center dais, facing away form each other. One is a knight holding a longsword. Another man in spiked armor wielding a heavy flail. The last is a robed priest holding an aspergillum. 


The sound of water steaming is calming, but it doesn’t take away the sound of… snoring? Looking past the fountain, you see the source of the sound. A large giant, dressed in furs, is lying on his back, a big club to his side. He snores peacefully, not having noticed you yet.


Most of this room, which is quite large, is covered in pebbles. At the other side of the room is, indeed, a door.  About ten feet away from it, next to the sleeping giant, stands a small pillar, about ten feet high. On top of it, something glistens.


The final other thing you notice is another board, again with a verse. 


Behind you, the door softly closes. The giant snorts, then continues sleeping.

Hand the PCs Player Handout #3. Once they receive the verse, they have twenty minutes to solve the puzzle. Map #3 in Appendix 6 shows the room for this test.


A DC 10 Spot check identifies the glistening item on top of the pillar as a golden key.


Creatures: The sleeping ‘giant’ is actually a polymorphed half-orc barbarian, pretending to sleep. The crowd’s cheers (still audible) or the PCs talking won’t rouse him, but the moment a PC steps onto the gravel, the giant ‘awakens’, and charges the PCs, attacking them with his club. The giant does not enter the area near the fountain, nor does he attack PCs that are not on gravel. Given that PCs won’t have any weapons (but see below), they are likely underpowered. The moment they retreat though, the giant stops attacking, then wanders back to his spot to sleep again. 


The reason the giant does not attack near the fountain is that it can’t tread on holy ground. This is rather unusual, but the verse should give the PCs a clue on the giant’s behavior.


Note that the EL of the monster is lower since there is a way to bypass it, and there is no real danger.

APL 2 (EL 1)

The Giant: hp 48; see Appendix 1.

APL 4 (EL 3)

The Giant: hp 65; see Appendix 2.

APL 6 (EL 5)

The Giant: hp 85; see Appendix 3.

APL 8 (EL 7)

The Giant: hp 105; see Appendix 4.

APL 10 (EL 9)

The Giant: hp 149; see Appendix 5.

APL 12 (EL 11)

The Giant: hp 171; see Appendix 6.


Again, there are two ways to get to the door. Both ways are keyed to the fountain. The statues on it should easily be identified as Hextor, Zilchus, and Heironeous. A strange combination to say the least, so there must be a clue here.


The clue is in the items the statues are holding. A closer examination reveals that these items are not stone, but real. The bastard sword and the heavy flail are both +1 merciful weapons, and only do non-lethal damage. The aspergillum is a device used to sprinkle holy water.  It has a five-foot reach, and can sprinkle in any square adjacent to the PC holding it. It holds 3 gallons. It can be filled with water from the fountain, which is considered ‘holy’ for the purpose of this test.


Each statue is keyed to the faiths of the doors at the end of the first test. If a PC stepped through one of these doors, the statue ‘whispers’ to that PC if he or she comes within five feet of the statue. Each PC only hears the whisper directed at him – he can’t hear any whispers to other PCs. A DC 10 Listen check deciphers the whispering as “Take my blessings, and this gift, for you passed through the door of the most worthy faith”. The PCs that hear the whispering (and only those PCs) can take the items form the statues hands. Anyone else attempting to take the items finds that they are welded to the statue.


The proper solution to the verse is to use the aspergillum (or another container, if nobody went through the Zilchan door) to sprinkle water in the squares on the gravel bordering the fountain, and so create a path of ‘holy ground’. Sprinkling a square takes one full round. As long as PCs stay on the squares that were sprinkled, the Giant – even though he wakes the moment they treat the gravel – can‘t attack them. He stalk the PCs, marching up and down near the holy squares, but he is unable to do reach them and the PCs are quite safe. It should be easy matter to get the key and reach the door.


The hard way to go through this is to equip the toughest PCs with the weapons of the fountain, and engage the giant in melee, while the rest grab the key and open the door. This may be tricky without magical support or proper armor, but PCs may be able to hold off the giant for at least some of the others to get through. It is not the most elegant way to do the test, but it may earn them some points.


Any PC that makes it out in time earns the team one point, for a total of six points to be earned.


If the PCs can’t finish this room in time, Jain opens the other door the moment the ‘giant’ changes into his natural form – that of a half-orc male. As the man bows to the PCs, Jain shakes his head, and leads the PCs outside, where he hands them the golden key (if they don’t yet have it).


All wounds are healed, and both weapons and the aspergillum are taken from the PCs hands.

Encounter 5:

Choice of Three

Jain again leads you to a door, and, pushing it open, leads you into a small room. It is bare, apart from the now familiar wooden sign holding another verse, and three doors. The left door has a shield on it depicting a sun on a blue shield, over a gray field. The middle door shows a spiraling light on a green shield, over two birds facing each other. The right door shows a gold-and-green shield, with a black rune in the upper region.


“Well. The final test. Easy enough. You have three keys. You have three doors. Open a door and earn extra points. Open the wrong door and… you don’t want to open the wrong door. You have ten minutes.”


He grins at you, then steps outside and shuts the door behind you.

Hand the PCs player handout #4. Once they receive the verse, they have ten minutes to solve the puzzle. There is no map of this test.


The arms on each door are those of, respectively, Sunndi, Ahlissa, and Onnwal. A DC 10 Knowledge (Nobility and Etiquette) identifies each as such. The two birds on the Ahlissan shield are nightingales. Inhabitants of these regions identify their own arms automatically.


Each door can be opened with only one key. Opening a door with the right key reveals a pedestal, holding a brooch in the shape of a nightingale. The brooch behind the Ahlissan door is gold, behind the Sunndian is silver, and behind the Onnwalon door is bronze.


Attempting to open a door with a wrong key causes a brilliant flash. The key disappears, and the PC opening the door need make a DC 15+APL Ref Save or instantly vanish too. The PC is merely teleported outside the room, though to the other players it may seem like he is disintegrated or worse. The player of a PC that vanished should refrain from involving himself with the test from that point. Obviously, using the wrong key costs points as it leaves the party with one less key.


The material of the keys (gold, silver, or bronze) has not direct relation to the doors – they are red herrings. To solve the puzzle, the PCs have to turn to the previous tests, and, specifically, the verses. Each test contains a key and a verse. The starting letters of each verse make up the name of the three countries – the keys fit on the doors with the arms of the country spelled out by verse that goes with the key:


Left door (Sunndi): silver key


Middle door (Ahlissa): golden key


Right door (Onnwal): bronze key


Once all doors are open, all keys have vanished, or the time runs out, the door behind the PC opens again and Jain leads the PCs out of the maze, where they are to join the spectators and wait for others to finish the test.


For each brooch the PCs take out, they earn five points (for a total of fifteen).


The brooches and keys are taken in again, to be used for other teams that run the tests.

Conclusion

During this mini-mission, it is important to keep score.


For each task the party completed on time, they earn one point. If they received four points, they’ve won the entire competition and placed first. For three points, they placed second, for two points, they placed third, and for one or less, they’re in the gray mass of mediocrity.


Each member of a winning team receives a nightingale brooch from her hand. The brooch is bronze for the team that was placed third, silver for second, and gold for the best team in the competition. The brooches have no real monetary value, but are a sign of accomplishment, and the wearer may receive respect from those who recognize it for what it stands for. Mark the appropriate favor to AR and cross off the rest.


After the declaration of the winners, a banquet is opened, and the festivities continue.

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 2: Twists and Turns

Reward full xp to everyone if at least one person in the party passes the test. Reward half otherwise.

APL2
30 XP

APL4 
60 XP 

APL6 
90 XP 

APL8 
120 XP

APL10 
150 XP

APL12 
180 XP

Encounter 3: Back to Nature

Reward full xp to everyone if at least one person in the party passes the test. Reward half otherwise.

APL2
30 XP

APL4 
60 XP 

APL6 
90 XP 

APL8 
120 XP

APL10 
150 XP

APL12 
180 XP

Encounter 4: Bigger Problems

Reward full xp to everyone if at least one person in the party passes the test. Reward half otherwise.

APL2
60 XP

APL4 
90 XP 

APL6 
120 XP 

APL8 
150 XP

APL10 
180 XP

APL12 
210 XP

Encounter 5: Choice of Three

Reward full xp if all doors are opened. Reward half otherwise.

All APLs 
30 XP 

Discretionary Role-playing Award

All APLs 
30 XP 

Total Possible Experience: 


APL2
180 XP

APL4 
270 XP 

APL6 
360 XP 

APL8 
450 XP

APL10 
540 XP

APL12 
630 XP

Treasure Summary

There is no treasure to be gained this round, with the exception of the prizes for the three winning teams.

Items for the Adventure Record

Placed First in the Nightingale Tournament: Your team placed first in the Nightingale Tournament, and you have a golden nightingale brooch to show for it. While wearing this brooch in the Principality of Naerie, you gain +2 to all Gather Information, Knowledge (Splintered Suns) and Diplomacy checks for one year from the date marked on this AR.

Placed Second in the Nightingale Tournament: Your team placed second in the Nightingale Tournament, and you have a silver nightingale brooch to show for it. While wearing this brooch in the Principality of Naerie, you gain +1 to all Gather Information, Knowledge (Splintered Suns) and Diplomacy checks for one year from the date marked on this AR.

Placed Third in the Nightingale Tournament: Your team placed third in the Nightingale Tournament, and you have a bronze nightingale brooch to show for it. While wearing this brooch in the Principality of Naerie, you gain +1 to all Gather Information, Knowledge (Splintered Suns) and Diplomacy checks for one month from the date marked on this AR.

Encounter 3: Back to Nature

Assassin Vine: CR 2; Large Plant; HD 2d8+6; hp 15; Init +0; Spd 5 ft.; AC 15 (touch 9, flat-footed 15) [[-1 size, +6 natural]]; Base Atk +1; Grp +6*; Atk +2* melee (1d6+7 slam); Full Atk +2* melee (1d6+7 slam); Space/Reach: 10 ft./10 ft. (20 ft. with vine); SA constrict 1d6+7, improved grab; SQ Blindsight 30 ft., camouflage, immunity to electricity, low-light vision, plant traits, resistance to cold 10 and fire 10; AL N; SV Fort +6, Ref +0, Will +1; Str 20, Dex 10, Con 16, Int -, Wis 12, Cha 9.



*) Includes –4 penalty for dealing non-lethal damage.


Constrict (Ex): The assassin vine deals 1d6+7 points of damage with a successful grapple check.


Entangle  (Su): The assassin vine can animate plants within 30 feet of itself as a free action (Ref DC 13 partial). The effect lasts until the vine dies or decides to end it (also a free action). The save DC is Wisdom based. The ability is otherwise similar to entangle (caster level 4th). This ability is not of use in this scenario as all plants are already animated.


Improved Grab (Ex): To use this ability, the assassin vine must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can constrict.


Blind Sight (Ex): Assassin vines have no visual organs but can ascertain all foes within 30 feet using sound, scent, and vibration.


Camouflage (Ex): Since an assassin vine looks like a normal plant when at rest, it takes a DC 20 Spot check to notice it before it attacks. Anyone with ranks of Knowledge (nature) or Survival can use one of those skills instead of Spot to notice the plant. 
Encounter 4: Bigger Problems
The Giant (polymorphed half-orc barbarian): Male Ogre Brb4; CR 4; Large Giant; HD 4d12+14; hp 48; Init +3; Spd 30 ft.; AC 16 (touch 8, flat-footed 16) [[-1 size, -1 Dex, +5 natural, +3 hide armor]]; Base Atk +4; Grp +9; Atk* +6 melee (2d8+7, greatclub); Full Atk +6 melee (2d8+7, greatclub); Space/Reach 10 ft./10ft.; SA Rage 2/day**; SQ Darkvision 60 ft., uncanny dodge (can’t be flanked), trap-sense +1; AL CN; SV Fort 

Appendix 1:
APL 2
+6, Ref +0, Will +2; Str 21, Dex 8, Con 15, Int 8, Wis 12, Cha 10.
Skills and Feats: Climb +2, Intimidate +5, Listen +2, Knowledge (Splintered Suns) +1, Spot +2, Survival +5, Swim +4; Power Attack, Weapon Focus (greatclub).


* Includes –4 penalty to inflict only non-lethal damage


** The Giant does not use his rage in combat unless he is reduced to half his hit points.

Appendix 2:
APL 4

Encounter 3: Back to Nature

Assassin Vine: CR 3; Large Plant; HD 4d8+12; hp 30; Init +0; Spd 5 ft.; AC 15 (touch 9, flat-footed 15) [[-1 size, +6 natural]]; Base Atk +3; Grp +8*; Atk +3* melee (1d6+7 slam); Full Atk +3* melee (1d6+7 slam); Space/Reach:10 ft./10 ft. (20 ft. with vine); SA constrict 1d6+7, improved grab; SQ Blindsight 30 ft., camouflage, immunity to electricity, low-light vision, plant traits, resistance to cold 10 and fire 10; AL N; SV Fort +7, Ref +1, Will +2; Str 20, Dex 10, Con 16, Int -, Wis 13, Cha 9.



*) includes –4 penalty for dealing non-lethal damage.


Constrict (Ex): The assassin vine deals 1d6+7 points of damage with a successful grapple check.


Entangle  (Su): The assassin vine can animate plants within 30 feet of itself as a free action (Ref DC 13 partial). The effect lasts until the vine dies or decides to end it (also a free action). The save DC is Wisdom based. The ability is otherwise similar to entangle (caster level 4th). This ability is not of use in this scenario as all plants are already animated.


Improved Grab (Ex): To use this ability, the assassin vine must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can constrict.


Blind Sight (Ex): Assasin vines have no visual organs but can ascertain all foes within 30 feet using sound, scent, and vibration.


Camouflage (Ex): Since an assassin vine looks like a normal plant when at rest, it takes a DC 20 Spot check to notice it before it attacks. Anyone with ranks of Knowledge(nature) or Survival can use one of those skills instead of Spot to notice the plant. 
Encounter 4: Bigger Problems
The Giant (polymorphed half-orc barbarian): Male Ogre Brb6; CR 6; Large Giant; HD 6d12+18; hp 65; Init +3; Spd 30 ft.; AC 16 (touch 8, flat-footed 16) [[-1 size, -1 Dex, +5 natural, +3 hide armor]]; Base Atk +6/+1; Grp +11; Atk* +8 melee (2d8+7, greatclub); Full Atk +8/+3 melee (2d8+7, greatclub); Space/Reach 10 ft./10ft.; SA Rage 2/day**; SQ Darkvision 60ft, improved uncanny dodge (can’t be flanked), trap-sense +2; AL CN; SV Fort +7, Ref +1, Will +3; Str 21, Dex 8, Con 15, Int 8, Wis 12, Cha 10.


Skills and Feats: Climb +2, Intimidate +6, Listen +3, Knowledge (Splintered Suns) +1, Spot +3, Survival +6, Swim +5; Improved Initiative, Power Attack, Weapon Focus (greatclub);


* Includes –4 penalty to inflict only non-lethal damage


** The Giant does not use his rage in combat unless he is reduced to half his hit points.

Appendix 3:

APL 6

Encounter 3: Back to Nature

Assassin Vine: CR 5; Large Plant; HD 8d8+32; hp 70; Init +0; Spd 5 ft.; AC 15 (touch 9, flat-footed 15) [[-1 size, +6 natural]]; Base Atk +6; Grp +12*; Atk +7* melee (1d6+9 slam); Full Atk +7* melee (1d6+9 slam); Space/Reach:10 ft./10 ft. (20 ft. with vine); SA constrict 1d6+9, improved grab; SQ Blindsight 30 ft., camouflage, immunity to electricity, low-light vision, plant traits, resistance to cold 10 and fire 10; AL N; SV Fort +10, Ref +2, Will +3; Str 22, Dex 10, Con 18, Int -, Wis 13, Cha 9.



*) includes –4 penalty for dealing non-lethal damage.


Constrict (Ex): The assassin vine deals 1d6+9 points of damage with a successful grapple check.


Entangle  (Su): The assassin vine can animate plants within 30 feet of itself as a free action (Ref DC 13 partial). The effect lasts until the vine dies or decides to end it (also a free action). The save DC is Wisdom based. The ability is otherwise similar to entangle (caster level 4th). This ability is not of use in this scenario as all plants are already animated.


Improved Grab (Ex): To use this ability, the assassin vine must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can constrict.


Blind Sight (Ex): Assasin vines have no visual organs but can ascertain all foes within 30 feet using sound, scent, and vibration.


Camouflage (Ex): Since an assassin vine looks like a normal plant when at rest, it takes a DC 20 Spot check to notice it before it attacks. Anyone with ranks of Knowledge(nature) or Survival can use one of those skills instead of Spot to notice the plant. 

Encounter 4: Bigger Problems
The Giant (polymorphed half-orc barbarian): Male Ogre Brb8; CR 8; Large Giant; HD 8d12+24; hp 85; Init +3; Spd 30 ft.; AC 16 (touch 8, flat-footed 16) [[-1 size, -1 Dex, +5 natural, +3 hide armor]]; Base Atk +8/+2; Grp +13; Atk* +10 melee (2d8+7, greatclub); Full Atk +10/+5 melee (2d8+7, greatclub); Space/Reach 10 ft./10ft.; SA Rage 3/day**; SQ Darkvision 60ft, improved uncanny dodge (can’t be flanked), trap-sense +2, DR 1/-; AL CN; SV Fort +8, Ref +1, Will +3; Str 21, Dex 8, Con 15, Int 8, Wis 12, Cha 10.


Skills and Feats: Climb +2, Intimidate +8, Listen +4, Knowledge(local) +1, Spot +4, Survival +6,  Swim +5; Improved Initiative, Power Attack, Weapon Focus (greatclub);


* Includes –4 penalty to inflict only non-lethal damage


** The Giant does not use his rage in combat unless he is reduced to half his hitpoints

Appendix 4:

APL 8

Encounter 3: Back to Nature

Assassin Vine: CR 7; Large Plant; HD 16d8+64; hp 140; Init +0; Spd 5 ft.; AC 15 (touch 9, flat-footed 15) [[-1 size, +6 natural]]; Base Atk +12; Grp +19*; Atk +14* melee (1d6+10 slam); Full Atk +14* melee (1d6+10 slam); Space/Reach:10 ft./10 ft. (20 ft. with vine); SA constrict 1d6+10, improved grab; SQ Blindsight 30 ft., camouflage, immunity to electricity, low-light vision, plant traits, resistance to cold 10 and fire 10; AL N; SV Fort +14, Ref +5, Will +6; Str 24, Dex 10, Con 18, Int -, Wis 13, Cha 9.



*) includes –4 penalty for dealing non-lethal damage.


Constrict (Ex): The assassin vine deals 1d6+10 points of damage with a successful grapple check.


Entangle  (Su): The assassin vine can animate plants within 30 feet of itself as a free action (Ref DC 13 partial). The effect lasts until the vine dies or decides to end it (also a free action). The save DC is Wisdom based. The ability is otherwise similar to entangle (caster level 4th). This ability is not of use in this scenario as all plants are already animated.


Improved Grab (Ex): To use this ability, the assassin vine must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can constrict.


Blind Sight (Ex): Assasin vines have no visual organs but can ascertain all foes within 30 feet using sound, scent, and vibration.


Camouflage (Ex): Since an assassin vine looks like a normal plant when at rest, it takes a DC 20 Spot check to notice it before it attacks. Anyone with ranks of Knowledge(nature) or Survival can use one of those skills instead of Spot to notice the plant. 
Encounter 4: Bigger Problems
The Giant (polymorphed half-orc barbarian): Male Ogre Brb10; CR 10; Large Giant; HD 10d12+30; hp 105; Init +3; Spd 30 ft.; AC 16 (touch 8, flat-footed 16) [[-1 size, -1 Dex, +5 natural, +3 hide armor]]; Base Atk +10/+4; Grp +15; Atk* +12 melee (2d8+7, greatclub); Full Atk +12/+7 melee (2d8+7, greatclub); Space/Reach 10 ft./10ft.; SA Rage 3/day**; SQ Darkvision 60ft, improved uncanny dodge (can’t be flanked), trap-sense +3, DR 2/-; AL CN; SV Fort +9, Ref +2, Will +4; Str 21, Dex 8, Con 15, Int 8, Wis 12, Cha 10.


Skills and Feats: Climb +2, Intimidate +10, Listen +5, Knowledge(local) +1, Spot +5, Survival +6,  Swim +5; Improved Initiative, Improved Overrun, Power Attack, Weapon Focus (greatclub);


* Includes –4 penalty to inflict only non-lethal damage


** The Giant does not use his rage in combat unless he is reduced to half his hitpoints

Appendix 5:

APL 10

Encounter 3: Back to Nature

Assassin Vine: CR 9; Huge Plant; HD 20d8+136; hp 250; Init -1; Spd 5 ft.; AC 16 (touch 8, flat-footed 16) [[-2 size, +9 natural, -1 Dex]]; Base Atk +15; Grp +26*; Atk +20* melee (1d8+16 slam); Full Atk +20* melee (1d8+16 slam); Space/Reach:10 ft./15 ft. (30 ft. with vine); SA constrict 1d8+16, improved grab; SQ Blindsight 30 ft., camouflage, immunity to electricity, low-light vision, plant traits, resistance to cold 10 and fire 10; AL N; SV Fort +18, Ref +6, Will +7; Str 32, Dex 8, Con 22, Int -, Wis 13, Cha 9.



*) includes –4 penalty for dealing non-lethal damage.


Constrict (Ex): The assassin vine deals 1d8+16 points of damage with a successful grapple check.


Entangle  (Su): The assassin vine can animate plants within 30 feet of itself as a free action (Ref DC 13 partial). The effect lasts until the vine dies or decides to end it (also a free action). The save DC is Wisdom based. The ability is otherwise similar to entangle (caster level 4th). This ability is not of use in this scenario as all plants are already animated.


Improved Grab (Ex): To use this ability, the assassin vine must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can constrict.


Blind Sight (Ex): Assasin vines have no visual organs but can ascertain all foes within 30 feet using sound, scent, and vibration.


Camouflage (Ex): Since an assassin vine looks like a normal plant when at rest, it takes a DC 20 Spot check to notice it before it attacks. Anyone with ranks of Knowledge(nature) or Survival can use one of those skills instead of Spot to notice the plant. 
Encounter 4: Bigger Problems
The Giant (polymorphed half-orc barbarian): Male Ogre Brb12; CR 12; Large Giant; HD 12d12+60; hp 149; Init +3; Spd 30 ft.; AC 20 (touch 8, flat-footed 20) [[-1 size, -1 Dex, +9 natural, +3 hide armor]]; Base Atk +12/+7/+2; Grp +19; Atk* +16 melee (2d8+10, greatclub); Full Atk +16/+11/+6 melee (2d8+10, greatclub); Space/Reach 10 ft./10ft.; SA Greater rage, Rage 4/day**; SQ Darkvision 60ft, improved uncanny dodge (can’t be flanked), trap-sense +4, DR 2/-; AL CN; SV Fort +12, Ref +3, Will +5; Str 25, Dex 8, Con 19, Int 8, Wis 12, Cha 10.


Skills and Feats: Climb +4, Intimidate +12, Listen +6, Knowledge(local) +1, Spot +6, Survival +6,  Swim +7; Improved Bullrush, Improved Initiative, Improved Overrun, Power Attack, Weapon Focus (greatclub);


* Includes –4 penalty to inflict only non-lethal damage


** The Giant does not use his rage in combat unless he is reduced to half his hitpoints

Appendix 6:

APL 12

Encounter 3: Back to Nature

Assassin Vine: CR 11; Huge Plant; HD 28d8+184; hp 338; Init -1; Spd 5 ft.; AC 16 (touch 8, flat-footed 16) [[-2 size, +9 natural, -1 Dex]]; Base Atk +18; Grp +30*; Atk +24* melee (1d8+18 slam); Full Atk +24* melee (1d8+18 slam); Space/Reach:10 ft./15 ft. (30 ft. with vine); SA constrict 1d8+18, improved grab; SQ Blindsight 30 ft., camouflage, entangle, immunity to electricity, low-light vision, plant traits, resistance to cold 10 and fire 10; AL N; SV Fort +22, Ref +9, Will +10; Str 34, Dex 8, Con 22, Int -, Wis 13, Cha 9.



*) includes –4 penalty for dealing non-lethal damage.


Constrict (Ex): The assassin vine deals 1d8+18 points of damage with a successful grapple check.


Entangle  (Su): The assassin vine can animate plants within 30 feet of itself as a free action (Ref DC 13 partial). The effect lasts until the vine dies or decides to end it (also a free action). The save DC is Wisdom based. The ability is otherwise similar to entangle (caster level 4th). This ability is not of use in this scenario as all plants are already animated.


Improved Grab (Ex): To use this ability, the assassin vine must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can constrict.


Blind Sight (Ex): Assasin vines have no visual organs but can ascertain all foes within 30 feet using sound, scent, and vibration.


Camouflage (Ex): Since an assassin vine looks like a normal plant when at rest, it takes a DC 20 Spot check to notice it before it attacks. Anyone with ranks of Knowledge(nature) or Survival can use one of those skills instead of Spot to notice the plant. 
Encounter 4: Bigger Problems
The Giant (polymorphed half-orc barbarian): Male Ogre Brb14; CR 14; Large Giant; HD 14d12+68; hp 171; Init +3; Spd 30 ft.; AC 20 (touch 8, flat-footed 20) [[-1 size, -1 Dex, +9 natural, +3 hide armor]]; Base Atk +14/+9/+4; Grp +22; Atk* +18 melee (2d8+10, greatclub); Full Atk +18/+13/+8 melee (2d8+10, greatclub); Space/Reach 10 ft./10ft.; SA Greater rage, Rage 4/day**; SQ Darkvision 60ft, improved uncanny dodge (can’t be flanked), trap-sense +4, DR 2/-; AL CN; SV Fort +13, Ref +3, Will +5; Str 25, Dex 8, Con 19, Int 8, Wis 12, Cha 10.


Skills and Feats: Climb +5, Intimidate +12, Listen +7, Knowledge(local) +1, Spot +7, Survival +6,  Swim +7; Improved Bullrush, Improved Initiative, Improved Overrun, Power Attack, Weapon Focus (greatclub);


* Includes –4 penalty to inflict only non-lethal damage


** The Giant does not use his rage in combat unless he is reduced to half his hitpoints

Appendix 7: Maps

Map #1: Encounter 2 - Twists and Turns
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Map #2 : Encounter 3 - Back to Nature
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A:
Assassin vine area. 


Note: The vine itself is 10ftx10ft. Its reach is 20 ft., 30 ft. at APL 10+

The hatched squares form the entangle area. 

Map #3 : Encounter 4 – Bigger Problems
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G: The Giant

Imsh: male half-orc Bbn1; CR 1; medium humanoid (orc); HD 1d12+2; hp 14; Init +2; Spd 40 ft.; AC 16, touch 12, flat-footed 14; BAB/Grp: +1/+5; Atk: +5 melee (1d12+6/x3, greataxe); Full Atk: +5 melee (1d12+6/x3, greataxe); SA Rage 1/day; SQ Darkvision 60 ft.; AL N; SV Fort +4, Ref +2, Will +0; Str 18, Dex 14, Con 14, Int 8, Wis 10, Cha 6. 

Skills and Feats: Climb +6, Intimidate +0, Jump +6, Listen +2; Power Attack.


Possessions: Greataxe, chain shirt.


Description: A gray-skinned, muscular half-orc, apparently on leave from Poelitz’s Brute Squad.

Fonkin Nerminen: male gnome Brd1; CR 1; small humanoid (gnome); HD 1d6+1; hp 7; Init 2; Spd 20 ft.; AC 17, touch 13, flat-footed 15; BAB/Grp: +0/-6; Atk: +0 melee (1d3-1/19-20, dagger) or +3 ranged (1d6/19-20, light crossbow); Full Atk: +0 melee (1d3-1/19-20, dagger) or +3 ranged (1d6/19-20, light crossbow); SA Fascinate; SQ Bardic music, bardic knowledge, countersong, inspire courage +1; AL CG; SV Fort +1, Ref +4, Will +1; Str 8, Dex 14, Con 12, Int 14, Wis 8, Cha 16. 

Skills and Feats: Bluff +7, Concentration +5, Diplomacy +7, Hide +6, Gather Information +7, Knowledge (Splintered Suns) +4, Perform (singing) +7, Sense Motive +3; Dodge.

Gnome Traits: Cantrips, low-light vision; +2 bonus on saves vs. illusions; +1 racial bonus on attack rolls vs. kobolds and goblinoids; +4 dodge bonus vs. giants.


Cantrips: 1/day – dancing lights, ghost sound, prestidigitation, speak with animals (burrowing mammals only). DC 13.

Spells Known (2; base DC = 13 + spell level): 0 – daze, detect magic, mage hand, mending.


Possessions: Dagger, light crossbow, 10 bolts, chain shirt.


Description: Short, even for a gnome. Tanned skin, blue eyes, callused hands.

Deral: male human (Oerid) Clr1 of Sotillion; CR 1; medium humanoid (human); HD 1d8+2; hp 10; Init +0; Spd 20 ft.; AC 14, touch 10, flat-footed 14; BAB/Grp: +0/+1; Atk: +1 melee (1d8+1, heavy mace) or +0 ranged (entangled, net); Full Atk: +1 melee (1d8+1, heavy mace) or +0 ranged (entangled, net); SA Turn undead

Appendix 8:

NPC Party Members
5/day; SQ Spontaneous casting (cure spells); AL NG; SV Fort +4, Ref +0, Will +5; Str 12, Dex 10, Con 14, Int 8, Wis 16, Cha 14. 

Skills and Feats: Concentration +6, Heal +7; Exotic Weapon Proficiency (net).


Spells Prepared (3/2; base DC = 13 + spell level): 0 – detect magic, light, resistance; 1st – bless, protection from evilD.

D – Domain spell. Domains: Good (cast good spells at +1 caster level), Healing (cast healing spells at +1 caster level).


Possessions: Heavy mace, net, scale mail, wooden holy symbol of Sotillion.


Description: A cheerful, medium-height man from Falenthorpe.

Curly Greenbond: male half-elf Drd1; CR 1; medium humanoid (elf); HD 1d8+2; hp 10; Init +1; Spd 30 ft.; AC 15, touch 11, flat-footed 14; BAB/Grp: +0/+0; Atk: +1 melee (1d8/18-20, scimitar) or +1 ranged (1d4/x2, sling); Full Atk: +0 melee (1d6/x2, club) or +1 ranged (1d4/x2, sling); SQ Half-elf traits, wolf companion, nature sense, spontaneous casting (summon nature’s ally spells); AL N; SV Fort +4, Ref +1, Will +5; Str 10, Dex 12, Con 14, Int 8, Wis 16, Cha 14. 

Skills and Feats: Diplomacy +4, Gather Information +4, Handle Animal +7, Knowledge (nature) +5, Listen +4, Search +0, Spot +4, Survival +9; Weapon Focus (scimitar).

Half-Elf Traits: Immune to magic sleep spells and effects; +2 racial bonus on Will saves against enchantment spells or effects; low-light vision.

Spells Prepared (3/2; base DC = 13 + spell level: 0 – detect magic, detect poison, light; 1st – endure elements, magic fang.

Possessions: Scimitar, sling, 10 sling stones, leather armor, heavy wooden shield.


Description: Bald and quiet. Clad in leathers.

Tem Axebeard: male dwarf Ftr1; CR 1; medium humanoid (dwarf); HD 1d10+3; hp 13; Init +2; Spd 20 ft.; AC 19, touch 12, flat-footed 17; BAB/Grp: +1/+4; Atk: +6 melee (1d10+4/x3, dwarven waraxe) or +3 ranged (1d10/19-20, heavy crossbow); Full Atk: +6 melee (1d10+4/x3, dwarven waraxe) or +3 ranged (1d10/19-20, heavy crossbow); SQ Dwarf traits; AL LN; SV Fort +5, Ref +2, Will +1; Str 16, Dex 14, Con 16, Int 10, Wis 12, Cha 6. 

Skills and Feats: Climb +5, Jump +5; Power Attack, Weapon Focus (dwarven waraxe).

Dwarven Traits: +1 racial bonus on attack rolls against orcs and goblinoids; +2 racial bonus on Will saves against spells and spell-like abilities; +2 racial bonus on Fortitude saves against poison; +4 dodge bonus against giants; darkvision 60 ft.; stonecunning.


Possessions: Dwarven waraxe, heavy crossbow, 10 bolts, chainmail, heavy steel shield.


Description: Dirty and unwashed. Has a black beard with twigs and yesterday’s lunch on it.

Senneka: female human (Suel) Mnk1; CR 1; medium humanoid (human); HD 1d8+2; hp 10; Init +3; Spd 30 ft.; AC 15, touch 15, flat-footed 12; BAB/Grp: +0/+1; Atk: +1 melee (1d6+1/x2, unarmed strike); Full Atk: +1 melee (1d6+1/x2, unarmed strike) or –1/-1 melee (1d6+1/x2, flurry w/ unarmed strike); SA Flurry of blows; SQ Pureblooded Suel; AL LN; SV Fort +4, Ref +5, Will +4; Str 12, Dex 16, Con 14, Int 10, Wis 14, Cha 8. 

Skills and Feats: Balance +7, Climb +3, Escape Artist +7, Intimidate +0, Jump +3, Knowledge (religion) +2, Swim +3, Tumble +7; Dodge, Improved Unarmed Strike, Stunning Fist, Pureblooded Suel.

Pureblooded Suel: +1 bonus on all saving throws against spells and spell-like effects; +2 bonus on all Charisma-based skills checks against members of the Scarlet Brotherhood.

Description: Tall, wiry and blonde. Wears the garb of a Follower of the Wave, a monastic order of Osprem.

Daarin: male human (Oerid-Suel) Pal1 of Heironeous; CR 1; medium humanoid (human); HD 1d10+2; hp 12; Init +0; Spd 20 ft.; AC 17, touch 10, flat-footed 17; BAB/Grp: +1/+2; Atk: +3 melee (1d8+1/19-20, longsword); Full Atk: +3 melee (1d8+1/19-20, longsword); Space/Reach [if other than 5 ft./5 ft.]; SA smite evil 1/day; SQ aura of good, detect evil; AL LG; SV Fort +4, Ref +0, Will +2; Str 12, Dex 10, Con 14, Int 8, Wis 14, Cha 16. 

Skills and Feats: Diplomacy +6, Knowledge (religion) +3; Power Attack, Weapon Focus (longsword)


Possessions: Longsword, chainmail, heavy steel shield, wooden holy symbol of Heironeous.

Valedor Althus: male high elf Rgr1; CR 1; medium humanoid (elf); HD 1d8+1; hp 9; Init +3; Spd 30 ft.; AC 17, touch 13, flat-footed 14; BAB/Grp: +1/+2; Atk: +2 melee (1d6+1/x3, hand axe)] or +5 ranged (1d8/x3, longbow); Full Atk: +2 melee (1d6+1/x3, hand axe)] or +5 ranged (1d8/x3, longbow); SA favoured enemy (humanoid [orc]) +2; SQ elf traits, wild empathy; AL CG; SV Fort +3, Ref +5, Will +2; Str 12, Dex 16, Con 12, Int 8, Wis 14, Cha 10. 

Skills and Feats: Handle Animal +4, Hide +7, Listen +6, Move Silently +7, Spot +6; Track, Weapon Focus (longbow)

Elf Traits: Immunity to sleep spells and effects, +2 racial bonus to saving throws against enchantment spells and effects, low-light vision.


Possessions: Longbow, 20 arrows, chain shirt.


Physical Description: A short man, even for an elf, with golden yellow hair.

Juniper Redfeather: female halfling Rog1; CR 1; small humanoid (halfling); HD 1d6+2; hp 8; Init +8; Spd 20 ft.; AC 17, touch 15, flat-footed 13; BAB/Grp: +0/-4; Atk: +1 melee (1d4/x2, shortspear) or +3 ranged (1d4/x2, sling); Full Atk: +1 melee (1d4/x2, shortspear) or +3 ranged (1d4/x2, sling); SA Sneak attack +1d6, trapfinding; AL CG; SV Fort +1, Ref +7, Will +2; Str 10, Dex 18, Con 10, Int 14, Wis 12, Cha 8. 

Skills and Feats: Bluff +3 (+7 when taunting), Climb +4, Concentration –4, Hide +12, Jump +4, Listen +5, Move Silently +8, Open Locks +10, Sleight of Hand +10, Spot +7; Improved Initiative.


Possessions: Shortspear, sling, 10 sling stones, leather armor.


Description: Unusually tall for a halfling. An irritatingly cheerful font of bubbling happiness.

Léine Dhearg: male human (Flan) Sor1; CR 1; medium humanoid (human); HD 1d4+2; hp 6; Init +0; Spd 30 ft.; AC 10, touch 10, flat-footed 10; BAB/Grp: +0/-1; Atk: -1 melee (1d8-1/x3 spear) or +0 ranged (1d8-1/x3, spear); Full Atk: -1 melee (1d8-1/x3 spear) or +0 ranged (1d8-1/x3, spear); AL N; SV Fort +2, Ref +0, Will +4; Str 8, Dex 10, Con 14, Int 12, Wis 14, Cha 16. 

Skills and Feats: Bluff +9, Concentration +6, Diplomacy +5, Knowledge (arcana) +5, Spellcraft +5; Persuasive.

Spells Known (5/4; base DC = 13 + spell level): 0 – daze, detect magic, mage hand, mending; 1st – mage armour, magic missile.

Possessions: Spear.


Physical Description: Ruddy-skinned and black-haired, with a blue spiral tattoo over one eye.

Sarafin: male high elf Wiz1; CR 1; medium humanoid (elf); HD 1d4+1; hp 5; Init +1; Spd 30 ft.; AC 11, touch 11, flat-footed 10; BAB/Grp: +0/-1; Atk: -1 melee (1d4-1/19-20, dagger) or +1 ranged (1d6/x3, shortbow); Full Atk: -1 melee (1d4-1/19-20, dagger) or +1 ranged (1d6/x3, shortbow); SQ elf traits; AL NG; SV Fort +1, Ref +1, Will +4; Str 8, Dex 12, Con 12, Int 16, Wis 14, Cha 12. 

Skills and Feats: Concentration +5, Decipher Script +7, Knowledge (arcana) +7, Knowledge (local: Splintered Suns) +7, Spellcraft +7; Dodge.

Spells Prepared (3/2; base DC 13 + spell level): 0 – daze, detect magic, mage hand; 1st – mage armour, magic missile.

Elf Traits: Immunity to sleep spells and effects, +2 racial bonus to saving throws against enchantment spells and effects, low-light vision.

Possessions: Dagger, shortbow, 20 arrows, spellbook.


Physical Description: A thin elf with silver hair, clad in heavy white robes.

 Player’s Handout I:

The First Verse

Offer you a choice of three 
None I guard is where you'd be 
Never trust an armored knight 
Wrong are those who pass me by 
All that's left is always right 
Last you read is first you try

Player’s Handout II:

The Second Verse

Silent I grow long and stark

Under green growth do I lark

No breath I miss, though I can't see

No stirrings, lest I notice thee

Do not steal my air, nor say, or

I shall take yer breath away

Player’s Handout III:

The Third Verse

All you need is pass my stead

Hallowed grounds I cannot tread

Let me rest and no sound make

I do sleep but easy wake

Silence! Suffer not my wrath!

All you find with me is death

Player’s Handout IV:

The Fourth Verse

Now you’re at the final tee 
All you need is find the key 
Each door holds treasure for the tak'n 
Retribution if mistaken 
If you not heed all my rambling 
Every try will be like gambling

Player’s Handout V:

The Eye of the Gods

When you don’t know what to do,

If you are without a clue,

Shatter me, I grant when broken

Dire advise to questions spoken

Once I speak, and once exact. 

Maybe best leave me intact?
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