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Blood Beneath the Sun

A D&D Living Greyhawk Mini-Module Adventure

Version 1

By The Onnwal Design Team

The fields of Longbridge burn, its people the victims of raiders from the Lordship of the Isles. Can Onnwalon patriots drive them back into the sea from whence they came?

A Unique Onnwal regional mini-module for APL 2-8 specially for Summer Weekend In Onnwal.

A 3 round series of Onnwal regional mini-modules.

DUNGEONS AND DRAGONS, D&D, GREYHAWK and RPGA are registered trademarks of Wizards of the Coast, Inc. LIVING GREYHAWK is a trademark of Wizards of the Coast, Inc. Scenario detail copyright 2002 Paul Looby and Stuart Kerrigan. ALL RIGHTS RESERVED. This scenario is intended for tournament use only and may not be reproduced without approval of the RPGA Network.. In other words – ask before you use this!!!

This is an RPGA( Network scenario for the Dungeons & Dragons( game.  A two‑hour time block has been allocated for each round of this scenario, but actual playing time will be closer to three hours. 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.

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 packing, 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, 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 three players (not counting the DM), for a 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 name tag 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 rule books 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 bold italics. It is strongly recommended that you paraphrase the player text, instead of reading it aloud, as some of the 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 the DM score the game.  The RPGA has three ways to score its games. Consult your convention coordinator to determine which method to use for this scenario.

1. No vote scoring:  The players write their names and RPGA numbers on the scoring packet grid. You fill in the top of the grid. That is all. No one is rated. This method is used for people who are just playing for fun.

2. Partial scoring: The players rate the game master and the scenario on their player voting sheets, and provide personal information, but don’t vote for other players.  The game master rates the scenario and completes personal and event information, but does not rate the players as a team or vote for players.  This method is used when there is no competition, but the event coordinator wants information on how the game masters are performing, or the game master wants feedback on his or her own performance.

3. Voting: Players and game masters complete the entire packet, including voting for best player.  If this method is used, be sure to allow about 15-20 minutes for the players to briefly describe their characters to the other players, and about 5-10 minutes for voting. This method is used when the players want to know who played the “best” amongst the group, or when the adventure is run in tournament format with winners and prizes.

When using voting, rank the players in order of your voting choice while they are completing their forms so that you are not influenced by their comments on your abilities.  It is a good idea to have the players vote while you are determining treasure and experience awards for the scenario.

After voting, give the Scoring Packet to your event coordinator.

 This is a LIVING GREYHAWK Adventure. As a Living( adventure, it is expected that players will 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, a character sheet, and a LIVING GREYHAWK log sheet from the convention coordinator or the RPGA Web site, and then have any players without a character create one.  Once all players have a LIVING GREYHAWK character, play can begin.

Along with the other materials that you are assumed to have in order to run a D&D game, it is also recommended that you have a copy of the LIVING GREYHAWK Gazetteer.

A Note about Timings

As this mini-module is one in a series of three mini-modules 

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 following 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.

CR
1
2
3
4


1/4 & 1/6
0
0
0
1


1/3 & 1/2
0
0
1
1


1
1
1
2
3


2
2
3
4
5


3
3
4
5
6


4
4
5
6
7

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

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

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. Three or four, or sometimes even five 1st-level characters may find difficulty with the challenges in a LIVING GREYHAWK adventure. If your group is APL 1 there are three things that you can do to help even the score.

1. Attempt to create a table of six 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 Handle Animal or Charisma check (DC 10). 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.

IS IT A FULL MOON?

The events that transpire during Blood Beneath the Sun do not occur during the period of a full moon and thus player characters infected with lycanthrope will not undergo involuntary shape changes due to the influence of Luna or Celene.

TIME UNITS AND UPKEEP

This is a mini-module adventure. All characters pay one Time unit to participate in the adventure. Adventurer’s Standard Upkeep costs 12 gp. Rich Upkeep costs 50 gp, and Luxury Upkeep costs 100 gp. 

Campaign Consequences

This series of mini-modules has campaign consequences. That is the outcome of these mini-modules will directly affect future events in the course of the campaign. It. is vital therefore, that at the end of each round you tally and report the table score back to the LIVING GREYHAWK desk. In this way the player characters at the table will directly affect the future course of the campaign.

At the end of each round answer all the questions in the campaign consequences section and return the sheet to the LIVING GREYHAWK desk.

What Happens in this Mini-module?

This mini-module gives the players to take part in a skirmish against raiders around the southern port town of Longbridge. The port is under attack from a small squadron of ships from the Lordship of the Isles - former allies of Onnwal now in thrall to the Scarlet Brotherhood. While two Lordship galleys test the towns defences, landing parties have been put ashore up the coast. The PCs will be dispatched in small units to seek out and destroy these raiders.

Player’s Introduction

When the players have made any additional preparations they deem necessary and are ready to start read the following:


A sizeable group of soldiers and free-swords are gathered in the wide cobbled square inside the Gatehouse. The hubbub of many voices fills the air and echoes from the whitewashed townhouses. A sudden hush falls over the crowd as a woman clad in the colours of Longbridge and a mail shirt, a broad bladed battleaxe strapped to her back, climbs a stair leading to one of the towers of the gatehouse. After calling for them to rally, Arness calls you over. One more fellow has not departed – a man dressed in plate and wearing the white tabard of a Knight Militant of Pholtus. 


“Worthy patriots,” says Arness. “This man is Dasmius of Wintershiven, who I am sure you know by now. He seeks the summoner that lurks outside our wall calling upon the beasts of hell upon our men and enemies alike!”


Dasmius intones, “It is vital that we capture this witch, that we find the rest of her coven and then purify her by flame. I shall accompany you in this endeavor.”


The gates are thrown open and the War Companies march beneath the shadow of the gate arch and out into the bright afternoon sun. At the back you walk with the proud Knight Militant.

The bounty the PCs each receive for each head they return is 10 x the APL of the party.

Encounter Two

Joramites


The PCs encounter a group of 6 men dressed in orange tabards with the symbol of a volcano upon it – these are warriors in the service of Joramy. They bear with them the scalps of several raiders that they have killed. All the men are injured, with claw and bite marks.


Their leader, Geretharn, is a large, bear-like man almost 7 foot tall. He carries a great-sword and on his belt hang the scalps of at least ten raiders.


Unless the PCs appear hostile, they give the following information:-

· The Joramites and the Knight Militant will exchange harsh words. Unsurprisingly Dasmius has little love for the chaotic and firey Joramites.

· Followers of Johydee are being blamed for numerous arson attacks within the city.

· The bandits they killed had a piece of paper on them in code - Geretharn hands it to the PCs as he and his men cannot decode it.

· They saw a group of fiends massing to the south – in greater numbers than reported before! Using caution, rather than their characteristic fury, the Joramites have decided to go back to Longbridge to report this.


This should be enough to spur Dasmius into action – he demands that the PCs go with him to the south to put paid to this fiend for good.


Dasmius of Pholtus, male human Ftr6/Clr2: CR 8; Medium Size Humanoid; HD (6d10)+(2d8)+3; hp 45; Init +4 (+0 Dex, +4 Misc); Spd 20; AC 18 (flatfooted 18, touch 10); Atks: melee +11/+6 (2d6+5 19-20/x2, greatsword); SA: Spontaneous casting, Turn Undead 6/day; AL LN; SV: Fort +8, Ref +2, Will +8; Str 16, Dex 10, Con 10, Int 12, Wis 16, Cha 16


Skills:  Climb +8, Concentration +3, Diplomacy +4, Handle Animal +10, Heal +5, Jump +-2, Knowledge (Religion) +4, Listen +5, Ride +13, Spot +5, Swim +-8; 


Feats: Alertness, Cleave, Great Cleave, Improved Initiative, Power Attack, Weapon Focus (Greatsword), Weapon Specialization (Sword (Great)).

     Equipment:   Full Plate,  Padded Armour, Greatsword.


Deity: Pholtus Domains:  Law(You cast law spells at +1 caster level.) Sun(Once per day you can perform a greater turning against undead in place of a regular turning (or rebuking). Undead creatures that are affected are destroyed.) 
     Spells: Cleric: (4 /3+1 ) 0- Create Water, Dancing Lights, Daze, Flare 1- Detect Chaos*, Detect Evil, Magic Weapon, True Strike.

Character: Dasmius is a typical Palish Pholtine. He has been brought up in the Church and believes unswervingly in its dogmas. He passionately believes it is his mission to save the souls of heretics and to defend the faithful and the creed of the Blinding Light. Though he is literate and by no means unintelligent - his upbringing has left him ignorant of other faiths and cultures and he is dismissive of anything new -as it is clearly foreign to the One True Path.  He is proud and valiant to the point of foolhardiness and has no love of mages, sorcerors or priests of faiths other than Pholtus. 

Appearance: Dasmius is a handsome and charismatic young man in his mid-twenties. He has an olive complexion and black curly hair. On board ship he ands his men will dispense with their plate mail and instead wear their underjerkins and white tabards bearing the  symbols of Pholtus and the  Theocracy of the Pale. 

Encounter Two

Combat


A few hours south, Dasmius will utter that he can almost smell the evil fiends.


A Spot Roll (DC 15) picks up in a depression within the sand the remains of almost a score of Lonbridge soldiers, raiders (some human and some hochebi) who have been claimed by the fiends.


Also hidden in the sand, enjoying the slaughter and requiring a Spot roll (DC 17) is a sorceress, the summoner of these fell-beasts.


You should consult the Monstrous Manual for suitable descriptions of the devils. If the PCs start to run, realizing the fiends catch their scent, and the sorceress attempts to stop their escape.

Tactics:


The sorcreress tries to remain hidden, casting spells to aid her minions if necessary. She uses her wands of summoning to replace any fallen devils until noticed. If the opportunity presents itself Dasmius shall attempt to Detect Evil for her presence if the PCs can provide cover. He calls for them to subdue her.


Note that her ring of teleportation has expended all its charges for today.

APL 2 – EL 4

Unknown Sorceress, female human Sor4: CR 4; Medium Size Humanoid; HD (4d4)+3; hp 16; Init +6 (+2 Dex, +4 Misc); Spd 30; AC 12 (flatfooted 10, touch 12); Atks: +1 melee (1d6-1 20, quarterstaff); SA: Summon Familiar; AL: LE; SV: Fort +1, Ref +3, Will +4; Str 9, Dex 15, Con 11, Int 14, Wis 11, Cha 16

Skills:  Concentration +7, Knowledge (Arcana) +9, Scry +9, Spellcraft +9; 

Feats: Improved Initiative, Spell Focus (Enchantment), Toughness.

Equipment: Quarterstaff, Shawl, Wand of Summon Monster II (Lemure), 50 charges, Ring of Teleportation.

Spells: Sorcerer: (6/7/4 per day, base DC = 13 + spell level, or * indicates DC = 15 + spell level) 0- Dancing Lights, Detect Magic, Ghost Sound, Light, Ray of Frost, Read Magic; 1: Charm Person*, Magic Missile, Sleep*; 2: Melf’s Acid Arrow

Devil, Lemure (12): hp 5, as per Monstrous Manual Page 48.

Dasmius of Pholtus, male human Ftr6/Clr2: 

See Top Left.


APL 4 – EL 6

Unknown Sorceress, female human Sor6: CR 6; Medium Size Humanoid; HD (6d4)+3; hp 20; Init +6 (+2 Dex, +4 Misc); Spd 30; AC 12 (flatfooted 10, touch 12); Atks: +2 melee (1d6-1 20, quarterstaff); SA: Summon Familiar; AL: NE; Sv: Fort +2, Ref +4, Will +5; Str 9, Dex 15, Con 11, Int 14, Wis 11, Cha 16

Skills:  Alchemy +5, Concentration +9, Knowledge (Arcana) +11, Scry +11, Spellcraft +11; 

Feats: Combat Casting, Improved Initiative, Spell Focus (Enchantment), Toughness. 
Equipment: Quarterstaff, Shawl,  Wand of Summon Monster II (Lemure), 50 charges, Wand of Summon Monster III (Fiendish Gorilla), 1 charge, Ring of Teleportation.

Spells: Sorcerer: (6/7/6/4, base DC = 13 + spell level, or * indicates DC = 15 + spell level) 0- Dancing Lights, Daze*, Detect Magic, Ghost Sound, Light, Ray of Frost, Read Magic; 1: Charm Person*, Mage Armour, Magic Missile, Sleep*; 2: Blindness/Deafness, Melf’s Acid Arrow. 3: Fireball
Devil, Imp (2): hp 13, as per Monstrous Manual Page 48.

Devil, Lemure (12): hp 9, as per Monstrous Manual Page 48.

Dasmius of Pholtus, male human Ftr6/Clr2: CR 8; Medium Size Humanoid; HD (6d10)+(2d8)+3; hp 45; Init +4 (+0 Dex, +4 Misc); Spd 20; AC 18 (flatfooted 18, touch 10); Atks: melee +11/+6 (2d6+5 19-20/x2, greatsword); SA: Spontaneous casting, Turn Undead 6/day; AL LN; SV: Fort +8, Ref +2, Will +8; Str 16, Dex 10, Con 10, Int 12, Wis 16, Cha 16


Skills:  Climb +8, Concentration +3, Diplomacy +4, Handle Animal +10, Heal +5, Jump +-2, Knowledge (Religion) +4, Listen +5, Ride +13, Spot +5, Swim +-8; 


Feats: Alertness, Cleave, Great Cleave, Improved Initiative, Power Attack, Weapon Focus (Greatsword), Weapon Specialization (Sword (Great)).

     Equipment:   Full Plate,  Padded Armour, Greatsword.


Deity: Pholtus Domains:  Law(You cast law spells at +1 caster level.) Sun(Once per day you can perform a greater turning against undead in place of a regular turning (or rebuking). Undead creatures that are affected are destroyed.) 
     Spells: Cleric: (4 /3+1 ) 0- Create Water, Dancing Lights, Daze, Flare 1- Detect Chaos*, Detect Evil, Magic Weapon, True Strike.


APL 6 – EL 8

Unknown Sorceress, male human Sor8: CR 8; Medium Size Humanoid; HD (8d4)+3; hp 22; Init +7 (+3 Dex, +4 Misc); Spd 30; AC 13 (flatfooted 10, touch 13); Atks: +3 melee (1d6-1 20, quarterstaff); SA: Summon Familiar; AL: NE; Sv: Fort +2, Ref +5, Will +6; Str 9, Dex 16, Con 11, Int 14, Wis 11, Cha 16

Skills:  Alchemy +6, Concentration +11, Knowledge (Arcana) +13, Scry +13, Spellcraft +13; 

Feats: Combat Casting, Improved Initiative, Spell Focus (Enchantment),Toughness.

Equipment: Quarterstaff, Shawl,  Wand of Summon Monster II (Lemure), 50 charges, Wand of Summon Monster IV (Imp, Devil), 1 charge, Ring of Teleportation.


Spells: Sorcerer: (6/7/7/5/3 per day, base DC = 13 + spell level, or * indicates DC = 15 + spell level) 0- Dancing Lights, Daze*, Detect Magic, Flare, Light, Mage Hand, Ray of Frost, Read Magic; 1: Charm Person*, Mage Armour, Magic Missile, Sleep*, Truestrike; 2: Blindness/Deafness, Bull’s Strength, Melf’s Acid Arrow. 3: Fireball, Hold Person* 4: Charm Monster*.
Devil, Imp (2): hp 13, as per Monstrous Manual Page 48.

Devil, Lemure (12): hp 9, as per Monstrous Manual Page 48.

Devil, Osyluth (2): hp 32, as per Monstrous Manual Page 48.

Dasmius of Pholtus, male human Ftr6/Clr2: 

See APL4 Stats on left.


APL 8 – EL 10

Unknown Sorceress, female human Sor10: CR 10; Medium Size Humanoid; HD (10d4)+3; hp 29; Init +7 (+3 Dex, +4 Misc); Spd 30; AC 13 (flatfooted 10, touch 13); +4 melee (1d6-1 20, quarterstaff); SA: Summon Familiar; AL: NE; Sv: Fort +3, Ref +6, Will +7; Str 9, Dex 16, Con 11, Int 14, Wis 11, Cha 16.

Skills:  Alchemy +11, Concentration +13, Knowledge (Arcana) +13, Scry +15, Spellcraft +15; 

 
Feats: Combat Casting, Empower Spell, Improved Initiative, Spell Focus (Enchantment), Toughness. 
 
Possessions: Quarterstaff, Shawl, Wand of Summon Monster II (Lemure), 50 charges, Wand of Summon Monster IV (Imp, Devil), 1 charge, Ring of Teleportation.


Spells: Sorcerer: (6/7/7/7/5/3, base DC = 13 + spell level, or * indicates DC = 15 + spell level) 0- Dancing Lights, Daze*, Detect Magic, Ghost Sound, Light, Mage Hand, Open/Close, Ray of Frost, Read Magic; 1: Charm Person*, Mage Armour, Magic Missile, Sleep*, Summon Monster I, Truestrike; 2: Blindness/Deafness, Bull’s Strength, Melf’s Acid Arrow. 3: Fireball, Hold Person*, Suggstion*; 4: Charm Monster*, Stoneskin; 5: Feeblemind*.
Devil, Imp (2): hp 13, as per Monstrous Manual Page 48.

Devil, Kyton (12): hp 44, as per Monstrous Manual Page 48.

Devil, Lemure (2): hp 9, as per Monstrous Manual Page 48.

Devil, Osyluth (2): hp 32, as per Monstrous Manual Page 48.


Dasmius of Pholtus, male human Ftr6/Clr2: CR 8; Medium Size Humanoid; HD (6d10)+(2d8)+3; hp 45; Init +4 (+0 Dex, +4 Misc); Spd 20; AC 18 (flatfooted 18, touch 10); Atks: melee +11/+6 (2d6+5 19-20/x2, greatsword); SA: Spontaneous casting, Turn Undead 6/day; AL LN; SV: Fort +8, Ref +2, Will +8; Str 16, Dex 10, Con 10, Int 12, Wis 16, Cha 16


Skills:  Climb +8, Concentration +3, Diplomacy +4, Handle Animal +10, Heal +5, Jump +-2, Knowledge (Religion) +4, Listen +5, Ride +13, Spot +5, Swim +-8; 


Feats: Alertness, Cleave, Great Cleave, Improved Initiative, Power Attack, Weapon Focus (Greatsword), Weapon Specialization (Sword (Great)).

     Equipment:   Full Plate,  Padded Armour, Greatsword.


Deity: Pholtus Domains:  Law(You cast law spells at +1 caster level.) Sun(Once per day you can perform a greater turning against undead in place of a regular turning (or rebuking). Undead creatures that are affected are destroyed.) 
     Spells: Cleric: (4 /3+1 ) 0- Create Water, Dancing Lights, Daze, Flare 1- Detect Chaos*, Detect Evil, Magic Weapon, True Strike.

Treasure:


If the PCs so much as bring back a single devil head (excepting those of a Lemure, for which standard bounty is paid) they receive the maximum bounty.

Encounter Three

The Prisoner


If the PCs took the sorceress prisoner then a successful Knowledge (Nobility) roll DC 15 will cause them to recognize her as one Caiwyn Bresovo, a local agitator in the service of the Church of Joramy, as well as a former employee of the Galathrena family who left their service in disgust when they would not tolerate her agitating ways.


Caiwyn does not speak, preferring to remain silent. She should be played during the interactive phase after this round. Notify an Onnwal Design Team member.


Conclusion


Returning to Longbridge, the PCs can claim the bounty for the devils at the gatehouse of the Trade Gate, where Arness sits with a small wooden chest of gold. Her guards take the heads and sticking them on pikes, mount them over the gates. 


Arness insists the PCs report to Duke Gellen at once.

Experience Point Summary

If the characters successfully find and eliminate the devils award them the relevant XP sum below. Award half the XP total below if the players fail to eliminate all the devils or withdraw.

APL2:




120 XP

APL4:




240 XP

APL6:




360 XP

APL8:




480 XP

Discretionary Role-playing Award

APL2:




30 XP

APL4:




60 XP

APL6:




90 XP

APL8:




120 XP

Total possible experience


APL2:




150 XP

APL4:




300 XP

APL6:




450 XP

APL8:




600 XP

Treasure Summary

During an adventure, characters encounter treasure, usually finding it in the possession of their foes. Every encounter that features treasure has a “treasure” section within the encounter description, giving information about the loot, coins and magic items that make up the encounter’s treasure.

The loot total is the number of gold pieces each character gains if the foes are plundered of all their earthly possessions. Looting the bodies takes at least 10 minutes per every 5 bodies, and if the characters cannot take the time to loot the bodies, they do not gain this gold. If you feel it is reasonable that the characters can go back to loot the bodies, and those bodies are there (that is not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve the loot. If characters do not loot the body, the gold piece value for the loot is subtracted from the encounter totals given below. 

The coin total is the number of gold pieces each character gains if they take the coin available. A normal adventuring party can usually gather this wealth in a round or so. If for some reason they pass up this treasure, the coin total is subtracted from the encounter totals given below. 

Next, the magic items are listed. Magic item treasure is the hardest to adjudicate, because they are varied and because characters may want to use them during the adventure. Many times characters must cast identify, analyse dweomer, or similar spell to determine what the item does and how to activate it. Other times they may attempt to use the item blindly. If the magic item is consumable (a potion, scroll, magic bolts etc) and the item is used before the end of the adventure. Its total is subtracted from the adventure totals below. 

Once you have subtracted the value for unclaimed treasures from each encounter, add it up and that it’s the number of gold pieces a character’s total and coin values increase by at the end of the adventure. Write the total in the GP Gained field of the Adventure Certificate. 

Maximum Treasure Totals

The maximum amount of treasure that a player character is able to take from this module is linked to the APL at which the module is played. These totals are:

APL 2:





100gp

APL 4:





200gp

APL 6:





300gp

APL 8:





600gp

Handout – The Symbol

The following symbol is sewn onto the cloth of the shawl in thick red dyed hemp.

It is not one that the PCs should recognize outright.
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