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The Brewfest Tourney CY593

(Part Two of Two)
A D&D Living Greyhawk Onnwal Mini-Module Adventure

Version 1

By Karl R Goodjohn 

You are invited to Notil, the Seat of Baron Kalderon Faskel, Baron of the high Headlands, to a grand tournament with competitions of foot and archery, as well as the traditional joust.

In addition, this year for the first time there will be a quills competition!

An Onnwal regional mini-module for APL’s 2 - 14

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 four‑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.

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?

Since the hazards of lycanthropy are a current part of the LIVING GREYHAWK campaign, it may be necessary to determine if this adventure takes place during a full moon.  For game purposes, the full moon lasts three days of each month. For a given scenario that does not state the phase of the moon, roll 1d10 before play begins. On a result of 1, the first day of the scenario is a night of the full moon (roll 1d3 to determine where in the sequence of three nights it falls).

TIME UNITS AND UPKEEP

This is a mini-module adventure. All Onnwallian characters pay one Time Unit to participate in the adventure. PCs from other regions pay 2 Time Units.
Adventurer’s Standard Upkeep costs 12 gp. Rich Upkeep costs 50 gp, and Luxury Upkeep costs 100 gp. Costs are per Time Unit.
Adventure Synopsis and Background

The PCs are invited by Baron Faskel to attend his annual Tourney in Notil, and compete for the honor of Onnwal.

[Note: this is DM stuff, not what he tells the players, so third form]
At the end of a long day’s competition, the PCs retire to their quarters to prepare for the evening’s banquet. They are disturbed however by a squire summoning them to the baron. 

The baron informs the PCs that Notil is under attack, and some new flying beasts have surpassed the defenses and head towards the mines. 

The baron asks the PCs to help defend one of the mines.

[the rest of the scenario should also be in here ;)  ]
DM’s Introduction

[No text here?]
Player’s Introduction

 After the awards ceremony, you make your way back to your accommodation to prepare for the evenings banquette. You have not been there long when your quiet contemplation of the day’s events is interrupted.

Note: Any members of the Axebiter clan you will be staying in town!

Reaching the entrance you see Dermot, Baron Faskel’s squire standing before you

“I am most sorry to disturb your preparations, may I come in?”

The players have the choice here; they can say yes and continue with the adventure or say no and walk away.

Once inside the placid façade that Dermot has been wearing drops.

“I have been sent at my lord’s behest to fetch you; he has observed your skills this day and has urgent need of your services. Will you please accompany me to the Baron in haste, but come girded for  war!”

Again the PC’s have the option to say no and if so there will be consequences. (See disfavor of Baron Faskel)

Once the party is ready read or paraphrase the following:

Dermot leads you from your residence through the walled town of Notil to the Baron’s Castle overlooking the fast flowing river Yoreill. Your route through the town appears that Dermot is using the back routes as opposed to the main through fares so as not to draw attention to the heavily armed group. As you approach the castle from the side he takes you to a small pedestrian gate, where the two guards quickly snap to attention and stand aside to allow you entry.

Encounter 1 –Castle muse

Moving swiftly through the keep via what appears to be the servant’s stairs, you arrive at the baron’s private audience chamber.

The Guards outside again allow rapid progress. As you enter the oblong chamber, it strikes you that though finely appointed it is not ostentatious; a desk sits at the far end with a number of chairs drawn up before it. Behind the desk sits the impressive figure of the baron. A broad, well built man, golden hair cropped and beard well groomed, he bears his years as easily as he bears his arms and armor, resplendent in his colours of azure and gule.

“Thank you Dermot” he says in a deep and booming voice “you may go and prepare your command now.”

He regales you with a steely gaze “please do take a seat, we have not long and you will need all the strength you can muster.”

Once all the PC’s are seated he continues.

“The brotherhood strike again, and my forces and those of the 1st Braetad have engaged numerous units of hochebi, to an extent that this can be no simple wandering war bands. Worse, reports speak of strange flying creatures that appear to ignore our troops and move towards our mines. It is with this that I need help. Today you have proved yourselves, in the tournaments, in mock battles, but now, Onnwal needs for you to put your lives on the line for real. My two major concerns are Pirran’s Delve and Veryan’s Vale, and I would ask your help in protecting these. Will you?” 

If the PCs accept, continue; if they refuse, the baron will be most displeased (See disfavor of Baron Faskel) and the adventure is over.

Note that for PCs with militairy relations accepting this mission is compulsory and counts as time spent in militairy service.
At this point, the scenario will be split for most tables as the Axebiters will be dealt with separately. Read the following:

“A signal went up from Veryan’s Vale a little while ago to show they were under attack. At the moment, I can spare none of my forces or those from the 1st Braetad to relieve them. I would ask you to go there and bolster their defenses. The Axebiters hold camp at Pirran’s Delve; they too may be a target but they are doughty Dwur warriors and I know they will hold! Will you step out for Onnwal this day?”

For the Axebiters read the following

“Pirran’s Delve and your camp is under attack rid the vale of this threat and you will have my gratitude. I assume you will aid the fight this day?”

The PCs can of course say yes or no. Any talk of payment is met with a steely gaze and “I thought you were better than that!”

If the players do not agree then they are free to leave,  but they will get the Disfavor of Baron Faskel. This concludes the adventure.
If the players agree read or paraphrase the following:

The baron looks satisfied as he says “You have my thanks for this.” He then moves over to a map of the vale that is hung on the wall. “Leave the town via the east gate, then follow the path; it should take you no more than an hour and a half to get there, if you hurry you will reach it before darkness falls. Good luck and good speed.”

One of the guards steps in at this point to say there are more visitors for the baron, and as you file out you see a group of your fellow competitors from the tourney led in to see the baron.

As you leave the castle, the sun is starting to drop, and you can see fires burning throughout the vale. Will today be a decisive victory for the army of the rebellion? Who knows? You have not the time to pause as you make your way towards the east gate.

Encounter 2 – Forced March

The path ahead twists and turns through the limestone hills, and you grimace from the exertion on top of the day’s activities. You pass herds of goats and sheep on the slopes as you make your way towards the mine, their herdsmen desperately driving them towards the safety of Notil.

The shepherds are in a hurry to get there herds into the safety of the town, and try to hurry past with no more than a frightened glance for the party. If the party stops and questions them, they tell of strange, giant bees that flew over them towards the mine. Terrified, they fled with their flocks and so can tell little more.

Once the party is done with the sheperds (or if they ignore them), continue:
After an hour of travel,  the sun is starting to set, and you can see acrid black smoke reaching into the sky ahead of you. Then, as you crest the rise you see a scene of destruction in front of you…
The camp at the entrance of the mines lies in ruins, burning tents and supplies littering the area around the watch fires, and the bodies of many dead dwur, noniz and humans lie scattered across the ground, as well as two bodies of creatures the like of which you have yet to see. 

The camp is completely wrecked, and there are at least 40 dead people lying around.
Allow the PC’s to freely examine the camp. If the look at the creatures read or paraphrase the following:

The creatures look like a cross between an elf and a bee. They look as though they stand at least 10ft tall and are very muscular. The creature’s hands and 4 feet have four digits each. Its body is covered with bristling fur, coloured in alternating bands of black and yellow. The creature’s head and facial features are those of an elf, except that it has black faceted eyes and long antenna. Like a bee it has translucent wings. What form of monstrosity is this that the brotherhood has created?

The dead creatures are riddled (at least 15 each!) with heavy crossbow bolts and by each dead creature a huge Ranseur and a huge masterwork mighty composite longbow lay, the arrows as big as ballista bolts.

At APL2 only, a Search Check DC15 reveals that each of the strange beings has an Arcane Scroll of Magic Weapon stashed hidden in their quiver.

A Spot Check DC15 reveals that most of the dead dwur and noniz used heavy crossbows, while the dead humans appear to have been asleep at their posts.

A Listen Check DC20 reveals a droning noise coming from inside the mine entrance.
Treasure: 2 huge ranseur, 2 huge masterwork mighty composite longbows, 40 huge arrows (2d6).
At APL2 only: 2 Arcane Scrolls of Magic Weapon.
Let the PCs wander the camp for a while. They can pick up any basic adventuring gear they might need from the camp, including the following weapons: heavy crossbows and plenty of bolts, as well as war hammers, dwarven waraxes and gnomish hooked hammers.

Encounter 3: The Mine.

Once the PCs have had chance to investigate the camp for some 5-10 minutes or so (real time) read or paraphrase the following:

Suddenly, a loud crack breaks the air! As you look around, the source seems to be the mine entrance.

As the PC’s approach the mine the droning gets louder, and can be heard with a Listen Check DC15.

A corridor some 20ft high and 10ft wide, shored up with sturdy wooden props, leads into the mine. Some 50ft ahead the dim light of torches illuminates a more open area.

Let the PC’s proceed. Have them make spot checks DC10 to notice 6 dead dwur bodies in the cavern ahead.

As you enter the cavern you see the bodies of six more dwur, heavy crossbows clutched in their hands, behind a temporary defence of an overturned cart. The ponies that pulled it lie dead with no obvious wounds, but blood poured from their every orifice. To one side lies another of the creatures, its dead bodies pin cushioned with bolts. To the rear of the chamber is some kind of winch mechanism, with two large holes cut into the floor. In one of these sits a metal cradle made of steel, some 10ft high by 10 ft wide, with walls of solid steel. The twin 5ft high doors at the front stand open and a further set of doors stand closed at the rear. A chain is attached to the top of the cradle, passing over a large wheel, then down into the other hole. In front of the wheel appears to be some form of break mechanism and the dead body of a noniz, a huge arrow protruding from its chest.

There appears to be no other entrances or exits to the room.

The cradle is a lift, and the PCs will need to use it to reach the lower level. One PC will need to operate the break. Enterprising PC’s may choose to go down the other shaft; it’s 200ft down and the cavern at the bottom is 20ft high. Fly, Feather Fall and climbing skills (DC15) may all be used. If the party uses ropes to climb down (there are 7 50’ ropes in the camp), the DC is 10; if they spend time to tie climbing knots in the rope the DC drops to 5 but they will fail the mission as the mine will be collapsed before they can get down to stop it ! In this case, the mine will collapse about the time they reach the bottom, and they have to scramble back up or be buried under several tons of rock.
Once the party is safely down, read or paraphrase:
At the bottom the shaft is a huge cavern, which can be accessed from the rear doors of the cradle. Mine shafts head off to the left and right, each with a shimmering, translucent field across it. 

In the flickering light of these fields you can see at least one of the strange bee-elves, battering the walls around the shimmering field, looking as if to destroy the shafts.

The wildly dancing shadows make it difficult to determine if there are more of the strange beings.

Allow the PCs to make a Spot Check DC10 to notice the following:

The distinct figure of a female of the species dressed in fine clothing can be seen on the far side of one of the shimmering fields!

Then continue:

Abruptly, as if warned by a sixth sense, the creature (s) on this side of the field turn(s)and glares at you with its faceted eyes and hisses.

Roll for Initiative as the Abeil attack…
APL2: 1 Abeil Soldier HP: 45 (MM2 p22/23)

Important: At this APL, the Abeil is slightly wounded and can not use either its droning ability or its Storm Wing effect.

APL4: 2 Abeil Soldiers HP: 45, 45 (MM2 p22/23)

Important: At this APL, the Abeil is slightly wounded and can not use its Storm Wing effect.

APL6 : 4 Abeil Soldiers HP: 45, 45, 45, 45 (MM2 p22/23)

APL8: 8 Abeil Soldiers HP: 45, 45, 45, 45, 45, 45, 45, 45 (MM2 p22/23)

APL10: 8 Elite Abeil Soldiers HP: 63, 63, 63, 63, 63, 63, 63, 63 see appendix

APL12: 8 Super Elite Abeil Soldiers HP: 81, 81, 81, 81, 81, 81, 81, 81 see appendix

As the last creature falls the figure behind the shimmering field disappears and a voice rings out “Well done rebel scum! We will see if you are as lucky next time…” With that the shimmering fields drop and all is calm.

Encounter 4: Collapse

If the party checks the mines, it appears that much damage has been done to the shaft supports, but for now, things seem stable.

About an hour after the battle, elements of the 5th Altad, 1st Braetad arrive to relieve you. The Sertearn in charge request that you make a full report to the baron immediately.

When they leave the mines, the heroes have no problems reaching Notil and the baron’s castle. 

Read or paraphrase:
It is around 4 AM as you, finally having reached the castle again, are swiftly shown in to see the baron. He looks tired; maps are strewn across his desk and obviously he has had as little or even less sleep than you did. As you enter he stands and walks round his desk to meet you he offers his hand.

“I have already heard a summary of you actions; accept my thanks; you have done a great service for Onnwal. Please, have a seat and give me a more detailed rapport. What can you tell me of these creatures and what was their purpose?”
If the PC’s give a good account of what happened, specifically mentioning the female figure, the shimmering fields and the voice, or have thought to lug back a specimen, and/or  hand over examples of the huge weapons, read the following.

The baron listens intently as you regale him with your story. At your conclusion, he looks concerned, “Again, my thanks; I am in your debt. Please, accept this as a token of my thanks.” He hands each of you a small brooch, a three-dimensional representation of the Coat of Arms of the House of Faskel: a quartered shield with a tower in the upper left quarter. The top right and bottom left quarters are slightly raised, as is the tower. At first you think it is silver, but then the baron confirms a sudden suspicion: “The metal for these comes from the very mines you saved.”
This ends the scenario. The PCs get the favor of Baron Faskel and free upkeep in any Onnwal or metaregional module that specifically starts in the Eastern Marchlands.

If the PC’s do not give a good account, then the only treasure they get is what they requisitioned from the mining camp.

Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished and assign the experience award accordingly. Then assign the discretionary role-playing experience award. The role-playing award should be given for consistent character portrayal and contribution to the fun of the game. You can award different role-playing amounts to different characters. Award the total value (objectives + roleplaying) to each character

Encounter 3

Defeat the Abeil

APL2:                                      XP

APL4:                                     XP

APL6:                                      XP

APL8:                                     XP

APL10:



 
  XP


APL12                                   XP

Discretionary Role-playing Award

APL2:                                          0 XP

APL4:                                        30 XP

APL6:                                        45 XP

APL8:                                        50 XP

APL10:

APL12:

Total possible experience


APL2:                       60 XP or 150 XP

APL4:                     150 XP or 270 XP

APL6:                     195 XP or 320 XP

APL8:                     260 XP or 383 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. 

TREASURE KEY:

L = Looted gear from enemy; C =- Coins, Gems, Jewellery and other valuables; M = Magic Items. 

Encounter Two

Note that the 2 scrolls of Magic Weapon at APL2 are supposed to be used in the encounter with the Abeil (to prevent a TPK); they are not part of the treasure, do not count towards the cap, and can not be kept. 

Encounter Three

Encounter Four

The platinum brooch the PCs get as a reward is jewelry, and fills out the total treasure up to the cap.

Total Possible Treasure:

Appendix 1 map of Mines

Appendix 2 Monsters

Elite Abeil, same as std but with 2 lvls of ftr and the following feats weapon focus ranseur, and point blank shot

Super Elite Abeil same as std but with 4 levels of ftr and the following feats weapon focus ranseur, point blank shot, rapid shot and weapon specialisation ranseur
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