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In Pitchfield, the capital of Sunndi, there's a shady tavern called the Pit. Usually its infamous owner Makarios organizes pit fights there, but he has planned something different for tonight... 

A one-round Sunndi Reginonal Interactive for characters level 1-16 (APLs 2-14).

Resources for this adventure [and the authors of those works] include title [author], title [author], title [author], and title [author]. List in alphabetical order. Include all rules- and setting-based sources.

RPGA® Sanctioned Play

Most likely you ordered this adventure as part of an RPGA even from the RPGA website, or you received it from your senior gamemaster. To play this adventure as part of the Living Greyhawk campaign—a worldwide, ongoing D&D® campaign set in the Greyhawk setting—you must sanction it as part of an RPGA event. This event could be as elaborate as a big convention, or as simple as a group of friends meeting at the DM’s house. 


To sanction an RPGA event, you must be at least a Herald-Level™ gamemaster. The person who sanctions the event is called the senior gamemaster, and is in charge of making sure the event is sanctioned before play, runs smoothly on the date sanctioned, and then reported back to the RPGA in a timely manner. The person who runs the game is called the table Dungeon Master (or usually just DM). Sometimes (and almost all the time in the cases of home events) the senior gamemaster is also the table DM. You don’t have to be a Herald-Level GM to run this adventure if you are not the senior GM. 


By sanctioning and reporting this adventure you accomplish a couple of things. First, it is an official game, and you can use the AR to advance your Living Greyhawk character. Second, players and DMs gain rewards for sanctioned RPGA play if they are members of the Dungeons & Dragons Rewards program. Playing this adventure is worth two (2) points. 


This adventure retires from RPGA-sanctioned play on December 31, 2008. 


To learn more about the Living Greyhawk character creation and development, RPGA event sanctioning, and Dungeons & Dragons Rewards, visit the RPGA website at www.rpga.com. 

Players Read No Farther

If you are planning on playing this adventure, stop reading now. The rest of the information in this adventure is for the DM only. If you read farther than this section, you’ll know too much about its challenges, which kills the fun. Also, if you’re playing this adventure as part of an RPGA-sanctioned event, reading beyond this point makes you ineligible to do so. 

Preparing for Play

To get the most out of this adventure, you need copies of the following D&D rule books: Player’s Handbook, Dungeon Master’s Guide, and the Monster Manual. 

Throughout this adventure, text in bold italics provides player information for you to paraphrase or read aloud when appropriate. Information on nonplayer characters (NPCs) and monsters appear in abbreviated form in the adventure text. Refer to Appendix 1 for full information on NPCs and monsters. For your convenience, Appendix 1 is split by APL


Along with this adventure, you’ll find a RPGA Session Tracking sheet. If you’re playing this adventure as part of an RPGA-sanctioned event, complete and turn in this sheet to your senior GM directly after play. You’ll also find a Living Greyhawk Adventure Record (AR). You need one copy of this for each participating player.

 Living Greyhawk Levels of Play

Because players bring their own characters to Living Greyhawk games, this adventure’s challenges are proportionate to the modified average character level of the PCs participating in the adventure. To determine this modified Average Party Level (APL) follow the steps below:

1. Determine the character level for each of the PCs participating in the adventure.

2. If PCs bring animals that have been trained for combat (most likely dogs trained for war), other than those brought by virtue of a class ability (such as animal companions, familiars paladin’s mounts) or the warhorse of a character with the Mounted Combat feat, use the sidebar chart to determine the number of levels you add to the sum of step one. Add each character’s animals separately. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately. 

	Mundane Animals Effect on APL
	# of Animals

	
	1
	2
	3
	4

	CR of Animal
	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
	6
	7
	8

	
	5
	5
	7
	8
	9

	
	6
	6
	8
	9
	10

	
	7
	7
	9
	10
	11


3. Sum the results of step 1 and 2, and divide by the number of characters playing in the adventure. Round to the nearest whole number.

4. If you are running a table of six PCs, add one to that average.
Throughout this adventure, APLs categorize the level of challenge the PCs face. APLs are given in even-numbered increments. If the APL of your group falls on an odd number, ask them before the adventure begins whether they would like to play a harder or easier adventure. Based on their choice, use either the higher or the lower adjacent APL.


APL also affects the amount of experience and gold a PC can gain at the end of the adventure. If a player character is three character levels or more either higher or lower than the APL at which this adventure is being played, that character receives only one-half of the experience points and gold for the adventure. This simulates the fact that either the PC was not challenged as much as normal or relied on help by higher-level characters to reach the objectives.


Furthermore, a PC who is four or more levels higher than the highest APL supported by the adventure may not play the adventure.


Living Greyhawk adventures are designed for APL 2 and higher. Four or five 1st-level characters may find the challenge of an APL 2 adventure difficult. Suggest the following to these groups to help increase their chances of success: 

1. Enlist a sixth player.

2. Advise characters to buy riding dogs to help protect them and fight for them.

Time Units and Upkeep

This is a standard 1-round Regional Interactive, set in Sunndi. Characters native to Sunndi pay 1 Time Unit per round, all others pay 2.


Adventurer’s Standard Upkeep costs 12 gp per Time Unit. Rich Upkeep costs 50 gp per Time Unit. Luxury Upkeep costs 100 gp per Time Unit. Characters that fail to pay at least Standard Upkeep will retain temporary ability damage until the next adventure, must buy new spell component pouches and healer’s kits, and may suffer other in-game penalties (or possibly gain in-game benefits) as may be detailed in this adventure.


A character that does not pay for at least Standard Upkeep may also avoid the above-described penalties by living off the wild. If the character possesses four or more ranks in the Survival skill and succeeds at a DC 20 Survival check, the character will heal temporary ability damage as if he or she paid for Standard Upkeep, may refill spell component pouches and healer’s kits, and may restock up to 20 arrows or bolts if the character has at least four ranks in Craft (bowmaking). The player is allowed to Take 10 on this roll.


More information about Lifestyle and Upkeep can be found in the “Lifestyle and Upkeep” section of Chapter 3 of the Living Greyhawk Campaign Sourcebook.

Adventure Background

The Makarios Pit Fighters 

Makarios: One of the lesser known halflings in Sunndi. That is, lesser known in the normal community, but well known in Sunndi’s criminal circle. Starting out his life as a petty thief and burglar he eventually made enough money with adventuring to start a tavern of his own. This halfling rogue is the owner of a tavern called 'The Pit' in Pitchfield, the capital of Sunndi. Makarios opened this establishment in the year CY 583 while Sunndi was under control of the Great Kingdom. This shady tavern served as brutal entertainment for the high ranking military officers of the Great Kingdom. The tavern has three levels. Roughly it consists of a private story, a bar and a cellar with a fairly large arena. The Great Kingdoms’ military officers used Makarios' establishment quite often to 'test' their new recruits or punish any unlucky creature that stood in their way, by having them fight each other to the death.
After the defeat of the Great Kingdom, Makarios was allowed to keep his establishment because of the services he provided to the Sunndian 'resistance', but only on a few conditions. Combatants in 'The Pit' were not allowed to fight there other than out of their own free will, and there were to be no fights to the death. If anyone would die by accident, Makarios would be held responsible. Knowing this, Makarios took special measures to make sure fighters would not die in the ring,. Still, being the rogue that he is, Makarios sometimes lets people fight in the Pit to pay off their gambling debt to him. A lot of betting, drinking, loud and brutal music and shady business goes on at his establishment, but as long as nobody dies (permanently), The Pit is tolerated. The Pit is doing quite well, especially with the betting going on. As such, Makarios treats his fighters well. To make fights more spectacular, he lets them use exotic weapons, which he also hands out as prizes for tournaments. The Pit fighters are encouraged to teach each other more spectacular ways to win their battles.

Organization

The Pit is open every day of the week, but fights are only on Godsday end, the evening before Freeday. Pit fighters are all selected and screened by Makarios himself. As such he sees them as his 'property'. Whenever they fight in another arena, Makarios wants to make sure that the fighter competing is 'his', gaining fame and thus fortune. They are easily recognizable by the brand mark on the top of their left lower arm. It reads MPF and has notches below it. MPF stands for Makarios Pit fighter, the notches serve as a ranking. With every victory, the Pit fighter gets another notch branded in his arm. The more notches, the more privileges the Pit fighter gets. The notches are for the public to estimate the chances of who wins a certain fight.

Staff: The regular staff consists out of four bouncers, one cleric of Kord, a cleric of Olidammara the pit-master and two bartenders. Makarios needs to keep the crowd of visitors and heavy drinkers in check that tend to form when fights are going on. The carrying of weapons is allowed in the tavern and as such peacekeeping is really tightly organized. The bouncers are rude, but highly disciplined orcs who once were soldiers in the armies of Ahlissa. The Cleric of Kord makes sure the pit-fighters don't accidentally die and heals any wounds afterwards, regardless of whether those wounded are pit-fighters or audience members. The two bartenders are both bards who are specialized in crowd control. The pit-master is a virtuoso with a love for the pit. She is a personal friend of Makarios, but at nights without fights, she tends to perform among richer audiences. The cleric of Olidammara is there to make sure all bets and games are honest.

Goal: Fighting for nothing else than the roar of the crowd. Making money off it by gambling and selling drinks. Basically, Makarios wants to get as rich as possible.

Adventure Summary

When the Pit was built, the contractor named Ironfist made a deal with the devil. When someone in the arena would die, his soul would be captured so it could be collected by the devil once every 7 years. The contractor would then get a reward for each soul delivered. When Sunndi was still occupied many people found their end, but after the defeat of the Great Kingdom no more deaths have occurred in the arena, so when the devil comes to collect (which will happen this very night!) he will not be happy.


Makarios has recently discovered this ploy, but in fear of a permanent closure of his establishment hasn't told anything about it to the authorities. Instead he has planned a competition to attract heroes to solve his problem. There will be several challenges (Arm wrestling, Bull's eye and a drinking contest) each with splendid prizes. He'll invite the winners to stay after the bar closes to celebrate. So when the devil will arrive at midnight, it'll be in for a nasty surprise.

Encounter 1. Down the Pit.

The heroes receive an invitation to the Pit. There they are asked to join the competition. The heroes are asked to enter at least one competition each with two contenders for each competition.

Encounter 2. Drinking Contest.

Who can drink a single tankard of a liquid of choice (within reason) without touching it with  their hands, using the most original method?

Encounter 3. Bull's Eye Competition.

Who can make the minotaur cry?

Encounter 4. Arm Wrestling Match.

Combat against gigantic animated stone arms probably isn't what the heroes expected, but it's what they're getting!

Encounter 5. Award Ceremony.

The awards are presented to the winners of the competitions and the heroes are invited to the private after party. 

Encounter 6. Chain of Events.

The devil will make his appearance, kills the contractor and battles the heroes.

Preparation for Play

All the players have received an invitation (Player handout 1). It's the same for everyone, except for the opening words.

Hero of Sunndi: Anyone having fought in the war or member of the military will receive an invitation as gratitude.

Wary Traveler: Anyone not native to Sunndi will receive an invitation as a welcome to Sunndi.

Lucky winner: Anyone else will receive an invitation just by dumb luck! (or is it planned...)

Introduction

“Slowly working your way through the various back alleys of Pitchfield, they seem get more and more shady. Surprisingly, amid the shadiest of alleyways, one particular alleyway seems to be recently cleaned up. Were it not for the complete absence of litter, drifters and rats, you would normally think this to be one of those parts of Pitchfield you wouldn’t want to be at night. At the end of the alleyway you can make out two tall figures standing on each side of a heavy metal door. After checking your invitations to be absolutely sure this is the place you were supposed to be, you carefully walk to the metal door. As you approach, you notice that the tall figures guarding the door are very muscular orcs, donned in crude spiked full plate with two-handed swords  strapped to their backs (a skillcheck DC 15 craft weaponsmithing reveals that these are mercurial greatswords).

Each orc has a branding on its arm, reading ‘MPF’ with 10 notches branded below it. (DC 10 Knowledge Local: The Splintered Suns or Bardic Lore check reveals them to be of the Champion rank of the Makarios Pit fighters, the highest rank a pit fighter can obtain. Fighters or Warriors can do this check untrained.) 

The orcs stand at attention and size your party up.

“Invitations!” The one on the left barks.

After you show the orc your invitations, he suddenly changes the tone of his voice, becoming a bit more friendly. The orc sounds like he has been trying his best to remember the lines he was obviously instructed to say: “Welcome to The Pit. A fine establi…esta…” The orc then produces a small piece of paper of his own and reads out loud: “Es-ta-blis-ment, owned by Makarios. This evening is a special one. You are very welcome.” With that said, the other orc opens the metal door and motions you to enter, both orcs smiling as friendly as orcly possible.

You enter the infamous ‘Pit’. A circular building with a similarly shaped gaping hole in the floor leading to a lower floor. This floor,  designed as an arena, is surrounded by a solid looking metal cage. The bar itself has had the same treatment as the alleyway outside: it’s obviously been cleaned up. The place is packed with visitors varying from soldiers to common folk. You notice people freely carrying their weapons. Two orcs, dressed in the same garment as those at the door roam among the crowd. Although their task seems to be to keep the peace, they aren’t having a hard time doing it. There is an atmosphere of celebration hanging in the air. The walls of the circular building are mainly made out of bars. In front of one of the walls stands a tall chair, with a satisfied looking halfling sitting in it.

(This might be a good time for the characters to introduce themselves)

1: Down the pit

When all the heroes have gathered, Makarios explains he is holding this competition to boost morale.

"Good evening my honored guests! I'm Makarios, and I'm happy to welcome you to The Pit. It's been thirteen years since I opened this tavern. At that time we were still under the yoke of the Great Kingdom, but with perseverance we managed to throw it off! Now another threat is challenging our young nation. The Wastrians and their warted friends! But I know we will kick their bloated behinds back to the swamp they came from! That's why I'm hosting a friendly competition: To celebrate Sunndi and the Sunndian way of living. To enjoy the many cultural aspects of our country. To experience our ability to think outside the box!"

Makarios also introduces Eisen Ironfist as the man who designed and built the inn. The half-orc is dressed in very luxurious clothing and jewelry. Most noticeable are the big gold chains he is wearing.

He has become a very successful merchant in Ahlissa and because of his success he only visits the Inn very sporadically (once every 6 years, 6 months and 6 days).

"None of this however would be possible without this man. Let me introduce my old friend and business partner 'Eisen Ironfist'. He not only designed and built this very inn, he is also sponsoring tonight's events. That's why I've been able to buy some very exclusive prizes to give away for the most noticeable performances of the evening!"

Makarios then turns towards Eisen Ironfist and says:

"I'm very happy you are with us today. I know your trade emporium takes up a lot of time, so I'm glad you have been able to visit my establishment again after such a long time. I think it's been more than six years my friend."

After the introduction the heroes are asked to join the competition. 

If they don't want to participate Makarios will tell them the following:

"You really should enter, It's an experience and a chance for gold you wouldn't want to miss"

The events are all personal. Every character will be alone in the arena. During that time the other characters will be watching with the other spectators and can shout hints and cheer. Makarios will use a message spell (from a wand, use magic device) to give instructions, hints and tips to the participant.

All the challenges are held in the arena. The circular arena has a diameter of 15 feet and four 10' wide portculli spread evenly along the circle. The portculli can be raised or lowered from outside the pit. (with two chains each)

2: Drinking Contest

Who can drink a single tankard of a liquid of choice (within reason) without touching it with  their hands the most original way?

As you enter the arena you see a large barrel in its centre. An elf is standing on the other side of the barrel. "Hi, I'm Bishop, your bartender. I'll give a short explanation of this part of the competition. You must drink a single tankard of the drink of your choice. But, and here's the catch, you may not touch the tankard with your hands."

"Do you want an Elven Aleeian Wine, made in the Rieuwood, or would  you prefer a Dwarvenhead Stout or Dwarven Garnet wine, both brewn in the Glorioles.

We've also got Halfling Pulch Brown Ale from the Hollow Highlands, or some Gnomish Golden Light, also from that area.

Or would you prefer Frenzywater or Orc Kragg imported from our Northern 'Allies' Ahlissa.

We've even got some Elven Moondrop from the Menowood. Just name your poison!"

(So partly a lesson in Sunndian geography (for extra regional flavor))

(see Arms & Equipment guide p.30-31)

(see LGG p.110-112)

Some options (no giving hints though):

Use your feet (high dex)

Use mage hand to lift the tankard.

Animate water the contents and let it walk.

Change into an elephant and use a trunk.

3: Bull's Eye Competiton

Who can make the minotaur cry?

'Fear' is a minotaur gladiator. He used to be one of Makarios' best Pit fighters, but in a mighty battle he was badly injured and he lost the use of his left eye, but most importantly his self esteem.

Now he fights his battles without passion. He finishes all his fights in an almost stoic fashion. He doesn't show emotion and due to this, his fights aren't fun to watch anymore. Makarios asks the heroes to get the most tangible sign of emotion: a tear.

As you stand waiting in the centre of the arena the chains of the northern portcullis start clicking as the metal grate is lifted. From the shadows a large creature appears. A large humanoid with the head of a bull steps forward. He's wearing a gladiator outfit and has an eye patch over his right eye. On his left shoulder pad the letters MPF are visible with ten notches below. You hear a familiar Halfling voice whisper in your ear: "The challenge is simple, you just have to make him cry...".

Knowledge Local : Splintered Suns DC 

5 : It's a minotaur! 

10 : He is a pitfighter champion named 'Fear'. He has been unbeaten in the arena for the last 20 fights.

15 : He isn't branded with the marking of the Makarios pitfighters, but has a Sholderpad instead.

20 : This is because he finds the branding degrading and he doesn't want to be compared with cattle in any way. He's very proud and is one of the very few gladiators who is allowed not having a branding.

25: He was recently wounded in a battle vs. bullywugs and his eye was hurt badly.

If someone examines the eye a healcheck DC15 will reveal the eye is badly damaged and as such unusable , but not lost.

A spellcraft DC23 will make a character realize there is a spell that can be used to cure this: remove blindness.

Some different options:

Anger: Insult him. (No cow jokes!)

Fear: Scare him.

Sadness: Tell a sad story / Defeat him in combat

Happiness: Cure his blind eye.

Laughter: Tell a good joke.

Or onions, sand, pepper...

'Fear': Minotaur 10th level fighter (speaks common and giant). He'll hit back for subdual when he's hurt (either physical or emotional)

4: aRM WRESTING mATCH

Combat against gigantic animated stone arms probably isn't what the heroes expected, but it's what they're getting!

Animated Stone Arm:

APL2: Medium Animated Object

APL4: Large Animated Object

APL6: Huge Animated Object

APL8: Gargantuan Animated Object

APL10+: Colossal Animated Object

Hardness of the hands : 10

Reduce the space/reach of the objects to 10'/10' to make them fit in the arena.

The hands try to grapple (it does not have improved grab, so -4 to hit, a touch attack, provoking attacks of opportunity). They will deal subdual damage. 

It might be impossible for the contender to win, but:

"Strength may win the fight, but style wins the crowd."

The hands are actually controlled from outside the pit by a cleric of Olidamarra. He will play along with any weird plans of the contenders as long as they are crowd-pleasers. Let the players roll jump, tumble, strength or perform checks whenever you see fit.

5: aWARD cEREMONY

The awards are presented to the winners of the competitions and the heroes are invited to the private after party. 

Unless the heroes did really bad in the challenges they will win the prizes. (Makarios already has selected the right people for the upcoming job.) He'll call forward each winner and tell them why he/she won. (originality, playing the crowd, good performance, fast and decisive, good thinker).

He'll also try not to give one character multiple prizes. Every participant will get a gold medal (which can be used as an insignia for the insignia of healing spell).

"I would like to thank every participant for their efforts and I would like to give them this gold medal for their performances. For the winner of each event there is a special prize as well"

"I call forward the winner of the drinking contest. And the winner is ..."

The prize of the drinking contest is a barrel of beer. He'll call forward the winner.

"Ah, I'm really proud to give you this! A barrel of Wenta's finest! It's very good and very expensive, so don't go about throwing it around unless you've got a legitimate reason."

(Knowledge DC 20: The beer is holy water)

a barrel which contains APL times a portion of holy water of Wenta (which is beer).

I call forward the winner of the bull's eye competition contest. And the winner is ..."

The prize of the bull's eye competition is a quiver with holy arrows.

"Holy crap, these are very good arrows wouldn't you say! I don't want to be the bad guy getting the pointy end of these!"

APL times a Sacred Arrow +1

"I call forward the winner of the arm wresting contest. And the winner is ..."

The prize of the Arm wrestling competition is a alchemical silver mace with a head shaped like a clenched fist.

(Or a sword or axe with a pommel shaped like a clenched fist. Depends on the winner of the competition (in the playtest there were two followers of Keladen who couldn't use a mace...))

"I must confess, it's not solid silver, but it was silvered by the finest alchemist in town!"

APL 4+ : 

"He owned me a favor or two, so he might even have thrown in some magical properties as well."

APL2: Masterwork Alchemical Silver Weapon

APL4: Alchemical Silver Weapon +1

APL6: Alchemical Silver Weapon + 1

APL8+: Alchemical Silver Holy Burst Weapon +1

6: cHAIN OF EVENTS

The heroes are invited to a more private after party. It's just Makarios, Ironfist and them. Makarios tells them Ironfist has a private cellar in the tavern were he ages barrels of distilled. He also explains that a certain portion of a alcoholic liquor volume evaporates and escapes from the barrel it is aged in: the angel's share. 

Makarios will give the party a tour though the compound. When they are all in the arena Makarios tell them there used to be quite a lot of fatalities, but that there hasn't been any deaths for quite a long time.

Eisen Ironfist suddenly becomes very curious and asks how long there hasn't been a death in the arena. When Makarios tells him about 6 or 7 years, he starts to panick. If the players don't ask anything Makarios will ask what's wrong.

Eisen Ironfist:

"First promise to protect me and I'll tell you everything"

Whatever the party says or does he'll continue after a brief moment...

Eisen Ironfist:

"Well, this cage is lined with thinaum. A rare metal which captures the souls of the dying... I get rewarded for every soul captured... He's going to collect them this very evening... Oh, he will not be pleased. You, you have to save me!"

Soulripper:

"Eisen Ironfist" a booming voice calls out. ''There are no souls to collect. You failed your part of the contract. Now you will face the consequences". Three of the portcullises slam shut and behind the forth a man in chains appears. He points his hand at Ironfist and the golden chains the half-orc is wearing seem to come alive. They sprout razor edged barbs which pierce the merchants' flesh. Blood sprouts out of the wounds and then the lifeless body drops to the ground.

Tactics:

The chaindevil has buffed up before confronting the heroes. (Potions: (Greater) Mage Armor (hours), Barkskin (tens of minutes) and Bull's Strength (3 minutes)).

The chain devil will use his animate chains ability every round. Each portcullis has 2 chains (one on each corner. The dead body of Eisen Ironfist has 1 chain and the Kython himself has one chain with him as well (and any chains the party brings along). He will attack the party evenly (this should be the only viable option, as it's highly unlikely all animated chains can target the same character). If a character deals significantly more damage than the others, he'll attack that character with more than one chain (but never more than two, unless there aren't any other targets). At the higher APL's (8+) he will use his move action to tumble away if possible, so the players can't full attack him and he can get new attacks of opportunity when they approach him.

Makarios will 'cower' in a corner out of reach. He'll only interfere when things go wrong. He has a wand of dispel magic (2 charges, cl7) and a wand of cure light wounds mass (2 charges, cl9) and a very high use magic device and bluff. He'll use the wands only if deaths seem imminent otherwise and he'll do it in such a way the characters don't notice (except for the getting back hitpoints and/or hitting the devil more easily). He'll also give hints to the characters (if they need it), but he'll always use innuendo.

Makarios:

"What kind of devilish creature is that!? The thing seems to have resistance to your attacks. How can it possibly be defeated? I'd give a hundred silver to anyone who could give me a good answer to that question!"

If a character dies nonetheless, but the devil is still beaten, the character can be raised for half the material components thanks to the thinaum cage. Makarios will pay for the raise, but he'll take the money from the rewards the heroes would get.

Conclusion

As the last traces of life leave the body of the devil, it starts to dissolve, leaving behind only a single spiked chain. 

Makarios stops cowering and with a trembling voice he says:

Makarios:

"You're my heroes! You saved my live! That thing would have killed me for sure. I'm going to tell this whole story to the authorities first thing in the morning..."

Makarios:

"I still can't believe Eisen tricked me. I'd appreciate it if you could keep this quiet. I wouldn't want my opposition to know someone pulled one over on me."

If someone confronts Makarios about him knowing about the whole situation in advance he'll deny any knowledge.

Makarios:

"Well... You can try to make a deal with a devil, but better not try to make one with a demon, that's what I always say!"
campaign consequences

What did each character do in the three challenges?

Did the party defeat the Devil?

Did Makarios interfere? How? Did the party notice?

Did anyone in the party inform anybody about the incident?

Were there any deaths?

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.

Generally, to award XP for a combat encounter the judge should award 30 XP per EL defeated in the encounter. So at APL 2 the party defeats a monster at EL 4 and gets 120 XP, while at APL 4 the monster is EL 6 awarding the party 180 XP. The XP that can be awarded in an adventure is subject to certain maximum amounts. Authors should refer to the Living Greyhawk Writer’s Guidelines for the most recent version of these rules including separate rules regarding the maximum amount of XP available for story awards and for discretionary roleplaying.

1: Encounter Name
Experience objective

APL 2 
AA XP

APL 4 
AA XP

APL 6 
AA XP

APL 8 
AA XP

2: Encounter Name
Experience objective

APL 2 
AA XP

APL 4 
AA XP

APL 6 
AA XP

APL 8 
AA XP

Story Award

Objective(s) met:

APL 2 
AA XP

APL 4 
AA XP

APL 6 
AA XP

APL 8 
AA XP

Discretionary roleplaying award

APL 2 
AA XP

APL 4 
AA XP

APL 6 
AA XP

APL 8 
AA XP

Note to authors: the roleplaying award and story awards must be 20% or less of the total award for the adventure and may only be awarded when less than the maximum number of ELs for the APL is used. 

Total Possible Experience

APL 2 
AA XP

APL 4 
AA XP

APL 6 
AA XP

APL 8 
AA XP

Sum of all experience awards above.

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 enemies, 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 characters can go back to loot the bodies, and those bodies are there (i.e., not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve loot. If the 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, analyze 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 treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure. Write the total in the GP Gained field of the adventure certificate. 


Loot = Looted gear from enemy; Coin = Coin, Gems, Jewelry, and other valuables; Magic = Magic Items. Do not list a category if the PCs find no treasure belonging to it. For example if the PCs find no coins or gems do not list “Coin” in the treasure summary. To calculate the amount of gold each PC gets from selling an item divide its full market price by 12.
1: Introduction

APL 2: Coin: 50 gp.

APL 4: Coin: 50 gp.

APL 6: Coin: 50 gp. 

2: Encounter Name
APL 2: Loot 12 gp; Magic 13 gp; scroll of protection from arrows (13 gp); Total 25 gp.

APL 4: Loot 25 gp; Magic 180 gp; scroll of protection from arrows (13 gp), ring of protection +1 (167 gp); Total 205 gp.

APL 6: Loot 16 gp; Magic 214 gp; 2 potions of cure light wounds (8 gp each), scroll of haste (31 gp), ring of protection +1 (167 gp); Total 230 gp.

Treasure Cap

APL 2:



APL 4:


APL 6:


APL 8:

Total Possible Treasure

APL 2:



APL 4:


APL 6:


APL 8:

Adventure Record Items

Makarios' eternal gratitude:  You have performed a valuable service for Makarios. For one regional adventure in Sunndi you have free adventurers upkeep.

The Clenched Fist:

This Masterwork Alchemical Silver Mace has a head shaped like a clenched fist.

It can be enchanted with the holy surge enhancement (DMG2 p.258) after any regional adventure in Sunndi by paying the appropriate costs (assuming it has been enchanted to at least +1 already).

Item Access

APL 2-4:

· Sacred (Libris Mortis p.77) arrow + 1. 
· Masterwork Hellforged(DMG2 p.277) Cold iron Spiked Chain
· Wenta's holy beer (LGG p.188)
APL 6 (all of APLs 2-4 plus the following):

· Armbands of might (CV p.132)
APL 8  (all of APLs 2-6 plus the following):

· Potion of Greater Mage Armor(SC p.136)
APL 10  (all of APLs 2-8 plus the following):

· Ring of protection +2
Appendix 1: APL 2

This appendix is for listing the various monsters that are not straight out of the MM. Break the encounters down by APL and list the full stat block of all non-standard monsters. Sort the monsters by encounter.

1: Encounter Name




Monster Name
CR XX
Gender race class level
AL Size type (subtype)

Init +X; Senses Listen +X, Spot +X
Aura 

Languages Common 

AC XX, touch XX, flat-footed XX

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

Miss Chance 

hp XX (XX HD); regeneration/fast healing; DR 

Immune 
Resist ; SR XX
Fort +X (+X against poison), Ref +X, Will +X
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness 
Speed xx ft. in armor type (xx squares), base movement xx ft., other movement mode XX ft.;

Melee weapon +X[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (damage) or/and
Ranged weapon +X[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (damage)

Space X ft.; Reach X ft.

Base Atk +X; Grp +X
Atk Options 

Special Actions 

Combat Gear 

Class Spells Prepared (CL Xth):


9th—


8th—


7th—


6th—


5th—


4th—


3rd—


2nd—


1st—


0—

D: Domain spell. Deity: XX. Domains: Name, Name 

OR

Class Spells Known (CL Xth):


9th (x/day)—


8th (x/day)—


7th (x/day)—


6th (x/day)—


5th (x/day)—


4th (x/day)—


3rd (x/day)—


2nd (x/day)—


1st (x/day)—


0 (x/day)—

(Already cast

Spell-Like Abilities (CL Xth):


3rd—


2nd—


1st—

(Already cast

Abilities Str XX, Dex XX, Con XX, Int XX, Wis XX, Cha XX 
SQ 
Feats Feat#, Feat#, Feat#, Feat#, Feat# 

Skills total ranks: class XX Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor],

Possessions combat gear plus 

Spellbook spells prepared plus 0—

Special Attack/Quality (XX) 

Special Attack/Quality (XX) 

Special Attack/Quality (XX) 

Skills 

APL 4

APL 6

APL 8

Appendix 2: New Rules Items

Feats

List alphabetically. Include source and page reference like so:

Scorpion’s Resolve 

Like the scorpion, you are not easily distracted.


Benefit: You gain a +4 bonus on saving throws against mind-affecting spells and abilities.


Source: Sandstorm 53

Magic Items

List alphabetically; see above.

Mundane Equipment

List alphabetically; see above.

Spells

List alphabetically; see above.

Player Handout 1

Invitation

[Hero of Sunndi/Wary Traveler/Lucky Winner]

You have been invited to participate in a celebration in honor of the recent success of the Sunndian Army over the Wastrian invaders. This celebration will be held in the tavern 'The Pit' and will start at eight o'clock [currentdate]. We would be honored if you would join.

Makarios

DM Maps

N.B. Don't draw in the chains until the final encounter!
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