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New Adventures
Think your character’s tough?
Test your mettle against these
new adventures by ordering

them from www.rpga.com.

COR 2-04: Birthday Bash

By Kevin Freeman

Carnival time arrives in Istivin
as the people celebrate a local
landowner’s birthday, and
everyone is invited! What fun
and games await those who
show up for the festivities? An
adventure for characters level
3-12. The first adventure in the
Gloom and Disunion cycle. This
adventure is available now.

ADP 2-o2: Scenr of a Demon
By Nicholas K. Tulach

Hot on the trail of the vile
Nzevorikin, you are called
upon fo invesftigaie some
hideous crimes. Can you follow
the trail of carnage and root
out the unspeakable presence
in this town? Part 2 of the
Your Worst Nightmare series,
which began in Plea from
Beyond the Grave. An adven-
ture for characters level 3-8.
This adventure is available
now.

COR 2-06: Finders Keepers
By Chris Lindsay and

Matt Lovell

One part earth, two parts
flame, step into darkness
where we all scream the same.

LivING GREYHAWK Journal #5
Finally Rescued from Oblivion
Long-suffering GreyHawk fans have
much to cheer about with the release of
the LiviNnGg GREYHAWK Journal #5, the
final “stand-alone” issue of the magazine
(originally slated to appear last sum-
mer). The magazine has been sent to
everyone who was an RPGA member in
August, 2001, when the issue was origi-
nally scheduled for release.

The long-awaited issue confains a
“state of the campaign” address from
campaign director Stephen Radney-
MacFarland, a survey of the Clerkburg
neighborhood of the city of Greyhawk
by Erik Mona and Denis Tetreault, an
immense overview of the Sultanate of
Zeif by Livine GreyHAwk Gazetteer co-
author Frederick Weining, and informa-
tion about four more monsters straight
from the slab of the inquisitive Fiend-
Sage of Rel Astra (as translated by Sean
K Reynolds).

If you're owed an issue and have not
yet received one, contact Tim Kelley at
rpgahg@wizards.com, and he'll send out
a replacement immediately (be sure to
include your RPGA number and current
mailing address in the email).

If you weren't a member at the time
but would like a copy anyway, don’t
despair! Members in good standing may
order the issue for $5.00 US by con-
tacting Tim at the above address.
Thanks to everyone for their patience,
and we hope you enjoy the issue!

New Magic Item Creation
Rules are Live

The Circle has reworked the adjudica-
tion of magic item creation to more
closely match that detailed in the
Dunceons st Dracons Core Rules. Now,
instead of gaining gold for your charac-
ter through magic item creation, you
create individual items. Items you are
able to craft are dicrated by your magic
item creation feats, and the ability to
gather the item’s published prerequi-
sites. Check out the new rules in the
newest version of Rules Update 2:
Beyond the Core Rules, found on the
Living GreyHAawk homepage (www.living-
greyhawk.com). These rules also include
a special log sheet so you can track
your creation history. These rules went
into effect worldwide on May 15, 2002.

Adaptable Adventures
Discontinued

Scent of a Demon, the latest Adaptable
adventure by Nicholas K. Tulach, is the
last Adaptable adventure for the Livina
GrevHawk campaign. While an
interesting experiment, the RPGA
Network has decided to discontinue the
Adaptable adventure format in order to
supply DMs and players with a larger
number of Core adventure releases
(adventures set in non-Triad-controlled
regions such as the city of Greyhawk
and the lands of luz). The 592 cv
campaign year will feature 18 Core
adventures instead of the originally




slated 12. The Yyear 593 cy (2003)
and future campaign years will feature
20 Core adventures in addition to the
usual compliment of Regional
adventures. Stay tuned to these pages
and the RPGA Network website
(www.rpga.com) for the titles and
release dates of the rest of this year's
Living GreyHAwk Core adventures.

Official Changes to Adventure
Certificates

In the interest of more clear and con-
cise reward tracking, we've made
some changes to the way players track
their wealth and equipment on the
Livine GreyHAwk Adventure
Certificate. Instead of tracking total
value and coin value, players now
track equipment wealth and coin
wealth. The equipment value is the
total worth of the magic and mundane
equipment your character carries,
while the coin value is the total gold
piece worth of currency, gems,
and jewelry that your charac-
ter carries. When you sell a
piece of equipment, you
subtract the total market
value of the item from
the equipment value
and add half of that
value to the coin
value. When you buy
equipment, you sub-
tract the total market
value of the item from
the coin value and add
the total market value
to the equipment value.
Version 3 of Rules

Update 3: Adventure
Certificates features these
changes. That Rules Update
can be found on the Living
GRreyHAwK homepage
(www.livinggreyhawk.com).

Primate playmates like this dakon await you in the

Non-Regional DM
Requirements Relaxed

In October of last year, the RPGA
announced the policy that a DM must
live in the associated region in order to
run a Livina GrevHAwk Regional adven-
ture based in that region. Because this
is a burden fo larger conventions that
sometimes need to recruit DMs from
outside their region to support higher
levels of game play, we've decided to
relax this rule. Convention-size events
(25 tables or higher) can have out-of-
region DMs run regional events, but
smaller events (home games, game days,
and retail events) cannot.

finally published Living Greynawx Journal # 5!

What is LIvING GREYHAWK? \

Livine GReyHAwk is the largest, most popular shared-world Dunceons &t
Dracons campaign in the history of gaming. Run under the auspices of the
RPGA Network (RPGA), the campaign offers gamers around the world the

chance to contribute to the developing history of Oerth by playing specially
constructed adventures at conventions, game days, or in the comfort of
home. For more information on how you can get involved in the campaign,

visit www.livinggreyhawk.com

It's a recipe for evil, but who
wins the prize? Just step inside
the door, and don’t close your
eves. An adventure for charac-
ters level 2-10. This adventure
premieres at the 2002 Origins
Games Expo.

COR 2-o7: Ashes of Innocence
By David Christ

Towns near the southern bor-
der of the domain of Greyhawk
City are being ravaged by fire.
Rumors abound of people
exploding info flames while talk
of a creature of black flame
becomes more common further
east toward Safeton. The only
link between the burnt towns
so far is an old Raoan cleric
traveling toward the eastern
horizon with a small boy. No
one has caught up with them so
far, and, even more strangely,
none have even dared to try.
An adventure for characters
level 3-10. This adventure pre-
mieres at the 2002 Origins
Games Expo.

COR 2-08: Echo
By Stephen Radney-
MacFarland

)y stories of the
resurfacing of the Isles of Woe,
the archmage Warnes Starcoat
sponsors an expedition info the
Brass Hills to explore a site
called the Zochal. According to
the Nesser Opuscule, the only
surviving
greater work attributed to the
legendary Tzunk, the Zochal is
an echo point for the planar
confluence that infuses the
once lost sunken isles. What
does that mean? That is exacily
what the Circle of Eight w
you to find out. An adventure

adventure premiere

2002z Origins Game Expo.




CHAMPIONS

of Vengeance
The Knlghts of the Chase

by Creighton Broadhurst # illustrated by Kalman Andrasofszky

the last decade, killing countless innocents and
turning many tens of thousands into refugees.
Those even less fortunate than the slain and the
displaced were carried away in their thousands to
unknowable fates by minions of luz, the Scarlet
Brotherhood, or some other tyrant. Many of these
unfortunates yet languish in dank dungeons undergoing
indescribable tortures or are forced to perform
backbreaking labor in horrendous conditions until

they perish.

During this time, many groups of armed war-
riors rose to the challenge of vanquishing the evil
stalking the post-wars Flanaess. The Knights of the
Chase—a loosely organized fellowship of followers
of Trithereon—rank among the most ardent of
these organizations, swearing allegiance to the
ideals of freedom, individuality, and revenge.

Active throughout the Flanaess battling
oppression and tyranny, Knights of the
Chase can be found throughout the
old Great Kingdom (where they
are often hanged as sedition-
ists), Sunndi, Ratik, Old
Almor, the Bandit Kingdoms,
the Shield Lands, Keoland,
and the Yeomanry. Many
Knights of the Chase
flock to free lands such
as Furyondy, which
offers a fairly sta- _ N ) | 47 4 AV o
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which to attack the
lands of luz. In ruined
Tenh, members of the
order war against both Stoneholders

and the law-obsessed zealot armies of the

New Prestige Class:

Theocracy of the Pale. Knight of the Chase

luz and the Scarlet Brotherhood currently serve as the  The Knights of the Chase are loosely organized into a
main foci of the order’s wrath, though Knights of the knighthood made up exclusively of fanatical followers of
Chase remain vigilant against the rise of smaller threats Trithereon the Summoner, Oerth’s god of individuality, lib-
and petty despots. They also distrust many good- and erty, retribution, and self-defense. Most knights come
neutral-aligned religions that espouse the tenets of law, from the ranks of wronged clerics or fighters, although
order, and conformity over the expression of individual some rangers (and even a few rogues) have joined the fel-

thought or vigilante justice. lowship. Members of other classes are welcome within the



order, though rare. Due to the usually unhappy circum-
stances surrounding their birth, many half-orcs and half-
elves find themselves attracted to the order.

Most knights work and fravel alone, although on some
occasions, small groups of Chasers have acted in concert
to rid the Flanaess of would-be oppressors. Such groups
rarely stay together long, as the highly individualistic,
chaotic personalities of the members are seldom conducive
to long-term teamwork.

As befits the chaotic nature of its members, the Order
of the Chase was for many years an informal organization
dedicated to following Trithereon’s liberating doctrine. The
order organized itself into its current incarnation during
the series of conflicts that marked the eastward retreat of
the Great Kingdom after the independence of Nyrond in the
late 350s cy. Three knights of the order took the field in
the legendary Battle of a Thousand Banners in 447 cy, and
Chasers have stood watch along the eastern border of
Almor since the foundation of that realm.

In the West, the order first gained popularity among
those opposed to Keoish expansion. As the Throne of the
Lion’s interest in its neighbors waned, the resident Chasers
(typical for Trithereonites) flocked to the southern borders
to protect local folk from the depravities of the slave-taking
Sea Princes.

Today, individual knights mete out justice and vengeance
as they see fit. No official hierarchy exists within the order,
though most members defer to the views of experienced
Chasers. All recognize the authority of senior clerics of
Trithereon, and the church’s tacit support of what many
consider a terrorist organization has led to a great deal of
tension between Trithereonite superiors and the leaders of
their resident communities. Though most temple clerics
deny a strong correlation between their belief and the
knighthood, membership in the Order of the Chase comes
only through invitation by senior clerics of the Summoner,
usually as recognition of the individual's dedication to lib-
erty and vengeance.

Though the order’s support structure remains a poorly
guarded secret, the knights themselves seldom take precau-
tion against detection. Most knights clad themselves in dis-
tinctive blue chainmail emblazoned with a metallic rune of
pursuit (Trithereon’s holy symbol) across the chest. Most
Chasers choose a silver color for this device, but particu-
larly devout or powerful knights often favor gold. Like their
divine patron, most Knights of the Chase travel with one or
more animal companions. Members of the order favor the
longsword and shortspear, with many naming their favored
weapons in homage to Trithereon.

Wanderers all, Knights of the Chase travel the Flanaess
fighting oppression and freeing those who are enslaved or
held for no just cause. As wanderers they own only what
they carry, but many bear extra weapons to gift to those
in need.

Many Chasers travel with sleek, swift dogs well trained
in the arts of hunting and warfare. These hounds, known as
Nemoud's Brethren, are specially selected and trained at
centers of Trithereonite worship and share a special bond
with proven members of the order. Particularly accom-
plished knights may call upon the services of intelligent
hawks known collectively as Harrukin. No one outside the

order knows how the Chasers come by these majestic
beasts. Some suggest that the Summoner himself dispatches
a Harrukin when one of his favored knights has earned its
companionship through word and deed.

Knights of the Chase are highly individualistic, devoted
folk used to acting on their own initiative to right the
wrongs of the world. Merciless opponents, they relentlessly
hunt those who have earned their ire. Chasers rarely turn
over apprehended transgressors. Instead, each knight deals
with his captives as he sees fit. Within the order’s infre-
quent counsels, actions most definitely speak louder than
words, and decisions are made swiftly and without mercy.

The order’s legendary disregard for the laws and cus-
toms of civilized lands often brings knights into conflict
with local rulers eager to defend their authority. Since the
knights represent a destabalizing influence upon the down-
trodden and desperate, few in positions of authority appre-
ciate the meddling of a Chaser in pursuit of his prey.

Hit Dice: d8

Requirements
To qualify to become a Knight of the Chase, a character
must fulfill all the following criteria.

Alignment: Chaotic good.

Base Attack Bonus: +6.

Handle Animal: 4 ranks.

Ride: 4 ranks.

Feats: Weapon Focus (longsword).

Special: The character must be an ardent worshiper of
Trithereon who has performed some great undertaking in
the name of his deity.

Class Skills

The Knight of the Chase’s class skills (and the key ability for
each skill) are: Concentration (Con), Craft (Int), Handle
Animal (Cha), Intuit Direction (Wis), Knowledge (religion)
(Wis), Profession (Wis), Ride (Dex), Swim (Str), and
Wilderness Lore (Wis). See Chapter 4: Skills in the Player’s
Handbook for full descriptions of these skills.

Skill Points at Each Level: 2 + Int modifier.

Class Features
All of the following are class features of the Knight of the
Chase prestige class.

Weapon and Armor Proficiency: A knight is proficient in
the use of all simple and martial weapons, all armors
(heavy, medium, and light), and shields.

Spells per Day: A Knight of the Chase has the ability to
cast a small number of divine spells from the cleric spell list
(see Player’s Handbook, page 160). To cast a spell, the
Knight of the Chase must have a Wisdom score of at least
10 + spell level, so a Knight of the Chase with a Wisdom of
10 or lower cannot cast these spells. Knight of the Chase
bonus spells are based on Wisdom, and saving throws
against those spells have a DC of 10 + spell level + the
Chaser’s Wisdom modifier. When the Knight of the Chase
gets o spells of a given level, such as o 1st-level spells at
2nd level, he gets only bonus spells. A Knight of the Chase
prepares and casts spells as a cleric does (though he can-
not spontaneously cast cure or inflict spells).
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night of the Chase Advancement

Class Base Fort  Ref will Cleric Spells per Day

Level Attack Bonus Save Save Save  Special 1st 2nd 3rd 4th

1st + +2 +0 +0 Special hindrances, Track - - = -

2nd +2 +3 +0 +0 Insight of vengeance of = = =

3rd +3 +3 +1 +1 Nemoud's brethren T

4th +4 +4 +1 + 2 o - -

sth +5 +4 +1 + Flight of Krelestro 2 1 - -

6th +6 +5 +2 +2 3 2 o -

7th +7 +5 +2 +2 Harrukin 3 2l B =

8th +8 +6 +2 +2 Al i3 ok

gth +9 +6 +3 +3 4 3 j2

10th +10 +7 +3 +3 The doom of inescapable retribution 4 3 3 =2
\”Provided the knight has sufficient Wisdom to have a bonus spell of this level. /

Special Hindrances: A knight must always follow the / \
Code of the Chase (see sidebar). Should a senior cleric of War Dog Special Abilities
Trithereon determine that the knight has acted against the Knight Natural
code, the character may not attain another level in this Level AC Int Special
class until the senior cleric willingly casts atonement upon 3 +1 6 Alertness, improved evasion,
him. This usually involves a quest at the behest of the share spells, empathic link
cleric’s church, the difficulty of which greatly depends 4 +2 7 Touch
upon the seriousness of the Chaser’s transgression. 5-6 43 8 Speak with master

Track: At 1st level, a knight gains Track as a bonus feat. 7-8  +4 9 Speak with animals of its type

If the knight already possesses the Track feat, he gains a +2
synergy bonus to associated skill checks instead.

Insight of Vengeance: When fighting with a longsword
or shortspear, a knight gains a +1 insight bonus fo
attack rolls.

Nemoud’s Brethren: At 3rd level, the knight gains the
services of a specially selected hound. This hound is similar
to a war dog, however it also gains abilities in a comparable
fashion to a wizard's familiar (see the War Dog Special
Abilities chart in this article and page 51 of the Player’s
Handbook). Nemoud’s Brethren, however, do not grant
their master any special powers (such as the toad’s +2
Constitution bonus) in the way that familiars do. If the dog
is slain, the knight gains no replacement until he has gained
an additional level as a knight.

Flight of Krelestro (Su): Once per day a knight can
affect a shortspear as if a frue strike spell has been cast
upon it. If the spear has previously been blessed by a cleric
of The Vengeful One, its range increment is tripled. The act
of imbuing a shortspear with the Flight of Krelestro is a
move-equivalent action that provokes an attack of opportu-
nity. The effect lasts until the spear is used in combat or
for a number of rounds equal to the knight's class level,
whichever occurs first.

Harrukin: At 7th level, the knight gains the services of
an intelligent hawk. This bird has the basic characteristics of
a hawk (as noted in the Monster Manual, page 197), and in
addition gains further abilities in a similar fashion to a wiz-
ard's familiar (see the Harrukin Special Abilities chart below
and page 51 of the Player's Handbook). Harrukin, however,
do not grant their master any special powers (such as the
weasel's +2 bonus on Reflex saves) in the way that famil-
iars do. If the hawk is slain, the knight gains no replacement
until he has gained an additional level as a knight.

\g-ro +5 10 =

The Doom of Inescapable Retribution (Sp): Only the
most powerful of knights can invoke this ability, the power
for which is said to come directly from Trithereon himself.
Because of this, they use it sparingly and only against those
who are guilty of denying others their freedom. In the
past it has been inflicted upon dictators, brutal military
officers, slaveholders, and high priests of certain highly
lawful religions.

A Knight of the Chase can use this spell-like ability once
per day. To invoke this power the knight must make a suc-
cessful touch attack against his opponent while declaring:
“In the name of The Summoner, | mark you!” If the attack is
successful, the target must succeed at a Will save (DC = 10
+ 1/2 the knight’s Hit Dice + the knight's Wisdom bonus).
The Doom of Inescapable Retribution has two main effects:

« The rune of pursuit is burnt into the forehead of the
target. This process inflicts 2d8 points of fire damage upon
the target. This effect occurs even if the subject made a
successful saving throw.

« The target is subjected to a mark of justice spell as
though cast by a cleric of the knight's character level.

/ Harrukin Special Abilities

Knight Natural

Level AC Int Special

7 +1 6 Alertness, improved evasion,
share spells, empathic link

8 +2 7 Touch

9 . +3 8 Speak with master

=]

Speak with animals of its type /

\10 +4




The Code

of the Chase

A knight of the chase never
turns away from those in
need of rescue or protec-
tion, as doing so is a mortal
sin in the eyes of
Trithereon. Knights live their
lives by the following four
principles:

Individuality-Live your life
as you see fit as long as
you act in the cause of
good. Do not force your
beliefs on others. Let your
conscience guide you, but
do not allow unbelievers to
sway you. The end justifies
the means.

-H mm‘sgm.- . S o

Liberty—Freedom is an indi-
vidual's greatest treasure,
which should be safe-
guarded at all costs. Laws
can be oppressive whether
enacted for “good” or “evil.”
Those who oppress or
enslave others should be
persecuted without mercy.
Unjust laws should be
denounced and opposed
wherever uncovered.

Retribution—Avenge your-
self against those who have
wronged you. Justice comes
from the heart and can only
be truly meted out by the
persecuted. The law is often
inadequate and should be
ignored if it fails to dispense
justice.

Self-Defense—All folk
deserve the ability to
defend themselves and their
property. Those who cannot
defend themselves should be
protected so that they
remain free. Killing another
is justified if he wrongs you.

The most common behavior pross-
cribed by a knight is the keeping of
slaves. If the target already has slaves,
he must release his slaves immediately,
renounce slavery, and never keep
slaves again or suffer the curse of the
mark of justuce.

The mark of justice spell can be
removed by the means outlined in the
spell's description, but the rune of pur-
suit scar remains until the target is
healed by a heal spell or atones for his
misdeeds and receives the benefit of an
aronement spell.

Notable Knights

of the Chase

Dallrend Grasinen (CIr8/Ftr3/Knight of
the Chase 5)

(AL CG; Str 16, Dex 12, Con 14, Int 10,
Wis 15, Cha 14)

Deeply tanned, with close-cropped
black-hued hair and eyes the color of
steel, Dallrend is of obvious Oeridian
descent. Stocky and still fit despite his
advancing years, he has, if anything,
become more merciless and reckless in
his pursuit of transgressors.

A native of Chathold in Almor,
Dallrend has fought for almost two
decades against the incursions of the
Great Kingdom; the Aerdi remain for
him the culprits for all misfortunes and
calamities that befell his land. Now that
Almor has passed into history and his
family’s fate remains a mystery, he
spends his time searching for his family
and punishing any who seek to perse-
cute his shattered homeland. Many
within Nyrond's occupying forces con-
sider Dallrend a hothead, but they
respect him because he rescued several
of their countrymen from slavers raid-
ing the coastal areas of Old Almor.

Corquisavel Rusanthas
(Rog1/Ftrs5/Rgri/Knight of the Chase 4)
(AL CG; Str 13, Dex 17, Con 13, Int 13,
Wis 13, Cha 5)

Surprisingly (for a follower of
Trithereon), this soft-spoken half-elf
warrior is not given to acting on
impulse. The offspring of an unhappy
union between an olven warrior and an
Oeridian wizardess, Corquisavel was
born during 531 cy in northern Veluna.
Corquisavel's mother died, a victim of
marauding orcs in the southern Yatils,
while he was a young child. His
mother’s killers discovered and tortured
the infant, and would have killed him if

not for the timely arrival of his father's
brethren. (To this day he bares horrific
facial scars gained from that encounter
and still harbors a deep fear of fire).
Corquisavel dwelt amongst his father’s
people for the next three decades,
learning the ways of the forest and

of war.

He has spent much of the interven-
ing years scouring the Vesve and the
Yatils, hunting down and brutally slaying
all evil savage humanoids he comes
across. He also has a particular distaste
for followers of Pholtus, and is known
to have slain obstreperous clerics of the
Blinding Light.

Short for one of mixed human/olven
heritage Corquisavel stands only 4 ft. 7
in. tall, but moves with a fluidity few
can match. He wears his dark brown
hair long while his eyes, a legacy of his
father, are deep green in hue and seem
to be able to weigh a man's innocence
or guilt in a second.

Kelmur Trantis

(Ftr7/Knight of the Chase 6)

(AL CG; Str 16, Dex 10, Con 15, Int 13,
Wis 11, Cha 14)

Perhaps the best known of the knights
currently battling the followers of the
Scarlet Sign in the Headlands, Kelmur is
thought to have personally slain two
kesh and presided over the execution of
a third. As a consequence he has been
nicknamed by the rebels “The Scourge
of the Scarlet Sign,” and he is widely
reviled by the occupying forces.
Rumors suggest that Sister Kuranyie
and Maranafel Toktot (the so-called
“Butcher of Scant”) have placed a sub-
stantial sum of gold on the head of this
charismatic loner. Typical for a Chaser,
Kelmur prefers to act alone and some-
times disappears into the Headlands for
weeks at a time. Though the general
populace loves him, some Onnwallish
nobles (notably Baron Halshas
Geldrenn) see the man as a dangerous
rabble-rouser who gives the peasants
ideas above their station.

A native of Nyrond, Kelmur sailed to
Onnwal at the onset of the rebellion. A
tall man, thought by many to be dash-
ingly handsome, Kelmur has become a
living symbol of resistance for many of
the rebels who struggle against the
Brotherhood.



