A Marriage Made in Hell:

A Week of Adventure in Redhand

BK Con Queso 2001 

A Bandit Kingdoms Interactive

Written by Jason Covitz and Tom Harrison

December 15th, 2001

Prince Zeech is having a celebration in honor of his new wife.  The main attraction is a jousting tournament with a reward of truly royal proportions.  An interactive for hearty characters of all levels, although higher level PC's are recommended.  Characters will have the opportunity to spend between 1 to 3 TU's.



· Please have your character sheet ready for the guards, along with one d20.

· Please detail your character with the following critical information on the card: Player Name, Character Name, Class, Level, HP’s, AC, Fort, Reflex, Will saves, Spot, Listen, and Initiative Bonuses.

· Please take the time to fill out the attached survey and return it to a convention coordinator.

Introduction:

Welcome to the Bandit Kingdoms Con Queso Interactive.  We, the organizers and volunteers, hope that you will enjoy yourself over the next few hours.  

Unlike LC interactives, there aren’t going to be lots of signs and indications of exactly what you can do.  Instead it is incumbent on players to explore the area, talk with PC’s and NPC’s.  There are mini-missions to be found, and Activity Center to explore, and Meta-gaming groups to join.  Additionally, as you will soon discover, there is much going on, both visibly and behind the scenes. 

And so it begins…

It has been a difficult ride to Redhand, through roads heavily encrusted with sleet, snow, and ice, never mind the seemingly legions of bandits and orcish patrols.  Indeed you aren't really sure why you are here after all.  You hear that the despot, Prince Zeech is scheduled to get married later in the week, so that should be interesting.  Also, supposedly there was something about a huge reward to the winner of the joust, so you sure hope that your chosen champion might have a chance.  Then there is the story of the fabled trading gnomes that you are hearing so much about as late.  If nothing else, at least this week will be interesting.

As you queue up to the guards, you hope that after all this your good warrior friend has the proper credentials to get you past the dozens of heavily armored half-orc guards.  They don't seem all that happy about having to man the gates, and they've already carried away a few dozen poor souls, destined for who knows what kind of hell hole.  Then again, anything would be better then this wicked winter wind.

Log Sheet (keep this through the end of the interactive to keep track of activities)

	Slot
	Event
	TU
	Experience
	Judge Signature
	RPGA

	1
	Joust
	1
	
	
	

	2
	Mini-__
	1
	
	
	

	3
	Mini-__
	1
	
	
	

	Total
	
	
	
	
	


	Expenditures (in GP)
	Judge RPGA#
	Expenditures

(in GP)
	Judge RPGA#
	Expenditures

(in GP)
	Judge RPGA#

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	


Thanks,


Jason, BK Point of Contact (bkpoc@earthlink.net)

Tim, BK Meta-Gaming

Tom, BK Plots

Player Handout Two:  Con Queso BK Bandit Kingdoms Interactive Feedback Form

In order to improve upon our performance at the Con Queso BK interactive, please take a moment to fill out the following questionnaire.  Please drop this sheet of at registration or email results to Jason Covitz @ bkpoc@earthlink.net.  We will use your input to improve BK interactives going forward.  Thanks, Jason.

Did you participate in a mini-mission?

Mini Mission Name:





DM:

DM’s Role-playing ability

2
3
4
5
6
7
8
9
10

DM’s Organization

2
3
4
5
6
7
8
9
10

DM’s ability to make it all Fun
2
3
4
5
6
7
8
9
10

Mission’s Challenge

2
3
4
5
6
7
8
9
10

Mission’s Fun


2
3
4
5
6
7
8
9
10

Mini Mission Name:





DM:

DM’s Role-playing ability

2
3
4
5
6
7
8
9
10

DM’s Organization

2
3
4
5
6
7
8
9
10

DM’s ability to make it all Fun
2
3
4
5
6
7
8
9
10

Mission’s Challenge

2
3
4
5
6
7
8
9
10

Mission’s Fun


2
3
4
5
6
7
8
9
10

Additional Activities:





DM:

DM’s Role-playing ability

2
3
4
5
6
7
8
9
10

DM’s Organization

2
3
4
5
6
7
8
9
10

DM’s ability to make it all Fun
2
3
4
5
6
7
8
9
10

Mission’s Challenge

2
3
4
5
6
7
8
9
10

Mission’s Fun


2
3
4
5
6
7
8
9
10

Activity Center/Meta-gaming:




DM:  Tim Marling/Tom Harrison

DM’s Role-playing ability

2
3
4
5
6
7
8
9
10

DM’s Organization

2
3
4
5
6
7
8
9
10

DM’s ability to make it all Fun
2
3
4
5
6
7
8
9
10

Overall Interactive Experience


Number of Interactive Volunteers
2
3
4
5
6
7
8
9
10

Variety of Activities

2
3
4
5
6
7
8
9
10

Organization of Events

2
3
4
5
6
7
8
9
10

Matches what I want in the BK
2
3
4
5
6
7
8
9
10

Level of Enjoyment

2
3
4
5
6
7
8
9
10

Ratings (High is always good, low is always bad)  Be as accurate as possible, so that we can improve!

2 – Very Poor

3-4 – Poor
5-6 – Adequate

7-8 – Good
9-10 – Very Good

Please use the back of this sheet to list three things that you enjoyed about the BK interactive, and three things that you would like to see improved.  Also included any comments that you have on BK activities at Con Queso.

Timing

	Start
	End
	Details
	Joust DM's
	Mini  DM's
	NPCs
	Magic
	Meta

	7:30 PM
	8:00 PM
	Setup Room
	
	
	
	
	

	8:00 PM
	8:30 PM
	Introduction and Signup for Activities
	
	
	4
	Tom
	Tim

	8:30 PM
	9:00 PM
	Jousting Tournament, Rounds 1 and 2
	4
	
	4
	Tom
	Tim

	9:00 PM
	10:00 PM
	Mini-Mission One
	
	7
	3
	Tom
	Tim

	10:00 PM
	10:30 PM
	Jousting Tournament, Rounds 3 and 4
	4
	
	4
	Tom
	Tim

	10:30 PM
	11:30 PM
	Mini-Mission Two
	
	7
	3
	Tom
	Tim

	11:30 PM
	12:00 PM
	Jousting Tournament, Rounds 5, 6 and 7
	4
	
	4
	Tom
	Tim

	12:00 PM
	12:30 PM
	Wrapup
	0
	0
	0
	Tom
	Tim


To Cross the Redhand border

The goal here is to have a little fun, and make players role-play their way past the gate.  Feel free to give players difficulties, but also feel free to reward creative and/or convincing role-playing.

NPC's guarding the gate, and within the crowd

· A member of the Rookroost Thieves' Guild (RTG) (TBD) will provide a forged letter to obtain entrance into the interactive.  It will cost 50 GP for a non-member, or one influence point for a group.  If a PC is a RTG member, this price will be 10 GP.

· Players will have the gold marked down on their logsheet

· Players will receive a card labeled "invitation"

· Two half-orc guards (Gorf and Raltz) stand at either side of the door, with no other visible entry-way in.  Both orcs are very bored, and just leer around with their great axes ready for action.  

· They make comments insulting PC's, but will take no action unless provoked.

· A human lieutenant (Shingle Spidra) interrogates each party as they approach the gate.  (probably played by Jason at outset of interactive)

· He asks for a description of the warrior leading the group, and any other equipment visible

· Looking for multiple weapons,

· Heavy armor,

· Lance,  

· Warhorse,

· Other Jousting indicators (banners, retainer outfits)

· He asks for their invitation, and this is checked against the list to see if they match the description.

· Each interrogation should take no more than two (2) minutes, and the whole entry into the interactive should be less than twenty (20) minutes

Criteria for getting past the Lieutenant

· 2 or 3 levels of fighter, paladin, ranger, or barbarian (Check character sheets for main character)

· Forged letter from RTG (see above)

· Successful forgery roll (Borrow Invitation, DC15, DC 25 if no invite present)

· Successful bluff check, who ever is the primary speaker, no help (DC15)

· +2 for having any levels of warrior

· +2 for multiple weapons present on the warrior

· +2 for heavy armor 

· +2 for Lance

· +2 for Heavy Warhorse

· +1 per 10 GP (player should make a Pick Pockets (DC10), or distract the two guards 

· failure goes to jail, and that player can not be admitted as a participant

If a group is successful in getting into Redhand

· They are given cards for each member of the party with a number from 1 to 16

· They are charged a 25 GP entry fee

· They are signed up for the tourney, although this may be traded to another fighter for whatever reasons, and/or valuables others decide. 

Logistics for interactive

Basic outlay of room

· There should be six or seven tables spread out for players of mini-missions.  These should be around the outskirts of the room.

· There should be a table setup for the Activity Center, with room for two Triad members to operate at.

· There should be a table setup for the Jail, with room for several PC's and the Cleric Judge.

· There should be two central tables for players who are engaged in jousting.  There should be two chairs at either end for two DM's and two Players.

· There should be ten or so chairs around the jousting pit for the loyal retainers, and others interesting in watching what is going on.  This provides an opportunity for NPC's to operate.

· There should be one seat set apart for the DM playing the Cleric Judge NPC to watch each match.  

· NPC's

Prince Zeech (stats to come) probably played by Jason

· He should be played as a noble born, snotty Cleric/Wizard

· He will watch all jousting matches with his loyal retainers appearing unconcerned and impartial

· He will pretend to look down on any and all that approach him, soon becoming bored, and moving on to other things

Kle, The Scout (feel free to roleplay as you desire)

· The Scout is watching intently all matches, taking notes on participants.

· He should be played as a sneaky elf, up to no good, pretending to hide his notes

· He really tries to find out what players want, without offering too many specifics as to what he can give them.

· He will bargain on the cost of his offerings, but not over double, depending on how much role-playing characters do.

· He will only sell one card to a PC in a break, preferring to spread the wealth.

Card:  Scouting (S)

Advantage: For getting information on a players previous tendancies, they can buy a bonus of +2 against that opponent in one match. 

Cost:  50 GP MIN 

Information:  Opponent, Round, Bonus

Card:  Illegal (I)

Advantage: If a player has entered the contest illegally, he can be disqualified and thrown in dungeon.  This happens if the player is a paladin, or does not have any ranger, fighter, or barbarian levels.

Cost:  75 GP MIN

Information:  Opponent, Illegal (Y/N)

Master Jerasi, The Cleric (stats to come)

· The Cleric is the judge on all jousting matches, and can be bribed concerning the outcome in case of a tie score.

· He will also be in charge of all those imprisoned for one reason or another during the mini-missions

· Keep track of character name, player name, and RPGA number

· He should be played as a overweight, gruff, and haughty human priest of Iuz

· He really tries to find out what players want, without offering too many specifics as to what he can give them.

· He will bargain on the cost of his offerings, but not over double, depending on how much role-playing characters do.

· He will only sell one card to a PC in a break, preferring to spread the wealth.

Card:  Ties (T)

Advantage: PC's can bribe a judge for the next match, to ensure in case of a tie, they win.

Cost:  25 GP MIN

Information:  Round

Card:  Jail (J)

Advantage: Get out of jail free of charge.  

Cost:  50 GP MIN

Information:  PC, Name of offense

Castilla, The Assassin (Stats to come)

· The NPC will be creeping between players, listening in on activities, and basically making discrete offers to players during the breaks between mini-modules.

· He plays on people's fears that their competitors are doing it, so maybe they should as well.

· He really tries to find out what players want, without offering too many specifics as to what he can give them.

· He will bargain on the cost of his offerings, but not over double, depending on how much role-playing characters do.

· He will only sell one card to a PC in a break, preferring to spread the wealth.

Card:  Poison (P)

Advantage:  (Fortitude DC15) 1d4 pts of strength round after hit, next round.  Returns at the rate of 1 pts per hour

Cost:  50 GP MIN

Information:  Round

Card:  Tamper (T)

Advantage:  Tamper with Horse.  -2 to any ride checks in next combat

Cost:  25 GP MIN

Information:  Round, opponent

Card:  Defense (D)

Advantage:  Player ties himself into saddle, giving him a +3 on any ride check for one combat

Cost:  25 GP MIN

Information:  Round, PC Name

Jousting Information

The Jousting Competition of Prince Zeech is a formal double elimination tournament.  PC's will be slotted into a random position, and then will face off against their opponents in three rounds of jousting.  Whoever is de-horsed wins, or top score if both knights hold their horses.

Two tables of jousters can proceed at one time

Jousting Modifiers to attack

	Sitting >

\/ Aiming 
	Forward
	Back
	Slouch
	In
	Out

	High
	+3
	-2
	-3
	+1
	+1

	Mid
	0
	+2
	+1
	-1
	-1

	Low
	-1
	0
	+1
	+1
	0

	Inside
	-1
	+1
	+1
	+2
	-2

	Outside
	0
	0
	+1
	-2
	+2


Modifying Cards

Each card will have a title for a DM signature, and a Round to be used.  Some cards will also list the combatant that it can be used against.  These cards can be played by either combatant at any time before a round of charging.

Logistics

Two players sit down on either side of the table.

1. Each jouster places Aiming and Sitting card down in front of them.

2. Players can play any additional modifying cards to the DM

3. Each rolls initiative

4. The attacker flips his Aim, and the defender flips his sitting

5. The attacker rolls to hit, with the DM adding any modifier from the above table.

6. If the attacker hits, roll damage (1d6+STR) x2.  Remember double damage for using a lance charging, triple if critical (20 only).

7. The defender must make a Ride check equal to damage done to keep his seat.  

8. The defender, becomes the attacker, start at Step 3 above.

9. Players are taking subdual damage, and if they reach zero must yield

10. Tally scores, repeat two more rounds.

Mounted Combat can be used.

Spirited charge also can be used.

Scoring for Jousting

After three rounds, the winner is determined using the following scoring system.

· 1pt for Broken Lance (hits Defender)

· 1pt for head Shot (Hits Defenders AC -2 while using a High 100% or Mid (50%) Shot)

· Win for knocking Defender off of mount

· Ties

· Bribery

· Most Head shots

· First Blood

· Third Round Blood

· Second Round Blood

· Total Damage 

· Coin Flip/ Negotiation

Interlude: Choices

Introduction

At the height of the tournament, a cry of alarm goes out.  Many on the field and in the stands look to see a man dressed in the colors of Sir Palsius pursued by three guards.  Some, no fans of the squire’s master, boo loudly and hurl rotten fruit at him as the man flees.  Others shout in encouragement.  By the time the squire and his pursues disappear through an alcove beneath the stands, nearly the whole crowd has been drawn into the spectacle.

If the players do not immediately move to enter or follow the chase, they may make Spot Checks (DC 25).  If successful, read the following to them:

While the crowd and participants of the tournament seem drawn up in the chase, no one seems to notice the lone figure clad in stone gray leathers slid along the precarious ledge of a prominent tower of the Red Keep high above.  You catch sight of the figure as it slips into an open window on the tower’s third floor.

At this point, the heroes have a choice to make.  Do they investigate the squire or the lone rogue stealing into the tower. 

If the heroes choose to investigate the hotly pursued squire, use Mini-Mission One:  The Handmaiden.  If they choose to investigate the tower, use Mini-Mission Two:  The Meeting.

**Players could play either mini-module first.  Instruct them to write the module name on their handout, which will be transferred, to their logsheet at the end of the interactive.  If they intend to play the second mini-mission, they should find players that have not played it to join with.**

Mini-Mission One:  The Handmaiden

Note to DM:  Please read these modules in their entirety.  Do not forward this information to anyone not running at the BK Con Queso Interactive.  Also, this module should last 30-45 minutes, with signing of handouts for experience and treasure.  DO NOT RUN OVER 45 MINUTES.
Inform the player this will cost 1 TU.

Encounter One

If the heroes choose to follow the chase, read the following to them as they catch up with the guards.

The tunnel beneath the stands is filled with the low droning boom of the crowd above.  You see that the squire has already been overborne by the guards, who are binding his wrists with a thick leather cord.

 The guards will not require the assistance of the party in subduing the squire, secretly an agent of the Rookroost Thieves Guild named Orved.  His job is done, in fact, and now he looks forward to spending the rest of the day in a cell.  If the heroes ask what the man’s crime was, the guards are candid.  The man was caught looking up the skirts of one of the baroness’ handmaidens.  The stunt has provided the desired distraction, but has an unforeseen side effect.

Orved knows a secret, and will use Innuendo to get it across to the players..

Should an of the heroes use Innuendo on Orved, he will reveal his true allegiance in a similar fashion.  Furthermore, he will tell the hero in question that the handmaiden he spied upon is not all she seems and must be watched!  A Sense Motive Check (DC 10) will reveal the urgency of this claim.  If the heroes ask the guard which handmaiden was offended, they will tell them the Lady Sophanie.  Thereafter, the guards will remove Orved to a nearby cell block.

From here the players have five options:

· Bribe or attack the guards to free Orved. (Option 1)

· Report Orved’s findings to Prince Zeech. (Option 2)

· Report Orved’s findings to Baroness Alma (Option 3)

· Secretly observe the Handmaiden (Option 4)

· Follow the guards to the prison to help spring Orved (Option 5)

Option One (Bribing or attacking Orved)

Once apprehended, Orved will make no move to resist the guards.  His duty is done and he knows he’ll be released soon enough through the machinations of the Rookroost Thieves Guild.  The heroes do not have such assurances, however.

The guards will accept a bribe, in the amount of 10 gp apiece (80 gp total), to free the rogue and look the other way.  Once free, Orved gives the heroes his thanks and leaves the tourney grounds as fast as his feet will carry him.

If the heroes attack the guards, Orved will take the opportunity to escape.  The heroes may not be so lucky.  An alarm will be sounded, and the heroes must either leave the tournament grounds (and the Interactive) immediately or be eventually overwhelmed by guards. 

If necessary, there are eight guards here, and 8 more will arrive every 10 rounds.  Feel free to improvise the layout of the jail for combat and/or roleplaying purposes.

Half-Orc Guards, male Half Orc Ftr2: Medium Humanoid (6'0" ft, tall); HD 2d10 + 6; hp 20; Init +2 (+2 Dex, +4 Improved Initiative); Spd 30 ft.; AC 18 (+3 Dex, +5 Chain Shirt); Atks +6 Melee, Longsword (1d8+3); AL LE; SV Fort +4, Ref, +3, Will +0.

Str 16, Dex 16, Con 14, Int 12, Wis 10, Cha 8.


Skills: Climb +4, Intimidate +5, Jump +4, Sense Motive +2, Swim +4. Feats: Improved Initiative, Power Attack, Weapon Focus (Longsword).


Equipment: Long Sword, Chain Shirt

Outcome

· The guards will accept a bribe, in the amount of 20 gp apiece, to free the rogue and look the other way.  Once free, Orved gives the heroes his thanks and leaves the tourney grounds as fast as his feet will carry him.  Players receive 150 EXP.  Mark this on their handout, to be transferred to their logsheet at the end of the interactive.

· Players can flee the ground. They gain no experience for this mini-adventure and may not participate in any further events at this interactive.

· If they surrender to the guards, as punishment for attacking the guards, they will be imprisoned in the Redhand dungeons for a period of 1 month (4 TUs).  They gain no experience for this mini-adventure and may not participate in any further events at this interactive.

Option Two (Prince Zeech)

If the heroes seek to address Prince Zeech, they must first get word to him.  This comes with a price of 10 gp (a bribe).  Once paid, read the following:

It takes some time but soon a page of the Prince arrives.  He asks you to follow him to the large pavillion behind the Prince’s stand on the tournament grounds. The pavillion is surrounded by the elite palace guards.  Upon entering you find the Prince of Redhand casually lounging on a mound of cushions, sipping wine and picking at a plate of grapes.  He acknowledges your arrival and waves off his attendees, two finely dressed men.  Then, in a soft yet commanding voice he says, “so why do you impede my entertainment?”

Let the heroes explain their reasoning in character.

“The news you bring me is,” he says, “interesting.  Yes, your interruption is forgiven.  Your service to the crown of Redhand is noted and appreciated.”  With a snap of his figures, he summons an unassuming page.  “See to it these patriots are rewarded for their efforts.”  He rises to leave, quickly flanked by his guard.  “We do not forget our friends,” he says in his musical voice.  With that, he returns to the tournament.

Outcome

· The page returns quickly with an ornate wooden chest containing 100 gp.  The heroes may split this amongst them.  Players receive 150 EXP.  Mark this on their handout, to be transferred to their logsheet at the end of the interactive.

Option Three (Baroness Alma)

If the heroes seek to address Baroness Alma, they must first get word to her.  This comes with a price of 10 gp (a bribe).  Once paid, read the following:

It takes some time but soon a page of the Baroness arrives.  He asks you to follow him to the large pavillion behind the Prince’s stand on the tournament grounds. The pavillion is surrounded by her own guards, led by a stern faced woman in gleaming platemail.  Upon entering you find the Baroness of Balmund angrily perched on a mound of cushions, drinking wine.  She is surrounded by her handmaidens.  She acknowledges your arrival and demands, “why have you disturbed me!?”

Let the heroes explain their reasoning in character.  Half way through their explanation, interrupt them.

“Do you take me for a fool!” the baroness shouts.  “You suggest treachery among my own attendees, those who I hold closer than my own birth-mother?  Certainly you do not suggest I am so easily misled!  Were this not a day of celebration, I would have the whole of you flogged for your insolence!  You should leave my sight immediately lest I have you put in irons and paraded before the crowd like the fools you are.  Guards!  See that these people leave at once!”

There is no reasoning with the woman.  If the heroes continue to press, the Baroness will order her guards to restrain them and imprison them for their insult.  If the heroes resist, an alarm will be sounded.  The heroes must then either leave the tournament grounds (and the Interactive) immediately or be eventually overwhelmed by guards.  As punishment for attacking the guards, they will be imprisoned in the Redhand dungeons for a period of 1 month (4 TUs).  If they do not resist, they will be released the day after the tournament, with no penalty to their TUs.  They gain no experience for this mini-adventure and may not participate in any further events at this interactive.

If the heroes retreat, but continue to observe the pavillion, they will see the Baroness return to the Prince’s stand with her cadre of handmaidens.  One of these, however, escorted by the stern-faced captain of the Baroness’ guard, will leave in the direction of the Keep.  If the heroes follow (opposed Hide check against Josallus), the pair will lead them straight to the jail.  If the heroes continue from here, go to Encounter Two.

Outcome (if players don't follow handmaiden)

· Players receive 100 EXP.  Mark this on their handout, to be transferred to their logsheet at the end of the interactive.

Option Four (Follow handmaiden)

If the heroes secretly monitor the Baroness and her handmaidens, have them make a Sense Motive check, DC 10.  Success will direct them to one who is obviously distressed.  The Baroness is outwardly furious, though the Prince seems to be enjoying himself.  Read the following:

After several minutes, the distressed handmaiden – a lovely woman with long red hair, beautifully braided – speaks woefully to the Baroness and turns to leave the stands.  Immediately, the captain of the Baroness’ personal guard, a stern-faced woman in gleaming platemail, goes to her and speaks plainly.  The Baroness nods in approval and the two then leave the stands.

If any of the heroes are capable of lip-reading, or spot DC20 add:

Handmaiden: “I do not think I can carry on, governess.  Would you give me leave to retire until I recover?”
Baroness: “As you wish, Lady Sophanie.  Your leave is granted.”
Guard: “I will escort her to the Keep – there will be no more unwanted advances.”

If the heroes follow (opposed Hide check against Josallus), the pair will lead them straight to the jail.  If the heroes continue from here, go to Encounter Two.

Outcome (if players don't follow handmaiden)

· Players receive 150 EXP.  Mark this on their handout, to be transferred to their logsheet at the end of the interactive.

Option Five (If going to interrogate Orved)

The jail is well guarded.  Most of the prisoners are drunks, vagrants, beggars or vagabonds, rounded up so as not to sully the Prince’s tournament or worry his new bride.

Let the heroes use their skills to gain access to the prison.

Move Silently checks (DC 15) and Hide checks (DC 15) must be made to elude the guards.  The heroes may also bribe their way in at a price of 50 gp.  If anyone succeeds at a Search check (DC 25), a secret passage leading into the cell area can be discovered.

Before the heroes have time to speak with or rescue Orved, begin Encounter Two.
Encounter Two (From following the Handmaiden or interrogating Orved)

The long passage is lighted by torches at either end.  In between can be heard the groans and raving of several prisoners, likely beggars, drunks and vagabonds.  A lone guard leans against the wall nearest the door.

How the heroes deal with the guard is up to them.  He will accept a bribe of 5 gp to give them some time alone with Orved.  Before the heroes have a chance to speak with the rogue or free him, read the following:

There is a loud click and a groan as the door to the cell tunnel opens.  Above the smell of filth in the chamber comes the scent of perfume.

This marks the arrival of Josallus and Lady Sophina.  They have come to have their own meeting with Orved.

If the heroes have followed the women here from the Prince’s stand, read the following:

As you arrive at the jail, you find, to your surprise, the host of guards standing about strangely detached.  In fact, none oppose you as you move about the chamber.  Neither do they speak with you.  It is as though they do not see you at all.

Opening the door to the cell chamber, you hear a choked scream! The long passage is lighted by torches at either end.  In the hall stands the baroness’ handmaiden, looking into one of the cells.  She is smiling.
Lady Sophina has come here to kill Orved, with Captain Josallus as her instrument.  The Captain is completely under the effects of the succubus’ charm ability and will do as she commands in respect to that ability.

The succubus will not directly engage the heroes, leaving such work to Captain Josallus.  She will not hesitate to use her magical abilities against the heroes, however.

If Captain Josallus is freed from the effects of the succubus’ charm, Lady Sophanie will flee.  Likewise, if the captain is defeated or her identity is exposed, she will flee.  Her obligations are to the Black Quartet and she will not sacrifice herself in the least.

If the heroes kill Captain Josallus, they will not be allowed to keep any of the woman’s equipment.  Baroness Alma will be furious and demand their immediate execution.  Prince Zeech, on the other hand, is a bit more level headed, and will question the heroes as to their motives.  If warned of the succubus’ presence, he will reward the heroes in accordance with Option One above.  Even so, these heroes will be imprisoned for the rest of the day and will not be able to participate in further events at this interactive.

Base XP Award




100

Heroes kill Captain Josallus


50

Heroes disable Captain Josallus/break charm

150

MAX Total




250

Lady Sophanie, female outsider (succubus): Size M; HD 6d8+6; hp 33; Init +1 (Dex); Spd 30 ft., fly 50 ft.; AC 20 (+1 Dex, +9 natural); Attacks 2 claws +7 melee; Dmg Claw 1d3+1; SA Spell-like abilities, energy drain, summon demon; SQ Damage reduction 20/+2, SR 12, demon qualities, alternate form, tongues; SV Fort +6, Ref +6, Will +7; AL CE; Str 13, Dex 13, Con 13, Int 16, Wis 14, Cha 20; Bluff +11, Concentration +7, Disguise +11*, Escape Artist +7, Hide +7, Knowledge (Politics) +9, Listen +16, Move Silently +7, Ride +7, Search +9, Spot +16; Dodge, Mobility.

Description: Lady Sophanie appears as one of Baroness Alma’s cadre of handmaidens.  She is a lovely woman with long blonde hair in intricate braids.  The gown she wears is powder blue with lace accents, matching the dress of the other handmaidens.  In her human form, Lady Sophanie lacks the bat-like wings of her more demonic nature.  Her forked tail is still present, but is much smaller and concealed beneath the folds of her gown.

Mannerisms: In public, Lady Sophanie is amongst the most shy of the handmaidens.  She speaks in hushed tones and is mindful of her station.  She is prompt with a courtesy and hesitates to look anyone in the eye.

Background: Lady Sophanie was charged by the Black Quartet to spy on the Baroness Alma when word of her engagement to Prince Zeech was only a persistent rumor.  Unbeknownst to them, she also reports to Cranzer.  She despises the quartet and their cold demeanor, but enjoys flirting with easily flustered mage.  Beyond her duties as a spy, they have no hold on her.  She will not engage in physical combat unless absolutely necessary, preferring to let those she has charmed act for her.  Both Baroness Alma and Captain Josallus are so enchanted.

Captain Josallus, female human Ftr8: CR 8; Size M (5 ft., 8 in. tall); HD 8d10+16; hp 61; Init +8 (+4 Dex, +4 Improved initiative); Spd 30 ft.; AC 23 (+4 Dex, +9 Full Plate (+1)); Attack +11/+6 melee (long sword); Dmg 1d8+3 (crit 19-20/x2); SV Fort +8, Ref +8, Will +1; AL LN; Str 17, Dex 18, Con 14, Int 10, Wis 8, Cha 13.

Languages Spoken: Common.

Skills and feats: Craft +10, Hide +4, Jump +13, Listen +2, Move silently +4, Profession +2, Ride +6, Spot +2; Blind-fight, Combat reflexes, Dodge, Improved critical (sword, long), Improved initiative, Lightning reflexes, Power attack, Quick draw, Weapon focus (sword, long).

Description: Josallus is a hardened warrior, more comfortable in armor than courtly dress.  Despite her solid chin, she has a certain beauty about her, though one that can be cold and untouchable.

Mannerisms: Josallus has every bit of tenacity as her male peers.  Her competitive urges border on the obsessive.  In her mind, no man is her equal.  She adheres to her duties as the Baroness’ guardian, a role she does not assume lightly.

Background: Hailing from the southern city of Hardby, Josallus came to the Combination of Free Lords as an adventurer.  She soon fell into the service of the Baron of Balmund.  Upon his death in 588 CY, she was promoted to the position of Captain in the Baroness’ personal guard.
Mini-Mission Two:  The Meeting

Note to DM:  Please read these modules in their entirety.  Do not forward this information to anyone not running at the BK Con Queso Interactive.  Also, this module should last 30-45 minutes, with signing of handouts for experience and treasure.  DO NOT RUN OVER 45 MINUTES.
Inform the player this will cost 1 TU.

[Judge’s Note: If the heroes missed their chance to catch the rogue earlier, they will get a second opportunity later in the Interactive.  This time, their curiosity may be spurred by rumors of an intruder in one of the Red Keep’s towers.  Guards will be either ignorant or mum about such an intruder.  If any of the heroes uses contacts within the Rookroost Thieves Guild, they will leave the truth behind the rumors.  That a burglar was sent into the tower used by the priests of Hextor to spy on the goings on there, and that no word has been received since.  The Rookroost Thieves Guild has determined the assignment to be a failure and fear for the fate of the rogue.]

If the heroes choose to investigate the tower, read the following to them:

Pursuing this course will be tricky, for the tower lies behind the walls of the keep.  Of course, there are plenty of guards about – perhaps you could just alert them.

This obvious course will end this adventure before it even begins.  The guards will investigate but report no sign of any burglar.

The heroes will have to use real guile to get past the guards and into the Red Keep complex.  Allow them to use their imagination and roleplay the situation.  Clever lies, bribes, disguise and an assortment of other means may all be used to gain access.  Do not coach the heroes on this matter – they can always pursue the other choice if this one becomes too daunting.

Once the heroes have access to the keep complex, finding and entering the tower will not be difficult.

The heroes have two options here.

Enter by way of the front door, the conventional entrance (Encounter One)

Enter by way of the windows on the third floor. (Encounter Two)

Encounter One: Floor One
The main hall of the tower is modest, about 25 feet in diameter.  To the right of the door, a large stone staircase leads up.  There are no windows on this floor, though oil lamps set into small alcoves in the wall illuminate the hall.  There are ample shadows cast by that flickering oil light.  Three guards stand at attention here, along with two figures, robed and masked with morning stars hanging from their belts.

Three guards are posted here.  Their orders are to exclude anyone but priests of Hextor from this tower.

Guards, male human War2 (3): CR 1; Size M (6 ft., 0 in. tall); HD 2d8+2; hp 17; Init +1 (+1 Dex); Spd 30 ft.; AC 11 (+1 Dex); Attack +4 melee (sword sword); Dmg 1d6 (crit x2/19-20); SV Fort +4, Ref +1, Will +0; AL LE; Str 15, Dex 13, Con 13, Int 13, Wis 10, Cha 11.

Languages Spoken: Common.

Skills and feats: Alchemy +2, Climb +6, Handle animal +1, Hide +1, Intimidate +2, Jump +5, Listen +4, Move silently +1, Ride +6, Spot +6; Expertise, Alertness.

Acolytes (2), male human Clr1: CR 1; Size M (6 ft., 1 in. tall); HD 1d8+1; hp 9; Init -2 (-2 Dex); Spd 30 ft.; AC 8 (-2 Dex); Attack +1 melee (morning star); Dmg 1d8 (crit x2); SV Fort +3, Ref -2, Will +3; AL LE; Str 13, Dex 6, Con 13, Int 8, Wis 13, Cha 9.

Languages Spoken: Common.

Skills and feats: Hide +0, Knowledge (arcana) +4, Knowledge (religion) +4, Listen +1, Move silently +0, Ride +1, Scry +2, Spot +1; Extra turning, Lightning reflexes.

Cleric Domains: Destruction, Evil.

Cleric Spells Per Day: 3/2+1.

Available Spells: 0-lvl -- Guidance, Resistance, Inflict Minor Wounds; 1-lvl – Protection from Good, Bane, Magic Weapon.

Domain Ability: Destruction – You gain the smite power, the supernatural ability to make a single melee round attack with a +4 attack bonus and a damage bonus equal to your cleric level (if you hit).  You must declare the smite before making the attack.  1/day

Due to the presence of the priests, it is impossible to bribe or bluff one’s way into the tower, although having robes from the Third floor could make it possible.  

Any combat here will be detected on the floor above.  The Keeper and his apes will arrive after 2 rounds to investigate.  See Encounter Three above.

Encounter Two:  Floor Three

The heroes may seek entrance as the burglar did, through the third story windows.  To do this, stealth and balance are necessary.  The heroes must make the following rolls:

· Climb check (DC 15) to scale the tower.

· Hide (DC 20) to do so undiscovered.

· Balance (DC 10) to enter through the window.

Once inside, read the following:

The chamber is largely empty save for some furniture.  Light pours through four large windows to illuminate the place.  A tall wardrobe stands nearby.  A long table set with eight chairs takes up the center of the room.  On the table lies a plate-like object.

From the floor below, you hear the echo of savage grunts and howls, like those of a wild animal.

In the wardrobe are three robes, vestments of Hextor’s priests.

On the table is a mask, carelessly left lying about by an acolyte.

Encounter Three:  Second Floor

Players could get here from climbing into the third floor and coming down, or battling (possibly bluffing if they have the outfits) their way up.  Anyone not obviously priests of Hextor coming down the stairs will be attacked.

A silence spell has been lain on the staircase here between the second and third floor.  It is a special variant, barring sound from above from carrying down.  Sound can pass upwards, though.  There is a slim chance the heroes will detect it (Listen Check, DC 20 will detect something is wrong).  It will prevent them from hearing the grunts of the apes herein.

There is an almost tangible sense of corruption here as you emerge from the staircase.  The walls of this chamber are covered in the unholy markings of Hextor.  Five masked and robed figures stand at the ready, as though expecting someone.  Their masks mark them as higher ranking priests.  One holds two large savage apes at bay with chains.  The creatures immediately lung toward you, grasping with their crude hands.

The burglar, you may assume it is him, hangs limpy on the wall, suspended from iron pegs that have been drive through his palms and ankles.  His face is a bruise and blood runs freely from his wounds.  Engraved in his check is the mark of Hextor.  He lifts his head to look at you, weakly, as you enter.

If the heroes are dressed as priests, those here will begin speaking to them in a cryptic manner. 

They are asking “are you the courier(s)?”

If the heroes answer yes immediately, (Bluff check DC10) they will be presented with a small onyx chest, smooth and cold to the touch.  It feels heavy.  The priests will then offer Hextor’s blessings and wish them speedy travel west.

If the heroes answer in the negative, they will be coldly asked to leave the tower.

If the figures emerging from the staircase are not priests, the keeper will release the two apes.  He will then use spells to immobilize party members, beginning with obvious spellcasters.  

If the party has engaged the priests on the first floor in combat, the keeper will be ready for them.  

Carnivorous Apes (2): CR 2; Size L; HD 4d8+8; hp 26; Init +2 (+2 Dex); Spd 30 ft., climb 30 ft.; AC 14 (-1 size, +2 Dex, +3 natural); Attack 2 claws +7 melee, bite +2 melee; Dmg Claw 1d6+5, bite 1d6+2; SV Fort +6, Ref +6, Will +2; AL N; Str 21, Dex 15, Con 14, Int 2, Wis 12, Cha 7; Climb +18, Listen +6, Spot +6

Keeper, male human Clr3/Ftr1: CR 4; Size M (5 ft., 9 in. tall); HD 3d8+6 + 1d10+2; hp 28; Init +1 (+1 Dex); Spd 30 ft.; AC 11 (+1 Dex); Attack +5 (Morning Star, Whip); Dmg 1d8 (crit x2), 1d2 (crit x2) SV Fort +7, Ref +4, Will +5; AL LE; Str 15, Dex 12, Con 14, Int 8, Wis 15, Cha 13.

Languages Spoken: Common.

Skills and feats: Animal Handling +3, Craft +4, Jump +4, Knowledge (arcana) +5, Listen +2, Spot +2; Combat reflexes, Extra turning, Lightning reflexes, Scribe scroll.

Cleric Domains: Evil, War

Cleric Spells Per Day: 4/3+1/2+1.

Available Spells: 0-lvl – Guidance, Inflict Minor Wounds (x2), Resistance; 1-lvl – Doom, Magic Weapon, Shield of Faith, Divine Favor; 2-lvl – Bull’s Strength, Darkness, Spiritual Weapon.

Domain Power: Evil – You cast evil spells at +1 caster level.

Ilia, male human Clr4/Ftr2: CR 6; Size M (6 ft., 3 in. tall); HD 4d8+4 + 2d10+2; hp 38; Init +3 (+3 Dex); Spd 30 ft.; AC 13 (+3 Dex); Attack +8 (Morning Star); Dmg 1d8 (crit x2); SV Fort +8, Ref +4, Will +7; AL LE; Str 17, Dex 16, Con 13, Int 13, Wis 17, Cha 14.

Languages Spoken: Common, Draconic.

Skills and feats: Climb +8, Craft +5, Diplomacy +7, Handle animal +4, Hide +3, Jump +5, Knowledge (arcana) +8, Listen +3, Move silently +3, Profession +10, Spellcraft +7, Spot +3; Ambidexterity, Brew potion, Endurance, Power attack, Scribe scroll, Two-weapon fighting.

Cleric Domains: Evil, War.

Cleric Spells Per Day: 5/4+1/3+1.

Available Spells: 0-lvl – Cure Minor Wounds, Guidance, Inflict Minor Wounds (x2), Resistance; 1-lvl – Cause Fear, Command, Entropic Shield, Bane, Magic Weapon; 2-lvl – Death Knell, Hold Person, Sound Burst, Spiritual Weapon

Domain Power: Evil – You cast evil spells at +1 caster level.

Should the heroes defeat the priests and free the burglar, he will be grateful.  He will not speak of the contents of the package unless one of his rescuers identifies himself as a member of the Rookroost Thieves Guild.  The burglar, named Samel, does not know the actual contents, but was sent her to retrieve it by the guild.

Outcome

Base XP Award





100

Heroes gain the treasure w/o combat


150

Heroes defeat priests through combat


100

If the players got the chest, they receive 600 GP total for the group.  The gold in the chest is wrapped in a cloth bearing a distinguished coat of arms.  A successful Knowledge (Nobility) check (DC15) will reveal they belong to the long lost General Hok of the Warfields.
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