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RPGA® Sanctioned Play

Most likely you ordered this adventure as part of an RPGA event, or you received it from your organizer. To play this adventure and receive rewards for it, 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 enrolled in the Wizards Play Network (or WPN for short). Information on enrolling in the program can be found at www.wizards.com/wpn. The person who sanctions the event, called the organizer, is in charge of making sure the event is sanctioned before play, runs smoothly on the date sanctioned, and gets 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 organizer is also the table DM. You don’t have to be enrolled in the Wizards Play Network to run this adventure if you are not the organizer. 


By sanctioning and reporting this adventure you accomplish a couple of things. First, it is an official game, tracked under your play history. Second, DMs gain rewards for sanctioned RPGA play if they are members of the DM Rewards program. DMing this adventure is worth one (1) point. 


This adventure retires from RPGA-sanctioned play on <December 31 three years from the premiere year>. 


To learn more about RPGA event sanctioning and DM Rewards, visit the RPGA website at www.wizards.com/rpga. 

Preparing for Play

In order to play this adventure, you’ll need copies of the following D&D 4th Edition rulebooks: Player’s Handbook, Dungeon Master’s Guide, and the Monster Manual. Any other rules referenced in this adventure will be noted in the New Rules Items section at the end of the adventure.

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.


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 organizer directly after play. 

Reading Monster Stat Blocks

Most of the information should be easy to understand, as it mirrors the information presented in the Monster Manual. Attacks may have a letter next to them designating the type: M for melee, R for ranged, C for close, and A for area. A lower-case letter (used only in some melee and ranged attacks) denotes that the attack can be used as a basic attack.
Important DM Information
As the DM of the session, you have the most important role in facilitating the enjoyment of the game for the players. You take the words on these pages and make them come alive. The outcome of a fun game session often creates stories that live well beyond the play at the table. Always follow this golden rule when you DM for a group:

Make decisions and adjudications that enhance the fun of the adventure when possible.

To reinforce this golden rule, keep in mind the following:
· You are empowered to make adjustments to the adventure and make decisions about how the group interacts with the world of this adventure. This is especially important and applicable outside of combat encounters, but feel free to use the "scaling the encounter" advice (usually for adjusting to different-sized groups) to adjust combat encounters for groups that are having too easy or too hard of a time in an adventure.  

· Don't make the adventure too easy or too difficult for a group. Never being challenged makes for a boring game, and being overwhelmed makes for a frustrating game. Gauge the experience of the players (not the characters) with the game, try to feel out (or ask) what they like in a game, and attempt to give each of them the experience they’re after when they play D&D. Give everyone a “chance to shine.” 

· Be mindful of pacing, and keep the game session moving along appropriately. Watch for stalling, as play loses momentum when this happens. At the same time, make sure that the players don’t finish the adventure too early; provide them with a full play experience. Living Forgotten Realms adventures are designed to be played within 3.5 – 4 hours; try to be very aware of running long or short. Adjust the pacing accordingly.

· Give the players appropriate hints so they can make informed choices about how to interact with their environment. Players should always know when enemies are affected by conditions and are bloodied. They should be given clues about how to interact with their surroundings so they can tackle skill challenges, combats, and puzzles without getting too frustrated over lack of information. This helps to encourage immersion in the adventure and gives players “little victories” for figuring out a good choice from a clue.
In short, being the DM for a Living Forgotten Realms adventure isn’t about following the adventure’s text word-for-word; it’s about creating a fun, challenging game environment for the players. Chapters 1 and 2 of the Dungeon Master’s Guide are filled with good information about being a DM for a D&D game.
Appropriate Character Levels

This adventure is designed for player characters (PCs) levels <# - #>. Characters that fall outside of the level range may not participate in the adventure. Make certain to check the levels of the PCs before beginning play to ensure that they are the proper level. 


Each adventure has a low-level version and a high-level version. The low level is meant for a group whose levels, on average, fall in the lower levels of the adventure’s level spread. The high level is meant for a group whose levels, on average, fall in the higher levels of the adventure’s level spread. 


A group may decide to play the high level when their levels are more suited to the low level if everyone in the group agrees to do so; however, some of the rewards may not be available to them. Conversely, a group may decide to play the low level when their levels are more suited to the high level if everyone in the group agrees; however, some of the rewards may be less than what they’d ideally want from the adventure.

Reading the Numbers: Each encounter has a level and sometimes other values (such as XP or skill check DCs) listed with two numbers divided by a slash. The number before the slash is always the value for the low-level version of the adventure; the number after the slash is the value for the high-level version of the adventure. 
Failing to Defeat an Encounter

If a group fails to defeat an encounter – that is, if they have to flee from a combat because it’s too tough or they reach the predetermined number of failures in a skill challenge before reaching success – they are only awarded half experience points (round down) for the encounter. If they manage to tackle the encounter later and defeat it, award them the other half of the experience points for the encounter. 
Character Death

If a PC dies during the course of the adventure, the player of that character and the rest of the group have two options, provided that they have access to the Raise Dead ritual (either a PC has it and can use it or the characters return to civilization), they have access to the body, and it is possible to return the dead PC to life.

· Pay the component cost for the ritual. If the group chooses this option, the cost should be divided evenly among the group (500 gp for heroic tier, 5,000 gp for paragon tier, and 50,000 gp for epic tier). Using a source outside the group to cast the ritual costs 20% more than the component cost. Total cost when using an outside source is 600 gp for heroic tier, 6,000 gp for paragon tier, and 60,000 gp for epic tier. A PC that dies and chooses this method of return gains full (or half, if the party was defeated) experience points from the encounter in which the character died, but no experience points for any encounters that were missed while the character was dead. If there are encounters remaining, the PC continues to earn experience as normal, and receives a normal cut of the rewards at the end of the adventure.
· Invoke the Death Charity clause. If the group cannot afford to pay for the ritual (or doesn’t desire to do so), the PC can choose to return to life at the end of the adventure. Doing so forfeits all rewards (including treasure and story rewards) earned for the adventure except experience points gained prior to the character’s death (the character receives the experience point award for the encounter in which they died). The PC cannot participate in the same adventure a second time.

Milestones

No matter if the characters succeed or fail in an encounter, they reach a milestone if it is the second encounter they’ve had since the start of the adventure or their last extended rest. Encounters that do not give out experience points do not count for purposes of reaching a milestone. Make certain to mention this information to the players when applicable, as it gives each PC another action point and affects how some magic item powers are used.
Lasting Effects

Sometimes a PC suffers a lasting effect that isn’t easily resolved before the end of the adventure. The two most common lasting effects are the death penalty and diseases.


Death Penalty: When a character dies and is brought back to life by the Raise Dead ritual, that character suffers a -1 penalty to all attack rolls, skill checks, saving throws, and ability checks until they have reached three milestones. The player should simply record the adventure where the character died on their adventure log, and then keep a running tally of milestones reached. Once the PC has reached the third milestone since coming back to life, they no longer suffer the penalty.


Diseases: Diseases take hold of a character and last until they are cured or they reach their final state. Normally, a PC makes an Endurance check after each extended rest to see if the disease improves, worsens, or maintains its current condition. At the end of the adventure, any character suffering from a disease must resolve the disease to either its cure or final state, using the necessary number of extended rests to do so. Other characters adventuring with the PC may decide to aid the afflicted character during this time. If a disease reaches its final state and the PC can get a Cure Disease ritual cast (and pay the appropriate costs), they may do so.


Other Lasting Effects: Other effects that last beyond the scope of the adventure should be resolved at the DM’s discretion. Any effects that last for a specific period of time (that end after a certain number of days or a certain number of extended rests) should be resolved at the end of the adventure in which the effect was obtained (unless otherwise specified). Effects that use some sort of adventuring benchmark of unknown duration (such as milestones) should be recorded on the character’s logsheet and tracked across adventures.
Adventure Background

<The adventure background section is meant to provide the DM a summary of background events leading up to the play of the adventure. It should be concise, ideally no more than a paragraph or two in length, and should not contain information that is not necessary to DM the adventure.> 

DM’s Introduction

<This is a short introduction, meant to establish the setting of the adventure and the current situation at the beginning of the game. It may provide information on the flow of the adventure or summarize the encounters. It should not be more than about a half a page in length.


What follows on the next few pages are examples of encounter information layouts for combat encounters, skill challenge encounters, and non-challenge encounters. Two sets of numbers separated by a slash, such as used for experience points, encounter levels, and sometimes DCs for skill checks, denote the low-level and high-level values.>

Player’s Introduction

Read or paraphrase the following to the players:

<This is the read-aloud section, similar to the other read-aloud sections that will be at the beginning of other encounters. All read-aloud sections, including the Player’s Introduction, should be concise; don’t make them too wordy or it will be hard to retain attention of the players. Use a paragraph or two at during the introduction here, and during encounters try to keep descriptive text to a few sentences. Provide information for the DM in text to follow the read-aloud section so that the majority of information is imparted conversationally, with the players asking questions about their characters’ environment or situation, and the DM responding using the notes in the adventure as a guide.>
Combat Encounter <#: Encounter Title>
Encounter Level <#/#> (<#/#> XP)
Setup 
This encounter includes the following <creatures and/or traps> at the low tier: 

<# low-tier enemies and names> <(map key letter)>

This encounter includes the following <creatures and/or traps> at the high tier: 

<# high-tier enemies and names> <(map key letter)>

<Text here describes the area for the DM and what the situation is upon the PC's arrival to the area. It can also include the starting location of the PCs on the map, if necessary.>

As the adventurers enter the area, read:
<This is the space where the read-aloud text for the players should be placed. Remember to keep descriptions in the read-aloud short; you only need a few sentences at most to provide initial description.>
<After the read-aloud section, you can have more information that the PCs can gain about the encounter here. It's a good idea to use bulleted lists when possible.>  
Features of the Area
<This section is used to describe specific terrain features and how they interact with the encounter. List each terrain feature separately.

Illumination: When the type of illumination in the area isn’t bright light, you should note the differences here.

Terrain Feature: Explain where it is located on the map, what its attributes are (covering terrain, blocking terrain, etc.) and any special effects that result in entering one of the terrain's squares or being adjacent to it. Make sure to specify how many squares of movement it costs to move through a terrain square with difficult terrain, as you can have squares that cost 2, 3, or more squares of movement.> 
Tactics
<This section is used to describe the tactics of any enemies present in the encounter. It should include guidelines on what types of abilities they use and when, as well as conditions on when they attempt to surrender or run away (or simply state that the enemies fight to the point of defeat if that's the case).>   
Scaling the Encounter

Make the following adjustments to the combat based on the number of PCs present.


Four PCs: <Remove one of the enemies that is close to the average level of the encounter, reduce the level of all of the enemies by 1, or remove a number of hit points from a solo enemy equal to its hit point total divided by 5.>


Six PCs: <Add one of the enemies that is close to the average level of the encounter, increase the level of all of the enemies by 1, or add a number of hit points to a solo enemy equal to its hit point total divided by 5.>

Ending the Encounter

<This section is used for troubleshooting, describing the possible outcomes of the encounter, giving information the PCs may obtain from captured/defeated enemies (and how they may obtain it), and providing conditions on which they can advance to the next encounter.>
Experience Points

<The experience point total (per PC) should be listed here, as well as any conditions for bonus experience, if the completion of the encounter fulfills a minor or major quest.>
Treasure

<Describe the type of treasure that can be found in this encounter and the way in which the characters may find it. Remember to note all treasure given out for the reward summary at the end of the adventure.>
<Concluding the Adventure>
<This section is only present if this is the final encounter of the adventure. Provide a summary of the possible outcomes of the adventure and their consequences for the PCs. Any additional rewards the PCs garner (including completion of a quest) should be listed here as well. You may provide a short paragraph of read-aloud text that summarizes the PCs' accomplishments and provides a conclusion to the adventure.


The entire length of the encounter information section (this section, excluding stat blocks and map information) should not be more than 2 pages. A sample combat encounter information section follows.>
Encounter 3: Unexpected Visitors

Encounter Level 3/5 (750/1000 XP)
Setup

This encounter includes the following creatures at the low tier:
2 hobgoblin soldiers (S)
2 hobgoblin archers (A)

1 hobgoblin warcaster (W)

This encounter includes the following creatures at the high tier:

2 hobgoblin soldiers (Level 5) (S)
2 hobgoblin archers (Level 5) (A)

1 hobgoblin warcaster (Level 5) (W)

After making it out of the town of Saerb, the characters find themselves in the wilderness after dark. They’ll need to make some decisions on where to go and what to do next.


As the adventurers enter the area, read:

After stealing some riding horses on the edge of town, you were able to put a little ground behind you and the pursuing guards. Darkness is settling in, and you know that those guards will probably hire others to come hunt you down soon enough.

Let the players know that waiting around this close to the town isn’t a good idea. They’ll need to get a little further away from the roads and go cross-country if they want to avoid patrols that might be on the lookout for them. The characters are well-enough acquainted with Sembia to not get terribly lost (there are numerous roads and farmsteads in the countryside) so that’s not too much of a factor.



Once the characters decide to continue on, read:
You manage to ride for another hour into the security of a small wood and dismount from your horses. For now, this looks like a good enough place to take another breather and discuss further plans. The moon is out and close to full. You can see the silhouette of a ruined tower just ahead.

If the characters start to approach the tower, they hear talking in goblin and can see human-sized shapes silhouetted by a campfire. A character that speaks Goblin can make a DC 10 Perception check to make out snippets of the conversation. The hobgoblins are conversing about which farm to attack in a few hours, and the merits of one over the other (“they have delicious pigs at the bald elf’s place”, “that fat human used to be an adventurer and might have some treasure”, etc.).


The characters are free to slip away if they so choose, but they have a good opportunity now to take care of what’s probably a very dangerous threat to the livelihood of the nearby countryfolk. 


If they want to fight, they can get the drop on the hobgoblins by dousing their lights and sneaking toward them. If the PCs try to sneak, have the players attempting to sneak try a DC 18 Stealth check (the highest passive Perception amongst the hobgoblins). Then place the PCs on the map where indicated. Any PCs that succeeded on their Stealth check may take one action during the surprise round.

Features of the Area
This area has a few important features.


Illumination: The hobgoblins camp at the base of the tower. They have a small fire going on the broken wooden door lying outside the tower, which provides bright light within 10 squares. All other areas are in dim light unless a light source is present. Dim light doesn’t affect characters with low-light vision, but characters with normal vision have a hard time seeing – it grants concealment (-2 to melee and ranged attack rolls). 


Trees: Any square that contains mostly foliage in it counts as covering terrain. The center square of the big trees (where the trunk is located) counts as blocking terrain. 


Boulders: Squares with large boulders in them count as blocking terrain. A DC 20 Athletics check (or DC 10 Athletics check with a running start) allows a character to jump on top of the boulders and occupy that square.

Pond: The pond is relatively shallow. All pond squares count as difficult terrain, costing 2 squares of movement. 


Statue: The upright statue just outside and to the right of the tower is blocking terrain.
Tactics

Once the hobgoblins are alerted to the PCs’ presence, they keep a tight defensive formation near the ruined tower. They fight smart, and fight to the death. 


The hobgoblin soldiers attempt to stay next to each other to gain the benefits of phalanx soldier. They also attempt to block the PCs from attacking the archers, but try to keep an opening for the warcaster to use his melee or close attack powers.


The archers retreat deeper into the tower, but they attempt to stay within 5 squares of each other to maximize their longbow attacks.


The warcaster leads off with force lure, and then attempts to get close enough to use his other rechargeable powers, cycling through them as need be. 
Scaling the Encounter

Make the following adjustments to the combat based on the number of PCs present.


Four PCs: Remove one of the hobgoblin archers. 


Six PCs: Add another hobgoblin soldier.
Ending the Encounter

Once the PCs defeat the hobgoblins, they can take shelter in the ruined tower. They have no further encounters in the Sembian wilderness. Proceed to the next encounter once the players are ready.

Experience Points

The characters receive 150/200 experience points each for defeating the hobgoblins.

Treasure

The hobgoblins have a small sack of money looted from around the countryside that totals 80/100 gp.
Encounter <#: Encounter Title> Statistics (Low Level)

<Provide the statistics blocks for the low-level version of the encounter in this section. All creatures, regardless of whether they are or aren't in the Monster Manual, should have their full statistics blocks in this section. Keep each version of the encounter's stats on one page. Sample creature statistics blocks are below. Important Note: You cannot copy and paste statistics blocks directly from the D&D Insider Compendium into this adventure template, because the formatting and styles do not match.>
Goblin Chief 
Level 1 Elite Skirmisher
Small natural humanoid 
XP 200  
Initiative +5 
Senses Perception +1; low-light vision

HP 58; Bloodied 29
AC 19; Fortitude 15, Reflex 17, Will 12

Saving Throws +2
Speed 6; see also mobile ranged attack and goblin tactics

m Spear (standard; at-will) ✦ Weapon

+6 vs. AC; 1d8 + 2 damage and slide 1 square.

R Javelin (standard; at-will) ✦ Weapon

Ranged 10/20; +6 vs. AC; 1d6 + 2 damage.

R Javelin Barrage (standard; at-will) ✦ Weapon

Make two javelin attacks.

R Mobile Ranged Attack (standard; at-will)

The goblin chief can move up to half its speed; at any point 

during that movement, it makes one ranged attack without 

provoking an opportunity attack.

Great Position

If, on its turn, the goblin chief ends its move at least 4 squares 

away from its starting point, it deals an extra 1d6 damage on its 

ranged attacks until the start of its next turn.

Goblin Tactics (immediate reaction, when missed by a melee 

attack; at-will)

The goblin shifts 1 square.

Alignment Evil 

Languages Common, Goblin

Skills Stealth +10, Thievery +10

Str 14 (+2) 
Dex 17 (+3) 
Wis 12 (+1)

Con 13 (+1) 
Int 8 (–1) 

Cha 8 (–1)

Equipment leather armor, spear, 8 javelins in sheaf
Kobold Minion 
Level 1 Minion
Small natural humanoid 
XP 25  
Initiative +3 
Senses Perception +1; darkvision

HP 1; a missed attack never damages a minion.

AC 15; Fortitude 11, Reflex 13, Will 11; see also trap sense
Speed 6
m Javelin (standard; at-will) ✦ Weapon

+5 vs. AC; 4 damage.

r Javelin (standard; at-will) ✦ Weapon

Ranged 10/20; +5 vs. AC; 4 damage.

Shifty (minor; at-will) 
The kobold shifts 1 square.
Trap Sense
The kobold gains a +2 bonus to all defenses against traps.
Alignment Evil
 
Languages Common, Draconic
Skills Stealth +4, Thievery +4
Str 8 (-1) 

Dex 16 (+3) 
Wis 12 (+1)

Con 12 (+1) 
Int 9 (–1) 

Cha 10 (+0)

Equipment hide armor, light shield, 3 javelins


Pseudodragon 
Level 3 Lurker
Tiny natural beast (reptile) 
XP 150  
Initiative +9 
Senses Perception +8

HP 40; Bloodied 20
AC 17; Fortitude 14, Reflex 15, Will 14
Speed 4; fly 8 (hover); see also flyby attack
m Bite (standard; at-will) 
+8 vs. AC; 1d8 + 4 damage.

m Sting (standard; recharge 3-6) ✦ Poison
+8 vs. AC; 1d8 + 4 damage, and ongoing 5 poison damage (save 

ends).
M Flyby Attack (standard; at-will) 
The pseudodragon flies up to 8 squares and makes one melee basic 

attack at any point during that movement. The pseudodragon 

doesn't provoke opportunity attacks when moving away from the 

target of the attack.
Invisibility (standard; recharges when the pseudodragon is damaged)
✦ Illusion
As long as the pseudodragon doesn't move, it is invisible.
Alignment Unaligned 
Languages – 
Skills Insight +8, Stealth +10
Str 13 (+2) 
Dex 18 (+5) 
Wis 15 (+3)

Con 16 (+4) 
Int 6 (–1) 

Cha 17 (+4)

Encounter <#: Encounter Title> Statistics (High Level)

<Provide the statistics blocks for the high-level version of the encounter in this section. All creatures, regardless of whether they are or aren't in the Monster Manual, should have their full statistics blocks in this section. Keep each version of the encounter's stats on one page. Sample statistics blocks for hazards and traps are provided below.>

Rockslide 
Level 1 Lurker
Hazard 
XP 100  
Hazard: Rocks tumble down to a target square and make a burst 3 

attack.
Perception 
Characters can't use Perception to detect this hazard.

Additional Skills: Nature or Dungeoneering

A DC 20 Nature or Dungeoneering check notices a rock 

formation is unstable. 

Initiative +3
Trigger
The trigger for a rockslide can be random, caused by the actions 

of others, or timed. When triggered the rockslide rolls initiative. 

Between the trigger and the rockslide's attack, characters in the 

area know that a rockslide is beginning and the area that it will 

affect. 
Attack
Standard Reaction

Close burst 3
Targets: Creatures in burst

Attack: +4 vs. Reflex

Hit: 2d6 + 2 damage

Miss: Half damage

Sustain Standard: The rockslide continues for 1d4 rounds. The 

burst area is difficult terrain during and after the rockslide.

Countermeasures 
✦A character in the area can take advantage of natural openings 

in the slide to avoid damage by making a DC 25 Nature or

Dungeoneering check. With a successful check, a character takes

half damage (no damage if it misses). 



Spear Gauntlet 
Level 2 Obstacle
Trap 
XP 125  
Trap: Five squares in the room contain hidden spears that thrust 

up to attack when triggered.
Perception 
✦DC 20: The character notices the trigger plates.

✦DC 25: The character notices the hidden control panel.

Trigger

The trap, five squares placed randomly in the room, attacks when 

a creature enters one of the trigger squares or starts its turn on a 

trigger square. When the trap is triggered, all five spears thrust 

up at the same time, attacking anyone standing on a trigger 

square. 

Attack
Opportunity Action

Melee
Target: All creatures on trigger squares when the trap activates.
Attack: +7 vs. AC
Hit: 1d8 + 3 damage
Countermeasures 
✦A character who makes a successful Athletics check (DC 6 or 

DC 11 without a running start) can jump over a single pressure 

plate square.

✦An adjacent character can disable a trigger plate with a DC 25 

Thievery check. 

✦A creature adjacent to the control panel can disable the entire 

trap with a DC 20 Thievery check.  

✦A DC 20 Dungeoneering check grants the party a +2 bonus to 

Thievery checks to delay or disable the trap. 

✦A character can ready an action to attack the spears (AC 13, 

other defenses 10; hp 10). When the spears in one square are 

destroyed, that trigger plate becomes useless.

✦A character can attack a trigger plate or the control panel (AC 

12, all other defenses 10; hp 30; resist 5 all). Destroying a trigger 

plate renders it useless, and destroying the control panel disables 

the entire trap.  

Encounter <#: Encounter Title> Map
<This section is where the map for the encounter is placed. Preceding the map on this page should be a list of the Dungeon Tiles sets and quantities necessary to build the map. The map should clearly mark the starting locations of all creatures on it and when necessary, the starting location of the PCs as well. An example map and list is provided below. Map pages can be laid out in landscape format if necessary to provide more space for the map image.>
Tile Sets Needed
Ruins of the Wild x1
[image: image1.png]S = hobgoblin soldier A = hobgoblin archer W = hobgoblin warcaster
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Skill Challenge Encounter <#: Encounter Title>
Skill Challenge Level #/#, Complexity <#> (<#/#> XP)

Setup
<Important NPCs: If there are any important NPCs to the encounter, list them here, including relevant game mechanics.>
<Text here describes the situation for the DM at the beginning of the skill challenge encounter. It should also include information that is important for the DM to know when the players begin the skill challenge.> 
<This is the space where the read-aloud text for the players should be placed. Remember to keep descriptions in the read-aloud short; you only need a few sentences at most to provide initial description.>
<After the read-aloud section, you can have more information that the PCs can gain about the encounter here. It's a good idea to use bulleted lists when possible.> 

Skill Challenge: <Name of Skill Challenge>

Goal: <In a sentence or two, summarize what the PCs should be attempting to accomplish with the skill challenge.>

Complexity: <#> (<#> successes before <#> failures)
Primary Skills: <List here any primary skills that are used in the skill challenge. Primary skills almost always count for successes and failures.>

Other Skills: <List here any other skills that might be useful during the challenge, if any. Other skills may or may not count for successes or failures.>

Victory: <Give a brief description of what it means if the PCs win the skill challenge.>

Defeat: <Give a brief description of what it means if the PCs lose the skill challenge.>

Skill Name DC #/# (<trained only;> X success(es), Y maximum)


Give a brief description of the usage of this particular skill in the skill challenge. This can be done in second person (“you do something”) or in third person (“the PC does something”). If there are multiple options for the use of a particular skill with increasing DCs, list them separately. List all skills alphabetically regardless of whether they are primary skills or other skills. Do not list skills that are not applicable to this skill challenge. If the attempt can only be made by a character who is trained in the skill, include the “trained only” indicator; otherwise, delete that indicator. Most primary skills will not have a maximum number of successes.
<You can arrange the skill challenge in scenes (which is good for action-oriented or research skill challenges) or have everything occur in one scene (which is good for negotiation skill challenges).>

Ending the Encounter

<Describe any troubleshooting here and how to advance to the next encounter.


Success: Describe what happens with a successful conclusion to the skill challenge.


Failure: Describe what happens with an unsuccessful conclusion to the skill challenge.>
Experience Points

<The experience point total (per PC) should be listed here, as well as any conditions for bonus experience, if the completion of the encounter fulfills a minor or major quest.>

Treasure

<Describe the type of treasure that can be found in this encounter and the way in which the characters may find it. Remember to note all treasure given out for the reward summary at the end of the adventure.>

<Concluding the Adventure>

<This section is only present if this is the final encounter of the adventure. Provide a summary of the possible outcomes of the adventure and their consequences for the PCs. Any additional rewards the PCs garner (including completion of a quest) should be listed here as well. You may provide a short paragraph of read-aloud text that summarizes the PCs' accomplishments and provides a conclusion to the adventure.


The entire length of the encounter information section should not be more than 2 pages. A sample skill challenge encounter information section follows.>

Encounter 2: Run!
Skill Challenge Level 1/3, Complexity 3 (300/450 XP)

Setup
No matter how Encounter 1 ends, the guards in Saerb are alerted to the PCs' presence in town and are hot on their heels. 
The trill of a whistle pierces the air. From down the street, you see a large group of guards moving quickly your way. For the moment, the path appears clear in the opposite direction. You're going to need to make a break for it!

The PCs engage in a skill challenge to try to escape the town before the guards get a good look at them. In a skill challenge, the PCs make a series of skill checks, trying to make a certain number of successful skill checks before a certain number of failures. In this encounter, the PCs want to achieve eight successes before four failures.


The group will most likely be together at the beginning of the encounter. Describe the scene to them, ask them what they do, translate their actions into skill checks, and then describe the next scene. Continue this process until the group has achieved eight successes or four failures.


The players might ask questions about the environment; describe the town's streets so that they understand how they can use their skills. If the PCs split up, describe the environment for each group of characters separately. Keep the action flowing, making sure you keep the guards on the PCs' trail until the skill challenge is over (at which point the PCs escape immediate danger and are outside the town). 
Skill Challenge: Escape from the Town

Goal: The PCs attempt to elude the town guards and escape from Saerb without getting caught or properly identified.
Complexity: 3 (8 successes before 3 failures)
Primary Skills: Acrobatics, Athletics, Perception, Stealth, Streetwise

Victory: The PCs are able to escape the town without permitting the guards to get a good look at them and without suffering injury.

Defeat: The PCs still escape the town, but the guards are able to provide a detailed description of each PC, and the PCs are injured in their scuffle with the guards.

The following scenes are provided as examples. Feel free to customize them based on what the PCs do, and give hints to the PCs about what skills might be useful if they're having trouble deciding what to do. If a PC wants to use a skill that's not listed here and you think it's applicable, they need to make a DC 15/17 check with that skill to garner a success.

Scene 1

To the east you see an alley crowded with crates and boxes piled almost to the roofs. The buildings on either side of the alley appear to be warehouses.

Athletics DC 10/12 (1 success; no maximum) 

Run through the alley, jump on the boxes, and climb up to a rooftop. On a failure, the PC strains an arm or a leg and loses one healing surge. If the PC's check result is 20/22 or higher, the PC manages to scatter boxes to trip up the guards and gains a +3 bonus to his or her next Acrobatics or Athletics check.
Perception DC 10/12 (1 success; no maximum) 

Notice that a warehouse door is ajar and duck inside. On a failure, the PC runs into a dead end and must immediately succeed on a DC 17 Acrobatics or Athletics check or the party loses one of its previous successes in the skill challenge. 


If the PC's check result is 20/22 or higher, the PC finds a particularly good hiding place and can immediately make a DC 15/17 Stealth check to score an additional success.
Stealth DC 10/12 (1 success; no maximum) 

Hide in a partly opened crate while the guards pass by. On a failure, the PC gets stuck inside and must immediately succeed on a DC 20/22 Acrobatics or Athletics check or be noticed by the guards, which costs the party one of its previous successes in the skill challenge. 


If the PC's check result is 20/22 or higher, the PC finds a particularly good vantage point and can immediately make a DC 15/17 Perception check to score an additional success.

Scene 2

Down the street to the west you see a marketplace. Merchants are packing up their carts and putting their wares away in nearby tents as evening approaches.
Acrobatics DC 10/12 (1 success; no maximum) 

Dodge through the crowd. On a failure, the PC stumbles and loses one healing surge. If the PC's check result is 20/22 or higher, the PC gains extra ground and a +3 bonus to his or her next Acrobatics, Athletics, or Stealth check in the skill challenge.
Athletics DC 10/12 (1 success; no maximum)

Push over some carts to slow down the guards. On a failure, the PC strains a muscle and loses one healing surge. If the PC's check result is 20/22 or higher, the PC manages to scatter the carts particularly well, tripping up the guards. The PC gains a +3 bonus to his or her next Acrobatics or Athletics check.
Perception DC 10/12 (1 success; no maximum) 

Spot a shortcut through a few tents. On a failure, the PC runs into a dead end and must immediately succeed on a DC 20/22 Acrobatics or Athletics check or the party loses one of its previous successes in the skill challenge. 


If the PC's check result is 20/22 or higher, the PC finds a particularly good shortcut and can immediately make a DC 15/17 Stealth check to score an additional success.

Stealth DC 10/12 (1 success; no maximum) 

Blend in with the crowd or hide in a cart or a tent. On a failure, the PC gets stuck in the crowd or in a hiding place and must immediately succeed on a DC 22 Acrobatics or Athletics check or draw the guards’ attention, costing the party one of their previous successes in the skill challenge. 


If the PC's check result is 20/22 or higher, the PC finds a particularly good vantage point and can immediately make a DC 15/17 Perception check to score an additional success.
Streetwise DC 15/17 (trained only; 1 success; 2 maximum) 

Pay a merchant to create a distraction for you. On a failure, the PC runs into two muggers and must immediately try to talk his or her way past them by succeeding on a DC 15/17 Bluff, Diplomacy, or Intimidate check. Failure means the PC gets roughed up, losing one healing surge, and also costs the party one of its previous successes in the skill challenge. 


If the PC's check result is 20/22 or higher, the PC receives a tip about a shortcut and automatically gains one additional success (only one additional success can be gained through Streetwise in the skill challenge).

Scene 3

To the south you see a street with a number of carousing tavern-goers, already well in their cups. The lights of a tavern glow warmly through open windows.
Acrobatics DC 10/12 (1 success; no maximum) 

Dive through a tavern window. On a failure, the PC stumbles and loses one healing surge. If the PC's check result is 20/22 or higher, the PC gains extra ground and a +3 bonus to his or her next Acrobatics, Athletics, or Stealth check in the skill challenge.

Athletics DC 10/12 (1 success; no maximum) 

Push past the drunk townsfolk. On a failure, the PC is tripped by a drunk and loses one healing surge. If the PC's check result is 20/22 or higher, the PC manages to trip several of the drunks, who delay the guards, and gains a +3 bonus to his or her next Acrobatics or Athletics check.

Perception DC 10/12 (1 success; no maximum) 

Notice a stable to hide in next to the tavern. On a failure, the PC runs into a dead end and must immediately succeed on a DC 20/22 Acrobatics or Athletics check to avoid drawing the guards’ attention. Failure means the party loses one of its previous successes in the skill challenge. 

If the PC's check result is 20/22 or higher, the PC finds a particularly good shortcut on the other side of the stable and can immediately make a DC 15/17 Stealth check to score an additional success.

Streetwise DC 10/12 (1 success; 2 maximum) 

Get a tip from one of the drunks on a good hiding place in the back of the tavern. On a failure, a PC runs into two belligerent drunks and must immediately try to talk his or her way past them by succeeding on a DC 18 Bluff, Diplomacy, or Intimidate check. Failure means the PCs gets roughed up, losing one healing surge, and also costs the party one of its previous successes in the skill challenge. 

If the PC's check result is 20/22 or higher, the PC receives a tip about a shortcut behind the tavern and gains one additional success (only one additional success can be gained through Streetwise in the skill challenge).

Ending the Encounter

Completing the skill challenge takes the PCs about 10 minutes. Whether or not the PCs succeed at the challenge, they escape Saerb. What's important is whether they were observed long enough for the guards to gain an accurate description of them. 


If the PCs succeed at the skill challenge, the guards didn't get a good look at them. This makes the final encounter a little easier.


If the PCs fail, the guards were close enough on their tail to get a good look at most of them and probably had a few scuffles with them. Each PC loses 2 healing surges. Their failure also makes the final encounter a little harder.

In either case, go to the next encounter.

Experience Points

The characters receive 60/90 experience points for successfully completing the skill challenge.

Treasure
The PCs do not find any treasure in this encounter.
Non-Challenge Encounter <#: Encounter Title>
Setup
<Important NPCs: If there are any important NPCs to the encounter, list them here, including relevant game mechanics. For example, Baron Zemo (Diplomacy +3, Intimidate +6) would be all that's necessary if the NPC is only expected to use those 2 skills during the encounter.>
<Text here describes the situation for the DM at the beginning of the encounter. It should also include information that is important for the DM to know at the beginning of the non-challenge encounter.> 
<This is the space where the read-aloud text for the players should be placed. Remember to keep descriptions in the read-aloud short; you only need a few sentences at most to provide initial description.>
<After the read-aloud section, you can have more information that the PCs can gain about the encounter here. It's a good idea to use bulleted lists when possible.> 

Ending the Encounter

<Describe any troubleshooting here and how to advance to the next encounter.>
Experience Points

The PCs do not earn any XP for this encounter, and it does not count towards a milestone.

Treasure

<Describe the type of treasure that can be found in this encounter and the way in which the characters may find it. Remember to note all treasure given out for the reward summary at the end of the adventure.>

<Concluding the Adventure>
<This section is only present if this is the final encounter of the adventure. Provide a summary of the possible outcomes of the adventure and their consequences for the PCs. Any additional rewards the PCs garner (including completion of a quest) should be listed here as well. You may provide a short paragraph of read-aloud text that summarizes the PCs' accomplishments and provides a conclusion to the adventure.


The entire length of the non-challenge encounter information section should not be more than 2 pages.>
Rewards Summary

At the conclusion of the adventure, the PCs earn experience points, treasure, and possibly story awards. All totals listed here are per PC. A number before the slash is the low-level value; after the slash is the high-level value.

Experience Points

Give PCs a full award for each encounter they successfully completed, and a half award if they were unsuccessful. Give no award if the characters did not play the encounter at all.

Encounter 1: <Name>



<# / #> XP

Encounter 2: <Name>



<# / #> XP

Encounter 3: <Name> 



<# / #> XP

Encounter 4: <Name>



<# / #> XP

Minor Quest: <Name>



<# / #> XP

Major Quest: <Name>



<# / #> XP
Total Possible Experience


<# / #> XP

Gold per PC 

<# / #> gp

(Encounter <#: # / #> gp, Encounter <#: # / #> gp)
Treasure

Each PC receives treasure in the form of gold pieces as well as one share from a treasure bundle. The treasure bundle may give the PC more gold, a magic item, or something else of value. Each player makes one and only one selection for their character; players may choose the same treasure bundle. Note that it is possible (and likely) that some characters will not select a bundle for each session of play.

If characters buy or sell magic items or other gear during the adventure (or pay for services) add or subtract that amount from the total gold the PC receives at the end of the adventure. If a player selects an option that gives their character more gold, add that amount to that character’s base gold award. It is possible and permissible for a character who spends more gold than he or she earns to have a negative total for the adventure. PCs receive 20% of the item’s market price when they sell any magic item or consumable. They receive 50% of the market price for ritual books and alchemical formulas.


If a player selects a magic weapon or suit of armor for their PC that is not specific on the type of item listed, they must select the exact item at the time they choose that bundle. For example, if a duelist’s weapon +1 is listed as a choice in a bundle, a player selects the form of the weapon amongst the choices possible for that magic item (light blades). If the player selects the item as a +1 duelist’s dagger, the player writes that information down on the PC’s adventure log and the item is forever after that specific weapon.

An asterisk next to a magic item means that it is an item that appears in the New Rules section.   
Each PC Selects One of the Following Bundles:
Bundle A: <magic item> (low-level version only) (item level; source)
Found in Encounter #

Bundle B: <magic item> (low-level version only) (item level; source)
Found in Encounter #

Bundle C: <magic item> (item level; source)
Found in Encounter #

Bundle D: <magic item> (item level; source)
Found in Encounter #

Bundle E: <magic item> (high-level version only) (item level; source)
Found in Encounter #

Bundle F: <magic item> (high-level version only) (item level; source)
Found in Encounter #

Bundle G: <ritual scroll or alchemical formula>

Found in Encounter #

Bundle H: <ritual book or alchemical formula>

Found in Encounter #

Consumable plus Gold: If a player doesn’t want to select one of the bundles listed above for their character, they can choose to add a <name of consumable> plus # / # gp to their rewards from this adventure. The player should write the consumable gained on their adventure log. That character (and only that character) then receives the consumable plus the listed amount of gold (if any) instead of any other treasure bundle. Consumable items obtained in this fashion do not take up found magic item slots.
More Gold: If a player doesn't want to select one of the bundles listed above for their character, they can choose to add # / # gp to their rewards from this adventure. That character (and only that character) receives more gold instead of any other treasure bundle.
Story Awards
Award these if the PC completes the condition for the award in the adventure. Pass out certificates to the players for their story awards. Normally, if a PC earns three awards, they may only have 2 of them and must pick which two they want before ending the session (exceptions to this will be noted in the story award text).  
<CODE01> <Name>

<Description of the award goes here. It should not exceed 1000 characters with spaces. Awards are the same regardless of whether the adventure was played low or high.>

<CODE02> <Name>

<Description of the award goes here. It should not exceed 1000 characters with spaces. Awards are the same regardless of whether the adventure was played low or high.>

<CODE03> <Name>

<Description of the award goes here. It should not exceed 1000 characters with spaces. Awards are the same regardless of whether the adventure was played low or high.>

Adventure Questions

Mark the answers to the following adventure questions on the tracking form. <This is an optional section.> 
1. <Question?>


a. 


b.


c.


d.


e.

2. <Question?>


a. 


b.


c.


d.


e. 

3. <Question?>


a.


b.


c.


d.


e.

4. <Question?>


a.


b.


c.


d.


e.

5. <Question?>


a.


b.


c.


d.


e.

6. <Question?>


a.


b.


c.


d.


e.

New Rules
<In this section, list all rules used in the adventure that come from books other than the Player's Handbook or Dungeon Master's Guide. Monsters should already be listed in the appropriate encounter. Most of the time, this list will only consist of magic items; all other rules should be built into the statistics of the NPC or monster. Almost all new rules options outside of statistics are character-driven. A sample magic item listing follows.>
Holy Avenger 



Level 25+

The most prized weapon of any paladin.

Lvl 25 +5    625,000 gp 
Lvl 30 +6    3,125,000 gp

Weapon: Axe, Hammer, Heavy Blade

Enhancement: Attack rolls and damage rolls

Critical: +1d6 radiant damage per plus, and you can spend a healing surge

Property: A holy avenger deals an extra 1d10 radiant damage when the power you use to make the attack has the radiant keyword.

Power (Daily): Minor Action. You and each ally within 10 squares of you gain a +5 power bonus to Fortitude, Reflex, and Will defenses until the end of your next turn.
Special: A holy avenger can be used as a holy symbol. It adds its enhancement bonus to attack rolls and damage rolls and the extra damage granted by its property (if applicable) when used in this manner. You do not gain your weapon proficiency bonus to the attack roll when using a holy avenger as an implement.
Reference: Player's Handbook, page 234.
Appendix

<Use this section for player handouts, overland maps, puzzles, or anything else that supplements the adventure. Ensure that you're only providing information here that is essential to the play of the adventure.> 









Based on the original Dungeons & Dragons® rules created by E. Gary Gygax and Dave Arneson and the new Dungeons & Dragons game designed by Andy Collins, Rob Heinsoo, and James Wyatt.

This game product contains no Open Game Content. No portion of this work may be reproduced in any form without permission of Wizards of the Coast. To learn more about the Game System License (GSL), please visit www.wizards.com/d20.
This is an official RPGA® play document. To find out more about the RPGA and to learn more on how you can sanction and run Dungeons & Dragons game events of all sizes, visit our website at www.wizards.com/rpga. 

DUNGEONS & DRAGONS, D&D, DM Rewards, RPGA, Player’s Handbook, Dungeon Master’s Guide, and Monster Manual are trademarks of Wizards of the Coast LLC in the US and other countries. This material is protected under the copyright laws of the United States of America. Any reproduction or unauthorized use of the material or artwork contained herein is prohibited without the express written permission of Wizards of the Coast, Inc. This product is a work of fiction. Any similarity to actual people, organizations, places, or events is purely coincidental. © 2009 Wizards of the Coast LLC. 

For rules questions specific to this document, visit www.wizards.com/customerservice. 
Permission is granted to photocopy this document for personal use.

