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Introduction

This short adventure is a bit more roleplaying
oriented than the first two adventures of pogre's
Adventure Path. The action revolves around an
ancient medieval tradition, the charivari. There
are ample opportunities for Dungeon Masters to
insert there own campaign threads as well. The
only setting requirements for this adventure are a
small farming village and a nearby wood.

Background

Bertrande Jopp thought he was the luckiest man
aliive when he married Sondra. Everyonein the
village of Dastros admired the beauty of young
Sondra and most rejoiced when she choose anice
boy from the village. There was one person who
took exception to Sondra’s choice, however, and
his name is Bertrande as well. Bertrande Rebond
seethed with jealousy towards Jopp. Rebonds
were the richest family in the village and
Bertrande Rebond had been wooing Sondra for
nearly ayear. Why Rebond had not even
considered Jopp competition until the
engagement was announced!

Rebond vowed to gain Sondra for himself.
First, he hired an herbalist to make a concoction
to make Jopp lose his virility. Planting the
concoction in Jopp’s morning grain, Rebond
assumes the concoction has worked. The truth is
Jopp has not been affected at al by the
herbalist’s mix. Sondrais not yet pregnant, but in
part because the couple istrying to put off
children for awhile.

Rebond gathered other men in the village to
perform a charivari to ridicule Jopp. Jopp was
amused by the silliness, but Sondra screamed out
in indignation. She tossed the morning chamber
pots at the group and screamed obscenities at
them. Rebond pointed to this as proof positive
that Jopp was not fulfilling his manly duties and
was cuckolded into impotence.

Rebond set about making Jopp’s life miserable
in other ways. Rebond sowed salt into Jopp’'s
grain plot and poisoned his Ox. Jopp suspects

Rebond is behind these events, but has no proof.
Sondra wants to leave the village and get afresh
start elsewhere, but Jopp is not ready to give up
his family lands.

Rebond has a dirty little ally helping him wreak
havoc in Jopp’slife. Rebond has enlisted the
help of asmall demon, a Quasit, in his quest to
gain Sondra. The demon is affecting Rebond in a
number of ways, but especially in magnifying his
thirst for vengeance. Rebond is over his head and
sinking fast, he realizes he must make a move
quickly if heisgoing to gain Sondra.

Events culminated when Rebond organized the
villagersto drive out TawBear, the bad spirit of
impotence, from Jopp’ s body. The charivari
ceremony involves dressing the afflicted in a
bearskin and then chasing them through the
woods. When the afflicted is caught they are
beaten with clubs to drive TawBear's spirit out of
their body. Rebond plansto kill Jopp during this
ceremony.

Adventure Synopsis

The PCs come upon Bertrande Jopp running in
his bear suit with the villagers in pursuit. Jopp
begs for their help and when the PCs defend him,
he rewards them with a simple dinner at his
home. The PCs learn from Sondra of Bertrande
Rebond’s jealousy and her desire to move
elsewhere. As they finish their meal they spot the
barn burning. Rushing outside they see a Goblin
running off into the darkness. Catching the
Goblin, the party finds sure signs of Rebond’s
involvement in the raid.

The PCs confront Rebond and a combat ensues
pitting them against Rebond and his demon. The
PCs then face the task of explaining events to the
villagers.

For The Players

Ahead crashing through the undergrowth is a
strange creature. A man covered in a bearskin
stumbles down the road toward your position.
The man is sweating heavily from the exertion of
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his running and the heavy fur he is wearing. He with spiked clubs.
sees you and quickly runs toward your position

in a shambling gait. As you prepare weapons he
pleads loudly, “Please, help me!” EDCOUDth AI'C&S

Bertrande Jopp will explain quickly that a
group of villagers are trying to chase him down
and kill him because they are jealous of his wife.
He will plead with the adventurers to protect “Stand aside this is none of your concern!” one
him. As the PCs are trying to decide what to do a  of the peasants barks at you.
group of peasants emerge from the forest armed

(Refer to Map 3.1)
A. Confrontation on the Road (EL var.)
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The peasant making a stand against the PCs is
Rebond. He will quickly back down if the PCs
show any signs of strength or resistance. If the
PCs indicate they are looking into the matter
Rebond will retort in a childish manner, “We
were just trying to save his miserable marriage.”

Jopp will angrily declare that Rebond is trying
to kill him and take his wife. A charge the
Rebond will dismiss with a haughty laugh.
Rebond will quickly head back to the village,
making fun of the PCs and Jopp all the way.

Jopp will thank the PCs if they help him and
ask them to come to his house for supper. During
the travel time to his cottage he will explain
many of the facts contained in the background.
Naturally, he does not know of Rebond’s Demon
ally, but he does know that Rebond has become
more blatant and persistent in his attempts to
steal his wife.

Bertrande Rebond, Male Human Com3: CR
2; Size M (6 ft., 3 in. tall); HD 3d4-3; hp 9; Init
+0; Spd 30 ft.; AC 12 (leather); Atk +2 melee
(1d6, club) or +1 ranged; SV Fort +0, Ref +3,
Will -1; AL NE; Str 12, Dex 11, Con 9, Int 13,
Wis 7, Cha 11.

Skills: Concentration +0, Disguise +3, Handle
animal +8, Hide +0, Listen -2, Move silently +0,
Spot -2, Swim +5. Feats: Lightning reflexes,
Toughness.

Possessions: 12 SP in a purse.

Villagers Male Human Coml1 (8): CR ' ; Size
M (5 ft., 6 in. tall); HD 1d4-1; hp 3; Init -1 (-1
Dex); Spd 30 ft.; AC 9 (-1 Dex); Atk +0 melee
(1d6, club), or -1 ranged; SV Fort -1, Ref +1,
Will +1; AL NE; Str 10, Dex 8, Con 8, Int 9, Wis
12, Cha 7.

Skills: Hide -1, Handle Animal +1, Listen +1,
Move silently -1, Spot +1, Wilderness lore +3.
Feats: Lightning reflexes, skill focus (handle
animal).

Bertrande Jopp, Male Human Com2: CR 1;
Size M (5 ft., 6 in. tall); HD 2d4-2; hp 6; Init +1
(+1 Dex); Spd 30 ft.; AC 13 (+1 Dex, +2 skins);
Atk +2 melee (1d6, club) or +2 ranged; SV Fort
-1, Ref +1, Will +5; AL NE; Str 13, Dex 12, Con
9, Int 11, Wis 16, Cha 12.

Skills: Hide +1, Jump +7, Listen +8, Move
silently +1, Spot +8, Use rope +2. Feats: Iron
will, Skill focus (animal care).

B. Supper at the Jopps’

Bertrande Jopp’s cottage is a simple hut with a
half story above. His wife, Sondra is waiting
outside the cottage for his return.

Bertrande points at a nice little cottage on one
side of the village that is his home. A beautiful
young girl is hanging about the entrance
apparently awaiting his return. As he comes
towards the abode she walks out quickly to him
and grasps his hand. She asks him in a quiet
voice, “What happened? Who are these folks?”

Once Sondra is filled in on the current situation
she will continue working on supper. She will
explain to the PCs that Rebond will not accept
that she rejected him in favor of Jopp. She thinks
Rebond is going to try something desperate and
pleads with the party to help them. Bertrande
Jopp is obviously ill at ease with his wife’s
suggestion and tells her to be still and that the
PCs have already done enough.

Sondra sets the table and serves the PCs a lovely
dinner of stew, hearty bread, and greens. It
should be obvious to the PCs that Sondra has
gone all out on this meal. As they are finishing
up the food the PCs may notice (Spot DC 10)
smoke or fire coming from behind the cottage.

C. Fire! (EL 1)

Once the PCs make their spot check above (DC
10) read or paraphrase the following:Looking
through a small window out back you spy flames
leaping in the dark night. Bertrande jumps up
and says, “No! The barn’s on fire!” He dashes
out the back door towards the structure.

If the PCs follow Jopp they may see a small
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figure running away from the structure (Spot
DC10). The figure is a small goblin that has been
injured in carrying out its task. The PCs should
be able to catch the beast if they pursue him.

Inexperienced players may try to immediately kill
the Goblin. Generous Dungeon Masters may
allow the Goblin survive to permit interrogation.
Experienced players have no such excuse, and if
they make no attempt to capture the Goblin alive
by all means allow him to expire.

The Goblin has been forced into his errand and
will quickly tell the PCs that Rebond is behind
all of the actions. He will mention Rebond’s
demonic ally and that he was told he would die if
he did not carry out this errand. He will promise
to testify against Rebond before a tribunal if
necessary.

The barn is a total loss.

Goblin CR 1/4; Small Humanoid; HD 1d8; hp 3;
Init +1; Spd 30 ft.; AC 12 (+1 size, +1 Dex);
Atks +1 melee (1d8-1, morningstar); SQ
darkvision 60 ft.; AL NE; SV Fort +2, Ref +1,
Will +0; Str 8, Dex 13, Con 11, Int 10, Wis 11,
Cha 8.

Skills: Hide 6, Listen 3, Move Silently 4, Sense
Motive 0, Spot 3. Feats: Alertness.

Languages: Common and Goblin.

Ad Hoc Experience Point Award: PCs who catch
the Goblin alive and question him should receive
200 extra experience points.

D. Confronting Rebond (EL 4)

There are a number of ways the PCs might
confront Rebond. By the time they do so,
however, Rebond will be quite mad and blaming
them for his failure to win over Sondra. Some of
the possible routes towards this confrontation
are:

1. The PCs bring the goblin forward before the
village. Bertrande Rebond flees the village with
his Demonic ally. Either the PCs catch up to him
in a climactic battle or he ambushes them on the
trail later.

2. The PCs stay with Jopp and Bertrande and his
demonic ally try to sneak into the house to kill
Jopp and steal his wife.

3. The PCs go straight to Rebond’s abode to
confront him with the evidence they have
amassed and Rebond attacks them.

Rebond See Encounter A

Possessions: Give Players Handout 3.1.
Handout 3.1

Hello B -

Delighted to hear from you this past Sabbat. I
have arranged for a little ally to aid you in your
endeavor to get this wily tramp. I will call upon a
favor from you in the near future in exchange.

Your new little friend may do the same...

It’s all part of the price. Hope to see you at the
tower in the near future.

F.H. (sign of Theta)
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The handout foreshadows the coming events in
chapter four. DMs who choose not to run chapter
four — Kleston Manor, may substitute a different
adventure hook if they choose.
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Quasit CR 3; Tiny Outsider (2 ft. tall); HD 3d8;
hp 13; Init +3 (dex); Spd 20 ft, fly 50°.; AC 18
(+2 size, +3 Dex, +3 natural); Atks +8 claw 1d3-
1 + poison / +8 claw 1d3-1 + poison / +3 bite
1d4-1; SQ Damage reduction 5/silver, SR 5,
poison immunity, fire resistance 20, alternate
form, regeneration 2.; AL CE; SV Fort +3, Ref
+6, Will +4; Str 8, Dex 17, Con 10, Int 10, Wis
12, Cha 10.

Skills: Hide +14, Listen +6, Move Silently +6,
Search +4, Spellcraft +4, Spot +6

Feats: Weapon Finesse (Claws, Bite).

Spell-like Abilities: At will — detect good, detect
magic, and invisibility (self only), 1/day cause
fear (30° 1.),. These abilities are cast as by a 6
level sorcerer (save DC 10 + spell level). Once
per week can cast commune to ask six questions.

Poison Claw, Fortitude save (DC 13); initial
damage 1d4 temporary Dex damage, secondary
damage 2d4 Dex damage.

Alternate Form A Quasit can assume other
forms at will as a standard action. The ability

functions as polymorph self cast as a 121 level
sorcerer — will assume the form of a wolf.

Regeneration Quasit take normal damage from
acid, and from holy or blessed weapons.

Tactics: The Quasit will try to gain a sneak attack
against a PC if possible. However, the Quasit is
no fool, if things are going badly he will flee. If
the Quasit takes 5 or more points of damage or
Rebond falls he turns invisible and flies away.

Conclusion

The PCs will need to present the evidence
against Rebond to prove their innocence. The
villagers are sick of Rebond’s antics, so this
should be a relatively easy task. The village will
cede Rebond’s lands to Jopp in compensation for
the wrongs he put upon Jopp and his wife. The
PCs have earned lifetime friends in Jopp and
Sondra. They will be welcomed to the village for
the remainder of their days.
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handout 3.1
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Appendix Three

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights
Reserved.

1.

Definitions: (a)"Contributors" means the copyright and/or trademark
owners who have contributed Open Game Content; (b)"Derivative
Material" means copyrighted material including derivative works
and translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work
may be recast, transformed or adapted; (c) "Distribute" means to
reproduce, license, rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d)"Open Game Content" means the
game mechanic and includes the methods, procedures, processes and
routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional
content clearly identified as Open Game Content by the Contributor,
and means any work covered by this License, including translations
and derivative works under copyright law, but specifically excludes
Product Identity. (e) "Product Identity" means product and product
line names, logos and identifying marks including trade dress;
artifacts; creatures characters; stories, storylines, plots, thematic
elements, dialogue, incidents, language, artwork, symbols, designs,
depictions, likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or supernatural abilities
or effects, logos, symbols, or graphic designs; and any other
trademark or registered trademark clearly identified as Product
identity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) "Trademark" means the logos,
names, mark, sign, motto, designs that are used by a Contributor to
identify itself or its products or the associated products contributed
to the Open Game License by the Contributor (g) "Use", "Used" or
"Using" means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of Open Game
Content. (h) "You" or "Your" means the licensee in terms of this
agreement.

The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only
be Used under and in terms of this License. You must affix such a
notice to any Open Game Content that you Use. No terms may be
added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any
Open Game Content distributed using this License.

Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to
Use, the Open Game Content.

Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are
copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder's name to the COPYRIGHT

NOTICE of any original Open Game Content you Distribute.

Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly
licensed in another, independent Agreement with the owner of each
element of that Product Identity. You agree not to indicate
compatibility or co-adaptability with any Trademark or Registered
Trademark in conjunction with a work containing Open Game
Content except as expressly licensed in another, independent
Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content
does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that Product
Identity.

Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing
are Open Game Content.

Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorized
version of this License to copy, modify and distribute any Open
Game Content originally distributed under any version of this
License.

Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You
have written permission from the Contributor to do so.

Inability to Comply: If it is impossible for You to comply with any of
the terms of this License with respect to some or all of the Open
Game Content due to statute, judicial order, or governmental
regulation then You may not Use any Open Game Material so
affected.

Termination: This License will terminate automatically if You fail to
comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive
the termination of this License.

Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

COPYRIGHT NOTICE Open Game License v 1.0 Copyright 2000,
Wizards of the Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of the
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams,
Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R.
Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on
original material by E. Gary Gygax and Dave Arneson.

The Charivari Copyright 2004, Keith Pogue

Open Content & Product Identity

All parts of this adventure are designated open
content except pogre.com, which is retained as
product identity.



