






































































































































A WRASTLE WITH BERTRUM

As for Dudley’s clan, each PC receives
20 gp per halfling either killed or cap-
tured, and a fee of 350 gp if Dudley
himself is also in the group.

Although removing Minimin from the
scene has no reward value in Xylon (he
has no prior criminal record), getting
him behind bars or otherwise stopping
him will be rewarded by the town au-

thorities, who reduce all (legally) availa-

ble services in the town to 75% of
normal prices for the next 30 days in
appreciation of the party’s help.

If a PC manages to make off with the
moneybag, the DM must follow up as he
sees fit. As only 500 gp of the coins are
real, the other 1,500 lead forgeries are
likely to land the character trying to
spend them in jail for 1-6 months. Also,
if the PCs were seen stealing the mo-
neybag, Uriah will make sure he exag-
gerates the amount stolen so that a
price is placed on their heads.

Further Adventures

If Sherman’s Bandits succeed in steal-
ing the moneybag, the town authorities
may hire the PCs to track them to their
hideout in the wilds and bring them

back—dead or alive. If any of the ban-
dits escape without the prize fund, due
to PC interference, they may choose to
take their revenge on the adventurers
at a later date. Possible fates for the
PCs are an ambush in the wilderness,
attempted kidnapping to be sold into
slavery, or other nasty ends the DM
might think up.

It’s possible that some PC will wonder
if Sherman's Bandits had any treasure
in their hideout (the location of which is
known only to the bandits, who would
rather die than reveal it). Hunting for
the hideout and dealing with the dwar-
ven guards and clever traps there could
be very entertaining.

Minimin may also try to take revenge
on the PCs if he escapes without the
moneybag. If the adventurers have any
noticeable treasure or magical items, he
may attempt to steal them to pay off his
debt to the Moneylenders’ Guild, leading
him into further conflict with the PCs.

Dudley and the rest of the Ambrose
clan may also take offense at the failure
of their wonderful plan (undoubtedly
foiled by the PCg’ being in the bar, not
by the fact it was a hair-brained

Continued from page 30

status, she expects to be treated with
respect. This is a role-playing problem,
but not a difficult one if the PCs just
grin and bear it. Any abusive behavior
toward Boudicea will be reported to the
Despotrix, and the PCs will be arrested
soon after they reach Hardby. However,
their only punishment will be a stern
lecture on good manners. This lenience

is given only because the PCs carried
out a difficult task at great risk.

The Tareg will attempt to find out
who invaded their fort but will discover
little about the invaders if the PCs keep
quiet. If the adventurers brag about
their exploits, however, the Tareg will
learn who they are and what they did.
Otherwise, there is only a 5% chance
that the Tareg will learn the PCs’
names. If they do discover the identities

scheme). Even if Dudley and the rest
don’t escape to meet the PCs again,
they’re bound to have many more cous-
ins, uncles, aunts, and other relations,
all willing to carry a vendetta against
the slayers or capturers of their kin.

Dudley’s group also has a secret hide-
out that he will refuse to reveal, but
Dudley’s four brothers will sing like
canaries the instant they are ques-
tioned, in hopes of avoiding torture or
(worse) starvation. Their hideout is
unoccupied except for an extraordinary
number of wild dogs that the halflings
have befriended. The dogs attack any-
one who is not a halfling.

Then, of course, there’s Uriah Alekeep
and his many money-making schemes.
How about the PCs being handed an-
other flyer, next time they're in Xylon:

Come One! Come AlL!
Sece the wou.bcrful hifc-t’mcwing Trenpe
of Blades at the Rattlepnake Iun. Admiy-
gien 1 gilver picce!
In tiny print at the bottom of each
flyer are these immortal words:

Absolutely no responsibility for any loss or
damage to customers at the Rattiesnake Inn
can be borne by the management. Q

of Boudicea's rescuers, the Tareg will
retaliate, attacking the PCs in their
homes, kidnapping their relatives for
ransom, etc. Details are left to the DM.
Finally, if the PCs manage to com-
pletely take over the fortress, they will
have gained a unique base from which
to mount further expeditions into the
wilderness—if they can hold onto the
fortress when the allies of the over-
thrown Tareg find out about it. Q
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