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This is a standard RPGA Network tournament. A four-
hour time block has been set aside for this event. It is a
good idea to ask each player to put a name tag in front
of him or her. The tag should have the player's name at
the bottom, and the character's name, race, and gender
at the top. This makes it easier for the players to keep
track of who is playing which character.

The actual playing time will be about three hours.
Make sure you use the last 20 to 30 minutes of the
event time block to have the players capsulize their
characters for each other and vote. The standard RPGA
Network voting procedures will be used. Complete the
Judge's Summary before you collect the players'
scoring sheets. This way you will not be influenced by
their ratings and comments.

The players are free to use the game rules to learn
about equipment and weapons their characters are
carrying.

YOU, the GM, control the time of this game.
Keep a close watch, the Final Showdown should occur
with approximately 45 minutes left to play.

TIER STRUCTURE:
Tier 1 Levels 6–13
Tier 2 Levels 14–25
Tier 3 Levels 26–37
Tier 4 Levels 38–56
Tier 5 Levels 57+

BACKGROUND
INFORMATION:

The Jack Mooney and Sons Circus has just pulled in
for the winter just outside of Procampur, as Ravens
Bluff is not safe this year. Unfortunately, the leaders of
the Zhentarim have decided that taking over the circus
and using them to take Procampur is a good idea. In
order accomplish this, a group lead by a spell casting
vampire, have been elected to execute the plan. The
vampire actually wants all out destruction of the entire
area and is merely using this tactic as a means to an
end, his end. The fact that there is a war on in Ravens
Bluff is a bonus and should make his overall plan
much easier. It is up to the PCs to thwart these plans.

The vampire in question happens to be an elven
vampire and a wizard. He wants to turn this area of the
Realms into his own land. He currently goes by the
name of Aaron the Red and is posing as a Zhentarum
leader. Through his powers as a vampire, Aaron was

able to "convince" the Zhents that taking Procampur,
then Ravens Bluff, and eventually Thay, was the best
way for them to sieze control over the entire region. He
came up with the plan to infiltrate the circus because it
was an easy way of creating many undead and charmed
creatures to destroy one of the larger cities in the
Realms. Aaron has been able to keep his true identity a
secret from the others because all of the preparation for
this plan has taken place during the day (it is night
time that is death for him). And, as the Zhents wish to
take power in the region, it was not difficult for Aaron
to sell them on his plan.

The Plan:

Three Zhent Wizards disguised as commoners, joined
the circus a few months ago in Waterdeep to begin the
infiltration. They have managed to put up with circus
life by looking towards the end result. They have also
learned much about the circus games, rides, and
people. They have gained the trust of some of their co–
workers as well as the friendship of a few key people.
One of the wizards, known as Greynon, has even
attracted the attention of Jack Mooney's daughter Sylva
Elkwood, Cleric of Chauntea. The other two, Abram
and Cathon, have been working in the Big Top and the
Midway respectively.

After the first few weeks the plan was in motion, it was
determined that Greynon would get close to Jack
Mooney and his family through Sylva, Abram would
begin helping around the Big Top to have better
control over the animals, and Cathon would get a
working knowledge of the games and rides.
Meanwhile, The rest of the 15 man group from Zhentil
Keep have done reconnaissance work on the grounds
where the circus will winter this year. They managed
to get plans together, begin enchanting the area and get
the overall framework to the three currently in the
circus two tendays before they pulled in.

Just after the circus finished setting up for the winter,
the full plan was put into motion. Sylva was drugged
by Greynon and used to lure her father and brothers
into a trap. The three men were caught unaware and
were overwhelmed by the wizards and killed. However,
their bodies were then animated as JuJu Zombies and
used to finish off the rest of the employees. Many
employees are now wandering the circus grounds as
undead. The rest have been charmed and are serving
the Zhents and Aaron.

As The Adventure Begins:
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Of course, every great plan always has at least one loop
hole. Aaron and the others were not counting on the
fact that three Mooney employees would be spending
the first few days in Procampur with earned time off.
As the final parts of the plan to take over the circus
culminated just before dawn, the three employees
returned and saw some things they shouldn't have (or
should have, depending on one's point of view). They
immediately informed the City Watch of Procampur
who brought them to Ravens Bluff with a
Representative from their Defense Department.
Because of the war and so many soldiers that are now
trying to keep the trade routes open, Procampur does
not have the forces needed to stop the immanent threat
to their city. Because of the good relationship with
Ravens Bluff, the Procemurian Representative believed
that Ravens Bluff would be able to provide them with
worthy adventurers to aid in the cituation. Even though
they are still needed to help Ravens Bluff, the advisory
council decided that fighting one enemy is better than
two and the threat of an "undead invasion" from the
south is not something Ravens Bluff could handle with
the unknown enemy attacks as well. The council has
deemed this worthy of knightly honors and possible
addvancment in the City Watch because the mission is
VOLUNTARY and the adventurers that would be
going to Procampur would be preventing the loss of a
strong ally while protecting Ravens Bluff from another
potential, deadly threat.

DM Hints, Pointers, and Stuff:

Please keep in mind that the employees of the Mooney
circus are being magically influenced by Aaron and the
Zhentarum. Even though most are dead, the combined
effort of the Temples in the Procampur (with some
assistance from Ravens Bluff) will be enough to raise
them. Also, the Procemurian Mage's guild will be able
to break any charms or other magically controls that
have been used on the employees of the circus.
Therefore, the PCs will be penalized for killing the
employees of the circus as the above information will
be given to them by the city advisors present at the
briefing. These services have been offered as a joint
venture because of how much the circus means to all
the cities in the vast. Besides, the employees of the
circus bring revenue to the cities with the wares,
supplies, and entertainment they seek in the city.

The Zhentarim Warriors and Wizards are not stupid
and play to win, whatever the cost. This adventure
should not be a walk in the park for any group.

Even though Jack, Lockwood, and Edan Mooney are
now wandering around as undead (Ju Ju Zombies),
they will still be recognizable by any PC. As for Sylva
Elkwood, she is currently on her way to becoming a
subservient vampire to Aaron. He took a shine to her
and hopes to make her his bride. The PCs will also
know her. Other employees will also be recognized if
the PCs have been to the circus in an adventure with a
successful Observation, Awareness or (INT-4) check.
Please take this into extreme consideration to prevent
any unnecessary permanent death to these NPCs!!!!

As reward for defeating the Zhents and returning the
circus with all that entails back to "normal," Jack
Mooney will be very grateful and will reward the PCs
himself in addition to whatever the cities have paid
them.

IF YOU SHOULD CHOOSE
TO ACCEPT THIS MISSION

ENCOUNTER 1
At an insane hour of the night, even for hearty
adventurers such as you, a rude awakening came in
the form of a Night Watch member pounding on the
door to summon you to the private home of the Lord
Chancellor, Arvin Kothonos. Due to the urgency and
total impatience of the Watchman, you found
yourself almost having to run to keep up as you made
your way to the Lord Chancellor's house. Catching a
brief glimpse of the night sky, you noticed that there
is a full moon tonight.

Upon announcing you to the City Guard at the front
door of the Chancellor's home, the Night Watchman
quickly leaves. The Watchman you are now facing
stiffly greets you and ushers you into the house. You
are instructed to wait with the others until you are
called.

At this point, give the PCs an opportunity to introduce
themselves and give descriptions to one another. Please
take note if there are any officials of the city as this
will be important when the briefing takes place.
"Officials" include but are not restricted to knights,
guardsmen, firemen, etc. Please use your judgement.

The door opposite the entry into the parlor opens up.
A beautiful, petite, very strong looking woman in her
late 20's with red hair and wearing a highly
decorated Ravens Bluff military uniform greets you.
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" Please, come in. It is good to see that you
responded so quickly to the summons." You notice
that she does not look tired or haggard in the least.

Any PCs with Heraldry or local history may make
checks to identify this woman. It is Lady Caroline
Skyhawk, Commander of the Griffin Ride and High
Knight of the Griffins. If there are any knights present,
regardless of knighthood, she will greet them again
identifying their specific knighthood. In addition, if
there are any knights of the Griffin, they will know her
immediately and she will give them a handshake and
usher them in personally. Once inside the meeting
chamber, Lady Caroline will have any Griffin Knight
or Squire sit with her.

The people in the chamber meeting with Lord
Chancellor Kothonos are:

High Morning Lord Relarn Dayspring
Temple of Lathander

Rolf "Sunny" Sunriver
Chief Constable

Loraine Blacktree
Ministry of Art

Lady Caroline Skyhawk
High Knight of the Griffin

Sir Tara Sojourn
Knight of the Golden Rooster

Lord Matthew 
Knight of the Dove

Lord Gerald Herrick
Procampur Defense Department

These honorable officials were called to the
Chancellor's home before dawn to discuss the current
situation at the Mooney Circus in Procampur. It was
their opinion that adventurers be called in to deal with
the circus property directly while members of the
Procampur City Watch, military, and other
organizations stand by if things go incredibly wrong.

Successful Heraldry checks will identify the knights;
and the others are well known to all. Each of the
assembled "council" will greet PCs with some relation
to them accordingly.

Any PC acting disrespectful to anyone in the room
including other PCs will be "put in their place" by an
appropriate NPC.

As you enter the inner chamber, you see nine
individuals seated around the room. It is obvious that
these people have importance in Ravens Bluff, not

only because of their dress but because, you
recognize most of them. Seated at the desk
dominating the far wall is Arvin Krothonos, Lord
Chancellor of Ravens Bluff. Around the room you
recognize High Morning Lord Relarn Dayspring,
Rolf "Sunny" Sunriver, Loraine Blacktree, and Lady
Caroline High Knight of the Griffins. In addition
there are two other knights, a woman Knight of the
Golden Rooster, and a gentlemen who is a Knight of
the Dove. Finally, there is an middle-aged man
wearing a Procampian Military Uniform. All have a
very serious look on their faces.

Lord Chancellor Kothonos motions you in. "Please,
please, come in and have a seat. We must hurry as
time is of the essence."

"I do apologize for the early hour, however, the
matter at hand can not be put off. I am afraid we may
already be too late. You may or may not realize that
the Mooney and Sons Circus pulled in a few days ago
for the winter in Procampur. Well, yesterday, three
employees returning to the circus site after having
some time off witnessed some very bizarre
occurrences. Without stopping to think, they reported
it to the city. As a result, Lord Gerald Herrick was
sent here with the witnesses to possibly recruit
adventurers willing to help them. Upon hearing Lord
Herrick's report, I immediately sent for council. As a
result, you have been summoned."

"Sunny, would you read the report from the
witnesses." With that, Sunny Sunriver turns to
address you. "Upon returning to the circus just
before dawn to start the morning work, we noticed a
lot of lights at the big top. This is unusual, during
work time, lights are kept to a minimum to save on
oil. Mr Mooney is very strict on this. So, Lea, Joey
and I (Hank) snuck into the area. We noticed that the
animals weren't making any noise. When we checked
it out, they were still sleeping, at breakfast time.
Animals don't sleep in. So we kept getting closer to
the big top, you know, it was also strange that no one
else was up and we didn't smell food cooking.
Anyway, when we got to the tent, we heard a lot of
noise and saw all these guys wearing robes with
strange markings on them. Then we got a glimpse
inside the tent and everyone from the circus was
there, even Mr. Mooney and his kids. They looked
really strange. Kind of pale. Then there was this big
flash of light. One of the guys by the tent flaps must
have caught a glimpse of us cause he grabbed
someone else and pointed in our direction. Well, we
weren't sticking around to see anymore. That's when
we hightailed it out of there." With that, Sunriver
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puts the paper down and addresses the room. "Upon
further questioning and discussion here, we have
determined that the people gathered at the circus are
Zhentarim agents. We are currently getting the
proper paperwork together to question Ambassador
Zarim. Larraine, would you please discuss the
magical parts of this situation."

"It is my feeling,” she begins, “from the description
of the appearance of the people who work with the
circus that there was a specific ritual being
performed. I believe that the employees of the circus
may now be undead creatures of one form or
another."

Chancellor Kothonos addresses your group once
again. "We are not entirely sure what is going on at
the circus grounds and because a day has past, what
the state of Procampur is. That's were you come in.
My advisors and I have determined that it would be
best to have the city watch and available military of
Procampur on backup if you fail to rescue the owners
and employees of the Mooney Circus and an Undead
horde is released into the city. Your group has been
chosen because of your previous service to Ravens
Bluff. Please, take a moment to decide if you are
willing to accept this endeavor to further serve the
city you now call 'home' and her allies.”

Give the PCs a chance to discuss things for a few
moments and have the assembled advisors answer
questions they may have. Below are answers the PCs
will receive. Whether or not they ask direct questions,
make sure they have the information.

1. Please try not to permanently kill anyone. The
temples of both cities have volunteered their services to
restore the Mooneys and their employees as they are
held colse and dear to all the cities in the realms,
especially to Ravens Bluff.

2. As this is a truly noble act, the Knights Council
will give honors as earned to any knights in the party.

3. In leu of knightly honors, any City Watch
members will receive honors from the City that may
influence their next promotion.

4. There are approximately 100 men, women, and
children employed by or associated with the circus. We
do not know how many have been killed and raised.
However, we are almost positive that Jack Mooney, his
sons and daughter have been killed and raised.

5. The two cities will be able pay you each 500 gp.

6. You will be provided with six vials of holy water,
a scroll with two hold undead spells (cast at 9 th level),
a scroll of protection from evil 10' radius, a scroll with
two dispel magic spells (cast at 10 th level) and 500' of
rope enchanted with wards to hold undead. The rope
can act as a round–up area so that you may safely hold
the circus people until things are over and the priests
can perform rituals to regain their souls.

7. If you find anyone who is being magically
influenced in some way but is still mortal, please
secure them also so the Ministry of Art can correct that
situation.

8. Remember, no one is expendable at this point and
we want as many of the circus employees restored as
possible, especially Jack Mooney and his family.

9. We would like as many of the individuals
responsible for this outrage brought in alive so we may
conduct further investigation with the government and
bring them to justice.

10. The three circus employees who reported the
incident will be returning with you to Procampur, you
may question them as you see fit.

11. We do not know if the animals have been altered or
influenced. According to the report, they were asleep.

Once the PCs have finished with there questions,
chancellor Kothonos will give them his blessing.

"Here is a map of the circus grounds as we know it.
(Give the PCs Player Handout #1) The cities of
Procampur and Ravens Bluff will truly be in your
debt if all goes well. May the gods be with you on this
quest. Take heart in knowing that we will do our best
should anything go completely wrong and you do not
return to the city. You will meet at the south end of
the harbor in 1/2 hour and join the surving members
of the circus and representatives from Procampur.
Thank you. Please, make haste."

The PCs should be encouraged to leave as the "council"
still has many matters to discuss and it is already
sunrise.

As you leave the home of the Lord Chancellor, the
sunrise seems to offer no comfort, with your
important task at hand. You have heard rumors about
the Zhentarim and some of you have even had
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occasion to meet them face to face. However, the fate
of the circus and a city giving much aid to Ravens
Bluff for the war effort seems to be on your
shoulders.

Allow them to assemble their gear before meeting at
the South Gate. There will not be enough time to visit
any temples, shops or public establishments; they are
not open at this hour and time is the most important
factor.

ON THE SEA AGAIN
ENCOUNTER 2

As you approach the southern docks, you see three
Procampian guards, Lord Herrick, and three people
you surmise are from the circus. They are standing
beside a small cog, which looks ready to sail. t is just
coming into "false dawn."

Lord Herrick greets you, "Well met my friends. You
do not realize how much this means to me and my
City that you have agreed to aid us on such a
dangerous mission. It will take about half the day to
sail to Procampur so, we should be on our way."

The circus employees are:
Lea: General roustabout. She works with Logroller the
verbeeg, among others, and is responsible for set-up of
tents and safety during performances. She takes her job
seriously, but it is just a job and her life is rather
frivilous. Such a disjoint combination worries her
superiors, but she performs her duties flawlessly.

Joey : An assistant to Isbeau Navarre, the animal
trainer. Joey is happy-go-lucky, though this situation
has upset his usual cheery nature quite a bit. He is
normally loquacious, and can see the bright side of
things (even the terrible gash he got from a tiger once).

Hank: Food vendor on the midway. He does not have a
booth, but is one of the guys who walks around selling
juice and corn snacks to the passerbys. He is the most
morose of the three, since he worries about his
girlfriend back at the circus. He loves the circus life
and would never give it up; he feels that he is a gypsy
at heart.

During the voyage, which passes without incident, the
female circus employee will flirt and hit on any
Swashbuckler and or knight in the party. If none are
available, the male with the highest Charisma and

Comeliness score will be her target. If there are no men
in the party, have Joey hit on a female PC using the
same criteria. All three of the employees are 1st Level
Thieves, carry daggers, and are better than average in
appearence.

Please keep in mind Charisma scores if the PCs
attempt to gather information from the circus
employees. If the PC is extremely blunt or gruff, the
employees will not be willing to talk much to them.

The following information can be gained by
questioning the members of the circus. However, if the
PCs are hostile in the questioning, Lord Herrick will
take personal offense as he has guarenteed their safety.
If the PCs choose to use ESP or other similar spells,
the same information will be obtained.

1. We spent a few days in Procampur gathering some
special supplies that we new were here.

2. The supplies were left at the circus grounds.

3. The kinds of supplies included special fruits, cloth
for costumes, inexpensive gems, knives, clubs, things
to juggle, and such as that.

4. They do not know if anyone else escaped or what
was wrong with Mr. Mooney and his kids.

5. Three new guys joined a few months ago in
Waterdeep. They seem pretty good at their jobs. One
even got the attention of Mooney's daughter, Sylva.

6. They do not know how many Zhents are involved or
who might be leading them. Didn't stick around long
enough to find out.

7. They do not know of any enemies that Jack Mooney
may have at Zhentil Keep nor why anyone would want
to do this to the circus. They have always been well
received wherever they go.

Allow time for roleplaying. If things start to bog down
or the PCs have nothing else to ask, they start
approaching the circus.

The city of Procampur is in sight. Lord Herrick
approaches and tells you that the circus grounds are
on the north side, aand the ship will put in right near
the grounds.  "We need to go into the city before you
start with the circus. I don't know what has happened
since we left. Maybe you will be able to get more
details."
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If the PCs go into town, go to Encounter 3, if not,
Encounter 4

WISH YOU WERE HERE:
ENCOUNTER 3

Through the efforts of the Procemurian guards and
yourselves, the group has managed to avoid the
enemy troops. You see armed guards on every corner
and almost no one out and about.

For an overview of Procampur, see the attached pages
from Forgotten Realms Adventures. The PCs should
not spend a lot of time here, since most everything is
closed and they just need some information. The real
adventure is at the circus, so get them there.

As the PCs enter Procampur, there will be armed
guards on the street and almost no civilians. They may
feel free to question the guards and citizens or go to the
Thultyrl’s (their equivalent of Lord Mayor) office.
Either way, below is the information they can learn.

1. The town is shut down until the threat has passed.
Everyone entering the city is questioned and searched
and no one is allowed out. The city guards will be
backing the party up in case things go very badly or the
"undead" invade Procampur. (Thultyrl or city official)

2. So far, the circus employees have not been seen in
town. (anyone)

3. There is some sort of medical emergency and
everyone has to stay in their homes unless it is an
emergency. (general populace)

4. No Zhents have been seen in town, that we know
of. (anyone)

5. Any city official will be greatly appreciative of the
PCs for coming to the cities aid as many of the
Procampian soldiers are currently helping with patrols
to keep the trade routes open.

If the PCs tell someone from the general populace why
they are really there, the person(s) will become
hysterical and run away screaming.

PEANUTS AND POPCORN:
ENCOUNTER 4

Note that all undead found in the circus (and there are
a lot of them) are circus employees. If you have LC2:
Inside Ravens Bluff, the Living City, you can flesh out
who the various undead are by using people not
specifically located in the encounters below. Therefore,
the PCs are not to use deadly force on any undead they
find. They should know this from the briefing they
received.

Approaching the circus seems the same as any other
time you have had the chance to visit, save one, not a
soul in sight. Usually, this place is wall to wall
people, or at least full of workers setting up shop and
getting the rides ready to go. Today, nothing. Things
are very quiet and still. But, with the sun shining, it
might not be as bad as you think.

As the PCs approach, have them make an Observation
check; success indicates they see a figure go running
across the walkway just inside the gate. This figure is
Greynon, one of the Zhent infiltrators. He was standing
watch at the gate and saw the PCs approach. He is on
his way to let the others know, and hopefully lead the
PCs into a trap at the Big Top (see below). If the party
chooses to chase him, a PC with the Running
proficiency will catch him in 2 rounds provided he/she
makes a successful Strength check at -8 (running at  4x
speed to catch the guy).

However, if the PCs chase Greynon, they are
attacked by the undead who are hidden just inside the
gates. If they do not chase, then Greynon gets to the
Big Top and the PCs are attacked by the undead as
soon as they pass through the gates.

If Greynon is caught, he will pretend to be an
employee of the circus fleeing from the undead and
will try to lead the PCs into the ambush at the Big Top.

TIER 1
Zombies (3): Int Non-; AL N; AC 8; MV 6; HD 2; hp
12; THACO 19; #AT 1; Dmg 1–8; SA nil; SD immune
to sleep, charm, hold, death magic, poisons cold; MR
nil; SZ M; ML special.

Greynon, hm W3: Int High; AL LE; AC 8; hp 11;
THAC0 20; #AT 1; Dmg 1–4 (Dagger); SA spells; SD
nil; MR nil; SZ M; ML 14.

Saves: PPD 14, RSW 11, PP 13, BW 15, Spell 12
Magical Items: Ring of protection +2, wand of

magic missiles (6 charges).
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Spells: 1st level- affect normal fires, charm
person; 2nd level- web.

TIER 2
Monster Zombies (2): Int Non-; AL N; AC 6; MV 9;
HD 6; hp 31; THACO 15; #AT 1; Dmg 3–12; SA nil;
SD immune to sleep, charm, hold, death magic,
poisons cold; MR nil; SZ L; ML special.

Greynon, hm W4: Int High; AL LE; AC 8; hp 14;
THAC0 19; #AT 1; Dmg 1–4 (Dagger); SA spells; SD
nil; MR nil; SZ M; ML 14.

Saves: PPD 14, RSW 11, PP 13, BW 15, Spell 12
Magical Items: Ring of protection +2, wand of

magic missiles (6 charges).
Spells: 1st level- affect normal fires, charm

person, magic missile; 2nd level- blur, web.

TIER 3
Monster Zombie (1): Int Non-; AL N; AC 6; MV 9;
HD 6; hp 31; THACO 15; #AT 1; Dmg 3–12; SA nil;
SD immune to sleep, charm, hold, death magic,
poisons cold; MR nil; SZ L; ML special.

Ju Ju Zombie (1): Int Low; AL NE; AC 6; MV 9; HD
3+12; hp 27; THACO 15; #AT 2; Dmg 2–8, 2–8 (claw,
claw); SA attack as normal, fight as 6-HD monster; SD
turned as spectre, immune to sleep, charm, hold, death
magic, poisons cold; MR nil; SZ M; ML special.

Greynon, hm W6: Int High; AL LE; AC 8; hp 23;
THAC0 19; #AT 1; Dmg 1–4 (Dagger); SA spells; SD
active stoneskin 5 attacks; MR nil; SZ M; ML 14.

Saves: PPD 13, RSW 9, PP 11, BW 13, Spell 10
Magical Items: Ring of protection +2, wand of

magic missiles (6 charges).
Spells: 1st level- affect normal fires, charm

person, Snilloc's snowball, burning hands; 2nd level-
blur, web; 3rd level- fireball, hold person.

TIER 4
Monster Zombie (2): Int Non-; AL N; AC 6; MV 9;
HD 6; hp 40; THACO 15; #AT 1; Dmg 3–12; SA nil;
SD immune to sleep, charm, hold, death magic,
poisons cold; MR nil; SZ L; ML special.

Ju Ju Zombie (1): Int Low; AL NE; AC 6; MV 9; HD
3+12; hp 32; THACO 15; #AT 2; Dmg 2–8, 2–8 (claw,
claw); SA attack as normal, fight as 6-HD monster; SD
turned as spectre, immune to sleep, charm, hold, death
magic, poisons cold; MR nil; SZ M; ML special.

Greynon, hm W7: Int High; AL LE; AC 8; hp 25;
THAC0 18; #AT 1; Dmg 1-4 (Dagger); SA spells; SD
active stoneskin 5 attacks; MR nil; SZ M; ML 14.

Saves: PPD 13, RSW 9, PP 11, BW 13, Spell 10
Magical Items: Ring of protection +2, wand of

magic missiles (6 charges).
Spells: 1st level- affect normal fires, charm

person, Snilloc's snowball, burning hands; 2nd level-
blur, levitate, web; 3rd level- fireball, hold person; 4th
level- stoneskin (precast).

TIER 5
Monster Zombie (3): Int Non-; AL N; AC 6; MV 9;
HD 6; hp 60; THACO 15; #AT 1; Dmg 3–12; SA nil;
SD immune to sleep, charm, hold, death magic,
poisons cold; MR nil; SZ L; ML special.

Ju Ju Zombie (2): Int Low; AL NE; AC 6; MV 9; HD
3+12; hp 42; THACO 15; #AT 2; Dmg 2–8, 2–8 (claw,
claw); SA attack as normal, fight as 6-HD monster; SD
turned as spectre, immune to sleep, charm, hold, death
magic, poisons cold; MR nil; SZ M; ML special.

Greynon, hm W7: Int High; AL LE; AC 8; hp 25;
THAC0 18; #AT 1; Dmg 1-4 (Dagger); SA spells; SD
active stoneskin 5 attacks; MR nil; SZ M; ML 14.

Saves: PPD 13, RSW 9, PP 11, BW 13, Spell 10
Magical Items: Ring of protection +2, wand of

magic missiles (6 charges).
Spells: 1st level- affect normal fires, charm

person, Snilloc's snowball, burning hands; 2nd level-
blur, levitate, web; 3rd level- fireball, hold person; 4th
level- stoneskin (precast).

If the PCs do not see Greynon or choose not to chase
him, allow them to wander the circus and investigate.
Encounters are listed by location on the map (See DM
map).

A WANDERING WE SHALL
GO:

ENCOUNTER 5
A.      The Big Top:
As you open the flap to the Big Top tent and begin
stepping in, a blinding flash of light goes off leaving
you temporarily blinded and you hear a deep, hideous
laughter. Blinking a few moments, your vision begins
to return. There are three humanoid figures coming
towards you. The one in the middle has got to be at
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least 9' tall, the other two are probably around your
height (if you are a tall human). The big one has no
visible weapons although, his fists look like clubs.
One is hanging back and gesturing and the third is
approaching with a long sword and dagger.

The ambush. There are charmed circus employees and
undead creatures waiting to attack the PCs upon Lord
Aaron's command. Once the PCs enter the building,
there will be a sudden flash of light temporarily
blinding them for 1d4 rounds. It will come as a
complete surprise with no saving throw. Aaron had a
Zhentarim hiding near the entrance ready with a wand
of illumination. (The undead will not be affected by the
wand as they are currently not in the direct area.) Once
the PCs’ vision clears, they will see three humanoid
figures moving towards them. They have pale skin
color, are dressed in circus attire, and are under charm
spells. They are to make the initial attack on the PCs.
If the PCs make a successful Observation or INT at 1/2
check they will recognize their assailants as circus
employees.

Trenpock Feldson, Circus Employees, hm F3 (from
Arthur's Archery): Int Average; AL NG; AC 9; MV
12; hp 26; THAC0 18; #AT 3/2; Dmg 1-8+4 (Long
Sword); SA nil; SD nil; MR nil; Str 18/79; SZ M; ML
special.

Ramen Byrrd, Circus Employee, hm W5 (from For
the Byrrds): AL NG; AC –1; MV 12; hp 16; THAC0
19; #AT 1; Dmg 1–4 (dagger); SA spells; SD nil; MR
nil;  AL NG; Dex 18; SZ M; ML special.

Spells: 1st level- magic missile x 4; 2nd level-
mirror image, stinking cloud; 3rd level- gust of wind.

Logroller, verbeeg M (from Leaping Lizards): Int
Very; AL NG; AC 3; MV 18; HD 5+5; hp 35; THAC0
17; #AT 1; Dmg 1–6+6 (fist); SA nil; SD nil; MR nil;
SZ L; ML special.

Tier 1
Zombies (2): int non-; AL N; AC 8; MV 6; HD 2; hp
7; THAC0 19; #AT 1; Dmg 1–8; SA nil; SD Immune
to sleep, charm, hold, death magic, poisons, cold; MR
nil; SZ M; ML special.

A vial of holy water inflicts 2–8 pts of damage to a
zombie. Zombies attack last in a round.

Tier 2
Zombies (4): int non-; AL N; AC 8; MV 6; HD 2; hp
7; THAC0 19; #AT 1; Dmg 1–8; SA nil; SD Immune

to sleep, charm, hold, death magic, poisons, cold; MR
nil; SZ M; ML special.

A vial of holy water inflicts 2–8 pts of damage to a
zombie. Zombies attack last in a round.

Monster Zombies (1): Int non-; AL N; AC 6; MV 9;
HD 6; hp 18; THAC0 15; #AT 1; Dmg 4–16; SA nil;
SD Immune to sleep, charm, hold, death magic,
poisons, cold; MR nil; SZ L; ML special.

A vial of holy water inflicts 2–8 pts of damage to a
zombie. Zombies attack last in a round.

Tier 3
Ghouls (5): Int Low; AL CE; AC 6; MV 9; HD 2; hp
10; THAC0 19; #AT 3; Dmg 1–3, 1– 3, 1–6 (claw,
claw, bite); SA paralyzation; SD immune to sleep and
charm; MR nil; SZ M; ML special.

Ghasts (1): Int Very; AL CE; AC 4; MV 15; HD 4; hp
20; THAC0 17; #AT 3; Dmg 1–4, 1– 4, 1–8 (claw,
claw, bite); SA paralyzation (even elves); SD immune
to sleep and charm; MR nil; SZ M; ML special.

Tier 4
Ghouls (10): Int Low; AL CE; AC 6; MV 9; HD 2; hp
12; THAC0 19; #AT 3; Dmg 1–3, 1– 3, 1–6 (claw,
claw, bite); SA paralyzation; SD immune to sleep and
charm; MR nil; SZ M; ML special.

Ghasts (4): Int Very; AL CE; AC 4; MV 15; HD 4; hp
23; THAC0 17; #AT 3; Dmg 1–4, 1– 4, 1–8 (claw,
claw, bite); SA paralyzation (even elves); SD immune
to sleep and charm; MR nil; SZ M; ML special.

Wight (1): Int Average; AL LE; AC 5; MV 12; HD
4+3; hp 28; THAC0 15; #AT 1; Dmg 1–4; SA Energy
drain 1 level on hit; SD immune to sleep, charm, hold
or cold, poison, paralyzation, silver or +1 or better
weapon to hit; MR nil; SZ M; ML special.

Tier 5:
Ghasts (9): Int Very; AL CE; AC 4; MV 15; HD 4; hp
23; THAC0 17; #AT 3; Dmg 1–4, 1– 4, 1–8 (claw,
claw, bite); SA paralyzation (even elves); SD immune
to sleep and charm; MR nil; SZ M; ML special.

Shadows (3): Int Low; AL CE; AC 7; MV 12; HD
3+3; hp 18; THAC0 17; #AT 1; Dmg 2–5; SA
Strength drain; SD Immune to sleep, charm, hold,
cold, +1 or better weapon to hit; MR nil; SZ M; ML
special.
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Strength drain: successful hit drains 1 point of
Strength. Lost Strength points return 2–8 turns after
being touched. If a human or demi–human is reduced
to zero Strength or zero hit points by a shadow, he/ she
becomes a shadow.

Wight (1): Int Average; AL LE; AC 5; MV 12; HD
4+3; hp 28; THAC0 15; #AT 1; Dmg 1–4; SA Energy
drain 1 level on hit; SD immune to sleep, charm, hold
or cold, poison, paralyzation, silver or +1 or better
weapon to hit; MR nil; SZ M; ML special.

B.      The Animal Pens:
All of the animals are asleep. They have been drugged
and will not wake up for four days. It was the only way
to guarentee the plan would go off. Animals are very
unpredictable when not controlled. First deal with the
people then the animals, that's the motto. If the PCs
use a neutralize poison on an animal, it will wake up.
It will not attack; it will be too groggy. It will answer
questions though. The animals know the following:

1. Supper the other night tasted funny. (that's when
they were drugged)

2. They remember seeing some guy walking around
in the day before they fell asleep who had no smell.

C.      Circus Office:
This is where the PCs will find Aaron and Sylva
Elkwood. Aaron is an elven vampire disguised as a
human Zhent leader. Sylva is very pale and weak, she
is being slowly converted into a vampire. Jack Mooney
and his sons are also present. They have yet to be let
out and attack. Although they appear to look normal,
once the men are let out of the warded cage, they will
have all of their normal stats, abilities, and will be
considered Ju Ju Zombies.

Please see Encounter 7 for Aaron's stats, abilities, and
spells.

As you enter the circus office, you see a very
handsome, human man behind the desk and a half–
elf woman standing motionless at his side. The man
is dressed in robes with the markings of Zhentil Keep
and the woman in dark red/ orange robes. Behind the
couple in the left hand corner is a glowing cage with
three men inside who look very pale and on the verge
of death. They are also standing motionless. The man
looks at you and laughs very deeply, making the hair

on the back of your neck stand up. "It's about time, I
have been expecting you. Please don't think of
attacking me as things are not as they appear. I can
kill Mr. Mooney and his children at anytime. Now,
tell me, what can I do for you fine folks?"

The PCs may ask any questions they like of Aaron.
Due to his arrogance, he will answer them truthfully. If
they attack, he will release the Mooneys, take Sylva
and teleport without error leaving the PCs to deal with
Jack, Edan and Lockwood.

Note: The three Mooney Men will automatically
be held if the scroll with the hold undead is used on
them. Allow the PCs to make appropriate checks to
notice that these men are not moving as slow as normal
undead. They "Turn" as "Special" with appropriate hit
dice.

Jack Mooney, (hm R12) Ju-ju Zombie:  AL CE; AC
–2; MV 9; HD 12; hp 91; THAC0 9; #AT 2; Dmg 1–8
+1, 1–4+1 (long sword and dagger); SA nil; SD turned
as 12-HD undead, immune to sleep, charm, hold, death
magic, poisons cold; MR nil; SZ M; ML special.
Saves: PPD 7, RSW 9, PP 8, BW 8, Spell 10

Lockwood Mooney, (hem R4/W(E)5) Ju-ju Zombie:
AL CE; AC 3; MV 9; HD 6; hp 31; THAC0 17; #AT
1; Dmg 1–8; SA nil; SD turned as 6-HD undead,
immune to sleep, charm, hold, death magic, poisons
cold; MR nil; SZ M; ML special. Saves: PPD 13, RSW
11, PP 13, BW 15, Spells 12

Edan Mooney, (hm F5) Ju-ju Zombie: AL CE; AC 2;
MV 9; HD 5; hp 34; THAC0 16; #AT 3/2; Dmg 1–
8+1, 1–4+1 (long sword and dagger); SA nil; SD
turned as 5-HD undead, immune to sleep, charm, hold,
death magic, poisons cold; MR nil; SZ M; ML special.
Saves: PPD 11, RSW 13, PP 12, BW 13, Spells 14

D.      Stables
The PCs will find the horses asleep. However, there are
charmed circus employees waiting to attack.

TIER 1
Halflings (4): Int Average; AL CG; AC 9; MV 6; HD
2; hp 8; THACO 19; #AT 1; Dmg 1 Bruise; SA nil; SD
nil; MR nil; SZ S; ML special.

They are each armed with 5 water balloons, each
of which has a small brick in it.
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TIER 2
Halflings (4): Int Average; AL CG; AC 9; MV 6; HD
3; hp 12; THACO 18; #AT 1; Dmg 1 Bruise; SA nil;
SD nil; MR nil; SZ S; ML special.

They are each armed with 5 water balloons, each
of which has a small brick in it.

TIER 3
Halflings (6): Int Average; AL CG; AC 9; MV 6; HD
4; hp 15; THACO 17; #AT 1; Dmg 1 Bruise; SA nil;
SD nil; MR nil; SZ S; ML special.

They are each armed with 5 water balloons, each
of which has a small brick in it.

TIER 4
Halflings (6): Int Average; AL CG; AC 9; MV 6; HD
4; hp 19; THACO 17; #AT 1; Dmg 1 Bruise; SA nil;
SD nil; MR nil; SZ S; ML special.

They are each armed with 5 water balloons, each
of which has a small brick in it.

TIER 5
Halflings (6): Int Average; AL CG; AC 9; MV 6; HD
5; hp 28; THACO 16; #AT 1; Dmg 1 Bruise; SA nil;
SD nil; MR nil; SZ S; ML special.

They are each armed with 5 water balloons, each
of which has a small brick in it.

E.      Tents
Tents not listed below are empty and have no
encounter.

Tent 23 Starbright The Knight
There is some commotion in this area. If the PCs
listen, they will hear an argument in the tent marked
23. This is the show tent for "Starbright The Knight"
run by a family of gnome Illusionists. Currently,
because of the evil magical influence they are under,
they are fighting over who is the best spell caster. They
will be on the verge of starting a spell contest when the
PCs enter the tent. The gnomes will tell the PCs to be
the judges for the contest. If the PCs refuse or act
aggressively, the gnomes will turn their spells on the
PCs.

The PCs will have a chance to make a check against
Observation proficiency, Spellcraft proficiency, or half
Intelligence to realize that the show the gnomes put on
is done completely with spells and they are outclassed.
If they opt to judge the spell contest, they can declare a
winner at any time and call an end. At this point, the

gnomes will comply with any reasonable request the
PCs have. However, they have no information on the
fate of any other circus employee.

Martha Tanner, gf W(I)10: Int Exceptional; AL NG;
AC 10; MV 6; hp 22; THAC0 17; #AT 1; Dmg nil; SA
spells; SD ni; MR nil; SZ S (2 1/2’); ML special.

Spells: 1st level- audible glamer, change self,
phantasmal force, cantrip; 2nd level-improved
phantasmal force, blur, invisibility, blindness; 3rd
level- spectral force x 2, wraithform; 4th level-
hallucinatory terrain, vacancy; 5th level- advanced
illusion, demi-shadow monsters.

Thouge Flintsteele, gm W(I)5: Int High; AL NG; AC
7; MV 6; hp 14; THAC0 19; #AT 1; Dmg nil; SA
spells; SD nil; MR nil; SZ S (3’); ML special.

Spells: 1st level- audible glamer, phantasmal
force, cantrip, ventriloquism; 2nd level- improved
phantasmal force, blur; 3rd level- spectral force.

Twig Flintsteele, gf W(I)6: Int High; AL CG; AC 5;
MV 6; hp 13; THAC0 19; #AT 1; Dmg nil; SA spells;
SD nil; MR nil; SZ S (3' 9"); Ml special.

Spells: 1st level- audible glamer, sleep, cantrip,
phantasmal force; 2nd level- improved phantasmal
force, ray of enfeeblement; 3rd level- spectral force,
hold person.

Tent 17 Fortune's Lady
As you look into this tent, there is a dim glow coming
from the crystal ball on the table and a human
woman lying on the floor. She is dressed in robes and
looks like the circus Fortune Teller. Her body is
radiating a slight blue haze.

When the Zhentarim attempted to kill Larinda Brozik,
she cast Feign Death and they found her apparently
dead. Instead of trying to change this woman into an
undead creature, the Zhents believed her power would
be much better used serving them so they placed her in
stasis. There is an electrical field around her that will
cause 2–12 points of damage to anyone trying to touch
her. The only way to get to Larinda is to dispel the
ward (cast at 7 th level). She will then awaken and tell
the party what she knows.

1. The Zhents are behind this. Three signed on with
the circus several months ago to gather information.

2. The cards foretold her death, so she was prepared.
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3. The Leader is not a man at all, he is a creature of
some sort that actually fears the night. If he can be
stopped, the circus may be saved.

She will volunteer to watch any undead or charmed
employees and Zhents already captured as she is a
wizard of some power.

Laurinda Brozik, hm W9: Int Very; AL CG; AC 7;
MV 12; hp 22; THAC0 18; #AT 1; Dmg nil; SA
spells; SD nil; MR nil; SZ M; ML 14.

Spells: 1st level- audible glamer, dancing lights,
cantrip, phantasmal force; 2nd level- ESP, hypnotic
pattern, improved phantasmal force; 3rd level- gust of
wind, illusionary script, spectral force; 4th level-Rary's
mnemonic enhancer (phantasmal force x 3)
hallucinatory terrain; 5th level- teleport.

She is very beautiful and exotic looking.

F.      Jaws of Death (Midway Ride)
This ride is an incredible magic device. It looks like a
dragon and visitors of the circus may tour the inside.
However, now, the PCs will have areas with monsters
in them if they go through the dragon. Please refer to
DM Map 2 and the corresponding DM Aid for
information on the ride if they do go inside. Also, note
that the encounter will take place in area 3.

Area 3 (The Stomach)
Once the PCs have gotten into the Stomach of the

Dragon, 4 forms will emerge from the water. Have the
PCs roll for suprise. Failure allows them no action. The
forms are zombies.

TIER 1
Zombies (4): int non-; AL N; AC 8; MV 6; HD 2; hp
7; THAC0 19; #AT 1; Dmg 1–8; SA nil; SD Immune
to sleep, charm, hold, death magic, poisons, cold; MR
nil; SZ M; ML special.

A vial of holy water inflicts 2–8 pts of damage to a
zombie. Zombies attack last in a round.

TIER 2
Zombies (3): int non-; AL N; AC 8; MV 6; HD 2; hp
15; THAC0 19; #AT 1; Dmg 1–8; SA nil; SD Immune
to sleep, charm, hold, death magic, poisons, cold; MR
nil; SZ M; ML special.

A vial of holy water inflicts 2–8 pts of damage to a
zombie. Zombies attack last in a round.

Monster Zombie (1): Int Non-; AL N; AC 6; MV 9;
HD 6; hp 31; THACO 15; #AT 1; Dmg 3–12; SA nil;
SD immune to sleep, charm, hold, death magic,
poisons cold; MR nil; SZ L; ML special.
Monster Zombie (1)

TIER 3
Zombies (2): int non-; AL N; AC 8; MV 6; HD 2; hp
20; THAC0 19; #AT 1; Dmg 1–8; SA nil; SD Immune
to sleep, charm, hold, death magic, poisons, cold; MR
nil; SZ M; ML special.

A vial of holy water inflicts 2–8 pts of damage to a
zombie. Zombies attack last in a round.

Monster Zombie (1): Int Non-; AL N; AC 6; MV 9;
HD 6; hp 31; THACO 15; #AT 1; Dmg 3–12; SA nil;
SD immune to sleep, charm, hold, death magic,
poisons cold; MR nil; SZ L; ML special.

Ju Ju Zombie (1): Int Low; AL NE; AC 6; MV 9; HD
3+12; hp 27; THACO 15; #AT 2; Dmg 2–8, 2–8 (claw,
claw); SA attack as normal, fight as 6-HD monster; SD
turned as spectre, immune to sleep, charm, hold, death
magic, poisons cold; MR nil; SZ M; ML special.

TIER 4
Monster Zombie (2): Int Non-; AL N; AC 6; MV 9;
HD 6; hp 40; THACO 15; #AT 1; Dmg 3–12; SA nil;
SD immune to sleep, charm, hold, death magic,
poisons cold; MR nil; SZ L; ML special.

Ju Ju Zombie (1): Int Low; AL NE; AC 6; MV 9; HD
3+12; hp 35; THACO 15; #AT 2; Dmg 2–8, 2–8 (claw,
claw); SA attack as normal, fight as 6-HD monster; SD
turned as spectre, immune to sleep, charm, hold, death
magic, poisons cold; MR nil; SZ M; ML special.

TIER 5
Monster Zombie (2): Int Non-; AL N; AC 6; MV 9;
HD 6; hp 50; THACO 15; #AT 1; Dmg 3–12; SA nil;
SD immune to sleep, charm, hold, death magic,
poisons cold; MR nil; SZ L; ML special.

Ju Ju Zombie (2): Int Low; AL NE; AC 6; MV 9; HD
3+12; hp 42; THACO 15; #AT 2; Dmg 2–8, 2–8 (claw,
claw); SA attack as normal, fight as 6-HD monster; SD
turned as spectre, immune to sleep, charm, hold, death
magic, poisons cold; MR nil; SZ M; ML special.
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G.     For the Byrrds (Midway Ride)
The prize attraction for Mooney and Sons Circus. This
an ornate airship floating above the tops of the circus
tents. The PCs will find no one around here. This is, in
fact, not the case. Reman Byrrd, who is charmed, is
lurking around. If the PCs investigate the ship, he will
begin casting spells to make it look as though things
such as dragons, rocs, or other threats are swooping
down on the ship.

Once the PCs figure out that the dragons are not
real, Reman will become very upset and begin cursing
the PCs. He will not protect himself if the PCs attack.
He will attempt to cast 1 spell then surrender.

Reman Byrrd, hm W5: Int Exceptional; AL NG; AC
–1; MV 12; hp 16; THAC0 19; #AT 1; Dmg per spell;
SA spells; SD nil; MR nil; SZ M; ML special.

Spells: 1st level- phantasmal force*, unseen
servant*, sleep, identify; 2nd level-levitate, improved
phantasmal force*, levitate; 3rd level- spectral force*

*Used while the PCs are on the ship

H.      Tarrontuttle's Merry–Go–Round
The horses are not hooked up to this ride. There is
nothing but the shell. This is the last ride to have an
encounter at it.

When the PCs start looking around the area, six
charmed gnomes will pop up out of their hiding place
in the center of the Merry–Go– Round and throw darts
at the PCs.

TIER 1
Gnomes (6): Int Average; AL LG; AC 7; MV 6/9; HD
1; hp 5; THACO 20; #AT 1; Dmg 1; SA nil; SD nil;
MR nil; SZ S; ML 11.

Each has sticky darts with a gummy substance
instead of a tip. A successful STR check wil remove
the dart from one's anatomy.

TIER 2
Gnomes (6): Int Average; AL LG; AC 7; MV 6/9; HD
3; hp 12; THACO 18; #AT 1; Dmg 1; SA nil; SD nil;
MR nil; SZ S; ML 11.

Each has sticky darts with a gummy substance
instead of a tip. A successful STR check wil remove
the dart from one's anatomy.

TIER 3
Gnomes (6): Int Average; AL LG; AC 7; MV 6/9; HD
4; hp 15; THACO 17; #AT 1; Dmg 1; SA nil; SD nil;
MR nil; SZ S; ML 11.

Each has sticky darts with a gummy substance
instead of a tip. A successful STR check wil remove
the dart from one's anatomy.

TIER 4
Gnomes (6): Int Average; AL LG; AC 7; MV 6/9; HD
5; hp 20; THACO 16; #AT 1; Dmg 1; SA nil; SD nil;
MR nil; SZ S; ML 11.

Each has sticky darts with a gummy substance
instead of a tip. A successful STR check wil remove
the dart from one's anatomy.

TIER 5
Gnomes (6): Int Average; AL LG; AC 7; MV 6/9; HD
6; hp 30; THACO 15; #AT 1; Dmg 1; SA nil; SD nil;
MR nil; SZ S; ML 11.

Each has sticky darts with a gummy substance
instead of a tip. A successful STR check wil remove
the dart from one's anatomy.

Lets Go Shopping
Encounter 6

The shops and games are virtually abandoned. At each
set of booths, roll on the random encounter chart.
Please keep in mind that there is no stock for the shops
and games on site as the circus had just pulled in.

Here is where the PCs will meet the Zhent warriors,
cleric, and wizard. The Zhents will be waiting for them
outside the tent of the 5th shop they investigate. If the
PCs try to talk their way out, give them a shot.
However, the Zhents will NOT SURRENDER unless
they fail a moral check (on d20 roll 15 or greater).

As you exit the shop, you find yourselves greeted by
several men wearing the familiar markings of the
Zhentarim. What appears to be a leader steps
forward, "Surrender to us know and we will not kill
you permanently."

Allow one round for reactions, if the PCs do not
surrender, the Zhents attempt to take them by force.
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TIER 1
Warriors (3), hm F2: Int Average; AL NE; AC 6; MV
12; hp 15; THACO 19; #AT 1; Dmg 1–8 (Long
sword); SA nil; SD nil; MR nil; SZ M; ML 15.

Priest (1), hm P2: Int Very; AL NE; AC 7; MV 12; hp
8; THACO 20; #AT 1; Dmg 1–6 (mace); SA spells; SD
nil; MR nil; SZ M; ML 14.

Spells: faerie fire, command, entangle

Wizard (1), hm W2: Int Very; AL LE; AC 8; MV 12;
hp 6; THACO 20; #AT 1; Dmg 1–6 (Dagger); SA
spells; SD nil; MR nil; SZ M; ML 14.

Spells: magic missile, sleep, wall of fog

TIER 2
Warriors (4), hm F4: Int Average; AL NE; AC 6; MV
12; hp 30; THACO 17; #AT 1; Dmg 1–8+1 (Long
sword); SA nil; SD nil; MR nil; Str 16; SZ M; ML 15.

Priest (1), hm P3: Int Very; AL NE; AC 7; MV 12; hp
12; THACO 20; #AT 1; Dmg 1–6 (mace); SA spells;
SD nil; MR nil; SZ M; ML 14.

Spells: faerie fire, command, entangle, heat metal,
hold person

Wizard (1), hm W3: Int Very; AL LE; AC 8; MV 12;
hp 10; THACO 20; #AT 1; Dmg 1–6 (Dagger); SA
spells; SD nil; MR nil; SZ M; ML 14.

Spells: magic missile, sleep, wall of fog, flaming
sphere, stinking cloud

TIER 3
Warriors (4), hm F6: Int Average; AL NE; AC 3; MV
12; hp 45; THACO 14; #AT 1; Dmg 1–8+2 (Long
sword); SA nil; SD nil; MR nil; Str 18; SZ M; ML 15.

Priest (1), hm P5: Int Very; AL NE; AC 4; MV 12; hp
22; THACO 18; #AT 1; Dmg 1–6 (mace); SA spells;
SD nil; MR nil; SZ M; ML 14.

Spells: faerie fire, command, create water,
entangle, heat metal, hold person x2, stone shape,
summon insects

Wizard (1), hm W5: Int Very; AL LE; AC 6; MV 12;
hp 14; THACO 19; #AT 1; Dmg 1–6 (Dagger); SA
spells; SD nil; MR nil; SZ M; ML 14.

Spells: magic missile x2, burning hands, wall of
fog, flaming sphere, stinking cloud, vampiric touch

TIER 4
Warriors (5), hm F6: Int Average; AL NE; AC 2; MV
12; hp 45; THACO 14; #AT 1; Dmg 1–8+2 (Long
sword); SA nil; SD nil; MR nil; Str 18; SZ M; ML 15.

Priest (1), hm P5: Int Very; AL NE; AC 4; MV 12; hp
22; THACO 18; #AT 1; Dmg 1–6 (mace); SA spells;
SD nil; MR nil; SZ M; ML 14.

Spells: faerie fire, command, create water,
entangle, heat metal, hold person x2, stone shape,
summon insects

Wizard (1), hm W7: Int Very; AL LE; AC 6; MV 12;
hp 14; THACO 19; #AT 1; Dmg 1–6 (Dagger); SA
spells; SD nil; MR nil; SZ M; ML 14.

Spells: magic missile x2, burning hands, wall of
fog, flaming sphere, stinking cloud, vampiric touch,
lightning bolt, ice storm

TIER 5
Warriors (7), hm F8: Int Average; AL NE; AC 0; MV
12; hp 65; THACO 12; #AT 1; Dmg 1–8+3 (Long
sword); SA nil; SD nil; MR nil; Str 18.25; SZ M; ML
15.

Priest (1), hm P7: Int Very; AL NE; AC 3; MV 12; hp
48; THACO 16; #AT 1; Dmg 1–6 (mace); SA spells;
SD nil; MR nil; SZ M; ML 14.

Spells: faerie fire, command, create water,
entangle, heat metal, hold person x2, silence 15’
radius, stone shape, summon insects, cause serious
wounds, produce fire

Wizard (1), hm W9: Int Very; AL LE; AC 1; MV 12;
hp 32; THACO 18; #AT 1; Dmg 1–6 (Dagger); SA
spells; SD nil; MR nil; SZ M; ML 14.

Spells: magic missile x2, burning hands, wall of
fog, flaming sphere, spectral hand, stinking cloud,
vampiric touch, lightning bolt, ice storm, wall of fire

ALL GOOD THINGS MUST
COME TO AN END

ENCOUNTER 7
Once the PCs have rounded up all of the circus
employees and captured as many Zhents as possible, it
is time for the FINAL SHOW DOWN. Don't cut time
short or wait until there are only 15 minutes of play–
time left for this encounter. Make this very climactic!!!
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You have been at this all day. Finally, it looks as
though you have done all you can for the circus and
its employees. They are safely being held in the rope
and the Zents are secure. As you survey the circus to
check any damage, you seem to hear a deep
laughing, almost in your head. Scanning the area to
find the source, you see a black figure silhouetted in
the late afternoon sun. After a brief pause, the figure
swoops down and lands about 40' in front of your
group. "So, we meet again." The figure pulls back
his hood to reveal a hideously twisted and mangled
face. Something about his overall build and look
makes you think of a hideously deformed elf.

The PCs must make saving throws versus paralysis or
be unable to move until 1d4 rounds after they have lost
sight of the vampire. If someone rolls a natural "1,"
they will be instantly stricken dead. If anyone dies this
way, they will not become a vampire and may be raised
or resurrected normally. If the entire group fails, the
City Watch and military will fight this battle and Lord
Aaron will get away.

Aaron's strategy will be to try and capture the Pcs.
To that end, he will attempt to neutralize any
spellcasters as quickly as possible, then move on to the
weaker party members and then the stronger ones. He
reasons that one or two strong opponents are easier to
handle than many weak ones. He may use charm
person to turn a PC spellcaster on the party (but NOT
AT TIER 1), or hold person to get a lot of spellcasters.
He will immobilize as many PCs as he can, hopefully
immobilizing them all and then killing them slowly
later or turning them into zombies later.

If the whole party is neutralized (not necessarily
dead, but held or whatever), then the military of
Procampur stages a raid soon thereafter, saving the
PCs and driving Aaron away (he escapes).

Tier 1
Aaron, Elven Vampire W5: Int Genius; AL CE; AC
2; MV 12, fl 18 (B); HD 5; hp 33; THAC0 15; #AT 1;
Dmg 1–4+1; SA See below; SD See below; MR nil; SZ
M; ML 18.

Spells: 1st level- charm person, reduce, protection
from good, wall of fog; 2nd level- spectral hand, ray of
enfeeblement; 3rd level- hold person.

If an opponent is hit in unarmed melee, vampire
drains 2 pts of Charisma and leaves a hideous scar.
Any Elf or Half–elf who dies and has a 0 Charisma
will become a vampire. Only a restoration spell will
reverse the effects.

Unaffected by Sleep, Charm, Hold or like spells.
Unharmed by poison, toxin, or disease. If dropped to

exactly 0 hp has 2 rounds to transport via plants
without error or be destroyed. Below 0 hps, vampire is
destroyed.

Tier 2
Aaron, Elven Vampire W6: Int Genius; AL CE; AC
2; MV 12, fl 18 (B); HD 6; hp 37; THAC0 15; #AT 1;
Dmg 1–4+1, 1d8+1 (long sword); SA See below; SD
See below; MR nil; SZ M; ML 18.

Spells: 1st level- charm person, reduce, protection
from good, wall of fog; 2nd level- spectral hand, ray of
enfeeblement; 3rd level- hold person.

If an opponent is hit in unarmed melee, vampire
drains 2 pts of Charisma and leaves a hideous scar.
Any Elf or Half–elf who dies and has a 0 Charisma
will become a vampire. Only a restoration spell will
reverse the effects.

Unaffected by Sleep, Charm, Hold or like spells.
Unharmed by poison, toxin, or disease. If dropped to
exactly 0 hp has 2 rounds to transport via plants
without error or be destroyed. Below 0 hps, vampire is
destroyed.

Tier 3
Aaron, Elven Vampire W7: Int Genius; AL CE; AC
2; MV 12, fl 18 (B); HD 7; hp 40; THAC0 13; #AT 1;
Dmg 1–4+1, 1d8+1 (long sword); SA See below; SD
See below, active minor globe of invulnerability; MR
nil; SZ M; ML 18.

Spells: 1st level- charm person, reduce, protection
from good, wall of fog; 2nd level- spectral hand, ray of
enfeeblement, invisibility; 3rd level- hold person,
vampiric touch; 4th level- wall of fire.

If an opponent is hit in unarmed melee, vampire
drains 2 pts of Charisma and leaves a hideous scar.
Any Elf or Half–elf who dies and has a 0 Charisma
will become a vampire. Only a restoration spell will
reverse the effects.

Unaffected by Sleep, Charm, Hold or like spells.
Unharmed by poison, toxin, or disease. If dropped to
exactly 0 hp has 2 rounds to transport via plants
without error or be destroyed. Below 0 hps, vampire is
destroyed.

Tier 4
Aaron, Elven Vampire W9: Int Genius; AL CE; AC
0; MV 12, fl 18 (B); HD 9; hp 53; THAC0 11; #AT 1;
Dmg 1–4+3, 1d8+3 (long sword); SA See below; SD
See below, active minor globe of invulnerability; MR
nil; SZ M; ML 18.

Spells: 1st level- charm person, reduce, magic
missile, protection from good, wall of fog; 2nd level-
spectral hand, ray of enfeeblement, invisibility; 3rd
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level- hold person, vampiric touch, lightning bolt; 4th
level- wall of fire, polymorph other; 5th level-
feeblemind.

If an opponent is hit in unarmed melee, vampire
drains 2 pts of Charisma and leaves a hideous scar.
Any Elf or Half–elf who dies and has a 0 Charisma
will become a vampire. Only a restoration spell will
reverse the effects.

Unaffected by Sleep, Charm, Hold or like spells.
Unharmed by poison, toxin, or disease. If dropped to
exactly 0 hp has 2 rounds to transport via plants
without error or be destroyed. Below 0 hps, vampire is
destroyed.

Tier 5
Aaron, Elven Vampire W13: Int Genius; AL CE; AC
0; MV 12, fl 18 (B); HD 13; hp 95; THAC0 7; #AT 1;
Dmg 1–4+3, 1d8+3 (long sword); SA See below; SD
See below, active globe of invulnerability; MR nil; SZ
M; ML 18.

Spells: 1st level- charm person, reduce, magic
missile, protection from good, shocking grasp, wall of
fog, summon swarm; 2nd level- spectral hand, levitate,
ray of enfeeblement, invisibility; 3rd level- hold
person, slow, vampiric touch, lightning bolt, gust of
wind; 4th level- wall of fire, Evard's black tentacles,
polymorph other, ice storm; 5th level- domination,
feeblemind, summon shadow, transmute rock to mud;
6th level- death fog, flesh to stone.

If an opponent is hit in unarmed melee, vampire
drains 2 pts of Charisma and leaves a hideous scar.
Any Elf or Half–elf who dies and has a 0 Charisma
will become a vampire. Only a restoration spell will
reverse the effects.

Unaffected by Sleep, Charm, Hold or like spells.
Unharmed by poison, toxin, or disease. If dropped to
exactly 0 hp has 2 rounds to transport via plants
without error or be destroyed. Below 0 hps, vampire is
destroyed.

The party will be able to find Sylva Elkwood
unconscious in the circus office after the battle.

HE WHO LAUGHS LAST
Ending option 1, if the PCs fail to defeat Aaron

The priests will accept Boons, Favors, cash, or
equivalent for their healing services including
restoration, raise dead, and resurrection. Please have
PCs make appropriate rolls if necessary.

Although you managed to rescue the majority of the
circus employees, you can't help but feel like you
failed because the hideous beast Aaron still lives. The
city of Procampur has planned a celebration in your
honor. A joyful celebration just doesn't seem right.

The priests from several temples have been attending
your wounds and taking care of fallen friends. The
people from the circus that survived are starting to be
up and about recovering from their ordeal, and the
town is making preparations for the celebration.

After a magnificent feast , Jack mooney rises and
calls the attention of everyone gathered at the
celebration. "It is my pleasure to extend my personal
Thanks and undying gratitude to these fine
adventurers who saved my circus and my children. I
can never repay the deeds you have done for us all. I
have made donations to all the temples in town and
now wish to reward each of you personally. Here is
500 gp for each of you, and I would like you to each
pick one of these cloaks as well."

LAUGHS THE BEST
Ending option 2 if the PCs defeat Lord Aaron

A vampire was not in this contract. You thought it
was just the Zhentarim. Well who's laughing now
bloodsucker...  As the sun finally sets over
Procampur, you turn and see Laurinda the fortune
teller followed by members of the city watch and
military of procampur. With the threat to the city
disposed of, cleaning up is the last thing you want to
do.

Making your way back to the city, you see that
priests are tending to the creatures you have rounded
up and mages are seeing to the "charmed" circus
employees. Whew, what a day.

If any party member was killed, they will be raised or
resurrected by using Boons, Favors, cash, or
equivalent. Make sure to have them make appropriate
rolls. Any restorations will be available at standard
costs.

After a magnificent feast prepared by the best chefs
in town, Jack Mooney rises and calls the attention of
everyone gathered at the celebration. “I have made
donations to all the temples in town and now wish to
reward each of you personally. Here is 500 gp for
each of you, and I would like you to each pick one of
these cloaks as well."
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** Please read honors carefully and make sure the
knight(s) has earned an honor. Remember, a knight
may only qualify for a general honor or an honor for
his/ her specific knighthood. No exceptions!! Continue
with the following only if there is a knight(s) at the
table who earned an honor in the adventure.**

Lady Caroline Skyhawk rises, to your surprise, and
says, "On behalf of the Knights Councils of Ravens
Bluff, I wish to bestow upon the following Knight(s),
Squire(s), Knight–Squire(s) the following honors."

You are encouraged to improvise the reading of
the Knightly honor. MAKE A BIG DEAL ABOUT IT.

** Continue with the following only if there is a city
watch member(s) at the table. **

“Lastly,” LadySkyhawk says (you may have to have
her rise as above), “on behalf of Rolf "Sunny"
Sunriver, our Chief Constable, I declare (use the city
watch members title and name) that a permanent
honor has been placed on his/ her record and will
receive utmost consideration for their next
promotion."

(The guard member(s) will also receive 300 XP to
put towards improving their rank.)

The End

Experience Point Summary
All defeat awards listed for circus employees are for
keeping the person alive. NO XP is awarded for a dead
circus employee.

ENCOUNTER 1
Asking more than five questions about the mission 100
pts

ENCOUNTER 2
Questioning the circus employees and getting info 100
pts

ENCOUNTER 3
Getting info in Procampur  100 pts

ENCOUNTER 4
Capturing Greynon at entrance 100 pts

or
Killing Greynon at entrance  50 pts

ENCOUNTER 5
A.

Defeating "Ambush" at Big Top 400 pts

B.
Communicating with the animals  100 pts

C.
Capturing and/or not engaging the Mooney men in
combat 300 pts

D.
Capturing the Halflings 100 pts

F.
Defeating Zombies 200 pts

G.
Defeating Reman Bryyd 200 pts

H.
Defeating the Gnomes 100 pts

ENCOUNTER 6
Defeating the Zhent Gang 400 pts

ENCOUNTER 7
Defeating Aaron 500 pts

(Kills count here, but getting away doesn't)

Total Possible Experience: 2,700 pts

Treasure Summary
If it’s not on this list, the PCs cannot have it.

500 gp each
Wand of magic missiles (3 charges)
Ring of protection +2
Choice of cloak or robe from the list below (only one of
each exists):

• Robe of Stone
• Cloak of Blackflame
• Cloak of Plenty
• Cloak of Strength
• Minor Cloak of Lathander
• Robe of Vanishing
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KNIGHTLY HONORS
AVAILABLE

CONDITIONS ON RECEIVING A KNIGHTLY
HONOR: The knight, squire, or knight–squire must
meet the criteria of the specific honor. You must keep
in mind that not all knights may meet the criteria.
Please read the description of each honor and give the
most appropriate one to any knight worthy. Only
knights of a specific order may receive the honor
associated with that order. All knights may receive
general honors if they have demonstrated the proper
requirements. Each knight may receive only ONE
honor, no matter how many he or she earned.

As with all Knight–approved tournaments, the term
KNIGHT will be used to refer to knights, squires, and
knight-squires from here on out.

GENERAL:
The Black Scarf: A knight who succeeds in destroying
a spell using evil undead (vampire or lich) receives the
black scarf. Note: Aaron must be killed in the final
encounter for any knight to receive this honor.

GOLDEN ROOSTER HONOR:
The Golden Cloak: For completing a dangerous
mission, where most of the party members were
seriously injured, but the knight kept his cool under
fire and instructed the lads on the finer points of
etiquette even when his own life was in danger. Note:
To receive this honor, the Golden Rooster Knight must
do something flamboyantly or to a bravado extreme in
the face of danger or overwhelming odds and at least
half of the party members will have had to be at less
than half of there hit points when said action(s) occur.

GRIFFON HONOR:
Griffon Feather Necklace: For reckless courage that
inspires others to accomplish a great victory over a
powerful enemy. Note: The party must save the circus
in order for this award to be given and knight will have
had to immediately charged the vampire without
regard to any precast spells or the organization and
tactics of his/ her party.

DOVE HONOR:
The White Rose Ring: Saving the life of an innocent at
the loss of your own. Note: The party must defeat the
vampire and the knight sacrifice his/ her life for a party
member or circus employee. It does not matter if the
knight is raised or resurrected at any time, however, it

must be reported to the city if the raise or resurrection
occurs during the course of the tournament to receive
this honor. The knight may also be given this honor if
they are dead and are raised or ressurected after the
final battle.

HAWK HONOR:
Hawk Ring (Silver): For setting up a strong enemy so
that he defeats himself. Note: The knight will have to
convince the party to use the Zhent warriors and
wizards as the first wave of attack against the vampire.
This must be accomplished through magical means.
Just allowing the Zhents to attack at the same time as
the party is not good enough. They must be the first to
attack. In addition, the party needs to defeat the
vampire.

RIGHT HAND OF TYR HONOR:
The Way of the Blade: For those who successfully lead
the defense of only a handful against a multitude of
evil this book is considered a great honor. Note: For a
knight to receive this honor, he/she need not be "party
leader" but must show significant participation
throughout the entire tournament.

KEEPERS OF THE MYSTIC FLAME:
The Ruby( a special 2,000 gp gemstone that appears
to contain a flame frozen within itself: To sell one of
these gems is to lose all honor and rights of
knighthood in this order.): Earned by a knight who
captures and brings to justice a being whose actions
have proved to be a magical threat to the city. Note: If
Aaron is destroyed or escapes, no knight may qualify
for this honor.

PHOENIX HONOR:
The Iron Feather: This honor is given to a knight who
through direct action defeated or otherwise banished a
powerful undead or extra–planar creature which
threatened the city of Ravens Bluff. Note: If Aaron is
either destroyed or brought in for trial qualifies a
knight for this honor. If he gets away, a knight may not
receive this award, the rest of the undead of the circus
do not count.



He Who Laughs Page 19



He Who Laughs Page 20



He Who Laughs Page 21



He Who Laughs Page 22



He Who Laughs Page 23



He Who Laughs Page 24



He Who Laughs Page 25


