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Introduction
When the PC arrives in the bustling village of Autumnpeak at the end of the harvest season, they
take part in a number of festival "games" as a means to increase their fame and experience, but
they soon learn that darker forces are afoot, using the festival for their own insidious ends.

About
This adventure is written for beginning game
masters and players, or at least a starter group
of level 1 characters looking to rack up some
fun and experience before risking their necks
in the field.
Since the players are just starting out, this
adventure is more indulgent than most other
"old school" adventures. Typically, the high
mortality rate at early levels prevent a player
from "investing" into a character (back-story,
motivations, goals, etc.) until around level 4 or
5. This adventure breaks that mold by letting
new players try their hand at the hobby.
The festival setting allows new players to
"safely" try their hands at different challenges
including mock-duels, archery competitions,
and skill games. Thus the player learns combat
the same way their character might have:
through practice against opponents who are
out to defeat them... but not kill them.

direction of travel, Autumnpeak is either your
last stop to nowhere or first stop to
somewhere.

The Locals

Autumnpeak is a coastal city, occupying the
north and south banks of the Autumn River. It
enjoys a fair trade, a destination for both oversea and over-land caravans, but its small ports
and geographic isolation prevent it from
becoming a truly wealthy city.

Free of royals or nobles, many folk enjoy the
loud, boisterous culture that's erupted in the
absence of a "cultured" authority.
Locals
often shorten the village's name to "Autumn,"
and enjoy confounding new arrivals with
phrases that could refer to either the village or
the season, “There's never nothing to do in
Autumn”.

Autumnpeak is the last bastion of civilization as
travelers from over-sea head west to the
frontiers of the "mapped land." It enjoys the
relative safety of its position, surrounded by
dangerous countryside. Depending on your

Over-sea passage back to civilization is
expensive. Autumnpeak is full of folk who are
stuck there wishing they had the coin to leave
the frontier. Many of the sheltered townsfolk
are “eager for civilized news."

Background
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Game Master Information

festival can put their profits in the strong house
each day—for a small fee, of course. By the
time the four-day festival is over, Hurley knows
there will be at least two thousand gold in that
strong house. This is the prize he has promised,
or a shot at it anyway, and the little monsters
have agreed to the alliance.

Winters in Autumnpeak are harsh and
unrelenting. Folks learned long ago to work
hard during summer, harvest well during fall
and ride out the harsh winters. These days,
more than a century after Autumnpeak's
founding, that behavior is less an accepted
way of life. Many are those who enjoy the
long winter spent indoors, huddled up before
a merry fire.
Even the landowners, who
oversee the enormous farms outside the city,
winter within the walls of Autumnpeak where
life slows to a comfortable crawl.

Entering Autumnpeak
The low walls around the city do not hide the
reverie inside. Banners and pennants in red,
orange and yellow flutter in the cool
afternoon breeze atop almost every
structure. You pass through an open gate
and under a hand-carved sign that reads
'Welcome to Autumnpeak'.

The festival is a way to celebrate the end of a
busy harvest and the start of a lazy winter; A
way to socialize, gamble, and carouse before
the long, cold nights spent snowed in with
stories, books, and family.
The festival is
presided over by the year's 'King', who
happens to be the landowner that brought
the most harvest into the city.

You can hear the festival first... raucous
laughter, shrieks of glee, the clang of metal
and shouts of victory. Before long, you also
smell it... the hot, spicy smell of a dozen
vendors smoking a dozen meats over a
dozen fires. When you see the festival, you
notice that the tents are a little rag-tag...
thoroughly worn and patched. Everyone
seems very familiar with each other and the
rules of the games. This is clearly a festival
they throw every year and they are really
having fun.

The Festival King
This year's king, Hurley Sumes, is in a tight spot.
His lands are the furthest from Autumnpeak.
Frequent goblin and kobold raids have
ensured in the past that he brought the
smallest harvests into the storehouse for winter.
However, this year he cut a deal with a small
kobold tribe: If they stop raiding his lands and
defend them from the other tribes, and if they
agreed to share the profits, he would show
them how to raid the town treasury.

Most everyone in town is at the festival as it is
that last day of the 4 day event. After the PC's
get a chance to look around, get familiar and
play some games, the 'King of the Harvest' will
be ceremoniously led out with trumpet fanfare
and nervously address the crowd. Here they
can get a better idea of the nature of the
festival and of the town, as well as the
presence of the strong house.

Hurley knew that thousands in gold changed
hands during the festival. Autumnpeak's
mayor, Ulfin St. John, has the guard maintain a
strong house on the fairgrounds. Those who
run games or sell food and wares at the
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Festival Events

"Step up and let fly, folks! Hit the bull's eye
and win a prize!" A short man with a patch
over one eye presides over a group of
Autumnpeak's finest firing away at targets
with varying degrees of success. He spots you
and shouts your way, "Try your luck, stranger?"
Marksmen (Ranged Archery)
Grand Prize: Masterwork Short Bow +1
(presented by the Autumnpeak Guard)

Circle of Zoom (Melee dual)
Grand Prize: Masterwork Longsword +1
(presented by Stolegates Smithy)

Talent Show (Charisma)
Grand Prize: (Permanent +1 CHA)
(presented by the peoples adoration)

Game Mechanics
Any of the many 'minigames' at the festival
are available to the PC's for an entry fee of
one gold piece per game. Each 'event'
consists, in one form or another, of 10
"attempts" which entail a dice roll. For each
attempt, the player makes an "ability roll",
using the optional "Ability Roll" rule (page 142).
Per that rule, the target number for a Level 1
PC is 17. This means that each roll (+/- relevant
modifier) of 17 or higher is a "success".

Deepiron Dive (Constitution)
Grand Prize: Masterwork Shield +1
(presented by Karistol's Adventure Gear)

Ring Toss (Dexterity)
Grand Prize: Ring of Protection +1
(presented by The Guild of Mages)

Eye on the Ball (Intelligence)
Grand Prize: Masterwork Oak Staff +1
(presented by Bear Mountain Woodworx)

There are nine events to choose from in all.
The PC's may play up to three games each,
but may not individually play as long as they
choose. Print and cut out the included cards
to help the players select, understand and
reserve their games. The rules are on the
cards.
Each game is set up so that
consecutive successes will win an increasingly
rewarding multiplier:

Crash & Smash (Strength)
Grand Prize: Bully Gloves (grants +1 STR)
(presented by the Stoneworkers Guild)

Corn Boggle (Wisdom)
Grand Prize: Sage Amulet (grants +1 WIS)
(presented by the Autumnpeak Temple)

Each standalone win – 10EXP
2nd win in a row – x2(20EXP)
3rd win in a row – x3(30EXP)
4th win in a row – x4(40 EXP)
5th win in a row – Grand Prize

Wheel of Fate (Luck)
Grand Prize: Jackpot (2d6x10 GP)
(No EXP granted here. See game card.)
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Dark Deeds

There is one kobold inside the strong house.
He's very occupied scooping coins into a fresh
bag, so he likely wont hear any but the loudest
of noises outside. If he is wounded or fails a
morale check, he will dive down into the dark
hole that has been dug into the floor in the
corner. Print the included map and cut out
the foldable minis for this encounter.

Outside the Strong House
The strong house stands out as a sturdy,
wooden building in a sea of canvas tents. It's
clearly a temporary structure, probably
rebuilt every year. It certainly wouldn't stand
up to any sort of sustained assault, but with
two guards, the strong house should be
reasonably well protected. There is only one
problem: you don't actually see any guards.

If the PC's decide to jump down the hole in
the floor, they will find a crude, dark tunnel
(lighting here is a factor). Shortly after, they
will round a bend where a small room has
been cleared and more of the little monsters
are beginning to assemble. There are 1d4 of
them plus one for each player.

If the PC's stop at the door to investigate, they
will discover that brownish flecks of sun-dried
blood discolor the strong house door at about
neck height. In addition, disturbed earth at
the base of the door would indicate that
something has been dragged inside.

Kobolds (page 101)
AC: 11 Morale: 6 XP: 10 Mov: 30'
Saves: DR12/ MW13 / PP13 / DB15 / SP17

Inside the Strong House
The door opens into the small room no more
than 15 feet deep. There are chests and
barrels against the wall and bags lying in a
heap. Gold coins are strewn curiously about
the floor and the crumpled body of a man in
uniform lies face down in the corner. There is
also a strange, small creature with a bulbous
head that has its back to the door.

Storehouse Kobold 1: 2HP ΟΟ (unarmed 1d3)
Tunnel Kobold 2: 1HP Ο (unarmed 1d4)
Tunnel Kobold 3: 4HP ΟΟΟΟ(dagger 1d4)
Tunnel Kobold 4: 2HP ΟΟ (sling 1d3)
Tunnel Kobold 5: 3HP ΟΟΟ (club 1d4)
Tunnel Kobold 6: 2HP ΟΟ (sling 1d4)
Tunnel Kobold 7: 4HP ΟΟΟΟ (dagger 1d4)
Tunnel kobold 8: 3HP ΟΟΟ (staff 1d4)
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A search of any of the kobalds remains will
uncover a small leather satchel containing a
filthy piece of folded parchment. Inscribed on
it, in rough ink, is a crude map of the city and
a line drawn from a point in the south beyond
the walls, to what appears to be right here at
the strong house! It is signed on the bottom,
“You'll find it all here. H.S.”

The Players should be free to enjoy the last
hours of the festival, peppered with a little
new-found fame. Remember that each of the
games may only be played once per player.
There is a lot of experience and even a small
boost in wealth to be made on the games.
The town itself is also a place where they
should be free to explore. Some of the town
locations are mentioned in the credits for the
festival games grand prizes. Other locations
around Autumnpeak include, the Autumn
Riverfront, the West and East Bridges, the
Autumnpeak Wharf, the Council Grounds and
the Inn of the Glittering Sea.
As they discover the people of Autumnpeak,
more and more of the information about the
town and festival should be revealed to them.
Meanwhile, the town guard and city officials
have investigated the strong house event and
counted every coin left there.
In a final showdown with the mayor, they may
be able to piece together the evidence and
finger Hurley Sumes for aiding the kobold
invasion. This bit of deduction will earn them
100XP apiece. Also, if less than 50 gold has
been stolen from the treasury earlier, the
mayor will congratulate them for 'protecting'
the towns wealth. This will earn them an
additional 50EXP apiece.

The tunnel continues underground for over a
mile and walking it will be hunched and
uncomfortable. Within a few minutes a small
band of kobalds will come along. They will
startle and run back the way they came. At
the end of the tunnel, the PC's will emerge
outside the walls of the city in the hills to the
south. 2D6 kobalds will be waiting to ambush
them, but that encounter is beyond the scope
of this adventure.

After a good stopping point, pick up the
adventure with the exciting sequel “The
Lingering Keep” (available as a free download
at basicfanstasy.org).

Instead, the townsfolk will be very suspicious of
the party when they emerge from the strong
house and go to rouse the guards. When the
authorities arrive, they will corroborate the PC's
claims and the party will be heralded as
heroes. They'll be lifted up in an impromptu
parade and carried to the talent show stage
where they will be addressed by the
Autumnpeak Mayor Ulfin St. John himself.
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Open Game License
Designation of Open Game Content: The entire text of Taming the Flames
(except the Open Game License, as explained below) is Open Game Content,
released under the Open Game License, Version 1.0a (reproduced below) as
described in Section 1(d) of the License. Artwork incorporated in this document
is not Open Game Content, and remains the property of the copyright holder.

4. 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.
5.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.

Designation of Product Identity: Product identity is not Open Game Content. The
following is designated as product identity pursuant to OGL v1.0a(1)(e) and (7):
(A) product and product line names, including Basic Fantasy Role-Playing Game;
(B) all artwork, logos, symbols, graphic designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual
representations, including the “eye” logo, which is the personal trademark of
Chris Gonnerman for his various products; (C) logos and trademarks, including
any trademark or registered trademark clearly identified as product identity by
the owner of the product identity, and which specifically excludes the open
game content.

6.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.
7. 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.

More information on the Open Game License can be found at:
http://www.wizards.com/d20
The terms of the Open Game License Version 1.0a are as follows:
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.

8. Identification: If you distribute Open Game Content You must clearly indicate
which portions of the work that you are distributing are Open Game Content.
9. 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.
10. Copy of this License: You MUST include a copy of this License with every copy
of the Open Game Content You Distribute.
11. 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.
12 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.
13 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.
14 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.
15 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.

2. 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.

Castles & Crusades: Players Handbook, Copyright 2004, Troll Lord Games; Authors
Davis Chenault and Mac Golden.
Castles & Crusades: Monsters Product Support, Copyright 2005, Troll Lord Games.

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

Basic Fantasy Role-Playing Game Copyright © 2006-2014 Chris Gonnerman.
Kidnapped! Copyright © 2015 Martin Teasdale.

END OF LICENSE
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