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Introduction

Introduction

When the weary adventurers stop at a vilage on
the fimberline of an over-mountain pass in late
autumn, they discover a group of Elves and
Dwarves celebrating the 4th anniversary of their
first combined harvest.

But the Elves' and Dwarves' combined enemies—
Orcs and Giants, respectively—have also joined

forces, and are waiting to strike when the feast
ends...

If you might be a player in this adventure, stop reading now! Beyond this point lies information meant

only for the Game Master's eyes!
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About This Adventure

As Intended: This adventure was written to be
run as a defensive tactical combat against
monstrous foes.

Diplomatic Solution: The antagonists, the Orcs
and Giants, have legitimate grievances, so
some players may be interested in brokering a
diplomatic solution.

Neutral Observers: Some players may decline to
take sides in the conflict; consider providing a
group of NPCs that need protection, like other
guests at the feast.

Village of Timberline

At the mountain's timberline, where forest meets
rock, a group of Elves and Dwarves have set
aside old rivalries, and conqguered the harsh
climate together.

Elves: The Elves are from the forest. They left their
ancestral tree-top homes to raise their families
outside of Elven isolation. They contribute timber
construction, forest game, and wild, foraged
fruits and berries to Timberline's success.

Dwarves: The Dwarves are from the mountains.
They left their ancentral mines to pursue
commerce and trade amongst the surface

kingdoms. They contribute mining, smelfing,
smithing, and gem-cutting to Timberline's
success.

Antagonists

Orcs: The Orc bands have been pushed down
the mountain by Elven arrows, ambushes, and
snare-traps. The valley below isn't hospitable fo
the Orcs... human kingdoms with their armies
and bounty hunters... trolls in their caves... all
manner of trouble for an Orc. The Orcs resent
being chased out of the mountains, and have
allied with their old neighbors, the Hill Giants, to
crush Timerbline village. The Orcs will attack from
downhill.

Giants: The Hill Giant clans have been pushed
up the mountain by Dwarven axes, rockslides,
and pit fraps. The peaks above aren't hospitable
to the Hill Gianfs... dragon lairs... larger Ice
Giants... all manner of frouble for a Hill Giant.
The Giants have dllied with their old neighbors,
the Orcs, to destroy Timberline village.

Arriving and Feasting

On the Road: The Player Characters arrive in
Timberline Village either headed toward the
over-mountain pass out of the valley, or headed
intfo the valley from the pass. Either way, they've
been on a long journey, and supplies are
probably running low when they encounter
Timberline Village.

Finding the Town: The Player Characters detect
Timberline in several ways before they
encounfter it

e Smells: The delicious smell of roasting meat
and vegetables.

e Sounds: The welcoming sound of laughter
and good-natured shouting.

¢ Textures: The road is smoother and better
cared-for.

Arriving in Timberline: The Player Characters are
welcomed by the Elves and Dwarves in
Timberline. The PC's coin, if offered, is refused,
and the PCs are informed that tonight they feast
for free.

Preparing to Feast: Describe the bustle of

activity:

¢ Long ftables being set up and covered with
colorful cloths

* Dwarf-children giving metal and gemstone
trinkets to their Elf-friends

e Elf-children giving sachets of dried
sweetberries and free nuts to their Dwarf-friends
* Teenage Dwarves and Elves laughing and
flirting
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e Adult Elves and Dwarves sweating over
cook-fires and communal bread-ovens

Information: Talking to the Elves and Dwarves,
PCs may uncover the following information (roll
a d4):

1. We made Timberline from nothing! Now it's
a waystation into and out of the valley!

2. Those cursed Orcs keep trying to come
back up the mountain, but we're holding them
at bay with the ways of the forest!

3. Giants are a pox fo these lands and the
fravelers over them. We've pushed them out,
and we'll keep them out!

4, Timberline is thriving! We need to build more
houses soon for the young couples!

Other Travelers: If you sense your Player
Characters turning on Timberline and its citizens
as they realize the Elves and Dwarves colonized
this land out from under the Orcs and Hill Giants,
then you might introduce some other travellers
for the PCs to save once the attack begins:

* A band of halflings on their way home with
full coin purses after successfully trading their
delicate crafts in the city.

* A group of human acolytes with a wagon
full of medicinal herbs headed toward a plague
city.

* A small family on their way to mourn a
passed matriarch in their home-town.

The Feast: Narrate the feast in your own words
based on vyour own favorite meals and
gatherings. The Elves and Dwarves are
celebrating with wine, ale, and food, and they
overindulge in all of the abovel

The Attack

Feast Ebbs: As the feast... and its participants...
winds down, the PCs may observe more and
more Elves and Dwarves stumbling around
drunk, or passing out on every flat surface.

The Signal: Suddenly, a war horn sounds! The
feast's participants look around blearly, some
already grabbing for weapons or shouting for
spouses and children to seek shelter... when a
volley of flaming arrows hits. Narrate the arrow-
strikes. Perhaps a favorite NPC from an earlier
conversation is stfruck down...

The Charge: The war-horn sounds again, and
Orcs and Hill Giants rush into Timberline Village
to attack...

Optional, Alternate Attack

If you perceive your players would prefer a
diplomatic solution... if they've expressed
empathy for the Orcs and Giants, or if they've
expressed anger over the Elves and Dwarves
blatant colonization of this land... then you may
have the Player Characters notice movement in
the night and fore-warn them of the atftack so
that they can intervene diplomatically.

Perhaps, instead of the volley of flaming arrows
to start the attack, you may have a charismatic
Orc or Hill Giant leader step suddenly into the
firelight of the feast fo denounce the Elves and
Dwarves before the attack...

The Fight

Grid: Use a baftle grid, and draw out a simple
village.

Tokens: Find 20 each of 5 differently-colored or
differently-shaped tokens (that's right, 100 NPCs).
Use one of the five colors or shapes to represent:

* 20 EIf Combatants

* 20 Dwarf Combatants

* 20 Orc Combatants

* 10 Hill Giant Combatants

* 20 Elf and Dwarf Non-Combatants

e Optional: If you infroduced fravelers, you
should add 5 to 10 tokens of a sixth shape or
color for the Traveling Non-Combatants
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Placement

1. Place the 20 EIf Combatants, 20 Dwarf
Combatants, and 20 EIf and Dwarf Non-
Combatants randomly within the village.

2. Place the 20 Orc Combatants on the
downhill side of the village at random.

3. Place the 10 Giant Combatants on the
uphill side of the village at random.

4. Optional: Place the 5-10 Travelling Non-
Combatants randomly in the village.
Goals
Ask the Players what their goals are:

* To help the Elves and Dwarves fend off the
attack.

¢ To aid all Non-Combatants.

* To aid the Travelling Non-Combatants.

Mass Combat

A combat with 100 participants (plus the
optional travelers, plus the Player Characters)
may seem daunting, but use these rules to move
combat along quickly:

If the Player Characters are engaged with NPCs,
the combat is run as normal.

If a combat is occurring between the
Elves/Dwarves and Orcs/Giants without the PCs
nearby, then for each turn, for each token that
is adjacent to an enemy combatant:

e Roll a d12 for Elf, Dwarf, or Orc combatants
adjacent to at least 1 enemy combatant. The
Elf, Dwarf, or Orc dies on aroll of 1 or 2.

* Roll a d12 for Giant combatants adjacent to
at least 1 enemy combatant. The Giant dies on
aroll of 1.

e Roll a di2 for each Non-Combatant
adjacent to af least T enemy combatant. The
Non-Combatant dies on aroll of 1, 2, or 3.

In this manner, the battle may progress around
the PCs without stressing the GM.

Odds: With approximately equal numbers of
Elves/Dwarves vs. Orcs/Giants, the Player
Characters should be able to tip the scales in
their favor. Intervene as you see fit. However, the
Hill  Giants are formidable  opponents.
Depending on your PC's levels, you may
consider reducing them to 5HD from 8HD.

Concluding Combat: The combat should move
swiftly and fiercely with a tactical situation that
develops randomly as Elves, Dwarves, Orcs, and
Giants fall and the tokens move on to other
targets. The PCs should be reading that tactical
sifuation and navigating it as befits their goals
until all enemy combatants have either fled or
been killed.

Conclusion

Conclude the adventure as befits the play that
developed at your table. Congratulate the
Player Characters for any goals met. Narrate
heartwarming or heartbreaking aftermath
based on the NPCs they interacted with. Try to
create an emotionally satisfying ending to the
session.
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Open Game License

Designation of Open Game Content: The entire text of Harvest Feast (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.

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.

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.

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.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

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.

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.

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.

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.

Basic Fantasy Role-Playing Game Copyright © 2006-2016 Chris Gonnerman.
Harvest Feast Copyright © 2019 Dustinian Camburides.
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