April 9-10 Faire

If you like this, we'd like an ad placed in the Ashbury Times.

Come to Bobo and Spanks traveling Carnival April 9 & 10 

With acts from far off and exotic lands.  

don't be FOOLISH, do what the NOBLES & HEALERS do, see this show before you DIE.

Bring the kids, Children love carnivals.

Saturday

"Don't feed the Umberhulk"

Oil can Golum

At the Faire

Kill the Abomination

The Magic Swords

a huckster brings a black bag into town with a longsword with a large crossguard in it.  He explains to everyone how dangerous their upcoming journey may be.  They might need a magic sword to help guide them through it all.  He holds up the sword in the bag saying that he would be willing to sell them such a weapon.  (obviously they will think this is either the Duchess' or  Baron Trellheim's sword)  He proves that the weapon is magic by asking a volunteer from the audience to try swinging it.  He 'randomly' picks the person that was planted there.  That person then swings the sword, asking the marshall what happens.  (he actually uses up on of his 3 enchanted blades) The huckster will explain how he found the weapon by the side of a river and he would trade it for 6 gold in cash or merchandise.  He can be talked down to 4 gold. 

Home security seminar

The Accursed Eating utensils of Doom

The party is led into a small room with a table.  On the table is a covered box.  A presenter goes on, telling the party about the long and terrible history of what lies underneath.  "a merchant from Volta came across these in the year 450.  2 weeks later, he died." etc..

The presenter goes on as long as possible, either boring or enticing the party.  Eventually he uncovers the horrid things... a knife, fork, soup spoon, and tea-spoon

The dreaded soup spoon of destruction

The acursed butter knife of desolation

The horrific 3 tined fork of beratement

The protective teaspoon of Synops

The butter knife stats:

permanent magic item created a few years ago (check the ritual tables for something feasible)  The magic will run out Feb 2, 595

Spirit Linked Spirit Linked  

Bobo & Spanks Carnival repeating module

Bobo & Spanks return to Ashbury, after being convicted of being scapegoats.

The carnival is intended to be mostly a real carnival.  The clowns want to impress their guests and maybe get some money out of it.

entrance:

B&S come to town, bearing valid papers of "Diplomatic Imunity" from Niman.  They tell the Faire goers that their faire is boring and dull.  It offers no "real challenge"  They offer to take groups of 6 people along into their Carnival just outside the city limits.  

Along the way, B&S ask the party what type of ticket they want to purchase.  'A' tickets only let you on the kiddie rides while an 'E' ticket will get you the ride of your life.  Mention as little as possible that this is the scaling for the module:

ticket

level

A

1-2

B

3-4

C

5-6

D

5-6

E

7-up

The party comes across an extremely long (200 feet?) single story building with no windows and only one door at either end.  They are led to the front door, under a sign that reads "Bobo & Spanks Carnival of the Soul"  (please don't change this to "spirit"  It sounds dumb and is incorrect)

The Hawker:

Spanks will lead the party to the Hawker, who is standing on a small box at the entrance to the carnival. the hawker will ask to have the party's tickets and make them sign a legal release. (no release, no carnival!) When the party gives this to the hawker, he will usher them into the module, and ward them in. the hawker is also the marshall for the module.

The waiver says that B&S cannot be held responsible for any property lost, necromancy cast, etc...

room 1

The Wild Sarr Tamer

Here, a "Sarr Tamer" shows off what he can do with his pack of Wild Sarr.  The Sarr (really wild cats and not Sarr) jump through hoops and do pitiful tricks.  The tamer acts cruelly to animals that don't do exactly as he orders.  The animals don't look like they deserve it.  When the party objects to his treatment of the animals, he tells the party that they shouldn't speak... they may be Sarr but they are wild animals.  With another objection, the tamer hands the whip to one of the party members and says "see if you can do better".  The cats almost immediatly turn on the unfamiliar hand, resulting in a battle to the death for the cats.  

Cats scaled to party level.

In the cage area are some body parts.. arms, legs n such.  The ones that have clothing attached will have coins in pockets etc...

room 2

Imitating nobles

There is an actor standing in the room.  He introduces himself as a world famous imitator.

The only point of this room is to entertain the party.  If the party takes offence at the jokes, calling them treasonous, the actor breaks out of character and tells them that this is just a day job and no real offence is intended.  If they still can't take a joke, he just sits there and mopes.

Baron Grey   "Why yes Duchess, I have your magic sword..... around.. here .. somewhere."

Baron Morgan  -  He shakes his sword menasingly at a character and yells "are you a Death Elemental?"  He then begins to swing at the character "5 Mag... For my next imitation..."

Baron Nordenn - upon himself-- "1 Killing blow, 2 Killing Blow.... for my next imitation..."

The Duchess - "The duchess fighting a skeleton"  He stands there, motionless in a menacing pose... and then falls over.

The Paladins  (leave out?)

Sir Hyronimous

Sir Thyron   "And now Sir Thyron...... who's Sir Thyron?  Next."

Sir Angus

Baronness of the Ash Forest  "And now I will do the Baroness of the Ash Forest"  He disappears     completely and utterly... without a trace... 

A few seconds after he disappears, a snake charmer from the next room walks in, saying "I quit.  That thing is just too damn big."  He refuses to talk to the party, throwing his flute down on the ground and walking out to the previous room.  The second he enters the Sarr room, he turns the corner and mysteriously disappears.

room 3

Snake Charmer

In this room is a giant snake.   The snake sits in the middle of the room and refuses to let anyont pass.  Unless one of the players can actually play the flute moderatly well, they have to kill the snake.

On the far side of the room is a door, a button marked "Faster" and a sign over the door saying "The Great Mundanian"

Pressing the button increases the difficulty level of the module by one ticket (no effect for E ticket) and results in whirring sound effects.

Snake Stats: (this is a new monster type)

The snake should be very difficult to kill.  Here is an example of the difficulty level we should shoot for:

A ticket:cause damage spittle 5/day, bite with dagger slow poison 1/day, 2 normal, 20 body

E ticket:sleep spittle 5/day, bite with dagger death poison 3/day, 6 normal, 80 body

Room 4

The Great Mundanian

In this room is a man in a modern day suit, sitting in a chair, reading a newspaper.  

The far wall has a door.  Sign on the far side of the room reads "LandSharks" The door and wall are warded.

Roleplaying motivation for Mundanian "You are reading the newspaper over breakfast.  You don't want to be bothered because you 'just want to read the paper'".

He has the ward key to the next room.  To get it from him the party must

a:offer to get him a cup of coffee.  (he never asks the party for this)

b:irritate him sufficiently such that he 'just wants to get rid of them'

Mundanian stats:

unaffected by anything....  he doesn't say "no effect". in fact, he doesnt have a clue why sane people would be running around saying "5 normal" and bopping him with a piece of foam, or throwing small bean bags at him. odd huh? maybe I'll call the cops if these guys get out of hand. hey did some people escape from the local mental institution?

Room 5

LandSharks

The landsharks are rapidly becoming an endangered species in Ashbury. Bobo and Spanks have managed to capture several of them. However, those clever landsharks have decided to hide themselves in the exhibit. There are several landsharks in this room. they are all wearing Groucho glasses, and standing perfectly still. They think no one will notice them. These poor creatures still want to talk to people, so if anyone asks "are you landsharks" or anything like that, they say stuff like "No, sir, um.... no landsharks here... move on... nothing to see..."

five bucks says they get slagged, I bet the  PCs just want to kill stuff... anyone want to take me up?? Why?? because landsharks ALWAYS get slagged. Oh yeah, under no circumstances do the landsharks say "Baronness of the Ash Forest"

Landsharks scaled to party level  (note: level is raised one notch if party pushed "Faster" button)

Inside Landshark bellies are treasure.

there are two signs in this room:

Certain Death:

The Tomb Of Horrors:

Room 6

Certain Death:

this room really should be exactly that. anyone dumb enough to go into this room should get what they dieserve. there isn't any treasure in here because no one is going to beat this room. the only way out is in a body bag.... hahahahaha....

In this room there are 2 casters and 2 fighters, all 5 levels above the party level.  They are sitting around playing cards.  They are ruffians hired by B&S (tm) to move the carnival around.  When the party enters they casually rise and ask, "Who wants to die?"  The party can either fight to the death, an unfortunate prospect, or if they roleplay well enough,  opt to sacrifice one of their party and all their possesions.

If the party dies, the B&S cleanup crew will Life all of them except one (not enough life spells around), and take a healthy profit... stealing around half of the party's possesions.  The party wakes at the exit door of the carnival, with their pockets turned out and with waylay bumps on their heads.  (the party was Lifed, and immediatly waylayed)  There is no one around and the door is securely locked.

Room 7

The Tomb Of Horrors:

This room is a really campy setup. There is a stock black-hat necromancer, and a batch of undead. The necromancer does the stock evil routine "welcome to the Tomb of Horrors, you will meat your doom... mooo-hahahahahha". The marshal's description of this room should be more or less:


"This room looks really evil. maybe. it's possibly a little overdone, like someone is trying to impress you with EVIL NECROMANCY... brew-hahahahaha..."

note: try to get cobwebs and other stock horror amenities.

the necromancer is in fact not a necromancer, but an out of luck healer who cant find a job with anyone but the ever humorous comedy duo of Bobo & Spanks (tm). He doesn't care if they slag the undead. He does not know the way out of the room. If the players harm him, he complains "hey, cut it out... cant you guys take a joke?? sheesh.. they dont pay me enough for this...It's just a day job". if the players capture him, and threaten him, he will offer protectives freely in exchange for his life.

at least one of the undead needs to have "control undead" as a power, since that is who is really controlling the undead. oh, toss in cackling corpses or some non-corp undead. the "necromancer" should have a decent number of spells....

The undead's orders are simply: "Make undead noises and kill anyone that tries to cross the room."   After discussion starts, the Necromancer might yell out and say "Quit it with the undead noises!" and most of the noises stop.

there are two doors out of this room: one marked "this way to the Egress" the other marked "Bonus Round"

the egress leads people out of the module. 

the Bonus Round

this is a really really (really really) heinous room. the monsters are all more or less random and should give a BIG challenge to the players. ie: a dumb bunch of players should get whomped by this room.

treasure is lying about all over the room.  The treasure gathered here should really be "extra" and more than the standard module scaling counts for. 

final note:

the Safety Crew: Bobo & Spanks (tm) may be really demented, but they do care that people  dont get hurt on the Carnival. if an entire party gets killed, the Carnival Safety Crew will come and life them. the party (well, actually one of the people is beyond help by the time the Crew shows up) and escorts the six^H^H^H five people left to the outside of the module.

Midway games

Win 1 time, get a cupie doll

You can trade in 3 cupie dolls for a ward key

penny toss onto plates

ring toss (if we can get rings)

strength test... swing for level * 5 and win

A rabbit scaven selling popcorn

in each bag of popcorn is a 2 point fire trap. 

It's detonated by distance from the rabbit giving to you.

There is a small block in the bottom of the bag with a label on it "fire trap".  If the party finds it.. well good.

When struck by the bomb, the marshall puts some black charcoal on the victim's nose

The Bonus Room

Avar Lychus & JJ Nissen single run module

Sunday

How many Licks repeating module

bloodbowl

Virus A

