King of the Autumn's Harvest
An adventure for one Player Character at level one.
Dustinian Camburides
When the PC arrives in the bustling village of Autumnpeak at the end of the harvest
season, he/she can take part in a number of "games" as a means to expand fame
and fortune. But the PC soon learns that darker forces are afoot, using the festival
for their own insidious ends.
Designed for use with the Basic Fantasy Role-Playing Game.
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About
This adventure is written for a one-on-one gaming
session: one player, and one dungeon master.
Since there's only one player, this adventure is rather
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
because it's intended to let a new player try their hand

at the hobby. If this new player is embarrassed to learn
the roll- and role-play in front of a group, this one-onone adventure should be a good place to start.
The festival setting allows a new player to "safely" try
their hands at different challenges including mockduels, archery competitions, and ability rolls. 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.

Background
Autumnpeak

King of the Autumn's Harvest

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

Winters in Autumpeak are harsh and unrelenting. Folk
learned long ago to work hard during summer, harvest
well during fall, so that they could ride out the harsh
winter.

Autumnpeak is the last bastion of civilization as
travellers from over-sea head west to the frontiers of
the "mapped land." Depending on your direction of
travel, Autumnpeak is either your last stop to nowhere
or first stop to somewhere.

These days—more than a century after Autumnpeak's
founding—that behaviour is less a hard-won lesson and
more an accepted way of life. Many's the folk that
enjoy the long winter spent indoors, huddled up before
a merry fire. Even the landowners, who own and
oversee the enormous farms outside the city, winter
within the walls of Autumnpeak.
The festival is a way to celebrate the end a busy
harvest, and the start of a lazy winter. A way to
socialize, gamble, and carouse before a long winter
spent snowed in with stories, books, and family.
The festival is presided over by the year's "King," the
landowner that brought the most grain into city.

Game Master Information
This year's king, Hurley Sumes, is in a tight spot.
His lands are the farthest from Autumnpeak, over three
day's ride by horse. Frequent goblin and kobald raids
typically ensure he brings the smallest grain tribute into
Autumnpeak for the winter
But this year, he cut a deal with a kobald tribe. If they
would stop raiding his lands, if they would defend his
harvest from goblins and other kobald tribes, he would
sneak them into the festival.

The Locals
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!).
Over-sea passage back to civilization is expensive, so
Autumnpeak is full of folk wishing they had the coin to
leave the frontier, and eager for "civilized news."
But Autumpeak also tends to be free of royals and
nobles, so many folk enjoy the loud, boisterous culture
that's erupted in the absence of a "cultured" authority.

Hurley knew that thousands of 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 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 his kobald
compatriots. Or a shot at it, anyway...

Enter Autumpeak
Festival Games
You can hear the festival first... raucous laughter,
shrieks of glee, and shouts of victory. But 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.
You also notice all the participants seem to know
what they're about... they're certain about what
they've done, and what they're doing next. This is
clearly a festival these people throw every year. But
they also clearly enjoy it.

•
•
•
•
•

1/10: 5 silver pieces (SP)
3/10: 1 gold piece (GP)
5/10: +1 Bow
8/10: +2 Bow
10/10: +3 Bow

A lean man holds a cheap-looking bow over his head
as he shouts at the crowd: "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?"
MELEE (ATTACK BONUS, AC)
The PC will enter into mock combat
with a member of the town guard.
The PC's “defense” is represented by
his or her “Armor Class” (AC). The
player should calculate “Armor Class” by adding the
character's “Dexterity” modifier (p. 4) to the “AC”
value for the armor he or she is wearing (Basic Fantasy
Role-Playing Game, 3rd Edition, p. 11).
The PC's ability to attack is represented by his or her
“Attack Bonus.” The player should calculate “Attack
Bonus” by adding the character's “Strength” modifier
(p. 4) to the “Attack Bonus” for the character's class
and level (Basic Fantasy Role-Playing Game, 3 rd
Edition, p. 46).

GAME MECHANICS
In general, a"game" costs the PC 1 silver piece (SP).
A "game" should consist of 10 "attempts". For each
attempt, the player makes an "ability roll", using the
optional "Ability Roll" rule. Per that rule, the target
number for a Level 1 PC is 17. This means that each roll
of 17 or higher is a "success". 3 successes out of 10 is a
win. 5 successes out of 10 earns you an additional
prize. 10 successes out of 10 is practically unheard of.
Depending on how much the NPC running the game
likes the PC, the PC may earn a very special prize...
ARCHERY (RANGED ATTACK BONUS)
The PC will make 10 ranged attacks
on a hastily-painted target affixed to
a few hay bales. The player should
add their character's “Attack Bonus”
(p. 46) and “Dexterity” modifier (p. 4)
to a d20 roll (Basic Fantasy Role-Playing Game, 3rd
Edition). The target has an AC of 15.

The guard has 1 “Hit Die (HD)” (Basic Fantasy RolePlaying Game, 3rd Edition, p. 54). Both the PC and the
guard will be wielding wooden swords that will deal
1d4 damage. Since this is a mock combat, the GM
should assume that the “damage” dealt during the
combat isn't “real.” The PC should regain all HP after
the combat.
•
•
•
•

Successful Hit: 5 silver pieces (SP)
Victory: 1 gold piece (GP)
Perfect Victory: +1 Sword
One-Hit Victory: +2 Sword

A member of the Autumnpeak Guard expertly twirls a
wooden sword about. “How about it, folks? Care to
try to land a hit? Pay a silver piece! Land a hit and get
5 back! Beat me fair and square and earn five gold!
Can you beat one of Autumnpeak's finest?
PERFORMANCE (CHARISMA)
The PC must entertain a small crowd.
• 1/10: 5 silver pieces (SP)
• 3/10: 1 gold piece (GP)

• 5/10: +1 Bow
• 8/10: +2 Bow
• 10/10: +3 Bow
BREATH (CONSTITUTION)
• 1/10: 5 silver pieces (SP)
• 3/10: 1 gold piece (GP)
• 5/10:
• 8/10:
• 10/10:

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. Only one problem...
you don't actually see any guards.

RING TOSS (DEXTERITY)
• 1/10: 5 silver pieces (SP)
• 3/10: 1 gold piece (GP)
• 5/10:
• 8/10:
• 10/10:

CLUES
As the PCs approach, they may notice:

CUPS (INTELLIGENCE)
• 1/10: 5 silver pieces (SP)
• 3/10: 1 gold piece (GP)
• 5/10:
• 8/10:
• 10/10:

NOTES
There's one Kobald inside the strong house. He's very
occupied dropped coins into a fresh bag, so he likely
wouldn't hear any but the loudest of noises outside.

HAMMERS (STRENGTH)
• 1/10: 5 silver pieces (SP)
• 3/10: 1 gold piece (GP)
• 5/10:
• 8/10:
• 10/10:

• Brownish flecks of sun-dried blood discoloring the
strong house door at about neck height.
• Disturbed earth at the base of the door, indicating
something was dragged inside.

Inside the Strong House

GUESSING (WISDOM)
• 1/10: 5 silver pieces (SP)
• 3/10: 1 gold piece (GP)
• 5/10:
• 8/10:
• 10/10:

Dark Deeds

Kobald: AC 13, HD 1d4, #At 1, Dam 1d4, Mov 20', Sv
NM
HP 2 ☐☐

Tunnel
3 Kobalds: AC 13, HD 1d4, #At 1, Dam 1d4, Mov 20', Sv
NM
HP 4 ☐☐☐☐
HP 3 ☐☐☐
HP 2 ☐☐

Open Game License
INTRODUCTION
The “King of the Autumn's Harvest” is based on the “Basic Fantasy
Role–Playing Game,” which is based on the System Reference Document
v3.5 (“SRD”), both of which are Open Game Content.
Designation of Open Game Content: The entire text as well as all
artwork, maps, and floor plans incorporated in “King of the Autumn's
Harvest” (except the Open Game License, as noted above, and the
Product Identity License, 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.

OPEN GAME LICENSE VERSION 1.0A

4.

5.

6.

indicate Your acceptance of the terms of this License.
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.
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.
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.
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.
Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are
distributing are Open Game Content.
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.
Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.
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.
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.
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.
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.

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;
7.
b.
“Derivative Material” means copyrighted material
including derivative works and translations (including into
other computer languages), annotation, modification,
correction, addition, extension, upgrade, improvement,
compilation, abridgement 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
8.
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
9.
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, story lines, plots,
10.
thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats,
11.
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
12.
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,
13.
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
14.
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
COPYRIGHT NOTICE
Derivative Material of Open Game Content.
•
Open Game License v 1.0 Copyright 2000, Wizards of the
h.
“You” or “Your” means the licensee in terms of this
Coast, Inc.
agreement.
•
System Reference Document Copyright 2000-2003, Wizards of
2.
The License: This License applies to any Open Game Content
the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip
that contains a notice indicating that the Open Game
Williams, Rich Baker, Andy Collins, David Noonan, Rich
Content may only be Used under and in terms of this License.
Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid,
You must affix such a notice to any Open Game Content that
James Wyatt, based on original material by E. Gary Gygax
you Use. No terms may be added to or subtracted from this
and Dave Arneson.
License except as described by the License itself. No other
•
Basic Fantasy Role-Playing Game Copyright 2006-2015 Chris
terms or conditions may be applied to any Open Game
Gonnerman.
Content distributed using this License.
•
The King of the Autumn's Harvest Copyright 2014-2015
3.
Offer and Acceptance: By Using the Open Game Content You
Dustinian Camburides.

