ZOOK GARRET’S QUEST FOR THE REALLY RARE RADIANT RADISH


By Andy Woodyard


Range 1-3


	


THE WESTERN HEARTLANDS: The Western Heartlands are a vast stretch of land dotted with city-states and small fortified villages all about. Uncivilized societies of Orcs and Goblins are known to exist deep within the vast grasslands.


It is a seemingly empty land that in truth is full of violence and danger.





HILL’S EDGE: The town of Hill’s Edge is divided into two sections, the northeast and the southwest of the city. The town has two temples, the Fist of the Future (Temple to Cyric, God of Lies, murder, intrigue, deception and illusions) and the Cry of Joy (Temple of Lliira, Goddess of Joy, happiness, dance, festivals, freedom and liberty). The town also holds a gallows, the Pot of Gold Inn and Tavern, the Scarlet Whore Tavern, an apothecary, slave pit, general store, illegal items dealer, bounty hunter, slaughterhouse, stables and a giant statue of Cyric over looking the town.





THE POT OF GOLD INN AND TAVERN: This large stone tavern is three storied with graffiti all over the outside and patched up damage. It has brick high lights and chimneys and red shingled roves.


The inside of the tavern has a medium sized taproom with two tables, a bar, hearth and stairs going up and down. The place is lit by lanterns and smells of sweat ales and fresh breads.


The bartender is a beautiful human woman in a breastplate. A gnome wearing scale mail is at the bar.





BARTENDER: The bartender is a tall human woman with long curly blond hair and a curving body. She wears a form fitting breastplate and chain with a small metal shield at her side and a scimitar in the other.


(In Chondathan or Alzedan) "Welcome to the Pot of Gold, a place of rest and relaxation. I warn you to restrain yourselves here for our food, drink and rooms are not to be taken unfairly.” She warns.


DRINKS: “Here we serve root-beer (1SP), sarsaparilla (1SP), Elven Silver Mead (6SP), Tanagar’s Light Ale (4SP), Suz-ale (5SP), Berduskian Dark Wine (4SP), Tanagar’s Ice Ale (4SP), Tanagar’s Pale Ale (3SP), Hobbits Hock (3SP), Tanagar’s Stout Ale (4SP), Bitter Black Ale (4SP), Grog of Gruumsh (6SP),


FOOD: “Here we serve steak (6SP), haggis (2SP), veil (4SP), liver (2SP) chicken (2SP), pork (3SP) and beef stew (2SP). Our side dishes are cows tongue (5CP), pickled pigs knuckles (6CP), pickled eggs (4CP), pickled onions (3CP), roasted onion (3CP), potato (4CP), wheat roll (3CP), beans (3CP), oatmeal (4CP), bacon and eggs (6CP), corn cob (9CP), cornbread (6CP), chicken salad (4CP) and cream pie (2SP).”


ROOMS: “We have rooms for commons (2SP), travelers (4SP), merchants (6SP) and noble rooms (8SP).


MINX SCEPTAR: NG, AC +16 (Breastplate, small metal shield), HD 3d8+3, HP 20, #AT1, AB (scimitar) +5, INIT (scimitar) +1, (scimitar) 1d6+2STR (CRIT 18-20 x2) damage, FORT+2, REF+1, WILL+3, feats (cosmopolitan (alchemy), iron will, alertness), treasure (204GP, red spinal (80GP), holy water x4, tanglefoot bags x2), XP 120.





GNOME AT THE BAR: This gnome has blond hair and blue eyes. He wears scale mail and carries a shortsword. He smells strongly of frogs and radishes.


(In Chondathan or Gnome) “Well howdy dowdy there!” He says strangely, “May I ask… have you heard of the legendary Really Rare Radiant Radish?” He asks.


NO: “Then it’s always good to hear the tale again. Sit and wonder.”


YES: “Well, then you’re in for a lark!” He says taking out his bagpipes.


This gnome begins laying out a set of bagpipes which  hurts your ears, after a few moments he stops and begins to banter, “After crashing my hydrothermic semiautomatic gyro-balloon in the nearby fields I was confronted by a brownie who told me of a tale I heard in my youngness. He spoke of the Really Rare Radiant Radish, the ultimate radish which all gnomes seek to make Really Rare Radiant Radish Juice out of. Anyway, this brownie said that a Really Rare Radiant Radish’s location is known only by a powerful gnomish illusionist called the Wizard of Gozz, that dwells in the middle of nowhere… in an amusement park called Gozz-Land.


“Now, I’m looking for a few brave fellows willing to search for this gnome and retrieve this Really Rare Radiant Radish and share in the Really Rare Radiant Radish Juice afterwards as well as the possibility of Really Rare Radiant Radish Turnovers and Really Rare Radiant Radish Cream Puffs. I offer an up front pay of fifty gold if you’re interested?” He asks.


NO: “That’s sad, well, I’ll be seeing you then.”


YES: “Goodie!” He yells, “Then let us depart to the middle of nowhere and find this mighty Gozz!” He deems, “This way!” He says getting up and running into a wall. After he falls a glass eyes pops out of his heads and rolls around on the floor. “OOPS, sorry.” He says reaching for the glass eye as his toupee falls off (seconds later is reattached). “OFF WE GO!” He deems once again. 


ZOOK GARRET: CN, AC +18 (DEX+3, scale mail), HD 1d6+2, HP 6, #AT1, AB (masterwork shortsword) +0 - (masterwork light crossbow) +3, INIT (masterwork shortsword) +6 - (masterwork light crossbow) +1, (masterwork shortsword) 1d6-1STR - (masterwork light crossbow) 1d8 damage, FORT+2, REF+5, WILL+2, feats (craft gnomish item), bonuses (+2 saves against illusion), treasure (439GP, wooden teeth, glass eye, toupee, peg leg, glasses, backpack (Photonic Defrogulator, herb, flask of ‘Shadowdark Ale’, winter blanket, flint and steel, dust of illusion, dust of tracelessness), SPELLS (25% spell failure), (dancing lights, prestidigitation and ghost sound once a day), XP 40.


SPELLS: (2) (0st) mage hand, light, mending, detect magic, flare.


(Photonic De-frogulator has fourteen settings on them. 1) acts a green flashlight, 2) causes a nasty skin rash, 3) makes a ribbit sound, 4) shows old episode of ‘Green Acres’, 5) causes target to glow green, 6) does 1d6 damage to frogs, 7) does 1d3 damage to Bullywugs, 8) allows user to speak ‘Frogish’, 9) makes curly fries, 10) changes PC’s name to Kermit, 11) allows PC to jump twice as far, 12) reverses frog related polymorphs, 13) ultra frogulates, 14) cures ‘Frogulidus’.)





THE SCARLETT WHORE INN AND TAVERN: The Scarlet Whore Inn and Tavern is two storied and made of black stone. It has a single row of dark windows and those that do exist are nailed shut.


The taproom has three tables, a bar, stairs heading down and two courtesans rooms on the side.


The bartender is a raging drow man, a man in banded mail sits at the bar and a woman in a red dress is here.





BARTENDER: The bartender is a strong looking drow man who seems angry and sweaty. He wears black chainmail and carries a spiked chain and a spiked small metal shield. His long white hair and beard are infested with maggots and his hellish red eyes burn at the site of you.


(In Drow, Undercommon or Chondathan) “YOU!?” He screams, “Hell has you in it’s grip and I am the gate keeper!” He curses, “Fucked sluts, drink and vile food for sale here and if you can’t stand it then I’ll KILL YOU!” He screams spitting all over the place.


DRINKS: “We carry Berduskian Dark Wine (5SP), Shadowdark Ale (4SP), Hobbit’s Hock (3SP), Rotgrub (2SP), Tanagar’s Stout Ale (4SP), Deep Abyssal Ale (6SP), Bitter Black Ale (4SP), Hobgoblish Spotted Ale (3SP) and Grog of Gruumsh (7SP).”


FOOD: “We serve hobbit (8SP), steak (5SP), haggis (2SP), chicken (2SP), veil (4SP), liver (2SP), pork (3SP) and beef stew (2SP). Our side dishes are cows tongue (5CP), pickled pigs knuckles (6CP), pickled eggs (4CP), pickled onions (3CP), hobbit brain (1SP), roasted onion (3CP), potato (4CP), wheat roll (3CP), beans (3CP), oatmeal (4CP), bacon and eggs (6CP), corn cob (9CP), cornbread (6CP), chicken salad (4CP) and cream pie (2SP).”


ROOMS: “We have common rooms for filth (1SP), travelers rooms for wandering idiots (3SP), merchant rooms for trading bastards (5SP) and a noble room for the corrupt politician (9SP).”


XEX: CE, AC +15 (Chainmail, small spiked shield, DEX-1), HD 5d10, HP 19, #AT1, AB (spiked chain) +10, INIT (spiked chain) -2, (spiked chain) 2d4+4STR (CRIT x2) damage, FORT+4, REF+0, WILL-2, feats (weapon focus (spiked chain), exotic weapon (spiked chain), power attack, cleave, sunder, great cleave), treasure (potion of truth, healing potion, 9PP), XP 200.





MAN IN BANDED MAIL: This burly unshaven man wears loose banded mail with old dry blood stains on it. He carries a heavy flail at his side. His face has a patch of warts on it and his teeth are stained yellow by chewing tobacco.


(In Chondathan) “If I were you I’d say a prayer in silence or you’ll end up praying to live!” He hisses to you, spiting while he talks, “Take a step back or I’ll split ye’ in two.” He threatens, going back to an ale.


RINK HUGGINS: LE, AC +17 (Banded mail, DEX+1), HD 1d10+1d6+4, HP 17, #AT1, AB (heavy flail) +3 - (heavy crossbow) +2, INIT (heavy flail) +1 - (heavy crossbow) +1, (heavy flail) 1d10+2STR (CRIT 19-20 x2) - (heavy crossbow) 1d10 (CRIT 19-20 x2) (+1d6 sneak attack) damage, FORT+4, REF+3, WILL+0, feats (thug, dodge), treasure (backpack, whetstone, thieves tools, healing potion, herb, flask of ‘Tanagar’s Dark Ale’, rations x10, 65 foot hemp rope, 132GP), XP 80.





WOMAN IN A RED DRESS: This thin woman has dark brown hair and is missing a tooth or two. She wears a tight red dress and appears to be armed only with a dagger.


(In Chondathan) “A few good and I’ll be yours.” She says to you.


SUMMER NIGHT: N, AC +11 (DEX+1), HD 1d6+2, HP 6, #AT1, AB (dagger) -2, INIT (dagger) +6, (dagger) 1d4-2STR (CRIT 19-20 x2) (+1d6 sneak attack) damage, FORT+0, REF+3, WILL-1, feats (dodge, smooth talk), treasure (43GP), XP 40.





THE GRASSLANDS: Far stretching grasslands stretch as far as the eye can see in every direction. The only thing breaking this is the far distant Reaching Wood which only appears as a dark green line on a green horizon.





THE MIDDLE OF NOWHERE: Only the grassland surrounds you with absolutely nothing of interest appearing or becoming clear.


This is truly the middle of nowhere.


“We’re here!” Zook Garret proclaims.





MINIATURE COW TIPPING: In the middle of the grasslands you come across a grassing heard of miniature cows.


“Whoopee!” Shrieks Zook, “It’s miniature cow tipping time!” He cheers.


MINIATURE COWS: N, #13, AC +15 (Size-2, DEX-1, natural+2), HD 1d4, HP 4 - 2 - 3 - 4 - 4 - 1 - 4 - 1 - 4 - 4 - 4 - 2 - 1, 3AT1, AB (bite) +0, INIT (bite) +4, (bite) 1d3-2STR (CRIT 20 x2) damage, FORT+2, REF-1, WILL-2, XP 40.





GOZZ-LAND: All of a sudden an amusement park pops up in the middle of nowhere. Loud annoying music (such that only a gnome could enjoy) plays from this place and strange flashing signs and lights come from inside the place.


A ticket booth is before the gate were a happy clown dwells.


(In Chondathan) “Welcome to Gozz-land, ten gold please, welcome to Gozz-land!” He yells in a high pitched voice as his head pounces back and forth.


ILLUSIONARY CLOWN: N, AC +10, HD 1d4, HP 4, #AT1, AB (clown laugh) none, INIT (clown laugh) +0, (clown laugh) (acts a Tasha’s hideous laughter spell, DC 26 to resist), FORT+0, REF+0, WILL+0, XP 40.


(Gozz-land is an illusion, if the PC’s try it can be disbelieved at DC 25, read SPRINKLE CRAZY.)





INSIDE GOZZ-LAND: The inside of Gozz-land is a loud colorful place full of flashing lights and puppets that bounce here and there.


The park has the following attractions: a roller coaster (the zigzag), a haunted house, ring toss game, a balloon twisting clown, a weight guessing clown, duck shooting archery game, a liver eating contest, tunnel of love, an outhouse, a Ferris wheel and a cotton candle machine is here as well.


(After the PC’s have gone all around the park read SPRINKLE CRAZY.)





ROLLER COASTER: The Zigzag is a roller coaster that twists and turns as it heads up and down in crazy loops here and there.


A clown attends the ride.


(In Chondathan) “The zigzag is fast and curvy, you must be this tall to ride. One gold please!” He says pointing his hand two feet from the floor and pouncing here and there.


ILLUSIONARY CLOWN: N, AC +10, HD 1d4, HP 4, #AT1, AB (clown laugh) none, INIT (clown laugh) +0, (clown laugh) (acts a Tasha’s hideous laughter spell, DC 26 to resist), FORT+0, REF+0, WILL+0, XP 40.





HAUNTED HOUSE: This scary looking house is painted black and has a gothic design. It has a little ride on a track that heads into the house. A scary clown is at the door.


(In Chondathan) “Terror and fear dwells within, enter and set foot where ghosts and wraith have been.”


(2GP to enter.)


Inside the house you hear screaming sounds, the ride rumbles and you see scary stuff. An insurance salesman pops up right in front of you!


ILLUSIONARY CLOWN: N, AC +10, HD 1d4, HP 4, #AT1, AB (clown laugh) none, INIT (clown laugh) +0, (clown laugh) (acts a Tasha’s hideous laughter spell, DC 26 to resist), FORT+0, REF+0, WILL+0, XP 40.





FERRIS WHEEL: The Ferris Wheel is a tall round wheel with many radish shaped seats all around it. It creaks and has a severe rust problem.


A clown attends the ride.


(In Chondathan) “Hands and feet inside the seat. Up you go, to and fro!” It laughs, head bouncing back and forth.


(This ride costs 2GP.)


ILLUSIONARY CLOWN: N, AC +10, HD 1d4, HP 4, #AT1, AB (clown laugh) none, INIT (clown laugh) +0, (clown laugh) (acts a Tasha’s hideous laughter spell, DC 26 to resist), FORT+0, REF+0, WILL+0, XP 40.





COTTON CANDY MACHINE: This cotton candy machine is operated by a pouncing clown.


(In Chondathan) “Cotton candy is good for you, so buy a ton and eat this fuzzy gew.”


ILLUSIONARY CLOWN: N, AC +10, HD 1d4, HP 4, #AT1, AB (clown laugh) none, INIT (clown laugh) +0, (clown laugh) (acts a Tasha’s hideous laughter spell, DC 26 to resist), FORT+0, REF+0, WILL+0, XP 40.





RING TOSS: The ring toss game is a small booth that has prizes all along the back wall as follows (a novelty comb, a teddy bear, a six pack of ‘Tanagar’s Stout Ale’, a Flunagen Flanagen Doll, a Beta version of ‘Blazing Saddles’, a lantern, a 1952 Studabaker Television and a large steel shield +2).


A happy clown attends the booth.


(In Chondathan) “Three rings to win a prize, only one gold, win and behold!”


ILLUSIONARY CLOWN: N, AC +10, HD 1d4, HP 4, #AT1, AB (clown laugh) none, INIT (clown laugh) +0, (clown laugh) (acts a Tasha’s hideous laughter spell, DC 26 to resist), FORT+0, REF+0, WILL+0, XP 40.


(The first row of items (novelty comb, teddy bear, six pack of Tanagar’s Stout Ale and the Flunagen Flanagan Doll) are AC +12 (Size+2), the second row (Beta version of ‘Blazing Saddles’ and a lantern) are both AC +12 (Size -2) and both have 25% cover from the shelf above and a displacement spell on them (50% miss). The final two items have are at AC +12 (Size -2), have 50% cover and both have a displacement spell (50% miss) and a repulsion spell on them repelling anything that gets near them.





TUNNEL OF LOVE: This long dark tunnel is shaped like a heart and has a little heart shaped boat that floats in a creek of rose pedals in wine. Soft music comes from within.


A clown is out front.


(In Chondathan) “Hearts and flowers hover above so take a ride in the tunnel of love.”


ILLUSIONARY CLOWN: N, AC +10, HD 1d4, HP 4, #AT1, AB (clown laugh) none, INIT (clown laugh) +0, (clown laugh) (acts a Tasha’s hideous laughter spell, DC 26 to resist), FORT+0, REF+0, WILL+0, XP 40.


(Passing through the tunnel of love casts an emotion spell on the PC’s who enter, WILL DC 24 or be affect by the friendship section of the spell until these leave the park.)





BALLOON TWISTING CLOWN: This happy clown has an assortment of colored balloons that can be twisted in various shapes.


(In Chondathan) “Dogs, cats, birds and bats. Elephants, bears, wolves and hares. All things I can mold for only a gold.”


ILLUSIONARY CLOWN: N, AC +10, HD 1d4, HP 4, #AT1, AB (clown laugh) none, INIT (clown laugh) +0, (clown laugh) (acts a Tasha’s hideous laughter spell, DC 26 to resist), FORT+0, REF+0, WILL+0, XP 40.





WEIGHT GUESSING CLOWN: This fat happy clown has a scale next to himself.


(In Chondathan) “Let me guess your weight, pay a gold and win four fold, if my guess is not your fate.”


(Look at the PC’s weight before the game and let them figure out how you did it.)


ILLUSIONARY CLOWN: N, AC +10, HD 1d4, HP 4, #AT1, AB (clown laugh) none, INIT (clown laugh) +0, (clown laugh) (acts a Tasha’s hideous laughter spell, DC 26 to resist), FORT+0, REF+0, WILL+0, XP 40.





BATHROOM: The bathroom has a constipated clown out front.


(In Chondathan) “Use the jakes for heaven sakes.” Says the clown.


ILLUSIONARY CLOWN: N, AC +10, HD 1d4, HP 4, #AT1, AB (clown laugh) none, INIT (clown laugh) +0, (clown laugh) (acts a Tasha’s hideous laughter spell, DC 26 to resist), FORT+0, REF+0, WILL+0, XP 40.





DUCK SHOOTING GAME: This small booth has three rows of ducks that quack their way across the back of the booth.


A happy clown dwells here. A shortbow with arrows is mounted on the wall.


(In Chondathan) “Shoot every duck in a row and win a sword, ax or bow. Shoot every quacking thing and win a magic ring.”


(The PC gets 18 arrows and each try takes 4GP. The ducks become illusionary ducks that fly about when you shoot at them, there are 18 total. All the weapons are ordinary weapons but the ring is a ring of nature, wilderness lore +10. The ducks have an AC +15 (Size+2, DEX+3) and pop in a ‘quack’ when they are shot.)


ILLUSIONARY CLOWN: N, AC +10, HD 1d4, HP 4, #AT1, AB (clown laugh) none, INIT (clown laugh) +0, (clown laugh) (acts a Tasha’s hideous laughter spell, DC 26 to resist), FORT+0, REF+0, WILL+0, XP 40.





LIVER EATING CONTEST: A grossed out clown stands next to a table where numerous plates of liver are.


(In Chondathan) “Feast the beast, shiver for liver and surprise a prize.”


(The PC’s that wins gets an over sized tee shirt that says ‘Gozz-land’.)


ILLUSIONARY CLOWN: N, AC +10, HD 1d4, HP 4, #AT1, AB (clown laugh) none, INIT (clown laugh) +0, (clown laugh) (acts a Tasha’s hideous laughter spell, DC 26 to resist), FORT+0, REF+0, WILL+0, XP 40.





SPRINKLE CRAZY: All of a sudden everything in the amusement park fades away and the whole place turns into flashing lights with oddly colored sprinkles falling everywhere.


Finally the ghostly face of a gnome floats in the center of it all.


(In Chondathan, Gnome or Alzedan) “Who be you, whose actually visited my amusement park?”


“I am the great Gozz, for I keep things from leaking!” He says, “Why are you here?” He asks.


“We seek the Really Rare Radiant Radish, to make Really Rare Radiant Radish Juice and various Really Rare Radiant Radish Entrees.” Says Zook.


All of a sudden you hear a clapping sound three times and the entire amusement park fades away. A gnome wearing a lime green tuxedo, with a dagger at his side stands in the middle of the fields here.


“OK then. Using my magic I shall create a yellow brick road for you to follow that will lead you to the Really Rare Radiant Radish, which I often make Really Rare Radiant Radish Alcoholic beverages with. Poof!” He says as he turns into a giant cranberry and a yellow brick road appear in a straight line. “Follow the yellow brick road!” He says as his voice vanishes away. “But taste thee not the other evil radishes…”


GOZZ: CN, AC +11 (DEX+1), HD 12d4+12, HP 43, #AT2, AB (dagger) +5/+0, INIT (dagger) +6, (dagger) 1d4-1STR (CRIT 19-20 x2) damage, FORT+5, REF+5, WILL+4, feats (scribe scroll, craft wondrous item, spell focus (illusion), brew potion, skill emphasis (bluff), dodge, heighten spell, blind-fight), treasure (jeweled egg (1000GP, amber ring (90GP), rubber chicken, radish statuette (100GP), 890GP), XP 480.


SPELLBOOK: (4,5,5,4,3,3,2) (0st) Resistance, Ray of Frost (1d3 damage), daze, flare, light, dancing lights, ghost sound, mage hand, mending, open/close, arcane mark, detect magic, prestidigitation, read magic, (1st) alarm, endure elements, hold portal, shield, grease, mage armor, mount, obscuring mist, summon monster I, unseen servant, true strike, charm person, hypnotism, sleep, magic missile (5d5+5 damage), Tensor’s floating disc, change self, color spray, Nystul’s magical aura, Nystul’s undetectable aura, silent image, ventriloquism, animate rope, burning hands (5d4 damage), enlarge, erase, feather fall, expeditious retreat, jump, magic weapon, message, reduce, shocking grasp (1d8+16 damage), spider climb, (2nd) obscuring mist, fog cliud, summon swarm, web, Tasha’s hideous laughter, daylight, blur, continual flame, hypnotic pattern, invisibility, minor image, mirror image (1d4+4 images), misdirection, levitate, rope trick, (3rd) nondetection, hold person, gust of wind, lightning bolt (12d6 damage), displacement, major image, fly, gaseous form, shrink item, (4th) remove curse, stone skin, minor creation, charm monster, confusion, emotion, shout, hallucinatory terrain, improved invisibility, bestow curse, polymorph other, polymorph self, (5th) dismissal, major creation, feeblemind, mirage arcana, persistent image, passwall, teleport, (6th) globe of invulnerability, mislead, programmed image, permanent image and flesh to stone.





THE YELLOW BRICK ROAD: A yellow brick road heads northeast in a straight line towards the distant mountains. It passes through the high grasses and through the not so high grasses.





RADISH FIELDS: Fields of ordinary radishes begin in the middle of the grassy fields that spread for miles on en
