Thanks for running Pale Harvest. After quickly reviewing the sanctioned version of the scenario, here are a
few things I'd like to comment on:

In the encounter Thug Attack, at APL 2 the Freelancer thugs should have Dodge, not Mobility. This was
an error | made and didn’t catch until after the scenario got sanctioned.

On the Adventure Cert, make sure to cross out the Equerry’s Armor if the PCs don’t earn that treasure.
The description of the armor says to mark a checkbox, but the checkbox is missing.

On page 8, it says that Caldwell delt with a man that had a scar on his left cheek. That's a mistake on my
part. At all times, Bregdor-in-disguise had a scar on his right cheek.

In the encounter The Abandoned Barn, the PCs should get the XP for the trap if they disable or trigger it.
Luring the Bregdor and the plant creature out of the barn, which causes Bregdor to disengage the trap,
should count as disabling the trap.

The Adventure Summary has a few glitches, which were my fault. In the description of Resolution, it says
the PCs meet Priest-Captain Viligant and Captain Garu; they only meet the former in this encounter,
because the Church Militant is still investigating Captain Garu. In Mulled Wine with Mrs. Skinner, the
treasure is described as a cloak; it's armor instead.

The page detailing the Plant Creature had the image resized, blocking some of the information. The
image of the creature now covers up the heading “Purple Plant Creature” and its type information, “Large
Plant.”

In the Experience Point Summary, ignore the Note before the Experience totals. It was meant for HQ,
and they forgot to remove it.

I've included a few extra handouts and diagrams. They include drawings of the plant creature and the viticula
necklace that you can use to show the players. I've also included summaries of the previous scenarios in
Germinations; please hand these out to players who have played the previous events.

| hope you have fun with the event.

Take care,

ol









REFRESHER FOR PAL1-04 PRELUDE TO THE PAST

While it is not necessary to play the previous chapters of Germinations to enjoy this adventure, the fourth in
the series, individuals who have played Prelude to the Past may appreciate a brief reminder of what
happened during that scenario. Pass out this summary only to people who have played Prelude to the Past,
the first chapter in the series.

To help a wizard named Konrad Huber, you capture a magical beast. On the way to his lair, a cleric casts a
divination, causing a woman to appear. In her 20s, dark skin and missing an eye, she says that 1,000 years
into your past, an evil “Elder” came. Too late they learned its weakness — it lives for 3 years. You will face an
Elder. Before disappearing, she gives a gem that ages all nearby 5 years. In Huber’s lair, there is evidence
that Huber is a spy, helping a group called the Freelancers. His experiments upon animals are perverse. A
strange plant creature nearly kills Huber. You smash the gem. The creature dies. You return Huber to the
Church Militant, who is grateful, but warns about accepting foolish contracts in the first place.
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REFRESHER FOR PAL2-01 DRAWING FROM LIFE

While it is not necessary to play the previous chapters of Germinations to enjoy this adventure, the fourth in
the series, individuals who have played Drawing from Life may appreciate a brief reminder of what happened
during that scenario. Pass out this summary only to people who have played Drawing from Life, the second
chapter in the series.

You travel with a dwarf named Koreth into a lost temple. His ancestor sacrificed himself long ago, killing a
demon lord. After 1,003 years, his ancestor’s life could be restored. The temple is trapped and guarded by
minions of a group called the Freelancers, who have found it for some “new friends” that have given them
means to avoid the detection magic of the Church Militant. You find a strange book supposedly about magic
that affects plants, The Floracon, which you later turn over to the elves of the Phostwood. You free Koreth's
ancestor to learn that Koreth was misguided. By freeing his ancestor, the demonspawn would also be
released. Another must make the sacrifice to prevent this. Proudly, Koreth steps forth.
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