Legcnc:]s o .

F CAMPAIGN

5 Regarding the (urious Occurrences at Hinterdale Manor &

By Jason S. Wu
and the Universe Construction Company

A One-Round Adventure for the Legends of the Shining Jewel Campaign

Reconstruction has begun in the City of Amthydor, but first the ruined
areas have to be made safe. The city needs brave souls to help clear
out abandoned buildings of danger. Will you take up the call? Can you
face what you will find? For characters of level 2-7.

(Updated October 2004)

WWW.UCC-ONLINE.COM/LSJ

Requires the use of the Dungeons & Dragons, Third Edition Core Books, published by Wizards of the Coast, Inc.
This product utilizes updated material from the v.3.5 revision . 'd20 System' and the 'd20 System' logo are
trademarks of Wizards of the Coast, Inc. and are used according to the terms of the d20 System License version 6.0.
A copy of this License can be found at www.wizards.com/d20.




Legal Text

Wizards of the Coast is a trademark of
Wizards of the Coast, Inc. in the United States
and other countries and is used with permission.
UNIVERSE CONStrUCTION COMPANY,
UCC, UCC LOGO, LEGENDS OF THE
SHINING JEWEL, LSJ, LSJ LOGO and RAIA
are trademarks of the Universe Construction
Company. Tournament detail copyright 2004
by the Universe Construction Company. ALL
RIGHTS RESERVED. This scenario is
intended for tournament use only and may
not be reproduced without approval of the
UCC.

Welcome to | S

This is a Legends of the Shining Jewel
campaign adventure. It is written to be played
in a standard four-hour convention time slot.

It is a good idea to have the players and
judge place some sort of name tag in front of
them, so everyone can easily identify each
other and the names of the characters they
are playing.

Some of the text in this adventure is in
bold italics. This text is for the players to
hear, although you are certainly free to
paraphrase or summarize the text if you feel it
is necessary.

L5J GM Empowcrmcnt Clausc

The coordinators of the campaign
empower GMs to make changes to the
module as necessary to accommodate any
unforeseen actions taken by the PCs. If the
players find another way to deal with the
module, they should be successful and
appropriately rewarded. The GM may also
invent new NPCs as needed to populate the
city of Amthydor, which is not completely
detailed due to practical limitations.

If the party is having trouble dealing with
say, undead encounters, the GM can always
have a patrol of priests or the like come along
to finish the combat and save the PCs. Full
XP awards should not be given for the
encounter if this is necessary.

Do NOT save the PCs if their failure is a
result of their own ill-advised actions or lack
of forethought. Softening the blow from a bad
set of rolls or simple bad luck is one thing, but
stupid actions deserve what they get.

Calcu]ating ATL (Avcrag,c Tablc chcl)

Add up the levels of all characters at the
table (plus ECL adjustments) and any
animals that will take part in combat that are
not granted by class features (such as
familiars, animal companions, or bonded
mounts). Divide this total by 6, regardless of
how many player characters are at the table.
This gives you the Average Table Level (ATL)
for running combats.

A Notc About ATLS and the Fowcr of
PCs

Not all parties are created equal. Some level
1 parties can handle anything the GM can
throw at them, and some level 3 parties are
relatively weak for their levels. If the GM
finds that the party at the table is really not up
to the challenge of the tier, he should adjust
the encounters DOWN for that party. This is
particularly important if the party has a broad
mix of experience levels, is lacking clerics
and paladins who can heal, or is a “role-
playing” rather than “battle-ready” party. The
encounters should be a worthy challenge, not
an impossible task or a slaughter fest.
Regardless of what the instructions say, the
GM should let common sense rule the day
(and the module).
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Aclventurc Backgrounc] &
5ummar3

Background:

Before the invasion, Thomas Hinterdale was a
happy man. He had a wife and 9-year-old child,
ran a fairly successful potion shop, and owned a
pleasant little manor house in the Port district of
Amthydor.

Then the Undead came.

Like many other parts of Amthydor during the
war, Port District was besieged by the undead
armies of Davaros Iscandar. The Hinterdales were
at home when the initial attacks began, and
Thomas, a wizard of middling power, attempted
to defend his family as best he could. But for
every monster he destroyed, there were three more
to take its place. He could not stop them all.
Finally, in desperation, Thomas opened a Gate.

Unknown to everyone, including his family,
Thomas had been conducting experiments in
contacting the nightmare dimension. Determined
to solve the mysteries of that alien domain,
Thomas had researched a means to open a
controlled gateway into the nightmare dimension.
He had but a few steps to go in its completion. But
the undead incursion gave him no more time.

He opened the Gate in hopes of summoning
something capable of defending his family. The
energy backlash from the incomplete portal
destroyed the undead invading the manor, but it
destroyed all he was seeking to protect as well.

It has been months since that night. Like many
other ruined homes and buildings, Hinterdale
Manor has been largely forgotten in the aftermath
of the war. To be sure, there have been odd
sounds and lights coming the manor, but the same
could be said of half the abandoned properties in
Amthydor. Nobody was really eager to find out
what they are...until now.

The Amthydor Salvage Company is one of
several private organizations contracted to help
clear and make safe the ruined and abandoned
areas of the city. As this can be quite lucrative and
challenging work, the heroes have signed on as a
scouting party. Their job is to enter prospective
salvage areas and either clear them of minor,
dangerous monsters, or report back for any really
tough monsters that might need a larger force to
overcome.

GM Notes:

This is a horror-themed Legends of the Shining
Jewel adventure. Please keep in mind that a
proper atmosphere is important to set the correct
mood. A good portion of the adventure is
exploring the manor — do not rush this segment, as
it provides an excellent opportunity to build up
tension.

Several times during the adventure, the text will
direct you to hand out Fragments. These are
momentary flashes of things horrific (“Things
That Man Was Not Meant To Know”), products
of Far Realm energies interacting with mortal
minds. They are momentary and in all cases
vanish afterward as if they had never occurred.
Only the player who receives the individual
fragments experiences the flash, other party
members see and hear nothing related to it.

One note about Fragment #5 — it can turn a party
member against the group, so try and reserve it for
a PC that is less likely to be able to take out the
rest of the PCs, or to prevent the party from
closing the gate (i.e. a kick-butt fighter, or a cleric
with stone shape who warps the stones of the gate
so the missing piece no longer fits). The effect is
temporary, but a TPK at the hands of a PC is a
bad thing. Do your best to avoid it.

Adventure Summary:

1. Introduction: The heroes come across Rafe
Nimblefoot, representative of the Amthydor
Salvage Company. He has a job for them: clearing
out abandoned buildings so reconstruction
workers can safely get to work rebuilding them.
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The PCs receive a charter to clear out Hinterdale
Manor.

2. Exploration: The party begins to explore the
first floor. First tentacled horror encounter.
Clearly, something is strange here — these are not
normal undead. Encounter ghost of Thomas
Hinterdale.

3. Revelation: The party encounters the ghost of
Thomas Hinterdale, who holds the key to closing
the portal for good. After finding the runestone
that they need, the party has a puzzle to solve.

4. Confrontation: Gate discovered, House now
completely warped, rooms do not conform to any
mappable pattern. Enter portal, defeat creature on
other side, and close the gate.

5. Conclusion: Wrapping up.

1. |ntroduction

It is a rainy afternoon that finds you in the Port
District. Most citizens are bundled indoors away
from the wet. But there’s a few brave souls out
on the streets - as you turn the corner, you spot a
few folks peering at a small fellow who is
shouting from atop a crate.

“Hallo, hallo one and all! Opportunity of a
lifetime, folks! Want to make some honest coin?
Perhaps smite evil creatures? Or perhaps you’d
feel good helping out the city and your fellow
citizens? Sign up at the Amthydor Salvage
Company! We’ve need of strong arms and stout
hearts to help rebuild the city!”

This small fellow appears to be of the gnomish
persuasion, quite excited and passionate about
whatever it is he’s selling. Some PCs may
recognize him as Rafe Nimblefoot from the
adventure Merchants. He’s just as energetic and
animated as ever, and has apparently put his love
of talking to good use. He now works for the
Amthydor Salvage Company as a recruiter — they
are part of the city’s reconstruction effort, and
need a few brave souls for some jobs.

Rafe Nimblefoot: Rog 1; Small humanoid male
(gnome); HD 1d6; hp 6; Init +3; Spd 20 ft.(leather
armor); AC 15 (+3 Dex, +2 leather armor; touch
AC 13, flatfooted 12); Atk +0 melee (1d6,
shortsword) or +3 ranged (1d6, shortbow); Full
Atk +0 melee (1d6, shortsword) or +3 ranged
(1d6, shortbow); SA sneak attack +1d6, SQ low
light vision, spells; AL NG; SV Fort +0, Ref +5,
Will -1; Str 10, Dex 16, Con 11, Int 12, Wis 8,
Cha 14.

Skills and Feats: spot +3, Hide +6, Listen +3,
Diplomacy +4, Sense Motive +2; Dodge.

The “few folks” peering at Rafe are the other
party members. Rafe will recognize any PCs that
played Merchants and greet them enthusiastically.
Then again, he greets everyone enthusiastically.
He has an interesting proposal for the party.

“Are you interested in an honest bit o work?
Yes? splendid! Here, here, sign this. It’s a
standard work contract, nothing terribly
complex. Basically you say if you die some
horrible agonizing death or something while
working for us you won’t hold us accountable.
Haha, just kidding, it’s just so the city knows
who’s working on the project. Really!

“Oh, what will you be doing? It’s nothing too
hard. There’s just some vagrants and such living
in a lot of the abandoned buildings we’re trying
to fix, and we need them escorted out. Oh, and a
few zombies. But no liches. I don’t think so,
anyhow. We’ve not seen any. So I’m pretty sure
there’s no liches or demons. Or D’Garrans. 1
think. So, interested?”’

There should be a few hooks to get most PCs
interested. Brave souls might find things to fight.
The heroic have evil to vanquish. And yes, the
money-minded can get paid.

Rafe has a few pieces of information for any PC
that thinks to ask. He also has a large amount of
esoteric information that nobody is likely to want
to hear about, on all manner of topics completely
trivial and pointless to anyone but Rafe.
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e What do you want us to do?

“Job’s pretty simple, really. We have a number
of buildings that we’ve been contracted by the
city to clear out of any vagrants and hazards
before the reconstruction crews can begin work.
You’ll be clearing the building here on this
charter. It’s actually quite an interesting
building, don’t you think? Oh, but you haven’t
seen it yet.” (Charter handout)

e Are there monsters
creatures in there?

or other dangerous

“Shouldn’t be much in the way of monsters,
really. It’s been months since we saw any activity
at all from these places. If you do actually find
something you can’t handle, though, don’t take
any risks. Come find me and Dll call in a few
heavy hitters we have on staff. They’ll set the
nasty buggers right.”

e Do you have any information about the
house?

“Not a whole lot. I have this map of the first
floor, but it’s a bit burned from the records hall
fire we had back in the undead invasion months
back. I do know the owner was a potions vendor,
so don’t drink anything you find, you don’t want
chicken feet growing out your nostrils, haha!”

(Hinterdale Manor First Floor map handout)
e  What’s the job pay?

“You’ll get 500 for clearing out the house.
Payable on verification. Sorry, can’t pay any up
front, the last guy I did so took the money and
ran. If I ever see that blasted chain-fighter again
he’ll regret it. Oh, and you keep any loot you can
carry out, though the city’ll want to look at it to
make sure it’s not some evil artifact or the like.”

The city is actually paying 1,000 gp per building
cleared, but the Amthydor Salvage Company is
keeping a portion. It costs money to get a city
charter, after all. Rafe can however be bargained

with to increase the party’s cut to as much as 750
gp with a bit of haggling. (opposed Bluff or
Diplomacy check against Rafe’s Sense Motive
check).

This is an excellent time for the PCs to introduce
each other and for players to give descriptions.
There is a bit of time for PCs to pick up most
equipment they might want to prepare, or buy any
normally available items. When the party is ready,
they can head off to the Manor.

2. | xploration

Their destination is at the southern end of the
Port District, a mid-sized building with a small
courtyard behind it.

The light rain has now thickened into a steady
downpour, punctuated by occasional flashes of
lightning. Navigating the darkening streets is a
bit more difficult, though you eventually find the
addpress.

Hinterdale Manor is a two story building of
grand old design, impressive even in its decrepit
state. Ivy nearly covers the reddish stone walls,
forming odd swirling patterns accented by white
trim. It appears portions of the second floor have
collapsed, though the rest of the structure seems
stable for now.

Here on out, the party may take a few different
paths through the manor. The descriptions of each
room are listed in the most likely order of
encounter, but PCs being the curious creatures
they are might take a different path. Let them take
their time, and feel free to add any creepy details
you feel would add to the unease of the players.

Note that a few paths are blocked by rubble — if
the PCs really want to go that way, let them, but it
should take at least an hour to clear any given
blocked doorway. Higher level parties may have
access to magic that lets them speed things up or
pass through the obstacles. This is fine — if the
party gets to the Portal room too early, they
cannot do anything there anyhow, not until they
visit the Library and the ghost of Thomas
Hinterdale.

LSJ10 Lament

Page 5



Most of the rooms along the perimeter of the
house have a window or two that could allow PCs
to peek in. If they do this, just read the basic
description of what is in the room, but no detail
about what could be found by searching. If they
want to break in the windows it should be very
easy to do so and enter the house from another
point. Note that the Study (the room with the
portal) has no windows and must be reached from
inside the house.

Entryway

Through heavy double doors you step into the
entryway of the manor, a fairly spacious room in
white with rich duskwood paneling. It widens
further in, with grand sweeping staircases of
marble rising from the right & left up to was
once a central second floor landing. The floor is
likewise a blue-veined white marble, now
cracked and stained with watermarks.

Sections of the room have collapsed, including
the landing, and the heavy rubble blocks both
right hand doors and the far double door. There
are two doors on the left wall that appear to be
unblocked.

The two eastern doors are well and truly blocked
by rubble from the collapsed second floor. The
double doors to the north are also blocked by the
fallen landing, but that could probably be cleared
with a good hour’s work.

Parlour Room

This L-shaped room appears to have been used
to entertain guests. It is decorated with a mural
across all the walls, depicting some sort of
summertime picnic party in a bright
expressionistic style. Several moldy chairs are
scattered around among low foot-tables, all
arranged to face a harpsichord near the south
wall. A broken display case of sorts sits along the
western wall, but is apparently empty of all but a

few bits of crockery. Doors are on the east and
north sides.

As the PCs enter the room, randomly select a
player and give that player Fragment #1.

The contents of the display case are in the
possession of Richart and Morg in the Dining
Room. There are no other items of real
significance in the room. The harpsichord is
broken, its innards smashed by some unknown
vandal.

Vestibule West

This hallway runs north to south, with a
staircase leading down along the western side. It
turns east at the northern end opposite a
doorway, and three more doors are at the
southern end, one on each side there. There is
an odd creaking noise coming from the southern
door on the west side.

The staircase down here leads into the wine
cellar/larder, not pictured in the maps. If the PCs
are interested, it is an oblong room with several
racks of wine at the northern end and assorted
barrels and sacks of rotting foodstuffs on wide
low storage shelves at the other end. Most of the
wine bottles that are not broken contain common
vintages, but there is one rather valuable bottle of
Ibarran Dark ‘73 if anyone can find it (Search DC
15). The cellar does not connect with the
basement laboratory on the eastern side of the
manor.

Dining Room

This appears to be the dining room, with a
large long table in the center still set with the
decayed remains of some long ago meal. The
smell is quite pungent. There is light coming
firom continual flames on a chandelier, although
even that seems about to fall off the ceiling by
the way it’s creaking.
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As you ponder exactly why the chandelier
would be creaking, a dark shape drops from atop
it, landing right in front of <point at random
party member> you!

This room is 35 x 50 feet in size, with an alcove
in the NW corner. Note that all zombies in this
encounter are NOT limited to partial actions only
as are standard zombies. They can move and act
in the same round.

Richart (and Morg in higher level parties) are
unfortunate souls who had some weeks ago
decided to seek out adventure and treasure in this
area (i.e. loot the unattended houses). They were
killed by one of the wandering horrors of
Hinterdale Manor, Sarah. Infused with the
otherworldly energies of the house, they have
risen as unnatural versions of undead. Sarah is the
wife of Thomas Hinterdale, but died with the rest
of the Hinterdales months ago to suffer the same
fate as would befall Richart and Morg.

Richart has been waiting for just the right people
to pass beneath his chandelier. The decaying food
in the room masks the undead odor that would
normally give them away. Allow spot checks (DC
12) to avoid being surprised as he drops on the
party from above. Treat this as a (partial) charge,
and he will use his frue strike ability to ensure a
hit.

Sarah will rise from underneath the table at the
end of round one and first attempt to overbear the
nearest PC with her frue strike ability. She is
already in her alternate form as per the following
boxed text:

The undead utters an odd bubbling groan that
nearly flattens you with its stench. Grappling
with you, it snarls, and then to your horror it’s
head splits open, a mass of gelatinous tentacles
flowing from the zombie’s rapidly melting
visage, questing towards your face!

Have fun with this — hopefully this will have the
intended effect of freaking out the victim
completely. The alternate form causes PCs to
suffer a —1 to hit due to a morale penalty (for this

encounter only). Richart will follow suit with the
alternate form on his next turn.

Morg (at ATL 4-7) is lying on the southwest
corner of the room, obscured from initial view by
the long table. He will attack when Dumas does.

| All ATLs

Richart and Sarah, Human Undead Zombies;
Medium Undead ; HD 3d12 ; hp 21; Init -1; Spd
30; AC:11 (Flatfooted:11 Touch:11); BAB/Grap:
+1/+2; Atk slam +2 (1d6+1); Full Atk slam +2
(1d6+1); Space/Reach: 5 ft./5 ft.; SA true strike
1/day; SQ: Undead Immunities, Darkvision (60
ft.), Low-light Vision, Alternate Form (-1 morale
penalty to incoming attacks); SR 3; AL N; SV
Fort +1, Ref +0, Will +0; Str 13, Dex 8, Con --,
Int 3, Wis 8, Cha 1.

Skills and Feats: Toughness

Treasure: Bladed Chain +1, Odd Stone with a
Rune on It, 100 gp worth of silverware (from the
display case in the Parlor room)

HP: Richart /21

Sarah /21

| ATL 4-7 (in addition to above)

Morg: Large Ogre Zombie; HD 4d12 (Giant) ;
hp 29; Init -1; Spd 30; AC:13 (Flatfooted:13
Touch:8); BAB/Grap: +4/+14; Atk: slam +9
(1d8+7); Full Atk: slam +9 (1d8+7); Space/Reach
10 ft/10 ft; SA true strike 1/day (Su); SQ:
Darkvision (60 ft.), Low-light Vision, Alternate
Form (-1 morale penalty to incoming attacks); SR
5; AL N; SV Fort +0, Ref -1, Will +3; Str 18, Dex
8, Con --, Int 3, Wis 8, Cha 1.

Skills: Climb +7, Listen +1, Spot +1.

Feats: Simple Weapon Proficiency, Toughness,
Weapon Focus: Greatclub.

Treasure: Nonmagical greatclub (on floor)

HPs: Morg /29

True Strike (Su): Once per day, the creature can
make a normal attack with a +20 insight modifier
on a single attack roll. The creature is not
affected by the miss chance that applies to attacks
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against a concealed target. This ability may be
used as part of an attack action.

Alternate Form (Su): At will, the creature can
take the form of a grotesque, tentacled mass, but
all its abilities remain unchanged despite the alien
appearance. Changing shape is a standard action.
Other creatures receive a -1 morale penalty to
their attack rolls against creatures in this alternate
form.

This encounter is not designed to kill any but the
stupidest of parties, although it’s not a pushover
combat either. Rather, it both allows the GM a
nice gauge on how well the party handles combat,
and gives the party a strong clue that something is
odd about this place. Remember that these
zombies some extra resistances.

If any PC views a zombie in the alternate form,
have them make a Will save against DC 15. Any
who fail are shaken for the next 20 minutes in
game time (-2 to all attacks, saves, skills, and
ability checks). Then have those PCs make a
second Will save vs. DC 15. PCs that fail both
saves receive a Night Terrors affliction certificate
at the close of the module, assuming they are alive
for it to matter.

Richart has a bladed chain +1 wrapped around
him, but due to his zombie state will not think to
use it. Both monsters are a bit craftier than most
zombies due to being infused with extra-planar
energies, so they shouldn’t be making any really
dumb moves.

Kitchen

This appears to be the kitchen, an irregularly
shaped room with many scattered cooking
implements strewn about. A door leads to a
pantry in the NE corner, and there is a fireplace
to the south. On the northern wall is a doorway
to the rear courtyard. The scents of mold and rot
hang heavy in the air.

There are various rotting foodstuffs in the
pantry, but not much else of interest. Hidden

among the debris is an Endless Stein of Mead (DC
12 search check, see treasure summary). The rest
of the cooking implements though rusty might
bring 5 gp total if the party is really intent on
collecting and selling it. Hidden over the fireplace
(Search DC 15) is a small tin with 100 gp in it,
originally belonging to Dumas. (see Dining
Room)

As the party investigates the room, a small
painting of various sorts of pastas hanging over
the fireplace will fall, shattering its glass frame.
The first player that has not yet received a
Fragment that approaches should get Fragment #2

Vestibule North

This hallway connects the West and East
Vestibules, and allows access to the courtyard to
the rear of the manor. Much of the north wall of
this area is glass, allowing a wide view of the
courtyard behind the manor. Other than
scattered glass from several broken large pane
windows, there is little else to see here. There is a
large double door to the south, which when
opened reveals the rubble blocking it from the
entryway you were in earlier. There are two exits
to the courtyard here as well, to the north.

A particularly loud clap of thunder will
reverberate here, causing the windows to rattle
and a couple of shards of glass to fall and shatter
on the ground. There is nothing else of much
interest aside from some ruined paintings on the
south wall.

Courtyard

The courtyard is in disarray like the rest of the
grounds, grass overgrown and bushes a wild
tangled mess. There is an outhouse here to the
west, partially collapsed. A foul stench wafts out
of the building.

There appears to be a still shape just visible in
the grass next to it.

LSJ10 Lament

Page 8



If the party investigates further, they find the
half-eaten remains of a dead dog.

The shape you saw from the manor lies pale
and still in the tall, overgrown grass. On closer
inspection, it appears to be the dead corpse of a
dog, rotting and half-eaten.

Have the party members make listen and spot
checks to avoid being surprised by the upcoming
encounter, DC 18 for either. Be mysterious about
it and then hand out Fragment #3 to a random
player that has not yet received a fragment. When
it is read and properly reacted to, continue:

Disturbing the corpse turns out to be a bad
idea. It bursts open, spilling forth a squirming
mass of maggots and a foul stench. Fortunately
it appears this corpse is just that, a corpse.

As you turn away from the grisly sight, a pair
of slime-encrusted tentacles erupts from the
outhouse, lashing out at you!

An otyugh has decided to make the broken
outhouse his home. The good news is it’s not a
extraplanar creature, if that can be considered a
good thing.

Have the party members make listen and spot
checks to avoid surprise, DC 18 for either. The
smell of the dog’s corpse masks the normal odor
of an otyugh. The party will be close enough to
the outhouse (10 ft) for it to attack without
moving. The otyugh is not interested in fighting to
the death — if it is badly wounded, it will flee to
seek the nearest sewer entrance. It has a few coins
and a gem in the outhouse from earlier feedings.

PLEASE NOTE: Parties of mostly 1-2™ level
characters may find this combat too difficult. If
necessary reduce the damage and/or hit points of
the creature by 25%. If nothing else the otyugh
will not leave the vicinity of the outhouse, so the
party can safely flee to the manor if necessary.

| ATL 1-3

Otyugh: Large Aberration ; HD 6d8+6
(Aberration); hp 42; Init +0; Spd 20; AC:17
(Flatfooted:17 Touch:9); BAB/Grap: +4/+8; Atk
tentacle +4 (1d6); Full Atk 2 tentacles +4 (1d6)
and bite -2 melee (1d4); Space/Reach: 10 ft./10 ft.
(15 ft. with tentacle); SA: Improved Grab (Ex) ,
Constrict (Ex) , Disease (Ex) ; SQ: Scent (Ex),
Darkvision (Ex): 60 ft.; ALN; SV Fort +3, Ref +2,
Will +6; Str 11, Dex 10, Con 13, Int 5, Wis 12,
Cha 6.

Skills: Hide -1, Listen +6, spot +6.

Feats: Alertness, Toughness, Weapon Focus:
Tentacle

Treasure: 23 sp, small garnet (50 gp value)

| ATL 4-6

Old Otyugh: Large Aberration ; HD 8d8+8
(Aberration); hp54; Init +0; Spd 20; AC:17
(Flatfooted:17 Touch:9); BAB/Grap: +6/+10; Atk
tentacle +6 (1d6); Full Atk 2 tentacles +6 (1d6)
and bite +-2 (1d4); Space/Reach: 10 ft./10 ft. (15
ft. with tentacle); SA: Improved Grab (Ex) ,
Constrict (Ex) , Disease (Ex) ; SQ: Scent (Ex),
Darkvision (Ex): 60 ft.; ALN; SV Fort +3, Ref +2,
Will +7; Str 11, Dex 10, Con 13, Int 5, Wis 12,
Cha 6.

Skills: Hide -1, Listen +6, Spot +6.

Feats: Alertness, Toughness, Weapon Focus:
Tentacle.

Treasure: 23 sp, small garnet (50 gp value)

HPs:  Otyugh /42 or 54

Improved Grab (Ex): To use this ability,
the otyugh must hit a Medium-size or smaller
opponent with a tentacle attack. If it gets a hold, it
can constrict.

Constrict (Ex): An otyugh deals automatic
tentacle damage to a Medium-size or smaller
opponent with a successful grapple check.

Disease (Ex): Filth fever-bite, Fortitude
save (DC 12), incubation period 1d3 days;
damage 1d3 temporary Dexterity and 1d3
temporary Constitution (see Disease in the Core
Rulebook II).
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Vestibule East

More segments of the second floor have
collapsed here, making this once wide hallway a
narrow passage filled with rubble. The
northernmost door to the east is blocked, as is
the staircase down, covered with stone and other
rubble. The doors at the southern end seem
clear.

The western door is actually blocked from the
other side by rubble as per the Entryway
description. The doors to the south and east that
are clear lead to the Library and Den, respectively.

The staircase is well and truly blocked. It will
likely take days to clear, an unfeasible task for the
PCs.

The party needs to enter the Library first. If they
move to enter the Den, they will hear an odd
moaning from the south door to the Library that
should hopefully redirect them.

3. Revelation
Libra

The western door of this room is buckled, and
you can see rubble blocking it from the other
side. This appears to be the library, judging from
the numerous volumes of books spilling from the
collapsing shelves. Unfortunately, it appears that
much of the room has been exposed by a large
hole in the ceiling to the elements, reducing most
of these books to a sodden mildewed mush.

As you examine the room, a chill wind sweeps
through you. Turning, you see a translucent
Phantasm moan in terrible sadness. The ghost
extends his hands towards you beseechingly...

...please... you must help... free my son... please...

This is the ghost of Thomas Hinterdale. Killed
months ago by the undead horde, he has risen as a
ghost, spared the additional transformation to

tentacled form only by his incorporeal state. He is,
however, not hostile to the party — indeed, his
only want, his only need is to free the soul of his
son and seal the gate to the other plane.

Thomas will NOT attack anyone unless attacked
first. Do try to discourage rash actions, but if party
members are bound and determined to be foolish,
unleash the full fury of the ghostly wizard on
them. He has whatever spells as an 8" level
wizard that you as the GM deem necessary.

Ghost of Thomas Hinterdale: Medium Human
Undead (Incorporeal); HD 8d12(Wizard) ; hp 48;
Init +1; Spd 30; AC:13 (Flatfooted:12 Touch:12);
BAB/Grap: +3/+2; Atk incorporeal touch +3 (see
SA); Full Atk: incorporeal touch +3 (see SA); SA:
Frightful Moan (Su) , Horrific Appearance (Su) ,
Manifestation (Su) , Corrupting Gaze (Su) ,
Draining Touch (Su) , Malevolence (Su) ,
Corrupting Touch (Su) (will not use these
attacks against party members unless
attacked); SQ: Undead Immunities, Darkvision
(Ex): 60 ft., Rejuvenation (Su), Turn Resistance
+4; AL NG; SV Fort +2, Ref +3, Will +8; Str 8,
Dex 12, Con --, Int 16, Wis 14, Cha 14.

Skills: Concentration +11, Decipher Script +14,
Knowledge (Arcana) +14, Knowledge (History)
+8, Knowledge (The Planes) +14, spellcraft +16.

Feats: Combat Casting, Enlarge spell, Eschew

Materials,  Scribe  Scroll, Spell  Focus:
Necromancy.
HP: Thomas /48

Thomas can relate what happened to his family
that fateful night and how to undo the gate,
although he is difficult to make out, like hearing a
whispered conversation thorough a wall. He has
been in agony and despair for months now, and
should be played with a degree of desperation.

What Thomas can tell the PCs:
» What happened here?
“...there was an attack, undead. So many of

them... I fought them off as best I could, both
me and Sarah, my wife...<chokes>

LSJ10 Lament

Page 10



...we... we retreated to my laboratory. I
thought, perhaps, I could open the portal I had
been researching, summon help, or gate to
somewhere safe.

But something went wrong... the gate opened,
and my boy, my Christopher, was standing too
close... he... he was swept into the gate. And it
remained open... I can see him trapped there...
and I can’t help him.

You... you must help me! Free my son, close
the portal... his soul, his pure soul is trapped
within... it blocks the passage of untold horrors
from passing through to our realm, but he is in
so much pain and is weakening, I can see it day
by day...”

» Where does the portal lead?

“..the third unhallowed demesne of
Nor’ylth... one of the Outer Planes, as they are
commonly known. Horrid creatures live there...
they want to break through, they will break
through, if Christopher gets too weak...”

» How do we close the portal gate?

“...d know what went wrong. I had not yet
deciphered how to place the last tablet to
complete the portal when I activated it
Completing the portal will allow it to be closed
again, and free my boy.

But the tablet is in the wrong shape! It is
square where it should be rectangular. I could
not make it fit, could not make the inscripted
runes line up...”

» Where is the portal?

“...while the main staircase down is blocked,
there is a hole in floor of the study, caused by the
activation of the gate directly below. That should
allow access to the laboratory...”

(This is the “illegible text” room NE corner of the

map.)

A simple DC 12 search check should turn up the
broken tablet. (Rune Stone Puzzle handout) Also,
a Minor Rod of Metamagic is next to it, forgotten
in the undead attack so many months ago.

Deciphering the incantations is another matter —
not only do they not match up, but the tablet is
also the wrong shape, square where it should be
rectangular to fit into the portal’s base. If you cut
out the pieces, make sure to present the puzzle in
the arrangement that the handout depicts.

The puzzle is actually is not all that hard —
Thomas just isn’t at all good at spatial
arrangements. The runes don’t actually need to be
translated - as long as they are lined up and the
tablet is rearranged into the right shape when it is
placed into the depression at the base of the portal,
it will work. To get it in a rectangle shape, the
PCs need only arrange the pieces like this:

If the PCs try and translate the text, have
Thomas mention that he has tried this before via
magic and it still came out in gibberish. The PCs
will have no greater success.

Thomas will have just enough strength to impart
the information to the PCs, and then fade away.
He cannot help further, not having enough energy
to remain in this world any longer.
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Den

This is a wood-paneled den, with a large
fireplace to the north and luxurious couches and
chairs about the place, mildewed and stained by
neglect. Aside from the entrance you came in,
there is one other door on the south wall, gently
swaying in the wind from the exterior hallway
outside.

When the party reaches the middle of the room:

As you make your way to the far door, there is a
faint scrape of wood on wood. Peering around to
see what it is, you are startled by both doors of
the room slamming shut! With a groan, the
furniture in the room begins to first slide and
shudder, then in a whirlwind of fury are ripped
into the air to fly about the room!

The furniture tumbling about the room is
dangerous (but not lethal, but don’t let them know
that), inflicting (1d3 x ATL) points of subdual
damage a round until the party can get out or they
are all unconscious. Either door can be forced by a
DC 18 Strength check, by one or more PCs. In the
event that all party members are knocked out, they
awake to find the room is exactly as they first saw
it. Recovery of subdual damage is as normal. Re-
entering the room causes no further disturbance.

What is this? A minor haunting effect designed to
freak out PCs. Detect magic won’t pick up any
spells. Consider them to be six “poltergeists” that
can be turned as 1 HD creatures if a cleric thinks
to turn them.

Gallery Hall
This L-shaped hallway wraps around the Den

and provides a view of Amthydor outside.
Paintings of what was probably exquisite quality
line the inner wall of this hall, ruined now by the
elements blowing in from the shattered windows.
There is a faint sound coming from the far door,
like whispers.

A random player that hasn’t yet received any
should be given Fragment #4 here.

Study (“lllegible Text Room”)

The door to enter this room is difficult to open,
bent in its frame by some force from the inside.
Prying it open reveals a blackened room, once
apparently a study. Flame has scorched this
place to cinders, and there is a gaping hole in the
floor, with coruscating light shining up from
below. The whispering is louder here, like a
thousand voices crying out in agony.

Getting down to the laboratory below should not
be too difficult. If the party does not have any
ropes or the like, there are curtain cords on the
windows of the Gallery Hallway they passed
through earlier.

Portal Room / Laboratory

Dropping down into this room, you see an
oblong room running north to south with a
couple of long tables, one on it’s side. Crucibles,
talismans, and other assorted magical research
items are strewn about the room. The walls are
cracked and melted as if from an intense
explosion, as is the ceiling, which apparently
gave way at the point where you entered.

At the south end of the room is a arched
doorway, glowing with a sickly green light
Through it you vaguely see dark shapes moving.
In the doorway itself is a faint translucent figure,
that of a young boy, seemingly in great pain.

This is the portal. It is a freestanding stone
archway covered by runes, except for a spot at the
bottom.

A random player should be given Fragment #5
and then make a Will save DC (17 + 1 per ATL).
If failed, the player is afflicted with the desire to
stop his friends from closing the portal for 1d6
rounds. On a successful save, he still feels the
compulsion, but realizes what is going on and can
resist it.

This may take a little bit of time. o
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Try not to let the conflict get too out of hand. If it
comes to blows, have the compulsion end before
anyone gets too badly hurt. When the party has
resolved their problem, they likely will want to
examine the portal closer.

Examining the portal closer reveals no missing
tablet, no rectangular depression of any sort.
That is, until you look through the portal...

On the base of the other side, you can just
barely make out the rectangular hole you seek.
You cannot reach it without passing through, it
seems.

Just touching the gate will transport the PC to
the other side, so there’s no just reaching through
and placing the tablet. Transport is all-or-nothing.
Ropes tied to PCs will fall limp and be left behind
on this side of the portal.

4. Confrontation

The party has a decision here. They need to
decide, and quickly, as they can see Christopher’s
spirit fading before their eyes. Closing the portal
seemingly means that at least one person must get
trapped in the other plane.

Fortunately this isn’t the case. The portal needs
to be completed from the other side, but it takes a
bit of time for the gateway to actually close. As
soon as the portal is completed, Christopher’s soul
will be freed. When the party has decided who is
going to go through, read this to those PCs:

The gate glows balefully. Touching it, you are
disoriented by a wave of dizziness, and you find
yourself staring at the gate, only from the far
side.

Placing the tablet, it seals itself into the
structure of the portal. With a flash of light,
Christopher stands before you, almost solid for a
spirit. He smiles at you... but that smile turns to
a frown, and he points.

Behind you, some of the dark shapes in the
distance seem to have noticed what you’ve done.
With a growl, you see several creatures of all
legs, tentacles and fangs start to trot, then run
towards you.

The PCs will make it through, but so will several
horrors. (two at ATL 1-3, four at ATL 4-5, and 6
at ATL 6-7)

Tentacled Horror Ghast: Medium Undead
(augmented); HD 5d12 (Undead); hp 34; Init +3;
Spd 30; AC:17 (Flatfooted:14 Touch:13);
BAB/Grap: +2/+5; Atk bite +5 melee (1d8+3 plus
paralysis); Full Atk bite +5 melee (1d8+3 plus
paralysis) and 2 claws +3 (1d4+1 plus paralysis;
SA: Stench (Ex) , Paralysis (Ex) , Ghoul Fever
(Su) ; SQ: Racial Traits: Undead, Darkvision
(Ex): 60 ft., Turn Resistance +2; AL CE; SV Fort
+1, Ref +4, Will +6; Str 17, Dex 17, Con --, Int
13, Wis 14, Cha 16.

Skills: Balance +7, Climb +9, Hide +8, Jump +9,
Move Silently +8, Spot +8.
Feats: Multiattack, Toughness.

Treasure. none

HP: Horrors /34

Horrors /34

Horrors /34
Horrors /34

Stench (Ex): The stink of death and
corruption  surrounding these creatures is
sickening. Those within 10 feet must succeed at a
Fortitude save (DC 15) or be wracked with
nausea, suffering a -2 circumstance penalty to all
attacks, saves, and skill checks for 1d6+4 minutes.

Paralysis (Ex): Those hit by a ghast's bite
or claw attack must succeed at a Fortitude save
(DC 15) or be paralyzed for 1d4+1 rounds. Even
elves are vulnerable to this paralysis.

Create Spawn (Su): In most cases, ghouls
devour those they kill. From time to time,
however, the bodies of their humanoid victims lie
where they fell, to rise as ghouls themselves in
1d4 days. Casting protection from evil on a body
before the end of that time averts the
transformation. (The statistics above are for
human ghouls and ghasts. Ghouls and ghasts may
vary depending on their original race or kind.)
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Undead Qualities: Immune to mind-influencing

effects, poison, sleep, paralysis, stunning, and
disease. Not subject to critical hits, subdual
damage, ability damage, energy drain, or death
from massive damage.

Tentacled Horrors are ever-shifting masses of
metamorphic flesh, able to form fangs, claws and
tentacles at will. However, they are not
particularly coordinated with these limbs, and so
can only manage two slashing and one bite attack
per round in a full-round attack. A Horror
generally will ignore paralyzed victims to deal
with mobile ones.

The horrors will fight to the death, as they have
no real concept of death as we know it. They
dissolve into foul-smelling vapor when killed.

After placing the missing stone in the gate, the
PCs will have enough time to return to their side
before the gate seals.

5. Conclusion

If the PCs are unable to defeat the horrors, the
portal will remain open. Who knows what will
come out of the gate now? Not that it will matter
to the PCs, as the horrors already here are

hungry...

Otherwise, on successful defeat of the horrors:

With the Tentacled Horrors destroyed, you sag to
the ground, exhausted. The Portal is closed, and
appears quiet now, a simple stone arch.

As you look, a figure slowly fades into view,
and then a second. Christopher looks at you, as
does his father, Thomas.

“Thank you. You have freed my son and closed
the portal. I have little to offer in return, but 1
will remember you in the afterlife. May we meet
again — although, not too soon, I hope...”

With that, Thomas and his son turn and walk
away, fading out of sight as they go.

There are a few items scattered around the
laboratory still in functioning condition, A few
potions and a Wand of Cure Light Wounds. Not
much else survived the initial opening of the gate.

Heading back to Rafe:

Reporting back to Rafe, he is overjoyed at
hearing you have succeeded. He has your
payment ready, and congratulates you.
Hopefully this is the last you have seen of the
home of the tentacled horrors.

Three weeks later, you hear some disturbing
news. It seems that the portal, confiscated by the
city, has gone missing from the secure vault
where it was being kept...

Here ends “Lament”
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Experience Point Summary

The experience rewards listed here are for each
PC participating.

Exploration

Defeating the undead 150 xp
Revelation
Successfully parlaying with Thomas 50 xp
Solving the Rune Puzzle 50 xp
Corruption
Freeing Christopher 50 xp
Conclusion
Defeating the Unnamed Horrors 250 xp
Reporting the existence of the Portal
to the City 50 xp
Discretionary Roleplaying Reward  up to 50 xp
Total Possible XP: 650
Day Unit Cost: 5 DU
Treasure Summary
Monetary Rewards:
Payment for clearing the Manor 500 gp

(plus any gained by negotiation with Rafe)
Silverware from Dining Room (sale value) 100 gp
Selling the kitchen’s cooking tools S5¢gp
Otyugh’s treasure 23 sp

Small Garnet (50 gp)

Vestibule West/Cellar:

Bottle of Ibarran Dark °73 (150 gp value) —
This bottle of dark ale is of a vintage prized by
collectors for it’s full-bodied taste, not too sweet.
It should fetch a nice price as a trade good, or

make for a fine (if expensive) addition to a meal.
(Nonmagical, 150 gp, tradable, rare, legal)

Dining Room:
Bladed Chain +1 — This odd weapon appears to

be nothing less than two finely wrought short
swords with a stout length of chain connecting

them together by their pommels. It has statistics
identical to a spiked chain, except that all damage
is slashing rather than piercing. All combat
maneuvers and rules that apply to a spiked chain
likewise apply to a bladed chain. Both ends are of
+1 enchantment, and it is a two-handed weapon
for a medium sized user.

A person possessing exotic weapon proficiency
in either spiked chain or bladed chain can use a
bladed chain as a double weapon without penalty.
Using just one end or the other as a single weapon

requires only proficiency in short sword.
(Faint transmutation; CL 374325 gp; tradable;
uncommon; legal)

Runestone Enchantment — Lars Foehammer,
the acclaimed runesmith, took a Runestone you
brought him. In exchange for the stone, he
imbued its power on a single melee weapon of
your choice: (choose one)

O A non-magical weapon
enchantment.

0 A magical weapon gains the shock special
ability.

a If the user has a Runic Dagger, that weapon
can be imbued with the ability to lengthen
into a longsword on command. The weapon
can be wielded with dagger or longsword
proficiency in either form.

gains a +1

(Moderate transmutation, CL unknown, value unknown,
tradable, uncommon, legal)

Kitchen:

Endless Stein of Mead — This heavy glass-lined
steel stein has a singular ability: Any time it is
firmly grasped and upright, it will fill to the brim
with excellent quality mead. There seems to be no
end to the amount of mead it can produce,
although if tipped over only the amount currently

in the stein will pour out.
(Moderate transmutation, CL 9th, 2,000 gp, tradable,
uncommon, legal)

Library:
Minor Rod of Metamagic, Silent spell — The
wielder can cast one spell per day of 3™ level or

less as though using the Silent spell feat.
(Strong (no school); CL 1 7”’,' 1,000 gp; tradable; rare, legal)
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Laboratory:
Christopher’s Doll — This child’s rag doll of a

mighty dwarven warrior is well made if a bit
worn. It has the inscription “Yngmar”
embroidered on the bottom of the left foot and a
shining bronze mask. It was made to keep a child
safe through the night — perhaps it can do the
same for you.

The doll grants anyone who holds it in their
hands protection from evil exactly as the spell,
except that the duration is unlimited as long as the
doll is held. A person holding the doll cannot
effectively use that hand to wield weapons or the

like.
(Faint transmutation, CL 8”’; 2,500 gp; tradable; rare; legal)

Ointment of Barkskin — This greasy substance
when rubbed over the skin grants the user

barkskin exactly as the spell. (CL 8™, 8 hrs)

(Moderate transmutation, CL 8”1; 300 gp; tradable; common,
legal)

Potion of Blindsight — This black liquid grants
the imbiber blindsight (as per the Monster

Manual) for a duration of 5 hours.
(Moderate transmutation, CL 8’}’; 300 gp; tradable; common;
legal)

Potion of Fly — This potion grants the imbiber
the effects of a fIy spell (CL 5™).

Wand of Cure Light Wounds — (50 charges)
(Faint conjuration; CL 5": 750 gp, tradable; common; legal)

The following is only inflicted on PCs that were
successfully grappled by a tentacled horror and
failed their Will save(s) as detailed in the
adventure text.

Night Terrors — An attack by an unnatural
horror from a nightmarish dimension has left you

unsettled and suffering from nightmares of
horrible beings and unspeakable acts.

Anytime you sleep (or enter reverie for elves),
make a Will save against DC 15. If you fail, you
suffer a —1 morale penalty to all attack and skill
checks for the next day. These night terrors last
for the next three adventures that you participate
in.

As this is a product of your own mind and not an
externally induced curse, only curative magics of
the power of a heal spell or the like can remove it.
Otherwise the effects of this cert end after you
play three more Legends of the Shining Jewel
adventures.
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Rune Stone Puzzle
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Rune Stone Puzzle Solution
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Player Fragment Handouts

Tear off each fragment and hand to a player as directed in the adventure text.

Fragment #1

Looking at the murals on the wall, they seem almost alive. Indeed, the figures depicted eerily seem to be
watching you back. As you stare, one image turns to directly look at you, a young girl of exquisite beauty.
She smiles... and then before your eyes she begins to rot and decay, coming apart in pieces. You blink,
and the murals are as they were, as if nothing had happened.

Fragment #2

As you turn to look, the reflection on a piece of glass catches your eye. Peering closer, you see yourself;
only you have no eyes — only empty sockets! As you stare, tiny black spider-like motes crawl out of the
sockets to swarm your reflection’s face. When you look at the glass again your reflection is normal, as if
it had always been so.

Fragment #3

As you look down, the stricken dog’s left eye rolls around to stare straight at you! Focusing, it glares with
a malevolent light, chilling you to the bone. When you blink, it is back the way it was, as if it never
moved.

Fragment #4

Looking out into the night sky, you see not the city of Amthydor, but an endless plain of dark shapes,
seemingly in motion. Startled by a flash of lightning, you see a horrifying sight: the motion is that of
misshapen creatures, all fang and slime and scale, melting and flowing into one another. As you stare,
one, then another, then all seem to notice you. Surging forwards, they burst through the windows, claws
scrabbling at you! Driven backwards into the wall, you bang your head, and when you look again... they
are gone. The windows are as they were, and you see the city streets at night through them.

Fragment #5

(This takes place when the GM tells you. Do not react until you are directed to do so.)

The portal glows a comforting light to you, and you feel a deep sense of peace just staring at it. You
know that perfect happiness lies just beyond the gateway, in a place of contentment and joy. You have no
idea why your friends here are intent on closing off such beauty. You’ll have to stop them somehow.
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Let it be known that this

CHARTL(R

issued jointly by the

(Department of Public Safety of the (Diamond Legion
and the

Amthydor City Planning Commission

authorizes the bearers entailed below to make safe by any lawful means the
property of

Hinterdale Wlanor

located in the

Port (District of Amthydor

on Cravellers Gate Road west of The Promenade

in the employ of the Amthydor Salvage Company

So Signe),
X_#High Warrior Alexander Breng
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Critical Event Summary: Lament

The GM should take a few minutes to fill out the answers to these questions. Circle all appropriate
entries. Turn the form to the LSJ/Convention Coordinator or mail to the address at the bottom.

1. Was the portal gate to the other plane closed by the end of the module?
Yes No

2. What was the status of Christopher’s soul at the end of the module?
Freed Trapped

3. Did the PCs report the Portal to the City in some way?
Yes No

4. Note any other important information (PC arrests, etc.).

5. Did the heroes form one or more adventuring companies? If yes, please detail the name of
each company and the real names and character names of all members on the back of this page.

Yes No

Return forms to:
Jay Fisher, 8932 Manor Loop Apt 107, Bradenton, FL 34202
or by e-mail to LSJ-Plots@ucc-online.com .
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Please send completed form
to: Joanne Clarke-Stein, 15
Manor Crescent, Bldg. 20,
New Brunswick, NJ 08901-

1680, or email to

Isi-roster(@ucc-online.com.

A UCC SPONSORED |

CAMPAIGN

Roster of Heroes: Lament

Judge Name:

Convention: Date:

Player Name: Home State:

Email address: (optional)

Hero’s Name: Sex: Race:

Class: Level: Region/ City:
special items or comments:

Gained a level: [] Out of Play: [] Dead: [] Lost level(s): []
Player Name: Home State:

Email address: (optional)

Hero’s Name: Sex: Race:

Class: Level: Region/City:
special items or comments:

Gained a level: [] Out of Play: ] Dead: [] Lost level(s): []
Player Name: Home State:

Email address: (optional)

Hero’s Name: Sex: Race:

Class: Level: Region/City:
special items or comments:

Gained a level: [] Out of Play: ] Dead: [] Lost level(s): []
Player Name: Home State:

Email address: (optional)

Hero’s Name: Sex: Race:

Class: Level: Region/City:
special items or comments:

Gained a level: [] Out of Play: ] Dead: [] Lost level(s): ]
Player Name: Home State:

Email address: (optional)

Hero’s Name: Sex: Race:

Class: Level: Region/City:
special items or comments:

Gained a level: [] Out of Play: ] Dead: [] Lost level(s): ]
Player Name: Home State:

Email address: (optional)

Hero’s Name: Sex: Race:

Class: Level: Region/City:
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Gained a level: [_] Out of Play: [] Dead: [] Lost level(s): []
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OPEN GAME LICENSE Version 1.0

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. Offer 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 in conjunction with a work containing Open Game Content except as
expressly licensed in another, independent Agreement with the owner of such 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, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker,
Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell; based on original material by E. Gary Gygax and Dave Arneson.

The Raian Pantheon Primer, Copyright 2004, Universe Construction Company; Authors Jay Fisher, Andrew Hauptman, and Cynthia Wood,
with additional deity name contributions from Linda Baldwin, James Francis, Michael Sitts, and Catie Straiton.

The Raian City Primer, Copyright 2004, Universe Construction Company; Authors Dan Cooper and Jay Fisher.

The Raian World Primer, Copyright 2004, Universe Construction Company; Authors Catie Straiton and Gaylord Tang.

Lament, Copyright 2005, Universe Construction Company, Author Jason Wu.

LSJ10 Lament Page 25



