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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 LSJ! 

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 nametag 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. 

LSJ GM Empowerment Clause 

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. 

Calculating Average Table Level (ATL) 

LSJ uses ATL rather than APL in an effort to offer 
challenging modules without massacring smaller 
or imbalanced tables. What this means is that, to 
factor the ATL for a table, the levels of all the 
player-characters are added together. That number 
is divided by six regardless of how many player-
characters there actually are. This number 
constitutes the party’s ATL (rounded to the closest 
integer). If that number is not offered in the 
module, the players may choose if they play up (a 
higher ATL) or down (a lower ATL). It is against 
the spirit of the campaign to deny a player an open 
spot at a table in an effort to maximize the treasure 
for the other players at the table. Twelve players 
equals 2 tables of 6, not 3 tables of 4. 

A Note About Tiers and the Power 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). 

Adventure Background 

The Merchant’s Guild has developed the policy to 
hire adventurers for short term assignments. In this 
adventure the Guild has hired the PCs to 
investigate the disappearance of some local shop 
owners. 
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Introduction – The module assumes the PCs have 
already been hired by the Merchant’s Guild and 
starts out with the PCs making their way to the 
designated area of the missing proprietors where 
they are met by the Guild Agent in Charge (GAC) 
and his partner. The PCs are met by GAC Donlan 
who points out the two businesses with missing 
owners and passes along a few sketchy details him 
and his partner, Eukimithias (Uki) has learned so 
far. GAC Uki suggests that the PCs first interview 
the surrounding merchants and after that they can 
search the shops of the missing merchants. 

Encounter 1 – Investigation:  

1A – “…that is the question.” The PCs interview 
the surrounding merchants and find a curious 
reluctance on their part to discuss anything 
regarding the disappearance of the other 
merchants. The method of obtaining any 
information from the merchants is important as it 
can affect the reputations of the PCs. 

1B – Search: The PCs search the two shops. Clues 
point towards undead involvement and the sewers. 

Encounter 2 – “Smells like…”  The PCs enter the 
sewers to continue their search for the missing 
merchants.  

Encounter 3 – “…Something died” The PCs reach 
a room in the sewers (under one of the city sewer 
grates) and encounter a group of undead waiting 
there. 

Encounter 4 – “Alas poor adventurer…” After the 
PCs deal with the undead they follow a small side 
sewer which leads them into another sewer room. 
Here they encounter the racketeer and his 
henchmen consulting with another cloaked figure 
(Moira). If there is a fight, GAC Donlan and Uki 
will help out during this encounter 

Epilogue – There are two possible resolutions – 
either the PCs defeat the Racketeer and his 
henchmen in which case they will receive some 
bonus information from Moira, or they will be 
defeated and be barely rescued by GAC Donlan 
and Uki. If the latter occurs, the Racketeer and his 

surviving henchmen will escape and the PCs will 
not learn of Moira. 

Introduction – Briefing 

The Merchant’s Guild has secured your services 
for an investigation. You have been given 
temporary Guild Agent Identification cards and 
were instructed to make your way down to the 
southwest section of the Merchants District where 
you will be met by the Guild Agent in Charge, 
Donlan. A simple map to your destination was 
provided. 

You may use this time during the walk to the 
meeting for PC introductions and descriptions. 
When ready continue on with the BT. 

You leave the grand Merchant’s Guild 
Guildhouse and, following the map, you make 
your way through the district to the most southern 
and western corner of the Merchants District. 
The day is hot and humid and clouds hang low 
over the city. It has been nearly a month without 
any rain and these terrible hot, humid days have 
made the whole city complain. Today, though, 
looks as if there might actually be rain. 

 Arriving at the spot indicated on the map for the 
meeting, you find yourself at the top of a “T” 
intersection of small lanes, the “upright” portion 
of the T continues south of you. You can see 
behind the buildings to the west the District Wall 
separating the Merchants District from the 
Adventurers District. To the south, behind a 
building you can see the Outer Wall of the city 
rising high above the buildings.  

After a moment, a hooded figure steps out of the 
shadows and moves toward you, stopping in the 
light. He lowers his hood to reveal the face of a 
distinguished and serious looking Gold Elf, his 
long white hair, now released, blowing gently in 
the slight breeze.  

Donlan, Male High Elf Sorcerer 9; Size: M Face: 
5.0 ft. Type CUSTOM; HD (9d4); hp 24; Init +2 (+2 
Dex, +0 Misc); Spd Walk 0'; AC 17 (flatfooted 15, 
touch 15), Longsword +4 0'/S (1d8 19-20/x2 
Carried M ) or *Quarterstaff +4 0'/B/B (1d6 20/x2 
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Both M ); SA: +2 racial saving throw bonus against 
enchantment spells or effects., An elf who merely 
passes within 5 feet of a secret or concealed door 
is entitled to a Search check to notice it as if she 
were actively looking for it., Immunity to magic 
sleep effects., Summon Familiar; Vision: Low-Light 
(60'), AL: TN; Sv: Fort +5, Ref +7, Will +10; 
STR 10, DEX 15, CON 10, INT 15, WIS 14, 
CHA 19  
Skills and Feats:  Concentration +9, Craft 
(Alchemy) +11, Diplomacy +7, Gather Information 
+11, Knowledge (Arcana) +7, Spellcraft +13; 
Alertness, Improved Counterspell, Investigator, 
Spell Penetration  
Possessions:   Amulet of Natural Armor +2,  Ring 
of Protection +3,  Cloak of Resistance +2, 
Longsword,  Quarterstaff,  Ring of Feather Falling, 
Wand of Magic Missile (5th level caster)  
 
Sorcerer Spells - Known:  
Level 0: Acid Splash, Detect Magic, Detect 
Poison, Disrupt Undead, Ghost Sound, Mending, 
Message, Read Magic  
Level 1: Detect Undead, Mage Armor, Magic 
Missile, Protection from Evil, Sleep  
Level 2: Acid Arrow, Detect Thoughts, Flaming 
Sphere, Scare  
Level 3: Dispel Magic, Flame Arrow, Slow  
Level 4: Globe of Invulnerability (Lesser), Rainbow 
Pattern  
 
 “‘I am known as Donlan, the Guild Agent in 
Charge of this assignment. My Duty is to inform 
you of the details of your assignment and offer 
suggestions as needed. I am not paid to do your 
assignment for you, nor am I inclined to do so. I 
am here to observe and to make certain you do 
not do anything foolish that would reflect poorly 
upon the Guild. Now with such preliminaries out 
of the way, let us begin with your briefing…” 

GAC Donlan is suddenly interrupted by the doors 
of the building behind you bursting open with a 
small gnome literally tumbling out these doors 
and landing by your feet. His passage makes 
quite a bit of noise as the little fellow has all sorts 
of strange devices and contraptions hanging from 
various places on his leather armor. He quickly 
stands up; smiling brightly and almost falls onto 
his back as the weight of his very large backpack 
over balances him. 

GAC Donlan frowns as he watches this display, 
but does not speak nor does anything. The gnome 
finally gets his balance back and with a smiling 
face and much enthusiasm thrusts his hand out to 
the nearest PC and speaks. 

“Well met! Well met, all!” 

Eukimithias, Male Gnome Cleric 8; Size: S Face: 
5.0 ft. Type HUMANOID; HD (8d8)+8; hp 52; Init 
+1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 16 
(flatfooted 15, touch 12), *Warhammer 
(Masterwork/+2 (Enhancement to Weapon or 
Ammunition)) +7/+2 0'/B (1d8+2 20/x3 Primary M ); 
SA: +1 racial bonus on attack rolls against kobolds 
and goblinoids., +2 racial bonus on saving throws 
against illusions., +4 Dodge bonus to Armor Class 
against monsters of the giant type., Speak with 
Animals (burrowing mammal only, duration 1 
minute)., Spontaneous casting, Turn Undead (Su) 
3/day (turn level 9) (turn damage 2d6+8); Vision: 
Low-Light, Normal AL: TN; Sv: Fort +7, Ref +3, Will 
+10; STR 10, DEX 12, CON 12, INT 15, WIS 18, 
CHA 10  
Skills and Feats:  Concentration +4, Craft 
(Armorsmithing) +5, Craft (Blacksmithing) +8, Craft 
(Leatherworking) +5, Craft (Weaponsmithing) +5, 
Diplomacy +9, Heal +13, Sense Motive +10, 
Spellcraft +4; Alertness, Improved Turning, Martial 
Weapon Proficiency, Negotiator  
Possessions:   Leather (Masterwork/+2 
(Enhancement to Armor)),  Warhammer 
(Masterwork/+2 (Enhancement to Weapon or 
Ammunition)),  Outfit (Explorer's/Small),  Wand of 
Cure Moderate Wounds  
Deity: Kalek Domains: Artifice(Gain +4 bonus on 
Craft checks. The character casts conjuration 
[creation] paella at +1 caster level) Creation(Cast 
conjuration [creation] spells at +2 caster level) 
(Those with access to both the Artifice and 
Creation domains cast conjuration [creation] spells 
at +3 caster level)  
Innate: Speak with Animals, Dancing Lights, Ghost 
Sound, Prestidigitation  
 
If the PC shakes hands with Uki, Uki will 
vigorously and enthusiastically shake the PC’s 
hand, then move on to another PC to repeat the 
offering. If the PC refuses to shake hands, Uki just 
shrugs and moves on to the next PC. [Do make 
note of who refuses to shake hands with Uki.] As 
he is shaking hands he continues speaking: 



LSJ11 – Dead Racket Page 5

“Wonderful to meet ya’all! Always glad, I say, 
always glad to see new faces help out the Guild! I 
am the one and only Eukimithias, Inventor 
Extraordinaire! I know, I know! You’re saying to 
yourselves that name is a mouthful, well, you are 
absolutely correct! Just call me Uki, everyone else 
does, ‘cept for old Dour Donlan over there. He 
may be a stick-in-the-mud, but he has a good 
heart if you can find it! Ha, ha! Well, anyway, 
I’m Donlan’s partner (if you can believe it) and 
stand ready to help if needed!” 

After Uki finishes trying to shake everyone’s 
hands (even Donlan’s, who just glares at the 
gnome) he goes and stands beside Donlan. 

“Are you quite finished acting foolishly, 
Eukimithias?” 

“Maybe not, but go ahead and tell these virgin 
Guild Agents what they must need to know! Ha, 
ha!” 

Donlan sighs and continues his briefing. “Not too 
long ago the Guild received several reports from 
Patrol Agents that two of the establishments in 
this area have not opened their doors for more 
than two rides. Normally this would not cause 
much interest; however, the normal procedure for 
a guild member who is to go on leave for an 
extended period from their shop is to notify the 
Guild and make arrangements for the shops to be 
watched over and protected. Since this is one of 
the few free services the Guild offers to its 
members, it is unheard of that a proprietor would 
forgo this service.” 

Donlan pauses to let this sink in, then continues. 
“Guild Agents have made discrete inquiries and it 
seems neither of the two missing proprietors have 
been seen nor heard from during this time. 
Inquires made of the remaining local merchants 
have produced a unique and disturbing lack of 
information…” 

“In other words, the locals won’t talk about it at 
all!” interjects Uki. “Go ahead Donlan, tell them 
the rest” 

Donlan glares at Uki, who just smiles back. He 
clears his throat and continues, “The Guild 
wishes for you to look into the matter and to 
attempt to ascertain what has happened to the 
missing merchants. Any questions?” 

Donlan is waiting for the PCs to ask where the two 
shops are that had the missing merchants. If the 
PCs ask this as their first question Donlan’s reply 
is this: 

“Very good, you are more astute than I gave you 
credit for…” nodding his head with some 
satisfaction. “The establishments belonging to the 
missing proprietors are the last two on the east 
side of the lane north of us. The closest being 
Talinshan’s Fine Garments, the other is Tinpak’s 
Curios.” 

Uki claps his hands. “You see now, Donlan, I told 
you that they were right for the assignment. 
Definitely Guild Agent material we have here!” 

If the PCs fail to either make the above question 
their first, or fail to ask it at all, Donlan makes the 
following comments: 

“You disappoint me. The very first query you 
should have made was to inquire as to the 
location of the establishments belonging to the 
missing proprietors as that was a very important 
fact I left out of your briefing. A test, if you will, 
and one you failed, I must say.” 

“Give them a break, Donlan. The virgins are a 
might bit excited to be on their first assignment 
for the Guild. You cannot expect them to think of 
everything!” 

“Nevertheless, Eukimithias, I am disappointed.” 
Donlan sighs wearily and frowns. “The 
establishments in question are the last two at the 
end of the lane to the north on the east side.” 

Donlan will not provide any further information 
regarding the missing merchants’ shops after this 
and Uki will continue to refer to the PCs as 
“virgins” until the end of the module. 
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(The two shops are the ones marked A and B on 
Map 1) 

If the PCs ask for a suggestion on how to proceed 
or what to do first, Uki will suggest that they first 
talk to the five merchants that reside along this 
lane. Neither Donlan nor Uki can provide any 
other information as they were only assigned to 
brief the PCs and they have passed along all that 
they were told. 

Once the PCs have decided upon a course of 
action, Donlan and Uki will point out the 
merchants who have been less than forthcoming 
with information (the numbered buildings on Map 
1). They will then tell them they have other 
assignments to perform and must leave for now. 
They do say they will be back later. 

Encounter One – Investigation 1A – 
“…that is the question!” 

There are five merchants the PCs can question. 
The methods employed by the PCs to garner 
information from the merchants are very 
important. If the PCs use “strong-arm” tactics, 
intimidation or outright threats on any of the 
merchants they will receive a -1 Reputation Cert. 
The Certs are handed out on a PC by PC basis to 
those involved in, or supporting such information 
gathering methods. 

It is possible that the PCs will decide not to 
question the merchants. If that happens, reduce the 
Experience Points gained accordingly. 

There is no set order in which the merchants may 
be questioned, though Merchant #5 should be 
questioned last as he has the most revealing 
information.  

The DC listed for each merchant is the DC needed 
to be made by the PCs to get the merchant to 
reveal what information they have to impart. The 
skills which can be used are Diplomacy, Gather 
Information, Intimidate and Bluff. If the PC can 
come up with a creative way to use some other 
skill or combination of skills to successfully obtain 

the information from a merchant, then make note 
of this and at the end of the adventure, award the 
PC with bonus experience points. 

 
Merchant #1: DC10  
The sign outside this shop reads “Torvel’s 
Treasures” below this is smaller print reading 
“Righteous Torvel – proprietor.” 
Upon entering the shop, you find yourselves in a 
small room cluttered with shelves, bookcases and 
cabinets filled with trinkets, knick-knacks and 
books all from various religions of the Realms. 
Standing behind a small counter is a small elderly 
man busy making notations in a large book. He 
looks up as you enter, a little fearfully, until he 
sees who it is and he quickly smiles. "Welmet, my 
friends. Welcome to my little treasure trove of 
religious artifacts. What could I interest you in 
today?" 
 
Righteous Torvel, Male Human Commoner 
4/Expert 4; Size: M Face: 5.0 ft. Type 
HUMANOID; HD (4d4)+(4d6)+16; hp 45; Init +1 
(+1 Dex, +0 Misc); Spd Walk 30'; AC 11 (flatfooted 
10, touch 11), / ( /x ); SA: ; Vision: Normal AL: TN; 
Sv: Fort +4, Ref +3, Will +8; STR 9, DEX 12, 
CON 14, INT 16, WIS 16, CHA 14  
Skills and Feats:  Appraise +16, Diplomacy +8, 
Handle Animal +4, Heal +5, Knowledge (Arcana) 
+5, Knowledge (Geography) +6, Knowledge 
(Local) +7, Knowledge (Religion) +17, Listen +16, 
Ride +1, Sense Motive +7, Spellcraft +7, Spot +16; 
Alertness, Diligent, Negotiator, Skill Focus 
(Knowledge (Religion))  

  
Righteous Torvel is one of the many self-learned 
scholars that exist throughout the Realms. His 
specialty is, obviously, the religions of the Realms. 
He will, if given the chance, spend hours upon 
hours discussing the various religions and the 
similarities and differences between them all.  
 
At this point allow the PCs to move at their own 
pace in their attempts to question Torvel. He 
knows nothing about the missing merchants as 
neither of them cared anything about religion. 
When pressed he will tell the PCs that a while 
back, a tall armed man with a scare across his face 
came to his shop and demanded money from 
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Torvel in order to "insure the protection of his shop 
and person." At first, Torvel dismissed the man, 
but when the two merchants disappeared 
mysteriously, he decided it would be in his best 
interest to comply. Every week after that, a big 
ugly brute of a man comes to collect payment. 
 
Merchant #2: DC10 
On the side of the wall next to the door a small 
plaque reads "The Inner Eye" 
Inside this building is a comfortable sized room. 
One can smell the spicy sent of incense mixed 
with the odors of a plethora of different aromatic 
herbs. Shelves lined with jars and bundles of 
different plants and animal parts neatly line the 
walls and are spaced evenly throughout the room. 
In the back is a counter and behind this is a door 
with a curtain over it. A little bell rings as the 
door is opened when the PCs enter and a wizened 
oriental man glides out from the curtained door. 
"Ah, so here you are. I have been expecting you. 
As the sky darkens before the storm, so must the 
sun shine through afterwards. I am called 
Zongxian" [note: pronounced dzong sh'yen] 
Zongxian, Male Cleric 12/Loremaster 7; Size: F 
Face: 5.0 ft. Type HUMANOID; HD 
(12d8)+(7d4)+3; hp 80; Init +3 (+3 Dex, +0 Misc); 
Spd ; AC 21 (flatfooted 18, touch 21), / ( /x ); SA: 
Greater Lore (Ex), LANGUAGE(TYPE=Spoken), 
Lore (+8), Secret (Applicable Knowledge), Secret 
(Instant Mastery Knowledge (Nature)), Secret 
(Secret Health), Secret (Secrets of Inner Strength), 
Spontaneous casting, Turn Undead (Su) 3/day 
(turn level 12) (turn damage 2d6+12); Vision: 
Normal AL: NG; Sv: Fort +10, Ref +9, Will +22; 
STR 8, DEX 16, CON 11, INT 13, WIS 21, CHA 11  
Skills and Feats:  Diplomacy +6, Heal +25, 
Knowledge (Local) +8, Knowledge (Nature) +24, 
Knowledge (Religion) +8, Knowledge (The Planes) 
+8, Speak Language +9; Brew Potion, Extend 
Spell, Iron Will, Maximize Spell, Skill Focus 
(Knowledge (Nature))  
Possessions:      
Deity: Unknown Domains:  Plant(Rebuke or 
command plant creatures as an evil cleric rebukes 
or commands undead. Use this ability a total 
number of times per day equal to 3 + your 
Charisma modifier. This granted power is a 
supernatural ability.) Knowledge(All knowledge 
skills are class skills. You cast divinations at +1 
caster level.)  

 Zongxian is an Oriental Mystic and is 
knowledgeable of herbs and natural remedies. If 
any PC is suffering from any kind of simple 
ailment, Zongxian will glide around the shop, 
picking up various herbs and such, then quickly 
mix them, place a small amount on a piece of rice 
paper, folding it and giving it to the PC. His speech 
is peppered with many obscure sayings, hinting at 
great knowledge and wisdom. 
Zongxian seems to be willing to impart what 
information he has; however, he will not do so 
unless somehow enticed or intimidated to do so.  
If the PCs are successful in enticing Zongxian to 
speak, he will tell them of a man with a scar 
coming to his shop demanding money in order to 
"insure the protection of his shop and person." and 
of the "man with the face of a weasel" who comes 
every week to collect the weekly payment. 
 
Merchant #3: DC14 
The plaque beside this door reads "Golden 
Spirits" 
Entering this shop is like taking a trip down to the 
wine cellar. The damp, musty smell, the low light 
coming from a few candles, the wine casks and 
wine racks filled with dusty bottles of fine wine.  
Sitting at a table off to one side of the room is an 
man of indeterminate age. He is slowly sipping 
wine from a fine crystal glass. On the table is a 
candle and a half full bottle of wine. He seems so 
intent on his wine that he does not notice your 
entrance. 
You notice that one of the wine racks has several 
smashed and broken bottles, pieces of glass 
littering the floor around the rack. 
Finally the man notices your entrance and in a 
cultured voice says "Greetings. Look around all 
you want." He waves his hand and returns to 
contemplating his wine. 
Corrin Shalmar, Male Human Commoner 5; 
Size: M Face: 5.0 ft. Type HUMANOID; HD (5d4); 
hp 16; Init +3 (+3 Dex, +0 Misc); Spd Walk 30'; AC 
13 (flatfooted 10, touch 13), / ( /x ); SA: ; Vision: 
Normal AL: TN; Sv: Fort +1, Ref +4, Will +0; 
STR 8, DEX 17, CON 11, INT 18, WIS 8, CHA 13  
Skills and Feats:  Appraise +8, Diplomacy +7, 
Knowledge (Viticulture) +14, Listen +0, Profession 
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(Vintner) +10, Ride +6, Spot +7; Blind Fight, 
Negotiator, Skill Focus (Profession (Vintner))  
  
Corrin has been drinking a bit too much of his 
stock and is a bit tipsy and quite melancholy.  
If the PCs can get him to talk he will inform them 
that the damaged stock is his "punishment" for not 
having the money for his weekly payment. The 
man who did this was a stout muscled tough with a 
short beard - one of the thugs that work for the 
man with a scar on his face. Corrin can also tell the 
PCs the name of the thug, which is Bruno. 
 
Merchant #4:  
The plaque besides the door reads "Lavender and 
Lace" the door is locked tight and a handwritten 
note is pinned to the door. In delicate flowing 
script it reads "Closed from the 27th of Kythorn 
until the 20th of Eleasias, visiting family" under 
this note is a formal writ from the Merchant's 
Guild which states "This business is under the 
protection of the Merchant's Guild while the 
proprietor is away" 
The lock on the door is of quality Merchant's Guild 
manufacturing and would require a DC 35 to be 
picked open. The PCs will realize that this 
merchant left before any of the trouble started. 
 
Merchant #5: DC18  
This shop has no sign. It does, however, have a 
large window. In the window hang a few musical 
instruments, obviously used and equally obvious, 
well cared for. Also apparent are a few books, 
antiques and other unique and interesting items. 
As you enter the shop you see several shelves and 
tables with neatly arranged books, antiques and 
other items of interest. In the back is a counter 
with a large tome sitting upon it. A door is 
situated in the wall behind the counter and the 
sounds of someone playing a lute drift through it.  
After a moment you can hear a man speak as the 
lute playing ceases for a moment then starts back 
up again. The man belonging to the voice enters 
the shop through the door behind the counter. He 
is an old man, though fairly spry for his age. His 
white hair is neatly trimmed and spectacles grace 
his kindly face. 

"Well met! I am Tarvon. I welcome you to my 
humble establishment. Is there anything specific 
you are looking for?" 
Tarvon, Male Human Expert 8; Size: M Face: 5.0 
ft. Type HUMANOID; HD (8d6); hp 35; Init +2 (+2 
Dex, +0 Misc); Spd Walk 30'; AC 12 (flatfooted 10, 
touch 12), / ( /x ); SA: ; Vision: Normal AL: LG; Sv: 
Fort +2, Ref +4, Will +11; STR 8, DEX 15, 
CON 10, INT 17, WIS 17, CHA 12  
Skills and Feats:  Appraise +16, Craft (Painting) 
+8, Diplomacy +18, Gather Information +5, 
Knowledge (Local) +17, Knowledge (Nobility and 
Royalty) +12, Listen +13, Perform (Percussion 
Instruments) +10, Perform (String Instruments) 
+10, Perform (Wind Instruments) +10, Sense 
Motive +16, Use Magic Device +7; Diligent, Iron 
Will, Negotiator, Skill Focus (Knowledge (Local))  
 
Tarvon will not respond to any type of intimidation 
and will demand that the PCs leave and threaten to 
call the Diamond Legion. If the PCs show him 
their Guild Agent IDs and are polite to him, he will 
respond in a friendly manner. He will try to change 
the subject or distract the PCs from any inquiry 
regarding the missing merchants and the thugs 
demanding money until the PCs succeed in a 
Diplomacy or Gather Information Check. When 
the PCs succeed, the music from the back will stop 
and a young girl with long black hair and carrying 
a lute will come out from the back and stand near 
Tarvon protectively. 
"Master Tarvon, I think we ought to tell them." 
"Very well, Rune, you are most likely correct." 
Tarvon takes off his spectacles and cleans them, 
then speaks to you. “A few weeks ago I was 
approached by a man, tall and with a long scar 
across his face. He hinted at the possibility that 
the troubles of the Poor District might spread to 
the Merchant District and offered his services to 
protect my shop and my person from these 
troubles. He pointed out that the Diamond Legion 
was quite diminished and rarely concerned itself 
with this out-of-the-way section of the District. He 
emphasized the fact that we were quite a ways 
away from the nearest Guard Post." 
"Well, I told him I was not interested, that I had 
faith in the Merchant's Guild and the Diamond 
Legion. He replied that I should seriously 
consider his offer and said he would be back in 
three days for my answer." 
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At this point Rune takes up the narrative. “Two 
nights after that I was here helping Master 
Tarvon with some cleaning when I heard some 
strange sounds from outside. I went to the 
window and, peeking through the shutters, saw 
the shadows of what looked like men, though they 
moved not like men, moving between the two 
shops across the street. One of them was dragging 
a body. I ran back and told Master Tarvon what I 
saw." 
Tarvon continues now, "We stayed in the back 
room for the rest of the night. I would not let 
Rune leave for fear of her safety. Early the next 
morning, the man with the scar returned and 
made his offer again. Against my better 
judgment, but for fear of the safety of Rune and 
my other students, I accepted his terms." 
Tarvon and Rune have little else to offer in way of 
information after this except to say that during the 
following weeks at least three different men had 
come to collect the weekly payments. 
 

1B – Searching for Clues 

There are two sets of maps for this part of the 
encounter one for the players and one for the 
judge. Fold the Players’ map in half, so that only 
one building interior can be seen at a time. When 
the PCs are ready to begin searching the shops of 
the missing merchants, show them the map of the 
shop they are searching. If the PCs split up, then 
you may show both maps. 
On the DM's version of the maps are areas marked 
with letters and numbers. These are the locations 
of Clues, Treasure, a Trap Door, the Key to 
opening the Trap Door and a Miscellaneous item 
(which has a clue referring to the next module in 
this series). Most of these require only a DC10 
skill check of Search, Spot or Observation to see 
unless otherwise noted. 
 
SHOP A - Talinshan’s Fine Garments 
The plaque beside this door is more elaborate 
than the rest and reads in finely engraved script 
"Talinshan's Fine Garments". A note is posted 
on the door "No admittance unless directly 
authorized by the Merchant's Guild or Diamond 

Legion". The door is not locked; presumably 
Donlan or Uki took care of it.  
Inside the shop is quite a bit more upscale than 
the previous shops you have been in today. The 
floor is tiled, not wood. Fine tapestries adorn the 
wall and an expensive looking rug graces the 
center of the floor. Two benches covered with 
colorful pillows sit around the rug. There is a 
door in the back of the room, sitting in front of it 
is a desk and chair with a summoning gong. 
When the PCs enter the back room read the 
following description: 
This small room is filled with dressers and 
armoires. There is a desk and chair along the 
south wall near the door and a partitioned off 
dressing area to the north. The dressers and 
armoires are all closed. There are a couple of 
dresses on the floor in the dressing area. 
Below is a listing of the areas marked on the DM's 
Map 2. 
C1: The desk drawers have all been pulled open 
and in one case, the center drawer once had a lock 
which is now broken. 
C2: As with the other desk this one has all its 
drawers pulled open and emptied except for the 
bottom drawer in which a small book remains. If 
the PCs look through the book they see it contains 
notes and thoughts regarding the customers and 
suppliers. On the last page is the following entry: 
Scarface came again today and I told him once 
again that I would not change my mind. He was 
very upset and warned that what happened in the 
poor district could still happen here. The foolish 
thugs think that since the Diamond Legion lacks 
some strength, they can try to intimidate me! 
C3: The cash box lies upon the desk broken and 
empty. 
C4: If the PCs search this area on a DC15 check 
they will notice dirt and blood mixed in with the 
pattern of the rug. 
T1: Inside this armoire along with some dresses is 
a Scroll of Change Self 
T2: On a shelf here among some scattered costume 
jewelry is a small bag containing Dust of Illusion 
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SHOP B - Tinpak’s Curios 
The plaque beside this door is simply engraved 
with "Tinpak's Curios". There is a notice posted 
on this door saying the same thing as the one on 
Talinshan's and like Talinshan's this door too is 
unlocked. 
 
If the PCs examine this door on a DC15 they will 
notice that the lock on this door is broken and will 
not lock properly. 
 
Unlike the neat orderly look of Talinshan's, this 
shop looks more like someone's attic than a shop. 
Everything from chamber pots to zircon crystals 
can be found on the floor, on shelves or on tables 
that are haphazardly placed around the room. 
The two most notable things that can bee seen are 
a very large bear skin rug and a statue of some 
kind of winged beast. Though hard to tell in all 
this mess, it can be seen that some kind of 
struggle took place in here as broken bits of 
furniture lay on the floor. 
 
Below is a listing of the areas marked on the DM's 
Map 3. C1 and C2 are not marked on the map; they 
are the broken lock in the door and the signs of 
struggle. 
 
C3: This desk has had all its drawers rifled through 
and the cash box has been broken and lies empty in 
the bottom drawer. 
C4: A smashed chair lies on the floor here. 
C5: Some more broken furniture.  
C6: More broken and smashed furniture. There is 
also a little blood on the floor here. 
C7: There is a pile of dirt here. If examined closely 
the PCs will find a badly decomposed finger. 
C8: There is a broken club here and some blood. 
C9: A strong unpleasant odor emanates from 
somewhere very close. There is also some blood 
on the floor here. 
T3: Among various crates and bundles is a quiver. 
This is a Quiver of Ehlonna. 
T4: On the shelves here with various trinkets of 
little or no value are a Pipes of the Sewers, a Ring 
of Feather Falling and an Ioun Stone (dull grey) 
T5: This table has various necklaces, bracelets and 
other jewelry. The only thing of value here is an 
Amulet of Natural Armor +1 

T6: On a DC15 whoever is searching the desk will 
find a small bag stuck to the bottom of the center 
drawer of the desk. In the bag are 4-7 platinum 
pieces (same amount as the number of PCs in the 
party) 
M1: On one of the shelves in this bookcase is an 
ancient text describing a ritual that would open a 
portal to another plane. The ritual requires an 
intricately crafted egg of specifically colored glass 
and special ceramics. To what plane this portal 
opens is not stated, it is assumed the one 
performing the ritual already knows this.  
 
The two locations below are the most important 
part of this section. If the PCs can not figure out 
how to open the trap door, have Uki show up and 
accidentally lean on the statue's head to open the 
trap door. 
 
TD: When the PCs examine this area read the 
following: 
 
In this corner of the shop the wood of the floor is 
obviously different than the rest of the floor. 
When you try to move the candelabra to get a 
better look you find that it is bolted to the part of 
the floor that looks different. The odor around 
this area is very strong and unpleasant. There is 
some blood on the floor here which abruptly is 
cut off where the regular floor comes up to the 
different part. This indicates it is a trap door; 
however, there are neither catches nor handholds 
to open it here. The key to opening it must be 
somewhere else... 
 
K1: This is the stature of some strange winged 
creature. If examined closely (DC15) the PCs will 
notice some dirt on one side of its head. If a PC 
pushes on this spot the head will move and the trap 
door (TD) will open. 
 

Encounter Two – “Smells like…” 
As the trap door opens, hot fetid malodorous air 
comes pouring out from the opening. 
All PCs within 10' of the trap door must make a 
CON check at DC10; those failing are overcome 
with nausea and retching for 1-4 rounds. 
At this point it doesn't take much deduction to 
figure out that this trap door leads to the sewers. 
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The lack of rain and the high temperatures for 
the past month have done the most wonderful 
things to the ambiance of the sewers. 
To follow the trail the PCs are going to have to 
enter the sewers. 
As you start to climb down the ladder, the stench 
is nearly overpowering. Twenty feet down the 
chute open out into a secondary sewer tunnel that 
is five feet wide and ten feet high. A thin layer of 
sludge covers the floor of the sewers. You can 
hear rats scampering away further down the 
sewer tunnel. You stand at the end of a tunnel 
which stretches out to the east for about forty feet 
then turns and heads north. There are smaller 
openings about seven feet up, just big enough for 
a child or Halfling to crawl through spaced every 
fifteen or so feet along both sides of the walls. 
Make sure you get a Marching Order from the PCs 
as they can only move down the sewers in single 
file. As they move down the sewers occasionally 
roll the dice and tell the PCs they hear some kind 
of sounds coming from ahead of them or behind 
them. Be creative! When the PCs have traveled 
about 80' down the northern sewer, randomly pick 
one PC and have that PC roll a Reflex Save DC15, 
if they fail read the following: 
Suddenly out of one of the small openings a surge 
of water, excrement and other unmentionable 
things comes spilling out and all over you, 
drenching you with a foul smelling covering. (All 
CHR based skills and checks suffer a -5 penalty 
until the PC can get cleaned up) 
If they succeed have the surge just miss them and 
splash to the floor. 
When the PCs reach the T junction a DC10 check 
of Spot, Tracking or Observation will hint that 
something came from the tunnel to the east. As the 
PCs get ready to move down the east passage read 
the following. 
A low rumble is felt more than heard coming 
from somewhere above. Dirty water starts to 
trickle out of the small openings, quickly turning 
into steady heavy flows. Obviously it looks like the 
month long draught has ended and it is now 
raining on the city above you. In moments the 
water rises to above your ankles and the noise of 
all that water pouring out of the spillways drowns 
out most everything else. Time now is against 

you. In an hour or so the water will be too deep to 
easily move in.  
You move along the corridor and it turns and 
heads north. Twenty feet ahead the sewer opens 
out into a 20' x 30' room... 
 
Encounter Three – “…something died 

in here!” 
 
...in the ceiling is a chute leading up to a sewer 
grate, rain falls heavily down it into the room and 
water spills out from the small openings in the 
wall making quite some noise. There is another 
passage in the southeast corner and out of that 
passage comes some undead! 
 
Use Battle Map 1. The undead will attack 
immediately. If the PCs are having too much 
trouble and are in danger of losing the battle, 
Donlan and Uki will drop in down through the 
sewer grate chute to help out. In the case of Uki it 
will literally be dropping in as he falls the last 3 or 
4 feet to the sewer floor (without injuring himself - 
he's quite used to it). 
 
ATL 1 
Skeleton (5), Male Human Warrior Skeleton 
Undead 1; Size: M Face: 5.0 ft. Type UNDEAD; 
HD (1d12)-1; hp 6; Init +0 (+0 Dex, +0 Misc); Spd 
Walk 30'; AC 12 (flatfooted 12, touch 10), / ( /x ); 
SA: Damage Reduction (Su), Immunity to Cold 
(Ex); Vision: Darkvision (60'), Normal AL: NE; Sv: 
Fort -1, Ref +0, Will +1; STR 10, DEX 10, CON 8, 
INT 8, WIS 8, CHA -1  
Skills and Feats:  ; Blind Fight  
 
Zombie, Male Human Commoner Zombie 
Undead 2; Size: M Face: 5.0 ft. Type UNDEAD; 
HD (2d12)-2; hp 12; Init -2 (-2 Dex, +0 Misc); Spd 
Walk 30'; AC 10 (flatfooted 10, touch 8), *Slam +1 
0'/B (1d6 20/x2 Primary M ); SA: Damage 
Reduction (Su), Single Actions Only (Ex); Vision: 
Darkvision (60'), Normal AL: NE; Sv: Fort -1, Ref -
2, Will +2; STR 10, DEX 6, CON 8, INT 8, WIS 8, 
CHA -1  
Skills and Feats: Blind Fight  
Possessions:   Slam  
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ATL 3 
Skeleton (8), Male Human Warrior Skeleton 
Undead 1; Size: M Face: 5.0 ft. Type UNDEAD; 
HD (1d12)-1; hp 8; Init +0 (+0 Dex, +0 Misc); Spd 
Walk 30'; AC 12 (flatfooted 12, touch 10), / ( /x ); 
SA: Damage Reduction (Su), Immunity to Cold 
(Ex); Vision: Darkvision (60'), Normal AL: NE; Sv: 
Fort -1, Ref +0, Will +1; STR 10, DEX 10, CON 8, 
INT 8, WIS 8, CHA -1  
Skills and Feats:  ; Blind Fight  
 
Zombie (2), Male Human Commoner Zombie 
Undead 2; Size: M Face: 5.0 ft. Type UNDEAD; 
HD (2d12)-2; hp 18; Init -2 (-2 Dex, +0 Misc); Spd 
Walk 30'; AC 10 (flatfooted 10, touch 8), *Slam +1 
0'/B (1d6 20/x2 Primary M); SA: Damage 
Reduction (Su), Single Actions Only (Ex); Vision: 
Darkvision (60'), Normal AL: NE; Sv: Fort -1, Ref -
2, Will +2; STR 10, DEX 6, CON 8, INT 8, WIS 8, 
CHA -1  
Skills and Feats: Blind Fight  
Possessions:  Slam  
 
ATL 5 
Skeleton (12), Male Human Warrior Skeleton 
Undead 1; Size: M Face: 5.0 ft. Type UNDEAD; 
HD (1d12)-1; hp 10; Init +0 (+0 Dex, +0 Misc); Spd 
Walk 30'; AC 12 (flatfooted 12, touch 10), / ( /x ); 
SA: Damage Reduction (Su), Immunity to Cold 
(Ex); Vision: Darkvision (60'), Normal AL: NE; Sv: 
Fort -1, Ref +0, Will +1; STR 10, DEX 10, CON 8, 
INT 8, WIS 8, CHA -1  
Skills and Feats:  ; Blind Fight  
 
Zombie (3), Male Human Commoner Zombie 
Undead 2; Size: M Face: 5.0 ft. Type UNDEAD; 
HD (2d12)-2; hp 21; Init -2 (-2 Dex, +0 Misc); Spd 
Walk 30'; AC 10 (flatfooted 10, touch 8), *Slam +1 
0'/B (1d6 20/x2 Primary M); SA: Damage 
Reduction (Su), Single Actions Only (Ex); Vision: 
Darkvision (60'), Normal AL: NE; Sv: Fort -1, Ref -
2, Will +2; STR 10, DEX 6, CON 8, INT 8, WIS 8, 
CHA -1  
Skills and Feats: Blind Fight  
Possessions:   Slam  

 
After the undead have been dealt with the PCs can 
gather themselves up to continue on. If Donlan and 
Uki are there they will follow the PCs' lead. If for 
some reason the PCs are unsure where to go next, 
Donlan will suggest they check out the passage 
from whence the undead came but he and Uki will 
not say more. 

Encounter Four – “Alas, poor 
adventurer…” 

 
If the PCs move normally, or stealthily down the 
passage (only something like shouting and very 
loud noises can be heard over the noise of the 
water coming down into the sewers) the people in 
the next room will be unaware of the PCs. 
 
This is a short 20' passage that leads to another 
sewer chamber. Your approach has gone 
unnoticed by the people in this chamber. There 
are five beings in there, four of them are 
obviously human, and the fifth is humanoid in a 
long, hooded robe, its face hidden deep within the 
hood. One of the humans has a long scar 
slashing across his face and the others you 
recognize from the various descriptions given by 
the merchants you questioned. There are several 
crates on raised pallets scattered across the room, 
the scarred faced man seems to be using one as a 
desk. They are animatedly discussing something. 
You notice the water is now about twelve inches 
deep now and still rising... 
 
There is no way the PCs can hear what is being 
said because of all the noise around them. If a PC 
has the skill Read Lips he can get the gist of the 
conversation on a DC13 check. The conversation 
seems to be about moving their base of operations 
if the water level rises too high.  
 
At this point it is up to the PCs to determine their 
next actions. If they do nothing, or decide to wait, 
in about 5 minutes one of the Toughs will start 
heading towards the passage that the PCs are in 
and will discover them if they make no moves. The 
Toughs and Racketeer will immediately attack 
then. 
 
If the PCs decide to attack they will have the 
element of surprise with a full round of actions. 
Then initiative is rolled as normal. 
 
Do note the depth of the water hampers movement 
so all movement is 3/4 normal unless some type of 
Free Movement spell or magical item is in use.   
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Two full rounds after combat begins Donlan and 
Uki will show up to help the PCs, if they have not 
already joined them. The robed humanoid will not 
participate in combat; in fact he is just a "sending" 
he is actually standing in the shadows of the 
easterly passage out of the room watching. During 
the battle, the "sending" will fade away. 
 
ATL 1 
Tough (4), Male Human Rogue 1/Fighter 1; Size: 
M Face: 5.0 ft. Type HUMANOID; HD 
(1d6)+(1d10); hp 8; Init +2 (+2 Dex, +0 Misc); Spd 
Walk 30'; AC 14 (flatfooted 12, touch 12), *Sword, 
Short +2 0'/P (1d6+1 19-20/x2 Primary M ); SA: 
Sneak Attack +1d6, Trapfinding; Vision: Normal 
AL: NE; Saves: Fort +2, Ref +4, Will -1; STR 13, 
DEX 14, CON 11, INT 9, WIS 9, CHA 10  
Skills and Feats:  Balance +6, Bluff +5, Climb +4, 
Escape Artist +4, Intimidate +7, Move Silently +5, 
Open Lock +7, Search +2, Sleight of Hand +7; 
Alertness, Blind Fight, Persuasive  
Possessions:   1.0 Leather,  1.0 Sword, Short  

Racketeer, Male Human Rogue 4; Size: M Face: 
5.0 ft. Type HUMANOID; HD (4d6)+4; hp 23; Init 
+6 (+2 Dex, +4 Misc); Spd Walk 30'; AC 14 
(flatfooted 14, touch 12), *Sword 
(Short/Masterwork) +6 0'/P (1d6+2 19-20/x2 
Primary M ); SA: Evasion (Ex), Sneak Attack +2d6, 
Trap Sense (Ex) +1, Trapfinding, Uncanny Dodge 
(Dex bonus to AC); Vision: Normal AL: NE; Sv: 
Fort +2, Ref +6, Will +1; STR 14, DEX 15, 
CON 12, INT 11, WIS 10, CHA 12  
Skills and Feats:  Climb +8, Disguise +8, Escape 
Artist +8, Hide +10, Intimidate +8, Move Silently 
+11, Open Lock +8, Search +6, Sense Motive +5, 
Sleight of Hand +9; Blind Fight, Improved Initiative, 
Stealthy  
Possessions:   1.0 Leather,  1.0 Sword 
(Short/Masterwork)  
 
ATL 3 
Tough (6), Male Human Rogue 1/Fighter 1; Size: 
M Face: 5.0 ft. Type HUMANOID; HD 
(1d6)+(1d10); hp 12; Init +2 (+2 Dex, +0 Misc); Spd 
Walk 30'; AC 14 (flatfooted 12, touch 12), *Sword, 
Short +2 0'/P (1d6+1 19-20/x2 Primary M ); SA: 
Sneak Attack +1d6, Trapfinding; Vision: Normal 
AL: NE; Saves: Fort +2, Ref +4, Will -1; STR 13, 
DEX 14, CON 11, INT 9, WIS 9, CHA 10  
Skills and Feats:  Balance +6, Bluff +5, Climb +4, 
Escape Artist +4, Intimidate +7, Move Silently +5, 
Open Lock +7, Search +2, Sleight of Hand +7; 

Alertness, Blind Fight, Persuasive  
Possessions:   1.0 Leather,  1.0 Sword, Short  

Racketeer, Male Human Rogue 4; Size: M Face: 
5.0 ft. Type HUMANOID; HD (4d6)+4; hp 28; Init 
+6 (+2 Dex, +4 Misc); Spd Walk 30'; AC 14 
(flatfooted 14, touch 12), *Sword 
(Short/Masterwork) +6 0'/P (1d6+2 19-20/x2 
Primary M ); SA: Evasion (Ex), Sneak Attack +2d6, 
Trap Sense (Ex) +1, Trapfinding, Uncanny Dodge 
(Dex bonus to AC); Vision: Normal AL: NE; Sv: 
Fort +2, Ref +6, Will +1; STR 14, DEX 15, 
CON 12, INT 11, WIS 10, CHA 12  
Skills and Feats:  Climb +8, Disguise +8, Escape 
Artist +8, Hide +10, Intimidate +8, Move Silently 
+11, Open Lock +8, Search +6, Sense Motive +5, 
Sleight of Hand +9; Blind Fight, Improved Initiative, 
Stealthy  
Possessions:   1.0 Leather,  1.0 Sword 
(Short/Masterwork)  
 
ATL 5 
Tough (8), Male Human Rogue 1/Fighter 1; Size: 
M Face: 5.0 ft. Type HUMANOID; HD 
(1d6)+(1d10); hp 15; Init +2 (+2 Dex, +0 Misc); Spd 
Walk 30'; AC 14 (flatfooted 12, touch 12), *Sword, 
Short +2 0'/P (1d6+1 19-20/x2 Primary M ); SA: 
Sneak Attack +1d6, Trapfinding; Vision: Normal 
AL: NE; Saves: Fort +2, Ref +4, Will -1; STR 13, 
DEX 14, CON 11, INT 9, WIS 9, CHA 10  
Skills and Feats:  Balance +6, Bluff +5, Climb +4, 
Escape Artist +4, Intimidate +7, Move Silently +5, 
Open Lock +7, Search +2, Sleight of Hand +7; 
Alertness, Blind Fight, Persuasive  
Possessions:   1.0 Leather,  1.0 Sword, Short  

Racketeer, Male Human Rogue 4; Size: M Face: 
5.0 ft. Type HUMANOID; HD (4d6)+6; hp 30; Init 
+6 (+2 Dex, +4 Misc); Spd Walk 30'; AC 14 
(flatfooted 14, touch 12), *Sword 
(Short/Masterwork) +6 0'/P (1d6+2 19-20/x2 
Primary M ); SA: Evasion (Ex), Sneak Attack +2d6, 
Trap Sense (Ex) +1, Trapfinding, Uncanny Dodge 
(Dex bonus to AC); Vision: Normal AL: NE; Sv: 
Fort +2, Ref +6, Will +1; STR 14, DEX 15, 
CON 12, INT 11, WIS 10, CHA 12  
Skills and Feats:  Climb +8, Disguise +8, Escape 
Artist +8, Hide +10, Intimidate +8, Move Silently 
+11, Open Lock +8, Search +6, Sense Motive +5, 
Sleight of Hand +9; Blind Fight, Improved Initiative, 
Stealthy  
Possessions:   1.0 Leather,  1.0 Sword 
(Short/Masterwork)  
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Epilogue 
If the PCs are defeated Donlan and Uki will 
finish off the Toughs and Racketeer and then 
heal the PCs and the module ends there. 
If the PCs defeat the Toughs and Racketeer 
read the following: 
As the last enemy falls the robed humanoid 
slowly fades into view about 15 feet from you. 
Before any of you can act, the figure speaks 
its voice low and eerie, cold as the crypt and 
most definitely not human. "Stay your arms. 
It would be futile to attack me for I am but a 
sending which can come to no harm." The 
hood casts deep shadows within, hiding the 
face of the being standing before you. "I am 
known in this world as Moira, though that is 
not now, nor ever has been my name. At the 
moment you intrigue me, young and barely 
trained you have defeated some of those 
whom I have now allied with, but know this, 
interfere with my plans again and you may 
become an annoyance to me. Enjoy the fruits 
of your victory today. The time soon comes 
when the walls are parted." Moira slowly 
fades away. 
Uki breaks the silence following Moira's 
departure. "Well now, that was a chipper 
fellow!" 
Donlan shakes his head, "Enough, 
Eukimithias." He looks over the PCs. "See to 
their wounds. Well, it seems you have 
successfully completed this assignment. 
Hmmm, this looks to be where they have 
cached all their ill-gotten gains. The Guild 
Accountants will take an inventory of this 
and as a bonus you will receive a 10% 
finder's fee. Your success will be noted and 
you may be presented an opportunity to 
become a Guild Agent on Retainer like 
myself and Eukimithias. The Merchant's 
Guild thanks you." 

 

HERE ENDS “DEAD RACKET” 

EXPERIENCE POINT SUMMARY 
 
Total the XP earned from the following: 
 
Introduction 
 
Shaking Uki’s hand (individual)  25 XP 
 
Encounter 1a 
 
Gaining information from Merchant #1 25 XP 
Gaining information from Merchant #2 25 XP 
Gaining information from Merchant #3  25 XP 
Gaining information from Merchant #5  25 XP 
 
Encounter 1b 
 
Discovering a Clue (per Clue)   5 XP 
Discovering the Broken Lock on Door 15 XP 
Discovering the Trap Door  15 XP 
Discovering the Trap Door Key  15 XP 
 
Encounter 3 
 
Defeating the Undead   125 XP 
 
Encounter 4 
 
Defeating the Racketeer and Toughs 250 XP 
 
 
Discretionary Roleplaying Award Up to 45 
XP 
  
Total Possible Experience:        650 XP 
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Treasure Summary 
 
If it’s not on this list, the PCs cannot keep it. 
 
Encounter 1b 

• Scroll of Change Self (Value: 25 gp, Size: 
Small, Tradable: Yes, Rarity: Common, 1st 
level caster) 

• Dust of Illusion (Value: 500 gp, Size: 
Small, Tradable: Yes, Rarity: Common, 
2nd level caster) 

• Quiver of Ehlonna (Value: 1800 gp, Size: 
Medium, Tradable: Yes, Rarity: 
Uncommon): DMG 

• Pipes of the Sewers (Value: 1150 gp, Size: 
Tiny, Tradable: Yes, Rarity: Uncommon): 
DMG 

• Ring of Feather Falling (Value: 2200 gp, 
Size: Tiny, Tradable: Yes, Rarity: 
Common): DMG 

• Ioun Stone (dull grey) (Value: 25 gp, Size: 
Tiny, Tradable: Yes, Rarity: Common): 
DMG 

• Amulet of Natural Armor +1 (Value: 2000 
gp, Size: Small, Tradable: Yes, Rarity: 
Uncommon): DMG 

• Bag of Platinum Pieces: a bag containing a 
number of platinum pieces equal to the 
number of PCs in the Party. (Value: 400 – 
700 gp) 

 
Encounter 4 
 

• Leather Armor (4): Sale Value: 5 gp each 
• Short Sword (3): Sale Value: 5 gp each 
• Short Sword (Masterwork): Sale Value: 

152 gp 
 
 
Miscellaneous 
 

• Finder’s Fee: 337 gp (per PC) 
• Guild Agent Wages: 50 gp (per PC) 
• Reputation -1 (Value: --, Size: --, 

Tradable: No, Rarity: --): The above 
named PC has earned a -1 ranking to their 
Reputation for the use of Intimidation 
and/or threats to gain information from one 
or more of the innocent merchants they 

were charged with questioning in the Dead 
Racket Module. 

• Guild Agent Certificate of Assignment 
Completion (Value: --, Size: --, Tradable: 
No, Rarity: --): The above named PC has 
successfully completed a assignment as a 
Guild Agent for the Merchant's Guild. This 
certificate, along with at least one more, 
when presented to the representative of the 
Merchant's Guild will allow the above 
named PC to petition for acceptance as a 
Guild Agent on Retainer. 

      • Ancient Ritual Tome (Value: Special, 
Size: Medium, Tradable: No, Rarity: Very 
Rare): This ancient text found in Tinpak's 
Curios describes a ritual that would open a 
portal to another plane. The ritual requires 
an intricately crafted egg of specifically 
colored glass and specially made ceramics. 
To what plane this portal opens is not 
stated, it is assumed the one performing 
the ritual already knows this. The actual 
ritual itself is written in a language that 
cannot be identified, nor can be read by 
magical means. 



LSJ11 – Dead Racket Page 16

Critical Event Summary: Dead Racket 
 
1.  List on the back of this sheet the real names and PC names of anyone who refused to shake 
Uki's hand. 
 
2.  When did the heroes ask Donlan where the shops of the two missing merchant's were located? 
(Circle appropriate answer) 
 
 First Question      Some time after the first question      Last Question Did not ask 
 
3.  Did the heroes gain information from all five of the merchants?   YES NO 
 

If the answer is “No” is it because (circle appropriate answer):  
 
They failed a Skill Check? They did not question all the merchants? (If so, list on back 

which merchants were not questioned) 
 

4.  Did the heroes discover the broken lock on the door to Tinpak's Curios?     YES NO 
 
5. Did the heroes find all the Clues?       YES NO 
 
      If the answer is “No” then how many did they discover?  _________ 
  
6.  Did the heroes find the "Ancient Ritual Tome?     YES NO 
 
      If the answer is "Yes" then list the real name and PC name of who kept the text on the back. 
 
7.  Did the heroes figure out how to open the Trap Door by themselves?  YES NO 
  
8.  Did the heroes defeat the Undead without help?       YES NO 
 
9.  Did the heroes defeat the Racketeer and his Toughs?    YES NO 
 
     If the answer is “No” is it because the table ran out of time?   YES NO 
 
10.  Note any other important information on the back of this form (PC arrests, etc.). 
 

Return this form 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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Roster of Heroes: Dead Racket 
 

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:        
Special items or comments:        
Gained a level:   Out of Play:   Dead:  Lost level(s):  

Please send completed 
form to: Joanne Clarke-
Stein, 15 Manor Crescent, 
Bldg. 20, New Brunswick, 
NJ 08901-1680, or email to 
 lsj-roster@ucc-online.com. 
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MAP #1 
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PLAYER’S MAP #1  

 
PLAYER’S MAP #2 
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  DM’S MAP #1  

 
DM’S MAP #2  
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BATTLE MAP #1 
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BATTLE MAP #2 
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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. 
   Dead Racket, Copyright 2004, Universe Construction Company; 
Author Steve Kaser. 
   The Raian Pantheon Primer, Copyright 2004, Universe 
Construction Company; Authors Jay Fisher, Andrew Hauptman, 
and Cynthia Wood, with contributions from Linda Baldwin, James 
Francis, Michael Sitts, and Catie Straiton. 
   Legends of the Shining Jewel Feat Compendium, Copyright 
2004, Universe Construction Company. 
   Legends of the Shining Jewel Rules Primer, Copyright 2004, 
Universe Construction Company. 
   Legends of the Shining Jewel 3.5 Character Generation 
Guidelines, Copyright 2004, Universe Construction Company. 

 


