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Runaround

(Hampton Series -Part 3)

By Nancy Lee Clark and Lynn Miller

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

A missing gnome? In a large city? Should be easy to find him, right? Right? For
heroes of levels 1-5.
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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 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.

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. 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 ATL (AVERAGE TABLE LEVEL)

Add up the levels of all characters at the table (plus
cohorts and entourages) 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 NOTE ABOUT ATLS 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).

ABOUT THE MODULE

"Runaround" is Part 3 of the Hampton Series. It is
best to play in Part 1 (LSJ80 "Three Lock Box") and
Part 2 (LSJ99 "There’s Only One Way') prior to
playing this module for the sake of continuity, but each
module can be played as a stand-alone.

LIFESTYLEINLSJ

Player Characters have to spend money on many things
during downtime: food, rent, repairs on weapons and
armor and other daily expenses. In the LSJ Campaign
this is reflected in Lifestyle Costs, which are paid at the
start of every LSJ adventure. See page 147 of the LSJ
Campaign Guide.
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ADVENTURE BACKGROUND

Buzz is a gnome who is a trouble magnet. If there
is trouble, he is in it. He has appeared in LSJ80, 3
Lock Box and LSJ99 There’s Only One Way.

Introduction — A bad day leads to a notice that
catches the PCs attention.

Encounter 1: If PCs don’t run to Luckstopper
Game Emporium, they have consequences with a
growing nose.

Encounter 2: A gnome, Lucktopper, hires the PCs
to find his friend, Buzz, who has gone missing.

Encounter 2A: PCs try their hand as test subjects,
with mixed results.

Encounter 3: The PCs visit the Half-A-Ling
bakery and save a choking halfling.

Encounter 4: The PCs visit a local grocer, Alek
Grunwald and get an apple.

Encounter 5: The PCs visit the Dauntless Dolphin
and have a brawl.

Encounter 6: The PCs visit the Poppyseed Herb
Shop and find out about the Humans for
Amthydor.

Encounter 7: The PCs visit the Temples District
and learn about some of the gods while Buzz slips
away.

Encounter 8: The PCs visit the docks and
encounter the Humans for Amthydor first hand.

Conclusion: PCs find the missing ghome and
receive their payment.

Epilogue — A bloody letter is delivered warning
the PCs to watch their back.

INTRODUCTION —=IT’S JUST
ANOTHER DAY

What a lousy day! First you wake up with a stiff
neck. It was why you didn’t see the serving wench
who dumped an entire tray of food into your lap
as you sat down to breakfast. From there, a cart
of manure tipped over outside your room, in the
middle of summer. And, just to make matters
truly worse, you were told you were too “soft” for
a caravan guard position. What does that prissy
half ogre know about soft? You’re tough! Okay,
he did best you in arm wrestling, but you know
you are smarter than him and it’s not about
strength, but ability. All of this before lunch.
What a day!

So, you return to your room and there is a piece
of paper attached to the door. Without even
thinking you tear it off and start to read.

Player’s Handout 1

Ask the Players if they have played Part 2 (LSJ99
"There’s Only One Way'"). If so, they will
recognize Lucktopper as the gnome who was
responsible for turning their face red at the start of
the module.

What do you do?

» If the PCs wait an hour to see what happens
GO TO Encounter 1 (page 3).

» If the PCs want to go to Luckstopper’s Games
and Stuff, GO TO Encounter 2 (page 4).

ENCOUNTER 1 — EVERYONE
NOSE

As time ticks away, you realize an hour has past
with no changes. Ha! You knew it was a hoax.
Wait a minute. Your nose starts to itch. It won’t
stop itching. You realize you can see your nose
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quite easily now as it extends an additional 2d6
inches from where it was. It continues to itch and
now it is starting to hurt. Perhaps there was
something to the note. What do you do?

«& \What about this note?:

If the player doesn’t take the bait at this point,
thank them for playing and send them on his/her
way. Make sure to give them the cert “The Nose
Knows”.

» If the PCs want to go to Luckstopper’s Games
and Stuff, GO TO Encounter 2 (page 4).

ENCOUNTER 2—-WITH A
LITTLE LucK

“What note? Oh this! That’s a misprint. It was
supposed to say Adventurer’s Wanted and this
address. My mistake. I should have checked it
before | had them posted.” All four of them say at
once.

<« Can you fix my nose?:

“What’s wrong with it? It looks fine to me.” The
four of them answer.

Let the PCs react and continue here:

It doesn’t take you long to realize that Merchants
Way pretty much runs the length of the
Merchants District. It takes you at little over
thirty minutes to find the place. It certainly
wasn’t easy since it is tucked down a dimly lit
alley off of Merchants Way. The sign depicts a
clown mid-fall from slipping on a banana peel.
The store front window has a four-leaf clover and
reads Luckstopper Game Emporium.

You try the door and it is unlocked. A small bell
sounds like a gong as you open the door. The
room is filled with boxes stacked almost to the
ceiling. As you make your way through the maze
of boxes, you don’t see anyone in the shop.

“Oh is that a problem? Okay, hang on. The
solution to fix it is in one of these boxes.” He
starts prowling around and finally finds a box
marked noses and such. He opens the box and
pulls out a white cloth. “Here, rub this on your
nose. It’ll fix everything.”

Fortitude DC 5 for the antidote to work. If anyone
fails, continue here:

“Oh my!” gasps all four gnomes. Your nose starts
itching and twitching. After an incredibly sharp
pain, your nose shrinks back to normal. As far as
you know, it is just fine. Bright red, but the size is
back to normal. “Tell ya what, I will work on a
cure for that. 1 should have something whipped
up by the time you bring Buzz back. ”

Perception (Sight) DC 5 to notice one of the
boxes is moving.

If the PCs remove the box or do anything to disturb
the box, continue here;

If the PC doesn’t want a cure, give them the cert
The Nose Knows at this time.

«& \Why are there four of you?:

As you approach the box, it bursts open and a
gnome pops out, followed by another and another
and another. All four gnomes look exactly alike
with a shock of red hair above blue eyes and a
small nose, for a gnome. He looks you over and
says, “Sorry folks! We aren’t open yet. Still
getting the inventory on the shelves and
organized. We should be open in a week or two,
three at the most. Have a good day!”

“l have been experimenting with some things.”
He twists his ring and the three extra gnomes are
sucked back into his body with a loud pop. He
shakes his head. “Wow! I can’t ever get used to
that. By the way, I’'m Lucktopper Brandywine.
Who are you?”

&« \Why did you need adventurers?:

“Adventurers? Oh yes, | need you to either be test
subjects for some of my creations or find a
missing gnome. The pay is the same.”

« How Much?:
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“10 gp X ATL each. Which are you interested in
doing?”

& \WVhat does Buzz look like?:

& \What kind of tests?:

“I have some new products that I’m not sure will
work the way | want them to or not. Nothing
fatal, at least I don’t think they are. No one has
died yet from them?”

&« \Who is the gnome?:

“He’s a gnome. What else is there to tell? Oh!
You want details! He’s about 3 foot or so and
weighs about 50-60 pounds. He has red hair and
last time | saw him his skin was bright pink. That
may have worn off. It was supposed to make his
hair pink, not his skin. Would have helped if he
had of rubbed the ointment in his hair and not on
his face and arms. Buzz sometimes doesn’t think
before he acts.”

“His name’s Buzz. I met him though my cousin,
Lady Tiffany Brandywine. He’s a really nice, a
little touched in the head, but a decent enough
gnome.”

If anyone is interested, Go To Encounter 2A.

« Where would he have gone?:

« Why are you looking for him?:

“Well, he often goes to the Half-A-Ling Bakery.
It’s a couple of blocks from here. I'd start there.”

“He’s a friend as well as a test subject. He was
supposed to be here two days ago and hasn’t
shown up. Punctuality isn’t his strong suit, so 1
wasn’t worried at first, but I got worried when I
received a note from the Beekeepers that they
haven’t seen him either.”

«& Have you told the police about him being
missing?/Have you asked the Diamond
Legion?:

& \Who are the Beekeepers?:

“They are the family that Buzz lives with. They
have a farm out in the Protectorate. Jansen said
he hasn’t seen him for four days. He came to me
to see if he was here. We both became worried
when neither of us had seen him.”

“l would go to the Diamond Watch about Buzz,
but they won’t even begin looking for Buzz until
he’s been missing for two weeks. Usually it’s 2
days for them to start looking for a missing
person, but he has a bit of a reputation for
disappearing. This isn’t the first time or even the
second. He usually turns up in a day or two, but
this time it has been longer.”

&« \Why are you worried about him not
showing?:

&« Why don’t you go find him?:

“Buzz has a magnet in his head for trouble. Not
literally, but figuratively. He would be in a world
of hurt if he really had a magnet in his head,
wouldn’t he? Imagine, getting stuck to some big
hulking adventurer in plate mail as they head out
to battle. Not my cup of tea. Oooo, tea, we should
have some. Do you happen to have any? | do, but
I’m not sure where it is at the moment.”

“I’m trying to get these boxes unpacked and the
store opened. It is quite time consuming. Besides,
| thought that was why had adventurers in the
city, so we, average citizens, don’t have to go out
and do these things.”

& Any place else he might have gone?:

&« \What kind of tests?:

“He has business dealings all over town, like Alek
Grunwald the grocer in the marketplace and the
Dauntless Dolphin. Oh and he likes the docks.
Not sure why, but he hangs out down there
sometimes too.”

“I have some new products that I’m not sure will
work the way | want them to or not. Nothing
fatal, at least I don’t think they are. No one has
died yet from them. Are you interested?”

When the PCs are done with questions and test
subjects, continue here:
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“Thanks a bunch for doing this.” Lucktopper
calls after you as he digs into another box. “Good
luck and bring Buzz here when you find him.”

Once you are outside, a finely dressed human
male approaches you, “Greetings firiend, I see
you just left the gnome’s shop. If I were you, I’d
stay away from there. There are some people in
the city who don’t think highly of those who
aren’t part of the human race, if you know what 1
mean.”

Continue here if the party is of mixed races or has
any non-humans in the party:

“As a matter of fact, if I were you, I’d be careful
of where you go, who you talk to and what you
do. Actually, my advice to you would be to get out
of town, today.”

» If the PCs want to go to the Dauntless Dolphin,
GO TO Encounter 5 (Page 9).

» If the PCs want to go to the Poppyseed Herb
Shop, GO TO Encounter 6 (Page 12).

» If the PCs want to go to the Temples, GO TO
Encounter 7 (Page 13).

» If the PCs want to go to the Docks, GO TO
Encounter 8 (Page 14).

» If the PCs have exhausted all leads, GO TO
Conclusion (Page 18).

ENCOUNTER 2A — TEST YOUR
LuCK

Continue here if the party is all humans:

“I’m sure you understand that the city needs to
remain pure. We can’t have the other, lesser
races, coming in here and corrupting our city.
Why, Amthydor would no longer be the Shining
Jewel of Raia if that were to happen, am | right?
Of course I am.”

“Are you sure you want to do this?” Lucktopper
asks you as he pulls a paper from under the
counter, “Just sign this paper and we will be good
to go.” Player’s Handout 2

Once that is signed, continue here:

If anyone starts to draw weapons or becomes
threatening, continue here:

“I would recommend you watch yourselves. After
all, that Diamond Watch member over there will
be glad to arrest you and haul you off to jail for at
least a couple of months, if not longer.” He
smiles, bows and walks toward the officer,
whistling a happy tune.

“Alright, here we go.” He says while he puts on a
heavy lead-lined leather vest, a welder’s mask and
heavy leather gloves. “Let’s get started,” he says
as he opens a lead box and pulls out a vial using
long metal tongs filled with a green bubbling
liquid. He sets it on the counter and pulls the
stopper out, “Drink this. Let’s see what happens,
shall we?”

If the PCs decide to start trouble here, the Diamond
Watch will step in, stop the fighting and arrest any
PC who took part in it. The antagonist will be let
go since he will only be defending himself. This
will end the module for the players who will be
held overnight, fined 100gp and released after
swearing an oath of good behavior.

> If the PCs want to go to Half-A-Ling Bakery,
GO TO Encounter 3 (Page 7).

» If the PCs want to go see the grocer, Alek
Grunwald, GO TO Encounter 4 (Page 8).

No more than 3 PCs can try this.

Have the PC roll a D6 and use the chart below:
1-Nothing happens
2-The PC starts vomiting and is nauseous
for the next d6 hours.
3-The PC turns blue, then green before
he/she starts vomiting.
4-The PC starts levitating and will bounce
against the ceiling. If he is pulled outside,
he will continue to rise until something
stops him. He will do this for 3 minutes
and then fall to the ground in a pile of
feathers.
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5-The PC passes out. When he wakes up,
he will think he is a kitten for the next 2d6
minutes.

6-The PC becomes invisible and mute. To
those watching, it looks like the PC
disappeared. This effect lasts 1 minute
when the PC will start reappearing, one
body part at a time.

Once they are done with the test, continue here.

pastries, donuts and pies. Shelves line the walls
behind her with even more of the shop’s wares.
“Welcome to the Half-a-ling bakery! What can
we get you today?”

&« Do you know where Buzz is?:

“Well, those were certainly not the expected
results. It was supposed to make your hair grow.
Baldness cure. Humans are always going on
about havin’ long flowing hair. I don’t get it
Huh. Have to adjust the formula. Well, good luck
with your hunt. I’ll work on a solution to your
condition while you are finding Buzz.”

“No, I haven’t seen him. Has he gone missing
again? He tends to do that a lot. You might try
talking to Payton. Can | interest you in some of
our fresh baked apple turnovers? They just came
out of the oven and are quite scrumptious.”

« Do you know where Payton is?:

» If the PCs want to go to Half-A-Ling Bakery,
GO TO Encounter 3 (Page 7).

» If the PCs want to go see the grocer, Alek
Grunwald, GO TO Encounter 4 (Page 8).

> If the PCs want to go to the Dauntless Dolphin,
GO TO Encounter 5 (Page 9).
> If the PCs want to go to the Poppyseed Herb

Shop, GO TO Encounter 6 (Page 12).

> If the PCs want to go to the Temples, GO TO
Encounter 7 (Page 13).

> If the PCs want to go to the Docks, GO TO

“He should be in the back room.” She hops down
from the platform behind the counter and goes to
the door leading to the back, “Payton! There are
some people here to see you!?

She walks through the door and screams, “No!
Payton!” and disappears from sight.

If the PCs go back there, continue here:

When you enter the back, you see the female
halfling pounding on the back of a blue faced
male halfling. “C’mon Payton! You can do it!
Cough it up!” Tears stream down her face as the
male halfling turns a dark bluish red color.

Encounter 8 (Page 14).

ENCOUNTER 3 — COOKIE?

Knowledge (Local) DC10 reveals the location of
the bakery. Otherwise, it takes a Diplomacy DC5
to get directions. If asked, it has been 5 hours since
breakfast.

As you locate the bakery, the smell reaches you
before you see the building. A smell of fresh
baked bread comes wafting on a slight breeze and
tickles your nose. You spot the building and the
smell becomes more intense. As you enter the
shop, a tiny bell rings a cheerful little note. A
halfling woman stands behind a counter that is
filled with fresh breads, cookies, cupcakes, cakes,

A Heal check DC 5 reveals Payton is choking on
something.

A Heal check DC 10 reveals it would be a good
idea to see if you can reach in and pull it out. A
second Heal check DC 10 will release the object.

A Heal check DC 15 reveals picking him up and
dangling him upside down might release whatever
is caught. Heal check DC 15 will release the
object.

A Heal check DC 20 the PC knows a technique
where he can squeeze the person from behind and
cause them to expel whatever is in his airway.
Heal check DC 15 will release the item.
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Continue here once he is saved:

With your assistance, an egg comes popping out
and splats on the floor. Payton hangs his head
down and starts taking deep breathes. “Thanks!”

« Why did you try to swallow an egg?/What
were you trying to do?:

“l was trying to swallow the egg. | wanted to see
what it would look like when it came out the other
end. I could then tell everyone I laid an egg.” He
takes another deep breath, “I thought it would be
Jfunny and Buzz would get a kick out of it.”

&« Where is Buzz?:

» If the PCs want to go to the Poppyseed Herb
Shop, GO TO Encounter 6 (Page 12).

» If the PCs want to go to the Temples, GO TO
Encounter 7 (Page 13).

» If the PCs want to go to the Docks, GO TO
Encounter 8 (Page 14).

» If the PCs have exhausted all leads, GO TO
Conclusion (Page 18).

ENCOUNTER 4 — AN APPLE A
DAY

“I’m not real sure. He said he had some errands
to run when he came by this morning before we
opened. We both that was funny.”

&« What’s funny?:

“Running an errand. Is it like a track?” The
female halfling shakes her head, “You’ll have to
excuse Payton. He and Buzz have a bunch of
inside jokes that they find hysterical and no one
else does.”

When the PCs are done, continue here;

“Thanks for saving Payton. He’s my little brother
so | feel like I should protect him. My name is
Dahlia and you have my gratitude. Here is a
token of my thanks.” She hands each of you a
loaf of bread, a bag of pastries, donuts and a hot,
apple turnover. “Good luck on your hunt. If I see
him, DLll tell him you’re looking for him. You
might try the grocer, has a green tree or
something like that on his sign. Buzz goes there
every so often.”

You find your way to the marketplace and see a
burly man with a hawk-like nose and red, rosy
cheeks stands outside of a shop with carts in front
of it. The carts are filled with fresh apples, pears,
cherries, grapes, oranges, tomatoes, potatoes,
carrots, onions and 4 or 5 different kinds of
beans. “Greetings! How are you on this beautiful
day? Sorena’s blessing is shining down on us and
the world is a wonderful place. As a matter of
fact, it is better than ever! | just bought the shop
next door so | can start serving meals. Come
inside! 1 have more wonderful, locally grown
items inside.” He turns and enters the shop that
with a sign over the door with what appears to be
a forest of broccoli and proclaims the place as
Grunwald’s Grocery and Misc.

Once inside, there are even more fresh vegetables
and fruit inside. The back of the store is a large,
glass fronted wardrobe which is filled with
various cuts of meat. There is a stove along the
left wall that has several pots bubbling and
popping on it.

“My name is Alek Grunwald. So, how can | help
you today?”

> If the PCs want to go see the grocer, Alek
Grunwald, GO TO Encounter 4 (Page 8).

» If the PCs want to go to the Dauntless Dolphin,
GO TO Encounter 5 (Page 9).

Perception (sight) DC 10 will notice that Alek
walks with a slight limp.

&« \Where did you get the limp?:

“l picked it up while I served my country in the
Diamond Watch, until my medical discharge.” He
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winks at (any female PCs or cohorts, if none,
anyone), “Wanna see my scar?”

&« \Where is Buzz?:

that seems too wordy to me. Buzz likes it, but he’s
a gnome and will gladly use ten words when one
will do.”

“Oh, ’m sorry. You just missed him. He was here
an hour or so ago. He and | are working on a
new product. Would you like a taste? It should be
Jjust about perfect now.”

Please note any ideas on the critical event
summary and continue here:

&« Do you know where he went?:

“He said something about the Temple District,
but he wasn’t any more specific than that. Sorry.”

«& \What happened to the store next door?:

“The man who owned it, Reschar, came over to
my house a few weeks ago and offered to sell me
his shop and all of his merchandise. He said he
was moving to Jadenspur, something about being
humiliated in this town and can’t show his face
anywhere. Whatever his reason, | gladly took him
up on it and soon will have the best restaurant
and grocery in town.”

“Thanks! Those are great ideas. | will take them
into consideration and talk to Buzz about when
he comes back by. I will let him know you are
looking for him if he comes by. Here! Take an
apple with you. An apple a day keeps you healthy
and a healthy adventurer is a wealthy adventurer
and a wealthy adventurer is a good customer.”

Reschar is from LSJ102 Unicorns, Puppies and
Dragons. He was humiliated by a small boy and a
unicorn. Afterwards, he was constantly teased by
the other shop owners and patrons.

If someone tries a taste, continue here:

“Here, try this.” He walks to the back wall and
scoops out a scoop of a white substance into each
bowl and then dribbles an amber liquid over it
and sticks a spoon in it. “It is a new caramel
sauce to serve over the cold creamy stuff. Buzz
has been supplying the honey for the sauce and it
has really stepped it up a notch. What do you
think?”

If the PCs want to go to Half-A-Ling Bakery,
GO TO Encounter 3 (Page 7).

If the PCs want to go to the Dauntless Dolphin,
GO TO Encounter 5 (Page 9).

If the PCs want to go to the Poppyseed Herb
Shop, GO TO Encounter 6 (Page 12).

If the PCs want to go to the Temples, GO TO
Encounter 7 (Page 13).

If the PCs want to go to the Docks, GO TO
Encounter 8 (Page 14).

If the PCs have exhausted all leads, GO TO
Conclusion (Page 18).

YV VvV VY VvV V V¥V

ENCOUNTER 5 — DOLPHIN
DANCE

Yes, it is a caramel ice cream sundae. :

“So, what do you think? Do you like it? Do you
have an idea for a name? We haven’t been able to
come up with anything. As of now it is cream that
has been frozen with a honey caramel sauce, but

You find your way down to the Port District and
locate the Dauntless Dolphin. The shingle
hanging out in front of the door shows a dolphin
with a beer stein in its mouth. Bubbles are seen
to the side of the creature on the blue painted
sign.

Opening the door, you are greeted by a wall of
sound. The tavern area is right inside the door
and the bar is across the room. Adjacent to the
bar are stairs up to the rooms of the inn. On the
wall of the tavern are various parts of nautical
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equipment. Over the bar is a stern wheel, and
above the door is an astrolabe. On other portions
of the wall are belaying pins, nets, ropes with
grappling hooks and other such memorabilia.
There are about a dozen tables within the bar.
Every table in the place is filled with patrons
enjoying the newest mead on tap, courtesy of the
Dolphin’s Brewmaster, Bialtor Doogan. There
are four main groups of patrons, a group of four
humans in rugged leather armor, three dwarves
in scale mail, six elves wearing robes of various
shades and a pair of halflings with lutes. The
remainder of the tables are filled with dock hands
and sailors enjoying their lunch and the new
mead.

A loud shout comes from the table of dwarves,
“Humans finally got it somewhat right!” They
clash their mugs together, “This , mostly humans
and a couple of half-orcs is the best mead in
Amthydor!”

“Why hunt for a missing gnome when there are
kegs of great brew available? Join us while we try
to figure out the new secret ingredient.”

If the PCs talk to the elves, continue here:

«& Have you seen Buzz?:

The one elf looks up at you, “No.” The other
elves look up at you and go back to their food and
drink.

& He’s a gnome?:

“’No »

If the PCs talk to the elves, continue here:

«& Have you seen Buzz?:

The one elf looks up at you, “No.” The other
elves look up at you and go back to their food and
drink.

If the PCs talk to the dwarves, continue here:
Perception (sight) DC 10 will notice that one
of the dwarves must be really young since his
beard isn’t full. It is kind of scraggly.

«& Have you seen Buzz?:

&« He’s a gnome?:

“No »

If the PCs talk to the halflings, continue here:

«& Have you seen Buzz?:

“What’s a Buzz?” The first dwarf chortles. “I
gotta buzz, does that count?” The second dwarf
chimes in. The other dwarves laugh harder at this
and start slapping him on the back.

&« He’s a gnome?:

“Nope, haven’t seen him. Gnomes can’t hold
their liquor anyway. Why do you ask?”’

The halfling sings while strumming his lute, “We
know a buzz around the room, all about the new
brew.” The second halfling slugs him on the arm
and sings, “You silly dolt, that doesn’t rhyme.”
The first one answers back, “But I don’t have to
rhyme every time.” The second one continues
singing, “The gnome Buzz has been here, now
grab a seat and have a beer.” The first one sings,
“The gnome chatted with Bialtor, whose beer
should be on an altar.”

Perception (sight) DC 10 will notice that
several of the dwarves seem to be a bit tipsy.

Let the PCs explain why they ask and continue
here:

They will continue in this way as long as
possible.

If the PCs talk to the bartender, continue here:

«& Have you seen Buzz?

“Buzz was here earlier chatting to Brewmaster
Bialtor Doogan. Strange little fellow. Touched in
the head he is. Careful you mind your manners
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around Bialtor though, he’s a might bit stressed
right now.”

an herb shop over in the Merchants District. He
said the bees deserved a treat. ”

« \When did Buzz leave?

“Hmm let me think. ‘E came in for his morning
repast, stayed for a bit. Scared quite a few patrons
with those flying pests that follow him. He kept
saying they were friends. Bees creep me out. |
kicked him out before lunch so his bees wouldn’t
ruin the profits.”

If the PCs lie, continue here:

“Well, in that case. Leave.”

« Do you know where he went?

“Heavens no! And I don’t rightly care just so
long as he leaves the bugs at the door next time.
Check with Bialtor. He might know more, but
remember, he’s a busy man. He’s in the back
store room.”

No amount of diplomacy or money will get him to
talk.

If the PCs don’t talk to Bialtor or after either
conversation with  Bialtor, continue here.
Paraphrase as necessary:

If the PCs talk to the Bialtor, continue here:

You enter the back store room and see a large,
burly man with blonde thining hair matted with
sweat. His blonde beard has traces of grey
through it. His incredibly thick arms are covered
with scars and a tattoo of a grinning dolphin on
his left arm. He straightens up from moving a
large keg and wipes the sweat from his scarred
face. “Whew! No rest for the wicked!” he says as
he notices you. “Aye my friends I’ve no time for
idle chatter. Leave your compliments to the food
and drink with the barkeep. I've been insanely
busy ever since | opened up a keg of this new
mead I’ve been working on.”

Reentering the main room of the Dolphin, it looks
like a good old fashioned bar brawl has broken
out. The dwarves and humans seem to be the
instigators judging from the colorful epithets
about each group’s parentage. The three dwarves
are enthusiastically wrestling with the four
humans and an unarmored half orc. The sailors
and dock hands cheer the fighters on and place
bets as to who will be the winner. To make things
interesting, the elven wizards have summoned a
grease spell underneath the mass of bodies. The
Halflings are trying to play a cheery
accompaniment.

«& Have you seen Buzz?

“Why are you asking?” He says as he eyes you
suspiciously.

If the PCs tell you the reason they are looking
for them, continue here;

“Sorry about the inhospitable reaction. I am worn
out. This new mead is flying off the shelves as
fast as | can get it made. Well, in that case, Buzz
was here this morning. He has been providing me
with honey for my new mead. He is a great little
guy. He said he was going to go to the Poppyseed,

GMs Note: The Diamond Watch will show up
in 5 rounds of combat. If the PCs chose to
enter the fray, they will be apprehended by the
guards and given a fine of 10 gold pieces for
disturbing the peace unless they can
demonstrate evidence they were trying to stop
the fight. (le a tied up or restrained brawler) If
the PCs choose to stand and watch, feel free to
conduct an amusing tavern brawl narration
using the following stat blocks. The PCs may
choose to “just keep walking” and leave the
Dolphin.

For simplicities sake, each combatant has an
AC of 12, dexterity of 12, wisdom of 10 and
18 HP.
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Elven Wizards (3) will cast various amusing
combat impeding spells while all 6 laugh like
school girls. They start out with one grease
spell per caster on the first round, Reflex DC
15 then they will Daze one target each Will
DC 14. Targets they have not Dazed, they will
Flare for Will DC 14. They will leave after 3
rounds.

The dwarves (3) do not fight alone. They will
try to tag team a target in pairs in order to put
their human opponents on the ground and
break crockery on their heads. If the dwarves
manage to subdue the humans, they will
conduct a victory cheer.

The humans (4) are distinctly inebriated.
They will take a -2 to all saves. They will
attempt to fight back to back as a team,
focusing on the dwarves, but spend quite a bit
of time slipping in the grease.

Half Orc Barbarian (1) is in this for fun, he
will not rage and will both sides.

If the PCs stick around and join in, continue
here:

» If the PCs want to go to the Temples, GO TO
Encounter 7 (Page 13).

» If the PCs want to go to the Docks, GO TO
Encounter 8 (Page 14).

» If the PCs have exhausted all leads, GO TO
Conclusion (Page 18).

ENCOUNTER 6 — POPPIES,
POPPIES, POPPIES

It’s swelteringly hot as you walk through the
throngs of people in the Merchant District with
the sun beating down. You hear the same talk, the
same haggling in the street. Finally you approach
a herbalist shop with an old tattered wooden sign
named “The Poppyseed” that matches the
description Brewmaster Bialtor gave you. The
front window of the shop covered in dirt and
cobwebs while the door has a broken pane of
glassin it.

Just when things are getting fun, the Diamond
Watch comes in and breaks up the party.
Everyone is lined up and fined 10 gold for
disturbing the peace.

If the PCs can prove they were trying to break
up the fight (someone bound, subdual damage,
etc.), they will be released with no fine. If they
succeed on a Diplomacy DC 15+ATL, the
fine will be reduced to five gold.

> If the PCs want to go to Half-A-Ling Bakery,
GO TO Encounter 3 (Page 7).

> If the PCs want to go see the grocer, Alek
Grunwald, GO TO Encounter 4 (Page 8).

» If the PCs want to go to the Poppyseed Herb
Shop, GO TO Encounter 6 (Page 12).

If the PCs decide to look around the outside of
the shop looks as old and ratty as its sign. A
Perception (sight) DC15+ATL or Survival
(track) DC 10+ATL check will identify a
smaller set of footprints into the store that look
a few hours old. Also, the PCs will be able to
deduce that the rock was thrown recently from
the street from direction of glass shatter.

Entering the Poppyseed is much less seedy
looking on the inside compared to its exterior.
There are shelves upon shelves of herbs, poultices
and the tools of the trade. An elf stands behind
the counter. He is an aged elf with grey hair, a
heavily wrinkled face and a distant look to his
eyes. His hands grip a staff so tightly that his
knuckles are white. There is a young male half elf
cleaning up the remnants of the broken window
on the interior. He has swept most of the glass
and the rock into a basket. The half elf looks up,
his left eye mostly swollen shut, “Look, we
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already paid you the protection money. Please,
just leave.”

«& \What protection money?

The old elf speaks for the first time, his voice is
crackly, “Thank you. Please, come again.”

“There’s a group calling themselves Humans for
Amthydor. Since we aren’t human, the only way
we can stay in business is by paying them. ”

If the PCs have been to the docks and tell the elf
and half elf this, continue here:

“That is a relief though | imagine there will be
more of them. Racism seems to breed more
racism.” the half elf says, “My name is Maldor
and this is my grandfather, Stallandar. We’ve
been in the herbal business for over three
hundred years. How can we help you?”

& Have you seen Buzz?

“Buzz was here about an hour or so ago. He
bought some of our summer sweet flowers for his
bees. He left and the attack started a couple of
minutes later. Those hooligans are bleeding us
dry. I don’t know how we will ever be able to fix
the outside of the shop.”

Perception (sight) DC10+ATL will reveal
Stallandar has been beaten as well as Maldor.

Heal DC10+ATL will reveal Stallandar has been
beaten and is pretty badly hurt. It will take at least
2 cure light wounds to heal him full. Maldor isn’t
as badly hurt and a Heal DC 15 will take care of
his pain.

« \Who did this?

If the PCs want to go to Half-A-Ling Bakery,
GO TO Encounter 3 (Page 7).

If the PCs want to go see the grocer, Alek
Grunwald, GO TO Encounter 4 (Page 8).

If the PCs want to go to the Dauntless Dolphin,
GO TO Encounter 5 (Page 9).

If the PCs want to go to the Temples, GO TO
Encounter 7 (Page 13).

If the PCs want to go to the Docks, GO TO
Encounter 8 (Page 14).

If the PCs have exhausted all leads, GO TO
Conclusion (Page 18).

YV Vv VY V VY V¥V

ENCOUNTER 7 — OH GNOME,
WHERE ART THOU?

You arrive in the Temples District and see fifteen
different buildings with holy symbols, clerics,
acolytes and patrons milling in and out. Where do
you begin?

“It was a group of five or six humans. I didn’t
catch any names.”

If the PCs help fix up the outside, give them the
Helped When Down cert.

& Did Buzz say where he was going?

Give the PCs Players Handout 3
To make this easier for the GM, see GM Aid 1

When the PCs go to the Temple of Meneon,
continue here:

“He said something about going to the grocer.”

When the PCs are done, continue here:

The Moonlight Pavilion resides in the rear of the
Temple District. Its stone and wood construction
is as black as its roof, though atop the building is
a glass dome to see into the sky. During the night,
pinpoints of light can be seen along the black
temple walls, simulating the hot stars on the black
ribbon of space. The dome is alight in white, a
beacon for the moon to look down upon.
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Upon entering, a tall, lanky man with thinning
black hair and bright, alert black eyes greets you,
“Welcome to the Moonlight Pavilion, the home of
the worship of Meneon. I am Brother Nealon.
How may I assist you today?”’

«& Have you seen Buzz?

“Ah, young Master Buzz. Why yes, he is here. He
said his bees have been grieving over the loss of
one of their brethren, Hebert was its name, I
believe he said. He said he was looking for peace
and solace for himself and his bees. He was also
looking for the ability to forgive Buttercup, the
horse who killed his bee.” Brother Nealon shakes
his head, “I know you think it sounds silly, if not
outright insane to go on about a bug like that and
so did I until I looked into his eyes. He seemed so
sincere and sad. My heart went out to the little
guy. | took him to one of the chambers and
discussed it with him. I left him to meditate to
find his final answers. He should still be in there.
It was only twenty minutes or so ago that | left
him.”

Brother Nealon leads you through the temple.
The temple is a collage of white and black that
has a soothing effect on all your senses. There
are four main chambers, each dedicated to a
phase of the moon. The chamber directly after
the entry foyer is The Hall of the New Moon. The
room is completely black with the only light
coming from candles placed all around. There
are hallways leading out to the left and right,
each going to its own Hall of the Half Moon.
Here, the rooms are painted in shades of gray.
Shadows are accentuated with large statues and
other totems to Meneon. The final room, which
also leads from the Hall of the New Moon, is the
Hall of the Full Moon. This room is done up
completely in white. Lights shine from every
direction driving away all possible shadows.
Looking to the ceiling you see through the glass
dome the day lit sky that must turn to night and
grace this room.

Brother Nealon stops, “I tried to put him in the
Hall of New Moon, but he said he was afraid of

the dark so | put him in here. | ask you remain
quite so that we don’t disturb his meditations.” As
you enter the room, you see a white cushion on
the ground in front of an altar to Meneon with a
jar of honey setting on the cushion. “Well, 1
guess he has found peace faster than most of our
priests would be able to. I’'m so sorry that he has
left.” He escorts you back to the main doors,
“Good luck in your quest and may Meneon’s
light shine upon you as your travel your darkened
path.”

If the PCs want to go to Half-A-Ling Bakery,
GO TO Encounter 3 (Page 7).

If the PCs want to go see the grocer, Alek
Grunwald, GO TO Encounter 4 (Page 8).

If the PCs want to go to the Dauntless Dolphin,
GO TO Encounter 5 (Page 9).

If the PCs want to go to the Poppyseed Herb
Shop, GO TO Encounter 6 (Page 12).

If the PCs want to go to the Temples, GO TO
Encounter 7 (Page 13).

If the PCs want to go to the Docks, GO TO
Encounter 8 (Page 14).

If the PCs have exhausted all leads, GO TO
Conclusion (Page 18).

YV Vv YV VvV V V VYV

ENCOUNTER 8 — DOWN IN
THE DOCKS

The docks of Amthydor are extremely busy with
porters bustling back and forth carrying crates
and bags to and from ships sitting at the various
docks. It’s going to be hard to find a gnome in
this area. Needles in haystacks would be easier to
find.

Perception (sight) Highest Number will spot a
gnome 40 feet ahead of the PCs, continue here:

You spot a gnome about 40 feet ahead of you. He
turns a corner and is gone from your sight.
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Presumably, the PCs will follow. Continue here:

As you turn the corner, there is no gnome in
sight, but there are (2 rogues, 1 fighters x PC +2
additional fighters and possibly a sorcerer)
humans standing in the street. “Nice to see ya.
Glad you could join us. You’ve been associating
with knee biters and tree huggers. You were
warned to leave town. Too late now. Only humans
belong in Amthydor, not tree huggers, pig men,
knee biters and dirt munchers.”

GM Note: There are two rogues and a sorcerer
depending on ATL. The rest are fighters. At
the first sign that they are losing, the rogues
and sorcerer will flee, only to be rounded up
by the Diamond Watch. The fighters will run
in, but not charge. They have been riled up by
the rogues and just want to beat on someone.

If the party is getting defeated, the Diamond
Watch will appear to stop the fight. Continue
below.

ATL1

¥ 2 Human Rogues (level 3)

CN Medium (6 ft. tall)

Init +8 (Improved Initiative and Dex)

AC 17, touch 15, flat-footed 12; (+2 Armor)

hp 21 (3d8+0)

Fort +1, Ref +7, Will +3

Spd 30 ft.

Melee Rapier +6, (1d6+0) (18-20, X2) Sneak
Attack 2d6

Ranged Long Bow, +6, (1d8+0)

Space 5 ft.; Reach 5 ft.

Str 10, Dex 18, Con 10, Int 12, Wis 14, Cha 10
Base Atk +2 CMB +2; CMD 16

Feats Dodge, Mobility, Rogue Talent (Finesse
Rogue), Improved Initiative

Skills + 10 Acrobatics, +5 Appraise, +6 Bluff, +6
Diplomacy, +10 Disable Device, +5 Disguise, +9
Escape Artist, +6 Intimidate, +6 Knowledge
(Dungeoneering), +8 Knowledge (Local), +6
Linguistics, +8 Perception, +6 Sense Motive, +8
Sleight of Hand, + 10 Stealth, +4 Use Magic
Device

Languages Common

Gear Leather Armor (+2 to AC)

Human Fighters as needed

CN Medium (6 ft. tall)

Init +2 (Dex);

AC 15, touch 10, flat-footed 15; (+5 armor)

hp 24 (2d10+4)

Fort +5, Ref +0, Will +0

Defense Abilities undead traits; DR 5/slashing;
Immune nil; SR nil

Spd 30 ft.

Melee Long Sword +6, (1d8+3) (19-20, X2)
Ranged Dagger, +4, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 16, Dex 14, Con 14, Int 10, Wis 10, Cha 10
Base Atk +2; CMB +5; CMD 17

Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack,Cleave

Skills +5 Survival,+5 Knowledge (dungeoneering)
Languages Common

Gear Scale Mail (+5 to AC)
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ATL 3

¥ 2 Human Rogues (level 5)

CN Medium (6 ft. tall)

Init +8 (Improved Initiative and Dex)

AC 17, touch 15, flat-footed 12; (+2 Armor)

hp 31 (5d8+0)

Fort +1, Ref +8, Will +3

Spd 30 ft.

Melee Rapier +7, (1d6+0) (18-20, X2) Sneak
Attack 3d6

Ranged Long Bow, +7, (1d8+0)

Space 5 ft.; Reach 5 ft.

Str 11, Dex 18, Con 10, Int 12, Wis 14, Cha 10
Base Atk +4 CMB +4; CMD 18

Feats Dodge, Mobility, Rogue Talent (Finesse
Rogue), Improved Initiative, Uncanny Dodge,
Rogue Talent (Stand Up), Combat Reflexes
Skills + 12 Acrobatics, +5 Appraise, +6 Bluff, +6
Diplomacy, +12 Disable Device, +7 Disguise, +11
Escape Artist, +6 Intimidate, +6 Knowledge
(Dungeoneering), +8 Knowledge (Local), +6
Linguistics, +10 Perception, +10 Sense Motive,
+10 Sleight of Hand, + 12 Stealth, +6 Use Magic
Device

Languages Common

Gear Leather Armor (+2)

Y Human Fighters as needed

CN Medium (6 ft. tall)

Init +2 (Dex)

AC 19, touch 12, flat-footed 18; (+7 armor, +1
dex)

hp 34 (4d10)

Fort +4, Ref +3, Will +3 (+4 vs. Fear)

Spd 30 ft.

Melee Long Sword +8, (1d8+5) (19-20, X2)
Ranged Dagger, +6, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 17, Dex 14, Con 11, Int 11, Wis 11, Cha 12
Base Atk +4; CMB +7; CMD 19

Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack, Cleave, Iron Will, Weapon
Specialization Long Sword

Skills +5 Survival,+5 Knowledge (dungeoneering),
+5 Intimidate

Languages Common

Gear Banded Mail (+7 to AC)

Human Sorcerer (level 5)

CN Medium (6 ft. tall)

Init +2 (Dex);

AC 12 (With Shield, 16), touch 12, flat-footed 10
(With shield 14);

hp 29 (5d6+5)

Fort +4, Ref +4, Will +6

Spd 30 ft.

Melee Staff +2, 1d6 (x2)

Ranged Dagger, +4, (1d4)

Space 5 ft.; Reach 5 ft.

Str 10, Dex 14, Con 12, Int 12, Wis 12, Cha 19
Base Atk +2; CMB +2; CMD 14

Feats Combat Casting, Dodge, Eschew Materials,
Mobility

Skills +8 BIluff, +9 Intimidate, +7 Knowledge
(Planes), +7 Knowledge (Arcana), +7 Spellcraft
Languages Common

Gear Staff, robes

Spells DC-14/15/16/17/18

6-0 Level-Daze, Detect Magic, Flare,
Prestidigitation, Acid Splash, Read Magic

5 Spells Known, Cast 7-1* level-Shield (precast),
Grease, Shocking Grasp, Magic Missile, Ray of
Enfeeblement, Bonus Spell-Burning Hands

3 Spells Known, Cast 4-2" Level-Touch of
Idiocy, Eagle’s Splendor, Mirror Image, Bonus
Spell-Scorching Ray

Abilities: Elemental Ray (Electricity) Usable 7
times a day, 1d6+2, Energy Resistance Electricity
10
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ATLS

¥ 2 Human Rogues (level 7)

CN Medium (6 ft. tall)

Init +8 (Improved Initiative and Dex)

AC 18, touch 15, flat-footed 12; (+2 Armor)

hp 55 (7d8+14)

Fort +4, Ref +9, Will +4

Spd 30 ft.

Melee Rapier +9, (1d6+0) (18-20, X2) Sneak
Attack 4d6

Ranged Long Bow, +9, (1d8+0)

Space 5 ft.; Reach 5 ft.

Str 11, Dex 18, Con 14, Int 12, Wis 14, Cha 10
Base Atk +5 CMB +9; CMD 19

Feats Dodge, Mobility, Rogue Talent (Finesse
Rogue), Improved Initiative, Uncanny Dodge,
Rogue Talent (Stand Up), Combat Reflexes, Rogue
Talent (Bleed), Agile Maneuvers

Skills + 14 Acrobatics, +5 Appraise, +8 Bluff, +8
Diplomacy, +14 Disable Device, +7 Disguise, +14
Escape Artist, +6 Intimidate, +6 Knowledge
(Dungeoneering), +8 Knowledge (Local), +6
Linguistics, +12 Perception, +10 Sense Motive,
+10 Sleight of Hand, + 14 Stealth, +9 Use Magic
Device

Languages Common

Gear Studded Leather Armor (+3)

¥ Human Fighters as needed

CN Medium (6 ft. tall)

Init +2 (Dex)

AC 19, touch 12, flat-footed 18; (+7 armor +1
shield+1 dex)

hp 60 (6d10+12)

Fort +7, Ref +4, Will +4 (+6 vs. Fear)

Spd 30 ft.

Melee Long Sword +11/+6, (1d8+6) (19-20, X2)
Ranged Dagger, +8, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 17, Dex 14, Con 14, Int 10, Wis 10, Cha 10
Base Atk +6/+1; CMB +9; CMD 21

Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack, Cleave, Iron Will, Weapon
Specialization Long Sword, Combat Reflexes,
Great Cleave

Skills +6 Survival,+5 Knowledge (dungeoneering),
+6 Intimidate,

Languages Common

Gear Banded Mail (+7 to AC), Light Steel Shield
(+1to AC),

Human Sorcerer (level 7)

CN Medium (6 ft. tall)

Init +2 (Dex);

AC 12 (With Shield, 18), touch 14, flat-footed 10
(With shield 14);

hp 46 (7d6+14)

Fort +5, Ref +5, Will +6

Spd 30 ft.

Melee Staff +3, 1d6 (x2)

Ranged Dagger, +4, (1d4)

Space 5 ft.; Reach 5 ft.

Str 10, Dex 14, Con 14, Int 12, Wis 12, Cha 19
Base Atk +3; CMB +3; CMD 15

Feats Combat Casting, Dodge, Eschew Materials,
Mobility, Cast on the Run, Great Fortitude

Skills +8 BIluff, +9 Intimidate, +8 Knowledge
(Planes), +8 Knowledge (Arcana), +8 Spellcraft
Languages Common

Gear Staff, robes

Spells DC-14/15/16/17/18

5-0 Level-Daze, Detect
Prestidigitation, Acid Splash,
6 Spells Known, Cast 7-1% level-Shield, Grease,
Shocking Grasp, Magic Missile, Ray of
Enfeeblement, Bonus Spell-Shocking Hands (As
Burning Hands)

3 Spells Known, Cast 7-2" Level-Touch of
Idiocy, Eagle’s Splendor, Mirror Image, Bonus
Spell-Electric Ray (As Scorching Ray),

3 Spells Known, Cast 5,-3" Level-
Clairaudience/Clairvoyance, Lightning Ball (As
Fireball), Haste, Bonus Spell-Protection from
Energy

Abilities: Elemental Ray (Electricity) Usable 7
times a day, 1d6+4, Energy Resistance Electricity
10

Magic,  Flare,
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After 6 rounds or when the last human falls and
none of the bad guys got away, continue here:

The Diamond Watch’s Port Patrol comes running
up and stop any fighting. A sergeant steps
forward, “Alright. What’s going on here?”

Let the PCs explain what happened and continue
here:

> If the PCs have exhausted all leads, GO TO
Conclusion (Page 18).

CONCLUSION

“Well, thanks for dealing with this rabble. We
keep rounding ‘em up, but they keep coming
back. As a matter of fact, we were down the street
at the Dragon Flagon arresting a group who were
attacking a group of dwarves who brought in a
shipment of iron ore. We’ll deal with them from
here. Have a good day.”

Having exhausted every lead, you head back to
Lucktopper. Opening the door to the shop, you
see two gnomes sitting on a box eating biscuits
coated in honey. “Hey there! Thanks for finding
Buzz. ”»

&« |s this Buzz?

If any of the bad guys ran away, continue here:

“Yep, I’'m Buzz. Actually, I'm Buzuciam
Agnastociam Haluciam Sniftensnap. My friends
call me Buzz. 1 like bees. | heard there were some
adventurers looking for me. | figured | was
supposed to be somewhere so | came here to see if
Lucktopper knew where | was supposed to be. He
did.”

“Well, well, well. Lookie what we have here boys.
It looks like we found these guys’ buddies. 1s it
our lucky day or what?” A sergeant of the
Diamond Watch approaches with the humans
who fled your fight in irons. “Thanks for dealing
with this rabble. We keep rounding ‘em up, but
they keep coming back. As a matter of fact, we
were down the street at the Dragon Flagon
arresting a group there who were attacking a
group of dwarves who brought in a shipment of
iron ore. We’ll deal with them from here. Have a
good day.”

& Hey! What about my nose?

“Looks great to me!” He grins, “I kid because 1
love. Here, try this. It should work. Just rub it
on.” He says while handing you a tube of
ointment and taking a couple of steps back.

After you rub the ointment on your nose, your
feel a burning sensation immediately.

Due to the fight and the cobblestone streets, it is
impossible to track the gnome.

> If the PCs want to go to Half-A-Ling Bakery,
GO TO Encounter 3 (Page 7).

> If the PCs want to go see the grocer, Alek
Grunwald, GO TO Encounter 4 (Page 8).

» If the PCs want to go to the Dauntless Dolphin,
GO TO Encounter 5 (Page 9).

» If the PCs want to go to the Poppyseed Herb
Shop, GO TO Encounter 6 (Page 12).

Have the PC make a new Fortitude save, DC
5+ATL. If successful, continue here.

If unsuccessful, continue here:

“Sorry about that mate,” Lucktopper says
through gritted teeth. “Not sure what I can do
about it, but keep in touch. I’ll see what I can
do.” He ducks behind a large box, “In the
meantime, | recommend getting acquainted with
some makeup. It might help.”

& Hey! What about my test results condition?

“Alright, try this.” He says while handing you a
cup with a disgusting looking orange liquid in it.
“Well, drink up!”
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You expect the worse, but it turns out to taste
remarkably good, like oranges, lemons and
honey. You feel a slight burning sensation in
your stomach, but it passes quickly. Looking in a
mirror Lucktopper hands you, you find that you
are completely back to normal.

Lucktopper looks you over, “Huh, it worked. It
was a new concoction and I wasn’t sure it would
come out completely right, but it did. Yeah me!”
He jumps up and high fives himself.

The bag contains 10 gp X ATL and a magic item
from the certs.

EPILOGUE

After the question, continue here:

A week after you work for the gnome is finished,
you receive a note. The dark red letters broadcast
their message, loud and clear.

“You messed up. We don’t like it when your kind
interfere with our mission. Remember, we know
who you are and where you live. Good luck.”

The letter is signed Humans for Amthydor.

“Thanks for finding him. Here is your payment.”
Lucktopper tells you as he hands each of you a
bag. “DI’ve included some of my products that
didn’t work quite the way I wanted. I hope they’ll
work for you.”

Heal DC10 will reveal that it is written in blood.
THuUS ENDS “RUNAROUND”

TIME UNIT COST:5TU
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EXPERIENCE POINT SUMMARY

Total the XP earned from the following:

ATL1 ATL3  ATLS
Module Experience 600 850 1200
Bor]us 1: Someone volunteered to be test 50 50 100
subject
Bonus 2: Assisted the elves at Poppyseed 50 50 100
Herb Shop with repairs to the shop.
Roleplaying XP Bonus 50 50 100
Maximum Possible XP 750 1000 1500

Experience earned is based on the Average Table Level (ATL), and no PC received experience greater
than the ATL at which the adventure was run. However, the maximum experience a specific PC can earn
is also limited to the next higher ATL above his “personal ATL” level (his character level rounded up to
the nearest odd number). For example: a 3rd level PC plays at the same table with high-level players and
the group comes out to be an ATL 9. The maximum amount of experience the 3rd level PC can earn
would be based on ATL 5, but a 6th level PC (personal ATL 7) would earn XP based on ATL 9. With
such a disparaging range of experience earned from 1st all the way to 19th levels, this is the only way to
make sure that low-level PCs don't earn experience too quickly.
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TREASURE SUMMARY

Treasure earned (other than gold) is based on the
PCs Average Table Level that experience was
earned at, not the Average Table Level (ATL) at
which the PC played. See example under
experience for further explanation.

Encounter 2A

Test Subject (3)

You have voluntarily agreed to be a test subject for
a Lucktopper Brandywine experiment. You have
signed the legally binding agreement of your own
free will. At this time, there are no further
problems. However, this act of volunteering may
have repercussions in a future adventure. And you
thought it was over and done with. Guess you were
wrong on that one.

Value 0 Tradable No
Caster Level N/A Rarity Uncommon
Legality Legal Real Value 0

Encounter 6:

Helped When Down (one for each player):

For your efforts in bringing the Poppyseed Herb
Shop to its former glory, the shop owners, Maldor
and Stallandar have provided you with a salve that
can heal 2d6 points of damage. It has three doses
in it.

Value 100 Tradable Yes
Caster Level 6 Rarity Common
Legality Legal Real Value 0

Conclusion:

The Nose Glows

You were the victim of a failed Lucktopper
Brandywine experiment. While your nose has
returned to its original shape and size, it has an
added feature. Your nose glows red, bright, bright
red. As a free action, three times daily, you can
sgueeze your nose to make the glowing increase to
the level of a Light spell. The glowing nose also
gives you a +5 bonus to Perform (acting) or
(comedy). However, it gives you a

-10 penalty on any Stealth (hiding) checks. There
is also a -5 penalty to Diplomacy except when
dealing with halflings, gnomes or small children.
Value 0 Tradable No

Caster Level 6 Rarity Uncommon

Legality Legal Real Value 0

Ever Full Pie Tin

This pie tin takes one round to refill with a coconut
custard or lemon cream pier. When thrown in
someone’s face, (successful touch attack) blinds
him for one round while they clear the pie from his
eyes. The pie is quite delicious.

Value 500 Tradable Yes
Caster Level 6 Rarity Uncommon
Legality Legal Real Value 0

Bottle of Wonder

This small blue bottle contains a liquid that
produces on of the ten results below. All effects are
on the person who drinks it.

1 Cure Light Wounds

2 Burping-last for 10 rounds

3 Cure Moderate Wounds

4 Deeper Sleep-last 6 rounds or until awakened

5 Invisibility

6 Glowing and flashing-the drinker glows bright
green and flashes on and off every round. It lasts 6
rounds.

7 Detect Magic-lasts 6 rounds

8 Skin turns blue-lasts 6 rounds. -2 on all Charisma
checks

9 Detect Thoughts-lasts 6 rounds

10 Feet grow 12 inches-lasts 6 rounds, -4 on all

Dexterity checks.

Value 500 Tradable Yes
Caster Level 6 Rarity Uncommon
Legality Legal Real Value 0

Ring of Spelling

This small silver and ruby ring grants the wearer
perfect grammar and spelling in any language the
wearer knows. It will automatically correct
spelling errors or grammar in any written form
while being worn.

Value 500 Tradable Yes
Caster Level 6 Rarity Uncommon
Legality Legal Real Value 0

Frying Pan of Exquisite Fish

This fourteen inch cast iron skillet produces
perfectly cooked fish, regardless of what food is
put in it. If the item is edible, it will be turned into
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a delicious, perfectly cooked fish. The pan also
doubles as a +1 club.

Value 500 Tradable Yes
Caster Level 6 Rarity Uncommon
Legality Legal Real Value 0

Bunny Ears of Hearing

These two foot long white rabbit ears are attached
to a band that goes across the top of the wearer’s
head. These ears, when worn for 24 continuous
hours, grant a +10 on Perception (Listen) checks.
These ridiculous ears give the wearer a -2 charisma
check when dealing with anyone other than
gnomes and halflings.

Value 500 Tradable Yes
Caster Level 6 Rarity Uncommon
Legality Legal Real Value 0
Boots of Height

These black leather shiny boots provide the wearer
an additional 2 inches of height when worn. When
the activation words, banana nose, are said while
the boots are being worn, the heels continue to
grow to a top height of ten feet. Stop the growth
prior to this, the wearer has to say, ananab. If
allowed to grow to the full height, handles extend
from the sides of the boots allowing the wearer to
have something to grip to maintain balance.

Value 500 Tradable Yes
Caster Level 6 Rarity Uncommon
Legality Legal Real Value 0
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PLAYER’S HANDOUT #1

Stop! Don’t even touch this! Actually, if
you have read this far, you are already
Infected!

Sorry about that. I tried to warn you. Not
my fault you read/touched this.

Report immediately to Lucktopper’s
Games and Stuff to receive the antidote.

Don’t walk, run! This will prevent you
from having your nose continuously grow
3-6 inches every hour!

Don’t delay! Come now!

Lucktopper’s Games and Stuff
Located off of Merchant’s Way
Open daily whenever we feel like it
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PLAYER’S HANDOUT #2

I, , (the Releasor) do hereby release
Lucktopper Brandywine and all associated businesses from any liability that may occur from the
testing of the new items. | also understand that | am not to discuss any information from the
testing of these products up to and including the results, both good and bad.

For good and valuable, the receipt of which is hereby acknowledged, I, the releasor, release
Lucktopper Brandywine and all associated businesses (the Releasee) for any and all claims |
may have against the releasee up to the date of the signing of this release relating to or arising
from the testing of this product:

Up to three names can be placed on this document as Releasor.

Payment will be per test completed satisfactorily.

Releasor

Releasor

Releasor

Releasee

Witness Witness
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PLAYER’S HANDOUT #3

TEMPLES

SHRINES

Greater Goddess of Life, fertility,
prosperity, motherhood, birth,
athletics, sports, fitness, adventure,

Plants, wilderness, forests,

Ardra daring, good Ayla trees, landforms, druids
Animals, habitats, territory,
Magic, runes, spellcastins, arcane hunting, trailblazing,
Emerys study, wizards, sorcerers Brianna journeys, rangers
Water, purification,
Guardians, defenders, watchfulness, cleansing, rain, bodies of
Galvandt valor, strategy, tactics, courage. Cyrene water, aquatic life
Knowledge, education,
quests, lore, research,
Nobles, divine right of noble rule, exploration, travel, fate,
Hyperion chivalry Destine destiny, prophesy, writing
Wealth, jewels, merchants, Desire, lust, temptation,
commerce, thieves, misers, malice, intrigue, pain,
Lucor gambling, gem cutting, roads Dymora passion, secrets, infernals.
Creative art, music, theater,
poetry, dance, performance,
Peace, peaceful death, calm, the artisans, bards,
Meneon moon, grieving, emotional healing Glissande communication, revelry
Tricksters, pranks, humor,
Law, justice, honor, honesty, luck, illusion, agility, chaos,
Peliron judgment, paladins lludra lies, rogues, wit
Crafts, smithing, tradesman,
invention, discipline,
Sorena Sun, light, royalty, clarity, truth Kalek engineering, jewelry making
Earth, mountains, caves,
stone, metal, mining,
precious metals, cleansing,
Lohm earthquakes, underground
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GM PLAY AID #1

TEMPLES

Response to Have you seen Buzz?

Greater Goddess of Life, fertility,
prosperity, motherhood, birth,
athletics, sports, fitness, adventure,

A somewhat bedraggled and tired looking human
woman tells you, "I'm terribly sorry. We are quite

Ardra daring, good busy. We haven't had a gnome here for days."
A charming human male smiles at you and says, "Why
no, we haven't had a gnome today. They tend to study
Magic, runes, spellcasting, arcane illusion magic, so he might have been here, but we
Emerys study, wizards, sorcerers wouldn't know it in that case, right?"
Guardians, defenders, watchfulness, | A very stern middle age human male in full plate mail
Galvandt valor, strategy, tactics, courage. states, "No." and continues his patrol.
A pristinely dressed human woman in expensive, blue
robes proclaims rather haughtily, "No. The only
Nobles, divine right of noble rule, gnomes welcome here are from House Krimpach and
Hyperion chivalry none of them are named Buzz."
A young human male in silver and gold chain mail
Wealth, jewels, merchants, informs you, "Terribly sorry, but we haven't had any
commerce, thieves, misers, gnomes for services in several days. Would you like to
Lucor gambling, gem cutting, roads make a donation to the church of Lucor?"
Peace, peaceful death, calm, the
Meneon moon, grieving, emotional healing Go to encounter 7
A human male in full plate mail on it says, "Sorry, no.
I can honestly say we don't get many gnome
worshippers here. It kind of goes against their nature
with the strictness of the church of Peliron. If this is
Law, justice, honor, honesty, the gnome, | think it is, you can usually spot him by
Peliron judgment, paladins the bees that follow him everywhere."
A half orc male in full plate male with a sun
emblazoned on the breast plate says, "Sorry. No
gnomes here named Buzz. Perhaps you should try the
temple of Kalek. Gnomes tend to tinker and Kalek
Sorena Sun, light, royalty, clarity, truth tends to favor that."
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GM PLAY AID #1 Continued

SHRINES

Response to Have you seen Buzz?

Plants, wilderness, forests, trees,

A human male with a very peaceful look and a large snake
following him says, “No man. No gnomes here. If I see him
and think of it, I’ll tell him some adventurers were looking

Ayla landforms, druids for him.”
A halfling male with a bow on his back looks you over and
Animals, habitats, territory, hunting, says, "Sorry. No gnomes here. They do like burrowing
Brianna trailblazing, journeys, rangers critters, but we don't have any of those here today."
A sea elf male greets you, "Terribly sorry, but no gnomes
Water, purification, cleansing, rain, here today. I'll keep my ears open if | hear anything and will
Cyrene bodies of water, aquatic life let you know."
Knowledge, education, quests, lore, A half-orc male wearing robes meets you at the door to the
research, exploration, travel, fate, temple, "No gnomes here. Their quests do not tend to lead
Destine destiny, prophesy, writing them to Destine."
A tiefling male in tight black leather pants and a net shirt
Desire, lust, temptation, malice, informs you, "Dreadfully sorry, but no gnomes here
intrigue, pain, passion, secrets, matching that description. Is there anything special about
Dymora infernals. him | should know?"
A blonde human woman explains, "Sorry no. I've only seen
one gnome here today and he's with a travelling show of
Creative art, music, theater, poetry, 'How Crazy is Love', which is playing nightly at the Jewel
dance, performance, artisans, bards, Theater just off the Nobles District starting at 7 bells for the
Glissande communication, revelry next two weeks."
A half elf wearing chain is leaving the shrine as you
Tricksters, pranks, humor, luck, approach, "A gnome named Buzz. Seriously? No. Now, run
Illudra illusion, agility, chaos, lies, rogues, wit | along and stop keeping me from important things."
A human male in a leather apron answers you, "No, not
today. Though there is one that comes here every couple of
weeks for a jewelry making class that we teach. His name is
Arnal Pintelcushion, not Buzz. If you are interested in the
Crafts, smithing, tradesman, invention, | jewelry making class, we can sign you up for it, but we do
Kalek discipline, engineering, jewelry making | ask that you bring your own gold and gems."
A dwarf with a large warhammer strapped to his back
Earth, mountains, caves, stone, metal, answers you, "The only gnome I've seen today was Maynerd
mining, precious metals, cleansing, Wigglebottom. No Buzz's here. If he's the gnome I think he
Lohm earthquakes, underground is, look for trouble. He'll be nearby."
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CRITICAL EVENT SUMMARY: RUNAROUND

Convention: Date:
Do Not Return After _11-30-12

List questions that ask what PCs did at critical plot points. A sample follows:

1. Did any of the PCs become test subjects? If so, what are their name and their characters
name? An email address would be helpful also.

Subject 1 Character Name:
Player Name:
Email Address:

Subject 2 Character Name:
Player Name:
Email Address:

Subject 3 Character Name:
Player Name:
Email Address:

2. What did the PCs come up with for a name for the new concoction at Grunwald’s Grocery?

3. Did the PCs help the elves at Poppyseed Herbs?

Yes No

Return this form to: Nancy Clark, 300 Indiana Avenue, Pendleton, IN 46064, or by e-mail to Isj-
modsummary@theshiningjewel.com.
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Please send completed form
to: Eric V. Clark,

300 Indiana Avenue
Pendleton, IN 46064, or
Isj-roster@theshiningjewel.com.

ROSTER OF HEROES: RUNARQUND

Player Name:

Convention:

Judge:

Date:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Hero's Stats: Str_ Dex

Special items or comments:

__Con__Int___ Wis___ Cha

Leveled: _ Lostlevel(s): _ Dead: __ Outof Play:__ Future Events: ___ Author Future Events:

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str _ Dex

Con___Int__ Wis__ Cha

Leveled:  Lostlevel(s):  Dead: _ Outof Play: __ Future Events: __ Author Future Events:

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Class:

Level:

Special items or comments:

Hero's Stats: Str_~ Dex

Con___ Int__ Wis___ Cha

Leveled:  Lostlevel(s):  Dead:  Outof Play: _ Future Events: __ Author Future Events:

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str_~ Dex

Con___ Int_ Wis___ Cha

Leveled:  Lostlevel(s):  Dead:  Outof Play: _ Future Events: __ Author Future Events:

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str _~ Dex

Con___ Int__ Wis___ Cha

Leveled:  Lostlevel(s):  Dead:  Outof Play: _ Future Events: __ Author Future Events:

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str _~ Dex

Con__ Int__ Wis___ Cha

Leveled: __ Lostlevel(s): _ Dead: ___ Outof Play:__ Future Events: ___ Author Future Events:
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Wclcomc tothe]| 5 J ShoPPing 5Prccl

Enclosed in this package is all you need to use the
Shopping Spree.

What to Print

Please print out the Shopping Spree cert file. Each
character gets one and only one cert per adventure to
make their purchases. Please destroy any unused certs.

Gcncral Kulcs

Each player may purchase up to four items per
adventure, all listed on a single cert.

All unused slots on the cert must be crossed out at the
time of purchase.

Exception: A player with a cohort who is playing in that
adventure may purchase up to an additional four items
for the cohort, all on a second cert.

In game time terms, Shopping Spree purchases may
only take place before or after an adventure.

No items may be purchased during an adventure, nor
may any be added to a purchase completed before an
adventure.

E.g.: The party runs into some lycanthropes and has no
silver weapons. They decide at that time that they had
bought silversheen using the Shopping Spree. Sorry,
that isn’t happening. Deny the purchase until after the
module is over.

What Can Bc Furchased

The following may be purchased from Pathfinder RPG
Core Rulebook.

Scrolls are available for the following Arcane/Divine
Spells. Prices are listed for (Arcane)/(Divine). NA in
the listing means the spell is not available as that type of
scroll.

All potions and scrolls available for purchase are at
minimum caster level.

Available Potions / Scrolls Pri:cerg\”/ D P;:i'g:
Cure light wounds (potion) 50/25 50
Endure elements (potion) NA /25 50
Mage armor (potion) NA / NA 50
Magic fang (potion) NA /25 50
Magic weapon (oil) NA /25 50
Protection from XX* (potion) NA /25 50
Remove fear (potion) NA /25 50
Bless weapon (oil) NA /100 100
Silversheen (oil) NA 250
Aid (potion) NA 300
Cure moderate wounds 200/ 150 300
(potion)

Darkvision (potion) NA /375 300

Delay poison (potion) 200/ 150 300

Lesser restoration (potion) NA /150 300

Remove paralysis (potion) NA /150 300

Resist energy 10** (potion) NA /150 300

Cure serious wounds (potion) | 525/ 375 750

Magic circle against XX* NA /375 750

(potion)

Neutralize poison (potion) 1000/ 375 750

Remove blindness/deafness NA /375 750

(potion)

Remove curse (potion) NA /375 750

Remove disease (potion) NA /375 750

Water breathing (potion) NA /375 750

Dispel Magic (scroll)*** NA /375 NA

Hold Person (scroll)*** NA /150 NA

Breath of Life (scroll)**** NA /1125 NA

Raise Dead (scroll)**** NA /6125 NA

* An alignment (Good / Evil / Law / Chaos) must be
specified when purchased.
** One type of energy (fire / cold / acid / electric /

sonic) must be specified when purchased.

*** There may be a chance for a mishap if the scroll is
cast by a caster less than 5th level.
**** There may be a chance for a mishap if the scroll is
cast by a caster less than 9th level.
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* An alignment (Good / Evil / Law / Chaos) must be

specified when purchased.
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.
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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
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make it enforceable.
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