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Pegacorns, Puppy Dogs and
Scary Things

(Series ( Inicorns - Part 3)

By Nancy Lee Clark
A One-Round Adventure for the Legends of the Shining Jewel Campaign
Why on Raia would wild animals suddenly be acting like house pets? Why are the

druids concerned? Does a missing girl have anything to do with any of this? An
LSJ adventure levels 1-6.
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WELCOME 10O 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 hame 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

""Pegacorns, Puppy Dogs and Scary Things™ is Part 3
of the Unicorns Series. It is best to play in Part 1
(LSJ102 "Unicorns, Puppies and Dragons') and Part
3 (LSJ117 "Pegasii, Doggies and Elementals') prior
to playing this module for the sake of continuity, but
each module can be played as a stand-alone. Also, the
NPC Kasira appears in LSJ12 Lions and Tigers and
Bears, LSJ18, Dire Consequences, LSJ58 Where the
Wild Things Are and LSJ119 Skies the Limit.

LIFESTYLE IN LSJ

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

The background for this module is the previous
two modules. Basically, Barton and his younger
sister, Chloe, are intensely magical. They can
manipulate magic to make it solid, realistic and
permanent. Their parents, Laemtao and Glenda are
retired adventurers who live with their former
adventuring company on an extremely well hidden
island somewhere in the Tasman Sea, took Chloe
and Barton to investigate a potential boarding
school for Barton when Chloe leaves.

ADVENTURE SUMMARY

Introduction — The PCs find themselves in need
of work and consulting the job board outside the
Hall of Venturers.

Encounter 1: Travel to the Rosewood Druids
Grove and find out the mission: A little girl has
gone missing and animals are behaving oddly. The
druids are afraid she might be behind it and could
cause irreversible damage to the ecology of the
area.

Encounter 2: A visit to the town of Thornwater.
Encounter 3: Visit the farm that has a bear guard.

Encounter 4: The meeting with a shepherd who
has his own flock of wolves as well as sheep.

Encounter 5: Finding the lost girls.

Encounter 6: Combat with were creatures and
regular ones.

Conclusion: The missing parents arrive to retrieve
their errant daughter and a boy hands the PCs a bag
of contraband.

Epilogue: The return to the Grove and payment.

INTRODUCTION — WHERE
THE JOBS ARE

It’s a beautiful sunny day in Amthydor as the first
days of spring creep across the landscape.
Unfortunately, pretty skies and buzzing bees don’t
pay the bills. With no leads and no one pounding
on your door, you head to the job board by the
Venturers Guild Hall. Things seem bleak as you
look at the potential jobs. Caravan guard for 50
gold, but you must sign on for a minimum of one
year. On the plus side, it includes room and
board, but how much would you lose out on if
you couldn’t adventure for a year? The sad part
is that is one of the better offers.

While you stand there trying to see if there is
anything worth your time, a middle aged human
woman comes out and posts a new listing.
Player’s Handout 1

After the PCs are done reading it, continue
here:

While you look at the new posting, a half-elven
male walks up beside you. “Are you thinking
about taking that job? It has been posted on and
off for a couple of days. | went out there and
those druids are crazy. They had some fantasy
story about a bear acting like a dog. It seemed
completely preposterous. | left right after | heard
that. Sadly, there is nothing good here. Guess I’ll
head to the Gilded Cage and spend the day. Yeah,
that sounds like a good idea. Been spending too
much time alone. Next thing you knew, I’ll be
carrying on conversations with myself.” he says
as he walks away.

Presumably, the PCs will take this job. If not, the
module is over for them. If they do continue, go to
Encounter 1.

Knowledge (Local) DC 10 will let the PCs know
where the Rosewood Druids Grove is located.

Diplomacy (Gather Information) DC10 will get
the PCs directions to the Rosewood Druids Grove.
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ENCOUNTER 1 - WHERE THE
DRUIDS ARE

Read or paraphrase below:

Encourage introductions here.

Following the directions to the Rosewood Druids
Grove is quite easy. It is located about 6 hours
walk from Amthydor’s North Gate.

Although you aren’t entirely sure, you think you
might have missed a turn or something, but those
suspicions start to fade as you notice the grass
seems to be greener than usual. The trees that
shade the path seem more lush and fragrant. The
rabbits, raccoons and squirrels that you see
scurrying around all seem fatter and show little
fear of you. It even feels like when the sun breaks
through the trees that it is brighter and slightly
warmer, but that is probably an illusion, right?

Perception (Sight) DC 10 to notice the hawk
circling overhead. If noticed, continue here:

“Excellent! Well, the reason we need you is to
find a missing girl who may be changing the...
um...attitudes of some of the local wildlife. The
girl’s name is Kasira and she is around 12 years
old. She is a ward of the city of Amthydor, but she
spends time here furthering her natural abilities
as a druid. She has a fascinating way with
animals. I am in charge of her training at this
time in the ways of flying creatures. She was
struggling with her studies and | believe she has
wandered off. She’s been gone for two days now.
I am offering each of you 100 gold x ATL. Do
you have any questions? Oh yes! How short
brained of me? A farmer on the way to
Rainesford has a bear that is acting like a lap
dog. Yes, a bear. | have heard rumors amongst
the local birds that there are wolves acting
strange and various other odd behavior out of
animals in the area. Now, be safe and please be
careful and don’t hurt the animals or plants if at
all possible.” He begins to unfurl his wings.

Looking through an opening in the trees, you see
a hawk circling above you and your fellow
travelers. It’s squawk sounds almost like words,
but you can’t quite make out the meaning.

&« \Wait! We have questions:

If the PCs fail the check, continue here:

The trees spread out to a clearing in what appears
to be the middle of the Rosewood. At first, you
really don’t notice anyone until a small bird lands
on a fallen tree and transforms into an elf that
must be at least a thousand years old, if not older.
His silver feathered gossamer wings spread out to
about a fifteen foot wing span. He shakes his
head and turns to you, “Greetings. Welcome to
the Rosewood. Are you the adventurers that we
requested?”

“You do? What could you possibly want to know
further? My observations of adventurers are that
they want the bare facts so they can go out and
blunder their way into the truth. Have | missed
something in my observations?”’

«& Not all adventurers act like that!:

“Oh, pardon me then. Perhaps when you become
more experienced you will act this way. Or
perhaps I need to observe further. Interesting.”

&« Where did she go?:

Once the PCs confirm this, continue here:

“If I knew that, I wouldn’t need to hire you, now
would 1.”

& \WVhat does she look like?:

“Excellent! Please, be seated. I am Birdtalker, at
least that is the way it is pronounced in the local
common tongue. My bird friends pronounce it
differently. Please, tell me who you are and what
you do.”

“10-12 years old, light brown hair, green eyes,
human.”

& \What is her favorite animal?:

“Hard to tell. She seems to like all animals pretty
equally.”
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&« \Where does the family live? What is their
name?

“Really? Perhaps I should try to find others to do
this. How many families between here and
Rainesford have a bear as a house pet? Is this
common where you are from? Leave the woods
from the south, cross river. There is a small town
there, Thornton. You can ask there or continue
east and stumble on it.”

& You said there are other animals acting
weird. How are they acting?

“From what | have heard, the animals are being,
for lack of a better word, nice to everyone. It is
expected behavior of one of the pets in the city but
Not an animal who roams Ayla’s world as
Brianna’s free creature.”

ENCOUNTER 2 — WHERE THE
TOWNSFOLK ARE

You travel through the Rosewood following what
is little more than a game trail until you reach
what must be the River Lestra. There is a gnome
sitting on a raft bouncing gently in the water.
“Good day! Are you looking for passage across
the river? It is one gold each or you can solve a
riddle. Which will it be?”

If the PCs want the riddle, continue here:

I can run but not walk. Wherever I go,
thought follows close behind. What am 17:

\ The answer is a nose.

« Do you want us to bring Kasira back here?

“Yes, please. It is really important for her to
continue here studies. Besides, as a human child,
she is too young to be on her own.”

« |s this the girl from LSJ12 Lions and Tigers
and Bears, LSJ18, Dire Consequences, LSJ58
Where the Wild Things Are and LSJ119 Skies the
Limit ?

“Possibly. Actually, probably. She has been
involved with adventurers in the past.”

When the PCs are done asking questions, continue
here:

Once the PCs answer it or pay the one gold,
continue here:

“Well, looks like you got me.” As the gnome

stands up, “It’s about time for me to go home
anyway so hop on, actually, step on. Hopping
might cause some issues. Name’s Grambly.”

Once you are all on the raft, Grambly unhooks
the rope from the tree with a flick of his wrist and
it starts moving across the river very quickly with
no apparent work by the gnome.

&« How does this thing work?:

“So, are you ready to head out and do what we
are paying you to do or do you have other
ridiculous questions to waste my time?”
Birdtalker takes a deep breath, “Sorry. Kasira’s
disappearance during my training time has
stressed me more than | would like to admit.
Good luck with your hunting.”

“Work? It doesn’t really work. It moves through
the use of magic and mechanics. Can’t give you
any further information or I would have to kill
you.”

&« \What do you know about animals acting
strange?:

Once the PCs are done here, continue to
Encounter 2

“Animals acting weird? How are they acting? Are
they dancing or singing? I’d pay good money to
see a donkey do a dance in the middle of the
street. That would be so fun!”

Continue here:
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After four or five minutes, you are stepping foot
from the raft on a path that leads up to a small
town. “Welcome to Thornwater. If you need a
place to stay, head up the main road here to the
Clearwater Inn. They should have room for you.”

It really is easy finding the Clearwater Inn since
it is the biggest building on the street of ten
buildings. They all appear to be in good repair
and the humans and gnomes on the street seem
friendly enough waving at you and calling out a
“hello” as you walk down the street.

Entering the two story inn, you see a bar at the
back with ten round tables with chairs scattered
around the room. A typical bar, except for the two
trolls sitting at one table apparently enjoying a leg
of a large creature. The waitress, a rather homely
human woman with brown hair, seems to pay
them no concern as she walks up to you and
greets you, “Welcome to the Clearwater Inn.
Tonight’s dinner is mutton stew, rooms are 2 gold
and the grog is the best on Raia, which isn’t
really saying much. Are you needing rooms, food,
drink or a combination there of? If you need a
room, talk to Horace the barkeep and anything
else, have a seat at a table and D’ll get right with
you.”

«& Can we earn our rooms?:

“Are you a bard? If so, go ahead and perform
and if you are any good, Ill spot ya for rooms or
space.”

«& Have you seen a little girl/Kasira?:

“Nope. We haven’t had any little girls in here that
were human.”

Have the bard or whoever tries this check to roll a
perform. Take the total rolled and divide it by the
number of players. That is how much he will cover
and it will be up to the PCs to pay the rest. He will
not give them any money back, but will spot them
a meal for every 2 gold above the amount needed
for sleep space.

&« \What do you know about animals acting
weird?:

“Not much. The animals in town are acting like
they always do. If ya got questions about outside
of town, those two,” he says nodding toward the
two trolls, “will know more about it than 1
would.”

« Why are there trolls in here?:

& There are two trolls at that table! Aren’t
you scared?:

“Them? That’s Chum and Chance. I think
they’re brothers, but I’'m not quite sure. Anyway,
they are rangers and patrol both sides of the river.
They live near here. Chance’s wife works at the
mill and Chum’s wife takes care of their kids.”

At this point, the PCs should try to find out where
the farm with the bear is. See below for
information.

Talking to Horace the Barkeep:

&« Have any rooms?:

“Where else would they go for a good meal and
drink? Amthydor? And get themselves killed?
You really need to expand your horizons. There is
good and filth in all races. Mind your manners.
You’re the outsider here and while we are an
accepting folk, we aren’t real keen on anyone
making problems for our citizens. Understand?”
His ham sized hands clench into fists as he
finishes his tirade.

“Yep, got three. Two gold per person per room.
Space in the common room after close is one
gold.”

Talking to the trolls, Chum and Chance:

GM Note: If the PCs are dumb enough to fight
these two, beat them into unconsciousness. Chum
and Chance are 10" level troll rangers. While they
will use subdual damage, they have no problems
with beating the PCs to a pulp. Both of them have
long swords, long bows and clubs. Horace will join
the trolls using a mace on the PCs. Treat him as 8"
level fighter.
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&« \Who are you?:

The troll on the left with a red leather vest over
his chainmail shirt says (in a British accent), “I’m
Chum and the barbarian there is my brother,
Chance.”

The troll designated as Chance, who wears a blue
leather vest over his chainmail shirt, answers (in
a French accent), “You call me a barbarian when
you insist on eating your salad and meal with the
same fork when we are having a formal dinner.
Now, be so kind and return the favor of
acquaintance, what is your name and reason for
interrupting our meal.”

miles up the Trade Road. They have a bear that is
acting like a common house dog. We have also
received a report of a shepherd who has wolves
that watch after his sheep. He tends to graze
about an hour’s human walk from the Farmer’s
house. We have not checked out either one of
these reports as of yet. We were having issues
with a baby dragon turtle that was creating a dam
and blocking part of the river with its body
upstream from here. It slowed the flow, so to
speak. It’s why my wife is working over tonight at
the mill. Playing catch up, as it were.”

« \Why are you here?:

«& \What happened to the turtle?:

Chum answers in a British accent, “Well, my wife
has decided that | need to lose weight and has
decided I need to eat more vegetables. | have
decided that at a mere 523 pounds, | am at my
perfect fighting weight. Besides, Horace has the
best grog in all of Raia.”

Chance chimes in (with a French accent), “My
wife is working late at the mill so | told her |
would eat here and bring her dinner when | am
done.”

“We managed to get it freed up and back out to
the ocean with his parents.” Chum answers.
Chance responds, “Turtle herding is something
new to me.”

& Have you seen a little girl/Kasira?:

“I’m sorry,” Chum says, “but all humans,
especially children, tend to look the same to me.”
Chance nods, “Me neither. | would think that
they are with their parents, but not all of the other
races cherish their children the way we do.”

« Why do you have different accents?:

“Our mother sent us to different tribes of trolls.
When we learned common, apparently we learned
it with a different accent.” Chance explains. “In
other words, we really don’t know. We are
smarter than most trolls and have embraced
civilization. We lead a more “human” lifestyle.
There are several families of trolls that have
chosen the same path, though with varying
degrees of success. Some still live the troll
lifestyle, but have taken up arms and do some
farming and the like.”

When the PCs are done with questions with the
trolls, continue here:

Wiping his mouth with a napkin, Chum looks to
his brother who follows suit. “Kind folks, thank
you for the conversation, but we must be going.
D’m sure my wife would like her dinner and
Chum has to get home to his vegetables.” Chance
picks up a bundle from the table carefully as
Chum hands some gold to the waitress. The two
of them head out the door.

&« \What do you know about animals acting
weird?:

Chum looks to his brother, Chance. It is as if
some unspoken message is passed back and forth
before they both nod and Chance answers, “We
have encountered some unusual events with
animals lately. There is a family, the Farmers,
who live on the other side of the river about six

If someone performs, the other townsfolk will
come in, including a couple of other trolls and
several gnomes. These trolls are not quite as smart,
but are civilized enough to sit and watch someone
perform. The information gained will be less
detailed than what the PCs could get from the
trolls.

The night will pass uneventfully. Continue here the
next morning:
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The sun is barely peeking through the clouds as
you leave the inn. Where do you want to go?

Once the PCs get to the other side, continue here:

» If the PCs want to speak with the Farmer
family, GO TO Encounter 3 (page 7).

» If the PCs want to speak with the shepherd,
GO TO Encounter 4 (page 9).

>

ENCOUNTER 3 — WHERE THE
BEAR IS

With the river crossing behind you, the trek
upriver begins. After about a two hour walk, you
see a field of wheat with a path cutting through
the middle of it. At the end of the 150 or so yard
path sits a nicely repaired farm house. A sign
posted at the edge of the field states “Beware of
Dog and Bear”.

After a hearty breakfast, you start out for the raft
crossing to get back on the Trade Road to attempt
to locate the Farmer family and the shepherd.
Sitting on the raft is the same gnome from the
night before. “Morning mates! Get a good night’s
rest? Ready to cross the river? Five gold to cross
today.”

Presumably, the PCs will go to the house. If not,
go to Encounter 4.

If they go to the house, continue here:

When you are about two-thirds of the way down
the path, you see the first creature the sign
warned you about. A dog about the size of a small
pony spots you on the path, howls and comes
charging at you. What do you do?

« \What happened to the riddle/one gold
price?:

“That was last night. | was on my way home
anyway and hate to cross alone. Today is a new
day and I haven’t made any trips to either side as

of yet.”

The PCs have a choice. They can ride across with
the gnome or they can try to swim across. The
river is over ten feet deep here and has a swift
current. Swim DC 25 three times to get across
without drifting down river. For every 5 the DC is
failed by, the PC is caught in the current for 10
feet. The gnome will laugh hysterically at their
antics unless someone starts to really have
problems. If someone fails by 15 or more, he will
rescue them and dump them back on the side they
originated on .

If they want to attempt to find another crossing
location, the next one is Rainsford 6 hours north of
their current location and bypasses the two
locations they are supposed to be heading towards.
The cost to cross there is also 5 gold.

Randomly chose a PC for the dog to tackle. He
will go for the most posh dressed ones first
followed by halflings and gnomes. Dwarves will
be his last choice. The dog has a +14 Acrobatics
(jump) and is looking to land on top of someone.
The dog is wolfhound. If it fails to land on
someone, it will put its paws on their shoulder and
proceed to slather their face with his tongue.

GM Note: If the PCs attack the dog with lethal
damage, they will be chased off by two other
wolfhounds, a grizzly bear and the farmer. Go to
Encounter 4.

As PC with dog slobber on them wipes his/her
face clean, you hear a bellow coming from the
direction of the house, “Wilbur! You big
galumph! Git off of him!” A very large, very buft
human male with a dark tan face and arms comes
running up the path with two more of the dogs
following him. He runs up to the dog, grabs his
collar and heaves the dog off of you. “Sorry about
that. This idjit mutt ain’t never met a stranger.
Names Buster Farmer and the one here with no
manners is Wilbur. Them two are Buttons and
Mindy. What can | do for you folk? Care for
something to drink? Wife makes a mighty fine
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tea. Come on up to the house. Always time to visit
with strangers.”

He leads you down the path talking the entire
time about his crops, the weather, the river,
fishing and anything else that crosses his mind. It
seems to be pretty random and there isn’t a
chance to get a word in edgewise.

Once you get to the end of the path, it opens up
into a decent size homestead with a mid-size
farmhouse, a large barn and cows, chickens,
horses and sheep grazing in a pasture between
the two buildings. “Marta! We gots company!”
Buster bellows.

A human woman with a very large, pregnant
belly and sun bleached blonde hair comes out the
door with two boys of about 8 years of age
tagging along. “Welcome to the Farmer place.
Buster, take ‘em over to the shade tree there and
I’ll bring out some tea and cookies. Boys, come
along and help.”

Buster leads you to a wooden table long enough
to seat ten people on a side and benches just as
long on both sides. It sits under a large oak tree.

Buster settles himself at the table and takes out a
pipe and begins to load it, “So what brings you
folks off the beaten track like this?”

She will also offer a biscuit to any animals with the
PCs.

&« \What do you know about animals acting
weird? We hear you have a bear.:

Buster wipes honey from his mouth, “Animals
here abouts have been actin’ all kinds a strange.
We got ourselves a pet bear. Boys done named
him Cuddles for some reason. Dav, Dan go fetch
Cuddles from the barn.” The two boys go dashing
off toward the barn. “It was the darndest thing.
We went to Rainsford to do some tradin’ and to
go to church. When we got home, there was a
bear on the porch. Ain’t seen many bears out this
way and we been here for twelve years. Tried to
get the beast to leave and it started wimperin’”

About then, the two boys return on the back of
the biggest dire grizzly bear you have ever seen.
He is as big as a good size draft horse and seems
to be smiling.

&« \What happened to him?:

“Darned if I know. He’s just as kind and gentle
as could be. Only seen him get riled up once. Had
a few bandits come around, up to no good.
Cuddles here dove into ‘em and ripped ‘em all
kinds of up. Ain’t had no problems with ‘em
since. Don’t spect we will either.”

Let the PCs explain why they are here. Before
Buster can say anything, Marta returns, continue
here:

«& Can we have him?:

“Sorry folks. He’s become a member of the
family. I’d sooner get rid of one of the boys then
lose Cuddles here.”

As you explain the reason for your visit, Marta
returns with the two boys. She sets a tray with a
pewter pitcher and number of PCs +4 mugs on it
down. The boys set down two baskets each on the
table. “Just realized you folk might be more
hungry than just a cookie and tea. Brought out
some biscuits and honey in the first basket, some
corn muffins in the second one and cookies in the
third. The other one has goodies for the critters.
Help yourselves.” She opens the basket and tosses
a disk of some sort to each of the dogs lying
under the tree nearby.

&« How long ago did this happen?:

“Been about a week or so.”

&« Have you seen a little girl?:

“Not around here.”

«& How long has the bear been here?:

“Been here about a week or so. Not real sure if it
was here before we got back from Rainesford.”

«& \WVhat happened to the bandits?:
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“Well, Cuddles made sure one of ‘em met his god,
but the others done run away. [ hard tellin’ where

they are now.”

« Know of any other weird happenings with
animals? Heard about a shepherd with
wolves? :

ENCOUNTER 4 — WHERE THE
WOLVES ARE

“Yep, sure have. Old Malcom done got himself a

passle of wolves that are takin’ care of his sheep.

If you go back through the trees on the back edge
of the pasture, there’s a trail that’ll lead ya to his

pasturelands.”

When the PCs are ready to go, continue here:

“Ifin you need to fill your waterskins, the well is
behind the house. Be careful and may Cerion
bless your travels.”

If the PCs want to talk to the bear, continue here:
« Why don’t you act like a bear?:

“I do- » ‘

Following the directions you received, it isn’t
hard to find the shepherd you are looking for.
After all, how many sheep herds have several
head of sheep and a dozen wolves in it? A man
sits on a large rock with a long staff watching
over his flock. As you take this all in, you realize
the wolves have noticed you and don’t seem
happy to see you. The hair on their backs is
standing on end and you hear a low growl
coming from several of the throats. The sheep
seem to move away from and behind the wolves
as they form a wall between you and the sheep. A
howl from one of the wolves causes the man on
the rock to startle awake and fall from his rock.
Cursing, he stands and calls out, “Friend or foe.
Answer quick before I can’t call ‘em back.”

« Where are you from?:

“The woods.” ‘

&« \Which woods?:

“The one with trees.” ‘

He has no understanding of different woods.

« \Who told you to come here?:

“The girl.” ‘

Presumably, the PCs will call out friend. If they
don’t respond promptly, roll for initiative. If the
PCs attack, use the Wolf on page 278 of the
Bestiary. There are 12 of them. Killing the wolves
will end the module for them because the shepherd
will not provide them with the information they
need to find the girl.

If the PCs call out friend, continue here:

« What girl?:

“The girl.” |

&« \Where is she?:

“The woods.” ‘

&« Do you miss the woods?:

“No. Happy here.” ‘

» If the PCs want to speak with the shepherd,

GO TO Encounter 4 (page 9).
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“Wolves, guard.” The old man calls out as he
ambles toward you. His skin is tan and weathered
and there is a slight almond shape to his green
eyes. The wolves begin nudging the sheep into a
tight circle and take up a guarding position
around them. “What can I do ya for?”’

& Those wolves are acting weird. How come? :

“That is quite a story. About a week ago, I was
out here with my sheep. It was getting’ cold and
the sheep were none too happy about it. Well, out
of the trees over yonder, a pack of wolves started
creepin’ toward my sheep. I knew I was out
numbered, but had to do somethin’. Well, as 1
began to cast a spell at ‘em, a little girl came
wanderin’ up. She walked right up to the wolves
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’

and talked to ‘em. She told ‘em they was bein
bad and she didn’t like it. They all got, well, for
lack of a better word, sheepish. They looked like I
did when | disappointed my grandpappy when I
was a kid. She told the wolves to behave
themselves and be friends with the sheep since
they couldn’t take care of themselves. 1t was the
durndest thing. After that, she came over to me
and asked where she was. | told her she was near
Rainsford. She said something’ 1 didn’t
understand and asked if she could stay then
night. We built a fire and she shared dinner with
me. Next morning, she took off toward the
Darkwood. Tried to talk her out of it, but she
would have no part of it.”

PCs may figure out the girl they are looking for,
Kasira, has only been missing for three days now.
Don’t prompt them to figure this out, but it might
dawn on them.

«® What was the girl’s name?:

“I really don’t remember. Started with a kah
sound, but my memory just ain’t what it was 70
years ago.”

« How old are you?:

“That’s a right rude question, but if you must
know, I’ll be 98 this summer.”

« What is your name?:

“Folks round here call me Old Malcom the
Shepherd.”

& What kind of spells can you cast?:

“A little of this, a little of that.”

He’s actually a 9" level bard. He won’t tell them
this. This is just for GM information.

« How did you become a shepherd?:

“Well, I used to be an adventurer until I took an
arrow to the knee while barding another man’s
wife. Sheep seemed a safer way of life after that.”

«& \Why did she want to go to the Darkwood?:

“She said she needed to teach them animals to be
nice to each other. She said her uncle always told
her that the animals could be friends if you told
them they could be.”

GM Note: Some PCs may put together the girl
who is making the animals nice is not Kasira, but
Chloe from LSJ117 “Pegasii, Doggies and
Elementals™. Do not confirm or deny this.

« How do we get to the Darkwood?:

“Go back that way to the Trade Road. Take it on
up through Rainsford. It is about 6 to 8 hours
past Rainsford, which be about 2 hours from
here.”

When the PCs are done with their questions,
continue here:

“Are you goin’ after the girl?” Malcom asks.

When the PCs answer yes, continue here:

“Would ya be kind enough to take somethin’ with
ya for her? She done me a good turn with the
wolves and I want to thank her.” He hands a
beautifully carved wooden flute to PC who was
nicest to him or randomly. “Tell her Old Malcom
appreciates the help.”

If the PCs talk to the wolves, continue here:

&« Why don’t you act like wolves?:

“We do.”

& \Where are you from?:

“The woods.”

« \WVhich woods?:

“The one with trees.”

They have no understanding of different woods.

« \Who told you to come here?:

“The girl.”

« What girl?:

“The girl.”

LS]133 - Pegacorns, Puppy Dogs and Scary Things
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&« \Where is she?:

“The woods.”

&« Do you miss the woods?:

“No. Happy here.”

|

» If the PCs are going after the girl, GO TO
Encounter 5 (page 11).

ENCOUNTER 5 — WHERE THE
TREES ARE

GM Note: The PCs can stop in Rainsford and
spend the night, but will gain no new information.

Having passed through Rainsford, you continue
down the Trade Road. About five hours after
leaving the town, you notice the wood on the left
are getting thicker and seem to have a menacing
guality to them. The trees are tighter together and
there is a feeling as if they are watching you. Yes,
the trees are watching you, at least it feels that
way. The noises of the birds and animals seems to
take on a sinister sound, as if they are begging for
blood or violence. Why would a little human girl
voluntarily come into this place and where on
Raia can she be in here

between trees that are so close together that you

|| have to squeeze through.

Large PCs will not be able to continue at this point.
If they look for another way through, they will get
to the next encounter just as the fight breaks out.

Continue here;

Have the PCs make Perception (Vision). Whoever
gets the highest score, continue here:

After a six hour push through the tight trees, trips
over roots that you suspect reached out for your
ankles and a few bruises in places you probably
don’t want the general public to see, the trees
open out to a clearing about fifty feet across with
a circle of trees enclosing the area. That isn’t
what surprises you. It is the round table with
three wolf puppies, a boar and a dire boar babies
and a duck along with two girls dressed in fancy
princess outfits. A purple pegacorn appears to be
helping himself to a bowl of oats. The first one is
in a green dress with fiery-red hair, light blue
eyes, slim build, slightly-pointed ears. The other
girl is garbed in a pink princess outfit, complete
with an elaborate tiara, and has blonde hair with
sparkling blue eyes.

The blonde girl looks at you and perks up, “Well
hello! We were just discussing needing new
guests for our table, please, have a seat.” She
waves her hand and the table expands along with
number of PCs chairs. “Please, be seated and
introduce yourselves. It is incredibly rude to have
tea with someone and not know who they are.”

You spot a trail, little more than a rabbit trail. It
is hardly big enough for a rabbit, but you notice a
piece of what appears to be ribbon stuck to a
branch hanging over it. What do you do?

After the PCs have
continue here:

introduced themselves,

Presumably, the PCs will follow the trail. If they
do not, they wander around the Darkwood for
hours before they stumble on the next encounter.

If the PCs do follow the trail, continue here:

As you continue through the start of the trail, you
see that it widens out as you pass through the
small opening. Although it is still hard going, you
don’t have to crawl on your hands and knees.
After what seems like at least one eternity passing

The red haired girl speaks, “Welcome to our
Darkwood tea party. | am Kasira and this is my
bestest friend, Chloe. We are teaching the
animals of the forest to be nice to each other.”
She points to something that escaped your initial
view, a chalkboard with the words in common,
“Be nice,” “Take care of others,” and “Don’t eat
your friends.”

Chloe chimes in, “So, what brings you to the
Darkwood besides cake, cookies, sandwiches and
tea?” As she says this, a large white cake with

LS]133 - Pegacorns, Puppy Dogs and Scary Things
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coconut sprinkled over it, a tray of cookies in a
variety of types and a tray stacked with
sandwiches, all with the crusts cut off. “Please,
help yourself.”

«& \Where are your parents?:

GM Note: PCs may recognize Chloe from LSJ102
Unicorns, Puppies and Dragons or LSJ117
Pegasii, Doggies and Elementals. If the PCs have
played Pegasii with this character, she will run
over and give them a hug before continuing. Kasira
is from LSJ12 Lions and Tigers and Bears,
LSJ18, Dire Consequences, LSJ58 Where the
Wild Things Are and LSJ119 Skies the Limit.
Remember, Kasira is a talented druid capable
of convincing animals to do her bidding. Chloe
can pretty much create anything she wants.

« How old are you?:

Kasira looks sad, “Mine are dead.” Chloe reaches
over and pats the back of her gloved hand with
her own gloved hand and says, “Mine are
probably looking for me.”

&« How long have you been here?:

Kasira says, “I’m not completely sure. It is hard
to tell in the Darkwood. I’d guess a week or so.”

& Birdtalker said you disappeared two days
ago.:

“He did?” Kasira appears confused. “Didn’t he
get my note? I left him a note in his nest. He
probably just noticed I was missing. | told the
wolf Winter too. I guess he didn’t pass it along.”

Chloe giggles, “A lady never reveals her age.”

« How did you get here?:

« \Why did you leave?:

Kasira cuts herself a large piece of cake and
turns the center of the table to get to the
sandwiches, “Well, I flew.”

Chloe sips from the china tea cup that matches
the one in front of you, “Well, I sort of popped
here.”

Kasira answers, “Because Birdtalker is crazy and
knows nothing about what the birds are actually
saying. He said the robin said makes funny
noises, when the bird actually said, makes funny
noises.”

&« \What do you mean popped?:

Perception (Listen) DC 30 to notice the

difference between the two noises.

& \Why are you making the animals nice?:

Chloe nibbles her sandwich in a manner
reminiscent of a chipmunk, “Well, Mommy and
Daddy drug me to some boring place so that my
brother Barton could see the military school he
blah blah blah. It was all really boring so I left. |
popped into a place with a bunch of dark skinned
elves Who didn’t seem very friendly, then I found
a shepherd who was having trouble with wolves. |
then went to a city with a bunch of people in
robes and people on leashes. That was creepy. So,
from there, | found a bear and he told me about
this place. It seemed like an interesting place so |
came here. | found my bestest friend forever and
ever and we set up our school here.”

Chloe says, “Because Uncle Tree Hugger told me
animals are supposed to be nice to each other and
if you tell them to and they listen, they will be
nice.”

&« Why don’t you just stay here?:

Knowledge (Geography) DC 10: The Sovereign
Kingdom of Corothia is the location of a world
renowned war college, Forstil Academy.

Chloe replies, “Cause eventually my parents will
find me.”

Kasira nods, “The druids won’t let me stay here
because the Protectorate won’t let me. It is all
very confusing and not fair to me. Doesn’t
anyone care about my wants? When | become a
grown up, I’'m going to listen to kids and let them
make their own decisions.”

Chloe claps, “Yeah! Me too!”
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« Where do you sleep?:

Chloe replies, “In a bed, where do you sleep?”’
She turns to Kasira, “It has been my experience
that most adventurers are none too bright.”

A wolf steps up on his hind legs and says, “We
want our children. You have been disrupting our
lives and it has to stop. NOW!” And with that,
the creatures attack!

« How do you create things?:

Chloe smiles, “That is big mystery that my
parents would really like an answer. | hear them
talking about it all the time when they think I’'m
sleeping. I don’t know how I do it, I just do it. |
always have.”

Describe the creatures according to the ATLS
below:

ATL1

When the PCs are done with questions or you are
bored with answering them, continue here.
Remember, Kasira is a talented druid capable
of convincing animals and plants of the
Darkwood to do her bidding. Chloe can pretty
much create anything she wants. If the PCs get
in trouble or just to make the fight entertaining,
the girls will help out. Chloe will make all of the
weapons silver on the first round create water
elementals and do everything she can to protect
the animals at the table. Her favorite thing to do
is to use her pegacorn and create plate mail for
herself with a sword and will ride into combat.
If the party gets surrounded, she will move
them to the other side of the clearing. Kasira
will spend the first round convincing the trees to
step in and help. They will entangle one of the
bad guys and slowly strip their skin from them
and suck the body into the tree. If the PCs ask
for help from either of the girls, they will ask
what do you want us to do. Chloe has no issues
with creating a dome around the table and all of
the PCs that the monsters will not be able to
penetrate. If that happens, there is boxed text to
cover it. It is highlighted like this.:

While you asked your questions, it appears that a
group of creatures has decided to visit and they
don’t appear to be students of the school the girls
have established.

Roll for initiative for a surprise round, then
continue here:

Wereboar (Hybrid Form)

Human natural wereboar barbarian 2

CN Medium humanoid (human, shapechanger)
Init +1; Senses low-light vision, scent; Perception
+7

AC 14, touch 9, flat-footed 13 (+3 armor, +1 Dex,
+2 natural, -2 rage)

hp 30 (2d12+17)

Fort +8, Ref +1, Will +4

Defensive Abilities ferocity; uncanny dodge, DR
10/silver

Speed 40 ft.

Melee dagger +8 (1d4+6/19-20), bite +3
(1d4+6/curse of lycanthropy), gore +3 (1d8+6)
Ranged dagger +3 (1d4+6/19-20)

Special Attacks rage (8 rounds/day), rage powers
(animal fury)

Str 23, Dex 13, Con 23, Int 10, Wis 14, Cha 8
Base Atk +2; CMB +8; CMD 19

Feats Power Attack, Toughness

Skills Handle Animal +4, Intimidate +4,
Knowledge (hature) +5,

Perception +7, Profession (farmer) +4
Languages Common

SQ lycanthropic empathy (boars and dire boars),
fast movement,

change shape (human, hybrid, and boar;

polymorph)

Boar

N Medium animal

Init +0; Senses low-light vision, scent; Perception
+6

AC 14, touch 10, flat-footed 14 (+4 natural)

hp 18 (2d8+9)

Fort +6, Ref +3, Will +1

Defensive Abilities ferocity

Speed 40 ft.

Melee gore +4 melee (1d8+4)
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Str 17, Dex 10, Con 17, Int 2, Wis 13, Cha 4
Base Atk +1; CMB +4; CMD 14
Feats Toughness Skills Perception +6

Dire Boar (Daeodon)

N Large animal

Init +4; Senses low-light vision, scent; Perception
+12

AC 15, touch 9, flat-footed 15 (+6 natural, —1 size)
hp 42 (5d8+20)

Fort +7, Ref +4, Will +2

Defensive Abilities ferocity

Speed 40 ft.

Melee gore +8 melee (2d6+9)

Str 23, Dex 10, Con 17, Int 2, Wis 13, Cha 8
Base Atk +3; CMB +10; CMD 20

Feats Improved Initiative, Skill Focus
(Perception), Toughness

Skills Perception +12

Wolf

N Medium animal

Init +2; Senses low-light vision, scent; Perception
+8

AC 14, touch 12, flat-footed 12 (+2 Dex, +2
natural)

hp 13 (2d8+4)

Fort +5, Ref +5, Will +1

Speed 50 ft.

Melee bite +2 (1d6+1 plus trip)

Str 13, Dex 15, Con 15, Int 2, Wis 12, Cha 6
Base Atk +1; CMB +2; CMD 14 (18 vs. trip)
Feats Skill Focus (Perception)

Skills Perception +8, Stealth +6, Survival +1 (+5
scent tracking);

Racial Modifiers +4 Survival when tracking by
scent

Dire Wolf

N Large animal

Init +2; Senses low-light vision, scent; Perception
+10

AC 14, touch 11, flat-footed 12 (+2 Dex, +3
natural, —1 size)

hp 37 (5d8+15)

Fort +7, Ref +6, Will +2

Speed 50 ft.

Melee bite +7 (1d8+6 plus trip)
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Space 10 ft.; Reach 5 ft.

Str 19, Dex 15, Con 17, Int 2, Wis 12, Cha 10
Base Atk +3; CMB +8; CMD 20 (24 vs. trip)
Feats Run, Skill Focus (Perception), Weapon
Focus (bite)

Skills Perception +10, Stealth +3, Survival +1 (+5
scent tracking);

Racial Modifiers +4 Survival when tracking by
scent

Werewol f (Hybrid Form)

CE Medium humanoid (human,
shapechanger)

Init +5; Senses low-light vision, scent;
Perception +4

AC 22, touch 12, flat-footed 20 (+6 armor, +2
Dex, +4 natural)

hp 21 (2d10+6)

Fort +6, Ref +2, Will +2 (+3 vs. fear)
Defensive Abilities bravery +1; DR 10/silver
Speed 30 ft. (20 ft. in armor)

Melee longsword +6 (1d8+6/19-20), bite +1
(1d6+1 plus trip and curse of lycanthropy)
Ranged light crossbow +4 (1d8/19-20)

Str 19, Dex 15, Con 17, Int 8, Wis 14, Cha 8
Base Atk +2; CMB +6; CMD 18

Feats Cleave, Combat Reflexes, Improved
Initiative, Power Attack

Skills Climb +4, Intimidate +4, Perception +4
Languages Common

SQ change shape (human, hybrid, and wolf;
polymorph), lycanthropic empathy (wolves and
dire wolves)

ATL 3

Wereboar (Hybrid Form) x2
Boar x2

Dire Boar (Daeodon)

Wolf x2

Dire Wolf

Werewol f (Hybrid Form ) x2

ATLS5

Wereboar (Hybrid Form) x2
Boar x2

Dire Boar (Daeodon) x2
Wolf x2
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Dire Wolf x2
Werewol f (Hybrid Form ) x2

If Chloe created the dome, continue here:

As you take in the family reunion, the boy
motions you over behind a very large tree.

As Chloe completes her dome, the creatures leap
to the attack. Unfortunately, they can’t do
anything. After five or six minutes, they leave.

Presumably, the PCs, at least one of them, will join
him. If so, continue here. If any of the characters
have met Barton before, he’ll hand the bag to them
first, starting with female characters.

» When the PCs finish the fight, GO TO
Conclusion (page 14).

CONCLUSION

As the last body falls, there is loud pop and the
clearing suddenly becomes more crowded. A
short, beautiful woman with long blonde hair,
perfect skin and a body that seems to have
difficult staying contained in a set of blue-green
wizard robes appears with a human male with
brown hair and a neatly trimmed goatee. He’s
dressed in a fine tunic and leggings of blue and
gold, a female elf dressed in a grey silk blouse,
with black pants and vest. Two rapiers are on her
sides making the look deadly if it weren’t for the
white bunny slippers on her feet. A human male
of about twelve or so with brown hair flopping
into his eyes and sparkly green eyes seems to be
taking in the scene with a look of complete
enjoyment.

Chloe looks up from checking on her animal
friends, “Mommy! Daddy!” She jumps up and
runs toward the new arrivals and throws herself
into the human males arms.

He gives her a kiss on the forehead and holds her
at arms’ length, “You are a very bad, bad girl.
You were told to stay with us. How dare you do
this to me and your mother! You are so
grounded!”

The blonde woman joins the hug, “But at least
you are safe.”

“Hey, can you do me a favor? My name is
Barton. I really need a favor. Can you take this
bag and do something with the contents? It stuff
from my tutor and my cousin, Malandra. Her
mom is the one with the swords and she would
blow a volcano sized fit if she found out she had
some of this stuff. She graduates this year and
had to dump it before she comes home.” He
thrusts the bag at any of the characters have met
Barton before, he’ll hand the bag to them first,
starting with female characters, just as a voice
calls from the other side of the tree, “Barton, get
over here. Time to go home.”

You return to the other side of the tree and the
group has formed a circle. Barton joins the circle
while the two girls give each other hugs. “Don’t
worry Chloe, I’ll come visit and you can come
visit me.”

“It stinks you can’t come now.” Chloe says with a
pout, “But it will have to wait until ’m
ungrounded.” With that, Chloe joins the circle
and the group disappears.

Kasira turns to you, “So, what’s the plan from
here?”

Give the PCs a chance to come up with a plan that
should return Kasira to the Grove. After that is
established, continue here:

“That’s fine, but what about our friends? If they
stay here, they will be devoured. Can we take
them with us? They would make great pets. We
can take them to the Grove. I’m sure they will
find a home there for them.”

There are three wolf puppies, a boar and a dire
boar babies and a duck baby.
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EPILOGUE

Your return trip to the Grove is uneventful. Your

new animal companions are very friendly and THuUS ENDS “PEGACORNS, PuPpY
follow you around like little puppies. Birdtalker "
gathers you together and hands you bags DOGs AND SCARY THINGS
containing your payment. “Thank you for your

service. | appreciate you finding our little girl. TIME UNIT COST: 7 TU

May Aurelian bless you.” He turns to Kasira and
nods. The two turn into silvery hawks and
disappear into the skies.
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EXPERIENCE POINT SUMMARY

Total the XP earned from the following:

ATL 1 ATL 3 ATL 5
Module Experience 600 850 1200
Bonus 1: If the PCs win the
fight without assistance >0 >0 100
Roleplaying XP Bonus 50 50 100
Maximum Possible XP 70 950 1400

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.

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.

Conclusion:

Eraser of returning: This four inch long eraser
is perpetually covered in chalk. If it is thrown at a
target and hits its touch AC, a cloud of chalk is
expelled from it and covers the target. It keeps the
target from being able to use any kind of stealth or
invisibility. It then returns to the thrower. It does
no damage.

Value 2000 Caster Level 5 Legality Legal
Tradable Yes Rarity Uncommon Real Value 0

Math book of infinite problems and teacher’s
manual: This book has problems that start at the
most basic and advance to the highest levels of
mathematics. The answers are in the companion
teacher’s manual. When the book is closed, it
analyzes the work and resets according to the skill
level of the person doing the assignments. If the

user spends 60 time units, the PC gains a +5
Competency Bonus to Knowledge (Engineering).
This is usuable once and the books must be kept to
maintain the bonus.

Value 2000 Caster Level 5 Legality Legal
Tradable Yes Rarity Uncommon Real Value 0

Chalkboard of folding and everlasting chalk:
This chalkboard is 5 inches by 5 inches, but can be
pulled until it is 6 feet by 6 feet. If the chalk that is
attached is used, it causes anything drawn on it to
animate when the board is full expended. Closing
the board back down causes it to erase.

Value 3000 Caster Level 5 Legality Legal
Tradable Yes Rarity Uncommon Real Value 0
Go-Go Boots of the Zephyr: These thigh high,
black leather boots with the four inch spiked heel
act like Horseshoes of the Zephyr when the heels
are clicked together.
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Value 6000 Caster Level 5 Legality Legal world. It grants the user a +5 Competency bonus to

Tradable Yes Rarity Uncommon Real Value 0 Knowledge: Geography as long as they can look
at the globe.

Ruler of Smacking: This twelve inch ruler Value 4000 Caster Level 5 Legality Legal

extends up to 36 inches and acts as a +2 staff/+4 Tradable Yes Rarity Uncommon Real Value 0

when used against schoolchildren on the back of

the hands.

Value 6000 Caster Level 5 Legality Legal
Tradable Yes Rarity Uncommon Real Value 0
Globe of Raia: This 24 inch globe updates
whenever there are border changes anywhere in the

LS]133 - Pegacorns, Puppy Dogs and Scary Things Page 19



PLAYER’S HANDOUT #1

Wanted Adventurers!

We are in need of assistance to find a
young girl who has gone missing in
conjunction with local animals acting
In an unusual way.

Please come to the Rosewood Druid’s
Grove and speak to Birdtalker for
further details.

Pay equal to risks and results.
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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: PEGACORNS

Player Name:

Convention:

Judge:

Date:

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:  OutofPlay:  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:  OutofPlay:  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: _ OutofPlay: _ 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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Welcome to the 1.5J ShoPPing Sprcc!

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 Rulcs

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 Furcl—lascd

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.

* An alignment (Good / Evil / Law / Chaos) must be
specified when purchased.

Potion
Price

Scroll

Available Potions / Scrolls

Price A/ D

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

** 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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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 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on
material by E. Gary Gygax and Dave Arneson.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte
Cook, and Skip Williams.

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey
Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR.

The LSJ Campaign Player's Guide, Copyright 2009, The Shining Jewel, LLC; Authors LSJ Staff.

Shopping Spree Rules & Certs, Copyright 2006, The Shining Jewel, LLC; Author Keith Knecht

Pegacorns, Puppy Dogs and Scary Things, Copyright 2013, The Shining Jewel Campaign Author Nancy Lee Clark
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