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Fur and Fang

(Spirits of the Darkwood- Part 1)

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

A growing evil lurks in the Darkwood leading to the outnumbered Druid's Grove
asking for help. Will you join their cause to restore balance? A one-round
adventure for characters level 1-5.
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WWW.THESHININGJEWEL.COM

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo
Publishing, LLC. See http://paizo.com/pathfinderRPG for more information on the Pathfinder Roleplaying Game.
Paizo Publishing, LLC does not guarantee compatibility, and does not endorse this product.

Iv)ml—mnpela@

AN A A A AN AN A Ar Ar A Ar A Ar A Ay A A A A A A A

AN A A A A A AN A A A A AN A A



http://paizo.com/pathfinderRPG

CREDITS
Author . .......... ... .. ... .... Lynn Miller
Editor(s) . ................ .Heather N. LaFave
Plots Coordinator . . ............ David Samuels
Is|-plots@theshiningjewel.com
Playtesters. . . ...................... Nancy

Clark, Damian Miller, Ryan McDonald,????

LEGAL TEXT

PATHFINDER is a registered trademark of PAIZO
PUBLISHING, LLC, and the PATHFINDER
ROLEPLAYING GAME and the PATHFINDER
ROLEPLAYING GAME COMPATIBILITY LOGO
are trademarks of PAIZO PUBLISHING, LLC, and are
used under the Pathfinder Roleplaying Game
Compatibility License. See
http://paizo.com/pathfinderRPG/compatibility for more
information on the compatibility license.

THE SHINING JEWEL, LLC; TSJ, LLC; TSJ, LLC
LOGO; LEGENDS OF THE SHINING JEWEL; LSJ;
LSJ LOGO; and RAIA are trademarks of The Shining
Jewel, LLC. Tournament detail copyright 2010 by The
Shining Jewel, LLC. ALL RIGHTS RESERVED. This
scenario is intended for tournament use only and may
not be reproduced without approval of TSJ, LLC.

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 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
toaccommodate 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

"'Spirits of the Darkwood™'is a new series investigating
the relationship between new entities and classes
introduced in the Advanced Players Guide by Paizo.
This module is the first in the series, meant to give new
players a taste of the campaign flavor and set some
ground story for future modules.

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

Introduction: A summons from the Druid Grove
cuts breakfast short.

Encounter 1:Meeting the Archdruid and receiving
the quest to investigate the blight in the northern
Darkwood.

Encounter 2:The PCs must make their way through
the towns of Llynville and Rainsford to get to the
Darkwood.

Encounter 3: The PCs must navigate their way
through a treacherous part of the Darkwood with
only a small hunter's trail as their guide.

Encounter 4:*repeating™ for every night spent in
the Darkwood, the PCs are victims of mental
assault in their dreams.

Encounter 5:The PCs arrive at the village near the
blighted swamp and learn some of the local
history.

Encounter 6:The PCs must attempt to save the
ranger Trind, if they fail they will be rescued by
their druid informer, Mirriam.

Encounter 7: The PCs must rush back to town and
defend the townspeople from the evil witch.
Depending on whether or not they saved Trind,
they will have more time to set an ambush for her.

Encounter 8: The PCs defeat the witch, and must
pursue her vampiric Kitties back to their coffins
and free the forest of their taint. They discover
something shocking in the process.

Conclusion:The PCs and their Grove escort (Trind
or Mirriam) return to the Grove. The Archdruid
speculates on the significance of the child they
found and the source of the witch's power.

Epilogue:The PCs feel an odd presence watching
them as they leave the wood and return to the city.

GM's Note:
For this intro, allow new players time to explore
their surroundings and choose where they start

their day. Are they renting a room at the Dauntless
Dolphin? Slumming at the docks? NOTE: Any PC
with attunement to the natural world (druid, ranger,
Clerics of Ayla/Brianna, anyone with the trait
"wild empathy") should be given Player's Handout
#1.

INTRO — ""CHECK, PLEASE...""

As the sun rises, you contemplate your breakfast
and the latest jobs on the Adventurer's Guild
board. You haven't been here long, but there
seems to be a recurring theme of nobles losing
their stuff, farmers wanting wild animals chased
off and shifty offers from the League of
Thamaturgical Studies to test their new items. It'd
be nice to finally do something worthy for a
change. Just then, there is a tapping outside the
Guild's window with a shadow of a bird. The
guildmaster looks at you sternly and motions for
you to take care of the problem.

If the PCs IGNORE the tapping: It intensifies to
the point of severe annoyance and cracked glass.

If the PCs OPEN the window:

A large black crow flies into the room. There is a
message attached to its leg. The message is
written on plain paper, unadorned except for a
seal in the shape of an oak leaf. Upon opening it,
they find the following message written in a plain
black script and a map to a clearing on the
western edge of the Rosewood.

""Adventurers, dark powers fall upon the
Darkwood. Our numbers which once were more
than sufficient are now slowly becoming
outmatched by the evil around us. We have many
tasks sufficient for varied skill levels, with a
reward commiserate based on the level of service
you can provide us. Those interested should speak
to the Archdruid at the Rosewood Grove as soon
as possible."

Getting to the Grove:

Using the map, Player Handout # 2, The PCs can
take the main road heading southwest of town until
it borders the edge of the Rosewood. The Grove is
about 1 mile to the east of the road through a
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lightly forested area. The journey takes about 8
hours on foot.

» When the PCs are ready, GO TO Encounter 1
(page 4).

ENCOUNTER 1 —
MEETINGS AND GREETINGS

Your journey to the Grove was anything but
pleasant with a moist heavy fog cloying to your
lungs and your clothes. Eventually, the trees stop
and a clearing spreads out wide ahead of you
with several stations loaded with cooking pots and
clusters of adventurers gathering.

There appear to be three large groups, the closest
one with a cluster of folks who are carrying bows,
longswords and varying armor with several
animals lounging about. They all wear a black
panther cloak brooch. They appear to be breaking
camp as you arrive.

The second group has individuals you've only
heard about in awed and enthusiastic whispers. A
monk with white chicken feathers and eggs for
hair can only be the noble, Lord Bob. Across the
fire are several members of the adventuring guild
The Fiend's Follies, most notably the rogue who
founded the group, Lukas Fiend. Walking up to
the group is a pair of winged females, although
the Dymoran's outfit is certainly more revealing
than the sky elf's. Watching the landing of the
massive winged crocodile known about the city as
"Tiny" you hope they're taking care of the big
problems here. They join hands and claws, then
turn into clouds flying through the trees, courtesy
of the druid's spell.

The third campfire is surrounded by individuals
much like you, humbler of origin and ability.
Waiting at the head of the group is the Archdruid
and his wolf companion. The Archdruid is a
stately looking human man in his early 50s with a
odd ivory headdress that you've never seen the
likes of and set of chainmail that appears to be
woven out of plant pieces. His long salt and
pepper hair is tied in a loose ponytail behind his
head. As you approach, his grey wolf turns and
barks at you.

"Welcome adventurers. My name is Archdruid
Michael Dirn and this,” he says as he points to
the wolf, “is my friend Wanderer. Our forest, and
many others like it, is being besieged by a great
evil power. We are outnumbered and need to
reach out for help in a way we have never done
before. Each of you will break off in teams of 4-6
and you will be assigned your task by my
assistants. Serve well, and prove that we may
depend on you for more important and rewarding
tasks."

At this point several druids start landing their bird
forms from the surrounding trees and they divide
the PCs into equal parties.

A middle aged human woman approaches you,
"My name is Watcher Mirriam and my partner,
Trind Riverwalker, has gone missing. Trind is a
young half-elf Forest Warden, fearless and
impatient. You will know him by the striking
golden hair he refuses to cut and his green eyes. |
was his trainer in the more advanced ways of our
Order. He and Ruffle, his snowy owl, set off two
days ago to investigate a disturbance in the
eastern Darkwood. They have not returned.

Their task was to look into some reports from an
elven farming village named Sardyn. The farmers
claim they have seen an unusual amount of
exsanguinated rodents around their borders and
they are panicking. He should have reported back
by now and | have an important project of my
own that | cannot afford to disrupt. The Master
Nature Wardens have attempted to commune with
the forest along the path he took and have been
blocked by an unnatural power. Please find Trind
and Ruffle and help them finish their
investigation. Do you have any questions?*

« "Where was Trind going? OR How do we
find them?"*

"Trind was taking the Northern Way, it is an
ancient hunter's path that follows the curve of the
Darkwood's eastern border north. It runs along
side a small stream leading North out of the town
Llynville. When you reach the halfway point at
the willow grove, you must cross the stream and
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continue following the ravine. The ravine ends
upon a bluff where the village is located."

&« "What do we know about the enemy?"

"Regrettably, not much. It's as if there is a
barrier over a small part of the eastern
Darkwood, just 1/2 mile to the west of the village.
We suspect there were blighted druids attempting
to gain a foothold, and this may be the work of
one. The farmers have only brought us one
corpse of a badger that appeared to be in a very
violent struggle. His neck has marks like those of
a vampire bite, but our counterparts within the
priesthood of our goddesses know of no natural
vampiric creature that small."

PC does NOT have a magic weapon, they may
choose from a loaner silver dagger or silver
longsword. Mirriam will stress that the Grove can
and will track the loaners to get them back if not
returned. See Player Handout # 3.

» When the PCs are ready, GO TO Encounter
2 (page 5).

>
ENCOUNTER 2 —TO LLYNVILLE!

« Do you have any of the bodies?

"The badger has been studied extensively by
myself and the others. We cremated his remains
after we detected a lingering evil we could not
purge from the body. The fire's power seems to
have done the trick for us. He was certainly
drained of blood, with many small claw marks on
his flanks.

« How do we fight this creature?

Leaving the Grove, you see several druids and
their animals praying over totems and shrines to
various creatures. You begin the journey west
along the trade road. You arrive at the trade town
of Rainsford several hours later, stopping to
refresh provisions on the way.

Continuing on, you arrive at Llynville. The town
is gloomy and the sky overcast. The mountains in
the distance are covered with lightening filled
storms and snowy peaks. Due to the weather, few
people are out in the markets today, despite it
being a regular day of trade. It's getting late in
the day and the market's are almost closed.

"A vampire, if it is one, is susceptible to any
magic or silver weapon. For those of you who are
not so equipped, we will loan you a suitable silver
weapon for you to use on this quest. We have a
small stash of our pure spring water that should
also be harmful to such creatures."

& Has anyone from the village been harmed?

""No, nor have they seen their tormentors. They
only know that some property damage has been
done — buildings lit on fire, fields destroyed. Some
cows have been injured by small claw marks, but
not to the point of death."

« What's the reward for our help?

"You will be offered your choice of a small cache
of magical items plus a small sum of gold."

*GM's NOTE: If the PCs have other questions,
Mirriam will answer that the druids have no more
information. Each of the PCs will be provided with
one vial of water from the Grove's spring. It
functions as a standard vial of holy water. If any

GM NOTE:PCs may attempt to converse with the
few locals and gather info.

SET UP: There are three groups present, a pair of
guards standing at the entrance to the market which
the PCs will meet first, a trio of fishermen's wives
with the catch of the day and some other
foodstuffs, and a group of old men smoking under
the entrance to the inn at the opposite end of the
market. The PCs need to chose which interaction
skill they will use. Using Intimidation will scare
off the old men, cause the wives to call the
guards, and the guards will throw them out of
town for being troublemakers.

The Guards: PCs find some chatty guards
discussing that the townsfolk recently burned a
young human woman for witchcraft, only she
didn't stay dead- slaying 2 town guards on her way
out of town. On a Diplomacy ATL+ 10 they may
ask the following questions, otherwise the guards
stay silent once the PCs approach.

<« You have a witch problem?

"The younger, more attractive guard greets you
and says "Twas such a shame, Belledine was such
a good little lass too, at least we all thought so.
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But her ma' and da' caught some strange plants
in her room and a voodoo doll!" The older, fat
guard elbows the other and says 'That's enough.
She got what was coming to her, cursing her little
rich boyfriend's family for him. Although I'll be
damned lucky she didn't kill me when she got
back up and ran her burned little hind end out of
town.""

& \Where is everyone? or What's the latest
news?

& Anything else strange going on?/More
witches?

"The younger guard laughs, throwing back his
full black mane, and says 'Boy, there's rich
people hiding in their homes and not coming out
for fear that they'll be next. Old man Cardale's
face is full of the pox that they can't cure. His
wife is blind as a bat with scary looking eyes.
Word is they brought a priest with them druids
Magister Llewarn invited into town today.
Everyone knows it's their evil son Malcom who's
at fault, he's always got his nose in twisty books
and then he started talking to Bats! Bats can't be
natural for a pet. He's a sickly thing and we ran
him out of here the same day we burned his girl.
I'll be he's turning Belledine into some twisted
flesh golem as we speak!""*

""The younger, pretty blonde wives invite you over
to share the news of the day. '‘Did you hear
strangers, there's been whisperings of a cabal of
murdering magic wielders north in them nasty
woods. The local alchemist and priest can't make
heads or tails of some of the strange curses and
hexes that's layed several o' nobles low in our
towns and others. If you're headed that way, ye
best be careful now.""

&« \Who has been cursed/diseased?

"The oldest wife pipes up, 'Several of our most
prominent tradesmen. The rumor is Mr.
Cardale's son is behind all of it, ever since he got
left out of his daddy's will. The his girlfriend gets
caught with implements of evil magic. | NEVER
trusted her, sly little thing. The alchemists hired a
bunch o'dem druids to look into the afflictions. A
big gaggle of the black bats came into town just a
few hours ago waving their fancy panther
insignias around.""

Approaching the Inn and Old men;

Knowledge Local: Results of 10-15 will give the
PCs the following- Several important figures have
been injured over the past few months in
mysterious ways and have since avoided coming
out into public areas. Results of 15-25 will give the
PC knowledge of two prominent alchemists in
town looking for information about rare diseases
(blinding sickness, mindfire) to cure the trade
family Cardale and several other families.

The FishermensWives:

For a Diplomacy check of ATL +5,

&« Where is everyone? or What's the latest
news?

Completing the restock of your food supplies, you
get a glimpse of one of the black cloaked rangers
from the Druid's Grove exiting the inn. He has a
guick word with the men outside and they
disperse to their homes. He waves you on and
says ""You should rest here for the night. The
investigation here is under our control. We can
take care of it. This town will be a safe respite
before you enter the Darkwood.""

You have a quick dinner, as you watch townfolk
gather in the inn. There are several rangers and
townsfolk, all very solemn. Several of them will
chat with you.

"The oldest wife smooths her filthy green apron
and says, 'Strangers! Oh my, there is a cabal of
murderers that escaped North into the hills
between the Darkwood and the Mountains. It's
too horrid to speak of with so many fallin® ill to
strange odours." The wives speak no more to you
about the tragedies."

QUESTIONS:

& Several folks will look at you and ask if you
are with the druids.
IF PCs say YES>>
Diplomacy of <15:

For a check of ATL+10, the wives will actively
engage the strangers in polite conversation.

"Two old women with their husbands give you
dirty looks. A particularly grouchy one says,
'We'll be lucky if yer "help'* comes to any good
outsider. Those tree hugging bastards couldn't
heal old Lady Cardale. She's the soul of our
town."
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Diplomacy of 15-20:

Diplomacy of 20+:

"Three old men hear you introducing yourselves,
and wave you over to their table. "Welcome lads,
ye must be helping with tracking of Malcom
Cardale and his wicked little lass. Destine's
blessing upon ya then. Thank the gods those two
were ran out of town before their wicked critters
could infest more folks homes. There are rats and
spiders all over!"""

Diplomacy of 20+:

"A group of two tradesmen and a pair of rangers
pull out seats for you at their table. There are
several other individuals present, including two
druids wearing green robes, a priest of Cerion
giving a prayer over his holy symbol- a wheat
bundle, and the town magister. The magister
stands and introduces himself, *Llewarn,
Thomas Llewarn at your service. Thank you for
helping our friends of the grove here investigate
the abnormal happenings in this portion of the
protectorate! Sit friends, and eat with us. May
your journey to Sardyn be a safe one, and | hope
you can help those poor people, they are good
trading partners of ours." The magister sits and
motions for you to join his fine array of more
elaborate fare."

"Three old fishermen and the wives you saw
earlier in the market hollar at you. 'Yoohoo,
strangers, come eat with us. We'll tell you a tale
those black and green bats don't want getting out.
Word is little Belle Travor was taking
unsanctioned magic lessons for years from a
washed up druid that worked for her Daddy on
his cattle ranch back in 'da day. There's folk
saying that druid always acted possessed with
drugs and drink. Mr. Travor senior claims he's
been dead this past year, but they found signs of
inhabitance near ‘is shack. We a' bettin® he
taught Belle all sorts of unnatural things,
diseases and poisons to make." The husbands nod
after the youngest wife and look at you with sad
eyes. One motions for you to share the pitcher of
ale as he pours rounds for everyone."

» When the PCs are ready, GO TO Encounter
3 (page 7).

ENCOUNTER 3 —
MERRILY THROUGH THE WOODS

IF PCs say NO>>
Diplomacy of <10:

"Two old women with their husbands stare your
direction with a mix of pity and disdain. One of
the men speaks hoarsely, 'You strangers are
working for a bunch of two faced false promise
makers. Don't trust a word them tree huggers

say".

Diplomacy of 10-20:

"Three old men hear you introducing yourselves,
and wave you over to their table. "Welcome lads,
ye must be helping with tracking of
MalcomCardale and his wicked little lass.
Destine's blessing upon ya then. Thank the gods
those two were ran out of town before their
wicked critters could infest more folks homes.
Have a drink with us before ya leave! Take care
to kill any bats, rats, or cats ye might find- those
two wicked children were using them to spy and
curse folks.""

The next morning you leave Llynville and enter
the Darkwood, the oily sensation of something
wrong begins to permeate back into your bodies.
The fog is even denser now, as if the forest itself
seeks to obstruct your purpose. Underbrush is
everywhere, threatening to trip and tangle with
sounds of life echoing through the trees. The
canopy above is thick with twisted tree trunks
sprawling in an abnormal pattern toward the sky.
The entire forest gives you the impression of pain
and suffering. As you begin on the old ranger
trail, you get a horrible premonition of the reality
you may get horribly lost in these woods if you
don’t keep your minds about you.

GM NOTE:The party must succeed on two
Survival checks DC 10+ATL or
Knowledge:GeographyDC 10+ATL to follow the
twisting path of the trail in such dense fog. It does
NOT have to be the same person succeeding both
times.

If they Pass both checks:
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“The going is slow, but steady. The more
wilderness savvy members of your group manage
to keep everyone on the path and together.
Checking for tracks or evidence of Trind and his
owl, you only catch a faint glimpse of a clearing
with what might have been the remnants of his
campsite with some scattered owl pellets.”

The party reaches the halfway point to the village.

If they Pass ONE check:

“The winding and twisting path of the Northern
Way is almost too much for you. Despite your best
attempts to stay on the trail, you repeatedly find
yourself getting off the path and landing in a mud
pile somewhere. Night is quickly falling, and as
tempting as it may be, you know it would be
unwise to push on in the dark. You will have to
make camp here.”

They can reach 1/4 of the way to the village by
nightfall with some cursing and twisted ankles on
the way.

If they Pass NO checks:

“This dark, twisted forest is out to get you. You
can barely make out the path that these druids
call a trail. Losing track of the number of logs
you’ve tripped over or mud piles you have fallen
in, you are certain that you have spent most of the
day lost and wandering. Finally, you locate a
small ring of trees that seem to be large enough to
camp in and build a fire before you can’t see the
materials to do so."

They will stumble around lost and traveling in
circles only winding up at their starting point or
where they were before.

» For each night the PCs spend in the forest,
GO TO Encounter 4 (page 7).

» When they have travelled far enough to get to
the village, GO TO Encounter 5 (page 8).

ENCOUNTER 4 — EMPTY NIGHT

You set up camp as best you can, trying not to trip
over yourselves and your companions in the

process. You make a small meal out of your
rations and the foodstuffs Mirriam handed to you
on your way out.There is no point trying to catch
game in this weather. The eerie sounds of the
forest at night are unsettling to those even
accustomed to traveling in such environments,
for city-dwellers it is difficult to feel safe enough
to rest.

GM’s NOTE: The party members will not be
attacked physically AT NIGHT. Each PC must
make a Will save (DC 13 for ATLs 1 and 3, DC
15 for ATL 5) at the beginning of their sleep or be
tormented by nightmares. Any PCs who fail the
save will be affected by horrible, terrifying dreams
as per the Nightmare spell. Spell casters will not be
able to refresh spells, though they will retain
whatever they had from the previous day. Any PCs
with lost hit points will not heal the standard
amount without rest.

For those who pass:

You ‘enjoy’ a fitful slumber, if that is what it
really was. Through the night, a presence danced
at the edge of your awareness. You don’t know
what it was, but you’re grateful your innate
defenses kept it at bay.

Dreams so agonizing they hurt. The mind
torments you hourly with visions of farms and
families burning, small red eyes stalking you
through the forest, a vast swath of forest so dead
and putrefied that it could never be reborn. At the
periphery, you catch a glimpse of a humanoid
shape with glowing white eyes, always watching
with a sick smile on a feminine face. As you
wrench yourself awake, you can only assume that
this is the future the druids fear.

THE FIRST MORNING:

Upon waking, the PCs must succeed at a DC 20
Perception check or be caught off guard in a
surprise round by a pair of Snake, Constrictor for
ATL 1+3 or a pair of Greater Constrictor Snakes
for ATL 5.

As you wake, you hear a rustling sound as a pair
of snakes gets ready to have you for breakfast.
Did it really have to be snakes?
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Snake, Constrictor

N Medium Animal

Initiative +3; Space/Reach 5 ft.

AC 15, Touch 13, FF 12(+3 Dex,, +2 NA)

HP 19 (3d8+6) Speed 20ft

Fort +4, Ref +6, Will +2 DR/SR/Immune No
SQ Scent, Perception +12

Full Attack Bite +5 (1d4+4,Grab, 20x2),

Str 17 Dex 17 Con 12 Int 1 Wis 12 Cha 2

Base Atk +2; CMB +5(+9 grapple); CMD 18 (no
trip)

Feats Toughness, Skill Focus(Perception)

Skills Acrobatics +15, Climb+11, Perception+12,
Stealth+12, Swim+11

He says solemnly, “What brings a pack of
adventurers such as you to our humble home?”

Let the PCs explain their errand how they wish.
Depending how they reply, the elven man replies
as follows:

&« Have you seen Trind?

Torran shakes his head, “No, we have seen no
envoy from the Grove other than you. We have
wondered for many nights if any help was
coming.”

Greater Snake, Constrictor

& Places Trind might be?

N Medium Animal

Initiative +4; Space/Reach 5 ft.

AC 19, Touch 15, FF 14(+5 Dex,, +4 NA)

HP 25 (3d8+6+6) Speed 20ft

Fort +6, Ref +8, Will +4 DR/SR/Immune No
SQ Scent, Perception +12

Full Attack Bite +8 (1d4+7,Grab, 20x2),

Str 21 Dex 21 Con 16 Int 2 Wis 16 Cha 2

Base Atk +2; CMB +7(+11 grapple); CMD 20 (no
trip)

Feats Toughness, Skill Focus(Perception),
Weapon Focus(bite)

SkillsAcrobatics +17, Climb+13, Perception+16,
Stealth+14, Swim+13

“There is a cave southwest of here at the river’s
bank that our hunters frequently use. It would
make a nice hideaway for someone of a ranger’s
skill. We have not been that way for several
days.”

«& \What about the dead animals?

Combat ends:

"You finish off the last of the opportunistic beasts
hoping to catch you unawares. The forest has
certainly sent out a welcoming party. ”

“For almost a week, we have spotted the smaller
vermin of the forest being left dead on our
borders, wracked in death throes, pale as the
whites of their eyes. At first it was just one or two,
and we thought nothing of it. Then within the last
3 days, it has become several each day, closer to
our homes, our livestock. Our prayers to Ardra
have gone unanswered and the attacks grow
closer with each passing nightfall. The last 2
nights we have noticed slash marks on some of
our smaller sheep and cows."

& Any idea what caused the deaths?

ENCOUNTER 5 — FINALLY WE'RE HERE!

As the trail ends upon a great bluff and then
winds upward, you celebrate the return of light
and fresh air. Your first impression of the village
Sardyn is that of a coordinated haven with a
small field of cattle and sheep huddling as far
away from the forest as they can get. Three fields
spread out harboring a crop of corn, beans, and
partially burned wheat. The villagers have
gathered to remove as much of the damaged
material and re-till the soil. An elderly elven man
approaches you. “Well met, my name is Torran.”

“We are simple folk, dears. | am the only person
who has ever left our home in search of the
outside world and its knowledge. For many
decades, | walked this great land as a bard, but I
never witnessed a representation of evil such as
this. I have my suspicions. | remember the day
those who became Drow led so many of our
people on their fool’s crusade to enslave and
destroy the other races. Three of our young men
and women left with a pack of their knights
recruiting for more soldiers and support in their
attack on your fair city. We have never heard
word from them since.” Torran is suddenly
overcome with a grief he can no longer repress.
His eyes fill with tears as he says hoarsely,
“Please adventurers, one who left was my
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daughter Karylin. She always had a connection to
the forest. We had hoped to present her to the
Grove as an initiate when she came of age. My
heart tells me she might be the source of this evil
that besieges us. She had extensive knowledge of
the forest and marshes nearby. Please try to sway
her to give up this folly, this warped charade of
racist superiority that has twisted her heart. Tell
her there will always be a place for her here if she
repents her evil ways. If you cannot...then grant
her as merciful a death as you can.”

At this point, the old man quietly wishes
you well, and turns to walk the path to his cottage
alone. The other villagers nearby watch your
exchange in equal parts mourning and hope,
looking to you to put things right. Two young
men in hunters’ garb approach you, lead you
back to the top of the bluff and point out the way
to the cave before returning to the job of clearing
their burned field.

PC without at least low-light vision will be treated
as blind without an additional light source.

As you walk further into the cave, it widens out
into a thirty foot circular cavern. The top of the
cave is only 10 ft tall. In the center of the cave is a
small campsite with a doused fire with a bound
and gagged male half elf beside it. He lies almost
perfectly still and seems to be delirious. Next to
his body lays the corpse of a large bird that has
been picked apart by some predator.

> When the PCs head to the cave,
Encounter 6 (page 8).

GO TO

ENCOUNTER 5 —
A DANK AND MISTY PLACE

The PCs can easily find their way to the cave with
Torran’s instructions. Upon their approach have
them make Perception (DC 15+ATL). A
successful check allows them to spot a small
brown tabby housecat sitting near a bush at the
entrance to the cave. Upon the PC’s approach, the
cat withdraws back into the thick brush.

Provide PCs with Player Handout # 4.

The GM is aware that this is Trind and Ruffle, who
have fallen prey to the evil witch and her allies by
the way of some clever poison usage. -There are 3
enemy vampiric housecats prowling about the cave
as Trind’s guards making sure he dies of the
poison.

- Use the statblock for catpire, lesser. (Appendix 1)
- Trind has been poisoned with hemlock and
wolfshane(PHB pg 559) and has already failed two
saves. It is up to the PCs to identify his plight,
although if any of them think to ungag him, he will
start screaming at them to get him a cure poison
potion from his travel bags and untie him.

- The minute the PCs approach Trind, the vampiric
kitties will strike from stealth for a surprise round
unless the PCs spot them (roll perception vs.
stealth).

As the PCs move in, continue here, modify as
necessary:

Nestled between two willow trees and several
bushes is a small cave opening, less than two
body widths across. A thick mist swirls around the
river’s shore and continues into the cave. As you
approach the cave, you think you hear a rustling
noise farther in. Looking in, the nearest you can
tell it is barely five foot high and the same wide
and appears to be fifteen feet long.

As you move toward the thrashing body, you see a
quick movement and see three cute little kitties
with red glowing eyes and small fangs jump on to
the body and then go after whichever two PCs are
closest to the cave entrance.

Please get a marching order at this time since the
PCs can only go single file.

Environmental effects: There is very little natural
light that has filtered down from the entrance. Any

They will hit the closest PC with its Dominate
ability.

GM NOTE:PCs may roll Knowledge: Religion
DC 11 to recognize the cats as vampires and act
accordingly. The vampire cats are pack hunters.
Their primary goal is to make sure Trind dies and
the PCs do not cure him of the poison. The cat on
Trind will make it his job to dominate one PC per
round and order them to pet him. The other two
cats will attempt to hinder PC’s with their Energy
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Drain, Dominate, slam and bite attacks. If the PCs
can successfully place a ring of garlic about or
form a wall of holy symbols or mirrors, the cats
will retreat through a diminutive passage in the
back of the cave. As they must assume gaseous
form to do this, the PCs cannot follow them home
via that route.

PCs heal Trind and defeat the catpires:

Trind struggles to stand and leans on the PC
nearest to him. “Friends, thank you. Without your
assistance, |1 would have met the same end my
beloved friend, Ruffle, did”. He gestures to the
bird’s half eaten corpse. “Those felines are no
ordinary housecats, as I’m sure you are aware.
There is a Drow witch | have spotted moving in
the swamp to the north and she has been
gathering the foul beasts to her side. She herself
is not a vampire from what | can ascertain. From
their actions, | believe they mean to destroy the
village nearby once they have gathered the
strength to do so. The cats you fought here are
the lesser of their ilk. Larger, more powerful
felines guard her stronghold. If you can assault
her in the day, you may catch her unprotected.”

Trind gathers up Ruffle’s remains for a proper
burial. He leads you back to the cave’s entrance.
Glancing outside, he looks up at the sky. Despite
the heavy tree cover, he gleans the information he
needs. “Friends, you do not have enough time to
reach her stronghold before night falls. We must
find shelter in the village and use it as best we
can. Bring my things please. | have some supplies
that may come in handy.”

After what seems like an eternity, but can’t
possibly be that long, a hawk sweeps into the
cave. It lands and shifts back into the druid from
the Grove, Mirriam. As she moves to heal you,
she explains, “We were able to commune with the
forest just long enough to get a glimpse of your
fight. I came as fast as I could.” She glances at
Trind and Ruffle’s remains and casts a spell on
them. “Hurry, we must get to the village for
safety. It’s almost night.”

Spellcraft DC 12: Mirriam cast Gentle Repose on
them and sets up a ward.

Proceed to Encounter 6B(pg 10)

ENCOUNTER 6A —
A VILLAGE HOLDS ITS BREATH

Proceed to Encounter 6A (pg 10).

PCs neutralized to 0 HP by cats:

You lie helpless, beaten by the monsters before
you. They sit back on their haunches, purring
malevolently. They prance before you, delighted
that their mistress’s handiwork has an audience.
Minutes pass as you watch Trind struggle against
his bonds and the gag, desperate to reach his
backpack. He grows weaker and weaker, and
eventually succumbs to the poison in his veins.
After watching the horrible sight of the vampiric
cats feasting on the second half of their dead bird
meal, they smugly turn to you and then dash out
of the mouth of the cave as night falls.

Trind leads you swiftly back to the village. Torran
and several adults are waiting for you outside of
the main town hall. Torran says “We’ve spotted
some cats prowling around our border. What’s
going on here?” Trind takes charge and starts
bringing the villagers up to speed on the witch
and her pack of vampiric housecats. Torran
assembles the rest of the village into the town hall
and they start laying protections-barring doors,
hanging garlic.

Trind turns to you and says, “Friends, my
intuition tells me the witch is near. There is the
same cloying feel to the air and ground when her
spells caught me off guard the first time. We must
prepare to defend these people from her evil. |
will take up a defensive position in the barn next
door. I suggest you assemble an ambush as well.”

The PCs have 4 rounds to choose cover/hiding
places. Have them roll Intiativeto make it easier to
keep track of the rounds and what each person is
doing. Options include a large wagon, several hay
stacks near the barn, and a small cart at the
entrance to the village.

SETUP: The town hall is a 30°x 60°x 30° wooden
structure in the center of town. 15 to its left is the
mill, a 20 by 20’ structure. There is an empty 5x
10’ cart next to the mill. 15’ to the right of the
town hall is the barn which is a 30°x40x30’
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structure. Directly south, there is a 5x5 hay pile
and a large hay fill wagon, 10°x20’. The main
entrance to the village is the southern edge of the
town, with a fence broken in several areas.

ENCOUNTER 6B — THE ASSAULT

On the far western side of the village, there is a
fire lit in a cornfield. Lightning and thunder
crack as a storm moves in. Out of the trees to the
south flies a thin Drow woman, hooded and
cloaked. Her vampiric servants are nowhere to be
seen, and must be flanking behind you. She
screams, “Bring out the pathetic fool Torran and
I will let the rest of you simpering idiots
live!”Torran pops his head out of a window of the
great hall. Before he can get a word off, the witch
fires off a bullet from her sling in his direction.
She misses by a hair and Torran shuts the
window firmly. She turns her malevolent stare
your direction and says, “If you defend them, you
die with them.”

Combat Appendix 2:

Trind or Mirriam are not a primary combatant.
They are in the town hall, keeping the townsfolk
safe. They will only attack Karylin if she
approaches the town hall or gets within ranged
firing distance of the window that Torran was
sticking his head out of. The catpires attack in
groups (two lesser or a mix of one lesser one
greater) and they are stealthing in from the
sidelines, using the cover from the fields to get up
to the town hall and the barn.

ATL 1: Karylin plus four lesser catpires.

ATL 3: Karylin plus two lesser and two greater
catpires.

ATL 5: Karylin plus three greater and three lesser
catpires.

> If the PCs succeed, GO TO Encounter 7

(page 11).
> If the PCs are defeated, GO TO Conclusion B

(page 10).

ENCOUNTER 7 —
ITALL COMES TOGETHER

The fires rage across the field as Karylin gasps
her last breath and falls. As life drains from her
body she makes an odd gesture at you. A cold
wind surges through the town, swirls around you
and then all is still. Torran and Trind/Mirriam
approach your group. Torran steps to the
forefront, nods to each of you, picks up the
broken remains of his daughter and heads toward
his home. Trind/Mirriam approach,“Adventurers,
thank you again for dealing with this threat. We
maust follow the witch’s tracks back to her lair
where the cat vampires’ spirits fled. Only then
will this forest be rid of their evil. But first, let us
rest this night and help these people.”

You wake refreshed the following day, ready to
end the Kitties' evil once and for all. Despite your
woodland guide, delving deeper into the
Darkwood is an unpleasant experience. The trees
grow so that the canopy of leaves makes it hard to
tell if it is day or night. Stinging insects and foul
odors abound.After an hour in the murky
darkness, you arrive and you see two small
cottages about 20’ by 30’ that seem to be built
into the ground. They are constructed of the earth
of the bog, with copious amount of peat moss
adorning them. Both have a small central door on
the front of the building with no other entrance
visible above ground. There is a small garden
with various root vegetables to the side of the
north cottage. The south cottage has two large
cats sitting atop its roof. The excessive tree cover
provides the two critters just enough protection
from light to guard their sleeping bretheren.

GM Combat Note: Unless the PCs are attempting
to go unseen, the catpires will be aware of their
presence as soon as they are within 30 feet of the
southern cottage. Catpires will attack on sight.
<ATL 1: See Stat Block for lessercatpire>
<ATL 3-5: See Stat Block for greater catpire.>
Combat conclusion:When both catpires fall to 0
hp they will fly off in gas form to the northern
cottage where their coffins are located. The interior
of the north cottage is empty, save for several
small wooden beds with blankets inside. The
catpires which are already defeated will be asleep
in their “coffins.” The PCs may stake them at this
point.
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Upon entering the south cottage, you are
presented what would be lively little home if it
weren’t for part of the décor. There are two lamps
and a small fire in the fireplace. A table, a desk
and a bed adorn one side of the room. There is a
chest of drawers near the fireplace and a cradle
next to the bed. Inspecting the area further
provides you with evidence of a humble existence
with plain farmer’s clothes, clay table and
cookware in the drawers and some supplies for
the child. The child in the cradle is a Drow less
than a year old. She is asleep with several odd
charms and dolls around her bed. Strange
dreamcatchers and woven ornaments adorn the
walls and hang from the ceilings. The shapes you
recognize, elemental symbols of fire and air,
trees, water drops and a bizarre knotted pattern
you have never seen before. (Druid PCs will be
able to spot three Druidic letters in the pattern
with a DC 15 perception check. They make no
known word.)

Trind/Mirriam steps forward and says, “This
babe is innocent and perhaps may escape her
mother’s evil. There is a strong connection to the
spirit of the forest here and it seems to be
anchored to the child. We must take her back to
the Archdruid. He will need to ascertain the
nature of the bond. It is beyond my skill.”
Trind/Mirriam will gather the ornaments
surrounding the child’s crib and nearby walls,
and be in charge of the babe getting back to the
grove.

hunter’s way. Arriving at the Grove’s clearing,
the Archdruid is standing by a fire with several
old and wizened cohorts around him. Their
conversation is animated.

He turns to you, “Adventurers, your assistance
proved invaluable. You have eliminated a serious
threat to the safety of our woods. We are still
investigating the source of the witch’s power.
Judging from the ease at which such a young
woman was able to manipulate that area of the
forest, we’re worried that she may have possessed
a strong connection to the local spirits in that
area. Also of concern is where she obtained or
how she was able to create those small vampiric
felines. But it is our job to continue this
investigation, for now your part is done. Her
daughter, of course presents an interesting
possibility. Rest assured that the babe will come to
no harm in our care. We are evaluating whether
or not it would be prudent to allow the
grandfather, Torran, to raise the child. Please
choose your reward from the items my assistant
has here as payment.”

PROCEED TO EPILOGUE

CONCLUSION B — MiIssSION FAILURE

<Any attempts by PCs to kill the child will be met
with hostility and will reward them a nice fat EVIL
alignment and remove their PCs from play.>

Mirriam or Trind: “Friends, by your courage and
bravery the village has been made safe. Please, let
us return to the grove, so that the Archdruid may
reward you.”

(Mirriam or Trind) will produce a figurine of a
small brown horse. Casting it down, it becomes a
live light horse with saddle, which he/she and the
child mount and ride off. “I’ll see you there.”

CONCLUSIONA — MISSION SUCCESS

You find your way back to the Grove much easier
following the horse’s trail along the northern

Despite your heroic efforts, you succumbed to the
strange and mysterious power of the witch. Lying
broken before her, she smiles and says, "Little
fools, you cannot contain the spirit of the forest."
A flash of light hits the witch immobilizing her,
followed by an arrow that hits her square in the
forehead. The witch falls dead, with a strong gust
of wind enveloping the area as she drops.

Torran steps forward and lays down his bow. He
moves quickly to make sure that you are all stable
before he moves over to his primary concerns. He
crouches over his daughter's body and whispers a
prayer. He turns to you and says, “She has a lair
out there. I will destroy it, but I hope to find there
was something in my daughter that will redeem
her in my heart.” He turns toward the other
villagers, “Please look after them and return
them to the road to Amthydor.” He turns back to
you, “Thank you for your efforts. | am sorry that
you failed.”
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The villagers escort you to a place to claim a
much needed sleep. You wake the following day,
still very weak and beaten. Envoys from the
Grove have arrived to care for Mirriam and
Trind's remains. They deliver you a message from
the Archdruid stating simply that the Grove
cannot afford to reward failure and that he
wishes you the best in future endeavors. The
villagers offer to guide you back to the main road
to Amythydor.

As you travel the road back to Amythydor, you
feel the same strange wind blowing through the
trees. The one that enveloped you as the witch
gave up her last breath. Once you are clear of the
woods, the wind suddenly stops. You can't help
but wonder what this means on the journey back
to the city...and if the witch is truly dead.

PROCEED TO EPILOGUE

EPILOGUE

THUS ENDS “FUR AND FANG”

TIME UNIT COST:
e Conclusion A: 10 TU
e ConclusionB: 10 TU
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EXPERIENCE POINT SUMMARY

ATL ATL ATL

1 3 5
Module Experience 650 | 900 | 1,300
Saving Trind Riverwalker from cats 100 | 100 | 100
Roleplaying XP Bonus 100 | 100 | 100
Maximum Possible XP 850 | 1100 | 1500

TREASURE SUMMARY

Treasure

The Gratitude of the Grove — 1 per PC

Text: Your success today has proved you are a capable adventurer and you have earned the Archdruid's
favor. Counts as one of two recommendations needed to join the Druid Grove metaorganization for
eligible PCs who meet feat or skill requirements. For Druid, Cleric(Brianna, Ardra, Ayla) or Ranger PCs,
only one recommendation is needed.

Premier: This cert will also allow a +1 circumstance bonus to all Charisma based checks dealing with
members of the Druid's Grove.

Gold- 100 xATL per PC.

These certs are 1 per table, to a maximum of the number of players.
Treasure Group required

"Protection of the Natural World"

Buried in the chest is a glittering amulet with symbols of turtles and oxen.
ATL 1-3: Brooch of Shielding (value: 1,500)

ATL 5: Amulet of Natural Armor +1 (value: 2,000)

"Sanctuary of the Grove"

In recognition of the evil you faced, the Druid's Grove has crafted a cloak to protect you on future
endeavors.

ATL1-3: Cloak of Resistance +1 (value:1,000 )

ATL 5: Cloak of Resistance +2 (value:4,000 )

"Protection of the Turtle"

The Warden's armorers are masters of creating fine armors that anyone can use. The following are made
of Ancient Turtle bone and carry no restriction to Druid PCs. Bone armor or shield will be 20% lighter
than corresponding steel versions and have the same statistics (armor bonus, spell failure, check penalty,
movement restrictions).

ATL 1-3: Heavy Bone Shield +1, (value: 1,170 )

ATL 5: Bone Breastplate +2 (value: 4,350 )

"Wrath of the Forest"
Several wicked looking clubs are available to you, all crafted by the Panther's weaponsmiths.
ATL 1: +1 club (value: 2,300)
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ATL 3-5: +1 club of flame (value:8,300 )

"Elixers of the Forest"
The Druid's Grove boasts some of the best alchemists in Amthydor and several of their works litter the
bottom of the chest.

ATL 1: #2 Potion of cure moderate wounds (value: 600)
ATL 3: # 3 Potion of cure moderate wounds (value: 900)
ATL 5: #2 Potion of Cure serious wounds (value: 1,500)
"Eternal nourishment"

A small glittering ring with the infinity symbol lies hidden in a pouch in a corner of the chest.
ATL1-5: Ring of sustenance (value: 2,500)

Player Handout # 1

"For weeks you've been getting foreboding sensations from the Darkwood and your animal
companions have been easily frightened. It's as if the forest is a completely different place you've
never been before. You've heard whispers around the circles of those who dwell in the
wilderness that the Druid's Grove is outnumbered and badly in need of aid. Could this be
related?"
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Player Handout #?2

Map to Druid Grove.
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Player Handout # 3

Silver MW dagger, 1d4 20x2 +1 to hit

Silver MW longsword 1d8 19-20x2, +1 to hit

#PC Vial of Nature Water- This water from the Druid's spring is blessed by the
purity of the Rosewood and the spirits therein. It will function as a vial of holy
water against any aberration or undead creature. There are enough Vials for each
PC to have One.

Number of Vials- mark off as PCs use them
000000

Player Handout # 4 Map of Cave.

# 4 Player Handout

L inwm

LS] XXX - Fur and Fang Page 19



Appendix A
The Good Guys

% Trind

NG Human Ranger 4

Initiative +4; Space/Reach 5 ft./5 ft.

AC 18, Touch 14, FF 14 (+4 armor, +4 Dex)
HP 39 (4d10 + 12 + 4 favored-8*)Speed 30 ft.
Fort +4, Ref +7, Will +3

SQNone DRNo SRNo ImmuneNo
Full Attack™ Longsword +4 (1d8, 19-20x2) or
Longbow +10° (1d8+1®, 20x3)

Spells: 1% — Magic-Fang

Str 10 Dex 16 *Con 11*Int 12 Wis 14 Cha 12
Base Atk +4; CMB +4; CMD 18

Feats Endurance®, Point-Blank Shot®, Precise
Shot™, Toughness, Weapon Focus (Longbow)
Languages Common, Elven

Gear Chain Shirt, L.sword, L.bow (60 arrows)
Skills:Acrobat. +6, Climb +5, Handle Animal +8,
Heal +6, Intimidate +5, Perception +9, Spellcraft
+7, Stealth +7, Survival +9 (+11")

Special Abilities Track, Wild Empathy, Fav.
Enemy”™ (Beast +2), Combat Style (Archery),
Favored Terrain (Forest +2), Hunter’s Bond
(Animal Companion: Owl)

Owl: Small Animal 1 *DEAD*

Initiative +2; Space/Reach 5 ft./5 ft.

AC 12, Touch 12, FF 10 (+2 Dex)

HP 16 (2d8 + 2) Speed Fly 80 ft. (average)

Fort +4, Ref +5, Will +2 DR/SR/Immune No
SQ Lowe-light vision, Link, Share Spells

Full Attack™ Bite +4 (1d4+1, 20x2), 2 Talons +3
(1d4, 20x2)

Str 10 Dex 15 Con 12 Int 2 Wis 14 Cha 6

Base Atk +1; CMB +1; CMD 13

Feats Weapon Finesse

Skills Fly +6, Stealth +6

*Courtesy of the witch's spell, Beguiling Gift,
Trind drank a potion with a combination of
wolfsbane and hemlock, He starts out at -3 Dex, -3
Constitution. He will need to make 2 saves
against the poison to cure the hemlock and one to
cure the wolfsbane at a rate of once save per
minute*
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Mirriam
NG Human Druid 4
Initiative +4;  Space/Reach 5 ft./5 ft.

AC 18, T 11, FF 17(+3 armor, +1Dex, +4shield)
HP 41 (4d8 + 6 + 6 favored Speed 30 ft.

Fort +5, Ref +2, Will +9
SQ/DR/SR/Immune/ResistNone

Full Attack Scimitar +3 (1d6, 18-20x2) or Sling +4
(1d4, 20x2)

Seells:
0" — oo/day — Detect Magic, Guidance, Light, Stabilize

1* — Cure Light Wounds (4), Entangle,

2" Barkskin (2), Produce Flame(2)

Str 10 Dex 12 Con 12 Int 10 Wis 20° Cha 12

Base Atk +3; CMB +3; CMD 14

Feats Cmbt Cast., Imp. Init., Emp. Spell

GearStudded Leather, Scimitar, Sling (20 bullets),
Potion-of Shield

Skills:Concentration +5,Know(nature) +4Spellcraft +7
Special Abilities Wild Shape 1/day

Owl: Small Animal 1

Initiative +2; Space/Reach 5 ft./5 ft.

AC 12, Touch 12, FF 10 (+2 Dex)

HP 16 (2d8 + 2) Speed Fly 80 ft. (average)
Fort +4, Ref +5, Will +2 DR/SR/Immune No
SQ Lowe-light vision, Link, Share Spells

Full Attack™ Bite +4 (1d4+1, 20x2), 2 Talons +3
(1d4, 20x2)

Str 10 Dex 15 Con 12 Int 2 Wis 14 Cha 6

Base Atk +1; CMB +1; CMD 13

Feats Weapon Finesse

Skills Fly +6, Stealth +6
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Appendix B — CatPires

|ATL 1 |
Catpire — Lesser CE Tiny Undead
Initiative +8; Space/Reach 2.5 ft./0 ft.

Senses: Darkvision (60ft), scent, Perception +6
AC 16, T 16, FF 12 (+4 Dex, +2 Size)
HP 8 (1d8) Fast healing 3

Fort +1, Ref +8, Will +2

SQ Undead SR No DR 10/magic or silver
Immune Mind-affecting effects, Undead Traits,
Resist Cold/Electricity 10, Channel resistance +4
Weaknesses Holy symbol, mirrors, direct sunlight
Attacks 2 Claws +6 (1d2-1, 20x2) and Bite +6
(1d3-1, 20x2) or Slam +6 (1d2-1, 20x2)

Special Attacks Dominate (DC 12, command is
"stand still", "pet me"), Blood Drain

Spell-Like Abilities Gaseous Form (at will),
Spider Climb (constant)

Str 9 Dex 19 Con -- Int 4 Wis 14 Cha 14

Base Atk +0; CMB -2; CMD 11

Feats Weapon Finesse, Alertness, Improved
Initiative, Lightning Reflexes

Skills: Climb +14, Perception +8, Stealth +14
Special Abilities Blood Drain (drains 1d4 HP
instead of Con), Energy Drain on successful Slam,
Claw or Bite attacks (imparts stacking -1 penalty to
all rolls instead of negative levels)

Speed 30'

ATL 3 |
Catpire — Lesser CE Tiny Undead
Initiative +8; Space/Reach 2.5 ft./0 ft

Senses: Darkvision (60ft), scent, Perception +6
AC 17, T 17, FF 12 (+4 Dex, +2 Size, +1 dodge)
HP 9 (1d8 +1) Fast healing 3 Speed 30'
Fort +1, Ref +8, Will +2

SQ Undead SR No DR 10/magic or silver
Immune Mind-affecting effects, Undead Traits,
Resist Cold/Electricity 10, Channel resistance +4
Weaknesses Holy symbol, mirrors, direct sunlight
Attacks 2 Claws +6 (1d2-1, 20x2) and Bite +6
(1d3-1, 20x2) or Slam +6 (1d2-1, 20x2)

Special Attacks Dominate (DC 12, command is
"stand still", "pet me™), Blood Drain
Spell-Like Abilities Gaseous Form (at will),
Spider Climb (constant)

Str 9 Dex 18 Con -- Int 4 Wis 14 Cha 14
Base Atk +0; CMB -2; CMD 11

Feats Weapon Finesse, Toughness*, Dodge,

Improved Initiative, Lightning Reflexes

Skills: Climb +14, Perception +6, Stealth +14
Special Abilities Blood Drain (drains 1d4 HP
instead of Con), Energy Drain on successful Slam,
Claw or Bite attacks (imparts stacking -1 penalty to
all rolls instead of negative levels)

Catpire — Greater CE Tiny Undead
Initiative +8; Space/Reach 2.5 ft./0 ft

Senses: Darkvision (60ft), scent, Perception +6
AC 19, Touch 16, FF 14 (+2 Size, +4 Dex, +2
Natural Armor, +1 Dodge)
HP 9 (1d8+1) Fast healing 3
Fort +1, Ref +8, Will +2

SQ Undead SR No DR 10/magic or silver
Immune Mind-affecting effects, Undead Traits,
Resist Cold/Electricity 10, Channel resistance +4
Weaknesses Holy symbol, mirrors, direct sunlight
Attacks 2 Claws +7 (1d2-1, 20x2) and Bite +6
(1d3-1, 20x2) or Slam +6 (1d2-1, 20x2)

Special Attacks Dominate (DC 13, command is
"stand still", "pet me", “defend me”), Blood Drain
Spell-Like Abilities Gaseous Form (at will),
Spider Climb (constant)

Str 9 Dex 18 Con -- Int 4 Wis 14 Cha 16

Base Atk +0; CMB -1; CMD 12

Feats Weapon Finesse, Toughness* Dodge,
Weapon Focus (Claw), Improved Initiative,
Lightning Reflexes

Skills: Climb +14, Perception +6, Stealth +14
Special Abilities Blood Drain (drains 1d4 HP
instead of Con), Energy Drain on successful Slam,
Claw or Bite attacks (imparts stacking -1 penalty to
all rolls instead of negative levels)

Speed 30'

| ATL 5

Catpire — Lesser CE Tiny Undead
Initiative +9; Space/Reach 2.5 ft./0 ft

Senses: Darkvision (60ft), scent, Perception +6
AC 19, Touch 17, FF 14 (+2 Size, +5 Dex, +2
Natural Armor)

HP 9 (1d8 +1) Fast healing 5
Fort +1, Ref +7, Will +2

SQ Undead SR No DR 10/magic or silver
Immune Mind-affecting effects, Undead Traits,
Resist Cold/Electricity 10, Channel resistance +4
Weaknesses Holy symbol, mirrors, direct sunlight
Attacks 2 Claws +8 (1d2, 20x2) and Bite +8 (1d3,
20x2) or Slam +7 (1d4, 20x2)

Speed 30'
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Special Attacks Dominate (DC 13, command is
"stand still", "pet me", “defend me”), Blood Drain
Spell-Like Abilities Gaseous Form (at will),
Spider Climb (constant)

Str 10 Dex 20 Con -- Int 4 Wis 14 Cha 16

Base Atk +0; CMB -2; CMD 13

Feats Weapon Finesse, Toughness*, Weapon
Focus (Bite), Imp. Init., Weapon Focus (Claw)
Skills: Climb +14, Perception +6, Stealth +14
Special Abilities Blood Drain (drains 1d4 HP
instead of Con), Energy Drain on successful Slam,
Claw or Bite attacks (imparts stacking -1 penalty to
all rolls instead of negative levels)

Catpire — Greater CE Tiny Undead
Initiative +9; Space/Reach 2.5 ft./0 ft

Senses: Darkvision (60ft), scent, Perception +6
AC 21, Touch 16, FF 16 (+2 Size, +4 Dex, +4
Natural Armor, +1 dodge)

HP 14 (2d8 +2) Fast healing 5 Speed 30'
Fort +1, Ref +7, Will +3
SQ Undead SR No DR 10/magic or silver

Immune Mind-affecting effects, Undead Traits,
Resist Cold/Electricity 10, Channel resistance +4
Weaknesses Holy symbol, mirrors, direct sunlight
Attacks 2 Claws +9 (1d2, 20x2) and Bite +9 (1d4,
20x2) or Slam +7 (1d2, 20x2)

Special Attacks Dominate (DC 14, command is
"stand still", "pet me™), Blood Drain

Spell-Like Abilities Gaseous Form (at will),
Spider Climb (constant)

Str 10 Dex 20 Con -- Int 4 Wis 14 Cha 16

Base Atk +1; CMB -1; CMD 14

Feats Weapon Finesse, Toughness* Dodge,
Improved Initiative, Weapon Focus (Claw),
Weapon Focus (Bite), Imp. Natural Attack (Bite)
Skills: Climb +14, Perception +6, Stealth +14
Special Abilities Blood Drain (drains 1d4 HP
instead of Con), Energy Drain on successful Slam,
Claw or Bite attacks (imparts stacking -1 penalty to
all rolls instead of negative levels)
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Appendix C — The Witch
|ATL 1
Karylin NE Drow Witch 2
Initiative +3; Space/Reach 5 ft./5 ft.

Senses: Darkvision (120ft), Perception +5
AC 17, T 13, FF 14 (+3 Dex, +4 Armor)

HP 14 (2d6 + 2) Speed 30'
Fort +1, Ref +4, Will +5
SQ None DR No SR 8

Immune Sleep, +2 saves vs Enchantment
Weaknesses: light blindness

Full Attack Quarterstaff +0 (1d6, 20x2) or
Sling +4 (1d4, 20x2) (20 stones)

Spell-Like Abilities Dancing lights, Darkness,
Faerie Fire (All x1/day, Caster Ivl 2)

Str 9 Dex 16 Con 10 Int 18° Wis 12 Cha 12
Base Atk +1; CMB +0; CMD 13

Feats Combat Casting

Languages Common, Elven, Undercommon
Gear, Quarterstaff, Sling, Petion-ef Resistance;

Petion-e-Mage-Armar

Skills Craft(alchemy) +7, Heal +3, Perception +5,
Spellcraft +6, Know(Nature) +6, Stealth +6
Special Abilities Witch's Familiar, Cantrips, Hex
(Blight, Evil Eye), Poison Use

Daily Spells: °1 bonus 1% IvI spell,

Patron (Plague)- 2™ - Detect Undead

0" - Bleed, Daze, Putrefy food and drink,
Resistance, Spark

1% - Burning Hands, Cause Fear, Ray of
Enfeeblement

Familiar: Fox

Fox: Tiny Animal

Initiative +2; Space/Reach2.5 ft./2.5 ft.

AC 15, Touch 12, FF 13(+2 Dex, +2 Size, +1 NA)
HP 5 (1/2 master) Speed30ft

Fort +1, Ref +5, Will +4DR/SR/Immune No
SQ Low-light vision, Link, Share Spells

Full Attack™ Bite +4 (1d3-4, 20x2), 2 Claws +4
(1d2-4, 20x2)

Str 3 Dex 15 Con 8 Int 6 Wis 12 Cha 7

Base Atk +1; CMB +1; CMD 7

Feats Weapon Finesse, Alertness, Improved
Evasion, Empathic link, share spells, scent
SkillsClimb+6, Perception+7, Stealth+14

| ATL 3
Karylin NE Drow Witch 3
Initiative +3; Space/Reach 5 ft./5 ft.

Senses: Darkvision (120ft), Perception +6
AC 19, T 13, FF 16 (+3 Dex, +2 natural, +4
Armor)

HP 20 (3d6 + 3) Speed 30'
Fort +2, Ref +5, Will +5
SQ None DR No SR 9

Immune Sleep, +2 saves vs Enchantment
Weaknesses: light blindness

Full Attack Quarterstaff +1 (1d6, 20x2) or
Sling +5 (1d4, 20x2) (20 stones)

Spell-Like Abilities Dancing lights, Darkness,
Faerie Fire (All x1/day, Caster Ivl 3)

Str 9 Dex 16 Con 10 Int 18° Wis 12 Cha 12
Base Atk +1; CMB +0; CMD 13

Feats Extra Hex*, Combat Casting

Languages Common, Elven, Undercommon
Gear Quarterstaff, Sling, Petion-ef Resistance,
Skills Craft(alchemy) +7, Heal +4, Perception +6,
Spellcraft +7, Know(Nature) +8, Stealth +6
Special Abilities Witch's Familiar, Cantrips, Hex
(Blight, Evil Eye, *Slumber), Poison Use,

Daily Spells: 1 bonus 1% Ivl, 1 bonus 2™ Ivl spell
Patron (Plague)- 2" - Detect Undead

0" - Bleed, Daze, Putrefy food and drink,
Resistance, Spark

1% - Burning Hands, Cause Fear, Ray of
Enfeeblement

2" - Hold Person, Inflict Moderate Wounds

Familiar: Fox

Fox: Tiny Animal

Initiative +2; Space/Reach2.5 ft./2.5 ft.

AC 16, Touch 12, FF 14(+2 Dex, +2 Size, +2 NA)
HP 9 (1/2 master)Speed30ft

Fort +1, Ref +5, Will +4DR/SR/Immune No

SQ Low-light vision, Link, Share Spells

Full Attack™ Bite +4 (1d3-4, 20x2), 2 Claws +4
(1d2-4, 20x2)

Str3Dex 15 Con 8 Int7 Wis 12 Cha 7

Base Atk +1; CMB +1; CMD 7

Feats Weapon Finesse, Alertness, Improved
Evasion, Empathic link, share spells, deliver touch
spells

SkillsClimb+6, Perception+7, Stealth+14
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ATL 5 Empathic link, share spells, deliver touch spells

Karylin NE Drow Witch 5 | SkillsClimb+6, Perception+7, Stealth+14

Initiative +3; Space/Reach 5 ft./5 ft.
Senses: Darkvision (120ft), Perception +6
AC 23, T 13, FF 20 (+4 armor, +4 shield, +3 Dex,

+2 nat.)

HP 37 (5d6+5+5+7) Speed 30'
Fort +2, Ref +5, Will + 6

SQ None DR No SR 11

Immune Sleep, +2 saves vs Enchantment
Weaknesses: light blindness
Full Attack Quarterstaff +2 (1d6, 20x2 or Sling +5
(1d6, 20x2) (20 stones)
*+1 to all attacks from Aid.
Spell-Like Abilities Dancing lights, Darkness,
Faerie Fire (All x1/day, Caster Ivl 5)
Str 10 Dex 16 Con 10 Int 18° Wis 12 Cha 12
Base Atk +2; CMB +2; CMD 15
Feats Cmbt Cast., Tough., Extra Hex (Misfortune)
Languages Common, Elven, Undercommon
Gear Quarterstaff, Sling, Petien-of Barkskin-+2,

. ‘ Rosi Poti  Aid, Poti :
Potion of Cure Light Wounds
Skills: Craft (alchemy) +9, Heal +4, Intimidate +6,
Spellcraft +9, Use Magic Device +5,
Know(Nature) +8, Stealth +6
Special Abilities Witch's Familiar, Cantrips, Hex
(Blight, Slumber, Evil Eye, *Misfortune), Poison
use, Daily Spells: 1 bonus 1% Ivl spell, 1 bonus 2"
Ivl spell, 1 bonus 3" Ivl spell
Patron (Plague)- 4™ - Command Undead
0" - Bleed, Daze, Putrefy food and drink,
Resistance, Spark
1°* - Burning Hands, Cause Fear, Ray of
Enfeeblement, Il Omen(APG)
2" _ Hold Person, Inflict Moderate Wounds, Web
3" - Lightning Bolt, Twilight Knife (APG)
Familiar: Fox

Fox: Tiny Animal

Initiative +2; Space/Reach2.5 ft./2.5 ft.

AC 16, Touch 12, FF 14(+2 Dex, +2 Size, +2 NA)
HP 15(1/2 master) Speed30ft

Fort +1, Ref +5, Will +4DR/SR/Immune No
SQ Lowe-light vision, Link, Share Spells

Full Attack™ Bite +4 (1d3-4, 20x2), 2 Claws +4
(1d2-4, 20x2)

Str3Dex 15 Con 8 Int 7 Wis 12 Cha 7

Base Atk +1; CMB +1; CMD 7

Feats Weapon Finesse, Alertness, Imp. Evasion,
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Critical Event Summary: Fur and Fang

Convention: Date:

1. Did the PCs rescue Trind Riverwalker? YES or NO
2. Did the PCs stake all of the catpires?  YES or NO

3. Did any other NPCs die? ie: Mirriam, Torran, other villagers?

Return this form to: David Samuels, 2722 East 64" Street, Brooklyn, NY 11234, Isj-modsummary@theshiningjewel.com
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Please send completed form to:
Eric V. Clark, 300 Indiana Ave,
Pendleton, IN 46064, or email

to

Isj-roster@theshiningjewel.com.

.

ROSTER OF HEROES: FUR AND FANG
Judge Name:
Convention: Date:
Player Name: HomeState:
Email address: (optional)
Hero’s Name: Sex: Race:
Class: Level: Region/City:
Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha Gained a level: [] Lost level(s): []
Dead: [] Out of Play: [] Wish to Judge Future Fvents: [] Wish to Author Future Events: [_]
Player Name: HomeState:
Email address: (optional)
Hero’s Name: Sex: Race:
Class: Level: Region/City:
Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha Gained a level: [] Lost level(s): []
Dead: [] Out of Play: [] Wish to Judge Future Events: ] Wish to Author Future Events: [_]
Player Name: HomeState:
Email address: (optional)
Hero’s Name: Sex: Race:
Class: Level: Region/City:
Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha Gained a level: [] Lost level(s): []
Dead: [] Out of Play: [] Wish to Judge Future Events: O Wish to Author Future Events: [_]
Player Name: HomeState:
Email address: (optional)
Hero’s Name: Sex: Race:
Class: Level: Region/City:
Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha Gained a level: [ ] Lost level(s): []
Dead: [] Out of Play: [] Wish to Judge Future Events: O Wish to Author Future Events: [_]
Player Name: HomeState:
Email address: (optional)
Hero’s Name: Sex: Race:
Class: Level: Region/City:
Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha Gained a level: [] Lost level(s): []
Dead: [] Out of Play: ] Wish to Judge Future Events: ] Wish to Author Future Events: [_]
Player Name: HomeState:
Email address: (optional)
Hero’s Name: Sex: Race:
Class: Level: Region/City:
Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha Gained a level: [] Lost level(s): []
Dead: [] Out of Play: ] Wish to Judge Future Events: ] Wish to Author Future Events: [_]
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Welcome to the LSJ Shopping Sprce!

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.

General Rules

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 Furchasccl

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.
** One type of energy (fire / cold / acid / electric /
Scroll Potion
Price A/D  Price

Available Potions / Scrolls

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

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 ldentity 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,
MonteCook, and Skip Williams.

Pathfinder RPG Bestiary, © 2009, Paizo Publishing, LLC; Author: Jason
Bulmahn, basedon material by Jonathan Tweet, Monte Cook, and
SkipWilliams.

Pathfinder RPG GameMastery Guide, © 2010, Paizo Publishing, LLC;
Author: Cam Banks, Wolfgang Baur,JasonBulmahn, Jim Butler, Eric
Cagle, Graeme Davis, Adam Daigle, Joshua J. Frost, James
Jacobs,KennethHite, Steven Kenson, Robin Laws, Tito Leati, Rob
McCreary, Hal Maclean, Colin McComb, Jason Nelson, DavidNoonan,
Richard Pett, Rich Redman, Sean K Reynolds, F. Wesley Schneider,
Amber Scott, Doug Seacat, MikeSelinker, Lisa Stevens, James L. Sutter,
Russ Taylor, Penny Williams, Skip Williams, Teeuwynn Woodruff.
Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC;
Author: Jason Bulmahn.

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 Guide, Copyright 2009, The Shining Jewel, LLC;
Authors LSJ Staff.

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