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Buzz Around own

(Hampton ~ Far’c 4}

By Nancy Lee Clark
A One-Round Adventure for the Legends of the Shining Jewel Campaign
What can possibly go wrong with a gnome experimenting with magic and
alchemy? Should anyone be worried when one of his experiments go awry? From

past experience, everyone should be worried. An LSJ adventure for levels 1-6.
New players welcomed!

(Updated August, 2013)
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intended for tournament use only and may not be
reproduced without approval of the Legends of the Shining
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WELCOME TO LSJ!

This is a Legends of the Shining Jewel campaign adventure.
It is written to be played in a standard four-hour convention
time slot. It is a good idea to have the players and judge
place some sort of name tag in front of them, so everyone
can easily identify each other and the names of the
characters they are playing. Some of the text in this
adventure is in bold italics. This text is for the players to
hear, although you are certainly free to paraphrase or
summarize the text if you feel it is necessary.

L.SJ 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 ATL S 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

""Buzz Around Town” is Part 4 of the Hampton Series.
LSJ80, Three Lock Box, LSJ99 There’s Only One Way and
LSJ123 are the prior adventures. There is no need to have
ever played any of these modules prior to this.

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

Buzz is a gnome from a small gnome village in the
Protectorate. He relocated to Amthydor in LSJ80,
Three Lock Box. He has a penchant for trouble. LSJ99
There’s Only One Way, we are introduced to his two
best friends, Lucktopper Brandywine, a cousin to
House Krimpach, and Peyton, a retired adventuring
fighter who now owns and works in a bakery with the
other halflings from Three Lock Box. In
LSJ123Runaround, Buzz is in trouble again and the
PCs are hired to find him.

ADVENTURE SUMMARY

Introduction — The PCs receive a letter pretty much
demanding their appearance at Lucktopper Games and
Stuff.

Encounter 1: The PCs arrive at Lucktopper’s, only to
discover that a hair growth formula has gone awry and
the place is filled with Buzzes. The PCs are hired to
round up the ones that have managed to escape.

Encounter 2: The PCs find Buzzes asleep on the
city’s giant, Olek.

Encounter 3: Finds Buzz having a pie fight at the
Halfling Bakery in the Adventurer District with his
buddy Peyton. Hilarity ensues or not.

Encounter 4: The PCs enter the Staff District to the
screams of a young girl. Unbeknownst to them, she is
merely being pelted with water balloons. If the PCs
show up armed to the screaming, new screams of
“murder” breaks out. Either way, the Diamond Legion
shows up and they have no Buzzes.

Encounter 5: Finds the PCs in the Poor District where
a young gnome, Bobbi, the President of the Lord Bob
is the Greatest Club. She needs help with a fight in an
alley. This is the fight for the module if the PCs agree.

Encounter 5A: If the PCs don’t want to help her with
the fight, they don’t find any Buzzes until they leave
and that one is dead.

Encounter 6: Finds the PCs in the Merchants District
and Grunwalds Food Emporium. They get samples of
a new bubbly drink while they find out about Buzz.

Encounter 7: Finds the PCs at Diamond Legion
Headquarters where there are a bunch of Buzzes who
have been brought in.

Encounter 7: Finds the PCs at the gates to the Nobles
District, where they joyfully hand the Buzzes over to
you.

Conclusion — Payment and if necessary the removal
of the damage from the Introduction letter.

Epilogue 1: If the PCs were in a fight in the Poor
District, then they receive a threatening letter from the
Humans for Amthydor.

Epilogue 2: If the PCs were not in a fight in the Poor

District, then they receive a thank-you letter from the
Humans for Amthydor.

INTRODUCTION

GM Note: Before beginning, check to see if anyone
has the Test Subject cert from LSJ123 Runaround. It
will come into play when dealing with the letter they
are about to receive.

What an incredible night! You spent the night
enjoying the birthday celebration of the Lord
Monarch’s daughter, Jocelyn. With the dancing in
the streets, the food, the drink and the music, you
couldn’t have gotten any sleep even if you wanted to.
The noise had to have been heard for miles away
from the city in all directions. So, after a loud and
pleasurable night that went into the wee hours of the
morning, why is there a knock at the door at this
obscenely early hour?

Opening the door, you find a halfling male wearing a
tunic bearing the likeness of Jocelyn and a look in
his eyes that translates to a wish his head would
explode to ease the pressure. He thrusts the paper at
you, “Here” he says with a wince. He turns and
leaves.

No, the PCs can’t catch him or question him.
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If the PCs check for traps, Perception (Vision) DC
29+ATL to find it and a Disable Device DC29+ATL
to remove it.

If the PC tries to take other precautions (open it away
from them, uses gloves, etc.), it doesn’t matter. Merely
touching activates the trap so they are out of luck.

Hand them Players Handout 1.

If the PCs decide to not go, continue here:

After only five minutes of waiting, your feet start
itching. At first, it is only annoying, but then it
becomes painful. Before you can even stand up, the
pain becomes incredibly intense as your feet stretch
and grow eight inches longer. Your shoes start
splitting and add to the pain.

Presumably, the PCs will go at this time. If not, then
continue here:

The pain becomes even more intense and your feet
grow another eight inches. At this point, you lose
consciousness to the pain.

The PC takes his total hit points plus eight in subdual
damage and is -8 Dexterity. If the PC has the Test
Subject cert from LSJ123 Runaround, they are -12 to
their dexterity.

Continue here:

because the sign is flashing brightly, changing colors
every few minutes. The store front window has a
four-leaf clover and reads Luckstopper Game
Emporium.

You try the door and it is unlocked. A small bell
sounds like a gong as you open the door and a couple
of gnomes go scurrying out the door. You barely get
in the door when you realize the place is packed with
gnomes.

At first, you are vaguely confused by the popularity
of the place, but then you realize the gnomes all look
alike except for the one standing over a cauldron.
The look alike gnomes are all wearing yellow tunics
with black pants while the gnome over the cauldron
is wearing a heavy lead apron and a helmet like the
ones worn by miners.

The helmeted one takes the spoon from the cauldron,
sips it and starts to go back to stirring when he
realizes you are standing there.

“Hello! Adventurers I presume! Excellent! Who are
you and what do you do? The next few minutes with
this are crucial so speak up so | can hear you over
this,” he says as he gestures at the cauldron as he
goes back to stirring. Whatever is in the cauldron
makes a loud bubble pop noise.

When the pain subsides, you find yourself on the
floor in an unknown location surrounded by gnomes
with # of PCs mixed in.

Continue with the module from there.

» . If the PCs go to Lucktoppers, GO TO
Encounter 1 (page 4).

ENCOUNTER 1

Player introductions here. If the PCs have played
LSJ80 Three Lock Box, LSJ99 There’s Only One
Way or LSJ123 Runaround, they will recognize
Buzz as the look alike gnome and the one stirring the
cauldron is Lucktopper Brandywine.

Perception (Vision) DC10 will give the PCs a guess
on the number of duplicate gnomes, 38, in the room.

After introductions, continue here:

It doesn’t take you long to realize that Merchants
Way pretty much runs the length of the Merchants
District. It takes you at little over twenty minutes to
find the place. It certainly wasn’t easy since it is
tucked down a dimly lit alley off of Merchants Way.
The sign depicts a clown mid-fall from slipping on a
banana peel. The only reason you spotted it was

After your introductions, the gnome in the apron
continues, “My name is Lucktopper Brandywine and
my multiple friends here are Buzz.”

The multiple gnomes all look at you intensely,
“Hello! My name is Buzz! I like bees.” They all say
in unison.

Lucktopper sighs and continues, “The reason 1
needed you should be apparent, but in case there are
any stupid people in the group, I need you to find the
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missing Buzzes so | can correct the issue and put
them all back into one gnome. Can you help?”

« How much?:

“l will pay you with one of my specialty items and 50
gold. Does that work?”

“0o0000! That is a new one. I’ll work on that as soon
as I’m done with this.” He sips the stuff in the
cauldron. “Perfect! Buzz, go get bowls and spoons.
1t’s lunch time!” He turns toward you, “Hungry?
There’s plenty”

« e want more.:

« \What do you want us to do?:

“Then | suggest you find someone else to fix your
feet which should be starting to itch right about now.
Look, I’'m a gnome. That doesn’t mean I’'m a push
over.”

&« \What about our feet?:

“Well, to fix the Buzz issue, | need you to gather the
other Buzzes. Altogether, by my calculations, there
are sixty-eight of them, but I may have missed one or
two. Let’s see, counting the two you let out when you
came in, minus the ones that are here, leave about
thirty of them running loose.”

“Oh yes. Buzz, go behind the counter and get the red
bottle and the stack of rags.” He continues to stir as
Buzz goes around the counter and returns with a red
bottle and rags. “Thanks Buzz. Take that and rub it
on your feet. That should take care of the issue.”

& What’s in the cauldron?/Is that what you are
working on?:

Fortitude DC 5 will keep their feet from growing or
return to their normal size. If the PC has the Test
Subject cert, it is a DC15.

If a PC fails, continue here:

“Nope, this is more important. It is my cousin
Tiffany Brandywine’s put meat on your ribs, a gurgle
in your belly, a smile on your face and a feeling of
satisfaction all over soup.” He takes a sip, “Needs
more pepper,” reaches in a pocket and throws six
small yellow peppers in the pot.

As you rub the ointment on your feet, there is a
strange tingling sensation. Your feet become very
itchy. When you look down, you notice that there is
hair sprouting from every inch of your foot,
including the soles. If that weren’t bad enough, the
hair is growing in florescent green and pink stripes.

Knowledge: Nature or Profession: Cook DC15 to
know those peppers are volcano peppers and are
considered to be the hottest peppers in all of Raia.

«& How did this happen?/What caused the
multiple Buzzes?:

If a Test Subject:

As you rub the ointment on your feet, there is a
strange tingling sensation. Your feet become very
itchy. When you look down, you notice that there is
hair sprouting from every inch of your foot,
including the soles. If that weren’t bad enough, the
hair is growing in florescent green and pink
checkerboard design that pulse on and off as if
someone were turning lights on in your feet.
Fluorescent green glows brightly then fades as the
pink glows brightly.

“Buzz and | were testing a new formula for hair
growth. The human males seem to think that being
bald is an issue and will pay good money for a cure.
Anyway, | gave him the potion. We discovered after
the fact that Buzz is allergic to lilacs, one of the main
ingredients in my potion. He started sneezing and
with every sneeze we gained a Buzz. When those
Buzzes sneezed, we got more Buzzes. It seems to have
stopped, but I’'m not sure. We have discovered that it
only happens when the original Buzz sneezes.”

& Does he have any other allergies?:

They are at a -5 Perception (Vision) for the deration
of the module. Anyone around them who makes a
Perception check and has a 5 or lower is dazed for
one round from the mesmerization of watching the feet
change colors.

«& \WVhat have you done?:

The Buzzes, in complete unison answer, “I didn’t
even know | was allergic to lilacs. | thought | was
only allergic to swords. That’s what my grand-pappy
always told me. The family is allergic to swords and
most other weapons.”

&« How are we supposed to get them to you?:

“Good question.” He hands the spoon to one of the
Buzzes, “Keep stirring/serving while I go find
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something to help them.” Within a minute,
Lucktopper returns with a bag big enough to hold a
dozen donuts or so. “Use this. You can take it and
put it over their heads and it will suck them in.” He
demonstrates on one of the Buzzes. There is a whirl
pop sound and the Buzz is sucked into the badge. “It
won’t hurt them. Once you get them back here, we
can empty the bag and reconstitute them into one
Buzz. Easy peasy lemon squeezy.”

might be irreversible. I don’t think any of us want a
bunch of Buzzes running around town. So hurry, but
be careful.”

&« \Where should we look?:

» |If the PCs want to go to the docks GO _TO
Encounter 2 (page 6).

If the PCs want go to the Halfling Bakery GO TO
Encounter 3 (Page 8).

If the PCs want to go to the Staff District, GO TO
Encounter 4 (Page 9).

If the PCs want to go to Poor District, GO TO 5
Encounter 5 (Page 11).

The Buzzes slurp their soup and all speak in unison.
“If I were me, which I think I am but I am truly
confused at this moment, | would go to my favorite
places. The docks, the Halfling Bakery, the Staff
District, the Poor District and the Merchants District.
Also, the Diamond Legion always seems to be
interested in where | am and what | am doing. That
should be the most likely places. I might go to the
Nobles District to see Tiffany, but I doubt it. She isn’t
being very nice to me. She seems all caught up in her
boyfriend and has no time for me.” Buzz sneezes at
that moment and you see him split into three other
Buzzes all exactly the same. “Sorry. These sneezes
are making me more of me.”

If the PCs want to go to Merchants District, GO
TO Encounter 6 (Page 15).

If the PCs want to go to the Diamond Legion, GO
TO Encounter 7 (Page 17).

If the PCs want to go to the Nobles District, GO
TO Encounter 8 (Page 17).

If the PCs have done all the missions, GO TO the
Conclusion 8 (Page 18).

vV Vv VY VvV VY V VYV

ENCOUNTER 2

« Would you go home?/Where do you live?:

“] live outside of town at the Beekeeper Estate. |
don’t think I would go home. This is a great
adventure and I can’t see ruining it by going home.
Then again, my bees are there, so I might.”

Lucktopper chimes in, “I’ll send a messenger there.
The Beekeepers son is a member of the Diamond
Legion and an adventurer. If more than one Buzz
showed up there, they’d send them to the Legion or
here. I’ll take care of this.”

& |s there anything special about you?:

“l love bees. And honey. I really love bees and
honey.”

The docks in Amthydor are usually bustling, but not
today. There are no ships coming in and things are
incredibly quiet. The only disruption is the snoring
that drowns out the sounds of the water. With a quick
look around you have no issue finding the source of
the rumbling. The source is a giant of a man with his
arms crossed with his back propped against a
warehouse. This is no ordinary giant. If he were
standing up, he would be at least forty feet tall and
has hands the size of wagons. Around his head is the
largest headband you have ever seen in your life.
Curled up in his crossed arms are two other nappers,
a pair of Buzzes, adding their slightly high pitched
snores to the giant’s hurricane gusts of snores. What
do you do?

As you try to figure it out, the giant stretches his
hand out in his sleep.

Perception DC 10 to notice that each of the Buzzes
has at least two bees flying around it.
When the PCs are done with questions, continue here:

“So, good luck. I think I know what went wrong with
the formulas and should have it fixed shortly.
However, I am afraid if this effect lasts too long, it

Have the PCs make a Reflex DC10 to keep from
getting hit by the flailing arm. If they fail, they are
trapped under the arm and take 1d8 points of crushing
damage. A CMD 25 to get free from the giant. The
giant’s CMB is +10.
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Waking the giant, Olek, is easy. Poking him in the arm
will do no damage, but will wake him. Calling to him
will also wake him.

If the PCs have the means to fly up there, they will
need to make 5 Fly DC 15. Because of the velocity of
the exhales from Olek, they are at a -12 to the fly
check. For every five they fail it by, they are pushed
back 10 feet. Once they are over 60 feet away from
Olek, they will not have any further issues coming
from the snoring.

If the PCs decide to grab the gnomes without waking
the sleeping giant, use the chart below.

Olek's Perc Buzzes
Round DC Perc DC

1 34 25
23 26
30 11
22 20
16 9

g w N

Results from the check below:

Stealth vs.
Perc

Result

The PC falls and wakes
up Olek.

Olek flails his arm
around. Have him roll an
attack roll +10.

The PC gains five
additional feet of
movement besides their
movement.

The PC gains ten
additional feet of
movement besides their
movement.

-10-20+

+0-10

+11+

Remember, the PCs are moving at quarter speed (half
speed for climbing and half again for stealth) and need
to make a Climb DC15. It is a total of 40 feet of
climbing and movement.

If the PCs do not use Stealth, the giant wakes up on
the first round.

When the giant wakes up, continue here:

The giant looks at PC that woke him. “’ello ‘uman.”
He winces and moves his free hand to cover his eyes,
“The sun is too loud. Make it stop. Why is you ‘ere?”

« \We need the gnomes.:

“Gnomes?” He looks to the sleeping gnomes in his
arms, “Why are there so many of him? Buzz is a
friend and there should be only one of him.”

Let the PCs explain what is going on and then
continue here:

“That not good. You not ‘urt ‘im will you?”

Again, let the PCs answer.

“Okay. ‘ou can ‘ave ‘em.” He carefully picks up the
gnomes and without even waking them sets them on
the ground. “My name is Olek. I work ‘ere.” He says
pointing to the bay. “Are you adventurers?”

Again, let the PCs answer.

“Okay. I go home now and sleep. My ‘ead ‘urts.”

«& \What happened to you?:

“Me went to party on docks last night. I ‘ad cake and
cookies and punch. The punch taste funny, but it was
yummy. I drank lots of punch. I don’t like punch
anymore.”

&« \Where do you sleep?:

“Me has a home over der. Not sure why me here.”
He gets up gingerly and moves down the street a
couple of warehouses to the biggest warehouse you
have ever seen. It is a good two blocks in length,
width and height. He takes out a giant sized key,
unlocks a lock the size of a full grown troll and
enters the warehouse, closing the door with a loud
thump.

» If the PCs want go to the Halfling Bakery GO TO
Encounter 3 (Page 8).

» If the PCs want to go to the Staff District, GO TO
Encounter 4 (Page 9).

» If the PCs want to go to Poor District, GO TO 5
Encounter 5 (Page 11).
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If the PCs want to go to Merchants District, GO
TO Encounter 6 (Page 15).

If the PCs want to go to the Diamond Legion, GO
TO Encounter 7 (Page 17).

If the PCs want to go to the Nobles District, GO
TO Encounter 8 (Page 17).

If the PCs have done all the missions, GO TO the
Conclusion 8 (Page 18).

vV VY

Y

Y

ENCOUNTER 3

busier I could have sworn | saw two more Buzzes
come in. I went to the kitchen for more bread and
well, go see for yourselves, through there.” She
points to the door behind the counter.

Once you enter the backroom, you understand why
she is flustered.

When the first two PCs enter the room, make a touch
attack with a +10. If successful, continue here:

You head to the Halfling Bakery in the Adventurers
District. It isn’t hard to find since the smell captures
your attention before you can even see the place. The
smell of fresh baked bread with an underlying kiss of
cinnamon lures you closer to your destination.

The bakery sits about a block from the Hall of
Venturers on the opposite side of the street. The
place is really busy with all different races and
abilities coming and going with bags of goodies or
munching on a twist of dough.

You can see into the bakery through the large glass
window that declares “Halfling Bakery, Home of the
cinnamon bread endorsed by renowned bard,
Cinnamon”. Inside, you see a line of people at the
counter and the seven tables and twenty chairs all
full.

After waiting in line, you get a really good look at the
reason for the line. Actually, you see the remains of
why everyone is in here. There are still a few
cinnamon rolls in the front case and two loaves of
bread on the back shelf. A female halfling, wearing a
smock bearing the name Chloe, who looks stressed,
tired and worn out looks at you and greets you,
“Welcome to the Halfling Bakery. How may I help
you?”

As you step into the room, you discover you are in a
war zone as a two pies, apparently strawberry cream,
from opposite directions splatter you in the face. A
loud guffaw comes from one of the barrels in the far
corner as you see a halfling head disappear into it.

When the second two PCs enter the room, have them
make a Reflex DC 20. If unsuccessful, continue here.
Paraphrase if this is the second attack that is
successful:

As you enter the war zone of flying pastries, you
manage to dodge an incoming pie, but failed to see
the oil that spilled and covers the floor. You find
yourself on the floor. If that weren’t bad enough, a
bag of flour was knocked from a shelf when the
swinging door opened. You are now dusted in flour
and what might be some form of powdered sugar.

Treat the area as if under a Grease spell until the
clean-up is done.

When the last PCs enter the room, have them make a
Reflex DC20 and make a touch attack +10. If the
save is unsuccessful and the attack is successful,
continue here. Paraphrase if either of the previous
attacks have been successful:

Sense Motive DC 10 She is obviously worn out and
distracted by something.

Once the PCs explain they are looking for Buzz,
continue here:

As you step into the room, you discover you are in a
war zone. A bowl of pistachio pudding is launched in
your face. Blinded by the pudding, you step down on
something that makes a crunch as you slip on the
eggs, slide across the open area and end up face first
in a large fancy cake.

“Oh thank Cerion! | have been praying for some
help. Thorn and Dahlia went to visit their parents
and Clayton is off today. Buzz came in here first
thing this morning and he and Peyton are in the
kitchen. At first everything was okay, but as we got

LS]135 Buzz Around Town

If everyone is successful or after everyone comes in,
continue here. Paraphrase as necessary so as not to be
redundant.

Now that you have had a chance to look around, you
can take in the whole baking war zone. The walls,
floor and ceiling are covered in batter, oil, eggs,
baked goods, cream, pies, pudding and flour. The
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culprits are kind of hard to spot at first since they are
camouflaged in flour, pudding, cream and spices.
The profuse giggles coming from four different
directions helps as you discern a halfling sized glob
and three gnome sized globs.

What do you do?

“Why? Should we be?” asks the halfling. “Nope!”
The Buzzes answer in unison.

«& He needs to go back to Lucktopper.:

If the PCs try to capture the PCs, see the stat blocks
for Buzz and Peyton. Neither of them wants to get
caught and think this is all a game. If the PCs try to
reason with them, see the dialogue after the stat block.

This fight lasts as long as you want, but at least two
rounds.

For Buzz’s stat block, go to GM Aid 1. He is
untiered.

Peyton stops mid throw and globs of pudding splash
into his face, “Why does he need to go to
Lucktopper? What does he have to do with this?”

If the PCs explain about the testing, continue here:

| AllATLS

Peyton Baker Fighter 6, Expert 4

N Small (3 ft. 5in.)

Init +2; (Dex)

AC 14, touch 14, flat-footed 11, (Dex, Size) hp 98
(6d10+12+6 (favored class)+4d8+8)

Fort +9, Ref +7, Will +6 (8)*

Spd 20 ft.

Melee +12/+7 Ranged +12/+7 (Throw Anything Feat)
Str 17, Dex 16, Con 14, Int 10, Wis 10, Cha 11 Base
Atk +9/+4; CMB +11; CMD +21

Feats: Weapon Focus (shortsword), Power Attack,
Deadly Aim, Cleave, Blindfight, Weapon
Specialization (shortsword); Point Blank Shot; Throw
Anything, Skill Focus (Profession: Baker)

Skills Climb +8, Ride +6, +13 Diplomacy, +13
Profession: Baker, +10 Escape Artist

Languages common, halfling Special Abilities
bravery +2*; armor training 1; weapon training (light
blades)**

&« \We need the gnomes.:

Peyton looks at Buzz, “Sorry dude, but ya gotta get
this fixed. | love ya like a brother from another
mother, but we really only have enough fun for the
two of us. Besides, do you know how badly I’'m going
to be in trouble over this mess? Go with them. It’s for
the best.”

The Buzzes look at each other, “Okay, we’ll go. You
may be great heroes, but he’s our friend and we
don’t want him to get in trouble.”

Chloe enters the room and looks at Peyton, “Here’s a
mop and a broom. You clean this mess up.” Sullenly,

Peyton complies.

They stand calmly and get sucked into the bag.

“Only if you can catch me!” Screams one of the
Buzzes who then launches a pie at PC. The halfling,
who must be Peyton according to the female Chloe,
“You can’t catch him! He’s my friend and I will
protect him!” He throws a bowl of pudding at one of
the Buzzes and splashes it all over him.

» |If the PCs want to go to the docks GO TO
Encounter 2 (Page 6).

» If the PCs want to go to the Staff District, GO TO
Encounter 4 (Page 9).

» If the PCs want to go to Poor District, GO TO 5
Encounter 5 (Page 11).

» If the PCs want to go to Merchants District, GO
>

>

>

TO Encounter 6 (Page 15).

If the PCs want to go to the Diamond Legion, GO
TO Encounter 7 (Page 17).

If the PCs want to go to the Nobles District, GO
TO Encounter 8 (Page 17).

If the PCs have done all the missions, GO TO the
Conclusion 8 (Page 18).

ENCOUNTER 4

® Aren’t you concerned there are more than one
Buzz?

Wandering the streets of the city, you enter the Staff
District and notice a subtle change in the area. There
are people bustling about, but the people are more
focused. Dressed in their uniforms from various
business, noble houses, temples and aristocrats, the
people here move with a purpose and don’t waste a
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movement. In this sea of efficiency, you do notice
that there does seem to be screams coming from
behind the building directly in front of you.

Fortitude DC 5 to be able to get within five feet of the
boys.

The building in front of them is an apartment building
that abuts another building. Basically, it is solid
building front directly in front of them and the PCs
will need to go either to the left or right to get to the
back. It is thirty yards in either direction with another
twenty yards to the alley that leads to the screams. It
looks like this. The buildings are three stories high.
Once the PCs get there, continue below the diagram.

Alley

PCs

With the slam of the window, the little girl picks
herself up, shakes herself off and sneers at the two
boys, “See. I told you there would be trouble if you
didn’t leave me alone.” She turns to walk away and
notices you for the first time.

If the PCs have weapons drawn, continue here:

“Help! Murder! Legion!” She screams while
pointing in your direction.

The two boys look up, wipe the dripping goo from
their faces and join her in the screaming, “Thief!
Murder! Legion! Help!”

What do you do?

As you get closer, you realize the alley is barely five
feet wide and the screams are getting louder. “Help!
Save me!”

The Diamond Legion will arrive in thirty seconds. The
children will not quit screaming and will attempt to
run away unless the PCs succeed at a Diplomacy DC
20+ATL. That will get the children to quit screaming.
After two rounds of the children screaming, the
woman from above will open the window again and
throw water on the fight. She is out of things in her
chamber pot.

If the PCs don’t have weapons drawn, continue here:

Perception (Listen) DC 10 to realize the scream
seems to be coming from a young female human.
Have the PCs roll for Initiative at this point.

Rounding the corner, you see a small human girl
being pelted by bladders of water by two slightly
larger human males. From the window above the
commotion, you see a human female open the
window above the ruckus and dump a bucket of
something on the two boys directly below her. “Shut
your mouths you little hooligans! Some of us have to
work at night and would like to get some sleep! Go
on now! Get out of here! Go home before I tell your
parents!” She slams the window shut.

The little girl looks at you and says, “Oh! Hello! My
name is Lulie. Are you here to play with me?”

The taller of the two boys, wiping goo from his eyes
smirks, “As if anyone would want to play with a girl
like you.” He flicks the goo at the girl and it splatters
her in the middle of her chest.

“You r-r-r-ruined my pretty dressie!” She screams
and starts bawling.

Perception (smell) DC 10 to realize the boys are
covered in something extremely foul smelling,
possibly the chamber pot.

Diplomacy DC 20+ATL to get her to quit crying.
Prestidigitation on her and not the boys will also stop
her.

After three rounds of this, the Diamond Legion will
appear. They were called for by the woman upstairs to
get the boys to leave the area.
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« \What is your name?:

The little girl, with a prim and proper curtsy, smiles
and answers, “My name is Lulie.”

The taller of the boys does a head nod, “I’m Johnny
and this is my bro, Dukey.”

the day and make noise? Come on. Follow us, all of
you.”

« What is going on here?:

The little girl, with a prim and proper curtsy, smiles
and answers, “Why these horrible boys were being
mean to me and my dolly.” She pouts and bats her
big, blue eyes at you as she pulls a ragged doll out
from behind her.

The taller of the boys does a head nod, “That’s cause
she told our mother that we wouldn’t play with her
and our mother sent us out here to be nice to her. We
were nice. Rock nice.”

If the PCs don’t comply, use whatever means to
necessary to beat them into submission and bring them
along. Mass Hold Person DC 35 if pushed for time or
annoyed with the PCs. If they do put up a fight, it will
be the end of the module for them since they will be
spending the rest of the time dealing with the Diamond
Legion to get released.

If the PCs comply without a fight, continue here.

& Have you seen a gnome named Buzz?:

“Alright boys. Go home. You too Lulie. We know the
story. Please find somewhere else to play. We have
better things to do than chase after you for being
kids.”

The sergeant then turns his attention towards you,
“So, what brings adventurers into this part of town?”

The shorter boy looks up and sweeps his hair out of
his eyes, “Buzz? Not today. He was here yesterday.
We played tag for a little while before he had to go do
some work stuff. Something about the Merchants
District. He was hard to understand. He had a
mouthful of muffin and honey.”

The other boy looks at him and slugs him on the
arm. “So not fair. You had Buzz honey and I had to
go to etiquette class. So unfair.” He turns to you,
“Don’t ever get old. They make you do all kinds of
things as a big kid that are so not fun.”

Give the PCs a chance to explain why they are here
and continue here:

“Buzz huh? Haven’t seen him around here. If we do
find him, where do you want us to take him?”

Let the PCs say what they need to and continue:

“Great. Well, we will continue doing our job and
good luck with yours.” The sergeant says as he turns
his troops around and continue on their patrol.

« How old are you?:

The little girl smiles, “I’m nine.”
The taller of the boys says, “I’m twelve and my
brother here is ten.”

& Are you brother and sister?:

“Oh no. Our parents work for the noble house
Allison and we live next door to each other in the
Allison’s servants building.” She points toward the
building behind you.

After 3 rounds, the Diamond Legion shows up. If the
PCs have weapons out or not, continue here:

“What’s going on here?” A man in a Diamond
Watch uniform calls out as they turn the corner. He
and his six compatriots take in the scene and you
hear several sighs, “You again! How many times
have we told you that you can’t hang out here during

If the PCs want to go to the docks GO TO
Encounter 2 (Page 6).

If the PCs want go to the Halfling Bakery GO TO
Encounter 3 (Page 8).

If the PCs want to go to Poor District, GO TO 5
Encounter 5 (Page 11).

If the PCs want to go to Merchants District, GO
TO Encounter 6 (Page 15).

If the PCs want to go to the Diamond Legion, GO
TO Encounter 7 (Page 17).

If the PCs want to go to the Nobles District, GO
TO Encounter 8 (Page 17).

If the PCs have done all the missions, GO TO the
Conclusion 8 (Page 18).

YV Vv ¥V V¥V VY V VY

ENCOUNTER 5

Passing into the Poor District, you see the gates are
there, but wide open and people move about freely.
Right inside the gates is Opportunity Knocks, a
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community center that helps with housing, training,
education, employment opportunities and

babysitting. Just as you start to figure out your next
step in this vast area, a small female gnome comes up
to you. She is dressed in monk robes and has chicken
feathers glued to her hair. She takes a deep breathe
and begins, “Are you adventurers? I am in need of
colleagues to help me take on some dreadful bad
people. Please follow me. Delay may mean deaths of
innocents.”

If the PCs don’t follow, continue here:

The gnome looks dejected, “Okay, sorry to bother
you.” She leaves looking dejected.

Go to Encounter 5A to continue this path.

If the PCs follow her, continue here:

“My name is Roberta, but my friends call me Bobbi,”
she proudly thrusts a small shield toward you, “And
I’m president of the Lord Bob is the Coolest Person
Ever Club! Hurry!” She says breaking into a run,
“They are over here.” She moves at a 30.

She leads you to the end of an alley where an
apparent slaughter is taking place. Eight humans are
beating on three smaller beings. It is hard to identify
exactly who they are since the ones on the ground
are rolled into tight balls with their faces buried as
they are repeatedly pummeled by fists, feet, clubs and
bottles.

What do you do?

The bad guys are so intent on their fun and games that
they are unaware of the PCs. The element of surprise
is with the PCs, as long as no one goes screaming into
the fight.

This alley is 15 feet wide, open at both ends and 400
feet long. The fight is about 50 feet in. The victims are
not able to fight and do not threaten.

ECEENSCIEAINEINGRR P ception (Vision) DC
10 to figure this out or a gnome will be able to tell
automatically that she is around 15 years of age.
(Gnome base adventuring age is 40.) Bobbi has a bad
case of hero-worship for Lord Bob because he saved
her family once when she was little. She has 6 HP,
14AC, +4 initative and a +0 to hit and damage and
does 1d2 points of non-lethal damage with a punch.

The PCs can persuade her not to join the fight with a
Diplomacy DC10 Intimidate as with most teens, will
only make her charge in first.

GM Note: There are no Attacks of Opportunity for
using punches or kicks in this module. These are
commoners and warriors. They are like anyone else.
They can throw a punch or land a kick without
opening themselves up to an Attack of Opportunity.

If anyone goes to check on the victims during the
fight, they are at O hit points. See after the stat blocks
for the information on the victims.

If the PCs are getting defeated, go to the end of the
combat when the Diamond Legion shows up. If the
PCs sent Bobbi after them, the Legion will be there in
4 rounds.

ATL1

Human Warriors (4)

CG Medium (5°5” to 6°3” tall)

Init +2 (Dex);

AC 15, touch 13, flat-footed 13; (+2 Leather jacket,
+2 dex, dodge)

hp 24 (2d10+4)

Fort +5, Ref +2, Will +1

Spd 30 ft.

Melee +5 Fist 1d3+3, +5 kick 1d3+3 (Able to do two
attacks a round with no negatives.)

Ranged Rock 1d3

Space 5 ft.; Reach 5 ft.

Str 16, Dex 14, Con 14, Int 10, Wis 12, Cha 8
Base Atk +2; CMB +5; CMD 18

Feats Dodge

Skills +8 Profession (Clerk), +5 Craft (varies)
Languages Common

Gear Leather jackets

Human Commoners (2)

CG Medium (5’8" and 6’17 tall)

Init +1 (Dex);

AC 14, touch 12, flat-footed 13; (+2 Leather jacket,
+2 dex, dodge)

hp 19 (3d6+3)

Fort +1, Ref +2, Will +1

Spd 30 ft.

Melee +5 Fist 1d3+4, +5 kick 1d3+4 (Able to do two
attacks a round with no negatives.)

Ranged +2 Rock 1d3

Space 5 ft.; Reach 5 ft.
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Str 18, Dex 12, Con 12, Int 10, Wis 12, Cha 10
Base Atk +1; CMB +5; CMD 16

Feats Dodge, Mobility

Skills +8 Profession (Blacksmith), +5 Craft
(Horseshoes)

Languages Common

Gear Leather jacket

Human Aristocrat

CG Medium (5’8” and 6’1 tall)

Init +3 (Dex);

AC 15, touch 13, flat-footed 13; (+2 Leather jacket,
+3 dex, dodge)

hp 25 (3d8+3)

Fort +2, Ref +4, Will +4

Spd 30 ft.

Melee +3 Club (1d6+1)

Ranged +5 Rock 1d3

Space 5 ft.; Reach 5 ft.

Str 12, Dex 16, Con 12, Int 13, Wis 12, Cha 14
Base Atk +2; CMB +3; CMD 15

Feats Dodge, Mobility, Diligent

Skills Appraise +9, Bluff +8, Diplomacy +7,
Intimidate +8, Knowledge (local) +6, Linguistics +7,
Perception +6, Profession (Manager) +6
Languages Common, Elven, Infernal

Gear Leather jacket, club

ATL 3

Human Warriors (4)

CG Medium (5’5 to 6°3” tall)

Init +2 (Dex);

AC 15, touch 13, flat-footed 13; (+2 Leather jacket,
+2 dex, dodge)

hp 44 (4d10+8)

Fort +6, Ref +3, Will +4

Spd 30 ft.

Melee +6 Fist 1d3+3, +6 kick 1d3+3 (Able to do two
attacks a round with no negatives.)

Ranged +6 Rock 1d3

Space 5 ft.; Reach 5 ft.

Str 16, Dex 14, Con 14, Int 10, Wis 12, Cha 10
Base Atk +4; CMB +5; CMD 18

Feats Dodge, Iron Will

Skills +9 Profession (Clerk), +5 Craft (varies), +1
Diplomacy

Languages Common

Gear Leather jackets

Human Commoners (2)

CG Medium (5’8" and 6’17 tall)

Init +1 (Dex);

AC 14, touch 12, flat-footed 13; (+2 Leather jacket,
+2 dex, dodge)

hp 29 (5d6+5)

Fort +2, Ref +2, Will +2

Spd 30 ft.

Melee +5 Fist 1d3+4, +5 kick 1d3+4 (Able to do two
attacks a round with no negatives.)

Ranged +2 Rock 1d3

Space 5 ft.; Reach 5 ft.

Str 18, Dex 12, Con 12, Int 10, Wis 12, Cha 10
Base Atk +2; CMB +6; CMD 17

Feats Dodge, Mobility, Skill Focus (Profession
Blacksmith)

Skills +12 Profession (Blacksmith), +6 Craft
(Horseshoes), +2 Diplomacy

Languages Common

Gear Leather jacket

Human Aristocrat,

CG Medium (5’8" and 6’17 tall)

Init +3 (Dex);

AC 15, touch 13, flat-footed 13; (+2 Leather jacket,
+3 dex, dodge)

hp 34 (5d8+5)

Fort +2, Ref +4, Will 45

Spd 30 ft.

Melee +4 Club (1d6+1)

Ranged +6 Rock 1d3

Space 5 ft.; Reach 5 ft.

Str 12, Dex 16, Con 12, Int 14, Wis 12, Cha 14
Base Atk +3; CMB +3; CMD 15

Feats Dodge, Mobility, Diligent, Skill Focus
(Profession: Manager), Alertness

Skills Appraise +9, Bluff +10, Diplomacy +9,
Intimidate +11, Knowledge (local) +9, Linguistics +8,
Perception +8, Profession (Manager) +8, Sense
Motive +7

Languages Common, Elven, Infernal, Abyssal,
Gear Leather jacket, club

ATLS5

Human Warriors (4)

CG Medium (5’5" to 6°3” tall)

Init +2 (Dex);

AC 15, touch 13, flat-footed 13; (+2 Leather jacket,
+2 dex, dodge)

hp 64 (6d10+8)
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Fort +7, Ref +4, Will +5

Spd 30 ft.

Melee +9/4 Fist 1d3+3, +9/4 kick 1d3+3 (Able to do
two attacks a round with no negatives.)

Ranged +6 Rock 1d3

Space 5 ft.; Reach 5 ft.

Str 16, Dex 14, Con 14, Int 10, Wis 12, Cha 10
Base Atk +6/+1; CMB +5; CMD 18

Feats Dodge, Iron Will, Skill Focus (Diplomacy)
Skills +10 Profession (Clerk), +6 Craft (varies), +6
Diplomacy

Languages Common

Gear Leather jackets

Human Commoners (2)

CG Medium (5’8” and 6’1 tall)

Init +1 (Dex);

AC 14, touch 12, flat-footed 13; (+2 Leather jacket,
+2 dex, dodge)

hp 39 (7d6+7)

Fort +3, Ref +3, Will +3

Spd 30 ft.

Melee +7 Fist 1d3+4, +7 kick 1d3+4 (Able to do two
attacks a round with no negatives.)

Ranged +4 Rock 1d3

Space 5 ft.; Reach 5 ft.

Str 18, Dex 12, Con 12, Int 10, Wis 12, Cha 10
Base Atk +3; CMB +6; CMD 17

Feats Dodge, Mobility, Skill Focus (Profession:
Blacksmith)

Skills +12 Profession (Blacksmith), +8 Craft
(Horseshoes), +7 Diplomacy

Languages Common

Gear Leather jacket

Human Aristocrat

CG Medium (5°8” and 6’17 tall)

Init +3 (Dex);

AC 15, touch 13, flat-footed 13; (+2 Leather jacket,
+3 dex, dodge)

hp 48 (7d8+7)

Fort +5, Ref +5, Will +8

Spd 30 ft.

Melee +4 Club (1d6+1)

Ranged +6 Rock 1d3

Space 5 ft.; Reach 5 ft.

Str 12, Dex 16, Con 12, Int 14, Wis 12, Cha 14
Base Atk +5; CMB +3; CMD 15

Feats Dodge, Mobility, Diligent, Skill Focus
(Profession: Manager), Alertness, Iron Will, Greater
Fortitude

Skills Appraise +11, Bluff +11, Diplomacy +11,
Intimidate +12, Knowledge (local) +9, Linguistics +8,
Perception +10, Profession (Manager) +10, Sense
Motive +8

Languages Common, Elven, Infernal, Abyssal,

Gear Leather jacket, club

Once the fight is over, continue here:

“Halt right there! Everyone, drop your weapons and
put your hands against the wall. Now!” A voice
bellows. That voice is coming from a sergeant in the
Diamond Legion and he has eight more members
standing with him.

If the PCs have not killed off the bad guys, read this:

Your adversaries crawl over to the wall and stretch
out their hands against the wall.

If the victims have been healed, they will line up
against the wall too. If they aren’t healed, they will lay
there.

If the PCs do not line up, the Diamond Legion will
make the request a second time. If they do not respond
by lining up, the Legion will wade in and beat the PCs
into submission and the bad guys will get away. The
module will be over for the PCs at this point.

Once everyone has lined up, continue here:

“Alright everyone! What’s going on here? You,” he
says pointing to the half-elf child lying/standing
there, “What happened?”

The child struggles, but manages to speak around the
swollen lips, “I was playing here when they showed
up. They started calling me bad names about me
being a half-breed and these two tried to get them to
leave.” He points to the other two victims, a halfling
female and a male gnome, a fairly familiar male
gnome. “They started hitting Mr. Buzz and Mrs.
Furfoot hit them with a club. The next thing I knew,
we were all being beaten.” He wipes his nose on the
back of his ripped sleeve. “Can I go home? My
mother is going to be worried.”

“Not just yet,” the sergeant takes a knee next to the
child and hands him a handkerchief. “Do you
corroborate this?” The other two nod.

He then turns his attention toward you, “And how
did you become involved?”
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Give the PCs a chance to tell their side of things, then
continue here:

feathers sticking out of the matted mess of hair, skin
and blood.

“Commendable action. Thanks for getting this riff
raff off the streets. We’ll take it from here.” He turns
to the other legionnaires, “Take ‘em to HQ and
process them. I’ll get these folks healed and meet up
with you.”

As the legionnaires drag the attackers away, one of
them attempts to bully his way free, “Do you know
who I am? | am Jameson Hunter the Third! You
have no right to do this! My grandfather will have all
of you fired! He’ll have all your badges!”

« What happened here?:

A human woman clutches her son tighter to her,
“Some hoodlums came in and beat them to death.
The DL got here pretty quick, but it was too late.”
She looks you in the eye, “Aren’t you an adventurer?
Why didn’t you do something to help? What kind of
lousy heroes are you?” She grabs her son and pulls
him away from you. The crowd looks unhappy.

Knowledge (Local) DC 10 will reveal that Jameson
Hunter, Sr. owns several grain mills in the area.

He will channel positive energy up to 3 times at 4d6
per time. This will heal up the NPCs completely. The
sergeant is a cleric of Peliron.

& Have you seen any other Buzzes?:

If the PCs try to get the body, continue here:

“You want the body of Buzz? Why?”

Once the PCs explain why, continue here. If they don’t
mention Lucktopper, the sergeant will ask:

“Well, I’ll take Buzz to Lucktopper. Buzz may be a
pain, but he doesn’t deserve this.”

“More than one of them? What’s going on? Never
mind, I’m better off not knowing. Take him with you
and if we find any others, where do you want us to
send them?

When the PCs are ready to go:

Once you are alone with Buzz, he looks up at you
wearily. “Thanks for saving me. | knew you would,
after all you’re great heroes and my friend.” He
smiles weakly as he gets sucked into the bag.

ENCOUNTER 5A
If the PCs don’t go to help Roberta, continue here:

You wander around the Poor District looking for
Buzz and realize he is nowhere to be found. You are
about to give up your search when you see a crowd
gathered around the gates to the district. There is a
half-elf woman crying on the shoulder of a Diamond
Legion sergeant. She attempts to break free from his
hug as a legionnaire comes out of an alley carrying
the limp form of a half-elf girl. Three other
legionnaires exit the alley, each bearing a still form,
a female halfling, a familiar looking male gnome
and a female gnome in monks robes and chicken

» |If the PCs want to go to the docks GO _TO
Encounter 2 (Page 6).

» If the PCs want go to the Halfling Bakery GO TO

Encounter 3 (Page 8).

If the PCs want to go to the Staff District, GO TO

Encounter 4 (Page 9).

If the PCs want to go to Merchants District, GO

TO Encounter 6 (Page 15).

If the PCs want to go to the Diamond Legion, GO

TO Encounter 7 (Page 17).

If the PCs want to go to the Nobles District, GO

TO Encounter 8 (Page 17).

If the PCs have done all the missions, GO TO the

Conclusion 8 (Page 18).

YV VvV VY V VY

ENCOUNTER 6

Entering the Merchants District, it is quite easy to
find your target. Racing through the district, you see
your favorite gnome running around, darting in and
out of groups of people chatting. The nearest you can
tell, there are six of them running loose.

See GM Aid 1 for details on Buzz. This should be a
comical chase scene. No one should get hurt, but trips
into nasty street sludge, horse droppings etc. are

LS]135 Buzz Around Town

Page 15




expected on this. Don’t let this run on too long, but
have fun with it. When there is only one left, continue
here:

As you close in on the final Buzz, he darts into a
shop bearing the sign “Grunwald’s Food Emporium,
home of the Ice-Cold Ooey-Gooey Honey Goodness.”
There is a forest of broccoli standing around a cup of
something white with something brown drizzled over
it. Carts of fresh fruit and vegetables frame the
doorway.

of that new, fizzy juice we just came up with.” He
turns back toward you, “I really want your opinion
on it. It is strawberry flavored and bubbles. It tickles
your nose if you hold it too close for too long.”
Massie returns with PCs+2 glasses of a pink
bubbling stuff. “Try this and let me know what you
think.”

Give the PCs a chance to respond and then continue
here:

“So, tell me why you want Buzz.”

Presumably, the PCs will go in. The goodness is the
name chosen from last year’s submissions. It is honey
caramel ice cream sundae.

Once the PCs are inside, continue here:

Give the PCs a chance to respond and then continue
here:

“What do you think of the drink? We call it
Strawbubbles.”

Entering the building, there are even more fresh
vegetables and fruit inside, including some of the
more exotic fruits, like pomegranates. The back of
the store is a large, glass fronted wardrobe which is
filled with various cuts of meat. To the right, you see
round tables covered by red and white checked
tablecloths and cast iron chairs with cushions that
match the tablecloth. A large man in a white apron
looks confused and you see Buzz peaking from
behind the man. The man looks at you, “Hello!
Welcome to Grunwald’s Food Emporium! I’'m Alek
Grunwald, proprietor. Would you like to try our
latest creation, honey glazed chicken with mashed
cauliflower and fresh salad with a honey vinaigrette?
Please have a seat, we have two tables available for #
of party members.”

Give the PCs a chance to respond and then continue
here:

“Alright, well Buzz, my boy, it sounds like you need
to go with these fine folks and get this taken care of.
When you’re whole, come on back and we’ll play
another game of bad gnome.”

Buzz looks dejected, finishes his drink, burps and
says, “Okay. I’ll go, but I’ll be back and you are
going down!”

«® What’s bad gnome?.:

&« Ve are here for Buzz.:

He looks down at the gnome behind his apron,
“What have you done this time?”

Buzz looks up with a completely innocent face, “I’ve
done nothing wrong. | was playing tag with them, got
tired and came in here.”

Grunwald looks back at you, “Come in, have a seat
and tell me what is going on.”

Buzz answers, “It’s a card game where you try to get
pairs of cards and play them on the table. You can
play any two cards, but they have to match color and
symbol. If you get the two black kings, you lose. You
draw a card and discard, but you can pick up the
discard pile. You keep six cards in your hand at the
end of your turn or you have to discard down to it. It
is great fun. Do you want to play? Alek, get the
cards. We’ll teach you.”

Grunwald shakes his head, “Sorry little guy, but you
have to go and I have work to do. Come back tonight
and we will play then.”

He will not take no for an answer nor will he turn over
Buzz until the PCs sit down and explain.

As the PCs leave, continue here:

Before you can explain, Grunwald calls over one of
the serving girls, “Massie, get these fine folks some

Grunwald walks you to the door and hands each of
you an apple. “Thanks for the input and good luck in
your Buzz hunt. I love the little guy like a son, but |
think one of him is more than enough.”
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If the PCs want to go to the docks GO _TO
Encounter 2 (Page 6).

If the PCs want go to the Halfling Bakery GO TO
Encounter 3 (Page 8).

If the PCs want to go to the Staff District, GO TO
Encounter 4 (Page 9).

If the PCs want to go to Poor District, GO TO 5
Encounter 5 (Page 11).

If the PCs want to go to the Diamond Legion, GO
TO Encounter 7 (Page 17).

If the PCs want to go to the Nobles District, GO
TO Encounter 8 (Page 17).

If the PCs have done all the missions, GO TO the
Conclusion 8 (Page 18).

vV VY

vV VYV VY
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ENCOUNTER 7

that came crashing down. The chair one of the
gnomes just left starts burning.

What do you do?

There are several things to do here. One, put out the
fire. Two, stop the fights. Three, gather the gnomes.
Let the PCs decide what they want to do, how they
want to do it and let them get it done. The only thing is
they have three rounds to do it so that the fire doesn’t
start spreading.

If things aren’t contained, round four will have several
members of the legion coming down the hall and will
get the fire out immediately.

Once it is all done, continue here:

Upon entering Diamond Legion Headquarters, you
are almost overwhelmed by the noise as well as the
legionnaires bustling from place to place with all
kinds of different people in cuffs. There are
legionnaires sitting at desks with apparent victims
writing down information. The desk sergeant notices
you, “You! Are you adventurers? Good! Follow
me!”

He leaves the main hall and leads you down the hall,
“Sorry, but I really don’t care why you are here. The
legions needs are higher and at the moment we are
stretched thin. Two caravans came into town and
seem to have some sort of love hate relationship. We
have fights all over the place. Then, we have this.”

He opens a door to a room with a large wooden table,
six wooden chairs and a lit oil lamp hanging over the
table. The problem is the fifteen Buzzes in the room.
Three are sitting quietly in a corner. Each chair has
a Buzz in it, four others are wrestling in the corner
and two are swinging from the oil lamp.

“These are your responsibility now.” With that he
turns and leaves you to your Buzzes. As he turns the
corner, the light fixture in the middle of the room
crashes down. Qil scatters everywhere as does the
accompanying flames. The six Buzzes at the table
start screaming, “How dare you ruin our game? We
were in the thirty-fifth round of Quiet the Gnome.
Sergeant Edmonson is going to be mad.” They jump
on the table and start fighting with the two gnomes

With the gnomes contained, you start to exit the
building, but have to step aside as a dozen
legionnaires enter the building with twenty apparent
perpetrators bound by the ankles and wrists between
them.

If the PCs have been to the Poor District and were in
the fight, Perception (Vision) DC 15 to recognize the
eight perpetrators of the fight amongst this group.

If the PCs want to go to the docks GO _TO
Encounter 2 (Page 6).

If the PCs want go to the Halfling Bakery GO TO
Encounter 3 (Page 8).

If the PCs want to go to the Staff District, GO TO
Encounter 4 (Page 9).

If the PCs want to go to Poor District, GO TO 5
Encounter 5 (Page 11).

If the PCs want to go to Merchants District, GO
TO Encounter 6 (Page 15).

If the PCs want to go to the Nobles District, GO
TO Encounter 8 (Page 17).

If the PCs have done all the missions, GO TO the
Conclusion 8 (Page 18).

vV Vv YV VvV VY VYV V

ENCOUNTER 8

As you get to the gates of the Nobles District, two
guards stop your entry, “Are you here for the
Buzzes?”

If the PCs answer yes, continue here:
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“Excellent.” He blows a whistle and two other
guards come up with three Buzzes between them,
“Here you go. Have a nice day.”

» If the PCs want to go to the docks GO TO
Encounter 2 (Page 6).

» If the PCs want go to the Halfling Bakery GO TO
Encounter 3 (Page 8).

> If the PCs want to go to the Staff District, GO TO
Encounter 4 (Page 9).
» If the PCs want to go to Poor District, GO TO 5

Encounter 5 (Page 11).

» If the PCs want to go to Merchants District, GO
TO Encounter 6 (Page 15).

» If the PCs want to go to the Diamond Legion, GO
TO Encounter 7 (Page 17).

> If the PCs have done all the missions, GO TO the
Conclusion 8 (Page 18).

CONCLUSION

The hair on the feet falls out. It looks like all is right
with the world, until the itching starts. It spreads up
your legs and soon covers your whole body. Within a
few seconds, the itching stops as the hair starts
sprouting out all over your body. It is very fine, pink
and green stripes and about two inches long.

Lucktopper looks you over, “Yikes! Ummm, let me
work on this. In the meantime, 1 would go see a
barber. Perhaps they can help.”

There are six certs in this module. Each person
only gets one. Let the PCs choose one only.
Lucktopper is giving one item per PC.

» If the PCs fought in the Poor District, GO TO
Epilogue 1 8 (Page 18).
» If the PCs did not fight, GO TO Epilogue 2 8

(Page 18).

EPILOGUE 1

With the Buzzes bagged, you return to Lucktopper
and the main Buzz gathering. The shop looks
different once you are inside. In place of the Buzzes
is a large wooden box with a small ladder leading to
the top. The box is decorated with all kinds of
archaic, mystical and strange markings on it.
Lucktopper is standing on another ladder on the
opposite, “Great! You’re back! Dump them in here.”

Once that is accomplished, Lucktopper flips the lid
up on the box and nails it shut. He spins it around
three times and mutters under his breath. He then
pries opens the box and looks inside. “Can | get some
help here? I can’t reach him.”

You reach inside and pull out one Buzz. “Excellent!
All’s well that ends well!”Lucktopper chants
cheerfully. “Well, here is your pay. Have a great
day!”

A week after your visit with Lucktopper, you receive
a letter. There is no seal on it or any addresses:

“You must stop interfering with our enterprises. It is
in your best interest to stay out of our way and things
that don’t concern you.”

The League of Humans for Amthydor

EPILOGUE 2

A week after your visit with Lucktopper, you receive
a letter. There is no seal on it or any addresses:
“Thank you for staying out of things that don’t
concern you. Four of the retched beasties down,
thousands to go. We do hope we can count on your
support.”

The League of Humans for Amthydor

& \What about my feet?:

“Yeah, about that.” He climbs down the ladder and
goes behind the counter. “Here, this should work.”
He hands you a spray bottle.

Fortitude DC 5 will return their feet to normal. If they
fail, continue here:

THuS ENDS “Buzz AROUND TOWN?”

TIME UNIT COST: 5. There is no lifestyle charges
for this module.
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EXPERIENCE POINT SUMMARY

Total the XP earned from the following:

Module Experience 600 850 1200

Bonus 1: PCs helped Bobbi in

the Poor District 50 50 100
Roleplaying XP Bonus 50 50 100
Maximum Possible XP 650 950 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.
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PLAYER’S HANDOUT #1

Dear Antenturer or 7o Whom K ?(//4] Concern

ﬂz‘/mamaémjm%wﬁm that' 9 am i /;m/o[yawfam&w; ARG, 19 50N CASES.
Ty obhers, it wil e e first Bime for s by mel. Pased lo meet you. XMy name i
Lucklopper Bramdtywine of Luckloppoer 5 Games and Sty Now, itz bime for you
to grats your gear and report lo Lucktoppers Games and Sty locatsd off the
NMerchant's Fhay. Do notatly ally. O yes, I abmest forgol el techmically, it
iim ¥ forgetiing, i is more ke nagllcting to.say anmytling o you albout it Y you 4
wz‘w;w[am]f%/, ]a///'/éefw/w/f W}yw;ﬁ@wfwﬁ .78 wz%@
z@mﬁ'fo/ M/}t%:@, ////wfmé:/yméa(wéﬂ% or i it sillier? Zither
weay, bimesa Wm}y/ %ﬁ@wmﬂyﬂfm’fﬂé /ﬂz‘z‘a e anlbidote af
[’m(z%//af} Goames and 85774

Dhvlated but ot read]
[m@‘a//gf Bfﬂmjfwﬁfﬂ
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GM PLAY AID #1

¥ Buzz the Gnome (level 6 Expert)

NG Small (3 ft. 2in.)

Init +4 (Dex)

AC 19, touch 15, flat-footed 15; (+4 Armor+Dex+Size)

hp 53 (6d8+6)

Fort +3, Ref +7, Will +4

Spd 20 ft.

Melee +5 Ranged +9 (Throw Anything Feat)

Space 5 ft.; Reach 5 ft.

Str 10, Dex 18, Con 12, Int 12, Wis 10, Cha 16

Base Atk +4 CMB +3; CMD 17

Feats Throw Anything, Skill Focus (Animal Handling (Bees)), Skill Focus (Profession, (Bee Keeper))
Skills +10 Craft (Hives),+14 Handle Animal (Bees), +9 Heal, +10 Knowledge: Nature, +11 Perception,
+11 Profession (Bee Keeper), +12Perform (Dance)

CRITICAL EVENT SUMMARY: Buzz AROUND TOWN

1. Did the PCs get all the Buzzes back?
Yes No
2. Did the PCs fight in the Poor District?
Yes No
3. Did the PCs retrieve the dead Buzz if they didn’t fight?

Yes No
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Please send completed form
to: Eric V. Clark,

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

Player Name:

Convention:
Judge:
Date:
ROSTER OF HEROES: Buzz AROUND TOWN
Home State:
(optional)

Email address:

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str _ Dex

Con___ Int__ Wis___ Cha

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

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str _~ Dex

Con___ Int__ Wis___ Cha

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

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str _ Dex

Con___ Int__ Wis___ Cha

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

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str _~ Dex

Con___ Int__ Wis___ Cha

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

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str _~ Dex

Con___ Int__ Wis___ Cha

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

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str _~ Dex

Con___ Int_ Wis__ Cha

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

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

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

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

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

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

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

What Can Bc Furc['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.

Potion
Price

Scroll
Price A/ D

Available Potions / Scrolls

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 / 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.

LS]135 Buzz Around Town

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
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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
Buzz Around Town, Copyright 2013, The Shining Jewel Campaign, Author Nancy Lee Clark.
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