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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.  

Some of the text in this adventure is in bold italics. This text is for 

the players to hear, although you are certainly free to paraphrase or 

summarize the text if you feel it is necessary. 

LSJ GM EMPOWERMENT CLAUSE 

The coordinators of the campaign empower GMs to make changes 

to the module as necessary to accommodate any unforeseen actions 

taken by the PCs.  If the players find another way to deal with the 

module, they should be successful and appropriately rewarded.  The 

GM may also invent new NPCs as needed to populate the city of 

Amthydor, which is not completely detailed due to practical 

limitations. If the party is having trouble dealing with an encounter, 

feel free to do what is necessary to assist the PCs to succeed.  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) AND THE 

POWER OF PCS 

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. 

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) 

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. If this is a player’s first time playing LSJ and an 

introduction module, he is not to be charged lifestyle. This is 

an encouragement for him to keep playing. 

 

ADVENTURE BACKGROUND 
This is what has happened prior to the start of the 

module that is pertinent for the GM to know so he can 

run the module. This should be spoiler free if at all 

possible. If a spoiler has to be given, it should be noted 

as such. 

 

This does not mean you have to give the entire life 

history of everyone in the module. If the important 

parts are in the module, then it doesn’t need to be here 

too.   

 

There is no prescribed length of this information. If this 

module is part of a series, you need to give a brief 

description of what happened in the prior modules. It 

should be noted in the format below: 

 

LSJ ### Being a Hero- The summary of the module 

here followed by any recurring NPCs. 

Captain Collins at Diamond Legion Headquarters 

Jillian the Janitor at Dauntless Dolphin 

 

Anything highlighted in yellow should be 

removed if not needed or where it is used 

as an example. 

Anything in blue should be changed. 
 

http://paizo.com/pathfinderRPG/compatibility
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ADVENTURE SUMMARY 

This should be a brief summary of each encounter.  

Introduction – 

Encounter 1: 
Encounter 2:  Summary for encounter 2. 

Encounter 3+: Summarize key events, NPCs, and 

information for all Encounters.   

Encounter X (Optional). Note optional encounters as 

such. 

Conclusion-Conclusion to mod. 

Epilogue – List possible resolutions of the module with 

rewards and consequences depending 

 

INTRODUCTION  

 

You awaken in your room with a feeling that you 

are being watched. As you look around, you see a 

beautiful blonde woman standing at the foot of your 

bed. She has both hands in plain sight and the 

sleeves of her sultry fitting blue robes pushed back 

exposing ivory skin up to the elbow. “Hello. I’m 

sorry to wake you, but I need your assistance. Please 

gather your gear and meet me at the Jade Palace as 

quickly as possible. Does this work for you?” 

Those who have played LSJ102 Unicorns, Puppies and 

Dragons, LSJ117 Pegasus, Doggies and Elementals or 

LSJ133 Pegacorns, Puppy Dogs and Scary Things will 

recognize her as Glinda, the mother of Barton and 

Chloe. 

If the PCs decline, Go To Conclusion A. 

If the PCs agree, continue here: 

“Excellent! I will see you at the Jade Palace. I must 

go and recruit others. My name is Glinda and I will 

answer questions over dinner. Oh! And I will pay 

handsomely for your time. See you soon!” 

As you start gathering your things, you realize that 

it is just after two in the morning.  

 

Knowledge: Local DC10 The Jade Palace is closed 

until eleven when it opens for lunch. 

You arrive at the Jade Palace at the same time as 

#of PCs also arrive and are greeted by a middle aged 

Daigoni male who looks slightly disheveled and that 

he just woke up. He smiles at you and bows 

slightly. “Welcome to the Jade Palace. Miss 

Glinda is waiting you, please follow me.” 

 

He leads past two large jade dragons and 

through a highly ornate restaurant with silk 

fans adorning the walls with scenes of creeks 

with bridges, flowers or stylized dragons.  

While there are many tables with chairs at 

normal levels, there are also silk cushions on the 

ground around low square tables. The wood 

gleams against the green of the cushions and 

table cloths. 

 
He leads you to a table at the very back of the room 

where the woman who popped into your room sits 

with her back to the room. She daintily wipes her 

mouth as you approach, “Welcome to the Jade 

Palace. Please have a seat.” She then speaks to the 

man who brought you back in a language you don’t 

really understand. He chuckles and replies in the 

same language. A young woman with features very 

similar to the older man’s approaches your table 

and speaks in the same strange language.  Once she 

realizes most of you do not understand, she speaks 

in common. “I new to Amthydor. I new to language. 

I take order for food now.” 

Glinda smiles, “Order whatever you like. Dinner is 

on me.” She continues in her seductive voice, “I 

recommend the Seven Stars around the Moon. It is 

amazing.” She then proceeds to order her own 

recommendation along with a number 4 and a pot of 

tea. 
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“While we wait, why don’t we get to know each 

other? My name is Glinda and I am a wizard of 

some skill. And who are you?” 

Player’s Handout One is a menu of the Jade Palace.  

Linguistics DC 15 to recognize the language as 

Daigonese. 

Knowledge: Geography DC20 to recognize their 

features are homogenous to the people of Daigau. 

Once the waitress returns with your drinks and 

appetizers, Glinda speaks, “Thanks again for 

coming. Sorry to make this so early in the morning, 

but I don’t want my husband, Laemtao, to know 

that I am hiring you. My son, Barton, is currently 

attending the Forstil Academy in Corothia. He is in 

his first year there and is having issues with fitting 

in. He was home for semester break and he was 

different. He was paranoid of everything. He 

wouldn’t eat unless he could watch the meal being 

prepared. He was afraid to have anyone behind him. 

He wouldn’t talk about school and never mentioned 

any friends. His first report card showed him barely 

passing some of his classes and completely failing 

others. He has fallen asleep in class repeatedly and 

has spent numerous hours on extra duties due to 

failure to do his homework or finishing his assigned 

tasks.” She sips her tea and sniffs loudly. Gathering 

herself, she continues, “I’m sure you think I am just 

being overprotective, just like my husband, but I’m 

not. I broke my promise to Laemtao and cast 

clairaudience/clairvoyance to see what is going on at 

the school. It looked to me like he was being bullied, 

but I couldn’t see who the culprits were. I tried to 

get Barton to turn the brutes in, but he refused 

stating the code of conduct would make him as 

much a culprit as anyone else would be, presuming 

there was any issues in the first place.” 

The food is delivered and Glinda pulls out a pair of 

ivory chopsticks and takes a bite of the Seven Stars 

around the Moon. She closes her eyes and sighs. “I 

do love the food here and rarely get a chance to eat 

here. Back to why you are here, I want you to go to 

the school and check out things. If there is a 

problem, pass it on to the Commandant. If not, let 

me know, receive your pay and move on. 

Questions?” 

 How much? 

“Sorry. I was caught up in the meal. I will pay you 

100GPxATL along with a bonus if you are there for 

a long time. If the situation turns dangerous, I will 

make sure you are adequately paid. Those of you 

who have worked for my family in the past know we 

can be quite generous. Does that work?” 

PCs may attempt to negotiate this up, but it will be 

difficult. It is a Diplomacy DC 38 to gain an extra 50 

gold times ATL and a DC44 to receive an extra 100 

gold times ATL. If someone pushes for more than that, 

continue here: 

Glinda smiles and pats you on the cheek, “Darling, I 

was an active adventurer once. Don’t push your 

luck. I would hate to have to turn you into a rabbit 

or the like.” Her dazzling smile turns vicious for just 

a second and returns to its normal state. 

 Does Barton really need help? What about 

Barton’s powers? 

“While I love my husband, there are times where his 

sense of logic completely escapes me. He decided it 

was in Barton’s best interest to shut down his 

powers. The potion that we created to help Barton 

with his nightmare conjurations was refined and 

intensified and shut Barton off from his abilities 

unless his life is truly in danger. Unless eminent 

death is about to occur, he only has whatever 

abilities he has learned in classes. He is learning to 

cast spells like a “normal” spell caster. Right now, 

he is just like any other ten year old boy. Living on 

the island has kept Barton pretty isolated so we 

expected him to have issues when he left for school, 

but my husband wanted him to learn to cope with 

them like a normal person and not a super charged 

magic user, which he is.” 

 How do you expect us to get the 

information? 

“Did I not mention that? I have a potion that will 

turn you into a ten year old child of the same race as 

you are currently. According to my research, it isn’t 

until the teen years that you can truly differentiate 

the various changes in speed in the aging process 
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among the different races. It is reversible with either 

time, about a year or with a potion that will reverse 

it immediately.” 

 Will we maintain our abilities? 

“There will be some changes. Your mental faculties 

will not change, but your physical characteristics 

will change. You will become somewhat weaker, but 

you will gain dexterity and lose constitution. I have 

a chart with the information from my research in 

the matter over the last three months.” 

 How do you know it will reverse? 

“I tested it on Cleo and Peyton. The potions worked 

perfectly repeatedly. As for the physical changes, 

those are strictly from my extensive research.” 

 

 What if we don’t want to become children? 

“Well, then I am afraid I have no way to get you 

inside the school and you are dismissed.” 

 How long will it last? 

“It shouldn’t last more than a year, unless of course 

you drink the reversal potion. That will make it 

instantaneous.” 

 Wait! I changed my mind! 

“Really? That greedy? I suppose since I have spent 

my valuable time in recruiting someone I thought 

would be useful in this mission, I will allow you to 

continue with this mission. It is of the utmost 

importance to me and you have no idea what I will 

do with or to you if you do something that causes 

harm to my Barton. Do I make myself clear?” 

Sense Motive DC 5 She has no qualms about killing 

anyone that hurts or allows her family to be hurt. 

 How will we get there? 

“I will teleport you to a location near where students 

are picked up and taken to the school. The academy 

believes it is easier for students to say their farewells 

at a distance from the school rather than at the 

school. It creates fewer scenes of over emotion.” 

 Will it be strange that we don’t have 

parents? 

“No. There are plenty of students who have 

travelled quite a distance without parents for a 

number of reasons.” 

 Who on the staff knows who we really are? 

“The Commandant has indulged me and knows who 

to expect. I have made a sizable donation to the 

academy for this privilege.  Don’t blow it. You will 

be part of a new starter class.” 

 How soon do we leave? 

“The transport leaves at noon and you will need to 

allow time to check in and stow your gear.” 

 What do we do with our stuff? 

“As for your personal gear, you can openly take no 

magic items that are valued at over a thousand gold. 

I have created a bag that will not detect magical but 

will allow you to take your items with you. Just a 

reminder, magical armor will resize, but it will take 

several minutes to do it.” 

When the PCs are done with questions, continue 

here: 

 

She daintily wipes her mouth with the green silk 

napkin. “Very well. Please meet me at eleven at the 

Dauntless Dolphin and we will leave from there. 

Until then, do not speak a word of this to anyone. I 

have to make sure that nothing gets back to my 

husband or the rest of the family. Trust me, they 

have ways of knowing.” 

ENCOUNTER 1 

You meet up at the Dauntless Dolphin and find 

Glinda having a drink with Baltor. They both seem 

to be having a great time. She wipes the foam from 

her mouth and turns toward you, “Ah, right on 

time. Well, let’s get this going, shall we?” She leads 

you down the hall and behind the Dolphin. In the 

back are six foot walls of wood forming stalls.  

 

“Very well, drink this. I have made it as favorable 

as possible.” She hands each of you a vial. “I also 

have a change of clothes for each of you. I had to 

guess on your new sizes, but it should be pretty 
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close. I have a good eye for these things. I took a few 

moments to erect a few walls so you can have 

privacy while you change and to put on the new 

clothes.” She smiles, “Well, choose a stall and drink 

up.” She hands each of you a sack. “Your new 

clothes are in there. Also, you can stash any items 

you want to take with you into this bag.” She pulls 

out a black bag about the size of a loaf of bread. 

“There will be plenty of room for your things in 

this.” 

 

Let the PCs choose a stall and when they are ready to 

drink, continue here: 

 

 You uncork the small vial and drink up. It has a 

sweet lemony honey flavor.  At first, nothing 

happens but after a few seconds, you feel a tingle 

throughout your body. Your body stretches up and 

suddenly snaps down with a popping sound. You 

find yourself changed, completely changed.  

                                                                                                                                      

If the PCs didn’t think to take off their armor, continue 

here: 

 

 Your clothes hang off of you but the real issue is the 

armor. It is so big and heavy that you have a hard 

time moving.   

 

Escape Artist DC 10 to get out of the armor without 

assistance. Otherwise, they will have to have someone 

come in and help them. 

 

GM NOTE: Have each player roll percentage dice. 1-

25% the clothes are too big, 26-75% the clothes are just 

right and 76-100% the clothes are too small. Let the 

characters react appropriately. All of the clothing is a 

tunic and leggings. 

 

See Player’s Handout 2 for the changes that have 

happened to the PC. 

 

Once the PCs are dressed and come out, continue here: 

 

Glinda looks you over, “Yes, you all look quite 

adorable.” 

 

If the clothes don’t fit correctly, continue here: 

 

“Sorry about the fit. I do hope you can deal with 

these things for a little while. You’ll be getting 

uniforms at the school.” 

 

Then continue here: 

“Make sure all of your things are in the bag. We 

really must be going, very soon. Quickly, everyone 

in a circle. We must be going.” 

 

Once you are in a circle, she says some things and 

with a poof, you are whisked away to a new location. 

You find yourself standing in a thirty foot square 

room with tables along the edges for small groups to 

chat and one door to the left. The room is currently 

empty except for a gnome in a three tone green 

tunic with bright green leggings standing in the 

middle of the room. He claps happily and his smile 

is radiant as he beams at you and your host.  “Oh 

goody! You’re here! I was beginning to worry!” He 

claps again. “Welcome to Forstil Academy! I am 

thrilled you are here!” He turns toward your 

hostess, “Ah, the amazing Miss Glinda! I am so 

thrilled you brought them here safe and sound! I 

will take over at this point! As you know, you can’t 

stay, no matter how much you want to! So, off with 

you!” He does a scurrying motion with his hands 

and shoos her away. “Your son will be able to see 

you in three weeks at Parents Day! Now, be a good 

little mommy and move along!” 

 

Glinda smiles, “Alright. I understand. Well 

children, have a safe semester. I will be here to see 

you for Parents Day. Now, quickly, hugs to us all! 

Love to you all!” She blows a kiss and disappears. 

 

Once she is gone, the gnome looks you over. His 

clothes change into a pair of dark green trousers 

with a lighter green shirt and a belted jacket that 

matches the trousers. The jacket has seven stripes 

on both sleeves.  “All right maggots! Play time is 

over. I am Sargent Major Fuzzybottom. You are 

now at the rank of Cadet Sixth Class or as you will 

be referred to on a regular basis, peons. You are 

about to enter the most prestigious military school 

in the world. You will be pushed harder than you 

ever have been before. You will be expected to do as 

you are told when you are told to. Your mommies 
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and daddies aren’t here to save you. Do you 

understand?” 

  

If anyone calls him sir or answers “yes sir” continue 

here: 

He steps so that his toes are almost touching yours, 

“Do you see these stripes? I’ve earned these stripes. 

I work for a living. I am to be addressed as Sargent 

Major.  Do you understand?” 

 

If there is a smart mouth in the party who mouths off at 

any time during this, continue here: 

“So, you think you’re a comedian? Well, we don’t 

like comedians here. If you want to be a funnyman, 

why don’t you join those namby bamby wimps at 

the Greyson Institute in Amthydor? Do I make 

myself clear?” 

 

When you are done with the first tirade, continue here: 

 

He paces back and forth in front of you, “You will 

be going through the doors to the left. There, you 

will receive your uniforms, supplies and the Forstil 

Academy Student Handbook. Now, fall in. One 

straight line and follow me.” 

 

The single door opens as he approaches and you 

enter another room about the same size as the 

previous one but with long tables down the middle 

of the room. Sargent Major continues, “Step up to 

each table and receive your items. You have fifteen 

minutes to get each of your items and changed into 

your uniform and out the door at the other end of 

the room.  What are you waiting for? A personal 

invitation? Move it!” 

 

You each receive a backpack that is actually a 

Handy Haversack with the school shield on it. You 

also receive six light green tunics, six dark green 

pants, ten pairs of socks, ten pairs of underwear, six 

name tags, a pair of black leather boots that come 

just over the ankle, a sewing kit, a shoe shine kit, a 

dark green cloak, a billed hat and a very thick book. 

These items are handed to you by very stern looking 

human teens each in the green tunic and pants, but 

theirs have two stripes on them. They do not speak. 

 

There is no place private to change clothes so it is up to 

the PCs to either strip in front of each other or not 

change.  

 

GM NOTE: Have each player roll percentage dice four 

times, once each for the pants, tunic, boots and hat. 1-

25% the clothes are too big, 26-75% the clothes are just 

right and 76-100% the clothes are too small. Let the 

characters react appropriately. Clothes that are too big 

are two sizes too big while clothes that are too small are 

one size too small. 

 

As long as the PCs don’t purposely delay, they will 

make it on time, but barely. 

“Alright, fall in. You will be double timing it to your 

barracks and will have time to get settled before 

chow.”  

He starts out at a trot that it is hard to believe a 

gnome can maintain. His short little legs seem to 

take three steps to most everyone else’s one. He 

salutes several men and women in blue uniforms as 

you pass. You see large open yards with substantial, 

pristine brick buildings with signs proclaiming them 

to be named after ranks of officers surrounding a 

large silver statue of a chariot pulled by four horses 

with two men in the back handling the reins. He 

trots you between two buildings down a narrow 

path to a smaller wooden building completely 

hidden behind the brick buildings.  

The reason this one is tucked behind the other 

buildings is obvious. It is a one story white wooden 

building about thirty to forty foot square. It has no 

sign or distinguishing marks. It is overshadowed on 

three sides by four story buildings and on the side 

facing the statue a six story building. The building is 

in perpetual shade. 

Your trot ends inside this building. The room has 

five sets of bunk beds on each side of the room along 

with a pair of lockers between each set of beds and 

two lockers at the foot of the beds. A small window 

above each locker lets in what little light there is. In 

the center of the room at the back is a single door.  

Sargent Major Fuzzybottom continues the trot to 

the middle of the room. “This is your new home. 

You are responsible for this building. You will make 
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sure it is clean at all times. You will be inspected 

once a week and whenever I feel like it. I suggest 

you be prepared at all times. You have one hour to 

stow your gear and get ready for chow. Today is a 

light schedule day for you. After chow, you will have 

a ten mile hike followed by physical conditioning. 

After that, will be chow and then you will have your 

evening to yourself  to read the Forstil Academy 

Student Handbook and begin committing it to 

memory as well as any other things you may need to 

do. I will be back in one hour so be ready.” 

He turns and marches smartly out the door. Just as 

the front door closes, the door at the back of the 

room opens. A boy of no more than four feet tall 

and underweight for his height steps out. He is bald 

and unremarkable, right down to his pale blue eyes. 

The uniform wears him as it bags all over him. “Is 

he gone?” 

Once it is confirmed the Sargent Major is gone, 

continue here: 

 

“Oh what a relief! I heard you coming and went to 

the bathing room. I was hoping he wouldn’t care 

about me at the moment. My name is Barton. I’m 

sorry you’re here.” He walks over to whoever looks 

like a fighter or the biggest person in the room, “You 

better give me your uniform so I can get your name 

tag sewed on. If you don’t have it on when the 

Sargent Major returns, well, it won’t be pleasant for 

any of us. So, who are you?” 

If anyone has played any of the previous modules, she 

will notice that his eyes aren’t the sparkling sapphire 

color they normally are. If the PC comments on this, 

continue here: 

 

“Do I know you? I’m usually good with faces and 

you do look slightly familiar. Have we met before?” 

This should be a reminder to someone at the table that 

they aren’t supposed to let him know his mother is 

checking up on him. 

 

Find out what the PCs are doing. If anyone doesn’t sew 

on a name tag, have Barton remind them that they will 

all be in trouble for it. Have the PCs make a Profession 

Seamstress DC 5 or Dexterity DC 15 to get the tags 

on straight and neat. Barton will offer to help the worst 

ones.   

As you prep your uniforms, Barton advises you, 

“You really should read the whole handbook. If you 

want to look at mine, I marked the rules that get 

you in trouble the most.” 

Give the PCs Players Handout 3  

 

This would be a good place to find out who has the 

black bag with the items in it. It will be important in the 

next encounter. 

 

The hour passes quickly and the next thing you 

know you are greeted by Sargent Major 

Fuzzybottom. “Alright you maggots! On your feet!” 

He looks over at Barton, “Ah, I see you have met his 

royal highness Ensoleillé. So good of you to join us.” 

He turns back to the rest of you, “Move out!” He 

trots you to the chow hall then takes you on a ten 

mile hike followed by vigorous calisthenics.  

Have the PCs make a Fortitude DC 20 to see if they 

vomit their lunch.  

 

After dinner and another two miles around the 

campus, you return to your barracks. Even the 

heartiest of you are ready to call it a night. 

Find out what the PCs are doing before they turn in for 

the night. Make a note of anyone who doesn’t say 

something about organizing their things or putting 

everything away. You can hint at this, if you have to. 

 

ENCOUNTER 2 

While it is still dark out, there is a loud clanging 

noise. As you look around, you see Sargent Major 

Fuzzybottom parading up and down the room 

beating on a gong. “Move it! Front and center! Time 

for inspection!” 

 

Barton jumps out of his bed and moves to the end of 

the bed and snaps to attention. 
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If someone says something about not jumping up or 

just laying around, continue here: 

Fuzzybottom walks to your bunk. “I am so sorry. 

Are we disturbing you? Here, let me tuck you in.” 

With that, he flips the mattress over and dumps you 

on the floor. 

 

Then continue here: 

“Alright, time for me to see that you urchins are 

learning something from the handbook and have 

your lockers in the proper order.” 

 

He steps up to pick a PC’s locker then continue. He 

opens the locker and prowls through the items in it. 

He checks under the mattress, behind the beds and 

inside each footlocker. 

 

As long as all that is in the locker is the issued items, 

then there is no problem. Repeat at each locker until he 

gets to the locker with the bag, then continue here: 

 

“Well, well, well. What have we got here?” He opens 

the bag and looks inside. “This is a nice collection of 

magic items, which is in direct violation of the 

academy’s rules. I will be keeping these until your 

parents come to visit.” He puts the bag inside of a 

pocket on his trousers. It slides right in even though 

it doesn’t look like it should be able to. “This little 

stunt is going to cost you, all of you. Something to 

remember here, things like this cost everyone. 

Someone knew it was in here and should have told 

me about it. I’m sure you’ll enjoy the extra physical 

education today.” 

And with that, your first full day of school begins. 

Barton spends his time in the middle of the group, 

doing everything he can to be invisible. Every time 

he delays in the ten mile hike or fails to keep up 

during calisthenics, Fuzzybottom is all over him, 

yelling at him and berating him. 

 

 Why does he pick on you like that? 

“I should have been thrown out because of my 

grades, but the Commandant decided I could stay 

since my parents and Nanaia have donated tons of 

money to the school and probably wouldn’t if I was 

thrown out. Though they might have kept paying. 

Someday, my little sister, Chloe, might go to school 

here and she is a big handful.” For the first time 

since you got here, you see him smile. 

GM NOTE: 

Feel free to make the classes as difficult as you like. 

This is left more to the GM to gage the PCs and how 

much they will tolerate of classroom things. Add as 

much as you like, just be aware of time constraints, if 

any. 

 

 After the joys of your morning wake up athletics, 

you proceed to chow and on to your classes. The day 

starts with Introduction to Military History with 

General Herbert Hunter, a fire elem from Choal. 

You received five books of well over two hundred 

pages and a homework assignment of reading the 

first book by the next class meeting in two days. 

Next up was World Geography and Geology with 

Professor Mar Stonecutter, a dwarf from the 

Delambir Mountains.  He only handed you three 

books and a homework assignment of memorizing 

the current countries of the world.   

Then came chow. While yesterday’s meals were 

decent with items that were recognizable and 

breakfast was oatmeal and fruit, lunch shows that 

yesterday’s meals were special. Today’s lunch is 

some sort of grey glop with a pile of green stuff that 

might have been lettuce at some point and some 

white stuff that may or may not be potatoes.  While 

edible, it is barely so. 

After lunch comes another round of classes. Magic 

Theory with High Wizard Alamanus from Pyroth. 

He gave you eight books, mostly thin ones, but 

written in really small print. He only assigned you a 

fifteen page essay on the importance of 

understanding the principals of magic when it 

comes to daily life and warfare. Your last class of 

the day is Raia Religion taught by the retired High 

Cleric of Galvandt from Tarsier, Watcher Markus. 

He only hands you one book, about the size of the 

academy handbook. His assignment is to memorize 

the primary symbols of each deity.  

All of this is followed by dinner that strongly 

resembles lunch. Unlike your previous meals, you 
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see other students joining you. Everyone seems to 

segregate according to their dorm space.  

“Hey Barton, come on over here.” Calls a large 

human boy at another table. He’s seated with seven 

others, a mix of humans and half orcs both male 

and female, but all much larger than the norm for 

their age, who shift to make room for Barton in the 

middle of the bench. 

If the PCs try to convince him to come sit with them, 

continue here: 

 

“It’s okay. I was with them last semester. It’s okay.” 

He walks over to the table and sits down.  

Give the PCs Sense Motive DC 15 to notice that 

Barton doesn’t seem very happy about going over 

there. 

 

Perception (Listen) DC 20 to overhear the same 

human that called Barton over say the following: 

 

“So, our assignments are in the book in the bag. You 

can get these done before class and bring them back 

to lunch.” 

Barton replies, “I’m not even in the same class as 

you anymore. How am I supposed to even know 

what is going on?” 

“Because Calrissa has been taking notes. Besides, 

you’re a smart guy. You’ll get it done. Now, get 

under the table, put our books into your bag and get 

out of here before someone thinks something is up. 

After all, you don’t want us to have to discipline 

you, now do you?” 

“I understand.” Barton crawls under the table and 

disappears for a few minutes before he pops back up 

and returns to his seat. He picks up his tray, returns 

it and leaves the dining hall. 

The PCs won’t be able to catch up with Barton until he 

is back in the dorm.  

 

 

ENCOUNTER 3 

When you return to the dorm, you find Barton, 

sitting on his bed with a half dozen books scattered 

around him. As you watch, you see him write 

something on a piece of parchment, then another, 

then another and so on six different times. 

 What are you doing? 

“Just trying to get ahead on some homework.” 

 Six times? 

“I’m helping my friends. It’s no big deal.” 

 You’re being bullied./Are you being bullied? 

“No, I’m fine. They help me with the physical stuff. 

It’ll all work out.” 

 Why don’t you tell someone? 

“Look, Sargent Major Fuzzybottom already thinks 

I’m weak and a loser. If I go and tell him I can’t 

handle this myself, then he will just say it proves the 

point and make my life even more miserable.” 

 Why didn’t you tell your parents? 

“I tried, but my father kept talking about how 

proud he was of me for going to school here. He 

wanted to go to school here, but his family didn’t 

have the money. I am fulfilling his dream.” 

 So, what are you going to do about it? 

 “My homework and theirs. It is the only way until I 

eventually flunk out completely.” 

 

 

 What about your mother? 

“She already treats me like a little kid, as does the 

rest of the family. I can’t prove I’m growing up if I 

run and tattle every time.” 

 Why don’t you use your magic? 

“Because it’s against the rules. Besides, what makes 

you think I have any magic?” 

 Have they ever hit you? 

“Yeah, but I knew they weren’t going to kill me, 

even though they threatened to.” 
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 How do you know that? 

“There are conditions set on me, contingencies set, 

that if my life is in true danger, it will kick in and 

save me.” 

If the PCs come clean, continue here: 

 

“I should have known Chloe would tattle. She knew 

something was wrong and got me to confess. I 

imagine Mommy would have figured it out anyway. 

She always seems to know what I’m up to.” 

 What happened to your magic? 

“When I came to school, a condition to my 

admission was my parents lock away my powers 

and I agree not to use them. The only way I can use 

them is if my life is truly in danger.” 

 

When the PCs are done with questions, continue here: 

Sargent Major opens the door and shouts, “Lights 

out! Tomorrow is your physical training day. Rest 

up kiddies.” He closes the door and you hear him 

lock the door. 

As you call it a night, you see Barton under his 

blankets, working away… 

 

ENCOUNTER 4 

Day two brings your already normal wake-up call 

while it is still dark out.  Today, after another run, 

exercises and a lackluster breakfast, you skipped 

classes and headed into the biggest building on the 

campus. It is twice as big as any other building 

around and at least four stories tall. When you 

enter, you are sent to a room filled with lockers to 

change into a training uniform. This consists of a 

heavily padded long-sleeved tunic, leggings and a 

helmet. All of these fit snuggly, but not too tight. 

When you are finished dressing, you end up in a 

large room with wooden floors, bleachers and high 

ceilings.  

A half ogre comes out of a door opposite you. 

“Welcome to your first day of weapons training. I 

am Master Swordsman Hawkins. You will be tested 

starting with sword and shield, then longbow, cross 

bow, hammer, axe and finally rapier and short 

sword. Are there any questions?” He barely pauses. 

“Good. Partner up with other members of your 

class. Anyone not partnered in their own class will 

partner with the next class up.” About a hundred 

people of varying races, nationalities and size, but 

all dressed like you, start milling around. 

As you start to team up, the human male from 

dinner the day before, Roska, calls out, “Barton, 

come on. You and I always partner up well.” 

If anyone objects and offers to take on Roska instead, 

continue here: 

Roska sneers, “Yummy. Fresh meat.” You are each 

handed a small wooden shield and a matching 

longsword.   

 

After this or if no one steps up, continue here: 

“On my mark, begin,” The half ogre calls out and 

students start clashing against each other around 

the room.  

 

If the PC goes against Barton, he has the following: 

Strength 10                                          Will +5 

Dexterity 14                                 Fortitude  +1 

Constitution 12        

      Wisdom 12                                     Reflex  +2 

Charisma 18                                    BAB +2 

          Hit Points  38          AC 12 

           

Have each player “attack” his partner.  There should be 

no magic involved in this. If the PC doesn’t have 

proficiency with longswords, he takes a -4 on his 

attacks. Have the PCs figure their AC without armor. 

This armor doesn’t count for either side. For the 

purposes of this exercise, each success counts as one 

point and the first to 10 points wins the pairing. Since 

both attacks happen at the same time, there could be a 

tie. Next person to score, wins. 

 

If the PC goes against Roska, his stats are: 

Attack +6 (+3 BAB and +3 Strength) 

AC 12 (+1 Dex, Dodge) 

HP 45 
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Have the PCs do this until you or they get bored with it 

or when time is running low then continue here: 

After two hours of practice, a break is called. 

Barton calls to your group, “I’ll get us some water.” 

He trots over to a table and grabs a jug and starts 

back. He’s half way back when one of his “friends” 

from lunch the day before sticks his foot out and 

Barton goes sprawling.  

Perception (Vision) DC 15 the PCs will notice that 

one of the other students attempted to assist him by 

grabbing his arm, but it looks like he did more damage 

than good. He would have made it if not for Roska 

giving him a shove from behind. 

 

Sense Motive DC 15 the other student really was 

trying to help.  

 

“Everybody, get back!” Hawkins calls out as he 

makes his way through the gathering crowd. Barton 

is lying on the floor with his foot twisted at an 

unusual angle while his arm is already starting to 

swell.  

 

Hawkins points to one of the older students, “Go get 

Watcher Markus! Tell him we have an injured 

student and he needs to come here ready to heal.” 

The student dashes off. Hawkins clears the area and 

sends everyone to run laps around the outside of the 

building. 

 

As you leave the building to follow your 

instructions, the rain pelts you in the face. It makes 

seeing difficult but it isn’t hard to see Roska and his 

buddies laughing.  

 

 

 

Perception (Listen) DC 20 to hear the following: 

“Wow! That worked out better than planned! I 

thought we might get him to fall, but didn’t expect 

this much damage. The little twerp will learn we 

aren’t people to tell no to.” The group of five males 

and one female all laugh. Calrissa, just puts her 

head down and keeps running. 

If the PCs say anything to them, continue here: 

“Listen noobs,” Roska smirks, “If you want to hang 

out with a loser like Barton, that’s your business. 

We’re winners and we don’t deal well with losers 

like him and apparently you.” 

If things start to get physical, continue here: 

Just as things are about to get violent, Watcher 

Markus, the cleric of Galvandt, comes running up 

with the student who went for him coming up from 

behind. He runs through your group and calls out, 

“Get back inside. You can move on to the chow hall. 

Go.” 

Roska sneers, “You got lucky. Can’t let chow wait.” 

You spend the rest of the day at chow, then more 

sword practice and chow again. Barton is nowhere 

to be seen and no one will answer where he is. 

When you return to your dorm, you find Barton, 

lying on his bed with books and papers scattered 

around him, sound asleep. A fifth year student sits 

on a chair next to the bed reading. He sees you and 

packs up his stuff, “He’s resting comfortably. 

Watcher Markus healed him and gave him 

something to make him sleep. Just because his 

injuries were fixed doesn’t mean the mental stress of 

it was healed too. Since you’re here, I will leave him 

to your care. There shouldn’t be anything to do, but 

you may have to help him to the bathroom or the 

like.” He heads to the door, “Have a good night.” He 

opens the door, looks outside, puts on his cloak and 

flips the hood up and leaves. 

ENCOUNTER 5 

Your morning starts as normal. Barton wakes up 

but is sluggish. After breakfast, you head to your 

first class but don’t make it. You’re stopped in the 

hall by a crowd gathered around much like what 

happened with Barton. As you make your way 

through, you see a body lying on the floor.  No one 

seems to be doing anything to it or for it. What do 

you do? 

 

If the PCs check the body, continue here: 



LSJ150 New School, Homework and Murder 
 Page 13 
 

You kneel beside the body and hear someone call 

out to get Watcher Markus. You recognize the body 

as Roska. 

Heal DC 5 He is apparently dead. 

Heal DC 10 He hasn’t been dead for more than a few 

minutes. 

Heal DC 15 He was apparently poisoned very recently. 

 

Perception (Vision) DC 15 to see a small bottle partly 

under his cloak. It looks like the bottles Watcher 

Markus had on his desk.  

Perception (Vision) DC 20 to see one of the pages of 

homework Barton has been doing for him falling out of 

Roska’s pocket.   

 

Before the PCs can take the paper, the following 

happens. 

As you look over the scene, Watcher Markus 

arrives. “Don’t you all have classes to go to? Well, 

go. Senior students, make sure everyone gets to 

class.” 

Students start moving away. Watcher Markus looks 

directly at you, “This includes you and Mr. 

Ensoleillé. Get to class.” 

Being in class is a waste of time since all anyone is 

discussing or cares about is what happened to 

Roska. Even the teachers seem uninterested in 

anything else. In Military History, General Hunter 

starts giving a lecture about other people who have 

died while at Forstil. It is obvious his heart is really 

not into the topic.  

It is a relief when Sargent Major Fuzzybottom 

comes in, “Under the Commandant’s orders, 

everyone is to report back to his barracks 

immediately. The campus is on lockdown until 

further notice. Meals will be brought to you at the 

normal time. Anyone out walking around without a 

faculty member or a special pass will be subject to 

severe discipline. Move out!” He leaves and within a 

few minutes, you hear Fuzzybottom repeating his 

message to another class. 

As you head to your barracks, there is a loud buzz 

in the hall as everyone seems to be talking at once 

about the murder.  

You get back to your dorm with nothing to do but 

the homework sitting in front of you. Lunch is 

brought to you, cold meat, cheese, bread and warm 

apple juice. The senior students that bring it are 

brimming with gossip. 

The desert elf male with the name tag of Jacques 

sets down the tray and almost seems to burst forth 

information, “Watcher Markus says it was 

definitely murder. When we dropped off his lunch, 

he was asking questions of Roska. He seemed quite 

pleased with the answers he received.” 

The Halfling female with him, name tag Spiral, 

clears her throat loudly, “Senior Jacques, I believe 

we are in a hurry. Shall we go?” 

Jacques nods, “Yeah, whatever. This is the last stop 

for lunch so what’s the rush?” 

She replies, “You never know when the 

Commandant will want us for further assignment.” 

This seems to sober Jacques and they leave and you 

are left to your boredom. 

ENCOUNTER 6 

Just as you are pretty sure it is time for dinner, the 

door opens. A high elf male with a very staunch 

manner and a chest full of medals enters the room 

along with the two senior students you saw before 

and Watcher Markus.  “First Year Cadet Barton 

Ensoleillé, you are under arrest for the murder of 

First Year Cadet Roska Zelazat.” 

Barton looks pale as he hears this. “But, I didn’t do 

it. I swear.” 

Watcher Markus chimes in, “I am so sorry my boy. 

I’ve known your family for years, before you were 

even born. I had great hopes for you. Your parents 

and I adventured together repeatedly.  I’m sure this 

will break their heart.” There is almost complete 

glee in his voice as he says this. 

Perception Vision DC 15 His holy symbol seemed to 

flicker.  
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Perception Vision DC 20 Seems to be another symbol 

under it. 

Perception Vision DC 25 Seems to be a gold coin 

under it. 

Knowledge Religion DC 10 Both Lucor and Illudra 

use coins as their holy symbol. 

 

If the PCs don’t say anything about the symbol, the 

Commandant will speak: 

“What are you hiding James?” The Commandant 

asks. 

Watcher Markus replies, “Nothing. I have been 

loyal to you and the school since before you took 

over. You need to watch your tone. I have only the 

best for Forstil Academy at heart.” 

If the PCs mention the homework, continue here: 

“According to First Year Cadet Zelazat during his 

interrogation after his demise, he has been helping 

Barton with his homework. He said he has helped 

him with his physical training as well as his 

classroom work.” 

 

The PCs should dispute this. If so, the Commandant 

will send for Roska’s group of friends. See below for 

that information. 

 

If the PCs mention the vial continue here: 

The Commandant turns to Jacques, “Do we have a 

vial as evidence?” 

He nods and hands a bag to the Commandant.  

If the PCs have the vial or the Commandant had it, 

continue here: 

He takes the vial using a handkerchief and sniffs it. 

“Does this have some sort of poison in it?”  

Watcher Markus wiggles his fingers and says, “Yes, 

it shows as poisonous.” 

If the PCs can do Knowledge: Nature DC 20 or Craft 

Alchemy 10 to know that the poison should not be 

deadly. If the PCs can’t do this, Spiral will volunteer 

the information. 

 

If the PCs point out it is from a set on the Watcher’s 

desk, continue here: 

The Commandant nods. “We will be moving this to 

my office.” Turning toward Jacques, “Go fetch 

Professor Pendance and have her meet us there. Tell 

her it is urgent and to bring her potions with her.” 

He then turns to Watcher Markus, “Where is the 

body?” 

“It is in the temple in the preparation room. I have 

sent a message to his parents and am awaiting a 

return message.” 

He turns to Spiral, “Gather the Color Guard and 

return here with First Year Cadet Zalazat.” 

They both leave quickly as the Commandant turns 

to you, “Follow me.” He leads you out of the 

building to the six story building in front of the 

dorm you have been living in. He takes the stairs 

and leads you all the way to the sixth floor that 

opens out into a large reception area. He leads you 

through the empty area to a door at the back of the 

space. He opens the door into a well-appointed 

office. He takes a seat behind a desk that a half ogre 

could fit behind comfortably.   

Watcher Markus walks calmly to the windows 

overlooking the campus, “This is a beautiful view. 

You’re very lucky to have it.” 

If the PCs ask for a Zone of Truth, continue here: 

Watcher Markus smiles at you, “That is something 

we do at trial. Besides, with his powers,” He points 

to Barton, “I’m sure he has a way to beat it.” 

The Commandant looks at the Watcher, “What do 

you know about his powers?” 

The Watcher replies, “As I said, I have known his 

parents for years. I travelled with his parents 

extensively. I know them very well.” 

Barton chimes in, “That doesn’t sound right. When 

we came here for the tour, we met you. Neither of 

my parents acted like they recognized you.” 

 Are you really a cleric of Galvandt? 

“How dare you doubt me? Do you know who I am? 

I am a high cleric of Galvandt! I have been serving 

the gods before any of you were even born!” 
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Perception Vision DC 10 his holy symbol flickers 

again and this time you can clearly see a gold coin with 

a face on it. 

 

If the PCs mention the bullying, the Commandant will 

send for Roska’s friends. 

Once Roska’s gang of friends arrive, you get the full 

story. Barton has been doing the homework for all 

of the group except the only human girl, Calrissa. 

She actually did her own homework and took notes 

for everyone in the group. She didn’t report the 

bullying because of the unspoken code of conduct. 

Never rat out a fellow cadet. 

  

When the PCs are done pointing things out, continue 

here: 

About this time, Professor Pendance and the body 

both arrive. The Commandant orders the professor 

to look over the body. She sniffs his mouth and 

prowls around in her bag.. She pulls out a vial and 

opens the dead boy’s mouth. Dumping it in, she says 

a few words under her breath.  

 

As the boy starts to stir, the Watcher grabs Barton 

and puts a dagger to his throat. “One move and he 

is dead.” 

 

Give the PCs a chance to react but not take any actions 

then continue here: 

Barton obviously feels threatened. He slams his 

elbow into the Watcher’s solar plexus, stomps on his 

foot, head butts him in the nose and punches him in 

the groin. The Watcher drops to the ground and 

Professor Pendance casts a spell locking the cleric in 

a cage of force. His holy symbol is now a gold coin 

with two faces on it. 

 

It is a holy symbol of Illudra. 

 

The Commandant looks down at the Watcher. 

“Why? Why did you do this?” 

 

The Watcher stands and straightens out his robes. 

“When I was young, just starting out, I went out 

and adventured with Laemtao and Glinda. We were 

quite successful, but then I had to return to the 

temple in Amthydor for training. While I was gone 

our village was attacked and over run. During that 

attack, my little sister, Leyana, was killed. She was 

so precious to me. His parents couldn’t be bothered 

to save her. She died and when I finally got the 

money to bring her back, she wouldn’t come. I have 

lived with my hatred all these years. I talked Roska 

into the whole plan. It was a way for him to leave 

school and for me to get revenge. His parents would 

be so relieved he was alive, they wouldn’t make him 

return.” 

 

The Commandant orders the Watcher to be taken 

into custody and for everyone to return to their 

dorms for this to be discussed further tomorrow. 

 

CONCLUSION A 

She nods and smiles weakly, “I understand. You 

aren’t the hero I thought you were. I won’t be 

bothering you again.” With that, she disappears and 

you are left to your life. 

THEY DO NOT GET THE 

EPILOGUE. 

CONCLUSION B 

The next morning, you are called to the Officer’s 

Mess for a breakfast of bacon, eggs, sausage, gravy, 

biscuits, honey, toast and cheese. Cold grape juice 

and milk along with hot tea and coffee are served in 

abundance.  

The Commandant stands, “We have held a trial for 

the cadets and have expelled all of Zelazat’s 

contingent except for Calrissa. She will be serving 

extra duties, but she has been cleared of any main 

wrong doing. Zelazat himself will be standing trial 

along with the James Markus.” 

Premiere Only 

“Because of your service in this issue, as I 

understand it, you will remain a child for up to a 

year. If you are interested, we will wave your tuition 
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and allow you to finish out the year here. Are you 

interested?’ 

EPILOGUE 

Glinda gathers you together and hands you your 

pay. “Thank you so much for what you have done. 

You have saved my baby’s life and I am forever in 

your debt. Please take this pay and my eternal 

thanks.” 

 

The PCs receive double whatever they negotiated 

for. 

 

THUS ENDS “NEW SCHOOL, HOMEWORK 

AND MURDER” 

 
TIME UNIT COST: Varies

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

EXPERIENCE POINT SUMMARY 
 

Total the XP earned from the following: 

  ATL 1 ATL 3 ATL 5 ATL 7 

Module Experience 600 850 1200 1800 

Bonus 1: Not telling Barton why 

they are there 
50 50 100 100 

Bonus 2:  Assisting Barton with the 

bullies at lunch 
50 50 100 100 

Roleplaying XP Bonus 50 50 100 100 

          

Maximum Possible XP 750 1000 1500 2100 

 

 

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 
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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. 
Portable Bookcase 

This wooden bookcase collapses in on itself to the size of a 

one pound book with the same weight. When unfolded, 

this is a two shelf bookcase that will hold up to ten books 

of up to 100 pounds. The bookcase currently contains the 

following books: A Historical Look at the Geography of 

the Childean Empire, Leading from the Back, a Tactical 

Guide to Effective Combat Leadership, How to Build 

Mountains and Other Great Structures, The Theory of 

Magical Casting and Mounted Combat Tactics. None of 

these books provide any benefit to skill checks. 

 

Wristband Sheath 

This looks like an ornate silver and copper bracelet with a 

sword motif. One of the sheaths on the bracelet is actually 

a sheath that will hold a sword of any length. A Perception 

Vision DC30 will reveal that a real weapon is stored in the 

bracelet. Pulling the blade is a free action. 

 

Insignia of Honor 

When this insignia is attached to the front of any shield, it 

protects the wielder from sneak attacks or critical hits. The 

user of this item must maintain an honorable lifestyle and 

fight fairly at all times. Failure to do so causes the item to 

reverse causing all sneak attacks or critical hits to do 

double the normal damage. The item cannot be removed. 

 

Pommel Wrap of Stabilization 

Any weapon that has these grey clothes wrapped around 

the pommel will cause the wielder to stabilize 

automatically when at -5 hit points or lower.  

Bag of Tokens 

This small leather bag contains one each of the following 

Feather Tokens: 

Anchor 

Fan 

Bird 

Tree 

Swan Boat 

Whip 

These items are usable once. However, once all the items 

have been used once, the tokens can be placed back in the 

bag. One day later, the tokens will have regenerated and be 

usable again. 

 

 

 

Holy Symbol of Illudra  

This magical amulet does not count against the neck slot. 

This holy symbol will look like any holy symbol the 

wearer desires, but is actually always a holy symbol of 

Illudra. It will only work for a spell focus for casters who 

worship Illudra. 

 

Six of these 

School Kit 

This kit includes a small backpack that acts as a Handy 

Haversack bearing the Corothian Military Academy 

symbol on it. It also includes three school uniforms, a 

blank journal, five quills and two vials of ink along with a 

ruler, abacus and protractor. 

 



PLAYER’S HANDOUT #1  

 
翠宫饭店  

 The Jade Palace  
NO. Starters Cost 

1 
Kozuru Roll (6) Thin rice pancake wrapped with cabbage, glass-noodles and seasoning 

ground pork, deep-fried to golden brown, served with sweet plum sauce and ground 

peanuts 

1 GP 

2 Tarbisten Roll (6) Six crispy spring rolls filled with shrimp, chicken and vegetables 

served with sweet sauce 
6 SP 

3 Tod Mun Gai (6) Chicken patties filled with green beans and spicy Tarbisten herbs. 

Served with spicy cucumber sauce 
6 SP 

4 Fresh Basil Roll (2) Thin rice pan cake wrapped with shrimp, rice noodles, avocado, 

bean sprout and fresh basil served with Tarbisten sauce 
2.5 SP 

5 Shrimp Cake (4) Onion, bean sprout monk bean and shrimp deep-fried to its crisp. 

Served in a Tarbisten dressing topped with fresh basil and cucumber 
6 SP 

6 Spicy Wonton Pan (6)-fried meat-filled wontons with a hot and spicy sauce 4.5 SP 

7 Crab Rangoon (4) Crispy, deep-fried puffs with a filling of crabmeat vegetables and 

cream cheese 
7 SP 

8 Tarbisten Dumpling Shrimp and pork filled dumpling with cucumber and fried garlic in 

a Tarbisten sauce 
7 SP 

9 Seafood Wor Bar Lobster, shrimp, crabmeat and scallops, blended with choice Daigoni 

vegetables in a delicious sauce, served with crisp rice patties. 
3 GP 

10 Golden Dragon Mish Mosh Jumbo shrimp, chunks of chicken, strips of beef sautéed 

with assorted Daigoni vegetables. 
3.50 GP 

11 Prik-Pao Chicken, Beef or Pork Stir-fried green beans, mushrooms, sweet onions, bell 

peppers and basil in Tarbisten chili paste 
3 GP 

12 Sweet & Sour Chicken, Pork, Beef, Shrimp and Duck Deep-fried morsels of meat 

blended with pineapple, carrot, onion and green peppers in a sweet and sour sauce. 
3 GP 

13 Ho Yu Gai Poo Fried tender chicken sautéed with roast pork, snow peas, Daigoni 

mushrooms, bamboo shoots and bok choy, topped with toasted almond 
5 GP 

14 
Seven Stars Around the Moon Cube cut fresh lobster, scallops, chicken, ham, roast 

pork, sautéed with mushrooms, water chestnuts, bamboo shoots, snow peas and season 

vegetables. Surrounded with shrimp and aurroch. 

7 GP 

15 Pa-Nang Curry Shrimp or Squid Shrimp or squid slowly cooked in Tarbisten thick 

spicy coconut curry sauce and basil 
5 GP 

16 Pataya Seafood or Duck Fresh mushrooms, baby corn, peapods and onions stir-fried in 

a spicy Tarbisten sauce 
5 GP 

17 Gang Paa Curry Chicken, Beef or Pork Fresh mushrooms and bamboo shoots and 

meat slowly cooked in hot curry paste 
3 GP 

 



PLAYER’S HANDOUT #2 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

All players are 10 feet slower than normal due to the shorter legs. 

 

 

 

Race Height 

Change to 

Str Change to Dex 

Change to 

Con 

Aasimar 3'6"-4' -4 +2 -2 

Dwarf 
3'6"-

3'9" 
-4 +2 -2 

Air Elem 
3'9"-

4'3" 
-4 +3 -2 

Earth Elem 
3'9"-

4'3" 
-4 +2 -2 

Fire Elem 
3'9"-

4'3" 
-4 +2 -2 

Water Elem 
3'9"-

4'3" 
-4 +2 -2 

Dark Elf  4'-4'6" -4 +2 -2 

Desert Elf 4'-4'6" -4 +4 -2 

Forest Elf 4'-4'6" -4 +4 -2 

Gray Elf 4'-4'6" -4 +4 -2 

High Elf 4'-4'6" -4 +4 -2 

Sea Elf 4'-4'6" -4 +4 -2 

Sky Elf 4'-4'6" -4 +4 -2 

Gnome 2'6"-3' -4 +2 -2 

Half Elf 4'-4'6" -4 +2 -2 

Half Ogre 5'-5'6" -4 +2 -2 

Half Orc 4'8"-5' -4 +2 -2 

Halfling 2'-2'6" -4 +4 -2 

Human 
3'6"-

4'6" 
-4 +2 -2 

Lupaari 
3'6"-

4'6" 
-4 +2 -2 

Sathoni 4'8"-5' -4 +4 -2 

Tabreen 
3'6"-

4'6" 
-4 +4 -2 

Tiefling 
3'6"-

4'6" 
-4 +4 -2 
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PLAYER’S HANDOUT #3 

At no time are you allowed to use magic outside of the appropriate class and then only with proper 

supervision. 

No personal items or magic items valued at 500 gold pieces or more. The value is determined by your 

squad’s commander.. 

Disobeying a direct order from a superior officer or cadet may result in punishment for the entire squad or 

merely those involved. This is left to the discretion of the superior involved. 

Being outside of the barracks after lights out will result in the entire squad losing any leave along with 

punishment at the discretion of the squad’s commander. 

Failure to comply with any rule in the manual will be met with punishment. If the offender has been 

punished before for the same rules infraction, the cadet will be subjected to a Honor Committee Trial, 

which can result in forfeiture of any tuition paid and dismissal of the cadet from Forstil Academy. 
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CRITICAL EVENT SUMMARY: <TITLE> 

 

Convention: ____________________ Date: ______________     

Do Not Return After _____________    Author’s Email Address: ___________________ 

 

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

 

1. What was John Doe’s status at the end of the module?  (Circle all that apply) 

 

 Dead  Injured  Friendly Unfriendly 

 

2.  How did the heroes treat John Doe?  (Circle whichever applies) 

 

 Refused to take him  Hostile  Attacked him  Killed him 

 

 Accepted him  Befriended him 

 

3. What was Jane’s status at the end of the module? 

 

 Captured and charmed Freed by the PCs Dead 

 

4.  What was Suzie’s status at the end of the module?  Alive  Dead 

 

5. How did the heroes deal with the muggles? 

 

Entertained them  Attacked them  Killed one or more 

  

 

Use this form if you plan or want to know any further information. Make sure you fill in the 

date that the information is no longer pertinent to you. 
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ROSTER OF HEROES: <TITLE> 
 

Player Name:

 ___________________________ Home State:________ 

Email address: _____________________________________ (optional) 

Hero’s Name:  Sex:____ Race:         ___   Class: _____  

Level:__________________________________ Hero's Stats: Str ___ Dex ___ Con ___ Int ___ Wis ___ Cha 

___  

Special items or comments: ______________________________________________________________ 

Leveled: ___ Lost level(s): ___Dead: ___ Out of Play:__ Future Events: ___ Author Future Events: ____ 

 

Player Name: ___________________________ Home State:________ 

Email address: _____________________________________ (optional) 

Hero’s Name:  Sex:____ Race:         ___   Class: _____  

Level:__________________________________ Hero's Stats: Str ___ Dex ___ Con ___ Int ___ Wis ___ Cha 

___  

Special items or comments: ______________________________________________________________ 

Leveled: ___ Lost level(s): ___Dead: ___ Out of Play:__ Future Events: ___ Author Future Events: ____ 

 

Player Name: ___________________________ Home State:________ 

Email address: _____________________________________ (optional) 

Hero’s Name:  Sex:____ Race:         ___   Class: _____  

Level:__________________________________ Hero's Stats: Str ___ Dex ___ Con ___ Int ___ Wis ___ Cha 

___  

Special items or comments: ______________________________________________________________ 

Leveled: ___ Lost level(s): ___Dead: ___ Out of Play:__ Future Events: ___ Author Future Events: ____ 

 

Player Name: ___________________________ Home State:________ 

Email address: _____________________________________ (optional) 

Hero’s Name:  Sex:____ Race:         ___   Class: _____  

Level:__________________________________ Hero's Stats: Str ___ Dex ___ Con ___ Int ___ Wis ___ Cha 

___  

Special items or comments: ______________________________________________________________ 

Leveled: ___ Lost level(s): ___Dead: ___ Out of Play:__ Future Events: ___ Author Future Events: ____ 

 

Player Name: ___________________________ Home State:________ 

Email address: _____________________________________ (optional) 

Hero’s Name:  Sex:____ Race:         ___   Class: _____  

Level:__________________________________ Hero's Stats: Str ___ Dex ___ Con ___ Int ___ Wis ___ Cha 

___  

Special items or comments: ______________________________________________________________ 

Leveled: ___ Lost level(s): ___Dead: ___ Out of Play:__ Future Events: ___ Author Future Events: ____ 

 

Player Name: ___________________________ Home State:________ 

Email address: _____________________________________ (optional) 

Hero’s Name:  Sex:____ Race:         ___   Class: _____  

Level:__________________________________ Hero's Stats: Str ___ Dex ___ Con ___ Int ___ Wis ___ Cha 

___  

Please send completed form to:  

Eric V. Clark, 300 Indiana 

Avenue. Pendleton, IN 46064, 

or lsj-

roster@theshiningjewel.com. 

 

Convention: 

___________________ 
Judge: 

___________________ 
Date: 
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Special items or comments: ______________________________________________________________ 

Leveled: ___ Lost level(s): ___Dead: ___ Out of Play:__ Future Events: ___ Author Future Events: ____ 

 

 

 

 

 
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 

   INSERT YOUR TITLE, Copyright 2013, The Shining Jewel Campaign Author INSERT YOUR NAME. 
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