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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
PoOWER 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

Chloe and Barton have unusual magical abilities. They
are capable of creating whatever they want out of thin
air and it is permanent if they want it that way. Their
parents, Laemtao and Glenda, are retired adventurers
living on a hidden island with their retired adventuring
colleagues.

Chloe, age 6, is very upset because no one will play
with her. Her parents are doing research. Cleo and
Payton are off doing halfling things. Tree Hugger and
the rest of the crew are travelling at the moment. Her
favorite playmate, her brother Barton, is home from
military school but has locked himself in his room
doing who knows what.

Having reached the end of her boredom ratio, Chloe has
decided to build a series of towers with traps, puzzle
and things to fight.

And this is where our current story begins...

ADVENTURE SUMMARY

Introduction — You receive a letter.
Encounter 1: Finding out what you are doing.
Encounter 2: Tower 1

Encounter 3: Tower 2

Encounter 4: Tower 3

Encounter 5: Tower 4
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Encounter 6: Tower 5
Conclusion- A little girl gets in trouble.

Epilogue — Parents get a big surprise when their son is
no longer a child.

INTRODUCTION

If the PCs have previously met Chloe and Barton in any
of the previous modules, start here:

The rock rises from the floor and begins to fly
around the room. A voice says, “All clear.” The
rock then turns itself inside out and there is a piece
of parchment.

Hand out Player’s Handout 1

If they don’t, continue here:

The rock flies around the room again and out through
the hole in the glass leaving you with your boredom.

You find yourself sitting at home, bored. The
weather is rainy and cold. There are no good plays
going on, no new bards performing, no new
restaurants opening. The only book you have been
able to get your hands on is The Growth of Grass
Along the Lestra River. It is apparently a day by day
recounting of a horticulturist’s taking measurements
of each individual blade of grass in a two foot
square.

There is nothing going on except your boredom.
Any other time, there would be some annoying
urchin at the door with a note demanding your
presence anywhere. Right about now, a note from
Lucktopper would almost be a relief. Almost.

You decide to try to find something to do, but as
usually happens to adventurers, something found
you. A rock comes crashing through the window of
your room.

The module is over for them.

If they say the correct phrase, go to Encounter 1.

ENCOUNTER 1

Let the PCs do whatever they want to do. They can roll
a Perception if they want to, but there is nothing to see
outside.

When they are done being paranoid, continue here:

You arrive in a location completely different from
your previous one. You hotice there are #of PCs-1
standing around you.

The clearing you have arrived in is surrounded by
houses in a U shape. At the base of the U is a long
stately house with marble steps and columns. To the
right and left are three houses on each side that
would make some of the nobles of Amthydor green
with envy at the luxury of these buildings. On the
right, at the end of the three houses sits what looks
like a wood shack of some sort. It doesn’t appear to
be very big and there are no signs of luxury
connected with it. In the center of the clearing is a
long picnic table with a bell on a pole at one end. A
well-used fire pit sits about five feet from the table.

The rock bounces across the floor and stops right at
your feet. It is a grey rock that appears to be a
completely normal rock.

Those who have been here before will note the shack is
a new addition.

Detect Magic will show that it is magical but the school
is kind of muddied and it is hard to figure out exactly.

In other words, the PCs can roll whatever they want, but
they won’t be able to figure out the school due to the
spell on the rock is not one in any of the books.

Continue here:

A man with brown hair and a neatly trimmed goatee
comes out of the middle house on the left. He’s
dressed in a fine grey tunic and leggings.. Beside him
is a short, beautiful woman with long blonde hair,
perfect skin and a body that seems to have a
problem staying contained in her silver dress walks
beside him. He walks over to the bell and rings it. He
then turns toward you, “Greetings. I will hold off on
introductions until everyone is out here. It will make
things easier. At least I hope so.”
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It doesn’t take long for the rest of the groups to
show up. Laemtao continues, “So, the two halflings
are Peyton and Cleo, the two elves holding hands are
Johanna and Dallas, the one in plate with the holy
symbol is Orim Youghtaw. The elf in robes is Tree
Hugger. The armory there is Nanaia. Some of you
may remember my lovely wife Glinda, my sister
Ember and her husband Colton. Oh, and the dirt
cloud there is Dirty Little EIf. I know he has a real
name, but for the life of me I can’t ever remember it.
And we also have Malandra returning from military
school. She will be joining us on this mission.” He
indicates a tall, blonde woman in her late teens or
early twenties with hazel eyes. She is quite lovely,
but not as lovely as Glinda.

“Have a seat,” Glinda says as the newcomers take
their seats at the picnic table. She opens a picnic
basket and pulls out several bottles of wine, ale,
water and a brownish liquid. “I remembered the
chocolate milk Cleo.”

The halfling makes a fist and pulls her arm back
quickly and says, “Yes.” She just misses knocking
Peyton off the bench.

Out comes glasses and plates of sandwiches, cookies,
pastries, vegetables and several different kinds of
salad made from potatoes, pasta, vegetables or
combinations of these. “Dig in everyone while |
explain the mission.”

magically endowed with amazing abilities. Barton has
returned from military school a week ago and locked
himself in his room. He has taken a page from our
books and put out a sign that indicates he is doing
research of some sort and is not to be disturbed. We
have all done that to him and Chloe at some point.
Well, Cleo and Peyton were off visiting family and the
rest of us were just busy with things. So, Chloe did
something to get our attention. She has built 35
towers. We have been unable to get into any of them.
She said she will open them up once we bring in
adventurers for her to play with. According to Chloe,
each set of 5 towers is specifically designed for a team
of two, one for a team of three and one for # of PCs.”
“Glinda and I are taking row 7, Peyton and Cleo,
row 6, Johanna and Dallas, row 5, Orim Youghtaw,
Tree Hugger and Dirty Little EIf, row 4, Nanaia and
Malandra, row 3, and Ember and Colton, row 2
leaving you row 1.” He looks to you, “Any
questions?”

&« How much?

If some of the PCs have played any of the other Chloe
and Barton Mods, LSJ102 Unicorns, Puppies and
Dragons, LSJ117 Pegasi, Doggies and Elementals,
LSJ133 Pegacorns, Puppy Dogs and Scary Things
or LSJ150 New School, Homework and Murder,
continue here:

Laemtao clears his throat, “I know some of you, but
I am sure the rest of the Horde doesn’t know who
you are. Please introduce yourselves.”

“Why do I keep forgetting that one?” Laemtao asks
of no one in particular.

“Because you are getting old,” Peyton supplies.
“Yeah, thanks Peyton. I need your help.”

“Of course you do. That is why I said it.”

Laemtao again clears his throat. “Anyway, we will
pay you each 500 gold and possibly some trinkets
when we are done, providing you are successful.”
Peyton chimes in again, “And we all live to tell about
it.” He ducks as Nanaia goes to back hand him. He

doesn’t quite make it and his raspberry beret hits
the ground.

If the PCs haven’t played any of those, continue here:

&« \What did he mean about if we live to tell about
it?

“] trust my spell to find us worthy assistance. Would
you please tell us your names and skill set?”

Once introductions are done, continue here:

“Excellent.” Laemtao continues. “AS you may or may
not know, our children, Chloe and Barton, are
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Nanaia glares at him and there is a slight “ulp” from
him, but he shuts up. She looks to Laemtao, “Can we
get on with it?”

“Yes, let’s. Does everyone have all of their gear?”
This is met with a mixed bag of yeses, noes and
maybes. Ten or so minutes later, everyone gathers
again, this time with their gear. You can almost feel
the magic radiating off of these people.

“Alright, let’s go.” Laemtao starts walking toward
the long house at the bottom of the U. He skirts
around it and takes a path leading further into the
island.

« How do you get them here?

Peyton chirps in, “They fly here. Don’t you have
flying foxes where you come from?”

Tree Hugger chooses to ignore the halfling. “We use
teleportation magic for the most part. Some we have
brought in by boat.”

“And some Chloe has brought in, strictly by will
power, I think.” Cleo interjects.

Continue here if no questions or they are done with
them:

If anyone is stupid and does a Detect Magic DC20 to
keep from being Dazed for 1d4 rounds. Even a
successful saving throw, the caster will have a major
headache that can be removed by any cure spell. If they
mention the headache, Orim will gladly remove it. He
will cast a maximized Cure Moderate Wounds.

The island is vibrant with wild flowers in a
pandemonium of colors along with trees that seem
impossibly tall. You see animals such as squirrels,
rabbits, deer, foxes, monkeys, ducks, chickens,
peacocks, boars, wolves and several different kinds
of lizards and birds.

You’ve been walking for around twenty or so
minutes when the path angles to the left. After
another hundred yards or so, you can see the beach
and the water lapping it. Some sea gulls are engaged
in the hunt for lunch. As you get closer, you can see
what the mission is all about. Before you are seven
rows of towers, like from a castle. Each row contains
five of these with each row being different colors.

As you take this in, a voice covers the sounds of the
wind and ocean, “Hi there! I see you finally got me
some adventurers to play with too!” The voice is that
of a five or six year old girl.

Knowledge Nature DC 5: Rabbits, ducks, geese,
squirrels, deer, foxes, wolves, etc. are not residents of
tropical islands. The monkeys, chimpanzees, lizards and
peacocks seem to be native.

Knowledge Nature DC 10: These animals should not
be living together like this without bloodshed.

Knowledge Nature DC 15: There are species of these
animals from all over Raia.

&« How do you get all of these animals to live
together without wholesale slaughter?

If the PCs have played LSJ117 Pegasi, Doggies and
Elementals or LSJ133 Pegacorns, Puppy Dogs and
Scary Things, they will recognize the voice as
Chloe’s.

“Chloe, stop this nonsense and get over here.”
Glinda calls out.

Chloe responds, “I’m already in trouble. How much
worse can it get?”

In a quieter voice, Glinda says, “I hate when she uses
logic like that.”

“l simply told them to or | would have them
returned to where they came from.” The one who
was introduced as Tree Hugger tells you. “Most of
them came from an ugly situation and prefer to live
here with food provided. It makes for little need for
them to be hostile.”

Chloe continues, “So, here are the rules because all
games have rules. I will use little words since some
adventurers aren’t very smart.”

“Ahem,” She clears her throat before continuing.
“So, the rules are each team is responsible for
their row of towers. Your names are on the first
tower in each row since | picked teams. Each
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tower contains puzzles, challenges and bad guys.
The first team to make it through all 5 of their
towers wins! | will be popping in from time to
time to check your progress and to make sure no
one cheats. Any questions?”

Can we help out another team?

As the last of you clears a step, it changes to a
dull grey. The walls also change from an almost
glowing orange to the same dull grey.

You continue up the stairs and after you clear
twenty of them, it opens out to the left.

“Nope! Each team can only go in their towers.”

What kind of challenges?

“Stuff and things. If I told you that, there
wouldn’t be as much of a challenge and it
wouldn’t be nearly as much fun!”

The PCs can’t go any further until they go on to the
clearing and complete the challenge or fight. This will
hold true through all five towers.

Continue here;

When the PCs are done with questions, continue
here:

On the landing, you see a wall with writing on it.
It says in common, “Fill in the blanks.” There is
a table with chalk on it. Once the chalk is picked
up, the puzzle appears.

“Okay! Everyone get to your towers.” Once
everyone is in position, she continues, “Okay!
Three, two, one! Let the games begin!”

It doesn’t matter what order they go to the towers
in, just continue with the encounters in order.

ENCOUNTER 2

The tower is at least thirty feet high with a
diameter of twenty feet or so. You approach your
first tower and the draw bridge drops down
which appears to cause the tower to change from
plain grey stone to a vibrant orange stone.

Give the PCs Players Handout 2. Answers are on
GM Aid 1 for all puzzles.

If the PCs have trouble, have them make a Linguistics
or Intelligence DC10 +ATL for the first clue.
Linguistics or Intelligence DC15 +ATL for the second
clue. The DC goes up by one for each clue after this
starting with 15.

Once it is solved, continue here:

With last space filled in, the letters on the wall
start flashing and change into the words, “Yeah
You!”

The PCs can check for traps, but there aren’t any in
this tower.

Once they start again, continue here:

As you continue up the stairs, you see the stairs
are still changing colors.

Once inside, you see the immediate area is
empty. The floor is a checkerboard done in the
orange of the tower and white. Starting in the
center of the tower is a cornflower blue spiral
staircase. Looking up, you are unable to see the
top. Each step is twice as long as the average
half-orc and about as deep as a halfling.

Perception (Vision) DC 10 continue here:

After climbing for what must have been at least
an hour, you realize that the top seems to be as
far away as when you started.

The stairs are fifteen feet long and three feet wide.
It will easily accommodate large PCs.

Continue here:

If a PC points this out to everyone, continue here:

As you share the knowledge of the climbing, a
platform opens in front of you. Going back and

LSJ167 Your Princess is in Another Castle

Page 6




forth are turtles about the size of a small pony.
They are twenty of them and they keep you
from being able to go across to the door on the
other side.

Once the door is opened, continue here:

This is a place for the PCs to get creative. There are five
rows of turtles with four turtles in each row. At any
time, there are turtles keeping them from being able to
make it across. See GM AID 2 for further instructions
and a diagram.

Once all of the PCs get all the way across, go to
Encounter 3.

ENCOUNTER 3

Entering in this tower, you find a luxuries
princess dressing room with ball gowns in a
variety of colors, a rack holding ten tiaras,
three mirrors so you can see all sides of your
outfit. A dressing table with boxes, bottles and
tubes takes up a large section of the room. To
the left is a set of stairs going up. A chaise
lounge is in the middle of the area. On this, you
see a young girl of five or six years old.

If the PCs ask, she does look like Chloe. A Will DC 20
to realize she isn’t really there.

As the last of you leaves the turtle run, you find
yourself standing back on the beach in front of
your row of towers. You also see at the far row
Nanaia and Malandra. They both have
something new about them, bright green hair.

You see your next challenge, a pink tower. Now
comes the hard part, how to get there since the
tide has come in?

The girl looks you over, “Remember, to win,
you have to finish all the tasks.”

If the PCs try to grab her or anything like that, continue
here:

The water is four feet deep to get to the second tower. A
Swim or Strength DC 10 for a medium creature to
make it, DC 15 for a small and a DC 5 for a large
creature. This is due to the current. A failed check
means the PC falls into the water and gets wet.

As you reach the chaise lounge, a pillow comes
out of nowhere and smacks you upside the head.
A loud giggle echoes around the room. In
Chloe’s voice, you hear, “I like you, you’re
silly.” At that point, everything in the room
disappears except the stairs leading up.

Once the PCs start up the stairs, continue here:

You reach the next tower and discover the door
is twenty feet up from the water. What do you
do?

Climb DC 20 for someone to climb the walls up to it. A
grappling hook can be thrown up and catch on the
ledge. To hit the ledge is throwing attack against AC 5.
To get it to catch on the ledge requires a throwing attack
against AC 15.

If PCs try to Fly, there is a very strong up current and
they will need to make a DC30 Fly. If they fail, they go
wooshing up in the air and land back on the shore. If a
PC keeps flying, Chloe will call out that they are
cheating and if they keep it up, she will penalize them.
Be creative. Chloe is.

The stairs change to a vague pink as soon as the
first person touches it. You go up eight steps to a
landing. The stairs disappear before you and
behind you. There you find ATL appropriate
number large yellow turtles complete with green
spikes on his back and on leather bands on his
upper arms and wrist. A sign floating above
them reads Soft Squishy War Turtles. Each Soft
Squishy War Turtle has a red bow and a top hat
with a pink flower tacked on the side.

“Welcome everyone,” the Soft Squishy War Turtles
say in unison, “We are here for some fun. If you are
in your prime, this should be an easy time. Let’s go
on with our game and see who ends up with fame.”

Roll for initiative.
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When the first PC scores a hit with a slashing weapon,
read this:

As your weapon slashes into the Soft Squishy
War Turtle, white fluffy stuffing comes flying
out of your target.

ATL 3

Soft Squishy War Turtle x3

N Large animal

Init +1; Senses low-light

vision, scent ; Perception +6

AC 14, touch 10, flat-footed 14 (+1 Dex, +4
natural, —1 size) DR5/Slashing Resistance Fire 20
Immune to charm, criticals, sneak attack, blunt
and mind effecting.

hp 22 (5d8)

Fort +8, Ref +5, Will +2

Speed 40 ft.

Melee 2 claws +4 (1d3+2 plus grab). If successful
with two claw attacks, the Soft Squishy War Turtle
has pulled the PC into a hug. The hug does no
damage, but it does make it hard for the PC to
breath. Fortitude DC 5 to keep breathing. This
goes up by 1 each round the PC is in the hug. If the
PC passes out, the Soft Squishy War Turtle will
drop the PC and move on to another one.

Space 10 ft.; Reach 5 ft.

Str 14, Dex 13, Con 10, Int 2, Wis 12, Cha 6

Base Atk +3; CMB +5 (+7 grapple); CMD 16 (20
vs. trip)

Feats Endurance, Run, Skill Focus (Survival)
Skills Perception +6, Survival +5, Swim +14;
Racial Modifiers +4 Swim

ATL 5
Soft Squishy War Turtle x5

ATL 7
Soft Squishy War Turtle x7
When the PCs are done, continue here:

As you stand there, all of the fluff and Soft
Squishy War Turtle parts disappears and the
stairs reappear. Continuing your climb, the
stairs change to neon green as your foot touches
it. After another dozen or so steps, you find
yourself at another platform. The stairs both
above and below disappear. On the wall, you
find your next puzzle.

Give them Players Handout 3.

If the PCs have trouble, have them make a Linguistics
or Intelligence DC10 +ATL for the first clue.
Linguistics or Intelligence DC15 +ATL for the second
clue. The DC goes up by two for each clue after this
starting 15.

Answers are GM AID 3.

Once the puzzle is solved, go on to Encounter 4.

ENCOUNTER 4

Once again, you find yourself standing on the
beach. Your first two towers are now grey.
Checking the progress of the other teams, you
see that 3 of them have 2 done, 1 has 3 done and
the other one has a tower that is blue. Have they
not gotten past the first tower?

You proceed to your third tower, but run into
the same issue as last time. The tide is in and it
is getting deeper

White fluff fills the room as the last Soft Squishy
War Turtle falls.

The water is six feet deep to get to the third tower. A
Strength or Swim DC 15 for a medium creature to
make it, DC 18 for a small and a DC 7 for a large
creature. This is due to the current. A failed check
means the PC falls into the water and gets wet. If a PC
decides to swim, the same DCs apply due to the current.

DC10 Fortitude to keep from sneezing repeatedly.

LSJ167 Your Princess is in Another Castle
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Dexterity DC10 to get up on the ledge without slipping
and falling back in the water. Large creatures will not
be able to stand on the ledge and will only be able to
continue once the door is open.

it.” She giggles. “So, no worries about this
putting you behind. Each team is doing it.”

When they are done eating, continue here:

As you step inside the tower, it turns to the color
of rich, purple grapes with a smell to match.
The bottom of the tower has a table at least ten
feet long covered in food. At the end closest to
you is a stack of lilac colored plates, bowls and
napkins. The smells of roast turkey, barbeque
ribs, roast beef and ham blend with the aroma
of fresh baked bread and rolls. Vegetables of all
kinds adorn the table, purple carrots, purple
mashed potatoes, purple beets and green celery.
The far end of the table is buried under a
mountain of pastries, cakes, cookies, candies
and grapes. There are also a variety of drinks
including grape, apple, pear and cherry juice
along with chocolate and white milk and tea,
both hot and cold, sweetened and unsweetened.
There are no alcoholic beverages.

A sign appears above the table that reads,
“Since you are my guests, I should be
hospitable. Have a nice meal and relax for a
little bit. The stairs will appear once everyone
has done this. Enjoy the meal!”

Another round table appears with a white table
cloth with a centerpiece of purple flowers. The
centerpiece is low enough so you can all see each
other. Number of PCs purple cushioned dining
chairs appear around the table along with a
complete set of silverware for each person.

When you finish with your meals, all the tables
and other items disappear and a lavender stairs
appear in the middle of the tower. Unlike the
others that were a spiral, this one just goes
straight up.

And the climbing begins...

Perception (Vision) DC 20 to notice a button on the
right that has a sign above it, “On”.

If anyone pushes the button, continue here:

You push the button and the next thing you know is
the stairs are moving upward. All you have to do is
stand still to climb to your next task.

Yes, it is an escalator or as Chloe calls it, “a moving
stair that goes up a long way and makes it easier so you
don’t have to work so hard.”

If they don’t push the button, the PCs can continue to
climb and climb and climb.

As even the sturdiest of you starts to feel tired, you
come to your next challenge.

Otherwise, continue here:

Once again, you find yourself on a platform with no
stairs going up or down. The only thing on this level
is a table with number of PCs boxes. Instructions
appear above the table. “Each person takes a purple
box. Go through the door on the left and begin your
quest.”

The stairs will not appear until each person has eaten
and rested for one hour.

If anyone mentions that they don’t want the others to
get ahead of them, continue here:

The PCs will be entering an area with three foot high
grass.

Once the PCs go through the door, continue here:

The voice you recognize as Chloe’s announces,
“Each team is being forced to take a break, eat
and relax. Aunt Nanaia is spitting mad about

You go through the door and discover you are
in a large field of grass with scattered patches of
wild flowers. As you look around trying to
figure out what you are supposed to do, a man
approaches you. He is wearing a long white
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coat. “Hello! I am Doctor Maple! You are on a
guest to catch your own pet creature. In this
area, you will have to search to find your
creature or monster. Once you find the
creature, you have to fight with the creature,
but you don’t want to knock it out. Once this is
accomplished, throw your box. If you are
successful, the box will open up and suck the
creature into the box. If it is not successful, the
box will return and the creature will disappear.
Each of you will be required to capture a creature
in your box. There are no rules as to how this is
accomplished.”

Roll initiative.

On the PCs turn, have them roll a Perception (Vision)
DC 15. If the PC is successful, have them go after one
of the creatures below. Once the PC has captured a
creature, it can help someone else find a creature, but
not capture it. Each PC has to catch their own creature.
The creature has to be between 1 and 10 hit points to
even be able to try to catch it. It is presumed that the
throw hits close enough to catch the creature. Have the
creature make a Will DC equal to 15 minus the
amount below using their remaining hit points.
9-10 points -5 on the DC

7-8 points -6 on the DC

5-6 points -7 on the DC

3-4 points -8 on the DC

2 points -9 on the DC

1 point -10 on the DC

Example: The bunny has battled and has 5 hit points
left. It makes a will save of 8 to not be sucked into the
box.

The creatures will always go after the PC and will

attempt to attack them.

Roll 1d6 to figure out what creature the PC found.

Descriptions are with the number and the creatures are

in numerical order after the numbers.

1. Doggit-This creature is about two feet long

and another foot or so high. It has long
bunny type ears and a fluffy tail. It has 4
legs and body like a dog, right down to the
bite.

2. Hippocat-This creature is the size of a
large cat. It has cat claws on the front and
an oversized mouth with flattened teeth. It
is bright blue and has a round, chubby
body.

3. Poulary-This creature resembles a chicken
except it has a shorter beak and is bright
yellow. It flies quite well and has been
known to be a delicious dinner.

4. Caterbee-This creature is small and looks
like an upright, walking, orange caterpillar
with bee wings. The wings make a high
pitched buzzing noise that is its way of
communicating.

5. Plape-This creature is of a medium size and
looks like a small, green ape with leaves
instead of fur. It is particularly fond of
bananas and fertilizer.

6. Squirrelywhip-This creature resembles a
typical squirrel except it is the size of a dog,
pink and its tail is thin and leather-like.

1. Doggit

Small animal

Init +2; Senses low-light

vision, scent; Perception +4

AC 14, touch 12, flat-footed 12 (+2 Dex, +2
natural)
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hp 15 (2d8+6)

Fort +6, Ref +5, Will +1

Speed 40 ft.

Melee bite +2 (1d3+1 plus trip)

Str 12, Dex 14, Con 17, Int 3, Wis 11, Cha 6
Base Atk +1; CMB +4; CMD 16 (20 vs. trip)
Feats Skill Focus (Acrobatics)

Skills Acrobatics +9 (+17 when

jumping), Perception +4, Survival +0 (+4 scent
tracking); Racial Modifiers +8 Acrobatics when
jumping, +4 Survival when tracking by scent.

2. Hippocat

Small animal

Init +3; Senses low-light vision; Perception +12
AC 14, touch 14, flat-footed 11 (+2 Dex, +1
natural, +1 size)

hp 34 (5d8)

Fort +3, Ref +8, Will +7

Speed 50 ft.

Melee 2 claws +3, 1d4+2, bite +3 1d4+2,

Str 14, Dex 16, Con 10, Int 2, Wis 12, Cha 14
Base Atk +1; CMB +3 CMD 15 (25 against trip)
Feats Diehard, Endurance, Improved

Critical (bite), Improved Initiative,

Skills Perception +12, Stealth +2 Climb +8;

3. Poulary

N small animal

Init +4; Senses low-light vision; Perception +5
AC 12, touch 12, flat-footed 12 (+2 size)

hp 22 (3d8+3)

Fort +3, Ref +2, Will +1kIMelee bite -2 (1d3-4)
Str 3, Dex 11, Con 12, Int 2, Wis 12, Cha 13
Base Atk +0; CMB —2; CMD 4

Feats Improved Initiative

Skills Fly +4, Perception +5

4. Caterbee

N Small vermin

Init +2; Senses darkvision 60 ft.; Perception +1
AC 13, touch 12, flat-footed 11 (+2 Dex, +1 nat.)
hp 16 (3d8+3)

Fort +4, Ref +3, Will +2

Immune mind-affecting effects

Speed 20 ft., fly 60 ft. (good)

Melee sting +2 (1d4)

Str 11, Dex 14, Con 13, Int --, Wis 12, Cha 9
Base Atk +2; CMB +2; CMD 14 (22 vs. trip)
Skills Fly +6

5. Plape

N Medium plant

Init +2; Senses low-light

vision, scent; Perception +11

AC 18, touch 11, flat-footed 16 (+2 Dex,

+7 natural, —1 size)

hp 19 (3d8+6);

Fort +7; Ref +5; Will +3

Defensive Abilities acute senses; Immune plant
traits;

Speed 30 ft., climb 30 ft.

Melee 2 slams +3 (1d6+2)

Space 10 ft.; Reach 10 ft.

Spell-like Abilities (CL 9th):

3/day—entangle (DC 13),

Str 15, Dex 15, Con 14, Int -, Wis -, Cha 14
Base Atk +2; CMB +5; CMD 17

Feats Great Fortitude, Skill Focus (Perception)
Skills Acrobatics +7, Climb +14, Perception +11, St
ealth +4 (+8 in forested terrain); Racial
Modifiers +4 Stealth in forested terrain

6. Squirrelywhip

N Small animal

Init +4; Senses low-light vision; Perception +1
AC 18, touch 18, flat-footed 14 (+4 Dex, +4 size)
hp 16 (2d8)

Fort +1, Ref +6, Will +1

Speed 20 ft., climb 20 ft.

Melee bite +3 (1d4), tail +3 (1d4)

Space 1 ft.; Reach O ft.

Str 2, Dex 19, Con 9, Int 2, Wis 12, Cha 8
Base Atk +0; CMB +0; CMD 6 (10 vs. trip)
Feats Acrobatics +3, Weapon Finesse bite
Skills Acrobatics +6, Climb +16

Once everyone has captured a creature, continue here:

With the last creature captured, you have a
moving staircase going down.

Presumably, the PCs will take the escalator down.
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The stairs continue to move until you are back
in the room where you ate. On the wall are a
list of words with instructions. “Arrange the
words into a jaunty little tune. Some words
won’t be used and some may be used more than
once. It is a song that already exists.”

This tower, which is so red it hurts to look at it
for very long in the bright sunlight, looks to be
accessed by the window that is eight feet above
the water line. This time to get to the window,
there are hand holds to make climbing up to the
window.

Players Handout 4 and GM Aid 4.

When it is solved, continue here:

You hear music coming out of a small box. A crank
on the side is turning on its own. All at once, a
monkey pops out and says, “Pop goes the weasel!”

And with that, you find yourself back on the beach.

Climb DCS5 or Dexterity DC10 to get up the wall to
the window with no problem.

Once the first PC makes it to the window, continue
here:

You reach the window and discover that it has been
closed since you started.

ENCOUNTER 5

As you head out to the next tower, your final one,
you see that the other teams are doing pretty well.
Four teams have four towers to grey, one has three
and the other one actually has two. There are #of
PCs boards sticking up in the sand. They are about
six feet to six and half feet long and about a foot and
a half to two feet. Each board is painted in swirls of
bright colors: purple, green, yellow, blue, red and
orange.

Looking around, you see the halfling pair, Cleo and
Peyton, standing on the boards like the ones on the
beach in front of you.

Disable Device DC 10 to unlock the window. It has a
hardness of 5 and can be easily broken with pretty much
anything. If the PC uses his fist, roll 1d4 for damage
from the glass. Also, the PC needs Dexterity DC 10 to
keep from falling off the tower and landing in the water
below.

If any PC falls off, continue here:

It was bound to happen. You lose your grip and fall
off the tower. You land with a tremendous splash
and hear laughing that may have come from a
nearby dolphin. A sign comes down from nowhere
and says, “8.5”.

Once the first person gets inside, continue here:

Perception (Listen) DC10: The female halfling is
yelling, “Cowabunga!”

If anyone speaks halfling or succeeds on a Linguistics
DC 15 to know that the word ‘cowabunga’ in halfling
means “Let’s party!”

The water is five feet deep to get to the fifth tower. A
Strength DC 10 for a medium creature to make it, DC
15 for a small and a DC 2 for a large creature. This is
due to the current. A failed check means the PC falls
into the water and gets wet. If a PC decides to swim, the
same DCs apply due to the current. The PCs can just lay
in the water and it will bring them to the final tower. It
is purely their choice.

Once inside, you encounter a bit of a shock. Instead
of cutesy turtles or something along this line, you
have a very angry looking orange ape throwing
casks. The problem isn’t just the throwing, it’s the
explosion that accompanies the landing of the cask.

The apes will not claw at anyone until he is hit for
damage. He will then start using claws and bite.

ATL 3

Dire Orange Ape

N Large animal

Init +2; Senses low-light vision,
scent; Perception +8
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AC 15, touch 11, flat-footed 13; (+2 Dex, +4
natural, —1 size)

hp 30 (4d8+12)

Fort +7, Ref +6, Will +4

Speed 30 ft., climb 30 ft.

Melee bite +6 (1d6+4), 2 claws +6 (1d4+4)
Ranged +5 thrown cask, 1d6 damage from cask.
Fire damage is 2d6, DC 15 for half

Space 10 ft.; Reach 10 ft.

Str 19, Dex 15, Con 16, Int 2, Wis 12, Cha 7
Base Atk +3; CMB +8; CMD 20

Feats Iron Will, Skill Focus (Perception)

Skills Acrobatics +6, Climb +16, Perception +8,
Stealth +2

ATL S

Dire Orange Ape

N Large animal

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

AC 18, touch 12, flat-footed 14; (+3 Dex, +5
natural, dodge, —1 size)

hp 42 (6d8+18)

Fort +8, Ref +7, Will +5

Speed 30 ft., climb 30 ft.

Melee bite +7 (1d6+4), 2 claws +7 (1d4+4)
Ranged +8 thrown cask, 1d6 damage from being
hit by cask. Fire damage is 2d6, DC 15 for half.
Space 10 ft.; Reach 10 ft.

Str 19, Dex 17, Con 16, Int 2, Wis 12, Cha 7
Base Atk +5; CMB +9; CMD 22

Feats Iron Will, Skill Focus (Perception), Dodge
Skills Acrobatics +7, Climb +16, Perception +9,
Stealth +3

ATL 7

Dire Orange Ape x2

N Large animal

Init +2; Senses low-light vision, scent,
Perception +8
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AC 18, touch 12, flat-footed 14; (+3 Dex, +5
natural, dodge, —1 size)

hp 42 (608+18)

Fort +8, Ref +7, Will +5

Speed 30 ft., climb 30 ft.

Melee bite +7 (1d6+4), 2 claws +7 (1d4+4)
Ranged +8 thrown cask, 1d6 damage from being
hit by cask. Fire damage is 2d6, DC 15 for half.
Space 10 ft.; Reach 10 ft.

Str 19, Dex 17, Con 16, Int 2, Wis 12, Cha 7
Base Atk +5; CMB +9; CMD 22

Feats Iron Will, Skill Focus (Perception), Dodge
Skills Acrobatics +7, Climb +16, Perception +9,
Stealth +3

When the ape is at half hit points or someone scores
a critical hit with a piercing weapon, continue here:

As your weapon damages the skin of the ape, you
hear a high pitched whistling sound. The sound
continues until the ape starts zipping around the
room as the air pours out of it. When the noise stops,
you find a hollow skin of the ape made of some
strange material.

Have them continue attacking until the second one is
destroyed at ATL 7.

Once they are done with the fight continue here:

With the ape/apes dispatched, you have a new issue.
The floor is tipping downward.

Reflex DC 15 to remain upright for a few seconds, then
continue here:

You stand there until the floor continues to shift and
you find yourself sliding down, down, down. You
keep gaining speed as the sliding goes in curves and
bends. You are speeding along faster than you ever
thought you could and then you find yourself up in

the air with nothing under you. With a flop, you find
yourself crashing into a huge pile of the softest
pillows you have ever seen.

Let the PCs straighten themselves out, then continue
here:
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As you are standing there, you hear a familiar voice,
“You folks are amazing! It is a close race between
you and Mommy and Daddy. Though Aunt Nanaia
is doing pretty well too as are the happy, high-
spirited, halfling twosome. You have one last
challenge. Good luck. You may begin now.”

Give the PCs Players Handout 5

Once the PCs finish the final puzzle correctly, Go To
Conclusion 1

CONCLUSION 1

“Okay Mommy, but first, I have rewards for the
winners.” She produces # of players boxes all tied up
with pretty purple ribbons and silver paper. “These
are for you.” She says as she hands one box to each
of you.

She drops a curtsy at you all and then heads to her
house.

For the Premiere, continue here:

She stops right at the door, “Oh, I almost forgot.
You can keep the Chloemon you captured. I’m sure
when | am ungrounded | will come up with a new
game for them.” She then curtsies again and goes in
the house.

With the last puzzle solved, everything fades from
sight and you find yourself standing in the clearing
where you started your day. The picnic table is
covered with a purple cloth with lavender plates and
napkins. Crystal glasses are sit at each place setting.
In the middle of the table is a six tier cake with the
bottom level about two feet across and the final one
about six inches. The cake is covered with pegasii,
unicorns, bunnies, doggies and duckies.

As you stand there, the rest of the contestants pop in
and join you. No one looks the worse for wear, but
Nanaia’s hair is still green and the halflings look like
a rainbow exploded all over them. An all too
familiar voice calls out, “Congratulations everyone!
Let’s celebrate!” Music starts playing and a fountain
appears with four different spouts. The spouts arch
up and splash into four separate pools, one each of
red wine, beer, grape juice and chocolate milk.

“Chloe! Enough’s enough! Get down here now!”
Laemtao bellows to the air.

In response, appearing out of nowhere, a figure
starts floating down. Chloe lands on the top of the
fountain. “Ta Da!”

She hops to the ground and runs to hug her parents.
“] know | am in trouble, but it was fun.”

“It was fun, but you are to never do this again. You
go to your room right now.” Glinda tells the young
girl in a pink dress suddenly looks like the small
child she really is.

Continue here:

“Well, we might as well enjoy ourselves.” Tree
Hugger picks up a knife and starts cutting the cake.
A good time is had by all.

Go to Epilogue

EPILOGUE

As you enjoy your cake and drinks, each team
recounts their experience in the towers. Many a
laugh is had from the predicaments each team found
themselves in.

As it starts to get dark, the door to the house that
Chloe went into opens. A young man, around six feet
tall, with brown hair and dazzling blue eyes crosses
to the party. A deep bass voice comes out, “Room for
one more.”

Glinda stands and moves to the man. “Barton?”

“Hi, Momma” he replies.

“What have you done?” His father moves to him
and grabs him by the chin trying to get a good look
at him in the fading light.

“] know you aren’t going to be happy about what |
am going to tell you, but I have spent the last month
or so experimenting to grow up. | had a couple of
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problems hitting just the right spot, but I think I am
physically 16 to 18 years old.”

“Why? Why would you do this?” Glinda has tears
that start slipping down her lovely cheek.

“Before you get mad, there is little you can do about
it. 1 did it for love. At school, | met a woman named
Abby. She was returned to the age of ten for a year.
We became very close. | knew from the day | met
her, I knew I loved her. Dad, you told me the first
time you saw Momma when you were my former
age, you fell in love and knew you had to have her in
your life. | feel the same way about Abby.”

The parents look at each other and Laemtao puts his
arm around his wife. “Perhaps we should discuss
this inside.” He starts leading his wife and son
toward the house. He turns back toward his sister,
Ember, “Would you please make sure these folks
make it home safely?”

In a brief time later, you find yourself, back at home,
with a plate with cake on it in one hand and a purple
and silver package in the other.

Thus ends Your Princess is in Another
Castle.

Time Units 2
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EXPERIENCE POINT SUMMARY

Total the XP earned from the following:

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.

Bonus

Module 600 850 1200 1800
Experience

Bonus 1: For each

puzzle done 50 50 100 100
without a clue.

Roleplaying XP 50 50 100 100

Dependent on
puzzles solved

Dependent on
puzzles solved

Dependent on
puzzles solved

Dependent on
puzzles solved

Maximum
Possible XP

None 700/ 1 no
clue 750/ 2 no clue
800/ 3 no clue 850/
4 no clue 900/ 5 no

clue 950

None 900/ 1 no
clue 950/ 2 no clue
1000/ 3 no clue
1050/ 4 no clue
1100/ 5 no clue
1150

None 1300/ 1 no
clue 1400/ 2 no
clue 1500/ 3 no
clue 1600/ 4 no
clue 1700/ 5 no
clue 1800

None 1900/ 1 no
clue 2000/ 2 no
clue 2100/ 3 no
clue 2200/ 4 no
clue 2300/ 5 no
clue 2400
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TREASURE SUMMARY

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

Bag of Mushrooms

This blue cloth bag contains mushrooms. When
consumed, each mushroom provides an effect.
All of the mushrooms have to be used before the
bag regenerates any of them. The mushrooms
can be shared with others. A mushroom must be
consumed to activate. Once activated, the effect
does not end until the time limit expires.

Purple: The purple mushroom allows you to
move an additional 60 feet for one round.

Pink: The pink mushroom allows you to become
double your normal size for 1 minute. Acts as an
Enlarge Person otherwise.

Red: The red mushroom heals you 34 hit points.
Green: The green mushroom allows you to reroll
any roll once per round for 5 rounds.

Silver: The silver mushroom allows you to
breathe out a stream of electricity that deals 5d6
damage, reflex save DC 14 for half damage. This
effect lasts for one minute and is usable 3 times
during that time.

Orange: The orange mushroom allows you to
ignore all damage for one round.

Blue: The blue mushroom allows you to fly for
one minute. Your speed is 60’ and your
maneuverability is excellent.

White: The white mushroom allows you to
become invisible for one minute, per the Greater
Invisibility spell.

Yellow: The yellow mushroom allows you to
shrink two size categories for one minute.

Grey: The grey mushroom allows you to become
incorporeal for one minute.

Tradable Yes

Uncommon

Legal Yes

Pink dress of flying

This pink ball gown comes complete with hoop
to hold the dress out, as it should for a real
princess. It also comes with pink ballet flats,

costume jewelry tiara and scepter. This dress
permits the wearer to fly with excellent
maneuverability up to 10 minutes a day. The
tiara and scepter are not required for this to
function, but it does really make the outfit.
Tradable Yes

Uncommon

Legal Yes

Turtle of tripping

This medium green shelled turtle will follow
along behind you, if you move slow enough. It
has a movement of 10. If this turtle is flipped
over on its back and slid along, it acts as a
tripping device. It has a +20 to its CMD for
tripping and +10 CMD for a bull rush.
Tradable Yes

Uncommon

Legal Yes

Flower of fire

This brilliantly red flower comes in a one foot
clay pot. The flower requires sunlight for four
hours every 24 hours and must be watered daily.
These hours do not have to be consecutive. If
these conditions are not met, the flower will wilt
and die. When the flower is plucked from the pot
and thrown, it acts as a maximized 6d8 fireball
(48 points, DC 15 reflex for half damage). The
flower requires three days to grow back.
Tradable Yes

Uncommon

Legal Yes

Overalls of speed

These blue overalls have a loop on the side to
hold a small hammer and a pocket big enough to
hold a ruler. There is also a pocket on the bib
part of the overalls as well as two front and back
pockets. The wearer of these overalls can double
his speed for movement for 10 rounds a day.
These rounds do not have to be consecutive. If
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you are already double moving, these overalls
will permit you to move 4 times your normal
distance.

Tradable Yes

Uncommon

Legal Yes

Music box of annoyance

This small brown box has a tower on the lid.
When the lid is opened, the box starts playing the
same 15 notes over and over and over again.
This continues until the lid is closed. After three
rounds of continuous play, all creatures who can
hear it must make a Will save DC 15 to keep
from having to drop everything and cover his or
her ears for 1d4 rounds. It can be used up to
three times a day.

Tradable Yes

Uncommon

Legal Yes
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PLAYER’S HANDOUT #1

Dear Udventurer,

J am tewibly sovy to bather you, but we are in need of assistance. Our
daughiter, Chlee, has gone te a new extreme, even for fer. She has built a
senies of towers along the edge of the island. She wefuses te ceme out and
has stated she will not leave the towens until semeone cames te play with
fier. She is feeling neglected and probiabily wightfully se. We have all
been sa busy with cur nesearch that we haven’t spent the howrs she

This brings me to the neason fox this Letter. I would like to hire you to
assist ws in clearing the towens. Whenever we have tuied to clear a towex,
she creates five mone identical towers. Pay will be commiserate with
dangers and anneyances encountered. (s you Rnow, we have always
paid handsamely. Jf you are willing to do this, held the wock in your
and say, “Rack, takke me away.” Jt will bring you to the island without
triggering the protections suwvwounding the place. If you are unabile te da
this, please throw the rock cutside. It will take care of itself.

Thank you in advance for your assistance.

Sincerely,
Laemtac
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PLAYER’S HANDOUT #2

As | was to Aunt lves
I met a man with wives.
Every wife had seven

Every sack had seven

Every had seven Kits.
Kits, , sacks, and wives,
How many were to Aunt lves?

Correct answer to question:

There was a little

Who had a curl,

Right in the middle of forehead.
And when she was

She was very, good,

But when she was bad, she was !

Baa baa sheep,

Have you any ?

Yes sir, yes sir, three full.

One for my master, for my dame,

One for the boy who lives down the lane.
Mary Mary, contrary,

How does your grow?

With Silver :

And Cockleshells,
And pretty maids all in a
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PLAYER’S HANDOUT #3

Below are thirteen gaming related words, each of which has had two of its letters removed.

In total, these 26 letters are A-Z. The remaining letters in each word are in the correct order.

There are no words which are spelled differently based upon location (favour/favor, etc) and there are no
plurals. The number of letters in each word is in parenthesis at the end.

Example:
APE (5) P+L=APPLE
BUCE (6) K+T=BUCKET

Can you determine the original words?

Cue  Letters Answers
WOD (5)
ATTC (6)
STA (5)
ARR (5)
MAC (5)
SEL (5)
GOE (5)
IVER (6)
LAE (5)
EPER (6)
LING (6)
ACKE (6)
UIE (5)
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PLAYER’S HANDOUT #4

Drink
Heart ’ ,
Fun
Bench
Weasel
All
Around
Monkey
Low
Twas
Squirrel
Dashed
Sang
Chased
Snap! !
Dance
Think
Thought
of

If

In

To

And
Leaves
Dines
Pop!
Pickle
Dish
Cobbler’s
Potter’s
Ran
Goes
Away
Spoon
Bam!
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PLAYER’S HANDOUT #5

Puppy Tales

Three little girls (one of whom is named Daisy), who are friends with Chloe, each have different colored
puppies (one is blue), and each gave their puppies different names (one named her puppy Maverick).
From the clues provided can you tell which girl has which colored puppy and her puppy’s name?

CLUES:

1. Daisy didn’t have the blue puppy named Farful.

2. Michelle's puppy is not colored purple and she did not name her puppy Maverick.
3. Tonya has the purple puppy.

4. The puppy named Maverick is an all pink puppy

Puppy
Tales

Blue Pink Purple Maverick Farful Jonesy

Daisy
Michelle
Tonya

Maverick

Farful

Jonesy
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GM PLAY AID #1

Puzzle 1 from Encounter 2

As | was going to Aunt lves

I met a man with seven wives.

Every wife had seven sacks.

Every sack had seven cats.

Every cat had seven Kits.

Kits, cats, sacks, and wives,

How many were going to Aunt lves?

Correct answer to question: 1 orme

There was a little girl,
Who had a little curl,
Right in the middle of her forehead.

And when she was good,
She was very, very good,
But when she was bad, she was horrid!

Baa baa black sheep,

Have you any wool?

Yes sir, yes sir, three bags full.

One for my master, one for my dame,

One for the little boy who lives down the lane.
Baa baa black sheep,

Have you any wool?

Yes sir, yes sir, three bags full.

Mary Mary, quite contrary,
How does your garden grow?
With Silver Bells,

And Cockleshells,

And pretty maids all in a row.
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GM PLAY AID #2

-
1 2 3 4
\_
N
1 2 3 4
y,
1 2 3 4
1 ) 3 4
PCs
1 start 2 3 4
here

DRAW THIS ON A MAP

The curved rectangles are the turtles. They move one space at a time in numerical order. There should
never be a straight line across. The PCs can use whatever method they want to get across, as long as it
makes sense. They can step on the turtles from one line to the other. To jump from one to the other,
requires an Acrobatics DC 10 to jump from one turtle in the row to another. To jump from one row to the
other requires an Acrobatics DC 15. When the PC jumps on a turtle, it flips over and stays that way for
until its number comes up again. The PC can’t land on a flipped turtle. If they land on a flipped turtle,
they slide off and find themselves at the beginning again. They enter in the first blank space in the row.
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GM PLAY AID #3

NO. OF
CLUE LETTERS ANSWER
WOD 5 S+R=SWORD
ATTC 6 A+K=ATTACK
STA 5 E+V=STAVE
ARR 5 O+W=ARROW
MAC 5 G+I=MAGIC
SEL 5 P+L=SPELL
GOE 5 G+M=GNOME
IVER 6 Q+U=QUIVER
LAE 5 B+Z=BLAZE
EPER 6 X+T=EXPERT
LING 6 F+Y=FLYING
ACKE 6 H+D=HACKED
UIE 5 J+C=JUICE

GM PLAY AID #4

All around the Cobbler's bench,

The monkey chased the weasel.

The monkey thought ‘twas all in fun.
Pop! Goes the weasel.

GM PLAY AID #5

Daisy — Pink - Maverick
Michelle - blue - Farful
Tonya - Purple - Jonesy
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Please send completed form to:
Eric V. Clark, 300 Indiana
Avenue. Pendleton, IN 46064,
or Isj-
roster@theshiningjewel.com.

ROSTER OF
Player

Email address:

Hero’s Name:

Sex: Race:

Level:

Convention:
Judge:
Date:

H
Name:
Home State:
(optional)
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:

Class:

Level:

Special items or comments:

Hero's Stats: Str_~ Dex

Con___ Int_ Wis___ Cha

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

Your Princess Is In Another Castle, Copyright 2015, The Shining Jewel Campaign Author Nancy Lee Clark
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