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LEGAL TEXT 

PATHFINDER is a registered trademark of PAIZO 

PUBLISHING, LLC, and the PATHFINDER 

ROLEPLAYING GAME and the PATHFINDER 

ROLEPLAYING GAME COMPATIBILITY LOGO are 

trademarks of PAIZO PUBLISHING, LLC, and are used 

under the Pathfinder Roleplaying Game Compatibility 

License. See 

http://paizo.com/pathfinderRPG/compatibility for more 

information on the compatibility license.  

THE SHINING JEWEL, LLC; TSJ, LLC; TSJ, LLC 

LOGO; LEGENDS OF THE SHINING JEWEL; LSJ; 

LSJ LOGO; and RAIA are trademarks of The Shining 

Jewel, LLC. Tournament detail copyright 2010 by The 

Shining Jewel, LLC. ALL RIGHTS RESERVED. This 

scenario is intended for tournament use only and may not 

be reproduced without approval of TSJ, LLC. 

WELCOME TO LSJ! 

This is a Legends of the Shining Jewel campaign 

adventure. It is written to be played in a standard four-

hour convention time slot.  It is a good idea to have the 

players and judge place some sort of name tag in front of 

them, so everyone can easily identify each other and the 

names of the characters they are playing.  Some of the 

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

players to hear, although you are certainly free to 

paraphrase or summarize the text if you feel it is 

necessary. 

LSJ GM EMPOWERMENT CLAUSE 

The coordinators of the campaign empower GMs to make 

changes to the module as necessary to accommodate any 

unforeseen actions taken by the PCs.  If the players find 

another way to deal with the module, they should be 

successful and appropriately rewarded.  The GM may 

also invent new NPCs as needed to populate the city of 

Amthydor, which is not completely detailed due to 

practical limitations. 

If the party is having trouble dealing with say, undead 

encounters, the GM can always have a patrol of priests or 

the like come along to finish the combat and save the 

PCs.  Full XP awards should not be given for the 

encounter if this is necessary. 

Do NOT save the PCs if their failure is a result of their 

own ill-advised actions or lack of forethought. Softening 

the blow from a bad set of rolls or simple bad luck is one 

thing, but stupid actions deserve what they get. 

CALCULATING ATL (AVERAGE TABLE LEVEL) 

Add up the levels of all characters at the table (plus 

cohorts and entourages) and any animals that will take 

part in combat that are not granted by class features (such 

as familiars, animal companions, or bonded mounts).  

Divide this total by 6, regardless of how many player 

characters are at the table.  This gives you the Average 

Table Level (ATL) for running combats. 

A NOTE ABOUT ATLS AND THE POWER OF PCS 
Not all parties are created equal.  Some level 1 parties can 

handle anything the GM can throw at them, and some 

level 3 parties are relatively weak for their levels.  If the 

GM finds that the party at the table is really not up to the 

challenge of the tier, he should adjust the encounters 

DOWN for that party.  This is particularly important if 

the party has a broad mix of experience levels, is lacking 

clerics and paladins who can heal, or is a “role-playing” 

rather than “battle-ready” party.  The encounters should 

be a worthy challenge, not an impossible task or a 

slaughter fest.  Regardless of what the instructions say, 

the GM should let common sense rule the day (and the 

module). 
ABOUT THE MODULE 

Buyer’s remorse is a stand-alone adventure with no plans 

for a sequel unless things go horribly awry. 
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 151 of the LSJ 

Campaign Guide. 

mailto:lsj-plots@theshiningjewel.com
http://paizo.com/pathfinderRPG/compatibility


LSJ## - <Title Here> Page 3 

ADVENTURE BACKGROUND 

In the waning days of the Undead invasion, a 

powerful vampire mage named Morgellon 

Rothchilde was lured into a trap by a group of 

adventurers. They planned on dealing with him after 

the war, but in the conflict the group was killed, and 

the trap was forgotten. Using divinations, a cleric of 

Morgana (and relative to Mogellon) named 

Sebastian Rothchilde discovered the location of the 

trap. He knows how to open the trap and free 

Morgellon to wage another war of terror. 

 

Introduction Characters are waiting at the 

Venturer’s Guild for a job. They meet Dadderhoff. 

 

Encounter 1: The party investigates the cooperage. 

Nothing upstairs, but noises lead to a fight in the 

basement. 

Encounter 2:  Basement fight against the bad guys. 

Encounter 3: Down the sewer for a chase. 

Encounter 4: Clue Chase. A) Temples B) Diamond 

Watch C) LOTS 

Encounter 5:  Graveyard 

Encounter 6: Fight in the mausoleum 

 

Epilogue. A) Win B) Lose but the DW saves the 

day. C) Lose 

 INTRODUCTION – A FAVOR FOR A 

FRIEND 

 

 

A chaotic mess greets you when enter the 

guildhall. Caravan guards, street performers and 

a variety of adventurers mill about in the crowded 

room. The harried older woman behind the desk 

somehow maintains a steady of people through the 

doors where assignments are distributed. 

Eventually, you and several other people are 

called. A short hallway with an open door leads to 

a conference room with a table and 7 chairs 

around it. Just as you enter, a side door opens and 

a middle-age man in conservative dress enters and 

gestures to the chairs. “Please, be seated. I am 

Milton Dadderhoff, director of the Venturer’s 

Guild. And who do I have the pleasure of 

addressing today? 

 

Allow the players to introduce themselves at this 

time.  

 

 

“So, the reason that I have asked you here is to do 

a favor for a friend of mine. Clyde Cooper 

purchased a shop in the service district and has 

been outfitting it to open a cooperage. A few days 

ago he heard some scratching sounds in the 

basement of the shop. He looked around, but 

didn’t see anything. This morning he said the 

scratching was so loud he was afraid to even go 

downstairs.” 

  Milton shifts in his chair, and leans forward, 

templing his fingers. “It’s probably rats. But Clyde 

is convinced that it’s something dangerous, and he 

asked me to look into it. So, for such an easy 

assignment, I was thinking of a fee of (25x ATL) 

each to check out rats in a basement. Any 

questions? 

                                                                                                                                      

Milton thinks that this is a huge waste of money, but 

is willing to spend a few hundred gold pieces to 

humor an old friend. 

 

 

 

 : Who is this Clyde Cooper? 

“As I said, an old friend of the family. I was friends 

with his father until he passed away last year due 

to illness. Clyde sees me like an uncle.”  

                                                                                                                                       

 : Where is the cooperage 

“It is located in the service district. It had been 

vacant for several years before Clyde purchased 

it.” 

 

 

 What are we looking for? 

“As I said, rats. Or maybe”, he smiles, “oversized 

termites.”  

 

 When should we start? 

“Well, I would assume that you could finish this 

today. Pop into the basement, kill some rats, profit. 
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Simple as pie.” Milton, pauses “unless I have 

misjudged your capabilities?”  

Milton wants to have the problem dealt with, 

but if anyone doesn’t want to go, the 

adventure is over for them.  

 

 Can we get more money? 

“For such a simple task? Remember that any loot 

that the rats have acquired that is not Clyde’s is 

yours  to keep.  

                                                                                                                                      

If the party persists, with a diplomacy check DC 

10+ATL he will increase the reward to 35gp x ATL. 

 

 

“Well, if you’ve no more questions then be on your 

way.” Milton makes a shooing motion with his 

hand. “ I have a troupe of acrobats that I need to 

send to D’Garr and I need the room to brief them. 

Oh, and here is the key to the shop. Clyde is afraid 

to  

                                                                                                                                       

 

        ENCOUNTER 1– OVER A BARREL 

                                                                                                             

A short trip to the service district has the party 

standing outside the cooperage. 

 

 The shop sits in a normal street, with other 

businesses on either side, and continuing down the 

street. A placard of 2 barrels swings over the door, 

and a sign in the window states “CLOSED”. The 

key you were given opens the lock.  

 

Assuming the group goes in the front door… 

 

The main room is about 30 x 40 feet. Tools line the 

wall, barrel staves and plank stacks rest alongside 

tables. Several finished barrels stand by the back 

door, their maker marks clearly visible. Sawdust 

covers the floor, and shavings are piled up under the 

tables. 

 

 A simple wooden door leads to the back of the 

shop. More tables piled high with carpentry tools fill 

the back room. A door leading to the cellar has been 

barred and nailed shut.  

 

With a Perception listen DC 10+ATL they can hear 

a faint scratching sound coming from below the 

floor. 

 

The door can be opened with a STR check DC 15, 

or several rounds with a hammer and crowbar. 

 

Wooden stairs lead down to a lantern-lit room  

below. The sounds of scratching can be clearly 

heard now as claws on stone. A wall prevents you 

from seeing into the cellar.  

 

As the party descends they hear a male voice cry out 

 

“At long last, I’ve found it!” 

 

After 3 rounds, Sebastian will leave the cellar. If the 

party enters before then, he will direct his minions 

to attack, but will not directly harm the party. He 

will use a channel negative energy to bolster the 

minions if they take widespread damage. If attacked 

directly, he will flee thru the hidden door in the 

corner. 

 

You enter a cellar with rough-cut stone walls that 

have been scratched and torn up. The perpetrators 

of this vandalism seem to be a large group of 

skeletons that turn toward you menacingly. In the 

back of the room you see the speaker, a human male 

dressed in black, clutching something in his left 

hand. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



LSJ## - <Title Here> Page 5 

ATL 1 

 

Skeletons (6): 

NE Medium Undead (6 ft. tall) 

Init +5 (+1 Dex. +4 Imp. Init); Senses nil 

AC 13, touch 11, flat-footed 12; (+1 Dex, +2 

natural) 

hp 6 (1d8) 

Fort +0, Ref +1, Will +2 

Defense Abilities undead traits; DR 5/bludgeoning; 

Immune cold; SR nil 

Spd 30 ft. 

Melee claw +1 (1d4+1) 

Full Atk 2 claws +1 (1d4+1) 

Ranged nil 

Space 5 ft.; Reach 5 ft. 

Str 13, Dex 13, Con --, Int --, Wis 10, Cha 10 

Base Atk +0; CMB +1; CMD 12 

Feats Improved Initiative 

Skills nil 

Languages nil 

SQ undead traits, darkvision 60' 

Gear nil 

Undead traits (Ex): Immune to mind-influencing 

effects, poison, sleep, paralyzation, stunning, 

disease, and death effects. Not subject to critical 

hits, nonlethal damage, sneak attacks, ability 

damage to physical ability scores (Strength, 

Dexterity, and Constitution), ability drain, or energy 

drain.  Immune to fatigue, exhaustion, and any 

effect requiring a Fortitude save (unless the effect 

also works on objects or is harmless). 

 

Sebastian Rothchilde 

LE Human Male Cleric 4 of Mordana 

Init +1 (+1 Dex) 

AC: 16 (+4 chain shirt +1 buckler +1 Dex) 

   Touch 11 Flat-Footed 15 

HP 20 (2d8+2 con+2 favored) 

Fort +4 Ref +1 Will +7 

Speed 30ft 

Melee scimitar +3 (1d6+2) 

Space 5ft; Reach 5 ft. 

BAB: +1 CMB +3: CMD 14 

Feats: Command Undead, Extra Channel 

Skills: Diplomacy +6, Kn(History) +4, Kn(religion) 

+4, Perception +5, Sense Motive +8, Spellcraft +4 

Languages: Common 

SQ: Channel Negative Energy 2d6 (5/day, DC 14) 

Gear: Chain shirt, buckler, scimitar, unholy symbol 

Spells: (CL 2 concentration +6) 

1st- bane (DC 15), cause fear (D), magic weapon, 

shield of faith 

0th- (at will) bleed (DC 14), detect magic, light, 

mending  

Domains – Death, Evil 

 

 

ATL 3 

Skeletal Champion (2) 
NE Medium Undead (6 ft. tall) 

Init +7 (+3 Dex. +4 Imp. Init); Senses nil 

AC 21, touch 14, flat-footed 17; (+3 Dex, +2 

natural,+3armor,+1dodge,+2shield) 

hp 22 (1d10+ 2d8) 

Fort +2, Ref +3, Will +4 

Defense Abilities undead traits; DR 5/bludgeoning; 

Immune cold; SR nil 

Spd 30 ft. 

Melee longsword +7 (1d8+4) 

Full Atk claw +6 (1d4+4) or longsword +7 (1d8+4) 

Ranged nil 

Space 5 ft.; Reach 5 ft. 

Str 18, Dex 16, Con --, Int --, Wis 13, Cha 10 

Base Atk +2; CMB +7; CMD 21 

Feats Combat Reflexes (4 AoO/round), Dodge, 

Improved Initiative, Power Attack -1/+2 

Skills Climb +3, Intimidate +6, Perception +4 

Languages nil 

SQ undead traits, darkvision 60', Channel 

Resistance +4 

Gear Studded Leather armor, heavy steel shield, 

longsword. 

Undead traits (Ex): Immune to mind-influencing 

effects, poison, sleep, paralyzation, stunning, 

disease, and death effects. Not subject to critical 

hits, nonlethal damage, sneak attacks, ability 

damage to physical ability scores (Strength, 

Dexterity, and Constitution), ability drain, or energy 

drain.  Immune to fatigue, exhaustion, and any 

effect requiring a Fortitude save (unless the effect 

also works on objects or is harmless). 
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Skeletons (4): 

NE Medium Undead (6 ft. tall) 

Init +5 (+1 Dex. +4 Imp. Init); Senses nil 

AC 13, touch 11, flat-footed 12; (+1 Dex, +2 

natural) 

hp 6 (1d12) 

Fort +0, Ref +1, Will +2 

Defense Abilities undead traits; DR 5/bludgeoning; 

Immune cold; SR nil 

Spd 30 ft. 

Melee claw +1 (1d4+1) 

Full Atk 2 claws +1 (1d4+1) 

Ranged nil 

Space 5 ft.; Reach 5 ft. 

Str 13, Dex 13, Con --, Int --, Wis 10, Cha 1 

Base Atk +0; CMB +1; CMD 12 

Feats Improved Initiative 

Skills nil 

Languages nil 

SQ undead traits, darkvision 60' 

Gear nil 

Undead traits (Ex): Immune to mind-influencing 

effects, poison, sleep, paralyzation, stunning, 

disease, and death effects. Not subject to critical 

hits, nonlethal damage, sneak attacks, ability 

damage to physical ability scores (Strength, 

Dexterity, and Constitution), ability drain, or energy 

drain.  Immune to fatigue, exhaustion, and any 

effect requiring a Fortitude save (unless the effect 

also works on objects or is harmless). 

 

Sebastian Rothchilde 

LE Human Male Cleric 4 of Mordana 

Init +1 (+1 Dex) 

AC: 16 (+4 chain shirt +1 buckler +1 Dex) 

   Touch 11 Flat-Footed 15 

HP 36 (4d8+4 con+4 favored) 

Fort +5 Ref +2 Will +8 

Speed 30ft 

Melee scimitar +5 (1d6+2) 

Space 5ft; Reach 5 ft. 

Str 14, Dex 12, Con 12, Int 10, Wis 19, Cha 14 

BAB: +3 CMB +5: CMD 18 

Feats: Combat Casting, Command Undead, Extra 

Channel 

Skills: Bluff +3, Diplomacy +8, Kn(History) +5, 

Kn(religion) +5, Perception +6, Sense Motive +8, 

Spellcraft +4 

Languages: Common 

SQ: Channel Negative Energy 3d6 (5/day, DC 15) 

Gear: Chain shirt, buckler, scimitar, unholy symbol 

Spells: (CL 4 concentration +8) 

2nd- bear’s endurance, ghoul touch (D) (DC 16) 

spiritual weapon, summon monster II 

1st- bane (DC 15), cause fear (D), divine favor, 

magic weapon, shield of faith 

0th- (at will) bleed (DC 14), detect magic, light, 

mending  

Domains – Death, Evil 

 

 

 

ATL 5 

 

Skeletal Champion, Improved (4) 
NE Medium Undead (6 ft. tall) 

Init +7 (+3 Dex. +4 Imp. Init); Senses nil 

AC 24, touch 14, flat-footed 20; (+3 Dex, +2 

natural,+6armor,+1dodge,+2shield) 

hp 32 (2d10+ 2d8) 

Fort +3, Ref +3, Will +4 

Defense Abilities undead traits; DR 5/bludgeoning; 

Immune cold; SR nil 

Spd 30 ft. 

Melee longsword +8 (1d8+5) 

Full Atk claw +7 (1d4+5) or longsword +8 (1d8+5) 

Ranged nil 

Space 5 ft.; Reach 5 ft. 

Str 18, Dex 16, Con --, Int --, Wis 13, Cha 10 

Base Atk +2; CMB +7; CMD 21 

Feats Combat Reflexes (4 AoO/round), Dodge, 

Improved Initiative, Power Attack -1/+2, Run 

Skills Climb +3, Intimidate +6, Perception +4 

Languages nil 

SQ undead traits, darkvision 60', Channel 

Resistance +4 

Gear Chain mail armor, heavy steel shield, 

longsword. 

Undead traits (Ex): Immune to mind-influencing 

effects, poison, sleep, paralyzation, stunning, 

disease, and death effects. Not subject to critical 

hits, nonlethal damage, sneak attacks, ability 

damage to physical ability scores (Strength, 
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Dexterity, and Constitution), ability drain, or energy 

drain.  Immune to fatigue, exhaustion, and any 

effect requiring a Fortitude save (unless the effect 

also works on objects or is harmless). 

 

 

 

Sebastian Rothchilde 

LE Human Male Cleric 6 of Mordana 

Init +1 (+1 Dex) 

AC: 16 (+4 chain shirt +1 buckler +1 Dex) 

   Touch 11 Flat-Footed 15 

HP 52 (6d8+) 

Fort +6 Ref +3 Will +10 

Speed 30ft 

Melee scimitar +5 (1d6+2) 

Space 5ft; Reach 5 ft. 

Str 13, Dex 12, Con 12, Int 10, Wis 20, Cha 14 

BAB: +4 CMB +5: CMD 18 

Feats: Combat Casting, Command Undead, Extra 

Channel, Selective Channel 

Skills: Bluff +3, Diplomacy +8, Kn(History) +6, 

Kn(religion) +6, Perception +8, Sense Motive +10, 

Spellcraft +6 

Languages: Common 

SQ: Channel Negative Energy 4d6 (5/day, DC 16) 

Gear: Chain shirt, buckler, scimitar, unholy symbol 

Spells: (CL 6 concentration +11) 

3rd- animate dead (D), invisibility purge, locate 

object, magic vestment 

2nd- bear’s endurance, ghoul touch (D) (DC 17) 

sound burst (DC 16), spiritual weapon, summon 

monster II 

1st- bane (DC 16), cause fear (D), divine favor, 

magic weapon, shield of faith 

0th- (at will) bleed (DC 15), detect magic, light, 

mending  

Domains – Death, Evil 

 

 

 

 

 

 

 

 

 

 

ATL 7 

 

Skeletal Champion, Improved (6) 
NE Medium Undead (6 ft. tall) 

Init +7 (+3 Dex. +4 Imp. Init); Senses nil 

AC 24, touch 14, flat-footed 20; (+3 Dex, +2 

natural,+6armor,+1dodge,+2shield) 

hp 32 (2d10+ 2d8) 

Fort +3, Ref +3, Will +4 

Defense Abilities undead traits; DR 5/bludgeoning; 

Immune cold; SR nil 

Spd 30 ft. 

Melee longsword +8 (1d8+5) 

Full Atk claw +7 (1d4+5) or longsword +8 (1d8+5) 

Ranged nil 

Space 5 ft.; Reach 5 ft. 

Str 18, Dex 16, Con --, Int --, Wis 13, Cha 10 

Base Atk +2; CMB +7; CMD 21 

Feats Combat Reflexes (4 AoO/round), Dodge, 

Improved Initiative, Power Attack -1/+2, Run 

Skills Climb +3, Intimidate +6, Perception +4 

Languages nil 

SQ undead traits, darkvision 60', Channel 

Resistance +4 

Gear Chain mail armor, heavy steel shield, 

longsword. 

Undead traits (Ex): Immune to mind-influencing 

effects, poison, sleep, paralyzation, stunning, 

disease, and death effects. Not subject to critical 

hits, nonlethal damage, sneak attacks, ability 

damage to physical ability scores (Strength, 

Dexterity, and Constitution), ability drain, or energy 

drain.  Immune to fatigue, exhaustion, and any 

effect requiring a Fortitude save (unless the effect 

also works on objects or is harmless). 

 

Sebastian Rothchilde 

LE Human Male Cleric 6 of Mordana 

Init +1 (+1 Dex) 

AC: 16 (+4 chain shirt +1 buckler +1 Dex) 

   Touch 11 Flat-Footed 15 

HP 52 (6d8+) 

Fort +6 Ref +3 Will +10 

Speed 30ft 
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Melee scimitar +5 (1d6+2) 

Space 5ft; Reach 5 ft. 

Str 13, Dex 12, Con 12, Int 10, Wis 20, Cha 14 

BAB: +4 CMB +5: CMD 18 

Feats: Combat Casting, Command Undead, Extra 

Channel, Selective Channel 

Skills: Bluff +3, Diplomacy +8, Kn(History) +6, 

Kn(religion) +6, Perception +8, Sense Motive +10, 

Spellcraft +6 

Languages: Common 

SQ: Channel Negative Energy 4d6 (5/day, DC 16) 

Gear: Chain shirt, buckler, scimitar, unholy symbol 

Spells: (CL 6 concentration +11) 

3rd- animate dead (D), invisibility purge, locate 

object, magic vestment 

2nd- bear’s endurance, ghoul touch (D) (DC 17) 

sound burst (DC 16), spiritual weapon, summon 

monster II 

1st- bane (DC 16), cause fear (D), divine favor, 

magic weapon, shield of faith 

0th- (at will) bleed (DC 15), detect magic, light, 

mending  

Domains – Death, Evil 

 

 

 If the PCs want to search the room, GO TO 

Encounter 1B (page 8). 
 

 If the PCs want to pursue Sebastian GO TO 

Encounter 2 (page 9). 
 

 If the PCs want to go to the Diamond Watch HQ 

GO TO Encounter 5 (page 10). 

 

 

ENCOUNTER 1B–  

If the party search the room, read the following: 

The walls are heavily scratched, with many stones 

pulled out. The hard dirt floor is also clawed. The 

few bags of goods have been torn up and tossed 

around the room. [Perception spot DC 10+ATL]  

 

Looking in one of the holes you see an impression 

of a key in the soft dirt. 

 

It is a normal key, 6 inches long, with a very 

complicated tooth arrangement.  

Knowledge (local) DC 25 to recognize the maker as 

the dwarven crafter Weiser. 

 

 If the PCs want to go after Sebastian GO TO 

Encounter 2 (page 8). 
 If the PCs want to speak with Master Weiser 

GO TO Encounter 4 (page 9). 
 If the PCs want to the Diamond Watch HQ GO 

TO Encounter 5 (page 10). 
 If the PCs want visit Destine or another temple 

GO TO Encounter 6 (page 11). 

 

 

 

ENCOUNTER 2 –  I HOPE ITS MUD There is no sign of Sebastian as the party enters the 

sewers. A DC 15 tracking roll will allow them to 

follow his trail. 

Looking around you see no sign of the dark man you 

were pursuing. The air is damp and heavy, and the 

6’ diameter tunnel seems smaller due to the 6” of 

water on the floor. Slime and mold is everywhere.  

 

The party needs to make 2 more tracking rolls out 

of 4 attempts, as they spend the next 30 minutes 

wandering the sewers. The trail consists of the 

occasional footprint on a high spot and smudges in 

the slime on the walls. 

 

 The trail seems to have come to a dead end. The 

way forward is a 4” diameter drain pipe.  

 

With a DC 20 search check, the party will discover 

the secret door in the wall to the left. 

 

You notice that the slime on the wall to the left looks 

different than that previously encountered. After a 

few tense seconds worried about a possible threat, 

you decide that it is actually paint! The secret door 

opens to reveal a 6’ high passage leading north. 

The secret door is not locked, but it is trapped with 

a blast glyph. DC 28 to find and disable the glyph 

ATL 1 – 2d8 fire damage DC 16 Ref save for half. 

ATL3 – 3d8 fire damage DC 17 Ref save for half. 
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ATL 5 – 6d6 fireball 20’ radius. DC 17 Ref save for 

half. 

ATL 7 – Empowered Fireball (8d6 x1.5) damage 

20’ radius. DC 18 Ref save for half. 

After the door opens rats pour out of the doorway. 

They clear out quickly, but if the mod is running fast 

make it a rat swarm the party has to fight. See GM 

aid 3 for stats on rat swarms. 

 

The door opens, and a swarm of brown fur pours 

out. High pitched squeaking assails your ears, and 

red eyes shine in the light. Rats, hundreds of them 

surround the group! They keep running, and soon 

you are alone again. 

 

 

 If the PCs want to search the cooper cellar, GO 

TO Encounter 1B (page 8). 
 If the PCs want to speak with Master Weiser 

GO TO Encounter 4 (page 9). 
 If the PCs want to the Diamond Watch HQ GO 

TO Encounter 5 (page 10). 
 If the PCs want visit Destine or another temple 

GO TO Encounter 6 (page 11). 

 

 
ENCOUNTER 3–MUST BE WEDNESDAY  

The tunnel leads to the cellars of a well-to-do 

family that is out of town for a wedding. They 

have been gone for over a week, and won’t be back 

for another 2 weeks. Sebastian knew of house from 

before the war, and saw a perfect opportunity to 

use its entrance to enter the normally inaccessible 

sewers with his band of skeletons. 

This cellar is nicely decorated with several framed 

cross-stitched pictures. The walls are finished wood 

and the door from this side blends into the 

woodwork. Stairs lead up. A wine rack stands along 

one wall, almost full of local wines. There is mud 

on the floor and on the stairs. 

 

 

ENCOUNTER 3A – KITCHEN 

The stairs lead up to the kitchen. Everything has 

been put away, and there is no food visible. The 

cook fire is cold, and a thin layer of dust covers 

everything. There are multiple footprints in the dust 

going to the dining room. 

 

 

ENCOUNTER 3B – DINING ROOM 

The dining room has a heavy oak table and seating 

for 8. A china cabinet displays fine dinnerware with 

a stylized “A” inlaid in the middle. A thin layer of 

dust covers this room, and footprints continue to the 

next room. 

 

ENCOUNTER 3C – FRONT ROOM 

  

The front room is full of large formless shapes, 

which you realize are covered furniture. The 

curtains are drawn, and the footprints continue out 

the front door. 

 

ENCOUNTER 4C – FRONT PORCH

 

You are standing on the front step of a fine house. It 

seems to be in a very nice neighborhood. The yard 

has been maintained, and an old man is leaning up 

against a tree smoking a pipe. 

  

Thomas is the only member of the Adams 

household still here. The rest of the Adams have 

gone to the wedding of the older daughter (Lisa) to 

a minor noble from the Landseer Isles. They left 2 

weeks ago, and should be back in about a month. 

 

ENCOUNTER 4–  PLANKS FOR THE 

MEMORIES 

If the group has the clues, they will be directed to 

the Weiser Locksmith Company 

 A noisy factory is attached to the small shop that 

bears the sign “Weiser Locks”. Inside the shop is a 

vast array of doors with locks set in them covering 

all of the walls young female dwarf with jet black 

hair, and a ready smile. “Welcome to Weiser Locks. 

How may I help you?” 

 

If the group mentions the key impression, she will 

have a puzzled look. 
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“Well, we do all sorts of custom work, but this 

sounds like a good question to ask grandpapa. Wait 

one moment and I shall fetch him”. She leaves 

through a door that leads to the larger factory. She 

returns a few minutes later followed by an elderly 

dwarf. His beard is tucked into his belt, but still 

hangs past his knees. His hair is pure white. He 

walks with the aid of a cane, and pulls out an 

earhorn as he approaches your group. “Had some 

questions, eh?” 

 

 

 : Who are you? 

“Ah, well. I am Burle Weiser. My brothers and I 

opened this shop about 200 years ago. As the last 

founding member, I get to hang around and tell 

tall tales to the youngsters. Most of ‘em call me 

Grandpapa. Er, you can call me Master Weiser.”  

 

 : What can you tell us about this key? 

“Ah, find workmanship in this ‘un. Really takes 

me back. During the Undead invasion a few years 

back, we wuz gettin’ pounded on all sides, but a 

group of adventurers had a plan. One of the bigger 

thorns in our side wuz a Vampire Mage name of 

Morgellon. Well, the plan involved trapping one of 

his favorite coffins so that when he went to bed in 

the morning, it would lock him in. Then they could 

dispose of him when it wuz more in their favor, 

Like high noon. The plan worked, from what I 

heard. There wuz a big fight, Morgellon 

disappeared, but all those nice adventurers wuz 

killed. Don’t know if anyone ever took care of 

Morgellon. Sure hope so. A lot of good people died 

fightin’ that war.”  

 

 : Do you know what happened to the coffin? 

Sorry, never heard what ended up with the trap. I do 

know that without a ritual and the key, nothing short 

of a wish can open the lock.  

 

 : What do you know about Morgellon? 

From what I remember, he wuz a human wizard 

names Morag Rothchilde afore he became a 

vampire. Fairly powerful too. Usually shot off a few 

disintegrate spells to start the fight he wuz in.  

 

A Kn(history) DC 25 or Kn (nobility) DC 20 will 

also give the party the family name if they do not 

ask Burle about it. 

 

 

 If the PCs want to search the cooper cellar GO 

TO Encounter 1B (page 8). 
 If the PCs want to speak with the Diamond 

Watch GO TO Encounter 5 (page 10). 

 If the PCs want to visit Destine or another 

temple GO TO Encounter 6 (page 11). 

 If the PCs want to go to the graveyard GO 

TO Encounter 7 (page 11). 
 

 

ENCOUNTER 5–  LEGAL AUTHORITY The group enters the local Diamond Watch station. 

There is currently a riot going on in the docks, and 

all available troopers have been sent to deal with it. 

 

Quiet greets you as you enter the Diamond Watch 

station. You hear jeers and shouts coming from the 

holding cells, but the only Diamond Watch trooper 

you see is the desk sergeant. The middle-aged, 

balding human looks you over, and asks “What can 

I help you with today?”   

 

The sergeant will listen to the group’s tale, taking 

notes the whole while. He will exclaim “Knew it” 

when the group mentions sewer or undead. A 

diplomacy check DC 25 will convince him to 

provide them with a writ. Subtract 5 from the DC 

for each mention of vampires, Mordana, sewers or 

the Undead invasion.  

 

“Well, I’m convinced. I’ll get a patrol right on this.” 

He turns to the duty board, which has all patrols 

available on it. He stares at the blank board for a few 

seconds, then turns back to the group. “I don’t 

suppose you would be willing to handle this 

investigation? I seem a bit short-handed at the 

moment. I can give you a writ deputizing you as 

agents of the Watch for today, and give a payment 

of…” He looks in a drawer under the desk   

“ (ATLx100gp) each, assuming you are successful. 

Failure rarely gets a payday. I will send a real patrol 

after you as soon as one becomes available” 
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 If the PCs want to search the cooper cellar, GO 

TO Encounter 1B (page 8). 
 If the PCs want to speak with Master Weiser 

GO TO Encounter 4 (page 9). 
 If the PCs want visit Destine or another temple 

GO TO Encounter 6 (page 11). 

 

 

ENCOUNTER 6 – TEMPLES 

The party is assumed to go to the temple of Destine. 

If they go to Dymora or one of the other temples, 

they have nothing useful to tell the party. 

You are met at the front door to the temple of 

Destine by a young female elf in the robes of a cleric 

of Destine. “I see that you are prompt. Excellent. 

Destine said that you might need this.” She hands 

you a piece of paper, turns, and enters the temple 

 

Give the players Player Handout 1 

 

Not all wars fought are won 

Conflicts stop before their begun. 

Wrath’s child rests till night 

His tomb the place of the final fight 

 

 

 If the PCs want to search the cooper cellar, GO 

TO Encounter 1B (page 8). 
 If the PCs want to speak with Master Weiser 

GO TO Encounter 4 (page Z). 
 If the PCs want to the Diamond Watch HQ GO 

TO Encounter 5 (page 10). 
 If the PCs want visit the graveyard GO TO 

Encounter 7 (page 12). 

 

 

 

ENCOUNTER 7 – FINAL CONFLICT 

 

The last rays of the day’s sun shine down as you 

hurry to the graveyard district. Thru the gates, you 

see hundreds of mausoleums and tombs, and untold 

thousands of graves. Your heart sinks as you realize 

the task before you. Suddenly, a ray of hope, as a 

lamp is lit in a small shack just inside the gate. 

 

If the party knocks on the door, or is just noisy, an 

old man will open the door 

 

“Quiet, will you. The dead don’t like to be 

disturbed. The old man shivers a bit, then says 

“What are you folks doing out here at this time of 

day? No one with any sense goes into a graveyard 

after dark.” 

 

A Diplomacy check DC 10 will be enough for the 

caretaker to tell you the location of the Rothchilde 

mausoleum. 

 

“Good luck.” He gathers some papers and heads 

toward Amthydor. “Time to visit my sister again. I 

hate it when clients won’t stay dead.” 

 

The sun has almost completely set by the time you 

find the mausoleum among the dozens visible. The 

dark marble absorbs the little light remaining. 

Columns of light grey provide depth, and make the 

artwork stand out. The door is open. 

 

DC 15 Perception check to heard chanting and 

clicking sounds coming from the tomb. 

 

The interior of the mausoleum has a center dais 

raised but empty. Smaller daises line the walls and 

have several coffins set on them. There is a set of 

stairs leading down, and you can clearly hear 

chanting and clacking sounds coming up from the 

opening 

 

Descending the stairs… 

. 

As you descend the stairs, you see the cleric in black 

standing next to a sarcophagus, holding a scroll and 

chanting. Next to him is a tall human in heavy armor 

wielding an axe in one hand, with a shield in the 

other. In the corner of the room are 4 skeletons 

striking bones together, making a clacking sound. 

Stepping out of the shadow of the stirs are 2 more 

skeletons in armor wielding swords. 
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Sebastian will finish the ritual in 4 rounds. If 

attacked, he will stop the ritual to defend himself.  

He has precast several spells, and will use all of his 

powers to win this final fight.  The skeletons will 

attack whoever is furthest in the room, or randomly 

after that. They will not go up the stairs. 

ATL  1 

 

Skeletons (2): 

NE Medium Undead (6 ft. tall) 

Init +5 (+1 Dex. +4 Imp. Init); Senses nil 

AC 13, touch 11, flat-footed 12; (+1 Dex, +2 

natural) 

hp 6 (1d8) 

Fort +0, Ref +1, Will +2 

Defense Abilities undead traits; DR 5/bludgeoning; 

Immune cold; SR nil 

Spd 30 ft. 

Melee claw +1 (1d4+1) 

Full Atk 2 claws +1 (1d4+1) 

Ranged nil 

Space 5 ft.; Reach 5 ft. 

Str 13, Dex 13, Con --, Int --, Wis 10, Cha 10 

Base Atk +0; CMB +1; CMD 12 

Feats Improved Initiative 

Skills nil 

Languages nil 

SQ undead traits, darkvision 60' 

Gear nil 

Undead traits (Ex): Immune to mind-influencing 

effects, poison, sleep, paralyzation, stunning, 

disease, and death effects. Not subject to critical 

hits, nonlethal damage, sneak attacks, ability 

damage to physical ability scores (Strength, 

Dexterity, and Constitution), ability drain, or energy 

drain.  Immune to fatigue, exhaustion, and any 

effect requiring a Fortitude save (unless the effect 

also works on objects or is harmless). 

 

 

Sebastian Rothchilde 

LE Human Male Cleric 4 of Mordana 

Init +1 (+1 Dex) 

AC: 19 (+4 chain shirt +1 buckler +1 Dex, +2 

Deflection, +1 nat armor) 

   Touch 13 Flat-Footed 17 

HP 20 (2d8+2 con+2 favored) 

Fort +4 Ref +1 Will +7 

Speed 30ft 

Melee scimitar +4 (1d6+3) 

Space 5ft; Reach 5 ft. 

BAB: +1 CMB +3: CMD 14 

Feats: Command Undead, Extra Channel 

Skills: Diplomacy +6, Kn(History) +4, Kn(religion) 

+4, Perception +5, Sense Motive +8, Spellcraft +4 

Languages: Common 

SQ: Channel Negative Energy 2d6 (5/day, DC 14) 

Gear: Chain shirt, buckler, scimitar, unholy symbol, 

amulet of natural armor +1 

Spells: (CL 2 concentration +6) 

1st- bane (DC 15), cause fear (D), magic weapon, 

shield of faith 

0th- (at will) bleed (DC 14), detect magic, light, 

mending  

Domains – Death, Evil 

 

Thrall  

LE Medium Human Fighter 2 

Init +1 (Dex +1) Senses:nil 

AC 20 (+6 armor, +2 shield, +1 dex) 

Hp 23 (2d10) 

Fort +4, Ref +1, Will +1 

Spd 20’ 

Melee Battleax +6 (1d8 +4) 

 Space 5ft; Reach 5 ft 

Str 18, Dex 13, Con 14, Int 10, Wis 12, Chr 10 

BAB +2; CMB +6, CMD 17 

Feats: Dodge, Power Attack -1/+2, Weapon Focus 

– battleax 

Skills Climb -4, Perception +2, Ride +4 

Languages: common 

Gear: Breastplate, heavy wooden shield, battleax 
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ATL 3 

 

Skeletal Champion (2) 
NE Medium Undead (6 ft. tall) 

Init +7 (+3 Dex. +4 Imp. Init); Senses nil 

AC 21, touch 14, flat-footed 17; (+3 Dex, +2 

natural,+3armor,+1dodge,+2shield) 

hp 22 (1d10+ 2d8) 

Fort +2, Ref +3, Will +4 

Defense Abilities undead traits; DR 5/bludgeoning; 

Immune cold; SR nil 

Spd 30 ft. 

Melee longsword +7 (1d8+4) 

Full Atk claw +6 (1d4+4) or longsword +7 (1d8+4) 

Ranged nil 

Space 5 ft.; Reach 5 ft. 

Str 18, Dex 16, Con --, Int --, Wis 13, Cha 10 

Base Atk +2; CMB +7; CMD 21 

Feats Combat Reflexes (4 AoO/round), Dodge, 

Improved Initiative, Power Attack -1/+2 

Skills Climb +3, Intimidate +6, Perception +4 

Languages nil 

SQ undead traits, darkvision 60', Channel 

Resistance +4 

Gear Studded Leather armor, heavy steel shield, 

longsword. 

Undead traits (Ex): Immune to mind-influencing 

effects, poison, sleep, paralyzation, stunning, 

disease, and death effects. Not subject to critical 

hits, nonlethal damage, sneak attacks, ability 

damage to physical ability scores (Strength, 

Dexterity, and Constitution), ability drain, or energy 

drain.  Immune to fatigue, exhaustion, and any 

effect requiring a Fortitude save (unless the effect 

also works on objects or is harmless). 

 

Sebastian Rothchilde 

LE Human Male Cleric 4 of Mordana 

Init +1 (+1 Dex) 

AC: 18 (+4 chain shirt +1 buckler +1 Dex) 

   Touch 11 Flat-Footed 15 

HP 44 (4d8+4 con+4 favored) 

Fort +5 Ref +2 Will +8 

Speed 30ft 

Melee scimitar +6 (1d6+3) 

Space 5ft; Reach 5 ft. 

Str 14, Dex 12, Con 12, Int 10, Wis 19, Cha 14 

BAB: +3 CMB +5: CMD 18 

Feats: Combat Casting, Command Undead, Extra 

Channel 

Skills: Bluff +3, Diplomacy +8, Kn(History) +5, 

Kn(religion) +5, Perception +6, Sense Motive +8, 

Spellcraft +4 

Languages: Common 

SQ: Channel Negative Energy 3d6 (5/day, DC 15) 

Gear: Chain shirt, buckler, scimitar, unholy symbol 

Spells: (CL 4 concentration +8) 

2nd- bear’s endurance, ghoul touch (D) (DC 16) 

spiritual weapon, summon monster II 

1st- bane (DC 15), cause fear (D), divine favor, 

magic weapon, shield of faith 

0th- (at will) bleed (DC 14), detect magic, light, 

mending  

Domains – Death, Evil 

 

Thrall  

LE Medium Human Fighter 4 

Init +1 (Dex +1) Senses: nil 

AC 21 (+6 armor, +2 shield, +1 dex, +1 nat) 

Hp 51 (2d10) 

Fort +10*, Ref +4*, Will +4* 

Spd 20’ 

Melee Battleax +9 (1d8 +10)* 

 Space 5ft; Reach 5 ft 

Str 19, Dex 13, Con 18*, Int 10, Wis 12, Chr 10 

BAB +2; CMB +6, CMD 17 

Feats: Combat Reflexes, Dodge, Power Attack -

2/+4, Weapon Focus – battleax, Weapon 

Specialization - battleax 

Skills Climb -4, Perception +2, Ride +4 

Languages: common 

Gear: Breastplate, heavy wooden shield, battleax, 

amulet nat armor +1, potion heroism, potion bear’s 

endurance 
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ATL 5 

 

Skeletal Champion, Improved (4) 
NE Medium Undead (6 ft. tall) 

Init +7 (+3 Dex. +4 Imp. Init); Senses nil 

AC 24, touch 14, flat-footed 20; (+3 Dex, +2 

natural,+6armor,+1dodge,+2shield) 

hp 32 (2d10+ 2d8) 

Fort +3, Ref +3, Will +4 

Defense Abilities undead traits; DR 5/bludgeoning; 

Immune cold; SR nil 

Spd 30 ft. 

Melee longsword +8 (1d8+5) 

Full Atk claw +7 (1d4+5) or longsword +8 (1d8+5) 

Ranged nil 

Space 5 ft.; Reach 5 ft. 

Str 18, Dex 16, Con --, Int --, Wis 13, Cha 10 

Base Atk +2; CMB +7; CMD 21 

Feats Combat Reflexes (4 AoO/round), Dodge, 

Improved Initiative, Power Attack -1/+2, Run 

Skills Climb +3, Intimidate +6, Perception +4 

Languages nil 

SQ undead traits, darkvision 60', Channel 

Resistance +4 

Gear Chain mail armor, heavy steel shield, 

longsword. 

Undead traits (Ex): Immune to mind-influencing 

effects, poison, sleep, paralyzation, stunning, 

disease, and death effects. Not subject to critical 

hits, nonlethal damage, sneak attacks, ability 

damage to physical ability scores (Strength, 

Dexterity, and Constitution), ability drain, or energy 

drain.  Immune to fatigue, exhaustion, and any 

effect requiring a Fortitude save (unless the effect 

also works on objects or is harmless). 

 

 

 

Sebastian Rothchilde 

LE Human Male Cleric 6 of Mordana 

Init +1 (+1 Dex) 

AC: 18 (+4 chain shirt +1 buckler +1 Dex) 

   Touch 11 Flat-Footed 15 

HP 64 (6d8+) 

Fort +6 Ref +3 Will +10 

Speed 30ft 

Melee scimitar +6 (1d6+3) 

Space 5ft; Reach 5 ft. 

Str 13, Dex 12, Con 16, Int 10, Wis 20, Cha 14 

BAB: +4 CMB +5: CMD 18 

Feats: Combat Casting, Command Undead, Extra 

Channel, Selective Channel 

Skills: Bluff +3, Diplomacy +8, Kn(History) +6, 

Kn(religion) +6, Perception +8, Sense Motive +10, 

Spellcraft +6 

Languages: Common 

SQ: Channel Negative Energy 4d6 (5/day, DC 16) 

Gear: Chain shirt, buckler, scimitar, unholy symbol 

Spells: (CL 6 concentration +11) 

3rd- animate dead (D), invisibility purge, locate 

object, magic vestment 

2nd- bear’s endurance, ghoul touch (D) (DC 17) 

sound burst (DC 16), spiritual weapon, summon 

monster II 

1st- bane (DC 16), cause fear (D), divine favor, 

magic weapon, shield of faith 

0th- (at will) bleed (DC 15), detect magic, light, 

mending  

Domains – Death, Evil 

 

 

 

 

Thrall  

LE Medium Human Fighter 6 

Init +1 (Dex +1) Senses: nil 

AC 21 (+6 armor, +2 shield, +1 dex, +1 nat) 

Hp 75 (6d10) 

Fort +11*, Ref +5*, Will +5* 

Spd 20’ 

Melee Battleax +12 (1d8 +11)* 

Full Attack: Battleax +12/+7 (1d8+11) 

 Space 5ft; Reach 5 ft 

Str 19, Dex 13, Con 18*, Int 10, Wis 12, Chr 10 

BAB +2; CMB +6, CMD 17 

Feats: Combat Reflexes, Disruptive, Dodge, 

Furious Focus, Lunge, Power Attack -2/+4, Weapon 

Focus – battleax, Weapon Specialization - battleax 

Skills Climb -4, Perception +2, Ride +4 

Languages: common 

Gear: Breastplate, heavy wooden shield, battleax, 

amulet of Natural armor +1, potion heroism, potion 

bear’s endurance, oil magic vestment. 
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ATL 7 

Skeletal Champion, Improved (4) 
NE Medium Undead (6 ft. tall) 

Init +7 (+3 Dex. +4 Imp. Init); Senses nil 

AC 24, touch 14, flat-footed 20; (+3 Dex, +2 

natural,+6armor,+1dodge,+2shield) 

hp 32 (2d10+ 2d8) 

Fort +3, Ref +3, Will +4 

Defense Abilities undead traits; DR 5/bludgeoning; 

Immune cold; SR nil 

Spd 30 ft. 

Melee longsword +8 (1d8+5) 

Full Atk claw +7 (1d4+5) or longsword +8 (1d8+5) 

Ranged nil 

Space 5 ft.; Reach 5 ft. 

Str 18, Dex 16, Con --, Int --, Wis 13, Cha 10 

Base Atk +2; CMB +7; CMD 21 

Feats Combat Reflexes (4 AoO/round), Dodge, 

Improved Initiative, Power Attack -1/+2, Run 

Skills Climb +3, Intimidate +6, Perception +4 

Languages nil 

SQ undead traits, darkvision 60', Channel 

Resistance +4 

Gear Chain mail armor, heavy steel shield, 

longsword. 

Undead traits (Ex): Immune to mind-influencing 

effects, poison, sleep, paralyzation, stunning, 

disease, and death effects. Not subject to critical 

hits, nonlethal damage, sneak attacks, ability 

damage to physical ability scores (Strength, 

Dexterity, and Constitution), ability drain, or energy 

drain.  Immune to fatigue, exhaustion, and any 

effect requiring a Fortitude save (unless the effect 

also works on objects or is harmless). 

 

Sebastian Rothchilde 

LE Human Male Cleric 6 of Mordana 

Init +1 (+1 Dex) 

AC: 20 (+4 chain shirt +1 buckler +1 Dex) 

   Touch 11 Flat-Footed 15 

HP 64 (6d8+) 

Fort +6 Ref +3 Will +10 

Speed 30ft 

Melee scimitar +6 (1d6+3) 

Space 5ft; Reach 5 ft. 

Str 13, Dex 12, Con 12, Int 10, Wis 20, Cha 14 

BAB: +4 CMB +5: CMD 18 

Feats: Combat Casting, Command Undead, Extra 

Channel, Selective Channel 

Skills: Bluff +3, Diplomacy +8, Kn(History) +6, 

Kn(religion) +6, Perception +8, Sense Motive +10, 

Spellcraft +6 

Languages: Common 

SQ: Channel Negative Energy 4d6 (5/day, DC 16) 

Gear: Chain shirt, buckler, scimitar, unholy symbol 

Spells: (CL 6 concentration +11) 

3rd- animate dead (D), invisibility purge, locate 

object, magic vestment 

2nd- bear’s endurance, ghoul touch (D) (DC 17) 

sound burst (DC 16), spiritual weapon, summon 

monster II 

1st- bane (DC 16), cause fear (D), divine favor, 

magic weapon, shield of faith 

0th- (at will) bleed (DC 15), detect magic, light, 

mending  

Domains – Death, Evil 

 

 

 

Thrall  

LE Medium Vampire Spawn Undead Fighter 3 

Init +2 (Dex +2) Senses: Darkvision 60ft 

AC 29 (+8 armor, +2 shield, +2 Dex, +5 Natural, 

Dodge) 

Hp 73 (6d10) 

Fort +8*, Ref +6*, Will +9* 

Spd 20’ 

Melee Battleax +12 (1d8 +9)* 

Full Attack: Battleax +12/+7 (1d8+11) 

 Space 5ft; Reach 5 ft 

Str 18, Dex 15, Con -, Int 11, Wis 15, Chr 15 

BAB +2; CMB +6, CMD 17 

Feats: Blind-fighting, Combat Reflexes, Dodge, 

Lunge, Power Attack -2/+4, Skill 

focus(Perception)Weapon Focus – battleax,  

Skills Climb -4, Perception +2, Ride +4 

Languages: common 

Special Abilities: Channel Resistance +2, 

Darkvision 60, Dominate (DC 15), Energy Drain 1 

neg level DC 14, Fast Healing 2, Gaseous Form, 

Shadowless, Spiderclimb. 

Gear: Breastplate +1, heavy wooden shield, 

battleax, amulet of natural armor +1 potion heroism, 

potion bear’s endurance, oil magic vestment. 
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CONCLUSION A 

Win 

As the last skeleton crumbles to dust, you look 

around the room. Picking up the scroll that 

Sebastian had been reading, you see that he was 2 

lines away from finishing the ritual.  

 

). 

 

CONCLUSION B 

If the group can keep the fight going for 6 rounds, 

the Diamond Watch Special Services will show up 

to finish the fight. 

As the party falls from the blows of the undead, 

you hear the sound of Diamond Watch signal 

whistle, and you see 4 Legionnaires come in 

channeling and casting spells on your foes. You 

uncovered the scheme, and the Diamond Watch 

finished it off for you  

 

 

CONCLUSION  

If the group was unable to defeat Sebastian  

You awaken to the sound of a cleric of Pietos 

finishing his spell. You and your friends are lying 

on stone slabs in the temple of Pietos. That means 

that the party failed, and a great evil has been freed 

to continue its war on Amthydor. 

 

EPILOGUE 

 

 

The next day in the Royal Way a large crowd 

gathers to watch the execution of a war criminal 

from the Undead War. A wind wall is cast around 

the sarcophagus, and with the sun shining down, the 

final words are spoken. An imposing human springs 

out of the coffin, and tries to cast a spell, but nothing 

happens. One of the other clerics standing nearby 

waves at his ear, but before he can pantomime the 

silence spell the air is filled with a cloud of ex-

vampire. The wind wall catches the cloud, and over 

the next several minutes, the cloud thins and 

disappears. A great cry erupts from the crowd, and 

it begins to disperse. Truly, the forces of light scored 

a victory this day. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

THUS ENDS “BUYER’S REMORSE” 

 
TIME UNIT COST: 1 TU. 
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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: Goal 

Exceeded 
50 50 100 100 

Roleplaying XP 

Bonus 
50 50 100 100 

Maximum 

Possible XP 700 950 1400 2000 

 

Experience earned is based on the Average Table Level (ATL), and no PC received experience greater than 

the ATL at which the adventure was run.  However, the maximum experience a specific PC can earn is also 

limited to the next higher ATL above his “personal ATL” level (his character level rounded up to the nearest 

odd number).  For example: a 3rd level PC plays at the same table with high-level players and the group 

comes out to be an ATL 9.  The maximum amount of experience the 3rd level PC can earn would be based 

on ATL 5, but a 6th level PC (personal ATL 7) would earn XP based on ATL 9. With such a disparaging 

range of experience earned from 1st all the way to 19th levels, this is the only way to make sure that low-

level PCs don't earn experience too quickly. 

 

 

 

 

 

 

TREASURE SUMMARY 

 

Treasure earned (other than gold) is based on the PC’s level, not the Average Table Level (ATL) at which 

the PC played or received experience.  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 treasure the 3rd level PC can 

earn would be based on ATL 3, and a 6th level PC would earn treasure based on ATL 7. With such a 

disparaging range of magic available, this is the only way to make sure that low-level PCs don't become 

too powerful too quickly so as not to overpower a table of their peers. 

 

If it’s not on this list, the PCs cannot keep it. 

 

+1 breastplate armor 

Scimitar +1 (at ATL 5-7 shocking) 

Amulet of Natural armor +1 

Boots of striding and springing 

+1 Ring of Protection  

Cloak of Elvenkind 

 

 

Cash: 

  hired at 25gp x ATL (25-375 gp) 

Payment from Diamond Legion 100 x 

ATL (100 - 700 gp) 
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Reward from Lord Monarch 400 gp x 

ATL (400- 2800gp) 
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PLAYER’S HANDOUT #1 

 

 

Not all wars fought are won 

Conflicts stopped before they’re begun. 

Wrath’s child rests until the night 

His tomb the place of the final fight 
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GM PLAY AID #1 

  

Stairs down 
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GM PLAY AID #2

 

 
 
 
 
 
 
 
 
 

S   S   S     S 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Stairs Down 
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ROSTER OF HEROES: <TITLE> 

Judge Name: _______________________________ 
  

Convention: ____________________ Date: ___________________________  
 

Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:          

Please send completed form to: 
 Eric V. Clark, 300 Indiana Ave, 
Pendleton, IN 46064, or email  

to 
 lsj-roster@theshiningjewel.com. 
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Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
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Welcome to the LSJ Shopping Spree!  

Enclosed in this package is all you need to use the Shopping Spree.  

What to Print  

Please print out the Shopping Spree cert file. Each character gets one and only one cert per adventure to make their 

purchases.  Please destroy any unused certs.  

General Rules  

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

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

Exception: A player with a cohort who is playing in that adventure may purchase up to an additional four items for 

the cohort, all on a second cert.  

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

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

  

E.g.: The party runs into some lycanthropes and has no silver weapons.  They decide at that time that they had bought 

silversheen using the Shopping Spree.  Sorry, that isn’t happening.  Deny the purchase until after the module is over.  

  

What Can Be Purchased  

The following may be purchased from Pathfinder RPG Core Rulebook.  

Scrolls are available for the following Arcane/Divine Spells.  Prices are listed for (Arcane)/(Divine).  NA in the listing 

means the spell is not available as that type of scroll.  

All potions and scrolls available for purchase are at minimum caster level.  
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      * An alignment (Good / Evil / Law / Chaos) must be 

specified when purchased. 

    ** One type of energy (fire / cold / acid / electric / 

sonic) must be specified when purchased. 

  *** There may be a chance for a mishap if the scroll is 

cast by a caster less than 5th level. 

**** There may be a chance for a mishap if the scroll is 

cast by a caster less than 9th level. 

Available Potions / Scrolls 
Scroll 

Price A / D 

Potion 

Price 

Cure light wounds (potion)  50 / 25  50  

Endure elements (potion)  NA / 25  50  

Mage armor (potion)  NA / NA  50  

Magic fang (potion)  NA / 25  50  

Magic weapon (oil)  NA / 25  50  

Protection from XX* (potion)  NA / 25  50  

Remove fear (potion)  NA / 25  50  

Bless weapon (oil)  NA / 100  100  

Silversheen (oil)  NA  250  

Aid (potion)  NA  300  

Cure moderate wounds 

(potion)  

200 / 150  300  

Darkvision (potion)  NA / 375  300  

Delay poison (potion)  200 / 150  300  

Lesser restoration (potion)  NA / 150  300  

Remove paralysis (potion)  NA / 150  300  

Resist energy 10** (potion)  NA / 150  300  

Cure serious wounds (potion)  525 / 375  750  

Magic circle against XX* 

(potion)  

NA / 375  750  

Neutralize poison (potion)  1000 / 375  750  

Remove blindness/deafness 

(potion)  

NA / 375  750  

Remove curse (potion)  NA / 375  750  

Remove disease (potion)  NA / 375  750  

Water breathing (potion)  NA / 375  750  

Dispel Magic (scroll)*** NA / 375 NA 

Hold Person (scroll)*** NA / 150 NA 

Breath of Life (scroll)**** NA / 1125 NA 

Raise Dead (scroll)**** NA / 6125 NA 
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OPEN GAME LICENSE Version 1.0 

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved. 
1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative 

Material" means copyrighted material including derivative works and translations (including into other computer languages), potation, modification, 

correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed 
or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open 

Game Content" means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does not embody 

the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, 
and means any work covered by this License, including translations and derivative works under copyright law, but specifically excludes Product 

Identity. (e) "Product Identity" means product and product line names, logos and identifying marks including trade dress; artifacts; creatures 

characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, 
poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, 

enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or 

supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as Product 
identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, 

mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to the Open Game 

License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement. 

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used 

under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted 

from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed 

using this License. 

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, 

non-exclusive license with the exact terms of this License to Use, the Open Game Content. 

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License. 

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT 
NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright 

holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-

adaptability with any Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent 

Agreement with the owner of such Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the 
ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to 

that Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open 
Game Content. 

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of 

this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License. 
10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have 

written permission from the Contributor to do so. 
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game 

Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected. 

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days 
of becoming aware of the breach. All sublicenses shall survive the termination of this License.  

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to 

make it enforceable. 
15. COPYRIGHT NOTICE 

   Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 

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

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

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

   Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey 

Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR.    

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

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

   INSERT YOUR TITLE, Copyright 2010, The Shining Jewel, LLC, Author INSERT YOUR NAME. 
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