Beer Run
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By Robert Hitz

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

A local town is having its annual beerfest and you are invited as judges.
What could go wrong? A one round Legends of the Shining Jewel
adventure for ATLs 1-6.
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Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Publishing, LLC.
See Paizo.com for more information on the Pathfinder Roleplaying Game. Paizo Publishing, LLC does not guarantee
compatibility and does not endorse this product.
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CREDITS encounters DOWN for that party. This is particularly important if the
Author —Robert Hitz party has a broad mix of experience levels, is lacking clerics and
"""""""""""" paladins who can heal, or is a “role-playing” rather than “battle-

BAIOM(S) o Jonathan Johnson ready” party. The encounters should be a worthy challenge, not an

P:Ots Coordinator . ... .David Samuels & Eric V Clark impossible task or a slaughter fest. Regardless of what the i’nstructions

Playtesters. .................oonnnn (Names) say, the GM should let common sense rule the day (and the module)
LEGAL TEXT LIFESTYLE INLSJ

PATHFINDER is a registered trademark of PAIZO PUBLISHING, . :
LLC. and the PATHFINDER ROLEPLAYING GAME and the Player Characters have to spend money on many things during

PATHFINDER ROLEPLAYING GAME COMPATIBILITY LOGO SOY’I"”t'me: f°°d’|re“;' rle_gi"é on W?apor’]‘.s and "Hmor daf‘d other
are trademarks of PAIZO PUBLISHING, LLC, and are used under the 9211y €XPENSES. In the ampaign this is reflected in

Pathfinder Roleplaying Game Compatibility License. See Lifestyle Costs, which are paid at the start of every LSJ
http://paizo.com/pathfinderRPG/compatibility for more information ~ adventure. See page 147 of the LSJ Campaign Guide. If this is
on the compatibility license. a player’s first time playing LSJ and an introduction module,

THE SHINING JEWEL, LLC: TSJ, LLC: TSJ, LLC LOGO: Egz is nokt to beI chgrged lifestyle. This is an encouragement for
LEGENDS OF THE SHINING JEWEL: LSJ; LSJ LOGO: and RAIA NiM to keep playing.

are trademarks of The Shining Jewel, LLC. Tournament detail
copyright 2013 by The Shining Jewel, LLC. ALL RIGHTS ADVENTU RE BACKG ROUND

RESERVED. This scenario is intended for tournament use only and  Every year the town of Brexton has a harvest festival.

may not be reproduced without approval of the Legends of the ShiningThe local brewers bring out their finest creations, and

Jewel Campaign. compare them to other brewers from as far as Amthydor.
WELCOME TO LSJ! Unfortunately, this year a coven of witches has decided to

This is a Legends of the Shining Jewel campaign adventure. It is k|§jnap sever_al teen_s to steal their life force. The party

written to be played in a standard four-hour convention time slot. will have a fight with wolves, and be asked to rescue the

Some of the text in this adventure is in bold italics. This text is for the teens. They will take a short walk thru the woods, find an

players to hear, although you are certainly free to paraphrase or abandoned cabin with several clues, and then fight the
summarize the text if you feel it is necessary. coven

LSJ GM EMPOWERMENT CLAUSE

The coordinators of the campaign empower GMs to make changes to ADVENTURE SU MMARY

the module as necessary to accommodate any unforeseen actions taken
by the PCs. If the players find another way to deal with the module, Introduction —The party arrives at the town of Brexton
they should be successful and appropriately rewarded. The GM may \yith a delivery of beer for the festival.

also invent new NPCs as needed to populate the city of Amthydor, .

which is not completely detailed due to practical limitations. If the Encounter 1. Beer f.eSt
party is having trouble dealing with an encounter, feel free to do what ENCounter 2: Party interrupted.

is necessary to assist the PCs to succeed. Do NOT save the PCsif ~ Encounter 3: Investigation phase
their failure is a result of their own ill-advised actions or lack of Encounter 4: Into the woods.
forethought. Softening the blow from a bad set of rolls or simple bad m Cottage in the fields
luck is one thing, but stupid actions deserve what they get. WWitches Coven

CALCULATING ATL (AVERAGE TABLE LEVEL) AND THE  Conclusion-The morning after

POWER OF PCs Epilogue
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 I NTRODUCTION

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 | THe party has safely arrived in the town of _BreXton-
Level (ATL) for running combats. The previous 4 days have been spent escorting 3 beer

Not all parties are created equal. Some level 1 parties can handle | Wagons for the local festival. Many eager hands help
anything the GM can throw at them and some level 3 parties are to unload the kegs, and one of the men pauses long
relatively weak for their levels. If the GM finds that the party at the | enough to invite you to the beerfest. A pretty girl
table is really not up to the challenge of the tier, he should adjust the | \vinks at the party as she goes by carrying a tray of
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empty beer steins. Bright banners are being hung
from the trees and buildings around the town, and an

It the PCs want to participate in the Wrestling contest,

infectious party atmosphere perks up even the dourestthey will be competing against farmer’s sons and the

of souls. After the wagons are unloaded, the wagon
master pays each of you 25gp for the job. He also
gives each of you a token for 2 free beers. “Enjoy

smith boy for bragging right. There are 4 farmers with a
MB of +6, CMD of 17. The smith’s son has a CMB of
8, CMD of 20. It is a best of 3 falls, round robin

yerselves! Oi’ll be tak’n the wag’n back t’morry, so ye cpmpetition.

haff the night ouff.

he Mayor - Anders Brexton

With a Knowledge geography (DC 15) you can give
the PCs Player Handout 1.

The mayor is a middle-aged human male with a full
mustache. He is dressed in a tuxedo and top hat. He
is happily redeeming wooden tokens for wooden

ENCOUNTER 1

mugs of beer, mead, and ale

PARTYTIME!

There will be about an hour between sunset and
encounter 2. The players can role-play their activities
during the festival, but try to keep the game time to less

See GM AID #1 for information about the brews
available.

&« How much for a beer?

than 15 minutes, to allow time for the rest of the
adventure.

“Well, one beer token is 5 silver, but 2 gold pieces will
buy 5 tokens.”

As the afternoon sun wanes toward evening, the fest

hits its full stride. Farmers from all around have come« Do you have this party every year?

to the party, swelling Brexton’s population to over 80
tonight. There are many shops selling sandwiche
sausages, and pastries. Other booths feature scarve

Ou
5.h
59

My grandfather started it after a particularly good
arvest, and we have kept the tradition going through
ood years and bad.”

and knick-knacks. An open area has wrestling goin

g9

on, young locals with bare chests tossing each other* Anything unusual ever happen at this event?

around, trying to impress the onlooking young ladie
Performers have set up around the area. Thrg
acrobats perform tumbling routines near the smithy
a juggler is tossing apples to the delight of childre
next to the tavern; and a wagon has a troupe of actof
performing the comedy routine “Where’s My Beer?
* Families wander aimlessly amongst the crowc

>-“'Funny you should ask that. A lot of marriages take

®place about 7 months from now amongst the teens.
"They do seem to get frisky with all the people that

Nhaven’t been around much for the last few months

f ue to tending to the crops and herds. Chance to blow
off some steam, and maybe start a family of their own

j’g ts them talking, and more, in the woods.”

|

talking to folks that they haven’t seen in a month

more, and there are many couples strolling about

L Does this make a lot of money for the town?

enjoying an ale or 3. The mayor, identified by the to
hat with “MAYOR” written in sparkly script, can b
seen manning one of the many beer stalls. The loca

Truthfully, it tends to lose money except in great
ears, but my family covers the shortages so that
veryone has a good time.”

e
1Y
e

cleric, Brother Latrew, is telling ghost stories an

leading songs around a bonfire. And many locals are

chatting among themselves, reminiscing about ol
times, and thinking about future events.

dd
C

de will chat amiably with the party, but after 3-4
uestions the PCs will be pushed aside as the mayor
pntinues to serve beer to the festival attendees.

*Knowledge local DC 5 to know Where’s my beer. It is a Campfire Leader — Brother Latrew

classic involving 3 people and a bartender. Tom orders a Brother Latrew is a half-elf of many years. His long

beer, Dick distracts him and Harry drinks the beer. Tom
looks around and asks, “Where’s my beer?”. Dick and
Harry and the bartender all take turns distracting poor
Tom, handing the beer between one another, and

hair, loose about his shoulders has faded to grey
and his beardless face is lined with heavy wrinkles.
His hearty baritone can be heard throughout the

performing hijinks. Audience participation is encouraged.
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fairgrounds leading in rousing camp songs. Around
his neck, you see an amulet of a tree.

1
r

he sun has set, evening meals have finished, and the
evelers are sitting around talking, or couples are

A DC 10 Knowledge Religion will reveal that he is a
follower of Ayla, the lesser goddess of flora.

(%2

rolling in the moonlight, enjoying the crisp autumn
air. Several of the younger couples seem to have
disappeared, and you wonder briefly what they might
be up to.

&« Do you know (X) song?

“Nay, I fear I missed that one during my many years
training as a bard. Why don’t you lead us in the
singing this time?”

ENCOUNTER 2
GOOD TIME INTERRUPTED

A perform check of 5 will suffice to lead to the song

DC 10 will have everyone clapping along, and a
DC20 or higher will bring many festivities to a halt
as passerby’s stop and applaud the performance.

« \Who do you worship?

The quiet night is split by a woman’s scream!!
Bursting from the bushes is a young woman, her dress
ripped, and her blonde hair whipping freely. She is
pursued by a pack of wolves, which begin tearing into
the revelers.

“My calling led me to Ayla. She may not get the big
temples, but she dwells large in the hearts of many of
the farmers.”

The party-goers are attacked by wolves. The wolves will
cbncentrate attacks on the teens and children, unless a PC

& Any problems with wild animals?

iterrupts them. All the wolves have been enchanted
with a “Baleful Bite” spell. On a successful bite the target

“No, we get along well with our 4-footed brethren. We
had to clean up a pack of wolves a few years ago that
had grown beyond what could be balanced with the
other creatures, but nothing of note since.”

must make a DC 14 Fort save or be transformed into a
parrow. The witches’ coven is chanting, and any

parrow will head immediately to the witches, arriving in
few minutes, where silver cages have been readied.
/henever the wolves have transformed 4 or more

[72]

QD W

« \Who are you?

parrows, they will break from combat and flee into the

“A kindly shepherd to the common folk, showing
them the path to a good life, free from strife, and full
of joy. I tend the sick, heal the hurts, and offer advice
to those in need. You may call me Brother Latrew.

T 0 <

00ds.

Also remember that the current light is considered dim,
giving the wolves a 20% chance of being missed due to
poor visibility. The wolves have low-light vision and are
not bothered by the lighting conditions.

Brother Latrew will answer 3-4 questions before the
crowd becomes restless.

ATL 1: Wolf (6)
N Medium animal

A young girl interrupts your questions. “Tell me about
One-Armed Andy”. One, two, then many voices pick up
the chant. “Andy! Tell us about Andy!” Brother Latrew
shrugs, glances at the party and says “Duty calls”. He
picks up his lute, strums a few notes, and starts singing.
“Once upon a fine clear day, Andy went a-walking. With
his one good armand ....”

Init +2; Senses low-light vision, scent; Perception +8
C 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)
p 13 (2d8+4)
ort +6, Ref +6, Will +2
peed 50 ft.
elee bite +2 (1d6+1 baleful bite)
tr 13, Dex 15, Con 15, Int 2, Wis 12, Cha 6

Local Rumors

Talking to the locals will bring up a wealth of current
events and past misdeeds. Gossiping is frowned upon, bu
telling stories of occurrences from past years just gets a
round of guffaws, to the chagrin of the subject of the tale.
Refer to PLAYER’S HANDOUT #2 for rumors.

LSJ### Module Name

Base Atk +1; CMB +2; CMD 14 (18 vs. trip)

Feats Skill Focus (Perception)

Skills Acrobatics +2 (+10 to jump), Perception +8,
Stealth +6, Survival +1 (+5 when tracking by scent);
Racial Modifiers +4 Survival when tracking by scent

tLow-Light Vision See twice as far as a human in dim

light, distinguishing color and detail.
Scent (Ex) Detect opponents within 15+ feet by sense
of smell.
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Baleful Bite (Sp): On a successful bite attack, the
target must make a DC 14 Fort Save or be
transformed into a sparrow.

ATL 3: Wolves (8)

ENCOUNTER 3B

ATL 5: Wolves (10)

ATL 7 Wolves (3 per PC)

The townsfolk are wandering in a stunned silence. The
attack has destroyed the party atmosphere, and no one
seems capable of rational thought. Brother Latrew has
expended all his healing aiding the villagers, and no one
is willing to accompany you on the rescue attempt.

TO Encounter 3A (page 5).

GO TO Encounter 3B (page 5.

GO TO Encounter 4A (page 5).
If the PCs want to prepare before setting off o

If the PCs want to recruit townsfolk to form a posse

If the PCs want to chase immediately after the wolves

If the PCs want to speak with Mayor Brexton GO

ENCOUNTER 4A
WALK TO THE WOODS

pursuit, GO TO Encounter 4B (Page 5).
If the PCs want to leave, or do nothing to assist th
townsfolk GO TO Epilogue D (page 9).

vV VYV VvV VYV V

ENCOUNTER 3A
AFTER THE AMBUSH

e

As you make your way across the fields, streams and
ponds, the sounds of crickets soothe your shaky
nerves. Night reaches full darkness as you try to
follow the trail of the wolves. The recently harvested
fields are filled with ominous shapes that reveal as
shocks of wheat when you get close. The tracks are
confusing, and you lose them several times. After a
couple of false leads, you come a small meadow with a
small cabin set in the middle. The walls and roof of

The townsfolk are reeling from the sudden attack
Mothers are crying out for their children, Brothe
Latrew is tending to the wounded, and May

 t
ra
(<

he cabin are covered in moss and vines, given it an
bandoned appearance. The path of the wolves
pntinues further on.

Brexton approaches the group. “Well, that certainly
put an end to the festivities. While we get this messT

he party will need to make 2 tracking rolls DC 10 to

cleaned up, | don’t suppose that you could help us out,spiccessfully follow the wolves® trail.

and go rescue our stolen villagers?”

&« What does it pay?

IT the party enters the cabin GOTO encounter 5
If the party continues to follow the trail GOTO
Encounter 6. (page W)

“I realize that experts’ duties require experts’ pay. |
can offer you (25xATL) gp, plus few adventuring
items that | have taken in trade over the years.”

ENCOUNTER 4B

< Will any townsfolk help us?

The night has fallen as you leave Brexton, following

“Not really. There aren’t many problems that the
Diamond Legion can’t take care of. But they aren’t
due back for 2 more days.”

the dim trail that the wolves left behind. As you make
your way across the fields, streams and ponds, the
spunds of crickets soothe your shaky nerves. The

« Do you have anything that could help us?

recently harvested fields are filled with ominous
shapes that reveal as shocks of wheat when you get
close. The tracks are confusing, and you lose them

“Brother Latrew has several potions that may help.
Two potions of Cure Light Wounds, 1 potion of Bull
Strength, and 2 potions of Cure Moderate Wounds.

He asks for any back that you don’t use.

everal times. After a couple of false leads, you come a
small meadow with a small cabin set in the middle.
The walls and roof of the cabin are covered in moss
and vines, given it an abandoned appearance. The

(%%
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path of the wolves continues further on. From behin
the cabin you can hear chanting getting louder, as

;

t
N

allest hat proclaims “Too late, the ritual is done! Our
Aaster will feed well this night!”

coming to a conclusion.

If the party enters the cabin GOTO encounter 5
If the party continues to follow the trail GOTO

If the party prepared in the village, and stopped at the
cottage, then read the following

Encounter 6. (page 6)

As you watch in horror, the flames from the fire flare
up, and in them stands a 7 foot tall woman with
stringy hair, and fingers shaped like talons.

ENCOUNTER 5
CABIN IN THE MEADOW

The night hag will appear in (12 — ATL) rounds. Any
extra time spent buffing beyond the 2 rounds will count
against the party. She will appear in the middle of the

The cabin door swings open to reveal a small, dim
interior. Root vegetables hang from the rafters and

fire, and spend 1 round looking around before attacking.

shelves full of jars cover the walls. There is a mustyThe witches will call the bear(s) from the wheat as a
smell to the air. In the shadows, you can make out 3move action the first round, then attack to the best of their

rough cots. A sturdy fireplace has a hook for cooking,
but there is no pot. There does not appear to be
anyone present.

apilities.

It all 3 witches are killed, the night hag will not appear,

A search check DC (15+ATL) will reveal a letter under
one of the pillows. Player’s Handout #3. There is
nothing else of interest in the cabin.

ENCOUNTER 6
WITCHES COVEN

but once she arrives she will be there until killed.

ATL1

3 witches (Winnifred, Bernadette, Helga)

Female human witch 2

CE Medium humanoid (human)

Init +1; Senses Perception +0

AC 15, touch 11, flat-footed 14 (+1 Dex, +4 mage armor)
hp 15 (2d6+6)

Fort +2, Ref +1, Will +3

Following the trail around the cabin, you can hear,\

voices chanting. Your view is blocked by a field of 5-

foot-high wheat that has not been mowed. You can see

the reflection of a fire in the night sky.

Speed 30 ft.

flelee  morningstar +0 (1d8-1)

pecial Attacks hexes (cackle, evil eye, slumber)
Vitch Spells Prepared (CL 2nd; concentration +5)

S
V]

Allow the party to take any actions that they want, but
after 2 rounds, continue with the boxes text.

1st—burning hands (DC 14), mage-armeor, summon
monster |

0 (at will)—dancing lights, daze (DC 13), detect magic,
touch of fatigue (DC 13)

After listening for a few moments, you realize that the
chanting is picking up intensity. A cold wind has
picked up, and the sky seems to be darkening, even as
the moon rises over the horizon.

Patron Deception, familiar is a cat.

tr 8, Dex 12, Con 14, Int 17, Wis 10, Cha 13
ase Atk +1; CMB +0; CMD 11

Heats Extra Hex, Point-Blank Shot

Skills Bluff +3, Diplomacy +3, Intimidate +6,

S
B

After the party advances to the clearing, continue

Knowledge (arcana) +8, Knowledge (planes) +8,
Spellcraft +8
Languages Abyssal, Common, Dwarven, Elven

As you step out of the wheat, you see the bonfire
burning low. There are 4 posts set at the cardinal
points around the fire, approximately 10 feet to each
arm of the cross. Standing near the fire is the source
of the chanting, 3 human women dressed in dark
colors. They turn as you enter and the one with the

LSJ### Module Name

ther Gear morningstar, belt pouch, spell component
pouch

rcane Familiar Nearby You gain the Alertness feat

hile your familiar is within arm's reach.

ackle (Su) As a move action, extend the duration of
other hexes by 1 rd.
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Evil Eye -2 (6 rounds, DC 14) (Su) Foe in 30 ft takes
penalty to your choice of AC, attacks, saves, ability or
skill checks (Will Save reduces this to 1 round).

Base Atk +2; CMB +1; CMD 12
Feats Combat Casting, Extra Hex, Extra Hex
Skills Bluff +5, Diplomacy +5, Intimidate +8,

Share Spells with Familiar Can cast spells with a target Knowledge (arcana) +11, Knowledge (planes) +11,

of "You" on the familiar with a range of touch.

Perception +4, Spellcraft +11

Slumber (2 rounds, DC 14) (Su) Foe in 30 ft falls asleep Languages Abyssal, Common, Dwarven, Elven, Infernal

for duration, or until damaged or roused by ally (Will
neg).

ATL 3
Same 3 witches as ATL1, plus 1 bear
Black Bear

N Medium animal
Init +3; Senses low-light vision, scent; Perception +6

SQ witch's familiar (cat)

Other Gear dagger, morningstar, belt pouch, spell
component pouch

Cackle (Su) As a move action, extend the duration of
other hexes by 1 rd.

Charm +1 (4 rounds, DC 16) (Su) Improve attitude of
humanoid or animal in 30 ft. by 1 step(s).

Combat Casting +4 to Concentration checks to cast
while on the defensive.

Coven (Ex) Count as a hag to form covens, and aid

AC 18, touch 14, FF 15 (+1 deflect, +3 Dex, +4 natural) another can increase coven witch's CL.

hp 32 (5d8+10)

Fort +7, Ref +8, Will +3

Speed 40 ft.

Melee bite +6 (1d4+3), 2 claws +6 (1d4+3 plus grab)
Space 10 ft.; Reach 5 ft.

Str 17, Dex 17, Con 15, Int 2, Wis 12, Cha 6

Base Atk +3; CMB +6 (+10 grapple); CMD 20 (24 vs.

trip)
Feats Endurance, Run, Skill Focus (Survival)

Deliver Touch Spells Through Familiar (Su) Your
familiar can deliver touch spells for you.

Empathic Link with Familiar (Su) You have an
empathic link with your Arcane Familiar.

Evil Eye -2 (7 rounds, DC 16) (Su) Foe in 30 ft takes
penalty to your choice of AC, attacks, saves, ability or
skill checks (Will Save reduces duration to 1 round).
Familiar Bonus: +3 to Stealth checks You gain the
Alertness feat while your familiar is within arm's reach.

Skills Acrobatics +3 (+7 to jump with a running start, +7 Share Spells with Familiar Can cast spells with a target

to jump), Perception +6, Survival +5, Swim +12;

of "You" on the familiar with a range of touch.

Grab: Claw (Medium) (Ex) You can start a grapple asa Slumber (4 rounds, DC 16) (Su) Foe in 30 ft falls asleep

free action if you hit with the designated weapon.

for duration, or until damaged or roused by ally (Will

Scent (Ex) Detect opponents within 15+ feet by sense of neg).

smell.
ATL 5

3 witches (Winnifred, Bernadette, Helga)

CE Female human witch 4

Init +1; Senses Perception +4

AC 15*, touch 11, flat-footed 14 (+1 Dex, +4 mage
armor)

hp 36 (4d6+12 +8 from false life)

Fort +3, Ref +2, Will +4

Speed 30 ft.

Melee: morningstar +1 (1d8-1)

SA: hexes (cackle, charm, coven, evil eye, slumber)
Witch Spells Prepared (CL 4th; concentration +8)

Cat

N Tiny magical beast (animal)

Init +2; Senses low-light vision, scent; Perception +8
AC 16, touch 14, FF 14 (+2 Dex, +2 nat, +2 size)

hp 14 (1d8-1)

Fort +1, Ref +4, Will +5

Speed 30 ft.

Melee bite +6 (1d3-4), 2 claws +6 (1d2-4)

Space 2 ft.; Reach O ft.

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

Base Atk +2; CMB +2; CMD 8 (12 vs. trip)

Feats Weapon Finesse[B]

Skills Bluff +2, Climb +6, Diplomacy +2, Intimidate +2,
Perception +8, Spellcraft +2, Stealth +14; Racial

2nd—false-life, hold person (DC 16), inflict moderate Modifiers +4 Climb, +4 Stealth

wounds (DC 16)
1st—burning hands (DC 15), charm person (DC 15),

mage-aFmer, summon monster |

SQ improved evasion
Improved Evasion (Ex) No damage on successful reflex
save; half on failed save.

0 (at will)—dancing lights, daze (DC 14), detect magic, Low-Light Vision See twice as far as a human in dim

touch of fatigue (DC 14)
Patron Deception
Str 8, Dex 12, Con 14, Int 18, Wis 10, Cha 13

LSJ### Module Name

light, distinguishing color and detail.
Scent (Ex) Detect opponents within 15+ feet by sense of
smell.
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Black Bear (2)

N Medium animal

Init +3; Senses low-light vision, scent; Perception +6
AC 18, touch 14, FF 15 (+1 deflect, +3 Dex, +4 natural)
hp 32 (5d8+10)

Fort +7, Ref +8, Will +3

Speed 40 ft.

Melee bite +6 (1d4+3), 2 claws +6 (1d4+3 plus grab)
Space 10 ft.; Reach 5 ft.

Str 17, Dex 17, Con 15, Int 2, Wis 12, Cha 6

Base Atk +3; CMB +6 (+10 grapple); CMD 20 (24 vs.
trip)

Feats Endurance, Run, Skill Focus (Survival)

Skills Acrobatics +3 (+7 to jump with a running start, +7
to jump), Perception +6, Survival +5, Swim +12;

Grab: Claw (Medium) (Ex) You can start a grapple as a
free action if you hit with the designated weapon.

Scent (Ex) Detect opponents within 15+ feet by sense of
smell.

ATL 7

3 witches (Winnifred, Bernadette, Helga)

Female human witch 6

CE Medium humanoid (human)

Init +1; Senses Perception +4

AC 15, touch 11, flat-footed 10 (+1 Dex)

hp 51 (6d6+18 +10 from false life)

Fort +4, Ref +3, Will +5

Speed 30 ft.

Melee morningstar +2 (1d8-1)

Special Attacks hexes (cackle, cauldron, charm, coven,

evil eye, slumber)

Witch Spells Prepared (CL 6th; concentration +10)
3rd—heroism, ray of exhaustion (DC 17), summon

monster 111

Languages Abyssal, Common, Dwarven, Elven, Infernal
SQ witch's familiar (quasit)

Other Gear dagger, morningstar, belt pouch, spell
component pouch

Cackle (Su) As a move action, extend the duration of
other hexes by 1 rd.

Charm +1 (4 rounds, DC 17) (Su) Improve attitude of
humanoid or animal in 30 ft. by 1 step.

Combat Casting +4 to Concentration checks to cast
while on the defensive.

Coven (Ex) Count as a hag to form covens, and aid
another can increase coven witch's CL.

Deliver Touch Spells Through Familiar (Su) Your
familiar can deliver touch spells for you.

Empathic Link with Familiar (Su) You have an
empathic link with your Arcane Familiar.

Evil Eye -2 (7 rounds, DC 17) (Su) Foe in 30 ft takes
penalty to your choice of AC, attacks, saves, ability or
skill checks (Will part).

Familiar Bonus: You gain the Alertness feat while your
familiar is within arm's reach.

Share Spells with Familiar Can cast spells with a target
of "You" on the familiar with a range of touch.

Slumber (6 rounds, DC 17) (Su) Foe in 30 ft falls asleep
for duration, or until damaged or roused by ally (Will

neg).

Quiasit

CE Tiny outsider (chaotic, demon, evil, extraplanar)
Init +6; Senses darkvision 60 ft.; Perception +8

AC 19, touch 14, flat-footed 17 (+2 Dex, +5 natural, +2
size)

hp 20 (3d10); fast healing 2

Fort +2, Ref +5, Will +6

DR 5/good or cold iron; Immune electricity, poison;
Resist acid 10, cold 10, fire 10

Speed 20 ft., fly 50 ft. (perfect)

Melee bite +7 (1d4-1), 2 claws +7 (1d3-1 plus poison)
Space 2% ft.; Reach 0 ft.

2nd—burning gaze (DC 16), false-tife, hold person (DC Spell-Like Abilities (CL 6th; concentration +6)

16), inflict moderate wounds (DC 16)

1st—burning hands (DC 15), charm person (DC 15),
mage-armer, summon monster |

0 (at will)—dancing lights, daze (DC 14), detect magic,
touch of fatigue (DC 14)

Patron Deception
Str 8, Dex 12, Con 14, Int 18, Wis 10, Cha 13
Base Atk +3; CMB +2; CMD 13
Feats Brew Potion, Combat Casting, Extra Hex, Extra
Hex, Improved Familiar
Skills Bluff +5, Craft (alchemy) +17, Diplomacy +5,
Intimidate +10, Knowledge (arcana) +11, Knowledge
(planes) +11, Perception +4, Spellcraft +11, Use Magic
Device +10

LSJ### Module Name

At will—detect good, detect magic, invisibility (self
only)
1/day—cause fear (30-ft. radius) (DC 11)
1/week—commune (6 questions)
Str 8, Dex 14, Con 11, Int 11, Wis 12, Cha 11
Base Atk +3; CMB +3; CMD 12
Feats Improved Initiative, Weapon Finesse
Skills Acrobatics +2 (-2 to jump), Bluff +7, Diplomacy
+4, Fly +20, Intimidate +9, Knowledge (planes) +7,
Perception +8, Spellcraft +4, Stealth +16, Use Magic
Device +6
Languages Abyssal, Common; telepathy (by touch only)
Improved evasion
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Fast Healing 2 (Ex) Heal damage every round unless
you are killed.

Fly (50 feet, Perfect) You can fly!

Improved Evasion (Ex) No damage on successful refle

“Good job! Well done! Let’s get out of here, and
go back to town to show our appreciation.” The
party went well into the night, and the caravan
left late the next day.

save; half on failed save.
Change shape (2 of the following forms: bat, Small

CONCLUSION B

centipede, toad, or wolf; polymorph),

Space 10 ft.; Reach 5 ft.
Str 17, Dex 17, Con 15, Int 2, Wis 12, Cha 6

Base Atk +5*; CMB +8* (+12* grapple); CMD 22* (267

vs. trip)

Poison (DC 15) (Ex) Claw—injury; save Fort DC 15;
onset 1; frequency 1/round for 6 rounds; effect 1d2 Dex;
cure 1 save. The save DC is Dexterity-based.
Telepathy (Touch) (Su) Communicate telepathically if

You find yourselves overwhelmed by the enemy. You
awaken, staring into the kindly eyes of a dwarven
cleric of Galvandt, dressed in the surcoat of a
Diamond Legionnaire. “Welcome back. We managed
to save your friends, but the villagers were too far
gone for the spells we carry. The somber procession
returns to the village, and Mayor Brexton gives you a
large bag full of equipment. “Here’s the payment for
your efforts. You did your best. It just wasn’t
enough.” He turns to comfort a sobbing mother and
the grief-stricken father.

the target has a language.

Black Bear (3)
N Medium animal

CONCLUSION C

Init +3; Senses low-light vision, scent; Perception +8*
AC 18, touch 14, FF 15 (+1 deflect, +3 Dex, +4 natural)
hp 32 (5d8+10)

Fort +9*, Ref +10*, Will +5*

Speed 40 ft.

Melee bite +8* (1d4+3), 2 claws +8* (1d4+3 plus grab)
Feats Endurance, Run, Skill Focus (Survival)

Skills Acrobatics +5* (+9* to jump with a running start,
+9* to jump), Perception +8*, Survival +7, Swim +14%*;

Overwhelmed by the enemy, you are forced to flee the
battle! Behind you, you can hear the cackling of the
remaining witches and an inhuman, throaty laugh
from the night hag. Back at the village, small groups
cluster together and shudder at the sounds in the
night air. Mayor Brexton, his face clouded by sorrow,
pays each of you (25x ATL) gp for your efforts. His
eyes bright with tears, he shakes each of your hands,
then turns away.

Grab: Claw (Medium) (Ex) You can start a grapple as a
free action if you hit with the designated weapon.
Scent (Ex) Detect opponents within 15+ feet by sense of

CONCLUSION D

smell.
*Heroism spell

> If the PCs defeat the witches, GO TO Conclusion

n

You return to your drinking, ignoring the stares of the
villagers. While the night is pierced by soul-
shattering cries, you order another round. Life is so

much easier as a caravan guard!

(page 9).

EPILOGUE

> |If the PCs all die from the witches, GO TO
Conclusion B (page 9).
» If the PCs run away from the witches, GO TQ

Conclusion C (page 9).

A night hag enters the clearing with the dead witches.
“My poor sisters, Killed while so young. | should fix
this” ...

CONCLUSION A

As the last enemy falls, there is a shout from the
field, and dozens of villagers pour in to
congratulate the group, offer congratulations,
and press a mostly full mug of beer into the
party’s hands. Mayor Brexton steps forward.

LSJ### Module Name

THus ENDs “BEER RUN”

TIME UNIT COST: 10 TU

Page 9




LSJ### Module Name Page 10



EXPERIENCE POINT SUMMARY

Total the XP earned from the following:

ATL1 ATL3 ATLS5 ATLY

Module Experience 700 950 1400 | 2000

Roleplaying XP Bonus 50 50 100 100

Maximum Possible XP 750 1000 1500 2100

Experience earned is based on the Average Table Level (ATL), and no PC received experience greater than the
ATL at which the adventure was run. However, the maximum experience a specific PC can earn is also limited to
the next higher ATL above his “personal ATL” level (his character level rounded up to the nearest odd number).
For example: a 3rd level PC plays at the same table with high-level players and the group comes out to be an ATL
9. The maximum amount of experience the 3rd level PC can earn would be based on ATL 5, but a 6th level PC
(personal ATL 7) would earn XP based on ATL 9. With such a disparaging range of experience earned from 1st all
the way to 19th levels, this is the only way to make sure that low-level PCs don't earn experience too quickly.

TREASURE SUMMARY

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

25 gp X ATL reward at start
25 gp X ATL reward for fighting the witches

Cert 2x potions Barkskin +4 (CRB) 1800 gp value

Cert Acrobatic slippers (Ultimate Equipment) 3000 gp value
Cert Aegis of Recovery (Ultimate Equipment) 1500gp value
Cert Wand False Life [25 charges] (CRB) 2000gp value
Cert Heavyload belt (Ultimate Equipment) 2000 gp value
Cert +1 light steel shield (CRB) 1160 gp value

Cert for all PCs (for Conclusion A and B only).
Free invitation to the Beerfest next year, with 10 free rounds of ale for each PC.
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PLAYER'S HANDOUT #1

Brexton

Ruler: Mayor Anders Brexton

Government: Elected mayor and council
Resources: Farming, livestock

Population: 571 (humans 83%, halflings 11%,
half-elves 3%, gnomes 1%, half-orcs 1%)
Alignment: N, NG, LG, LN

Language: Common

Deities: Ardra, Ayla, Brianna, Cerion, Elianna,
Sorena

Description: Located four days travel north of
Amthydor, the village began in 15260 ER (1520
AF) as the Brexton family farm. As the family
grew over nine generations, so did the village, as
travelers settled down or nearby smaller farmers
sought safety in numbers. The Brexton family
operates the village’s only inn, the Merry
Manticore. Approximately 40% of the village
claims some relation to the Brexton family
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PLAYER'S HANDOUT #2

Rumors and Gossip
There are wolves in the woods.
Sally is eloping with George as soon as he gets his wages for the season.
There are dark elves in the area.
There is a Witch nearby in a gingerbread cottage.
A woodsman got eaten by a bear last year (false)
There is a wedding coming because the girl is in a family way.
Tom and Will are going to come to blows if Edna doesn’t choose soon.
The Beerfest was better last year.
The Drowned Lady was seen last month by a caravan guard.
. A group of dwarfs loaded with tribute for their thane were attacked by orcs. Both groups were
killed but the tribute was never found.

LN EWNRE

[EEN
o
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PLAYER’S HANDOUT #3
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GM HANDOUT #1

DWARVEN ALE — Deep brown color; nutty flavor; off-white head; strong,
bitter finish.

RANNIC’S STOUT - Black color; chocolate flavor; creamy-smooth ivory head;
sweet finish

SPATTEN’S BREW — Reddish-brown color; medium body; malt flavor; sweet
finish

DUNKEL DRAFT — Brown color; light malt flavor; nutty finish
GOLDEN BLONDE — Wheat color; light body; citrus and cinnamon flavors

ERLINNE WEISSE — Milky-white color; medium body; sour flavor
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GM AID #2

Baleful Bite
School: Transformation; Level: Witch Coven Ritual 2
Casting time: 1 hour
Components: V, S, F, boiling cauldron and 100 gp in exotic ingredients.
Range: Touch
Target: 1 creature with the trip special ability per level of witch in the coven
may be enchanted.
Duration: 1 hour / 1 hour per level
Saving Throw: Fortitude negates; Spell Resistance: yes

This spell replaces a creature’s trip attack with a baleful polymorph spell. The
spell effect lasts for 1 hour, and the polymorph effect lasts 1 hour per caster
level. The effect of the polymorph is chosen at the time of the casting, and has
the same effect across all recipients. There must be at least 6 combined levels
of witches in the coven to cast this spell.
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GM AID #3
Night Hag CR 9

NE Medium outsider (evil, extraplanar)
Init +4; Senses darkvision 60 ft., detect chaos, detect evil, detect good, detect law, detect magic;
Perception +16
AC 28, touch 16, flat-footed 24 (+2 deflection, +4 Dex, +12 natural)
hp 92 (8d10+48)
Fort +15, Ref +9, Will +12
DR 10/cold iron, 10/magic; Immune charm, cold, fear, fire, sleep; SR 24
Speed 30 ft
Melee bite +13 (2d6+5 plus disease), 2 claws +13 (1d4+5)
Special Attacks dream haunting
Spell-Like Abilities (CL 8th; concentration +11)
Constant—detect chaos, detect evil, detect good, detect law, detect magic
At will—deep slumber (DC 16), etherealness (with heartstone), invisibility, magic missile, ray
of enfeeblement (DC 14), soul bind (with heartstone) (DC 22)
Str 21, Dex 19, Con 22, Int 18, Wis 16, Cha 17
Base Atk +8; CMB +13; CMD 29
Feats Alertness, Combat Casting, Deceitful, Mounted Combat
Skills Bluff +16, Diplomacy +11, Disguise +16, Intimidate +14, Knowledge (arcana) +12,
Knowledge (planes) +15, Perception +16, Ride +15, Sense Motive +16, Spellcraft +15
Languages Abyssal, Celestial, Common, Elven, Infernal
SQ change shape (any humanoid; alter self), heartstone
Other Gear heartstone
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ROSTER OF HEROES: <BEER RUN>

Player Name: Home State:

Email address: (optional)
Hero’s Name: Sex: Race: Class:

Level: Hero'sStats: Str ___ Dex __ Con___Int___ Wis___Cha___
Special items or comments:

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: Hero'sStats: Str _ Dex  Con___ Int_ Wis__ Cha___
Special items or comments:

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: Hero'sStats: Str _ Dex  Con___ Int_ Wis__ Cha___
Special items or comments:

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: Hero'sStats: Str _ Dex  Con___ Int_ Wis_ Cha___
Special items or comments:

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: Hero'sStats: Str _ Dex  Con___ Int__ Wis__ Cha___
Special items or comments:

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: Hero'sStats: Str _ Dex  Con___Int_ Wis__ Cha___
Special items or comments:

Leveled: _ Lostlevel(s): __ Dead: ___ Outof Play:__ 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. ldentification: 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

Beer Run, Copyright 2017, The Shining Jewel Campaign Author Robert Hitz.
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