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Ms. Gnomer

By Jay Fisher

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

Tiffany Brandywine, a cousin within the gnomish noble house of Krimpach, is
looking for a husband. But her criteria for a mate confounds even the head of this
unusual noble house that Lord Krimpach has hired you to find the perfect man for
this finicky woman. Easy, right? For heroes of levels 1-15.
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LEGAL TEXT

PATHFINDER is a registered trademark of PAIZO
PUBLISHING, LLC, and the PATHFINDER
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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
ECL adjustments) 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).
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ADVENTURE BACKGROUND

First, give any background necessary to understand
what has come before the adventure begins, and a
broad overview of what happens in the module. If
mentioning previous modules, try to avoid spoilers
if at all possible.

Encounter 1: House Krimpach - PCs visit the
gnomish Noble House for their rather unusual
mission.

Encounter 2: Human Nature - Upon leaving the
Nobles District, the PCs get visited by a mystery
man urging them to not take (or sabotage) the
mission.

Encounter 3: On The Road Again - PCs encounter
a caravan under attack.

Encounter 4: Left Turn at Albuguerque - PCs get a
number of directions on which way to go ... but
are really getting the run-around.

Encounter 5: Gnome Alone - The PCs encounter a
gnome on his farm fending off an attack. He's out-
manned and out-"gunned" and it is up to the PCs to
save him.

Encounter 6: Mine Not Yours - The PCs are
directed to a mine, which is under siege at the
moment.

Encounter 7: Up In Smoke - The PCs' actual
destination. But this shop is being robbed and the
gnome inside being persecuted.

Encounter 8: Who D'Goes There? - All clues lead
to the bad guys, who may or may not know the
PCs are coming.

Conclusion - PCs return back to House Krimpach
in Amthydor with their results.

Epilogue — Results from said conclusions.

INTRODUCTION — NOBLES DISTRICT

You have been summoned ... by a noble family.
In all your dealings with the nobles, your efforts
have finally reached their attentions. They look
to you in their need for your expert services and
insight. You feel a sense of pride as you make
your way to the Nobles District for your meeting.

You are stopped at the district gate by one of the
guards that bar your entrance. With confidence
(and perhaps a little smugness) you hand over
your letter of admittance for the guard to read.
With a sneer, the guard takes your letter and
begins to read. But instead of a look of respect
that you might expect, the corners of his mouth
twitches into an almost smile. The guard regains
his composure and opens the gate.

"House Krimpach is in the northeast corner of
the district. Follow this map and you should be
there quick. Please do not deviate from your
destination as this invitation doesn't allow you
carte blanche access to the district.”

The guard hands you a map and allows you to
enter.

Give players MAP 1 - Nobles District: Northern
Section. The route traced from the district gates to
the mansion in question is the route in which the
PCs will have to traverse.

Players might ask the guard why he smiled upon
seeing their destination. His only response will be:
""Oh, nothing. | just thought it funny.” If the
PC(s) make a Sense Motive check DC 5, they will
know he is holding something back, but he won't
tell. And no amount of persuasion or bribery can
loosen his lips. After all, why ruin the surprise? ©

» Continue to House Krimpach, GO TO
Encounter 1 (page 4).
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ENCOUNTER 1 — HOUSE KRIMPACH

You follow the directions given, walking the street
of Amthydor's upper class. In the corner of the
district sits a modest little manor. Modest, that is,
in comparison to the rest of the homes located in
the Noble's District. The ornate wood building,
while at least half the size of most mansions in
the area, still seems to cover the same space that
three normal houses would cover. As you
approach the doorway, you see a doorframe
carved with the head of woodland animals. On
the door itself is a huge brass knocker in the
shape of a dragon's head. The banger of the
knocker is the dragon head's lower jaw.

20), they have a chance at finding the pit trap in the
floor. If they are actively looking (the PC(s) must
state so), then they get a +5 bonus to the check. If
the PCs do not detect the trap, have the PCs in the
front make a Reflex save DC 15 + ATL. Each PC
thereafter will get a +1 cumulative circumstance
bonus to their Reflex save since they saw the PC
before them try to avoid ... something. Continue
the save checks until one PC falls into the pit or
they have all made their save. If a PC falls into the
pit, read the following.

If the PCs use the knocker, they will hear a loud
roar and a cloud of smoke will puff out of the
dragon's mouth. If the PCs knock on the door,
none of that will happen. Either way, the door will
be opened by a small young male gnome, his beard
showing just a tinge of white.

You walk down the hallway listening to
Lockquick chatter away when suddenly you feel
yourself falling! Your fall is short as you hit a
squishy substance. A little bit of the substance
gets into your mouth and it tastes like
chocolate!

"Ah, visitors! Enter and be welcome! | am
Lockquick Krimpach, a cousin of the family. Are
you here for business with a particular family
member, or are you just here for a friendly visit?
What am | babbling about? All visits should be
friendly. Who do you wish to see?"

Those looking down into the pit can see their fallen
comrade covered in chocolate pudding (the
editable kind, not the creature ©). If asked,
Lockquick will go and get a small rope ladder
(which is conveniently nearby) and lower it to the
PC to help him out of the pit.

If the PCs hand Lockquick their invitation, he will
read it quickly.

"Ah! You wish to see Stonefurl! Our head-
honcho. The numero uno! The big cheese of the
manor. Yes, come right this way." Lockquick
darts off without looking behind to see if you're
following.

"Oh my! How did that get there? Come, come.
Don't dawdle. After all, you shouldn't keep Lord
Krimpach waiting. This way," Lockquick says
and he continues down the hallway.

As you follow Lockquick, you notice portraits of
the Krimpach family line hanging upon the walls.
Their smiles are only slightly smaller than the
size of their noses (which means that they have
humongous smiles!). As you get about halfway
down the hall you are currently in, you hear a
soft sound of a spring as well as a blur of white
heading towards your face.

Lockquick will lead the PCs though several
hallways to the visiting room. On the way, a
number of these events will take place (1-3,
depending on the time factor and the GM's
discretion).

As the PCs follow Lockquick down the hallway,
their guide moves to the side of the hall as he is apt
to do. If the PCs check for traps (Perception DC

Have all the PCs make a Reflex check at DC 15.
The one who misses the check by the most gets hit
with an icky pistachio-banana cream pie. If no one
misses, the pie goes harmlessly by the PCs and
splats against the wall at the far end of the hall. If
the pie hits, it will leave a sick mess of green-
yellow gunk on the PC's face. If asked, Lockquick
will get a towel for the PC to clean himself up
(this, too, is located conveniently in the hall).
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As you get to the end of the hallway, Lockquick
will bow and point towards the door. ""The Lord
Consul will meet you in there. Please go in and
make yourself comfortable.” He then waits for
you to enter the room.

If the PC(s) try to detect for a trap, a successful
Perception check at DC 20 will allow him to find
the trap. A successful Disable Device check at DC
20 will allow him to deactivate the trap. If the
PC(s) go into the room without having deactivated
the trap, have them roll a Reflex save at DC 25
(DC 20 if they know something's about to happen).
If the PC misses their roll, read the following:

If the PCs check out all the chairs before sitting,
one of them will have an air bladder beneath on of
the cushions. If the PCs do not find the air
bladder, read the following about one of them
(choose one or roll randomly).

The chairs look very comfortable. But as you sit,
a loud noise belches out from underneath you
sounding like a nasty flatulence. A second later,
a disgusting smell can be detected by everyone in
the room ... the smell seems to be coming from
your direction.

As you walk through the doorway, you feel your
head doused with a water-like liquid. As you turn
to Lockquick, you see him smiling. He pulls out a
mirror so you can see the effects of what you've
been sprayed with ... and right before your eyes
your hair quickly turns the shade of hot pink!

If the PC makes the save, then he avoids most of
the liquid. Although a few stray drops will still hit
the PC's hair and leave a number of splotches (roll
1d8 to determine how many) of hot pink areas on
the PC's head. Should the liquid come in contact
with PCs that have their hair already been turned
into feathers, the liquid will react differently. The
feathers will turn a bright yellow with a tinge of
dark red at the end of each feather. Even
Lockquick will be surprised at this reaction as this
will be the first time he has seen such a thing.

Please Note: If at any time a PCs attempts to pull off a
practical joke against Lockquick, let him make the
attempt at any time during their travel to the Lord
Consul's audience chamber. If it is fairly inventive, let
it succeed.

You enter into a room that is about twenty feet by
twenty feet. Inside is a large desk, a mirror, eight
cushioned chairs and several small tables. The
desk is on a platform that's about six inches off
the floor. On each tale are several sticks of gum
and several bottles of bubbly brown liquid. The
gum is blue and smells like blueberries.

If the PC stands and moves away from the chair,
he will find that the smell will follow him.

Allow the PCs to look around the room. There are
several other pranks in this room as well. Give the
PCs about 5-10 minutes to explore, unless they say
that they just wait.

If any of the PCs look into the mirror, have them
make a Fortitude save DC 10 + ATL. If the PC
makes the save he will see his image in the mirror
distorted (either short and fat, tall and paper thin,
wavy and curvy, or some other distortion as seen in
a fun house). Should the PC miss his save, then
his image will remain as normal ... however, the
others will notice that the physical appearance of
the PC has changed as noted above (pick a
distortion that would be radically opposite of what
the PC normally is). If not treated, this effect will
wear off in 1d4 hours.

If anyone tries the gum, they will find it has the
most delicious intense taste of blueberry. Have
them make a Fortitude save DC 15 + ATL. If they
fail, the PC's skill will turn a deep, dark blue.
Have the PC roll an additional Fortitude save. If
the PC fails this save as well, they will begin to
"inflate” and become as round as an actual
blueberry (with a head). If wearing armor or such,
these materials will automatically come off before
being destroyed. If not treated, this effect will
wear off in 1d4 hours.

If the PCs try the bubbly brown liquid, it will taste
like good root beer. Have the PC make a Fortitude
save DC 20 + ATL. If the PC fails, he will start to
feel light on his feet ... literally! He will slowly
levitate up to the ceiling (or higher if there is
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nothing blocking his path). If the PC says that he
wishes to burp, have them roll an additional
Fortitude save DC 15. If he succeeds, then he will
come back to the floor. If not treated, this effect
will wear off in 1d4 hours.

When all is done, Lord Consul Stonefurl Krimpach
will enter the room (followed by Lockquick). If
any of the PCs have been affected by the traps or
items from the room, Stonefurl will not attempt to
conceal his amusement.

wash, rinse, repeat. Although, I'm not exactly
sure how many wash cycles it will take. However,
it is a lovely shade on you. Perhaps by the time
you get back, I'll have a more definite answer,"
he says as he takes a long puff of his cigar.

A small gnome enters the room, leaving behind a
trail of smoke from his lit cigar. He looks at you
as if trying to take your measure and then walks
behind his desk and sits down. He removes his
cigar from his move and taps the excess ashes
from its end.

""Okay, so you are here. What are you here for?"

Stonefurl knows exactly why the PCs are here. He
just wants to hear them say it. If the PCs mention
about the traps and pranks, he will simply smile.

Stonefurl is basically giving the PCs the
opportunity to complain at this moment. He's
trying to find out their "mettle” to see if they are
indeed the ones that can fulfill this particular
assignment. He will also confer quietly with
Lockquick on how the PCs reacted to the practical
jokes that were put to them.

The next "boxed text" is quite long-winded. Try to
pause ever-so-slightly after each sentence (if
necessary, be "Shatner-esque”. This is a boxed
text in which the PC(s) can actually interrupt if
they wish to do so. If not, Stonefurl will go on and
on and on (and finish) if allowed to do so.

"Well, Lockquick is learning the job of security
quickly. Yet, he still has the playfulness of
youth," he says as he pats the young gnome on
the shoulder. "He occasionally does not fully
deactivate all the security measures in place. He
just turns off the alarms. We know where they
are, of course, so we avoid them. But sometimes
we forget about visitors. Please accept my most
humble apologies with a gift."

Stonefurl will reach for a box upon his desk and
turn it around. He opens the lid, which its contents
will face the PCs. It is a box of the cigars. There
is nothing wrong with the cigars. In fact, it will
reverse any of the magic from the practical jokes
that had occurred earlier. Although, if the PC had
their hair turned pink or if they actually grew into a
giant blueberry, the effects of the pink hair and the
blue skin will remain.

"You know, we always have problems with the
blueberries. Lockquick, | think we better try
another flavor. A kiwi or something. That might
come out if you wash it in whiskey. You know,

"Now back to the subject at hand,” Stonefurl
continues, obviously satisfied on some level. *I
have summoned you for a very important mission.
A mission in which could grant you much
notoriety and great peril. Stalwart lords (and
ladies) such as yourselves are precisely what is
needed for a mission of this caliber. A mission,
that when completed, would result in great
fortune. A mission that will span great distances.
A mission that will unite two individuals forever
more. A mission that will breathe sanity back
into the lives of this House and its inhabitants.
Such actions would be regarded by all and passed
down through the ages. Everyone will remember
how chaos was thwarted and peace and
tranquility was restored. Not only for this House,
but for all of Raia, For nothing can be worse
than an empty heart. | fear if something isn't
done to fill her heart now, doom and despair will
fill it for all eternity. Like the blanket of despair
that is smothering this House as we speak. A
despair that is so heavy that it weighs you down
like a Tor Giant on your shoulders. A weight that
can collapse your very soul at any moment while
knowing that nothing can be done to stop the
inevitable. Knowing that no one is capable of
defeating such odds ... except for you."™
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Stonefurl pauses for a moment as he looks to
each of you.

""So, will you do it?"

If the PCs allow Stonefurl to complete his entire
speech, he will definitely be impressed by the PCs'
patience. Normally, he is cut off somewhere after
a third or halfway through and interrupted, but he
understands that he can be long-winded at times.
Of course, listening and comprehension are two
completely different entities.  Stonefurl will
graciously answer any questions that the PCs
might have.

» Huh?

would be okay. Heck, just being in the ballpark
would actually be good enough for me. Anything
to get her to stop pining away and bringing
everyone else down.”

» Do you have any suggestions on where we
can find such suitors?

“Oh yes. Before this House was ennobled, we
originally hailed from a small town outside the
capital city of Lemier in Khadros. | have
prepared a list of possible candidates that can be
found there.”

» How many suitors do you want us to find?

“Will you do it?”

“As many as you can get!” he says with a little
too much vehemence.

> Do what?

» So you have a list of these potential suitors?

“Help find a suitor for my niece Tiffany.”

“Oh yes. Here you go.”

» Is she the cause of this despair?

“Of course! Don't you feel it?”

> No.

“It's just as well. 1, too, would be feeling it right
now if not for your being here. What a lovely
distraction.”

Stonefurl will pass a parchment to a gnome,
halfling, rogue, bard, and then the person with the
highest charisma (in that order). Give PC Player's
Handout #1.

» You mentioned 'great fortune." / How much
will we get paid?

» So what kind of suitor(s) are we supposed to
be looking for?

*“Someone with a big heart and a lot of tolerance.
Someone with a sense of humor. Someone that
can walk softly and stand tall. Big noses are not
required ... Tiffany doesn't actually like them.
Someone that has a steady job and can support
themselves. Someone who has made a name for
themselves. Someone that ...” Stonefurl pauses
a moment as he sees your eyes beginning to glaze
over.

"Ahem. Yes, something like that."

» You expect us to find all of those qualities in
one person?

“Ah yes. The almighty gold piece. This is a
situation in which gold can buy love and
happiness. Or at least it can buy a very good

distraction for a month or four. I'll tell you what
... I'll make your payment dependent upon how
successful you are on finding those potential
suitors.”  Stonefurl opens a desk drawer and
places a gem on the desk. "You see this gem? It
is worth (see chart for basic gem value
based on ATL below). There will be one for each
of you if you bring back one suitor. If you bring
back two suitors, I will multiply its value by a
factor of five. If you bring back three or more
suitors, | will multiply its value by a factor of ten.
Again, that's for each of you that can potentially
have a gem worth gp. Is that worth
something to you?"'

“Sure! That could easily describe me. But I'm
married. And too old. And, well, let's just say
that ... nevermind. All or some of those qualities

If the PCs did not interrupt Stonefurl with his
earlier speech, add 10% to all the figures below.
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1 2 3+

Base GP

Suitor = Suitors  Suitors
1 50 50 250 500
3 100 100 500 1,000
5 150 150 750 1,500
7 200 200 1,000 2,000
9 250 250 1,250 2,500
11 500 500 2,500 5,000
13 750 750 3,750 7,500
15 1,000 1,000 5,000 10,000

» You mentioned great peril.

“l did? Hmm. I don't recall that. Of course, you
will be skirting the edge of the Darkwood Forest
on your way to Khadros. Also, many of the
smaller towns and villages, one of which you will
be travelling to, have been experiencing strife
from raiders or natural (or even supernatural)
occurrences. But you could be lucky. Nothing
may happen at all,"" he says will all innocence.

» Should we meet Tiffany to find out what she
wishes in a potential suitor?

Stonefurl quickly shakes his head. “I wouldn't
recommend that. In fact, that would be a bad
thing at this moment. She's a bit sensative right
now, and the fact that I'm sending you to do this
mission without her knowledge could sink her so
deep into despair that no one in this House will
ever recover if she ever found out. We'll figure
out a way in which the suitors will 'naturally’
meet with her so she never suspects anything.”

» Is there anything else that we should know

about?

“Nahh. | think that about covers it.” |

» If the PCs say "No," GOTO Conclusion A
(page 2).
» Ifthe PCssay ""Yes."

“Excellent! 1 knew 1 could count on you ...
which is why | sent you the invitations in the fist
place. I've always been a good judge of character
and you've already proven so by not only
accepting my hospitality, but by accepting the
mission as well. Thank you. Thank you very
much!”

"Lockquick will escort you out," he looks to the
young gnome. "THIS TIME, he will not take you
through all the security measures. Isn't that
right?"

Lockquick looks at the Lord Consul. "Of course,
sir. Whatever you say."

Lockquick will escort the PCs to the manor door
without further incident. He will also wish the PCs
luck and success for their mission.

> GOTO Encounter 2 (page 8).

ENCOUNTER 2 — HUMAN NATURE

When the PCs leave the Nobles District, the guards
at the gate will eye them intently. Word had gotten
back to them of the antics within the House
Krimpach mansion and they can barely keep a
straight face. If challenged, the guards will "lose
it" and burst out laughing, especially if any of the
PCs have the more obvious signs of the gnomes'
tom-foolery.

At the same time, the PCs will be approached by a
stranger. He is human and is dressed in standard
common attire for a temperate day such as today.

The day has turned hot a sticky as you leave the
Nobles District. As you begin to turn east down
the Royal Avenue, a man approaches your
position. Hes about average height and build,
has brown hair, and is about in his late twenties
or early thirties in age. Wearing both short
sleaves and shorts, he seems to have dressed in
anticipation for the hot and humid weather.
While his eyes gaze over you, he wears an
expression of seriousness that cannot be ignored.

"Good day. May | have a moment of your time?"*

This is Simon.  While he won't name his
employers by name, he will mention the
organization he represents: The League of Humans
for Amthydor. The League had popped up during
the Elfwar as they tried to not only get the elves
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banished from the city, but all demi-humans as
well.

If the PCs decline to speak with Simon, he will
bow graciously and simply walk away. GOTO
Encounter 3 (page 9).

If the PCs allow Simon to speak, continue on.

Thank you for your time. It has come to the
attention of my organization that you have been
selected to help perpetrate the proposed
population expansion of what my organizations
considers as 'undesirable.” My organization
would prefer that these little people not
propagate. 1'm sure you understand what | am
getting at."

Simon will only speak (and look) at humans in the
party. Everyone else doesn't exist to him. He will
not acknowledge any questions from any demi-
human as well.

» Which organization do you represent?

“The League of Humans for Amthydor.”

> What's in it for us?

“Our undying gratitude?'" Simon snorts.
""Obviously you will be well paid. In addition, my
organization would be willing to supply you with
weapons and materials now and in the future if
you follow through on this deal.”

» How will you know?

“Trust me. We will know. We have our ways.”

» And if we don't accept?

“Then you don't. 1'm not going to force you to do
anything that you don't want to do. But keep in
mind that we will find someone that believes that
we do and will take this assignment.”

At this point, Simon will have nothing more to
say. He will wait for the PCs to say "Yes" or
"No," thank them for their time, and be on his
way.

When the PCs are ready to move on, GOTO
Encounter 3 (page 9).

» And what does the League stand for?

“What we don't stand for is those that are
considered as ‘demi-human' to try to assume a
place in the Shining Jewel."

» So the League wants to get rid of all the
demi-humans from the city?

“They're actually mire like sub-human. But that
is essentially correct.”

» What would you like us to accomplish?

“I'm sure the good Lord Consul had given you a
list of potential mates in which to speak with.
Simply meet with them, present the gnome tramp
in the most unfavorable light, and ... if necessary
... do whatever it might take to dissuade any
suitors from calling on her.”

» What do you mean by 'whatever it might
take'?

Simon smiles. “Use your imagination.”

ENCOUNTER 3 — ON THE ROAD AGAIN

Allow the PCs the chance to do a Shopping Spree
if they desire. But keep a watch on the time and
don't dwell as there is still a lot of module left. ©

Leaving Amthydor, you head south along the
main trade road and eventually find yourselves
going west. After about a day and a half, you
turn north skirting the edge of Llynvale and the
Delambir mountains. It is about noon on day
three as the trail winds into a more rocky area.
In the distance you see what appears to be a small
caravan stopped in the middle of the road. But
that's not what draws your attention. The
creatures attacking the caravan appear to be a
pack of wolves. The gentle wind that had been at
your backs and comforting you in your travel
betrays you as the wolves smells your presence.
Howling in unison, they abandon the caravan
and charge towards you.
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|ATL 1

| ATL 3

¥ Werewolves, wolf form (4):

CE Medium Humanoid

Init +6 (+2 Dex. +4 Imp. Init); Senses low-light vision,
scent, wolf empathy.

AC 16 (17 if wearing a collar), touch 12, flat-footed 14
(15 if wearing a collar); (+2 Dex, +4 natural)

hp 20 (1d8+1 plus 2d10+6)

Fort +8, Ref +5, Will +2

Defense Abilities nil; DR 10/silver; Immune nil; SR
nil

Spd 50 ft.

Melee bite +5 (1d6+3)

Full Atk same.

Ranged nil

Space 5 ft.; Reach 5 ft.

Special Attacks curse of lycanthropy, trip

Spell-Like Abilities nil

Spells Known nil

Str 15, Dex 15, Con 16, Int 10, Wis 11, Cha 8

Base Atk +2; CMB +4; CMD 16

Feats Improved Initiative, Iron Will, Stealthy, Weapon
Focus (bite). (A werewolf in hybrid or wolf form gains
a +4 racial bonus on Survival checks when tracking by
scent.)

Skills Handle Animal +1, Perception +1, Stealth +6,
Survival +2

Languages nil

SQ low-light vision, scent, wolf empathy.

Gear nil

Special Abilities

Alternate Form (Su): A werewolf can assume a
bipedal hybrid form or the form of a wolf.

Curse of Lycanthropy (Su): Any humanoid or giant hit
by a werewolf’s bite attack in animal or hybrid form
must succeed on a DC 15 Fortitude save or contract
lycanthropy.

Trip (Ex): A werewolf in animal form that hits with a
bite attack can attempt to trip the opponent (+2 check
modifier) as a free action without making a touch attack
or provoking an attack of opportunity. If the attempt
fails, the opponent cannot react to trip the werewolf.

Wolf Empathy (Ex): Communicate with wolves and
dire wolves, and +4 racial bonus on Charisma-based
checks against wolves and dire wolves.

Description/Combat: Werewolves in humanoid form
have no distinguishing traits. In wolf form, a werewolf
can trip just as a normal wolf does. A werewolf in
hybrid form usually dispenses with weapon attacks,
though it can wield a weapon and use its bite as a
secondary natural attack.

¥ Werewolves, wolf form (4):

CE Medium Humanoid

Init +6 (+2 Dex. +4 Imp. Init); Senses low-light vision,
scent, wolf empathy.

AC 16 (17 if wearing a collar), touch 12, flat-footed 14
(15 if wearing a collar); (+2 Dex, +4 natural)

hp 30 (1d8+1 plus 4d10+12)

Fort +9, Ref +6, Will +3

Defense Abilities nil; DR 10/silver; Immune nil; SR
nil

Spd 50 ft.

Melee bite +7 (1d6+3)

Full Atk same.

Ranged nil

Space 5 ft.; Reach 5 ft.

Special Attacks curse of lycanthropy, trip

Spell-Like Abilities nil

Spells Known nil

Str 15, Dex 15, Con 16, Int 10, Wis 11, Cha 8

Base Atk +4; CMB +6; CMD 18

Feats Improved Initiative, Iron Will, Stealthy, Weapon
Focus (bite). (A werewolf in hybrid or wolf form gains
a +4 racial bonus on Survival checks when tracking by
scent.)

Skills Handle Animal +2, Perception +2, Stealth +7,
Survival +3

Languages nil

SQ low-light vision, scent, wolf empathy.

Gear nil

Special Abilities

Alternate Form (Su): A werewolf can assume a
bipedal hybrid form or the form of a wolf.

Curse of Lycanthropy (Su): Any humanoid or giant hit
by a werewolf’s bite attack in animal or hybrid form
must succeed on a DC 15 Fortitude save or contract
lycanthropy.

Trip (Ex): A werewolf in animal form that hits with a
bite attack can attempt to trip the opponent (+2 check
modifier) as a free action without making a touch attack
or provoking an attack of opportunity. If the attempt
fails, the opponent cannot react to trip the werewolf.

Wolf Empathy (Ex): Communicate with wolves and
dire wolves, and +4 racial bonus on Charisma-based
checks against wolves and dire wolves.

Description/Combat: Werewolves in humanoid form
have no distinguishing traits. In wolf form, a werewolf
can trip just as a normal wolf does. A werewolf in
hybrid form usually dispenses with weapon attacks,
though it can wield a weapon and use its bite as a
secondary natural attack.

LS]73 - Ms. Ghomer

Page 10



|ATL S5

| ATL 7

¥ Werewolves, wolf form (6):

CE Medium Humanoid

Init +6 (+2 Dex. +4 Imp. Init); Senses low-light vision,
scent, wolf empathy.

AC 16 (18 if wearing a collar), touch 12, flat-footed 14
(16 if wearing a collar); (+2 Dex, +4 natural)

hp 40 (1d8+1 plus 4d10+12)

Fort +9, Ref +6, Will +3

Defense Abilities nil; DR 10/silver; Immune nil; SR
nil

Spd 50 ft.

Melee bite +7 (1d6+3)

Full Atk same.

Ranged nil

Space 5 ft.; Reach 5 ft.

Special Attacks curse of lycanthropy, trip

Spell-Like Abilities nil

Spells Known nil

Str 15, Dex 15, Con 16, Int 10, Wis 11, Cha 8

Base Atk +4; CMB +6; CMD 18

Feats Improved Initiative, Iron Will, Stealthy, Weapon
Focus (bite). (A werewolf in hybrid or wolf form gains
a +4 racial bonus on Survival checks when tracking by
scent.)

Skills Handle Animal +2, Perception +2, Stealth +7,
Survival +3

Languages nil

SQ low-light vision, scent, wolf empathy.

Gear nil

Special Abilities

Alternate Form (Su): A werewolf can assume a
bipedal hybrid form or the form of a wolf.

Curse of Lycanthropy (Su): Any humanoid or giant hit
by a werewolf’s bite attack in animal or hybrid form
must succeed on a DC 15 Fortitude save or contract
lycanthropy.

Trip (Ex): A werewolf in animal form that hits with a
bite attack can attempt to trip the opponent (+2 check
modifier) as a free action without making a touch attack
or provoking an attack of opportunity. If the attempt
fails, the opponent cannot react to trip the werewolf.

Wolf Empathy (Ex): Communicate with wolves and
dire wolves, and +4 racial bonus on Charisma-based
checks against wolves and dire wolves.

Description/Combat: Werewolves in humanoid form
have no distinguishing traits. In wolf form, a werewolf
can trip just as a normal wolf does. A werewolf in
hybrid form usually dispenses with weapon attacks,
though it can wield a weapon and use its bite as a
secondary natural attack.

¥ Werewolves, wolf form (8):

CE Medium Humanoid

Init +6 (+2 Dex. +4 Imp. Init); Senses low-light vision,
scent, wolf empathy.

AC 16 (18 if wearing a collar), touch 12, flat-footed 14
(16 if wearing a collar); (+2 Dex, +4 natural)

hp 60 (1d8+1 plus 6d10+18)

Fort +10, Ref +6, Will +3

Defense Abilities nil; DR 10/silver; Immune nil; SR
nil

Spd 50 ft.

Melee bite +10 (1d6+4)

Full Atk same.

Ranged nil

Space 5 ft.; Reach 5 ft.

Special Attacks curse of lycanthropy, trip

Spell-Like Abilities nil

Spells Known nil

Str 16, Dex 15, Con 16, Int 10, Wis 11, Cha 8

Base Atk +6/+1; CMB +8; CMD 20

Feats Improved Initiative, Iron Will, Stealthy, Weapon
Focus (bite). (A werewolf in hybrid or wolf form gains
a +4 racial bonus on Survival checks when tracking by
scent.)

Skills Handle Animal +3, Perception +3, Stealth +8,
Survival +4

Languages nil

SQ low-light vision, scent, wolf empathy.

Gear nil

Special Abilities

Alternate Form (Su): A werewolf can assume a
bipedal hybrid form or the form of a wolf.

Curse of Lycanthropy (Su): Any humanoid or giant hit
by a werewolf’s bite attack in animal or hybrid form
must succeed on a DC 15 Fortitude save or contract
lycanthropy.

Trip (Ex): A werewolf in animal form that hits with a
bite attack can attempt to trip the opponent (+2 check
modifier) as a free action without making a touch attack
or provoking an attack of opportunity. If the attempt
fails, the opponent cannot react to trip the werewolf.

Wolf Empathy (Ex): Communicate with wolves and
dire wolves, and +4 racial bonus on Charisma-based
checks against wolves and dire wolves.

Description/Combat: Werewolves in humanoid form
have no distinguishing traits. In wolf form, a werewolf
can trip just as a normal wolf does. A werewolf in
hybrid form usually dispenses with weapon attacks,
though it can wield a weapon and use its bite as a
secondary natural attack.
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| ATL 9

| ATL 11

¥ Werewolves, wolf form (10):

CE Medium Humanoid

Init +6 (+2 Dex. +4 Imp. Init); Senses low-light vision,
scent, wolf empathy.

AC 16 (19 if wearing a collar), touch 12, flat-footed 14
(17 if wearing a collar); (+2 Dex, +4 natural)

hp 90 (1d8+1 plus 8d10+24)

Fort +11, Ref +7, Will +4

Defense Abilities nil; DR 10/silver; Immune nil; SR
nil

Spd 50 ft.

Melee bite +12 (1d6+4)

Full Atk same.

Ranged nil

Space 5 ft.; Reach 5 ft.

Special Attacks curse of lycanthropy, trip

Spell-Like Abilities nil

Spells Known nil

Str 16, Dex 15, Con 16, Int 10, Wis 11, Cha 8

Base Atk +8/+3; CMB +10; CMD 22

Feats Improved Initiative, Iron Will, Stealthy, Weapon
Focus (bite). (A werewolf in hybrid or wolf form gains
a +4 racial bonus on Survival checks when tracking by
scent.)

Skills Handle Animal +4, Perception +4, Stealth +9,
Survival +5

Languages nil

SQ low-light vision, scent, wolf empathy.

Gear nil

Special Abilities

Alternate Form (Su): A werewolf can assume a
bipedal hybrid form or the form of a wolf.

Curse of Lycanthropy (Su): Any humanoid or giant hit
by a werewolf’s bite attack in animal or hybrid form
must succeed on a DC 15 Fortitude save or contract
lycanthropy.

Trip (Ex): A werewolf in animal form that hits with a
bite attack can attempt to trip the opponent (+2 check
modifier) as a free action without making a touch attack
or provoking an attack of opportunity. If the attempt
fails, the opponent cannot react to trip the werewolf.

Wolf Empathy (Ex): Communicate with wolves and
dire wolves, and +4 racial bonus on Charisma-based
checks against wolves and dire wolves.

Description/Combat: Werewolves in humanoid form
have no distinguishing traits. In wolf form, a werewolf
can trip just as a normal wolf does. A werewolf in
hybrid form usually dispenses with weapon attacks,
though it can wield a weapon and use its bite as a
secondary natural attack.

¥ Werewolves, wolf form (12):

CE Medium Humanoid

Init +7 (+3 Dex. +4 Imp. Init); Senses low-light vision,
scent, wolf empathy.

AC 17 (20 if wearing a collar), touch 13, flat-footed 14
(17 if wearing a collar); (+3 Dex, +4 natural)

hp 110 (1d8+1 plus 10d10+30)

Fort +12, Ref +9, Will +5

Defense Abilities nil; DR 10/silver; Immune nil; SR
nil

Spd 50 ft.

Melee bite +14 (1d6+4)

Full Atk same.

Ranged nil

Space 5 ft.; Reach 5 ft.

Special Attacks curse of lycanthropy, trip

Spell-Like Abilities nil

Spells Known nil

Str 16, Dex 16, Con 16, Int 10, Wis 11, Cha 8

Base Atk +10/+5; CMB +12; CMD 24

Feats Improved Initiative, Iron Will, Stealthy, Weapon
Focus (bite). (A werewolf in hybrid or wolf form gains
a +4 racial bonus on Survival checks when tracking by
scent.)

Skills Handle Animal +5, Perception +5, Stealth +11,
Survival +6

Languages nil

SQ low-light vision, scent, wolf empathy.

Gear nil

Special Abilities

Alternate Form (Su): A werewolf can assume a
bipedal hybrid form or the form of a wolf.

Curse of Lycanthropy (Su): Any humanoid or giant hit
by a werewolf’s bite attack in animal or hybrid form
must succeed on a DC 15 Fortitude save or contract
lycanthropy.

Trip (Ex): A werewolf in animal form that hits with a
bite attack can attempt to trip the opponent (+2 check
modifier) as a free action without making a touch attack
or provoking an attack of opportunity. If the attempt
fails, the opponent cannot react to trip the werewolf.

Wolf Empathy (Ex): Communicate with wolves and
dire wolves, and +4 racial bonus on Charisma-based
checks against wolves and dire wolves.

Description/Combat: Werewolves in humanoid form
have no distinguishing traits. In wolf form, a werewolf
can trip just as a normal wolf does. A werewolf in
hybrid form usually dispenses with weapon attacks,
though it can wield a weapon and use its bite as a
secondary natural attack.
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| ATL 13

| ATL 15

¥ Werewolves, wolf form (14):

CE Medium Humanoid

Init +7 (+3 Dex. +4 Imp. Init); Senses low-light vision,
scent, wolf empathy.

AC 17 (21 if wearing a collar), touch 13, flat-footed 14
(18 if wearing a collar); (+3 Dex, +4 natural)

hp 130 (1d8+1 plus 12d10+36)

Fort +13, Ref +9, Will +5

Defense Abilities nil; DR 10/silver; Immune nil; SR
nil

Spd 50 ft.

Melee bite +16 (1d6+4)

Full Atk same.

Ranged nil

Space 5 ft.; Reach 5 ft.

Special Attacks curse of lycanthropy, trip

Spell-Like Abilities nil

Spells Known nil

Str 16, Dex 16, Con 16, Int 10, Wis 11, Cha 8

Base Atk +12/+7/+2; CMB +14; CMD 26

Feats Improved Initiative, Iron Will, Stealthy, Weapon
Focus (bite). (A werewolf in hybrid or wolf form gains
a +4 racial bonus on Survival checks when tracking by
scent.)

Skills Handle Animal +6, Perception +6, Stealth +12,
Survival +7

Languages nil

SQ low-light vision, scent, wolf empathy.

Gear nil

Special Abilities

Alternate Form (Su): A werewolf can assume a
bipedal hybrid form or the form of a wolf.

Curse of Lycanthropy (Su): Any humanoid or giant hit
by a werewolf’s bite attack in animal or hybrid form
must succeed on a DC 15 Fortitude save or contract
lycanthropy.

Trip (Ex): A werewolf in animal form that hits with a
bite attack can attempt to trip the opponent (+2 check
modifier) as a free action without making a touch attack
or provoking an attack of opportunity. If the attempt
fails, the opponent cannot react to trip the werewolf.

Wolf Empathy (Ex): Communicate with wolves and
dire wolves, and +4 racial bonus on Charisma-based
checks against wolves and dire wolves.

Description/Combat: Werewolves in humanoid form
have no distinguishing traits. In wolf form, a werewolf
can trip just as a normal wolf does. A werewolf in
hybrid form usually dispenses with weapon attacks,
though it can wield a weapon and use its bite as a
secondary natural attack.

¥ Werewolves, wolf form (16):

CE Medium Humanoid

Init +7 (+3 Dex. +4 Imp. Init); Senses low-light vision,
scent, wolf empathy.

AC 17 (21 if wearing a collar), touch 13, flat-footed 14
(18 if wearing a collar); (+3 Dex, +4 natural)

hp 150 (1d8+1 plus 14d10+42)

Fort +14, Ref +10, Will +6

Defense Abilities nil; DR 10/silver; Immune nil; SR
nil

Spd 50 ft.

Melee bite +18 (1d6+4)

Full Atk same.

Ranged nil

Space 5 ft.; Reach 5 ft.

Special Attacks curse of lycanthropy, trip

Spell-Like Abilities nil

Spells Known nil

Str 17, Dex 16, Con 16, Int 10, Wis 11, Cha 8

Base Atk +14/+9/+4; CMB +16; CMD 28

Feats Improved Initiative, Iron Will, Stealthy, Weapon
Focus (bite). (A werewolf in hybrid or wolf form gains
a +4 racial bonus on Survival checks when tracking by
scent.)

Skills Handle Animal +7, Perception +7, Stealth +13,
Survival +8

Languages nil

SQ low-light vision, scent, wolf empathy.

Gear nil

Special Abilities

Alternate Form (Su): A werewolf can assume a
bipedal hybrid form or the form of a wolf.

Curse of Lycanthropy (Su): Any humanoid or giant hit
by a werewolf’s bite attack in animal or hybrid form
must succeed on a DC 15 Fortitude save or contract
lycanthropy.

Trip (Ex): A werewolf in animal form that hits with a
bite attack can attempt to trip the opponent (+2 check
modifier) as a free action without making a touch attack
or provoking an attack of opportunity. If the attempt
fails, the opponent cannot react to trip the werewolf.

Wolf Empathy (Ex): Communicate with wolves and
dire wolves, and +4 racial bonus on Charisma-based
checks against wolves and dire wolves.

Description/Combat: Werewolves in humanoid form
have no distinguishing traits. In wolf form, a werewolf
can trip just as a normal wolf does. A werewolf in
hybrid form usually dispenses with weapon attacks,
though it can wield a weapon and use its bite as a
secondary natural attack.

LS]73 - Ms. Ghomer

Page 13



When the battle is over, the people that were
hiding in the caravan will cautiously come out.
They will not be sure as to the PC's intentions. Of
the group, there are eight humans (two of which
are female) and two gnomes (a male and female).

by the ferocity and the sheer numbers of the
attack. When they finished with them, the wolves
focused their attentions on the rest of us ... and
then you showed up.”

With the battle complete, the caravan's survivors
come out of hiding. They look at you cautiously,
their expressions being very guarded as you
approach them. One of the humans, a dark-
skinned male steps forward. He has black hair
and dark brown eyes. His clothes appear to be
shredded in some places as well as stained with
blood.

"Who are you and what do you want?"*

» Places of safety?

If the PCs don't wish to entrust those rescued with
the details of their mission, they don't have to. The
main concern of these people are whether or not
the PCs intend to rob them or not. Each of the PCs
need to make a Diplomacy check (DC 10 + ATL).
If at least half of the PCs succeed with this check,
the group will begin to relax in the PCs' presence.

At this point, the remaining members of the
caravan will make their presence known and thank
the PCs for rescuing them. Each of them are
wounded, although in good spirits. They are alive
and they have the PCs to thank for it. For all they
know, this was a normal pack of wolves. Since
lycanthropy is a curse and not a disease, one
cannot determine if they have it or not (although in
this case, none of the NPCs have it). If any of the
PCs have been bitten, they need to make their
Fortitude saves (DC 15). If they fail, they will get
the Afflicted Lycanthropy cert at the end of the
module.

Tumas, the dark-skinned human, will speak with
the PCs and answer any questions.

» What happened?

“Yes. In each of our wagons, we have a spot in
which we can hole up in the event that a wild and
dangerous animal comes upon us that we cannot
avoid. This area is a little more sturdy than the
rest of the wagon, and it has come in handy on a
number of occasions. And it has saved us many
times over. For the most part, since we are
protected, these spaces usually deter predators.
At least, they were supposed to do so. These
wolves seemed beyond ferocious.”

» Where are you heading?

“Oh, Amthydor. We have a shipment of raw
crystals that are ready to be cleaned up and
processed.”

» Crystals?

“Proto-gems. Do you think they come out of the
cave walls perfectly formed? Indeed not! They
have much work to be done to them before they
become the finished product we all know and
love.”

» You wouldn't by chance be bringing those
crystals to one of House Krimpach's
businesses?

“Uh, yes. We are. How did you know?”

» We were promised gems on completion of a
mission for House Krimpach.

“Of really? That's interesting. If it isn't an
imposition, could you tell me what kind of
mission you are on?”

“We were traveling south when one of our wheels
snapped while going through some of the rocky
outcroppings. While we were changing the
wheel, we were attacked by wolves ... as you saw.
Toby and Karyn tried to fend them off for as long
as they could while the others got to their places
of safety. But Toby and Karyn were overwhelmed

This is assuming, of course, the PCs haven't told
them already.

> If the PCs don't tell Tumas about the
mission:

“l quite understand. It's probably House
sensitive information if you had spoken directly to
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the Lord Consul. But again, thank you very
much for your help. We really appreciate it.”

GOTO Encounter 4 (page 16).

> If the PCs do tell about their mission:

“Really? That's interesting. We have a couple of
gnomes in our group Larus and Loris
Sturnwiggle.”

» Hmm. They aren't on the list.

Tumas laughs. “I doubt both of them will be on
your list anyway since one of them is a girl.”

» But they are married?

“Sorry, | misspoke. No, they aren't married ...
they are twins."

» Still, he's not on the list.

“Would you like to speak with him anyway?”

> If no:

“Okay, it was a thought. | do wish you luck on
your search, though. And thank you very much
for your help. We really appreciate it.”

» GOTO Encounter 4 (page 16).

> If yes:

“Good. It's the least | can do for you for helping
us out ... to help YOU out,” Tumas smiles as he
turns back to the others. "*He Larus!"" he shouts.
"Get your butt over here! These good people
want to talk to you about something."*

Climbing out from under the wagon, a spry
young gnome, perhaps about 45 inches tall,
sprints over towards you. He stops quickly,
slightly bouncing on his heels. '‘Yes, Tumas?
What's up?**

Larus Sturnwiggle has platinum blonde hair,
although it looks almost white. His eyes are light
blue and he wears a pale pink shirt with denum
pants. His suspenders look purple, although when
reflecting the light, the look as if they glow green.

If told of the PCs' mission, Larus will ask which of
the Krimpach woman is looking to get married.

» Are you married?

“No way! Are you proposing?”

» What do you do?

“l breathe air, | eat food, and sleep when I'm
tired. Sometimes | can be a smart-ass. But only
sometimes. But when 1'm not doing those things,
I work with Tumas helping fix things when his
equipment breaks down.”

» Do you have a sense of humor?

“Do you have a brain?”

» Do you have a lot of tolerance?

"I'm still talking to you, aren't 1?”

» Do you have a big heart?

Larus pauses and actually thinks about this
before answering. **I ... don't know. 1 try, but
sometimes it is hard. Especially when you are
looked down upon by so many. But Tumas
doesn't, nor do any of the others here. We are
treated as equals and I like that.™

» Would you be interested in meeting with
Tiffany Brandywine of House Krimpach?

“Tiff? Is that where she'd got to? She and her
parents moved away several years ago and | never
knew where she went. You say she's in
Amthydor? Of course she is. You just said she's
with House Krimpach. How is she? Wait, you
asked me a question. Yes | would be interested in
seeing her ... again.”

» It's interesting that you're not on the list we

were given of potential suitors.

“l doubt Lord Consul Krimpach knows of me.
And | doubt Tiff's parents sang any praises for
me.”

» You weren't liked by Tiffany's parents?

“Let’s just say that they are overprotective of their
daughter and thought I wasn't ambitious enough
to take care of her. But the thing is, I like being
on this caravan and doing what I'm doing. And
if you don't do something you like, then why do it
at all?”
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NOTE: The PCs will find magical collars on the
wolves when all is said and done. However many
wolves there are, half of them had collars ... up to
the number of PCs (and cohorts) currently at the
table.

» When the PCs are finished their questioning,
GOTO Encounter 4 (page 16).

ENCOUNTER 4 — LEFT TURN AT
ALBUQUERQUE

information in the entire area. Need to go
somewhere? If don't matter. After all ... no
matter where you go, there you are.""

You continue north for about another day when
you arrive at a small town. Small is definitely the
word for what you see. The buildings themselves
seem smaller ... as if scaled down for a smaller
group of people. You realized that's exactly what
has been done as you see gnomes enter and exit
buildings with perhaps six inches of headroom
between the top of their heads and the top of the
door frame. The "town™ is perhaps twenty
buildings total that line up on both sides of a
single, wide street. Directly in the center of the
streets of a covered kiosk. A female gnome with
short, yellow hair leans against he small counter.
The placard above her head reads
"Information."*

When giving directions, she will always give
directions from her point of view Other gnomes in
the town knows this ... visitors (and the PCs)
don't. Doris actually enjoys sending visitors in the
wrong direction, and when giving directions she
makes it a point to make sure she doesn't gesture or
look in the correct direction.

Any information desired other than directions will
require payment from the PCs ... payment not in
gold, but in information. Doris is full of rumors
and facts about this region (and even beyond). She
also has a finely tuned bullshit detector. If the PCs
tell the truth about a fact or tale, then Doris will
divulge the requested information. If the PCs try
to deceive her, deliver a falsehood, or tell only a
half-truth, have them roll a Bluff check (DC 15 +
ATL). If the PC fails this check, then Doris might
tell them half-truths (or complete lies!) as well.
She will never let on that she knows she's been lied
to.

» Have you heard of these people? (PCs give
Doris the list of name.)

The gnome in the "information booth" is not only
here to give directions, but this is the central hub of
information for the town to trade gossip, rumors
and tales (tall or otherwise). This place is so
important that they created a title for these
information specialists called Informatologists.
Doris Daytripper is the senior informatologist in
the town and it is she who is manning the booth
when the PCs arrive. She is a smug, confident,
know-it-all and thinks she knows everything that is
going on under the sun. And if asked about
something she doesn't know, she has no problem in
making it up.

“Please read the sign near your feet. It says that
directional information is free.  All other
inquiries require a fee. Gold is not the standard
currency in this town. Information is. Telling
me something | don't know is worth a lot more
than telling me something I do know. Now, what
can you offer for the information you desire?”

"Good day! Welcome to our town! My name is
Doris and | will be your Informatologist today
Whatever you need to know, | have the answer:
directions, facts, fiction, rumors ... you name it.
I'm your first and foremost leading source of

Doris has an unmodified DC 5 check of knowing
whatever the PCs offer as information. If she
knows the information the PCs offer, she will
acknowledge one of the names on their list and
give directions. If she doesnt know the
information the PCs offer, she will acknowledge
ALL the names on their list and give directions
accordingly.

«» Stark Darkmills has a mine that he works.
Go left from here to the end of the street.
It is the last structure on the left.
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«» Argyle Twitterbuster is a name I'm not
familiar with. You sure that name is
correct?

+» Leslie Wolfwillow runs a farm. Go right
from here to the end of the street. It is the
last structure on the left.

¢+ Gearge Bobbins runs a smoke shop. Turn
around and go to the first building on the
left.

Doris also knows a bunch of other information that
the PCs can trade for. Some of this information is
true, some is false, but she delivers them all
believably well. Roll a 1d12 to determine which
rumor/information is  given. Reroll any
duplications as necessary.

1. The darkness in the Darkwood Forest will
eventually consume the whole of Raia.
(FALSE)

2. A strange, skeletal dragon-like creature
was spotted flying southwest last year.
(TRUE)

3. Many nations in the far west have
collapsed due to the gold shortage. A
mysterious malady has been turning all the
gold into lead. This "gold plague” has
been creeping slowly to the east over the
past few years. (FALSE)

4. There is a mad dryad in the Darkwood
Forest. If something is not done to free her
from this darkness, she will become far,
far worse being both unnatural and
unpredictable. (TRUE)

5. The Chaldean Empire will rise again with
the fall of a Shining city. (FALSE)

6. Keep in mind the strange race to compete
with magic. (TRUE - Cryptic/vague
reference to the race of Elan and psionics.)

7. The Mystwood Forest has been burned to
the ground as an act of defiance by those
that are now considered as Drow.
(FALSE)

8. Many Drow have fled into the Darkwood
Forest, only never to be heard from again.
(TRUE)

9. A giant turtle that swims the oceans of
Raia is about to make its bicentennial

appearance off the shores of the Tasman
Sea ... next year. (FALSE)

10. A prominent noble house in the city of
Amthydor deals in slavery. (TRUE)

11. The dwarves of the Delambir Mountains
are sealing the entrances so that no one can
take what is rightfully theirs. (FALSE)

12. The werewolves seem to be more
organized lately. (TRUE)

In all gnome buildings, the PCs will need to duck
their heads before entering. Have them make an
unmodified check DC 5. If they fail, they smack
their head on the top of the door frame for not
paying attention to where they are going (1d4
damage). All the PCs that were "behind" the one
that hit their head no longer needs to make the
check for that building alone seeing the damage
done to their comrade.

Tavern - The Laughing Cow

Unlike most taverns, this one offers a variety of
cheeses and wines and charges range from the very
cheap to the "you want how much for that?!?!"
prices. Most of the tables and chairs for this tavern
are fitted for gnomes, halflings, and normal-sized
children. There are two tables of the larger variety
for patrons the size of the PCs. One table is
already occupied. The PCs will most likely enter
here looking for the Smoke Shop. The bar keep
will smile and give them the correct directions:
across the street, one building over to the left.

Inn - The Inn and Out

This inn was built for gnomes and other small-
sized people. The beds are just as short and low to
the floor. If any medium-sized person stays for
the night, they tend to immediately check out the
next day with cramped muscles and sore backs
(treat as a -1 to all attack rolls due to constant
aches and pains ... this will last for several hours
or until a cure spell is cast upon the PC). If
questioned, the clerk will simply say, "What did
you expect? You were the one stupid enough to
even try to sleep in a bed not your size." If looking
for the Smoke Shop, it is next door to the right
upon leaving the Inn.

LS]73 - Ms. Ghomer

Page 17



Shrine of Kalek

This looks more like a workshop/blacksmith than a
shrine. But there is an altar and other religious
regalia of Kalek that can be seen throughout the
building. If looking for the Smoke Shop, it is
directly across the street.

Smoke Shop - Up In Smoke
GOTO Encounter 7 (page 21)

If the PCs follow Doris' directions given to get to
Stark Darkmills' mine, they will actually end up at
Leslie Wolfwillow's Farm. GOTO Encounter 5

(page 18).

If the PCs follow Doris' directions given to get to
Leslie Wolfwillow's Farm, they will actually end
up at Stark Darkmills' mine. GOTO Encounter 6

(page 19).

If the PCs return to Doris and complain about her
directions, she point to the sign at the PCs' feet.

"Did you read the fine print? Of course you
didn't.  ‘All  directions given from the
Informatologist on duty will be from their point of
view."" Doris quotes with an air of boredom. "All
of you tall people are alike. You only read what
you want to read and then get offended if it
doesn't go your way. News flash: it isn't all
about you. Remember that, or offend someone
more important than me later on in life."

ENCOUNTER 5 — GNOME ALONE

If the PCs followed Doris' directions and was
looking for the Darkmills Mine, they will end up
here. If the PCs have already been to the mines,
they will eventually end up here as well.

25) to hear a faint "crackling" sound coming from
the rear of the building. If the PCs attempt to go
around the building to look for the owner or
another way in, allow the PCs an additional Listen
check roll (DC 15) to hear the crackling sounds.
Druids, rangers, and clergy of the deity Zara can
easily recognize this sound as a burning fire. All
others need to make a Knowledge (nature) check
(DC 10) to correctly identify what is going in.

When the PCs get to the rear of the building, they
will see that the field is ablaze. A female gnome
with long braided brown hair works furiously
trying to get water from the well to fight the fire.

If someone dares to ask, "Do you need help?" The
gnome will simply say, "No, I've got it. Have a
seat and I'll be right with you." This statement will
be delivered in all earnest. But in actuality, she
can't handle this fire on her own. She just doesn't
believe in stupid questions.

The following guidelines will help determine the
actual outcome of the fire based on the PCs'
actions (or inactions as the case may be):

«» After the first round on her own, she will
lose a third of her crop.

«» After the second round on her own, she
will lose two-thirds of her crop.

«» After the third round on her own, she will
lose the entire crop.

If the PCs join to help fight the fire, go ahead and
allow whatever reasonable actions they take to get
the fine under control. When the fire is out (or
burned out), the gnome will turn to the PCs.

"Thanks for the help. (whether they helped or not)
Now that you have my attention, how can | help
you?"

The building you approach he a sign on the roof
that reads "Wolfwillow Farm.” The building
itself is open and doesn't have many walls. There
is a knocker on the door.

» Aren't you concerned about your crop
and/or who did this to you?

If the PCs knock on the door, there will be no
answer. PCs will need to make a Listen check (DC

“Oh, I know who did this. It was the D'Garrans.
Every 2-3 weeks they come down and demand
‘tribute.” Well 1 won't do it! SO they came down
and burned my field. And I rebuild just like I did
before.”
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» How can you stand it?

“What's a girl to do? I'm just a simple farmer. |
can't do anything against them."

» Well we can. / Do you want us to look into
it?

“If you want. | don't want you to hurt yourselves
or anything on my account. 1 did follow them
back to their camp one time. They are about a
day's travel north from here near the base of the
Delambir mountains.”

» Do you know Leslie Wolfwillow?

“I sure do.”

» Do you know where we can find him?

“Certainly. You're looking at her."

» If the PCs wish to go back to Doris'
Information Booth, GOTO Encounter 4
(page 16).

» If the PCs wish to go to the Darkmills Mines,
GOTO Encounter 6 (page 19).

» If the PCs wish to go to the Smoke Shop,
GOTO Encounter 7 (page 21).

» If the PCs wish to go after the D'Garrans,
GOTO Encounter 8 (page 22).

ENCOUNTER 6 — MINE NOT YOURS

If the PCs followed Doris' directions and was
looking for the Wolfwillow Farm, they will end up
here. If the PCs have already been to the farm,
they will eventually end up here as well.

» Butyou're aqgirl.

“I'm glad you noticed.”

> You?!

“Yep. All my life. Expecting someone else?"'

» We thought you were going to be a
guy/male.

As you near the end of the street, you turn left to
what appears to be a large cave-like opening.
Above the opening is a large sign that reads
"Darkmills Mine." Support beams and planks
line the walls and ceiling to help maintain the
integrity of the mine shaft. You look inside and
see that all is dark.

“Nope. Sorry to disappoint. Why?"*

» The PCs tell Leslie why:

“Oh. Yes, | can see how that might be a little
awkward. Sorry. 1'm sure this Tiffany is a nice
girl and all, but I like guys.”

» The PCs don't tell Leslie why:

“No worries. But | better be getting back to
work. Asyou see, | have lots to do."

» Can you direct us to the Stark Darkmills'
Mine?

(If the PCs helped fight the fire: “Sure. Cross the
street and turn right. Go all the way down the
street. It's the hole in the side of the mountain on
the left."”

(If the PCs didn't help fight the fire: ""Nope. Have
anice day."

In all gnome buildings, the PCs will need to duck
their heads before entering. Have them make an
unmodified check DC 5. If they fail, they smack
their head on the top of the door frame for not
paying attention to where they are going (1d4
damage). All the PCs that were "behind" the one
that hit their head no longer needs to make the
check for that building alone seeing the damage
done to their comrade.

The tunnel leads into the side of the Delambir
Mountains. There are sconces about every ten feet
or so along each side of the passage, although all
of them are current dark. They can easily be relit
with no problem. The shaft goes inward about
fifty feet before it starts to angle downward with
about a 45 degree slope. About 100 more feet, the
PCs will have no choice but to stop. At this point
it appears that the ceiling has collapsed and both
rock and rubble block your path from advancing
any further into the mine.
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If the PCs attempt a Listen check (DC 15), a
successful check will result in the ability to hear a
muffled cry for help. The rubble can be cleared
away by making Strength checks (DC 15) if acting
singly or (DC 10) if acting in tandem with 2-3
other PCs. Depending how many PCs help clear
the rubble, it should take them anywhere between
30-90 minutes to remove a sufficient amount of
debris to get to the other side.

Stark Darkmills is lying on the ground, filthy from
sweat, dirt, and blood. Stark looks like he's been
beaten. A successful Heal check (DC 10) will
determine that Stark is simply unconscious (0 hps).
Any kind of curing/healing will bring him around.

The gnome still looks in pretty bad shape, but he
begins to stir. Seeing you gives him a start as he
scrambles to back away from you.

» Sowhat happened to you?

*“Oh, nothing much. The D'Garrans were trying
to get ‘tribute’ so that | can continue my
operation. Protection money they called it. This
is friggin' Khadros, not D'Gar! This isn't
supposed to happen deep in our country!"

» Would you be
Tiffany?

interested in meeting

“Normally 1 would. But with these D'Garran
buffoons visiting me frequently, | know it
wouldn't be a safe environment for her or any
kind of future together.”

» Would you like for us to take a look into the
D'Garran situation?

“Would you? | mean, you would really do that
for me?"

» Wait, we are here to help you. / We healed
you.

» Yes. / You aren't the only one being
harassed.

“You mean ... you aren't with the D'Garrans?""

» No, we aren't.

“Well then excellent! If you take care of them,
then 1 will be most happy to meet with this
Tiffany Brandywine.”

The gnome closes his eyes for a moment, as if to
forcibly calm himself. ""That's definitely a good
thing to hear. But what brings you here? This
isn't exactly on the map of tourist attractions ...
or did that change?"

» Are you Stark Darkmills? / Actually, we are
here to see you.

The gnome looks at each of you, a bit hesitant to
answer. ""Yes. What's this all about? Don't mess
with me now. I've had a very, very bad day so
far.”

» If the PCs tell the truth about why they are

here.

“Oh really? Wow! That's really flattering. |
wonder how he heard of me? Wait, you said
Krimpach? Of course! | supply a lot of his
crystals. He pays a fair price too. I've never met
the guy, but I've always liked him."'

» Do you know the directions to the
Wolfwillow Farm?

“Sure do. Go back out to the main street and
look down its length. Go all the way to the
street's end and turn left. Last building on the
end of the street. You can't miss it."

> Thanks!

“Good luck!""

» If the PCs wish to go back to Doris'

Information Booth, GOTO Encounter 4
(page 16).

If the PCs wish to go to the Wolfwillow Farm,
GOTO Encounter 5 (page 18).

If the PCs wish to go to the Smoke Shop,
GOTO Encounter 7 (page 21).

If the PCs wish to go after the D'Garrans,
GOTO Encounter 8 (page 22).

>

>

>
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ENCOUNTER 7 — UP IN SMOKE

If the PCs followed Doris' directions they could
easily (and quite literally) get turned around. They
could also follow their noses. The odors from the
smoke shop are quite pungent. Whatever method
they use or if the PCs were directed from another
location, they will eventually end up here.

In all gnome buildings, the PCs will need to duck
their heads before entering. Have them make an
unmodified check DC 5. If they fail, they smack
their head on the top of the door frame for not
paying attention to where they are going (1d4
damage). All the PCs that were "behind" the one
that hit their head no longer needs to make the
check for that building alone seeing the damage
done to their comrade.

» We're here to see Gearge Bobbins. Are you
him?

“That's me. What can I do for you?”

» If the PCs tell Gearge the truth about why
they are here and who they represent.

“So Stonefurl is looking for a hubby for little
Tiffany. I'm a little old for her. Hell, I'm almost
Stonefurl's age. And he sent you here to ask me
if I'm interested?"*

> Yes he did.

The smoke shop is a small little place. You can
smell the different array of fine tobacco even
from outside the closed door. Opening the door,
a small bell rings signaling your entrance into the
establishment. Looking around, you can see that
there are different blends of tobacco and fine-
rolled cigars from all over Raia. A gnome comes
through an open doorway from the back and
greets you with a smile.

"G'day to you! I hope you are having a
wonderful visit in seeing our lovely sights? How
can | help you today? Might I be able to interest
you in a special blend from Sadahar? Or even
some cigars from Cardiz?"

“l don't know. He must be getting desperate if
he’s called on you folks to do the job in trying to
get Tiffany hitch. No disrespect to you, of course.
It's just that | remember Tiffany when she was a
wee girl. She was a brat. And my instincts tell
me that she hasn't changed much over the years.
Am | correct?”

> We don't know.

“Ahh! Diplomatic follows, aren't you. Well, |
can respect that. Stonefurl IS one of my better
customers. The simple fact that he thought of
me, | suppose | should feel flattered. But I don't
know. What do you think?"

» You're right, she is a brat.

This is Gearge (pronounced: Jee-arje) Bobbins, the
owner of Up In Smoke. He is perhaps in his 150s
and has longish salt-n-pepper hair. He has many
buyers and suppliers from the most legitimate
sellers to the illegal. He's been in the business long
enough to know not to get himself caught on the
shady side of things. And (most) people look the
other way simply because he has the best of
everything. Tobacco and cigars from the local area
is cheaper than those obtained from far away
nations.

“Thought so. Those kind of people don’t usually
change much when growing up. Even after
hundreds of years. Mind you, I know that
Tiffany isn't THAT old. In fact, she can't be
more than seventy. But that type of people don't
usually change without a drastically severe
influence or experience."

"But in any event, | like you. You are up front
and honest with me and | really appreciate that.
So I will put it to you for an opinion: should I try
this out?"

This is the PCs' chance to really try and "sell" him
on the idea of getting together with Tiffany.
Considering that he is already resistant to the idea,
the base chance for him to agree to a meeting will
require a Diplomacy check (DC 18 + ATL). If the
PCs roleplay and give an exceptionally good
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explanation on why the two should meet, at a +5
circumstance bonus to the roll.

» If Gearge is agreeable to a meeting with
Tiffany.

ENCOUNTER 8 — WHO D'GOES
THERE?

“Alright. I'll give it a shot. You tell Stonefurl

that he owes me one.""

» If Gearge is not agreeable to a meeting with
Tiffany.

Taking the directions from Leslie Wolfwillow,
you head north along the base of the Delambir
Mountains.  About three-quarters of the way
there, you realize that you should be able to at
least see some king of encampment in the
distance. So far ... nothing.

“You know, as much as | would like to, this really
doesn't seem like a good idea to me. Especially
with all the civil unrest that's been going on.”

> Civil unrest?

“Yeah. Apparently D'Gar thinks that they can try
to annex this country as part of their own. They
are sending their thugs out to different places in
Khadros in an attempt to bully their will upon our
good people. They don't go for the major cities.
At least, not yet. | bet they're going to wear down
the little towns to force them to demand action
from the larger cities. And when the defenses are
weakened, that's when they will attack."

» If we take care of the immediate D'Garran
threat, will you reconsider meeting with
Tiffany?

“You do that for us? Sure, I'll meet with her. It's
the least I could do if you manage to succeed in
giving us a decent night's rest.""

» If the PCs wish to go back to Doris'
Information Booth, GOTO Encounter 4
(page 16).

» If the PCs wish to go to the Wolfwillow Farm,
GOTO Encounter 5 (page 18).

» If the PCs wish to go to the Darkmills' Mine,
GOTO Encounter 6 (page 19).

» If the PCs wish to go after the D'Garrans,
GOTO Encounter 8 (page 22).

Have the PCs make a Perception check (DC 15) or
those that can track make a Survival check (DC
12) to locate tracks. If he check is acceded by 5 or
more, the PC actually spots the D'Garran
encampment on a precipice about 100 feet up the
mountainside. The climb is not a hard one, but
trying to be quiet about it will be difficult.
Depending upon their movement rates, the PCs
will need to make about 3-5 Climb checks (DC 10)
to make it to the precipice. Also when rolling each
climb check, the PC must make a Stealth check
(DC 15 + ATL) in order to ascend quietly. If
during the course of the climb that two or more
stealth checks have failed, the D'Garrans will be
alerted to the PCs' presence and will be ready for
battle by the time the PCs finally arrive. If the PCs
manage to make it to the top without alerting the
D'Garrans, then not only will the PCs catch them
by surprise (free round of action) and all but one of
the D'Garrans will not be wearing armor.

The D'Garrans will fight to win and do whatever is
necessary to achieve that goal. But at the same
time, they like capturing slaves. So the final blow
will not be a death blow.

» If the PCs didn’t get any suitors at all for
Tiffany, GOTO Conclusion A (page 39).

» If the PCs are victorious or manage to escape,
GOTO Conclusion B (page 39).

» If the PCs are defeated and captured, GOTO
Conclusion C (page 39).
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| ATL 1

¥ D'Garran Male Human Ftr3 (1): CR 3;
Medium Humanoid; HD 3d10+6; hp 27; Init +5;
Spd 20 ft.; AC 21 (+1 Dex, +8 Full Plate Armor,
+2 Heavy Steel Shield), touch AC 11, flatfooted
AC 20; BAB/Grap: +3/+5; Atk: Bastard Sword +6
melee (1d10+2, 19-20/x2) or Heavy Crossbow +4
range (1d10+2, 19-20/x2); Space/Reach: 5ft./5ft.;
AL LE; SV Fort +5, Ref +2, Will +2;

Str 15, Dex 13, Con 14, Int 10, Wis 12, Cha 8.

Skills and Feats: Climb -3, Handle Animal +2,
Intimidate +2, Jump -9, Ride +4, Swim -18;
Cleave, Dodge, Improved Initiative, Power Attack,
Weapon Focus: Sword, bastard.

Possessions: Sword, bastard, Masterwork.

¥ D'Garran Male Human Wiz3: CR 3;Medium
Humanoid; HD 3d4+3; hp 12; Init +2; Spd 30 ft.;
AC 12 (+2 Dex), touch AC 12, flatfooted AC 10;
BAB/Grap: +1/+1; Atk: Quarterstaff +1 melee
(1d6, 20/x2) or Light Crosshow +3 ranged (1d8,
19-20/x2); Space/Reach: 5 ft./5 ft.; AL LN; SV
Fort +2, Ref +3, Will +4;

Str 10, Dex 14, Con 13, Int 15, Wis 12, Cha 8.

Skills and Feats: Decipher Script +3, Knowledge
(Arcana) +6, Knowledge (The Planes) +6,
Spellcraft +6; Combat Casting, Enlarge Spell,
Scribe Scroll, Spell Focus: Necromancy.

Spells Prepared (Wiz 4/3/2): Cantrips — Acid
Splash, Daze, Ray of Frost, Touch of Fatigue; 1st -
Enlarge Person, Magic Missile x2; 2nd — Hideous
Laughter, Scorching Ray.

Possessions:  Masterwork Crossbow;

Quarterstaff

Light

¥ D'Garran Female Half-EIlf, Rgr3: CR 3;
Medium Humanoid; HD 3d8+3; hp 22; Init +3;
Spd 30 ft.; AC 16 (+3 Dex, +3 Studded Leather),
touch AC 13, flatfooted AC13; BAB/Grap: +3/+6;
Atk: Longsword +6 melee (1d8+3, 19-20/x2) or
Longbow +6 ranged (1d8, 20/x3); Space/Reach:
5ft./5ft.; SQ: Immunity: Sleep Effects, Low-light
Vision, +2 Saves vs. Enchantment Spells and
Effects; AL LN; SV Fort +4, Ref +6, Will +3;

Str 16, Dex 17, Con 12, Int 8, Wis 15, Cha 6.

Skills and Feats: Acrobatics +3, Climb +4, Handle
Animal +5, Heal +4, Perception +4, Ride +6,
Stealth +4, Survival +6; Alertness, Animal
Affinity, Endurance, Quick Draw, Track, Two-
Weapon Fighting.

Possessions: Longbow, Masterwork; Longsword,
Masterwork; Studded leather, Masterwork.

¥ D'Garran Male Human CIr3: CR 3;Medium
Humanoid; HD 3d8+6; hp 23; Init +3; Spd 20 ft.;
AC 19 (-1 Dex, +8 Full Plate Armor, +2 Heavy
Steel Shield), touch AC 9, flatfooted AC19;
BAB/Grap: +2/+3; Atk: Flail +4 melee (1d8+1,
20/x2), Crossbow +1 ranged (1d8, 19-20/x2);
Space/Reach: 5ft./5ft.; AL LN; SV Fort +5, Ref
+0, Will +5;

Str 13, Dex 8, Con 14, Int 10, Wis 15, Cha 12.

Skills and Feats: Concentration +8, Diplomacy +4,
Heal +5, Knowledge (Religion) +6; Combat
Casting, Improved Initiative, Improved Turning,
Martial Weapon Proficiency: Flail, Weapon Focus:
Flail.

Deity: Suulthah; Domains: Domination, Poison.

Spells Prepared (Clr 4/3+1/2+1): O - Bleed, Light,
Resistance, Stabilize; 1st — Cure Light Wounds,
Divine Favor, Hypnotism (d), Shield of Faith; 2nd
— Cure Moderate Wounds, Enthrall (d), Hold
Person.

Possessions: Masterwork Flail; Light Crossbow;
Crossbow Bolts (20); Full plate; Heavy Steel
Shield.
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| ATL 3

¥ D'Garran Male Human Ftr3 (1): CR 3;
Medium Humanoid; HD 3d10+6; hp 27; Init +5;
Spd 20 ft.; AC 21 (+1 Dex, +8 Full Plate Armor,
+2 Heavy Steel Shield), touch AC 11, flatfooted
AC 20; BAB/Grap: +3/+5; Atk: Bastard Sword +6
melee (1d10+2, 19-20/x2) or Heavy Crosshow +4
range (1d10+2, 19-20/x2); Space/Reach: 5ft./5ft.;
AL LE; SV Fort +5, Ref +2, Will +2;

Str 15, Dex 13, Con 14, Int 10, Wis 12, Cha 8.

Skills and Feats: Climb -3, Handle Animal +2,
Intimidate +2, Jump -9, Ride +4, Swim -18;
Cleave, Dodge, Improved Initiative, Power Attack,
Weapon Focus: Sword, bastard.

Possessions: Sword, bastard, Masterwork.

% D'Garran Male Human Wiz3: CR 3;Medium
Humanoid; HD 3d4+3; hp 12; Init +2; Spd 30 ft.;
AC 12 (+2 Dex), touch AC 12, flatfooted AC 10;
BAB/Grap: +1/+1; Atk: Quarterstaff +1 melee
(1d6, 20/x2) or Light Crossbow +3 ranged (1d8,
19-20/x2); Space/Reach: 5 ft./5 ft.; AL LN; SV
Fort +2, Ref +3, Will +4;

Str 10, Dex 14, Con 13, Int 15, Wis 12, Cha 8.

Skills and Feats: Decipher Script +3, Knowledge
(Arcana) +6, Knowledge (The Planes) +6,
Spellcraft +6; Combat Casting, Enlarge Spell,
Scribe Scroll, Spell Focus: Necromancy.

Spells Prepared (Wiz 4/3/2): Cantrips — Acid
Splash, Daze, Ray of Frost, Touch of Fatigue; 1st -
Enlarge Person, Magic Missile x2; 2nd — Hideous
Laughter, Scorching Ray.

Possessions:  Masterwork

Quarterstaff

Light  Crossbow;

¥ D'Garran Female Half-EIf, Rgr3: CR 3;
Medium Humanoid; HD 3d8+3; hp 22; Init +3;
Spd 30 ft.; AC 16 (+3 Dex, +3 Studded Leather),
touch AC 13, flatfooted AC13; BAB/Grap: +3/+6;
Atk: Longsword +6 melee (1d8+3, 19-20/x2) or
Longbow +6 ranged (1d8, 20/x3); Space/Reach:
5ft./5ft.; SQ: Immunity: Sleep Effects, Low-light
Vision, +2 Saves vs. Enchantment Spells and
Effects; AL LN; SV Fort +4, Ref +6, Will +3;

Str 16, Dex 17, Con 12, Int 8, Wis 15, Cha 6.

Skills and Feats: Acrobatics +3, Climb +4, Handle
Animal +5, Heal +4, Perception +4, Ride +6,
Stealth +4, Survival +6; Alertness, Animal
Affinity, Endurance, Quick Draw, Track, Two-
Weapon Fighting.

Possessions: Longbow, Masterwork; Longsword,
Masterwork; Studded leather, Masterwork.

¥ D'Garran Male Human CIr3: CR 3;Medium
Humanoid; HD 3d8+6; hp 23; Init +3; Spd 20 ft.;
AC 19 (-1 Dex, +8 Full Plate Armor, +2 Heavy
Steel Shield), touch AC 9, flatfooted AC19;
BAB/Grap: +2/+3; Atk: Flail +4 melee (1d8+1,
20/x2), Crossbow +1 ranged (1d8, 19-20/x2);
Space/Reach: 5ft./5ft.; AL LN; SV Fort +5, Ref
+0, Will +5;

Str 13, Dex 8, Con 14, Int 10, Wis 15, Cha 12.

Skills and Feats: Concentration +8, Diplomacy +4,
Heal +5, Knowledge (Religion) +6; Combat
Casting, Improved Initiative, Improved Turning,
Martial Weapon Proficiency: Flail, Weapon Focus:
Flail.

Deity: Suulthah; Domains: Domination, Poison.

Spells Prepared (Clr 4/3+1/2+1): 0 - Bleed,
Light, Resistance, Stabilize; 1st — Cure Light
Wounds, Divine Favor, Hypnotism (d), Shield of
Faith; 2nd — Cure Moderate Wounds, Enthrall (d),
Hold Person.

Possessions:  Masterwork  Flail;  Light
Crossbow; Crossbow Bolts (20); Full plate;
Heavy Steel Shield.

Y D'Garran Male Human Mnk3: CR 3;
Medium Humanoid; HD 3d8+3 hp 20; Init +5; Spd
40 ft.; AC 13 (+1 Dex, +2 Leather Armor), touch
AC 13, flatfooted AC 12; BAB/Grap: +2/+4; Atk:
Siangham +5 melee (1d6+3, 20/x2), Shuriken +3
ranged (1d2+2, 20/x2); Space/Reach: 5ft./5ft.; AL
LN; SV Fort +4, Ref +4, Will +5;

Str 14, Dex 13, Con 12, Int 10, Wis 15, Cha 8.

Skills and Feats: Acrobatics +6, Escape Artist +6,
Perception +6, Stealth +6; Deflect Arrows,
Improved Initiative, Improved Unarmed Strike,
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Weapon Focus: Unarmed strike.

Possessions: +1 Siangham; Masterwork Shuriken
(10).

¥ D'Garran Male Human Rog3: CR 3; Medium
Humanoid; HD 3d6+3; hp 16; Init +6; Spd 30 ft.;
AC 16 (+2 Dex, +3 Studded Leather, +1 Buckler),
touch AC 12, flatfooted AC 14; BAB/Grap: +2/+3;
Atk: Rapier +3 melee (1d6+1, 18-20/x2), Light
Crossbow +4 ranged; +4 (1d8, 19-20/x2);
Space/Reach: 5ft./5ft.; AL CN; SV Fort +2, Ref
+5, Will +1;

Str 12, Dex 15, Con 13, Int 14, Wis 10, Cha 8.

Skills and Feats: Bluff +4, Climb +6, Decipher
Script +7, Disable Device +5, Escape Artist +3,
Gather Information +4, Intimidate +6, Move
Silently +7, Open Lock +5, Sense Motive +5, Spot
+5, Tumble +7, Use Magic Device +4, Use Rope
+7; Dodge, Improved Initiative, Mobility.

Possessions: Masterwork Rapier; Masterwork
Light Crossbow; Masterwork Studded leather;
Masterwork Buckler.
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% D’Garran Male Human Ftr5: CR 5; Medium
Humanoid; HD 5d10+10; hp 39; Init +5; Spd 20
ft.; AC 21 (+1 Dex, +8 Full Plate Armor, +2 Heavy
Steel Sheild), touch AC 11, flatfooted AC 20;
BAB/Grap: +5/+8; Atk: Bastard Sword +9 melee
(1d10+3, 19-20/x2) or Heavy Crossbow +6 range
(1d10+2, 19-20/x2); Space/Reach: 5ft./5ft.; AL
LN; SV Fort +6, Ref +2, Will +2;

Str 16, Dex 13, Con 14, Int 10, Wis 12, Cha 8.

Skills and Feats: Climb -1, Handle Animal +3,
Intimidate +3, Jump -7, Ride +5, Swim -16;
Cleave, Dodge, Great Cleave, Improved Initiative,
Power Attack, Weapon Focus: Sword, bastard.

Possessions: Sword, bastard, Masterwork.

% D’Garran Male Human Wiz5: CR 5; Medium
Humanoid; HD 5d4+5; hp 19; Init +2; Spd 30 ft.;
AC 13 (+2 Dex, +1 Bracers of Armor), touch
AC12, flatfooted AC 11; BAB/Grap: +2/+2; Atk:
Quarterstaff +2 melee (1d6), Light Crossbow +4
ranged (1d8); Space/Reach: 5 ft./5 ft.; AL LN; SV
Fort +2, Ref +3, Will +5;

Str 10, Dex 14, Con 13, Int 16, Wis 12, Cha 8.

Skills and Feats: Concentration +9, Decipher
Script +11, Knowledge (Arcana) +11, Knowledge
(History) +5, Knowledge (The Planes) +11,
Spellcraft +13; Combat Casting, Enlarge Spell,
Eschew Materials, Scribe Scroll, Spell Focus:
Necromancy.

Spells Prepared (Wiz 4/4/3/2): Cantrips — Acid
Splash, Daze, Ray of Frost, Touch of Fatigue; 1st -
Burning Hands, Enlarge Person, Magic Missile
x2; 2nd - Hideous Laughter, Ghoul Touch,
Scorching Ray; 3rd — Dispel Magic, Lightning
Bolt.

Possessions:  Masterwork  Light
Quarterstaff; Bracers of Armor (+1).

Crossbow;

Y D’Garran Female Forest EIf, Rgr5: CR 5;
Medium Humanoid; HD 5d8+5; hp 40; Init +4;
Spd 30 ft.; AC 18 (+4 Dex, +4 Studded Leather),
touch AC 14, flatfooted 14; BAB/Grap: +5/+7;
Atk: Longsword +8 melee (1d8+3,19-20/x2),
Longbow +9 ranged (1d6,x2); SQ: Immunity:

Sleep Effects, Low-light Vision, +2 Saves vs.
Enchantment Spells and Effects; Space/Reach: 5
ft./5 ft.; AL LN; SV Fort +5, Ref +8, Will +3;

Str 16, Dex 18, Con 12, Int 8, Wis 15, Cha 6.

Skills and Feats: Climb +7, Handle Animal +7,
Heal +10, Hide +9, Jump +6, Listen +11, Move
Silently +10, Ride +12, Search +5, Spot +10,
Survival  +8;  Alertness, Animal  Affinity,
Endurance, Quick Draw, Track, Two-Weapon
Fighting.

Spells Prepared (Rgr --/1): 1st - Calm Animals.

Possessions: Masterwork Longbow, Masterwork
Longsword; +1 Studded leather.

Y D’Garran Male Human Mnk5: CR 5; Medium
Humanoid; HD 5d8+5; hp 31; Init +5; Spd 40 ft.;
AC 14 (+2 Dex, +2 Leather), touch AC 14,
flatfooted AC 13; BAB/Grap: +3/+5; Siangham +5
melee (1d6+3, 20/x2), Shuriken +4 ranged (1d2+2,
20/x2); Space/Reach: 5 ft./5 ft.; AL LN; SV Fort
+5, Ref +5, Will +7;

Str 14, Dex 13, Con 12, Int 10, Wis 16, Cha 8.

Skills and Feats: Balance +11, Escape Artist +9,
Jump +8, Listen +11, Spot +11, Tumble +9;
Deflect Arrows, Improved Initiative, Improved
Unarmed Strike, Weapon Focus: Unarmed strike.

Possessions: +1 Siangham; Masterwork Shuriken
(10).

Y D’Garran Male Human CIr5: CR 5; Medium
Humanoid; HD 5d8+10; hp 36; Init +3; Spd 20 ft.;
AC 19 (-1 Dex, +8 Full Plate Armor, +2 Heavy
Steel Shield), touch AC 9, flatfooted AC 19;
BAB/Grap: +3/+4; Atk: Flail +5 melee (1d8+1,
20/x2), Crossbow +2 ranged (1d8, 19-20/x2);
Space/Reach: 5 ft./5 ft.; AL LN; SV Fort +6, Ref
+0, Will +7;

Str 13, Dex 8, Con 14, Int 10, Wis 16, Cha 12.

Skills and Feats: Concentration +10, Diplomacy
+6, Heal +6, Knowledge (Religion) +8; Combat
Casting, Improved Initiative, Improved Turning,
Martial Weapon Proficiency: Flail, Weapon Focus:
Flail.

Deity: Suulthah; Domains: Domination, Poison.

LS]73 - Ms. Ghomer

Page 26



Spells Prepared (Clr 4/4+1/3+1/2+1):
Osirons - Bleed, Light, Resistance, Stabilize; 1st —
Cure Light Wounds, Divine Favor, Hypnotism (d),
Protection from Good, Shield of Faith; 2nd — Cure
Moderate Wounds, Death Knell, Enthrall (d), Hold
Person; 3rd - Blindness/Deafness, Prayer,
Suggestion (d).

Possessions: Masterwork Flail, Light Crossbow,
Crossbow Bolts (20); Full plate Armor; Heavy
Steel Shield.

X D’Garran Male Human Rog5: CR 5; Medium
Humanoid; HD 5d6+5; hp 23; Init +7; Spd 30 ft.;
AC 17 (+3 Dex, +3 Studded Leather, +1 Blucker),
touch AC 13, flatfooted AC 17; BAB/Grap: +3/+4;
Atk: Rapier +4 melee (1d6+1) or Light Crossbow
+6 ranged (1d8); Space/Reach: 5 ft./5 ft.; AL CN;
SV Fort +2, Ref +7, Will +1;

Str 12, Dex 16, Con 13, Int 14, Wis 10, Cha 8.

Skills and Feats: Bluff +4, Climb +6, Decipher
Script +7, Disable Device +8, Escape Artist +4,
Gather Information +4, Intimidate +6, Move
Silently +8, Open Lock +9, Search +10, Sense
Motive +7, Spot +8, Tumble +11, Use Magic
Device +4, Use Rope +8; Dodge, Improved
Initiative, Mobility.

Possessions:  Masterwork Rapier; Masterwork
Light Crossbow; Masterwork Studded Leather
Armor; Masterwork Buckler.
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% D’Garran Male Human Ftr7: CR 7; Medium
Humanoid; HD 7d10+14; hp 57; Init +5; Spd 20
ft.; AC 22 (+1 Dex, +9 Full Plate Armor, +2 Heavy
Steel Shield), touch AC 11, flatfooted AC 21;
BAB/Grap: +7/+10; Atk: Bastard Sword +11
melee (1d10+6, 19-20/x2) or Heavy Crossbow +8
ranged (1d10+1, 19-20/x2); Full Atk: Bastard
Sword +11/+6 melee (1d10+6, 19-20/x2) or Heavy
Crosshow +8/+3 ranged (1d10+1, 19-20/x2);
Space/Reach: 5 ft./5 ft.; AL LG; SV Fort +7, Ref
+3, Will +3;

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

Skills and Feats: Climb +1, Handle Animal +4,
Intimidate +4, Jump -5, Ride +8, Swim -14;
Cleave, Dodge, Great Cleave, Improved Initiative,
Mobility, Power Attack, Weapon Focus: Sword,
bastard, Weapon Specialization: Sword, bastard.

Possessions: +1 Sword, bastard; Crossbow, heavy;
+1 Full plate; Shield, heavy steel.

Y D’Garran Male Human Wiz7: CR 7; Medium
Humanoid; HD 7d4+7; hp 26; Init +2; Spd 30 ft.;
AC 14 (+2 Dex, +1 Bracers of Armor, +1 Ring of
Prot), touch AC 13, flatfooted AC 13; BAB/Grap:
+3/+3; Atk: Quarterstaff +3 melee (1d6), Light
Crossbow +5 ranged (1d8); Space/Reach: 5 ft./5
ft.; AL LN; SV Fort +3, Ref +4, Will +6;

Str 10, Dex 14, Con 13, Int 16, Wis 12, Cha 8.

Skills and Feats: Concentration +11, Decipher
Script +13, Knowledge (Arcana) +13, Knowledge
(History) +7, Knowledge (The Planes) +13,
Spellcraft +15; Combat Casting, Enlarge Spell,
Eschew Materials, Scribe Scroll, Spell Focus:
Necromancy.

Spells Prepared (Wiz 4/5/4/3/1): Cantrips — Acid
Splash, Daze, Ray of Frost, Touch of Fatigue; 1st -
Burning Hands, Enlarge Person, Magic Missile x2,
True Strike; 2nd — Flaming Sphere, Hideous
Laughter, Ghoul Touch, Scorching Ray; 3rd -
Dispel Magic, Lightning Bolt x2; 4th - Stoneskin.

Possessions: Crossbow, light, Masterwork;
Quarterstaff; Bracers of Armor (+1); Ring of
Protection +1.

Y D’Garran Female Forest EIf, Rgr7: CR 7;
Medium Humanoid; HD 7d8+7; hp 44; Init +4;
Spd 30 ft.; AC 18 (+4 Dex, +4 Studded Leather),
touch AC 14, flatfooted AC 14; BAB/Grap:
+7/+10; Atk: Longsword +10 melee (1d8+4, 19-
20/x2) or Longbow +11 ranged (1d6+1); Full
Attack: Longsword +10/+5 melee (1d8+4, 19-
20/x2) or Longbow +11/+6 ranged (1d6+1); SQ:
Immunity: Sleep Effects, Low-light Vision, +2
Saves vs. Enchantment Spells and Effects;
Space/Reach: 5 ft./5 ft.; AL LN; SV Fort +6, Ref
+9, Will +4;

Str 16, Dex 18, Con 12, Int 8, Wis 15, Cha 6.
Skills and Feats: Climb +7, Handle Animal +10,
Heal +10, Hide +13, Jump +6, Listen +11, Move

Silently +12, Ride +12, Search +10, Spot +10,
Survival +8; Alertness, Animal Affinity, Blind-

Fight, Endurance, Improved Two-Weapon
Fighting, Quick Draw, Track, Two-Weapon
Fighting.

Spells Prepared (Rgr --/2): 1st - Calm Animals,
Charm Animal.

Possessions: +1 Longbow; +1 Longsword; +1
Studded leather.

Y D’Garran Male Human Mnk7: CR 7;
Medium Humanoid; HD 7d8+7; hp 42; Init +5;
Spd 50 ft.; AC 16 (+2 Dex, +2 Leather, +1 Bracers
of Armor, +1 class ability), touch AC 14,
flatfooted AC 13; BAB/Grap: +5/+7; Siangham +7
melee (1d6+3), Shuriken +6 ranged (1d2+2);
Space/Reach: 5 ft./5 ft.; AL LN; SV Fort +6, Ref
+6, Will +8;

Str 14, Dex 13, Con 12, Int 10, Wis 16, Cha 8.

Skills and Feats: Balance +13, Escape Artist +11,
Jump +12, Listen +13, Spot +13, Tumble +11;
Deflect Arrows, Improved Initiative, Improved
Unarmed Strike, Power Attack, Weapon Focus:
Unarmed strike.

Shuriken
(+1);

Possessions:  +1  Siangham;
Masterwork; Bracers of Armor
Protection +1.

(10),
Ring:
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Y D’Garran Male Human CIr7: CR 7; Medium
Humanoid; HD 7d8+14; hp 49; Init +3; Spd 20 ft.;
AC 20 (-1 Dex, +9 Full Plate Armor, +2 Heavy
Steel Shield), touch AC 9, flatfooted AC20;
BAB/Grap: +5/+6; Atk: Flail +6 melee (1d8+1),
Crossbow +4 ranged (1d8); Space/Reach: 5 ft./5
ft.; AL LN; SV Fort +7, Ref +1, Will +8;

Str 13, Dex 8, Con 14, Int 10, Wis 16, Cha 12.

Skills and Feats: Concentration +12, Diplomacy
+7, Heal +7, Knowledge (Religion) +10; Combat
Casting, Extra Turning, Improved Initiative,
Improved Turning, Martial Weapon Proficiency:
Flail, Weapon Focus: Flail.

Deity: Suulthah; Domains: Domination, Poison.

Spells  Prepared  (Clr  4/5+1/4+1/3+1/1+1):
Osirons - Bleed, Light, Resistance, Stabilize; 1st —
Cure Light Wounds, Divine Favor, Hypnotism (d),
Protection from Good, Shield of Faith, Summon
Monster I; 2nd — Cure Moderate Wounds, Death
Knell, Enthrall (d), Hold Person, Spiritual
Weapon; 3rd - Blindness/Deafness, Prayer,
Searing Light, Suggestion (d); 4th - Modify
Memory (d), Poison.

Possessions: Flail, Masterwork; Crossbow, light;
Bolts, crossbow (20); +1 Full plate armor; Shield,
heavy steel (20 gp).

¥ D’Garran Male Human Rog7: CR 7; Medium
Humanoid; HD 7d6+7; hp 34; Init +7; Spd 30 ft.;
AC 19 (+3 Dex, +4 Studded Leather, +2 Blucker),
touch AC 13, flatfooted AC 19; BAB/Grap: +5/+6;
Atk: Rapier +6 melee (1d6+1) or Light Crossbow
+8 ranged (1d8); Space/Reach: 5 ft./5 ft.; AL CN;
SV Fort +3, Ref +8, Will +2;

Str 12, Dex 16, Con 13, Int 14, Wis 10, Cha 8.

Skills and Feats: Bluff +4, Climb +6, Decipher
Script +7, Disable Device +10, Escape Artist +4,
Gather Information +5, Intimidate +8, Move
Silently +10, Open Lock +11, Search +12, Sense
Motive +10, Spot +10, Tumble +13, Use Magic
Device +6, Use Rope +10; Dodge, Improved
Initiative, Mobility, Spring Attack.

Possessions: Rapier, Masterwork; Crossbow, light,
Masterwork; +1 Studded leather armor; +1
Buckler.
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Y D’Garran Male Human Ftr9: CR 9; Medium
Humanoid; HD 9d10+18; hp 72; Init +5; Spd 20
ft.; AC 23 (+1 Dex, +9 Full Plate Armor, +3 Heavy
Steel Shield), touch AC 11, flatfooted AC 22;
BAB/Grap: +9/+12; Atk: Bastard Sword +13
melee (1d10+6, 19-20/x2) or Heavy Crossbow +11
ranged (1d10+1, 19-20/x2); Full Atk: Bastard
Sword +13/+8 melee (1d10+6, 19-20/x2) or Heavy
Crosshow +11/+6 ranged (1d10+1, 19-20/x2);
Space/Reach: 5 ft./5 ft.; AL NG; SV Fort +8, Ref
+4, Will +4;

Str 17, Dex 13, Con 14, Int 10, Wis 12, Cha 8.

Skills and Feats: Climb +3, Handle Animal +5,
Intimidate +5, Jump -3, Ride +9, Swim -12;
Cleave, Dodge, Great Cleave, Greater Weapon

Focus, Improved Critical: Sword, bastard,
Improved Initiative, Mobility, Power Attack,
Weapon Focus: Sword, bastard, Weapon

Specialization: Sword, bastard.

Possessions: +1 Sword, bastard; +1 Crossbow,
heavy; +1 Full plate; +1 Shield, heavy steel.

Y D’Garran Male Human Wiz9: CR 9;
Medium Humanoid; HD 9d4+9; hp 33; Init +2;
Spd 30 ft.; AC 15 (+2 Dex, +2 Bracers of Armor,
+1 Ring of Prot), touch AC 14, flatfooted AC 13;
BAB/Grap: +4/+4; Atk: Quarterstaff +4 melee
(1d6), Light Crossbow +6 ranged (1d8);
Space/Reach: 5 ft./5 ft.; AL N; SV Fort +4, Ref +5,
Will +7;

Str 10, Dex 14, Con 13, Int 17, Wis 12, Cha 8.

Skills and Feats: Concentration +13, Decipher
Script +15, Knowledge (Arcana) +15, Knowledge
(History) +9, Knowledge (The Planes) +15,
Spellcraft +17; Combat Casting, Enlarge Spell,
Eschew Materials, Scribe Scroll, Spell Focus:
Evocation, Spell Focus: Necromancy.

Spells Prepared (Wiz 4/5/5/4/2/1): Cantrips — Acid
Splash, Daze, Ray of Frost, Touch of Fatigue; 1st -
Burning Hands, Enlarge Person, Magic Missile x2,
True Strike; 2nd — Flaming Sphere, Hideous
Laughter, Ghoul Touch, Scorching Ray, Spectral
Hand; 3rd — Dispel Magic, Invisibility Sphere,

Lightning Bolt x2; 4th - Ice Storm, Stoneskin; 5th —
Dominate Person.

Possessions:  Crossbow, light, Masterwork;
Quarterstaff; Bracers of Armor (+2); Ring of
Protection +1.

Y D’Garran Female Half-elf Rgr9: CR 9;
Medium Humanoid; HD 9d8+9; hp 56; Init +4;
Spd 30 ft.; AC 18 (+4 Dex, +4 Studded Leather),
touch AC 14, flatfooted AC 14; BAB/Grap:
+9/+12; Atk: Longsword +12 melee (1d8+4, 19-
20/x2) or Longbow +13 ranged (1d6+1); Full
Attack: Longsword +12/+7 melee (1d8+4, 19-
20/x2) or Longbow +13/+8 ranged (1d6+1); SQ:
Immunity: Sleep Effects, Low-light Vision, +2
Saves vs. Enchantment Spells and Effects;
Space/Reach: 5 ft./5 ft.; AL LN; SV Fort +7, Ref
+10, Will +5;

Str 16, Dex 19, Con 12, Int 8, Wis 15, Cha 6.

Skills and Feats: Climb +11, Handle Animal +10,
Heal +10, Hide +13, Jump +6, Listen +13, Move
Silently +12, Ride +12, Search +12, Spot +13,
Survival +11; Alertness, Animal Affinity, Blind-
Fight, Combat Reflexes, Endurance, Improved
Two-Weapon Fighting, Quick Draw, Track, Two-
Weapon Fighting.

Spells Prepared (Rgr --/2/1): 1st - Calm Animals,
Charm Animal; 2nd - Hold Animal.

Possessions: +1 Longbow; +1 Longsword; +1
Studded leather.

Y D’Garran Male Human Mnk9: CR 9;
Medium Humanoid; HD 9d8+9; hp 53; Init +6;
Spd 60 ft.; AC 18 (+2 Dex, +2 leather armor, +1
Bracers of Armor, +1 Ring of Prot, +1 Amulet of
Nat Armor; +1 Class skill), touch AC 16,
flatfooted AC 16; BAB/Grap: +6/+8; Atk:
Siangham +9 melee (1d6+3) or Shuriken +9
ranged (1d2+3); Full Atk: Siangham +9/+4 melee
(1d6+3) or Shuriken +9/+4 ranged (1d2+3);
Space/Reach: 5 ft./5 ft.; AL LN; SV Fort +7, Ref
+8, Will +9;

Str 14, Dex 14, Con 12, Int 10, Wis 16, Cha 8.

Skills and Feats: Balance +14, Escape Artist +12,
Hide +4, Jump +18, Listen +13, Move Silently +4,
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Spot +15, Tumble +14; Deflect Arrows, Improved
Grapple, Improved Initiative, Improved Unarmed
Strike, Power Attack, Weapon Focus: Unarmed
strike.

Possessions: +1 Siangham; +1 Shuriken (10);
Bracers of Armor (+1); Ring of Protection +1,
Amulet of Natural Armor (+1).

¥ D’Garran Male Human CIr9: CR 9; Medium
Humanoid; HD 9d8+18; hp 62; Init +3; Spd 20 ft.;
AC 22 (-1 Dex, +9 Full Plate Armor, +3 Heavy
Steel Shield, +1 Ring of Prot), touch AC 10,
flatfooted AC 22; BAB/Grap: +6/+7; Atk: Flail +8
melee (1d8+1), Crossbow +5 ranged (1d8); Full
Atk: Flail +8/+3 melee (1d8+1), Crosshow +5/+0
ranged (1d8); Space/Reach: 5 ft./5 ft.; AL LN; SV
Fort +8, Ref +2, Will +9;

Str 13, Dex 8, Con 14, Int 10, Wis 17, Cha 12.

Skills and Feats: Concentration +14, Diplomacy
+8, Heal +8, Knowledge (Religion) +12; Combat
Casting, Extend Spell, Extra Turning, Improved
Initiative, Improved Turning, Martial Weapon
Proficiency: Flail, Weapon Focus: Flail.

Deity: Suulthah; Domains: Domination, Poison.

Spells Prepared (Clr 4/5+1/5+1/4+1/2+1/1+1):
Osirons - Bleed, Light, Resistance, Stabilize; 1st —
Cure Light Wounds, Divine Favor, Hypnotism (d),
Protection from Good, Shield of Faith, Summon
Monster |; 2nd - Cure Moderate Wounds,
Darkness, Death Knell, Enthrall (d), Hold Person,
Spiritual Weapon; 3rd — Blindness/Deafness, Cure
Serious Wounds, Prayer, Searing Light, Suggestion
(d); 4th — Chaos Hammer, Modify Memory (d),
Poison; 5th — Greater Command, Mass Suggestion

(d).

Possessions: Flail, Masterwork; Crossbow, light;
Bolts, crossbow (20); +1 Full plate armor; +1
Shield, heavy steel; Ring of Protection +1.

¥ D’Garran Male Human Rog9: CR 9; Medium
Humanoid; HD 9d6+9; hp 43; Init +7; Spd 30 ft.;
AC 19 (+3 Dex, +4 Studded Leather, +2 Buckler),
touch AC 13, flatfooted 19; BAB/Grap: +6/+7;
Atk: Rapier +8 melee (1d6+2) or Light Crossbow
+9 ranged (1d8); Full Atk: Rapier +8/+3 melee

(1d6+2) or Light Crossbow +9/+4 ranged (1d8);
Space/Reach: 5 ft./5 ft.; AL CN; SV Fort +4, Ref
+9, Will +3;

Str 12, Dex 17, Con 13, Int 14, Wis 10, Cha 8.

Skills and Feats: Bluff +4, Climb +6, Decipher
Script +8, Disable Device +12, Escape Artist +4,
Gather Information +6, Intimidate +10, Move
Silently +12, Open Lock +13, Search +14, Sense
Motive +12, Spot +12, Tumble +15, Use Magic
Device +8, Use Rope +12; Dodge, Improved
Initiative, Mobility, Spring Attack, Weapon
Finesse.

Possessions: +1 Rapier; +1 Crossbow, light; +1
Studded leather; +1 Buckler.

LS]73 - Ms. Ghomer

Page 31



ATL 11

¥ D’Garran Male Human Ftrll: CR 11;
Medium Humanoid; HD 11d10+22; hp 87; Init +5;
Spd 20 ft.; AC 25 (+1 Dex, +10 Full Plate Armor,
+4 Heavy Steel Shield), touch AC 11, flatfooted
AC 24; BAB/Grap: +11/+14; Atk: Bastard Sword
+16 melee (1d10+6, 17-20/x2) or Heavy Crossbow
+13 ranged (1d10+1, 19-20/x2); Full Atk: Bastard
Sword +16/+11/+6 melee (1d10+6, 17-20/x2) or
Heavy Crossbow +13/+8/+3 ranged (1d10+1, 19-
20/x2); Space/Reach: 5 ft./5 ft.; AL LN; SV Fort
+9, Ref +4, Will +4;

Str 17, Dex 13, Con 14, Int 10, Wis 12, Cha 8.

Skills and Feats: Climb +4, Handle Animal +6,
Intimidate +6, Jump -2, Ride +10, Swim -11;
Cleave, Dodge, Great Cleave, Greater Weapon
Focus, Improved Critical: Sword, bastard,
Improved Initiative, Improved Sunder, Mobility,
Power Attack, Weapon Focus: Sword, bastard,
Weapon Specialization: Sword, bastard.

Possessions: +1 Sword, bastard; +1 Crossbow,
heavy; +2 Full plate armor; +2 Shield, heavy steel.

Y D’Garran Male Human Wizl11l: CR 11;
Medium Humanoid; HD 11d4+11; hp 40; Init +2;
Spd 30 ft.; AC 16 (+2 Dex, +2 Bracers of Armor,
+1 Ring of Prot, +1 Amulet of Prot), touch AC 13,
flatfooted AC 14; BAB/Grap: +5/+5; Atk:
Quarterstaff +5 melee (1d6) or Light Crossbow +7
ranged (1d8); Space/Reach: 5 ft./5ft.; AL LN; SV
Fort +4, Ref +5, Will +8;

Str 10, Dex 14, Con 13, Int 17, Wis 12, Cha 8.

Skills and Feats: Concentration +15, Decipher
Script +17, Knowledge (Arcana) +17, Knowledge
(History) +11, Knowledge (The Planes) +17,
Spellcraft +19; Combat Casting, Empower Spell,
Enlarge Spell, Eschew Materials, Scribe Scroll,
Spell Focus: Evocation, Spell Focus: Necromancy.

Spells Prepared (Wiz 4/5/5/5/3/2/1): Cantrips —
Acid Splash, Daze, Ray of Frost, Touch of Fatigue;
1st - Burning Hands, Enlarge Person, Magic
Missile x2, True Strike; 2nd — Flaming Sphere,
Hideous Laughter, Ghoul Touch, Scorching Ray,
Spectral Hand; 3rd — Dispel Magic, Invisibility
Sphere, Lightning Bolt x3; 4th - Charm Monster,

Ice Storm, Stoneskin; 5th — Baleful Polymorph,
Dominate Person; 6th - Forceful Hand.

Possessions:  Crossbow, light, Masterwork;
Quarterstaff; Bracers of Armor (+2); Ring:
Protection +1; Amulet of Natural Armor (+1).

Y D’Garran Female Half-elf Rgril: CR 11;
Medium Humanoid; HD 11d8+11; hp 69; Init +5;
Spd 30 ft.; AC 20 (+5 Dex, +5 Studded Leather),
touch AC 15, flatfooted AC 15; BAB/Grap:
+11/+14; Atk: Longsword +15 melee (1d8+4, 19-
20/x2) or Longbow +17 ranged (1d6+1); Full
Attack: Longsword +15/+10/+5 melee (1d8+4, 19-
20/x2) or Longbow +17/+12/+7 ranged (1d6+1);
SQ: Immunity: Sleep Effects, Low-light Vision, +2
Saves vs. Enchantment Spells and Effects;
Space/Reach: 5 ft./5 ft.; AL LN; SV Fort +8, Ref
+12, Will +5;

Str 16, Dex 21, Con 12, Int 8, Wis 15, Cha 6.

Skills and Feats: Climb +12, Handle Animal +10,
Heal +11, Hide +14, Jump +6, Listen +13, Move
Silently +13, Ride +13, Search +12, Spot +13,
Survival +11, Swim +10, Use Rope +10;
Alertness, Animal Affinity, Blind-Fight, Combat

Reflexes, Endurance, Improved Two-Weapon
Fighting, Quick Draw, Track, Two-Weapon
Fighting.

Spells Prepared (Rgr --/2/2): 1st - Calm Animals,
Charm Animal; 2nd - Hold Animal, Speak with
Plants.

Possessions: +1 Longbow; +1 Longsword; +2
Studded leather; Gloves of Dexterity +2.

¥ D’Garran Male Human Mnkll: CR 11;
Medium Humanoid; HD 11d8+11; hp 64; Init +6;
Spd 60 ft.; AC 19 (+2 Dex, +2 leather armor, +1
Bracers of Armor, +1 Ring of Prot, +1 Amulet of
Nat Armor; +2 Class skill), touch AC 16,
flatfooted AC 16; BAB/Grap: +8/+10; Atk:
Siangham +12 melee (1d6+4) or Shuriken +11
ranged (1d2+3); Full Atk: Siangham +12/+7 melee
(1d6+4) or Shuriken +11/+6 ranged (1d2+3);
Space/Reach: 5 ft./5 ft.; AL LN; SV Fort +8, Ref
+9, Will +10;

Str 14, Dex 14, Con 12, Int 10, Wis 16, Cha 8.
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Skills and Feats: Balance +14, Escape Artist +12,
Hide +6, Jump +20, Listen +13, Move Silently +6,
Spot +17, Tumble +16; Deflect Arrows, Improved
Grapple, Improved Initiative, Improved Unarmed
Strike, Power Attack, Weapon Focus: Unarmed
strike.

Possessions: +2 Siangham; +1 Shuriken (10);
Bracers of Armor (+2); Ring of Protection +1;
Amulet of Natural Armor (+1).

Y D’Garran Male Human CIrll: CR 11;
Medium Humanoid; HD 11d8+22; hp 75; Init +3;
Spd 20 ft.; AC 22 (-1 Dex, +9 Full Plate Armor, +3
Heavy Steel Shield, +1 Ring of Prot), touch AC 10,
flatfooted AC 22; BAB/Grap: +8/+9; Atk: Flail
+10 melee (1d8+1), Crossbow +7 ranged (1d8);
Full Atk: Flail +10/+5 melee (1d8+1), Crosshow
+7/+2 ranged (1d8); Space/Reach: 5 ft./5 ft.; AL
LN; SV Fort +9, Ref +2, Will +11;

Str 13, Dex 8, Con 14, Int 10, Wis 19, Cha 12.

Skills and Feats: Concentration +16, Diplomacy
+9, Heal +10, Knowledge (Religion) +14; Combat
Casting, Extend Spell, Extra Turning, Improved
Initiative, Improved Turning, Martial Weapon
Proficiency: Flail, Weapon Focus: Flail.

Deity: Suulthah; Domains: Domination, Poison.

Spells Prepared (Clr 4/5+1/5+1/5+1/4+1/2+1/1+1):
Osirons - Bleed, Light, Resistance, Stabilize; 1st —
Cure Light Wounds, Divine Favor, Hypnotism (d),
Protection from Good, Shield of Faith, Summon
Monster |; 2nd - Cure Moderate Wounds,
Darkness, Death Knell, Enthrall (d), Hold Person,
Spiritual Weapon; 3rd — Blindness/Deafness, Cure
Serious Wounds, Dispel Magic, Prayer, Searing
Light, Suggestion (d); 4th — Chaos Hammer, Giant
Vermin, Modify Memory (d), Poison, Spell
Immunity; 5th — Greater Command, Mass Cure
Light Wound, Mass Suggestion (d); 6th -
Geas/Quest, Mass Hold Person (d).

Possessions: Flail, Masterwork; Crossbow, light;
Bolts, crossbow (20); +1 Full plate armor; +1
Shield, heavy steel; Ring of Protection +1; Periapt
of Wisdom (+2).

¥ D’Garran Male Human Rogll: CR 11;
Medium Humanoid; HD 11d6+11; hp 52; Init +7;
Spd 30 ft.; AC 20 (+3 Dex, +4 Studded Leather, +3
Blucker), touch AC 14, flatfooted AC 17
BAB/Grap: +8/+9; Atk: Rapier +10 melee (1d6+2)
or Light Crosshow +11 ranged (1d8); Full Atk:
Rapier +10/+5 melee (1d6+2) or Light Crossbow
+11/+6 ranged (1d8); Space/Reach: 5 ft./5 ft.; AL
CN; SV Fort +4, Ref +10, Will +3;

Str 12, Dex 17, Con 13, Int 14, Wis 10, Cha 8.

Skills and Feats: Bluff +5, Climb +6, Decipher
Script +8, Disable Device +14, Escape Artist +4,
Gather Information +7, Intimidate +12, Move
Silently +14, Open Lock +15, Search +16, Sense
Motive +14, Spot +14, Tumble +17, Use Magic
Device +10, Use Rope +14; Dodge, Improved
Initiative, Mobility, Spring Attack, Weapon
Finesse.

Possessions: +1 Rapier; +1 Crosshow, light; +1
Studded Leather; +2 Buckler.
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¥ D’Garran Male Human Ftrl3: CR 13;
Medium Humanoid; HD 13d10+26; hp 102; Init
+5; Spd 20 ft.; AC 25 (+1 Dex, +10 Full Plate
Armor, +4 Heavy Steel Shield), touch AC 11,
flatfooted AC 24; BAB/Grap: +13/+17; Atk:
Bastard Sword +19 melee (1d10+9, 17-20/x2) or
Heavy Crossbow +15 ranged (1d10+1, 19-20/x2);
Full Atk: Bastard Sword +19/+14/+9 melee
(1d10+9, 17-20/x2) or Heavy Crossbow
+15/+10/+5  ranged  (1d10+1, 19-20/x2);
Space/Reach: 5 ft./5 ft.; AL LN; SV Fort +10, Ref
+5, Will +5;

Str 18, Dex 13, Con 14, Int 10, Wis 12, Cha 8.

Skills and Feats: Climb +6, Handle Animal +7,
Intimidate +7, Jump +0, Ride +11, Swim -9;
Cleave, Dodge, Great Cleave, Greater Weapon
Focus, Greater Weapon Specialization, Improved
Critical: Sword, bastard, Improved Initiative,
Improved Shield Bash, Improved Sunder,
Mobility, Power Attack, Weapon Focus: Sword,
bastard, Weapon Specialization: Sword, bastard.

Possessions: +1 Sword, bastard; +1 Crossbow,
heavy; +2 Full plate armor; +2 Shield, heavy steel.

Y D’Garran Male Human Wiz13: CR 13;
Medium Humanoid; HD 13d4+13; hp 47; Init +2;
Spd 30 ft.; AC 18 (+2 Dex, +3 Bracers of Armor,
+2 Ring of Prot, +1 Amulet of Prot), touch AC 14,
flatfooted AC 16; BAB/Grap: +6/+6; Atk:
Quarterstaff +7 melee (1d6+1) or Light Crossbow
+8 ranged (1d8); Full Atk: Quarterstaff +7/+2
melee (1d6+1) or Light Crossbow +8/+3 ranged
(1d8); Space/Reach: 5 ft./5ft.; AL LN; SV Fort +5,
Ref +6, Will +9;

Str 10, Dex 14, Con 13, Int 20, Wis 12, Cha 8.

Skills and Feats: Concentration +17, Decipher
Script +21, Knowledge (Arcana) +21, Knowledge
(History) +17, Knowledge (The Planes) +21,
Spellcraft +23; Combat Casting, Empower Spell,
Enlarge Spell, Eschew Materials, Extend Spell,
Scribe Scroll, Spell Focus: Evocation, Spell Focus:
Necromancy.

Spells Prepared (Wiz 4/6/5/5/5/4/2/1): Cantrips —
Acid Splash, Daze, Ray of Frost, Touch of Fatigue;

1st - Burning Hands, Enlarge Person, Magic
Missile x2, Ray of Enfeeblement, True Strike; 2nd
— Flaming Sphere, Hideous Laughter, Ghoul
Touch, Scorching Ray, Spectral Hand; 3rd -
Dispel Magic, Invisibility Sphere, Lightning Bolt
x3; 4th - Charm Monster, Ice Storm, Invisibility,
Greater, Solid Fog, Stoneskin; 5th — Baleful
Polymorph, Cone of Cold, Dominate Person,
Feeblemind; 6th -- Disintegrate, Forceful Hand;
7th - Teleport, Greater.

Possessions: Crossbow, light, Masterwork; +1
Quarterstaff; Wondrous: Bracers of Armor (+3);
Ring of Protection +2; Amulet of Natural Armor
(+1); Wondrous: Headband of Intellect (+2).

Y D’Garran Female Half-elf Rgri3: CR 13;
Medium Humanoid; HD 13d8+13; hp 70; Init +6;
Spd 30 ft.; AC 22 (+6 Dex, +5 Studded Leather, +1
Ring of Prot), touch AC 16, flatfooted AC 17;
BAB/Grap: +13/+16; Atk: Longsword +17 melee
(1d8+4, 19-20/x2) or Longbow +21 ranged

(1d6+2); Full Attack: Longsword +17/+12/+7
melee  (1d8+4, 19-20/x2) or  Longbow
+21/+16/+11 ranged (1d6+2); SQ: Immunity:

Sleep Effects, Low-light Vision, +2 Saves vs.
Enchantment Spells and Effects; Space/Reach: 5
ft./5 ft.; AL LN; SV Fort +9, Ref +14, Will +6;

Str 16, Dex 22, Con 12, Int 8, Wis 15, Cha 6.

Skills and Feats: Climb +12, Concentration +8,
Handle Animal +15, Heal +11, Hide +15, Jump
+8, Listen +13, Move Silently +14, Ride +14,
Search +12, Spot +13, Survival +11, Swim +10,
Use Rope +11; Alertness, Animal Affinity, Blind-
Fight, Combat Reflexes, Diehard, Endurance,
Improved Two-Weapon Fighting, Quick Draw,
Track, Two-Weapon Fighting.

Spells Prepared (Rgr --/2/2/1): 1st - Calm Animals,
Charm Animal; 2nd - Hold Animal, Speak with
Plants; 3rd - Neutralize Poison.

Possessions: +2 Longbow; +1 Longsword; +2
Studded leather; Gloves of Dexterity +2; Amulet
of Natural Armor +1; Ring: Protection +1.

¥ D’Garran Male Human Mnk13: CR 13;
Medium Humanoid; HD 13d8+13; hp 75; Init +6;
Spd 70 ft.; AC 19 (+2 Dex, +2 leather armor, +2
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Bracers of Armor, +1 Ring of Prot, +1 Amulet of
Nat Armor; +2 Class skill), touch AC 16,
flatfooted AC 17; BAB/Grap: +9/+11; Atk:
Siangham +13 melee (1d6+4) or Shuriken +13
ranged (1d2+4); Full Atk: Siangham +13/+8 melee
(1d6+4) or Shuriken +13/+8 ranged (1d2+4);
Space/Reach: 5 ft./5 ft.; AL LN; SV Fort +9, Ref
+10, Will +11;

Str 14, Dex 14, Con 12, Int 10, Wis 17, Cha 8.

Skills and Feats: Balance +14, Diplomacy +1,
Escape Artist +12, Hide +8, Jump +26, Listen +13,
Move Silently +8, Spot +18, Tumble +19; Deflect
Arrows, Improved Grapple, Improved Initiative,
Improved Sunder, Improved Unarmed Strike,
Power Attack, Weapon Focus: Unarmed strike.

Possessions: +2 Siangham; +2 Shuriken (10);
Bracers of Armor (+2); Ring of Protection +1;
Amulet of Natural Armor (+1).

¥ D’Garran Male Human CIr13: CR 13;
Medium Humanoid; HD 13d8+26; hp 88; Init +4;
Spd 20 ft.; AC 23 (+9 Full Plate Armor, +3 Heavy
Steel Shield, +1 Ring of Prot), touch AC 11,
flatfooted AC 23; BAB/Grap: +9/+10; Atk: Flail
+12 melee (1d10+1), Crossbow +9 ranged (1d8);
Full Atk: Flail +12/+7 melee (1d10+1), Crossbow
+9/+4 ranged (1d8); Space/Reach: 5 ft./5 ft.; AL
LN; SV Fort +10, Ref +4, Will +13;

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

Skills and Feats: Concentration +18, Diplomacy
+11, Heal +11, Knowledge (Religion) +16;
Combat Casting, Extend Spell, Extra Turning,
Improved Initiative, Improved Turning, Martial
Weapon Proficiency: Flail, Scribe Scroll, Weapon
Focus: Flail.

Deity: Suulthah; Domains: Domination, Poison.

Spells Prepared (Clr 4/6+1/5+1/5+1/5+1/4+1/2+1/1+1):
Osirons - Bleed, Light, Resistance, Stabilize; 1st —
Cure Light Wounds, Divine Favor, Hypnotism (d),
Obscuring Mist, Protection from Good, Shield of
Faith, Summon Monster I; 2nd — Cure Moderate
Wounds, Darkness, Death Knell, Enthrall (d), Hold
Person, Spiritual Weapon; 3rd -
Blindness/Deafness, Cure Serious Wounds, Dispel
Magic, Prayer, Searing Light, Suggestion (d); 4th
— Chaos Hammer, Divine Power, Giant Vermin,

Modify Memory (d), Poison, Spell Immunity; 5th —
Greater Command, Mass Cure Light Wound, Mass
Suggestion (d), Raise Dead, Righteous Might; 6th
— Geas/Quest, Mass Hold Person (d), Monster
Summoning VI; 7th — Blasphemy, Giant Form |
(d).

Possessions: +1 Flail, heavy; Crossbow, light;
Bolts, crossbow (20); +1 Full plate armor; +1
Shield, heavy steel; Ring of Protection +1; Periapt
of Wisdom (+2); Amulet of Natural Armor (+1);
Gloves of Dexterity (+2).

¥ D’Garran Male Human Rogl3: CR 13;
Medium Humanoid; HD 13d6+13; hp 61; Init +9;
Spd 30 ft.; AC 22 (+5 Dex, +2 Bracers of Armor,
+3 Blucker, +1 Ring of Prot, +1 Amulet of Nat
Armor), touch AC 16, flatfooted AC 22;
BAB/Grap: +9/+10; Atk: Rapier +16 melee
(1d6+2) or Light Crossbow +15 ranged (1d8); Full
Atk: Rapier +16/+11 melee (1d6+2) or Light
Crossbow +15/+10 ranged (1d8); Space/Reach: 5
ft./5 ft.; AL CN; SV Fort +5, Ref +13, Will +4;

Str 12, Dex 20, Con 13, Int 14, Wis 10, Cha 8.

Skills and Feats: Bluff +6, Climb +6, Decipher
Script +8, Disable Device +16, Escape Artist +6,
Gather Information +7, Intimidate +13, Move
Silently +18, Open Lock +19, Search +18, Sense
Motive +16, Spot +16, Tumble +21, Use Magic
Device +13, Use Rope +19; Combat Reflexes,
Dodge, Improved Initiative, Mobility, Spring
Attack, Weapon Finesse.

Possessions: +2 Rapier; +1 Crossbow, light; +2
Buckler; Bracers of Armor (+2); Ring of
Protection +1; Amulet of Natural Armor (+1);
Gloves of Dexterity (+2).
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¥ D’Garran Male Human Ftrl5: CR 15;
Medium Humanoid; HD 15d10+30; hp 117; Init
+5; Spd 20; AC 28 25 (+1 Dex, +11 Full Plate
Armor, +5 Heavy Steel Shield, +1 Ring of Prot),
touch AC 12, flatfooted AC 27; BAB/Grap:
+15/+19; Atk: Bastard Sword +24 melee
(1d10+11, 17-20/x2) or Heavy Crossbow +17
ranged (1d10+1, 19-20/x2); Full Atk: Bastard
Sword +24/+19/+14 melee (1d10+11, 17-20/x2) or
Heavy Crossbow +17/+12/+7 ranged (1d10+1, 19-
20/x2); Space/Reach: 5 ft./5 ft.; AL LN; SV Fort
+11, Ref +6, Will +6;

Str 18, Dex 13, Con 14, Int 10, Wis 12, Cha 8.

Skills and Feats: Climb +7, Handle Animal +8,
Intimidate +8, Jump +1, Ride +12, Swim -8;
Cleave, Dodge, Great Cleave, Greater Weapon
Focus, Greater Weapon Specialization, Improved
Critical: Sword, bastard, Improved Initiative,
Improved Overrun, Improved Shield Bash,
Improved Sunder, Mobility, Point Blank Shot,
Power Attack, Weapon Focus: Sword, bastard,
Weapon Specialization: Sword, bastard.

Possessions: +3 Sword, bastard; +1 Crossbow,
heavy; +3 Full plate armor; +3 Heavy Steel Shield,;
Ring of Protection +1.

Y D’Garran Male Human Wiz15: CR 15;
Medium Humanoid; HD 15d4+15; hp 54; Init +3;
Spd 30 ft.; AC 20 (+3 Dex, +3 Bracers of Armor,
+2 Ring of Prot, +2 Amulet of Nat Armor), touch
AC 15, flatfooted AC 17; BAB/Grap: +7/+7; Atk:
Quarterstaff +8 melee (1d6+1) or Light Crossbow
+10 ranged (1d8); Full Atk: Quarterstaff +8/+3
melee (1d6+1) or Light Crossbow +10/+5 ranged
(1d8); Space/Reach: 5 ft./5ft.; AL LN; SV Fort +6,
Ref +8, Will +10;

Str 10, Dex 16, Con 13, Int 22, Wis 12, Cha 8.

Skills and Feats: Concentration +19, Decipher
Script +24, Knowledge (Arcana) +24, Knowledge
(History) +22, Knowledge (The Planes) +24,
Spellcraft +26; Combat Casting, Empower Spell,
Enlarge Spell, Eschew Materials, Extend Spell,

Heighten Spell, Scribe Scroll, Spell Focus:
Evocation, Spell Focus: Necromancy, Spell
Mastery(1).

Spells Prepared (Wiz 4/6/6/5/5/5/4/2/1): Cantrips —
Acid Splash, Daze, Ray of Frost, Touch of Fatigue;
1st - Burning Hands, Enlarge Person, Magic
Missile x2, Ray of Enfeeblement, True Strike; 2nd
— Flaming Sphere, Hideous Laughter, Ghoul
Touch, Hypnotic Pattern, Scorching Ray, Spectral
Hand; 3rd — Dispel Magic, Invisibility Sphere,
Lightning Bolt x3; 4th - Charm Monster, Ice
Storm, Invisibility, Greater, Solid Fog, Stoneskin;
5th — Baleful Polymorph, Cone of Cold, Dominate
Person, Feeblemind, Summon Monster V; 6th --
Circle of Death, Disintegrate, Eyebite, Forceful
Hand; 7th - Finger of Death, Teleport, Greater;
8th — Form of the Dragon I11.

Possessions: Crossbow, light, Masterwork; +1
Quarterstaff; Gloves of Dexterity (+2); Bracers of
Armor (+3); Ring of Protection +2; Headband of
Intellect (+4); Amulet of Natural Armor (+2).

X D’Garran Female Half-elf Rgrl5: CR 15;
Medium Humanoid; HD 15d8+15; hp 84; Init +6;
Spd 30 ft.; AC 23 (+6 Dex, +6 Studded Leather, +1
Ring of Prot), touch AC 16, flatfooted AC 18;
BAB/Grap: +15/+18; Atk: Longsword +20 melee
(1d8+4, 17-20/x2) or Longbow +23 ranged
(1d6+2); Full Attack: Longsword +20/+15/+10
melee  (1d8+4, 17-20/x2) or  Longbow
+23/+18/+13 ranged (1d6+2); SQ: Immunity:
Sleep Effects, Low-light Vision, +2 Saves vs.
Enchantment Spells and Effects; Space/Reach: 5
ft./5 ft.; AL LN; SV Fort +10, Ref +15, Will +7;

Str 16, Dex 22, Con 12, Int 8, Wis 15, Cha 6.

Skills and Feats: Climb +12, Concentration +8,
Handle Animal +15, Heal +11, Hide +15, Jump
+8, Listen +13, Move Silently +14, Ride +14,
Search +12, Spot +20, Survival +18, Swim +10,
Use Rope +11; Alertness, Animal Affinity, Blind-
Fight, Combat Reflexes, Diehard, Endurance,
Improved Critical: Longsword, Improved Two-
Weapon Fighting, Quick Draw, Track, Two-
Weapon Fighting.

Spells Prepared (Rgr --/3/2/1/1): 1st - Calm
Animals, Charm Animal, Speak with Animals; 2nd
- Hold Animal, Speak with Plants; 3rd - Neutralize
Poison; 4th - Commune with Nature.

Possessions: +2 Longbow; +2 Longsword; +3
Studded leather; Gloves of Dexterity +2; Amulet
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of Natural Armor +1; Ring of Protection +1;
Periapt of Wisdom +2.

¥ D’Garran Male Human Mnk15: CR 15;
Medium Humanoid; HD 15d8+15; hp 86; Init +7;
Spd 80 ft.; AC 21 (+3 Dex, +3 Bracers of Armor,
+1 Ring of Prot, +1 Amulet of Nat Armor; +3
Class skill), touch AC 18, flatfooted AC 18;
BAB/Grap: +11/+13; Atk: Siangham +16 melee
(1d6+5) or Shuriken +15 ranged (1d2+4); Full Atk:
Siangham +16/+11/+6 melee (1d6+5) or Shuriken
+15/+10/+5 ranged (1d2+4); Space/Reach: 5 ft./5
ft.; AL LN; SV Fort +10, Ref +12, Will +13;

Str 14, Dex 16, Con 12, Int 10, Wis 19, Cha 8.

Skills and Feats: Balance +15, Diplomacy +5,
Escape Artist +13, Hide +11, Jump +32, Listen
+14, Move Silently +11, Spot +19, Tumble +20;
Deflect Arrows, Improved Critical: Unarmed
strike, Improved Grapple, Improved Initiative,
Improved Sunder, Improved Unarmed Strike,
Power Attack, Weapon Focus: Unarmed strike.

Possessions: +3 Siangham; +2 Shuriken (10);
Bracers of Armor (+3); Ring of Protection +1;
Amulet of Natural Armor (+1); Gloves of
Dexterity (+2); Periapt of Wisdom (+2).

Y D’Garran Male Human CIr1l5: CR 15;
Medium Humanoid; HD 15d8+30; hp 101; Init +4;
Spd 20 ft.; AC 23 (+9 Full Plate Armor, +3 Heavy
Steel Shield, +1 Ring of Prot), touch AC 11,
flatfooted AC 23; BAB/Grap: +11/+12; Atk: Flail
+14 melee (1d10+1), Crossbow +11 ranged (1d8);
Full Atk: Flail +14/+9/+4 melee (1d10+1),
Crossbow +11/+6/+1 ranged (1d8); Space/Reach: 5
ft./5 ft.; AL LN; SV Fort +11, Ref +5, Will +15;

Str 13, Dex 10, Con 14, Int 10, Wis 22, Cha 12.

Skills and Feats: Concentration +20, Diplomacy
+13, Heal +12, Knowledge (Religion) +18;
Combat Casting, Extend Spell, Extra Turning,
Improved Initiative, Improved Turning, Martial
Weapon Proficiency: Flail, Scribe Scroll, Spell
Penetration, Weapon Focus: Flail.

Deity: Suulthah; Domains: Domination, Poison.

Spells Prepared (CIr
4/6+1/6+1/5+1/5+1/5+1/4+1/2+1/1+1):
Osirons - Bleed, Light, Resistance, Stabilize; 1st —

Cure Light Wounds, Divine Favor, Hypnotism (d),

Obscuring Mist, Protection from Good, Shield of
Faith, Summon Monster I; 2nd — Align Weapon,
Cure Moderate Wounds, Darkness, Death Knell,
Enthrall (d), Hold Person, Spiritual Weapon; 3rd —
Blindness/Deafness, Cure Serious Wounds, Dispel
Magic, Prayer, Searing Light, Suggestion (d); 4th
— Chaos Hammer, Divine Power, Giant Vermin,
Modify Memory (d), Poison, Spell Immunity; 5th —
Dispel Good, Greater Command, Mass Cure Light
Wound, Mass Suggestion (d), Raise Dead,
Righteous Might; 6th - Create Undead,
Geas/Quest, Greater Dispel Magic, Mass Hold
Person (d), Monster Summoning VI; 7th -
Blasphemy, Destruction, Giant Form | (d); 8th —
Create Greater Undead, Demand (d).

Possessions: +1 Flail, heavy; Crossbow, light;
Bolts, crossbow (20); +1 Full plate armor; +1
Shield, heavy steel; Ring of Protection +1; Periapt
of Wisdom (+4); Amulet of Natural Armor (+1);
Gloves of Dexterity (+2).

¥ D’Garran Male Human Rogl5: CR 15;
Medium Humanoid; HD 15d6+15; hp 70; Init +9;
Spd 30 ft.; AC 25 (+5 Dex, +4 Bracers of Armor,
+3 Blucker, +1 Ring of Prot, +2 Amulet of Nat
Armor), touch AC 17, flatfooted AC 25;
BAB/Grap: +11/+12; Atk: Rapier +19 melee
(1d6+3) or Light Crossbow +17 ranged (1d8+1);
Full Atk: Rapier +19/+14/+9 melee (1d6+3) or
Light Crossbow +17/+12/+7 ranged (1d8+1);
Space/Reach: 5 ft./5 ft.; AL CN; SV Fort +6, Ref
+14, Will +5;

Str 12, Dex 20, Con 13, Int 14, Wis 10, Cha 8.

Skills and Feats: Bluff +6, Climb +6, Decipher
Script +8, Disable Device +18, Escape Artist +6,
Gather Information +7, Intimidate +17, Move
Silently +21, Open Lock +21, Search +20, Sense
Motive +18, Spot +18, Tumble +23, Use Magic
Device +15, Use Rope +20; Combat Reflexes,

Dodge, Improved Critical: Rapier, Improved
Initiative, Mobility, Spring Attack, Weapon
Finesse.

Possessions: +2 Rapier; +1 Crossbow, light; +2
Buckler; Bracers of Armor (+4); Ring of
Protection +2; Amulet of Natural Armor (+1);
Gloves of Dexterity (+2).
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CONCLUSION A

Use this conclusion if the PCs turned down Lord
Krimpach’s mission or returned without any
suitors to show for their efforts.

Lord Consul Stonefurl Krimpach looks at you
will utter disappointment.

“l thought you were people of good character.
You have done much for this city and, I thought,
had hearts of gold. | see that | was mistaken.
Now, if you will excuse me, | have to make
arrangements to fond some DECENT folk to do
the task that apparently isn’t up to your
standards. Don’t let the door hit you on the way
out. On second thought, DO let it hit you.”

He turns to Lockquick. “Get these people out of
my sight. NOW!”

If the PCs are short a name/suitor and still desire
the maximum reward that Stonefurl had offered, a
PC may volunteer to court Tiffany as a plausible
solution. If the volunteering PC is a gnome,
Stonefurl will agree without hesitation. However
if the PC volunteering is NOT a gnome, Stonefurl
will have some misgivings about the idea and will
need to be convinced in order to agree. Have the
PC volunteer make a Diplomacy check (DC 15 +
ATL).

When all is said and done, continue on.

PCs will get the Enmity of House Krimpach.

GOTO Epilogue A (page 40).

CONCLUSION B

Use this conclusion if the PCs were victorious in
battle or escaped from the D’Garrans and returned
with a list of suitors for Tiffany Brandywine.

“Excellent! Excellent my friends! You have
done well! 1 don’t think I’ll be able to thank you
enough. Hopefully, Tiffany will fancy one of
these suitors and we can ALL life in peace.
Lockquick will bring you your payment, which is
very deserving indeed. You also not only have my
thanks, but the gratitude of House Krimpach as
well.  You wonderful beings have a superbly
wonderful day!”

GOTO Epilogue B (page 40).

CoNcLUSION C

Use this conclusion if the PCs were captured by
the D’Garrans.

With the battle over, you lowly make your way
back to Amthydor. Four days have passed and
you see the familiar sight of the outer city wall.
You easily make your way back to the Nobles
Distric and to the House Krimpach manor.
Stonefurl ~ Krimpach  greets you almost
immediately, eager to hear of your success.

“So, did you manage to amass a number of
suitors for my niece?”

The darkness you once knew now begins to
brighten as you slowly regain consciousness. You
find yourselves in a cell. You are currently
dressed in tattered clothes and there is a metal
collar around your next. You look to your
companions and realize that you might be a very
long time.

Give the PCs the opportunity to tell their tale and
recount everything that had happened to them.
Stonefurl will hang onto every word that they say.

PCs will eventually be rescued. But not right
away. In the mean time, their mission for House
Krimpach is over. The Lord Consul had to resort
in getting someone else to find a suitor for Tiffany.

The PCs will be in captivity for 60 TU before they
are rescued.

GOTO Epilogue A (page 40).
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EPILOGUE A

If the PCs followed through with Simon’s request:

When you get back to your residence you realize
that there is a package on your bed. Alarmed,
you quickly look around to check to see if
anything is missing ... and to your satisfaction
(and surprise) that everything is exactly where
you left it. Looking closer to the package is a
note. It reads:

“You have done well. I look forward to our future
collaborations. Please accept this gift as a token
of our gratitude. We will be in contact again.”

EPILOGUE B

If the PCs did not followed through with Simon’s
request:

The PCs may open the box without a problem.
Inside is a weapon of his choosing (see cert). If the
PC picks up the item (ie. write the PC’s name on
the cert), he will need to contact Jay Fisher at
Isj-coord@theshiningjewel.com to find out what
happens.

THuUS ENDS “Ms. GNOMER”

TIME UNIT COST: 10 TU (Unless otherwise
stipulated elsewhere)

When you get back to your residence you realize
that there is a note on your bed. Alarmed, you
quickly look around to check to see if anything is
missing ... and to your satisfaction (and surprise)
that everything is exactly where you left it. It
reads:

“I took you for a smart person. Well appearances
can be deceiving. But you have made your
decision and now you have to live with it ... if
you’re lucky. We will be in contact again.”

THuUS ENDS “Ms. GNOMER”

TIME UNIT COST: 10 TU

LS]73 - Ms. Ghomer

Page 39



mailto:lsj-coord@theshiningjewel.com�

EXPERIENCE POINT SUMMARY

Total the XP earned from the following:

ATL1 ATL3 ATLS ATL7 ATL9 ATL11 ATL13 ATL15

Module Experience 600 850 1200 1800 2900 4500 7000 10500
PCs get 3+ Suitors for Tiffany 50 50 100 100 100 200 200 500
Roleplaying XP Bonus 50 50 100 100 100 200 200 500
Maximum Possible XP 700 950 1,400 2,000 3,100 4,900 7,400 11,500

Experience earned is based on the Average Table Level (ATL). However, if a PC's level is lower than
two levels from the party's ATL, then that PC will only get the experience value based on his level plus
one. 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, and a 6th level PC would earn XP based on ATL 7 (all fractions round down in this case). 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

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

Encounter 1

» Head Full of Pink Hair, 1 per PC ... if applicable - (Value: nil, Size: nil, Tradable: No, Rarity:
Common, Legality: Legal).

» Feeling Blue, 1 per PC ... if applicable - (\Value: nil, Size: nil, Tradable: No, Rarity: Common,
Legality: Legal.)

Encounter 3

» Studded Collar of Natural Armor, Up to 6 - (Slot: Neck, Value: Varies, Size: Tiny, Tradable: Yes,
Rarity: Common, Legality: Legal). ATL 1-3: +1 (2,000gp); ATL 5-7: +2 (8,000gp); ATL 9-11: +3
(18,000gp); ATL 13-15: +4 (32,000gp).

» Infection!, (6) — (Slot: None, Value: nil, Size: nil, Tradable: No, Rarity: Uncommon, Legality:
Legal).

Encounter 8

» Ring of Climbing, (1) - (Slot: Ring, Value: 2,000gp, Size: Tiny, Tradable: Yes, Rarity: Common,
Legality: Legal).

» Wand of Cure Moderate Wounds, (1) - (Slot: None, Value: 9,000gp, Size: Tiny, Tradable: Yes,
Rarity: Common, Legality: Legal).

» Holy Symbol of Emerys, (1) - (Slot: None, Value: 2,000gp, Size: Tiny, Tradable: Yes, Rarity:
Common, Legality: Legal).

» Gloves of Arrow Snaring, (1) - (Slot: Hand, Value: 4,000gp, Size: Small, Tradable: Yes, Rarity:
Common, Legality: Legal).
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» Greater Masterwork Composite Strength Bow, (1) - (Slot: None, Value: Varies, Size: Large,
Tradable: Yes, Rarity: Uncommon, Legality: Legal). ATL 1-3: GMW (700gp); ATL 5-7: +1
(2,700gp); ATL 9-11: +2 (8,700gp); ATL 13-15: +3 (18,700gp).

» Shard of Perception +10, (1) - (Slot: None, Value: 1,000gp, Size: Tiny, Tradable: Yes, Rarity:
Uncommon, Legality: Legal).

Conclusion A
» Enmity of House Krimpach, (6) - (Value: nil, Size: nil, Tradable: No, Rarity: Uncommon, Legality:
Legal).

Conclusion B

» Krimpach Gem, (6) - (Value: Varies, Size: Tiny, Tradable: Yes, Rarity: Uncommon, Legality:
Legal).

» Paramour to Lady Tiffany Brandywine, (1) - (Value: Priceless, Size: nil, Tradable: No, Rarity:
Rare, Legality: Legal).

» Gratitude of House Krimpach, (6) - (Value: Priceless, Size: nil, Tradable: No, Rarity: Uncommon,
Legality: Legal).

Epilogue A
» Gift from Simon, Up to 6 - (Value: Varies, Size: Varies, Tradable: No, Rarity: Uncommon, Legality:
Legal).

Epilogue B
» Enmity of the League, (6) - (Value: nil, Size: nil, Tradable: No, Rarity: Common, Legality: Legal).
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PLAYERS HANDOUT 1: THE KRIMPACH LIST

List of potential gnome suitors:

Gearge Bobbins
Stark Darkmills
Argyle Twitterbuster
Leslie Wolfwillow
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MAP 1 - NOBLES DISTRICT: NORTH SECTION

Page 43
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MAP 2 - MAP TO KHADROS

&
Felshariz <

hadros *

Tranthus ®

Lemier

Greenstand

Sin

Page 44
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MAP 3 - CARAVAN ATTACK
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CRITICAL EVENT SUMMARY: MS. GNOMER

Convention:

1. Did the PCs accept Simon’s counter-mission against House Krimpach? Yes

2. How many suitors did the PCs line up for Tiffany Brandywine?

Date:

One Two Three or more

3. Did any of the PCs get infected by the werewolves in Encounter 3?

List the PC(s) that got infected:
PC Name:

PC Name:

PC Name:

PC Name:

PC Name:

PC Name:

4. Did a PC volunteer (and was accepted) to court Tiffany Brandywine?

List the PC(s) that got infected:
PC Name:

5. How did the Encounter 8 conclude?

PCs were victorious PCs escaped

Player:
Player:
Player:
Player:
Player:
Player:

Player:

PCs were captured

No

No

No

6. Note any other important information on the back of this form (PC arrests, etc.).

Return this form to: David Samuels, 2722 East 64" Street, Brooklyn, NY 11234, or by e-mail to

Isj-modsummary@theshiningjewel.com.
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Please send completed form to:
Eric V. Clark, 300 Indiana Ave,
Pendleton, IN 46064, or email

to

Isj-roster@theshiningjewel.com.

ROSTER OF HEROES: MS. GNOMER

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:

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 | S5J ShoPPing SPrcc!

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

What to [rint

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 Bc Furchascc!

The following may be purchased from Core Rulebook 2.

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.

Available Potions / Scrolls

Scroll

Price A/ D

Potion

Price

Cure light wounds (potion) 50/ 25 50
Endure elements (potion) 25/25 50
Mage armor (potion) 25/ NA 50
Magic fang (potion) NA /25 50
Magic weapon (oil) 25/25 50
Protection from XX* (potion) 25/25 50
Remove fear (potion) 50/25 50
Bless weapon (oil) NA /100 100
Silversheen (oil) NA 250
Aid (potion) NA 300
Cure moderate wounds 200 /150 300
(potion)

Darkvision (potion) 150/ 375 300
Delay poison (pation) 200/ 150 300
Lesser restoration (potion) NA /150 300
Remove paralysis (potion) NA /150 300
Resist energy 10** (potion) 150/ 150 300
Cure serious wounds (potion) | 525/ 375 750
Magic circle against XX* 3751375 750
(potion)

Neutralize poison (potion) 1000/ 375 750
Remove blindness/deafness NA /375 750
(potion)

Remove curse (potion) 700/ 375 750
Remove disease (potion) NA /375 750
Water breathing (potion) NA /375 750
Dispel Magic (scroll)*** 37517375 NA
Hold Person (scroll)*** 3757150 NA
Breath of Life (scroll)**** NA /1125 NA
?gfr%‘il‘;‘ Faithful Hound 1125/NA | NA
Teleport (scroll)**** 1125/ NA NA
Raise Dead (scroll)**** NA /6125 NA

* 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.
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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 ldentity, 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

A Friendly Suggestion, Copyright 1997, Universe Construction Company, Author Daniel Cooper

Ms. Gnomer, Copyright 2009, The Shining Jewel, LLC, Author Jay Fisher.
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