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There’s Only One
Way

(Hampton Series~[art 2)

By Nancy Lee Clark
A One-Round Adventure for the Legends of the Shining Jewel Campaign
Races that are short of stature are in danger from a league set out to expand the war. Are you

hero enough to stop a war from spreading? A one round Legends of the Shining Jewel adventure
for levels 1-15.

(Updated October, 2010)
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LEGAL TEXT
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scenario is intended for tournament use only and may
not be reproduced without approval of TSJ, LLC.

WELCOME TO LSJ!

This is a Legends of the Shining Jewel campaign
adventure. It is written to be played in a standard four-
hour convention time slot. It is a good idea to have the
players and judge place some sort of name tag in front
of them, so everyone can easily identify each other and
the names of the characters they are playing. Some of
the text in this adventure is in bold italics. This text is
for the players to hear, although you are certainly free to
paraphrase or summarize the text if you feel it is
necessary.

LSJ GM EMPOWERMENT CLAUSE

The coordinators of the campaign empower GMs to
make changes to the module as necessary to
accommodate any unforeseen actions taken by the PCs.
If the players find another way to deal with the module,
they should be successful and appropriately rewarded.
The GM may also invent new NPCs as needed to
populate the city of Amthydor, which is not completely
detailed due to practical limitations.

If the party is having trouble dealing with say, undead
encounters, the GM can always have a patrol of priests

or the like come along to finish the combat and save the
PCs. Full XP awards should not be given for the
encounter if this is necessary.

Do NOT save the PCs if their failure is a result of their
own ill-advised actions or lack of forethought. Softening
the blow from a bad set of rolls or simple bad luck is
one thing, but stupid actions deserve what they get.

CALCULATING ATL (AVERAGE TABLE LEVEL)

Add up the levels of all characters at the table (plus
cohorts and entourages) and any animals that will take
part in combat that are not granted by class features
(such as familiars, animal companions, or bonded
mounts). Divide this total by 6, regardless of how many
player characters are at the table. This gives you the
Average Table Level (ATL) for running combats.

A NOTE ABOUT ATLS AND THE POWER OF PCs

Not all parties are created equal. Some level 1 parties
can handle anything the GM can throw at them, and
some level 3 parties are relatively weak for their levels.
If the GM finds that the party at the table is really not up
to the challenge of the tier, he should adjust the
encounters DOWN for that party. This is particularly
important if the party has a broad mix of experience
levels, is lacking clerics and paladins who can heal, or is
a “role-playing” rather than “battle-ready” party. The
encounters should be a worthy challenge, not an
impossible task or a slaughter fest. Regardless of what
the instructions say, the GM should let common sense
rule the day (and the module).

ABOUT THE MODULE

"There’s Only One Way ' is Part 2 of the Hampton
Series. It is best to play in Part 1 (LSJ80 ""Three Lock
Box') prior to playing this module for the sake of
continuity. But each module can be played unto
themselves and can be played individually.

LIFESTYLEIN LSJ

Player Characters have to spend money on many things
during downtime: food, rent, repairs on weapons and
armor, and other daily expenses. In the LSJ Campaign
this is reflected in Lifestyle Costs, which are paid at the
start of every LSJ adventure. See page 151 of the LSJ
Campaign Guide.
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ADVENTURE BACKGROUND

Buzz is a young gnome who the PCs may have
helped in Three Lock Box. In that module, he met
some halflings who have become his friends. This
is a continuation of his story.

Introduction — A meeting at House Krimpach.

Encounter 1: A country stroll and discovery of a
missing Buzz.

Encounter 2: The halfling bakery is on fire.
Encounter 3: A fight with arsonists.

Encounter 4: Saving the halflings from the fire.
Encounter 5: A talk with the rescued halflings.

Encounter 6: To the docks to find Buzz and
Peyton.

Conclusion A: The halflings die in the fire.
Conclusion B: The halflings and Buzz are rescued.

Epilogue —A threatening letter.

INTRODUCTION — IS THERE ANYBODY IN
THERE?

is your face red! You should really be more
careful. To have your face cleaned up, come to
House Krimpach immediately! Delaying could
make this facial mask permanent!

No magic will remove the red, nor will any solvent
the PC’s will have. This is a hook for the module.
If the PC’s do not want to play along, then end it
here and give them the Red in the Face certificate.
Presumably, the PC’s will make their way to
House Krimpach. A pass is available for them at
the gate to the Nobles’ District.

The sun hasn’t even cleared the horizon yet and
there is a knock at the door. As you open the
door, a gnome thrusts a rolled up piece of paper
at you and scampers away.

Passing through the gates was easy since a pass
was waiting there with your name on it. The
guards at the gate to the Nobles’ District do smirk
at your predicament. The guard hands you your
pass and says, “Sir (or madam), Here is your
pass. You may proceed. Oh, and as a piece of
advice, 1 would lay off the beets if | were you. It
seems to have gone to your face.” His partner
silently laughs as you continue to House
Krimpach.

Following the directions that accompanied your
pass, you find the Krimpach residence, a modest
little manor. Modest, that is, compared to the
surrounding homes in the Noble's District. The
ornate wood building is the size of three normal
houses, but half the size of the other houses here..
As you approach the doorway, you see a
doorframe carved with the head of woodland
animals. The knocker on the door is in the shape
of a dragon head's with the lower jaw being the
knocking device.

If the PC’s check for traps, this needs to be done
individually. Do not suggest it. It has to be the
PC’s idea. A Perception DC 28 check is needed to
detect the ruins and a Disable Device DC 28
check to remove it. If the PC does disable this, let
him enjoy the next part and decide if they are
going to House Krimpach or not. Do not continue
until everyone has stated whether or not they open
it. Once the PC’s have opened the letter, continue.

For those who played Ms. Gnomer and expect a
mist to come from the knocker:

When you knock, nothing happens except a loud
bang.

If no one has, continue below:

When you open the roll, a small pop goes off and
a fine mist coats your face. The letter reads, “Boy,

The young gnome that brought you the note
opens the door. “It worked! How cool is that! |
wasn’t sure it would actually work, but from the
red on your face | would say it did! How
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awesome! Well, don’t just stand there. Come on
in. | guess you’re after the solvent.”

The young gnome 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 the young gnome 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 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.

at him/her. After their initial reaction, have
everyone make a Reflex Save DC 15 to avoid
stepping on the banana peel. If no one fails, have
whoever fell in the pit fail. The first person that
fails, read the following:

You walk down the hallway listening to the young
gnome chatter continuously about how wonderful
it is that your face is red, really red, not a little
red, but really, really red, 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 ...
pistachio!

Those looking down into the pit can see their fallen
comrade covered in pistachio pudding (the eatable
kind, not the creature ©). If asked, the gnome 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.

Your foot comes in contact with something
vaguely squishy. Before you have time to look,
you find yourself sliding toward what appears to
be an open doorway. As you attempt to brace
yourself before you hit the opening, you realize
there is no doorway, just the painting of one.
Your nose hits the “door” and your posterior hits
the floor.

The gnome runs over and says, “My, aren’t you
clumsy. You really should watch your step. Are
you sure you are adventurers? |1 thought
adventurers were supposed to be like really
awesome at stuff.”

He continues walking down the hall. Before
opening a final door, he says, “By the way, I’'m
Lucktopper. My aunt wanted me to get you.
Seems she needs to hire you for something.” He
hands each of you a bottle of cream and a towel.
“None of you have had any run ins with unicorns
today, have you? Good. | hear they’re a real
problem in the merchants’ district. Just smear the
gunk on and wipe it off. It will take the red off.
My aunt is in the garden. Let me know if you
need anything.” He leaves you to your mess.

"Wow! Aren’t you clumsy! You really should
watch where you’re going. At least it is pistachio.
Last week, it was tapioca. No one likes tapioca. It
looks like little bugs. Yuck!”

As you continue down the hall, you pass a row of
portraits of what you presume are members of
House Krimpach, past and present.

Fortitude Save DC 5. If the PC fails, the antidote
works, in a way. It turns the PC’s face bright
purple. It will wear off at the end of the mod if the
PC wishes it to, but for now, they are at a -4 on
Diplomacy checks when dealing with anyone
outside of gnomes and Halflings.

A Perception DC 15 check shows that the
portraits eyes are following the PC’s as they
continue down the hall. Pick one PC who makes
the check to have one of the portraits blow kisses

You are led to a garden behind the manor where
a slightly pudgy close to middle age female gnome
wearing a bright orange, glowing purple and
chartreuse plaid dress is munching on some
cloud candy while throwing a ball for a rotund
dog to chase. The dog waddles after the ball as
fast as its little legs will carry it. Once it has the
ball, it finds a sunny spot to lie down and chew on
the ball.
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"Bradford! You stupid little dog! Bring that ball
back over here!'* the gnome hops from her chair
and walks over to the ball. She starts to pick it up,
but notices that the ball is completely covered in
doggy slobber. **On second thought, I see | have
guests. You keep the ball and we will play later.""
She turns her attention to you and the other
arrivals. ""Please, be seated."" She walks back to
her chair and sweeps her skirts aside in an
elegant, and obviously practiced motion. "My
name is Tiffany Brandywine. | need to hire you. |
have lost my Buzz and | need him back. Before
we go over this, who are you? I told my nephew to
send for competent adventurers. From what | can
see, you may or not fit the bill."

me something bad has happened to him and
he isn’t just playing with his bees. He says he
can talk to the bees. How weird is that? | may
have to give him the “the gods haven’t meant
this to be speech, no matter how badly it
hurts” speech.”

Do you know where he lived before this?

Player introductions are expected here.

What's a buzz?

“He lived in some gnome village outside of
Amthydor. Recently, he has been staying with
some family, the Beekeepers. | believe they
live right outside of the city, outside the west
gate. Buzz said it isn’t very far away. They
might know something.”

“He’s a gnome of my acquaintance.”

How Much?

If PC's played 3 lock, they might ask this:

Do you know about the League of Humans
for Amthydor?

“I will make sure you are compensated. At least
enough to cover expenses and such. Possibly
more.”

What happened?

“I have heard of them. They have been
causing mischief with some of our shipments.
If they have Buzz, it could be bad for him. Do
you think they might have him? You must
find him.”

""Buzz was recently introduced to me by Lord
Grimm. He, Buzz that is, is a nice enough young
gnome. We were to meet for our third date and he
didn't show. How dare him! This was the date
where I decide if | want to give him the, **It's not
you, it's me, but it really is you'* speech or if |
want to keep him around. | also thought about
the "let’s be friends speech.™ Either way, he
didn't show. I am concerned something may have
happened to him. | want to hire you to find him
so | can beat him to a bloody pulp for standing
me up."

When the PC’s are done with questions,
continue:

When did this happen?

“Yesterday afternoon. I know when he is with
his bees he loses track of time, but he has
always shown up eventually. Usually with
honey. He has the best honey. I might keep
him just for that. My women’s intuition tells

She turns away from you and calls out,
“Bradford! Din-din!”

She turns her attention back to you for a
moment. “If you walk around the outside of
the house to the left, there are no
inconveniences. Please bring my Buzz back
so | can berate him properly. He should
never do this sort of thing to me.”

The fat little dog trots up to the porch,
struggles up the stairs and drops his ball with
a splash by your feet and follows his mistress
into the house.

ENCOUNTER 1 — Buzz, Buzz, Buzz
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Journeying outside of the city gates is no
problem. The sun is making the day a tad on the
warm side, but otherwise it is a pleasant walk.
The guards at the gate are in a good mood today
since it is pay day and gladly point you in the
right direction to find the Beekeeper’s home.

It is a short trip, about half an hour or so. Your
first indication you are in the right place is the
fields of flowers in all directions. Clover is
prevalent, as are bluebells, azaleas and
buttercups. A large stand of fruit trees are to the
left of the house and a hedge of roses makes a
path to the front porch. To the right of the house
are beehives, more than you have ever seen
before. As you approach, a male human on
horseback rides down the lane. He is wearing a
breastplate and a tabard bearing the Diamond
Legion crest on it. He stops his horse and
dismounts.

Out of the saddle, he stands close to six feet tall
and is of medium build. His green eyes snap with
an unseen amusement as he brushes his brown
hair from his quite handsome face. “Greetings, |
am Roland Beekeeper. May | be of assistance?”

If the PC’s try to start any trouble, Roland will end
it and arrest all concerned. He is a 12" level
paladin of Peliron skilled in the bastard sword. He
will use subdual damage on the PC’s, but he will
have them all arrested and tried for assault. After 2
rounds of combat, members of the family and
farmhands will join the fracas. It will not end well
for the PC’s.

Presuming there is no commotion, continue below:

As you continue up the lane, a man-shaped being
rounds the corner of the home from the right. As
you get closer, he removes the odd contraption
covering his head and runs his hand through
brown and white hair. He unbuckles the clasps
that run down the suit that is apparently made of
the same cloth as the sails of a ship. He starts
taking it off as he notices your approach. “Hello,
you’re early for the honey shipment.” As he looks
at you closer, he continues, “You aren’t from the
market, are you? Well, what can | help you
with?”

Some PC’s may know him. He has no information
for the PC’s. This is more a homage to Robert Hitz
for allowing me the use of his character’s family.

If the PC’s tell him why they are here, he will say:

After the PC’s explain why they are there,
continue:

“Hmm, my father didn’t say anything about that.
I am sure he is unaware of the situation. 1 will
report your information to the Diamond Legion.
If I find out anything, | will contact you. Do you
have a place | can leave a message?”

If the PC’s don’t, he will suggest the Gallant
Gryphon Inn & Tavern in the Adventurer’s
District.

“That doesn’t sound like Buzz. He does get
caught up with the bees, but he would never just
skip out like that. Last | saw of him was yesterday
afternoon. He was out in the hives and said he
was going to go meet with the druids about an
idea for better honey. He said he would be back
by noon today. | was going to join him after
lunch, but there was a problem with one of our
mare’s giving birth. My wife and | were out there
well into the night. Oh, where are my manners?
I’m Jansen Beekeeper and soon to be subject of
my wife’s wrath if | don’t get in to lunch. Please
join us.”

Roland mounts his horse, “Good luck with
your investigation. If you need anything,
please let me know. I can be found at the
Diamond Legion headquarters or the temple
of Peliron.”

Jansen will not accept no for an answer on this.

Jansen continues to remove his suit before
entering the house. It is @ modestly decorated two
story manor house with several outbuildings
behind it. After passing through the sitting room,
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he leads you to a dining room. “Please, have a
seat while I tell my wife we have company.”

He leaves the room and returns with a middle
aged woman. Seeing the two of them together, it
IS quite easy to see the resemblance to the Roland.
Jansen has the build of one who has done
manual labor his whole life and spent time with a
sword in his hands. His green eyes contain the
same sparkle as his son’s and his face is just as
handsome. “Folks, this is my wife Amanda.”

A woman just over five feet tall with brown hair
with streaks of grey comes in and hands a stack
of plates, silverware, glasses and napkins to
(insert PC’s name here). She says, “Sorry folks, I
wasn’t expecting company. Please pass these
around while 1 get the rest of the stuff.” She
smiles pleasantly at you as she leaves the room.

The next several minutes are taken up with her
running back and forth to the kitchen and
returning with plates and bowls of roasted pork,
mashed potatoes, gravy, green beans, fresh sliced
tomatoes and still warm biscuits. She sits down at
the opposite end of the table from her husband as
she brings out a large jar of honey and a pitcher
of honey sweetened tea. “Please, dig in. There’s
plenty. Living in the country like this, you never
know who will be at a meal.”

As the meal progresses, the talk turns to local
events, raising bees and stories of Jansen and
Amanda’s time as an adventurer.

He leads you up the stairs to the second door on
the left. His demeanor has changed to one of
concern as he opens the door for you. In the
middle of the room is a wad of bloody paper. The
drawers to the dresser are all open and the
mattress is off of the frame. “This is not the way
he usually keeps his room. He is very neat.”

A Perception (visual) DC 5 check will reveal a
finger stuck to the bloody paper.

A Heal DC 10 check will reveal the finger belongs
to a Halfling.

A Heal DC 15 check will reveal the finger was cut
off within the past two days.

A Heal DC 25 check will reveal the finger was cut
off while the Halfling was still alive.

If the party reveals any of this information to
Jansen, continue below:

Jansen’s brow is deeply furrowed as he looks at
the bloody finger. “Buzz mentioned some
Halflings he met that have a bakery in town. He
said he met them when he first came to the city. |
pray to Peliron that this is not from one of them.”

This is the bakery from Three Lock Box. If the
PC’s ask if it is the same one, it is and they can
find it easily. If not, a Knowledge (local) DC 10
check will reveal a new bakery run by a group of
Halflings just opened in the Adventurers’ District.

If there is a human or half elf female in the party,
Amanda will enquire if she is married and discuss
her son Roland.

When Amanda excuses herself to get the
applesauce cake for dessert, Jansen says, “I
really thought Buzz would be here by now. He
never misses applesauce cake.” He stands, “I am
going to go check on him. Be right back.” He
leaves the room as Amanda returns with
applesauce cake with a cream cheese icing. She
starts serving, but before you get your first forkful
into your mouth, Jansen returns. “l think you
should come with me.”

As you prepare to leave, Amanda meets you at the
door. Kissing you on the cheek and handing you
a small wrapped package, she says, “l gather
things are amiss. Since you can’t stay for cake, |
wrapped some up for you. Please find Buzz and
be careful.”

Your return to the city is uneventful and the cake
is delicious.

ENCOUNTER 2 — HOT BAKED BUNS

As you turn the corner to get to the bakery, a
human male steps from the shadows and
approaches you.
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If the party is a mixed party and includes at least
one human, continue here.

you realize smoke is billowing out from under the
door.

“Fellow human, why are you associating with
the enemies? Do you know what the penalty for
treason is in Amthydor? Perhaps a fiery demise is
the best thing for all concerned.” As the male
approaches, you notice three other humans
standing in the shadows.

For both situations, continue below.

As you move toward the fire, you hear a faint cry
of pain coming from inside the bakery.

If the party has no humans and is a mixed race
party, continue here:

If the PC’s are going to the bakery, continue
below.

“Traitors to Amthydor coming to visit more
traitors. Perhaps it would be in the best interest if
they all met a fiery demise.” As the male
approaches, you notice three other humans
standing in the shadows.

As you get closer to the bakery, the heat can be
felt from the street. The smoke is gushing out
from under the door. As you approach, the glass
from the large, front window explodes spraying
the street with glass.

Allow the PC’s to say what they want to. The
humans will continue to make slurs against all non-
humans and those who associate with them.

A Perception (vision) DC 15 check will reveal
that the bakery has smoking starting to seep from
the bottom of the door.

A Sense Motive DC 15 check will reveal these
hooligans are willing to leave, if allowed. DC 20
will reveal they know more about the fire’s origins.

If the PC’s fail this check, in another three rounds
a check won’t be necessary as the smoke will be
billowing out from under the door.

If the PC’s make the check, continue here:

Reflex Save DC 15 if the PC’s are approaching the
door. If the PC’s are not moving toward the door,
Reflex DC 10 for half of the damage. Damage is
below:

ATL 1 1d6 ATL 11-13 6d6
ATL 3 2d6 ATL 15-17 7d6
ATL 5 3d6
ATL 7 4d6
ATL 9 5d6

As the smoke billows out from the burning
bakery, your eyes begin to water. The four
humans move down the street to get out of the
smoke and are joined by three more humans
coming out of the alley.

Out of the corner of your eye you see something
moving in front of the bakery. Looking closer,
you realize smoke is seeping out from under the
door.

If the PC’s fail the check, continue here:

» If the PC’s go to the fight with the humans, go
to Encounter 3.
» If the PC’s go to the fire, go to Encounter 4.

ENCOUNTER 3 — THUGS

Out of the corner of your eye you see something
moving in front of the bakery. Looking closer,

“So, you feel the urge to be hurt, huh? Don’t
say | didn’t warn you.” The seven humans
reach for their swords and approach.

LS]99- There’s Only One Way

Page 8



The human fighters will fight until 3 of them
are unconscious. At that time, the remaining
fighters will attempt to run away. If caught,
they know nothing about any hierarchy of the
organization. They are just bigots trying to
prove their support of the League of Humans
for Amthydor.

| ATL 1

X 7 Human Fighters (level 2)

CN Medium (6 ft. tall)

Init +2 (Dex);

AC 18, touch 12, flat-footed 16; (+5 armor +1
shield+2 dex)

hp 24 (2d10+4)

Fort +5, Ref +2, Will +0

Defense Abilities undead traits; DR 5/slashing;
Immune nil; SR nil

Spd 30 ft.

Melee Long Sword +6, (1d8+3) (19-20, X2)
Ranged Dagger, +4, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 16, Dex 14, Con 14, Int 10, Wis 10, Cha 10
Base Atk +2; CMB +5; CMD 17

Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack,Cleave

Skills +5 Survival,+5 Knowledge (dungeoneering)
Languages Common

Gear Scale Mail (+5 to AC), Light Steel Shield
(+1to AC)

| ATL 3

X 7 Human Fighters (level 4)

CN Medium (6 ft. tall)

Init +2 (Dex)

AC 19, touch 12, flat-footed 18; (+7 armor +1
shield+1 dex)

hp 42 (4d10+8)

Fort +6, Ref +3, Will +3 (+4 vs. Fear)

Spd 30 ft.

Melee Long Sword +8, (1d8+5) (19-20, X2)
Ranged Dagger, +6, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 17, Dex 14, Con 14, Int 10, Wis 10, Cha 10
Base Atk +4; CMB +7; CMD 19

Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack, Cleave, Iron Will, Weapon

Specialization Long Sword

Skills +5 Survival,+5 Knowledge (dungeoneering),
+5 Intimidate

Languages Common

Gear Banded Mail (+7 to AC), Light Steel Shield
(+1to AC)

| ATLS

X 7 Human Fighters (level 6)

CN Medium (6 ft. tall)

Init +2 (Dex)

AC 19, touch 12, flat-footed 18; (+7 armor +1
shield+1 dex)

hp 60 (6d10+12)

Fort +7, Ref +4, Will +4 (+6 vs. Fear)

Spd 30 ft.

Melee Long Sword +11/+6, (1d8+6) (19-20, X2)
Ranged Dagger, +8, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 17, Dex 14, Con 14, Int 10, Wis 10, Cha 10
Base Atk +6/+1; CMB +9; CMD 21

Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack, Cleave, Iron Will, Weapon
Specialization Long Sword, Combat Reflexes,
Great Cleave

Skills +6 Survival,+5 Knowledge (dungeoneering),
+6 Intimidate,

Languages Common

Gear Banded Mail (+7 to AC), Light Steel Shield
(+1to AC),

| ATL 7

X 7 Human Fighters (level 8)

CN Medium (6 ft. tall)

Init +2 (Dex)

AC 19, touch 12, flat-footed 18; (+8 armor +1
shield)

hp 78 (8d10+12)

Fort +8, Ref +4, Will +4 (+6 vs. Fear)

Spd 30 ft.

Melee Long Sword +13/+8, (1d8+6) (19-20, X2)
Ranged Dagger, +10, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 18, Dex 14, Con 14, Int 10, Wis 10, Cha 10
Base Atk +8/+3; CMB +12; CMD 24

Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack, Cleave, Iron Will, Weapon
Specialization Long Sword, Combat Reflexes,
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Great Cleave, Improved Sunder

Skills +6 Survival,+5 Knowledge (dungeoneering),
+6 Intimidate, +6 Climb

Languages Common

Gear Half Plate (+8 to AC), Light Steel Shield (+1
to AC)

| ATLO

X 7 Human Fighters (level 10)

CN Medium (6 ft. tall)

Init +2 (Dex)

AC 19, touch 12, flat-footed 18; (+8 armor +1
shield)

hp 92 (10d10+16)

Fort +9, Ref +5, Will +4 (+7 vs. Fear)

Spd 30 ft.

Melee Long Sword +15/+10, (1d8+6) (19-20, X2)
Ranged Dagger, +12, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 18, Dex 14, Con 14, Int 10, Wis 10, Cha 10
Base Atk +10/+5; CMB +14; CMD 26

Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack, Cleave, Iron Will, Weapon
Specialization Long Sword, Combat Reflexes,
Great Cleave, Improved Sunder, Back-to-Back,
Cleave Asunder

Skills +6 Survival,+5 Knowledge (dungeoneering),
+ 10 Intimidate, +6 Climb

Languages Common

Gear Half Plate (+8 to AC), Light Steel Shield (+1
to AC)

Power Attack, Cleave, Iron Will, Weapon
Specialization Long Sword, Combat Reflexes,
Great Cleave, Improved Sunder, Back-to-Back,
Cleave Asunder, Improved Critical, Prone Combat
Skills +6 Survival,+5 Knowledge (dungeoneering),
+ 10 Intimidate, +6 Climb, +7 Handle Animal
Languages Common

‘ Gear Full Plate (+9 to AC),Heavy Steel Shield (+2

to AC)

| ATL 13

| ATL 11

X 7 Human Fighters (level 12)

CN Medium (6 ft. tall)

Init +2 (Dex)

AC 22, touch 12, flat-footed 21; (+9 armor +2
shield)

hp 110 (12d10+24)

Fort +10, Ref +6, Will +5 (+8 vs. Fear)

Spd 30 ft.

Melee Long Sword +17/+12/+7, (1d8+6) (18-20,
X2)

Ranged Dagger, +14, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 18, Dex 14, Con 14, Int 10, Wis 11, Cha 10
Base Atk +12/+7/+2 CMB +14; CMD 26

Feats Weapon Focus Long Sword, Blind Fighting,

X 7 Human Fighters (level 14)

CN Medium (6 ft. tall)

Init +2 (Dex)

AC 22, touch 12, flat-footed 21; (+9 armor +2
shield)

hp 128 (14d10+28)

Fort +11, Ref +6, Will +5 (+9 vs. Fear)

Spd 30 ft.

Melee Long Sword +19/+14/+9, (1d8+6) (18-20,
X2)

Ranged Dagger, +16, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 18, Dex 14, Con 14, Int 10, Wis 11, Cha 10
Base Atk +14,+9,+4 CMB +18; CMD 28

Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack, Cleave, Iron Will, Weapon
Specialization Long Sword, Combat Reflexes,
Great Cleave, Improved Sunder, Back-to-Back,
Cleave Asunder, Improved Critical, Prone
Combat, Furious Charge

Skills +6 Survival,+5 Knowledge (dungeoneering),
+ 10 Intimidate, +6 Climb, +7 Handle Animal,

+7 Knowledge (Engineering)

Languages Common

Gear Full Plate (+9 to AC),Heavy Steel Shield (+2
to AC)

| ATL 15

X 7 Human Fighters (level 16)

CN Medium (6 ft. tall)

Init +2 (Dex)

AC 22, touch 12, flat-footed 21; (+9 armor +2
shield)

hp 146 (16d10+32)

Fort +12, Ref +7, Will +6 (+9 vs. Fear)

Spd 30 ft.

Melee Long Sword +21/+16/+11,+6, (1d8+6) (18-
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20, X2)

Ranged Dagger, +16, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 18, Dex 14, Con 14, Int 10, Wis 11, Cha 10
Base Atk +16,+11,+6,+1 CMB +20; CMD 30
Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack, Cleave, Iron Will, Weapon
Specialization Long Sword, Combat Reflexes,
Great Cleave, Improved Sunder, Back-to-Back,
Cleave Asunder, Improved Critical, Prone
Combat, Furious Charge, Dodge, Critical Focus
Skills +6 Survival,+5 Knowledge (dungeoneering),
+ 10 Intimidate, +6 Climb, +7 Handle Animal,

+7 Knowledge (Engineering), +11 Swim
Languages Common

Gear Full Plate (+9 to AC),Heavy Steel Shield (+2
to AC)

The fire has completely engulfed the building. A
half dozen clerics of Cyrene are in the process of
casting spells that seem to be controlling the blaze
before it spreads to the next building. The
Diamond Legion is keeping back the people who
have gathered to see the excitement. Once the fire
is extinguished, the charred remains of two
apparent halflings are brought out of the debris.
The clerics carry the remains with great care as
two soot covered halflings walk behind the
priests, crying and holding each other.

| ATL 17

X 7 Human Fighters (level 18)

CN Medium (6 ft. tall)

Init +2 (Dex)

AC 22, touch 12, flat-footed 21; (+9 armor +2
shield)

hp 165 (18d10+36)

Fort +13, Ref +8, Will +7 (+9 vs. Fear)

Spd 30 ft.

Melee Long Sword +23/+18/+13,+8, (1d8+8) (18-
20, X2)

Ranged Dagger, +20, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 18, Dex 14, Con 14, Int 10, Wis 12, Cha 10
Base Atk +18,+13,+8,+3 CMB +22; CMD 32
Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack, Cleave, Iron Will, Weapon
Specialization Long Sword, Combat Reflexes,
Great Cleave, Improved Sunder, Back-to-Back,
Cleave Asunder, Improved Critical, Prone
Combat, Furious Charge, Dodge, Critical Focus,
Greater Sunder, Greater Weapon Specialization
Skills +6 Survival,+5 Knowledge (dungeoneering),
+ 10 Intimidate, +6 Climb, +7 Handle Animal,

+7 Knowledge (Engineering), +11 Swim
Languages Common

Gear Full Plate (+9 to AC),Heavy Steel Shield (+2
to AC)

Once the thugs are defeated, continue here:

If asked, the clerics will tell the PC’s they are
taking the bodies for burial.

» If the PC’s go to the fight with the humans, go
to Encounter 3.

» If the PCs manage to save the halflings Go to
Encounter 5,

» If the PCs do not save the halflings Go to
Conclusion A

ENCOUNTER 4 — FIRE!!

If the PC’s enter the fire, please see GM Aid 1 for
a map and details as to where the halflings are
hiding. There is also a Player’s Aid 1 for the PCs.

There are several things going on that you will
need to be aware of. First, the fire itself is unusual.
It has been set with a new form of alchemist fire
that can’t be quenched by water for the 15 rounds
after it is started. If water is used, read below:

As the water splashes onto the fire, the bluish
grey gunk at the base splashes and causes the fire
to spread further.

Second, there is the matter of the flames. Due to
the nature of the fire, it will cause damage, even if
the players douse themselves with water.
Protection from Elements or other such abilities
will function normally. Each round a PC is in the
burning building will cause 1d10 points of damage.
Water will reduce this by half, but will deal at least
one point of damage each round.
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Third is the matter of the smoke. Have the PCs
make a Fortitude Save as below:

APL 1-3-5 DC 15
APL 7-9 DC 20
APL 11+ DC 25

This will need to be rolled every 3 rounds the PC is
in the fire. It is difficult terrain and visibility is
reduced to 5 feet directly around the PC.

DO NOT TELL THE PCS THE DC FOR
THESE SAVES.

If the PCs fail a save, see below.

Natural 1: The PC is unable to do anything except
cough and gag. He will do everything he can to get
out of the fire, so that he can breathe easily again.

Fail by 5 or more: The PC is having a hard time
breathing. The PC is considered one level higher
from the list below. For example, if the PC ends up
with a 7 at ATL 1 on his first saving throw, he
would end up at the second level of failure.

First Failure: The PC is Staggered. A staggered
creature may take a single move action or standard
action each round (but not both, nor can he take
full-round actions). A staggered creature can

still take swift and immediate actions.

Second Failure: The PC is Shaken. A shaken
character takes a —2 penalty on attack rolls, saving
throws, skill checks, and ability checks. Shaken is
a less severe state of fear than frightened or
panicked.

Third Failure: The PC is Panicked. A panicked
creature must drop anything it holds and f lee at
top speed from the source of its fear, as well as any
other dangers it encounters, along a random path.
It can’t take any other actions. In addition, the
creature takes a —2 penalty on all saving throws,
skill checks, and ability checks.

Fourth Failure: The PC is considered
incapacitated. He is unable to do anything except

fall to the ground attempting to get any clear air
into his lungs.

If the PCs enter through the front window or door,
continue here:

Entering the building should be relatively easy, if
it weren’t for the smoke penetrating your nose,
crawling across your skin and infiltrating your
lungs. The fire speaks its own language of sizzles
and hisses, sparks and crunches, screams and
wails. The flames carry the heat toward you,
marching to the sound of the fire. It simmers your
skin and boils your blood. It charms your skin to
rise up to blisters.

You are only able to see a few feet in front of you
as the flames mar the walls, floor and ceiling and
leave a black, smudge caress in their wake. The
counter at the back of the room contains the
charred remains of what must have been
delicious baked goods just moments ago. Passing
by the counter, you find the door leading to the
back room.

Have the PCs make a Perception (Listen) DC 25
to hear the screams of the halflings trapped in the
bakery portion of the room.

If successful, continue here:

The flames covering the door make it difficult to
open.

There isn’t a lot of time to do any major things
here to prepare for opening the door. Whichever
PC pushes the door open, read the following:

Touching the wood of the door transfers the
bluish-gray gunk that seems to be the source of
the flames. It covers your hand and immediately
takes your breath away from the odor of the
burning skin and the pain that permeates your
hand.

The PC takes 2d10 points of damage and is
considered to have failed one save.
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If the PCs enter from the back door or continue to
the back from the front, continue here:

The fire is everywhere. The table used to mix the
dough is awash in flames. The floor is decorated
with flames and debris as chunks from the ceiling
crash into the waves of flame. The oven and
stoves are glowing red with heat, to the point the
metal is actually dripping as it melts.

pointing to the halfling on the ground. “If there is
anything we can do to help you, ever, please, just
ask.”

The female halfling lying on the ground, sits up
and looks at you. Her soot covered face has
streaks from the tears that have spilled, “That
goes for me and my sister, too. I’m Chloe and this
is my sister, Dahlia.”

Have the PCs make a Perception Listen DC 10.
On at least one success, the PCs can locate the
halflings, Chloe in the barrels by the door and
Thorn in the oven near the stairs. Both are
unconscious by the time the PCs get to them.

Once the halflings are rescued by whatever means
the PCs use, continue here:

What happened?

As you come out to the cooler air and leave the
inferno behind, four clerics of Cyrene command
their small squad of water elementals to walk
through the building, drowning the flames as they
go. Two cleric of Zara come rushing up to the
unconscious bodies of the halflings. With a quick
prayer to their goddess, the clerics are able to
bring the halflings back from the flames of death.

Clayton says, “We have been having issues with
those humans for weeks now. They have been
trying to drive us out of business. They really hate
anyone that isn’t human.”

Chloe continues as she breaks into a fit of
coughing. “Thorn and | were working on a new
recipe for cinnamon infused bread when they
came in the shop. As soon as we saw who they
were, we hid. | thought they would just come in
and trash the place again. Then they opened up
these flasks and started throwin’ the stuff all
over. As soon as it hit, it started burning. It was
terrible. Now, we’ve lost everything we were
working for.”

Thorn sits up and puts his arm around Chloe. “At
least we got out alive. We have to be happy about
that.” Chloe leans into him and starts crying.

All six clerics will do any healing that is required
for the PCs since they were so valiant in entering
the fire.

ENCOUNTER 5 — RESCUED AND HAPPY

How have they done that?

“They have beat up anyone they have caught
coming into or leaving our bakery.” Clayton tells
you. “They have dumped our wagons of
ingredients, chased us, thrown things at us, they
have been horrible.”

As you gain your bearings and refresh your lungs
with the cool, slightly salty breeze, two halflings
come running to the scene faster than you ever
imagined halflings could move. Tears stream
down the face as the two halflings that came
running up throw themselves on the two halflings
on the ground.

Have you told the Diamond Legion?

“The Legion has tried to catch them in the act,
but haven’t been able to.” Dahlia says, “Every
time they arrest them, they somehow get back out.
Or it may be different ones. I’'m not sure.
Sometimes, they wear masks.”

If the PCs played Three Lock Box, they will
recognize the halflings as the ones from the final
fight.

Have you seen Buzz?

“Thanks so much for your help! My name is
Clayton and this is my brother, Thorn,” he says

Thorn looks up from holding Chloe, “They went
to the docks to get supplies. They should have
been back at least an hour ago. Oh gods! | hope
they are okay.”
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Where at the docks?

“Peyton and Buzz went to the warehouse
across from the Sailor’s Refuge. We get our
flour and yeast from there.”

don’t get this cargo on its way.” The half orc
thrusts a clipboard with a piece of paper attached
to it at you.

When the PCs are done with their questions,
continue here:

Two members of the Diamond Legion approach
your group. “Thanks for the assistance. We are
taking in this group,” the young corporal says
nodding toward the culprits. “We will be in touch
when their trial date occurs. You may be called to
testify. If you uncover any further evidence that
will help us get this scum off our streets, please
send it to Legion HQ. The sooner we can get
these reprobates off the streets, the better.”

He will let anyone sign for it as long as they will
get the cart out of the way. He will try to have it
signed by the most responsible looking member of
the party, but he really isn’t fussy.

If he is asked where the pair went, continue here:

“Last | saw, they were talkin’ to Lucky Andy. Not
sure where they went, but that was the last | saw
of ‘em. Try in the Sailor’s Refuge. That’s where
Lucky usually is.” The half-orc tells you as he
turns, yelling at a group of dockhands standing
around, doing nothing.

» If the PCs continue to the docks, go to
Encounter 6.

ENCOUNTER 6-SITTIN' ON THE DOCK

Finding your way through the streets to the
Sailor’s Refuge isn’t hard. Finding the two
missing short people is. It seems like every ship in
the Tasman Sea has pulled in to the docks of
Amthydor and started unloading their goods. It is
difficult to move amongst the teamsters, dock
hands and sailors, all intent on their own
business.

If the PC’s have played Pirates Ahoy or Jaded Life,
they have encountered Lucky Andy before. He is a
known smuggler who always seems to have a way
to get out of getting arrested. That’s why he is
called Lucky. If no one has played it, the half-orc
will give a description of Lucky.

Once the PCs head to the bar, continue here:

A Diplomacy (Gather Information) DC 15
check will give the PCs the cart that Peyton and
Buzz brought to the docks.

Once the PCs get to the cart, continue here:

After some difficulty, you locate the cart, but Buzz
and Peyton are not anywhere in sight. As you
look the cart over, a half orc dressed in typical
sailor garb turns toward you and motions you
over to him. “Hey! Are you with that wagon? |
need your signature and get it out of the way. |
got a bunch of people who’ll have my head if |

Entering the Sailor’s Refuge is an adventure all
its own. Between the flying mugs and food,
sailors emptying their stomachs of too much
alcohol and food and the jostling for a good
position to see the young, very attractive female
bard performing a rowdy sea shanty, it takes you
longer than expected to find Lucky Andy sitting
in a corner with his back to the wall.

When you approach the thin, wiry man of middle
years, you notice that somewhere along the lines
his luck seems to have worn out since he has lost
his right hand. He looks you over and says,
“Whatever ya think | gots, | ain’t. Why doncha be
good little mercs and move along?”

Lucky Andy doesn’t intimidate. He has seen it all
and been lucky enough to get away with most of it.
He can be bribed. Under no circumstances will he
go along with the PCs.
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Here is what he knows, in order of what he will
spill.

5gp X ATL

=

He saw the halfling and gnome.

2. They were talking to Lucky Andy about
the possibility of doing some business
together.

3. Lucky Andy has some connections that

can get some rare spices for a good price.

10gp X ATL

4. The conversation ended when two humans
in sailor garb came up and told them to
come with them to get their order.

5. A third human was standing at the corner
waiting on them.

15gp X ATL

6. The third human was wearing a badge
from the Harbormaster.

7. The halfling and gnome were led to him
and the other two humans went with them.

20gp X ATL
8. They went to a warehouse at the corner of
the Shining Way and the start of the Port
District.

If asked about losing his hand, Lucky Andy says
the following:

ENCOUNTER 7-WAREHOUSE RESCUE

After making your way through the crowd to the
point where the Shining Way enters the Port
District, you find a warehouse on each corner in
the Port District. The warehouse on the left has
the doors wide open with a wagon sticking half
in-half out of the doorway. A sea elf stands next
to the horses attached to the wagon. The sea elf
seems to be intimidated by the two large land
creatures. Every time one of the horses moves, he
steps further away from the behemoth creature.

As you get closer, you see a human enter the
warehouse on the right.

A Sense Motive DC 10+ATL check. The sea elf
with the horse became even more anxious when he
saw the human.

If the PCs talk to the sea elf, continue here:

“I don’t know anything. | am here for supplies
and to rejoin the sea as quickly as possible.
Please, leave me alone. | just want to go home
safely.”

“Ya might not consider it lucky to lose ya hand,
but it beats bein’ stretched by the neck a yard or
two.”

A Knowledge (local) check, a Profession
(barrister) check or Membership in the
Diamond Legion will know that losing a hand in
public is the punishment for theft in Amthydor.

» If the PCs continue to the warehouse, go to
Encounter 7.

See DM Aid 2 for a lay out of the warehouse. The
PCs can go in the front door or the side doors. If
they go through the roof, it will take them extra
rounds to get in and the Peyton and Buzz will be
dead. The doors are not locked because the League
has pretty much terrified everyone into leaving
them alone.

Once the PCs go in, continue below:

Upon entering the warehouse, you find what you
usually find in a warehouse, stacks of boxes and
crates and rows of barrels. In the center of the
room is a clear space where two bags hang from
the rafters. A tall, blond human male kicks the
bag and the others surrounding him join in
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laughing as a squeal of pain comes out of the
bag. As the bag spins around and bumps into the
other one, the humans smack at the bundles
using clubs, hands, feet, whatever is convenient.
The laughter gets louder as the cries of pain from
the bags gets fainter.

Presumably, there will be a fight here. The humans
are part of the League of Humans for Amthydor
and have no interest in diplomacy. These are
young ruffians trying to prove their superiority by
picking on those that are smaller than them, thus
the hatred for the small races.

| ATL 1

¥ 2 Human Rogues (level 3)

CN Medium (6 ft. tall)

Init +8 (Improved Initiative and Dex)

AC 17, touch 15, flat-footed 12; (+2 Armor)
hp 27 (3d8+6)

Fort +3, Ref +7, Will +3

Spd 30 ft.

Melee Rapier +6, (1d6+0) (18-20, X2) Sneak
Attack 2d6

Ranged Long Bow, +6, (1d8+0)

Space 5 ft.; Reach 5 ft.

Str 10, Dex 18, Con 14, Int 12, Wis 14, Cha 10
Base Atk +2 CMB +2; CMD 16

Feats Dodge, Mobility, Rogue Talent (Finesse
Rogue), Improved Initiative

Skills + 10 Acrobatics, +5 Appraise, +6 Bluff, +6
Diplomacy, +10 Disable Device, +5 Disguise, +9
Escape Artist, +6 Intimidate, +6 Knowledge
(Dungeoneering), +8 Knowledge (Local), +6
Linguistics, +8 Perception, +6 Sense Motive, +8
Sleight of Hand, + 10 Stealth, +4 Use Magic
Device

Languages Common
Gear Leather Armor (+2)

X 4 Human Fighters (level 2)

CN Medium (6 ft. tall)

Init +2 (Dex);

AC 18, touch 12, flat-footed 16; (+5 armor +1
shield+2 dex)

hp 24 (2d10+4)

Fort +5, Ref +2, Will +0

Defense Abilities undead traits; DR 5/slashing;
Immune nil; SR nil

Spd 30 ft.

Melee Long Sword +6, (1d8+3) (19-20, X2)
Ranged Dagger, +4, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 16, Dex 14, Con 14, Int 10, Wis 10, Cha 10
Base Atk +2; CMB +5; CMD 17

Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack,Cleave

Skills +5 Survival,+5 Knowledge (dungeoneering)
Languages Common

Gear Scale Mail (+5 to AC), Light Steel Shield
(+1to AC)

X 2 Human Sorcerers (level 3)

CN Medium (6 ft. tall)

Init +2 (Dex);

AC 12 (With Shield, 16), touch 12, flat-footed 10
(With shield 14);

hp 22 (3d6+6)

Fort +3, Ref +3, Will +4

Spd 30 ft.

Melee Staff +1, 1d6 (x2)

Ranged Dagger, +4, (1d4)

Space 5 ft.; Reach 5 ft.

Str 10, Dex 14, Con 14, Int 12, Wis 12, Cha 18
Base Atk +1; CMB +5; CMD 17

Feats Combat Casting, Dodge, Eschew Materials,
Moability

Skills +8 Bluff, +9 Intimidate, +7 Knowledge
(Planes), +7 Knowledge (Arcana), +7 Spellcraft
Languages Common

Gear

5-0 Level-Daze, Detect  Magic, Flare,
Prestidigitation, Acid Splash, 4 Spells Known,
Cast 5-1% level-Shield(precast), Grease, Shocking
Grasp, Magic Missile, Bonus Spell-Burning Hands

Abilities: Elemental Ray (Electricity) 1d6+1,
Energy Resistance Electricity 10
| ATL 3

¥ 2 Human Rogues (level 5)

CN Medium (6 ft. tall)

Init +8 (Improved Initiative and Dex)

AC 17, touch 15, flat-footed 12; (+2 Armor)
hp 41 (5d8+10)

Fort +3, Ref +8, Will +3
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Spd 30 ft.

Melee Rapier +7, (1d6+0) (18-20, X2) Sneak
Attack 3d6

Ranged Long Bow, +7, (1d8+0)

Space 5 ft.; Reach 5 ft.

Str 11, Dex 18, Con 14, Int 12, Wis 14, Cha 10
Base Atk +4 CMB +4; CMD 18

Feats Dodge, Mobility, Rogue Talent (Finesse
Rogue), Improved Initiative, Uncanny Dodge,
Rogue Talent (Stand Up), Combat Reflexes

Skills + 12 Acrobatics, +5 Appraise, +6 Bluff, +6
Diplomacy, +12 Disable Device, +7 Disguise, +11
Escape Artist, +6 Intimidate, +6 Knowledge
(Dungeoneering), +8 Knowledge (Local), +6
Linguistics, +10 Perception, +10 Sense Motive,
+10 Sleight of Hand, + 12 Stealth, +6 Use Magic
Device

Languages Common
Gear Leather Armor (+2)

X 4 Human Fighters (level 4)

CN Medium (6 ft. tall)

Init +2 (Dex)

AC 19, touch 12, flat-footed 18; (+7 armor +1
shield+1 dex)

hp 42 (4d10+8)

Fort +6, Ref +3, Will +3 (+4 vs. Fear)

Spd 30 ft.

Melee Long Sword +8, (1d8+5) (19-20, X2)
Ranged Dagger, +6, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 17, Dex 14, Con 14, Int 10, Wis 10, Cha 10
Base Atk +4; CMB +7; CMD 19

Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack, Cleave, Iron Will, Weapon
Specialization Long Sword

Skills +5 Survival,+5 Knowledge (dungeoneering),
+5 Intimidate

Languages Common

Gear Banded Mail (+7 to AC), Light Steel Shield
(+1to AC)

X 2 Human Sorcerers (level 5)

CN Medium (6 ft. tall)

Init +2 (Dex);

AC 12 (With Shield, 16), touch 12, flat-footed 10
(With shield 14);

hp 34 (5d6+10)

Fort +4, Ref +4, Will +6

Spd 30 ft.

Melee Staff +2, 1d6 (x2)

Ranged Dagger, +4, (1d4)

Space 5 ft.; Reach 5 ft.

Str 10, Dex 14, Con 14, Int 12, Wis 12, Cha 19
Base Atk +2; CMB +2; CMD 14

Feats Combat Casting, Dodge, Eschew Materials,
Mobility

Skills +8 Bluff, +9 Intimidate, +7 Knowledge
(Planes), +7 Knowledge (Arcana), +7 Spellcraft
Languages Common

Gear Staff, robes

Spells DC-14/15/16/17/18

6-0 Level-Daze, Detect Magic, Flare,
Prestidigitation, Acid Splash, Read Magic 5 Spells
Known, Cast 7-1% level-Shield (precast), Grease,
Shocking Grasp, Magic Missile, Ray of
Enfeeblement, Bonus Spell-Burning Hands 3
Spells Known, Cast 4-2" Level-Touch of Idiocy,
Eagle’s Splendor, Mirror Image, Bonus Spell-
Scorching Ray

Abilities: Elemental Ray (Electricity) Usable 7
times a day, 1d6+2, Energy Resistance Electricity
10

| ATLS

¥ 2 Human Rogues (level 7)

CN Medium (6 ft. tall)

Init +8 (Improved Initiative and Dex)

AC 18, touch 15, flat-footed 12; (+2 Armor)

hp 55 (7d8+14)

Fort +4, Ref +9, Will +4

Spd 30 ft.

Melee Rapier +9, (1d6+0) (18-20, X2) Sneak
Attack 4d6

Ranged Long Bow, +9, (1d8+0)

Space 5 ft.; Reach 5 ft.

Str 11, Dex 18, Con 14, Int 12, Wis 14, Cha 10
Base Atk +5 CMB +9; CMD 19

Feats Dodge, Mobility, Rogue Talent (Finesse
Rogue), Improved Initiative, Uncanny Dodge,
Rogue Talent (Stand Up), Combat Reflexes, Rogue
Talent (Bleed), Agile Maneuvers

Skills + 14 Acrobatics, +5 Appraise, +8 Bluff, +8
Diplomacy, +14 Disable Device, +7 Disguise, +14
Escape Artist, +6 Intimidate, +6 Knowledge
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(Dungeoneering), +8 Knowledge (Local), +6
Linguistics, +12 Perception, +10 Sense Motive,
+10 Sleight of Hand, + 14 Stealth, +9 Use Magic
Device

Languages Common
Gear Studded Leather Armor (+3)

X 4 Human Fighters (level 6)

CN Medium (6 ft. tall)

Init +2 (Dex)

AC 19, touch 12, flat-footed 18; (+7 armor +1
shield+1 dex)

hp 60 (6d10+12)

Fort +7, Ref +4, Will +4 (+6 vs. Fear)

Spd 30 ft.

Melee Long Sword +11/+6, (1d8+6) (19-20, X2)
Ranged Dagger, +8, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 17, Dex 14, Con 14, Int 10, Wis 10, Cha 10
Base Atk +6/+1; CMB +9; CMD 21

Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack, Cleave, Iron Will, Weapon
Specialization Long Sword, Combat Reflexes,
Great Cleave

Skills +6 Survival,+5 Knowledge (dungeoneering),
+6 Intimidate,

Languages Common

Gear Banded Mail (+7 to AC), Light Steel Shield
(+1to AC),

X 2 Human Sorcerers (level 7)

CN Medium (6 ft. tall)

Init +2 (Dex);

AC 12 (With Shield, 18), touch 14, flat-footed 10
(With shield 14);

hp 46 (7d6+14)

Fort +5, Ref +5, Will +6

Spd 30 ft.

Melee Staff +3, 1d6 (x2)

Ranged Dagger, +4, (1d4)

Space 5 ft.; Reach 5 ft.

Str 10, Dex 14, Con 14, Int 12, Wis 12, Cha 19
Base Atk +3; CMB +3; CMD 15

Feats Combat Casting, Dodge, Eschew Materials,
Mobility, Cast on the Run, Great Fortitude

Skills +8 Bluff, +9 Intimidate, +8 Knowledge
(Planes), +8 Knowledge (Arcana), +8 Spellcraft

Languages Common

Gear Staff, robes

Spells DC-14/15/16/17/18

5-0 Level-Daze, Detect Magic, Flare,
Prestidigitation, Acid Splash, 6 Spells Known,
Cast 7-1% level-Shield, Grease, Shocking Grasp,
Magic Missile, Ray of Enfeeblement, Bonus Spell-
Shocking Hands (As Burning Hands) 3 Spells
Known, Cast 7-2" Level-Touch of Idiocy,
Eagle’s Splendor, Mirror Image, Bonus Spell-
Electric Ray (As Scorching Ray), 3 Spells Known,
Cast 5,-3" Level-Lightning Bolt, Lightning Ball
(As Fireball), Haste, Bonus Spell-Protection from
Energy

Abilities: Elemental Ray (Electricity) Usable 7
times a day, 1d6+4, Energy Resistance Electricity
10

| ATL 7

¥ 2 Human Rogues (level 9)

CN Medium (6 ft. tall)

Init +8 (Improved Initiative and Dex)

AC 18, touch 15, flat-footed 12; (+2 Armor)

hp 69 (9d8+18)

Fort +5, Ref +10, Will +5

Spd 30 ft.

Melee Rapier +10/5, (1d6+1) (18-20, X2) Sneak
Attack 5d6

Ranged Long Bow, +9, (1d8+0)

Space 5 ft.; Reach 5 ft.

Str 12, Dex 18, Con 14, Int 12, Wis 14, Cha 10
Base Atk +6/1 CMB +10; CMD 21

Feats Dodge, Mobility, Rogue Talent (Finesse
Rogue), Improved Initiative, Uncanny Dodge,
Rogue Talent (Stand Up), Combat Reflexes, Rogue
Talent (Bleed), Agile Maneuvers, Spring Attack,
Rogue Talent (Rogue Crawl)

Skills + 16 Acrobatics, +5 Appraise, +10 Bluff,
+10 Diplomacy, +16 Disable Device, +7 Disguise,
+16 Escape Artist, +6 Intimidate, +6 Knowledge
(Dungeoneering), +10 Knowledge (Local), +6
Linguistics, +14 Perception, +12 Sense Motive,
+10 Sleight of Hand, + 16 Stealth, +9 Use Magic
Device

Languages Common

Gear Studded Leather Armor (+3)
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X 4 Human Fighters (level 8)

CN Medium (6 ft. tall)

Init +2 (Dex)

AC 19, touch 12, flat-footed 18; (+8 armor +1
shield)

hp 78 (8d10+12)

Fort +8, Ref +4, Will +4 (+6 vs. Fear)

Spd 30 ft.

Melee Long Sword +13/+8, (1d8+6) (19-20, X2)
Ranged Dagger, +10, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 18, Dex 14, Con 14, Int 10, Wis 10, Cha 10
Base Atk +8/+3; CMB +12; CMD 24

Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack, Cleave, Iron Will, Weapon
Specialization Long Sword, Combat Reflexes,
Great Cleave, Improved Sunder

Skills +6 Survival,+5 Knowledge (dungeoneering),
+6 Intimidate, +6 Climb

Languages Common

Gear Half Plate (+8 to AC), Light Steel Shield (+1
to AC)

¥ 2 Human Sorcerers (level 9)

CN Medium (6 ft. tall)

Init +2 (Dex);

AC 12 (With Shield and Mage Armor, 20), touch
12, flat-footed 10 (shield and Mage Armor 18 )

hp 58 (9d6+18)

Fort +5, Ref +5, Will +7

Spd 30 ft.

Melee Staff +4, 1d6 (x2)

Ranged Dagger, +4, (1d4)

Space 5 ft.; Reach 5 ft.

Str 10, Dex 14, Con 14, Int 12, Wis 12, Cha 20
Base Atk +4; CMB +4; CMD 16

Feats Combat Casting, Dodge, Eschew Materials,
Mobility, Cast on the Run, Great Fortitude

Skills +8 Bluff, +9 Intimidate, +8 Knowledge
(Planes), +8 Knowledge (Arcana), +8 Spellcraft
Languages Common

Gear Staff, robes

Spells DC-15/16/17/18/19

8-0 Level-Daze, Detect Magic, Flare,
Prestidigitation, Acid Splash, Read Magic, Mage
Hand, Mending 6 Spells Known, Cast 7-1% level-
Shield (precast), Grease, Shocking Grasp, Magic
Missile, Ray of Enfeeblement, Mage Armor
(precast) Bonus Spell-Shocking Hands (As

Burning Hands) 5 Spells Known, Cast 7-2"™
Level-Touch of Idiocy, Eagle’s Splendor, Mirror
Image, Bull’s Strength, Owl’s Wisdom Bonus
Spell-Electric Ray (As Scorching Ray), 4 Spells
Known, Cast 7,-3 Level-Lightning Bolt,
Lightning Ball (As Fireball), Haste, Hold Person
Bonus Spell-Protection from Energy 3 Spells
Known, Cast 5,-4th Level-Stoneskin, Black
Tentacles, Confusion, Bonus Spell-Elemental Body
I

Abilities: Elemental Ray (Electricity), usable 9
times daily 1d6+5, Elemental Blast (Electric) 9d6
DC 19, Energy Resistance Electricity 20

| ATLO

¥ 2 Human Rogues (level 11)

CN Medium (6 ft. tall)

Init +8 (Improved Initiative and Dex)

AC 18, touch 15, flat-footed 12; (+3 Armor)

hp 84 (11d8+22)

Fort +5, Ref +10, Will +5

Spd 30 ft.

Melee Rapier +11/6, (1d6+1) (18-20, X2) Sneak
Attack 6d6

Ranged Long Bow, +11, (1d8+0)

Space 5 ft.; Reach 5 ft.

Str 12, Dex 18, Con 14, Int 12, Wis 14, Cha 10
Base Atk +8/3 CMB +10; CMD 23

Feats Dodge, Mobility, Rogue Talent (Finesse
Rogue), Improved Initiative, Uncanny Dodge,
Rogue Talent (Stand Up), Combat Reflexes, Rogue
Talent (Bleed), Agile Maneuvers, Spring Attack,
Rogue Talent (Rogue Crawl), Improved Uncanny
Dodge, Improved Evasion, Rogue Talent
(Resiliency), Wind Stance

Skills + 18 Acrobatics, +5 Appraise, +10 Bluff,
+10 Diplomacy, +18 Disable Device, +7 Disguise,
+18 Escape Artist, +8 Intimidate, +6 Knowledge
(Dungeoneering), +12 Knowledge (Local), +8
Linguistics, +16 Perception, +14 Sense Motive,
+10 Sleight of Hand, + 18 Stealth, +9 Use Magic
Device

Languages Common
Gear Studded Leather Armor (+3)
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X 4 Human Fighters (level 10)

CN Medium (6 ft. tall)

Init +2 (Dex)

AC 19, touch 12, flat-footed 18; (+8 armor +1
shield)

hp 92 (10d10+16)

Fort +9, Ref +5, Will +4 (+7 vs. Fear)

Spd 30 ft.

Melee Long Sword +15/+10, (1d8+6) (19-20, X2)
Ranged Dagger, +12, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 18, Dex 14, Con 14, Int 10, Wis 10, Cha 10
Base Atk +10/+5; CMB +14; CMD 26

Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack, Cleave, Iron Will, Weapon
Specialization Long Sword, Combat Reflexes,
Great Cleave, Improved Sunder, Back-to-Back,
Cleave Asunder

Skills +6 Survival,+5 Knowledge (dungeoneering),
+ 10 Intimidate, +6 Climb

Languages Common

Gear Half Plate (+8 to AC), Light Steel Shield (+1
to AC)

X 2 Human Sorcerers (level 11)

CN Medium (6 ft. tall)

Init +2 (Dex);

AC 12 (With Shield and Mage Armor, 20), touch
12, flat-footed 10 (With shield and Mage Armor
18);

hp 70 (11d6+22)

Fort +5, Ref +5, Will +8

Spd 30 ft.

Melee Staff +5, 1d6 (x2)

Ranged Dagger, +5, (1d4)

Space 5 ft.; Reach 5 ft.

Str 10, Dex 14, Con 14, Int 12, Wis 12, Cha 20
Base Atk +5; CMB +5; CMD 16

Feats Combat Casting, Dodge, Eschew Materials,
Mobility, Cast on the Run, Great Fortitude,
Maximize Spell

Skills +8 Bluff, +9 Intimidate, +8 Knowledge
(Planes), +8 Knowledge (Arcana), +8 Spellcraft
Languages Common

Gear Staff, robes

Spells DC-15/16/17/18/19/20

10-0 Level-Daze, Detect Magic, Flare,
Prestidigitation, Acid Splash, Read Magic, Mage
Hand, Mending 6 Spells Known, Cast 7-1% level-

Shield (precast), Grease, Shocking Grasp, Magic
Missile, Ray of Enfeeblement, Mage Armor
(precast) Bonus Spell-Shocking Hands (As
Burning Hands) 6 Spells Known, Cast 7-2"™
Level-Touch of Idiocy, Eagle’s Splendor, Mirror
Image, Bull’s Strength, Owl’s Wisdom, Web
Bonus Spell-Electric Ray (As Scorching Ray), 6
Spells Known, Cast 7,-3™ Level-Lightning Bolt,
Lightning Ball (As Fireball), Haste, Hold Person,
Blink Bonus Spell-Protection from Energy 4 Spells
Known, Cast 7,-4th Level-Stoneskin, Black
Tentacles, Confusion, Electric Storm (As Ice
Storm) Bonus Spell-Elemental Body | 3 Spells
Known-Cast 5-5"" Level-Teleport, Dominate
Person, Feeblemind, Bonus Spell-Elemental Body
1

Abilities: Elemental Ray (Electricity), usable 8
times daily 1d6+6, Elemental Blast (Electric) 11d6
DC20, Energy Resistance Electricity 20

| ATL 11

¥ 2 Human Rogues (level 13)

CN Medium (6 ft. tall)

Init +8 (Improved Initiative and Dex)

AC 20, touch 17, flat-footed 13; (+3 Armor)

hp 94 (13d8+26)

Fort +6, Ref +14, Will +8

Spd 30 ft.

Melee Rapier +14/9, (1d6+1) (18-20, X2) Sneak
Attack 7d6

Ranged Long Bow, +12, (1d8+0)

Space 5 ft.; Reach 5 ft.

Str 12, Dex 23, Con 14, Int 12, Wis 14, Cha 10
Base Atk +9/4 CMB +11; CMD 25

Feats Dodge, Mobility, Rogue Talent (Finesse
Rogue), Improved Initiative, Uncanny Dodge,
Rogue Talent (Stand Up), Combat Reflexes, Rogue
Talent (Bleed), Agile Maneuvers, Spring Attack,
Rogue Talent (Rogue Crawl), Improved Uncanny
Dodge, Improved Evasion, Rogue Talent
(Resiliency), Wind Stance, Rogue Talent (Slippery
Mind), Iron Will

Skills + 22 Acrobatics, +5 Appraise, +10 Bluff,
+10 Diplomacy, +20 Disable Device, +7 Disguise,
+22 Escape Artist, +8 Intimidate, +6 Knowledge
(Dungeoneering), +12 Knowledge (Local), +8
Linguistics, +18 Perception, +14 Sense Motive,
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+12 Sleight of Hand, +9 Spellcraft + 22 Stealth, +9
Use Magic Device

Languages Common
Gear Studded Leather Armor (+3), potion of Cat’s
Grace already drank and figured into stats.

X 4 Human Fighters (level 12)

CN Medium (6 ft. tall)

Init +2 (Dex)

AC 22, touch 12, flat-footed 21; (+9 armor +2
shield)

hp 110 (12d10+24)

Fort +10, Ref +6, Will +5 (+8 vs. Fear)

Spd 30 ft.

Melee Long Sword +17/+12/+7, (1d8+6) (18-20,
X2)

Ranged Dagger, +14, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 18, Dex 14, Con 14, Int 10, Wis 11, Cha 10
Base Atk +12/+7/+2 CMB +14; CMD 26

Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack, Cleave, Iron Will, Weapon
Specialization Long Sword, Combat Reflexes,
Great Cleave, Improved Sunder, Back-to-Back,
Cleave Asunder, Improved Critical, Prone Combat
Skills +6 Survival,+5 Knowledge (dungeoneering),
+ 10 Intimidate, +6 Climb, +7 Handle Animal
Languages Common

Gear Full Plate (+9 to AC),Heavy Steel Shield (+2
to AC)

X 2 Human Sorcerers (level 13)

CN Medium (6 ft. tall)

Init +2 (Dex);

AC 14 (With Shield and Mage Armor, 22), touch
14, flat-footed 10 (With shield and Mage Armor 18
);

hp 82 (11d6+26)

Fort +6, Ref +6, Will +11

Spd 30 ft.

Melee Staff +6/1, 1d6 (x2)

Ranged Dagger, +4, (1d4)

Space 5 ft.; Reach 5 ft.

Str 10, Dex 14, Con 14, Int 12, Wis 12, Cha 22
Base Atk +6/1; CMB +2; CMD 18

Feats Combat Casting, Dodge, Eschew Materials,
Moability, Cast on the Run, Great Fortitude,
Maximize Spell, Iron Will

Skills +8 Bluff, +9 Intimidate, +8 Knowledge
(Planes), +8 Knowledge (Arcana), +8 Spellcraft
Languages Common

Gear Staff, robes, potion of cat’s grace already
drank and figured in stats.

Spells DC-16/17/18/19/20/21/22/

10-0 Level-Daze, Detect Magic, Flare,
Prestidigitation, Acid Splash, Read Magic, Mage
Hand, Mending 6 Spells Known, Cast 7-1% level-
Shield (precast), Grease, Shocking Grasp, Magic
Missile, Ray of Enfeeblement, Mage Armor
(precast) Bonus Spell-Shocking Hands (As
Burning Hands) 7 Spells Known, Cast 7-2"™
Level-Touch of Idiocy, Eagle’s Splendor, Mirror
Image, Bull’s Strength, Owl’s Wisdom, Web,
Electric Arrow (As Acid Arrow) Bonus Spell-
Electric Ray (As Scorching Ray), 7 Spells Known,
Cast 7,-3" Level-Lightning Bolt, Lightning Ball
(As Fireball), Haste, Hold Person, Blink, Vampiric
Touch, Dispel Magic Bonus Spell-Protection from
Energy 5 Spells Known, Cast 7,-4th Level-
Stoneskin, Black Tentacles, Confusion, Electric
Storm (As Ice Storm), Greater Invisibility Bonus
Spell-Elemental Body | 4 Spells Known-Cast 6-
5t Level-Teleport, Dominate Person, Feeblemind,
Cone of Electricity (As Cone of Cold), Bonus
Spell-Elemental Body Il, 3 Spells Known-Cast 4-
6" Level-Chain Lightning, Disintegrate, Mass
Owl’s Wisdom, Bonus Spell-Elemental Body |11

Abilities: Elemental Ray (Electricity), usable 9
times daily 1d6+7, Elemental Blast (Electric) 11d6
DC 22, Energy Resistance Electricity 20

| ATL 13

¥ 3 Human Rogues (level 15)

CN Medium (6 ft. tall)

Init +8 (Improved Initiative and Dex)

AC 20, touch 17, flat-footed 13; (+3 Armor)

hp 94 (13d8+26)

Fort +6, Ref +14, Will +8

Spd 30 ft.

Melee Rapier +17/12/7, (1d6+1) (18-20, X2)
Sneak Attack 8d6 reroll any one’s on initial sneak
attack damage

Ranged Long Bow, +17, (1d8+0)

Space 5 ft.; Reach 5 ft.

Str 12, Dex 23, Con 14, Int 12, Wis 14, Cha 10
Base Atk +11/6/1 CMB +12; CMD 26

Feats Dodge, Mobility, Rogue Talent (Finesse
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Rogue), Improved Initiative, Uncanny Dodge,
Rogue Talent (Stand Up), Combat Reflexes, Rogue
Talent (Bleed), Agile Maneuvers, Spring Attack,
Rogue Talent (Rogue Crawl), Improved Uncanny
Dodge, Improved Evasion, Rogue Talent
(Resiliency), Wind Stance, Rogue Talent (Slippery
Mind), Iron Will, Rogue Talent (Dispelling
Attack), Deadly Percision (Page 100, LSJ
Campaign Guide)

Skills + 24 Acrabatics, +5 Appraise, +10 Bluff,
+10 Diplomacy, +19 Disable Device, +7 Disguise,
+24 Escape Artist, +15 Intimidate, +6 Knowledge
(Dungeoneering), +12 Knowledge (Local), +8
Linguistics, +19 Perception, +14 Sense Motive,
+12 Sleight of Hand, +12 Spellcraft + 24 Stealth,
+9 Use Magic Device

Languages Common
Gear Studded Leather Armor (+3), potion of Cat’s
Grace already drank and figured into stats.

X 4 Human Fighters (level 14)

CN Medium (6 ft. tall)

Init +2 (Dex)

AC 22, touch 12, flat-footed 21; (+9 armor +2
shield)

hp 128 (14d10+28)

Fort +11, Ref +6, Will +5 (+9 vs. Fear)

Spd 30 ft.

Melee Long Sword +19/+14/+9, (1d8+6) (18-20,
X2)

Ranged Dagger, +16, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 18, Dex 14, Con 14, Int 10, Wis 11, Cha 10
Base Atk +14,+9,+4 CMB +18; CMD 28

Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack, Cleave, Iron Will, Weapon
Specialization Long Sword, Combat Reflexes,
Great Cleave, Improved Sunder, Back-to-Back,
Cleave Asunder, Improved Critical, Prone
Combat, Furious Charge

Skills +6 Survival,+5 Knowledge (dungeoneering),
+ 10 Intimidate, +6 Climb, +7 Handle Animal,

+7 Knowledge (Engineering)

Languages Common

Gear Full Plate (+9 to AC),Heavy Steel Shield (+2
to AC)

¥ 2 Human Sorcerers (level 13)

CN Medium (6 ft. tall)

Init +2 (Dex);

AC 14 (With Shield and Mage Armor, 22), touch
14, flat-footed 10 (With shield and Mage Armor 18
);

hp 82 (11d6+26)

Fort +6, Ref +6, Will +11

Spd 30 ft.

Melee Staff +6/1, 1d6 (x2)

Ranged Dagger, +4, (1d4)

Space 5 ft.; Reach 5 ft.

Str 10, Dex 14, Con 14, Int 12, Wis 12, Cha 22
Base Atk +6/1; CMB +2; CMD 18

Feats Combat Casting, Dodge, Eschew Materials,
Mobility, Cast on the Run, Great Fortitude,
Maximize Spell, Iron Will

Skills +8 Bluff, +9 Intimidate, +8 Knowledge
(Planes), +8 Knowledge (Arcana), +8 Spellcraft
Languages Common

Gear Staff, robes, potion of cat’s grace already
drank and figured in stats.

Spells DC-16/17/18/19/20/21/22/

10-0  Level-Daze, Detect Magic, Flare,
Prestidigitation, Acid Splash, Read Magic, Mage
Hand, Mending 6 Spells Known, Cast 7-1% level-
Shield (precast), Grease, Shocking Grasp, Magic
Missile, Ray of Enfeeblement, Mage Armor
(precast) Bonus Spell-Shocking Hands (As
Burning Hands) 7 Spells Known, Cast 7-2"™
Level-Touch of Idiocy, Eagle’s Splendor, Mirror
Image, Bull’s Strength, Owl’s Wisdom, Web,
Electric Arrow (As Acid Arrow) Bonus Spell-
Electric Ray (As Scorching Ray), 7 Spells Known,
Cast 7,-3" Level-Lightning Bolt, Lightning Ball
(As Fireball), Haste, Hold Person, Blink, Vampiric
Touch, Dispel Magic Bonus Spell-Protection from
Energy 5 Spells Known, Cast 7,-4th Level-
Stoneskin, Black Tentacles, Confusion, Electric
Storm (As Ice Storm), Greater Invisibility Bonus
Spell-Elemental Body | 4 Spells Known-Cast 6-
5t Level-Teleport, Dominate Person, Feeblemind,
Cone of Electricity (As Cone of Cold), Bonus
Spell-Elemental Body Il, 3 Spells Known-Cast 4-
6" Level-Chain Lightning, Disintegrate, Mass
Owl’s Wisdom, Bonus Spell-Elemental Body 111

Abilities: Elemental Ray (Electricity), usable 9
times daily 1d6+7, Elemental Blast (Electric) 11d6
DC 22, Energy Resistance Electricity 20
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| ATL 15

X 4 Human Rogues (level 15)

CN Medium (6 ft. tall)

Init +8 (Improved Initiative and Dex)

AC 20, touch 17, flat-footed 13; (+3 Armor)

hp 94 (13d8+26)

Fort +6, Ref +14, Will +8

Spd 30 ft.

Melee Rapier +17/12/7, (1d6+1) (18-20, X2)
Sneak Attack 8d6 reroll any one’s on initial sneak
attack damage

Ranged Long Bow, +17, (1d8+0)

Space 5 ft.; Reach 5 ft.

Str 12, Dex 23, Con 14, Int 12, Wis 14, Cha 10
Base Atk +11/6/1 CMB +12; CMD 26

Feats Dodge, Mobility, Rogue Talent (Finesse
Rogue), Improved Initiative, Uncanny Dodge,
Rogue Talent (Stand Up), Combat Reflexes, Rogue
Talent (Bleed), Agile Maneuvers, Spring Attack,
Rogue Talent (Rogue Crawl), Improved Uncanny
Dodge, Improved Evasion, Rogue Talent
(Resiliency), Wind Stance, Rogue Talent (Slippery
Mind), Iron Will, Rogue Talent (Dispelling
Attack), Deadly Percision (Page 100, LSJ
Campaign Guide)

Skills + 24 Acrobatics, +5 Appraise, +10 Bluff,
+10 Diplomacy, +19 Disable Device, +7 Disguise,
+24 Escape Artist, +15 Intimidate, +6 Knowledge
(Dungeoneering), +12 Knowledge (Local), +8
Linguistics, +19 Perception, +14 Sense Motive,
+12 Sleight of Hand, +12 Spellcraft + 24 Stealth,
+9 Use Magic Device

Languages Common
Gear Studded Leather Armor (+3), potion of Cat’s
Grace already drank and figured into stats.

X 4 Human Fighters (level 16)

CN Medium (6 ft. tall)

Init +2 (Dex)

AC 22, touch 12, flat-footed 21; (+9 armor +2
shield)

hp 146 (16d10+32)

Fort +12, Ref +7, Will +6 (+9 vs. Fear)

Spd 30 ft.

Melee Long Sword +21/+16/+11,+6, (1d8+6) (18-
20, X2)

Ranged Dagger, +16, (1d4+3)

Space 5 ft.; Reach 5 ft.

‘ Str 18, Dex 14, Con 14, Int 10, Wis 11, Cha 10

Base Atk +16,+11,+6,+1 CMB +20; CMD 30
Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack, Cleave, Iron Will, Weapon
Specialization Long Sword, Combat Reflexes,
Great Cleave, Improved Sunder, Back-to-Back,
Cleave Asunder, Improved Critical, Prone
Combat, Furious Charge, Dodge, Critical Focus
Skills +6 Survival,+5 Knowledge (dungeoneering),
+ 10 Intimidate, +6 Climb, +7 Handle Animal,

+7 Knowledge (Engineering), +11 Swim
Languages Common

Gear Full Plate (+9 to AC),Heavy Steel Shield (+2
to AC)

¥ 3 Human Sorcerers (level 13)

CN Medium (6 ft. tall)

Init +2 (Dex);

AC 14 (With Shield and Mage Armor, 22), touch
14, flat-footed 10 (With shield and Mage Armor 18
);

hp 82 (11d6+26)

Fort +6, Ref +6, Will +11

Spd 30 ft.

Melee Staff +6/1, 1d6 (x2)

Ranged Dagger, +4, (1d4)

Space 5 ft.; Reach 5 ft.

Str 10, Dex 14, Con 14, Int 12, Wis 12, Cha 22
Base Atk +6/1; CMB +2; CMD 18

Feats Combat Casting, Dodge, Eschew Materials,
Mobility, Cast on the Run, Great Fortitude,
Maximize Spell, Iron Will

Skills +8 Bluff, +9 Intimidate, +8 Knowledge
(Planes), +8 Knowledge (Arcana), +8 Spellcraft
Languages Common

Gear Staff, robes, potion of cat’s grace already
drank and figured in stats.

Spells DC-16/17/18/19/20/21/22/

10-0 Level-Daze, Detect Magic, Flare,
Prestidigitation, Acid Splash, Read Magic, Mage
Hand, Mending 6 Spells Known, Cast 7-1% level-
Shield (precast), Grease, Shocking Grasp, Magic
Missile, Ray of Enfeeblement, Mage Armor
(precast) Bonus Spell-Shocking Hands (As
Burning Hands) 7 Spells Known, Cast 7-2™
Level-Touch of Idiocy, Eagle’s Splendor, Mirror
Image, Bull’s Strength, Owl’s Wisdom, Web,
Electric Arrow (As Acid Arrow) Bonus Spell-
Electric Ray (As Scorching Ray), 7 Spells Known,
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Cast 7,-3" Level-Lightning Bolt, Lightning Ball
(As Fireball), Haste, Hold Person, Blink, Vampiric
Touch, Dispel Magic Bonus Spell-Protection from
Energy 5 Spells Known, Cast 7,-4th Level-
Stoneskin, Black Tentacles, Confusion, Electric
Storm (As Ice Storm), Greater Invisibility Bonus
Spell-Elemental Body | 4 Spells Known-Cast 6-
5t Level-Teleport, Dominate Person, Feeblemind,
Cone of Electricity (As Cone of Cold), Bonus
Spell-Elemental Body Il, 3 Spells Known-Cast 4-
6" Level-Chain Lightning, Disintegrate, Mass
Owl’s Wisdom, Bonus Spell-Elemental Body |11

Abilities: Elemental Ray (Electricity), usable 9
times daily 1d6+7, Elemental Blast (Electric) 11d6
DC 22, Energy Resistance Electricity 20

| ATL 17

X 4 Human Rogues (level 15)

CN Medium (6 ft. tall)

Init +8 (Improved Initiative and Dex)

AC 20, touch 17, flat-footed 13; (+3 Armor)

hp 94 (13d8+26)

Fort +6, Ref +14, Will +8

Spd 30 ft.

Melee Rapier +17/12/7, (1d6+1) (18-20, X2)
Sneak Attack 8d6 reroll any one’s on initial sneak
attack damage

Ranged Long Bow, +17, (1d8+0)

Space 5 ft.; Reach 5 ft.

Str 12, Dex 23, Con 14, Int 12, Wis 14, Cha 10
Base Atk +11/6/1 CMB +12; CMD 26

Feats Dodge, Mobility, Rogue Talent (Finesse
Rogue), Improved Initiative, Uncanny Dodge,
Rogue Talent (Stand Up), Combat Reflexes, Rogue
Talent (Bleed), Agile Maneuvers, Spring Attack,
Rogue Talent (Rogue Crawl), Improved Uncanny
Dodge, Improved Evasion, Rogue Talent
(Resiliency), Wind Stance, Rogue Talent (Slippery
Mind), Iron Will, Rogue Talent (Dispelling
Attack), Deadly Percision (Page 100, LSJ
Campaign Guide)

Skills + 24 Acrobatics, +5 Appraise, +10 Bluff,
+10 Diplomacy, +19 Disable Device, +7 Disguise,
+24 Escape Artist, +15 Intimidate, +6 Knowledge
(Dungeoneering), +12 Knowledge (Local), +8
Linguistics, +19 Perception, +14 Sense Motive,
+12 Sleight of Hand, +12 Spellcraft + 24 Stealth,
+9 Use Magic Device

Languages Common
Gear Studded Leather Armor (+3), potion of Cat’s
Grace already drank and figured into stats.

X 4 Human Fighters (level 18)

CN Medium (6 ft. tall)

Init +2 (Dex)

AC 22, touch 12, flat-footed 21; (+9 armor +2
shield)

hp 165 (18d10+36)

Fort +13, Ref +8, Will +7 (+9 vs. Fear)

Spd 30 ft.

Melee Long Sword +23/+18/+13,+8, (1d8+8) (18-
20, X2)

Ranged Dagger, +20, (1d4+3)

Space 5 ft.; Reach 5 ft.

Str 18, Dex 14, Con 14, Int 10, Wis 12, Cha 10
Base Atk +18,+13,+8,+3 CMB +22; CMD 32
Feats Weapon Focus Long Sword, Blind Fighting,
Power Attack, Cleave, Iron Will, Weapon
Specialization Long Sword, Combat Reflexes,
Great Cleave, Improved Sunder, Back-to-Back,
Cleave Asunder, Improved Critical, Prone
Combat, Furious Charge, Dodge, Critical Focus,
Greater Sunder, Greater Weapon Specialization
Skills +6 Survival,+5 Knowledge (dungeoneering),
+ 10 Intimidate, +6 Climb, +7 Handle Animal,

+7 Knowledge (Engineering), +11 Swim
Languages Common

Gear Full Plate (+9 to AC),Heavy Steel Shield (+2
to AC)

X 4 Human Sorcerers (level 13)

CN Medium (6 ft. tall)

Init +2 (Dex);

AC 14 (With Shield and Mage Armor, 22), touch
14, flat-footed 10 (With shield and Mage Armor 18
);

hp 82 (11d6+26)

Fort +6, Ref +6, Will +11

Spd 30 ft.

Melee Staff +6/1, 1d6 (x2)

Ranged Dagger, +4, (1d4)

Space 5 ft.; Reach 5 ft.

Str 10, Dex 14, Con 14, Int 12, Wis 12, Cha 22
Base Atk +6/1; CMB +2; CMD 18

Feats Combat Casting, Dodge, Eschew Materials,
Mobility, Cast on the Run, Great Fortitude,
Maximize Spell, Iron Will
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Skills +8 Bluff, +9 Intimidate, +8 Knowledge
(Planes), +8 Knowledge (Arcana), +8 Spellcraft
Languages Common

Gear Staff, robes, potion of cat’s grace already
drank and figured in stats.

Spells DC-16/17/18/19/20/21/22/

10-0 Level-Daze, Detect Magic, Flare,
Prestidigitation, Acid Splash, Read Magic, Mage
Hand, Mending 6 Spells Known, Cast 7-1% level-
Shield (precast), Grease, Shocking Grasp, Magic
Missile, Ray of Enfeeblement, Mage Armor
(precast) Bonus Spell-Shocking Hands (As
Burning Hands) 7 Spells Known, Cast 7-2™
Level-Touch of Idiocy, Eagle’s Splendor, Mirror
Image, Bull’s Strength, Owl’s Wisdom, Web,
Electric Arrow (As Acid Arrow) Bonus Spell-
Electric Ray (As Scorching Ray), 7 Spells Known,
Cast 7,-3" Level-Lightning Bolt, Lightning Ball
(As Fireball), Haste, Hold Person, Blink, Vampiric
Touch, Dispel Magic Bonus Spell-Protection from
Energy 5 Spells Known, Cast 7,-4th Level-
Stoneskin, Black Tentacles, Confusion, Electric
Storm (As Ice Storm), Greater Invisibility Bonus
Spell-Elemental Body | 4 Spells Known-Cast 6-
5t Level-Teleport, Dominate Person, Feeblemind,
Cone of Electricity (As Cone of Cold), Bonus
Spell-Elemental Body Il, 3 Spells Known-Cast 4-
6" Level-Chain Lightning, Disintegrate, Mass
Owl’s Wisdom, Bonus Spell-Elemental Body |11

Abilities: Elemental Ray (Electricity), usable 9
times daily 1d6+7, Elemental Blast (Electric) 11d6
DC 22, Energy Resistance Electricity 20

Once the fight is over, continue here:

Peyton looks up a little bleary eyed, but with more
knowledge of the dire straits he was in than Buzz
will ever understand. “Thanks. Are the others
okay? They told us they were caught in a fire and
we had to go help them. That’s why we went with
them.”

Once he is assured the others are okay, continue
here:

Peyton smiles in relief.

Hildegard?”

“Have you found

When asked who Hildegard is, continue here:

“She’s our horse. She is with the cart. Is she
okay? | didn’t want to leave her, but | had to go
quickly. That’s what the tall ones said.” Peyton
walks over to the fallen body of one of his captors
and delivers an incredibly strong kick for such a
little guy.

Once Peyton is reunited with Hildegard, continue
here:

You saved Buzz and Peyton from becoming living
pifiatas. It takes a couple of minutes to bring
them around since the pair are passed out, from
both pain and fear.

Buzz looks up at you and says, “Hey guys! How’s
it going? Glad you came along! It was pretty
scary there for a little bit, but I knew my friends
the heroes would save me. That’s why you’re
heroes.”

“I better get back to the bakery. | hope we can
reopen quickly.” Peyton says giving a quick hug
to Buzz. “Be careful, Buzz. Come by when you
can, but don’t go anywhere with anyone who isn’t
a known friend.” He climbs into the wagon and
departs.

Buzz looks up at you and says, “So, not to seem
ungrateful, because | really am grateful, I am so
grateful there isn’t enough honey in the world to
show how grateful 1 am, but why were you
looking for me?”

Once the PCs explain about Lady Tiffany, continue
here:

Buzz sighs, “I was hopin’ she forgot about me.
She isn’t very nice. | like her dog though. Do you
think | could get a dog? | always wanted a dog.
Do dogs like bees? | bet a dog would be a good
friend for a dog.” He sighs again. “Okay, let’s go
see her and get it over with.”
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CONCLUSION A

Having failed in saving the halflings from the
fire, your only lead as to where Buzz might be is
gone. You spend the rest of the day trying to find
out anything useful. Eventually, you find your
way to the Port District as a group of Diamond
Legion personnel are carrying away two small
bodies. You overhear in the crowd that a gnome
and a halfling were beaten to death. The
Diamond Legion is looking into it.

After a week has gone by, you leave your room to
start your day. A piece of paper falls to the
ground, as if shoved between the door and the
frame.

The paper reads, “You are a nuisance. We will be
seeing you again and you won’t like the results.
League of Humans for Amthydor.”

The Diamond Legion will question the PCs
and turn them loose. This ends the module for
the PCs. They do not receive any money or
items.

CONCLUSION B

Having delivered Buzz to the Krimpach
Household, Lady Tiffany comes out to see you.
“Thanks for finding him. He and | have decided
to be friends. Friends get honey, so the best of
both worlds for me. Anyway, my uncle told me to
give you more than some gold, so here’s some
stuff.”

Lady Tiffany’s cousin, Lucktopper, brings in
(number of PCs) bags and hands one to each of
you. Lady Tiffany leaves. Once she is out of the
room, Lucktopper looks around to make sure she
is gone. “This is some cool stuff. I wrote some
notes for you so you would know what it does.”
He looks like he wants to say more, but changes
his mind as Lady Tiffany calls out, “Lucktopper!
Come along! It is time for tea!”

He smiles at you and says, “Gotta run. | hope to
see you soon. | am opening my own business. | let
you know when it opens. Adventurers get a ten
percent discount on their first purchase.” He
leads you to the door and sends you on your way.

EPILOGUE

THUS ENDS “ THERE'S ONLY ONE
WAY”

TIME UNIT COST:5TU
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EXPERIENCE POINT SUMMARY

Total the XP earned from the following:

ATL1 ATL3 ATL5 ATL7 ATL9 ATL11 ATL13 ATL15 ATL17
Module 600 850 1200 1800 2900 4500 7000 | 10500 | 17000
Experience
Bonus 1:
Saved 50 50 100 100 100 200 200 500 500
Halflings
from Fire
Roleplaying | ¢ 50 100 100 100 200 200 500 500
XP Bonus
Maximum
Possible 700 950 1400 2000 3100 4900 7400 | 11500 | 18000
XP

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

Treasure earned (other than gold) is based on the PC’s level, not the Average Table Level (ATL) at which
the PC played or received experience. For example: a 3rd level PC plays at the same table with high-level
players and the group comes out to be an ATL 9. The maximum amount of treasure the 3rd level PC can
earn would be based on ATL 3, and a 6th level PC would earn treasure based on ATL 7. With such a
disparaging range of magic available, this is the only way to make sure that low-level PCs don't become
too powerful too quickly so as not to overpower a table of their peers.

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

Bee-Stowment 1 per PC.

In thanks for saving Buzz’ life once again, he has
bestowed upon you his greatest honor, a bee
named after you. This bee will be given a place of
honor in his hives and will be cherished greatly.

(Value: 1000gp, Tradable: Yes, Size: N/A, Rarity:
Rare, Legality: Legal, CL: nil, Real Value: $0)

» Chicken of rat slaying

The Krimpach family was attempting to come up
with a self-sufficient means of controlling the rat
population of the poor district. The idea was to
create through magic a low cost creature that could
provide food as well as destroy rats. As a thanks
for your recent work, Lady Tiffany has passed this
on to you.

Chicken of rat slaying stats:

1 HD creature (4 HP), AC 12, +0 on beak attack
unless against a 1 HD or lower rat. In that case, the
chicken becomes a raging beast and destroys the
rat immediately. It also produces delicious eggs.

(Value: 1000gp, Tradable: Yes, Size: N/A, Rarity:
Rare, Legality: Legal, CL: nil, Real Value: $0)

» Flying Squirrel Suit

The Krimpach family was attempting to come up
with a new form of aerial travel. Taking a clue
from nature, the research was started and this suit
was the finished product. The suit was based on the
flying squirrel, but didn’t work quite right. Lady
Tiffany has passed this on to you.

The Flying Squirrel suit provides you with flight
up to 10 rounds at one time, usable twice daily.

The activation is to don the suit and start the tail
spinning with a DC 5 Acrobatics check. As the
tails starts spinning, you are lifted by the tail region
and start flying at a movement speed of 45 ft. per
round. The first round of movement will be
straight up 20 feet and forward as far as you want.
The way to stop is by grabbing the tail (DC 15
Acrobatics check) or the end of 10 rounds. At
which time, you will plummet back to the ground.
The suit will not fly below 10 feet high.

(Value: 2000gp, Tradable: Yes, Size: N/A, Rarity:
Rare, Legality: Legal, CL: 5, Real Value: $0)

» Helmet of Tackling

In an attempt to create a helmet that would assist in
demolitions, the Krimpach family mixed magic
and alchemy to design this helmet. The curved
head and grated mouth piece are formed from an
extremely hard material of unknown substance.
Padding was added to prevent the wearer from
brain damage. Being unable to duplicate the item,
it has not been used in its original planned
application. Lady Tiffany has passed it on to you.

The helmet is white with a blue stripe down the
middle. It provides a +1 unnamed AC bonus.
When used in a bull rush attempt, the helmet grants
the wearer an additional +5 to the bull rush attempt
and prevents an attack of opportunity.

(Value: 2000gp, Tradable: Yes, Size: N/A, Rarity:
Rare, Legality: Legal, CL: 5, Real Value: $0)

» Cushion of Wind
This bladder like item was created to provide wind

for sailors when the sea winds died. Unfortunately,
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the Krimpach family members that were working
on this had a disagreement. Lady Tiffany has
passed this on to you.

This item, when squeezed or sat on, produces a
Stinking Cloud , as per the spell at a 8" level
caster. Everyone, including the activator of the
item, must make a Fortitude save, DC 15 to
prevent being nauseated. The cloud affects a 25
foot radius area. It also leaves a lingering smell on
all in the area, even those who succeed at the save.
This smell causes a -2 on all Charisma checks until
the person can wash and change clothes or use
some other means of removing the smell.

(Value: 2000gp, Tradable: Yes, Size: N/A, Rarity:
Rare, Legality: Legal, CL: 8, Real Value: $0)

» Towel of Hiding

This two-sided, hooded towel has several uses.
Originally created by the Krimpach family to be
used as a quick way to dry small, wiggly children,
the towel was discovered to be just an ordinary
towel for this activity. However, it does have other
benefits. Lady Tiffany has passed it on to you.

When the grey side of the hooded towel is worn
over the head, it provides a +5 bonus on Stealth
checks. When the reverse side is donned over the
head, the brightly colored flame red, periwinkle
blue, hot pink, iridescent orange, sunshine yellow,
lime green and lavender swirly print provides an
excellent source of laughter for all around, a +5
bonus to Perform Comedy checks.

(Value: 1000gp, Tradable: Yes, Size: N/A, Rarity:
Rare, Legality: Legal, CL: 3, Real Value: $0)

» Cloak of Billowing

The Krimpach family was attempting to make a
better Charisma enhancement device. There are
some things that should be left alone. Lady Tiffany
has passed it on to you.

This bright red cloak has a yellow star in the
centered in the back. To activate the cloak, you
must place your hands on your hips and tip your
head upward. At that time, a bright light will shine
from behind you and the cloak will billow out

behind you, as if a slight breeze is stirring the
cloak. This provides a +1 morale bonus to any ally
that sees you activate it. While wearing the
activated cloak, you also receive a +5 bonus to
Intimidate checks.

(Value: 1000gp, Tradable: Yes, Size: N/A, Rarity:
Rare, Legality: Legal, CL: 3I, Real Value: $0)

» Boy, is your face red!

Due to an impractical joke on the part of
Lucktopper Krimpach, the above listed character
has had his face coated in a substance that turned it
bright red. This red face causes a -2 penalty on
any charisma based checks with anyone besides
halflings and gnomes

If ever requested, the above listed player may
contact Lucktopper for the antidote. Witha DC 5
fortitude save, the red will be removed. This cert
should be voided and kept

(Value: Ogp, Tradable: Yes, Size: N/A, Rarity:
Rare, Legality: Legal, CL: nil, Real Value: $0)

» Boy, is your face purple!

Due to an impractical joke on the part of
Lucktopper Krimpach, the above listed character
has had his face coated in a substance that turned it
purple. Unfortunately, for some unknown reason,
the antidote did not work. The above listed
character’s face is not a very bright purple. There
is no way of removing the color from the
characters face.

This purple face causes a -2 penalty on any
charisma based check swith anyone besides
halflings and gnomes

If ever requested, the above listed player may
contact Lucktopper for the antidote. Witha DC 5
fortitude save, the red will be removed. This cert
should be voided and kept

(Value: Ogp, Tradable: Yes, Size: N/A, Rarity:
Rare, Legality: Legal, CL: nil, Real Value: $0)
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GM PLAY AID #1

Blown Qut Window

RERY:

Halfling Barrel | Bamel

Each square is 5 feet.
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GM PLAY AID #2

At ATL’s 15 and 17, there will be more rogues and sorcerers. Place them as you wish.
Square are 5 feet. The ceiling is 25 feet high.
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Player’s Aid 1

Fre

rel
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CRITICAL EVENT SUMMARY: THERE'S ONLY ONE WAY

Convention: Date:

1. What was Buzz’ status at the end of the module? (Circle whichever applies)
Dead Alive

2. What was the status of the halflings in the bakery at the end of the module? (Circle
whichever applies)

Dead Alive
3. Did the PCs fight the group at the bakery or did the Diamond Legion capture them? (Circle
whichever applies)

PCs Diamond Legion

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: THERE'S ONLY ONE WAY

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: [ ] Tost 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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Wc}comc to the Lf)J Shopping Sprcc!

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

} ﬁfhat to Erint Cure light wounds (p(_)tion) 50/ 25 50
Endure elements (potion) NA /25 50
Please print out the Shopping Spree cert file. Each Mage armor (potion) NA / NA 50
character gets one and only one cert per adventure to Maaic fand (ootion NAT 25 50
make their purchases. Please destroy any unused certs. g! g (poti _ )
Magic weapon (oil) NA /25 50
General Rules Protection from XX* (potion) NA /25 50
Each player may purchase up to four items per adventure, | Remove fear (potion) NA/25 50
all listed on a single cert. Bless weapon (oil) NA /100 100
All unused slots on the cert must be crossed out at the | Silversheen (oil) NA 250
time of purchase. Aid (potion) NA 300
Exception: A player with a cohort who is playing in that | Cure moderate wounds 200/ 150 300
adventure may purchase up to an additional four items for | (potion)
the cohort, all on a second cert. Darkvision (potion) NA /375 300
In game time terms, Shopping Spree purchases may only | Delay poison (potion) 200/150 300
take place before or after an adventure. Lesser restoration (potion) NA /150 300
No items may be purchased during an adventure, nor may | Remove paralysis (potion) NA /150 300
any be added to a purchase completed before an | Resistenergy 10** (potion) NA /150 300
adventure. Cure serious wounds (potion) | 525/ 375 750
1 1 1 *
E.g.: The party runs into some lycanthropes and has no ?F/)Iigg:n():lrcle against XX NA/3T5 750
silver weapons. They decide at that time that they had - - -
: ) . Neutralize poison (potion) 1000/ 375 750
bought silversheen using the Shopping Spree. Sorry, that _
isn’t happening. Deny the purchase until after the module | Rémove blindness/deafness NA /375 750
is over. (potion)
Remove curse (potion) NA /375 750
What Can Be Purchased Remove disease (potion) NA /375 750
) ) Water breathing (potion) NA /375 750
The following may be purchased from Pathfinder RPG Dispel Magic (scroll)**= NA /375 NA
Core Rulebook.
Seroll eble for the following A Divi Hold Person (scroll)*** NA /150 NA
crolls are available for the following Arcane/Divine : s
Spells. Prices are listed for (Arcane)/(Divine). NA in the Bre_zath of Life (scrol*ll** NA /1125 NA
listing means the spell is not available as that type of | Raise Dead (scroll) NA/6125 | NA
scroll.
All potions and scrolls available for purchase are at
minimum caster level.
* 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 Identity, including as an indication as to compatibility, except as expressly
licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or
co-adaptability with any Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark. The use of any Product Identity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and
interest in and to that Product Identity.

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

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version
of this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open
Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

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

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

15. COPYRIGHT NOTICE

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

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

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

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

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey
Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR.

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

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

There’s Only One Way, Copyright 2010, The Shining Jewel, LLC, Author Nancy Lee Clark
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