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Welcome to LSJ!

This is a Legends of the Shining Jewel campaign adventure. It is written to be played in a standard four-hour convention time slot.  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.  

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
"xxxxx xxxxxxxxxs" is Part ## of the Xxxxx Series.  It is best to play in Part ## (LSJ6## "Xxxxx Xxxxx") and Part ## (LSJ## "Xxxxxxx Xxxxxx") prior to playing this module for the sake of continuity.  But each module can be played unto themselves and can be played individually.
Lifestyle in LSJ
Player Characters have to spend money on many things during downtime: food, rent, repairs on weapons and armor, and other daily expenses.  In the LSJ Campaign this is reflected in Lifestyle Costs, which are paid at the start of every LSJ adventure.  See page 151 of the LSJ Campaign Guide.
Adventure Background

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

Introduction – Introduction to the module.  This may have more than one possible entry point to the module depending upon PC type.
Encounter 1: Summary of events of this encounter.  Include notes of things the GM should make sure not to forget, such as special information, items, etc.

Encounter 2:  Summary for encounter 2.

Encounter 3+: Summarize key events, NPCs, and information for all Encounters.  If there are optional encounters, note them as 

Encounter X (Optional).
Epilogue – List possible resolutions of the module with rewards and consequences depending upon the PCs’ success or failure.

Introduction – (Title Optional)

GM notes.  Etc.

Boxed text here.

Sample Stat Block for NPC (include stat blocks in the encounter rather than as an Appendix at the end of the module since it saves the GM time searching for stats, unless it is a “floating” encounter):

ATL 1

Axe Beak
N Large Animal
Init +3; Senses lowlight vision; Perception +9
AC 14, touch 12, flat-footed 11; (+3 Dex, +2 natural, -1 size)
hp 22 (3d8+9)
Fort +6, Ref +6, Will +1
Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 50 ft.
Melee bite +6 (1d8+6)
Ranged nil
Space 10 ft.; Reach 10 ft.
Special Attacks sudden charge
Spell-Like Abilities none
Spells Known none
Str 18, Dex 17, Con 16, Int 2, Wis 11, Cha 10
Base Atk +2; CMB +7; CMD 20
Feats Skill Focus (Perception), Run
Skills Perception +9
Languages nil
SQ nil
Gear nil
Special Abilities (verbose)
Note on Attack Notation: If the regular attack and full attack are exactly the same, use the notation “Atk/Full Atk” to save space.  If there is a difference in the number or frequency of attacks, then use separate “Atk” and “Full Atk” stats.

Note on ATL Stat Blocks:  If you can break each ATL encounter by the column, that would be better than not.  Try to keep the ATLs unto themselves so that they don't overlap with other ATLs (page break to the next page if you have to).


Encounter 1 – Title

GM notes.  Etc.

Boxed text.

GM notes.  Etc.

If your event follows a non-linear format, use the following notation at the end of the encounter to show possible PC choices and page numbers:

· If the PCs want to speak with Mister Green GO TO Encounter A (page Z).
· If the PCs want to learn what evidence the Diamond Legion has, or to speak with Captain Vestra GO TO Encounter B (page Y).
· If the PCs want to speak with the witness GO TO Encounter C (page X).
· If the PCs want to visit the scene of the crime GO TO Encounter D (page W).

Etc. as needed.  Repeat info for all other encounters before the final encounter since PCs may go in any given order and may backtrack.  Be sure to remove the notes that send PCs to that encounter (thus, this one would not send PCs to Encounter 1, since it IS Encounter 1).

Encounter 2 – Title

GM notes.  Etc.

Boxed text.

If the PCs have a chance to interview or question an NPC, format the Q&A as follows.

· Question One: 

“Answer one.” 

                                                                                                                                      GM notes should come after Boxed Text answers in normal text.  Answers always use Boxed Text format.

· Question Two: 

“Answer two.” 

GM notes outside grey blocks in normal text. Answers always use Boxed Text format.

· Question Three: 

“Answer three.” 

GM notes outside grey blocks in normal text. Answers always use Boxed Text format.

After question list, more GM notes.  Etc.

Sample Stat Blocks for Monsters (if the stat block for a particular ATL runs over to a new page, start that ATL on a new page with Insert/Break/Page Break):

ATL 1

Skeletons (5):
NE Medium Undead (6 ft. tall)
Init +5 (+1 Dex. +4 Imp. Init); Senses nil
AC 13, touch 11, flat-footed 12; (+1 Dex, +2 natural)
hp 6 (1d12)
Fort +0, Ref +1, Will +2
Defense Abilities undead traits; DR 5/bludgeoning; Immune cold; SR nil
Spd 30 ft.
Melee claw +1 (1d4+1)
Full Atk 2 claws +1 (1d4+1)
Ranged nil
Space 5 ft.; Reach 5 ft.
Special Attacks nil
Spell-Like Abilities nil
Spells Known nil
Str 13, Dex 13, Con --, Int --, Wis 10, Cha 1
Base Atk +0; CMB +1; CMD 12
Feats Improved Initiative
Skills nil
Languages nil
SQ undead traits, darkvision 60'
Gear nil
Special Abilities 
Undead traits (Ex): Immune to mind-influencing effects, poison, sleep, paralyzation, stunning, disease, and death effects. Not subject to critical hits, nonlethal damage, sneak attacks, ability damage to physical ability scores (Strength, Dexterity, and Constitution), ability drain, or energy drain.  Immune to fatigue, exhaustion, and any effect requiring a Fortitude save (unless the effect also works on objects or is harmless).

ATL 3

Zombies (6): 
NE Medium Undead 
Init +0; Senses darkvision 60 ft.; Perception +0
AC 12, touch 10, flat-footed 12; (+2 natural)
hp 12 (2d8+3)
Fort +0, Ref +0, Will +3
Defense Abilities undead traits; DR 5/slashing; Immune undead traits; SR nil
Spd 30 ft. (can't run)
Melee slam +4 (1d6+4)
Ranged nil
Space 5 ft.; Reach 5 ft.
Special Attacks nil
Spell-Like Abilities nil
Spells Known nil
Str 17, Dex 10, Con --, Int --, Wis 10, Cha 10
Base Atk +1; CMB +4; CMD 14
Feats Toughness
Skills nil
Languages nil
SQ staggered
Gear nil
Special Abilities 
Undead traits (Ex): Undead are immune to death effects, disease, mind-affecting effects (charms, compulsions, morale effects, phantasms, and patterns), paralysis, poison, sleep, stun and any effect that requires a Fortitude save (unless the effect also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Undead are immune to damage or penalties to their physical ability scores (Strength, Dexterity, and Constitution), as well as to fatigue and exhaustion effects.  Undead are not at risk of death from massive damage.

ATL 5

Ghoul (6):   
CE Medium Undead (6 ft. tall)
Init +2 (+2 Dex); Senses Perception +4
AC 14, touch 12, flat-footed 12; (+2 Dex, +2 natural)
hp 14 (2d12)
Fort +0, Ref +2, Will +5
Defense Abilities undead traits, +2 turn resistance; DR nil; Immune nil; SR nil
Spd 30 ft. 
Melee bite +2 (1d6+1 and paralysis)
Full Atk bite +2 (1d6+1 and paralysis) and  2 claws +0 (1d3+1 and paralysis)
Ranged nil
Space 5 ft.; Reach 5 ft.
Special Attacks paralysis, ghoul fever
Spell-Like Abilities nil
Spells Known nil
Str 13, Dex 15, Con --, Int 13, Wis 14, Cha 12
Base Atk +1; CMB +2; CMD 14
Feats Multiattack
Skills Acrobatics +3, Climb +3, Perception +4, Stealth +3
Languages nil
SQ undead traits, darkvision 60', +2 turn resistance
Gear nil
Special Abilities 
Paralysis (Ex): Those hit by a ghoul’s bite or claw attack must succeed at a Fortitude save (DC 14) or be paralyzed for 1d4+1 rounds. Elves are immune to this paralysis. 

Ghoul Fever (Su): Disease - bite, Fortitude DC 12, incubation period 1 day, damage 1d3 Con and 1d3 Dex.  The save DC is Charisma-based.  An afflicted humanoid that dies of ghoul fever rises as a ghoul at the next midnight.  A humanoid who becomes a ghoul in this way retains none of the abilities it possessed in life.  It is not under the control of any other ghouls, but it hungers for the flesh of the living and behaves like a ghoul in all respects.  A humanoid of 4 Hit Dice or more rises as a ghast, not a ghoul.
Undead traits (Ex): Immune to mind-influencing effects, poison, sleep, paralyzation, stunning, disease, and death effects. Not subject to critical hits, nonlethal damage, sneak attacks, ability damage to physical ability scores (Strength, Dexterity, and Constitution), ability drain, or energy drain.  Immune to fatigue, exhaustion, and any effect requiring a Fortitude save (unless the effect also works on objects or is harmless).

ATL 7

Ghast (N+7):   

CE Medium Undead (6 ft. tall)

Init +3 (+3 Dex); Senses Perception +5

AC 17, touch 12, flat-footed 14; (+3 Dex, +4 natural)
hp 29 (4d12+3)
Fort +1, Ref +4, Will +6

Defense Abilities undead traits, +2 turn resistance; DR nil; Immune nil; SR nil
Spd 30 ft. 

Melee bite +5 (1d8+3 and paralysis)
Full Atk bite +5 (1d8+3 and paralysis) and  2 claws +3 (1d4+1 and paralysis)

Ranged nil
Space 5 ft.; Reach 5 ft.
Special Attacks paralysis, ghoul fever, stench

Spell-Like Abilities nil

Spells Known nil

Str 17, Dex 17, Con --, Int 13, Wis 14, Cha 16

Base Atk +2; CMB +5; CMD 18

Feats Multiattack, Thoughness

Skills Acrobatics +4, Climb +6, Perception +5, Stealth +5

Languages nil
SQ undead traits, darkvision 60', +2 turn resistance

Gear nil
Special Abilities 
Paralysis (Ex): Those hit by a ghast’s bite or claw attack must succeed at a Fortitude save (DC 15) or be paralyzed for 1d4+1 rounds. Elves are NOT immune to this paralysis. 

Ghoul Fever (Su): Disease - bite, Fortitude DC 15, incubation period 1 day, damage 1d3 Con and 1d3 Dex.  The save DC is Charisma-based.  An afflicted humanoid that dies of ghoul fever rises as a ghoul at the next midnight.  A humanoid who becomes a ghoul in this way retains none of the abilities it possessed in life.  It is not under the control of any other ghouls, but it hungers for the flesh of the living and behaves like a ghoul in all respects.  A humanoid of 4 Hit Dice or more rises as a ghast, not a ghoul.
Stench (Ex) Those within 10 feet must succeed at a Fortitude save (DC 15) or be sickened for 1d6+4 minutes, suffering a –2 circumstance penalty to all attacks, damage rolls, saves, ability checks and skill checks for the next 1d6+4 minutes

Undead traits (Ex): Immune to mind-influencing effects, poison, sleep, paralyzation, stunning, disease, and death effects. Not subject to critical hits, nonlethal damage, sneak attacks, ability damage to physical ability scores (Strength, Dexterity, and Constitution), ability drain, or energy drain.  Immune to fatigue, exhaustion, and any effect requiring a Fortitude save (unless the effect also works on objects or is harmless).

ATL 9

Wight (N+7):   

CE Medium Undead (6 ft. tall)

Init +1 (+1 Dex); Senses Perception +5

AC 15, touch 11, flat-footed 14; (+1 Dex, +4 natural)
hp 26 (4d12)
Fort +1, Ref +4, Will +5

Defense Abilities undead traits; DR nil; Immune nil; SR nil
Spd 30 ft. 

Melee slam +3 (1d4+1 plus energy drain)
Full Atk slam +3 (1d4+1 plus energy drain)

Ranged nil
Space 5 ft.; Reach 5 ft.
Special Attacks create spawn, energy drain

Spell-Like Abilities nil

Spells Known nil

Str 12, Dex 12, Con --, Int 11, Wis 13, Cha 15

Base Atk +2; CMB +3; CMD 14

Feats Alertness, Blind-Fight

Skills Perception +5, Stealth +10

Languages nil
SQ undead traits, darkvision 60'

Gear nil
Special Abilities 
Energy Drain (Su): Living creatures hit by a wight’s slam attack receive one negative level. The Fortitude save to remove the negative level has a DC of 14. The save DC is Charisma-based.  For each such negative level, the wight gains 5 temporary hit points.
Create Spawn (Su): Any humanoid slain by a wight becomes a wight in 1d4 rounds. Spawns are under the command of the wight that created them until its death. They do not possess any of the abilities they had in life.

Undead Traits (Ex): Immune to mind-influencing effects, poison, sleep, paralyzation, stunning, disease, and death effects. Not subject to critical hits, nonlethal damage, sneak attacks, ability damage to physical ability scores (Strength, Dexterity, and Constitution), ability drain, or energy drain.  Immune to fatigue, exhaustion, and any effect requiring a Fortitude save (unless the effect also works on objects or is harmless).


At end of each Encounter, use page location notes to guide the GM in his search for the next Encounter if you are writing a non-linear event.
· If the PCs want to speak with Mister Green GO TO Encounter A (page Z).
· If the PCs want to learn what evidence the Diamond Legion has, or to speak with Commander Vestra GO TO Encounter B (page Y).

Conclusion

GM notes.  Etc.

Boxed text here.

Repeat for each conclusion (if there is more than one).

Epilogue

GM notes.  Etc.

Boxed text here.

If there is boxed text to share for story purposes that does not directly involve the PCs, include that as one or more Epilogues.

Thus Ends “Module Title”

TIME UNIT COST: 5 TU (standard, may vary by module or by epilogue)

Experience Point Summary
Total the XP earned from the following:

	 
	ATL 1
	ATL 3
	ATL 5
	ATL 7
	ATL 9
	ATL 11
	ATL 13
	ATL 15
	ATL 17
	ATL 19
	ATL 21

	Module Experience
	600
	850
	1200
	1800
	2900
	4500
	7000
	10500
	17000
	28000
	28000

	Bonus 1: Goal Exceeded
	50
	50
	100
	100
	100
	200
	200
	500
	500
	500
	500

	Bonus 2: Add. Goal Exceeded
	50
	50
	100
	100
	100
	200
	200
	500
	500
	500
	500

	Roleplaying XP Bonus
	50
	50
	100
	100
	100
	200
	200
	500
	500
	500
	500

	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Maximum Possible 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.

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.

Encounter 1

· Potion of Cure Light Wounds, 1 per PC (Value: 50 gp, Size: Tiny, Tradable: Yes, Rarity: Common, 1st level caster, Legality: Legal).

Encounter 2

Etc.
Miscellaneous

PLAYER’S HANDOUT #1

Pass out the checklist and have the players check the events in which his/her PC had participated.  Collected the filled out forms and tabulate them on GM PLAY AID #1.
	PC Name _____________________________

Player Name  __________________________

 FORMCHECKBOX 
 LSJ01 “Merchants”
 FORMCHECKBOX 
 LSJ02 “Temples”

 FORMCHECKBOX 
 LSJ03 “Nobles” 

 FORMCHECKBOX 
 LSJ12 “Lions, Tigers, & Bears”

 FORMCHECKBOX 
 LSJ20 “On a Wing and a Prayer”

 FORMCHECKBOX 
 LSJ53 “Double Jeopardy”

 FORMCHECKBOX 
 LSJ54 “Wind’s Inheritance”

 FORMCHECKBOX 
 LSJ60 “Inner Demons”

 FORMCHECKBOX 
 LSJ66 “Infernal Dilemma”


	PC Name _____________________________

Player Name  __________________________

 FORMCHECKBOX 
 LSJ01 “Merchants”
 FORMCHECKBOX 
 LSJ02 “Temples”

 FORMCHECKBOX 
 LSJ03 “Nobles” 

 FORMCHECKBOX 
 LSJ12 “Lions, Tigers, & Bears”

 FORMCHECKBOX 
 LSJ20 “On a Wing and a Prayer”

 FORMCHECKBOX 
 LSJ53 “Double Jeopardy”

 FORMCHECKBOX 
 LSJ54 “Wind’s Inheritance”

 FORMCHECKBOX 
 LSJ60 “Inner Demons”

 FORMCHECKBOX 
 LSJ66 “Infernal Dilemma”



	PC Name _____________________________

Player Name  __________________________

 FORMCHECKBOX 
 LSJ01 “Merchants”
 FORMCHECKBOX 
 LSJ02 “Temples”

 FORMCHECKBOX 
 LSJ03 “Nobles” 

 FORMCHECKBOX 
 LSJ12 “Lions, Tigers, & Bears”

 FORMCHECKBOX 
 LSJ20 “On a Wing and a Prayer”

 FORMCHECKBOX 
 LSJ53 “Double Jeopardy”

 FORMCHECKBOX 
 LSJ54 “Wind’s Inheritance”

 FORMCHECKBOX 
 LSJ60 “Inner Demons”

 FORMCHECKBOX 
 LSJ66 “Infernal Dilemma”


	PC Name _____________________________

Player Name  __________________________

 FORMCHECKBOX 
 LSJ01 “Merchants”
 FORMCHECKBOX 
 LSJ02 “Temples”

 FORMCHECKBOX 
 LSJ03 “Nobles” 

 FORMCHECKBOX 
 LSJ12 “Lions, Tigers, & Bears”

 FORMCHECKBOX 
 LSJ20 “On a Wing and a Prayer”

 FORMCHECKBOX 
 LSJ53 “Double Jeopardy”

 FORMCHECKBOX 
 LSJ54 “Wind’s Inheritance”

 FORMCHECKBOX 
 LSJ60 “Inner Demons”

 FORMCHECKBOX 
 LSJ66 “Infernal Dilemma”



	PC Name _____________________________

Player Name  __________________________

 FORMCHECKBOX 
 LSJ01 “Merchants”
 FORMCHECKBOX 
 LSJ02 “Temples”

 FORMCHECKBOX 
 LSJ03 “Nobles” 

 FORMCHECKBOX 
 LSJ12 “Lions, Tigers, & Bears”

 FORMCHECKBOX 
 LSJ20 “On a Wing and a Prayer”

 FORMCHECKBOX 
 LSJ53 “Double Jeopardy”

 FORMCHECKBOX 
 LSJ54 “Wind’s Inheritance”

 FORMCHECKBOX 
 LSJ60 “Inner Demons”

 FORMCHECKBOX 
 LSJ66 “Infernal Dilemma”


	PC Name _____________________________

Player Name  __________________________

 FORMCHECKBOX 
 LSJ01 “Merchants”
 FORMCHECKBOX 
 LSJ02 “Temples”

 FORMCHECKBOX 
 LSJ03 “Nobles” 

 FORMCHECKBOX 
 LSJ12 “Lions, Tigers, & Bears”

 FORMCHECKBOX 
 LSJ20 “On a Wing and a Prayer”

 FORMCHECKBOX 
 LSJ53 “Double Jeopardy”

 FORMCHECKBOX 
 LSJ54 “Wind’s Inheritance”

 FORMCHECKBOX 
 LSJ60 “Inner Demons”

 FORMCHECKBOX 
 LSJ66 “Infernal Dilemma”




GM PLAY AID #1

Tabulate the information from the forms that were collected from the players.

PC Name #1  _____________________________               Player Name  __________________________

PC Name #2  _____________________________               Player Name  __________________________

PC Name #3  _____________________________               Player Name  __________________________

PC Name #4  _____________________________               Player Name  __________________________

PC Name #5  _____________________________               Player Name  __________________________

PC Name #6  _____________________________               Player Name  __________________________

                                                              PC #1            PC #2           PC #3           PC #4            PC #5           PC #6

LSJ01 “Merchants” 

  FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 

LSJ02 “Temples”

  FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 

LSJ03 “Nobles”


  FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 

LSJ12 “Lions, Tigers, & Bears”
  FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 

LSJ20 “On a Wing and a Prayer”
  FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 

LSJ53 "Double Jeopardy"
  FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 

LSJ54 “Wind’s Inheritance”
  FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 

LSJ60 “Inner Demons”

  FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 

LSJ66 “Infernal Dilemma”
  FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 
                FORMCHECKBOX 

NPCs have a flat Knowledge (local) DC 15 check to recognize any of the PCs.  If a PC had participated in one of the above events in which the NPC was present, the check becomes DC 10.  All other NPCs have not yet appeared in a module and would not be able to have an adjustment to their recognition.

Bartholemew 



- (LSJ02, LSJ20, LSJ60)

Katerina Georgiana DeVargio (Kat)
- (LSJ54, LSJ60, LSJ66)

Captain Alistair Webster


- (LSJ54, LSJ60, LSJ66)

Kaintur, Prescin, & Faldun 

- (LSJ03, LSJ60)

Staern Bladebreak


- (LSJ60)
Lady Kylene Reilly


- (LSJ12)

Lord Consul Augustus Grimm

- (LSJ03, LSJ53)
Critical Event Summary: <Title>

Convention: ____________________
Date: ___________________________ 

List about 10 questions that ask what PCs did at critical plot points.  A sample follows.  

1. What was John Doe’s status at the end of the module?  (Circle all that apply)


Dead

Injured

Friendly
Unfriendly

2.  How did the heroes treat John Doe?  (Circle whichever applies)


Refused to take him

Hostile

Attacked him

Killed him


Accepted him

Befriended him

3. What was Jane’s status at the end of the module?


Captured and charmed
Freed by the PCs
Dead

4.  What was Suzie’s status at the end of the module?

Alive

Dead

5. How did the heroes deal with the muggles?

Entertained them

Attacked them

Killed one or more

6.  Did the heroes get the item back from Suzie after she left?
Yes
No

7.  Did the heroes defeat the Googles?
Yes
No

     If the answer is “No” is it because the table ran out of time to finish the module?  Yes
  No

8.  Did the heroes discover the link between the Gnomes of Zurich and the Comic Book Collectors?  Yes
  No

9. List on the back of this sheet the real names and PC names of anyone who earned either a Debt to IRS, Enmity of the RPG Gamers, Weight Loss, or Gratitude of Author.

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

Return this form to: David Samuels, 2722 East 64th Street, Brooklyn, NY 11234, or by e-mail to lsj-modsummary@theshiningjewel.com.

 

Roster of Heroes: <Title>

Judge Name: _______________________________

Convention: ____________________
Date: ___________________________ 

Player Name:      
 Home State:      

Email address:      
 (optional)

Hero’s Name:      
 Sex:      
 Race:      

Class:      
 Level:      
 Region/City:      

Special items or comments:      

Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  FORMCHECKBOX 

Lost level(s):  FORMCHECKBOX 

Dead:  FORMCHECKBOX 
       Out of Play:  FORMCHECKBOX 
     
Wish to Judge Future Events:  FORMCHECKBOX 
       Wish to Author Future Events:  FORMCHECKBOX 

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:  FORMCHECKBOX 

Lost level(s):  FORMCHECKBOX 

Dead:  FORMCHECKBOX 
       Out of Play:  FORMCHECKBOX 
     
Wish to Judge Future Events:  FORMCHECKBOX 
       Wish to Author Future Events:  FORMCHECKBOX 

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:  FORMCHECKBOX 

Lost level(s):  FORMCHECKBOX 

Dead:  FORMCHECKBOX 
       Out of Play:  FORMCHECKBOX 
     
Wish to Judge Future Events:  FORMCHECKBOX 
       Wish to Author Future Events:  FORMCHECKBOX 

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:  FORMCHECKBOX 

Lost level(s):  FORMCHECKBOX 

Dead:  FORMCHECKBOX 
       Out of Play:  FORMCHECKBOX 
     
Wish to Judge Future Events:  FORMCHECKBOX 
       Wish to Author Future Events:  FORMCHECKBOX 

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:  FORMCHECKBOX 

Lost level(s):  FORMCHECKBOX 

Dead:  FORMCHECKBOX 
       Out of Play:  FORMCHECKBOX 
     
Wish to Judge Future Events:  FORMCHECKBOX 
       Wish to Author Future Events:  FORMCHECKBOX 

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:  FORMCHECKBOX 

Lost level(s):  FORMCHECKBOX 

Dead:  FORMCHECKBOX 
       Out of Play:  FORMCHECKBOX 
     
Wish to Judge Future Events:  FORMCHECKBOX 
       Wish to Author Future Events:  FORMCHECKBOX 

Welcome to the LSJ Shopping Spree! 

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

What to Print 

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

General Rules 

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

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

Exception: A player with a cohort who is playing in that adventure may purchase up to an additional four items for the cohort, all on a second cert. 

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

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

E.g.: The party runs into some lycanthropes and has no silver weapons.  They decide at that time that they had bought silversheen using the Shopping Spree.  Sorry, that isn’t happening.  Deny the purchase until after the module is over. 

What Can Be Purchased 
The following may be purchased from Pathfinder RPG Core Rulebook. 

Scrolls are available for the following Arcane/Divine Spells.  Prices are listed for (Arcane)/(Divine).  NA in the listing means the spell is not available as that type of scroll. 

All potions and scrolls available for purchase are at minimum caster level. 

	Available Potions / Scrolls
	Scroll Price A / D
	Potion Price

	Cure light wounds (potion) 
	50 / 25 
	50 

	Endure elements (potion) 
	NA / 25 
	50 

	Mage armor (potion) 
	NA / NA 
	50 

	Magic fang (potion) 
	NA / 25 
	50 

	Magic weapon (oil) 
	NA / 25 
	50 

	Protection from XX* (potion) 
	NA / 25 
	50 

	Remove fear (potion) 
	NA / 25 
	50 

	Bless weapon (oil) 
	NA / 100 
	100 

	Silversheen (oil) 
	NA 
	250 

	Aid (potion) 
	NA 
	300 

	Cure moderate wounds (potion) 
	200 / 150 
	300 

	Darkvision (potion) 
	NA / 375 
	300 

	Delay poison (potion) 
	200 / 150 
	300 

	Lesser restoration (potion) 
	NA / 150 
	300 

	Remove paralysis (potion) 
	NA / 150 
	300 

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

	Cure serious wounds (potion) 
	525 / 375 
	750 

	Magic circle against XX* (potion) 
	NA / 375 
	750 

	Neutralize poison (potion) 
	1000 / 375 
	750 

	Remove blindness/deafness (potion) 
	NA / 375 
	750 

	Remove curse (potion) 
	NA / 375 
	750 

	Remove disease (potion) 
	NA / 375 
	750 

	Water breathing (potion) 
	NA / 375 
	750 

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

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

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

	Raise Dead (scroll)****
	NA / 6125
	NA

	
	
	

	
	
	


      * 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.
OPEN GAME LICENSE Version 1.0

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative Material" means copyrighted material including derivative works and translations (including into other computer languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product and product line names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.

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

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

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

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

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

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

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

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

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

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

15. COPYRIGHT NOTICE

   Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
   System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson.
   Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
   The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved.
   Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR.   
   The LSJ Campaign Player's Guide, Copyright 2009, The Shining Jewel, LLC; Authors LSJ Staff.

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

   INSERT YOUR TITLE, Copyright 2010, The Shining Jewel, LLC, Author INSERT YOUR NAME.
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Please send completed form to:


 Eric V. Clark, 300 Indiana Ave, Pendleton, IN 46064, or email 


to


 lsj-roster@theshiningjewel.com.
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