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time to go. Business will not take care of itself." He smiled sadly, nodded, and they both disappeared.
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RPGA SANCTIONED PLAY

Most likely you ordered this adventure as part of an
RPGA even from the RPGA website, or you received it
from your senior gamemaster. To play this adventure as
part of the LIVING GREYHAWK™ campaign—a worldwide,
ongoing D&D campaign set in the GREYHAWK setting—
you must sanction it as part of an RPGA event. This event
could be as elaborate as a big convention, or as simple as a
group of friends meeting at the DM’s house.

To sanction an RPGA event, you must be at least a
HERALD-LEVEL gamemaster. The person who sanctions
the event is called the senior gamemaster, and is in
charge of making sure the event is sanctioned before
play, runs smoothly on the date sanctioned, and then
reported back to the RPGA in a timely manner. The
person who runs the game is called the table Dungeon
Master (or usually just DM). Sometimes (and almost all
the time in the cases of home events) the senior
gamemaster is also the table DM. You don't have to be a
HERALD-LEVEL GM to run this adventure if you are not
the senior GM.

By sanctioning and reporting this adventure you
accomplish a couple of things. First it is an official game,
and you can use the AR to advance your LIVING
GREYHAWK character. Second player and DMs gain
rewards for sanctioned RPGA play if they are members of
the DUNGEONS & DRAGONS REWARDS program. Playing
this adventure is worth one (1) point.

This adventure retires from RPGA-sanctioned play
on December 31, 2007.

To learn more about the LIVING GREYHAWK
character creation and development, RPGA event
sanctioning, and DUNGEONS & DRAGONS REWARDS, visit
the RPGA website at www.rpga.com.

PLAYERS READ NO FARTHER

If you are planning on playing this adventure, stop
reading now. The rest of the information in this
adventure is for the DM only. If you read farther than
this section, you'll know too much about its challenges,
which kills the fun. Also, if you're playing this adventure
as part of an RPGA-sanctioned event, reading beyond this

point makes you ineligible to do so.

PREPARING FOR PLAY

To get the most out of this adventure, you need copies of
the following D&D books: Player’s Handbook, Dungeon
Master’s Guide, and the Monster Manual

Throughout this adventure, text in bold italics
provides player information for you to paraphrase or read
aloud when appropriate. Sidebars contain important
information for you, including special instruction on
running the adventure. Information on nonplayer
characters (NPCs) and monsters appear in abbreviated
form in the adventure text. Full information on NPCs
and monsters are given in Appendix 1.

Along with this adventure you'll find a RPGA Table
Tracking sheet. If you're playing this adventure as part of
an RPGA-sanctioned event, complete and turn in this
sheet to your senior GM directly after play. You'll also
find a LIVING GREYHAWK Adventure Record (AR).

LIVING GREYHAWK LEVELS
OF PLAY

Because players bring their own characters to LIvING
GREYHAWK games, this adventure’s challenges are
proportionate to the modified average character level of
the PCs participating in the adventure. To determine this
modified Average Party Level (APL) follow the steps
below:

1. Determine the character level for each of the PCs
participating in the adventure.

2. If PCs bring animals that have been trained for

combat  (most
likely dogs CR 1 2 3 4
trained for war)
' 1/4and1/6 o0 o0 O 1
other than those /4 /
brought by 1/3and1/2 o o 1 1
virtue of a class L L1 3
ability (such as
animal 2 2 3 4 5
companions,
p 3 3 5 6 7
familiars
paladin’s 4 4 6 7 8
mounts) or the
5 5 7 8 9
warhorse of a
character with 6 6 8 o9 10
the Mounted
7 7 9 10 II

Combat feat, use
the sidebar chart to determine the number of levels
you add to the sum of step one. Add each character’s
animals separately. Animals with different CRs are
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determined separately using the chart; then, take the
highest CR animal (or animals), and add 2 (drop
fractions). This result is the effective character level
for a mixed-CR group of animals. A single PC may
only bring four or fewer animals of this type.

3. Sum the results of step 1 and 2, and divide by the
number of characters playing in the adventure.
Round up to the nearest whole number.

4. If you are running a table of six PCs, add one to that
average.

Throughout this adventure, APLs categorize the level of
challenge the PCs face. APLS are given in even-
numbered increments. If the APL of your group falls on
an odd number, ask them before the adventure begins
whether they would like to play a harder or easier
adventure. Based on their choice, use either the higher or
the lower adjacent APL.

APL also affects the amount of experience and gold a
PC can gain at the end of the adventure. If a player
character is three character levels or more either higher
or lower than the APL at which this adventure is being
played, that character receives only one-half of the
experience points and gold for the adventure. This
simulates the fact that either the PC was not challenged
as much as normal or relied on help by higher-level
characters to reach the objectives.

Furthermore, a PC who is four or more levels higher
than the highest APL supported by the adventure may
not play the adventure.

LIVING GREYHAWK adventures are designed for APL
2 and higher. Four or five 1"-level characters may find the
challenge of an APL 2 adventure difficult. Suggest the
following to these groups to help increase their chances
of success:

1. Enlist a sixth player.

2. Advise characters to buy riding dogs to help
protect them, and fight for them.

TIME UNITS AND UPKEEP

This is a standard one-round regional adventure, set in
Perrenland. Characters native to Perrenland pay one
Time Unit per round; all others pay two Time Units per
round.

Adventurer'’s Standard Upkeep costs 12gp per Time
Unit. Rich Upkeep costs 50gp per Time Unit. Luxury
Upkeep costs 100gp per Time Unit. Characters that fail to

pay at least Standard Upkeep will retain temporary ability
damage until the next adventure, must buy new spell
component pouches and healer'’s kits, and may suffer
other in-game penalties (or possibly gain in-game
benefits) as may be detailed in this scenario.

A character that does not pay for at least Standard
Upkeep may also avoid the above-described penalties by
living off the wild. If the character possesses four or
more ranks in the Survival skill and succeeds at a Survival
check (DC 20), the character will heal temporary ability
damage as if he or she paid for Standard Upkeep, may
refill spell component pouches and healer’s kits, and may
restock up to 20 arrows or bolts if the character has at
least four ranks in Craft (bowmaking). The player is
allowed to Take 10 on this roll.

More information about Lifestyle and Upkeep can
be found in the “Lifestyle and Upkeep” section of
Chapter 3 of the Lmvinc GREYHAWK Campaign
Sourcebook.

Adventure Background

A number of years ago, Liza Oostmeer and Seraf bin
Kazar were gifted with two boys, Balcasis and Konrad.
Unfortunately, the birth of the youngest, Konrad, proved
fatal to their mother and Seraf was left to raise them
alone. The boys were close as they grew up, and spent a
great deal of their time travelling with their father (who
was a merchant from Tusmit and a minor cleric of

Zilchus, the Great Guildmaster). They got to see quite a
bit of the world.

All this changed when they returned to Traft in
Perrenland to visit their mother’s family. Balcasas fell in
love with a young woman named Arbella, and started to
court her. Her sister, Jarlina, took a shining to Konrad.
However, Konrad liked Arbella and wused Jarlina’s
affection to get close to her. When Balcasis and Arbella
got engaged, Konrad professed his love to her. She
gently told him that she did not feel the same way. Jarlina
was naturally upset and loudly broke up with Konrad. In
anger, Konrad turned on his brother and they fought.

It was during this time they discovered that a pact
made as children, to do no harm to each other, had been
listened to by the Great Guildmaster and acted upon.
Konrad and Balcasis found that any physical harm one
did to the other would be visited upon them both. So,
instead of a big fight and then reconciliation, Konrad left
Traft City; angry and blaming his brother for his
problems.

Balcasis felt sorry at the loss of his brother, but
hoped one day he would return. The situation was
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compounded a year later when Arbella was killed in a
house fire. Lost and forlorn, Balcasis took to the long
road travelled by adventurers all over the Flaness.

After many years, Balcasis, now an impressive Cleric
of Zilchus, stumbled on a hidden cove that had become a
den to the pirates of Lake Quag. It was here that Balcasis
had a dream: a vision of creating a town, hidden from the
outside world by illusion, where the pirates could be
managed. By teaching the words of Zilchus, Balcasis
could control (and curtail) the trade-damaging practice of
piracy. Nachtstadt was born.

In the meantime, Konrad wandered lost and angry.
Eventually, down to his last silver, he caught a
pickpocket trying to rob him. The pickpocket came off
second best; as Konrad searched the body, he found a
symbol of Kurell. Konrad knew of the story of Kurell
and saw the similarities to his own story. With a quick
motion, he put the symbol around his neck.

Over the years, Konrad heard about his brother’s
success. In a fit of jealousy, he decided he would honour
Kurell by taking revenge on his brother and the Church
of Zilchus at the same time.

With a newly set up temple in the backwater town of
Swunglestadt, Konrad infiltrated the church of Zilchus
under the name of Shekem. With his father’s teachings
under his belt it was easy for him to masquerade as a
Zilchan. He also discovered that, due to the lack of
followers in Perrenland of the Great Guildmaster, he
soon rose to become the head priest of the temple.

Once this was done, “Shekem” started to plan raids
on merchants. He created a small cult of worshipers and,
using the name Balcasis, framed his brother for the raids.
He also attempted to nourish a group of adventurers
that, in this final chapter, he hoped to use to kill Balcasis;
allowing Shekem to take his place and use Nachtstadt as a
base of operations for a massive pirate enterprise in the
name of Zilchus.

The people of Perrenland would react against
Zilchus and the Old Kerk, tearing down every shrine in
response! By the end, Zilchus’ reputation in Perrenland
would be ruined, Balcasis would be dead and Konrad
would have enacted revenge — both for him and his god!

Adventure Summary

During the Introduction, a letter arrives for the PCs. It
has the seal of the Church of Zilchus and is from Brar
Shekem. For PCs who have played Brother Mine or
Bitter Winds, Brother’s Sorrow, then Brar Shekem has
discovered some information and would like them to
continue their hunt for Balcasis If none of the PCs have

played the previous parts of the Brother’s Love series,
then Brar Shekem has heard about them from a business
contact and would like to meet them to discuss a business
proposition. Regardless of why the PCs are contacted,
they are asked to meet in the Meermaid’s Rest in
Meerstadt.

In Encounter 1, the PCs meet Shekem at the
Meermaid’s Rest. With the Gloom over, the feeling of
hopelessness is not as strong. Once inside, Shekem goes
through what he currently knows (including a summary
of the first two parts of the series for new players) and
then explains that he has found the location of Balcasis.
He explains that Nachtstadt is a pirate stronghold and
that he has arranged for the PCs to be given the signal so
that they can enter. He finally asks them to travel to
Nachtstadt and kill Balcasis for his crimes. If they agree,
he explains how to get there and informs the PCs that he
will cover the cost of provisioning a ship for the journey.
They just need to find a ship.

To get to Nachtstadt, the PCs need to find a ship. In
Encounter 2, they can ask around, visit the docks, or
look for available ships. Depending on how they go, it is
possible for the PCs to find as many as three ships willing
to take them. The ships are The Crimson Folly, Pelor
Dreaming, and Dracotooth. It is also an option for any
PC that owns his/her own ship to take that as well.

Encounter 3 depends on what ship is taken. If the
crew hire Crimson Folly, then they encounter a storm.
Balance checks and Reflex Saves are needed to come
through the storm intact. If they board Pelor Dreaming,
then they have plain sailing. If they hire onto
Dracotooth, the ship runs afoul of icebergs and Spot
checks and Profession (Sailor) checks are needed. Finally,
if the PCs are crewing their own ship, then they must
make a Profession (sailor) check to see what they come
up against. This encounter is not meant to be dangerous,
but to give flavour to the voyage.

Again, Encounter 4 is different depending on the
ship the PCs take. If they take Crimson Folly (or crew
their own ship), they are attacked by a denizen from the
deep. If they board Pelor Dreaming, then the crew sails
them into calm waters and mutiny when they are not
expecting it! Finally, the Dracotooth runs up against
pirates, and the crew and PCs must defend the ship and
the cargo!

In Encounter 5 the shore is reached. At first it looks
as if it is just a fog-covered river mouth, but when the
signal flare is sent up, a number of small beacons light up
(allowing the ship to pass through the rocky reefs). As
they continue, they pass through an illusion and enter
the port of a small, but busy, town. When they dock,

Brother’s Love Lost

Page 4



they are boarded by piratical-looking guards who
question them about their purpose. A good Bluff is
needed or the PCs must pay a bribe!

Once they are onshore (Encounter 6), they need to
find out where to find Balcasis. The PCs can explore the
town and do Gather Information checks. They discover
where Balcasis can be found and that he is one of the
founders of the town.

In Encounter 7, the PCs find Balcasis without too
much trouble. When they get there, Balcasis is ready for
them and attacks! He has been forewarned by Shekem,
although he does not know that it was him. If the PCs
defeat Balcasis, then they can search his home and
discover that he is a priest of Zilchus. They also find a
journal detailing his falling out with his brother. It is
also possible that the PCs may talk to Balcasis and calm
him down, thus learning what he knows about Shekem.

With the truth known, Shekem moves in during
Encounter 8. It has always been his plan to have Balcasis
eliminated and take his place without anyone knowing.
Then, with control of the Church of Zilchus and
Nachtstadt, he can build a private financial empire and
destroy the reputation of Zilchus in Perrenland, thus
augmenting favour with his lord, Kurell. To achieve this,
Shekem must kill the only ones who know the truth.
Using an invisibility spell, he attempts to gain the
surprise on the PCs and murder them!

Preparation for Play

You should determine before play if any of the characters
have played either of the previous scenarios in this series
— (PER 4-02 and PER 5-08), received the Membership of
the Upstanding Gentlemen favour in PER 5-08, or belong
to Perrenland meta-organisations.

e  Characters who have played Brother Mine (PER
4-02) and/or Birter Wind, Brother’s Sorrow
(PER 5-08) — receive a different message from
Brar Shekem in the Introduction.

e Membership of the Upstanding Gentleman
(favour on Adventure Record for PER 5-08) —
permitted entry to the Upstanding Gentleman
establishment in Meerstadt during Encounter
Two.

e  Membership of Perrenland meta-organisations
that are considered a thieves guild for prestige
class access (Den Masque and the Treasure
Hunters Guild) — permitted entry to the
Upstanding  Gentleman establishment in
Meerstadt during Encounter Two.

Please note that some after-effects of “Hell’s Gloom” are
still in play, even though the gloom itself has lifted as of
PER6-06 The March of the Hollows. See Judge's Aid
One for details.

Introduction

The days are still cold in Perrenland, and enemies still
knock on her doors. However, life must go on, and it
seems that there are still jobs to do. You now hold in

your hand a message from Brar Shekem of the

Church of Zilchus. It is a message with an offer of
employment ...

e If the PCs have played Brother Mine (PER 4-02)
but not Bitter Winds, Brother’s Sorrow (PER s-
08), give them Players Handout #1.

e If the PCs have played Bitrer Winds, Brother’s
Sorrow (PER 5-08), give them Players Handout
#2.

e If the PCs have not played either scenario, give
them Players Handout #3.

If the PCs decline Shekem’s offer of employment, then
the adventure is finished before it begins. Hand the
Players their ARs. Otherwise, move to Encounter 1.

Encounter One: A Job Offer

The bitter winds sweep along the streets of Meerstady,
and the cold rain falls softly bur constantly. A warm
golden glow can be seen ahead, through the windows
of the Meermaid’s Rest. Laughter and cheerful voices
can be heard from inside, making the place even
more inviting.

Assuming that the PCs enter ...

The door is open and warm air hits you in the face. In

the fireplace, 2 warm fire burns. A young man sits on

a small stage telling stories and singing ballads;

stories and ballads of hope, victory and the furure.

The lifting of the Gloom has also lifted the hearts of
Perrenders. While the nation still balances on a

knife’s edge, for the first time in a long while people

believe it can be tipped in the right direction.

A man wearing the robes and accruements of a
priest of Zilchus sits at a table. The table is empty in
the crowded Inn, and you notice that whenever
someone goes to sit down at it, he hands them a coin
and they leave. It is just after doing this thar he
notices you and motions for you to join him.

Once the PCs join Brother Shekem:
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Thank you for responding to my letter! For those of
you who I have not met before, I am Brar Shekem,
servant of Zilchus, the Grear Guildmaster.

Now, as you know (and please stop me if I am
covering old ground), we first heard about Balcasis
from what appeared to be a cult of Zilchans in the old
mine at Swunglestadt. At first we though it was just a
“rogue cult” thar concentrated on Zilchus’ aspect as a
profit maker, not as a facilitator of trade. Heresy, I
know, but we were all excited about the discovery of
the Mithril and did not look into it further.

We next heard the name when I was lured here to
Meerstadrt and framed for the acts of piracy that had
been happening along the coast. It appeared from a
second group of cultists, that he had an agent, a Brar
Thadious, within the Church itself!

If the PCs had Shekem cut to the chase, restart box text at
this point.

Now, since then, I have been doing some
investigations. From what I have discovered, Balcasis
is a Cleric of Kurell Kurell is Zilchus’ estranged
brother and his clergy would like nothing more that
to destroy the reputation of the church here in
Perrenland, He is even posing as a cleric of Zilchus
to do this. Anyway, it has cost me a great deal of
gold, but I have uncovered his hideout. To the north
of the canton of Swartzenbruin, near the border,
there is a small, hidden town.

This town is called Nachtstadt, and is a haven for
pirates! The town is just inside the mouth of a river
and, from what I have been told, it is protected by
some powerful illusion magic. Ships wishing ro dock
at Nachtstadr must fire an arcane signal arrow ar the
mouth of the river. I have managed to gain one of
these arrows, and what I wish you to do is enter
Nachtstadr and deal with Balcasis permanently.

Do you have any questions?

How much will we be paid?

“I am willing to pay you [100gp x APL] each. I realise
thar good help is hard to find and I try to pay what it
is worth, unlike some people. It will need to be when
you return as I only have enough on me to pay for the
provisioning of your ship.”

How will we get there?

“You will need to hire a ship to take you. I have not
done this yet, and will leave it up to you. I will, of
course, pay for the provisioning, within reason, and
the hire of the ship.”

I have my own ship!

“Bxcellent, I will cover the provisions that you need,
as well as any crew that you need to hire, at standard
rates, of course. And I will need receipts!”

What can you tell us about Kurell?

“He is Zilchus’ brother and husband to Atroa. He fell
in love with Zilchus’ wife Sotillion bur she spurned
him. After finding out what had happened, Atroa also
spurned him and he was banished from Zilchus’
presence.”

What can we expect at Nachtstadt?

“T am not entirely sure, but I expect that because you
are new, you will be questioned by what ever passes
for guards in that place. You had better have a cover
story ready!”

What has happened to the Church now that

Swunglestadt has gone?

“We are currently in the process of moving, At this
stage we are looking at property in Traft or in
Swartzenbruin for a new temple. The Mine is still
open near Swunglestadt even through the town has
gone, so there will still be a presence there.”

Should we be talking about this in the open?

‘T have taken magical precautions abour being
overheard. To those nor at this table, it appears that
we are talking about the grain market.”

Should we be taking Balcasis alive so he can stand trial?

“Normally I would say yes. Zilchus is a strong
supporter of the lawful society. However, in this case,
I am wortied that Balcasis will be able to use his
contacts (or the gifts of Kurell) to avoid punishment.
Because of what he has done, he would be executed
on the Paleen Rock anyway, so I feel it might be the
best course of action to carry out that sentence
immediately, and not give him a chance to escape.”

Shekem will try to persuade the PCs that killing Balcasis
is best, but won’t push the issue!

Once the PCs have finished with their questions:

“Now if we are in agreement, I suggest you use today
to find a ship and provision it. The smaller the
amount of time you spend in Meerstadt, the smaller
the chance that word of my investigation will reach
Balcasis. Thank you again for your help. I will wair
here for your return,”
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Encounter Two: Searching for a
ship

After speaking to Shekem, the PCs need to find a ship
that will take them to Nachtstadt. The first part of this
encounter contains the Gather Information checks

needed to determine what ships are available to hire. The
required DC varies by location.

The second section has a brief description of each ship
and her captain so the players can meet them and decide
who they want to hire.

The locations that the players can do their Gather
Information checks are:

e  The Mermaid’s Rest

e  Harbour Master

e The Upstanding Gentleman
e Docks

e  The Salty Dog tavern

General (use for all other locations)

The PCs gain all information equal to the DC achieved
and below. Remember that each check takes 1d4+1
hours and the PCs will only have five hours. They may
need to split up.

If the PCs fail all Gather Information checks, then
have pity on them and choose a ship. This is the only one
available.

Finding a Ship
The Mermaid’s Rest

A comfortable tavern with a2 warm and inviting
atmosphere, this is an establishment frequented more
by merchants and visitors than by sailors.

Gather Information Check:

e DC 5 - “I don't believe there are any ships leaving
this week. I heard a rumour that they had an
outbreak of wood rot.”

e DC 10 — “Well, now that you mention it, I was
talking to old Thomas the Splicer just this morning
and he was telling me that Pelor Dreaming had
docked the other day, and that the captain was
looking to take a short term hire for a week while he
waited for her next cargo.”

e DC 20 - “I say, now that you mention it, I believe
the captain of the Crimson Folly said he was looking
for his next hire”

e DC 25 — “You could check at Dracotooth. It’s not a
pretty ship, but the crew are fairly competent.”

Harbour Master

The Harbour Master’s offices are easy to find as they
are the largest buildings by the docks.

The Harbour Master has changed since Birter Wind,
Brother’s Sorrow. The new one is a red- headed woman
named Miranda who has a small but efficient staff. The
Gather Information check represents the PCs talking to
the Harbour Master and the staff.

Once inside the office:

The office of the Harbour Master is large room whose
walls are covered with shipping schedules and charts
of Lake Quag. A slim, red-haired woman is sitting at

her desk.

“How can we be of assistance?”
Gather Information Check:

DC 5 — “We have nothing on record for planned
departures or anything suggesting a captain is looking for
a fare. I suggest you go to the dock and talk to the people
there.”

DC 15 — “Heard that Pelor Dreaming just got in. You
may want to try with them.”

DC 20 - “The Dracotooth has not filed a departure date.
Captain Salabir may be waiting for a job.”

DC 25 — “Crimson Folly is in. It usually just does the
milk run from Meerstadt to Swartzenbruin, but may be
willing to take on something better.”

The Upstanding Gentleman

The Upstanding Gentleman is an exclusive club that is
not open to the general public. A PC must have the
Membership to the Upstanding Gentleman favour
from Bitter Winds, Brothers Sorrow or be a member of a
Perrenland thieves guild to be admitted. Otherwise, they
will be turned away by Taldon who looks after the door.
Taldon is well-dressed and always polite.

Because someone always asks, the price for “bedding a
wench” is 4gp per hour.

The Upstanding Gentleman is a large well builr
building on Rose Street in the more prosperous area
of Meerstadt. A neat flower garden is planted near the
doorway and a finely painted shingle of 2 well-dressed

Brother’s Love Lost

Page 7



man hangs over the door. Inside The Upstanding
Gentleman is one of the most richly decorated
taverns that you have been in. There are numerous
people sitting in comfortable looking chairs at tables.
Most are scantily-clad voluptuous men and women
lounging on plump cushions, sofas and divans. Some
wear green ribbons around their arms. This signals
that they are ‘available’,

Gather Information Check:

DC 5 — “Sorry, big boy, can’t help you. Would you like to
come upstairs and I will ... rub that sore spot for you?”

DC 10 - ‘I just took a “delivery” from a ship called Pelor
Dreaming. She might be looking.”

DC 15 - “Nicholi was in here a day or so ago. Said he
wanted to do something other than the run to the
Capital. Look him up on the Folly.”

DC 20 — “Well honey, my aunt lives lakeside and while
walking past the dock to visit, I noticed the captain of the
Dracotooth getting a priest to bless his ship. He might
want work. Now that's enough talk. What say we go
upstairs?”

Docks

The sound of lake birds and creaking ships can be
heard as you enter the dock area. For a dock it is
reasonably clean. It only smells a little ...

Gather Information Check:

DC 5 - “Sorry, mate. No idea. Check with the Harbour
Master. She might know.”

DC 10 — “Pelor Dreaming is looking. It's tied up at the
ninth berth on the left.”

DC 15 — “Salabir from the Dracotooth has just got in.
The crew have been talking about a bad omen or some
such rot. Still might be worth having a chat.”

DC 20 - “You could give Crimson Folly a go. They could
use a proper job instead of the coast run. Noble pansies!
All of them!”

The Salty Dog Tavern

The Salty Dog tavern is a seedy tavern by the docks of
Meerstadt, close to the harbour master’s office. The PCs
may make a Gather Information checks on a number of
subjects. Bribery will help here: for every 25gp spent in
bribes, add a +1 bonus to the roll.

Gather Information Check:

DC 5 — “Now why would we know anything about ships?
This is a cribbage club, isn't it boys. Ha Ha Ha. And it is
exclusive.”

DC 10 — “The Iron Captain is lookin’ for a job. This is if
you don’t mind a stern woman telling yar what to do. She
runs Pelor Dreamin.”

DC 15 - “If you're happy with a greenhorn crew, try
Crimson Folly. Honest and naive, that's how you would
describe her captain. Knows the basics, though.”

DC 20 - “The ship run by that Baklunish fella. What's his
name? JOEY, WHAT IS THE NAME OF THE
BAKLUNISH CAPTAIN? THE SHORT ONE; YOU
KNOW, ALWAYS SPROUTING ON ABOUT HIS GOD,
ALBAR. Salabir, that's the captain of the Dracotooth. Try
him.”

General (use for all other locations)

Use this table if the PCs go looking for a ship in a place
not listed above.

Gather Information Check:

DC 5 - “ Ships, what do yo wanna know about ships.
Nasty things! They sink. All of them! Or monsters born
from the mind of Old Wicked rise up and eat your crew —
every one of them, except the captain. He is left to
remember the screams. To remember the faces. Every
hour of every day until you manage to drink them away.
You think they are gone. But they still come back. Never
gone, unlike the crew. Don’t go on the lake you hear me.
It will be the death of you. THE DEATH OF YOU!"

DC 10 - “Hey midda, don’t know anyting about no ships.
You chouls check at the Salty Dog. Anyway spare a
coppa or two would ya. Just so I can eat. Only a coppa.”

DC 15 — “Well there. Ship you say. A sailor was her the
other day talking about Pelor Dreaming. They might be
looking.”

DC 20 — ‘I say, you are in luck. Tommy here was only
recently talking Charles who said the Elsi told him that
her friend Beth met with her cousin Nicholi for brunch
yesterday and he is the captain of Crimson Folly and is
looking for a custom.”

DC 25 — “Well, I'm a rigger on the Dracotooth. I think
we are looking. Take you to meet the captain if you like.”

The Ships
Crimson Folly

The Folly looks to be quite a new ship built mainly for
freighting cargo but also for passenger travel. The captain
is a friendly dark-haired man with one of the largest
moustaches any PC has ever seen. The crew are friendly
and jolly (well, as friendly and jolly as anyone can be at
times like these) as well as quite sure of themselves. The
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Folly is a new ship with a new crew and captain. They
have been doing “milk runs” for the last year between
Meerstadt and Swartzenbruin, and have not met
anything to really challenge them.

e A Profession (Sailor check) check (DC 10)
reveals that the crew appear to be competent
sailors.

e A Profession (Sailor check) check (DC 20)
reveals that the crew appear to be competent
sailors but are still quite
inexperienced.

green and

e A Sense Motive check (DC 20) on the captain
will suggest that the Folly is a new ship and is
crewed by sailors and a Captain who know how
to sail, but have never really run into any
trouble.

e A Knowledge (local: Tuz Border States) (DC 15)
allows the PC to recall the name Captain
Nicholi as an ex-Zee officer who got his
position through contacts.

Nicholi: Male Human Ari3/Ftr2 (Profession (Sailor) +7)

Pelor Dreaming

Pelor Dreaming is an older ship that looks like it has
weathered many a storm. A faded holy symbol of Pelor is
painted on the mainsail proudly. Captain Talia is a stern-
looking half-elf who gives the impression that she could
force the tides themselves to stop if she wanted. The crew
are wind-worn and lean. They move efficiently and there
is little talking while on the job.

This is the finest crew and captain of the three.
Unfortunately, some of the crew are not happy with the
diminishing returns moving cargo. The majority have
decided that they could take the ship by force and “turn
pirate”. They are waiting for their next trip to enact their
plan!

e A Profession (Sailor check) check (DC 10)
reveals that the crew appear to be extremely
competent sailors.

e A Sense Motive check (DC 20) on the crew will
suggest that some of them and not entirely
happy with their lot in life.

e A Knowledge (local: Tuz Border States) (DC 15)
allows the PC to recall the name Captain Talia as
a no-nonsense sea-dog.

Talia: Female Half-elf Ftr2/Rogs (Profession (Sailor) +13)

Dracotooth

Dracotooth is a fine looking ship which appears to have
matured nicely. It is sleeker than the other two,
suggesting it was once a passenger ship that has now
been outfitted for hauling cargo. Captain Salabi is a
Baklunish man, only about five feet, nothing. His hair is
covered by a turban and when the PCs arrive, he can be
seen throwing salt over the bow.

On their last voyage, Salabi was taking a reading and
saw his face reflected in the water, superimposed on the
full moon’s reflection. This is a sign of bad luck and the
crew, being superstitious, are more than a little worried
about this.

e A Profession (Sailor check) check (DC 10)
reveals that the crew appear to be competent
sailors.

e A Sense Motive check (DC 10) on the crew or
captain reveals that they are worried.

e A Sense Motive check (DC 20) on the crew or
captain reveals that they are worried about
something minor.

e A Knowledge (local: Tuz Border States) (DC 15)
allows the PC to recall the name of Captain
Salabi as a good captain that has gotten his crew
out of a scrape or two.

Salabi: Male Human Expert (Sailor) 4/Rog4 (Profession
(Sailor) +15)

Encounter Three: The Journey

The cold, wintry wind bites as your ship cuts through
the icy waters of Lake Quag. The ice has forced you
to sail further out into the lake than what would have
been normal. According to the instructions given to
you by Brar Shekem, the location of Nachtstadr is to
the north, near the border of Swartzenbruin and
Nederboden cantons.

Along the journey, it is possible for the ship to run across
some natural hazards. The exact hazard depends on what
ship the PCs have taken. This encounter is divided into
four subsections: one describing each option.

The purpose of this encounter is to add flavour, and
give a feel of what it is like to be aboard a ship when it
hits rough water. At no time are the PCs in any real
danger, although they do not know that. Allow the PCs
to perform what ever actions they feel appropriate and
improvise as necessary.

1. Crimson Folly
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The ship continues to plough northwards through
the choppy waters. A voice breaks through the
crashing of the waves upon the hull “There’s a storm

ahead!”

Looking at the horizon, dark clouds can easily be
seen both ahead and to the west. The sky is so dark
ahead that it looks like the dead of night.

Nicholi yells, “She is coming up fast! We will
need to swing starboard and try to go around! All
bands on deck! Riggers ro the ropes! Man the
winches and feed our the sail! Warch the wind! We
don’t want to rip out the mast!”

Men and women rush to their positions and
Lightning lights up the sky ahead.

Any PC with ranks in Profession (Sailor) who offers to
help will be assigned a post. All others are asked to stay
out of the way.

The roar of thunder is deafening, and the wind howls
like a hundred banshees! Wood creaks, as the sails
are filled ro capacity, straining the rigging and the
mast, “She’s a beauty, this one!” shouts the captain,
“We won't be out-running her. All hands batter down
bhatches! We're riding Procan’s Fury today!”

Roll a d20. Ask if any of the players are assisting in the
Profession (Sailor) roll. Add the result and look worried.
It really means nothing, but should add to the suspense.

The roar of the wind is deafening, and the Crimson
Folly crests a might wave and crashes down the other
side!

Make PCs roll a DC 15 Balance check. Any that fail, are
knocked prone. Announce to the PC with the lowest roll
(even if it is above 15) that he/she has fallen and are
sliding towards the rail and the edge of the ship! Give
them a DC 15 Reflex save to grab the edge. If the roll
succeeds, then a sailor helps them up and back over. If
the roll fails, then roll 1d20. Look worried, then relieved.
Tell the PC that they are thrown over the edge of the
ship, but a hand grabs them and a sailor pulls the back
aboard just in time!

As the ship rights itself (after the last wave); the
sound of cracking wood echoes over the storm. A
lightning flash reveals to all the buckling of the deck
around the main mast.

“By Procan’s beard! No!” shouts the captain, “Hard
to port! Riggers — get that sail in or she will rip the
mast from the deck!”

Again, roll 1d20 and get PC’s to assist in a Profession
(Sailor) roll. Again it means nothing, but adds to the
excitement.

The riggers struggle on the ropes against the raging
storm. The ropes snap with a sound like thunder!
One sailor, 2 blond woman who was once in the Zee,
if memory serves, struggles ro pull in a sail There is a
crack and a scream and she can be seen falling
towards the waters of the raging lake!

Allow the PCs to act to save her. If it sounds reasonable,
let it succeed.

Ask PCs to roll a Profession (Sailor). Announce to the
highest, that they have noticed that a rope is jammed and
unless it is cut or loosened, the sails will rip the mast
from it seating.

Any actions the PCs try will succeed in releasing the
rope. Roll another d20. Shake your head.

The sails slacken as the rope comes loose.
Unfortunately, a heavy cord whips around as if it is
alive! To the right of you, the cabin boy helps one of
the sailors with a winch. A shout brings his head up
as the heavy help rope strikes him in the chest,
sending him flying into a pile of secured barrels. He
slumps to the floor, unmoving; eyes open but lifeless!

Roll a final Profession (Sailor) check. Ask any PCs if they
want to assist. Smile at the result.

The next few hours are some of the most frightening
you can imagine. At times, the waves dwarf the small
ship and look as if they would drag her down ro the
watery depths. But eventually the wind dies down
and the waters begin to calm. Lightning no longer
lights the sky, and the darkness is caused by the
night, not the storm. Sailors slump exhausted to the
deck as the captain estimates that you were fighting
the weather for close to fourteen hours. Most offer
prayers to the various gods to thank them for
surviving the night.

2. Pelor Dreaming

The ship continues to plough northwards through
the choppy waters. A voice breaks through the
crashing of the waves upon the hull “There’s a storm

ahead!”

Looking at the horizon, dark clouds can easily be
seen both ahead and to the west. The sky is so dark
that it looks like the dead of night.

Talia yells, “She is coming up fast! We will need to
swing starboard and try to go around, All hands on
deck! Riggers to the ropes! Man the winches and
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feed out the saill Watch the wind, we don’t want to
rip out the mast!”

Men and women rush to their positions and
Lightning lights up the sky ahead.

Roll a Profession (Sailor) check. Ask any PCs if they want
to assist. Smile at the result.

Under the expert hand of the captain, Pelor
Dreaming sails fast against the edge of the storm. The
sky to the left grows dark and the storm-clouds mass.
Lightning flashes and been seen with frightening
regularity. Procan pity any ship that is caught in thar
storm/

Have the PCs roll a Spot check. To the PC with the
highest roll, announce that they notice large white
chunks in the water!

When they mention this to the captain, read:

“By Procan’s beard, it is a field of icebergs! The storm
must have shattered an ice shelf! Spotter to the rail
and riggers to the ropes! If we hit one of them, they
can tear the side out of the ship.”

Have the PCs roll a Spot check. Then roll a Profession
(Sailor) check. Ask any PCs if they want to assist. Smile
at the result.

For over two hours, all available hands scan the
choppy water searching for the white death thar lies
just below the surface. The captain, strain showing
on her face, listens ro every call and plays the tiller
like a gentle lover. Finally the time between calls
increases and eventually stops. Sailors breathe a sigh
of relief but continue to scan for as long as the light
remains just in case.

3. Dracotooth

The ship continues to plough northwards through
the choppy waters. A voice breaks through the
crashing of the waves upon the hull: “There’s a storm

ahead!”

Looking at the horizon, dark clouds can easily be
seen both ahead and to the west. The sky is so dark
that it looks like the dead of night!

Salabi yells, “She is coming up fast! We will need
to swing starboard and try to go around, All hands on
deck! Riggers to the ropes! Man the winches and
feed out the saill Watch the wind, we don’t want to
rip out the mast?’,

Men and women rush to their positions and
Lightning lights up the sky ahead.

Roll a Profession (Sailor) check. Ask any PCs if they want
to assist. Smile at the result.

Under the expert hand of the captain, Dracotooth
sails fast against the edge of the storm. The sky to the
left grows dark and the storm-clouds mass. Lightning
flashes and been seen with frightening regularity.
Procan pity any ship that is caught in that storm!

Have the PCs roll a Spot check. To the PC with the
highest roll, announce that they notice large white
chunks in the water.

When they mention this to the captain,

“By Procan’s beard, it is a field of icebergs! The storm
must have shattered an ice shelf Spotters to the rail!
Riggers to the ropes! If we hit one of them, they can
tear the side out of the ship.”

Have the PCs roll a Spot check. Then roll a Profession
(Sailor) check. Ask any PCs if they want to assist. Look
worried.

The captain swings the tiller hard to port as a large
mass off ice is spotted in the rough water. “Damn/”
you hear him say over the wind, and the ship lurches
sideways! The ominous sound of breaking wood can

suddenly be heard!

“Carpenters to the hold! We need ro get that hole
shored up or she is doomed. Man the bilges, give
them as much time as you can. Spotters, keep your
eyes peeled. If we hit another, she will come apart. I
knew the reflection was bad luck.”

Let the PCs go to whatever post they want.
Below Decks ...

The hold of the ship is already filled to the knees with
water, as you can see that the iceberg has split a
number of boards! Three sailors with some
carpentering skill have waded into the ice-cold water
and begun the seeming impossible task of sealing the
breech with wood and pitch.

Allow the PCs to help with a Profession (Carpenter) skill
check or with magic. Tell them that progress is being
made

Bilge ...

Moving quickly, the bilge pumps are set up and a
number of sailors start to pump the water from the
hbull hopefully giving the carpenters time to make
repairs. You grab a pump and start pumping cold
water back into the lake.

Spotter ...
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Standing on the rail you scan the icy waters for the
bhalf submerged ice that could bring death to all
onboard, Pieces of ice pass to the left and to the right.
Spotters call out the positions to the captain who
slowly steers the ship around them.

Call for a spot check from all those above deck. Tell the
PC who rolls the highest that they see a large piece of ice
to the left.

When they tell the captain, roll a Profession (Sailor)
check. Ask any PCs if they want to assist. Look worried.

The captain spins the wheel quickly and the
Dracotooth slowly moves to the right. But he’s too
slow! With a resounding crash the ship hits the berg
and actually rides up upon it!

Below Deck ...

The ship lurches and there is a loud CRUNCH.
Wood splinters on the other side of the ship. Water
gushes in!

Roll a couple of dice. Ask for people’s Reflex save bonus.
Shake head.

With a loud snap, a rope holding a stack of crates
breaks, A sailor, Fredrick you think his name was,
screams as the crates fall on him; pinning him under
the water!

1f the PCs try to help him, they find that he is dead.
Bilge ...

The ship lurches, and there is a loud CRUNCH.
Wood splinters on the other side of the ship. A sailor
screams as the yardarm that they were on snaps and

they fall towards deck

Allow the PCs to save the sailor if they have a feather fall
spell or similar. Then roll a d20 and ask for their AC.
Gather a large number of d8s as you do so. When they
tell you breathe a sigh of relief and put the d8s down.

The broken yardarm crashes to the ground a mere
foot from where you are standing,

Spotter ...

The ship lurches, and there is a loud CRUNCH.
Wood splinters on the other side of the ship. A sailor
screams as the yardarm that they were on snaps and

they fall towards deck

Allow the PCs to save the sailor if they have a feather fall
spell or similar.

Then ask the PCs to make a balance check. Nod
happily and tell them they lurch sideways but manage to
grab the rail.

The ship continues slowly through the ice field. The
bergs have gotten smaller but more numerous. “All
available hands to the ropes’, yells the captain

Roll 1d20. Ask if any of the players are assisting in the
Profession (Sailor) roll. Add the result and look worried.

The spread of icebergs diminish and the crew start to
relax, when a freak wave hits the side of the ship
tilting it left.

Below Deck ...

The ship tilts and a lantern falls from its hook and
hits the bucket of pitch. It bursts into flame. Smoke
fills the hold!

Let the PCs panic and try to put it out. Eventually they
and the crew succeed and the boat is safe.

Bilge and Spotters ...

The ship lurches as it is hit by a freak wave. Under
feet the deck is slippery with ice.

Make players roll a DC 15 Balance check. Any that fail
have been knocked prone. Announce to the PC with the
lowest roll (even if it is above 15) that they have fallen
and are sliding towards the rail and the edge of the ship.
Give them a DC 15 Reflex save to grab the edge. If they
succeed, a sailor helps them up and back over. If they
fail, roll 1d20. Look worried, then relieved and tell them
they are thrown over the edge of the ship, but a hand
grabs them and a sailor pulls the back aboard.

For over two hours, all available hands scan the
choppy water searching for the white death that lies
Jjust below the surface. The captain, strain showing
on his face, listens to every call and plays the tiller
like a gentle lover. Finally the time between calls
increases and eventually stops. Sailors breathe a sigh
of relief, but continue to scan for as long as the light
remains just in case.

4. On Board The PC’s OWN Ship

If the PCs crew their own ship, then the hazards that are
encountered depend on a Profession (Sailor) roll:

e DC 20~ Clear Sailing

e DC 15— Storm

e DC 10~ Storm + Icebergs

e  Less than DC 10— Storm + Icebergs + Rocks.

Descriptions for each hazard are below.

Clear Sailin
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The ship continues to plough northwards through
the choppy waters. A voice breaks through the
crashing of the waves upon the hull “Storm ahead!”

Looking at the horizon, dark clouds can easily be
seen both ahead and to the west. The sky is so dark
that it looks like the dead of night.

Under the expert hand of the captain, your ship
sails fast against the edge of the storm. The sky to the
left grows dark and the storm-clouds mass. Lightning
flashes are seen with frightening regularity. Procan
pity the ship that is caught in that storm!

Storm

The ship continues to plough northwards through
the choppy waters. A voice breaks through the
crashing of the waves upon the hull “There’s a storm

ahead!”

Looking at the horizon, dark clouds can easily be
seen both ahead and to the west. The sky is so dark
that it looks like the dead of night.

Your experience tells you that she is coming up
fast and you will need to swing starboard and try to go
around.

Get a player to make a Profession (Sailor) check. Look
worried.

The roar of thunder is deafening and the wind howls
like a hundred banshees. Wood creaks as the sails are
filled ro capacity, straining the rigging and the mast.
It appears that you won't be out-running the storm

afterall ...

Ask for a Profession (Sailor) roll. Listen to the result and
look worried. It really means nothing, but should add to
the suspense.

The roar of the wind is deafening and the ship crests a
might wave and crashes down the other side.

Make sure PCs roll a DC 15 Balance check. Any that fail
have been knocked prone. Announce to the PC with the
lowest roll (even if it is above 15) that they have fallen
and are sliding towards the rail and the edge of the ship.
Give them a DC 15 Reflex save to grab the edge. If the
succeed the scramble up and back over. If they fail, roll
1d20. Look worried, roll another dzo, then look relieved
and tell them they are thrown over the edge of the ship,
and they grab a jutting piece of wood. They can climb
back up.

As the ship rights itself (after the last wave); the
sound of cracking wood echoes over the storm. A
Lightning flash reveals to all the buckling of the deck
around the main mast.

Ask PCs to roll a Profession (Sailor). Announce to the
highest, that they have noticed that a rope is jammed and
unless it is cut or loosened, the sails will rip the mast
from it seating.

Any actions the PCs try will succeed in releasing the
rope. Roll another d20. Shake head.

The sails slacken as the rope comes loose.
Unfortunately heavy cord whips around as if it is
alive,

Make a couple of d20 rolls and ask the PCs their AC.
Then announce that the rope barely misses them and
crashes into some secured barrels, smashing them

Roll a final Profession (Sailor) check. Ask any PCs if they
want to assist. Smile at the result.

The next few hours are some of the most frightening
you can imagine. At times the waves dwarfed the
small ship and looked as if they would drag her down
to the watery depths. But eventually the wind dies
down and the waters begin to calm. Lightning no
longer lights the sky, and the darkness is caused by
the night, not the storm. You estimate that you were
fghting the weather for close to fourteen hours.

Ice-bergs!

Have the PCs make a Spot check. To the PC with the
highest roll, announce that they notice large white
chunks in the water.

Have the PCs roll a Profession (Sailor) check. Look
worried.

You realise that the storm must have shattered an ice
shelf You swing the tiller hard to port as a large mass
off ice is spotted in the rough water. The wind
screams in your ears as the ship lurches sideways and
the sound of scrapping and breaking wood can be
heard Someone will need to repair and breaches,
while others man the bilge, look for iceberg and pilor
the ship

Let the PCs go to whatever post, that they want.
Below decks ...

The hold of the ship is already filled to the knees with
water as you can see that the iceberg has split a
number of boards creating a seeming impossible task
of sealing the breech with wood and pitch.

Allow the PCs to repair with a Profession (Carpenter) or
via magic. Tell them that progress is being made

Bilge ...
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Moving quickly, the bilge pumps are set up to pump
the water from the hull hopefully giving the
carpenters time to make repairs. You grab a pump
and start pumping cold water back into the lake.

Spotter ...

Standing on the rail you scan the icy waters for the
bhalf submerged ice that could bring death to all
onboard Pieces of Ice pass to the left and to the
right.

Call for a spot check from all those above deck. Tell the
PC who rolls the highest that they see a large piece of ice
to the left.

When they tell the captain ask for a Profession (Sailor)
check. Ask any other PCs if they want to assist. Look
worried.

The captain spins the wheel quickly and the ship
slowly moves to the right. He is too slow, and with a
resounding crash the ship hits the berg and actually
rides up upon it!

Below Deck ...
The ship lurches and there is a loud crunch. Wood

splinters on the other side of the ship. Water gushes
In.

Roll a couple of dice. Ask for people balance checks.
Shake head.

With a loud snap, a rope holding a stack of crates
breaks., You barely avoid the fall, but another hole has
opened up in the hull

Bilge ...

The ship lurches and there is a lIoud crunch. Wood
splinters on the other side of the ship.

Roll 1d20 and ask for their AC. Gather a large number of
d8s as you do so. When they tell you breathe a sigh of
relief and put the d8s down.

A broken yardarm crashes to the ground a mere foor
from where you are standing.

Spotter ...

The ship lurches and there is a lIoud crunch. Wood
splinters on the other side of the ship. A yardarm
snaps and falls towards deck!

Ask the PCs to make a balance check. Nod happily and
tell them they lurch sideways but manage to grab the rail.

For over two hours, all available hands scan the
choppy water searching for the white death that lies

Jjust below the surface. The captain, strain showing
on his face, listens to every call and plays the tiller
like a gentle lover. Finally the time between calls
increases and eventually stops. Many breathe a sigh
of relief, but continue to scan for as long as the light
remains just in case.

Rocks

Have each PCs make a spot check. Tell the one that
makes the highest roll that the notice just ahead of them
waves breaking. The PCs should realise that there are
rock beneath the surface and take action. If they don't,
prompt them by announcing that as they get closer, rocks
can be seen directly ahead.

When they try to take evasive have them make a
Profession (Sailor) check. Shake your head and look
worried at the result.

You spin the tiller to the port in a desperate attempt
to avoid the rocks. Unfortunately there is a harsh
scraping sound as the waves drive you up on the
rocks, causing the deck ro fall away from your feet.

Have the PCs make a DC 15 Balance check. Any that fail
have been knocked prone. Announce to them that they
have fallen and are sliding towards the rail and the edge
of the ship. Give them a DC 5 Reflex save to grab the
edge. If the succeed they can climb back over (don’t tell
them the DC). If they roll a 1, roll a second d20 look
relieved and announce that they have caught a piece of
wood and that they are dangling over the edge above the
water.

Have the captain make a Profession (Sailor). Ask the
other PCs to assist if they wish. Smile at the result.

With expert handling of the tiller, you wait until a
large wave hits the ship, then using the flotation it
provides, ease the ship off the rocks and continue ro
limp to your destination

If the PCs had clear sailing, then there is no damage to
the ship.

o  If they hit the storm, then there is s00gp worth
of damage that will need to be repaired when in
port.

e The storm and the icebergs cause 1,000gp
damage

e The storm, iceberg and rocks cause 1,500gp
work of damage.

This damage can be repaired with a make whole spell per
250gp of damage.
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Encounter Four: Denizens of the
Deep

As the new day dawns through the thick morning fog,
you move slowly towards your destination. With
luck, you should reach it by tomorrow morning. But

wait ... was that something rippling on the surface
?

Before the PCs reach the town of Nachtstadt, they meet
one of the creatures that live the waters of Lake Quag,
run afoul of pirates, or need to put down a mutiny. What
they meet depends on the ship they are travelling on:

Crimson Folly

Have the PCs make a Spot check against the creature’s
Hide check to avoid surprise. The sailors are no use in
this encounter as they are keeping the ship under
control. Besides, that's what brave adventures are for.

Creatures:

Hiding in the water is a creature from sailor’s nightmares.
It waits for unsuspecting ships to help ease its winter-
imposed diet.

APL 6 (EL 7)
Aboleth: hp 76; see Monster Manual page 9.
APL 8 (EL9)

Caller from the Deeps: hp 130; see Appendix
Two.

APL 10 (EL 11)

Dragon Eel: hp 161; see Appendix Three.
APL 12 (EL 13)

Scyllan: hp 184; see Appendix Four.
Tactics:

APL6 — The Aboleth first attacks PCs on the ship with its
tentacle. If all the PCs move to the centre of the ship, it
uses a full round action to pull itself up on deck. If it
takes enough damage to leave it on a quarter hit points, it
will attempt to flee.

APL8 — The Caller from the Deeps uses its summon
watery ally power to summon a water elemental. It then
uses its tentacles to try to grab PCs.

APLio — The Dragon Eel attacks the boat from below,
causing a hull breech. This forces the PCs to fight it
below decks near the breech.

APLS — The Scyllan uses its tentacles to grab PCs. It then
uses its Frightful Noise before attacking.

Pelor Dreaming

As Pelor Dreaming sails towards Nachtstadt, the crew
plan mutiny. A DC 20 Sense Motive check allows the
PCs to sense something is wrong and avoid surprise. Not
all the crew mutiny but those that don'’t are busy with
other mutineers and can’t help the PCs.

Creatures:
APL 6 (EL 7)

Sailors (6): hp 14; see Appendix One..
APL 8 (EL 9)

Sailors (6): hp 29; see Appendix Two.
APL 10 (EL 11)

Sailors (6): hp 42; see Appendix Three.
APL 12 (EL 13)

Sailors (6): hp 54; see Appendix Four.

Tactics: The sailors position themselves to take out
wizards and other spellcasters with their initial sneak
attack. Base the plan on the position of the PCs.

Treasure:

APL 6: Loot — 345 gp
APL 8: Loot — 345 gp
APL 10: Loot — 345 gp
APL 12: Loot — 345 gp

Dracotooth

As Dracotooth sails towards Nachtstadt, a pirate ship
moves in for the kill. These men and women know their
trade well and come directly out of the morning fog.
Allow a DC 20 Listen check for the PCs to hear the ship
and avoid being surprised as it hits the Dracotooth on its
broadside. The crew are busy with pirates of their own
and can’t help the PCs.

Creatures:
APL 6 (EL 7)

Pirates (6): hp 14; see Appendix One..
APL 8 (EL 9)

Pirates (6): hp 29; see Appendix Two.
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APL 10 (EL 11)

Pirates (6): hp 42; see Appendix Three.
APL 12 (EL 13)

Pirates (6): hp 54; see Appendix Four.

Tactics: If any of the PCs are near the rail, the pirates
attack them first, so as to get their sneak attack.
Otherwise they fire the first shot with their bows, again
to get sneak attack damage, then move to engage, using
flanking, tumbling, combat expertise and improved feint
to their best advantage. Spell casters are their primary
targets in the first volley.

Treasure:

APL 6: Loot — 345 gp
APL 8: Loot — 345 gp
APL 10: Loot — 345 gp
APL 12: Loot — 345 gp

PCs Own Ship

Have the PCs make a Spot check against the creatures
Hide roll to avoid surprise. The sailors are no use in this
encounter as they are keeping the ship under control.
Besides, that's what brave adventures are for.

Creatures:

Hiding in the water is a creature from sailor’s nightmares.
It waits for unsuspecting ships to stray into its territory.

APL 6 (EL 7)

Huge water elemental: hp 152; see Monster
Manual page 100.

APL 8 (EL 9)

Giant Squid: hp 72; see Monster Manual page
281.

APL 10 (EL 11)

Elder Water Elemental: hp 228; see Monster
Manual page 100.

APL 12 (EL 13)

Kraken, Advanced: hp 334; see Appendix
Four.

Tactics:
Grab the PCs and drag them into the water!

Development (All): Once the creatures, pirates or
mutineers are dealt with, the PCs can continue to their
destination.

Encounter Five: Entering the
Town

As the day dawns you are greeted with the sight of
land. Steep buffs bracket the mouth of a large river,

some two hundred feet across. Sand bars and rocks
dot the water, ready to rip the bottom out of any ship

that approached too closely. The morning mist covers
the entire scene like thin gauze.

If the PCs are on a hired boat or have hired a crew for
their own boat.

“Well’, speaks the caprain, “we are here. What now?”

A DC 10 Profession (Sailor) check reveals that there is no
passage through the rocks for the ship, and the surf will
make taking a longboat ashore extremely dangerous. An
NPC captain automatically succeeds at this check, and
passes this information on to the PCs.

Nothing happens unless the PCs fire the signal arrow.
If the PCs decide to fly ashore (or get there some other
way), then they will see nothing until the pass through
the illusionary barrier. Then they will be able to see the
town and land. By doing this they bypass this encounter
and move to Encounter Six.

Once the signal arrow is fired:

The arrow arcs silently into the air and falls to the
water with a small splash. No sound or light signal its
firing and you are left wondering if it worked
correctly. Then, all of a sudden a glowing green path
lights up upon the water, heading through the rocks
towards the mouth of the river.

The lights show the PCs the path to take. The ship’s
captain must succeed at a DC 10 Profession (Sailor) check
to safely follow the path through the lights: an NPC
captain automatically succeeds at this check. If the roll
fails, the ship hits a rock and the PCs are thrown to the
deck taking 2dé points of damage. A DC 10 Balance
check will reduce this by half.

Once the PCs decide to follow the path:

The green path leads your ship through the water.
Rocks that seemed to be directly in your path
disappear as you approach, and eventually you reach
the mouth of the river. Passing through the apex of
the river-mouth, the scene changes; revealing a
sheltered harbour for abour 8 ships and a small town
— such a clever illusion, hiding this reality from the
outside world! The path leads to an empty berth
when rwo guards stand waiting.

Assuming the PCs dock the ship.
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The ship pulls into the dock and one of the guards
move to secure the ropes. The other addresses you:

“Yar, be welcome to Nachtstadt. Whar be your

business here?”

This is where the PCs need to have a good cover story. If
they successfully Bluff the Terrak and Vanus, the two
guards (opposed check against Sense Motive +5), they are
allowed to pass into the city.

1f they fail:

“Well, that does not seem tro be a likely story. I think
you are here for mischief But we might be persuaded
to look the other way ...”

A bribe of 100 x APL gp will allow the PCs to enter the
city.

Alternatively, the PCs can attack the guards. If they
do, assume the guards are swiftly over-powered, as they
are be no match for the PCs. This allows the PCs to enter
Nachtstadt, but means they are not welcome in the
future, and do not get the favour providing access to the
town on the AR regardless of what they do in the
Conclusion.

Terrak: Male human ftr2 (Sense Motive +5).
Vanus: Male human ftr2 (Sense Motive +4).

The guards are quite young and inexperienced,
and are also quite new to the town, but they do
have some useful information.

If the PCs did not attack the guards and ask them about
the town:

“Well, she was established a number of years back by
this priest and his mates as a way of turning booty
back into cash, and to make sure that thar waters were
not overfished, if yar know what I mean. We keep
her hidden from the Zee so that we always have a safe
pott to come home to.”

So you are a pirate?

“Well that there’s a harsh term for it, but aye. We all
take a turn as dock guards. Tis all part of the deal”

What places can we find in the town?

“Well I be new here meself All I know is it be
Stoney’s tavern if you be wanting a drink. Then there
be Dossy’s flop house if you be wanting something
else. Oh, and Ralic’s Tools of The Trade is a good lirtle
general store.”

Have you hear of Balcasis?

“Nope. Only been here a few days, and we ain’t spent
much time outside Stoney’s and Dossy’s. There be
plenty in those two places to keep a pirate busy, yar.”

Encounter Six: Where’s Balcasis?

As soon as the PCs start asking around town for Balcasis
they discover that he is a cleric of Zilchus and one of the
founders of the town. They also find out that he can
usually be found at the temple of Zilchus.

However, it is possible for the PCs to visit a number of
locations while looking for information on Balcasis, or as
some general exploring. These locations are:

e  Stoney’s Tavern

e Town hall

e  Dossy’s Flop House

e  Ralic’s Tools of the Trade

e  Temple to Zilchus

e  General (for other locations)

These locations are described in more detail below:

Stoney’s Tavern

Stoney’s Tavern is a large three story building a few
hundred yards in from the docks. Even at this time of
the morning the sounds of raucous laughter come
from inside.

Once inside the PCs can perform a Gather Information
check:

e DC 10 - “Balcasis, you say. I think he is a priest of
some sort. Try the temple of Procan at the Docks or
the Moneylender in town.”

e DC 15 - “Yar, you be lookin’ for the priest of the
Moneymaker. Go to his temple this time of the day.
Usually has services about now. Straight down
Shipwreck Lane, turn at Cutlass Street, then into
Trade Way.”

e DC 20 — “Councillor Balcasis is usually at his
Temple. Good man that. Really turned this scruffy
bunch around. Stopped the senseless violence so we
could concentrate on making money. ¢

e DC 25 — “I know Balcasis. Thanks to him, I now
make more money from my investments in Ket than
I do risking my life on the lake. His temple is on
Trade Way.”

Town hall
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The town hall is one of the few stone buildings in the
town. Still only two stories high, it looks like it serves
as a place to administer the town and as the home of
what passes for the warch.

If the PCs ask here for Balcasis, they will be informed
that the councillor is at the Guildmaster’s temple on
Trade Way.

Dossy’s Flop House

This building is the most brightly painted place in the
whole town. Outside is a large Troll guarding the
door. Seeing you looking at the place he opens the
door and in halting common growls,

“Don’t you be making trouble ar Miss Dossy’s.”
If the PCs enter ...

The common room is large and full of pipe smoke.
The other think you notice is the number of attractive
men and women.

Once inside the PCs can perform a Gather Information

check:

e DC 10 — “Balcasis you say. Nice man. Comes here
now and again when he is not at his temple. But
perhaps there is something else you are after. Yes?”

e DC 15— “Balcasis you say. Well before he came here
this was just a collection of buildings near the caves
where we use to hide. He made it a town. I tell you
what, before that, the talent was nothing like this.
Try Trade Way. Hey Rosey, look what Salty Pete’s go
for you.”

e DC 20 — Miss Dossy herself: “Councillor Balcasis is
usually at his Temple. He’s a good man! He stopped
the senseless violence and made it safer for my staff.
Sometimes he comes in to get his staff see to.
Sometimes I visit him at the temple. Straight down
Shipwreck lane, turn at Cutlass street then into
Trade way. Can’t miss it. Now tell me what can I get
for you while you are here.”

e DC 25 — “I know Balcasis. He and his adventuring
buddies set up this place. Showed us all how to
make money. Usually I am there at this time for his
seminar, but cancelled it today.”

Ralic’s Tools of the Trade

Ralic’s Tools of the Trade is a small building with
wood shingle of a coin above two crossed swords. An
‘Open’ sign hangs on the door.

Inside the shop, there is hardly a spot to stand: junk
clutters the floor and shelves. At the back there is a
small counter, the only uncovered sutface, with a thin
old woman standing behind it.

“Can I help you?”
Following is a collection of questions and responses.

We are looking for a person called Balcasis:

“Balcasis you say. What would you be wanting him
for?”

We are looking for him because {any answer other than

“to kill him"}

Ask the PC to make a Bluff check (opposed by Old
Binny’s Sense Motive +7). If successful:

“Well if you would be wanting him, he would either
be ar the Town hall with the council or in the temple
of the Money Lender on Trade way.”

We are looking for him to kill Him or a failed Bluff
check:

“Sailed on this morning’s tide. Headed for Traft from
what I hear ...”

You are lying:

“So what if I am? I don’t owe you anything or know
you from a bar of soap. Now get out! I suggest you
leave town before there is trouble.”

What is the story with Balcasis?

“He started this place with a few of his adventuring
buddies. If it was not for him, the captains would
have been out of control Some of the pirates have
even gone legit under his guidance.”

That does not sound like the Balcasis we know ...

“Well I can’t be answering to that, but I tell you how
itis.”
What have you got for sale?

“Well I am glad you ask. Let me show you some of
my unusual wares.”

(APL6+)

Here we have Black Adder Venom, 120gp per dose. It
can be very dangerous to work with.

I also have in stock a Cape of the Mountebank for
only 10,800gp.

(APL8+)

If the PCs enter ...
How about Malyss Root Paste? Makes someone more
clumsy. It’s only 500gp a dose.
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I see you eye that dagger. A dagger of Venom it’s
called. I will let it go for 8,302gp.

(APL1o0+)

This rapier enhances a rogue’s ability to attack. Itisa
+2 Deadly Precision Rapier. At only 32,000gp it’s a
bargain/!

Purple worm poison is a good one. It makes your
opponent as weak as a baby. I can let it go at 7oogp a
dose.

(APL12+)

Now, this stuff is deadly. Deathblade they call it, and
at 1,800gp per dose. You can’t go wrong.

And thar item, my friends, is a material called
Riverine. Very rare it is. Only the second piece I
bhave seen. And for a set of full plate to be made out of
it is even more amazing. This +5 Riverine Full plate
will only cost you an even 51,5008p.

Selling poisons is Illegal:

“Well why don’t you trot your lily white backside
down to the town hall and tell the guard. While your
there, do us 2 favour and tell them that their Death
Adder’s venom has come in. Now does any of the rest
of you want something or are you all like Goody Two
Socks here?”

NOTE: The use of poison that causes Constitution
damage is an evil act in the Living Greyhawk Campaign.
Prolonged and frequent use of it will cause the PCs
alignment to shift towards Evil.

The purchase of poison that causes Constitution
damage is also an evil act. It will cause an immediate
alignment shift of any good aligned PC to neutral. As a
DM, make sure the PC is aware of this consequence
before they make the purchase.

Old Binny: Female human Rog5 (Sense Motive
+7).

Temple to Zilchus

If the PCs go to the Temple of Zilchus then go to
Encounter Seven.

General

This entry allows for a Gather Information check to
discover the location of Balcasis in an area not described
above.

DC 10 — “Balcasis, you say. Turn left outside and go
straight ahead until you get to Trade Way.”

DC 15 — “Him and his friends found this place as a
collection of pirate berths and caves. Turned it into a
proper town.”

DC 20 - “He runs service each week for those interested
in making coin without risking life. Many captains have
decided to go legit.”

Encounter Seven: The
Showdown

Balcasis’ Temple is a simple building with a main
room and an office behind it The main room
contains a number of chairs for worshipers to sit and
an altar with the symbol of Zilchus at the rear. In the
front of altar is a clay pot filled with copper and silver
coins. Above the entrance, written in common are
the words “Enter all that require Commerce’,

The temple itself is devoid of worshippers, empty
except a single man wearing full plate and armed for
wat, a man that looks remarkably like an older
Shekem.

“I was warned of your coming, assassins. Prepare
to pay the Great Guildmaster!”

Balcasis has been warned by an associate of Shekem,
although he does not realise that's who it was. All he
knows is that a rival has sent assassins to kill him and
destroy the temple of Zilchus. He was not entirely sure
when the assassins would arrive, so he has cast his long
duration buff spells and sent all the worshipers away so
they would not get caught in the crossfire.

PCs may interrupt box text at any time. If they do,
then roll initiative.

If the PCs decide to talk to him, having decided that
they have been lead up the garden path, they can attempt
a DC 30 Diplomacy check. This will be rushed, so will
incur a -10 to the roll. If successful, Balcasis will lower
his weapon and tell his tale.

Creatures:
APL 6 (EL8)

Balcasis: Male human CIr8 (Zilchus); hp 52;
see Appendix One.

APL 8 (EL 10)

Balcasis: Male human CIrl10 (Zilchus); hp 66;
see Appendix Two.

APL 10 (EL 12)

Balcasis: Male human ClIrl2 (Zilchus); hp 80;
see Appendix Three.
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APL 12 (EL 14)

Balcasis: Male human Clrl4 (Zilchus); hp 94;
see Appendix Four.

Tactics:

APL 6: Balcasis starts with an Order’s Wrath and follows
up with a Hold Person on a fighter type or a Poison on an
arcane caster or rogue.

APL 8: Balcasis starts with a Flame Strike and follows up
with a Hold Person on a fighter type or a Poison or Slay
Livingon an arcane caster or rogue.

APL 10: Balcasis starts with a Flame Strike and follows up
with a Hold Monster or Harm on a fighter or rogue type;
a Poison or Slay Living on an arcane caster or rogue; or a
second Flame Strikeif people are nicely positioned.

APL 12: Balcasis starts with a Dicrum and follows up with
a Polymorph Any Object, Hold Monster or Harm on a
fighter or rogue type; a Poison or Slay Livingon an arcane
caster or rogue; or a Flame Strike if people are nicely
positioned.

Note: DO NOT USE THE DIVINE SPELL POWER
FEAT ON DICTUM.

He has the following spells in effect at the beginning of
the encounter:

APL6 & 8:

e  Magic Vestment (on Full Plate)
e  Greater Magic Weapon
APLio&12:

e  Magic Vestment (on Full Plate)
e  Magic Vestment (on Shield)

e Greater Magic Weapon
Treasure:

APL 6: Loot — 153 gp, Coin — o gp, Magic — Dusty Rose
ioun stone (417 gp each).

APL 8: Loot — 153 gp, Coin — 0 gp, Magic — Amulet of
Natural Armor+1 (167 gp each), Pearl of Power lv1 (83 gp
each), Dusty Rose ioun stone (417 gp each).

APL 10: Loot — 153 gp, Coin — 0 gp, Magic — Amulet of
Natural Armor +1 (67 gp each), Pearl of Power Iv3 (750 gp
each), Dusty Rose ioun stone (417 gp each).

APL 12: Loot — 153 gp, Coin — o gp, Magic — Amulet of
Natural Armor +1 (67 gp each), Pearl of Power Iv3 (750 gp
each), Dusty Rose ioun stone (417 gp each), Rod of
Empower, Lesser(750gp each).

Development:

If the PCs are successful and Balcasis is either dead or
unconscious then they can search the temple: there is a
journal in the small office at the back (Player Handout 4).

If Balcasis lives and is conscious, he tells the PCs his
version of events as related in the background (see Player
Handout 5).

Encounter Eight: The Betrayal

After the PCs have had time to search Balcasis and the
Temple, and read his journal or talk to Balcasis if he is
still alive), have make a DC 20 Spot check to see Shekem
entering the room invisibly. Silence is placed on the
entrance so Shekem’s entrance can not be heard.

If they succeed then they are not surprised, as they
have noticed a slight movement in the air, and will be
able to pin-point a 10 by 10 foot area containing Shekem’s
possible position Whoever fails the Spot is surprised.

Shekem enters the Temple APL minutes after the
previous combat ends. This means some of the PC's
minute-long buffs may still be active. It takes the PCs 2
minutes to strip Balcasis of his equipment.

Note that any injury Shekem causes to Balcasis also
affects Shekem, and vice versa.

Shekem rants throughout the combat as follows.
Included below are the snippets of box text that he will
say as part of his action.

1" Round, as he appears:

As the waves of a hostile spell washes over you, a
fgure appears in the middle of the room. That figure
is Shekem; but instead of wearing a symbol of a hand
holding a bag, it is a hand holding a broken coin. ‘T
must say, you have been good puppets, dancing to my
little tune. You have been my instruments of
revenge!”

Give the PCs a reactive DC 15 Knowledge (Religion)
check (DC 10 for worshippers of Zilchus_ to recognise
the symbol as that of Kurell.

2™ Round

“For so long I have planned my revenge on my
brother for what he did. Ir was his fault thar she
turned against me. I could notr do it myself but I
could get others to do