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A terrific storm lashes the coastal village of Sunflower Cove; what will dawn’s light reveal strewn on the shore in the tempest’s wake?  A Principality of Ulek regional adventure for APLs 4-10 and Part 1 of “The Scourge of the Azure Sea” Series.

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 two (2) points. 


This adventure retires from RPGA-sanctioned play on December 31, 2006. 


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 the Appendices. 

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 trained for war), other than those brought by virtue of a class ability (such as animal companions, familiars paladin’s mounts) or the warhorse of a character with the Mounted 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. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately. 

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.

 SHAPE  \* MERGEFORMAT 




Living Greyhawk adventures are designed for APL 2 and higher. Four or five 1st-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 the Principality of Ulek with an optional regional encounter. Characters native to the Principality of Ulek 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 adventure.


A character who 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 Living Greyhawk Campaign Sourcebook.

Adventure Background

The past year has seen the seemingly inexorable march of Pomarj forces into the Principality of Ulek stumble to a halt; with their momentum lost, the savage hordes of humanoids falter and break before the determined advance of the Prince’s legions.  Should these armies secure the Jewel River, it is certain that dwarven engineers will soon create a series of fortresses that would make retaking the lost territory ten times as costly as the initial invasion.

In an effort to slow the advance of the Royal Army, and to replenish his war chest, Turrosh Mak has hired the feared pirate Reef to lead a fleet of Pomarj raiders on a campaign of terror up and down Ulek’s coast.  His goals are to seize as much loot and as many slaves as possible, to plunge Ulek’s coastal trade into disarray and to draw troops away from the eastern front in order to stall the advance on the Jewel.

With the Pomarj’s coffers open to him, Reef has refitted his ship, the Scourge, to become the ultimate power on the Azure Sea.  At the head of a fleet crewed by the most savage dregs of the Pomarj, the fearsome pirate is about to descend upon the unsuspecting folk of Ulek.

Adventure Summary

Encounter 1:  As is common in the area, a horrific storm has driven all travelers along the coast to seek shelter in the inn at Sunflower Cove.  The storm blows itself out near dawn, but the heroes slumber is disturbed when the Leper, a local hermit, runs into town shouting for help!  It seems a ship has run aground nearby, and there are surely injured sailors to rescue.

Encounter 2:  While the townsfolk organize a rescue effort, the heroes set out to check out the scene.  Once there, they find sahaugin raiders plundering the wreck and murdering the survivors. 

Encounter 3:  After dealing with the sharkmen, the party discovers that the wreck is, in fact, a Pomarj ship of war; a dazed half-orc sailor, confusing the heroes with his crewmates, directs them to Marlin, a fishing village destined to be the site of the first raid in a new campaign against the Principality.

Encounter 4:  After racing to Marlin, the PCs find they are too late to prevent the attack:  the village stands empty but for a small force of Pomarj marines waiting for dawn to fire the village.  As they watch, they witness a frenzied assault on the humanoids by what appears to be a local fisherman.  

Encounter 5:  After the monstrous raiders are defeated, the party learns that the man is Sten Osprey, a local fisherman driven near-mad with rage and the need to rescue his fellow villagers.  The small boat the raiders planned to use for their escape contains charts leading to their planned rendezvous with the fleet; apparently, the ship carrying the prisoners was damaged in the storm, and is to make repairs at the rallying point while the rest of the fleet heads towards the next target.  With this information in hand, Sten begs the party to help him rescue the villagers.

Encounter 6:  At the rendezvous, the party is able to take advantage of thick fog to get within striking distance unseen.  A skeleton crew oversees the villagers making repairs on the ship.  After a bloody battle against Pomarj marines and pirate officers, the party rescues the villagers and is able to claim the ship as their prize.

Conclusion:  Seized documents and prisoners’ testimony both point to difficult times ahead for Ulek’s coastal villages, but the early warning the heroes provide will allow the Prince and the Navy to take steps to protect them.  The PCs gain a measure of fame among the fisher folk of Ulek, as well as the favorable notice of Admiral Mansfield.

Introduction

This adventure begins in the small village of Sunflower Cove, on the southern coast of the Principality of Ulek.  The PCs were traveling along the coast road for reasons of their own when one of the terrible storms common to the region led them to seek shelter.

It would be helpful for the DM to refamiliarize themselves with the rules regarding underwater combat and inclement weather.  Also, note any PCs who have played ULP3-06 A Romantic Interlude or ULPIN5-01 Evanescence.
For PCs who belong to the Royal Navy or the Royal Army, read or paraphrase the following:

With the sahaugin having revealed themselves as a threat to the safety and prosperity of coastal villages, Admiral Mansfield of the Royal Navy has been scrambling to secure the Principality of Ulek’s shores.  As part of this effort, you have been ordered to inspect the lighthouse at Sunflower Cove, a small fishing village on the southern coast.  Apparently, the Admiral means to refit it as a watch post and garrison to guard against the threat from the deeps.

The first two days of duty have been typically dull military duty.  Other than a brief spot of excitement dispatching a mated pair of stirges bent on repopulating their old lair, your days have been filled with repairs and cleaning up the detritus left by the band of adventurers who last traipsed through the tower.

Yesterday, however, one of the fierce storms common to this shore blew in, driving you to seek the comfort of the Dancing Griffon Inn, down at the village.  The saucy halfling lass behind the bar has given you a warm welcome, and a few other travelers waiting out the storm promise some interesting conversation and pleasant company.

For PCs who have played ULP 3-06 A Romantic Interlude, read or paraphrase the following:

It has been some time since your travels have taken you along the south coast of Ulek, and sure enough, yet another nasty storm has driven you to take shelter in the village of Sunflower Cove.

Although each step forward is the result of a considered debate over the value of continued life at the risk of facing a bowl of “Keoish Surprise,” you eventually find yourself, once again, in the common room of the Dancing Griffon Inn.

Much to your surprise, the common room is now a cozy place, well suited to while away the hours in comfort.  The scents of spicy fish stew and aromatic pipe smoke waft about the blackened beams, while the thick walls muffle the screaming gale and thunderous rains.

A friendly chorus of “Shut the door!” welcomes you, and even as you shed your sopping cloaks, a comely Halfling lass hands you a piping mug of tea and a warm towel.

“Welcome to the Dancing Griffon, heroes!”

For PCs who have not played ULP 3-06 A Romantic Interlude, read or paraphrase the following:
A terrible storm savages the coast roads of southern Ulek, driving all travelers to seek shelter from the pelting rain, bone-breaking hail, and deadly winds. 

The common room of the Dancing Griffon Inn at Sunflower Cove is a cozy place, well suited to while away the hours in comfort.  The scents of spicy fish stew and aromatic pipe smoke waft about the blackened beams, and the thick walls muffle the screaming gale and thunderous rains.

A few soldiers lounge about the bar, obviously enjoying the storm-enforced respite from their duties.  Occasionally, the tranquility is broken as yet another bedraggled traveler is almost hurled bodily into the inn by the force of the wind; a good-natured chorus of “Shut the door!” soon restores the calm of quiet conversation, the click of checkers, the thunk of darts.

Thanks to the storm, there are many more travelers than locals in the inn; in fact, aside from the innkeeper, the barmaid, and the local fisherman Ol’ Lew, the only folk here are the PCs and a few sailors taking a break from inspecting the lighthouse.

PCs who have been to Sunflower Cove before may well be surprised at how comfortable the Dancing Griffon is, compared to their earlier visit.  The former innkeep, Kaidon Sneed, disappeared shortly after the heroes broke up the Red Squirrel Gang, so Constable Barnabus Cobblefoot took over operations, aided by his nieces and nephews. Barnabus himself makes an appearance later on in the evening, stumping in from a patrol of the town.

Characters who successfully completed ULP 3-06 A Romantic Interlude, find a warm welcome in Sunflower Cove; in fact, in token of thanks for their breaking up the Red Squirrels and driving the ghost out of the lighthouse, Barnabus offers any such heroes free room and board for the duration of their stay, as long as they promise to share tales of their adventures for the townsfolk until the weather clears. This equates to free Standard lifestyle.

This is a good time to allow character introductions; the innkeep takes great pleasure in introducing any heroes of the lighthouse to the others.

Encounter 1: A Rude awakening

Read or paraphrase the following:

The storm’s fury has faded with the night; as the aromas of sizzling bacon and fresh bread draw you from your beds, all that remains of the tempest is a sullen rain soaking the land.  Fortunately, breakfast provides ample excuse to delay venturing out into the downpour, at least for a little while.

The last few dishes are just being cleared away when a faint cry drifts over the noise of the rain:

“Help!  Help!  Shipwreck!  Help!”

Allow the party to react as they like; if they don’t seem inclined to investigate, Barnabus jumps up and asks them to accompany him as he goes to find out what the trouble is.

Once outside, the party sees the Leper, a local hermit, hobbling from house to house, pounding on doors and wheezing out his cry for help.  Once he sees capable-looking folk headed his way, the Leper takes a moment to catch his breath.

At first glance, the Leper looks more like some particularly vile undead creature than a man:  he is covered in tattered bandages, and what little flesh can be seen is yellowed and scabrous.  His feet are bloodied from his run into town, and he labors to catch his breath, nearly double over from his exertions.

The Leper reacts warmly to anyone who treated him well in ULP 3-06, A Romantic Interlude, or ULPIN4-04 The Fharlanglathlon, as well as anyone who offers healing or a hot drink.

Once he has recovered a bit, the Leper shares his tale.

“I was up early, so I could see what kind of shells the storm had washed up onto the shore.  Well, in among the abalones and scallops was a dead man, a sailor by the looks of him.  There was also a bunch of fresh-broke timber scattered about, and more drifting on the current.  So, I started up along the shore to see if anyone needed my help, and sure enough, looks like everyone did!  Some poor fool came in too close to shore during the storm and got run up on the rocks.  There wasn’t much I could do alone, so I came here to get some help.”

The Leper doesn’t know much more than what he said.  The ship is hung up on the rocks north of the lighthouse, at the bottom of a cliff.  It looked like the keel was broken, and the waves were giving it a beating.

The dead man was a young, strong-looking human, barefoot and wearing short trousers and a loose jersey.  It looked like he had been smashed around a bit.

Barnabus immediately begins barking orders to the townsfolk, many of whom have been peering out windows and doors to see the commotion.

“Well, my friends, this is certainly a horrible event.  Would you mind checking out the wreck while I organize a rescue?  I have no doubts that your skill and courage can save lives while I get the townsfolk moving.  At the very least, you can secure some salvage before the sharkmen claim it.”

At the word “salvage” a few townsfolk jump to action, calling for ropes, wagons, blankets, and their kin.  

Barnabus is happy to provide the loan of a few horses and some rope, but stresses that the quicker the heroes get to the wreck, the more lives they may save.  He and the other villagers will follow as soon as possible with medical supplies, block-and-tackle, and other tools for a full-scale rescue and recovery.

encounter two: feeding frenzy

Read or paraphrase the following:

The Leper seems to be an indifferent horseman, but he is able to lead well enough.  Crossing a new-looking covered bridge north of town, you pass the lighthouse.  Once reputed to be the home of a vengeful spirit, its bulk is barely visible through the drenching rain.

Riding this muddy, rocky track is uncomfortable; looking at the rag-clad figure jouncing in the saddle ahead, his bloody feet occasionally slipping from the stirrups, you are amazed at the Leper’s determination.

“See that crooked pine?  There’s a little path leading down the cliff there.  A bit rough and slick, but we can tie a rope to the tree to make it a bit easier, and to haul up any poor souls who need care.”

Without a wince, the Leper hops clumsily to the muddy ground, shuffling to the cliff’s edge with barely-contained concern.

It is raining quite hard, reducing visibility by half and applying a -4 penalty to Listen, Search, and Spot checks, as well as to ranged weapon attacks. See p. 94 of the DMG for details on rain.

The cliff is about 25 feet above the waves at this point.  A squat pine tree grows just at the edge, where a cleft reveals a series of narrow, sloping ledges leading down to the water’s edge.  Traversing this path requires a DC 10+APL Balance or Climb check, due to the rain and generally poor conditions.  Tying a rope to the pine tree allows PCs to gain a +2 circumstance bonus to those checks, or they can simply climb straight down the rope as usual.

It is low tide, so a narrow strip of rocky beach is barely visible at the base of the cliff.  The wreck is hung up on a reef about 20 yards off shore.  A successful Profession: Sailor check (DC 10) or Survival check (DC 20) reveals that the tide is about to turn, and when it does, the ship will be smashed in short order.

Characters who take a moment to observe the scene from the cliff top may make Spot checks, with the following results (remember to apply the penalty for the rain):

DC 10:  The ship is in bad shape, and seems to be lying on its side with a large hole dividing it almost in two.

DC 15:  There are a few bodies bobbing in the relatively calm water between the ship and shore, and a few more seem to be hung up on rock near the ship.

DC 20:  One of the figures near the ship seems to be waving feebly at you.

DC 25:  You could have sworn that there were three bodies floating in a rough triangle about halfway between the ship and the shore, but now there are only two.  Where could the other one have gone?

DC 30:  A manlike form is moving about under the water, and has just dragged one of the floating bodies beneath the surface.

DC 35:  The ragged black ensign dangling from the stern bears a strange device:  a red medusa’s head wreathed by lightning bolts. 

Sk’skig, a sahaugin priest, drawn by the smell of blood in the water, has brought his undead wards to feed while he pokes around for trinkets.  His ghastly companions are currently lurking on the bottom of the tidal pool feasting on the dead.  The undead become aware of the PCs once they enter the water; if a fight breaks out, have Sk’Skig make Listen checks (remember to apply the penalty for rain and distance) against DC 0 to become aware of the intruders.  Sk’Skig automatically detects any PC with the Enmity of the White Trident Tribe from ULPIN5-01 Evanescence, as all the surviving sahaugin of that tribe know the scent of their most hated foes well.

The water between the reef and shore varies from 3-4 feet deep, shallow enough for medium-sized creatures to wade or swim; small characters must make Swim checks to make progress.  Wading characters move at half speed, and suffer a -2 penalty to attacks with slashing or bludgeoning weapons against swimming foes.  See pp. 92-93 in the DMG for more information on underwater combat.

Once they become aware of the PCs presence, the marauders move to attack.

Undead tactics:  The ghasts try to sneak up on wading or swimming characters (their Hide vs. PCs Spot; remember to apply modifiers for distance and rain).  They attempt to flank their targets and unleash full attacks while underwater, hoping to paralyze and drown their prey.  

The ghasts will stay above the surface during the first round in order to bring their stench to bear; afterwards, they will stay underwater, enjoying a +8 cover bonus to AC and a +8 cover bonus to reflex saves against opponents on the surface.

The undead will attempt to grapple small-sized characters, dragging them beneath the surface to drown.

These ghasts were sahaugin of the White Trident tribe when alive; they were killed by heroes from the Principality of Ulek who thwarted a major sacrifice.  Their hunger for revenge compels them even beyond death, and they focus all their attacks on any PC in the water who has the Enmity of the White Trident Tribe.

Sk’skig’s tactics:  Once he detects the PCs, Sk’skig peeps out of the wreck and bolsters his undead minions with negative energy (DC 20+APL Spot check to notice him).  He then returns to concealment and casts the spells detailed in the appendix, one per turn, until interrupted or his minions are all defeated.  Once his preparations are complete, Sk’skig slips out to engage the enemy in melee, directing his most powerful attacks against any PCs with the Enmity of the White Trident Tribe.

APL 4 (EL 6)

Sk’skig, male sahaugin Clr3; hp 43; see Appendix Two

Lacedon ghasts (2); hp 28, 30; see Monster Manual p. 119.  

APL 6 (EL 8)

Sk’skig, male sahaugin Clr5; hp 59; see Appendix Three

Lacedon ghasts (4); hp 28, 30, 30, 31; see Monster Manual p. 119

APL 8 (EL 10)

Sk’skig, male sahaugin Clr7; hp 75; see Appendix Four

Advanced lacedon ghasts (4);  56, 58, 58, 59; see Appendix Four

APL 10 (EL 12)

Sk’skig, male sahaugin Clr9; hp 91; see Appendix Five

Advanced evolved lacedon ghasts (4);  hp 56, 58, 58, 59; see Appendix Five

encounter three: rescue efforts

Assuming the party defeats or drives of the scavengers, read or paraphrase the following:

With the bloodthirsty sahaugin, living and undead, defeated, you can turn your attention to investigating the wreck.  The Azure Sea lashes at the hulk with renewed fury, as if determined to complete the job begun by the storm.  

Faintly over the wind, you hear the Leper calling out to you:  “I’ve got the ropes rigged up to a horse!  I can bring up the wounded as you find them!”  He is obviously unaware of your life-and-death struggle among the waves, but the Leper’s concern for the crew of the foundered vessel spurs you to new efforts.

If a PC investigates one of the floating bodies, read or paraphrase the following:

This poor soul appears to have more orc than man in his heritage.  He looks to have been battered about; whether he was killed by the blow to his head, or drowned while unconscious, is impossible to say.

He wears a ragged black-and-red uniform, and crude tattoos stand out against his bluing skin. A cheap-looking brass badge adorns his sash: a red medusa’s head surrounded by lightning bolts.

PCs who have encountered minions of the Pomarj before, or make a DC 10 Knowledge: Local (Sheldomar) check will recognize it as a variant of that savage nation’s emblem.

Once the PCs get close to the wreck, read or paraphrase the following:

Getting closer to the wreck, you see that it was obviously built for war:  iron plates form a scaly shell over the front third of the hull, and a vicious barbed ram impotently threatens the sky.  Shattered oars and splintered pikes bob on the waves, as well as more of the black-clad sailors.

Jagged letters adorn the prow, spelling out some name in a vile-looking language.  Tattered black sails hang from broken masts, and an errant breeze lifts a large black ensign into view:  a red medusa’s head, surrounded by lightning bolts.

Characters who can read Orcish can see that the ship was called the Disemboweler.  Characters that have encountered minions of the Pomarj before, or make a DC 10 Knowledge:  (Sheldomar) check, recognize the emblem as a variation of that nation’s symbol.

The waves grow more ferocious as the tide turns; it is obvious that the wreck will fall apart completely in less than an hour.  Have PCs who board the wreck make Listen checks (DC 15+ APL) to notice a wheezing cough coming from aft.  As the PCs move about the ship, occasionally mention the creaks and rumbles as the waves continue batter the vessel, or ask for a Balance check as the hulk shifts under the heroes’ feet.  The party is in no danger of the wreck disintegrating on them, but they don’t need to know that.

The upper deck slants at a steep angle, requiring Climb checks (DC 10) or Balance checks (DC 15) to move about.  The shattered remains of a pair of huge ballistae are mounted on ingenious swiveling mounts, and a few good-sized boulders have rolled up against the downward rail (astute players may note the lack of any catapults; the boulders were used by the ship’s hill giant “artillery,” who managed to swim to another ship when the Disemboweler ran into trouble).  

The captain’s quarters in the sterncastle have been completely destroyed; the back wall of the room is gone, and most of the furnishing were swept out.  Characters searching the room can make a Search check (DC 20+ APL) to find a hidden compartment beneath the bunk.  It is neither trapped nor locked, and contains sea charts detailing the coast of the Principality of Ulek and the Pomarj, a navigator’s kit (A&EG) and a monocle of perusal (CV).  The captain hid his navigation tools in order to discourage mutiny, but was washed out of the ship when it was slammed backwards onto the rocks.

Below decks, there are a few more bodies of orcs, half-orcs, and ruffian-looking humans, all in black uniforms.  Most seem to have been killed in the wreck, although a couple near the gap in the hull were dispatched by Sk’skig’s trident.  From the number of bunks, the Disemboweler carried a good 150 men.  A large area has been set aside with a huge bunk for the hill giant, and some of its clothes and gear can provide the PCs with a hint to its presence.

For each 5 minutes a character spends searching below decks, they may make a Search check (DC 10+APL) to find some random equipment from the ship’s stores.  Roll 1d8 to determine what is found.

1-100’ coil of hemp rope



   2-heavy crossbow



   3-scimitar




   4-ranseur




   5-studded leather armor



   6-4d6 crossbow bolts



   7-vial of alchemist’s fire



   8-4d6 crossbow bolts

At the far aft of the hold, Ironguts, the ship’s cook has been seriously injured and pinned by a collapsed beam.  He has taken a bad blow to the head and his eyes are clogged with congealed blood which he has been unable to wipe away.  PCs may have heard his wheezing coughs as they entered the ship; if anyone moves around below decks, Ironguts hears them and calls feebly for help in Orcish.  Read or paraphrase the following:

An enormously fat half-orc lies pinned beneath an oaken beam nearly as thick as he is.  Unlike the other crewmen you have seen, he wears a stained white apron over his black uniform.  A thick crust of dried blood covers his prickly scalp and much of his face.  He wheezes faintly under the weight of the beam.

As you approach, he turns towards you, sweeping his head back and forth as if unable to see clearly.  He growls something in a crude-sounding language.

If any of the PCs speak Orcish, read the following:

“I knew someone <wheeze> would come back <wheeze> for ol’ Ironguts! <wheeze> Well, set to it, lads <wheeze>, set to it!”

The PCs have a couple of options here: pretend to be fellow crew members, take Ironguts prisoner, or dispatch him.  

If they speak to Ironguts in Orcish, and make a successful Bluff check (opposed by Ironguts’ Sense Motive of +1; he suffers a -5 penalty because he really wants to believe he is being rescued; however, Ironguts gains a +2 bonus for each PC he hears speaking a language other than Orcish or Giant) he assumes they are part of his crew and is friendly and open with them as long as it seems they are trying to free him.  In fact, he talks quite a bit as they work (or pretend to work).

If someone addresses Ironguts in any language but Orc or Giant, he assumes he has been found by folk from the Principality of Ulek.  He immediately starts groveling for his life, offering all sorts of information, treasure, anything, as long as they get him out from under the beam.  If the party agrees, he won’t share any information until he has solid ground under his feet.  

Shifting the beam enough to free Ironguts requires a Strength check of 20+APL; up to 3 people can try to lift at a time, so 2 PCs can assist the primary lifter.  Hacking through the beam will be very time-consuming; it has hardness 5 and 240 hp.  Creative parties may come up with other means:  Ironguts can wriggle out with a DC 30 Escape Artist check (he has a +1 bonus) so casting Grease could allow him to escape; reduce person, wood shape, warp wood, dimension door, or a variety of other spells could all work.  If the plan seems viable, allow the PCs to try it.  Note that Ironguts is disabled; unless he is healed, he will not take any strenuous actions.  He has already used his Rage ability for the day trying to escape.

However the PCs obtain it, there are a few key bits of information he will reveal:

The Disemboweler is part of a Pomarj fleet of at least a dozen ships.

The fleet is commanded by a foreign mercenary called Reef; he has been paid a lot of money to make trouble for the Principality of Ulek.

Ironguts is looking forward to his share of the spoils, and promises each of his rescuers a “fat Ulek wench” for their help.

If the PCs aren’t making any headway against the beam, Ironguts suggest they find “Long Gron,” and put that “lazy giant” to some use freeing him.

Once he is loose, Ironguts promises to look after his rescuers until they rejoin the fleet at Marlin; he claims to have gotten a good look at that “stuck-up pinky captain’s” charts and has a good idea where the fleet is heading next. 

If the party kills Ironguts despite his pleas for mercy and utter helplessness, the adventure is over.  With no idea where the rest of the fleet is headed, there is no way the party can intervene; over the next few weeks, they will hear rumors of nearly a dozen coastal villages put to the torch.  When they return to the cliff, the Leper senses something of their deeds, and takes a look at the wreck after they have left.  He spreads word of their misdeed, resulting in a -2 circumstance penalty to all Charisma-based checks involving the coastal residents of the Principality of Ulek for 1 year.

Ironguts:  male half-orc barbarian 4; hp 0 (normally 45); Str +3, Escape Artist +1, Listen +5, Sense Motive +1

Assuming the party frees Ironguts, the Leper helps them get him up to the cliff face, just in time for Sheriff Barnabus and the townfolk to arrive with wagons, blankets, rope, and everything else needed for a full-scale rescue and salvage.  If the PCs fills him in on what happened, Barnabus agrees to take charge of Ironguts and pass word to the Royal Army.  He also gives the PCs directions to Marlin, and offers the loan of horses to speed them on their way.  Read or paraphrase the following:

“An invasion by sea!  Things are worse than I’d feared.  I hate to ask it, after all you’ve already done, but the folk of Marlin are all unsuspecting, and if you could get there to warn them, well, you’d be saving a bunch of folk a lot of suffering.  With luck, the tusker fleet is still collecting itself after that blow last night.  Maybe Procan decided to take mercy on us by sending it… Anyway, Marlin is a hard day’s ride north along the coast.  If you can get the folk away and safe, you’d be striking a blow for all of us!”

Assuming the party agrees, the townsfolk give a rousing cheer.  Hot drinks and a quick bite to eat are provided, as well as any belongings the party left in town.  A second cheer sees the heroes on their way.

encounter four: Tinder only needs a spark

Read or paraphrase the following:

Barnabus has either severely overestimated your talents as horsemen, or had only traveled to Marlin in good weather.  Between the sucking mud and the rocks, it’s lucky a horse didn’t break a leg.  It is well after sundown when Luna’s pale light outlines the hook-shaped inlet the sheriff told you to look for.  Marlin should be on the far side.

Thanks to Reef’s magicks, the Pomarj fleet was not scattered as Barnabus had hoped.  He swept in and captured the townsfolk shortly before sunset, and the fleet is now long gone.  He did leave behind a small party of marines to fire the town near dawn; pillars of black smoke show up much better in daylight, and his chief goal is to sow chaos and terror along the Principality of Ulek’s coast.

Once the party reaches the inlet, a light blooms in the center of town.   Their preparations complete, the arson squad has settled down to a fine dinner of looted victuals.  Read or paraphrase the following:

At first, you had hoped that the town’s dark stillness was merely the quiet of fisherfolk who woke before dawn.  After all, their boats rock peacefully at the docks, all of the buildings seem whole, and there are no carrion birds croaking or coyotes yipping over the fallen.

As you reach the shore of the shallow inlet separating you from the hamlet, however, a red flame suddenly springs up from the middle of town.  Its flickering light shows that your worst fears are true:  you can clearly make out the bandy-legged sidle of goblin warriors, the hulking form of a fearsome ogre, the menacing, guttural sound of the dialect of the Pomarj.

Before you can do much more than grit your teeth in frustration and rage, one of the goblin warriors sauntering past a gap between two buildings yelps, and is abruptly jerked backward into the shadows.  It appears you are not the only ones with in interest in spilling Pomarj blood tonight!

The party has witnessed the result of an attack by Sten Osprey, a fisherman who lives in Marlin.  He returned late from a particularly long shark hunt, only to discover his fellow townsfolk gone, and savage raiders taking their ease in front of his home.  He managed to kill one of the goblins with his harpoon, but it is only a matter of moments before the alley he hides in is crawling with brutes.

PCs can make Spot checks (DC 20+ APL) to notice that something jabbed out of the goblin’s chest before it disappeared; beating the DC by 5 or more also reveals a slender form stabbing the goblin in the shadowed alleyway.

NPC (APL 4)

Sten Osprey:  Male Half-aquatic elf Rng3; hp 27; see Appendix One

NPC (APL 6)

Sten Osprey:  Male Half-aquatic elf Rng5; hp 38; see Appendix One

Pearl, Porpoise Animal Companion; hp 11; see Appendix One

NPC (APL 8)

Sten Osprey, Male Half-aquatic elf Rng7; hp 52; see Appendix One

Pearl, Porpoise Animal Companion; hp 27; see Appendix One

NPC (APL 10)

Sten Osprey, Male Half-aquatic elf Rng5; hp 64; see Appendix One

Pearl, Porpoise Animal Companion; hp 27; see Appendix One

The Pomarj troops gather their weapons and converge on Sten’s hiding place unless the PCs intervene.  If they choose to remain hidden, Sten is eventually run down, although he does manage to take another goblin with him.  The savage humanoids truss him up and spend the rest of the evening discussing whether to cook him, or turn him over to their captain.

If the PCs decide to get involved immediately, they have surprise, as the Pomarj marines are intent on finding Sten.  They have to cross a shallow inlet to reach the village proper.  Luckily, the tide is out, so the water is only knee deep; anyone crossing the water moves at half speed, and cannot run or charge.  Characters that fall prone in the water gain a +4 cover bonus to AC against ranged attacks, and to Reflex saves against fire based attacks.  

Once in the village, note that the buildings’ thatched roofs have been well doused with oil and pitch; any spell or effect with the Fire or Electricity descriptor which catches a house in its area sets it ablaze.  After 1d4 rounds, the fire is large enough to deal 1d4 damage each round to creatures within 10 feet, and there is a 25% chance each round of sparks setting an adjacent building ablaze as well. Averk is fully aware of this potential for destruction, and does not hesitate to use it to his advantage; Bragg will try to Bull Rush enemies into burning buildings if possible.  Anyone caught inside a burning building takes 2d4 damage each round, and must make a DC 15 Reflex save to avoid catching on fire (see p. 303 of the Dungeon Master’s Guide for more details on the dangers of fire). 

While not as disciplined as the Royal Army, these Pomarjian marines have had the value of teamwork beaten into their heads.  Their first action is to form up as a unit, with Averk hiding behind Bragg, and Glind and Kranok sheltering within the ogre’s area of reach.  Once Averk has reduced himself, he stays in the middle of Bragg’s space.

APL 4 (EL 7)

Averk, male goblin Evoker4; hp 20; see Appendix Two

Glind, male goblin Rog3/Ftr1; hp 28; see Appendix Two

Bragg, male ogre Barbarian 1; hp 50; see Appendix Two

Goblin Warriors (3); hp 5, 5, 6; see Monster Manual p. 133

APL 6 (EL 9)

Averk, male goblin Evoker6; hp 28; see Appendix Three

Glind, male goblin Rog3/Ftr1; hp 28; see Appendix Three

Kranok, male half-orc Ftr4; hp 36; see Appendix Three

Bragg, male ogre Brb3; hp 72; see Appendix Three

Goblin Warriors (6); hp 4, 5, 5, 5, 6, 7; see Monster Manual p. 133

APL 8 (EL 11)

Averk, male goblin Evoker8; hp 36; see Appendix Four

Glind, male goblin Rog4/Ftr2; hp 42; see Appendix Four

Kranok, male half-orc Ftr6; hp 52; see Appendix Four

Bragg, male ogre Brb5; hp 94; see Appendix Four

Goblin Warriors (6); hp 4, 5, 5, 5, 6, 7; see Monster Manual p. 133

APL 10 (EL 13)

Averk, male goblin Evoker10; hp 54; see Appendix Five

Glind, male goblin Rog6/Ftr2; hp 54; see Appendix Five

Kranok, male half-orc Ftr8; hp 68; see Appendix Five

Bragg, male ogre Brb7; hp 126; see Appendix Five

Goblin Warriors (6); hp 4, 5, 5, 5, 6, 7; see Monster Manual p. 133

encounter five: the bereaved


As the last of the Pomarj troops falls, you take a moment to wipe the sweat from your eyes and take stock.

If one or more of the village buildings is on fire, read or paraphrase the following:

The man who had fought at your side against the goblins shakes his head angrily, then dashes to snatch up a bucket.  As he runs to fill it at the inlet, he calls for help.

If none of the buildings are on fire, or the heroes were able to extinguish them, read the following:

Now that the excitement is over, you can get a good look at the man who seemed ready to take on a whole squad of Pomarj troops singlehandedly.

He is a middle-aged man, almost certainly with sea-elven blood in his veins, evidenced by his silver-blue hair and slightly webbed fingers.  His arms and chest, what you can see beneath his sharkskin vest, are covered in elaborate, swirling tattoos depicting crashing waves, dancing porpoises, and a swooping sea hawk along the side of his neck.  He carries a vicious, toothed spear with a trailing rope, and seems to be examining you closely.

“I do not know who you are, strangers, but Sten Osprey thanks you.  I would be more gracious, but my people are gone, and I must see if I can find out where these goblin scum have taken them.”

Sten is a fisherman who lives in Marlin.  He was once a pirate preying on ships in the Woolly Bay, but has put his past long behind him now that the kindly folk of Marlin have welcomed him into their hearts.  A PC who makes a Knowledge:  Local (Sheldomar), Bardic Knowledge, or Profession:  Sailor check (DC 30) may recall rumors of an Osprey who served on a pirate ship called the Scourge, but has not been heard of for some years.

Sten’s current goal is to find out where the villagers have been taken and rescue them.  He will ruthlessly interrogate any surviving prisoners, then ransack their belongings and their boat to find a clue to the slavers’ destination.  He does not ask for help in the rescue, but gladly accepts any offered.  He gruffly puts off any questions until someone finds the information on the fleet’s rendezvous point and the party is underway.

If Averk, Glind, or Kranok are taken alive, they know the rendezvous bearings where the pirate fleet is to muster.  Averk and Glind respond to Intimidate checks normally, but Kranok will only reveal the information if charmed or similarly induced; he would rather die than betray military secrets.  They also know that the ship carrying the folk of Marlin, the Shackle, sustained damage in the storm and is heading to the rendezvous early to effect repairs.

The Pomarj troops’ ship is docked along with the villagers’ fishing boats.  It holds a bit of loot the goblins plundered from the village, a few days’ worth of supplies, and several charts detailing the rendezvous point.  Given good weather, it should be possible to reach the rendezvous by midnight tomorrow.  Sten suggests leaving immediately to take advantage of darkness to slip up close.

If the PCs choose not to accompany him, Sten sails off to his death.  While they may be able to bring warning of the raiders to the Royal Army and Navy, it is too late for the fisherfolk from Marlin; they are on the auction block by the time the fleet mobilizes to hunt down the pirates.

The party will spend the full day sailing to the rendezvous, allowing plenty of time to rest and recover spells.  Sten is fully capable of sailing the small Pomarj ship alone, but is grateful for any competent help (from any PC with at least 1 rank in Profession:  Sailor).  At APL 6+, Sten’s animal companion, Pearl, dances along in the ship’s wake and leaps over the boat as she tries to meet the party.

As the group sails, the PCs may wish to talk to Sten; he is perfectly content to travel in silence, but answers questions willingly.

· Tell us about yourself.  I’ve been a sailor on the Azure for more years than you’ve been alive, most likely, but time came when I wanted to settle down.  The good folk of Marlin opened their arms to me, salty wanderer that I was, and I’ve been happy there for over a year.  I make a living hunting sharks, these days, and other dangerous sea-beasts.  Sharkskin grips on your hilt don’t slip, no matter how much blood or sweat you have running down your hand.

· Why weren’t you captured with the rest of the villagers?  I was out on a long hunt, and when that storm blew up I took cover near a little island I know.  I’d hurried back because I thought there’d be some repairs to do, but when I got home all I found was filthy goblins.  My people were already gone.

· What’s with all the tattoos?  I never learned to read until later on, but I wanted to remember the places I’ve been and the things I’ve seen.  Books get lost or waterlogged anyway, but my history is always with me.

· What is your heritage?  You aren’t like any half-elf I’ve ever seen.  I don’t know much about my parents.  I was born on a pirate ship, and my mother died when I was just a minnow.  I can swim like a fish and breathe water, so I imagine she was one of the sea-elves, but I’ve never been able to find one to ask, and I’ve been a long time looking.

· Why does that dolphin keep following us?  That’s Pearl, a friend of mine.  She hunts sharks like I do, ever since one got her mate.  Other than that, well, I don’t poke my nose into her business, and she doesn’t poker hers into mine.  She does seem to like you, though, so no worries about drowning with her around.

encounter six: the shackle

The voyage across the sun-drenched waves of the Azure Sea has been uneventful.  It would have been almost pleasant but for the seriousness of the task ahead, and the ubiquitous stench of goblin that seems soaked into the very timbers of your small vessel.

The sun has been down for a few hours, and the stars have been swallowed, one by one, by wispy tendrils of fog.  Sten takes this as a good sign.

“Procan surely smiles upon us!  With this fog we should be able to get right up on their beam.  Ready yourselves, we are only minutes from battle.”

Ahead, a black hulk looms out of the mist.  Faint lights at the stern and amidships make small haloes in the fog.  Even at this late hour, you can hear the sounds of repairs being done, punctuated by the occasional crack of a whip or cry of pain.

Closer, still closer.  Near enough to see a landing stage still floating on the surface, a steep, almost ladder-like, flight of stairs leading to the deck.  

A gruff voice from the deck barks out a challenge in the foul Goblin tongue.  With a curse, Sten hurls his harpoon and gives a mighty heave.  With a loud splash, battle is joined!

If the party elects to take some different route to the Shackle, amend the above text to reflect their actions.  Sten is able to get the launch to the Shackle’s landing platform before the watch on deck notices.  In the first round, it is possible to merely step onto the platform; after that, the launch drifts 5’ further away every round unless secured.

If Pearl is present, she patrols around the ship, readying to assist any PCs who fall in by pushing them to the surface.  She attacks any Pomarj humanoids who fall in.

Sten leads the charge onto the ship, but will dive in to rescue a PC who was knocked overboard if Pearl is not present.

There are a total of 15 villagers from Marlin on deck, performing a variety of repairs.  While they will try to avoid making targets of themselves, the fisher folk are all stalwart citizens of Ulek, and will try to aid their rescue as best they can by providing flanks, using the Aid Another action, and dispatching downed or helpless foes.

The Shackle is operating with a skeleton crew, enough guards to oversee the slaves’ repair work. When the party attacks, Morund the Maw is in the captain’s cabin feasting on a villager who was killed in the raid, and Zebkuo is sleeping in the crow’s nest 50’ above the deck.  Sounds of battle immediately bring them into the fray; Morund shifts to his hybrid form and drinks a potion, while Zebkuo endeavors to use her scroll of greater invisibility before revealing herself. All of the marines are on deck keeping an eye on the villagers.

There is one lantern hanging from the mainmast amidships, and another at the wheel on the poop deck; otherwise the ship is swathed in darkness.  The fog applies a 20% miss chance against targets more than 20’ away.

Morund the Maw and the hobgoblin marines will try to Bull Rush enemies over the side if given the opportunity.  In areas where the railing is intact, it provides a +2 circumstance bonus to avoid being pushed overboard.

All APLs

Marlin Villagers (15):  human Com1; hp 4 each; AC 11, Atk +0.

APL 4 (EL 6)

Morund the Maw, male orc were-shark Rng2; hp 38; see Appendix Two

Zebkuo, female kobold Rog1/Wlk1; hp 12; see Appendix Two

Marines, hobgoblin War1 (4); hp 6 each; see Monster Manual, p. 153.

APL 6 (EL 8)

Morund the Maw, male orc were-shark Rng4; hp 52; see Appendix Three

Zebkuo, female kobold Rog2/Wlk2; hp 22; see Appendix Three

Marines, hobgoblin Ftr1 (4); hp 13 each; see Appendix Three
APL 8 (EL 10)

Morund the Maw, male orc were-shark Rng6; hp 71; see Appendix Four

Zebkuo, female kobold Rog3/Wlk3; hp 32; see Appendix Four

Marines, hobgoblin Ftr2 (4); hp 22 each; see Appendix Four
APL 10 (EL 12)

Morund the Maw, male orc were-shark Rng8; hp 87; see Appendix Five

Zebkuo, female kobold Rog5/Wlk3; hp 42; see Appendix Five

Marines, hobgoblin Ftr4 (4); hp 40 each; see Appendix Five

Development:  In the captain’s quarters is a logbook detailing the Shackle’s activities, as well as sets of orders implying that the Pomarj has put several ships under the command of a pirate captain known as Reef.  His mandate is to destroy villages, capture slaves, and spread terror all along the Principality’s coastline.  PCs who hand these documents over to the Royal Navy earn a Naval Commendation (if already in the Navy) or a Recommendation for the Military (if not already in the Navy).
Conclusion

Finally, the horrid were-shark and its crew have been dispatched.  All around you, the stalwart fishermen from Marlin are laughing and crying with relief, shaking your hands and slapping your backs with joy.  Sten stands a bit off to the side, inspecting the damage the fisher-folk had been repairing.

“All right, folks!  There’s time enough for celebrating when we get back to Marlin!  Thanks to these heroes, there’s still a home to go to, but we need to get this vessel ship-shape if we want to see it again!”

With that, the villagers fall back into making repairs with a will, chattering about how much harder it was to pretend to work than really do it.  By noon the next day, the Shackle is able to make sail, and by nightfall has returned you all to the cozy village.

You are greeted by a contingent of the Royal Army.  They had almost fired on your black-sailed ship but for a cheerful voice calling out:

“Lower your bows, captain!  Don’t you recognize the Heroes of the Shore!  Those folks have done caught a Pomarj whale on this fishing trip!”

Constable Barnabus Cobblefoot waves his plumed hat in greeting from his perch atop a fisherman’s shack.  Soon enough, all the villagers are ashore, and a mighty feast of fresh fish and lobsters is held to celebrate your heroism.

The End…maybe.

optional encounter: introduction

The celebration that the villagers of Marlin have thrown in your honor is finally winding down.  Exhausted fisher-folk stagger off to bed, while the sergeant of the Marines who had greeted your return so harshly is rousting the men slated to stand the next shift on patrol.

You had reclined in companionable silence around the low-burning bonfire for a while, enjoying the cool breeze off the sea, the crackle of embers, the rushing hiss of the waves, when Constable Barnabus Cobblefoot shifts a bit to repack his pipe.

“You know, there’s a long history of great heroes arisin’ up to protect these shores.  Them dwarves seem to think that the country’s spirit is in the hills, and some of my own kin say that her soul can be found in her rolling plains and rich fields, but I think that her heart is here, where the sea kisses the land.

“There’s a story of shore I know from when I was a lad, a story of heroism, much like you have shown, but also of love lost, of a life cast into darkness.  Still, it’s a good story, and perhaps when you tell it to someone else, around a warm fire with the good salt air filling your lungs, perhaps you’ll tell it with a happier end, eh?”

Read or distribute Player’s Handout #2.  Once the players have had a chance to digest the tale, read or paraphrase the following:

Constable Cobblefoot once more lapses into silence, eagerly accepting a swig of wine from your new comrade Sten Osprey.  Sten stares into the fire for a few moments before speaking,

“I don’t know about any lepers or curses, but I do know there’s a witch that dwells far out on the Azure Sea, bringing misfortune and woe to whoever is unlucky enough to near her accursed isle.  I’ve seen her once, at a distance, and even that was enough to turn my knees to water, she was so hideous.  Still, it’s a shame what happened to that knight.  Isn’t that always the way of the world?”

Should the players put together the hints and decide to look into this matter, Barnabus is overjoyed.  Sten immediately volunteers to pilot their ship to the witch’s rock, claiming to be interested in seeing if she is as ugly as he remembers.

The next morning, before the party sets sail, Constable Cobblefoot offers them one final piece of advice:

“Osprem watch over  you all on this voyage, my friends.  I would ask you to remember that a witch can’t lift a curse if she’s dead.  If you really want to right this injustice, you’ll have to find some way to convince the witch to break it herself.  Oh, and do keep in mind that promises are powerful things, not to be made or broken lightly.  Good luck, good luck!”

optional encounter, act one: tales on the beach

You have spent four days sailing the crystal waters of the Azure Sea.  Four days of empty horizons, cloudless skies, and brilliant sun.  Still, Sten seems certain of his course.

Sure enough, near noon on the fifth day, a small dot appears at the rim of the world.  As you sail closer, the sea grows subtly more menacing.  The waves no longer chortle along the bows, instead sliding by greasily as if intent on hastening your arrival at that sinister isle.  The sun still shines as brightly as it did, but the shadows seem sharper, especially those of the mute gulls that have taken to circling over the ship.   Seeing them crane their beaks in silent screams is unnerving, to say the least.

As the last rays of the sun paint the sky a brilliant crimson shade, Sten adjusts one final stay and drops anchor.  The island waits like a scabrous boil on the sea’s skin.

A small shack occupies the highest point on the low rock, the only other structure being a driftwood rack that seems to be meant to dry fish, or more unsavory meats, if the humanoid skulls beneath are any indication.

The Sea-witch is well aware of the presence of intruders on her island.  If they  merely charge ahead onto her home, she immediately attacks with her most powerful spells, and calls Gnasher, on her sea lion companion to help her drive the trespassers away.  She surrenders if she reduced to 10 hit points or less, and still faces at least three foes.  She will bargain away just about anything in exchange for oaths that the party let her flee.  Foolish groups who do not force her to guarantee their own safety in the future earn her eternal malice, but whatever agreement is reached, she does release the curse on the Leper.

However, if the party politely asks to talk, the Sea-witch is more than happy to converse.  She has grown a bit lonely over the years, and isn’t terribly hungry at the moment.  She keeps her horrifically deformed body concealed beneath a tattered sailcloth cloak, but isn’t averse to granting peeps to those who displease her.

Mentioning the Leper obviously enrages the Sea-witch; she had hoped he would go mad or kill himself long ago.  The fact that he lingers on, still true to his duties as protector of the coast, has taken all the spice out the life she thought she would have once he was out of the way.  Unless a PC succeeds at a DC 15 Diplomacy check to calm her down, she attacks a few moments after conversation turns to the Leper.

If the party manages to keep the Sea-witch calm enough to talk, she eventually admits that she may be willing to lift the curse, for a price.   The truth is she is certain she has gotten as much suffering as she ever will out of the Leper, and is eager to have new victims under her thumb.  Her conditions for freeing him are:

1:  Two male members of the party must agree to wait upon her hand and foot for a month.

2:  The party must surrender to her either a single magical item worth at least 10,000gp or a combination of lesser items worth at least 12,000gp.

3:  The party must swear never to harm her, or oppose her designs.

The party may attempt to haggle her down a bit, but her bare minimum price is a month’s worth of male companionship from one man.

With a successful Diplomacy check (DC 20+APL), a volunteer may take all of the servant duties upon himself, sparing the rest of his comrades that fate.

A successful Bluff check (the Sea-witch gain an additional +4 bonus to her Sense Motive check because she is suspicious) may convince her that the party has to fetch an appropriate gift, and will return with it.

If the party demands that the Sea-witch swear a similar oath of non-aggression towards them, she merely drops the whole matter, claiming none know what the future may hold.

If the PCs kill the Sea-witch, the Leper is cursed to live out the rest of his lonely existence with no hope of ever being freed from the grip of her curse.

APL 4 (EL 7)


The Sea-Witch, sea hag Sor5; hp 60; see Appendix Two

APL 6 (EL 9)

The Sea-Witch, sea hag Sor7; hp 72; see Appendix Four
APL 8 (EL 11)

The Sea-Witch, sea hag Sor7/Sea Witch2; hp 84; see Appendix Four
APL 10 (EL 13)

The Sea-Witch, sea hag Sor7/Sea Witch4; hp 96; see Appendix Four.

Tactics:  If combat breaks out, the Sea Witch first drops her wrap (a free action) to subject her foes to her Horrific Appearance ability.  She then retreats into the water, but does not go further than 10’ or so off shore (where the water is 5’ deep), as she refuses to abandon her home to interlopers.  She attacks with her spells and her Evil Eye ability as best she can, summoning aid at higher levels.  She also uses her spells and items to draw or force her enemies into the water, where the advantage is hers and she can use pressure sphere to effect.

Development:  Sten Osprey jumps in to help in this fight with a will, but he and his companion Pearl (if she is present) break away to help characters who are in danger of drowning (such as those who fall prey to the Sea Witch’s siren’s song spell).

The Sea Witch surrenders when she is reduced to 10 or fewer hit points if she is still outnumbered by at least 3-1, or if it appears she cannot win.  She will not flee, as the island is sacred to Procan and is the source of much of her power.

optional encounter, conclusion

You have dared to face the dreaded Sea Witch in her very lair, and exacted her promise to lift her terrible curse.  Soon, you will see whether she actually kept her vow to release the Leper from his sufferings.

Sten has sailed your little vessel through the night, and the eastern sky is just growing pink with the coming dawn when you spy the comforting beacon of the lighthouse near Sunflower Cove.  The night fades away quickly, as if the hope you bear is driving it before you.

Drawing ever closer to the small cove where the Leper’s driftwood shack stands, you can make out a tattered figure kneeling the surf, bent as if in profound prayer.  As your ship grates up onto the shore, the Leper rises, bandages dripping with foam.

“Well met, friends!” he croaks cheerfully.  “It seems your pilot has taken you a bit off course.  Sunflower Cove is the next inlet over.”  He gestures stiffly to the west with a ruined hand.

When the party shares the story of their encounter with the Sea WIitch, the Leper is stunned.  Once he recovers, he gives a heartfelt whoop and stumblingly runs into the water.  Read or paraphrase the following:

Going for a swim was the last response you would have predicted from the Leper, but that is exactly what he did.  He has been down there for minutes, now; the sun’s brilliance has transformed the waves to a sheet of diamond-studded gold.

A few minutes longer, and the radiance from the sea grows almost blinding.  A faint splashing tells you that the Leper is making his way back to the shore, but all you can make out is the silhouette of a man wading toward you.

As the sun rises more fully, the sea returns to is normal azure color, and you can’t help but gasp at the man before you.  He is tall and strong, handsome and of noble visage, unstained by the ravages of the affliction from which you have freed him.

What surprises you is his age:  this man would be a grandfather, if not a great-grandfather, in any village.  His silver hair and wrinkled face shine in the sun, illuminated as much by his heartfelt gratitude as Pelor’s light.  He falls to his knees and bows his head humbly.

“Friends, you have done that which I have never dared hope for!  I have suffered for decades, wracked with pain.  I have watched my beloved marry another, have children and grandchildren, seen her die peacefully surrounded by love, all without knowing what I have done for her.  I have stood by while the shark-men plundered and the sea raiders murdered because of the oath I swore to the witch, and the oath I broke to my Lady of the Waves.  Now, at long last, I am free to once again take up my sword and protect this coast.  You have my eternal thanks!”

With that speech, the former Leper asks the whole party to join him for breakfast at the Dancing Griffon.  Once there, he reveals that his true name is Valier Cresting Wave, a Knight of the Order of the Pearl, an order sacred to Osprem.  

Barnabus Cobblefoot, of course, is overwhelmed to see the party so successful.  He adds his praise and thanks to Sir Valier’s, and together they keep the party in food, drink and good cheer for the rest of the day.

It seems like everyone in the vicinity of Sunflower Cove has come by the Dancing Griffon to hear of your exploits.  Constable Cobblefoot has taken over the telling, adding more embellishments and flourishes on each occasion.  Sten Osprey and Sir Cresting Wave have been deep in discussion for some time, neglecting their duties of reining in Barnabus’ exaggerations.

Still, even amid the bustle, the shouts, the throngs of celebrants, you feel a sense of peace.  A stalwart new defender has arisen to help safeguard the Principality of Ulek, and an ancient injustice has been finally put to right.  All in a day’s work for a hero, eh?

Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished. Then assign the experience award.  Award the total value (objectives plus roleplaying) to each character.

Encounter 2

Defeat the Sahaugin threat


APL 4: 180 xp.


APL 6: 240 xp.


APL 8: 300 xp.


APL 10: 360 xp

Encounter 4

Defeat the invaders of Marlin


APL 4: 210 xp.


APL 6: 270 xp.


APL 8: 330 xp.


APL 10: 390 xp

Encounter 6

Defeat the slavers


APL 4: 150 xp


APL 6: 210 xp


APL 8: 270 xp


APL 10: 330 xp

Story Award

Freeing the residents of Marlin


APL 4: 60 xp.


APL 6: 80 xp.


APL 8: 100 xp.


APL 10: 120 xp

Discretionary roleplaying award


APL 4: 75 xp.


APL 6: 100 xp


APL 8: 125 xp.


APL 10: 150 xp

Total possible experience


APL 4: 675 xp


APL 6: 900 xp


APL 8: 1,125 xp


APL 10: 1,350 xp

Experience Point Summary – optional encounter

Act One

Defeat the witch (with force or words)


APL 4: 210 xp


APL 6: 270 xp


APL 8: 330 xp


APL 10: 390 xp

Story Award / Roleplaying Award

Convince the Witch to lift the Leper’s Curse


APL 4: 60 xp


APL 6: 80 xp


APL 8: 100 xp


APL 10: 120 xp

Total possible experience


APL 4: 270 xp


APL 6: 350 xp


APL 8: 430 xp


APL 10: 510 xp

Treasure Summary

During an adventure, characters encounter treasure, usually finding it in the possession of their foes.  Every encounter that features treasure has a “treasure” section within the encounter description, giving information about the loot, coins, and magic items that make up the encounter’s treasure.


The loot total is the number of gold pieces each character gains if the foes are plundered of all their earthly possessions.  Looting the bodies takes at least 10 minutes per every 5 enemies, and if the characters cannot take the time to loot the bodies, they do not gain this gold.  If you feel it is reasonable that characters can go back to loot the bodies, and those bodies are there (i.e., not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve loot.  If the characters do not loot the body, the gold piece value for the loot is subtracted from the encounter totals given below.


The coin total is the number of gold pieces each character gains if they take the coin available.  A normal adventuring party can usually gather this wealth in a round or so.  If for some reason, they pass up this treasure, the coin total is subtracted from the encounter totals given below.


Next, the magic items are listed.  Magic item treasure is the hardest to adjudicate, because they are varied and because characters may want to use them during the adventure.  Many times characters must cast identify, analyze dweomer or similar spell to determine what the item does and how to activate it.  Other times they may attempt to use the item blindly.  If the magic item is consumable (a potion, scroll, magic bolts, etc.) and the item is used before the end of the adventure, its total is subtracted from the adventure totals below.


Once you have subtracted the value for unclaimed treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure.  Write the total in the GP Gained field of the adventure certificate.  Because this is a Regional adventure, characters may spend additional Time Units to practice professions or create items immediately after the adventure so this total may be modified by other circumstances.


L = Looted gear from enemy; C = Coin, Gems, Jewelry, and other valuables; M = Magic Items.

Encounter 2: Feeding Frenzy

APL 4: L: 69 gp, C: 0gp, M: potion of cure light wounds (4 gp), potion of lesser restoration (25 gp); T: 98 gp

APL 6: L: 33 gp, C: 0 gp, M: +1 sharktooth studded leather armor (102 gp), +1 trident (192 gp), potion of cure light wounds (4 gp), potion of lesser restoration (25 gp); T: 356 gp

APL 8: L: 33gp, C: 0gp, M: +2 sharktooth studded leather armor (352 gp), +1 trident (192 gp), potion of cure light wounds (4 gp), potion of lesser restoration (25 gp); T: 606 gp

APL 10: L: 33gp, C: 0gp, M: :  +2 sharktooth studded leather armor (352 gp), +1 shock trident (859 gp), potion of cure light wounds (4 gp), potion of lesser restoration (25 gp); T: 1,271 gp

Encounter 4: Tinder only needs a spark

APL 4: L: 102 gp, C: 0 gp, M potion of cure light wounds (4 gp), potion of reduce person x2 (8 gp), scroll of mirror image (12 gp), scroll of scorching ray (12 gp), potion of cure light wounds (4 gp), elixir of sneaking (20 gp), potion of cure moderate wounds (25 gp); T: 199 gp

APL 6: L: 102 gp, C: 0 gp, M: potion of cure light wounds (4 gp), potion of reduce person x2 (8 gp), scroll of mirror image (12 gp), wand of scorching ray (62 gp), +1 greatclub (192 gp), potion of barkskin (25 gp), potion of cure moderate wounds (25 gp), potion of cure light wounds (4 gp), elixir of sneaking (20 gp); T: 454 gp

APL 8: L: 46 gp, C: 0 gp, M: potion of cure light wounds (4 gp), potion of reduce person x2 (8 gp), scroll of mirror image, CL4 (12 gp), wand of scorching ray (62 gp), headband of intellect +2 (333 gp), +2 breastplate (362 gp), +1 greatclub (192 gp), potion of barkskin (25 gp), potion of cure moderate wounds (25 gp), +1 rapier (192 gp), potion of cat’s grace (25 gp), potion of cure light wounds (4 gp), elixir of sneaking (20 gp), +1 full plate (220 gp), ring of protection +1 (166 gp), potion of cure light wounds (4 gp); T: 1,675 gp

APL 10: L: 46 gp, C: 0 gp, M: potion of cure light wounds (4 gp), potion of reduce person x2 (8 gp), scroll of mirror image, CL4 (12 gp), wand of scorching ray (62 gp), headband of intellect +2 (333 gp), +2 breastplate (362 gp), +1 greatclub (192 gp), potion of barkskin (25 gp), potion of cure moderate wounds (25 gp), +1 rapier (192 gp), potion of cat’s grace (25 gp), potion of cure light wounds (4 gp), elixir of sneaking (20 gp), +1 full plate (220 gp), ring of protection +1 (166 gp), potion of cure light wounds (4 gp); T: 1,675 gp

Encounter 6: The Shackle

APL 4: L: 0 gp, C: 0 gp, M: +1 trident (192 gp), +1 short sword (190 gp), potion of mage armor x4 (16 gp), +1 chain shirt (104 gp), scroll of improved invisibility (58 gp), scroll of web (12 gp), scroll of cat’s grace (12 gp); T: 584 gp

APL 6: L: 0 gp, C: 0 gp, M: +1 trident (192 gp), +1 short sword (190 gp), ring of protection +1 (166 gp), potions of mage armor x4 (16 gp), potion of barkskin (25 gp), potion of bull’s strength (25 gp), +1 chain shirt (104 gp), scroll of improved invisibility (58 gp), scroll of web (12 gp), scroll of cat’s grace (12 gp), scroll of darkness (12 gp), scroll of see invisibility (12 gp), wand of shield (62 gp), potion of cure light wounds x4 (8 gp); T: 894 gp

APL 8: L: 290 gp, C: 0 gp, M: +1 trident (192 gp), +1 short sword (190 gp), ring of protection +1 (166 gp), potions of mage armor x4 (16 gp), potion of barkskin (25 gp), potion of bull’s strength (25 gp), +2 chain shirt (354 gp), scroll of improved invisibility (58 gp), scroll of web (12 gp), scroll of cat’s grace (12 gp), scroll of darkness (12 gp), scroll of see invisibility (12 gp), wand of shield (62 gp), potion of cure light wounds x4 (16 gp), potion of bull’s strength x4 (100 gp); T: 1,482 gp

APL 10: L: 290 gp, C: 0 gp, M: +1 shock trident (692 gp), +1 short sword (190 gp), ring of protection +2 (666 gp), periapt of health +2 (333 gp), potion of mage armor x4 (16 gp), potion of barkskin (25 gp), potion of bull’s strength (25 gp), +2 chain shirt (354 gp), gloves of dexterity +2 (333 gp), scroll of improved invisibility (58 gp), scroll of web (12 gp), scroll of cat’s grace (12 gp), scroll of darkness (12 gp), scroll of see invisibility (12 gp), wand of shield (62 gp), +1 chain shirt x4 (416 gp), potion of cure light wounds x4 (16 gp), potion of bull’s strength x4 (100 gp); T: 3,624 gp
Total Possible Treasure (Maximum Reward Allowed)

APL 4: L: 171 gp, C: 0 gp, M: 710 gp – Total: 650 gp (881 gp).

APL 6: L: 102 gp, C: 0 gp, M: 1,602 gp – Total: 900 gp (1,704 gp).

APL 8: L: 369 gp, C: 0 gp, M: 3,394 gp – Total: 1,300 gp (3,763 gp)

APL 10: L: 369 gp, C: 0 gp, M: 6,201 – Total: 2,300 gp (6,570 gp)

Items for the Adventure Record

Special

Gratitude of the Fisher Folk:  For rescuing the folk of Marlin from a lifetime of slavery, this hero has the gratitude of all the fishermen and sailors who live on the Principality of Ulek’s coast.  This grants a +2 circumstance bonus to Bluff, Diplomacy, and Gather Information checks made in a coastal village, or in the docks area of a large city, anywhere in the Principality of Ulek.

Osprey’s Mark:  Sten Osprey has taken a shine to you, and had your likeness added to his collection of tattoos.  After any Principality of Ulek regional adventure, you may visit Sten and purchase one of his collection of harpoons: Masterwork Harpoon (315 gp, FB), +1 Shock Harpoon (8315 gp, FB, +1 Returning Harpoon (8315 gp, FB)
Naval Commendation/Recommendation for the Military:  For showing valor and dedication to your duty by rescuing the folk of Marlin, the Admiralty has issued a Commendation noting your valor and skill.  You are one step closer to promotion, sailor!

Civilians receive a Recommendation to join the PoU military.  Should you join the Royal Army, Navy, or Mine Rangers at any time in the future, you are considered to already have acquired a Commendation.  You only join with one Commendation, no matter how many Recommendations you have earned.

Enmity/Hatred of the White Trident Sahaugin Tribe:  For slaying one of their priests, the sahaugin of the White Trident Tribe have marked you an enemy.  Whenever you encounter members of that tribe, the focus their attacks on you over all others.

If you already have the Enmity of the White Trident Sahaugin Tribe from another source, or gain the enmity later, their fear of you may outweigh their hatred.  Whenever a sahaugin of that tribe catches your scent, it must make a Will save (DC=1/2 your character level+Cha bonus) or be shaken for the remainder of the encounter.  Regardless of success, it will still attack you before any others.

Curse of Lycanthropy:  You have been bitten by the were-shark known as Morund the Maw and succumbed to his curse.  Contact the Principality of Ulek Triad for details.

Averk’s Spellbook 1:  0-all cantrips except Resistance and Daze 1st-Burning Hands, Cause Fear, Expeditious Retreat, Identify, Mage Armor, Magic Missile, Tenser’s Floating Disk 2nd-Flaming Sphere, Pyrotechnics, Scorching Ray, Mirror Image
Averk’s Spellbook II:  2nd-Earthen Grasp (CA)3rd-displacement, fireball, haste, lightning bolt


Averk’s Spellbook III:  4-fire shield, shout, wall of fire

Averk’s Spellbook IV:  4-mass reduce person; 5-Bigby’s Interposing Hand, Cone of Cold, Overland Flight,

Item Access

APL 4:

· Navigator’s Kit (Adventure, A&EG)

· Monocle of Perusal (Adventure, Complete Adventurer)

· Masterwork Sharkskin Armor (Adventure, Stormwrack)

· Heavy aquatic crossbow (Adventure, Stormwrack)

· Averk’s Spellbook I (Adventure, See Above)

· Large Masterwork Breastplate (Adventure, PHB

· Large Masterwork Greatclub (Adventure, PHB)

· Large Javelin (Adventure, PHB)

· Elixir of Sneaking (Adventure, DMG)

· Scroll of Greater Invisibility (Adventure, DMG)
APL 6 (all of APL 4 plus the following):

· +1 Sharkskin Armor (Adventure, Stormwrack)
· Averk’s Spellbook II (Adventure, See Above)
· Wand of Scorching Ray, CL 3 (Adventure, DMG)
· +1 Large Greatclub (Adventure, DMG)
· Wand of Shield (Adventure, DMG)
APL 8 (all of APLs 4-6 plus the following):

· +2 Sharkskin Armor (Adventure, Stormwrack)
· Averk’s Spellbook III (Adventure, See Above)
· +2 Large Breastplate (Adventure, DMG)
· +2 Chain Shirt (Adventure, DMG)
APL 10 (all of APLs 4-8 plus the following):

· +1 Shock Trident (Adventure, DMG)
· Averk’s Spellbook IV (Adventure, See Above)
· Pearl of Power II (Adventure, DMG)
· +1 Large Returning Javelin (Adventure, DMG)
· +2 Full Plate (Adventure, DMG)
· Ring of Protection +2 (Adventure, DMG)
treasure summary – optional encounter

Act One: Tales on the Beach

APL 4: L: 0 gp, C: 0 gp, M: ring of protection +2 (666 gp), Keoghtom’s Ointment (333 gp), scroll of mage armor (2 gp), scroll of shield x2 (4 gp); T: 1,005 gp

APL 6: L: 0 gp, C: 0 gp, M: ring of protection +2 (666 gp), wand of scorching ray (prepared with Energy Substitution:  Electricity) (375 gp), Keoghtom’s Ointment (333 gp), scroll of mage armor (2 gp), scroll of shield x2 (4 gp); T: 1,380 gp

APL 8: L: 0 gp, C: 0 gp, M:  M: ring of protection +2 (666 gp), wand of scorching ray (prepared with Energy Substitution:  Electricity) (375 gp), Keoghtom’s Ointment (333 gp), scroll of mage armor (2 gp), scroll of shield x2 (4 gp); T: 1,380 gp

APL 10: L: 0 gp, C: 0 gp, M: ring of protection +2 (666 gp), ring of the ram (716 gp), horn of the tritons (1,258 gp), wand of scorching ray (prepared with Energy Substitution:  Electricity) (375 gp), Keoghtom’s Ointment (333 gp), scroll of mage armor (2 gp), scroll of shield x2 (4gp); T: 3,354 gp

Total Possible Treasure:

APL 4: L: 0 gp, C: 0 gp, M: 1,005 gp – Total: 650 gp (1,005 gp)

APL 6: L: 0 gp, C: 0 gp, M: 1,380 gp – Total: 900 gp (1,380 gp)

APL 8: L: 0 gp, C: 0 gp, M: 1,380 gp – Total: 1,300 gp (1,380 gp)

APL 10: L: 0 gp, C: 0 gp, M: 3,354 gp – Total: 2,300 gp (3,354 gp)

Items for the Adventure Record – optional encounter

Special

Hag’s Thrall: Male PCs only:  You have traded your virtue to restore a knight's health; you have spent 1 TU serving the Sea Witch, but have no recollection of exactly what you did for her.  As she set you ashore at the completion of your duties, she laughed and said she would present your son to you in a few years before disappearing in a flash of smoke.

The Sea-Witch's Ire:  You have bested the Sea-Witch, and cleverly made her swear to take no vengeance upon you.  Her rage simmers, but you are safe, for now.

The Sea-Wich's Wrath:  You have bested the Sea-Witch, but foolishly did not make your safety one of the conditions of the bargain.  If you ever spend one full day in, on, or under the Azure Sea, you suffer a -1 luck penalty to attacks, saving throws, and skill checks; this penalty increases by 1 for each additional day you spend on the Azure sea, and decreases by 1 for each day you spend away.  This penalty may be removed by a Remove Curse cast by a 10th level caster (or an 7th-level cleric with the Water or Ocean domain), but begin accruing the following day unless you  have left the Azure Sea.

Oathbreaker!:  You have killed the Sea-Witch after promising to release her unharmed.  In punishment for that treachery, you have been laden with Procan's Mark of Justice.  The word "oathbreaker" is blazened indelibly on your cheek in Aquan; this applies a -4 circumstance penalty to all Bluff, Diplomacy, and Gather Information checks made against Aquan speakers.  Further, if you are ever fully submerged in the Azure Sea, the Mark of Justice comes into full effect, inflicting a -6 penalty to your highest natural (not counting magical enhancement) attribute; determine randomly in event of a tie.  This curse may be removed by a Remove Curse spell cast by a 17th level caster, or an Atonement spell from any cleric or druid of Procan.

Osprem's Favor:  For restoring one of her sacred knights to health, Osprem has laid her favor upon you.  You may call upon the sea goddess' aid three times before she deems the debt repaid; doing so calls a Water Breathing or Water Walking spell into effect upon you (at caster level 20).  You may call upon this favor at any time, even if it isyou’re your turn, or you are unconscious or otherwise incapacitated.

A Leper's Gratitude:  Sir Valier Cresting Wave, once known as the Leper, owes you the debt of life and health.  His thanks takes one of three forms (which must be chosen at the time they are offered):

The favor of healing:  After any Principality of Ulek regional scenario, you may visit Sir Cresting Wave to have him cure you of any disease (including lycanthropy, mummy rot, or other magical diseases capable of being cured with a combination of Remove Curse and Remove Disease from a 12-level caster).  You may also spend 1 TU after any Sheldomar Valley metaregional scenario, or 2 TUs after any Core or non-Sheldomar metaregional scenario, to gain the benefit of this favor.  You may redeem this favor as many time as you like, as Sir Cresting Wave is always happy to see you.

The favor of knowledge: Sir Cresting Wave takes you on as his squire.  This allows access to, and fulfills the special requirement for, the Knight of the Pearl prestige class from Stormwrack;  it also provides Regional Access to the Pearlsteel special material and the Aquatic weapon enhancement from Stormwrack.

The favor of friendship- -Sir Cresting Wave introduces you to the blessed hippocampi who dwell in the holy seas of Celestia.  At the beginning of any scenario taking place on or near a large body of water, you may replace your usual animal companion or special mount with a celestial hippocampus for the duration of the adventure; this creature enjoys all the enhancements and abilities that would normally apply to your animal companion or special mount.

Celestial Hippocampus:  Large magical beast (aquatic, extraplanar); CR 2; HD 3d10+9; hp 25; Init +2; Spd swim 50’; AC 14, touch 11, flat-footed 12 (+2 Dex, -1 size, +3 natural); BAB/Grp +3/+10; Atk +5 melee (1d6+3/x2, tail slap); Full atk +5  melee (1d6+3/x2, tail slap) and +0 melee (1d4+1, bite); Space/Reach 10’/5’; SA smite evil; SQ darkvision 60’, resist acid, cold and electricity 5, SR 8; AL NG; SV Fort +6, Ref +5, Will +4; Str 16, Dex 15, Con 16, Int 5, Wis 13, Cha 8. Stormwrack

Skills and Feats:  Jump +11, Listen +6, Spot +6, Swim +11; Alertness, Iron Will.


Smite Evil (Su):  Once per day, a celestial hippocampus may make a Smite attack against an evil creature.  If the attack hits, it deals extra damage equal to the celestial hippocampus’ hit dice.  If the celestial hippocampus inadvertently attempts to smite a creature that is not evil, there is no effect, but the attempt is wasted for the day.


Carrying capacity for a celestial hippocampus is 230 pounds for a light load, 231-460 pounds for a medium load, and 461-490 pounds for a heavy load.

Item Access

APL 4:

· Ring of protection +2 (Adventure; DMG)

· Keoghtom’s ointment (Adventure, DMG)

APL 6 (All of APL4 plus the following):

· Wand of Scorching Ray (Energy Substituted to Electricity) (Adventure; DMG and Complete Arcane)

APL 8 (all of APLs 4, 6 plus the following):

· Ring of the Ram (Adventure; DMG)
APL 10 (all of APLs 4, 6, and 8, plus the following):

· Horn of the Tritons (Adventures, DMG)

Appendix One – Important NPCs

APL 4







Sten Osprey:  Half-aquatic elf Ranger 3; CR 3; HD 3d8+6, hp 24, Init +3, Spd 30’, swim 30’; AC 15, touch 13, flat-footed 12 (+3 Dex, +2 leather armor); Base Atk +3, Grp +4, Atk +6 melee (1d10+1/x2, MW Harpoon) or +8 ranged (1d10+1/x2, MW Harpoon) or +4 melee (1d4+1/19-20, dagger) or +6 ranged (1d4+1/19-20, dagger); Full Atk +6 melee (1d10+1/x2, MW Harpoon) or +8 ranged (1d10+1/x2, MW Harpoon) or +4 melee (1d4+1/19-20, dagger) or +6 ranged (1d4+1/19-20, dagger); Space/Reach 5’/5’; SA Favored Enemy:  Animals +2, Harpoon; SQ half-elf traits, Longing for the Sea, low-light vision, wild empathy; AL Chaotic Good; SV Fort +5, Ref +6, Will +1; Str 12, Dex 16, Con 14, Int 10, Wis 10, Cha 10

Skills and Feats:  Handle Animal +5, Heal +3, Hide +6, Knowledge:  Nature +5, Listen +4, Move Silently:  +6, Profession:  Sailor:  +5, Spot +4, Survival +6; Endurance, Exotic Weapon Proficiency:  Harpoon, Rapid Shot, Track, Weapon Focus:  Harpoon

Longing for the Sea:  A half-aquatic elf who is away from the shore for more than 10 days suffers a -1 penalty to all Wisdom checks and Wisdom based skills until he returns.   

Possessions:  MW Harpoon, dagger, leather armor.   

Description:  Sten is a handsome half-elf of early middle years.  He has tousled silvery-greenish hair, a fair complexion, and sea-green eyes.  Sten’s arms, chest, and back are covered in a beautiful network of elaborate tattoos, depicting breaking waves, dancing porpoises, and an intricately detailed sea-hawk soaring on the side of his neck.  He wears a functional sharkskin vest and short pants, but is barefoot, allowing the keen-eyed to spot his webbed toes.  Sten is a wanderer who has found a welcome home in Marlin, and his anger at having lost that home is overwhelming.  He desires nothing more than to defeat the monsters who stole his friends.

APL 6







Sten Osprey:  Half-aquatic elf Ranger 5; CR 5; HD 5d8+10, hp 38, Init +3, Spd 30’, swim 15’; AC 16, touch 13, flat-footed 13 (+3 Dex, +3 MW studded leather armor, ); Base Atk +5, Grp +6, Atk +8 melee (1d10+2/x2, +1 Harpoon) or +10 ranged (1d10+2/x2, +1 Harpoon) or +6 melee (1d4+1/19-20, dagger) or +8 ranged (1d4+1/19-20, dagger); Full Atk +8 melee (1d10+2/x2, +1 Harpoon) or +10 ranged (1d10+2/x2, +1 Harpoon) or +6 melee (1d4+1/19-20, dagger) or +8 ranged (1d4+1/19-20, dagger); Space/Reach 5’/5’; SA Favored Enemy:  Animals +2, Aquatic Humanoids +4, harpoon; SQ Animal Companion, half-elf traits, low-light vision;  Longing for the Sea, wild empathy; AL Chaotic Good; SV Fort +6, Ref +7, Will +1; Str 12, Dex 16, Con 14, Int 10, Wis 10, Cha 11   


Skills and Feats:  Handle Animal +5, Heal +5, Hide +8, Knowledge:  Nature +6, Listen +4, Move Silently:  +8, Profession:  Sailor:  +8, Spot +4, Survival +8; Endurance, Exotic Weapon Proficiency:  Harpoon, Rapid Shot, Track, Weapon Focus:  Harpoon  


Longing for the Sea:  A half-aquatic elf who is away from the shore for more than 10 days suffers a -1 penalty to all Wisdom checks and Wisdom based skills until he returns


Possessions:  +1 Harpoon, dagger, MW studded leather armor.  


Description: Sten is a handsome half-elf of early middle years.  He has tousled silvery-greenish hair, a fair complexion, and sea-green eyes.  Sten’s arms, chest, and back are covered in a beautiful network of elaborate tattoos, depicting breaking waves, dancing porpoises, and an intricately detailed sea-hawk soaring on the side of his neck.  He wears a functional sharkskin vest and short pants, but is barefoot, allowing the keen-eyed to spot his webbed toes.  Sten is a wanderer who has found a welcome home in Marlin, and his anger at having lost that home is overwhelming.  He desires nothing more than to defeat the monsters who stole his friends.

Pearl, Porpoise Animal Companion:  Medium Animal; CR ½; HD 2d8+2, hp 11, Init +3, Spd Swim 80’, AC 15, touch 13, flat-footed 12 (+3 Dex, +2 natural); Base Ark +1, Grp +1, Atk +4 melee (2d4/x2, slam); Full Atk +4 melee (2d4/x2, slam); Space/Reach 5’/5’; SQ Blindsight 120’, hold breath, link, low-light vision, share spells; SV Fort +4, Ref +6, Will +1; Str 11. Dex 17, Con 13, Int 2, Wis 12, Cha 6    


Skills and Feats:  Listen +8*, Spot +7*, Swim +8; Weapon Finesse     


Blindsight (Ex):  Porpoises can “see” by emitting high-frequency sounds, inaudible to most other creatures, that allow them to locate objects and creatures within 120’.  A silence spell negates this and forces the porpoise to rely on its vision, which is approximately as good as a human’s.


Hold Breath (Ex):  A porpoise can hold its breath for a number of rounds equal to 6x its Constitution score before it risks drowning.


Skills:  A porpoise has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.   


*A porpoise has a +4 racial bonus on Spot and Listen checks.  These bonuses are lost if its blindsight is negated.  


Tricks:  Attack, Come, Down, Fetch, Heel, Perform, Seek 

APL 8







Sten Osprey:  Half-aquatic elf Ranger 7; CR 7; HD 7d8+14, hp 52, Init +3, Spd 30’, swim 15’; AC 16, touch 13, flat-footed 13 (+3 Dex, +3 MW studded leather armor, ); Base Atk +7, Grp +8, Atk +10 melee (1d10+2+1d6 electricity/x2, +1 Shock Harpoon) or +12 ranged (1d10+2+1d6 electricity/x2, +1 Shock Harpoon) or +8 melee (1d4+1/19-20, dagger) or +10 ranged (1d4+1/19-20, dagger); Full Atk +10/+5 melee (1d10+2+1d6 electricity/x2, +1 Shock Harpoon) or +12 ranged (1d10+2+1d6 electricity/x2, +1 Shock Harpoon) or +8/+3 melee (1d4+1/19-20, dagger) or +10 ranged (1d4+1/19-20, dagger); Space/Reach 5’/5’; SA Favored Enemy:  Animals +2, Aquatic Humanoids +4, harpoon; SQ Animal Companion, half-elf traits, low-light vision, Longing for the Sea, wild empathy, woodland stride; AL Chaotic Good; SV Fort +7, Ref +8, Will +2; Str 12, Dex 16, Con 14, Int 10, Wis 10, Cha 11


Skills and Feats:  Handle Animal +5, Heal +5, Hide +10, Knowledge:  Nature +6, Listen +6, Move Silently:  +10, Profession:  Sailor:  +10, Spot +6, Survival +10; Endurance, Exotic Weapon Proficiency:  Harpoon, Improved Favored Enemy, Manyshot, Rapid Shot, Track, Weapon Focus:  Harpoon                          


Longing for the Sea:  A half-aquatic elf who is away from the shore for more than 10 days suffers a -1 penalty to all Wisdom checks and Wisdom based skills until he returns.


Possessions:  +1 Shock Harpoon,, dagger, MW studded leather armor.  


Description:  Sten is a handsome half-elf of early middle years.  He has tousled silvery-greenish hair, a fair complexion, and sea-green eyes.  Sten’s arms, chest, and back are covered in a beautiful network of elaborate tattoos, depicting breaking waves, dancing porpoises, and an intricately detailed sea-hawk soaring on the side of his neck.  He wears a functional sharkskin vest and short pants, but is barefoot, allowing the keen-eyed to spot his webbed toes.  Sten is a wanderer who has found a welcome home in Marlin, and his anger at having lost that home is overwhelming.  He desires nothing more than to defeat the monsters who stole his friends.

Pearl, Porpoise Animal Companion:  Medium Animal; CR 2; HD 4d8+8, hp 27, Init +4, Spd Swim 80’, AC 18, touch 14, flat-footed 14 (+4 Dex, +4 natural); Base Atk +3, Grp +4, Atk +7 melee (2d4+1/x2, slam); Full Atk +7 melee (2d4+1/x2, slam); Space/Reach 5’/5’; SQ Blindsight 120’, Evasion, hold breath, link, low-light vision, share spells; SV Fort +6, Ref +8, Will +2; Str 12. Dex 18, Con 14, Int 2, Wis 12, Cha 6


Skills and Feats:  Listen +9*, Spot +8*, Swim +8; Dodge, Weapon Finesse


Blindsight (Ex):  Porpoises can “see” by emitting high-frequency sounds, inaudible to most other creatures, that allow them to locate objects and creatures within 120’.  A silence spell negates this and forces the porpoise to rely on its vision, which is approximately as good as a human’s.


Hold Breath (Ex):  A porpoise can hold its breath for a number of rounds equal to 6x its Constitution score before it risks drowning


Skills:  A porpoise has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line

*A porpoise has a +4 racial bonus on Spot and Listen checks.  These bonuses are lost if its blindsight is negated.   


Tricks:  Attack, Come, Down, Fetch, Heel, Perform, Seek, Work   
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Sten Osprey:  Half-aquatic elf Ranger 9; CR 9; HD 9d8+18, hp 64, Init +3, Spd 30’, swim 15’; AC 16, touch 13, flat-footed 13 (+3 Dex, +3 MW studded leather armor, ); Base Atk +9, Grp +10, Atk +13 melee (1d10+3+1d6 electricity/19-20, +2 Shock Harpoon) or +15 ranged (1d10+3+1d6 electricity/19-20,+2 Shock Harpoon) or +10 melee (1d4+1/19-20, dagger) or +12 ranged (1d4+1/19-20, dagger); Full Atk +13/+8 melee (1d10+3+1d6 electricity/19-20, +2 Harpoon) or +15 ranged (1d10+3+1d6 electricity/19-20, +2 Shock Harpoon) or +10/+5 melee (1d4+1/19-20, dagger) or +10 ranged (1d4+1/19-20, dagger); Space/Reach 5’/5’; SA Favored Enemy:  Animals +2, Aquatic Humanoids +4, harpoon; SQ Animal Companion, Evasion, half-elf traits, low-light vision, Longing for the Sea, wild empathy, woodland stride, swift tracker; AL Chaotic Good; SV Fort +8, Ref +9, Will +3; Str 12, Dex 16, Con 14, Int 10, Wis 10, Cha 12                                                                     
Skills and Feats:  Handle Animal +6, Heal +5, Hide +12, Knowledge:  Nature +6, Listen +8, Move Silently:  +12, Profession:  Sailor:  +12, Spot +8, Survival +10; Endurance, Exotic Weapon Proficiency:  Harpoon, Improved Critical:  Harpoon, Improved Favored Enemy, Manyshot, Rapid Shot, Track, Weapon Focus:  Harpoon


Longing for the Sea:  A half-aquatic elf who is away from the shore for more than 10 days suffers a -1 penalty to all Wisdom checks and Wisdom based skills until he returns


Possessions:  +2 Shock Harpoon,, dagger, MW studded leather armor.

                                                       
Description:  Sten is a handsome half-elf of early middle years.  He has tousled silvery-greenish hair, a fair complexion, and sea-green eyes.  Sten’s arms, chest, and back are covered in a beautiful network of elaborate tattoos, depicting breaking waves, dancing porpoises, and an intricately detailed sea-hawk soaring on the side of his neck.  He wears a functional sharkskin vest and short pants, but is barefoot, allowing the keen-eyed to spot his webbed toes.  Sten is a wanderer who has found a welcome home in Marlin, and his anger at having lost that home is overwhelming.  He desires nothing more than to defeat the monsters who stole his friends.

Pearl, Porpoise Animal Companion:  Medium Animal; CR 2; HD 4d8+8, hp 27, Init +4, Spd Swim 80’, AC 18, touch 14, flat-footed 14 (+4 Dex, +4 natural); Base Atk +3, Grp +4, Atk +7 melee (2d4+1/x2, slam); Full Atk +7 melee (2d4+1/x2, slam); Space/Reach 5’/5’; SQ Blindsight 120’, Evasion, hold breath, link, low-light vision, share spells; SV Fort +6, Ref +8, Will +2; Str 12. Dex 18, Con 14, Int 2, Wis 12, Cha 6


Skills and Feats:  Listen +9*, Spot +8*, Swim +8; Dodge, Weapon Finesse


Blindsight (Ex):  Porpoises can “see” by emitting high-frequency sounds, inaudible to most other creatures, that allow them to locate objects and creatures within 120’.  A silence spell negates this and forces the porpoise to rely on its vision, which is approximately as good as a human’s.


Hold Breath (Ex):  A porpoise can hold its breath for a number of rounds equal to 6x its Constitution score before it risks drowning


Skills:  A porpoise has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.

*A porpoise has a +4 racial bonus on Spot and Listen checks.  These bonuses are lost if its blindsight is negated.

Tricks:  Attack, Come, Down, Fetch, Heel, Perform, Seek, Work
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Sk’skig:  Sahaugin Cleric 3; CR 4, Medium monstrous humanoid (aquatic); HD 5d8+15, hp 43, Init +2, Spd 30’, swim 60’; AC 20, touch 12, flat-footed 18 (+2 Dex, +5 natural, +3 studded leather); Base Atk +4, Grp +5, Atk +7 melee (1d8+1/x2, MW trident)/+7 ranged (1d10/19-20, MW hvy crossbow); Full Atk +7 melee (1d8+1/x2, MW trident) and +3 melee (1d4/x2, bite); or +5/+5 (1d4+1/x2, talon) and +3 (1d4/x2, bite); Space/Reach 5’/5’; SA Blood Frenzy, rake 1d4, spells; SQ Blindsense 30’, darkvision 60’, freshwater sensitivity, light blindness, speak with sharks, water dependent; AL Lawful Evil; SV Fort +8,  Ref +6, Will +10; Str 12, Dex 14, Con 16, Int 14, Wis 18, Ch 11]


Skills and Feats:  Concentration +9, Handle Animal +5*, Hide +6*, Knowledge:  Religion +8, Listen +9*, Profession (hunter) +4*, Ride +4, Spot +9*, Survival +4*; Great Fortitude, Improved Turning, Multiattack, Weapon Focus:  Trident


Blindsense (Ex):  A sahaugin can locate creatures underwater within a 30’ radius.  This ability only works when the sahaugin is underwater.


Blood Frenzy:  Once per day a sahaugin that takes damage in combat can fly into a frenzy in the following round, clawing and biting madly until either it or its opponent is dead.  It gains +2 Constitution and +2 Strength, and takes a -2 penalty to Armor Class.  A sahaugin cannot end its frenzy voluntarily.


Rake (Ex):  Attack bonus +3 melee, damage 1d4.  A sahaugin also gains two rake attacks when it attacks while swimming


Freshwater Sensitivity (Ex):  A sahaugin fully immersed in fresh water must succeed on a DC 15 Fortitude save or become fatigued.  Even on a success, it must repeat the save attempt every 10 minutes it remains immersed.


Light Blindness (Ex):  Abrupt exposure to bright light (such as sunlight or a daylight spell) blinds sahaugin for one round.  On subsequent rounds, they are dazzled while operating in bright light.


Speak with Sharks (Ex):  Sahaugin can communicate telepathically with sharks up to 150 feet away.  The communication is limited to fairly simple concepts such as “food,” “danger,” and “enemy.”  Sahaugin can use the Handle Animal skill to befriend and train sharks.


Water Dependent (Ex):  Sahaugin can survive out of the water for 1 hour per 2 points of Constitution (after that, refer to the drowning rules on page 304 of the DMG).


Skills:  A sahaugin has a +8 racial bonus on any Swim checks to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


*Underwater, a sahaugin has a +4 racial bonus on Hide, Listen, and Spot checks.


*A sahaugin has a +4 racial bonus on Survival and Profession (hunter) checks within 50 miles of its home


*A sahaugin has a +4 racial bonus on Handle Animal checks when working with sharks.


Cleric Spells Prepared (4/3+1/2+1, save DC 14+ spell level) Domains:  Evil (cast spells with Evil descriptor at +1 caster level), War  0 – Cure Minor Wounds, Detect Magic, Resistance, Guidance; 1st – Bane, Cause Fear, Cure Light Wounds, Protection from Good*; 2nd – Hold Person, Spiritual Weapon*, Summon Monster II

*domain spell

Possessions:  MW sharktooth studded leather armor (treat as armor spikes), MW trident, MW heavy aquatic crossbow, 12 bolts, healer’s kit, potion of cure light wounds, potion of lesser restoration

Description:  Sk’skig is slender for a sahaugin, but the fanatic gleam in his yellow eyes reflects a spiritual strength beyond that of mere flesh.  He is equipped with well-made, functional weapons, and his armor is a work of art, its dozens of shark teeth forming whorls and patterns that only enhance its offensive and defensive properties.  Sk’skig was among the few priests to survive the recent assault on his tribe by the surface-worlders, and unleashes his full fury on any who participated in that fateful raid.

Tactics:  Sk’skig prefers to rely on his allies and spells before resorting to melee.  If all his allies have been defeated and the party still seems strong, he will flee rather than throw his life away.  If any of the PCs have the Enmity of the White Trident Tribe, Sk’skig focuses all his attacks on that character, and fights to the death:                  

Round 1:  Bolster undead allies

Round 2:  Cast Summon Monster II to conjure a fiendish medium shark

Round 3:  Cast Spiritual Weapon on any apparent spellcaster, or Hold Person on a warrior in melee

Round 4:  Cast Protection from Good 

Round 5:  Cast Bane

Round 6:  move out of hiding, cast Cause Fear on a warrior in melee, if possible

Round 7+:  Enter melee

eNCOUNTER FOUR




Averk:  Goblin Evoker 4; CR 4; HD 4d4+7; hp 20, Init +3, Spd 30’; AC 18, touch 14, flat-footed 15 (+3 Dex, +4 mage armor, +1 Size); Base Atk +2, Grp -3, Atk +2 melee (1d4-1/x2, Quarterstaff) or +6 ranged (1d6/19-20, light crossbow); Full Atk +2 melee (1d4-1/x2, Quarterstaff) or +6 ranged (1d6/19-20, light crossbow); Space/Reach 5’/5’; SA Spells; SQ Spells, Darkvision 60’; AL Lawful Evil; SV Fort +2, Ref +4, Will +4; Str 8, Dex 16, Con 13, Int 16, Wis 10, Cha 10


Skills and Feats:  Concentration +8, Hide +7, Move Silently +7, Profession:  Navigator +3, Spellcraft +10, Swim +1; Combat Casting, Scribe Scroll, Spell Focus:  Evocation


Wizard Spells Prepared (4+1/4+1/3+1, Save DC 13+spell level; Evocations 14+spell level): 0-Detect Magic, Flare* ,Mage Hand, Ray of Frost*; 1st-Burning Hands*,Cause Fear, Mage Armor, Magic Missile* x2 ;2nd-Flaming Sphere*, Pyrotechnics, Scorching Ray* x2      

*=Evocation spell


Spellbook: 0-all cantrips except Resistance and Daze 1st-Burning Hands, Cause Fear, Expeditious Retreat, Identify, Mage Armor, Magic Missile, Tenser’s Floating Disk 2nd-Flaming Sphere, Pyrotechnics, Scorching Ray, Mirror Image

Possessions:  Spellbook, spell component pouch, quarterstaff, light crossbow, 10 bolts, toad familiar, potion of cure light wounds, potion of reduce person x2, scroll of mirror image (caster level 4), scroll of scorching ray (caster level 3)


Description:   Averk is a wizened, grayed goblin who scuttles rather than walks.  He is much younger than he looks, and is surprisingly spry as he scuttles about the battlefield.  He has taken great care to cultivate a friendship with Bragg, and is quick to scuttle to his giant ally for protection.  His favored tactics are to reduce himself and hide behind Bragg’s treelike legs while peppering enemies with spells.  If facing a rival spellcaster, he will ready and attempt to counterspell (either by countering the magic, or blasting with magic missiles) until the enemy is obviously out of their most powerful spells.

Bragg:  Ogre Barbarian 1; CR 4; HD 4d8+1d12+20; hp 50; Init +0, Spd 40’; AC 19, touch 9, flat-footed 19 (+5 natural, +5 MW breastplate, -1 size); Base Atk +4, Grp +16, Atk +12 melee (2d8+12/x2, MW greatclub) or +11 ranged (1d8+8/x2, javelin), Full Atk +12 melee (2d8+12/x2, MW greatclub) or +11 ranged (1d8+8/x2, javelin); Space/Reach 10’/10’; SA Rage 1/day; SQ Darkvision 60’; Al Chaotic Evil; SV Fort +10, Ref +1, Will +1; Str 26, Dex 11, Con 18, Int 8, Wis 10, Cha 4


Skills and Feats:  Listen +4, Spot +3, Swim +5; Brutal Throw (see New Rules, Appendix 3), Power AttacK


Possessions:  MW breastplate, MW greatclub, 12 javelins, potion of cure moderate wounds

Description:  Bragg is remarkably clean and well-kempt for an ogre; his clothes are clean, his hair is trimmed, and his finger spends more time out of his nose than in it.  He initially signed up for the Pomaj navy for the food, but has since come to enjoy the camaraderie.  Bragg does his best to cooperate with his allies, but his tactics boil down to “hit things real hard” for the most part, although he is quite proud of his throwing ability and prefers to throw a javelin rather than charge away from his friends.  He is fiercely loyal to his goblin buddies, and flies into a rage if one of them gets hurt.

Glind:  Goblin Rogue 3/Fighter 1; CR 4; HD 3d6+1d10+8; hp 28; Init +3, Spd 30’; AC 20, touch 14, flat-footed 17 (+3 Dex, +4  MW chain shirt, +2 large wooden shield, +1 size); Base Atk +3, Grp -1, Atk +8 melee (1d4/18-20, MW rapier) or +7 ranged (1d4/x2, javelin); Full Atk +8 (1d4/18-20, MW rapier) or +7 ranged (1d4/x2, javelin); Space/Reach 5’/5’; SA Sneak Attack +2d6; SQ darkvision 60’, Evasion, trap finding, trap sense +1; AL Neutral Evil; SV Fort +5, Ref +6, Will +0; Str 10, Dex 16, Con 14, Int 10, Wis 8, Cha 11


Skills and Feats:  Bluff +7, Climb +4, Jump +6, Hide +4, Listen +1, Move Silently +4, Open Lock +10, Profession:  Sailor +1, Search +7, Spot +2, Swim +1, Tumble +9; Combat Expertise, Improved Feint, Weapon Finesse


Possessions:  MW chain shirt, heavy wooden shield, MW rapier, 2 daggers, 3 javelins, thieves’ tools, potion of cure light wounds, elixir of sneaking

Description:  Glind is a typical specimen of his kind:  vicious, cowardly, greedy, and mean.  He prefers to stay near the reassuring bulks of Bragg and Kranok, using his Improved Feint ability rather than exposing himself to gain a flank.  He is quick to run out and stab a downed enemy, if the chance presents itself.

Encounter six





Morund the Maw (orc form):  Orc were-shark Ranger 2; medium humanoid (orc, shapechanger); CR 5; HD 5d8+10; hp 38; Init +1; Spd 30’; AC 17, touch 11, flat-footed 16, (+1 Dex, +4 mage armor, +2 natural); BAB/Grp +4/+9; Atk +10 melee (1d8+6/x2, +1 trident) or +6 ranged (1d8+6/x2, +1 trident); Full Atk +8 melee (1d8+6/x2, +1 trident) and +8 melee (1d6+3/19-20, +1 shortsword) or +6 ranged (1d8+6/x2, +1 trident); Space/Reach 5’/5’; SA favored enemy (human +2); SQ alternate form, blindsense, darkvision 60’, keen scent, low-light vision, lycanthropic empathy, scent, wild empathy; AL CE; SV Fort +8, Ref +7, Will +1; Str 20, Dex 13, Con 14, Int 10, Wis 10, Cha 6.


Skills and Feats: Knowledge:  Geography +5, Knowledge:  Nature +5, Listen +5, Profession:  Navigator +5, Profession:  Sailor +5, Spot +5, Survival +5, Swim +10; Alertness, Dodge, Power Attack, Track, Two-Weapon Fighting, Weapon Finesse


Possessions:  +1 trident, +1 short sword, 4 potions of mage armor


Description:  This bald orc is possessed of a truly grotesquely oversized mouth.  Instead of the usual large tusks most orcs sport, his jaw is filled with rows of sharp, triangular teeth.  His dead black eyes belie the twisted grimace of rage on his face.

Morund the Maw (hybrid form):  Orc were-shark Ranger 2; medium humanoid (orc, shapechanger); CR 5; HD 5d8+15; hp 43; Init +3; Spd 30’, swim 60’; AC 22, touch 13, flat-footed 19, (+3 Dex, +4 mage armor, +5 natural); BAB/Grp +4/+10; Atk +11 melee (1d8+7/x2, +1 trident) or +10 melee (1d4+6/x2, claw) or +8 ranged (1d8+7/x2, +1 trident); Full Atk +9 melee (1d8+7/x2, +1 trident) and +9 melee (1d6+4/19-20, +1 shortsword) and +3 melee (1d6+3+disease/x2, bite) or +10/+10 melee (1d6+6/x2, claw) and +5 melee (1d6+3+disease/x2, bite) or +8 ranged (1d8+7/x2, +1 trident); Space/Reach 5’/5’; SA curse of lycanthropy, favored enemy (human +2); SQ alternate form, blindsense, darkvision 60’, DR 10/silver, keen scent, low-light vision, lycanthropic empathy, scent, wild empathy; AL CE; SV Fort +9, Ref +9, Will +1; Str 22, Dex 17, Con 16, Int 10, Wis 10, Cha 6.


Skills and Feats: Knowledge:  Geography +5, Knowledge:  Nature +5, Listen +5, Profession:  Navigator +5, Profession:  Sailor +5, Spot +5, Survival +5, Swim +11; Alertness, Dodge, Power Attack, Track, Two-Weapon Fighting, Weapon Finesse


Curse of Lycanthropy (Su):  Any humanoid or giant hit by a natural lycanthrope’s bite attack in animal or hybrid form must succeed on a DC 15 Fortitude save or contract lycanthropy.  If the victim’s size is not within one size category of the lycanthrope (for example, a hill giant bitten by a wererat), the victim cannot contract lycanthropy from that lycanthrope.  Afflicted lycanthropes cannot pass on the curse of lycanthropy.


Possessions:  +1 trident, +1 short sword, 4 potions of mage armor


Description:  This horrifying creature appears to be an amalgam of orc and shark, with a smooth, rubbery hide and vicious toothed maw. It still clutches it weapons in webbed hands.

Morund the Maw (shark form):  Orc were-shark Ranger 2; medium humanoid (orc, shapechanger); CR 5; HD 5d8+15; hp 43; Init +3; Spd swim 60’; AC 22, touch 13, flat-footed 19, (+3 Dex, +4 mage armor, +5 natural); BAB/Grp +4/+10; Atk +10 melee (1d6+6+disease/x2, bite); Full Atk +10 melee (1d6+6+disease/x2, bite); Space/Reach 5’/5’; SA curse of lycanthropy, favored enemy (human +2); SQ alternate form, blindsense, darkvision 60’, DR 10/silver, keen scent, low-light vision, lycanthropic empathy, scent, wild empathy; AL CE; SV Fort +9, Ref +9, Will +1; Str 22, Dex 17, Con 16, Int 10, Wis 10, Cha 6.


Skills and Feats: Knowledge:  Geography +5, Knowledge:  Nature +5, Listen +5, Profession:  Navigator +5, Profession:  Sailor +5, Spot +5, Survival +5, Swim +19; Alertness, Dodge, Power Attack, Track, Two-Weapon Fighting, Weapon Finesse


Curse of Lycanthropy (Su):  Any humanoid or giant hit by a natural lycanthrope’s bite attack in animal or hybrid form must succeed on a DC 15 Fortitude save or contract lycanthropy.  If the victim’s size is not within one size category of the lycanthrope (for example, a hill giant bitten by a wererat), the victim cannot contract lycanthropy from that lycanthrope.  Afflicted lycanthropes cannot pass on the curse of lycanthropy.

Zebkuo:  female kobold Rogue 1/Warlock 1; small humanoid (reptilian); CR 2; HD 2d6+2; hp 12; Init +3; Spd 30’, climb 20’; AC 20, touch 14, flat-footed 17 (+3 Dex, +1 size, +5 +1 chain shirt, +1 natural); BAB/Grp +0/-6; Atk -1 melee (1d4-2/19-20, dagger) or +4 ranged touch (1d6/x2, eldritch blast); Full Atk -1 melee (1d4-2/19-20, dagger) or +4 ranged touch (1d6/x2, eldritch blast); Face/Reach 5’/5’; SA eldritch blast 1d6, sneak attack +1d6; SQ darkvision 60’, invocation (spiderwalk); AL LE; SV Fort +1, Ref +5, Will +3; Str 4, Dex 17, Con 12, Int 10, Wis 12, Cha 13.  Complete Arcane.


Skills and Feats:  Bluff +5, Climb +10, Hide +11, Jump +2, Move Silently +7, Spellcraft +1, Swim +2, Tumble +7, Use Magic Device +6; Point Blank Shot.


Eldritch Blast (Sp):  An eldritch blast is a ray with a range of 60’.  It is a ranged touch attack that affects a single target, allowing no saving throw.  An eldritch blast deals 1d6 points of damage at 1st level, and increases in power at the warlock rises in level.  An eldritch blast is the equivalent of a spell whose level is equal to one-half the warlock’s class level (round down), with a minimum spell level of 1st and a maximum of 9th when warlock reached 18th level or higher.


An eldritch blast is subject to spell resistance, although the Spell Penetration feat and other effects that improve caster level checks to overcome spell resistance also apply to eldritch blast.  An eldritch blast deals half damage to objects. 


Invocation:  Spiderwalk (Sp):  You are affected as if under a spider climb spell for 24 hours; further, you are unaffected by mundane and magical webs of any sort.


Possessions:  +1 chain shirt, scroll of improved invisibility, scroll of web, scroll of cat’s grace, dagger

optional encounter, act one

The Sea-Witch:  female sea-hag Sor5 (Procan); CR 7; medium monstrous humanoid (aquatic); 3d8+5d4+27; hp 60; Init +2; Spd 30’, swim 40’; AC 21, touch 14, flat-footed 19 (+2 Dex, +2 deflection, +4 mage armor, +3 natural); BAB/Grp +5/+8; Atk +8 melee (1d4+3/x2, claw); Full Atk +8/+8 melee (1d4+3/x2, claw); Space/Reach 5’/5’; SA evil eye, horrific appearance, spells; SQ amphibious, SR 14; AL CE; SV Fort +5, Ref +6, Will +8; Str 16, Dex 14, Con 16, Int 12, Wis 13, Cha 21.


Skills and Feats:  Bluff +9, Concentration +13, Knowledge:  Local (Azure Sea) +6, Hide +5, Listen +9, Spot +7, Swim +12; Alertness, Practiced Spellcaster, Toughness.


Sorcerer Spells Known:  (caster level 8; 6/8/5, save DC 15+spell level); 0-dancing lights, detect magic, light, mage hand, prestidigitation, read magic; 1-charm person, magic missile, ray of enfeeblement*, shocking grasp; 2- blindness/deafness*, pressure sphere (SW)


*Necromancy spell


Evil Eye (Su):  Three times per day, a sea hag can cast its dire gaze upon any single creature within 30’.  The target must succeed on a DC 16 Will save or be dazed for three days, although remove curse or dispel evil can restore sanity sooner.  In addition, an affected creature must succeed on a DC 16 Fortitude save or die from fright. Creatures with immunity to fear are not affected by the sea hag’s evil eye.


Horrific Appearance (Su):  The sight of a sea hag is so revolting that anyone (other than another hag) who sets eyes upon one must succeed on a DC 16 Fortitude save or instantly be weakened, taking 2d6 points of Strength damage.  This damage cannot reduce a victim’s Strength score below 0, but anyone reduced to Strength 0 is helpless.  Creatures that are affected or that successfully save against it cannot be affected by the same hag’s horrific appearance for 24 hours.


Possessions:  ring of protection +2, Keoghtom’s Ointment, scroll of mage armor x2 (1 used already), scroll of shield x2


Physical Description:  This creature looks like an ancient female human.  Its flesh is a sickly greenish-yellow, covered with warts and oozing sores.  Its long, filthy hair resembles rotting seaweed.

appendix three – apl 6
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Sk’skig:  Sahaugin Cleric 5; CR 6, Medium monstrous humanoid (aquatic); HD 7d8+21, hp 59, Init +2, Spd 30’, swim 60’; AC 21, touch 12, flat-footed 19 (+2 Dex, +5 natural, +4 +1 studded leather); Base Atk +5, Grp +6, Atk +8 melee (1d8+2/x2, +1 trident)/+8 ranged (1d10/19-20, MW hvy crossbow); Full Atk +8 melee (1d8+2/x2, +1 trident) and +4 melee (1d4/x2, bite); or +6/+6 (1d4+1/x2, talon) and +4 (1d4/x2, bite); Space/Reach 5’/5’; SA Blood Frenzy, rake 1d4, spells; SQ Blindsense 30’, darkvision 60’, freshwater sensitivity, light blindness, speak with sharks, water dependent; AL Lawful Evil; SV Fort +9,  Ref +7, Will +11; Str 12, Dex 14, Con 16, Int 14, Wis 18, Ch 11


Skills and Feats:  Concentration +13, Handle Animal +5*, Hide +6*, Knowledge:  Religion +12, Listen +9*, Profession (hunter) +4*, Ride +4, Spot +9*, Survival +4*; Combat Casting, Great Fortitude, Improved Turning, Multiattack, Weapon Focus:  Trident


Blindsense (Ex):  A sahaugin can locate creatures underwater within a 30’ radius.  This ability only works when the sahaugin is underwater.


Blood Frenzy:  Once per day a sahaugin that takes damage in combat can fly into a frenzy in the following round, clawing and biting madly until either it or its opponent is dead.  It gains +2 Constitution and +2 Strength, and takes a -2 penalty to Armor Class.  A sahaugin cannot end its frenzy voluntarily.


Rake (Ex):  Attack bonus +3 melee, damage 1d4.  A sahaugin also gains two rake attacks when it attacks while swimming. 


Freshwater Sensitivity (Ex):  A sahaugin fully immersed in fresh water must succeed on a DC 15 Fortitude save or become fatigued.  Even on a success, it must repeat the save attempt every 10 minutes it remains immersed.


Light Blindness (Ex):  Abrupt exposure to bright light (such as sunlight or a daylight spell) blinds sahaugin for one round.  On subsequent rounds, they are dazzled while operating in bright light.


Speak with Sharks (Ex):  Sahaugin can communicate telepathically with sharks up to 150 feet away.  The communication is limited to fairly simple concepts such as “food,” “danger,” and “enemy.”  Sahaugin can use the Handle Animal skill to befriend and train sharks. 


Water Dependent (Ex):  Sahaugin can survive out of the water for 1 hour per 2 points of Constitution (after that, refer to the drowning rules on page 304 of the DMG). 


Skills:  A sahaugin has a +8 racial bonus on any Swim checks to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.                                                                  
*Underwater, a sahaugin has a +4 racial bonus on Hide, Listen, and Spot checks.


*A sahaugin has a +4 racial bonus on Survival and Profession (hunter) checks within 50 miles of its home



*A sahaugin has a +4 racial bonus on Handle Animal checks when working with sharks.


Cleric Spells Prepared (5/4+1/3+1/2+1, save DC 14+ spell level) Domains:  Evil (cast spells with Evil descriptor at +1 caster level), War  0 – Cure Minor Wounds x2, Detect Magic, Resistance, Guidance; 1st – Bane, Cause Fear, Cure Light Wounds, Doom, Protection from Good*; 2nd – Desecrate, Hold Person, Spiritual Weapon*, Summon Monster II; 3rd – Blindness/ Deafness, Magic Circle Against Good*, Summon Monster III                                                                                                                                      *domain spell                                                                                                                                              Possessions:  +1 sharktooth studded leather armor (treat as armor spikes), +1 trident, MW heavy aquatic crossbow, 12 bolts, healer’s kit, potion of cure light wounds, potion of lesser restoration

Description:  Sk’skig is slender for a sahaugin, but the fanatic gleam in his yellow eyes reflects a spiritual strength beyond that of mere flesh.  He is equipped with well-made, functional weapons, and his armor is a work of art, its dozens of shark teeth forming whorls and patterns that only enhance its offensive and defensive properties.  Sk’skig was among the few priests to survive the recent assault on his tribe by the surface-worlders, and unleashes his full fury on any who participated in that fateful raid.


Tactics:  Sk’skig prefers to rely on his allies and spells before resorting to melee.  If all his allies have been defeated and the party still seems strong, he will flee rather than throw his life away.  If any of the PCs have the Enmity of the White Trident Tribe, Sk’skig focuses all his attacks on that character, and fights to the death.  He prefers to use inflict spells against well-armored foes and to gang up with his ghoul allies and weaker combatants.                                                                                                           Round 1:  Bolster undead allies                           Round 2:  cast Summon Monster III to conjure 1d3 fiendish medium sharks                                 Round 3:  Cast Blindness on an apparent spellcaster, or Hold Person on a warrior in melee Round 4:  Cast Magic Circle Against Good         Round 5:  Cast Bane                                           Round 6:  Move out of hiding, cast Cause Fear, preferably on a warrior in melee                           Round 7+:  Enter melee

encounter four




Averk:  Goblin Evoker 6; CR 6; HD 6d4+9; hp 28, Init +3, Spd 30’; AC 18, touch 14, flat-footed 15 (+3 Dex, +4 mage armor, +1 Size); Base Atk +3, Grp -2, Atk +3 melee (1d4-1/x2, Quarterstaff) or +7 ranged (1d6/19-20, light crossbow); Full Atk +3 melee (1d4-1/x2, Quarterstaff) or +7 ranged (1d6/19-20, light crossbow); Space/Reach 5’/5’; SA Spells; SQ Spells, Darkvision 60’; AL Lawful Evil; SV Fort +3, Ref +5, Will +5; Str 8, Dex 16, Con 13, Int 16, Wis 10, Cha 10




Skills and Feats:  Concentration +10, Hide +7, Move Silently +7, Profession:  Navigator +9, Spellcraft +12, Swim +1; Combat Casting, Craft Wand, Greater Spell Focus:  Evocation, Scribe Scroll, Spell Focus:  Evocation



Wizard Spells Prepared (4+1/4+1/4+1/3+1, Save DC 13+spell level; Evocations 15+spell level): 0-Detect Magic, Flare* ,Mage Hand, Ray of Frost*; 1st-Burning Hands*,Cause Fear, Mage Armor, Magic Missile* x2; 2nd-Earthen Grasp (CA), Flaming Sphere*, Pyrotechnics, Scorching Ray* x2; 3- fireball* x2, haste, lightning bolt*

        *=Evocation spell




                                 


Spellbook:  0-all cantrips except Resistance and Daze 1st-Burning Hands, Cause Fear, Expeditious Retreat, Identify, Mage Armor, Magic Missile, Tenser’s Floating Disk 2nd-Earthen Grasp (CA), Flaming Sphere, Pyrotechnics, Scorching Ray, Mirror Image 3rd-displacement, fireball, haste, lightning bolt


Possessions:  Spellbook, spell component pouch, quarterstaff, light crossbow, 10 bolts, toad familiar, potion of cure light wounds, potion of reduce person x2, scroll of mirror image (caster level 4), wand of scorching ray (caster level 3)


Description:   Averk is a wizened, grayed goblin who scuttles rather than walks.  He is much younger than he looks, and is surprisingly spry as he scuttles about the battlefield.  He has taken great care to cultivate a friendship with Bragg, and is quick to scuttle to his giant ally for protection.  His favored tactics are to reduce himself and hide behind Bragg’s treelike legs while peppering enemies with spells.  If facing a rival spellcaster, he will ready and attempt to counterspell (either by countering the magic, or blasting with magic missiles) until the enemy is obviously out of their most powerful spells.

Bragg:  Ogre Barbarian 3; CR 6; HD 4d8+3d12+28; hp 71; Init +0, Spd 40’; AC 19, touch 9, flat-footed 19 (+5 natural, +5 MW breastplate, -1 size); Base Atk +6, Grp +18, Atk +14 melee (2d8+13/x2, +1 greatclub) or +13 ranged (1d8+8/x2, javelin), Full Atk +14/+9 melee (2d8+13/x2, +1 greatclub) or +13 ranged (1d8+8/x2, javelin); Space/Reach 10’/10’; SA Rage 1/day; SQ Darkvision 60’, trap sense +1, uncanny dodge; AL Chaotic Evil; SV Fort +11, Ref +2, Will +2; Str 26, Dex 11, Con 18, Int 8, Wis 10, Cha 4


Skills and Feats:  Listen +6, Spot +5, Swim +7; Brutal Throw (see New Rules, Appendix 3), Power Attack, Power Throw (see New Rules, Appendix 3)







Possessions:  MW breastplate, +1 greatclub, 12 javelins, potion of barkskin, potion of cure moderate wounds 



Description:  Bragg is remarkably clean and well-kempt for an ogre; his clothes are clean, his hair is trimmed, and his finger spends more time out of his nose than in it.  He initially signed up for the Pomaj navy for the food, but has since come to enjoy the camaraderie.  Bragg does his best to cooperate with his allies, but his tactics boil down to “hit things real hard” for the most part, although he is quite proud of his throwing ability and prefers to throw a javelin rather than charge away from his friends.  He is fiercely loyal to his goblin buddies, and flies into a rage if one of them gets hurt.

Glind:  Goblin Rogue 3/Fighter 1; CR 4; HD 3d6+1d10+8; hp 28; Init +3, Spd 30’; AC 20, touch 14, flat-footed 17 (+3 Dex, +4  MW chain shirt, +2 large wooden shield, +1 size); Base Atk +3, Grp -1, Atk +8 melee (1d4/18-20, MW rapier) or +7 ranged (1d4/x2, javelin); Full Atk +8 (1d4/18-20, MW rapier) or +7 ranged (1d4/x2, javelin); Space/Reach 5’/5’; SA Sneak Attack +2d6; SQ darkvision 60’, Evasion, trap finding, trap sense +1; AL Neutral Evil; SV Fort +5, Ref +6, Will +0; Str 10, Dex 16, Con 14, Int 10, Wis 8, Cha 11


Skills and Feats:  Bluff +7, Climb +4, Jump +6, Hide +4, Listen +1, Move Silently +4, Open Lock +10, Profession:  Sailor +1, Search +7, Spot +2, Swim +1, Tumble +9; Combat Expertise, Improved Feint, Weapon Finesse



Possessions:  MW chain shirt, heavy wooden shield, MW rapier, 2 daggers, 3 javelins, thieves’ tools, potion of cure light wounds, elixir of sneaking

Description:  Glind is a typical specimen of his kind:  vicious, cowardly, greedy, and mean.  He prefers to stay near the reassuring bulks of Bragg and Kranok, using his Improved Feint ability rather than exposing himself to gain a flank.  He is quick to run out and stab a downed enemy, if the chance presents itself.

Kranok:  Half-orc Fighter 4; CR 4; HD 4d10+8; hp 36; Init +1, Spd 20’; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 breastplate +1); Base Atk +4, Grp +7, Atk +9 melee (1d10+6/19-20, MW heavy flail) or +7 melee (1d12+4/x3, greataxe) or +5 ranged (1d10/19-20, heavy crossbow), Full Atk +9 melee (1d10+6/19-20, MW heavy flail) or +7 melee (1d12+4/x3, greataxe) or +5 ranged (1d10/19-20, heavy crossbow); Space/Reach 5’/5’; SQ Darkvision 60’; AL Lawful Evil; SV Fort +5, Ref +2, Will +1; Str 16, Dex 12, Con 14, Int 13, Wis 10, Cha 6











Skills and Feats:  Climb +7, Jump +7, Swim +4; Combat Expertise, Improved Disarm, Improved Trip, Weapon Focus:  Heavy Flail, Weapon Specialization:  Heavy Flail


Possessions:  breastplate +1, MW heavy flail, greataxe, dagger, heavy crossbow, 20 bolts, potion of cure light wounds










Description:  Kranok is one of the new breed of Pomarj marines:  disciplined, skilled, and dedicated.  He is a burly, dark-skinned half-orc with well-maintained equipment and a professional manner.  Kranok coordinates his attacks with his allies and focuses on bringing the most powerful opponents down.  His favored tactic is to stay close to Bragg and Glind, tripping his opponents and using his free attack to disarm them, then hitting them again when they try to stand or rearm themselves.

encounter six





Morund the Maw (orc form):  Orc were-shark Ranger 4; medium humanoid (orc, shapechanger); CR 7; HD 7d8+14; hp 52; Init +2; Spd 30’; AC 19, touch 13, flat-footed 17, (+2 Dex, +4 mage armor, +1 deflection, +2 natural); BAB/Grp +6/+11; Atk +12 melee (1d8+6/x2, +1 trident) or +9 ranged (1d8+6/x2, +1 trident); Full Atk +10/+5 melee (1d8+6/x2, +1 trident) and +10 melee (1d6+3/19-20, +1 shortsword) or +9 ranged (1d8+6/x2, +1 trident); Space/Reach 5’/5’; SA favored enemy (human +2); SQ alternate form, blindsense, darkvision 60’, keen scent, low-light vision, lycanthropic empathy, scent, wild empathy; AL CE; SV Fort +9, Ref +9, Will +2; Str 20, Dex 14, Con 14, Int 10, Wis 10, Cha 6.


Skills and Feats: Knowledge:  Geography +7, Knowledge:  Nature +7, Listen +7, Profession:  Navigator +7, Profession:  Sailor +5, Spot +7, Survival +7, Swim +10; Alertness, Dodge, Endurance, Improved Bull Rush, Power Attack, Track, Two-Weapon Fighting, Weapon Finesse


Possessions:  +1 trident, +1 short sword, ring of protection +1, 4 potions of mage armor, potion of barkskin, potion of bull’s strength


Description:  This bald orc is possessed of a truly grotesquely oversized mouth.  Instead of the usual large tusks most orcs sport, his jaw is filled with rows of sharp, triangular teeth.  His dead black eyes belie the twisted grimace of rage on his face.

Morund the Maw (hybrid form):  Orc were-shark Ranger 4; medium humanoid (orc, shapechanger); CR 7; HD 7d8+21; hp 59; Init +4; Spd 30’, swim 60’; AC 24, touch 15, flat-footed 20, (+4 Dex, +4 mage armor, +1 deflection, +5 natural); BAB/Grp +6/+12; Atk +13 melee (1d8+7/x2, +1 trident) or +12 melee (1d4+6/x2, claw) or +11 ranged (1d8+7/x2, +1 trident); Full Atk +11/+6 melee (1d8+7/x2, +1 trident) and +11 melee (1d6+4/19-20, +1 shortsword) and +5 melee (1d6+3+disease/x2, bite) or +12/+12 melee (1d6+6/x2, claw) and +7 melee (1d6+3+disease/x2, bite) or +11 ranged (1d8+7/x2, +1 trident); Space/Reach 5’/5’; SA curse of lycanthropy, favored enemy (human +2); SQ alternate form, blindsense, darkvision 60’, DR 10/silver, keen scent, low-light vision, lycanthropic empathy, scent, wild empathy; AL CE; SV Fort +10, Ref +11, Will +2; Str 22, Dex 18, Con 16, Int 10, Wis 10, Cha 6.


Skills and Feats: Knowledge:  Geography +7, Knowledge:  Nature +7, Listen +7, Profession:  Navigator +7, Profession:  Sailor +5, Spot +7, Survival +7, Swim +19; Alertness, Dodge, Endurance, Improved Bull Rush, Power Attack, Track, Two-Weapon Fighting, Weapon Finesse


Curse of Lycanthropy (Su):  Any humanoid or giant hit by a natural lycanthrope’s bite attack in animal or hybrid form must succeed on a DC 15 Fortitude save or contract lycanthropy.  If the victim’s size is not within one size category of the lycanthrope (for example, a hill giant bitten by a wererat), the victim cannot contract lycanthropy from that lycanthrope.  Afflicted lycanthropes cannot pass on the curse of lycanthropy.


Possessions:  +1 trident, +1 short sword, ring of protection +1, 4 potions of mage armor, potion of barkskin, potion of bull’s strength


Description:  This horrifying creature appears to be an amalgam of orc and shark, with a smooth, rubbery hide and vicious toothed maw. It still clutches it weapons in webbed hands.

Morund the Maw (shark form):  Orc were-shark Ranger 4; medium humanoid (orc, shapechanger); CR 7; HD 7d8+21; hp 59; Init +4; Spd swim 60’; AC 24, touch 15, flat-footed 20, (+4 Dex, +4 mage armor, +1 deflection, +5 natural); BAB/Grp +6/+12; Atk +12 melee (1d6+6+disease/x2, bite); Full Atk +12 melee (1d6+6+disease/x2, bite); Space/Reach 5’/5’; SA curse of lycanthropy, favored enemy (human +2); SQ alternate form, blindsense, darkvision 60’, DR 10/silver, keen scent, low-light vision, lycanthropic empathy, scent, wild empathy; AL CE; SV Fort +10, Ref +11, Will +2; Str 22, Dex 18, Con 16, Int 10, Wis 10, Cha 6.


Skills and Feats: Knowledge:  Geography +7, Knowledge:  Nature +7, Listen +7, Profession:  Navigator +7, Profession:  Sailor +5, Spot +7, Survival +7, Swim +19; Alertness, Dodge, Endurance, Improved Bull Rush, Power Attack, Track, Two-Weapon Fighting, Weapon Finesse


Possessions:  ring of protection +1


Curse of Lycanthropy (Su):  Any humanoid or giant hit by a natural lycanthrope’s bite attack in animal or hybrid form must succeed on a DC 15 Fortitude save or contract lycanthropy.  If the victim’s size is not within one size category of the lycanthrope (for example, a hill giant bitten by a wererat), the victim cannot contract lycanthropy from that lycanthrope.  Afflicted lycanthropes cannot pass on the curse of lycanthropy.

Zebkuo:  female kobold Rogue 2/Warlock 2; small humanoid (reptilian); CR 4; HD 4d6+4; hp 22; Init +3; Spd 30’, climb 20’; AC 20, touch 14, flat-footed 17 (+3 Dex, +1 size, +5 +1 chain shirt, +1 natural); BAB/Grp +2/-4; Atk +1 melee (1d4-2/19-20, dagger) or +6 ranged touch (1d6/x2, eldritch blast); Full Atk +1 melee (1d4-2/19-20, dagger) or +6 ranged touch (1d6/x2, eldritch blast); Face/Reach 5’/5’; SA eldritch blast 1d6, sneak attack +1d6; SQ darkvision 60’, detect magic, evasion, invocation (devil’s sight, spiderwalk); AL LE; SV Fort +1, Ref +6, Will +4; Str 4, Dex 17, Con 12, Int 10, Wis 12, Cha 14.  Complete Arcane.


Skills and Feats:  Bluff +7, Climb +10, Hide +12, Jump +5, Move Silently +8, Spellcraft +3, Swim +3, Tumble +10, Use Magic Device +8; Point Blank Shot, Precise Shot.


Detect Magic (Sp):  Beginning at 2nd level, a warlock can detect use detect magic as the spell at will.  His caster level equals his class level.


Eldritch Blast (Sp):  An eldritch blast is a ray with a range of 60’.  It is a ranged touch attack that affects a single target, allowing no saving throw.  An eldritch blast deals 1d6 points of damage at 1st level, and increases in power at the warlock rises in level.  An eldritch blast is the equivalent of a spell whose level is equal to one-half the warlock’s class level (round down), with a minimum spell level of 1st and a maximum of 9th when warlock reached 18th level or higher.


An eldritch blast is subject to spell resistance, although the Spell Penetration feat and other effects that improve caster level checks to overcome spell resistance also apply to eldritch blast.  An eldritch blast deals half damage to objects. 


Invocation:  Spiderwalk (Sp):  You are affected as if under a spider climb spell for 24 hours; further, you are unaffected by mundane and magical webs of any sort.


Invocation:  Devil’s Sight (Sp):  You gain the visual acuity of a devil for 24 hours.  You may see normally through darkness and magical darkness for 24 hours.


Possessions:  +1 chain shirt, scroll of improved invisibility, scroll of web, scroll of cat’s grace, scroll of darkness, scroll of see invisibility, wand of shield, dagger

Pomarj Marines:  male hobgoblin Fighter 1; medium humanoid (goblinoid)l CR 1; HD 1d10+3; hp 13; Spd 30’; AC 20, touch 12, flat-footed 18 (+2 Dex, +4 MW chain shirt, +4 tower shield); BAB/Grp +1/+3; Atk +2 melee (1d6+2/18-20, MW scimitar) or +3 melee (2d4+3/x3, guisarme) or +3 ranged (1d10/19-20, heavy crossbow); Full Atk +2 melee (1d6+2/18-20, MW scimitar) or +3 melee (2d4+3/x3, guisarme) or +3 ranged (1d10/19-20, heavy crossbow); Space/Reach 5’/5’; SQ darkvision 60’; AL LE; SV Fort +5, Ref +2, Will +1; Str 15, Dex 15, Con 16, Int 10, Wis 12, Cha 8.


Skills and Feats:  Profession:  Sailor +5, Swim +6; Power Attack, Improved Bull Rush.


Possessions:  MW chain shirt, MW scimitar, tower shield, guisarme, heavy crossbow, 20 bolts, potion of cure light wounds
optional encouter, act one

The Sea-Witch:  female sea-hag Sor7 (Procan); CR 9; medium monstrous humanoid (aquatic); 3d8+7d4+33; hp 72; Init +2; Spd 30’, swim 40’; AC 21, touch 14, flat-footed 19 (+2 Dex, +2 deflection, +4 mage armor, +3 natural); BAB/Grp +6/+9; Atk +9 melee (1d4+3/x2, claw); Full Atk +9/+9 melee (1d4+3/x2, claw); Space/Reach 5’/5’; SA evil eye, horrific appearance, spells; SQ amphibious, SR 14; AL CE; SV Fort +6, Ref +7, Will +9; Str 16, Dex 14, Con 16, Int 12, Wis 13, Cha 21.


Skills and Feats:  Bluff +12, Concentration +16, Knowledge:  Local (Azure Sea) +6, Hide +5, Listen +9, Spot +7, Swim +12; Alertness, Practiced Spellcaster, Spell Focus:  Necromancy, Toughness.


Sorcerer Spells Known:  (caster level 10; 6/8/7/5, save DC 15+spell level, Necromancy DC 16); 0-dancing lights, detect magic, light, mage hand, message, prestidigitation, read magic; 1-charm person, chill touch*, magic missile, ray of enfeeblement*, shocking grasp; 2- blindness/deafnes*s, pressure sphere (SW), web; 3-favorable wind (SW), summon monster III

*Necromancy spell


Evil Eye (Su):  Three times per day, a sea hag can cast its dire gaze upon any single creature within 30’.  The target must succeed on a DC 16 Will save or be dazed for three days, although remove curse or dispel evil can restore sanity sooner.  In addition, an affected creature must succeed on a DC 16 Fortitude save or die from fright. Creatures with immunity to fear are not affected by the sea hag’s evil eye.


Horrific Appearance (Su):  The sight of a sea hag is so revolting that anyone (other than another hag) who sets eyes upon one must succeed on a DC 16 Fortitude save or instantly be weakened, taking 2d6 points of Strength damage.  This damage cannot reduce a victim’s Strength score below 0, but anyone reduced to Strength 0 is helpless.  Creatures that are affected or that successfully save against it cannot be affected by the same hag’s horrific appearance for 24 hours.


Possessions:  ring of protection +2, wand of scorching ray (prepared with Energy Substitution:  Electricity), Keoghtom’s Ointment, scroll of mage armor x2 (1 used already), scroll of shield x2


Physical Description:  This creature looks like an ancient female human.  Its flesh is a sickly greenish-yellow, covered with warts and oozing sores.  Its long, filthy hair resembles rotting seaweed.

appendix four – apl 8

encounter two





Sk’skig:  Sahaugin Cleric 7; CR 8, Medium monstrous humanoid (aquatic); HD 9d8+27, hp 75, Init +2, Spd 30’, swim 60’; AC 22, touch 12, flat-footed 18 (+2 Dex, +5 natural, +5 +2 studded leather); Base Atk +7, Grp +8, Atk +10 melee (1d8+2/x2, +1 trident)/+10 ranged (1d10/19-20, MW hvy crossbow); Full Atk +10/+5 melee (1d8+2/x2, +1 trident) and +6 melee (1d4/x2, bite); or +8/+8 (1d4+1/x2, talon) and +6 (1d4/x2, bite); Space/Reach 5’/5’; SA Blood Frenzy, rake 1d4, spells; SQ Blindsense 30’, darkvision 60’, freshwater sensitivity, light blindness, speak with sharks, water dependent; AL Lawful Evil; SV Fort +10,  Ref +8, Will +12; Str 12, Dex 14, Con 16, Int 14, Wis 18, Ch 12


Skills and Feats:  Concentration +15, Handle Animal +5*, Hide +8*, Knowledge:  Religion +14, Listen +9*, Profession (hunter) +4*, Ride +4, Spot +9*, Survival +4*; Combat Casting, Fell Drain (from Libris Mortis) Great Fortitude, Improved Turning, Multiattack, Weapon Focus:  Trident


Blindsense (Ex):  A sahaugin can locate creatures underwater within a 30’ radius.  This ability only works when the sahaugin is underwater.


Blood Frenzy:  Once per day a sahaugin that takes damage in combat can fly into a frenzy in the following round, clawing and biting madly until either it or its opponent is dead.  It gains +2 Constitution and +2 Strength, and takes a -2 penalty to Armor Class.  A sahaugin cannot end its frenzy voluntarily.


Rake (Ex):  Attack bonus +3 melee, damage 1d4.  A sahaugin also gains two rake attacks when it attacks while swimming.


Freshwater Sensitivity (Ex):  A sahaugin fully immersed in fresh water must succeed on a DC 15 Fortitude save or become fatigued.  Even on a success, it must repeat the save attempt every 10 minutes it remains immersed. 


Light Blindness (Ex):  Abrupt exposure to bright light (such as sunlight or a daylight spell) blinds sahaugin for one round.  On subsequent rounds, they are dazzled while operating in bright light.


Speak with Sharks (Ex):  Sahaugin can communicate telepathically with sharks up to 150 feet away.  The communication is limited to fairly simple concepts such as “food,” “danger,” and “enemy.”  Sahaugin can use the Handle Animal skill to befriend and train sharks.


Water Dependent (Ex):  Sahaugin can survive out of the water for 1 hour per 2 points of Constitution (after that, refer to the drowning rules on page 304 of the DMG).


Skills:  A sahaugin has a +8 racial bonus on any Swim checks to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.                                                                  
*Underwater, a sahaugin has a +4 racial bonus on Hide, Listen, and Spot checks.


*A sahaugin has a +4 racial bonus on Survival and Profession (hunter) checks within 50 miles of its home.


*A sahaugin has a +4 racial bonus on Handle Animal checks when working with sharks.


Cleric Spells Prepared (6/5+1/4+1/3+1/2+1, save DC 14+ spell level) Domains:  Evil (cast spells with Evil descriptor at +1 caster level), War  0 – Cure Minor Wounds x2, Detect Magic, Resistance, Guidance x2; 1st – Bane, Cause Fear, Cure Light Wounds x2, Doom, Protection from Good*; 2nd – Desecrate, Hold Person x2, Spiritual Weapon*, Summon Monster II; 3rd – Blindness/Deafness, Magic Circle Against Good*, Protection from Energy, Summon Monster III; 4th – Fell Drain Soundburst, Summon Monster IV, Unholy Blight


*domain spell                                                  


Possessions:  +2 sharktooth studded leather armor (treat as armor spikes), +1 trident, MW heavy aquatic crossbow, 12 bolts, healer’s kit, potion of cure light wounds, potion of lesser restoration

Description:  Sk’skig is slender for a sahaugin, but the fanatic gleam in his yellow eyes reflects a spiritual strength beyond that of mere flesh.  He is equipped with well-made, functional weapons, and his armor is a work of art, its dozens of shark teeth forming whorls and patterns that only enhance its offensive and defensive properties.  Sk’skig was among the few priests to survive the recent assault on his tribe by the surface-worlders, and unleashes his full fury on any who participated in that fateful raid.

Tactics:  Sk’skig prefers to rely on his allies and spells before resorting to melee.  If all his allies have been defeated and the party still seems strong, he will flee rather than throw his life away.  If any of the PCs have the Enmity of the White Trident Tribe, Sk’skig focuses all his attacks on that character, and fights to the death. He prefers to use inflict spells against well-armored foes and to gang up with his ghoul allies and weaker combatants.                                                                                                           Round 1:  Bolster undead allies                           Round 2:  cast Summon Monster IV to conjure a fiendish large shark                                              Round 3:  Cast Fell Draining Soundburst on an apparent spellcaster, or Hold Person on a warrior in melee

Round 4:  Cast Magic Circle Against Good, or Protection from Energy if a PC has used an energy-based spell

Round 5:  Cast Unholy Blight on as large a group of foes as possible

Round 6:  Move out of hiding, cast Blindness on a rogue or arcanist                                                Round 7+:  Enter melee  

Advanced Lacedon Ghasts (4):  CR 5; Medium undead; HD 8d12+3, hp 56, 58, 58, 59; Init +5; Spd 30’, swim 30’; AC 21, touch 15, flat-footed 16 (+5 Dex, +4 natural, +2 leather); Base Atk +4, Grp +10; Atk Bite +10 melee (1d8+6/x2 plus paralysis, bite); Full Atk +10 melee (1d8+6/x2 plus paralysis, bite) and +7/+7 melee (1d4+3/x2 plus paralysis, claws); SA Ghoul Fever, Paralysis, Stench; SQ Darkvision 60’, undead traits, +2 turn resistance; AL Chaotic Evil; SV Fort +2, Ref +7, Will +9; Str 22, Dex 20, Con - , Int 13, Wis 16, Cha 18


Skills and Feats:  Climb +12, Hide +16, Jump +11, Listen +14, Move Silently +16, Spot +14; Ability Focus:  Paralysis, Multiattack, Toughness


Ghoul Fever (Su):  Disease—bite.  Fortitude DC 16, incubation period 1 day, damage 1d3 Con and 1d3 Dex.


Paralysis (Ex):  Those hit by a ghast’s bite or claw attack must succeed on a DC 18 Fortitude save or be paralyzed for 1d4+1 rounds.  Even elves can be affected by this paralysis


Stench (Ex):  The stink of death and corruption surrounding these creatures is overwhelming.  Living creatures within 10 feet must succeed on a DC 16 Fortitude save or be sickened for 1d6+4 minutes.  A creature that successfully saves cannot be affected again by the same ghast’s stench for 24 hours.  A delay poison or neutralize poison spell removes the effect from a sickened creature.  Creatures with immunity to poison are unaffected, and creatures resistant to poison receive their normal bonus on their saving throws.


Possessions:  leather armor


Description:  These undead sahaugin were once priests and temple guards, slain by adventurers from the Principality of Ulek at the height of a sacred ceremony.  Created in the wash of negative energy released by the death of their god-child, these ghasts are more powerful than most of their kind.  The hunger for vengeance has chained their angry spirits to their rotting corpses, so the ghasts hunt the flesh of the blasphemers who slew them.


Tactics:  The ghasts attempt to slip stealthily into flanking positions on any landdwellers who enter the water; with the bad weather and churned up water, they should have a good chance at success.   They surface when they make their first attack in order to bring their Stench ability to bear, then remain below the surface to enjoy the +8 cover bonus to AC and Reflex saves against creatures not likewise submerged.  The ghasts focus their attacks on the most dangerous-seeming enemies in the water, taking advantage of flanks when possible.  They will try to grapple small characters and hold them beneath the surface to drown.  Note that paralyzed characters cannot make Swim checks and may sink and begin drowning.

encounter four




Averk:  Goblin Evoker 8; CR 8; HD 8d4+11; hp 36, Init +3, Spd 30’; AC 18, touch 14, flat-footed 15 (+3 Dex, +4 mage armor, +1 Size); Base Atk +4, Grp -1, Atk +4 melee (1d4-1/x2, Quarterstaff) or +8 ranged (1d6/19-20, light crossbow); Full Atk +4 melee (1d4-1/x2, Quarterstaff) or +8 ranged (1d6/19-20, light crossbow); Space/Reach 5’/5’; SA Spells; SQ Spells, Darkvision 60’; AL Lawful Evil; SV Fort +3, Ref +5, Will +6; Str 8, Dex 16, Con 13, Int 19, Wis 10, Cha 10


Skills and Feats:  Concentration +12, Hide +8, Move Silently +8, Profession:  Navigator +11, Spellcraft +15, Swim +1; Combat Casting, Craft Wand, Greater Spell Focus:  Evocation, Scribe Scroll, Spell Focus:  Evocation




  



Wizard Spells Prepared (4+1/5+1/4+1/4+1/ 3+1, Save DC 14+spell level; Evocations 16+spell level): 0-Detect Magic, Flare* ,Mage Hand, Ray of Frost*; 1st-Burning Hands*,Cause Fear, Mage Armor, Magic Missile* x2, Ray of Enfeeblement; 2nd-Earthen Grasp (CA), Flaming Sphere*, Pyrotechnics, Scorching Ray* x2; 3- fireball* x3, haste, lightning bolt*; 4-fire shield*, shout*, wall of fire*x2

        *=Evocation spell




                                 


Spellbook:  0-all cantrips except Resistance and Daze 1st-Burning Hands, Cause Fear, Expeditious Retreat, Identify, Mage Armor, Magic Missile, Ray of Enfeeblement, Tenser’s Floating Disk 2nd-Earthen Grasp (CA), Flaming Sphere, Pyrotechnics, Scorching Ray, Mirror Image 3rd-displacement, fireball, haste, lightning bolt; 4-fire shield, shout, wall of fire

Possessions:  Spellbook, spell component pouch, quarterstaff, light crossbow, 10 bolts, toad familiar, potion of cure light wounds, potion of reduce person x2, scroll of mirror image (caster level 4), wand of scorching ray (caster level 3), headband of intellect +2



Description:   Averk is a wizened, grayed goblin who scuttles rather than walks.  He is much younger than he looks, and is surprisingly spry as he scuttles about the battlefield.  He has taken great care to cultivate a friendship with Bragg, and is quick to scuttle to his giant ally for protection.  His favored tactics are to reduce himself and hide behind Bragg’s treelike legs while peppering enemies with spells.  If facing a rival spellcaster, he will ready and attempt to counterspell (either by countering the magic, or blasting with magic missiles) until the enemy is obviously out of their most powerful spells.

Bragg:  Ogre Barbarian 5; CR 8; HD 4d8+5d12+36; hp 93; Init +0, Spd 40’; AC 21, touch 9, flat-footed 21 (+5 natural, +7 +2 breastplate, -1 size); Base Atk +8, Grp +20, Atk +16 melee (2d8+13/x2, +1 greatclub) or +15 ranged (1d8+8/x2, javelin), Full Atk +16/+11 melee (2d8+13/x2, +1 greatclub) or +15/+10 ranged (1d8+8/x2, javelin); Space/Reach 10’/10’; SA Rage 2/day; SQ Darkvision 60’, improved uncanny dodge, trap sense +1; AL Chaotic Evil; SV Fort +12, Ref +2, Will +2; Str 27, Dex 11, Con 18, Int 8, Wis 10, Cha 4


Skills and Feats:  Listen +8, Spot +7, Swim +9; Brutal Throw (see New Rules, Appendix 3), Power Attack, Power Throw (see New Rules, Appendix 3), Quickdraw


Possessions:  +2 breastplate, +1 greatclub, 12 javelins, potion of barkskin, potion of cure moderate wounds 



Description:  Bragg is remarkably clean and well-kempt for an ogre; his clothes are clean, his hair is trimmed, and his finger spends more time out of his nose than in it.  He initially signed up for the Pomaj navy for the food, but has since come to enjoy the camaraderie.  Bragg does his best to cooperate with his allies, but his tactics boil down to “hit things real hard” for the most part, although he is quite proud of his throwing ability and prefers to throw a javelin rather than charge away from his friends.  He is fiercely loyal to his goblin buddies, and flies into a rage if one of them gets hurt.

Glind:  Goblin Rogue 4/Fighter 2; CR 6; HD 4d6+2d10+12; hp 42; Init +3, Spd 30’; AC 20, touch 14, flat-footed 17 (+3 Dex, +4  MW chain shirt, +2 large wooden shield, +1 size); Base Atk +5, Grp +1, Atk +10 melee (1d4+1/18-20, +1 rapier) or +9 ranged (1d4/x2, javelin); Full Atk +10 (1d4+1/18-20, +1 rapier) or +9 ranged (1d4/x2, javelin); Space/Reach 5’/5’; SA Sneak Attack +2d6; SQ darkvision 60’, Evasion, trap finding, trap sense +1, uncanny dodge; AL Neutral Evil; SV Fort +6, Ref +7, Will +0; Str 10, Dex 16, Con 14, Int 10, Wis 8, Cha 11




Skills and Feats:  Bluff +12, Climb +4, Jump +8, Hide +4, Listen +1, Move Silently +4, Open Lock +10, Profession:  Sailor +2, Search +7, Spot +2, Swim +2, Tumble +14; Combat Expertise, Dodge, Improved Feint, Skill Focus:  Bluff, Weapon Finesse


Possessions:  MW chain shirt, heavy wooden shield, +1 rapier, 2 daggers, 3 javelins, thieves’ tools, potion of cat’s grace, potion of cure light wounds, elixir of sneaking

Description:  Glind is a typical specimen of his kind:  vicious, cowardly, greedy, and mean.  He prefers to stay near the reassuring bulks of Bragg and Kranok, using his Improved Feint ability rather than exposing himself to gain a flank.  He is quick to run out and stab a downed enemy, if the chance presents itself.

Kranok:  Half-orc Fighter 6; CR 6; HD 6d10+12; hp 52; Init +1, Spd 20’; AC 20, touch 12, flat-footed 19 (+1 Dex, +9 +1 full plate, +1 deflection); Base Atk +6, Grp +9, Atk +11 melee (1d10+6/19-20, MW heavy flail) or +9 melee (1d12+4/x3, greataxe) or +7 ranged (1d10/19-20, heavy crossbow), Full Atk +11/+6 melee (1d10+6/19-20, MW heavy flail) or +9/+4 melee (1d12+4/x3, greataxe) or +7 ranged (1d10/19-20, heavy crossbow); Space/Reach 5’/5’; SQ Darkvision 60’; AL Lawful Evil; SV Fort +5, Ref +2, Will +1; Str 16, Dex 12, Con 14, Int 13, Wis 10, Cha 6


Skills and Feats:  Climb +7, Jump +7, Swim +4; Cleave, Combat Expertise, Improved Disarm, Improved Trip, Power Attack, Weapon Focus:  Heavy Flail, Weapon Specialization:  Heavy Flail


Possessions:  +1 full plate, ring of protection +1, MW heavy flail, greataxe, dagger, heavy crossbow, 20 bolts, potion of cure light wounds








Description:  Kranok is one of the new breed of Pomarj marines:  disciplined, skilled, and dedicated.  He is a burly, dark-skinned half-orc with well-maintained equipment and a professional manner.  Kranok coordinates his attacks with his allies and focuses on bringing the most powerful opponents down.  His favored tactic is to stay close to Bragg and Glind, tripping his opponents and using his free attack to disarm them, then hitting them again when they try to stand or rearm themselves. 

encounter six





Morund the Maw (orc form):  Orc were-shark Ranger 6; medium humanoid (orc, shapechanger); CR 9; HD 9d8+27; hp 71; Init +2; Spd 30’; AC 19, touch 13, flat-footed 17, (+2 Dex, +4 mage armor, +1 deflection, +2 natural); BAB/Grp +8/+13; Atk +14 melee (1d8+6/x2, +1 trident) or +11 ranged (1d8+6/x2, +1 trident); Full Atk +12/+7 melee (1d8+6/x2, +1 trident) and +12/+7 melee (1d6+3/19-20, +1 shortsword) or +11 ranged (1d8+6/x2, +1 trident); Space/Reach 5’/5’; SA favored enemy (human +4, elf +2); SQ alternate form, blindsense, darkvision 60’, keen scent, low-light vision, lycanthropic empathy, scent, wild empathy; AL CE; SV Fort +11, Ref +10, Will +3; Str 20, Dex 14, Con 16, Int 10, Wis 10, Cha 6.


Skills and Feats: Knowledge:  Geography +9, Knowledge:  Nature +9, Listen +9, Profession:  Navigator +7, Profession:  Sailor +7, Spot +9, Survival +9, Swim +10; Alertness, Cleave, Dodge, Endurance, Improved Bull Rush, Improved Two-weapon Fighting, Power Attack, Track, Two-Weapon Fighting, Weapon Finesse


Possessions:  +1 trident, +1 short sword, ring of protection +1, periapt of health +2, 4 potions of mage armor, potion of barkskin, potion of bull’s strength


Description:  This bald orc is possessed of a truly grotesquely oversized mouth.  Instead of the usual large tusks most orcs sport, his jaw is filled with rows of sharp, triangular teeth.  His dead black eyes belie the twisted grimace of rage on his face.

Morund the Maw (hybrid form):  Orc were-shark Ranger 6; medium humanoid (orc, shapechanger); CR 9; HD 9d8+36; hp 80; Init +4; Spd 30’, swim 60’; AC 24, touch 15, flat-footed 20, (+4 Dex, +4 mage armor, +1 deflection, +5 natural); BAB/Grp +8/+14; Atk +15 melee (1d8+7/x2, +1 trident) or +14 melee (1d4+6/x2, claw) or +13 ranged (1d8+7/x2, +1 trident); Full Atk +13/+8 melee (1d8+7/x2, +1 trident) and +13/+8 melee (1d6+4/19-20, +1 shortsword) and +7 melee (1d6+3+disease/x2, bite) or +14/+14 melee (1d6+6/x2, claw) and +9 melee (1d6+3+disease/x2, bite) or +13 ranged (1d8+7/x2, +1 trident); Space/Reach 5’/5’; SA curse of lycanthropy, favored enemy (human +4, elf +2); SQ alternate form, blindsense, darkvision 60’, DR 10/silver, keen scent, low-light vision, lycanthropic empathy, scent, wild empathy; AL CE; SV Fort +12, Ref +12, Will +3; Str 22, Dex 18, Con 18, Int 10, Wis 10, Cha 6.


Skills and Feats: Knowledge:  Geography +9, Knowledge:  Nature +9, Listen +9, Profession:  Navigator +7, Profession:  Sailor +7, Spot +9, Survival +9, Swim +19; Alertness, Cleave, Dodge, Endurance, Improved Bull Rush, Improved Two-Weapon Fighting, Power Attack, Track, Two-Weapon Fighting, Weapon Finesse


Curse of Lycanthropy (Su):  Any humanoid or giant hit by a natural lycanthrope’s bite attack in animal or hybrid form must succeed on a DC 15 Fortitude save or contract lycanthropy.  If the victim’s size is not within one size category of the lycanthrope (for example, a hill giant bitten by a wererat), the victim cannot contract lycanthropy from that lycanthrope.  Afflicted lycanthropes cannot pass on the curse of lycanthropy.


Possessions:  +1 trident, +1 short sword, ring of protection +1, periapt of health +2, 4 potions of mage armor, potion of barkskin, potion of bull’s strength


Description:  This horrifying creature appears to be an amalgam of orc and shark, with a smooth, rubbery hide and vicious toothed maw. It still clutches it weapons in webbed hands.

Morund the Maw (shark form):  Orc were-shark Ranger 6; medium humanoid (orc, shapechanger); CR 9; HD 9d8+36; hp 80; Init +4; Spd swim 60’; AC 24, touch 15, flat-footed 20, (+4 Dex, +4 mage armor, +1 deflection, +5 natural); BAB/Grp +8/+14; Atk +14 melee (1d6+6+disease/x2, bite); Full Atk +14 melee (1d6+6+disease/x2, bite); Space/Reach 5’/5’; SA curse of lycanthropy, favored enemy (human +4, elf +2); SQ alternate form, blindsense, darkvision 60’, DR 10/silver, keen scent, low-light vision, lycanthropic empathy, scent, wild empathy; AL CE; SV Fort +12, Ref +12, Will +3; Str 22, Dex 18, Con 18, Int 10, Wis 10, Cha 6.


Skills and Feats: Knowledge:  Geography +9, Knowledge:  Nature +9, Listen +9, Profession:  Navigator +9, Profession:  Sailor +7, Spot +7, Survival +9, Swim +19; Alertness, Cleave, Dodge, Endurance, Improved Bull Rush, Improved Two-weapon fighting, Power Attack, Track, Two-Weapon Fighting, Weapon Finesse


Possessions:  ring of protection +1, periapt of health +2


Curse of Lycanthropy (Su):  Any humanoid or giant hit by a natural lycanthrope’s bite attack in animal or hybrid form must succeed on a DC 15 Fortitude save or contract lycanthropy.  If the victim’s size is not within one size category of the lycanthrope (for example, a hill giant bitten by a wererat), the victim cannot contract lycanthropy from that lycanthrope.  Afflicted lycanthropes cannot pass on the curse of lycanthropy.

Zebkuo:  female kobold Rogue 3/Warlock 3; small humanoid (reptilian); CR 6; HD 6d6+6; hp 32; Init +3; Spd 30’, climb 20’; AC 21, touch 14, flat-footed 18 (+3 Dex, +1 size, +6 +2 chain shirt, +1 natural); BAB/Grp +4/-2; Atk +3 melee (1d4-2/19-20, dagger) or +9 ranged touch (2d6/x2, eldritch blast); Full Atk +3 melee (1d4-2/19-20, dagger) or +9 ranged touch (2d6/x2, eldritch blast); Face/Reach 5’/5’; SA eldritch blast 2d6, sneak attack +2d6; SQ darkvision 60’, detect magic, DR 1/cold iron, evasion, invocation (devil’s sight, spiderwalk); AL LE; SV Fort +3, Ref +7, Will +5; Str 4, Dex 17, Con 12, Int 10, Wis 12, Cha 14.  Complete Arcane.


Skills and Feats:  Bluff +8, Climb +10, Hide +13, Jump +6, Move Silently +9, Spellcraft +5, Swim +4, Tumble +11, Use Magic Device +15; Point Blank Shot, Precise Shot, Weapon Focus:  Ranged Spell.


Detect Magic (Sp):  Beginning at 2nd level, a warlock can detect use detect magic as the spell at will.  His caster level equals his class level.


Eldritch Blast (Sp):  An eldritch blast is a ray with a range of 60’.  It is a ranged touch attack that affects a single target, allowing no saving throw.  An eldritch blast deals 1d6 points of damage at 1st level, and increases in power at the warlock rises in level.  An eldritch blast is the equivalent of a spell whose level is equal to one-half the warlock’s class level (round down), with a minimum spell level of 1st and a maximum of 9th when warlock reached 18th level or higher.


An eldritch blast is subject to spell resistance, although the Spell Penetration feat and other effects that improve caster level checks to overcome spell resistance also apply to eldritch blast.  An eldritch blast deals half damage to objects. 


Invocation:  Spiderwalk (Sp):  You are affected as if under a spider climb spell for 24 hours; further, you are unaffected by mundane and magical webs of any sort.


Invocation:  Devil’s Sight (Sp):  You gain the visual acuity of a devil for 24 hours.  You may see normally through darkness and magical darkness for 24 hours.


Possessions:  +2 chain shirt, scroll of improved invisibility, scroll of web, scroll of cat’s grace, scroll of darkness, scroll of see invisibility, wand of shield, dagger

Pomarj Marines:  male hobgoblin Fighter 2; medium humanoid (goblinoid)l CR 2; HD 2d10+6; hp 22; Spd 30’; AC 20, touch 12, flat-footed 18 (+2 Dex, +4 MW chain shirt, +4 tower shield); BAB/Grp +2/+4; Atk +3 melee (1d6+2/18-20, MW scimitar) or +5 melee (2d4+3/x3, MW guisarme) or +4 ranged (1d10/19-20, heavy crossbow); Full Atk +3 melee (1d6+2/18-20, MW scimitar) or +5 melee (2d4+3/x3, MW guisarme) or +4 ranged (1d10/19-20, heavy crossbow); Space/Reach 5’/5’; SQ darkvision 60’; AL LE; SV Fort +6, Ref +2, Will +1; Str 15, Dex 15, Con 16, Int 10, Wis 12, Cha 8.


Skills and Feats:  Profession:  Sailor +6, Swim +7; Power Attack, Improved Bull Rush, Improved Overrun.


Possessions:  MW chain shirt, MW scimitar, tower shield, MW guisarme, heavy crossbow, 20 bolts, potion of cure light wounds, potion of bull’s strength

optional encounter, act one

The Sea-Witch:  female sea-hag Sor7/Sea Witch 2 (Procan); CR 11; medium monstrous humanoid (aquatic); 3d8+9d4+39; hp 84; Init +2; Spd 30’, swim 40’; AC 21, touch 14, flat-footed 19 (+2 Dex, +2 deflection, +4 mage armor, +3 natural); BAB/Grp +7/+10; Atk +10 melee (1d4+3/x2, claw); Full Atk +10/+10 melee (1d4+3/x2, claw); Space/Reach 5’/5’; SA call maelstrom 1/day, curse of the sea-witch 1/day, evil eye, horrific appearance, spells; SQ amphibious, SR 14; AL CE; SV Fort +9, Ref +7, Will +12; Str 16, Dex 14, Con 16, Int 12, Wis 13, Cha 22. Stormwrack


Skills and Feats:  Bluff +12, Concentration +18, Knowledge:  Local (Azure Sea) +6, Knowledge:  Nature +5, Hide +5, Listen +9, Spot +7, Swim +12; Alertness, Practiced Spellcaster, Spell Focus:  Necromancy, Spell Focus:  Enchantment, Toughness.


Sorcerer Spells Known:  (caster level 12; 6/8/8/75, save DC 16+spell level, Enchantment/Necromancy DC 17); 0-dancing lights, detect magic, detect poison, light, mage hand, message, prestidigitation, read magic; 1-charm person*, chill touch*, magic missile, ray of enfeeblemen*t, shocking grasp; 2- blindness/deafness*, pressure sphere (SW), Tasha’s hideous laughter*, web; 3-favorable wind (SW), hold person*, summon monster III; 4-bestow curse*, siren’s call* (SW)


*Enchantment or Necromancy spell


Call Maelstrom (Su):  A sea-witch can call a terrible whirlpool called a maelstrom into being (see Appendix 2 for details).  It appears anywhere within 1 mile, and lasts for 1 hour per class level.  This whirlpool has no special exit; creatures ejected from the vortex must make their way back to the surface or away from the currents.


Curse of the Sea Witch (Sp):  This ability functions like bestow curse, except that the target can remove it automatically by spending an hour more than a mile from the nearest large body of water.


Evil Eye (Su):  Three times per day, a sea hag can cast its dire gaze upon any single creature within 30’.  The target must succeed on a DC 17 Will save or be dazed for three days, although remove curse or dispel evil can restore sanity sooner.  In addition, an affected creature must succeed on a DC 17 Fortitude save or die from fright. Creatures with immunity to fear are not affected by the sea hag’s evil eye.


Horrific Appearance (Su):  The sight of a sea hag is so revolting that anyone (other than another hag) who sets eyes upon one must succeed on a DC 17 Fortitude save or instantly be weakened, taking 2d6 points of Strength damage.  This damage cannot reduce a victim’s Strength score below 0, but anyone reduced to Strength 0 is helpless.  Creatures that are affected or that successfully save against it cannot be affected by the same hag’s horrific appearance for 24 hours.


Possessions:  ring of protection +2, ring of the ram, wand of scorching ray (prepared with Energy Substitution:  Electricity), Keoghtom’s Ointment, scroll of mage armor x2 (1 used already), scroll of shield x2


Physical Description:  This creature looks like an ancient female human.  Its flesh is a sickly greenish-yellow, covered with warts and oozing sores.  Its long, filthy hair resembles rotting seaweed.

appendix five – apl 10

encounter two





Sk’skig:  Sahaugin Cleric 9; CR 10, Medium monstrous humanoid (aquatic); HD 11d8+33, hp 91, Init +2, Spd 30’, swim 60’; AC 22, touch 12, flat-footed 18 (+2 Dex, +5 natural, +5 +2 studded leather); Base Atk +8, Grp +9, Atk +11 melee (1d8+1d6+2/x2, +1 shock trident)/+11 ranged (1d10/19-20, MW hvy crossbow); Full Atk +11/+6 melee (1d8+1d6+2/x2, +1 shock trident) and +7 melee (1d4/x2, bite); or +9/+9 (1d4+1/x2, talon) and +7 (1d4/x2, bite); Space/Reach 5’/5’; SA Blood Frenzy, rake 1d4, spells; SQ Blindsense 30’, darkvision 60’, freshwater sensitivity, light blindness, speak with sharks, water dependent; AL Lawful Evil; SV Fort +10,  Ref +8, Will +12; Str 12, Dex 14, Con 16, Int 14, Wis 18, Ch 


Skills and Feats:  Concentration +17, Handle Animal +5*, Hide +10*, Knowledge:  Religion +17, Listen +9*, Profession (hunter) +4*, Ride +4, Spot +9*, Survival +4*; Combat Casting, Fell Drain (from Libris Mortis) Great Fortitude, Improved Turning, Multiattack, Weapon Focus:  Trident


Blindsense (Ex):  A sahaugin can locate creatures underwater within a 30’ radius.  This ability only works when the sahaugin is underwater.


Blood Frenzy:  Once per day a sahaugin that takes damage in combat can fly into a frenzy in the following round, clawing and biting madly until either it or its opponent is dead.  It gains +2 Constitution and +2 Strength, and takes a -2 penalty to Armor Class.  A sahaugin cannot end its frenzy voluntarily.


Rake (Ex):  Attack bonus +3 melee, damage 1d4.  A sahaugin also gains two rake attacks when it attacks while swimming.


Freshwater Sensitivity (Ex):  A sahaugin fully immersed in fresh water must succeed on a DC 15 Fortitude save or become fatigued.  Even on a success, it must repeat the save attempt every 10 minutes it remains immersed.


 Light Blindness (Ex):  Abrupt exposure to bright light (such as sunlight or a daylight spell) blinds sahaugin for one round.  On subsequent rounds, they are dazzled while operating in bright light.


Speak with Sharks (Ex):  Sahaugin can communicate telepathically with sharks up to 150 feet away.  The communication is limited to fairly simple concepts such as “food,” “danger,” and “enemy.”  Sahaugin can use the Handle Animal skill to befriend and train sharks.


Water Dependent (Ex):  Sahaugin can survive out of the water for 1 hour per 2 points of Constitution (after that, refer to the drowning rules on page 304 of the DMG).


Skills:  A sahaugin has a +8 racial bonus on any Swim checks to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


*Underwater, a sahaugin has a +4 racial bonus on Hide, Listen, and Spot checks


*A sahaugin has a +4 racial bonus on Survival and Profession (hunter) checks within 50 miles of its home.


*A sahaugin has a +4 racial bonus on Handle Animal checks when working with sharks.


Cleric Spells Prepared (6/5+1/4+1/3+1/2+1, save DC 14+ spell level) Domains:  Evil (cast spells with Evil descriptor at +1 caster level), War  0 – Cure Minor Wounds x2, Detect Magic, Resistance, Guidance x2; 1st – Bane, Cause Fear, Cure Light Wounds x2, Doom, Protection from Good*; 2nd – Desecrate, Hold Person x2, Spiritual Weapon, Spiritual Weapon*, Summon Monster II; 3rd – Blindness/Deafness, Dispel Magic, Magic Circle Against Good*, Protection from Energy, Summon Monster III; 4th – Control Water, Fell Drain Soundburst, Summon Monster IV, Unholy Blight; 5th – Flame Strike*, Summon Monster V


*domain spell                                                  


Possessions:  +2 sharktooth studded leather armor (treat as armor spikes), +1 shock trident, MW heavy aquatic crossbow, 12 bolts, healer’s kit, potion of cure light wounds, potion of lesser restoration

Description:  Sk’skig is slender for a sahaugin, but the fanatic gleam in his yellow eyes reflects a spiritual strength beyond that of mere flesh.  He is equipped with well-made, functional weapons, and his armor is a work of art, its dozens of shark teeth forming whorls and patterns that only enhance its offensive and defensive properties.  Sk’skig was among the few priests to survive the recent assault on his tribe by the surface-worlders, and unleashes his full fury on any who participated in that fateful raid.

Tactics:  Sk’skig prefers to rely on his allies and spells before resorting to melee.  If all his allies have been defeated and the party still seems strong, he will flee rather than throw his life away.  If any of the PCs have the Enmity of the White Trident Tribe, Sk’skig focuses all his attacks on that character, and fights to the death.  He prefers to use inflict spells against well-armored foes and to gang up with his ghoul allies and weaker combatants.                                                                                                           Round 1:  Bolster undead allies                           Round 2:  cast Control Water to raise the water level by 9 feet between the shipwreck and shore Round 3:  Cast Summon Monster V to conjure a fiendish Huge shark                                              Round 4:  Cast Magic Circle Against Good, or Protection from Energy if a PC has used an energy-based spell                                               Round 5:  Cast Fell Draining Soundburst on as large a group as possible                                      Round 6:  Cast Unholy Blight on as large a group of foes as possible, preferable the victims of his prior spell                                                  Round 7:  Move out of hiding, cast Blindness on a rogue or arcanist                                                Round 8+:  Enter into melee  

Twice-Evolved Advanced Lacedon Ghasts (4):  CR 7; Medium undead; HD 8d12+3, hp 56, 58, 58,  59; Init +5; Spd 30’, swim 30’; AC 23, touch 15, flat-footed 18 (+5 Dex, +6 natural, +2 leather); Base Atk +4, Grp +12; Atk Bite +12 melee (1d8+8/x2 plus paralysis, bite); Full Atk +12 melee (1d8+8/x2 plus paralysis, bite) and +7/+7 melee (1d4+4/x2 plus paralysis, claws); SA Ghoul Fever, Paralysis, Spell-like abilities, Stench; SQ Darkvision 60’, fast healing 6, undead traits, +2 turn resistance; AL Chaotic Evil; SV Fort +2, Ref +7, Will +9; Str 26, Dex 20, Con - , Int 13, Wis 16, Cha 22


Skills and Feats:  Climb +14, Hide +16, Jump +13, Listen +14, Move Silently +16, Spot +14; Ability Focus:  Paralysis, Multiattack, 


Fast Healing (Ex):  An evolved undead heals 6 points of damage each round so long as it has at least 1 hit point.


Ghoul Fever (Su):  Disease—bite.  Fortitude DC 18, incubation period 1 day, damage 1d3 Con and 1d3 Dex.


Paralysis (Ex):  Those hit by a ghast’s bite or claw attack must succeed on a DC 20 Fortitude save or be paralyzed for 1d4+1 rounds.  Even elves can be affected by this paralysis.


Spell-like Abilities:  1/day:  confusion, greater invisibility Caster Level 8, Save DC 20


Stench (Ex):  The stink of death and corruption surrounding these creatures is overwhelming.  Living creatures within 10 feet must succeed on a DC 18 Fortitude save or be sickened for 1d6+4 minutes.  A creature that successfully saves cannot be affected again by the same ghast’s stench for 24 hours.  A delay poison or neutralize poison spell removes the effect from a sickened creature.  Creatures with immunity to poison are unaffected, and creatures resistant to poison receive their normal bonus on their saving throws.


Possessions:  leather armor


Description:  These undead sahaugin were once priests and temple guards, slain by adventurers from the Principality of Ulek at the height of a sacred ceremony.  Created in the wash of negative energy released by the death of their god-child, these ghasts are more powerful than most of their kind.  The hunger for vengeance has chained their angry spirits to their rotting corpses, so the ghasts hunt the flesh of the blasphemers who slew them.


Tactics:  The ghasts use their greater invisibility ability and attempt to slip stealthily up to any land-dwellers who enter the water; with the bad weather and churned up water, they should have a good chance at success.   They surface when they make their first attack in order to bring their Stench ability to bear, then remain below the surface to enjoy the +8 cover bonus to AC and Reflex saves against creatures not likewise submerged.  The undead stagger their uses of their confusion power to keep enemy warriors confused as long as possible. The ghasts focus their attacks on the most dangerous-seeming enemies in the water, taking advantage of flanks when possible.  They will try to grapple small characters and hold them beneath the surface to drown.  Note that paralyzed characters cannot make Swim checks and may sink and begin drowning.

encounter four

Averk:  Goblin Evoker 10; CR 10; HD 10d4+15; hp 54, Init +3, Spd 30’; AC 18, touch 14, flat-footed 15 (+3 Dex, +4 mage armor, +1 Size); Base Atk +5, Grp +0, Atk +5 melee (1d4-1/x2, Quarterstaff) or +9 ranged (1d6/19-20, light crossbow); Full Atk +5 melee (1d4-1/x2, Quarterstaff) or +9 ranged (1d6/19-20, light crossbow); Space/Reach 5’/5’; SA Spells; SQ Spells, Darkvision 60’; AL Lawful Evil; SV Fort +5, Ref +7, Will +8; Str 8, Dex 16, Con 13, Int 19, Wis 10, Cha 10


Skills and Feats:  Concentration +14, Hide +9, Move Silently +9, Profession:  Navigator +13, Spellcraft +17, Swim +1; Combat Casting, Craft Wand, Empower Spell, Greater Spell Focus:  Evocation, Improved Toughness (CW), Scribe Scroll, Spell Focus:  Evocation


Wizard Spells Prepared (4+1/5+1/5+1/4+1/ 4+1/2+1, Save DC 14+spell level; Evocations 16+spell level): 0-Detect Magic, Flare* ,Mage Hand, Ray of Frost*; 1st-Burning Hands*,Cause Fear, Mage Armor, Magic Missile* x2, Ray of Enfeeblement; 2nd-Earthen Grasp (CA), Flaming Sphere*, Mirror Image, Pyrotechnics, Scorching Ray* x2; 3- fireball* x3, haste, lightning bolt*; 4-fire shield*, shout* x2, wall of fire*x2; 5-Bigby’s Interposing Hand*, cone of cold*, empowered fireball*

        *=Evocation spell




                                 


Spellbook:  0-all cantrips except Resistance and Daze 1st-Burning Hands, Cause Fear, Expeditious Retreat, Identify, Mage Armor, Magic Missile, Ray of Enfeeblement, Tenser’s Floating Disk 2nd-Earthen Grasp (CA), Flaming Sphere, Pyrotechnics, Scorching Ray, Mirror Image 3rd-displacement, fireball, haste, lightning bolt; 4-fire shield, mass reduce person, shout, wall of fire; 5-Bigby’s Interposing Hand, Cone of Cold, Overland Flight,



Possessions:  Spellbook, spell component pouch, quarterstaff, light crossbow, 10 bolts, toad familiar, potion of cure light wounds, potion of reduce person x2, scroll of mirror image (caster level 4), wand of scorching ray (caster level 3), headband of intellect +2, pearl of power II, cloak of resistance +1



  Description:   Averk is a wizened, grayed goblin who scuttles rather than walks.  He is much younger than he looks, and is surprisingly spry as he scuttles about the battlefield.  He has taken great care to cultivate a friendship with Bragg, and is quick to scuttle to his giant ally for protection.  His favored tactics are to reduce himself and hide behind Bragg’s treelike legs while peppering enemies with spells.  If facing a rival spellcaster, he will ready and attempt to counterspell (either by countering the magic, or blasting with magic missiles) until the enemy is obviously out of their most powerful spells.

Bragg:  Ogre Barbarian 7; CR 10; HD 4d8+7d12+44; hp 115; Init +0, Spd 40’; AC 21, touch 9, flat-footed 21 (+5 natural, +7 +2 breastplate, -1 size); Base Atk +10, Grp +22, Atk +18 melee (2d8+13/x2, +1 greatclub) or +18 ranged (1d8+9/x2, +1 returning javelin), Full Atk +18/+13 melee (2d8+13/x2, +1 greatclub) or +18 ranged (1d8+9/x2, +1 returning javelin) and +12 ranged (1d8+8/x2, javelin); Space/Reach 10’/10’; SA Rage 2/day; SQ Darkvision 60’, DR 1/-, improved uncanny dodge, trap sense +2; AL Chaotic Evil; SV Fort +13, Ref +3, Will +3; Str 27, Dex 11, Con 18, Int 8, Wis 10, Cha 4


Skills and Feats:  Listen +10, Spot +9, Swim +11; Brutal Throw (see New Rules, Appendix 3), Power Attack, Power Throw (see New Rules, Appendix 3), Quickdraw



Possessions:  +2 breastplate, +1 greatclub, +1 returning javelin, 12 javelins, potion of barkskin, potion of cure moderate wounds 



Description:  Bragg is remarkably clean and well-kempt for an ogre; his clothes are clean, his hair is trimmed, and his finger spends more time out of his nose than in it.  He initially signed up for the Pomaj navy for the food, but has since come to enjoy the camaraderie.  Bragg does his best to cooperate with his allies, but his tactics boil down to “hit things real hard” for the most part, although he is quite proud of his throwing ability and prefers to throw a javelin rather than charge away from his friends.  He is fiercely loyal to his goblin buddies, and flies into a rage if one of them gets hurt.

Glind:  Goblin Rogue 6/Fighter 2; CR 8; HD 6d6+2d10+16; hp 54; Init +3, Spd 30’; AC 23, touch 15, flat-footed 20 (+3 Dex, +5 +1 chain shirt, +3 +1 ;large wooden shield, +1 deflection, +1 size); Base Atk +6, Grp +2, Atk +11 melee (1d4+1/18-20, +1 rapier) or +10 ranged (1d4/x2, javelin); Full Atk +11/+6 (1d4+1/18-20, +1 rapier) or +10 ranged (1d4/x2, javelin); Space/Reach 5’/5’; SA Sneak Attack +3d6; SQ darkvision 60’, Evasion, trap finding, trap sense +2, uncanny dodge; AL Neutral Evil; SV Fort +7, Ref +8, Will +1; Str 10, Dex 16, Con 14, Int 10, Wis 8, Cha 12


Skills and Feats:  Bluff +15, Climb +4, Jump +8, Hide +4, Listen +3, Move Silently +4, Open Lock +10, Profession:  Sailor +2, Search +7, Spot +4, Swim +2, Tumble +16; Combat Expertise, Dodge, Improved Feint, Skill Focus:  Bluff, Weapon Finesse


Possessions:  +1 chain shirt, +1 heavy wood shield, ring of protection +1,, +1 rapier, 2 daggers, 3 javelins, thieves’ tools, potion of cat’s grace, potion of cure light wounds, elixir of sneaking

Description:  Glind is a typical specimen of his kind:  vicious, cowardly, greedy, and mean.  He prefers to stay near the reassuring bulks of Bragg and Kranok, using his Improved Feint ability rather than exposing himself to gain a flank.  He is quick to run out and stab a downed enemy, if the chance presents itself.

Kranok:  Half-orc Fighter 8; CR 8; HD 8d10+16; hp 68; Init +1, Spd 20’; AC 21, touch 12, flat-footed 20 (+1 Dex, +10 +2 full plate, +1 deflection); Base Atk +8, Grp +11, Atk +14 melee (1d10+7/19-20, +1 heavy flail) or +11 melee (1d12+4/x3, greataxe) or +9 ranged (1d10/19-20, heavy crossbow), Full Atk +14/+9 melee (1d10+6/19-20, +1 heavy flail) or +11/+6 melee (1d12+4/x3, greataxe) or +9 ranged (1d10/19-20, heavy crossbow); Space/Reach 5’/5’; SQ Darkvision 60’; AL Lawful Evil; SV Fort +6, Ref +2, Will +1; Str 17, Dex 12, Con 14, Int 13, Wis 10, Cha 6


Skills and Feats:  Climb +9, Jump +9, Swim +6; Cleave, Combat Expertise, Greater Weapon Focus:  Heavy Flail, Improved Disarm, Improved Trip, Power Attack, Weapon Focus:  Heavy Flail, Weapon Specialization:  Heavy Flail


Possessions:  +2 full plate, ring of protection +1, +1 heavy flail, greataxe, dagger, heavy crossbow, 20 bolts, potion of bull’s strength, potion of cure light wounds

Description:  Kranok is one of the new breed of Pomarj marines:  disciplined, skilled, and dedicated.  He is a burly, dark-skinned half-orc with well-maintained equipment and a professional manner.  Kranok coordinates his attacks with his allies and focuses on bringing the most powerful opponents down.  His favored tactic is to stay close to Bragg and Glind, tripping his opponents and using his free attack to disarm them, then hitting them again when they try to stand or rearm themselves. 

encounter six





Morund the Maw (orc form):  Orc were-shark Ranger 8; medium humanoid (orc, shapechanger); CR 11; HD 11d8+27; hp 87; Init +2; Spd 30’; AC 20, touch 14, flat-footed 18, (+2 Dex, +4 mage armor, +2 deflection, +2 natural); BAB/Grp +10/+15; Atk +16 melee (1d8+1d6 electric+6/x2, +1 shock trident) or +15 ranged (1d8+1d6+6/x2, +1 shock trident); Full Atk +14/+9 melee (1d8+1d6 electric+6/x2, +1 shock trident) and +14/+9 melee (1d6+3/19-20, +1 shortsword) or +13 ranged (1d8+1d6 electric+6/x2, +1 trident); Space/Reach 5’/5’; SA favored enemy (human +4, elf +2); SQ alternate form, blindsense, darkvision 60’, keen scent, low-light vision, lycanthropic empathy, scent, swift tracker, wild empathy, woodland stride; AL CE; SV Fort +12, Ref +11, Will +3; Str 20, Dex 14, Con 16, Int 10, Wis 10, Cha 6.


Skills and Feats: Knowledge:  Geography +11, Knowledge:  Nature +11, Listen +11, Profession:  Navigator +9, Profession:  Sailor +7, Spot +11, Survival +11, Swim +10; Alertness, Cleave, Dodge, Endurance, Improved Bull Rush, Improved Two-weapon Fighting, Power Attack, Track, Two-Weapon Fighting, Weapon Finesse


Possessions:  +1 shock trident, +1 short sword, ring of protection +2, periapt of health +2, 4 potions of mage armor, potion of barkskin, potion of bull’s strength


Description:  This bald orc is possessed of a truly grotesquely oversized mouth.  Instead of the usual large tusks most orcs sport, his jaw is filled with rows of sharp, triangular teeth.  His dead black eyes belie the twisted grimace of rage on his face.

Morund the Maw (hybrid form):  Orc were-shark Ranger 8; medium humanoid (orc, shapechanger); CR 11; HD 11d8+44; hp 98; Init +4; Spd 30’, swim 60’; AC 25, touch 16, flat-footed 21, (+4 Dex, +4 mage armor, +2 deflection, +5 natural); BAB/Grp +10/+16; Atk +17 melee (1d8+1d6 electric+7/x2, +1 shock trident) or +16 melee (1d4+6/x2, claw) or +15 ranged (1d8+1d6 electric+7/x2, +1 shock trident); Full Atk +15/+10 melee (1d8+1d6 electric+7/x2, +1 shock trident) and +15/+10 melee (1d6+4/19-20, +1 shortsword) and +9 melee (1d6+3+disease/x2, bite) or +16/+16 melee (1d6+6/x2, claw) and +11 melee (1d6+3+disease/x2, bite) or +15 ranged (1d8+1d6 electric+7/x2, +1 trident); Space/Reach 5’/5’; SA curse of lycanthropy, favored enemy (human +4, elf +2); SQ alternate form, blindsense, darkvision 60’, DR 10/silver, keen scent, low-light vision, lycanthropic empathy, scent, swift tracker, wild empathy, woodland stride; AL CE; SV Fort +13, Ref +13, Will +3; Str 22, Dex 18, Con 18, Int 10, Wis 10, Cha 6.


Skills and Feats: Knowledge:  Geography +11, Knowledge:  Nature +11, Listen +11, Profession:  Navigator +9, Profession:  Sailor +7, Spot +11, Survival +11, Swim +19; Alertness, Cleave, Dodge, Endurance, Improved Bull Rush, Improved Two-Weapon Fighting, Power Attack, Track, Two-Weapon Fighting, Weapon Finesse


Curse of Lycanthropy (Su):  Any humanoid or giant hit by a natural lycanthrope’s bite attack in animal or hybrid form must succeed on a DC 15 Fortitude save or contract lycanthropy.  If the victim’s size is not within one size category of the lycanthrope (for example, a hill giant bitten by a wererat), the victim cannot contract lycanthropy from that lycanthrope.  Afflicted lycanthropes cannot pass on the curse of lycanthropy.


Possessions:  +1 shock trident, +1 short sword, ring of protection +2, periapt of health +2, 4 potions of mage armor, potion of barkskin, potion of bull’s strength


Description:  This horrifying creature appears to be an amalgam of orc and shark, with a smooth, rubbery hide and vicious toothed maw. It still clutches it weapons in webbed hands.

Morund the Maw (shark form):  Orc were-shark Ranger 8; medium humanoid (orc, shapechanger); CR 11; HD 11d8+44; hp 98; Init +4; Spd swim 60’; AC 25, touch 16, flat-footed 21, (+4 Dex, +4 mage armor, +2 deflection, +5 natural); BAB/Grp +10/+16; Atk +16 melee (1d6+6+disease/x2, bite); Full Atk +16 melee (1d6+6+disease/x2, bite); Space/Reach 5’/5’; SA curse of lycanthropy, favored enemy (human +4, elf +2); SQ alternate form, blindsense, darkvision 60’, DR 10/silver, keen scent, low-light vision, lycanthropic empathy, scent, swift tracker, wild empathy, woodland stride; AL CE; SV Fort +13, Ref +13, Will +3; Str 22, Dex 18, Con 18, Int 10, Wis 10, Cha 6.


Skills and Feats: Knowledge:  Geography +11, Knowledge:  Nature +11, Listen +11, Profession:  Navigator +9, Profession:  Sailor +7, Spot +11, Survival +11, Swim +19; Alertness, Cleave, Dodge, Endurance, Improved Bull Rush, Improved Two-weapon fighting, Power Attack, Track, Two-Weapon Fighting, Weapon Finesse


Possessions:  ring of protection +2, periapt of health +2


Curse of Lycanthropy (Su):  Any humanoid or giant hit by a natural lycanthrope’s bite attack in animal or hybrid form must succeed on a DC 15 Fortitude save or contract lycanthropy.  If the victim’s size is not within one size category of the lycanthrope (for example, a hill giant bitten by a wererat), the victim cannot contract lycanthropy from that lycanthrope.  Afflicted lycanthropes cannot pass on the curse of lycanthropy.

Zebkuo:  female kobold Rogue 5/Warlock 3; small humanoid (reptilian); CR 8; HD 8d6+8; hp 42; Init +4; Spd 30’, climb 20’; AC 23, touch 16, flat-footed 18 (+5 Dex, +1 size, +6 +2 chain shirt, +1 natural); BAB/Grp +5/-1; Atk +4 melee (1d4-2/19-20, dagger) or +12 ranged touch (2d6/x2, eldritch blast); Full Atk +4 melee (1d4-2/19-20, dagger) or +12 ranged touch (2d6/x2, eldritch blast); Face/Reach 5’/5’; SA eldritch blast 2d6, sneak attack +3d6; SQ darkvision 60’, detect magic, DR 1/cold iron, evasion, invocation (devil’s sight, spiderwalk), uncanny dodge; AL LE; SV Fort +3, Ref +10, Will +5; Str 4, Dex 20, Con 12, Int 10, Wis 12, Cha 14.  Complete Arcane.


Skills and Feats:  Bluff +10, Climb +12, Hide +17, Jump +8, Move Silently +13, Spellcraft +5, Swim +6, Tumble +15, Use Magic Device +17; Point Blank Shot, Precise Shot, Weapon Focus:  Ranged Spell.


Detect Magic (Sp):  Beginning at 2nd level, a warlock can detect use detect magic as the spell at will.  His caster level equals his class level.


Eldritch Blast (Sp):  An eldritch blast is a ray with a range of 60’.  It is a ranged touch attack that affects a single target, allowing no saving throw.  An eldritch blast deals 1d6 points of damage at 1st level, and increases in power at the warlock rises in level.  An eldritch blast is the equivalent of a spell whose level is equal to one-half the warlock’s class level (round down), with a minimum spell level of 1st and a maximum of 9th when warlock reached 18th level or higher.


An eldritch blast is subject to spell resistance, although the Spell Penetration feat and other effects that improve caster level checks to overcome spell resistance also apply to eldritch blast.  An eldritch blast deals half damage to objects. 


Invocation:  Spiderwalk (Sp):  You are affected as if under a spider climb spell for 24 hours; further, you are unaffected by mundane and magical webs of any sort.


Invocation:  Devil’s Sight (Sp):  You gain the visual acuity of a devil for 24 hours.  You may see normally through darkness and magical darkness for 24 hours.


Possessions:  +2 chain shirt, gloves of dexterity +2, scroll of improved invisibility, scroll of web, scroll of cat’s grace, scroll of darkness, scroll of see invisibility, wand of shield, dagger

Pomarj Marines:  male hobgoblin Fighter 4; medium humanoid (goblinoid)l CR 4; HD 4d10+12; hp 40; Spd 30’; AC 21, touch 12, flat-footed 19 (+2 Dex, +5 +1 chain shirt, +4 tower shield); BAB/Grp +4/+7; Atk +6 melee (1d6+3/18-20, MW scimitar) or +8 melee (2d4+4/x3, MW guisarme) or +6 ranged (1d10/19-20, heavy crossbow); Full Atk +6 melee (1d6+3/18-20, MW scimitar) or +8 melee (2d4+4/x3, MW guisarme) or +6 ranged (1d10/19-20, heavy crossbow); Space/Reach 5’/5’; SQ darkvision 60’; AL LE; SV Fort +7, Ref +3, Will +2; Str 16, Dex 15, Con 16, Int 10, Wis 12, Cha 8.


Skills and Feats:  Profession:  Sailor +8, Swim +10; Dodge, Mobility, Power Attack, Improved Bull Rush, Improved Overrun.


Possessions:  +1 chain shirt, MW scimitar, tower shield, MW guisarme, heavy crossbow, 20 bolts, potion of cure light wounds, potion of bull’s strength

optional encounter, act one

The Sea-Witch:  female sea-hag Sor7/Sea Witch 4 (Procan); CR 13; medium monstrous humanoid (aquatic); 3d8+11d4+45; hp 96; Init +2; Spd 30’, swim 40’; AC 21, touch 14, flat-footed 19 (+2 Dex, +2 deflection, +4 mage armor, +3 natural); BAB/Grp +8/+11; Atk +11 melee (1d4+3/x2, claw); Full Atk +11/+11 melee (1d4+3/x2, claw); Space/Reach 5’/5’; SA briny deep summoning 1/day, call maelstrom 1/day, curse of the sea-witch 2/day, evil eye, horrific appearance, spells; SQ amphibious, SR 14; AL CE; SV Fort +10, Ref +8, Will +13; Str 16, Dex 14, Con 16, Int 12, Wis 13, Cha 22. Stormwrack


Skills and Feats:  Bluff +12, Concentration +18, Knowledge:  Local (Azure Sea) +6, Knowledge:  Nature +5, Hide +5, Listen +9, Spot +7, Swim +12; Alertness, Practiced Spellcaster (CD), Spell Focus:  Necromancy, Spell Focus:  Enchantment, Toughness.


Sorcerer Spells Known:  (caster level 14; 6/8/8/76/4, save DC 16+spell level, Enchantment/Necromancy DC 17); 0-dancing lights, detect magic, detect poison, light, mage hand, message, prestidigitation, read magic, resistance; 1-charm person*, chill touch*, magic missile, ray of enfeeblement*, shocking grasp; 2- blindness/deafness*, pressure sphere (SW), Tasha’s hideous laughter*, web; 3-favorable wind (SW), hold person*, summon monster III; 4-bestow curse*, siren’s call* (SW); 5-thalassemia* (SW)


*Enchantment or Necromancy Spell


Briny Deep Summoning (Sp):  The sea-witch may summon a dire shark, echinoloth, or elder tojanida, as if casting a summon monster spell of the highest level she can cast.


Call Maelstrom (Su):  A sea-witch can call a terrible whirlpool called a maelstrom into being (see Appendix 2 for details).  It appears anywhere within 1 mile, and lasts for 1 hour per class level.  This whirlpool has no special exit; creatures ejected from the vortex must make their way back to the surface or away from the currents.


Curse of the Sea Witch (Sp):  This ability functions like bestow curse, except that the target can remove it automatically by spending an hour more than a mile from the nearest large body of water.


Evil Eye (Su):  Three times per day, a sea hag can cast its dire gaze upon any single creature within 30’.  The target must succeed on a DC 17 Will save or be dazed for three days, although remove curse or dispel evil can restore sanity sooner.  In addition, an affected creature must succeed on a DC 17 Fortitude save or die from fright. Creatures with immunity to fear are not affected by the sea hag’s evil eye.


Horrific Appearance (Su):  The sight of a sea hag is so revolting that anyone (other than another hag) who sets eyes upon one must succeed on a DC 17 Fortitude save or instantly be weakened, taking 2d6 points of Strength damage.  This damage cannot reduce a victim’s Strength score below 0, but anyone reduced to Strength 0 is helpless.  Creatures that are affected or that successfully save against it cannot be affected by the same hag’s horrific appearance for 24 hours.


Possessions:  ring of protection +2, ring of the ram, horn of the tritons, wand of scorching ray (prepared with Energy Substitution:  Electricity), Keoghtom’s Ointment, scroll of mage armor x2 (1 used already), scroll of shield x2

Physical Description:  This creature looks like an ancient female human.  Its flesh is a sickly greenish-yellow, covered with warts and oozing sores.  Its long, filthy hair resembles rotting seaweed.

Appendix six: New rules items

NEW FEATS

Brutal Throw (Complete Adventurer)

You can add your Strength modifier (instead of your Dexterity modifier) to attack rolls with thrown weapons.

Metamagic: Fell Drain (Libris Mortis)
You can alter a spell that deals damage to foes so that any living creature that is dealt damage also gains a negative level.  If the subject has at least as many negative levels as Hit Dice, it dies.  Assuming the subject survives, the negative level disappears (without requiring a Fortitude save) after a number of hours equal to your caster level (maximum 15).  A fell draining spell uses up a spell slot two levels higher than the spell’s actual level.

Improved Favored Enemy (Complete Warrior)

You deal an extra 3 points of damage to your favored enemies.  This benefit stacks with any existing favored enemy bonus gained from another class.

Power Throw (Complete Adventurer)

On your turn, before making any attack rolls, you can choose to subtract a number from all thrown weapon attack rolls and add the same number to all thrown weapon damage rolls.  This number may not exceed your base attack bonus.  The penalty on attack rolls and the bonus on damage rolls applies until your next turn.

Practiced Spellcaster (Complete Divine) 

Add 4 to your effective caster level.  Your total effective caster level may not exceed your character level.
new spells

Earthen Grasp (Complete Arcane) - Transmutation (Earth); Sor/Wiz2

You bring forth from the ground an arm made of dense, compacted earth or soil that can grapple your foes.  You can cause the arm to rise out of only earth, mud, grass, or sand, and the spell fails if you attempt to cast it in an area with the wrong materials (including stone.)

Treat the arm as a Medium creature, with a base attack bonus equal to your caster level and a Strength score of 14+2/3 caster levels (16 at 3rd, 18 at 6th, and so on.)  The arm doesn’t move from the square it appears in, but can make one grapple attempt per round against any creature in its square on any adjacent square, provoking attacks of opportunity as normal.  If the caster is unable to choose a target, the arm attacks a random creature within reach (possibly including the caster’s allies).  Each round that it successfully pins a target, the hand deals 1d6 points of lethal damage (plus its Strength modifier).

The earthen arm has AC 15, hardness 4, and 3 hit points per caster level.  If reduced to 0 or fewer hit points, it crumbles to dust.
Favorable Wind (Stormwrack)  Evocation (Air); Drd3, Sor/Wiz3 

This spell creates a Strong wind in a 60’ cone emanating from you, with a duration of 10 minutes/level.  Tiny or smaller creatures are knocked prone, or if flying are blown away 1d6x10 feet.  Small creatures are checked, and cannot make headway against the wind.  Small airborne creatures are blown back 1d6x5 feet.  Medium or larger creatures are unaffected by the wind.

Pressure Sphere (Stormwrack)  Evocation (Water);  Drd2, Sor/Wiz2

This spell causes water to suddenly compress to mimic the pressure of the deepest ocean.  All creatures within a 20’ radius spread within Medium range take 4d6 points of damage (Fort save half).  This spell has no effect on creatures that are within the radius but not in at least 5’ of water.  It must be centered at or below the surface of the water.

Siren’s Call (Stormwrack) Enchantment (Compulsion, Mind-Affecting); Bard3, Sor/Wiz4

Up to 1 creature/2 levels that are within 30’ of each other, and within close range, are filled with the undeniable desire to completely submerge themselves in the water.  They move by the safest means possible to the closest body of water large enough to hold them.  Once in the water, victims start swimming toward the deepest part of it they can reach, immersing themselves completely and refusing to come up for air, although they hold their breath as long as they are able.  A Will save negates this effect, which lasts for 1 round/level.

Thalassemia (Stormwrack) Necromancy; Drd4, Sor/Wiz 5.

This spells transforms the blood in a touched creature in to seawater, dealing 1d6 damage/level (max 15d6).  Only living creatures with a circulatory system and blood can be affected, and it does not affect creatures immune to critical hits. A Fortitude save reduces the damage by half.  Creatures with the Fire subtype take 1d8 points of damage/level instead.

new items

Sharktooth studded leather (Stormwrack)

Crafted by expert sahaugin leatherworkers, this armor is formed from the hide of a monstrous shark.  Its sleek gray surface is covered with dozens of shark teeth, arranged in abstract spiraling whorls as much artistic as functional.  In addition to bolstering the defensive properties of the armor, these teeth allow the wearer to make particularly vicious slashing attacks with his forearms, acting like armor spikes.  Finally, since sharktooth studded leather incorporates no metal parts, druids may wear it without violating their spiritual oaths.                                                                                                                                                  Masterwork:  225 gp










  +1:  1,225 gp











  +2:  4,225 gp

Harpoon (Frostburn)
Exotic ranged weapon; cost 15 gp; Dmg (S) 1d8, (M) 1d10, Critical 20/x2, Range Increment 30’, Weight 10 lb, Piercing

If a harpoon deals damage, it lodges in an opponent who fails a Reflex save (DC 10+damage dealt).  A harpooned creature moves at only half speed and cannot charge or run.  If you control the trailing rope by succeeding on an opposed Strength check while holding it, the harpooned creature can move only within the limits the rope allows (the trailing rope is 30’ long).  If the harpooned creature attempts to cast a spell, it must succeed at a DC 15 Concentration check or loose the spell.  

The harpooned creature can pull the harpoon from its wound if it has two free hands and takes a full-round action to do so, but it deals damage to itself equal to the initial damage the harpoon dealt.  A character who succeeds on a DC 15 Heal check can remove a harpoon without further damage.

new template

Evolved Undead (Libris Mortis)
An evolved undead is an undead whose body is flushed with more negative energy than normal.  “Evolved undead” is an acquired template that can be added to any undead with an Intelligence score (referred to hereafter as the base creature).  An evolved undead uses all the base creature’s statistics and special abilities except as noted here.  This template does not alter the creature’s type.                               

Note:  Unlike most templates, an evolved undead can potentially acquire this template more than once, evolving more with each application.









Armor Class:  The base creature’s natural armor bonus improves by 1.  If the creature is incorporeal, its deflection bonus to AC improves by 1.

Special Attacks:  An evolved undead retains all the special attacks of the base creature and gains one spell-like ability from the following list.  You can choose this ability from the list below, or roll randomly.  The spell-like ability gained herein can be used once per day.  If the undead already has the indicated ability, it gains another use; if it already has the ability as an at-will ability, choose another ability.  The spell-like ability has a caster level equal to the evolved undead’s HD (if the caster level is too low to cast the spell in question, choose another).  The save DCs are Charisma-based:

 1 Circle of Death
                           
7 Greater Dispel Magic   



  2 Cloudkill




8 Greater Invisibility




  3 Cone of Cold




9 Haste






  4 Confusion




10 Hold Monster




  5 Contagion




11 See Invisibility




  6 Creeping Doom



12 Unholy Blight
Special Qualities:  An evolved undead retains all the special qualities of the base creature and gains the one described below.        








             

Fast Healing (Ex):  An evolved undead heals 3 points of damage each round so long as it has at least 1 hit point.

Abilities:  An evolved corporeal undead gains +2 Strength and +2 Charisma.  An evolved incorporeal creature gains only +2 Charisma.

Organization:  An evolved undead usually becomes a leader among those of its kind.

   Challenge Rating:  Same as the base creature +1.

Level Adjustment:  Same as the base creature +1.

new creature

Yugoloth, Echinoloth*:  CR 8; Large outsider (aquatic, evil, extraplanar); HD 8d8+40; hp 76; Init +5; Spd 30’, climb 30’; AC 16, touch 10, flat-footed 15 (+1 Dex, +6 natural, -1 size); BAB/Grp +8/+18; Atk +13 melee (1d6+6/x2, tentacle); Full Atk +13/+13/+13/+13 melee (1d6+6/x2, tentacle) and +8 melee (1d8+3/x2, bite); Space/Reach 10’/10’ (5’ with bite); SA infernal wound, nauseating aura, rend 2d6+9; SQ amphibious, DR 5/good, immunity to acid and poison, gaze attacks, illusions, visual effects, and other attack forms that rely on sight, resistance to cold, electricity and fire 10, SR 20, telepathy 100’, tremorsense 60’; AL NE; SV Fort +11, Ref +7, Will +5; Str 22, Dex 13, Con 20, Int 6, Wis 8, Cha 11. 


Skills and Feats:  Climb +14, Escape Artist +12, Hide +8, Listen +10, Move Silently +12, Search +9, Spot +10, Survival -1 (+1 if following tracks), Use Rope +1 (+3 involving bindings); Cleave, Improved Initiative, Power Attack.


Infernal Wound (Su):  Any creature damaged by the echinoloth’s Rend attack losis 1 additional hit point each round.  The wound does not heal naturally and resists healing spells.  The continuing hit point loss can be stopped by a DC 19 Heal check, a cure spell, or a heal spell.  However, a character attempting a cure or heal spell on a creature damaged by the echinoloth’s rend attack must succeed on a DC 19 caster level check, or the spell has no effect on the injured character.


Nauseating Aura (Su):  Target becomes nauseated for 1 round, range 30’, Fort DC 14 negates.


Rend (Ex):  If an echinoloth hits a target with at least 2 tentacle attacks, it latches onto the opponent’s body and tears flesh.  The attack automatically deals an extra 2d6+9 points of damage and subjects the target to its Infernal Wound ability.


Telepathy (Su):  An echinoloth can communicate telepathically with any other creature within 100’ that has a language.

*Stormwrack

Player Handout #1

The Tale of the Noble Leper

Once upon a time, there was a noble knight, favored of the goddess of the sea, who dedicated his life to protecting the peaceful fisher-folk of the coast from the many dangers that lurk beneath the waves.  For years, these fisher-folk lived safely and happily, for the knight was a mighty warrior and a compassionate soul, whose very touch was said to wash away injury and disease.

There came a day when the knight espied a beautiful young lady disporting among the crashing waves with her maids-in-waiting, and his heart no longer belonged his goddess, but to her.  He courted the lass as best he could, but her father, a proud and powerful man, denied the suit of the "waterlogged knight," and banned his presence at his home.

The knight returned to his lonely task, guarding the shores against the monsters of the deeps, but soon word reached him that his beloved had taken ill, that she was one of the unclean, a leper.  He knew that the grace bestowed upon him by his goddess could cleanse the disease from his love's flesh, but his every attempt to reach her was barred by her father's guards.

In desperation, the knight sought out a wise and wily old sea-witch, an evil crone whose machinations he had foiled many times in the past.  Now he went to her on bended knee, swearing to pay any price if she could cure his lady's horrid affliction.

Seeing her hated foe begging for aid lit the fires of malice in the ancient hag's heart; she knew well the power of an oath, and would wreak her revenge on the knight for all the trouble he had caused her.  She would cure the girl, she said, but her price would be three.  Anything, cried the knight, so gathering her stormclouds around her, the witch made her way to the mainland, a place she had not dared go while the knight opposed her.

Presenting herself at the manor gate in the guise of a peddler of herbs, the witch offered to cure the girl of her disease.  Using secret roots and ancient arts, the witch did, indeed, strip away the leprous taint, but did not destroy it.  She had plans for that affliction.

After wreaking some mischief on hapless farmers and fearful fishermen, the witch returned to her island, there to exact her price from the brave knight.  He stood, fully expecting death, but was not prepared for the hag's demands.

First, she said, leprosy cannot be cured, only shared; her first price was that the knight must take onto himself the disease she had taken from his beloved.

Second, she said, he must never oppose the sea-witch in anything she does.  She has had enough of his interference in her plans, and would tolerate it no longer.

Third, she said, he must never speak of what the bargain he had made with the witch, of why he entered into it or the prices that he paid.  Let the people think him craven when her minions rampaged unopposed, let his love think him disgusting when his flesh rotted off his bones.

The knight said nothing, as he had already sworn to pay her fee.  Through the grace of his faith, he had never known a day of illness in his life, but now the cold numbness of the disease drove insidious tendrils through his body.  When he returned to his home, he found the villages in flames, the people fleeing before the monsters sent by the sea-witch.

The fisher-folk called his name for a time, begging him to defend them as once he did.  For a time they cursed him as a coward, and for a time they called him unclean.  Now, he is forgotten.  The fisher-folk have banded together to defend themselves from the monsters from the deeps.  His beloved has married, has had children and grandchildren.  And the leper waits, in his shack by the shore, until finally he can return to the sea's last, gentle embrace.
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