PLAY NOTES:

Current Home Region:

This Certificate Certifies that

Played by

Player RPCA #
Has completed
Two if by Sea #1 - The Scarlet Straits [ O tus Spent

An Interactive Mini-Mission
set in Onnwal TUs Renaining

TLI Expenditure Notes

(ewvcle one)
APL2

thax XP 150, toogp

APL4

max X1 300, 200gp

APL 6

max XP 450, q00gp

APLS

nuay. XP eo0, suo g

Two if by Sea is a three part interactive on a continuous timeline so special rules apply:

All three muni-missions must be played ac the same APL.

Starting XP

A seperare Adventure Certificate is issued for each of the three parrs.
Experience and Treasure awards are made at the end of each nuni-mission.

Characrers may not increase in level untl the third part has been completed.
All wounds and effecrs thar a Character may be suffering from ar the end of one parr carries over to the next.

XP Gained

SPEHCZ[SEC[S nay nat recover SPEHS .'Ill'efld'}-' cast or dl:l.nge SPE“S bel:ween dl! end Of one P'J.l't ﬂ.lld dlé atart Of the next,

All magjcal effecrs in operation upon a Character carry ever from ene part to the next if of sufficient durarien.
Mo buying and/or selling of equipmentis permitted after the start of part one untl the complerion of the third part.

XTI Spent

IlTEEl'flCI:Il"'e R«ﬂui—;\rﬁssions dU not count as Region:ﬂ )&d\'eﬂELLFES FOI' I'lle purposes Of WCLFCOIDPJDY beueﬁ:s.

Two if by Sea counts as Military Service for members of the Free State Marines and for members of the Free Stare Mavy,
Military pay for all three Tinre Units is applied at the end of pare dhree.

New XFP

/

Some dl.‘l.l".'lCEél‘S are em:ided Io ﬁ'ee upkeep f{)l’ dle dLLl':'l'I:lC‘ll 01‘" Twa if |Jy Sea, H" _‘-'OL[ are one Of dwse dleﬂ Ple:\se ﬁﬂ n dle bl:l.llkﬁ below:

Starting gp

Level of Free Upkeep: Reason for Entdement:
Gp Ganied
Event Date: —_— Upkeep: O none; O Adventurers’ Standard (12 gpx TU), /
DM: O Rich (50 gp x TU); O Luxury {100 gpx TU).
Signatre RIGA 7 BREL S A e e P—
30 Spen

Consumable
Ttems:

ITEMS BOUGHT

arrow or bolt 'Ir!]‘. sty sil-
O Goln I:l .14, bug e
AP, 100D gp+E

ITEMS SOLD

‘Total Total

/

EQUIPMENT LIST

Bought/Sold Amounts

/

Consumable Items - List Usage Below

SEE PREVIOUS

ADVENTURE

CERTIFICATE

End of Adventure gp
end

New Starling gp

02 Wikards of the Coant Thin certificate mio be veftrned to the campaign saff or their representatives mpon requese 1ol $o cash valie and connot be sold for canh or other real world considermtions




PLAY NOTES:

Current Home Region:

This Certificate Certifies that

Played by

Player RPGA#

Has Completed TLI Expenditire Notes

Two if by Sea #2 - A Port of Call | Other TUs Spent " Unie o pracei
An Interactive Mini-Mission
Set in Onnwal TUs Remiaining

max XFP 150, oogp

APL4

nax - X¥ 300, ROEp

APL6

mayXTP 450, 300gp

APLS

may XFP eoo, saagp

Two if by Sea is a three part interactive on a continuous timeline so special rules apply:

All dhree muni-missions must be played ar the same APL,

Starfing XF

A seperare Advennure Certificate is issued for each of the three parts.
Experience and Treasure awards are made at the end of each mini-mission.

Characters may net inerease in level until the third pare has been complered.
All wounds and effeces thar a Character may be suffering from ar the end of ane part carries over ro the nexr,

XP Gained

SPEllCﬂs[efﬁ l'n.ﬂ}u' notrecoaver SP{llS ﬂll‘eﬂd}" Casc or dl:l.nge SPEUS bem’eel] d]e end Of one Pﬂ.lt .:Llld d‘le starc C‘f dle next,
All magjcal effects in operation upon a Character carry over frony ane part to the nexc if of sufficient duraden.

Mo buying and/or selling of equipmentis permitted after the start of part one unal the completion of the turd part.

XP Spent

Ill'[el':l('l'_ll"'e T\ﬂui—fvﬂssi ons dO ILOT Count as Reg‘bﬂﬂl ;‘id\'EHELLFES FOI' dle PL'I.I'POSES OF'WCL[’COHJPC\DY l:eueﬁl:s.

Two if by Sea counts as Military Service for members of the Free State Marines and for members of the Free State Navy.
Milirary pay for all diree Tinte Unies is applied ar the end of pare three.

MNew XF

Some dl.‘l.l".'lCEEl‘S are em:irled Io ﬁ'ee upkeep f{)l’ d]e dLLl':l'I:lDll 0{" Two if by-Sea. If )—"OL[ are one Of dmse dleﬂ Ple:\se ﬁﬂ in rhe blﬂ.llkﬁ below:

/

Starting gp

Level of Free Upkesp: Reason for Entidlement:
Gp Gained
Event Date: Upkeep: O none; O Adventurers’ Standard (12 gp x TU) )‘
DM: 0 Rich (5o gp =« TU); O Luxury (too gpx TU).
Signatuye RIGA# OER : HHR Epx 2L .
seroll: spell Iv] x casrer lvl e 25 Gp Spen
: spell vl casrer 5P
Consumable potion: <pell Ivi Rl
Items: wand charge: spell vl x15gp

arrow or bolt: g sil-
Ol.herCoi.n I:l VET, 40 gp o +3, 640
P4, TOOD gp 43

/

End of Adventure gp
et

New Starting gp

EQUIPMENT LIST

Consumable Items - List Usage Below

SEE PREVIOUS

ADVENTURE

CERTIFICATE

2 anve Wieards af the Coant This certificate tries be returned to the campaign saff or theit representatives npon requese 18 ho$o cogh valus and eonrot be sold for exb or other real world consdemtions




PLAY NOTES: O reveled this adventure W

Current Home Region: ADVENTU u

LEVEL OF
PLAY:

{eevcle one)

This Certificate Certifies that

APL2

thax XF 150, toogp

Played by APL4

Player RPCA# nrax X' 300, 2008p

TLI Expenditire Notes

- Has completed s ben i Charice T APL 6

Two if by Sea #3 - The Dark Seas [ Omier TUs Spent ofessions s : il 450, 30058
An Interactive Mini-Mission

set in Onnwal TUs Remiaining

APLS

miay. XFP eo0, saagp

Two if by Sea is a three part interactive on a continuous timeline so special rules apply:

All three mini-missiens must be Pl:lyed at the same APL. Starting XP

A seperare Advennure Certificate is issued for each of the three parts.
Experience and Treasure awards are made at the end of each mini-mission.
Characters may net inerease in level until the third pare has been complered.

All wounds and effeces thar a Character may be suffering from ar the end of ane part carries over ro the nexr, XP Gained
Spellcasters may nat recover spells already cast or change spells berween the end of one part and the start of the nexr,

All magjcal effects in operation upon a Character carry over frony ane part to the nexc if of sufficient duraden.

Mo buying and/or selling of equipmentis permitted after the start of part one unal the completion of the turd part. XTI Spent

IlTEEl":lCEIl"'e T\ﬂui—fvﬂssi ons dU ILOT Count as Reg‘bﬂﬂl ;'!&Cl\'EHELLFES FOI' dle PLLI'POSES OF WCL[COHJPZIDY l:eueﬁl:s.

Two if by Sea counts as Military Service for members of the Free State Marines and for members of the Free State Navy.

Milirary P-ay for all dhree Time Unirs is applied ar the end of pare three. N xe

/

Some dl.‘l.l".'lCEEl‘S are em:irled Io ﬁ'ee upkeep f{)l’ d]e dLLl':TI:lC‘H 0{" Two if by Sea, If )—"OL[ are one Of dwse dleﬂ Ple:\se ﬁﬂ in dle bl:l.llkﬁ below:

Level of Free Upkeep: Reasan for Enadement: Starting gp

Gp Gained

Event Date: Upkeep: O none; O Adventurers’ Standard (12 gp x TU) i
DM: O Rich (sogp xTUR O L (100 gpx TU)
S — ich (50 gp x TU); uxury (oo gpx TU)

Gp Spent

seroll: spell Iv] x casrer Ivl 25 gp;

Consumable potlon: <pe e il
ITEMS BOUGHT Items: wand charge: 5

wendrous frem: macker 5
arrow or bolt - gp X wl-
Other Coin I:l A5 40 08 5 SR gt S0 B SR
FP+4, 1000 Gp +3 '!

ITEMS SOLD End of Adventure gp

“Total Tatal

/

Bought/Sold Amounts

EQ_U] PMENT LIST (lisi item and gp value} Consumable Items

0000000040
Basic Equipment: o o o o o
aaaooaooaa
Signatute [tems Oooooooooa
0000000000
1. o o o o
2,
3.

/

| | New Starting gp

valus and ennrot be sold for exih or othet real world eonsidertions

woive Wieards af the Coant This comificate trizn be relurned to e campaign waff or their reprasentatives npon tequese e o




