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Two if by Sea:

the scarlet straits 

A D&D Living Greyhawk Onnwal Mini-Module Adventure

Version 1

By Stuart Kerrigan and Paul Looby 

Experience adventure upon the high seas as you take to the seas in a vessel crewed by questionable elements of the Free State on a suicide mission around the coast of the Dragonshead. Learn of a new and previously unseen portion of Onnwal.

This mini-module is part one of three mini modules that involve naval action on the coast of Onnwal for Summer Weekend in Onnwal and events thereafter.

An Onnwal regional mini-module for Levels 1-8.

DUNGEONS AND DRAGONS, D&D, GREYHAWK and RPGA are registered trademarks of Wizards of the Coast, Inc. LIVING GREYHAWK is a trademark of Wizards of the Coast, Inc. Scenario detail copyright 2002 Paul Looby and Stuart Kerrigan. ALL RIGHTS RESERVED. This scenario is intended for tournament use only and may not be reproduced without approval of the RPGA Network.

Sailing for Onnwal-O

Nyrond we quitted, Growfest gone by

Cowhides and wool and live cargo

Twenty young wild geese*

Fully fledged to fly

Sailing for Onnwal-O

Onnwal -O

Onnwal-O

Sailing for Onnwal-O

Sanparn's the skipper from Dunheer'

Pirraen keeps log for his father

Crew all from Sornhill, Norland and Killdeer

Sailing for Onnwal-O

Onnwal-O

Onnwal-O

Sailing for Onnwal-O

* Wild Geese: a colloquial Storm Coast term for young Onnwalon exiles returning home to fight.

This is an RPGA( Network scenario for the Dungeons & Dragons( game.  A four‑hour time block has been allocated for each round of this scenario, but actual playing time will be closer to three hours. The rest of the time is spent in preparation before game play, and scoring after the game. The following guidelines are here to help you with both the preparation and voting segment of the game.  Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario.

Preparation

First you should print this scenario. This scenario was created to support double-sided printing, but printing it single sided will work as well.  There is enough room along the inside margin to bind the adventure, if you desire.

Read this entire adventure at least once before you run your game. Be sure to familiarize yourself with any special rules, spells, or equipment presented in the adventure.  It may help to highlight particularly important passages.

When you run an RPGA D&D adventure we assume that you have access to the following books: the Player’s Handbook, the Dungeon Master’s Guide, and the Monster Manual.  We also assume that you have a set of dice (at least one d4, d6, d8, d10, d12, and d20), some scrap paper, a pencil, an RPGA scoring packing, and your sense of fun.  It is also a good idea to have a way to track movement during combat.  This can be as simple as a pad of graph paper and a pencil, as handy as a vinyl grid map, or as elaborate as resin dungeon walls and miniatures.

Instruct the players either to prepare their characters now, or wait until you read the introduction, depending on the requirements of the scenario as described in the introduction.

Keep in mind that you must have at least three players (not counting the DM), for a game session to be a sanctioned RPGA event. As well, you cannot have more than six players participating in the game.

Once you are ready to play, it is handy to instruct each player to place a name tag in front of him or her. The tag should have the player's name at the bottom, and the character's name, race, and gender at the top. This makes it easier for the players (and the DM) to keep track of who is playing which character.

The players are free to use the game rules to learn about equipment and weapons their characters are carrying.  That said, you as the DM can bar the use of even core rule books during certain times of play. For example, the players are not free to consult the Dungeon Master’s Guide when confronted with a trap or hazard, or the Monster Manual when confronted with a monster.

Some of the text in this scenario is written so that you may present it as written to the players, while other text is for your eyes only. Text for the players will be in bold italics. It is strongly recommended that you paraphrase the player text, instead of reading it aloud, as some of the text is general and must be adapted to the specific situation or to actions of the player characters. 

Scoring

After the players have completed the scenario or the time allotted to run the scenario has run out, the players and the DM score the game.  The RPGA has three ways to score its games. Consult your convention coordinator to determine which method to use for this scenario.

1. No vote scoring:  The players write their names and RPGA numbers on the scoring packet grid. You fill in the top of the grid. That is all. No one is rated. This method is used for people who are just playing for fun.

2. Partial scoring: The players rate the game master and the scenario on their player voting sheets, and provide personal information, but don’t vote for other players.  The game master rates the scenario and completes personal and event information, but does not rate the players as a team or vote for players.  This method is used when there is no competition, but the event coordinator wants information on how the game masters are performing, or the game master wants feedback on his or her own performance.

3. Voting: Players and game masters complete the entire packet, including voting for best player.  If this method is used, be sure to allow about 15-20 minutes for the players to briefly describe their characters to the other players, and about 5-10 minutes for voting. This method is used when the players want to know who played the “best” amongst the group, or when the adventure is run in tournament format with winners and prizes.

When using voting, rank the players in order of your voting choice while they are completing their forms so that you are not influenced by their comments on your abilities.  It is a good idea to have the players vote while you are determining treasure and experience awards for the scenario.

After voting, give the Scoring Packet to your event coordinator.

 This is a LIVING GREYHAWK Adventure. As a Living( adventure, it is expected that players will bring their own characters with them.  If players do not have a LIVING GREYHAWK character generated, get a copy of the current LIVING GREYHAWK character generation guidelines, a character sheet, and a LIVING GREYHAWK log sheet from the convention coordinator or the RPGA Web site, and then have any players without a character create one.  Once all players have a LIVING GREYHAWK character, play can begin.

Along with the other materials that you are assumed to have in order to run a D&D game, it is also recommended that you have a copy of the LIVING GREYHAWK Gazetteer.

Living Greyhawk Levels of Play

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

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 being war horses, dogs trained for war), other than those brought by virtue of a class ability (i.e. animal companions, familiars paladin’s mounts, etc) use the following chart to determine the number of levels you add to the sum above. 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.

CR
1
2
3
4


1/4 & 1/6
0
0
0
1


1/3 & 1/2
0
0
1
1


1
1
1
2
3


2
2
3
4
5


3
3
4
5
6


4
4
5
6
7

3. Sum the results of 1 and 2, and divide by the number of characters playing in the adventure – round up.

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

By following these four steps, you will have determined the APL. Throughout this adventure, APLs categorize the level of challenge the PCs will 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 you may gain at the end of the adventure. If your character is three character levels or more either higher or lower than the APL this adventure is being played at, that character will receive only half of the experience points awarded for the adventure. This simulates the face that either your character was not as challenged as normal, or relied on help by higher-level characters to reach the objectives.

Note: LIVING GREYHAWK adventures are designed for APL 2 and higher. Three or four, or sometimes even five 1st-level characters may find difficulty with the challenges in a LIVING GREYHAWK adventure. If your group is APL 1 there are three things that you can do to help even the score.

1. Attempt to create a table of six 1st-level characters, or try to enlist higher-level characters to play at that table.

2. Advise characters to buy riding dogs to help protect them, and fight for them. All riding dogs are considered trained to attack. PCs who want their dogs to attack must succeed at a Handle Animal or Charisma check (DC 10). Failure indicates that the animal will not attack that round. This is a free action (spoken command) that may be attempted each round. If an animal loses half or more hp in a single round it flees, unless another check is successful.

IS IT A FULL MOON?

Since the hazards of lycanthropy are a current part of the LIVING GREYHAWK campaign, it may be necessary to determine if this adventure takes place during a full moon.  For game purposes, the full moon lasts three days of each month. For a given scenario that does not state the phase of the moon, roll 1d10 before play begins. On a result of 1, the first day of the scenario is a night of the full moon (roll 1d3 to determine where in the sequence of three nights it falls).

TIME UNITS AND UPKEEP


This is a three-round mini adventure. All characters pay 3 Time Units to participate in the adventure. Adventures’ Standard Upkeep costs 36 gp. Rich Upkeep costs 150 gp, and Luxury Upkeep costs 300 gp.

CAMPAIGN CONSEQUENCES


This adventure has campaign consequences. That is the outcome of this mini-module will directly affect future events in the course of the campaign. The answers to some of the questions below may seem trivial or pointless, but because of the complex nature of the back-story and campaign all information requested is vital.


Please send your answers to the Living Onnwal Team at woesinger@hotmail.com as soon as possible. General comments about the mini-module are also welcomed at this address. 

Adventure Synopsis and Background

What Happens in this

Mini-module?


The PCs are assigned to sail aboard The Lady of the Silver Hills (also known as Resplendent to the Free State Navy), a Verboboncan war galley in the service of the Duchess Saielma of the Storm Coast. The ship has been ordered to run the Scarlet Brotherhood blockade of the Straits of Gearnat to reach the port of Longbridge, which without naval cover, has been the target of relentless raids by the ships of Scarlet Brotherhood and their allies the Lordship of the Isles. 


In the course of their voyage, Resplendent is discovered by The Scarlet Scourge, a Brotherhood galley, which doggedly pursues the PCs through their mission. In the Straits of Gearnat, Resplendent is attacked by a sea monster controlled by the Scarlet Brotherhood's mages. In the ensuing battle, the ship is badly damaged and is forced to limp into the free port of Pelorbay in the Herzarin Isles off southern Onnwal, all the time being shadowed by the relentless Scarlet Scourge. What happens next is the subject of Part II of this mini-module series "A Port of Call", and Part III “Dark Seas”.

Encounter Summary

Prologue:


This module begins in Sornhill. The PCs are requested by Hazeraz Skullsplitter and Lord Carthen Relaster, Sea-Eagle and Commander of the Sornhill  Squadron of the Free State Navy to serve aboard Resplendent to augment the ship's complement of Free State Marines. Lord Relaster will explain that the town of Longbridge has been under relentless naval attack from the ships of the Scarlet Brotherhood. The only way that Longbridge can be protected from the raiders is to send a ship from Sornhill around the Dragonshead, through the Brotherhood-held Straits of Gearnat.  Duchess Saielma has offered her war galley The Lady of the Silver Hills (designated the Resplendent by the Free State Navy) for this dangerous mission, as a gesture of solidarity with Duke Cadwalle of Longbridge 

Introduction: Exploring the Ship


The PCs explore the Lady of the Silver Hills and meet her crew.

Encounter 1: Pholtan and Jetsam


Resplendent sets sail after dark that evening, to avoid the prying eyes of Brotherhood agents. The following day, the ship will spot a small longboat full of Palish Knights-Militant adrift on the sea. The ship bringing them to Onnwal was sunk by The Scarlet Scourge, a Scarlet Brotherhood galley. The Scourge has a secret weapon allows it to become invisible. It lies in wait a few hundred yards away from the drifting longboat, waiting for a Free State vessel to stop and rescue it. When Resplendent stops to pick up the survivors, The Scarlet Scourge will open fire with spells, bows and ballistae. The PCs must decide if they want to save the Pholtans or not before the galley makes its escape. 

Encounter 2: White Squall


The Scarlet Scourge will pursue relentlessly, forcing Resplendent to plunge straight into a squall to escape. The galley will be battered by the squall and any PCs on deck are in danger of being washed overboard.

Encounter 3: The Scarlet Straits


The crew disguise Resplendent as a Brotherhood vessel, running up scarlet sails and the hated ensign of the Brotherhood in an attempt to slip past the Brotherhood blockade of the Straits of Gearnat. The PCs will spot a Keoish merchantman attempting to run the blockade only to suffer a devastating magical attack. To their horror they will discover that the Scarlet Brotherhood vessel is none other than The Scarlet Scourge. Regardless of whether they blow their cover to rescue the Keolanders or not the Scourge sees through the PC's ruse and resumes its pursuit. 

Encounter 4: Death from Below


As Resplendent speeds south, a sea creature summoned by the Brotherhood mages at Obelstone suddenly attacks the ship. The PCs must fight off the creature to allow Resplendent to make its escape before The Scarlet Scourge gets to within spell and missile range. If the PCs are successful, their ship can get away. However, the sea monster's attack has badly damaged Resplendent, forcing her to put into one of the freeports of the Hezarin Isles for repairs. 

Conclusion: 


The Lady of the Silver Hills/Resplendent puts into the port of Pelorbay, shadowed by The Scarlet Scourge and uncertain of ever leaving port again.

Prologue: the lady of the silver hills

Read aloud or paraphrase the following:


It is a fine summer's night in Sornhill. Luna, the great moon, has yet to rise. The waning crescent of Celene already sits high in the heavens, its cold aquamarine light transforming the waters of Notxia Bay into a shield of burnished blue steel. 


Waves lap softly against the bow of the longboat. Ahead looms the long black bulk of a large warship - your home for the next several weeks. The longboat bumps gently against the hull of the larger vessel. You clamber up a rope ladder to the deck, where a squat barrel-chested man greets you.


“Welcome aboard the Lady of the Silver Hills,” he says, in a foreign accent, “I am Hegrell Longtusk, the master of this fine vessel.” By Celene's light you can see two tusk-like teeth jutting up from behind his lower lip - the certain mark of orcish blood. 


“You'll have to excuse me - we must be off before the Great Moon rises and the Strawhairs can spy us slipping out of here. Your quarters are in the fo'castle,” Hegrell says before striding off towards the stern of the ship, snapping orders to sailors busily hauling on ropes and lines. There is a rattle of oars in oarlocks, the splash of oar blades through water and, as the ship begins to move slowly forward, a slow steady drumbeat begins below you. Slowly the lights of Sornhill vanish from sight as the dark encircling arms of the Volanots release you into the wide dark expanse of the open sea. 


Listening to the steady beat of the pace drum, you recall the words of Hazeraz Skullsplitter in Red Tower of Sornhill two days ago:


“Your mission will be perilous in the extreme - but unless it is attempted, Longbridge will continue to suffer.”

Flashback: The Mission


At this point you can explain the mission that the PCs and The Lady of the Silver Hills have embarked upon through a flashback to two days previously. The PCs have been summoned to speak with Hazeraz Skullsplitter and Lord Carthen Relaster, a cousin of the Duchess and commander of the Sornhill Squadron of the Free State Navy. 


Hazeraz is clad as usual in his well-worn studded leather jerkin, his broadsword girthed at his hip. Lord Carthan is dressed in a well-made tunic, trews and a short cape. Across his chest is an azure sash, upon which is pinned a golden pendant in the form of a bird of prey diving to strike - the insignia of office of a Sea-Eagle - one of Onnwal's admirals of the fleet.

Hazeraz speaks first, “You have been asked to undertake a difficult task, but one, which, if successful, will greatly bolster the security of the Free State. You have been chosen because of your heroic actions in the past in the name of the Szek and Onnwal and it is our hope that you will perform this duty with similar skill and gallantry.”


“As you might be aware,” says Lord Relaster, “the port of Longbridge has been without a naval presence practically since it was liberated 6 years ago. As a result it has been subject to persistent raiding by vessels of both the Scarlet Brotherhood fleet and their allies, the Lordship of the Isles. Duke Gellen has formally requested assistance from the Szek and the Free State Navy. We therefore need to project a naval presence from Longbridge. What we propose to do therefore is to send a vessel from Sornhill around the Dragonshead Peninsula to Longbridge, by running the Brotherhood blockade of the Straits of Gearnat. 

You can deal with the PCs likely questions as follows:

Q: What has this to do with us?

A:  Carthen Relaster: 


“You have been requested to augment the ship's company. It is felt that your skills and prowess will greatly increase the mission's chances of success.”

Q: What type of ship are we talking about?

A: Carthen Relaster: 


“The Lady of the Silver Hills, a war-galley from Verbobonc, which has pledged its service to my cousin, Duchess Saielma and the Free State. Her Grace has offered its service to the Free State Navy, with which it now serves under the name Resplendent. “

Q: How many crew does she have?

A: Carthen Relaster:

“Respendant's company is 200 all told.”

Q: How are we going to get though the blockade?

A: Carthen Relaster: 


“We plan to disguise Resplendent as a Brotherhood ship - with scarlet sails and pennants. Its not likely to hold up to close scrutiny, but if you managed to avoid close contact with the enemy, you should be able to slip through undetected.”

Q: When do we leave?

A: Carthen Relaster:


"In two night's time. You'll slip out of Notxia Bay under cover of darkness to avoid your departure being spotted by Brotherhood spies"

Q: What's in it for us?

A: Carthen Relaster (Clearly angered by this mercenary attitude):


“If easing the suffering of your fellow countrymen is not reward enough for you, then know this, upon completion of your mission I intended to write each of you a personal draft for a sum of money, which you would receive with my favour. I was told that you were patriots rather than mercenaries, though perhaps the mettle of Onnwal's heroes has become debased. As it stands – you will still receive the draft, but as for my favour, your mercenary attitude shows you not to be worthy of it.


“I am also sure that His Grace Duke Gellen will be willing to bestow upon you whatever rewards he considers appropriate.” 

Q: How long will the journey take?
A: Carthen Relaster:


“‘Twill take less than a fortnight, all going well.”

When the PCs have no more questions, read aloud or paraphrase the following:


Hazeraz looks serious for a moment, and speaks, “Your mission will be perilous in the extreme - but unless it is attempted, Longbridge will continue to suffer. You have our thanks for attempting this…”


If the PCs did not enrage him by demanding payment he shakes each of their hands firmly and gestures for them to leave, saying they shall be well rewarded for their efforts. If the PCs were “mercenary” they are simply dismissed.


Of the whole conversation, the thing that most stands out in your mind is the look that the Skullsplitter and the Sea-Eagle exchanged as you left. Something in it sent a chill up your spine. Though you are uncertain why, you are sure that this voyage will not be uneventful. 

Introduction: Exploring the ship


Read the following:-


A gentle drizzle of rain interrupts your thoughts of your conversation in the Red Tower as the Captain of the Lady speaks, “Come out of it lads and lasses, we’ve a long journey ahead of us. I’ll expect you on the bridge tomorrow morn wit’ me to advise me on what to do – remember, this is a strange land to me, being from the Viscounty, so I am relying on ye. But for now, look around the Lady, and meet her crew…”


He gestures to the deck of the ship.


This introduction should be freeform, simply allow the PCs to roleplay interacting with the crew for the first two days. Once this is done, proceed to Encounter One.


You should assume the PCs are on-deck with Hegrell for the most of this part of the module, but for now let them explore…

The Lady of the Silver Hills/Free State Navy Ship of War Resplendent
The Lady of the Silver Hills (renamed Resplendent by the Free State Navy) is a galley - as per the DMG pp 151. It is 130 feet long and 20 feet wide, with three masts and two banks of 70 rowers on either side for propulsion. She carries a crew of 200 in total, 140 manning the oars and 60 manning the sails, rigging and ballistae. Currently though a harried skeleton crew operates her of 140.

1)
The Main Deck


The main deck is 80 feet long and 30 feet wide. The ships three masts are set 20 feet apart along the midline. The fore and aft masts are 80 feet high, with the main mast topping these by a further 20 feet (100 feet total). The main mast has a small platform set atop it for the lookout. The sails are square rigged and suitable only for running with the wind. 


Between the fore and aft of the main mast, two ten foot square and six foot high raised platforms stand against the gunwhales on both port and starboard sides.  Upon each a ballista is set on a fixed mount (ie it cannot swivel). Each ballista is manned by a crew of three, although only one is required as a minimum to fire each one. A pair of hatches to the rowing decks are set between the main mast and the fore and aft masts. 

Ballista: Dam: 3d6/x3; Range Increment: 120ft; Min Crew: 1; Takes 3 full round actions to reload alone or 1 round for three people using their full round actions.

Note: Attack roll is unmodified except by range.  

2)
The Fo'castle

The fo'castle is 20 feet long and 30 feet wide and raised ten feet above the level of the main deck. A pair of ballistae are set on a fixed mount overlooking the prow, upon which is carved the effigy of a beautiful woman clad in a flowing silver gown. Each ballista is manned by a crew of three, although only one is required as a minimum to fire each one. Behind the ballistae is the capstan or winch for raising the ship's anchor. A set of stairs leads down to the main deck. On either side of the stairs, doors lead into the crew quarters and down into the forward cargo hold. The PCs are billeted with the crew. The quarters are crowded with sleeping bunks, hammocks and possessions being packed tightly into the low ceilinged spaces. The odour of unwashed bodies is quite strong here. The hold is packed with food (dried fruit, salted/smoked/dried fish and meat and hard tack (dried wheat and oat meal biscuits) and casks of fresh water sufficient for a month's voyage. 

Ballista: Dam: 3d6/x3; Range Increment: 120ft; Min Crew: 1; Takes 3 full round actions to reload alone or 1 round for three people using their full round actions.

Note: Attack roll is unmodified except by range.

3)
The Sterncastle

The sterncastle is 30 feet long and 30 feet wide and raised 15 feet above the level of the main deck. A pair of ballistae are set on a fixed mount looking aft. Each ballista is manned by a crew of three, although only one is required as a minimum to fire each one. Between them is the rudder, which is permanently manned. In the centre of the main castle a six foot high platform (10 feet square) carries a light catapult. Manned by a crew of 2 and round stones (50 stones max) stored beneath the platform, the catapult can only fire aft as firing forward risks hitting the rigging and masts. Two sets of stairs lead down to the main deck, one to port and starboard. Between the stairs, A door leads into the mates' and captain's staterooms and down into the aft cargo hold. The hold is packed with food (dried fruit, salted/smoked/dried fish and meat and hard tack (dried wheat and oat meal biscuits) and casks of fresh water sufficient for a month's voyage. 


Hegrell is most often to be found here, surveying his vessel and chewing on a stub of hempen rope. 

Ballista: Dam: 3d6/x3; Range Increment: 120ft; Min Crew: 1; Takes 3 full round actions to reload alone or 1 round for three people using their full round actions.

Note: Attack roll is unmodified except by range. 

Catapult, Light: Dam: 3d6; Range Increment: 150ft (minimum range: 100ft); To fire make a Profession (Siege Engineer) check (DC 20). If successful, where the missile lands is determined by rolling 1d12 and consulting the Deviation (10ft to 16 ft) Diagram in p68 of the DMG, setting the desired target as the centre. If the check fails, roll the result behind the screen and use the same diagram with the result being the point where the catapult is actually aimed and therefore the centre for the next Deviation roll, rather than the desired target.

The catapult can be loaded and prepared in 5 full round actions by a crew of 2, while it takes 5 minutes (50 rounds) to aim (or re-aim). It takes three times this time for 1 person to do the above.  

4)
The Rowing Decks


The rowing deck takes up the entire space under the main deck between the fo'castle/forward cargo hold and the sterncastle/aft cargo hold (80 feet long by 30 feet wide by 20 feet high). Two tiers of rowing benches line the entire length of the area. Each bench is 6 feet long and 2 feet wide, set about foot apart. The oarsmen on each side sit staggered, to avoid bumping into the rower in front of them. The upper tier is set 10 feet above the lower. The centre of the deck is taken up with casks of water, with which the rowers slake their thirst and the oarsmen's sleeping pallets. Golgak, the second mate and pace man has a drum at the aft end of the space with which he sets the pace of the oar stokes. Except in times of emergency or when the ship is becalmed or running against the wind, only half of the oars men row at any one time, the other half taking the chance to eat, rest or sleep. 

Hegrell Longtusk (Ftr 6), Captain of the Lady of the Silver Hills.


Hegrell is a native of the city of Verbobonc. He grew up on barges and galleys plying the Velverdyva River and the Nyr Dyv. He runs a tight ship and brooks no challenges to his authority either from crew or passengers. He is the absolute ruler - and he is not afraid to break heads to enforce it. Usually though, he is quite an affable chap, but is willing to defer to the PC’s advice on Onnwalish affairs – he is a foreigner after all. 

Appearance: Hegrell's orcish blood is evident in the strong boned features of his face and most clearly in the inch and half long lower canines that protrude above his lower lip. He is fiercely proud of these and is continually picking at them with a large splinter of wood or cleaning them by gnawing on a stub of hemp rope.

Slenpar, (Rog 3), First Mate.


Slenpar is a native of Safeton in the Wild Coast. He learned his trade on vessels working the wild-freeports of the Coast (this is where he lost most of his teeth and his right eye). When Turrosh Mak conquered the majority of the Wild Coast in the Greyhawk Wars, Safeton became a dangerous place to be a half-orc and so Slenpar prudently took ship north, ending up eventually in Hegrell's service. His experiences have given him a very pessimistic outlook on life and he has a fine talent of pointing out the cloud to every silver lining. His area of responsibility is the main decks, sails and rigging, though he has no head for heights and therefore tends to direct from the safety of the deck.

Appearance: Slenpar shows his father's blood very strongly. His rough bestial features are not improved by a mouthful of shattered and chipped yellow teeth, a large scar that stretches from brow to chin or his missing right eye.

Golgak, (Brd 2), Paceman and Second Mate. 


Originally from the foothills of the Lortmills, Golgak took to the life of the sailor like a dragon turtle to water. He is a simple enough soul. His pleasures in life are smashing the heads of disobedient crewmen, drinking staggering amounts of ale when in port and of course beating the pace drum to keep the oarsmen in time. He has a fondness for red-haired women, and will relentlessly pester any PC of this ilk.  

Appearance: Golgak wears a thick wild bristly beard, while his wiry hair is kept in check by a tarred ponytail.  He is rarely seen with out his drumsticks, which double as weapons on occasion. 

The Crew:

The rest of the crew are mainly oarsmen. Like the captain and mates, they are all half-orcs drawn from the environs of Verbobonc, Greyhawk and the Wild Coast. They are a boisterous bunch and respect strength and toughness. Characters that they perceive to be weaker than them will earn their contempt and scorn. They will pester any women unless or until they prove themselves worthy of being left alone (this is usually by punching one or more of them out).   

Encounter 1: Pholtan and Jetsam


On the second day out of port the following event occurs. Read aloud or paraphrase the following:


The first two days have passed uneventfully. You have watched the craggy hills and cliffs of the Storm Coast slipping past the port side of the ship. Just as you are beginning to think that your fears about the voyage might have been unfounded, a cry comes from the crow's nest atop the main mast:


“Ship ahoy - longboat off the starboard bow!!”


 Following the lookout's pointing finger, you can just make out a small longboat bobbing up and down on the swell. As you look you see a figure sit up in the boat. It begins to wave its arms and more figures sit up, waving scraps of white cloth. 


Hegrell orders the helm over to approach the longboat. Drawing closer you can see that there are about a dozen people crammed into the small boat. Across the waves come the strains of voices raised in song: 


“Oh Blinding Light, look out for me! Oh Blinding Light I cannot see!”


The longboat is filled with Knights-Militant from the Theocracy of the Pale. They were part of a cohort sent by the Theocrat to aid Purcennd Kerondas, the Onnwalon High-Priest of Pholtus, in his work in Onnwal. The vessel taking them from Nyrond was sunk the previous day by The Scarlet Scourge, a Scarlet Brotherhood patrol vessel. The contents of the boat are the only survivors of a ship's company numbering eighty, consisting of crew and refugees returning from exile in Nyrond who are now lost to the sea. 


The Scourge however, has not departed. It has shadowed the longboat since the sinking, thanks to magical means that render the ship invisible. As Resplendent moves to pick up the survivors, The Scarlet Scourge is preparing to attack. Observant PCs will notice something amiss - a large, unnatural, depression in the water fifty yards to starboard of The Lady of the Silver Hills (Spot Roll - DC 20). 


As soon as either the PCs raise an alert or The Lady of the Silver Hills draws alongside the longboat, The Scourge will unleash a hail of missiles and spells. Only those PCs who spotted the depression can act in the Surprise round. 


The Scarlet Scourge will become visible after the first volley. It is but 30 feet from the Lady.

APL2

Hepmonaland Ballista Crewman, male human Brb1 (1): CR 1; Size: medium humanoid; HD (1d12)+4; hp 11; Init +2 (+2 Dex, +0 Misc); Spd 40; AC 17 (flatfooted 15, touch 12); Atk +4 ranged (ballista, 3d6 x3) or +4 melee (shortspear 1d8+3 20/x3) or +3 ranged (shortspear, 1d8+3 20/x3); SA: Rage 1/day; AL: CN; SV: Fort +3, Ref +2, Will +1. 

Str 17, Dex 14, Con 13, Int 10, Wis 12, Cha 8.

Skills:  Climb +4, Handle Animal +3, Hide +1, Intimidate +3, Intuit Direction +2, Listen +5, Move Silently +1, Spot +3, Wilderness Lore +5; 

Feats: Toughness, Weapon Focus (Longbow (Composite)) 

Equipment: Longbow (Composite), Potion (Cure Light Wounds), Shield (Large/Wooden),  Shortspear, Studded Leather, quiver with 20 arrows.

Hepmonaland Savage Bowman, male human Brb1 (6): CR 1; Size: medium humanoid; HD (1d12)+4; hp 11; Init +2 (+2 Dex, +0 Misc); Spd 40; AC 17 (flatfooted 15, touch 12); Atk +4 ranged (composite longbow 1d8 20/x3) or +4 melee (shortspear 1d8+3 20/x3) or +3 ranged (shortspear, 1d8+3 20/x3); SA: Rage 1/day; AL: CN; SV: Fort +3, Ref +2, Will +1. 


Str 17, Dex 14, Con 13, Int 10, Wis 12, Cha 8.


Skills:  Climb +4, Handle Animal +3, Hide +1, Intimidate +3, Intuit Direction +2, Listen +5, Move Silently +1, Spot +3, Wilderness Lore +5; 


Feats: Toughness, Weapon Focus (Longbow (Composite)) 


Equipment: Longbow (Composite), Potion (Cure Light Wounds), Shield (Large/Wooden),  Shortspear, Studded Leather, quiver with 20 arrows.

Jorva, female human Sor4: CR 4; Medium Size Humanoid; HD (4d4)+3; hp 16; Init +6 (+2 Dex, +4 Misc); Spd 30; AC 12 (flatfooted 10, touch 12); Atks: +1 melee (1d6-1 20, quarterstaff); SA: Summon Familiar; AL: LE; SV: Fort +1, Ref +3, Will +4; Str 9, Dex 15, Con 11, Int 14, Wis 11, Cha 16

Skills:  Concentration +7, Knowledge (Arcana) +9, Scry +9, Spellcraft +9; 

Feats: Improved Initiative, Spell Focus (Enchantment), Toughness.

Equipment: Quarterstaff.

Spells: Sorcerer: (6/7/4 per day, base DC = 13 + spell level, or * indicates DC = 15 + spell level) 0- Dancing Lights, Detect Magic, Ghost Sound, Light, Ray of Frost, Read Magic; 1: Charm Person*, Magic Missile, Sleep*; 2: Melf’s Acid Arrow

APL4

Hepmonaland Ballista Crewman, Male human Brb3 (1): CR 3; Size: medium humanoid; HD (3d12)+6; hp 30; Init +6 (+2 Dex, +4 Misc); Spd 40; AC 17 (flatfooted 17, touch 12), Atk +6 ranged (ballista, 3d6, x3) or +6 melee (shortspear 1d8+3 20/x3) or +5 ranged (shortspear, 1d8+3 20/x3); SA: Rage 1/day, Uncanny Dodge (Dex bonus to AC); AL: CN; SV: Fort +4, Ref +3, Will +2.

Str 17, Dex 14, Con 13, Int 10, Wis 12, Cha 8.

Skills:  Climb +6, Handle Animal +5, Hide +1, Intimidate +5, Intuit Direction +3, Listen +7, Move Silently +2, Spot +3, Wilderness Lore +5; Improved Initiative.

Feats: Toughness, Weapon Focus (Longbow (Composite)) 

Equipment: Ballista, Potion (Cure Light Wounds), Shield (Large/Wooden), Shortspear, Studded Leather.

Hepmonaland Savage Bowman, Male human Brb3 (6): CR 3; Size: medium humanoid; HD (3d12)+6; hp 30; Init +6 (+2 Dex, +4 Misc); Spd 40; AC 17 (flatfooted 17, touch 12), Atk +6 ranged (mighty composite longbow(+1) 1d8+1 20/x3) or +6 melee (shortspear 1d8+3 20/x3) or +5 ranged (shortspear, 1d8+3 20/x3); SA: Rage 1/day,Uncanny Dodge (Dex bonus to AC); AL: CN; SV: Fort +4, Ref +3, Will +2.

Str 17, Dex 14, Con 13, Int 10, Wis 12, Cha 8.

Skills:  Climb +6, Handle Animal +5, Hide +1, Intimidate +5, Intuit Direction +3, Listen +7, Move Silently +2, Spot +3, Wilderness Lore +5; Improved Initiative.

Feats: Toughness, Weapon Focus (Longbow (Composite)) 

Equipment: Longbow (+1 Mighty/Composite), Potion (Cure Light Wounds), Shield (Large/Wooden), Shortspear, Studded Leather.

Jorva, female human Sor6: CR 6; Medium Size Humanoid; HD (6d4)+3; hp 20; Init +6 (+2 Dex, +4 Misc); Spd 30; AC 12 (flatfooted 10, touch 12); Atks: +2 melee (1d6-1 20, quarterstaff);  SA: Summon Familiar; AL: NE; Sv: Fort +2, Ref +4, Will +5; Str 9, Dex 15, Con 11, Int 14, Wis 11, Cha 16

Skills:  Alchemy +5, Concentration +9, Knowledge (Arcana) +11, Scry +11, Spellcraft +11; 

Feats: Combat Casting, Improved Initiative, Spell Focus (Enchantment), Toughness. 
Equipment: Quarterstaff. 

Spells: Sorcerer: (6/7/6/4, base DC = 13 + spell level, or * indicates DC = 15 + spell level) 0- Dancing Lights, Daze*, Detect Magic, Ghost Sound, Light, Ray of Frost, Read Magic; 1: Charm Person*, Mage Armour, Magic Missile, Sleep*; 2: Blindness/Deafness, Melf’s Acid Arrow. 3: Fireball
APL6 

Hepmonaland Ballista Crewman, Male human Brb5:  CR 5; Size: medium humanoid; HD (5d12)+8; hp 48; Init +6 (+2 Dex, +4 Misc); Spd 40'; AC 17 (flatfooted 17, touch 12), Atk +8 ranged (ballista, 3d6 20/x3) or +9 melee (shortspear 1d8+4 20/x3) or +7 ranged (shortspear, 1d8+4 20/x3); SA: Rage 2/day, Uncanny Dodge (Dex bonus to AC), Uncanny Dodge (can't be flanked); AL: CN; SV: Fort +5, Ref +3, Will +2; 

Str 18, Dex 14, Con 13, Int 10, Wis 12, Cha 8.

Skills:  Climb +9, Handle Animal +7, Hide +1, Intimidate +7, Intuit Direction +3, Listen +9, Move Silently +3, Spot +3, Wilderness Lore +5;  

 
Feats: Improved Initiative, Toughness, Weapon Focus (Longbow (Composite))

 
Equipment: Longbow (+2 Mighty/Composite), Potion (Cure Light Wounds), Shield (Large/Wooden), Shortspear, Studded Leather.

Hepmonaland Savage Bowman, Male human Brb5 (6):  CR 5; Size: medium humanoid; HD (5d12)+8; hp 48; Init +6 (+2 Dex, +4 Misc); Spd 40'; AC 17 (flatfooted 17, touch 12), Atk +8 ranged (mighty composite longbow(+2) 1d8+2 20/x3) or +9 melee (shortspear 1d8+4 20/x3) or +7 ranged (shortspear, 1d8+4 20/x3); SA: Rage 2/day, Uncanny Dodge (Dex bonus to AC), Uncanny Dodge (can't be flanked); AL: CN; SV: Fort +5, Ref +3, Will +2; 

Str 18, Dex 14, Con 13, Int 10, Wis 12, Cha 8.

Skills:  Climb +9, Handle Animal +7, Hide +1, Intimidate +7, Intuit Direction +3, Listen +9, Move Silently +3, Spot +3, Wilderness Lore +5;  

 
Feats: Improved Initiative, Toughness, Weapon Focus (Longbow (Composite))

 
Equipment: Longbow (+2 Mighty/Composite), Potion (Cure Light Wounds), Shield (Large/Wooden), Shortspear, Studded Leather.

Jorva, male human Sor8: CR 8; Medium Size Humanoid; HD (8d4)+3; hp 22; Init +7 (+3 Dex, +4 Misc); Spd 30; AC 13 (flatfooted 10, touch 13); Atks: +3 melee (1d6-1 20, quarterstaff); SA: Summon Familiar; AL: NE; Sv: Fort +2, Ref +5, Will +6; Str 9, Dex 16, Con 11, Int 14, Wis 11, Cha 16

Skills:  Alchemy +6, Concentration +11, Knowledge (Arcana) +13, Scry +13, Spellcraft +13; 

Feats: Combat Casting, Improved Initiative, Spell Focus (Enchantment),Toughness.

Equipment: Quarterstaff.

Spells: Sorcerer: (6/7/7/5/3 per day, base DC = 13 + spell level, or * indicates DC = 15 + spell level) 0- Dancing Lights, Daze*, Detect Magic, Flare, Light, Mage Hand, Ray of Frost, Read Magic; 1: Charm Person*, Mage Armour, Magic Missile, Sleep*, Truestrike; 2: Blindness/Deafness, Bull’s Strength, Melf’s Acid Arrow. 3: Fireball, Hold Person* 4: Charm Monster*.
APL8

Hepmonaland Ballista Crewman, Male human Brb7 (6):  CR 7; Size: medium humanoid; HD (7d12)+10; hp 57; Init +6 (+2 Dex, +4 Misc); Spd 40; AC 17 (flatfooted 17, touch 12), Atk or +11/+6 melee (shortspear 1d8+4 20/x3) or +10/+5 ranged (ballista, 3d6 20/x3) or +9/+4 ranged (shortspear, 1d8+4 20/x3); SA: Rage 2/day,Uncanny Dodge (Dex bonus to AC),Uncanny Dodge (can't be flanked); AL: CN; SV: Fort +6, Ref +4, Will +3; 

Str 18, Dex 14, Con 13, Int 10, Wis 12, Cha 8

Skills:  Climb +11, Handle Animal +9, Hide +1, Intimidate +9, Intuit Direction +3, Listen +9, Move Silently +3, Spot +3, Wilderness Lore +9; 

Feats: Improved Initiative, Point Blank Shot, Toughness, Weapon Focus (Longbow (Composite))

Equipment: Longbow (+3 Mighty/Composite), Potion (Cure Light Wounds), Shield (Large/Wooden), Shortspear, Studded Leather.

Hepmonaland Savage Bowman, Male human Brb7:  CR 7; Size: medium humanoid; HD (7d12)+10; hp 57; Init +6 (+2 Dex, +4 Misc); Spd 40; AC 17 (flatfooted 17, touch 12), Atk or +11/+6 melee (shortspear 1d8+4 20/x3) or +10/+5 ranged (mighty composite longbow (+3) 1d8+3 20/x3) or +9/+4 ranged (shortspear, 1d8+4 20/x3); SA: Rage 2/day,Uncanny Dodge (Dex bonus to AC),Uncanny Dodge (can't be flanked); AL: CN; SV: Fort +6, Ref +4, Will +3; 

Str 18, Dex 14, Con 13, Int 10, Wis 12, Cha 8

Skills:  Climb +11, Handle Animal +9, Hide +1, Intimidate +9, Intuit Direction +3, Listen +9, Move Silently +3, Spot +3, Wilderness Lore +9; 

Feats: Improved Initiative, Point Blank Shot, Toughness, Weapon Focus (Longbow (Composite))

Equipment: Longbow (+3 Mighty/Composite), Potion (Cure Light Wounds), Shield (Large/Wooden), Shortspear, Studded Leather.

Jorva, female human Sor10: CR 10; Medium Size Humanoid; HD (10d4)+3; hp 29; Init +7 (+3 Dex, +4 Misc); Spd 30; AC 13 (flatfooted 10, touch 13); +4 melee (1d6-1 20, quarterstaff); SA: Summon Familiar; AL: NE; Sv: Fort +3, Ref +6, Will +7; Str 9, Dex 16, Con 11, Int 14, Wis 11, Cha 16.

Skills:  Alchemy +11, Concentration +13, Knowledge (Arcana) +13, Scry +15, Spellcraft +15; 

Feats: Combat Casting, Empower Spell, Improved Initiative, Spell Focus (Enchantment), Toughness. 
Possessions: Quarterstaff. 


Spells: Sorcerer: (6/7/7/7/5/3, base DC = 13 + spell level, or * indicates DC = 15 + spell level) 0- Dancing Lights, Daze*, Detect Magic, Ghost Sound, Light, Mage Hand, Open/Close, Ray of Frost, Read Magic; 1: Charm Person*, Mage Armour, Magic Missile, Sleep*, Summon Monster I, Truestrike; 2: Blindness/Deafness, Bull’s Strength, Melf’s Acid Arrow. 3: Fireball, Hold Person*, Suggstion*; 4: Charm Monster*, Stoneskin; 5: Feeblemind*.

Tactics: The archers will concentrate on those returning fire and any overt spellcasters. The ballista will concentrate on taking out anyone attempting to get the ship underway or particularly puissant opposition. Once a crewman manning one of the missile weapons is killed, he will not be replaced for the duration of the combat. 


Jorva the sorceress, having precast what protective spells she has before the Surprise rounds, will unleash her most devastating spell on the aft'castle in the surprise and first rounds. In the second round she will hold her action if possible with Dispel Magic ready to counterspell any offensive dweomers cast at The Scarlet Scourge. 


The rules for catching fire are on p 86 of the DMG. See also the rules in the appendix section of this mini-module. 


The rails of both of ships provide 1/2 cover for both the PCs and their enemies (+4 AC bonus; +2 Reflex bonus - though this Reflex bonus does not apply to burst effects that are centred on the deck behind them).


After the first volley of fire - Hegrell will immediately order that the ship gets under way. If any of the PCs can manipulate the winds, he will demand that they fill his sails with a breeze. Unaided in such a fashion, Resplendent can put 50 feet between it and The Scarlet Scourge per round after the first. With a Gust of Wind or other such spell it can make 100 feet per round. The Brotherhood sailors will continue firing until their quarry is out of range. 


Unless the PCs actively act to help the Knights-Militant clamber aboard they will be left behind to their fate. The PCs must first secure the longboat to the galley (Rope Use DC 12  - full round action). This must be done in two rounds or the longboat will be left behind as the galley moves off. If the PCs fail to this they can still try to throw a line to the Palish but only in the next two rounds (Rounds 3 and 4 of combat). This will require a Rope Use roll DC 20. Once secured to the galley, one Pholtan can clamber aboard per round. Failing to even attempt to save the Palish will have dire consequences for the PCs (see Part 3 for details).

Encounter 2: White Squall


Though Resplendent has managed to escape the ambush, The Scarlet Scourge is in hot pursuit and for the rest of the day dogs the galley's wake, occasionally getting close enough to loose the odd missile. 


Read aloud or paraphrase the following:-


As you tend the wounded, the beat of the pace drum keeps up its relentless rhythm, urging the oars to greater efforts to keep the Lady ahead of her tormentor. All day the scarlet sails of the Brotherhood ship mar the view aft, keeping pace with the even the best efforts of the rowers and a half-favourable breeze.


Late in the afternoon, the sun is swallowed up by a black mountain of cloud standing directly in your path. Hegrell stands on the aft'castle staring grimly at the storm clouds as a forked tongue of lightening flicks down into the leaden sea below. 


“Rudder - steer us directly into the squall ahead,” he shouts to the helmsman.


“Cap'n?” the man says with shock and amazement.


"You heard me, mister. Hold course for the storm - it’s the only way we'll lose those accursed strawhairs. Brace for heavy weather, men!" Hegrell bellows over the peal of thunder that rolls ominously over the waves. 


True to his word, Hegrell steers directly into one of the storms for which the Sea of Gearnat is justly famed and feared. Any PC on deck during the storm stands must make a Reflex Check (DC 15) or lose his footing. A second Reflex check (DC 20) is then required to prevent him from being washed overboard. If PCs are lashed to something solid by a rope - this gives them a +2 circumstance bonus to these checks. It is probably worthwhile revising the Drowning and Swimming rules in the DMG at this point (p85). For the purposes of Swim Checks, remember that the conditions are stormy and the seas extremely rough.


PCs below deck should make Reflex checks  (DC 10) to prevent themselves being thrown about the cabin/hold for 1d6 points of damage. PCs cannot take 10 on this roll. If PCs are lashed to something solid by a rope - this gives them a +2 circumstance bonus to these checks. Have the PCs make 2-3 of these rolls if they are just sitting tight and for every round they are doing anything other than clinging on to something for dear life. 


All PCs should make a Fortitude roll (DC12) to avoid being seasick. Seasickness will cause nausea for 1D6 hours, incurring a -2 penalty to all attack, skill and saves checks. 


Having resolved all these matters, read aloud or paraphrase the following:-


You are battered by the wind and waves for what seems an eternity. At some point in the ordeal, sleep mercifully overcomes you, the roar of the tempest and the tortured creaking of the ship's timbers merging into the background of many troubling dreams.


You are woken not by a noise - but rather its absence. The relentless din of the storm is gone, and there is only the reassuring beat of the pace drum and the rattle of the oars in locks in its place. Emerging on deck, you are almost blinded by a bright sun blazing in a dome of blue overhead. Like the sky, the sea is a sheet of azure and you wonder for a moment if the storm was nothing but a bad dream.


Hegrell grins at you from the aftcastle.


“Lost the buggers,” he says with some satisfaction and no little pride. 


True to his word there is no sign of scarlet sails anywhere on the horizon.

What of the Pholtans?


If the PCs succeeded in picking up the Pholtan Knights-Militant, their leader, one Dasmius of Wintershiven, will now approach them and thank them for saving himself and his men. He will promise to return the favour at some time in the future (Favour from Dasmius of Wintershiven). Even if the PCs subsequently clash with Dasmius or the Chruch of Pholtus, he will honour this debt, being true to his word - though the PCs may only be able to use their Regional Influence Points at an Unfavoured rate. This Favour is conditional on Dasmius surviving to the end of the Mini-Module series, and the PCs somehow managing to stay in his good books. 


Dasmius will then present himself to the captain. He will thank him and any of the PCs that saved his men, saying they are truly the instruments of the One True Path. He will then demand that he and his men be taken immediately to Sornhill. Hegrell, not one to be ordered about on his own ship, will tell Dasmius that is he wishes to go to Sornhill that the Pholtans can swim there, with the aid of a kick in the backside over the rails if needs be. As Dasmius waxes wrathful, calling down the displeasure of Pholtus on Hegrell's head, the captain will order Dasmius removed from the aftcastle, an order his men are eager to comply with, if the PCs are not. 


The remainder of the Knights-Militant will draw weapons if they see their commander manhandled by anyone - and it will require a calm head and some careful diplomacy to defuse the situation. The Knights are heavily armed and armoured, superbly trained and have fanatical devotion to their cause. The PCs should realise that they make better allies (however temporary) than enemies. You may adjudicate this roleplaying encounter at your discretion. 

Dasmius of Pholtus, male human Ftr6/Clr2: CR 8; Medium Size Humanoid; HD (6d10)+(2d8)+3; hp 45; Init +4 (+0 Dex, +4 Misc); Spd 20; AC 18 (flatfooted 18, touch 10); Atks: melee +11/+6 (2d6+5 19-20/x2, greatsword); SA: Spontaneous casting, Turn Undead 6/day; AL LN; SV: Fort +8, Ref +2, Will +8; Str 16, Dex 10, Con 10, Int 12, Wis 16, Cha 16


Skills:  Climb +8, Concentration +3, Diplomacy +4, Handle Animal +10, Heal +5, Jump +-2, Knowledge (Religion) +4, Listen +5, Ride +13, Spot +5, Swim +-8; 


Feats: Alertness, Cleave, Great Cleave, Improved Initiative, Power Attack, Weapon Focus (Greatsword), Weapon Specialization (Sword (Great)).

     Possessions:   Full Plate,  Padded Armour, Greatsword.


Deity: Pholtus Domains:  Law(You cast law spells at +1 caster level.) Sun(Once per day you can perform a greater turning against undead in place of a regular turning (or rebuking). Undead creatures that are affected are destroyed.) 
     Spells: Cleric: (4 /3+1 ) 0- Create Water, Dancing Lights, Daze, Flare 1- Bless, Detect Chaos*, Magic Weapon, True Strike.

Character: Dasmius is a typical Palish Pholtine. He has been brought up in the Church and believes unswervingly in its dogmas. He passionately believes it is his mission to save the souls of heretics and to defend the faithful and the creed of the Blinding Light. Though he is literate and by no means unintelligent - his upbringing has left him ignorant of other faiths and cultures and he is dismissive of anything new -as it is clearly foreign to the One True Path.  He is proud and valiant to the point of foolhardiness and has no love of mages, sorcerors or priests of faiths other than Pholtus. 

Appearance: Dasmius is a handsome and charismatic young man in his mid-twenties. He has an olive complexion and black curly hair. On board ship he ands his men will dispense with their plate mail and instead wear their underjerkins and white tabards bearing the  symbols of Pholtus and the  Theocracy of the Pale. 

APL 2
Knight Militant, male human Ftr3 (9): CR 3; Medium Size Humanoid; HD (3d10)+3; hp 18; Init +5 (+1 Dex, +4 Misc); Spd 30; AC 14 (flatfooted 13, touch 11); Atks: +7 melee (1d8+3 19-20/x2, longsword); AL: LN; SV: Fort +3, Ref +2, Will +5; Str 16, Dex 13, Con 11, Int 10, Wis 14, Cha 12.

 
Skills:  Climb +5, Handle Animal +4, Jump +5, Knowledge (Religion) +2, Ride +4, Swim +1.
 
Feats: Improved Initiative, Iron Will, Power Attack, Toughness,Weapon Focus (Longsword) 
 
Possessions:  Leather Armour, Shield (Small/Wooden), Longsword, Holy Symbol of Pholtus

APL 4

Knight Militant, male human Ftr5 (9): CR 5; Medium Size Humanoid; HD (5d10)+3; hp 28; Init +6 (+2 Dex, +4 Misc); Spd 30; AC 15 (flatfooted 13, touch 12); Atks: +9 melee (1d8+5 19-20/x2, longsword); AL: LN; Sv: Fort +4, Ref +3, Will +5; Str 16, Dex 14, Con 11, Int 10, Wis 14, Cha 12.

 
Skills:  Climb +5, Handle Animal +4, Jump +5, Knowledge (Religion) +4, Ride +6, Swim +2.

Feats: Improved Initiative, Iron Will, Power Attack, Toughness, Weapon Focus (longsword), Weapon Specialization (longsword) 

Possessions:  Leather Armour, Shield (Small/Wooden), Longsword, Holy Symbol of Pholtus.


APL 6

Knight Militant, male human Ftr5/Clr1/Templar1: CR 7; Medium Size Humanoid; HD (5d10)+(1d8)+(1d10)+3; hp 39; Init +6 (+2 Dex, +4 Misc); Spd 30; AC 15 (dodging 16, flatfooted 13, touch 12); Atks: +10/+5 melee (1d8+5 19-20/x2, longsword); SQ: Spontaneous casting, Mettle, Turn Undead 4/day; AL: LN; Sv: Fort +8, Ref +3, Will +9; Str 16, Dex 14, Con 11, Int 12, Wis 14, Cha 12.
 
Skills:  Climb +5, Handle Animal +4, Jump +5, Knowledge (Religion) +9, Ride +6, Swim +2.
 
Feats: Dodge, Endurance, Improved Initiative, Iron Will, Power Attack, Toughness, Weapon Focus (longsword), Weapon Specialization (longsword).

 
Possessions: Leather Armour, Shield (Small/Wooden), Longsword. 

 
Deity: Pholtus Domains:  Law(You cast law spells at +1 caster level.) Sun(Once per day you can perform a greater turning against undead in place of a regular turning (or rebuking).
 
Spells: Cleric: (3 /2+1 ) 0- Daze, Flare, Ray of Frost, Virtue 1- Charm Person, Detect Chaos*, Magic Weapon Templar: 1 1- Command. 


SQ:  Mettle (Su) – If a templar makes a Will or Fortitude Save that would normally reduce the spells effect, he takes no effect at all.

APL 8
Knight Militant, male human Ftr5/Clr1/Templar3: CR 9; Medium Humanoid; HD (5d10)+(1d8)+(3d10)+12; hp 64; Init +6 (+2 Dex, +4 Misc); Spd Walk 30'; AC 15 (dodging 16, flatfooted 13, touch 12), Atks: +12/+7 melee (1d8+5 19-20/x2, longsword); SA: Spontaneous casting, Mettle, Smite 1/day, Damage Reduction 1/-, Turn Undead 4/day; AL: LN; SV: Fort +10, Ref +4, Will +10; Str 16, Dex 14, Con 12, Int 12, Wis 14, Cha 12.

 
Skills:  Climb +5, Handle Animal +4, Jump +5, Knowledge (Religion) +9, Ride +6, Swim +2. 


Feats: Dodge, Endurance, Improved Initiative, Iron Will, Power Attack, Toughness, Weapon Focus (Longsword), Weapon Specialization (Longsword)


Possessions:  Leather Armour, Shield (Small/Wooden), Longsword.
Deity: Pholtus Domains: Law(You cast law spells at +1 caster level.) Sun(Once per day you can perform a greater turning against undead in place of a regular turning (or rebuking).

 
Spells: Cleric: (3 /2+1 ) 0- Daze, Flare, Ray of Frost, Virtue 1- Charm Person, Detect Chaos*, Magic Weapon Templar: /2 /1 1- Cause Fear, Command  2- Bull's Strength.

SQ:  Mettle (Su) – If a templar makes a Will or Fortitude Save that would normally reduce the spells effect, he takes no effect at all.
SQ: Smite 1/day (Su) – A 2nd level or higher templar may gain a +4 to attack bonus and adds his cleric and templar levels to the damage roll.

SQ:  Damage Reduction (Ex) – Subtract one from the damage a templar takes.

Character: These men are all drawn from the hinterlands of Wintershiven and are fanatically devoted to Pholtus. They are incredibly sincere and direct - if somewhat humourless. They are fiercely loyal to their leader Dasmius.


If this fracas is settled without bloodshed, the Palish will withdraw to the cabin in the fo'castle (which they share with the PCs) to talk and pray. The Palish will during the remainder of the voyage make frequent attempt to convert the PCs and members of the crew - "saving them from heresy, delusion and the damnation of eternal darkness" (see appendix for Pholtus' doctrine). Every day at dawn, noon and dusk they will hold a service on deck, singing their hymn to Pholtus - "Oh Blinding Light!"  The charismatic Dasmius spends hours at time on deck, preaching the salvation of the One True Path and will even manage to convert a small number of the half-orc crew over the next few days.

Encounter 3: The Scarlet Straits

Read aloud or paraphrase the following:-


The following day, the crew busy themselves with running up scarlet sails and pennants. Seeing the symbol of the Scarlet Sign snapping at the mast head sends a shiver though you, but you know there is good reason for it. The long march of the cliffs of the Storm Coast comes to an end as the coast curves away to the south. You look upon Cape Obelstone, the westernmost point in the Dragonshead Peninsula. Just beyond the cape, the sinister spires and towers of Obelstone Keep crouch atop a huge spire of rock rearing hundreds of feet out of the sea. A shadow seems to hang over the fortress-prison, as if the bright summer sun was unable (or unwilling) to touch it. You try to put the many terrible tales and rumours you have heard told about this place out of your mind. However, you cannot help the unnerving feeling of countless pairs of hostile eyes boring into you, as if the Keep itself were and huge terrible creature that had suddenly turned its baleful gaze upon you.


Despite the PCs fears, the ruse appears to be working, as Resplendent rounds the cape and passes into the Straits of Gearnat unmolested. After several hours, the last of Obelstone's spires slips beneath the horizon. 


Read aloud or paraphrase the following:-


For the rest of the day, you catch sight of several scarlet sailed ships, though none comes close to Resplendent. The atmosphere on the ship grows tense as the hours seem to crawl past. However, for the moment the Lady's luck appears to be holding. 

Suddenly the ship's lookout cries out :


“Ship ablaze to starboard! She's flying the colours of Keoland!”


Along with those of the crew above decks you gather on the starboard rail. Out across the sea you see a large merchantman, the sable lion rampant of Keoland streaming from her mastheads. She is being attacked by a scarlet sailed ship. Flaming arrows and bolts of magical energy rip into the side of the Keolander and her sails and main mast are suddenly consumed in a sheet of flame. Crewmen desperately fling themselves overboard to escape the inferno. 


Hegrell turns to you, “My friends – what do we do? Can we stand idle why those who oppose the Scarlet Sign are cut like wheat?”


Hegrell is uncertain as to what to do, he knows the mission is important, but he is not an Onnwaloner. In his gut he feels cannot with a clear conscience leave fellow sailors to their fate. However he would prefer to leave the final decision to the PCs – do they leave the Keolanders or do they go ahead with a rescue?

If they decide to rescue the Keolanders

Read aloud the following:-


“Helm - hard about to starboard and take us into to those longboats!” Hegrell roars. “Prepare to take aboard the survivors.”


Hegrell will steer the ship to within a few hundreds yards of the blazing merchantman, keeping as far as possible away from the Scarlet Brotherhood ship. He will then launch a longboat to pick up what survivors they can. The PCs may wish to go aboard the rescue boat. 

The survivors are mostly in shock or injured too weak to resist what they imagine to be their new captors. Several are injured though none critically - all of the badly wounded have already drowned. 


The Scarlet Brotherhood ship, the Scarlet Scourge again, will move in to begin picking up survivors as well - they will get a good bounty for captives. Allow the PCs a spot roll DC 12 to notice to their horror that the enemy ship is none other than The Scarlet Scourge. 


As they move closer it is only a matter of time before the men from Resplendent are spotted for what they are. The Brotherhood lookout has Spot 4 make a Spot check every round, DC 15. There are five survivors within easy reach of Resplendent's longboat and it will take a round per man to pick them up and another five rounds to row back to the ship.


Go to the Chase below.

If they decide to leave the Keolanders

Ironically the Scarlet Sign, the vessel that attacked the Keoish galleon, puts ashore a longboat to begin picking up survivors as well - they will get a good bounty for captives. Allow the PCs a spot roll DC 12 to notice to their horror that the enemy ship is none other than The Scarlet Scourge.

They loudly invite the PCs to do the same, after all there should be plenty of meat for everyone, but if the PCs insist on leaving, the Scourge watches suspiciously as the last of the survivors are taken aboard, where Arkoone (see below) is swiftly executed. 


The Resplendent are spotted for what they are. The Brotherhood lookout has Spot +4 make a Spot check every round, DC 15. 


Go to the Chase below.

The chase


When the Brotherhood spot what is going on, the Scourge will open up with missile fire the following round, concentrating on the longboat (as it is closer). Use the missile stats from Encounter 1 - but not the spells - the ship's mage has exhausted her magics on the unfortunate merchantman. The Scourge is 300 feet away from the long boat and 400 feet away from the Resplendent.


If the Brotherhood look-outs do not spot the deception before the longboat makes it back - it will begin signalling with flags towards Resplendent. When Resplendent is unable to return the signal, captain of the Scourge will see through the ruse and order his vessel to close and attack.

Hegrell will immediately order full speed away from the Scourge and having been ready to make such a quick getaway, Respendent's crew gain a vital lead over their pursuer, pulling away at the rate of 50 feet a round. 

The Survivors


The survivors of the Keoish vessel (The Springs of the Sheldomar), if they were rescued, are almost all Keoish sailors hailing from Gradsul. As such they are all of mainly Suel blood - and this have blonde hair and pale complexions. Their simple sailor's garb is bloodied, charred and tattered. 


Almost all bear some sort of injury - generally burns of some sort. One man is in an serious condition - with a large burn covering most of his torso and a crossbow bolt protruding from his abdomen. He is at -5 hit points and will die unless stabilised by the PCs. His name is Aroone Kerikos and he is an Onnwalion priest of Zilchus who, through round about means, managed to end up on the Keoish galleon bound to meet a contact within the court of Duke Luschan VIII of Rhola, Duke of Gradsul, a powerful Keoish nobleman. Aroone is on a diplomatic mission for Onnwal, though he won’t say this in the presence of the half-orcs, and is happy to be put ashore at Longbridge, though his mission is clearly a failure. When he recovers, Aroone will solemnly swear the PC that saves his life that he, and his temple in Killdeer is in the PC's debt.

Encounter 4: Death From Below

Read aloud or paraphrase the following adjusting if the PCs are not with Hegrell:


The beat of the pace drum matches the surging pulse of blood in your ears. The scarlet sails to aft are the focus of everyone's thoughts and fears. Your pursuer and tormentor sticks stubbornly behind you through many long oars of rowing. Below the backs of the oarsmen are lathered in sweat. Several crewmen go constantly between the benches doling out fresh water to the toiling rowers.


Suddenly the entire ship is shaken by a massive jolt. Crewmen are sent flying. The three masts quiver like sapling trees in a gale. From below comes the awful, terrifying sound of splintering wood. Voices cry out in dismay, and rowers scatter onto the decks.


 Golgak, abandoning his drum, dashes up on deck. “Cap'n! Beast hole us in the rowing deck! We taking water!”


Hegrell looks to you, “I think it is time you proved yourself. We’ll try to keep her afloat, you slay the beast quickly!”


The Lady of the Silver Hills has been attacked by a sea creature summoned by the Brotherhood Mages of Obelstone Keep. The nature number of the beasts vary with APL:

APL 2:

 1 Scrag, see Monster Manual p180.

Rowers – see Unit Stats Appendix

APL 4: 

2 Scrags, see Monster Manual p180.

Rowers – see Unit Stats Appendix

Tactics:
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The Scrag(s)will burst through the bottom of ship and start slaughtering rowers. The Lady has a supply of pitch that could be used to set fire to the beasts, but this will also set the hold ablaze and may result in the sinking of the galley. Acid will burn through the hull in 10 rounds. Throwing parts of the Scrags overboard will only allow them to regenerate and they will attack once more after they have fully regenerated. The Hold is beginning to flood with sea-water and parts of the Scrags that fall into this can regenerate, though it is too shallow top allow upright Scrags to do so.

APL 6: 

1 Giant Squid, see Monster Manual p202

Rowers – see Unit Stats Appendix

APL 8: 

2 Giant Squid, see Monster Manual p202

Rowers – see Unit Stats Appendix

Tactics: 


PCs held by the tentacles will be constricted for one round then brought to within range of the biting mouth. PCs dropped by the squid should make a Reflex check (DC 15) to avoid falling into the water if released for whatever reason (severing of the tentacle, death of the creature etc) while grappled in this fashion.

Development: 


If the creatures are defeated, Hegrell will make a rapid assessment of the damage to the ship's hull. The Lady of the Silver Hills is taking water and it is inevitable that she will eventually sink. Non-stop bailing can only keep her afloat only so long, and the hole is too large to mend - but there is no way that the vessel can make Longbridge before the sea overcomes the strength of the PCs and crew. The only way to save the ship is to put into port for repairs. The only ports that the Lady can reach before going down are the Brotherhood held ports of Obelton. Scant, Halmarn or Gullhaven, and the Free Port of Pelorbay on the remote Hezarin Isles. While Hegrell is sure that the Brotherhood ports have ship-wrights, he has no idea if Pelorbay even has the facilities to make the necessary repairs. Nonetheless, as capture or drowning are the only other alternatives, Hegrell has little choice but to set course for the Hezarins. 

That Sinking Feeling

If The Lady of the Silver Hills sinks, the PCs will have to either swim to shore (which will take about an hour), get in a longboat or cling to a fragment of the ship and try to paddle themselves ashore. The PCs stand a strong chance of being picked up by The Scarlet Scourge and either being killed (if they resist - in which case the ship will stand off, while the PCs are peppered with crossbow bolts) or captured. 


Give the PCs opposed Hide or Bluff rolls versus the Brotherhood crews Spot (Spot: 4 ranks) check if they are for example hiding among the debris of the ship or playing dead. PCs that evade the Scourge's sweep of the area can then either swim or drift to shore - taking about a day to get ashore. PCs that are captured are taken to Scant and imprisoned. In either case, their mission has ended in failure and the PCs may not take part in "Two If By Sea Part II - A Port of Call" - which assumes The Lady survives this attack. 

Conclusion

Read aloud or paraphrase the following:


The next two days are forever marked in your memories as a time of unrelenting toil and pain. When not aiding the crew to bail out the flooding hold, you spend hours at a time on the rowing benches, straining to keep up to Golgak's relentless beat, with the water rising all the time around your feet and ankles, despite the heroic efforts of the bailers. Your twin tormentors, the sea and The Scarlet Scourge give you no respite. The Brotherhood vessel shadows your crippled craft night and day. 


It is a measure of your desperate straits that it is with relief, rather than the more usual dread that you that you greet the sight of two ominous plumes of black smoke on the southern horizon. Slowly a chain of five steep-sided mountainous islands rises out of the south. The three larger isles belch fire, smoke and steam into the sky. It is not heard to see how they got their name - for Hezarin in the Old Oeridian means hell  -and you are glad to see Hegrell order that they be given a wide berth. As you draw closer you can see that the steep mountain slopes of the two smaller isles - Gedden and Berel - are clothed in thick vegetation, though there is little sign of habitation at first.


The sun is a huge ball of red fire hanging low over the fiery islands to the west before you round a headland and catch sight of Pelorbay. The port huddles in the shadow of the rearing mass of Gedden's single huge peak - a meagre collection of houses built from wood and black volcanic stone at the end of a long narrow bay. As you draw up at the quay, people peer from windows and doors with curiosity - or is that hostility? In the evening shadows it is hard to say. Their eyes look out to sea and following their gaze you see with dread the last rays of the sun lighting up the blood red sails of The Scarlet Scourge, as she glides slowly up the bay towards you. 


Though you have made it safely to Pelorbay, you wonder if you will ever leave again.

Here ends Part I of Two If By Sea

Proceed to Part II - A Port of Call

Note PCs cannot relearn spells, heal lost hit points or spend TUs between the end of this mini-module and the start of Two If By Sea Part II, which is designed to follow on immediately after the end of this mini-module. 

APPENDIX:

DOCTRINE OF PHOLTUS

Pholtus - Intermediate Oeridian god of Light, Resolution, Law, Order, Inflexibility, Sun and Moons. 


Pholtus, the Oeridian god of Light, Order and Law and Resolution was brought to Onnwal with the forces of Aerdy. Since that time, the clergy of Pholtus have been acted as Judges of the Sessions, presiding over the law courts of the land. The Prime - or Chief Justice - of Onnwal has traditionally been the high priest of Pholtus. The Church never had a widespread following among the common folk except in the Eastern Marchlands. Among the ruling classes however, the church was well respected and patronised.


The Church of Pholtus was brutally suppressed Brotherhood, despite staunch resistance. The clergy was ruthlessly hunted down and killed, while the legal system was replaced by the Brotherhood's code of laws. The few priests who survived have been slowly trying to rebuild their shattered church in the lands held by Free Onnwal. The survivors, under Shining Paragon Purcennd Kerondas, have wholeheartedly adopted the intolerant teachings of the Theocracy of the Pale. A number of missionaries have even arrived from Wintershiven to aid their efforts and to preach the Doctrine of the One True Path. This has so far had a moderate degree of success, particularly in the Eastern Marchlands. Though a new Prime has yet to be appointed, some of the more zealous Pholtites, led by the Palish missionaries, have taken on themselves to administer law and order to Free Onnwal. Unsurprisingly, these self- proclaimed judges tend to be harsh in their rulings and severe in their punishments. 

Palish Dogma: 

The One True Way is a strict path, but guarantees rightness. Show no tolerance for those who do not give all for the cause of Law. Fanaticism in the name of the Blinding Light is praiseworthy and Law's champions shall be rewarded when chaos is utterly vanquished. 

Clergy are expected to bring the word to unbelievers and brook no argument with this mission. They have little respect for other "heretical" faiths. 
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The symbol of pholtus*

Pholtus is the stern guardian of unbending law. His holy symbol is a full moon (Luna) partially eclipsed by a smaller crescent moon (Celene). 

* Created by David W. Baker for http://www.theocracyofthepale.com  

Appendix two: Ship to Ship Combat

Boarding

Boarding actions can only be made when ships are side by side. Grappling hooks may be thrown across to secure the ships together. All character attempting to board an enemy vessel must make a Reflex check (DC15 or D12 if the ships are grappled together by 4 or more hooks and lines). Characters moving through threat areas of enemies suffer attacks of opportunity as normal. A failed check means that the Character was unable to make the boarding attempt and remains where he began. 

Structural damage

The following table gives the strength of the various wooden structures aboard both The Lady of the Silver Hills and The Scarlet Scourge.

Hull and Deck: Hardness: 5; Hit Points: 60; 

Masts: Hardness: 5 Hit Points: 120

Ropes: Hardness: 0; Hit Points: 2

If a rope loses all its hit points, it breaks. Once a section (10 feet square) of mast, deck or mast has lost all hit points it is considered holed or broken.  If a ship is holed below the waterline, it will begin to take water and unless bailing begins or the hole is repaired, the ship will eventually sink. Both vessels have the facilities to repair small holes (such as from ballista bolts - though larger damage (such as from catapult stones) cannot be patched with running repairs. A single small breach will lead the ship to sink in 1 hour if no preventative measures are taken. Each subsequent small breach will half the sinking time. Each small hole will require 5 men to bail in order to stabilise until repairs (which take an hour to make) can be made.

 A single large breach will cause the ship to sink in 30 minutes if no preventative measures are taken. Each subsequent large breach will half this time. Every large hole requires 10 men to bail in order to stabilise until repairs are made. 

If a mast is broken, this will bring the entire mast and rigging crashing down on deck. Roll 1d12 to determine the direction it falls, using the Deviation Diagram on p68 of the DMG. Characters directly under the falling mast must make a Reflex check (DC 15) or suffer 10d6 damage. A successful check gives half damage. All within 10 feet of the falling mast must make a Reflex Check (DC 15) or suffer 4d6 damage from falling rigging; a successful check gives half damage. If the sails or rigging are alight, then those failing the Reflex checks are set alight for an additional 1d6 dire damage per round until extinguished.

Fire

If a part of the wooden structure of the ship catches fire, it suffers 1d6 damage every round until extinguished. Note that fire ignores hardness of wood. Each time the maximum amount of damage is done, the fire spreads to an adjacent 10 x 10 ft square- add an extra 1d6 to the subsequent rounds. In any case, once a 10 x 10 section of deck/hull has lost all its hit points, the fire then spreads to all six 10 x 10 squares around the burnt section. Fire on masts or below decks spreads upward at a rate of 10 feet per round unless extinguished and will immediately set the sails and rigging alight. If unchecked, once the fire reached the top of the mast, the burning rigging will come crashing down on a 20 ft x 20 ft square of deck around the base of the mast, inflicting 4d6 falling damage and 1d6 fire damage, unless characters make a Reflex Check (DC20) for half the falling damage. 

Fire fighting 

Fires may be fought by trying to beat it out with damp blankets or dousing it with water (full round actions). If a character devotes a full round to extinguishing the flames successful Reflex check (DC 15) will extinguish a 10 x 10 foot section of deck/sail (or 10 foot length of mast/rope).

Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished and assign the experience award accordingly. Then assign the discretionary role-playing experience award. The role-playing award should be given for consistent character portrayal and contribution to the fun of the game. You can award different role-playing amounts to different characters. Award the total value (objectives + roleplaying) to each character.

Encounter 1: Pholtan and Jetsam


Save the Pholtans

APL2: 





20 XP

APL4: 





40 XP

APL6: 





60 XP

APL8: 





80 XP

Encounter 2: White Squall

Diffuse the argument between the Pholtines and Hegrall peacefully

APL2: 





10 XP

APL4: 





20 XP

APL6: 





30 XP

APL8: 





40 XP

Encounter 3: The Scarlet Straits

Save the survivors of the Keoish ship

APL2: 





30 XP

APL4: 





60 XP

APL6: 





90 XP

APL8: 





120 XP

Encounter 4: Death From Below

Defeat the sea creatures
APL2: 





75 XP

APL4: 





150 XP

APL6: 





225 XP

APL8: 





300 XP

Discretionary Role-playing Award

APL2: 





15 XP

APL4: 





30 XP

APL6: 





45 XP

APL8: 





60 XP

Total possible experience


APL2: 





150 XP

APL4: 





300 XP

APL6: 





450 XP

APL8: 





600 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 bodies, 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 the characters can go back to loot the bodies, and those bodies are there (that is not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve the loot. If 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, analyse 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 treasures from each encounter, add it up and that it’s the number of gold pieces a character’s total and coin values increase by at the end of the adventure. Write the total in the GP Gained field of the Adventure Certificate. 

TREASURE KEY:

Favour of Aroone Kerikos, Priest of Zilchus


For saving his life, given he was on a desperate diplomatic mission to Keoland, you are given one Regional Influence Point with the Temple of Zilchus.

Note of Credit from Carthen Relaster


For participating in this mission, the PCs are paid the following sum by Carthen Relaster

APL2: 100 gp 

APL4: 200 gp;

APL6: 300 gp

APL8: 600 gp

Adventure Caps:
APL2: 100 gp 

APL4: 200 gp;

APL6: 300 gp

APL8: 600 gp 
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Two if by Sea:

A Port of Call
A D&D Living Greyhawk Onnwal Mini-Module Adventure

Version 1

By Stuart Kerrigan and Paul Looby 

Experience adventure upon the high seas as you take to the seas in a vessel crewed by questionable elements of the Free State on a suicide mission around the coast of the Dragonshead. Learn of a new and previously unseen portion of Onnwal.

This mini-module is part two of three mini modules that involve naval action on the coast of Onnwal for Summer Weekend in Onnwal and events thereafter.

An Onnwal regional mini-module for Levels 1-8.

DUNGEONS AND DRAGONS, D&D, GREYHAWK and RPGA are registered trademarks of Wizards of the Coast, Inc. LIVING GREYHAWK is a trademark of Wizards of the Coast, Inc. Scenario detail copyright 2002 Paul Looby and Stuart Kerrigan. ALL RIGHTS RESERVED. This scenario is intended for tournament use only and may not be reproduced without approval of the RPGA Network.. In other words – ask before you use this!!!

This is an RPGA( Network scenario for the Dungeons & Dragons( game.  A four‑hour time block has been allocated for each round of this scenario, but actual playing time will be closer to three hours. The rest of the time is spent in preparation before game play, and scoring after the game. The following guidelines are here to help you with both the preparation and voting segment of the game.  Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario.

Preparation

First you should print this scenario. This scenario was created to support double-sided printing, but printing it single sided will work as well.  There is enough room along the inside margin to bind the adventure, if you desire.

Read this entire adventure at least once before you run your game. Be sure to familiarize yourself with any special rules, spells, or equipment presented in the adventure.  It may help to highlight particularly important passages.

When you run an RPGA D&D adventure we assume that you have access to the following books: the Player’s Handbook, the Dungeon Master’s Guide, and the Monster Manual.  We also assume that you have a set of dice (at least one d4, d6, d8, d10, d12, and d20), some scrap paper, a pencil, an RPGA scoring packing, and your sense of fun.  It is also a good idea to have a way to track movement during combat.  This can be as simple as a pad of graph paper and a pencil, as handy as a vinyl grid map, or as elaborate as resin dungeon walls and miniatures.

Instruct the players either to prepare their characters now, or wait until you read the introduction, depending on the requirements of the scenario as described in the introduction.

Keep in mind that you must have at least three players (not counting the DM), for a game session to be a sanctioned RPGA event. As well, you cannot have more than six players participating in the game.

Once you are ready to play, it is handy to instruct each player to place a name tag in front of him or her. The tag should have the player's name at the bottom, and the character's name, race, and gender at the top. This makes it easier for the players (and the DM) to keep track of who is playing which character.

The players are free to use the game rules to learn about equipment and weapons their characters are carrying.  That said, you as the DM can bar the use of even core rule books during certain times of play. For example, the players are not free to consult the Dungeon Master’s Guide when confronted with a trap or hazard, or the Monster Manual when confronted with a monster.

Some of the text in this scenario is written so that you may present it as written to the players, while other text is for your eyes only. Text for the players will be in bold italics. It is strongly recommended that you paraphrase the player text, instead of reading it aloud, as some of the text is general and must be adapted to the specific situation or to actions of the player characters. 

Scoring

After the players have completed the scenario or the time allotted to run the scenario has run out, the players and the DM score the game.  The RPGA has three ways to score its games. Consult your convention coordinator to determine which method to use for this scenario.

4. No vote scoring:  The players write their names and RPGA numbers on the scoring packet grid. You fill in the top of the grid. That is all. No one is rated. This method is used for people who are just playing for fun.

5. Partial scoring: The players rate the game master and the scenario on their player voting sheets, and provide personal information, but don’t vote for other players.  The game master rates the scenario and completes personal and event information, but does not rate the players as a team or vote for players.  This method is used when there is no competition, but the event coordinator wants information on how the game masters are performing, or the game master wants feedback on his or her own performance.

6. Voting: Players and game masters complete the entire packet, including voting for best player.  If this method is used, be sure to allow about 15-20 minutes for the players to briefly describe their characters to the other players, and about 5-10 minutes for voting. This method is used when the players want to know who played the “best” amongst the group, or when the adventure is run in tournament format with winners and prizes.

When using voting, rank the players in order of your voting choice while they are completing their forms so that you are not influenced by their comments on your abilities.  It is a good idea to have the players vote while you are determining treasure and experience awards for the scenario.

After voting, give the Scoring Packet to your event coordinator.

 This is a LIVING GREYHAWK Adventure. As a Living( adventure, it is expected that players will bring their own characters with them.  If players do not have a LIVING GREYHAWK character generated, get a copy of the current LIVING GREYHAWK character generation guidelines, a character sheet, and a LIVING GREYHAWK log sheet from the convention coordinator or the RPGA Web site, and then have any players without a character create one.  Once all players have a LIVING GREYHAWK character, play can begin.

Along with the other materials that you are assumed to have in order to run a D&D game, it is also recommended that you have a copy of the LIVING GREYHAWK Gazetteer.

Living Greyhawk levels of play

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

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 being war horses, dogs trained for war), other than those brought by virtue of a class ability (i.e. animal companions, familiars paladin’s mounts, etc) use the following chart to determine the number of levels you add to the sum above. 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.

CR
1
2
3
4


1/4 & 1/6
0
0
0
1


1/3 & 1/2
0
0
1
1


1
1
1
2
3


2
2
3
4
5


3
3
4
5
6


4
4
5
6
7

3. Sum the results of 1 and 2, and divide by the number of characters playing in the adventure – round up.

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

By following these four steps, you will have determined the APL. Throughout this adventure, APLs categorize the level of challenge the PCs will 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 you may gain at the end of the adventure. If your character is three character levels or more either higher or lower than the APL this adventure is being played at, that character will receive only half of the experience points awarded for the adventure. This simulates the face that either your character was not as challenged as normal, or relied on help by higher-level characters to reach the objectives.

Note: LIVING GREYHAWK adventures are designed for APL 2 and higher. Three or four, or sometimes even five 1st-level characters may find difficulty with the challenges in a LIVING GREYHAWK adventure. If your group is APL 1 there are three things that you can do to help even the score.

Attempt to create a table of six 1st-level characters, or try to enlist higher-level characters to play at that table.

Advise characters to buy riding dogs to help protect them, and fight for them. All riding dogs are considered trained to attack. PCs who want their dogs to attack must succeed at a Handle Animal or Charisma check (DC 10). Failure indicates that the animal will not attack that round. This is a free action (spoken command) that may be attempted each round. If an animal loses half or more hp in a single round it flees, unless another check is successful.

Enlist an iconic, as described in the back of this module.

IS IT A FULL MOON?

Since the hazards of lycanthropy are a current part of the LIVING GREYHAWK campaign, it may be necessary to determine if this adventure takes place during a full moon.  For game purposes, the full moon lasts three days of each month. For a given scenario that does not state the phase of the moon, roll 1d10 before play begins. On a result of 1, the first day of the scenario is a night of the full moon (roll 1d3 to determine where in the sequence of three nights it falls).

TIME UNITS AND UPKEEP

This is a three-round mini adventure. All characters pay 3 Time Units to participate in the adventure. Adventures’ Standard Upkeep costs 36 gp. Rich Upkeep costs 150 gp, and Luxury Upkeep costs 300 gp.

CAMPAIGN CONSEQUENCES


This adventure has campaign consequences. That is the outcome of this mini-module will directly affect future events in the course of the campaign. The answers to some of the questions below may seem trivial or pointless, but because of the complex nature of the back-story and campaign all information requested is vital.


Please send your answers to the Living Onnwal Team at woesinger@hotmail.com as soon as possible. General comments about the mini-module are also welcomed at this address. 

Adventure Synopsis and Background

What Happens in this

Mini-module?

The PCs have just arrived at the port of Pelorbay on the Hezarin Isle of Gedden, their vessel, The Lady of the Silver Hills (called Resplendent by the Free State Navy), having been critically damaged in a battle with Brotherhood-summoned sea monsters. The Scarlet Scourge, a Brotherhood galley, has pursued them here. Pelorbay, and its neighbouring port Ospret, are free ports, they recognise neither Jian Destron nor Sister Kuryanie's rule of Onnwal. However - being pragmatic they are quite happy to trade with either side. If the PCs start a fight here though, the locals shall call down their wrath upon the PCs - and they shall never leave this isle alive!


The Scarlet Brotherhood captain, Eirud Proshahar knows this, and uses this opportunity to taunt the PCs, hoping to force them into rash action. 

Encounter Summary

Introduction:

The ruler of Pelorbay, Rattrin, intimidates the PCs. He informs them that any fighting with the Brotherhood will not be tolerated – and will result in the destruction of their vessel.

Encounter 1: The Tavern


The PCs rub shoulders with numerous locals from the Hezarin isles, including the crew of the Scarlet Brotherhood vessel and one Larea Farmoore - a free trader with both the Scarlet Brotherhood and the Rebellion.

Encounter 2: Strange Bedfellows


PCs deal with Larea Farmoor to get their ship repaired. They are intimidated by the Scarlet Brotherhood forces who try to force the PCs or Pholtines into rash action. 


This is just a diversion - one of the half-orcs aboard the ship has been dominated by a strange force, courtesy of the Scarlet Brotherhood. Now reprogrammed to fight for the Scarlet Sign the half-orc has been given a runic mine by the Scarlet Brotherhood ready to be used when the time is right. Its purpose: to destroy The Lady of the Silver Hills.

Encounter 3: Dinner


The PCs are invited to dine with the Captain of the Scarlet Scourge at his table aboard his vessel.

Encounter 4: The Night They Leave


The PCs, on the night before they leave find Paceman and Second Mate Golgak in a terrible state – he was caught by the Scarlet Brotherhood and ‘altered’, to a hideous conclusion that shall be found out in Part Three of this mini-module series.  

Introduction


The PCs have just been forced to dock at Gedden, one of the Hezarin Isles by the predations of an enchanted Scarlet Brotherhood ship, The Scarlet Scourge. The isle appears inhabited, and a robed fellow appears before the PCs, dressed in orange with the symbol of a volcano across his chest. This is Rattrin, Despot of the Hezarin Isles, which have declared independence from Onnwal since the Brewfest Rebellion and the Brotherhood were driven out of the Hezarin Isles.


Having alighted upon the port of Pelorbay, you were shocked to discover that you had not lost your pursuer, a Scarlet vessel. Even now it glides into a berth at the opposite side of the small port village.


The villagers that have watched you as you arrived have not been idle. A score of men, clad in orange tabards, are approaching your vessel just as a group of Hepmonaland.warriors disembark from the Scarlet vessel.


Captain Hegrell paces the decks anxiously, and you hear him mutter, “This be not good.”


There is a man at the head of the band of locals, dressed in the orange robes, looks at you and at the Scarlet Brotherhood captain. Nodding to the captain he looks at each of you intently, furrowing his brow.


He then looks to the men coming from the Scarlet vessel and in a loud voice intones, “I would suggest you surrender any thoughts of making trouble on my isle, or I shall crack your ship like an egg.”


At this point the Hepmonaland warriors look confused until a swarthy fellow in red robes pushes to the front. You recognise him as the captain of the enemy vessel.


Rattrin gestures and you realize with alarm that along the full length of the shore the stones are engraved with an ornate rune pattern. As he waves his hand the engravings upon the runes all glow in unison around your ship. They also glow around the Scarlet Brotherhood ship, much to the chagrin of the enemy captain.


“Any attempt to move your ship without my permission will result in their detonation, any fighting with the Scarlet Sign will result in their detonation, and any attempt to attack anyone in Pelorbay will result in their detonation. Furthermore, " he says, gesturing to the score of armed men at his back, "once that wreck you call a ship is destroyed, my men here and in the village will make sure your stay here is short one."


The mage continues, “All I ask is you respect these simple rules and you’ll be as welcome as any new outsider around here. Do as I say and no-one will come to harm.”


With a wave of his hand, Rattrin and his men turn around and make their way up the cobbled main street into the only lit building. The Scarlet Captain confers with his men, and a few of them, clad in robes follow the wizard and his men.


The captain stops for a moment and with a smirk you hear him say in your direction, “Welcome to Pelorbay.”

Places of Note in Pelorbay


Pelorbay is not a particularly large settlement, numbering less than 500 souls living in wooden and stone houses. It has but a few places of note:-

1.
The Lady of the Silver Hills – This is where the PCs are docked.
2.
The Sign of Procan’s Mares – This is where most of the action takes place in Encounter 1. It is the local tavern of Pelorbay.

3.
Rattrin’s Manor – a small, fortified manor where Rattrin administers the town and lives in relative luxury in this time of conflict.

4.
Chapel of Procan – Pelorbay being little more than a fishing village that used to offer port to passing vessels, the worship of Procan was popular. The original priest, Gelvraan Saanh was slain by the Brotherhood when they originally occupied Pelorbay, but fiery sermons are now given by the Stormseeker Salaman Crestdeep.

5.
The Shipwright – The shipwright, Arkyl Langshanks, and several casual labourers have a house by the docks. Unfortunately Arkyl is unwilling to fix the PC’s ship – his wife is one of the hostages (The Disappeared) taken by the Brotherhood many years ago, and he has no desire to earn their ire.

6.
The Scarlet Scourge – At the other end of the village the Scarlet Brotherhood vessel is docked. Throughout the day it is manned and guarded by half the crew. The Black Mist Stone is covered.

Exploring Pelorbay


In between the encounters allow the PCs freedom to move around the village and encounter any salient NPCs you wish that are detailed in Encounter 1.


At the moment though, as it is dark, all the village doors are shuttered and the lights are out, except for the tavern of Pelorbay, Procan’s Mares. The sound of merriment and the smell of fresh food should certainly lure them out – and Hegrell says that they need to find someone willing to help fix the ship. As he and his crew are all Half-Euroz it would be best if the PCs acted as front men for the crew. They would also prefer to get on with things quickly – thus the PCs should go ashore and mingle to get things moving.


If the PCs seem truly unwilling to go ashore, have Dasmius the Pholtan offer to go ashore and use his “diplomatic” skills instead. If this does not persuade the PCs to act, then allow disaster to ensue…

Encounter 1: The Sign of Procan's Mares

Read aloud or paraphrase the following:


A solidly built, two-story building dominates the waterfront. Like the rest of Pelorbay it is constructed of black volcanic stone. Painted on the old sign swinging above the door in the hot breeze is the picture of the sea with the heads of white horses as the crests of the waves. The tavern seems relatively welcoming...relative to the inhospitality that surrounds you that is. 


As this is the only light within the dismal port of Pelorbay, the PCs can quickly thrust themselves into the common room of Procan’s Mares. 


In true form, the sound of merriment stops as you walk into the dimly lit common room, and every eye in the tavern turns towards you – some balefully, others with interest and curiosity.


Sat at the far side of the room, is a bare chested man with the tattoo of a trident on one arm, and the tattoo of a silver cloud upon the other. This fellow converses the magi that forbade you from violence earlier and with a red haired fellow. 


A stout, bald man tends the bar, laughing at a jest from his cronies that is clearly at your expense. In the corner, sat alone, a blonde woman, clearly of Suloise extraction stares at you, occasionally sipping from a wine glass. The rest of the patrons are merely silhouettes in the dim light of the common room.

Rumours

1)
A strange dark black spider-like mist was seen coming from that black tower on the western coast of the mainland, the place they call Obelstone a few months ago.

2)
The Stormseeker Salaman went out in a rowing boat last week – into a terrible squall. He came back unharmed, but said the storm had spoke to him and told him that it was time for his Order to reclaim their place on the mainland.

3)
A vessel bearing the Scarlet Sign that came from the Pomarj stopped off here awhile back. One of the crewmen said they had been laden down with gold and gifts from Sister Kuryanie for the Half-Orc Emperor Turrosh Mak. There were also a small number of half-orc free-swords upon the vessel, paid by Kuryanie to fight for the Brotherhood.

The Occupants of the Common Room

The following are descriptions and roleplay notes for the various occupants of the tavern.

Rattrin, Despot of Pelorbay (Wiz 13 (Invoker), AC 20 (Bracers of Defence + Dex), hp 52, AL CN).


Rattrin is the undisputed ruler of Pelorbay. A native of Nyrond and a former member of the Sagacious Society, Rattrin came here in 586 CY due to his distaste for the new Nyrondese king. He has also had a passion for fire magic and viewed the Hezarin Isles as an excellent place to practice his arts.


Rattrin watches the tavern like a hawk. He is feared by all for his ability to Disintegrate the unwary and the unwise, but he is respected for his ability to keep order in what otherwise would be just another lawless free port. 

Eirud Proshahar, Captain of the Scarlet Scourge (See Appendix for stats).


Eirud was a member of the Office of Diplomacy who infiltrated the clergy of Xerbo before the Occupation. His influence within the priesthood was essential in ensuring its defection to the side of the Scarlet Brotherhood. When Scant fell, Eirud became rich from the reliquaries of the Church of Zilchus. He owns a small, palatial mansion on Scant’s Gate Hill and is a rich man, but like most of the Scarlet Sign he favours the ascetic life, in his case the ascetic life of a sailor.


Eirud has three roles he likes to keep separate, though the line between them is often blurred. Firstly he is a businessman, good at exacting ruthless terms from those he “liberates” in the name of the Scarlet Sign. Secondly, he is a sea captain, with a love of the sea and battle upon the waves. Thirdly, he is a member of the Scarlet Brotherhood, and as such believes himself to be superior to all non-Suel.

Appearance: 5’7” with his short hair dyed black and all but shaved off and sporting a moustache, Eirud seems to have a perpetual grin on his face and an unpleasant predatory glint in his eyes.

Argrith Myllana (Com 3, AL CN).


Argrith is the owner and innkeep of Procan’s Mares who is currently engaged in talking to several of the locals about the new arrivals. If the PCs go up to ask for a drink, he speaks in whispered tones to his cronies, who laugh at his every jest (it beats paying for the ale). He only serves the PCs if there is nothing else that needs doing and if he is not above making jokes about the green and gold gills of the Free Onnwal soldiers. The first time a PC goes to the bar, the event Drinking With Thine Enemy occurs (see below). 

Appearance: A bald and very portly gentleman in his late forties, Argrith is usually quick with a smile. He is his own best customer when it comes to drinking the spirits that he keeps behind the bar. He is cold to strangers - to the point of avoiding serving them wherever possible.

Angrar Flamedeep, Priest of Joramy (Clr 3 – Joramy, AL NG).


Angrar is a rarity on this isle – five years ago he came upon a raft, lost at sea as part of a missionary expedition from the Yeomanry to Onnwal. It was he who reported to existence of the Hezarin Isles to his superiors in Onnwal and resulted in these isles being claimed as holy ground by the Joramites.


Angrar is a permanent resident of Pelorbay now, for the wilds of the Hezarin Isles (though not Pelorbay) are a site of permanent skirmishing between the Joramites and their sworn enemy the Scarlet Brotherhood’s priests of Pyremius. He is a staunch drinking companion of Salaman the Stormseeker.

Appearance: Angrar is a short, thin man with long red hair down to his shoulders. A shock of gray runs through his thick mane and he fiddles incessantly with the medallion of a volcano that is around his neck.

Pirraen Vahr  (Sor 2, AL N).


Like many others in Pelorbay, Pirraen has found her way here from elsewhere, being a native of the village of Veralhos in Storm Coast of Onnwal. She fled the mainland in 586 CY to escape the murderous war. Pirraen is one of a long line of village "witches" - wise-women with innate magical powers and deep knowledge of herb lore often found among the Suel descended inhabitants of the Storm Coast. She has no particular love for either side in the war, but is reluctant to talk about her past or the reasons why. She will hover on the edge of conversations trying to hear what news there is of the mainland and the Storm Coast in particular. Though quiet by nature - she is possessed of a strong will and if pestered by PCs, will not hesitate to use Suggestion, Charm Person or Sleep to "persuade" them to leave her alone. Pirraen attracts the attention of Jorva, the Scarlet Scourge’s mage in the option encounter The Sorceress.

Appearance: A young woman in her early twenties, Pirraen is pure-blooded Suloise. Though her golden blonde hair is worn unflatteringly short, it cannot disguise her beauty. She dresses in man's clothes - the same loose blouse and pantaloons that the majority of the isles inhabitant's favour. 

Salaman Crestdeep, Stormseeker (Clr 5 – Procan, AL CN).


Another oddity in the tavern, and a companion to Angrar, Salaman is one of the Stormseekers – a bizarre cult dedicated to Procan that believe the best way to hold communion with the Sea Lord is to sail directly into the heart of storms. Most of the Stormseekers remain on the Storm Isles since the fall of Onnwal, but Salaman was guided to the Hezarins during a “communion” and has remained here ever since. 


He goes out once a year to commune with the storms. His last trip was a week ago, during which time “Procan” told him that it would soon be time for him and the rest of his order to return to the mainland.


As the tavern is named “Procan’s Mares”, Salaman sees it as holy ground and holds service here every Godsday. He also uses it as a place to get boisterously drunk and is relatively affable compared to the locals.

Appearance: Salaman is a tall, fat man with tattoos of a trident on both shoulders and a storm cloud upon his chest. He is dressed in long brown pantaloons but exposes his gut to the public. He wears a silver vial containing salt water around his neck as a symbol to the Sender of Storms.

Larea Farmoore, Merchant of Scant (Sor 3, AL LN).


Larea is a wealthy and powerful merchant from Scant, her business owns several ships and before the fall of Scant she was one of the most eligible ladies. Being of near-pure blooded Suloise extraction she was classified as a subcitizen, and given her compliance with the Scarlet Brotherhood’s rule she kept her wealth and half of her ships (the other half went to the Brotherhood’s navy of course).


Larea adamantly refuses to get involved with either the Brotherhood or the Resistance, preferring to conduct trade with either side as normally as possible. She urges compliance with the Brotherhood to the population of Scant. Her voice is heard and followed by a large section of its population.


Currently Larea is trying to relax after having brought in a large cargo of sailcloth to the people of Pelorbay. She is, in a round about way, sympathetic to the cause of the rebels, wishing things could go back to the way they were (so she could have all her ships back). As it stands she is the mostly friendly NPC in the bar towards the PCs.

Appearance: A mere 30 years of age, Larea is 5 foot 2 inches, long red hair, slightly portly, blue eyes and dark skin. Her eyes dart about the common room, and there is a hint of sadness in those eyes. She is prepared for trouble though - she wears studded leather armor, has a scarlet sash around her left arm (to indicate she is a sanctioned merchant from Scant) and carries a concealed dagger with her at all times. At her side is a Hepmonaland warrior named Larze, a servant of hers, granted by Maranafel Toktot in exchange for her co-operation. Larze is genuinely devoted to Larea, though he speaks little common.

Events


With the scene set, and the PCs free to mingle in the common room of the inn, drop in the following events as you see appropriate.

followers of Pholtus Unite!


Dasmius and his fellow Pholtans – if they were rescued – have now left the Lady of the Silver Hills and are made their way into Procan’s Mares. They start brandishing silver holy symbols and attempting to convert the populace.


Dasmius eventually sets eyes upon Eirud and draws his sword to attack the Scarlet Scourge’s captain – if the PCs do not stop him, Rattrin shall destroy their ship.

the Sorceress


Pirraen Vhar, who has been showing an interest in listening to the PCs news, has caught the attention of Jorva, the sorcerer and follower of Lydia, who recognises her from some meeting they had in the past. She will speak with Pirraen and try to persuade her to return to Scant aboard The Scarlet Scourge. It is clear that the pair have had some dealings in the past - though if questioned Pirraen will change the subject to avoid the issue. While later on in this scenario Pirraen decides this is not such a bad idea, currently she is not so willing to go, and currently Jorva is trying to drag her out of the tavern.


No-one in the tavern moves to act to help Pirraen – she is an outsider, and only Salaman Crestdeep and Angrar Flamedeep will loudly protest. If the PCs try to block Jorva, she backs down, clearly having exceeded her authority. 


Eirud publicly berates his mage with a polite grin, claiming she has drunk enough tonight and meeting the approving gaze of Rattrin.

Drinking With Thine Enemy


This event occurs when the PCs first go to the bar to order drinks. Read or paraphrase the following:-


Standing at the bar, you note with some cynicism that it is several of the locals, rather than your lack of a drink and questing gaze, that occupies the barman’s attention


A hand falls upon your shoulder, and turning around you see it belongs to the captain of the Brotherhood vessel that has pursued you to Pelorbay.


He looks you over and smiles coolly, “Ah, yes, how are you, you do look a little beat up.” He extends an arm in friendship, a grin upon his face, “The name’s Eirud, captain of the Scarlet Scourge.”


Eirud attempts to act friendly towards the PC, shaking their hand (or kissing it if they are female). His friendship is obviously a mask (Sense Motive – DC 5), but he insists on being polite, taking great glee in waving to Rattrin, who sits watching the exchange with concern.


Eirud continues, offering to help the PCs:-


“I see you are having some bother getting served. I have an intimate knowledge of the regional beverages - perhaps you might allow me to acquire some for you?”


He smirks and waves to the barkeep, who ceases his conversation and ambles over to the red robed man, who with a smirk asks you, “Now what will you have?”


If the PCs act hostile towards Eirud, several of the tavern patrons stand up and intimidate the PCs (Intimidate +8). The tavern keeper shall throw them out if they continue. If they actually attack Eirud, then Rattrin makes good on his threat and The Lady of the Silver Hills is destroyed. The guard and Rattrin attack the PCs until they are dead. They were warned after all.

Encounter 2: Strange Bedfellows


After the PCs have had a chance to interact with the denizens of Procan’s Mares, closing time shall come round. The PCs can opt to stay in the inn if they are tired of The Lady of the Silver Hill’s bunks and it shall cost 2 golden gulls to stay in the overpriced poor quality rooms above the tavern. Eirud and his men return to The Scarlet Scourge, knowing full well that they can sleep safely.


As they leave, making any final dialogue you deem necessary, it is at this point that Larea Farmoore approaches the PCs with an offer they can’t refuse. Read the following:-


A red-haired woman dressed in a fine silk gown approaches you. She has the look of a merchant about her, and around her left arm is tied a silk red scarf. At her side is a man, dressed lightly in furs and leaning upon a spear and a hide shield. The man, who you recognise to be a Hepmonaland warrior stands in deference to the lady as she speaks in a hushed voice:-


“You would be some of the people that came in on the Free State vessel? May I sit here and discuss a proposal with you – I think I could help you fix your ship. No-one else here will help.”


If the PCs rebuff Larea’s offer, she shrugs and with her manservant Larze returns to her table. Throughout the rest of their stay in the common room she watches the PCs like a hawk, and the next time she approaches the PCs may be at the dinner onboard the Scarlet Scourge in Encounter 3, where she will re-iterate that the PCs should meet to discuss repairing the ship. 


True to her word – no one else here can help repair the ship. They are too scared of the Brotherhood (even though Pelorbay is a Free Port now). The shipwright has been intimidated by the Brotherhood crew and refuses to help fix the PCs vessel as long as the Brotherhood remain on the isle.


If she is invited to stay, Larea makes her offer as plainly as possible:-


“My men, led by Larze here, can fix your ship. We saw it on the way in, but we’d need a better look. I’d say we’re looking at the best part of three days to repair it. We have the timber onboard to repair that hull, and you’ll not get it from any other source than here.


“All I ask from you is that you carry some cargo of mine to Longbridge to sell, and two weeks from now cut me in on a percentage. We’ll meet in the Disputed Zone near Scant. If this is too rich for you - put in a good word for me with the Free State’s authorities. 


“You see – since the Brotherhood sanctioned my merchant house in Scant, I’ve had to cease trading with the Free State in Sornhill and Longbridge. The authorities don’t trust me. If you tell them that I fixed your ship maybe they’ll see I truly am a neutral party in this conflict. At any rate, we’ll meet at this shack in the Disputed Zone in two weeks time, used to belong to a friend of mine called Kallarn. If you’ve got the money or a latter from someone in authority allowing me to dock in the Free State, we’ll call it evens.


“Anyway I’ll fix your ship and trust you – if your words do carry any weight, you keep a percentage piece of the action. If not you better have all the money from selling my goods in your pocket or Larze, well let’s say he doesn’t like to see me upset.”


Explain to the PCs that in order to pay Larea the PCs must either cross off an additional 2 TUs or default on the trading. Defaulting on the trading has dire consequences for the Free State, as can be seen in the Resolutions section of the Conclusion of Part III of this series.

Encounter 3: Dinner


It takes three days and three nights to fix the ship with Larea’s help (and supply of timber), three more days the PCs must stay in Pelorbay and oversee matters. During this time, if the PCs explore Pelorbay (which does not hold much of interest) a group of Hepmonaland savages from the Scarlet Sign attempt to goad the PCs into rash actions through verbal abuse and obscenities. They will not attack, but will defend themselves if they succeed in goading the PCs into action. 


On the second day, regardless of whether the PCs enlisted Larea’s help, they receive an invitation from Eirud Proshahar, inviting the PCs to dinner at his table aboard the Scarlet Scourge. A Hepmonaland savage delivers it to the ship.


There is no consequence if the players do not attend this dinner, but Eirud considers this a moral victory over the PCs.


Two Hepmonaland warriors wait for the PCs on the docks. They politely insist that on Rattrin orders they divest themselves of all weapons and perform a thorough search (!!).


The PCs are led into Eirud’s cabin aboard the Scarlet Sign. You might wish to let the PCs see the plan of the Scarlet Scourge, but note that the Black Mist Stone is covered up – something the PCs may decide to investigate.


Inside the Captain’s Quarters a table has been set out formally for dinner. Present are Eirud himself, sat at the head of the table looking pleased with himself, Larea Farmoore, her manservant Larze, Pirraen Vhar sat next to the sorceress Jorva (despite their previous altercation in the tavern), Despot Rattrin and the first mate Petre. You may wish to refer to their descriptions in Encounter 1.


Eirud and his men attempt to make polite conversation with the PCs, but their wafer thin veneer of politeness should be made apparent to the PCs by remarks. Topics of conversation offered by the Scarlet Brotherhood include the current state of the war (which is clearly going in their favour due to the lack of unity in the rebel factions), education (while the education provided by Priests of Lydia are the most superior they would like to hear some stories about an academy that is being set up in Longbridge) and so forth. 


Larea, Lorze and Rattrin tend to stay silent unless spoken to, but if the PCs have not taken Larea up on her offer she quietly takes them aside to reiterate her offer.


Pirraen Vhar and Jorva on the other hand speak to each other cosily, aside from the main conversation. Jorva is explaining the education that a citizen of the Scarlet Brotherhood receives on the Tilva Peninsula and Pirraen seems most interested.


The meal itself consists of a starter of stew, followed by a main course consisting of a choice of salmon, squid (which if the PCs played APL 6-8 in the previous scenario Eirud gleefully, but subtly, drops into the conversation that this is the same squid that attacked their ship) or seahorse. Finally dessert consists of sweet meats and cake. The wine is of excellent quality – from Sornhill’s own vineyards and dating back as far as 567 CY. With a smirk Eirud will drop into the conversation that it is from the old Szek’s personal stock.


Feel free to add any free-form roleplaying you wish to this encounter – the players almost certainly will! Despot Rattrin will however intervene if things look like they are getting violent and he is not beneath destroying the Lady of the Silver Hills to stop a conflict.

Farewells and Financial Advice


If the meal draws to a successful close without anyone causing a riot, Eirud offers them this final farewell:-


“We’ll be setting sail soon. No doubt we’ll see you before you see us,” says the Xerban with a gleeful grin. “Unfortunate you couldn’t come out with us, but then again you have had bother trying to fix this ship haven’t you? Some would say this Lady of the Silver Hills is cursed – maybe she should never have left the Silver Hills.”


He smiles, and waves, but then furrows his brow momentarily in what seems like mock concern.

 
“Oh before I forget, I believe there is a matter of a contract regarding your agreement between Mistress Farmoore and yourself. Now I’ve no desire to see whatever terms you have with her, but I wish for her to be protected.


“I believe it requires the signature of a priest of Zilchus, or a priest of Xerbo. Obviously as you’re not going to find a Zilchan around here, I’d be willing to be an impartial witness to your dealings with Mistress Farmoore. In fact to show how high my regard for all of you, I’ll even waive the traditional percentage I’d be due.”

Larea shifts uncomfortably in her seat but nods.


Eirud is trying to exact the terms of the agreement between the PCs and Farmoore. Nothing more – but if a contract is drawn up, Eirud acts only mildly interested. is cool towards Larea – she is helping the PCs, but she is helping them into a trap he intends to set. Larea is genuinely trying to help the PCs out of enlightened self-interest however. 


If the PCs do attack Eirud, Rattrin simply activates the runestones on the shore to crack the Lady of the Silver Hills like an egg. This time, not even Larea shall be able to repair the ship, and the Hezarin guards shall likely kill all the PCs.


Once he has finished gloating, Eirud departs with the fire mage, and The Scarlet Scourge sets sail in the night, to await the PCs outside the isles bounds.

Encounter 4: the night they leave


On the third night, as the PCs are doubtless readying to leave Pelorbay, they encounter their fellow crewman Golgak, injured on the docks. Modify this text based off what the PCs are currently up to:-


As you make your way towards your lodgings a silhouette emerges from one of the sides of the houses. It is unsure of its footing – but it moves towards you.


Allow the PCs to react to this sighting, and then when appropriate reveal the following


You recognise him as Golgak, second mate aboard the Lady, as he staggers down the street. Literally bumping into you, in the light, you see the man has many fresh cuts across his face and back. He stumbles, kneeling on the ground, clutching his head, and start battering it off the cobbles and saying over and over again, “No, no, wrong now.”


A Heal Roll (DC 13) reveals that the cuts were caused by a whip. Golgak has been whipped quite literally black and blue, but also oddly his mind has suffered as well. It is like he is only dimly aware of his surroundings and he slurs his voice like he is drunk.


If taken back to Captain Hegrell, the half-euroz berates his underling for getting drunk at first, before realising what has happened to the mate.


Golgak is unfit for work – his mind has been broken. A Diplomacy Roll (DC 23) may coax from him the words, “Red man, big whip, claws in the dark!” which is all he shall say happened to him in his ordeal.


What has happened to Golgak is revealed in Part III. Taking this matter before Rattrin does no good, as he is unlikely to accept the word of a half-crazed half-orc over a “gentleman” like Eirud Proshahar. Besides – as The Scarlet Scourge just recently set sail Rattrin views the matter as moot.

Conclusion


By dawn Larea’s men have completed their repairs upon The Lady of the Silver Hills and she greets the PCs and Captain Hegrell with a stern reminder to honour their agreement they made. She also points out that they should tell Rattrin they are leaving.


If they go to Rattrin’s manor, he greets them at the door and will most assuredly give them permission. 


“Seems like everyone’s leaving,” says the fiery mage as he towers in his doorway. “First the Scarlet Scourge, with Pirraen – though I don’t think she wanted to go willingly, know you. Well – for us anyway it’s a blessing, be off with you, I’m sure it will be a short voyage.”


Perceptive PCs (Sense Motive – DC 25) may notice a wry look of amusement upon Rattrin’s face as he gives them permission to depart – as if he knew what fate was in store for them. With or without this foreboding they should now return to their ship and prepare to set sail on the final leg of the journey…

To be concluded in Part III: Dark Seas

Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished and assign the experience award accordingly. Then assign the discretionary role-playing experience award. The role-playing award should be given for consistent character portrayal and contribution to the fun of the game. You can award different role-playing amounts to different characters. Award the total value (objectives + roleplaying) to each character.

Encounter 1: At the Sign of Procan’s Mares

Learn of the Stormseekers Imminent Return

APL2:





15 XP

APL4:





30 XP

APL6:





45 XP

APL8:





60 XP

Learn that the Hezarin Isles are Holy Ground to the Priests of Joramy

APL2:





15 XP

APL4:





30 XP

APL6:





45 XP

APL8:





60 XP

Deal with the locals with restraint

APL2:





15 XP

APL4:





30 XP

APL6:





45 XP

APL8:





60 XP

Interact with Eirud, the Scarlet Brotherhood captain without causing a brawl and thus failing the scenario.

APL2:





15 XP

APL4:





30 XP

APL6:





45 XP

APL8:





60 XP

Meet with Larea, strike a deal regarding fixing the Lady of the Silver Hills and not upsetting her.

APL2:





15 XP

APL4:





30 XP

APL6:





45 XP

APL8:





60 XP

Save Pirraen Vhar from Jorva the sorceress.

APL2:





15 XP

APL4:





30 XP

APL6:





45 XP

APL8:





60 XP

Encounter 3: The Dinner

“Enjoy” dinner with Eirud Proshahar.

APL2:





15 XP

APL4:





30 XP

APL6:





45 XP

APL8:





60 XP

Encounter 4: The Night Before They Leave

Tending Golgak

APL2:





15 XP

APL4:





30 XP

APL6:





45 XP

APL8:





60 XP

Conclusion

Remembering to get permission from Rattrin.

APL2:





15 XP

APL4:





30 XP

APL6:





45 XP

APL8:





60 XP

Discretionary Role-playing Award

APL2: 





15 XP

APL4: 





30 XP

APL6: 





45 XP

APL8: 





60 XP

Total possible experience


APL2: 





150 XP

APL4: 





300 XP

APL6: 





450 XP

APL8: 





600 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 bodies, 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 the characters can go back to loot the bodies, and those bodies are there (that is not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve the loot. If 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, analyse 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 treasures from each encounter, add it up and that it’s the number of gold pieces a character’s total and coin values increase by at the end of the adventure. Write the total in the GP Gained field of the Adventure Certificate. 

TREASURE KEY:


The loot the PCs find aboard the Scarlet Scourge is property of the Free State upon their safe return to Longbridge and thus irrelevant.

Conclusion:

Goods of Larea Farmoore


The goods that Larea Farmoore gives the PCs to trade at Longbridge, if they manage to convince Duke Gellen to let them sell them, are worth the following per PC (and remembering the crew need a split too).

APL2: 100 gp 

APL4: 200 gp;

APL6: 300 gp

APL8: 600 gp

Adventure Caps:
APL2: 100 gp 

APL4: 200 gp;

APL6: 300 gp

APL8: 600 gp 

appendix a: the storm seekers


Worship of Procan was brought to Onnwal with the Aerdi. He is depicted as a wrathful and intemperate god, prone to venting his ire in the form of storms and tempests in which he is thought to manifest himself. In the west and south, he is described as the husband of Osprem who is said to moderate his rage with her soothing songs. In the east however, where worship of Osprem is eclipsed by that of Procan, The Roar of the Ocean is seen as the primary god of the sea.


A small cult called the Stormseekers was based in Sornhill. This bizarre offshoot of the main church, believing that Procan is actually manifest in the heart of tempests, seeks to be closer to him by actually holding ceremonies on ships in the middle of storms, sometimes sailing directly in the heart of a tempest to commune with their god. Many do not survive which obviously keeps the cult small. However, those that do are often hailed as living saints. One such was the founder of the cult - Burisan Stormseeker, who was said to have survived three score “communions” before finally as an old man of 70 years he sailed away and never returned.


The clergy of Procan mostly fled to Nessermouth and Irongate, though a few priests remained at large in the Storm Isles, and the rocky cliffs of the Storm Coast. This included the Stormseekers, led by their “Living Saint” Iseln Guiral, who since then has waged a savage guerrilla war against Brotherhood shipping near the Storm Isles. This has increased the profile, popularity and influence of the Stormseekers and Iseln is now treated on a similar footing with Delvan’s successor Holshend Wildren.

From the Player’s Guide to Onnwal by Creighton Broadhurst, Paul Looby et al.

Handout: Eirud’s Letter

My honoured friends,





In the interests of showing continued co-operation between the Scarlet Brotherhood and the “Free” State of Onnwel that we now enjoy I humbly invite you to attend a dinner at the captain’s table of the Scarlet Scourge to show the respect we hold for the neutrality of the Free Port of Pelorbay.





Dinner shall be served an hour before sunset aboard the Scarlet Sign, and the worthy archmage Rattrin shall be in attendance, expecting to also see your presence representing the Free State of Onnwal. I have also taken the opportunity of invite Larea Farmoore, a local traitor I believe you to be acquainted with and some of the local worthies.





The meal shall consist of five courses of a local delicacy and there shall be spirits and wine available – there is no need to stand on ceremony or bring any victuals to the meal.





I am sure I can count upon your attendance as it a public show to the Despot of Pelorbay of the continued good will and cooperation we now enjoy in these troubled times.

Your sincerely,

Eirud Proshahar,

Captain of the Scarlet Scourge,

Member of the Scarlet Sign.
SWiO-3
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Two by Sea:

the Dark Seas

A D&D Living Greyhawk Onnwal Mini-Module Adventure

Version 1

By Stuart Kerrigan and Paul Looby 

Experience adventure upon the high seas as you take to the seas in a vessel crewed by questionable elements of the Free State on a suicide mission around the coast of the Dragonshead. Learn of a new and previously unseen portion of Onnwal.

This mini-module is part three of three mini modules that involve naval action on the coast of Onnwal for Summer Weekend in Onnwal and events thereafter.

An Onnwal regional mini-module for Levels 1-8.

DUNGEONS AND DRAGONS, D&D, GREYHAWK and RPGA are registered trademarks of Wizards of the Coast, Inc. LIVING GREYHAWK is a trademark of Wizards of the Coast, Inc. Scenario detail copyright 2002 Paul Looby and Stuart Kerrigan. ALL RIGHTS RESERVED. This scenario is intended for tournament use only and may not be reproduced without approval of the RPGA Network.. In other words – ask before you use this!!!

This is an RPGA( Network scenario for the Dungeons & Dragons( game.  A four‑hour time block has been allocated for each round of this scenario, but actual playing time will be closer to three hours. The rest of the time is spent in preparation before game play, and scoring after the game. The following guidelines are here to help you with both the preparation and voting segment of the game.  Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario.

Preparation

First you should print this scenario. This scenario was created to support double-sided printing, but printing it single sided will work as well.  There is enough room along the inside margin to bind the adventure, if you desire.

Read this entire adventure at least once before you run your game. Be sure to familiarize yourself with any special rules, spells, or equipment presented in the adventure.  It may help to highlight particularly important passages.

When you run an RPGA D&D adventure we assume that you have access to the following books: the Player’s Handbook, the Dungeon Master’s Guide, and the Monster Manual.  We also assume that you have a set of dice (at least one d4, d6, d8, d10, d12, and d20), some scrap paper, a pencil, an RPGA scoring packing, and your sense of fun.  It is also a good idea to have a way to track movement during combat.  This can be as simple as a pad of graph paper and a pencil, as handy as a vinyl grid map, or as elaborate as resin dungeon walls and miniatures.

Instruct the players either to prepare their characters now, or wait until you read the introduction, depending on the requirements of the scenario as described in the introduction.

Keep in mind that you must have at least three players (not counting the DM), for a game session to be a sanctioned RPGA event. As well, you cannot have more than six players participating in the game.

Once you are ready to play, it is handy to instruct each player to place a name tag in front of him or her. The tag should have the player's name at the bottom, and the character's name, race, and gender at the top. This makes it easier for the players (and the DM) to keep track of who is playing which character.

The players are free to use the game rules to learn about equipment and weapons their characters are carrying.  That said, you as the DM can bar the use of even core rule books during certain times of play. For example, the players are not free to consult the Dungeon Master’s Guide when confronted with a trap or hazard, or the Monster Manual when confronted with a monster.

Some of the text in this scenario is written so that you may present it as written to the players, while other text is for your eyes only. Text for the players will be in bold italics. It is strongly recommended that you paraphrase the player text, instead of reading it aloud, as some of the text is general and must be adapted to the specific situation or to actions of the player characters. 

Scoring

After the players have completed the scenario or the time allotted to run the scenario has run out, the players and the DM score the game.  The RPGA has three ways to score its games. Consult your convention coordinator to determine which method to use for this scenario.

7. No vote scoring:  The players write their names and RPGA numbers on the scoring packet grid. You fill in the top of the grid. That is all. No one is rated. This method is used for people who are just playing for fun.

8. Partial scoring: The players rate the game master and the scenario on their player voting sheets, and provide personal information, but don’t vote for other players.  The game master rates the scenario and completes personal and event information, but does not rate the players as a team or vote for players.  This method is used when there is no competition, but the event coordinator wants information on how the game masters are performing, or the game master wants feedback on his or her own performance.

9. Voting: Players and game masters complete the entire packet, including voting for best player.  If this method is used, be sure to allow about 15-20 minutes for the players to briefly describe their characters to the other players, and about 5-10 minutes for voting. This method is used when the players want to know who played the “best” amongst the group, or when the adventure is run in tournament format with winners and prizes.

When using voting, rank the players in order of your voting choice while they are completing their forms so that you are not influenced by their comments on your abilities.  It is a good idea to have the players vote while you are determining treasure and experience awards for the scenario.

After voting, give the Scoring Packet to your event coordinator.

 This is a LIVING GREYHAWK Adventure. As a Living( adventure, it is expected that players will bring their own characters with them.  If players do not have a LIVING GREYHAWK character generated, get a copy of the current LIVING GREYHAWK character generation guidelines, a character sheet, and a LIVING GREYHAWK log sheet from the convention coordinator or the RPGA Web site, and then have any players without a character create one.  Once all players have a LIVING GREYHAWK character, play can begin.

Along with the other materials that you are assumed to have in order to run a D&D game, it is also recommended that you have a copy of the LIVING GREYHAWK Gazetteer.

Living Greyhawk Levels of Play

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

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 being war horses, dogs trained for war), other than those brought by virtue of a class ability (i.e. animal companions, familiars paladin’s mounts, etc) use the following chart to determine the number of levels you add to the sum above. 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.

CR
1
2
3
4


1/4 & 1/6
0
0
0
1


1/3 & 1/2
0
0
1
1


1
1
1
2
3


2
2
3
4
5


3
3
4
5
6


4
4
5
6
7

3. Sum the results of 1 and 2, and divide by the number of characters playing in the adventure – round up.

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

By following these four steps, you will have determined the APL. Throughout this adventure, APLs categorize the level of challenge the PCs will 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 you may gain at the end of the adventure. If your character is three character levels or more either higher or lower than the APL this adventure is being played at, that character will receive only half of the experience points awarded for the adventure. This simulates the face that either your character was not as challenged as normal, or relied on help by higher-level characters to reach the objectives.

Note: LIVING GREYHAWK adventures are designed for APL 2 and higher. Three or four, or sometimes even five 1st-level characters may find difficulty with the challenges in a LIVING GREYHAWK adventure. If your group is APL 1 there are three things that you can do to help even the score.

3. Attempt to create a table of six 1st-level characters, or try to enlist higher-level characters to play at that table.

4. Advise characters to buy riding dogs to help protect them, and fight for them. All riding dogs are considered trained to attack. PCs who want their dogs to attack must succeed at a Handle Animal or Charisma check (DC 10). Failure indicates that the animal will not attack that round. This is a free action (spoken command) that may be attempted each round. If an animal loses half or more hp in a single round it flees, unless another check is successful.

IS IT A FULL MOON?

Since the hazards of lycanthropy are a current part of the LIVING GREYHAWK campaign, it may be necessary to determine if this adventure takes place during a full moon.  For game purposes, the full moon lasts three days of each month. For a given scenario that does not state the phase of the moon, roll 1d10 before play begins. On a result of 1, the first day of the scenario is a night of the full moon (roll 1d3 to determine where in the sequence of three nights it falls).

TIME UNITS AND UPKEEP

This is a three-round mini adventure. All characters pay 3 Time Units to participate in the adventure. Adventures’ Standard Upkeep costs 36 gp. Rich Upkeep costs 150 gp, and Luxury Upkeep costs 300 gp.

CAMPAIGN CONSEQUENCES


This adventure has campaign consequences. That is the outcome of this mini-module will directly affect future events in the course of the campaign. The answers to some of the questions below may seem trivial or pointless, but because of the complex nature of the back-story and campaign all information requested is vital.


Please send your answers to the Living Onnwal Team at woesinger@hotmail.com as soon as possible. General comments about the mini-module are also welcomed at this address. 

Adventure Synopsis and Background

What Happens in this

Mini-module?


The PCs are just leaving the port of Pelorbay on the Hezarin Isle of Gedden on their vessel, The Lady of the Silver Hills (called Resplendent by the Free State Navy) after having negotiated repairs with Larea Farmoore, a merchant from Scant.


The Scarlet Scourge, the vessel that attacked them, is still out there waiting for them, and it is still invisible. A bloody conflict is inevitable…

Encounter Summary

Encounter 1: Leaving the Isle


The PCs leave the isle, having got permission from Rattrin hopefully.

Encounter 2: True Colours


Leaving the Hezarin Isles there is a big ship to ship battle as The Scarlet Scourge attacks! The Brotherhood soldiers fight to last - but will try to scuttle the ship to stop it falling into enemy hands. If PCs really successful - they will be able to capture it and sail into Longbridge with two ships instead of one.

Encounter 3: Golgak's Fate


Pacemaster Golgak, if aboard the ship, attempts to destroy the Lady in retribution for the defeat of the Scarlet Scourge.

Conclusion


Resplendent sails into Longbridge to cheers and of the populace. Duke Gellen shall personally bestow honours upon the PCs for their success - especially if the PCs have managed to capture both vessels for Longbridge!

Encounter 1: Leaving the Isle


In the previous mini-mission hopefully the PCs thought to get permission off of Rattrin before casting off. If they did not the runes below the ship begin to glow. This panics the crew, and they remind the PCs to speak to the archmage. If they continue, the ship is destroyed (as per the damage totals below) and the PCs if they survive are stranded.


Assuming they have got permission the PCs can board the newly repaired Lady of the Silver Hills and set sail through Pelor’s Passage, a narrow straight between Gedden, the isle Pelorbay rests on and Berel, the other inhabited isle of the chain. 


The ship's mates are busy about the deck directing the crew in the myriad of tasks involved in casting off, their voices echoing off the black stones of the quay. The rowers push off from the pier and with their oars, answer the slow steady rhythm that that the pace-man beats out upon his drum. The black stone houses of Pelorbay slip quietly past. Few of the locals have bothered to turn out to see you depart. You do make out Larea standing on one of the flat roofs, sheltering from the already sweltering heat of the morning sun beneath a parasol.  


As The Lady of the Silver Hills moves out into Pelor's Passage, a breeze from the south catches her sails, billowing them out as they fill. Behind you, basking in the sun, the steep, mountainous mass of Gedden recedes. Ahead, the horizon is empty under the cerulean dome of the sky. How long will it remain so, you wonder?


Allow the PCs time to ponder upon this and roleplay. Once they are comfortable move on to Encounter 2.

Encounter 2: True Colours


While but a moment ago Pelor shone brightly in the sky, in an instant the sky turns from azure to black. Winds sweep the deck of the Lady, and a rumbling echoes over the waves.


Looking fearfully upwards you realise with horror that the sky is completely darkened by boiling storm clouds. Bolts of black lightning arc from the maelstrom. To port The Scarlet Scourge seems to almost materialise out of the tempest. The source of the lightning appears to be the deck of the ship itself. The Scourge closes relentlessly upon your port beam, its bow carving the waves like steel carves flesh. You can see the Brotherhood crew lined up upon the gunwhale, cutlesses at the ready.


"All hands prepare to repel boarders!" Hegrell bellows, drawing his blade.  He turns to you, “Something onboard is causing this terrible storm, and I’ll bet the Captain is behind it. Find the Captain and kill him, and we men’ll fight on the decks!”

Read the following to those with arcane spell powers:-


You feel completely drained – cut off from channelling your magical energies upon the deck of the ship. In your gut you realize this energy that rages across the decks of both ships will prevent your powers from functioning.

Read the following to those with divine spell powers:-


Whatever dark storm this is that you have entered it chills your bones. You feel completely severed from your god, as if his influence cannot penetrate the dark lightning that arcs across the deck.

Mass Combat Rules


Due to the large crews of The Lady of the Silver Hills and The Scarlet Scourge it would take many hours to resolve a large scale naval battle. The following is a set of modifications to the D&D 3rd Edition rules to allow a reasonably swift resolution to the combat. 


While not ideal, these allow the PCs to participate in the combat and have control to the battle.

1.
Units


Each model of the Hepmonaland savages and crewman of the Silver Hills counts as 10 men. However the conventional D&D 3rd Edition statistics are used to represent the unit.


Units are only to be used for fighting on the deck of the ship, which means they stay in Area 1 only, they do not enter below decks areas 2,3 or 4, which are primarily for the PCs to explore. They may not suffer the effects of any spell as they remain on the deck at all times.


The players control the units, it is up to them to decide who to assign responsibility for each unit. Ideally though players whose PCs have had their abilities neutralized by the storm should control more of their men. 

2.
Scale (both distance and time)


Each square on the board of the ships is 25 feet instead of 5 feet. Each round represents 30 seconds of fierce fighting instead of the standard 6 seconds.

3.
Player Characters (and NPCs)


Player Characters (and the NPCs Eirud, Jorva, Pirraen, Petre and Markhune) count as a single unit – despite the fact that the model represents only 1 individual, thus enabling for fighters and so on to take on 10 men at a time. The modified D&D rules apply to them as with any unit.


PCs and NPCs may occupy the same square, but the unit has the ability to choose which PC in the square to occupy (thus out of a fighter, wizard and rogue in a square the DM has the right to attack the wizard).

4.
Spellcasting


Due to the storm caused by the Black Miststone no PC may use a supernatural ability, cast a spell, or use a magical item (e.g. potion of cure light wounds, wand of magic missile) upon the deck of the ships. To do so expends the item normally but without any effect.


They may however cast spells and use items below deck or in one of the cabins. Spell effects such as Haste disappear when a character steps on deck.

Resolving the Mass Combat


Make sure you are familiar with the mass combat rules and Eirud’s plans before attempting this fight. Basically 8 units of each crew begin on the decks and are likely to begin a boarding action. A further 7 friendly units begin in the rowing decks, while a further 12 enemy units may be deployed on the decks of the Scarlet Scourge (making 20 enemies and 15 friendly, which if you include the PCs and possibly the Palish can make for 22 units).


The PCs should ideally make their way to the stern of the ship where the PCs should eventually either smash the black mist stone and enter Eirud Proshahar’s quarters and eliminate him, and defeat all of his men in the mass combat.  The PCs can only escape the storm and the Scourge if they:-

· smash the stone after defeating Eirud Proshahar and his men and preventing the ship’s destruction.

· defeat Eirud Proshahar, causing the Scarlet Scourge to self-destruct before they can stop it.

· defeat all Eirud’s men, causing him to and the Scarlet Scourge to self-destruct before they can stop it.


The latter two conditions should cause Eirud to destroy the ship, the former is necessary if they want to capture it and escape from the storm.

A Plan of the Scarlet Scourge

The Scarlet Scourge is a galley - as per the DMG pp 151. It is 130 feet long and 20 feet wide, with three masts and two banks of 70 rowers on either side for propulsion. She carries a crew of 200 in total, 140 manning the oars and 60 manning the sails, rigging and ballistae.

1)
The Main Deck


The main deck is 80 feet long and 30 feet wide. The ships three masts are set 20 feet apart along the midline. The fore and aft masts are 80 feet high, with the main mast topping these by a further 20 feet (100 feet total). The main mast has a small platform set atop it for the lookout. The sails are square rigged and suitable only for running with the wind. 


Between the fore and aft of the main mast, two ten foot square and six foot high raised platforms stand against the gunwhales on both port and starboard sides.  Upon each a ballista is set on a fixed mount (ie it cannot swivel). Each ballista is manned by a crew of three, although only one is required as a minimum to fire each one. A pair of hatches to the rowing decks are set between the main mast and the fore and aft masts. 


Hepmonaland warriors, who typically row when the winds fail, man the main deck. The overseer, an ardent reverer of Bralm named Markhus Arihatan, whips them routinely. At this point the Hepmonaland warriors have dropped their oars in favour of axes and should be attempting to board The Lady of the Silver Hills.

Ballista: Dam: 3d6/x3; Range Increment: 120ft; Min Crew: 1; Takes 3 full round actions to reload alone or 1 round for three people using their full round actions.

Note: Attack roll is unmodified except by range.  

2)
The Fo'castle

The fo'castle is 20 feet long and 30 feet wide and raised ten feet above the level of the main deck. A pair of ballistae are set on a fixed mount overlooking the prow. Each ballista is manned by a crew of three, although only one is required as a minimum to fire each one. 

In the centre of the main castle a six foot high platform (10 feet square) carries a light catapult. Manned by a crew of 2 and round stones (50 stones max) stored beneath the platform, the catapult can only fire for'ad as firing aft risks hitting the rigging and masts.


A set of stairs leads down to the main deck. On either side of the stairs, doors lead into the crew quarters and down into the forward cargo hold. The quarters are crowded with sleeping bunks, hammocks and possessions being packed tightly into the low ceilinged spaces. The odour of unwashed bodies is quite strong here. The forward hold is packed with food (dried fruit, salted/smoked/dried fish and meat and hard tack (dried wheat and oat meal biscuits) and casks of fresh water sufficient for a month's voyage. 

Ballista: Dam: 3d6/x3; Range Increment: 120ft; Min Crew: 1; Takes 3 full round actions to reload alone or 1 round for three people using their full round actions.

Note: Attack roll is unmodified except by range.

Catapult, Light: Dam: 3d6; Range Increment: 150ft (minimum range: 100ft); To fire make a Profession (Siege Engineer) check (DC 20). If successful, where the missile lands is determined by rolling 1d12 and consulting the Deviation (10ft to 16 ft) Diagram in p68 of the DMG, setting the desired target as the centre. If the check fails, roll the result behind the screen and use the same diagram with the result being the point where the catapult is actually aimed and therefore the centre for the next Deviation roll, rather than the desired target.

The catapult can be loaded and prepared in 5 full round actions by a crew of 2, while it takes 5 minutes (50 rounds) to aim (or re-aim). It takes three times this time for 1 person to do the above.

3)
The Sterncastle

The sterncastle is 30 feet long and 30 feet wide and raised 15 feet above the level of the main deck. A pair of ballistae are set on a fixed mount looking aft. Each ballista is manned by a crew of three, although only one is required as a minimum to fire each one. Between them is the rudder, which is permanently manned.

Atop the sterncastle sits the Black Miststone, a device created by Kekarav Madi, the former Kesh of Sornhill and companion of Rohal Soldas, from a mystic black rock he found in the Headlands. It is from this stone that the storm was summoned.


The rock is a perfect sphere, cool to the touch. Anyone looking at the rock must make a Will Save (DC 17) to avoid the effects of an Enthrall spell for 1d20 rounds. Anyone who falls victim to this proceeds to stare in the direction of the rock even if it is covered up or if they are moved so they cannot see it. Those able to see it see a grey mist within the darkness of the stone, and moving within this mist is a spider-like shadow with five long tentacles. It is a disconcerting sight.


The effect this stone has is that it casts an Invisibility spell across the entire ship. Currently the Black Miststone has conveniently run out of charges – and it has inadvertently summoned the storm that rages and made the Scourge visible - but shall still be worth while for the PCs to take – if only to hand it over to Duke Gellen for “study”. The monk (and first mate) Petre Mazorn and three Hepmonaland bowmen typically operate and guard it, though they call for aid from Eirud and his companions if necessary, throwing the stone to him.

Destroying the Stone


The stone has AC 22 and 105 hp. It will therefore require time to destroy, time the PCs do not have most likely in the midst of combat…


If the stone is destroyed, read the following:-


A black mist like spider tendril screeches from the stone, and flies eastwards over the heads of the shocked sailors, towards the mainland…


Two sets of stairs lead down to the main deck, one to port and starboard. Between the stairs, a door leads into the mates' and captain's staterooms and down into the aft cargo hold. 


Eirud, Petre and Jorva should fall to the captain's quarters if combat seems likely. They make a defensive stance against the PCs. Eirud realises there is no turning back – and the fighting outside should be fierce enough that no aid shall come to either side (ideally there should be 5 rounds of combat inside the cabin to every 1 outside).


If it looks like Eirud may lose the combat, he waits a round if possible, gloating about what he is about to do, before activating Fiery Destiny (see below).


In a curtained off area of the captain’s quarters, sitting on his hammock, is the sorceress Pirraen Vhar. She does not take part in the combat unless attacked, but if Eirud and his men are dispatched she is not receptive to any rescue attempt – she had decided to go with the Brotherhood to Scant in the hopes of learning from the libraries there and possibly even going to the Peninsula to study. She has the purest motivation to research the lifestyle of the Scarlet Brotherhood and bring the standard of living to the Onnwalion people. She was not planning on joining them just yet, but does not wish to be rescued (at least not until it becomes apparent the ship may explode if Eirud uses his fiery destiny contingency, see below). If Jorva is disabled, she will attempt to prevent the PCs from finishing her off. If Jorva is not killed outright, Pirraen will stabilise her, though she will bind Jorva's hands to prevent her taking any further part in the battle.


Also within Eirud’s quarters, for those who have time to search, is a missive from Kekarav Madi, a representative of whom he met on the shores of the Storm Coast prior to pursuing the PCs. This is well hidden (Search –DC 18) among a pile of papers. The rest of these papers are a series of outdated documents outlining skirmishes with the Free State. Some of these Eirud has kept secretly from his masters in Scant. 

4)
The Rowing Decks


The rowing deck takes up the entire space under the main deck between the fo'castle/forward cargo hold and the sterncastle/aft cargo hold (80 feet long by 30 feet wide by 20 feet high). Two tiers of rowing benches line the entire length of the area. Each bench is 6 feet long and 2 feet wide, set about foot apart. The oarsmen on each side sit staggered, to avoid bumping into the rower in front of them. The upper tier is set 10 feet above the lower. The centre of the deck is taken up with casks of water, with which the rowers slake their thirst and the oarsmen's sleeping pallets. 
5: The Aft Hold


Within this hold is a somewhat deranged Hepmonaland savage (Wis 6). The warrior had suffered continually under the Enthral effect of the Black Miststone – so much so his mind began to fail and his hair turned shock white. Now he is little good for anything – except for blowing the vessel up on the orders of Eirud, Petre or Markhus.


The hold is filled with 10 large airtight (glazed and sealed with wax) ceramic pots of flammable Keoish or Alchemist's Fire. The walls of the hull have been coated with pitch and the smell of this permeates the area. It also contains a runic mine in the ceiling which Eirud, Petre or Markhus can activate by voice command (see Fiery Destiny below). The savage is a fail-safe option in case the mine fails. He will not fight the PCs, instead wailing in his tongue about darkness in his mind, but eager to blow up the vessel if anyone other than a member of the crew enters the hold.

Fiery Destiny


If it looks like the Brotherhood ship is about to fall into the PC’s hands, the crew have been briefed on a final solution to ensure the ship does not get captured. The command word, pyrtura (Suel: firey destiny) is known to Eirud and the mates.


If a mate in proximity to the hold (this includes being in the captain's state room above) issues the command word or anyone other than one of the mates of the captain enters the aft hold, then the savage in the hold will smash open the pots, exposing the Keosih Fire to the air and so igniting it. It will take a full round for the savage to smash the first pot. The savage will set off the Keoish Fire on his action in the subsequent turn. Once ignited, it cannot be extinguished by anything other than magical means. The rest of the pots will explode in three rounds (see below). The ship will slowly sink in an hour, and it is rendered unusable to the PCs.

Secondly, and perhaps more deadly – the pyrtura command activates a runic firebead stone in the hold of The Scarlet Scourge. If the rune stone is activated, all that can be felt initially is a tremendous shaking by all on the deck of The Scarlet Scourge. It is worse for those in the elliptical area indicated on the map.


Flinging it overboard or killing the ship's officers and the Hepmonaland savage before they explode the hold are the only ways to prevent this. Once found it will take an unencumbered character 3 rounds to get it the rune stone on deck and throw it overboard. Brotherhood troops who are aware of what is going on will attempt to block or hinder any PCs attempting to do this.

5 rounds of combat later, if not disarmed, a blast goes off in the roof of the hold below, destroying the deck in the elliptical area, inflicting the damage shown below and dropping whoever is in that area into the hold (2d6 points additional falling damage) and burning a hole in the hull if one does not already exist.

Damage from the Runic Bomb in the Hold’s Ceiling
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9d8


The hold then begins to catch fire – it is filled with barrels of flammable Keoish (Alchemists) Fire and the walls of the hold have been coated with pitch by the quartermaster. This should be the PCs cue to leave, as three rounds after the initial explosion, the hold explodes, inflicting the following damage on anyone still on The Scarlet Scourge.


At this point, if it has not already been destroyed, the black mist stone is smashed in the explosions:-


A black mist like spider tendril screeches from the stone, and flies eastwards over the heads of the shocked sailors, towards the mainland…

Damage from the Destruction of the Scarlet Scourge

Any PC unfortunate enough to actually be on the Scarlet Scourge when it explodes takes the following damage:-
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The Lady of the Silver Hills will be showered with fragments of burning pitch and will catch fire, forcing the crew to devote their entire attention to saving their ship. There is a 20% chance of each PC being hit with burning pitch. This will do 1d6 points damage initially and a further 1d6 for each subsequent round the PCs is alight. Putting the fire out is a full round action. The burning remains of The Scarlet Scourge will disintegrate and slip beneath the waves a round later, taking any PCs not back aboard The Lady of the Silver Hills with it. 

Encounter 3: golgak’s fate


The following encounter assumes that Golgak was brought aboard The Lady of the Silver Hills at the end of Part Two, and that the PCs have stayed onboard.  If the PCs have gone aboard the Scarlet Scourge, then they will be shouted over in a longboat.


If on the Lady, the PCs are alerted by a crewman who is out of breath, saying they smell pitch from the hold next to the rowing deck. 


As the PCs take the cue and investigate feel a vibration at their feet on the decks – all to similar to the one they may have experienced on the Scourge. Within the dimly lit hold the stench of the pitch that now lines the walls is diminished by that of a violently ill Golgak, who is clutching a large runestone like those on the Scourge and Pelorbay. Much like the one on the Scarlet Scourge it will detonate in 10 rounds, and have a disastrous effect on the mission.


A Spot Roll (DC 17) reveals a small red wasp-like creature on Golgak’s shoulder. This is his Overseer, installed when Petre Mazune attacked Golgak in Pelorbay, which provides a Dominate effect on him, forcing him to work in the best interests of the Scarlet Brotherhood. Forcefully removing the ant kills him instantly.


Golgak is vocal that he does not wish to do what he is doing, but is non-sensical, much like he was when the PCs found him in Round 2. He threatens any who come near him with early detonation of the stone and if necessary shall swallow the fist sized stone, choke upon it, and force the PCs to throw him overboard if necessary. To do so takes 2-3 rounds however.


It is up to the PCs to negotiate their way out of this – most likely Golgak shall have to be killed or subdued. If he is subdued then they shall most likely notice the ant that is grafted to his shoulder and inadvertently kill him.

Damage from the runic bomb
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If Golgak was not removed from the hold when the bomb blows then it begins to catch fire – it is filled pitch that was applied by Golgak. This should be the PCs cue to leave, as three rounds after the initial explosion, the hold explodes, inflicting the following damage on anyone still on The Lady of the Silver Hills.

Damage from the Destruction of the lady of the silver hills


Any PC unfortunate enough to actually be on the Scarlet Scourge when it explodes takes the following damage:-
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If this tragic occurrence does happen, the PCs can hopefully in the timeframe get to a longboat or swim for the shore of Onnwal – it is sad they came so far and failed, but they receive none of the rewards outlined in the conclusion.
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Golgak’s overseer

Conclusion

Failure


If the PCs were stranded on Pelorbay during this mission – they should be considered dead and removed from play.


If during the naval battle the PCs were able to escape to safety, but The Lady of the Silver Hills was destroyed they can alight upon the Azure Coast and make haste to Longbridge to report their failure. Duke Gellen is an understanding man, in fact he does not seem overtly surprised that The Lady of the Silver Hills was destroyed.


The module is over, the PCs receive no reward beyond the gratitude of Duke Gellen and Duchess Sailema Relaster for attempting what was a suicide mission. This unfortunately has no material form this time.

Victory


Once the PCs reach Longbridge, read aloud or paraphrase the following:-


Your journey has reached an end – and the River Fallnos has never looked so beautiful on this fine warm day. The sun overhead transforms the waters into a sea of burnished gold, a gilded path leading to shore and safety upon which your vessel gently travels.


To your left, you spy the bridge market of Naerway, where a young boy stands, looking down the river with a makeshift spyglass. His searching gaze alights upon your vessel and you hear an excited yell as he scampers into the market place. Within moments, a crowd gathers on the left bank of the Fallnos, while on Solliton the good and great of Longbridge assemble and on a sedan chair Duke Gellen is borne onto the Span itself. As he sees your vessel, he rises from the chair and walks the rest of the way 

If the PCs return only The Lady of the Silver Hills or the Scarlet Scourge.


Gellen Cadwale, Duke of the Azure Coast, and Glaive Virtuous of the Golden Sun stands atop the centre of the Span, flanked by men wearing the azure colours of Longbridge. As your vessel comes to halt he speaks from his position of prominence, “You have done well my fine friends in bringing me this fine vessel. For too long now has Longbridge been without protection from the sea, and you have come a long way in remedying this lack. You have done both the fair Duchess and myself proud. We shall make preparations for a feast in your honour, for you are truly protectors of Longbridge this day.”


A cheer is heard from both sides of the Span, and the Duke smiles faintly to himself before departing.


The PCs receive 1 Regional Influence Point with Duke Gellen Cadwale, and 1 Regional Influence Point with Carthen Relaster/Duchess Sailema Relaster for successful completion of this mission.

If the PCs return both The Lady of the Silver Hills and The Scarlet Scourge:


Gellen Cadwale, Duke of the Azure Coast, and Glaive Virtuous of the Golden Sun stands atop the centre of the Span, flanked by men wearing the azure colours of Longbridge. As the first of your vessels comes to halt he speaks from his position of prominence, “Truly you are fine heroes worthy friends, for where I was promised one vessel, you bring two. For too long has Longbridge had to do without protection from the sea, and yet in the course of a fortnight you bring me your own navy! You have exceeded the expectation of both the fair Duchess and myself. We shall make preparations for a feast in your honour, for such deeds of valour are truly the victuals of legend!”


A cheer is heard from both sides of the Span, and the Duke smiles faintly to himself before he waves his hand to silence the audience.


“For your exceptional valour I shall grant each of you an honorific deed of merit and honour, as testament to your valour. Take it, with Longbridge’s thanks!”


The PCs receive 2 Regional Influence Points with Duke Gellen Cadwale, and 2 Regional Influence Points with Duchess Sailema Relaster for going beyond successful completion of this mission. They will also receive the Scroll of Merit (or the Scroll of Honour if they are members of the Military). This is a very impressive outcome. Congratulate the PCs – they have earned it.

Resolutions


A few loose threads are left dangling that the PCs need to resolve as soon as possible.

The Pholtans


The Pholtans, if they were brought aboard during Part I  - "The Scarlet Straits”, murmur grudging but genuine words of gratitude to the PCs before departing. They have no desire to stay for the feast in a town ruled by heretics and wish to make speed for their posts in Silvervale.


If the PCs left the Pholtans in the water, Purcennd Kerondas finds out about this through divinations and the PCs earn the “Wrath of the Blinding Light” cert. Ex-communication may be on the cards soon for the PCs.

Larea Farmoore


The PCs still have to honour their deal with Larea Farmoore. If they make some attempt to persuade someone in authority (Duke Gellen, Sailema Relaster or Hazeraz Skullsplitter) allow one PC to make a Diplomacy roll, allowing a bonus of up to +4 for a well argued (i.e. roleplayed) case or up to –4 for a poorly roleplayed case. The PCs may only approach 1 NPC in the timeframe allowed.


Allow a +2 circumstance bonus if the PCs approach Duke Gellen.


The results of their roll have the following effect…

1-4 – The person the PCs are talking to takes exception to their shady contact, Larea. He/she refuses to listen.

5-9 – The person offers to review the situation, but eventually decides to take the side of caution and refuses to trade with Larea.

10-19 – The person decide to review the situation and gives the PCs the money to “pay off” Larea for now.

20+ – The person unequivocally offers the PCs a letter allowing Larea to dock within their town and trade.


Larea has agreed to meet the PCs in the disputed zone near Scant (at the site of Master Kallarn’s now disused shack from Remember the Farmers by Steve Pearce). 


It shall cost 2 TUs per PC that wishes to make the meeting, and 1,000 gp to pay the debt (unless the PCs have a letter of marque or have been given 1,000 golden gulls to pay off Larea). 


To be additionally strict, under RUP-3 all characters who are pooling gold must be present at the meeting 


(Thus if none of the PCs has 1,000 gp but Brother Dilbert has 500 gp, Galain the Grey has 250 gp and Theocrat has 250 gp they must all spend 2 TUs).


If the PCs satisfy Larea, either with a letter of marque or the 1,000 gp she offers to trade with them some of the rarer items she finds in her travels. Each PC who bothered to spend the 2 TUs to meet with Larea receives the Favour of Larea Farmoore which entitles them to buy the listed items out of the Builder Books.


If the PCs all decide to default on their agreement with Larea, give them the Disfavour of Larea Farmoore cert, and any oathbreaking Paladins or Lawful clerics require an atonement to regain their abilities.

Statistics for the NPCs of the scarlet scourge

APL 2

Eirud Proshahar, male human Ftr2/Clr2 (Xerbo): CR 4; Medium Size Humanoid; HD (2d8)+(2d10)+4; hp 29; Init +7 (+3 Dex, +4 Misc); Spd 30; AC 17 (flatfooted 14, touch 13); Atks +7 melee (1d6+3,18-20, rapier); SA: Spontaneous casting, Rebuke Undead 7/day; AL: N(E); SV: Fort +7, Ref +3, Will +8; Str 16, Dex 16, Con 12, Int 10, Wis 16, Cha 18.

 
Skills:  Climb +3, Concentration +4, Diplomacy +9, Heal +5, Jump +3, Profession (Sailor) +8, Swim +0; 


Feats: Dodge, Improved Initiative, Iron Will, Weapon Focus (Rapier).

 
Equipment:  Rapier, Shield (Small/Wooden), Studded Leather.


Deity: Xerbo Domains:  Water (Turn or destroy fire creatures as a good cleric and rebuke or command water creatures as an evil cleric, 3 + CHA modifier attempts per day.) Knowledge(All knowledge skills are class skills. You cast divinations at +1 caster level.) 
 
Spells: Cleric: (4 /3+1, base DC = 13 + spell level) 0-Create Water, Guidance, Resistance, Virtue 1- Cause Fear, Command, Obscuring Mist*, Shield of Faith. 

* indicates a domain spell

Jorva, female human Sor4: CR 4; Medium Size Humanoid; HD (4d4)+3; hp 16; Init +6 (+2 Dex, +4 Misc); Spd 30; AC 12 (flatfooted 10, touch 12); Atks: +1 melee (1d6-1 20, quarterstaff); SA: Summon Familiar; AL: LE; SV: Fort +1, Ref +3, Will +4; Str 9, Dex 15, Con 11, Int 14, Wis 11, Cha 16

Skills:  Concentration +7, Knowledge (Arcana) +9, Scry +9, Spellcraft +9; 

Feats: Improved Initiative, Spell Focus (Enchantment), Toughness.

Equipment: Quarterstaff.

Spells: Sorcerer: (6/7/4 per day, base DC = 13 + spell level, or * indicates DC = 15 + spell level) 0- Dancing Lights, Detect Magic, Ghost Sound, Light, Ray of Frost, Read Magic; 1: Charm Person*, Magic Missile, Sleep*; 2: Melf’s Acid Arrow

Petre Mazune, male human Mnk1: CR 1; Medium-size humanoid; HD 1d8+2; hp 9; Init +7; Spd 30 ft.; AC 15 (Dex, Wis); Atks +3 melee (1d6+3, unarmed attack), +3 ranged (1d8 [x2/19-20], 80', light crossbow); AL LE; SV Fort +4, Ref +5, Will +4; Str 16, Dex 16, Con 14, Int 15, Wis 15, Cha 16.

Skills: Balance +5, Bluff +4, Climb +5, Diplomacy +6, Escape Artist +6, Hide +6, Jump +5, Listen +5, Move Silently +5, Swim +4, Tumble +4.

Feats: 
Dodge, Improved Initiative.

Equipment: light crossbow, 10 bolts, 5 gp, vial of suicide poision
SA: Unarmed Strike -- deal normal damage unarmed; unarmed attacks to not draw attacks of opportunity; flurry of blows.

SA: Stunning Attack -- 1/day, declare before making attack, struck victim must make Fort save vs. DC 12 or be stunned for 1 round, stunned victim can't act and loses DX bonus to AC and attackers gain +2 to hit.

SQ: Evasion – If allowed Reflex Save, success means no damage.

Markhune, Male human Brb1: CR 1; Size: medium humanoid; HD 1d12+4; hp 16; Init +2 (+2 Dex, +0 Misc); Spd 40; AC 15 (flatfooted 13, touch 12); Atk +5 melee (greataxe 1d12+3 20/x3) or +4 melee (shortspear 1d8+3) or +3 ranged (shortspear 1d8+3 20/x3); SA: Rage 1/day; AL: CN; SV: Fort +3, Ref +2, Will +1; 

Str 17, Dex 14, Con 13, Int 10, Wis 12, Cha 8

Skills:  Climb +6, Handle Animal +3, Hide +1, Intimidate +3, Intuit Direction +2, Listen +5, Move Silently +3, Spot +3, Wilderness Lore +5; 

Feats: Toughness, Weapon Focus (Greataxe) 

Equipment:  Greataxe, Potion (Cure Light Wounds), Shortspear, Studded Leather. 

APL 4

Eirud Proshahar, male human Ftr3/Clr3 (Xerbo): CR 6; Medium Humanoid; HD (3d8)+(3d10)+6; hp 44; Init +7 (+3 Dex, +4 Misc); Spd 30; AC 17 (flatfooted 14, touch 13), Rapier +10 melee (1d6+3 18-20, rapier); SA: Spontaneous casting, Rebuke Undead 7/day; AL: NE; SV: Fort +7, Ref +5, Will +9; Str 16, Dex 16, Con 12, Int 10, Wis 16, Cha 18.
 
Skills and Feats:  Climb +5, Concentration +6, Diplomacy +10, Heal +5, Jump +3, Profession (Sailor) +8, Swim +1; 

 
Feats: Dodge, Improved Initiative, Iron Will, Power Attack, Weapon Focus (Rapier), Leadership.
 
Equipment: Masterwork Rapier, Shield (Small/Wooden), Studded Leather.

 
Deity: Xerbo Domains: Water (Turn or destroy fire creatures as a good cleric and rebuke or command water creatures as an evil cleric. 3 + CHA modifier attempts per day). Knowledge(All knowledge skills are class skills. You cast divinations at +1 caster level). 
 
Spells: Cleric: (4 /3+1 /2+1, base DC = 13 + spell level) Create Water, Guidance, Resistance, Virtue x2 1- Cause Fear, Command, Divine Favour, Obscuring Mist*, Shield of Faith 2- Bull Strength, Fog Cloud*, Spiritual Weapon.

* indicates a domain spell

Jorva, female human Sor6: CR 6; Medium Size Humanoid; HD (6d4)+3; hp 20; Init +6 (+2 Dex, +4 Misc); Spd 30; AC 12 (flatfooted 10, touch 12); Atks: +2 melee (1d6-1 20, quarterstaff);  SA: Summon Familiar; AL: NE; Sv: Fort +2, Ref +4, Will +5; Str 9, Dex 15, Con 11, Int 14, Wis 11, Cha 16

Skills:  Alchemy +5, Concentration +9, Knowledge (Arcana) +11, Scry +11, Spellcraft +11; 

Feats: Combat Casting, Improved Initiative, Spell Focus (Enchantment), Toughness. 
Equipment: Quarterstaff. 

Spells: Sorcerer: (6/7/6/4, base DC = 13 + spell level, or * indicates DC = 15 + spell level) 0- Dancing Lights, Daze*, Detect Magic, Ghost Sound, Light, Ray of Frost, Read Magic; 1: Charm Person*, Mage Armour, Magic Missile, Sleep*; 2: Blindness/Deafness, Melf’s Acid Arrow. 3: Fireball
Petre Mazune, male human Mnk3: CR 3; Medium-size humanoid; HD 3d8+6; hp 20; Init +7; Spd 40 ft.; AC 15 (Dex, Wis); Atks +5 melee (1d6+3, unarmed attack), +5 ranged (1d8 [x2/19-20], 80', light crossbow); AL LE; SV Fort +5, Ref +6, Will +5; Str 16, Dex 16, Con 14, Int 15, Wis 15, Cha 16.

Skills: Balance +6, Bluff +6, Climb +5, Diplomacy +6, Escape Artist +6, Hide +6, Jump +5, Listen +7, Move Silently +6, Swim +4, Tumble +4.

Feats: 
Dodge, Improved Initiative, Skill Focus (Bluff).

Equipment: Light crossbow, 10 bolts, 5 gp, vial of suicide poision
SA: Unarmed Strike – deal normal damage unarmed; unarmed attacks to not draw attacks of opportunity; flurry of blows.

SA: Stunning Attack – 3/day, declare before making attack, struck victim must make Fort save vs. DC 12 or be stunned for 1 round, stunned victim can't act and loses DX bonus to AC and attackers gain +2 to hit.

SQ: Evasion – If allowed Reflex Save, success means no damage.


SQ: Still Mind – +2 save vs. Enchantment spells.


SQ: Deflect Arrows – once per round as a free action, make DC 20 Reflex save to deflect a missile weapon.

Markhune, male human Brb3:  CR 3; Size: medium humanoid; HD 3d12+6; hp 30; Init +6 (+2 Dex, +4 Misc); Spd 40; AC 15 (flatfooted 15, touch 12); Atks: +7 melee (greataxe 1d12+3 20/x3) or +6 melee (shortspear 1d8+3 20/x3) or +5 ranged (shortspear 1d8+3 20/x3); SA: Rage 1/day, Uncanny Dodge (Dex bonus to AC); AL: CN; SV: Fort +4, Ref +3, Will +2; 

Str 17, Dex 14, Con 13, Int 10, Wis 12, Cha 8

Skills:  Climb +8, Handle Animal +5, Hide +2, Intimidate +5, Intuit Direction +3, Listen +7, Move Silently +4, Spot +3, Wilderness Lore +5; 

Feats: Improved Initiative, Toughness, Weapon Focus (Greataxe) 

Equipment: Greataxe, Potion (Cure Light Wounds), Shortspear, Studded Leather.

APL 6

Eirud Proshahar, male human Ftr4/Clr4 (Xerbo): CR 8; Medium Size Humanoid; HD (4d8)+(4d10)+8; hp 62; Init +7 (+3 Dex, +4 Misc); Spd 30; AC 17 (flatfooted 14, touch 13); Atks +12 melee (1d6+4,18-20, rapier); SA: Spontaneous casting, Rebuke Undead 7/day; AL: N(E); SV: Fort +9, Ref +5, Will +10; Str 16, Dex 16, Con 13, Int 10, Wis 16, Cha 18.
 
Skills:  Climb +7, Concentration +8, Diplomacy +11, Heal +5, Jump +4, Profession (Sailor) +8, Swim +4;
 
Feats: Dodge, Improved Initiative, Iron Will, Leadership, Power Attack, Weapon Focus (Rapier), Weapon Specialization (Rapier) 
 
Possessions:  Potion (Cure Moderate Wounds), +1 Rapier, Shield (Small/Wooden), Masterwork Studded Leather.
 
Deity: Xerbo Domains: Water (Turn or destroy fire creatures as a good cleric and rebuke or command water creatures as an evil cleric. 3 + CHA modifier attempts per day.) Knowledge (All knowledge skills are class skills. You cast divinations at +1 caster level.) 
 
Spells: Cleric: (5 /4+1 /3+1, base DC = 13 + spell level) Create Water, Guidance, Resistance, Virtue x2 1- Cause Fear, Command, Divine Favour, Obscuring Mist*, Shield of Faith 2- Bull Strength, Enthrall, Fog Cloud*, Spiritual Weapon.

* indicates a domain spell

Jorva, male human Sor8: CR 8; Medium Size Humanoid; HD (8d4)+3; hp 22; Init +7 (+3 Dex, +4 Misc); Spd 30; AC 13 (flatfooted 10, touch 13); Atks: +3 melee (1d6-1 20, quarterstaff); SA: Summon Familiar; AL: NE; Sv: Fort +2, Ref +5, Will +6; Str 9, Dex 16, Con 11, Int 14, Wis 11, Cha 16

Skills:  Alchemy +6, Concentration +11, Knowledge (Arcana) +13, Scry +13, Spellcraft +13; 

Feats: Combat Casting, Improved Initiative, Spell Focus (Enchantment),Toughness.

Equipment: Quarterstaff.

Spells: Sorcerer: (6/7/7/5/3 per day, base DC = 13 + spell level, or * indicates DC = 15 + spell level) 0- Dancing Lights, Daze*, Detect Magic, Ghost Sound, Light, Mage Hand, Ray of Frost, Read Magic; 1: Charm Person*, Mage Armour, Magic Missile, Sleep*, Truestrike; 2: Blindness/Deafness, Bull’s Strength, Melf’s Acid Arrow. 3: Fireball, Hold Person* 4: Charm Monster*.

Petre Mazune, male human Mnk5: CR 5; Medium-size humanoid; HD 5d8+6; hp 35; Init +7; Spd 40 ft.; AC 16 (Dex, Wis, AC Bonus); Atks +6 melee (1d8+3, unarmed attack), +7 ranged (1d8 [x2/19-20], 80', light crossbow); AL LE; Fort +6, Ref +7, Will +6; Str 16, Dex 16, Con 15, Int 15, Wis 15, Cha 16.


Skills: Balance +8, Bluff +8, Climb +5, Diplomacy +7 Escape Artist +7, Hide +7, Jump +6, Listen +8, Move Silently +7, Swim +5, Tumble +5.


Feats: 
Dodge, Improved Initiative, Skill Focus (Bluff).


Equipment: Light crossbow, 10 bolts, 5 gp, vial of suicide poision


SA: Unarmed Strike – deal normal damage unarmed; unarmed attacks to not draw attacks of opportunity; flurry of blows.


SA: Stunning Attack – 5/day, declare before making attack, struck victim must make Fort save vs. DC 12 or be stunned for 1 round, stunned victim can't act and loses DX bonus to AC and attackers gain +2 to hit.


SQ: Evasion – If allowed Reflex Save, success means no damage.


SQ: Still Mind – +2 save vs. Enchantment spells.


SQ: Deflect Arrows – once per round as a free action, make DC 20 Reflex save to deflect a missile weapon.


SQ: Slow Fall – Falling damage reduced by 20’ if within arm’s reach of wall.


SQ: Purity of Body – Immune to all non-magical diseases.

Markhune, male human Brb7: CR 7; Medium Humanoid; HD 7d12+10; hp 57; Init +6 (+2 Dex, +4 Misc); Spd 40; AC 15 (flatfooted 15, touch 12); Atks: +12/+7 melee (greataxe 1d12+4 20/x3) or +11/+6 melee (shortspear 1d8+4 20/x3) or +9/+4 ranged (shortspear 1d8+4 20/x3); SA: Rage 2/day,Uncanny Dodge (Dex bonus to AC),Uncanny Dodge (can't be flanked);  AL: CN; SV: Fort +6, Ref +4, Will +3; 

Str 18, Dex 14, Con 13, Int 10, Wis 12, Cha 8

Skills:  Climb +13, Handle Animal +9, Hide +2, Intimidate +9, Intuit Direction +3, Listen +9, Move Silently +5, Spot +3, Wilderness Lore +9; 

Feats: Improved Initiative, Power Attack, Toughness, Weapon Focus (Greataxe) 

Equipment: Greataxe, Potion (Cure Light Wounds), Shortspear, Studded Leather.

APL 8

Eirud Proshahar, male human Ftr5/Clr5 (Xerbo): CR 10; Medium Size Humanoid; HD (5d8)+(5d10)+10; hp 88; Init +7 (+3 Dex, +4 Misc); Spd 30; AC 19 (flatfooted 16, touch 15); Atks +13 melee (1d6+4,15-20, rapier); SA: Spontaneous casting, Rebuke Undead 7/day; AL: NE; SV: Fort +9, Ref +5, Will +10; Str 16, Dex 16, Con 13, Int 10, Wis 16, Cha 18.

Skills:  Climb +8, Concentration +9, Diplomacy +13, Heal +5, Jump +4, Profession (Sailor) +8, Swim +6; 

Feats: Dodge, Improved Critical (Rapier), Improved Initiative, Iron Will, Leadership, Power Attack, Weapon Focus (Rapier),Weapon Specialization (Rapier).
     
Equipment: Potion (Cure Moderate Wounds), +1 Rapier, Shield (Small/Wooden), Masterwork Studded Leather, +2 ring of protection. 
 
Deity: Xerbo Domains: Water (Turn or destroy fire creatures as a good cleric and rebuke or command water creatures as an evil cleric. 3 + CHA modifier attempts per day.) Knowledge(All knowledge skills are class skills. You cast divinations at +1 caster level.) 
 
Spells: Cleric: (5 /4+1 /3+1 /2+1, base DC = 13 + spell level): Spells: Cleric: (5 /4+1 /3+1 ) Create Water, Guidance, Resistance, Virtue x2 1- Cause Fear, Command, Divine Favour, Obscuring Mist*, Shield of Faith 2- Bull Strength, Enthrall, Fog Cloud*, Spiritual Weapon 3- Blindness/Deafness, Summon Monster III, Water Breathing*.

* indicates a domain spell

Jorva, female human Sor10: CR 10; Medium Size Humanoid; HD (10d4)+3; hp 29; Init +7 (+3 Dex, +4 Misc); Spd 30; AC 13 (flatfooted 10, touch 13); +4 melee (1d6-1 20, quarterstaff); SA: Summon Familiar; AL: NE; Sv: Fort +3, Ref +6, Will +7; Str 9, Dex 16, Con 11, Int 14, Wis 11, Cha 16.

Skills:  Alchemy +11, Concentration +13, Knowledge (Arcana) +13, Scry +15, Spellcraft +15; 

Feats: Combat Casting, Empower Spell, Improved Initiative, Spell Focus (Enchantment), Toughness. 
Possessions: Quarterstaff. 

Spells: Sorcerer: (6/7/7/7/5/3, base DC = 13 + spell level, or * indicates DC = 15 + spell level) 0- Dancing Lights, Daze*, Detect Magic, Ghost Sound, Light, Mage Hand, Open/Close, Ray of Frost, Read Magic; 1: Charm Person*, Mage Armour, Magic Missile, Sleep*, Summon Monster I, Truestrike; 2: Blindness/Deafness, Bull’s Strength, Melf’s Acid Arrow. 3: Fireball, Hold Person*, Suggstion*; 4: Charm Monster*, Stoneskin; 5: Feeblemind*.

Petre Mazune, male human Mnk 10: CR 10; Size: Medium Humanoid; HD (10d8)+10; hp 47; Init +6 (+2 Dex, +4 Misc); Spd Walk 60'; AC 17 (flatfooted 15, touch 17); Atk !! or Quarterstaff +5/+1 melee (1d6+2/1d6+1 x2) or melee +9 (1d6+3 x2); SA: Stunning Attack 10/day DC (18), Evasion, Flurry of Blows, Still Mind, Purity of Body, Leap of the Clouds, Wholeness of Body, Slow Fall (50 ft.), Improved Evasion,Ki Strike +1;  AL: LE; Sv: Fort +8, Ref +9, Will +10; Str 14, Dex 15, Con 12, Int 12, Wis 16, Cha 11

Skills:  Balance +14, Climb +14, Hide +14, Jump +17, Listen +13, Move Silently +13, Tumble +14. 

Feats: Circle Kick, Death Blow, Dodge, Improved Initiative, Lightning Fists. 
Equipment: Quarterstaff.

   
Markhune, male human Brb9: CR 9; Medium Humanoid; HD 9d12+21; hp 81; Init +6 (+2 Dex, +4 Misc); Spd 40; AC 15 (flatfooted 15, touch 12); Atks: +13/+8 melee (greataxe 1d12+4 20/x3) or +13/+8 melee (shortspear 1d8+4 20/x3) or +11/+6 ranged (shortspear 1d8+4 20/x3); SA: Rage 3/day, Uncanny Dodge (Dex bonus to AC), Uncanny Dodge (can't be flanked); AL: CN; SV: Fort +8, Ref +5, Will +4; 

Str 18, Dex 14, Con 14, Int 10, Wis 12, Cha 8

Skills:  Climb +13, Handle Animal +9, Hide +2, Intimidate +9, Intuit Direction +3, Listen +9, Move Silently +5, Spot +3, Wilderness Lore +9; 

Feats: Improved Critical (Battleaxe), Improved Initiative, Power Attack, Toughness, Weapon Focus (Longbow (Composite)) 
 
Equipment:  Greataxe, Potion (Cure Light Wounds), Shortspear, Studded Leather.

Statistics for the friendly units


If the Palish were saved, they can act as a friendly unit for the PCs and fight fanatically, led by Dasmius (who is factored into their statblock).

    

APL 2


Knight Militant, male human Ftr3 (1): CR 3; Medium Size Humanoid; HD (3d10)+3; hp 18; Init +5 (+1 Dex, +4 Misc); Spd 30; AC 14 (flatfooted 13, touch 11); Atks: +7 melee (1d8+3 19-20/x2, longsword); AL: LN; SV: Fort +3, Ref +2, Will +5; Str 16, Dex 13, Con 11, Int 10, Wis 14, Cha 12.
 
Skills:  Climb +5, Handle Animal +4, Jump +5, Knowledge (Religion) +2, Ride +4, Swim +1;
 
Feats: Improved Initiative, Iron Will, Power Attack, Toughness,Weapon Focus (Longsword) 
 
Possessions:  Leather Armour, Shield (Small/Wooden), Longsword, Holy Symbol of Pholtus

Lady of the Silver Hills Crewman (8 up on deck, 7 below deck), male half-orc Ftr2: CR 2; Medium Size Humanoid; HD (2d10)+2; hp 15; Init +2 (+2 Dex, +0 Misc); Spd Walk 30'; AC 16 (flatfooted 14, touch 12); Atks +6 melee(1d10+4 19-20/x2, bastard sword); AL: N; SV: Fort +4, Ref +2, Will +0; Str 19, Dex 15, Con 12, Int 8, Wis 10, Cha 10.

Skills:  Climb +5, Craft (Painting) +1, Profession (Sailor) +1; 

Feats: Improved Bull Rush, Power Attack,Shield Proficiency,Simple Weapon Proficiency,Weapon Focus (Sword (Bastard/2-H)) 
 
Possessions: Shield (Small/Wooden), Studded Leather, Bastard Sword

APL 4

Knight Militant, male human Ftr5 (1): CR 5; Medium Size Humanoid; HD (5d10)+3; hp 28; Init +6 (+2 Dex, +4 Misc); Spd 30; AC 15 (flatfooted 13, touch 12); Atks: +9 melee (1d8+5 19-20/x2, longsword); AL: LN; Sv: Fort +4, Ref +3, Will +5; Str 16, Dex 14, Con 11, Int 10, Wis 14, Cha 12.
 
Skills:  Climb +5, Handle Animal +4, Jump +5, Knowledge (Religion) +4, Ride +6, Swim +2.

Feats: Improved Initiative, Iron Will, Power Attack, Toughness, Weapon Focus (longsword), Weapon Specialization (longsword) 


Possessions:  Leather Armour, Shield (Small/Wooden), Longsword, Holy Symbol of Pholtus

Lady of the Silver Hills Crewman (8 up on deck, 7 below deck), male half-orc Ftr4: CR 4; Medium Size Humanoid; HD (4d10)+4; hp 26; Init +2 (+2 Dex, +0 Misc); Spd 30; AC 16 (flatfooted 14, touch 12); Atks:  +5 melee (1d10+7 19-20/x2, bastard sword); SA: Orc Blood; AL: N; SV: Fort +5, Ref +3, Will +1; Str 20, Dex 15, Con 12, Int 8, Wis 10, Cha 10.

Skills:  Climb +7, Craft (Painting) +1, Profession (Sailor) +1; 

Feats: Dodge, Improved Bull Rush, Power Attack, Weapon Focus (Bastard sword),Weapon Specialization (Bastard Sword) 

Possessions: Longbow, Shield (Small/Wooden), Studded Leather, Bastard Sword

APL 6

Knight Militant, male human Ftr5/Clr1/Templar1: CR 7; Medium Size Humanoid; HD (5d10)+(1d8)+(1d10)+3; hp 39; Init +6 (+2 Dex, +4 Misc); Spd 30; AC 15 (dodging 16, flatfooted 13, touch 12); Atks: +10/+5 melee (1d8+5 19-20/x2, longsword); SQ: Spontaneous casting, Mettle, Turn Undead 4/day; AL: LN; Sv: Fort +8, Ref +3, Will +9; Str 16, Dex 14, Con 11, Int 12, Wis 14, Cha 12.
 
Skills:  Climb +5, Handle Animal +4, Jump +5, Knowledge (Religion) +9, Ride +6, Swim +2.
 
Feats: Dodge, Endurance, Improved Initiative, Iron Will, Power Attack, Toughness, Weapon Focus (longsword), Weapon Specialization (longsword).
 
Possessions: Leather Armour, Shield (Small/Wooden), Longsword. 
 
Deity: Pholtus Domains:  Sun, Law.
 
Spells: Cleric: (3 /2+1 ) 0- Daze, Flare, Ray of Frost, Virtue 1- Charm Person, Detect Chaos*, Magic Weapon Templar: 1 1- Command. 


SQ:  Mettle (Su) – If a templar makes a Will or Fortitude Save that would normally reduce the spells effect, he takes no effect at all.


Lady of the Silver Hills Crewman (8 up on deck, 7 below deck), male half-orc Ftr6: CR 6; Medium Size Humanoid; HD (6d10)+6; hp 40; Init +6 (+2 Dex, +4 Misc); Spd 30; AC 16 (flatfooted 14, touch 12); Atks: +7/+2 melee (1d10+7 17-20/x2, bastard sword); SA: Orc Blood; AL: N; SV: Fort +6, Ref +4, Will +2; Str 20, Dex 15, Con 12, Int 8, Wis 10, Cha 10

Skills:  Climb +9, Profession (Sailor) +1, Jump +5, Swim +0; 

Feats: Cleave, Dodge, Improved Bull Rush, Improved Initiative, Power Attack,Shield Proficiency, Weapon Focus (Bastard Sword),Weapon Specialization (Bastard Sword) 

Possessions: Longbow, Shield (Small/Wooden), Studded Leather, Bastard Sword

APL 8

Knight Militant, male human Ftr5/Clr1/Templar3: CR 9; Medium Humanoid; HD (5d10)+(1d8)+(3d10)+12; hp 64; Init +6 (+2 Dex, +4 Misc); Spd Walk 30'; AC 15 (dodging 16, flatfooted 13, touch 12), Atks: +12/+7 melee (1d8+5 19-20/x2, longsword); SA: Spontaneous casting, Mettle, Smite 1/day, Damage Reduction 1/-, Turn Undead 4/day; AL: LN; SV: Fort +10, Ref +4, Will +10; Str 16, Dex 14, Con 12, Int 12, Wis 14, Cha 12.

 
Skills:  Climb +5, Handle Animal +4, Jump +5, Knowledge (Religion) +9, Ride +6, Swim +2. 

Feats: Dodge, Endurance, Improved Initiative, Iron Will, Power Attack, Toughness,Weapon Focus (Longsword),Weapon Specialization (Longsword)

Possessions:  Leather Armour, Shield (Small/Wooden), Longsword.
Deity: Pholtus Domains:  Sun and Law.

 
Spells: Cleric: (3 /2+1 ) 0- Daze, Flare, Ray of Frost, Virtue 1- Charm Person, Detect Chaos*, Magic Weapon Templar: /2 /1 1- Cause Fear, Command  2- Bull's Strength.

SQ:  Mettle (Su) – If a templar makes a Will or Fortitude Save that would normally reduce the spells effect, he takes no effect at all.
SQ: Smite 1/day (Su) – A 2nd level or higher templar may gain a +4 to attack bonus and adds his cleric and templar levels to the damage roll.

SQ:  Damage Reduction (Ex) – Subtract one from the damage a templar takes.

Lady of the Silver Hills Crewman (8 up on deck, 7 below deck), male half-orc Ftr8: CR 8; Medium Size Humanoid; HD (8d10)+8; hp 52; Init +7 (+3 Dex, +4 Misc); Spd Walk 30'; AC 16 (flatfooted 13, touch 13); ; Atks: +9/+4 melee (1d10+7 17-20/x2, bastard sword); SA: Orc Blood; AL: N; SV: Fort +7, Ref +5, Will +2; Str 20, Dex 16, Con 12, Int 8, Wis 10, Cha 10

Skills:  Climb +9, Craft (Painting) +1, Jump +5, Swim +-1; 

Feats: Cleave, Dodge, Improved Bull Rush, Improved Critical (Bastard Sword), Improved Initiative, Power Attack, Weapon Focus (Bastard Sword),Weapon Specialization (Bastard Sword) 

Possessions: Longbow, Shield (Small/Wooden), Studded Leather, Bastard Sword

Statistics for the hostile units

APL 2

Hepmonaland Crewman of the Scarlet Scourge (12 up on deck, 8 below deck), Male human Brb1: CR 1; Size: medium humanoid; HD 1d12+4; hp 16; Init +2 (+2 Dex, +0 Misc); Spd 40; AC 15 (flatfooted 13, touch 12); Atk +5 melee (greataxe 1d12+3 20/x3) or +4 melee (shortspear 1d8+3) or +3 ranged (shortspear 1d8+3 20/x3); SA: Rage 1/day; AL: CN; SV: Fort +3, Ref +2, Will +1; 

Str 17, Dex 14, Con 13, Int 10, Wis 12, Cha 8

Skills:  Climb +6, Handle Animal +3, Hide +1, Intimidate +3, Intuit Direction +2, Listen +5, Move Silently +3, Spot +3, Wilderness Lore +5; 

Feats: Toughness, Weapon Focus (Greataxe) 

Equipment:  Greataxe, Potion (Cure Light Wounds), Shortspear, Studded Leather. 

APL 4

Hepmonaland Crewman of the Scarlet Scourge (12 up on deck, 8 below deck), male human Brb3:  CR 3; Size: medium humanoid; HD 3d12+6; hp 30; Init +6 (+2 Dex, +4 Misc); Spd 40; AC 15 (flatfooted 15, touch 12); Atks: +7 melee (greataxe 1d12+3 20/x3) or +6 melee (shortspear 1d8+3 20/x3) or +5 ranged (shortspear 1d8+3 20/x3); SA: Rage 1/day, Uncanny Dodge (Dex bonus to AC); AL: CN; SV: Fort +4, Ref +3, Will +2; 

Str 17, Dex 14, Con 13, Int 10, Wis 12, Cha 8

Skills:  Climb +8, Handle Animal +5, Hide +2, Intimidate +5, Intuit Direction +3, Listen +7, Move Silently +4, Spot +3, Wilderness Lore +5; 

Feats: Improved Initiative, Toughness, Weapon Focus (Greataxe) 

Equipment: Greataxe, Potion (Cure Light Wounds), Shortspear, Studded Leather.

    

APL 6

Hepmonaland Crewman of the Scarlet Scourge (12 up on deck, 8 below deck), male human Brb5: CR 5; Size: medium humanoid; HD 5d12+8; hp 45; Init +6 (+2 Dex, +4 Misc); Spd 40; AC 15 (flatfooted 15, touch 12); Atks: +10 melee (greataxe 1d12+4 20/x3) or +10 melee (shortspear 1d8+4 20/x3) or +7 ranged (shortspear 1d8+4 20/x3); SA: Rage 2/day, Uncanny Dodge (Dex bonus to AC), Uncanny Dodge (can't be flanked); AL: CN; SV: Fort +5, Ref +3, Will +2; 

Str 18, Dex 14, Con 13, Int 10, Wis 12, Cha 8

Skills:  Climb +9, Handle Animal +5, Hide +2, Intimidate +5, Intuit Direction +3, Listen +7, Move Silently +4, Spot +3, Wilderness Lore +5; 

Feats: Improved Initiative, Toughness (1x), Weapon Focus (Longbow (Composite))

Equipment: Greataxe, Potion (Cure Light Wounds), Shortspear, Studded Leather.

APL 8

Hepmonaland Crewman of the Scarlet Scourge (12 up on deck, 8 below deck), male human Brb7: CR 7; Medium Humanoid; HD 7d12+10; hp 57; Init +6 (+2 Dex, +4 Misc); Spd 40; AC 15 (flatfooted 15, touch 12); Atks: +12/+7 melee (greataxe 1d12+4 20/x3) or +11/+6 melee (shortspear 1d8+4 20/x3) or +9/+4 ranged (shortspear 1d8+4 20/x3); SA: Rage 2/day,Uncanny Dodge (Dex bonus to AC),Uncanny Dodge (can't be flanked);  AL: CN; SV: Fort +6, Ref +4, Will +3; 


Str 18, Dex 14, Con 13, Int 10, Wis 12, Cha 8


Skills:  Climb +13, Handle Animal +9, Hide +2, Intimidate +9, Intuit Direction +3, Listen +9, Move Silently +5, Spot +3, Wilderness Lore +9; 


Feats: Improved Initiative, Power Attack, Toughness, Weapon Focus (Greataxe) 

Equipment: Greataxe, Potion (Cure Light Wounds), Shortspear, Studded Leather.

Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished and assign the experience award accordingly. Then assign the discretionary role-playing experience award. The role-playing award should be given for consistent character portrayal and contribution to the fun of the game. You can award different role-playing amounts to different characters. Award the total value (objectives + roleplaying) to each character.

Encounter 1:

Defeat the Scarlet Brotherhood Crew

APL2: 





100 XP

APL4: 





200 XP

APL6: 





300 XP

APL8: 





400 XP

Capture the Scarlet Scourge &  the Dark Stone

APL2: 





35 XP

APL4: 





70 XP

APL6: 





105 XP

APL8: 





140 XP

Discretionary Role-playing Award

APL2: 





15 XP

APL4: 





30 XP

APL6: 





45 XP

APL8: 





60 XP

Total possible experience


APL2: 





150 XP

APL4: 





300 XP

APL6: 





450 XP

APL8: 





600 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 bodies, 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 the characters can go back to loot the bodies, and those bodies are there (that is not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve the loot. If 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, analyse 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 treasures from each encounter, add it up and that it’s the number of gold pieces a character’s total and coin values increase by at the end of the adventure. Write the total in the GP Gained field of the Adventure Certificate. 

TREASURE KEY:


The loot the PCs find aboard the Scarlet Scourge is property of the Free State upon their safe return to Longbridge and thus irrelevant.

Conclusion:


If the players negotiated the deal between Larea and the Free State successfully (i.e. they didn’t have to pay back her money from Round 2) they receive her favour:-

Favour of Larea Farmoore

For keeping your part in the bargain and ensuing Larea is welcome on Free Onnwal's soil you may now buy some of her exotic goods. These include the
following items from Sword and Fist.

·  Stump Knife

· Triple Dagger

· Bladed Gauntlet

· Chain and Dagger

· Mercurial Longsword

· Three Section Staff

· Harpoon

· Whip, Mighty [+1 to +4 Str]

· Whip dagger, Mighty [+1 to +4 Str]

· Alchemist's Arrow

If the PCs did not demand a reward for their efforts in the mission, they receive 1 Regional Influence Points with the Carthan Relaster, Sea Eagle of the Storm Coast:-

Favour of Carthan Relaster, Sea Eagle of the Storm Coast.


For  your show of gallantry and selfless heroism in going into battle for the Free State without asking for pay or thought of self, you receive Carthan Relaster, Sea Eagle of Sornhill’s favour.

If the PCs rescued the Pholtans and did not insult them then they receive the favour of their leader, Dasmius of Wintershiven:-

Favour of Dasmius of Wintershiven


The Palish warrior Dasmius of Wintershiven grudgingly owes you a favour which translates as 3 Regional Influence Points with the Temple of Pholtus,

If the PCs did not save him they receive:-

Wrath of the Blinding Light


Purcennd Kerondas has learned of your part in Dasmius’s fate. You are now excommunicated from the Church of Pholtus within Onnwal and are now disfavoured by the Temple of Pholtus.


If the PCs brought back the Lady of the Silver Hills they receive


1 Regional Influence Point with Duke Gellen


1 Regional Influence Point with Duchess Sailema Relaster.


If they also brought back the Scarlet Scourge they each receive


1 Additional Regional Influence Point with Duke Gellen.


1 Scroll of Merit.

Note of Credit of Duke Gellen (one per PC)


This note of credit is reward for bringing in the Lady of the Silver Hills to Longbridge safely. Barund Laramore, High Tradepriest of Zilchus, countersigns it and this note of credit is worth a varying amount of gps based off the APL of the party.

Note: Attempts to forge extra notes of credit fail – priests of Zilchus check notes of credit by divine divination spells.

APL2: 100 gp 

APL4: 200 gp;

APL6: 300 gp

APL8: 600 gp

Adventure Caps:
APL2: 100 gp 

APL4: 200 gp;

APL6: 300 gp

APL8: 600 gp.

Mass Combat Rules 

(for the Players’ Reference)


Due to the large crews of the Lady of the Silver Hills and the Scarlet Scourge it would take many hours to resolve a large scale naval battle. The following is a set of modifications to the D&D 3rd Edition rules to allow a reasonably swift resolution to the combat. 


While not ideal, these allow the PCs to participate in the combat and have control to the battle.

1.
Units


Each model of the Hepmonaland savages and crewman of the Silver Hills counts as 10 men. However the conventional D&D 3rd Edition statistics are used to represent the unit.


Units are only to be used for fighting on the deck of the ship – they do not enter below decks areas 2,3 or 4, which are primarily for the PCs to explore. They may not suffer the effects of any spell as they remain on the deck at all times.


The players control the units, it is up to them to decide who to assign responsibility for each unit. Ideally though players whose PCs have had their abilities neutralized by the storm should control more of their men. 

2.
Scale (both distance and time)


Each square on the board of the ships is 25 feet instead of 5 feet. Each round represents 30 seconds of fierce fighting instead of the standard 6 seconds.

3.
Player Characters (and NPCs)


Player Characters (and the NPCs Eirud, Jorva, Petre and Markhune) count as a single unit – despite the fact that the model represents only 1 individual, thus enabling for fighters and so on to take on 10 men at a time. The modified D&D rules apply to them as with any unit.


PCs and NPCs may occupy the same square, but the unit has the ability to choose which PC in the square to occupy (thus out of a fighter, wizard and rogue in a square the DM has the right to attack the wizard).

4.
Spellcasting


Due to the storm caused by the Black Miststone no PC may cast a supernatural ability, a spell, or use a magical item (e.g. potion of cure light wounds, wand of magic missile) upon the deck of the ships (i.e. in the mass combat). To do so expends the item/ability normally but without any effect.


They may however cast spells and use items below deck or in one of the cabins. Spell effects such as Haste disappear when a character steps on deck.
Map 1: The Hezarin Isles
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Map 2: Ship Plans
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Handout: Kekarav Madi’s Orders to Eirud
Eirud,



My spies in Sornhill tell me that that the Relaster sea hag is sending a ship around the coast to finally shore up the defences of that dingy hovel of Longbridge. Now, while this is not my direct concern, and Longbridge is well taken care of (our agent within Longbridge is a man of considerable prominence who can ensure the ship is not put to good use against the Cause) the level of confidence that the arrival of a ship bearing the pathetic green and gold of the “Free” State would create is something we simply cannot allow. My imminent plans for Sornhill involve a level of panic that a victory of this sort would neutralize. Suffice it to say – soon the Relasters shall wish they stayed in Rel Astra all those years ago!



Fear will keep the local populace in line, fear of this ship and what it can do. I would suggest that you allow at least six individuals to live, to tell tale of our ship. 



I trust you shall have little difficulty putting the stone to use. Soldas, during his recovery, has proven vital in helping me unlock its secrets, much to Toktot’s chargrin.



If only I had been allowed more time to explore the Headlands, perhaps we could have found more of these stones. One final warning – do not have your men stare into its mists for any longer than is necessary. It has the tendency to permanently alter those who gaze too long into it.

Kekarav Madi,

Once and Future Kesh of Sornhill.

<The bottom of this letter is ripped off>

�





Map of the Rowing Deck of the Resplendant 
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