
 

 GP

Starting GP 

Lifestyle
 None 
 Standard (12 gp x TU)  
 Rich (50 gp x TU) 
 Luxury (100 gp x TU) 

 
Lifestyle Cost 
 
Other Coin Spent 
 
Total Coin Spent  

- GP

GP Spent 

 GP

Subtotal 

+ GP

GP Gained 

 GP

Subtotal 

+ GP

GP Gained 

 GP

Subtotal 

- GP

GP Spent 

 
 GP

FINAL GP TOTAL 

 

Items Sold
 

 
 
 
 
 
Total Value of Sold Items 
 
Add ½ this value to your gp value 

Items Bought
 
 
 
 
 
 
Total Cost of Bought Items 
 
Subtract this value from your gp value  

 XP 

Starting XP 

- XP 

XP lost or spent 

 XP 

Subtotal 

+ XP 

XP Gained 

FINAL XP TOTAL 

 
 XP 

 TU 

Starting TU 

1 or 2 TU 

TU Cost 

- TU 

Added TU Costs 

TU REMAINING 

 
 

 

ITEMS FOUND DURING THE ADVENTURE 
Cross off all items NOT found 
APL 4 

 Mithral shirt (Adventure; DMG) 
 Wand of restoration (Adventure; DMG; 5 

charges; 2,600 gp/charge) 
 @Portable shade (Regional; Sandstorm; 2,000 

gp) 
 @Merciful weapon enhancement (Regional; 

DMG)  
 *Rust cube (Regional; Complete Scoundrel; 

100 gp) 
 *Ring of lockpicking (Adventure; Complete 

Adventurer; 4,500 gp);  
APL 6 (all of APL 4 plus the following): 

 +1 mithral shirt (Adventure; DMG) 
APL 8 (all of APLs 4-6 plus the following): 

 +1 mithral shirt of silent moves (Adventure; 
DMG) 

APL 10 (all of APLs 4-8 plus the following): 
 +1 breastplate of light fortification 

(Adventure; DMG) 
APL 12 (all of APLs 4-10 plus the following): 

 +1 human bane falchion (Adventure; DMG) 
 +2 mithral shirt of silent moves (Adventure; 

DMG) 
 +1 breastplate of moderate fortification 

(Adventure; DMG) 

Adventure Record# 

597 CY 
A D V E N T U R E

L E V E L  O F  
P L A Y  

(CIRCLE ONE) 

APL 4 
max 675 xp; 650 gp 

 
APL 6 

max 900 xp; 900 gp 

 
APL 8 

max 1,125 xp; 1,300 gp 

 
APL 10 

max 1,350 xp; 2,300 gp 

 
APL 12 

max 1,575 xp; 3,300 gp 

 

Influence with the Dusk Lash: By helping Farouk 
find Temel, you gain influence with the Dusk Lash. 
Favor of Farouk ibn Hasad: By rescuing Temel you 
have gained the favor of Faroud. If you are a member 
of the Dusk Lash this AR counts as being on the job 
for 2 TU's. Faroud also allows you access to the items 
marked with an asterix (*). 
Enmity of the Slave Queen: You have gained the 
enmity of the Slave Queen for not retrieving the 
items she wanted. 
Favor of the Slave Queen: By delivering the ledger 
and the key, you gain the favor of the Slave Queen. 
You gain adventure access to the items marked with 
the @ symbol.  
A Key: You have found a key. It is a dull silver grey in 
color and is made of an unknown material. 

Prisoner Manifest: You have found a prisoner 
manifest containing a list of prisoners, dates, and 
locations. The information is encrypted. 
Nice Thinking: By cross referencing when you were 
implanted, you have discovered some information 
about the Prisoner Manifest, and your affliction. 
I'm Not Feeling So Good: The effects of the chaos 
beast have caused the thing in your belly to become 
more active. For the next two AR's, the "Can You Feel 
It Squirm" AR affects you as if you were 3 months 
further along. If you are over 12 months along, ignore 
this effect. [ ] [ ] 
Captured! You may go on no further adventures 
until you escape or are rescued. Contact the Zeif 
Triad for a special mission 
(ZeifTriad@yahoogroups.com). 
 

This Record Certifies that 
_______________________________________________ 

Played 
by____________________________________________ 

Player RPGA # 
Has Completed 

ZEF7-03 Inner Turmoil 
A Regional Adventure 

Set in the Sultanate of Zeif Region 

Event: _________________________________ Date: ________ 
DM:___________________________________________________ 
 Signature    RPGA # 

Play Notes:
 Gained a level 
 Lost a level 
 Ability Drained 

______________ 
 Died 
 Was raised/res’d 
 Was reincarnated 

_________________________________________
_________________________________________ 
Home Region______________________ 


