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INTRODUCTION

Due north of the Strait of Praeis, on the east coast of the Crescent
Sea, lies the bustling anchorage of Bridgeport, a commercial hub
serving as the primary port for the Free City of Brookmere, Mose,
and many other cities inland. Since the shoreline stretching from the
Falconmere Peninsula up to the Worntooth Peaks is either too low
and swampy or too high and rocky to support good moorage for
the large vessels that ply the Crescent Sea and the Sinnar Ocean,
Bridgeport is the closest safe port for large merchant vessels
arriving through the Strait of Praeis and is the last safe port before
departing the Crescent Sea. These geographical factors bring
Bridgeport much in the way of heavy shipping and merchant traffic
that the city does its best to support and encourage. The favorable
anchorage is the very reason why initial settlers picked this spot.
What began a millennium ago as a humble village clinging to
the eastern shore of the Crescent Sea, Bridgeport has since slowly
grown over the ages to become the bustling seaport that it is today.

Bridgeport is an ancient city. While it is a busy place humming in
tune to the harmony of commerce and business, it pays open homage
to its past with a robust Oldtown and its slightly archaic or stilted ways.
Travelers find Bridgeporters to be unrelentingly friendly and cheerful,
but also a bit provincial in dress and manner. Transactions are all done
in person, and a deal is not considered a deal until consummated with
a handshake all the while maintaining direct eye contact.

UsING THIS Book

This adventure is designed for use with the Swords & Wizardry rules.
Everything needed to run the adventure is contained in the core rules.

Text that appears in a box like this is meant to be read
aloud or paraphrased for the players when their characters
first arrive at a location or under a specific circumstance, as
described in the text.

This adventure is designed for 4-6 characters of 5th to 7th level.
They should already know that the adventuring life is for them and
be confident in their abilities. They can be of any conceivable class
with any possible background. If you are not campaigning in the Lost
Lands, “Bridgeport,” a medium-sized coastal town, can be placed in
any setting in a semi-tropical region.

Each month has 30 days (consisting of four seven-day weeks, plus
two festival days in the month) and there are an additional four High
Holy Days, one on each equinox and solstice, for a total of 364 days
in a year.
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THE DAYs oF THE WEEK IN THE Lost LANDS

Solsdag
Ardsdag

Djinsdag
Mootsdag
Manesdag

Sistersdag

Thingsdag

(Day of Solanus — Goddess of the Sun)
(Day of Arden — God of Life [now a dead

god])

(Day of Da-Jin — God of Death)
(Day of Market — day of Man’s commerce)

(Day of Manes — day of Man’s souls)
(Day of Narrah and Sybil — Goddesses of

the Moons)

(Day of the Heldring assembly [the Thing]
— day of Man’s government)

“Dag” is the Heldring word for day and reveals the influence of
that language upon the common tongue of Westerling. It is often

pronounced with the “g

€699

silent, giving it the more traditional “day”

pronunciation, though some purists insist on using a hard “g.”

THE CoMMONLY USED CALENDAR OF THE LOST LANDS

Common
Name

Oeros
Foeros
Freyrmond
Eostre

Tiwemond

Daan

Haymond

Hummidos

Mithrond

Blétmond
Winterfyll

Yule

Hyberborean

Name

Firstmonth
Secondmonth
Thirdmonth
Fourthmonth

Fifthmonth

Sixthmonth

Seventhmonth

Eighthmonth

Ninthmonth

Tenthmonth
Eleventhmonth

Twelfthmonth

Named For

Oeros, first Imperator
of Hyperborea

Foere, House of
Overking Macobert

Freyja (Freya),
Goddess of Spring
Eostre (Muir),
Goddess of Virtue
Tyr (Thyr),
God of Justice

Daan, Hero of Akados
Haymaking month

Battle of
Hummaemidon
for Hyperborean
independence

Mithras, God of War,
to mark the final month
of military campaigns
Annual sacrifices (blots)
of the Heldring

First full moon
of winter

The Feast Month,
Yuletide and Hogmanay

Each month has 30 days (consisting of four seven-day weeks,
plus two festival days in the month) and there are an additional
four High Holy Days, one on each equinox and solstice, for a
total of 364 days in a year.
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RUNNING THE ADVENTURE

If you are a player, stop reading! The rest of this adventure is for
the Referee only!

Wherever the characters are from and by whatever means they
arrived, Bridgeport proper is where this adventure starts. The tale begins
during the Festival of Blooms, Bridgeport’s annual spring festival.

“And on that moon when the tides glisten with
blood, the Hunger will awaken and woe to the world of
the sun. Their sands, mountains, and green lands will
all drown in their own blood.”
— Translated excerpt from a sahuagin
shell carving “liturgy of the tides.”

And as adventure hooks go, any that you prefer are fine, but most
likely these adventurers will be looking for work. And they find it in
the person of Jaxon Brand.

ADVENTURE HOOKS

Hungry for Work: The characters are looking for
real adventuring work. While asking around virtually
anywhere in town nets the characters the usual sort of
advice — that many of the farms are hiring farmhands
and that the Galley’s Hands (the Rowers and Seafarers
Guild) are always looking for some stout oarsmen —
they quickly learn of a rumor around town that Jaxon
Brand of Zephyr Assimilated is looking to put together
an expedition to search for a lost ship.

A Better Offer: The characters are hired as
short-term bodyguards for Daniel Kruse, a merchant
from Mose who has come to Bridgeport to explore
a persisting contract or relationship with one of the
major mercantile houses. After arriving in Bridgeport,
Kruse sends the characters to inquire of Jaxon Brand
of Zephyr Assimilated concerning his potential interest
in an introduction to Kruse. The characters find Jaxon
greatly distracted. As they endeavor to explain why
they are there, Jaxon interrupts them and pointedly
offers to hire them, as he is “looking for capable
adventurers” and will pay double whatever they are
getting paid currently.

ADVENTURE TIMELINE

Winterfyll (November) 15th: The Zephyr
(Captain Elisa Brand) departs from Bridgeport.

Yule (December) 8th: The Zephyr arrives at
Warsley.

Yule (December) 11th: The Zephyr departs from
Warsley.

Oeros (January) 17th: The Zephyr experiences
major damage to the rudder that necessitates extensive
on-water repairs.

Late Foeros (February): Jaxon Brand becomes
concerned about the lack of news concerning the
Zephyr.

Freyrmond (March): Bridgeport’s Festival of
Blooms occurs, and characters are retained by Jaxon
Brand; shortly thereafter, the Bounty, bearing the
characters, departs Bridgeport.

Freyrmond (March) 16th: The Zephyr
encounters the Discovery on the open water of the
Sinnar Ocean.

Eostre (April) 4th: The Zephyr arrives at
Crocodile Island; the characters, on board the Bounty,
arrive at Crocodile Island some weeks later.

After a meeting with Jaxon Brand, the owner of Zephyr Assimilated,
a well-known and respected trading company, the characters learn that
Mr. Brand has a serious problem. His daughter, Elisa Brand, the best
sea captain of his fleet, is missing along with her ship. Captain Elisa
Brand and her ship are several months overdue, and Jaxon Brand has
no certain information about her or her ship’s whereabouts.

Not content to sit and wait any longer for news concerning his
missing daughter and ship, Jaxon Brand informs the characters that
he is mounting an expedition to search for them. In just a few days,
the Z.A. Bounty under the command of Jaxon’s oldest son, Timothy,
will depart heading east toward Warsley, the city of last contact with
Elisa and the Z.A. Zephyr. Master Brand very much hopes that the
characters join that expedition and help find his daughter.

After learning what they can about the fate of the Zephyr from
sources in and around Bridgeport, the characters depart on the Bounty,
headed east toward Warsley.
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CasT OF CHARACTERS

* Baron Goron Ulien, the Baron of Bridgeport

e Jaxon Brand, owner of Zephyr Assimilated

¢ Elisa Brand, Jaxon Brand’s eldest child, Captain
of the Zephyr

e Bram Zander, owner of Judicious Passage out of
Brookmere

 Joshua Cree, former sailor who unexpectedly has
information regarding Elisa Brand

e Timothy Brand, Jaxon Brand’s eldest son,
Captain of the Bounty

» Jace Westhoff, first mate on the Bounty

e Gar Turnbull, stowaway on the Bounty, a
doppelganger

» Jasper Cronks, sea captain who tells Elisa Brand
about Crocodile Island

» Zeb Quindal (Deceased), captain of the Discovery

* Halen Drand and Sylros Clearsky, surviving
crewmembers of the Discovery

« Jyrcyx, Zogren, and Tati, craniform priestesses

» Kzanto, craniform youth who is an escaped slave of
the sahuagin

o Petruska, prisoner in the Tooth in the sahuagin
city of Tzar’Grandula

* Gamaa the Brackish, a marid genie emissary
from The Palace of Prisms, the seat of rulership
for the Great Durbar of the Sequana from the
Elemental Plane of Water

e Enzu, high priestess of Dajobas, and wife and
consort of King Bachzarisaa

» King Bachzarisaa the Insatiable, king of the
sahuagin city of Tzar’Grandula (City of Feasts),
located to the south of Crocodile Island




Once on the open water, the characters, now sailors on the Bounty,
brave a number of encounters, the most important being locating the
Discovery, an adrift research ship out of Brookmere. On this ship,
for the first time, the party confront the terrible sahuagin and unearth
some important clues about the Zephyr and Elisa Brand that point the
characters to a small, uncharted island.

After arriving at Crocodile Island, the characters find the missing
Zephyr at anchor and completely empty of life. They discover signs of
a combat on the ship that likely involved sahuagin but find no sign of
the missing crew or Captain Elisa Brand. However, they do find that
Elisa mounted an away team to explore the island.

Having no other leads at this point, the characters go ashore and
find the trail of the Zephyr’s away team. The party has a series of
encounters on this dangerous and tropical island while following
Elisa Brand’s trail, including an odd talk with a volcano giant and the
possibility of locating a now long-dead marooned sailor’s lair.

“Anon comes the Slaughter! The Red Feast
signals the gorging on the infidel! The consumed
apostates will fail to sate the Hunger and time itself
will be devoured!”
— Translated ravings from
a sahuagin priestess

The characters eventually discover a saltwater lagoon nestled in a
valley in the middle of the island. They learn that a band of sahuagin
ambushed the Zephyr’s away team and that the few survivors, likely
including Elisa Brand, were taken under the waves as prisoners.
Taking prisoners is an unusual practice for the sahuagin.

At this point, the characters meet a peculiar group of humanoids:
the craniform. These friendly but very strange creatures welcome the
characters as saviors from the terrible sahuagin and offer help in the
form of information and a ritual that allows the characters to safely
and comfortably exist underwater.

After successfully completing the bizarre ritual, the characters are
provided a guide to lead them to Tzar’Grandula, the City of Feasts,
where the cruel King Bachzarisaa the Insatiable reigns and where the
captured crew of the Zephyr were taken. The characters may learn that
Elisa Brand and members of her crew were taken alive in order to be
sacrificed in a profane ritual to Dajobas, The Devourer, the cruel shark
god of the sahuagin.

Fortunately, the characters’ guide shows the party a secret way into
the heart of the dangerous sahuagin city and directly to the king’s
“palace” — a long dormant submerged caldera, the most likely
location where Elisa Brand and the survivors from the Zephyr were
taken.

After braving a series of difficult encounters in the sahuagin
stronghold, the characters may get a chance to confront the terrible
sahuagin king and his evil high priestess consort and free the
imprisoned sea captain.
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CHAPTER ONE: BRIDGEPORT

The characters arrive in Bridgeport as the annual spring festival is
in full swing. It takes place each year in Freyrmond (March). The
Festival of Blooms celebrates the equinox (Imbolg) and the sowing of
new crops so vital to the area.

THE FESTIVAL OF BLOOMS

When you are ready to start this encounter, please read or paraphrase
the following to the players:

You find yourselves in the bustling seaport of Bridgeport
on a warm and sunny early spring day, Freyrmond 20th,
3517 LR. It is midafternoon, and the crisp smell of sea air
combined with the aromas from a variety of outdoor food
vendors make a heady mix as you move toward the busiest
part of town — the Trademoot. This small coastal city is astir
with excitement because Bridgeport’s annual spring festival,
the Festival of Blooms, is underway.

The local citizenry seems to be wearing their best and
brightest, if a bit rustic, attire, and most buildings are
festooned with streamers of bright paper and chains of
radiant and fragrant floral blossoms.

As you approach the Trademoot, the town’s central
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open-air market, the sense of excitement only increases.
You hear many different minstrels vying for attention in the
din among a cacophony of celebratory sounds and voices.
However, as you take all of this in, one clear and penetrating
voice rises above the tumult:

“Step forward my lords and ladies! Come forward and
compete in contests of strength, grace, and wit to determine
who will be this year’s Master of the Blooms! Don’t be shy!
Any and all are welcome to give it a go! Step up and try to
cover yourself in endless glory!”

As you move forward to take a closer look, the crowd parts
to reveal an open space where a series of contests have been
set up. The barker whose voice you so clearly heard is owned
by a middle-aged man bearing an outlandish top hat and a
bright blue sash over his dark topcoat. Seeming to catch your
eye, he waves you forward to take part in the contests.

The purpose of these contests (beyond determining the winner
of the title of Master of the Blooms!) is to allow the characters to
show what they can do as well as to see what their soon-to-be party
members are capable of.

At this point, explain the nature of each contest and then run
each of them. The participant with the most contest wins is the
overall winner.



One of the enduring traditions of the Festival of Blooms is a series
of friendly contests that are scored to determine a winner who is then
crowned the “Master of the Blooms.” Contests include mock fighting,
lifting, juggling, archery, oration, and history.

RULES

The contests are run in different ways. Some involve an attack roll
against a set target. Others require rolling below an attribute score on a
certain number of d6s. Other are resolved by rolling 1d20 and adding
a bonus or penalty based on the attribute being tested, if applicable.
Use the following table to assign bonuses/penalties:

Attribute Score Bonus/Penalty

6 or less —4
7-9 -2
10—12 +0
13—-15 +2
16 or more +4

Other townspeople (half the total number of characters) should
participate in the contest along with the characters. The townspeople
receive no bonuses to their rolls. The contests that call for judging are
decided by a variety of local potentates, including guild leaders and
well-to-do farmers.

To track the outcome of each contest, award 5 points to the
participant who gets first place, 3 points for second, and 1 point for
third. Then simply total each participants’ points; the contestant with
the most overall points wins and is crowned “Master of Blooms.”

Mock Fighting: The mock fighting contests involve squaring off
with a padded baton against a single opponent in a 10-foot-diameter
circle. After the “go” signal, the first participant knocked out of the
circle loses. Participants are expected to fight without armor or magic.
Townsfolk have AC 9[10] and 3d8 hit points. The padded baton does
1d4 points of nonlethal damage with each successful hit. When a
contestant is reduced to 0 hit points, he is pushed out of the ring and
loses the match.

It is a double elimination tournament. This means each participant
is not out of the tournament until he or she has been bested two times.
The initial winner takes on all comers until they either beat everyone
or are themselves beaten. That initial winner can try again, as can
each participant who has been bested once. Each participant in this
contest gets one try to knock off the winner of the previous match
and then defend the circle. The winner is determined by which of
the contestants remains with only one or zero losses in the circle.
Second place is awarded to whoever had the second most wins before
suffering their second loss, and so on.

Lifting Contest (Constitution): The lifting contest involves lifting
a series of heavy casks off the ground and stacking them onto a
sturdy platform while being timed by a one-minute glass. All entrants
participate at once. The participant who stacks the most casks (1d20
roll plus bonus/penalty for Constitution score) on the platform wins.

Juggling Contest (Dexterity): The juggling contest requires all
entrants to participate at once. Each entrant starts with one papaya and
starts tossing it up and down. Each contestant must roll below their
Dexterity on 1d6 to keep from dropping the fruit. Each participant
is then thrown another papaya that the participant must catch and
incorporate into the juggling attempt. The character must now roll
below his Dexterity on 2d6 to keep from dropping a papaya. The
check is made each round with an additional papaya tossed to the
participant (and a subsequent 1d6 increase in die rolls). Thus, if the
contest goes for 6 rounds, the participant is juggling 6 papayas and
must roll below his or her Dexterity on 6d6. A participant who drops
a piece of fruit is out. When only one entrant remains, he or she is

the winner. The top three places are determined by how many total
papayas the contestants were able to juggle.

Archery Contest: The archery contest involves each participant
shooting arrows from a shortbow at a horsehair target 25 yards away.
Each entrant gets 5 arrows and must roll to hit. The participant with
the most bullseyes wins. The bullseye is 4[15]. As with the other
contests, the top three score points.

Oration Contest (Charisma): The oration contest is a judged event
where each participant recites a poem, story, joke, limerick, or just about
anything else. The entrants whose oration is judged to be the best wins.
For this contest, the contestant with the highest check result wins (d20
roll plus/minus Charisma bonus). (You could also allow the players to
tell their favorite joke and judge the winner from those around the table.)

History Contest (Intelligence): The history contest is another
judged event. Each entrant recites what they believe to be the most
meaningful historical fact. The participant whose historical recitation is
judged to be the best wins. This contest works exactly like the oration
contest above. For this contest, the contestant with the highest check
result wins (d20 roll plus/minus Intelligence bonus). IMPORTANT:
For the history portion of the contest, one of the participants, a retired
sailor named Joshua Cree, steps forward and states, “I was a sailor on
the research vessel Discovery out of Brookmere. Among the marvels we
experienced, our captain and ships’ officers met with emissaries from
the sea elf kingdom of Azurelume.” What, if anything, the characters do
with this information remains to be seen.

This exposition by Joshua Cree is an important story hook. Should
the characters talk to Cree following the contest, he reveals that he
became violently ill while serving as a deckhand on the Discovery and
that while healing from the ship’s cleric made him feel temporarily
better, it did not last.

So as a mutual decision between the Discoverys captain, Zeb
Quindal, and himself, he was put on another passing ship, the Spirit
out of Tindledusk, and returned to port. If pressed on the nature of
his illness, he somewhat embarrassedly admits that he was likely
suffering from some sort of stress-induced illness (“I was feeling all
nervy!”) while serving on the ship and that once ashore, he has felt
much better. He is now retired from sailing for good as a result.

Finally, Joshua Cree relates that after reaching the port city of
Tindledusk, he made his way overland back home to Bridgeport and
has taken on work as a farmhand on a pineapple plantation owned by
Orth Grisk. The farm is located a bit south and east of Bridgeport. He
is in town just for the afternoon to take part in the contest and is then
returning to the plantation. He has nothing further of interest to tell the
party at this point.

Once the contests are over and a winner is determined, please read
or paraphrase the following to the party:

As soon as the last contest concludes, the same ostentatious
gentleman who started the event moves over to confer with
the judges. After a few moments of huddled consultation, he
breaks from this group and shouts:

“Ladies and gentlemen. I am very pleased to announce that
the winner of this year’s Master of the Blooms contest is ...”

With that, he strides over to the winner and places a laurel
crown of beautiful flowers on the winner’s head and then
continues,

“Please join me in congratulating our most worthwhile
champion.”

After the applause subsides, the same gentleman says,

“Now that we have a Master of the Blooms, it is my
honor to order, as baron of Bridgeport, that a keg of chilled
Bridgeport Reserve be brought forward so that all of our
esteemed participants may slake their thirst following their
arduous labors!”

And just like that, two porters rush forward bearing a keg
and place it on the same stage that was used for one of the
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strength contests. They work quickly with a mallet and spigot
to tap the keg. As soon as the golden liquid contained therein
begins to pour, they start filling up wooden tankards to pass
out to all the contest participants.

After being handed a tankard and taking a sip, you find the
cold beverage to be some sort of citrus ale that is aromatic,
strong, and wonderfully refreshing.

The characters can then talk amongst themselves, regaling each
other in explanations of near contest defeats and retelling their own
contest victories, or do anything else that they want to do at the festival.

As the characters mill around after the contest, Baron Goron Ulien,
the emcee of the contest, approaches the party and says, “You lot look
like you can handle yourselves better than most. If you are looking
for work, Jaxon Brand, a merchant captain here in town, is putting
together an expedition. If this sort of thing is of interest to you, head
out to the Brand Estate, which is just out of town to the east. Feel free
to use my name and tell them that I sent you.”

As the afternoon wears to evening, the characters should resolve
what to do next, which could include finding lodging or trying to find
work. However, in the very likely event that one of the characters is
crowned Master of Blooms, it is expected that this individual mingles
at the festival and takes part in further celebrations throughout the
evening in Bridgeport’s various inns and taverns.

Baron Goron Ulien, Male Human Noble: HD 3; AC 5[14];
Atk dagger (1d4); Move 12; Save 14; AL L; CL/XP 3/60;
Special: none.

Equipment: dagger.
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MEETING JAXON BRAND

As the characters explore town, they find
Bridgeport to be a prosperous and friendly
city, especially with the current festival as
its backdrop. Inquiries made anywhere about
work yields the universal answers that that the
Galley’s Hands guild is always looking for
strong rowers and that field hand help in
many of the surrounding farms is always
in short supply. However, any inquiry
about work beyond simple menial
labor — after a thoughtful moment
of reflection on the part of the NPC
— results in a statement to the effect of “I
heard that Jaxon Brand is putting some sort of
expedition together, and he is paying top coin to those who sign on.”

Any Bridgeporter who is asked volunteers that Jaxon Brand is head
of the Brand family, which owns Zephyr Assimilated, the largest
mercantile shipping company in Bridgeport. Further, a character who
asks where to find Jaxon Brand is directed to the Brand estate that
is located directly east just out of town and told to look for the large
white manse with the Zephyr Assimilated sign (a stylized sloop riding
a gust of wind) at the beginning of the approach to the manse.

The characters can easily find their way to Jaxon Brand’s estate,
which is just a few minutes’ walk outside of Bridgeport proper. If this
visit happens during the day, they find a large ornate archway that
features open iron gates (closed after dark) that lead up to a magnolia
tree-lined path of pea gravel wide enough for two carriages or carts




to pass. On the very top of the arch is a large sign bearing the Zephyr
Assimilated logo. Beneath the sign in raised letters painted with gold
are the words “Estate Brand.”

The characters see the manse before them as they walk up the approach.
The mansion is a sprawling affair, two stories tall, with a broad, open-air
veranda on the front. As the party approaches the front steps, a smiling
liveried servant moves to greet them. This servant (a middle-aged man
with a pale complexion) cheerfully and simply asks, “Good day. What
brings you to the Brand Estate?”” Any answer relating to the expedition
that Jaxon Brand is assembling results in the following response: “Please
come with me then. I will take you to Mr. Brand forthwith.”

Inquiries made of other subjects result in a courteous, “Please wait
here,” followed by a 15-minute wait while that servant goes off to
find Martin Brand, Jaxon’s younger son, who handles many of the
day-to-day affairs of the estate. When Martin arrives (a young man;
short, dark hair; wearing a creased and well-worn vest that looks like
it was slept in), he is mildly annoyed and put out by the interruption.
He leads those asking about the expedition to his father. Adjust the
following text to Martin if they continue speaking with him rather
than the servant leading the party to meet with Jaxon Brand.

If the characters are escorted to meet Jaxon Brand, please read or
paraphrase the following:

The liveried servant you are following takes you into
and through the house, passing a variety of well-appointed
rooms. The tour takes you seemingly all the way to the back of

the house and into an open-air study that faces an elaborate
and well-sculpted walking garden full of brightly blooming
shrubs, flowers, and trees. The back wall of the room that
faces the gardens is comprised of hinged panel doors that can
apparently be closed in inclement weather.

The room itself contains an imposing desk made of some
sort of lacquered dark wood, walls covered with charts and
maps of many places that you do not immediately recognize,
a large table covered with yet more maps and papers, and a
set of more casual furniture made of wicker that is arrayed to
face the gardens. One of those wicker chairs is filled with a
middle-aged man with dark hair now peppered with streaks
of gray wearing a loose-fitting white shirt. He is sipping some
steaming beverage as you enter.

After you file in, he turns to face you all. With a smile he
says, “Welcome friends. What can I help you with today?” As
you take a better look at this fellow, you see that despite the
smile, his face bears the signs of obvious strain and his eyes
look tired.

Jaxon patiently listens to whatever the characters have to say. If the
characters are too coy and are not straightforward with their desire
for employment, Jaxon quickly dismisses them and directs them to
his second, Martin Brand (his second son), who offers the party only
menial work around the estate and on the docks.
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ZEPHYR ASSIMILATED

The Brand family owns Zephyr Assimilated. Jaxon
Brand, the current head of the family, has done an
amazing job of expanding the business over the past
20 years. He has improved and added to the fleet,
adding a number of carvels and cogs, while enlarging
the number of overall routes. Regular expeditions
now include routes to Bret Harth, Martyn’s Next, the
city of Reme, and even to the distant ports of Quy Tai,
Turkad, and San Caseo City. All of this is common
knowledge among the residents of Bridgeport.

However, if the party asks about adventuring work, the expedition
Jaxon is rumored to be starting, or any sort of straightforward inquiry
about employment, Jaxon states:

“Thave a problem. The flagship of my fleet, the Z.A. Zephyr,
is captained by my eldest, Elisa. I fear that something has
befallen her and the Zephyr.

“She left Bridgeport four months ago on an expedition
taking the Zephyr south and east first to Warsley and then
across the Sinnar to San Caseo City. Well, I know that she
arrived at Warsley as expected, about three months ago,
and offloaded her cargo as planned. She then reloaded the
hold with goods from Warsley to transport and sell at San
Caseo. She used a mage of our acquaintance in Warsley to
cast sending to contact me, so I know these things and that
she left Warsley in good order on Yule (December) 11 or so.

“The journey to San Caseo from Warsley should take about
a month. But as far as I can tell, she and the Zephyr have not
arrived. The seas are fickle, so being a bit late is never anything
an experienced sailor can get too excited about, but there’s
been no sending from San Caseo. When the days dragged
on without hearing from Elisa or getting any word about the
arrival of the Zephyr to San Caseo, I became increasingly
concerned. She is now over two months late in getting to
San Caseo. Elisa is my most competent and efficient captain.
However, it is as if Elisa and the Zephyr have vanished. I've
been seeking the services of a spellcaster powerful enough to
cast scrying but have so far been unsuccessful.

“Something has happened, I just know it! I cannot tell you
how frustrating it is to sit here day after day with no news.
So, I have decided to do something about it. I am putting
together an expedition captained by my eldest son, Timothy,
who will search for the Zephyr on the fastest ship of our fleet,
the Z.A. Bounty, a two-masted schooner. Having no idea
what happened to the Zephyr or Elisa, I want to be prepared
for anything. Therefore, I am looking for capable and brave
adventurers to accompany the mission.”

Through further question-and-answer roleplaying, the party can
learn any of the following:

* Elisa is 28 years old and a veteran of many voyages.

* Elisa is slender and stands about 5ft 6in tall. She has long dark hair.

* Her first command was at age 22, and she has proven to be one of the
finest captains in the entire region.

* Timothy is Jaxon’s second child and is 25 years old. He has proven
to be an average captain, sometimes not using the best of judgment.
But Jaxon has great hopes for him nonetheless.

» Jaxon’s other children are Martin (23), and his youngest, Tina (19).

* The Zephyr is a three-masted clipper built for speed and cargo capacity.

» The Zephyr’s mission was a lengthy loop beginning by heading to
Warsley with a hold full of durable local Bridgeport agricultural
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ROLEPLAYING JAXON BRAND

Jaxon Brand is a forthright and no-nonsense sort of
person. He is a ruthless but fair negotiator. He takes
the long view on negotiations, recognizing that getting
the best deal now might not be the best path to a
lasting and mutually profitable relationship. He values
family, community, and order. He is good-natured
while being naturally reserved.

COMMON SAYINGS

« “I like this idea. Maybe we can work something out to
our mutual benefit.”

» “We have no place for that sort of behavior
in this company — only the best from us and for
our partners.”

products such as cotton and preserved fruits and vegetables. After
arriving at Warsley, Captain Brand was to sell the Bridgeport goods
to acquire as much grain and copper ore as she could buy; she would
then sail across the Sinnar to San Caseo City to sell the grain and
ore, both of which are much sought after in San Caseo. Finally, Elisa
was to negotiate and buy whatever local products from San Caseo
City she thought would sell well in this region before returning.

* The whole mission was to take no more than four months.

* Being a merchant captain involves a lot more than being a good sailor.
You must know how to negotiate and have an eye for a good deal.
 The one other ship that Jaxon knows about that could have been in
the same approximate part of the Sinnar Ocean as the Zephyr is
a research mission out of Brookmere called the Discovery. Jaxon
has checked and learned that the Discovery is still at sea and is not

expected to return to Bridgeport for several more months.

* He knows that the research cog was funded by Bram Zander out
of Brookmere and that the ship is captained by Zeb Quindal,
who is well known to Jaxon Brand as he has worked for Zephyr
Assimilated in the past. Jaxon further knows that Bram Zander
owns the merchant company Judicious Passage. They have a small
office in Bridgeport down by the docks.

* Jaxon knows that the Zephyr made it to Warsley, offloaded all of its
cargo, and took on a hold full of grain and copper ore. The Zephyr
then departed, heading southeast.

* That departure was more than three months ago in mid Yule (December).

* The Zephyr should have reached San Caseo City two months ago.

« Jaxon has received no sending from Elisa and has not received any
sort of information of any sort concerning her whereabouts or those
of the Zephyr.

* Jaxon will pay 500gp for any reliable information about the Zephyr
or his daughter. And, he offers 2000gp each to the party members
to undertake this mission: 1000gp each now and 1000gp upon their
successful return with Elisa in hand or with definitive information
regarding her ultimate fate.

* Finally, if the characters agree, Jaxon informs them that the Bounty is
set to depart in two days, the close of the Festival of Blooms. They
are to report to the ZA pier and board the Bounty.

Should the characters reveal that they met a sailor from the Discovery
named Joshua Cree, Jaxon is astounded. He says things such as “What?!
This is amazing! This Cree fellow may have information regarding my
Elisa and the Zephyr! Do you know where he is? You have already
proven your worth! Well done!” and so on. If the characters accept
the mission and do not indicate that their priority is to track down and
interrogate Cree, Jaxon Brand strongly urges them to do so.

Inquiries after Joshua Cree in town result in the characters being directed
to the Grisk pineapple plantation, about a two hour walk east of town.



JosHuA CREE

Finding Joshua Cree is easy enough. The land immediately
around Bridgeport is almost completely cultivated. Asking anyone
for directions gets the players to the Grisk pineapple plantation. It is
about a two-hour walk from the Brand estate. The plantation is fairly
typical in that it has a main house owned and occupied by Mr. Grisk
and his family, a series of smaller residences for the farmhands and
whatever other servants Grisk employs, as well as outbuildings used
for a variety of agricultural purposes.

The plantation itself features large flat fields filled with pineapple
plants in various stages of maturity. When looked at from afar, the
fields look as if they are filled with mounds of green blades stuck up
in the air in an endless array of angles.

Anyone who asks after Cree is are pointed to the far end of the
plantation where Cree and a few others have been sent to work on
clearing more arable space from the nearby forest.

If the characters follow the instructions they were given, they cross
nearly a half-dozen pineapple fields before they see the approach of the
wood’s edge and hear the unmistakable sound of axes striking wood.
If the characters make no effort to hide their approach, the four field
hands are quite surprised to see them; it is not often that an armed party
visits the fields. If the party calls out and asks for Cree, one of the men
somewhat nervously steps forward. If the characters interacted with
Joshua Cree at the festival, he smiles in greeting as he recognizes them.

However, before any sort of colloquy can take place, please read or
paraphrase the following to the party:

One of the men you recognize as the sailor you spoke with
at the festival somewhat nervously steps forward. You hear
the unmistakable sounds of cracking and crunching branches
emanating from the nearby woods, indicating that something
large is heading this way. As everyone shifts nervously toward
the source of the cracking sounds, the air is suddenly pierced
by a terrifying screech. A huge creature that looks like some
kind of massive bear crossed with an owl breaks from the
edge of the forest and rushes directly toward you and the field
hands. This beast seems quite upset!

The field hands apparently got a bit too close to an owlbear nest,
which causes the beast to attack. As this owlbear is defending its
nest, she fights to the death. The owlbear attacks the field hands and
characters indiscriminately. Should the party survive the attack and
search for where the owlbear came from, they discover tracks to the
nest about 50 yards into the forest from where the field hands were
working. Nothing of value is in the nest except the two owl bear eggs
that are each worth 250gp in town. Whether Mr. Grisk lays claim to
those eggs since they were on his property is, of course, up to you and
likely depends on how the characters handle the situation.

Owlbear: HD 5+1; HP 33; AC 5[14]; Atk 2 claws (1d6), bite
(2d6); Move 12; Save 12; AL N; CL/XP 5/240; Special: hug
(additional 2d8 if to-hit roll is 18+). (Monstrosities 368)

Once the owlbear threat is handled, the party is free to question
Joshua Cree. He knows everything stated in the What Joshua Cree
Knows sidebar. He freely shares what he knows..

THE DISCOVERY

Should the characters decide to follow up on the additional
information about the Discovery provided by Jaxon Brand, they easily
find a small storefront in the docks ward that bears a sign that reads
“Judicious Passage.” If the party visits during normal business hours,

WHAT JosHua CREE KNOWS

Joshua Cree was a deckhand on the Discovery when they
encountered the Zephyr on the Sinnar. When each boat
recognized the other’s colors, they pulled up broadside,
which is quite normal, in order to exchange information
and to see if the other needed anything. An away boat
carrying the officers from the Zephyr made the short trip
to the Discovery. Cree witnessed this meeting, and it was
obvious to him that the captain of the Zephyr, a dark-haired
woman, and his captain, Zeb Quindal, knew each other and
were friends. In fact, the captain of the Zephyr dined with
Captain Quindal that evening on the Discovery.

This afforded the chance for Joshua Cree to gossip
with some of the crew from the Zephyr. Cree learned
that the Zephyr was heading for some island far to
the south before turning north and east for San Caseo
City, the Zephyr’s scheduled destination. The Zephyr
crewmembers that Cree talked with boasted that they
were going to find “great riches” on this small uncharted
island. They further bragged that precious gems were
lying around the place just waiting to be picked up.

This encounter happened about a month ago.

As stated in more detail above in The Festival of
Blooms section, Joshua Cree had been suffering from
bouts of violent illness while serving on the Discovery.
Shortly after witnessing the meeting between Captain Brand
and Captain Quindal, Cree was put on another passing ship,
the Spirit out of Tindledusk, and returned to port. After
reaching the port city of Tindledusk, he then made his way
overland back home to Bridgeport. He arrived only about a
week or so ago and has since taken on work as a farmhand.

they find the shop manned by a half-elf named Shaleen Brindlewood.
There is not much to this shop. It is 15ft wide and 20ft deep. Empty

benches sit to the left and right as the characters enter the store. A

counter spans the back of the store from left to right. Shaleen stands

behind the counter. She greets any visitor warmly, “Welcome to

Judicious Passage. How may we be of service?”

If the party asks about the missing research vessel, Shaleen gives a
mildly surprised and puzzled response to the inquiry, but she can be
convinced to reveal what she knows:

* Judicious Passage is primarily a passenger transport company but
does some shipping as well.

* They specialize in custom destination travel options.

* Bram Zander, the owner of Judicious Passage, commissioned the
cog Discovery to do just that: Explore the southern section of the
Sinnar Ocean to chart it and discover new routes.

* The Discovery left Bridgeport in Daan approximately nine months ago.

* The Discovery is a big boat, a cog, with three masts and a crew of
nearly 50.

« It is big enough to survive just about any ocean storm, and the crew
was well enough armed to repel just about any conceivable threat.

» Three sages had been hired to do the charting and record all the
ship’s findings.

» The Discovery was not on a strict schedule due to the nature of
its work. It was expected that the entire expedition would take
approximately one year.

* Despite the Discovery still being out to sea on its mission, one sailor
on board named Joshua Cree returned early due to an illness. He
returned to Bridgeport only about a week ago and now works on
a pineapple plantation owned by Orth Grisk. Shaleen can provide
directions to this farm should the characters ask.

* Shaleen knows nothing about the fate of the Zephyr.
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CHAPTER TwO: DEPARTURE

After a raucous close to the Festival of Blooms the night before
(featuring a parade followed by a big outdoor party in the Trademoot), the
next day dawns clear and bright with a light easterly wind. The Zephyr
Assimilated pier is easy to find based on its sheer size and its signage.

But before arriving at the Zephyr Assimilated pier, the characters
cannot help but notice copies of a broadsheet posted at various places
throughout Bridgeport as they make their way through town. This
broadsheet was published by Timothy Brand, the captain of the
Bounty whom the party will meet shorty. (Give the players Handout
1: Timothy Brand’s Broadsheet to set the stage for their meeting
with the one and only Captain Timothy).

At the end of the pier, the party notices a series of large rowboats
that are in various stages of being loaded and rowed out to a ship at
anchor a few hundred yards out into the bay. As the characters move
forward on the pier, please read or paraphrase the following:

The day has opened bright and clear, but the same cannot
be said of many of the sailors and dockworkers around you
who all look as if they enjoyed the close of the Festival of
Blooms last night immensely. Ahead of you, three bench-
seat rowboats are being loaded and rowed to a boat at anchor
out in the bay about 200 yards from the end of the pier. As
Jaxon Brand described, it is a two-masted schooner. From
here, you can see that it is certainly a handsome ship, sleek
and complete with a masthead carved like a muscular godlike
man at full draw with a longbow.

Asyou get closer to the activity at the end of the dock, it seems
that you were expected. A man with short, sand-colored hair and
bearing a clipboard greets you. “Good day masters. Right this
way please.” He gestures to an open rowboat. After clambering
aboard, a sleeveless man already sitting in the rower position
silently nods to you all as he grabs the oars and starts rowing
you out into the bay. In short order, his sure and practiced
strokes take you to a rope accommodation ladder hung over the
side of the schooner. After a somewhat awkward climb up the
rope ladder, you find yourself on the aft deck of the boat.

The ship is a hive of activity with sailors rushing hither and
yon. About 15 feet in front of you, striking a somewhat staged and
outlandish pose, is a young man in bright silks complete with a
feathered cap and a soft leather booted foot up on an overturned
barrel. As he sees you, as if on cue, he finishes a flourish with an
incredibly ornate cutlass, neatly and crisply sheathing it with a
practiced and pompous air. As the last of you boards the ship,
he shouts a greeting: “Welcome to my ship, the Bounty! T am
Captain Timothy Brand. You may call me “captain” or “sir” or
“my lord.” T hear you are brave adventurers hired to assist in our
rescue mission of my wayward sister. I warned my father that
this day would come. But anyway, I am in command here. You
will find me a stalwart, brave, and true leader.”

Without pause, he gestures to a woman behind him. She
wears a black vest over a white shirt; she looks as if she wants
to be anywhere but here at the moment. Timothy continues,
“This is Jace, my first mate. She will see to all your needs and
will show you to your staterooms, for I am far too busy to be
bothered with such trifles. It is a great day for sailing! The
winds favor us. Greetings and welcome aboard!” With that,
Captain Timothy strides away shouting unnecessary and
random orders, all of which seem to be completely ignored.

As the captain strides off, Jace stands there shaking her head
in apparent embarrassment. Jace then says, “Right this way,
masters. Let me show you to your rooms.” Jace then starts
walking toward the bow of the ship, expecting you to follow.

After crossing the aft deck and taking the stairs down to the main
deck, the characters cross the main deck where the hatch doors remain
open as supplies continue to be loaded onto the ship. Jace then leads
the party, should they continue to follow, to a covered set of staterooms
in the bow of the ship. A total of four staterooms easily accommodate
two characters per room.

The characters are free to ask Jace any questions they want and to
interact with any of the rest of the crew. Otherwise, Jace unceremoniously
gestures to the staterooms and begs off as she is needed in order to see
that the ship is adequately and properly loaded for departure.

First Mate Jace, Female Human Sailor (Ftr2): HP 13; AC
7[12]; Atk rapier (1d6) or light crossbow (1d4+1); Move 12;
Save 13; AL L; CL/XP 2/30; Special: multiple attacks (2) vs.
creatures with 1 or fewer HD, +1 to hit strength bonus.
Equipment: leather armor, rapier (as short sword), light

crossbow, 20 bolts, 11gp.

The Bounty is a two-masted sailing ship. Use the Small Ship description
under Ship Combat from the Swords & Wizardry Core Rulebook.

The loading of the ship finishes around noon and without further
ceremony, anchor is weighed. The Bounty starts across the bay
heading west and then south toward the Strait of Praeis.
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ROLEPLAYING
CAPTAIN TIMOTHY BRAND

Timothy Brand feels he has always been in the
shadow of his older sister Elisa, and for good reason.
While Elisa has excelled at virtually every task and
challenge, Timothy has struggled. And as is the wont
of siblings in such a situation, he resents his big
sister. This has made the young man quite insecure,
forcing him to constantly attempt to compensate.

In turn, he has become impulsive, vain, and a poor
leader. He is not a bad or evil person, just one who
endlessly compensates for shortcomings that he most
of all perceives. His moods wax and wane. Because

of this, he can be emotionally inappropriate and says
things for no apparent reason. He is the kind of leader
who freezes at the worst time and is not one to make
good decisions even under the most favorable of
circumstances.

Timothy is not comfortable with the characters
being on board. This is because they work directly for
Jaxon Brand, his father, and as such, enjoy a special
status. He is bossy and petulant to the party as a result.

COMMON SAYINGS

« “An extra jot of rum for all the crew!” (With no
apparent reason for this)

« “Will this cursed voyage never end!” (Despite fair
weather)

Should the party seek to talk to Captain Timothy, he tells them he
is busy getting the mission underway and does not have time now. He
tells them that they will be paid the honor of being invited to dinner in
his cabin this evening.

If any of the characters ask about the Bounty s destination, First Mate
Jace replies somewhat uncertainly, “South then east toward Warsley.”

Should the party seek to talk to any of the crew or officers, they
find everyone busy at a variety of tasks. The sailors politely answer
the characters’ questions, but clearly want to get back to their work.
If asked about where they are going, no one really knows exactly and
simply answers “South, as far as I know.” If asked how they feel about
Captain Timothy, they answer that he is fine and is their captain. But
their answers lack enthusiasm and suggest to the characters that the
crew has their doubts about the captain. That said, none express those
doubts out loud at this point.

STOWAWAY

A few hours after departure and once the Bounty leaves the safety
of Bridgeport and the bay, the party hears shouting from the main
deck. If they investigate, they find many of the crew gathered there
along with the captain. One of the crew has what looks like a young
boy by the collar of his shirt and is thrusting him in the direction of
the captain: “It seems we have a stowaway, Captain. What should we
do with him?” After a long and somewhat awkward pause while he
struggles to find something to say, Captain Timothy finally responds,
“Well, he seems like a fine lad. I admire his spirit! Put him to work so
that he may earn his keep.” And with that, the captain turns on his heel
and strides back toward his stateroom.

The rest of the crew then slowly starts to disperse, some of them
muttering to themselves about “bad luck” and “ill omens.” Shortly, no
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GETTING SEASICK

After an hour or so on the water, consider having the
characters make saving throws to keep from becoming
seasick from the rolling motion of the ship. Any
character with a sailor background automatically makes
the save. Characters who fail the saving throw rush to
the gunwale and enjoy their breakfast for a second time.
The affected characters quickly acclimate thereafter.

one is left except a puzzled-looking crewman holding the boy. A quick
glance at the boy reveals a kid about 12 years old wearing a slightly
smug expression without any outward signs of fear.

The characters may approach and interrogate the boy if they like.

The stowaway says his name is Gar Turnbull and that he ran away from
home because he did not want to grow up to be a farmhand like his father.

None of'thisis true except his first name. Garis really a doppelganger
who is simply joyriding and seeking to wreak some havoc for the
fun of it. His plan is to cause as much chaos as he can, maybe by
starting a fire. When the jig is up, he transforms into a sahuagin,
jumps overboard, and swims away to new adventures elsewhere. Gar
is not concerned with telling the truth and it is obvious that he is up to
something. Such is the indifference of the doppelganger that he takes
very little care to hide his intentions.

What happens from here is of course up to the players and you. If
the characters take their concerns to the captain, he shrugs them off
and mocks the characters for being afraid of a little boy. If the party
attacks the doppelganger, he fights back viciously and quickly reveals
his true shape.

If the characters do nothing, it is up to you to decide when and in
what form Gar’s hijinks take shape. Gar may cut a mainstay and send
some of the crew in the riggings flying. He may try to light a fire
somewhere on the boat. Gar may also get caught trying to poison the
food or water supply. It doesn’t take long for something to happen as
Gar is unwilling to play the role of cabin boy. If he is asked to work,
he sulkily refuses.

Whenever and however the confrontation happens, Gar fights until
he is reduced to less than one-third of his hit points. He then attempts
to flee as outlined above.

All this, of course, scores no points in the captain’s favor with the
crew. This is just another example of his poor leadership, and the
mutterings among the crew to this effect only increase.

Doppelganger: HD 4; HP 24; AC 5[14]; Atk claw (1d12);
Move 9; Save 13 (5 vs. magic); CL/XP 5/240;
Special: immune to sleep and charm, mimics shape.
(Monstrosities 129)

DINNER WITH THE CAPTAIN

Captain Timothy has the characters to dinner on the evening of their
first night at sea. His purpose is to learn about the characters and to see
if any of them are a threat to his command.

While Captain Timothy’s cabin is certainly fine, it is ill suited for
an event such as this as it is simply too small. He has ordered two
sea tables to be set up and set with fine china and glassware such as
one would find at a high society dinner party. Glassware and china
tip and slide with the motion of the boat, frequently spilling onto the
white — and once clean — tablecloth. The odd and cramped setting
is completed by an embarrassed looking First Mate Jace who was
ordered to don an ill-fitting black coat and to serve as the butler for the
evening’s meal. Captain Timothy either pointedly ignores or simply
does not appreciate the incongruity of the scene.
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He is high-handed and insulting. However, the characters cannot do
much about it given their position on the ship and the fact that Captain
Timothy is in charge. If any of the party responds with anything that
the captain would deem as “insolence!” he states that the next such
incident will find that character in the brig. And the captain is more
than petty enough to follow through with that threat.

If asked about the broadsheet essay that the characters found in
town, Timothy proudly states that it was of his authorship and that
these essays are his way of doing his part to better Bridgeport. He un-
ironically relates that he selflessly shares these thoughts and wisdoms
in order to improve the lives of his fellow citizens.

Some examples of what the captain might say to the party are
as follows:

* “Oh, I thought you were far more experienced adventurers than that.
Hell, my greenest crewmember has wetted his blade more than you!”
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* “You all are as green as grass!”

* “Well, if a fight ever breaks out, young ones, stay close to me. You
will be safe, and you may even learn something.”

* “You can do magic? Can you fly? Can you hurl fire great
distances? Can you transport yourself across great distances? Well,
what good are you? Any huckster at the carnival can do more magic
than you!”

* “Have you ever been to The Green Realm? No? Well, I have.”

* “I have a girlfriend from Qui Tai.” (If asked what her name is, he
embarrassingly and obviously makes up a name on the spot.)

* “I cannot wait to see the look on my sister’s face when I rescue her
from whatever mess she has gotten herself into!”

* “Oh, my sister! She is such a simpleton! She is really not good at
much. It is amazing that father put her in charge of anything, let alone
our flagship. It must have been out of pity for her.”
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Some good roleplaying along the lines of “Why are you being such
a jerk?” while reminding the captain that the characters work for
Jaxon Brand and not him earns a halfhearted apology from Timothy.
He then ceases the verbal abuse.

CASTAWAYS

At some point as the ship passes near the island of Greenreach as
it heads south toward the Strait of Praeis, the barrelman calls out:
“Ahoy! Looks to be a small craft or raft port (left) side ahead about
two cables (240 fathoms)!”

Should the party move to the foredeck and look for themselves, they
see a raft, about 20ft by 20ft with six smallish robed figures trying
to hail the ship. They are waving their hands and jumping up and
down. The figures are all wearing hoods covering their heads, but alert
characters have a 1-in-6 chance of noticing a clawed reptilian foot
peeking out from underneath one of the robed figures.

As the Bounty moves within 15 fathoms (30 yards), the party is able
to see that the seven robed figures are each around four feet tall.

The robed figures are 6 kobolds who have grandiose plans of
seizing a ship. Normally, kobolds would be way too craven to attempt
such piracy, but they are emboldened by the presence of 6 lacedons
clinging to the bottom of the raft. This pack of kobolds has formed a
symbiotic relationship with these terrible creatures in that they provide
the lacedons fresh meat while the kobolds gleefully pick their victims’
bodies clean of any treasure.

When the raft gets within a few fathoms of the ship, the lacedons
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let go of the raft, swim under the ship, and seek to scale the far side
of the ship while the attention remains on the raft. Meanwhile, the
kobolds call out in Common for help, wail about being shipwrecked,
and generally stall for time. As soon as the lacedons attack, the
kobolds leap to the attack as well, attempting to climb up the side of
the ship. The lacedons fight to the death. But if the tide of the battle
turns against the kobolds, they try to make it back to their raft and flee.
The captain is noticeably absent during this entire encounter.

Kobolds (6): HD 1d4hp; HP 4x2, 3x3, 2; AC 7[12]; Atk short
sword (1d6); Move 6; Save 18; AL C; CL/XP A/15; Special:
none. (Monstrosities 277)

Lacedons (Aquatic Ghouls) (6): HD 2; HP 14, 13x2, 12, 10,
9; AC 6[13]; Atk 2 claws (1d3), bite (1d4); Move 9 (swim 12);
Save 16; AL C; CL/XP 3/60; Special: immune to charm
and sleep spells, paralyzing touch (3d6 turns, save avoids).
(Monstrosities 191)




CHAPTER THREE: THE OPEN SEA

Once through the Strait of Praeis, the Bounty turns southeast toward
open ocean. The Sinnar spreads out in its vast blue glory before the
Bridgeport vessel. Good weather and fair winds still accompany the
mission, and but for the high-handed presence of Captain Timothy,
everyone should be settling into the rhythm of sea life. After a week
on board, the characters have met and interacted with most of the
officers and crew. Bonds or grudges form as you orchestrate. Use the
following stat block for all of the sailors on board. You can adjust as
necessary for tougher sailors if needed:

Sailors: HD 2; AC 7[12]; Atk dagger (1d4) or belaying pin (1d4);
Move 12; Save 17; AL C; CL/XP 1/15; Special: none.
Equipment: leather armor, dagger, belaying pin (club), 1d4gp.

DRAGON TURTLE

Please read or paraphrase the following:

After a couple of weeks on the Bounty, you have settled into
the rhythm of life at sea. Despite the questionable leadership
of Captain Timothy, the Bounty’s crew dispatches their daily
duties with a practiced efficiency. The weather has been fair
and the winds favorable. Land has been out of sight now for
a couple of days. Other than the occasional pod of dolphins
that has accompanied the Bounty for short stretches, the
voyage thus far has been almost boring.

That is, until the normal creak of riggings and usual banter
among the crew is broken by a sharp cry from the barrelman,

“Ahoy! Starboard!” As all eyes swing in that direction, you
see quite the sight. Scores of large fish, maybe a school of
tuna, break the surface of the water porpoising at high speed.
Suddenly, a pointed maw attached to a reptilian head the
size of a carriage breaks the surface of the sea and engulfs
maybe a dozen of the big silver fish in one swallow. As this
monstrosity continues to breach, the ship lists suddenly
to port under your feet due to the water displaced by this
massive creature.

After regaining your balance, your eyes swing back to the
source of the disturbance: a huge turtle-like creature with a
long tail and neck with large, taloned flippers. This massive
creature is easily as large, if not larger, than your ship in length
and width. As water continues to stream off the crenulations
ofits shell, its huge head swings in your direction. With baleful
eyes fixed on the Bounty, it surprisingly speaks in Common;
its powerful voice sounds like a combination of hissing and
a beast clearing its throat: “Well, what do we have here? It
has been many moons since I have tasted landbound flesh.
Maybe you have something delicious for me?”

Just as the characters are taking in the dragon turtle and trying to
get their bearings, a high and panicked voice shrieks out, “What is that
thing?! Kill it! Destroy it!” The voice belongs to the obviously panicked
Captain Timothy who is heading toward the characters from his quarters.

This outburst draws nervous and dark looks from the crew as they
stare in shock at Captain Timothy’s outburst.

The dragon turtle, having just eaten, patiently awaits a response from
the Bounty. Fortunately, First Mate Jace has not lost her nerve and steps

A Trip TO WARSLEY?

The characters may decide that a good place to stop and
seek information concerning Elisa Brand and her ship is
the port city of Warsley. Captain Brand had gotten word
to her father that she had arrived, offloaded her cargo,
refilled her hold, and departed from Warsley all in good
order approximately three months ago.

If the characters suggest this course to Captain Timothy,
he brushes it off as “foolishness” and “a wild goose chase.”
However, should they convince or intimidate him, Warsley
is roughly a one-week journey east from the Strait of
Praeis. Warsley is a city of 3500 inhabitants with primary
industries of agriculture, mining, and shipping trade.

Sailors frequent a small temple to Quell located near
the docks. The head cleric is named Jesmond Mald.

An appropriate offering gets Mald to volunteer that he is
familiar with Zephyr Assimilated, Captain Elisa Brand,
and the Zephyr. He can confirm that the Zephyr was in
port approximately three months ago and that there were
no incidents or troubles, at least as far as he was aware of.
He further directs the characters to a ramshackle dockside
tavern called The Tangled Rigging in order to search out a
sailor named Jasper Cronks. Mald believes Cronks used to
sail for Zephyr Assimilated before he was terminated for
his endless and excessive drinking.

Alternately, asking around the docks after Captain Elisa
Brand, the Zephyr, or Zephyr Assimilated directs the

characters to The Tangled Rigging where they learn the
same information as above. Warsley’s Harbormaster is
Gand Adams.

The Tangled Rigging was in fact the place where Elisa
Brand encountered Cronks months before. It was at this
meeting where Cronks filled her head with tales of a small
island filled with easy riches. He convinced her that the
island really exists. Captain Brand then decided to take
Cronks with her to help find the island. Captain Elisa
Brand, Cronks, and the Zephyr are long gone by the time
the party arrives at Warsley.

Minna Buckley, the proprietress of The Rigging,
readily relates that Cronks was filled with absurd and wild
tales of “vast riches” on a small tropical island he called
“Crocodile Island.” She further informs the party that
Cronks used to go on and on about the active volcanoes on
the island. Finally, she tells the character that she, along
with the rest of her bar patrons, laughed these stories off
as being the typical ravings of a hopelessly drunken and
delusional sailor. Minna also relates that Captain Brand
visited The Rigging three months or so ago and had a
lengthy meeting with “the filthy drunk” Cronks. Finally,
Minna Buckley tells the party that when Captain Brand
shipped out, she took Cronks with her.

That is the extent of useful information the characters
can obtain in Warsley.
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SAILORS’ R OSTER

A list of the names of some of the sailors on board

the Zephyr:

Farren Uberto, bosun

Benton Snowdon, bull ensign
Shelley Stonebridge, helmsman
Joss Raven, carpenter

Woystan Shell, conning officer
Albertina Netle, ensign

Claribel Merton, ensign

Idell Notleigh, purser

Gene “Brown Tooth” Dewl, pilot
Ludie Sharman, sailor

Winona “No Cash” Smit, sailor
Faith Shirley, sailor

Quince Taylor, sailor

Elwell Stevens, sailor

Halsey Claridge, sailor

Gilmer Trollope, sailor

Tarleton “Whale” Whulsup, sailor
Burgess Salvodore, sailor
Edbert “Squealer” Zeph, sailor
Rawlins “Three-Teeth” Fawcett, sailor
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forward and yells in response, “O Great One! What could we have that
would please you? We are nothing more than a mere sailing vessel.”

The dragon turtle then responds, “Certainly you must have an extra
crewman or two for me to snack on?” A croaking noise that is the
creature’s laugh follows this question.

At this point, Captain Timothy completely loses control. In a fit of
swearing, he orders the crew to attack and destroy the beast. The now-
unhinged Captain Timothy shouts things like, “Give it nothing!” and,
“Destroy the beast!”

Dragon Turtle: HD 14; HP 105; AC 2[17]; Atk 2 claws (1d8),
bite (3d10); Move 3 (swim 9); Save 3; AL N; CL/XP 15/2900;
Special: break ships (50% chance to capsize), breath weapon
(9oft long steam, 112 damage). (Monstrosities 142)

The dragon turtle is more than a match for the Bounty and the
characters at this point. All of the crew, excepting Captain Timothy,
knows this. Random crewmembers hiss statements like “Shut him
up!” at the characters.

It is quite clear that the dragon turtle is not amused by the ongoing
antics of Captain Timothy. It starts to turn from a relaxed broadside
position to one facing the Zephyr in a posture ready to attack.

Quick intervention by the characters at this point can save the
day. They can either calm Captain Timothy down or bodily restrain
(grapple) him. If Captain Timothy is successfully grappled, he is so
embarrassed that he does not attempt to break free.

Meanwhile, First Mate Jace works on a solution. She knows that
dragon turtles, like their airborne relatives, love flattery and meat. As




the characters are dealing with Captain Timothy, she orders a cask
of preserved pork back thrown overboard for the monster while she
delivers the following flattery, “O Magnificent One! Please accept this
trifle as a thank you for gracing us with your noble presence!”

If the characters keep Captain Timothy under control while First
Mate Jace treats with the dragon turtle, the dragon turtle scoops up
the offering and, without a backward glance, disappears into the briny
deep from which it came.

If the dragon turtle attacks the ship, and the ship survives, there will
likely be considerable damage. If the characters opt to help look for
damage, allow them a 1-in-6 chance to find the damaged sheet that
might otherwise play a pivotal role in the upcoming storm encounter.

Because the dragon turtle has a full belly, it is not spoiling for a
fight. However, if attacked, it attacks the ship for two rounds and then
swims off, bored by the whole thing.

<<Insert dragon turtle image here>>

The crew notes a successful intervention with the dragon turtle,
which results in many nods and smiles of appreciation and even a
few “Huzzahs!”

DoLbrUMS

After several weeks at sea and with the Bounty heading ever
southward, the ship encounters a stretch of calm that challenges the
nerve of the crew and sees even more erratic behavior on the part of
Captain Timothy.

Please read or paraphrase the following to the party:

After weeks of favorable winds, the weather took an
unfortunate turn three days ago. Since then, the Bounty has
been caught in a slow drift because the winds have all but
disappeared. While the helmsman has been able to keep the
ship pointed in the right general direction to the southeast,
the Bounty has barely moved at all beyond drifting listlessly
on the waves.

These doldrums have had a severe impact on the morale
of the crew. Where you used to see a generally cheerful
bunch, everywhere you look you now see dark and solemn
faces on the crew. There is very little talk and very little
noise of any kind beyond the normal creaking sounds from
the ship.

That is, excepting for Captain Timothy, who has taken to
bouts of open rage as he stalks across the decks shouting
imprecations and insults at anyone and everyone he sees.
This behavior is wearing thin on the crew. In his wake,
Captain Timothy leaves crew members shaking their heads
and muttering about what they would like to do to him. The
overall mood on the Bounty is spiraling downward toward
possible violence.

While the characters can do nothing about the weather (presumably),
they can try to improve the morale of the crew. The characters can
do several things to try to improve the situation. Through effective
roleplaying, the characters can improve the mood of individual
crewmembers by doing things such as sharing kind words, asking
after families back home, or even leading the crew in song.

First Mate Jace can read the mood as well and could hint to
the characters that opening up a cask of rum and throwing an
impromptu party might be just the thing to turn the mood of the
crew around. If they pass on the suggestion to anyone but Captain
Timothy, the idea is received with gusto. Again, that goes for
everyone except Captain Timothy. The captain does not protest too
stridently, however, as he knows that he is on tenuous footing with
the characters due to their being hired directly by his father and, as

a result, not under his command.

Should the characters go ahead with this plan, a cask gets opened
and the crew cheerfully partakes, even offering up some “huzzahs!”
for the party. However, after a few minutes of merriment, Captain
Timothy storms out of his stateroom, his face reddened with rage
and flecked with spittle, and demands, “Who ordered that spirits be
opened?! This is a mutiny!”

The mood darkens quickly, with many crewmembers reaching
for their weapons and shifting their bodies around in anticipation of
violence.

Any party member may diffuse the situation by answering the
captain and giving reasonable explanations such as “Because we
thought it was the right thing to do” along with rolling below their
dexterity on 3d6. If successful, Captain Timothy stomps off after
delivering an awkward, “Well all right then. Carry on.”

If unsuccessful, First Mate Westhoff forcibly intervenes by bodily
dragging Captain Timothy back to the captain’s quarters. No one sees
anything of Captain Timothy for the rest of the day. Fortunately, the
next day dawns bright and clear and brings with it a return of the
favorable winds. The Bounty once again is able to resume its course.
The morale of the crew, still improved from the party the day before,
is buoyed and the crisis is past.

Oddly, when Captain Timothy emerges the next day, he acts as if
nothing untoward happened the day before and actually acts with
a sort of manic and over-the-top cheerfulness that only results in
puzzled looks from the crew.

STORM

Many weeks into the voyage and with memories of land recalled
like wistful dreams, a violent storm strikes the Bounty. The storm
builds quickly, starting with increasing winds that change direction by
the minute, followed by dark and ominous clouds that appear to stack
densely over the ship. When the storm strikes, it is with tremendous
violence and requires courageous and composed actions by the crew
and the characters to survive it.

When you are ready to run this encounter, please read or paraphrase
the following to the party:

The storm, which you and the crew have been preparing
for over the last couple of hours, is here. What began as
some brisk and swirling winds and choppy water has since
developed into a raging gale. As the angry storm clouds piled
up above the ship earlier today, the crew of the Bounty busily
struck all the yards and battened down everything that could
be secured. Now, with your stomach lurching in response,
you can feel the sea rise beneath you as it tosses the ship from
one furious mountain of water to the next. And the noise!
The din of the tempest combined with the groaning of the
ship makes even shouted words hard to hear. It is as if Quell
himself was trying to tear the Bounty apart.

As you hunker down in your staterooms knowing that all
that could be done to prepare for the storm was done, you
suddenly hear a loud crack over the noise of the storm. A
quick look out of one of your porthole windows reveals that a
spar from the foremast has broken free and is being whipped
around by the howling winds. As you watch, you see one of
the crew, a fellow you recognize as Quince, bravely run out
from somewhere on the main deck to grab a trailing piece of
rigging attached to the broken spar. You see him struggle to
get the broken piece of mast under control when a sudden
and violent gust of wind lifts him off of his feet and sweeps
him up and overboard, hanging in midair for the moment,
saved only by the strength of his grip.
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Swift action by the characters can save poor Quince but doing so will
not be easy. First, any party member seeking to get to the rope on which
Quince clings must roll below his or her dexterity on 4d6 to keep from
losing balance in the lashing wind and rain, and to keep from being
swept overboard (see sharks below). Characters who lash themselves
together or to the ship only need to roll 2d6 to make the check.

Assuming that step one is successful, the character must make a
saving throw in order to grab the rope on which Quince clutches and
haul him back aboard. Again, creative solutions should be rewarded.
However, if the dragon turtle attacked and damaged the rigging
previously, and the damage was not found and repaired, this saving
throw is made with a —1 penalty.

As bad as the storm is, this is not the end of the party’s peril. Using
the storm as cover, a band of 10 merrow are in the process of climbing
the side of the ship seeking some easy prey. They correctly assume that
the ship’s crew are unprepared for such a raid because of the storm.

Anyone outside of the staterooms on any of the decks has a 2-in-
6 chance of seeing the merrow creeping over the gunwale of the
ship. Any party members in their staterooms have a 1-in-6 chance of
spotting the invading merrow out of one of their porthole windows.

If the merrow are not seen by the party, the characters hear a scream
and upon investigating, they see a merrow plunging over the side of
the ship with a helpless crewmember in its clutches. At this point, they
cannot miss the rest of the raiders.

Ten merrow are taking part in the raid. They are roughly equidistant
from each other on the main deck as they climb the side of the ship.
Each merrow tries to escape if it can subdue and abduct a crewmember,
or the remaining merrow flee if half of their number are slain.

Due to the terrible conditions, any character attempting to move at
normal speed anywhere on the deck must roll below their dexterity
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on 3d6 to keep from losing balance and falling in the lashing wind,
rain, and the huge waves crashing onto and over the ship. Characters
who move at half their normal speed do so without making a check. A
character who falls the check must make a saving throw to keep from
being swept over the railing and into the water below. Spellcasters
must make a successful saving throw or their spell is interrupted by
the difficult conditions.

In an effort to keep this combat manageable, consider rolling 1d4 —2
(minimum 0) each round and having the result be the number of crew
members incapacitated and snatched by the merrow. Use that same
number to reflect the number of merrow that perish that round as well.

The party should face their own group of merrow. When facing
off against characters, the merrow attempt to strike them with their
harpoons and, if successful, grapple them overboard and into the
shark-filled waters below.

In addition to the merrow, 3 medium sharks patrol the waters
around the Bounty hoping that the merrow’s efforts result in an easy
meal for them.

Merrow (Bestial Mermen) (10): HD 2; HP 14, 12x2, 10x3,
ox3, 8; AC 7[12]; Atk harpoon (1d8) or bite (1d8) and 2 claws
(1d6); Move 1 (swim 18); Save 16; AL C; CL/XP 2/30;
Special: breathe water. (Monstrosities 328)

Equipment: harpoon.

Medium Sharks (3): HD 5; HP 34, 30, 25; AC 6[13]; Atk bite
(1d6+2); Move o (swim 24); Save 12; AL N; CL/XP 5/240;
Special: feeding frenzy (1-in-6 chance to attack another shark).
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