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Thou art slave to Fate, Chance, kings, and desperate men,
And dost with poison, war, and sickness dwell,

And poppy, or charms can make us sleep as well,

And better than thy stroke; why swell’st thou then?

—From “Holy Sonnets,” John Donne.

Introduction

laves of Fate is an introductory-level adventure

for Chaosium, Inc.’s Dragon Lovds of Melniboné

sourcebook for the d20 System. In addition to
the Dragon Lords sourcebook, this adventure requires
the Dungeons and Dragons Third Edition Player’s
Handbook by Wizards of the Coast. The Dungeons and
Dragons Third Edition Dungeon Master’s Guide and
Monster Manual are also useful. Slaves of Fate is most
suitable for a group of Ist-3rd level characters.
Suggestions are given throughout this book on how to

adjust the level of danger to be more appropriate for
your player-character (PC) group.

It is not necessary that the PCs be together as a
group at the beginning of this adventure. Pan Tangian
or Melnibonéan PCs are not recommended here,
though some suggestions on how to handle them are
provided.

The only requirement is that the PCs begin in the
vicinity of Vilmir, at the conclusion of any events in
their background or adventures prior to this one.

This adventure is set a few years before Elric is
deposed and leads the navies of the Young Kingdoms

against Melniboné, breaking the Dragon Isle’s power
forever.

Using this Hdventure

Slaves of Fate is an adventure for the Dragon Lords of
Melniboné sourcebook for the d20 System. It requires
the use of Wizards of the Coast’s Dungeons & Dragons
Third Edition Player’s Handbook; copies of Wizards of
the Coast’s Dungeon Master’s Guide and Monster
Manual are also useful. This adventure can also be used
for Chaosium’s Elric! and Stormbringer Fifth Edition,
and non-player-character (NPC) attributes suitable for
that game are available at www.chaosium.com in the
Stormbringer role-playing game section.

Sections of this adventure in outlined boxes with a
gray background and an “Open Game Content™ head-
er are Open Game Content for the d20 System.
Character and creature statistics are Open Game
Content, and are designated as such with gray back-
grounds and the letters “OGC.” This material is copy-
right Wizards of the Coast and the d20 System, and a
licensing agreement explaining these terms is printed
on page 85 of this adventure book.

Important notes alerting the DM are in outlined
boxes with a gray background but no header.

Using this Adventure with Elric! or
Stormbringer Fifth Edition

Though this adventure is written for the new Dragon
Lovds of Melniboné sourcebook for the d20 System, it is
an casy matter to use it with the original Elric! or




Stormbringer Fifth Edition rules. Write-ups for all signif-
icant NPCs and demons can be found in either of these

core rules books. Additionally, Sading on the Seas of

Fate, a supplement for Elric!, contains invaluable infor-
mation on sca-faring adventures and combat for DMs
and players wanting more depth to this aspect of their
adventures.

Dungeon Master Summary

Slaves of Fate opens with the PCs awakening to find
themselves caprive in the hold of the Virago,
Vilmirian pirate vessel whose crewpeople are trying
their hand at slavery. The ship is en route to meet with
some Pan Tangians who are secking slaves, particularly
those of a special bloodline. The adventure opens in the
middle of this action, both to provide a means of bring-
ing the characters together in onc place, and to give
them a common goal. The PCs will likely ask the other
prisoners about themselves, where they all are, and
what is going to happen next.

Their captors on the Virago meet with Chardros’s
Lament, a Pan Tang slave galley, on the edge of the
Dragon Sea. The slavers come onboard to inspect the
PCs and other slaves. One of them, a Pan Tangian wiz-
ard-priest, brings his “pet” creature onboard. The crea-
ture, named Omerginroul, is a blue-skinned being from
another plane, sacred to the Chaos goddess Eequor. It
has the special ability to travel the planes in a limited
fashion, but needs a small amount of blood to activate
this power. Recently captured by the Pan Tangians, it is
seeking its freedom. The creature has misled its master
into believing that the blood must be of a special type,
and it is hoping to find some aid from other captives.
Omerginroul assesses the PCs along with the other

captives, and announces that one or more of them is of

the appropriate bloodline and suitable for purchase.
Before the transaction is finished, a Melnibonéan
battle-barge appears on the horizon, scemingly in pur-
suit of the Pan Tangians, whom they often prey upon
in this arca. When it becomes clear that the Pan
Tangians are ready to sacrifice the Vilmirians for the
chance to escape, the pirates free their prisoners and a
melee erupts between the Vilmirian and Pan Tangian
ships. In the confusion, the creature manages to draw
blood from one of the “special™ bloodline characters,
and a large, tumultuous gateway between the planes
opens. The Pan Tangian and Vilmirian vessels are

drawn into this dimensional gate, unable to steer clear
of it, while the Melnibonéans draw back and avoid it.

On the other side of the plane gate, a violent storm
forces the Vilmirian ship onto the rocks just offshore of
a mid-sized, rocky island. The PCs, along with some
other captives, pirates, and a few marooned Pan
Tangians, awake on or ncar this island, with the
wrecked freebooter ship a distance out in the water,
partially submerged.

It seems as if the only avenue to return home is for
the PCs to find the blue creature and attempt to bar-
gain with it to return them home. Mcanwhile, on the
other side of the island, the Pan Tang slave galley has
landed safely. The Pan Tangians begin seeking
Omerginroul, who has gone into hiding.

Unbeknownst to the PCs and the Pan Tangians, this
island is on a plane sacred to Eequor, sanctuary to her
female worshippers who fled Pan Tang’s persecution of
Eequor’s worshippers. This mysterious island was once
a strange and beautiful city made to reflect Eequor’s
glory, but is now just ruins and a decrepit temple, with
mysterious catacombs bencath all, connecting to some
sca-caves. The temple is stll home to Eequor’s loyal
priestesses and their supernatural guardians, who do
not take kindly to the intruders upon their island home.
Meanwhile, the Melnibonéans have opened a gate of
their own, seeking somerhing. . . .

In a race against time, the PCs must choose what to
do. Will they form an alliance with their enemies, make
desperate bargains with those they do not trust, or will
they meet all their foes with weapons in hand, hoping
that force of arms will prevail and find a solution . . . a
way home?

art 1. Captives

n which our hevoes wwaken on a pivate ship, discover-

ing that slave collars from the sinister nation of Pan
Tang await them. They meet fellow captives, thesr
captors, their fearsome new masters, and a strange creature,
who, like them, shaves their doom. An even greater encmy,
howeves; lurks at the hovizon, and escape is but a circle of

fire away. . . .




“Whbere HM I?”

The following can be read (or paraphrased) to the
PCs:

You wake to a mixtuve of sounds—creaking timbers,
flapping sails, clanking chains—the dull roar of the ocean.

Footsteps and voices sound above you, and you realize
that you are not where you weve when you went to sleep.
Your mouth and nose are burning, full of the smoke of some-
thing acid and unpleasant, but this smell is clearing away
to be replaced by an herbal sweetness.

Something is odd—you feel as if you've been drugged
and arve just waking up from a long sleep on a hard surface.
Your body is sore, confirming this.

It is dark, and you arve lying on the floor. Slits of light
shine throwgh the boards above your head, and a bright col-
umn of light pours forth from a half-open door set in the
ceiling near the center of the room. A tilted ladder-stair
leads up to it.

You realize that not only are you are lying on the floor
in the hold of some ship, but that you ave chained by your
wrists and neck. Avound you are others, also in chains, whis-
pering to each other and themselves in a variety of accents
and languages as they wake. Some are sobbing. Others arve
cursing and pulling at their chains.

You are now a slave, or on your way to becoming one.

All of the PCs wake at roughly the same time. They are
in the hold of a Vilmirian pirate ship called the Virago
(though they do not know this yet). The cramped hold
is full of thick smoke, quickly dispersing. This smoke
was from a powerful narcotc herb, which was burned
to keep the prisoners unconscious and dreaming while
in transit. Now that their captors want to sell them, the
slaves must be awake and alert for their buyers. The
captors have thus opened up the hatches and burned
some other sweet-smelling herbs in a small brazier in
the ship’s hold.

A character making an Alchemy roll with a DC
(Difficulty Class) 20, a Knowledge/Nature roll at DC
20, or a Scent/Taste roll at DC 25 will recognize the first
herbal smoke as feldas leaves, and the second, pleasant-
smelling leaves as aserakkon grass. A druid character will
instantly identify both herbs and know their qualities.
Both herbs are described in the adjacent sidebar.

New Poison
and Hntidote

Following is the description of the herbal
narcotic used to drug the characters to
remain sleeping, and another type of herbal
remedy used as an antidote.

Feldas Leaves
Type: Inhaled DC 15

Initial Damage: 0

Secondary Damage: Unconsciousness
Price: 100 bronzes

Typically used by slavers or those who
would keep captives in a drug-induced
sleep, these herbs are dried and burned near
the desired victim, who will have a drugged,
hallucination-filled sleep. The smoke of fel-
das leaves is easily countered by aserakkon
grass (described below). Victims usually
wake up quickly when this smoke clears.
Feldas trees are found in the Forest of Troos,
but grow on the outskirts, making the
leaves casy and safe to gather. The leaves can
be soaked in wines or other alcohol, dried,
and burned, to add an intoxicating sensa-
tion to their sleep-inducing properties. This
herb has an acrid smell and leaves a bitter
residue in the throat and a lingering ache in
the sinuses. It is not traditionally used for
recreational purposes.

Aserakkon Grass

Type: Inhaled DC 12

Initial Damage: 0

Secondary Damage: Wakefulness
Price: 50 bronzes »:

Another cheap and easy-to-obtain herb, aser-
akkon grass grows in the low steppes of the
Sighing Desert, near the border of Ilmiora,
and is notable for its ability to counter the
effects of feldas leaves, and to bring the sub-
jects of a non-magical sleep to full wakeful-
ness quickly. Characters who are sleeping
must save vs. Fortitude at a DC of 12 or be
wakened quickly. Aserakkon grass smoke has
a clear, sweet, flowery smell.
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The small brazier is full of a bundle of smoldering
aserakkon grass, which is not burning hot enough to
ignite much more than paper.

Any and all arms, armor, gear, magic items (includ-
ing binding irems), and equipment—in short, every-
thing owned by the PCs—has been taken from them
They are still clothed, though any especially fine items
(including rings, jewelry, ctc.) have been stolen.
Cloaks, jackets, gloves, belts, and the like are also miss-
ing. All of the PCs are down to their last level of cloth-
ing, though none of them are naked.

If a PC keeps items concealed or secrered abour his
or her body or garments, check the character’s Conceal
Object skill (described in Dragon Lords of Melnibong)
for each object. Determine the DC acconding to the
object and its intended hiding place.

The PCs are not alone in this hold. Six other people
are also chained up in there. The caprives’ hands and
feet are manacled and chained together, and cach per-
son wears a slave collar with two long chains
attached—one leading forward o the nexr caprive, and
the other leading behind, linking all of them in a row,
These chains are forged of finely empered steel, and
are fairly new,

The DM should decide who is chained in what
order.

"Pow Did 1 Get Pere?”

At this point, the PCs are probably demanding to know
how they came to be in such dire surroundings. These
pirates have used 3 number of methods to find their
captives, and the PCs have been unformunare enough ro
be among their vicums. Here are a few explanations as
to how the PCs ended up chained in the hold of a slave
galley, which can be read aloud ro them.

® Winle drinking wn an inn in one af the coastal cities
Vilmr (Belan, Jurdis, Vilmiro, or Dolgay; for some
examples), you drank too much, or pevhaps the wine was
drugaed. The last thing you remember is falling asleep
with the sounds of merviment avound you.

* You were traveling, and thowght to stay the night at a
small inn alongade the road wear Vilmivo, in Vilmir
During the middle of the night, vos woke up to the smell
of somethingg borning . . . and you swiftly fell back into
a deep, drug-induced sleep full of strange dveams. Now
you witke, and the same Inirning smell is avound you. Is
this another dregm?

*® You last remember sleeping on the common room floor of
an inn an the Foreggner’s Quarter s Dolgar: Thouglh
you bad warnmgs thar it was a lawless place, you bad lie-
tle chosce, as the price was vight. You heavd footsteps, and
then turned to see something swing towards yon in the
darkness, Whack! As vou wake more filly, you feel the
sore lump of a brusse upon your temple

* “Who wendd have emagined that the coaclimen were in
leaguee with the bighwaymen?” you thowalt, as the brig-
ands devested you of your wealth and weapons, throwing
them into a sack. You were chaned, blindfolded, and
aagaed. You remember being in the back of a wagon
(tromically, the one vou bad paid passage o), and a few
bowss later;, you were taken onboard a ship in chains,
where a thick smoke quickly overpowered vowr senses and
usheved you iato a davk and hellish  dveam-world.
Welcome 10 the world of wakefulness. It's quing to get
WOVSE, Vou Sispect.

These quick backgrounds can be repeated and modified
as required to suit each PC or situation. More than one
PC would probably have the same siruation, as i
would be more convenient for the slavers to gather a
few caprives the same way, ar the same time,

A method that inspires creative roleplaving from
the plavers is to let them each briefly describe the mis-
fortane rthat pur their characters in the hands of the
pirates.

Unusual PPCs and Demons

Though this adventure doesn't allow much time for the
PCs to ger to know their captors, circumstances might
differ, and sometimes the unexpected will happen. Tr's
possible that one or more of the PCs are spell-casters,
Melnibonéans, half-Melnibonéans, Pan Tangians,
Myyrrhn, have bound demons, or are from some land
or plane unknown in the Young Kingdoms, Here is
how those characters might be treated differently by
the pirates.

Spell-casters: If it is apparent thar they are magic-
users, sorcerers and wizard PCs will wake up with
therr mouths gagged, and their hands chained behind
their backs,

Melnibonéans: Melmbonéan I'Cs will also be gagged,
though they will likely be treated with a bit more cau-
tion and courtesy, as they are going to be more valuable
to the Pan Tangians, A DM wishing to add some back-
story might have a Melnibonéan character pursued by
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the captain of the bartle-barge for some past actions,
Half-Melnibonéans will be treared equally, though with
a bit more contempt for being half-breeds.

Pan Tangians: The pirates will treat any Pan Tangian
PCs with some caution and a bir more courtesy, They
will refrain from beating or otherwise harming the Pan
Tangian, figuring that if the PC is a noble or atizen of
Pan Tang, they will apologize and be rewarded. If the
PC is an outlaw, then they want to get a maximum
profit.

Myyrrhn: A winged Myvrrhn character will wake up
with his or her hands and feet chained, and will defi-
nitely be chained berween rwo other caprives, to mini-
mize his or her chances of flying away.

Demons: If a PC has one or more bound demons of
human appearance, they will likely be chained along-
side the other prisoners. If the bound demon is inhu-
man 1n appearance or size, then the DM should decide
what happened ro the demon when the character was
captured. If a bound demon was also caprured, then it
will likely be penned or bound somewhere on the ves-
sel, Perhaps it is hiding somewhere, waiting to help free
its binder. (Then again, perhaps it's plorting to ger the
binder killed in order to free iself.) The range of
demon abilities, appearances, and sizes makes this a
matter best left to the DM. However, it 1s not recom-
mended thar the PC begin the scenario with his or her
bound demon(s) able to act significantly. Perhaps the
demon(s) is dead, or the Vilmirians have taken posses-
sion of the binding rem(s). (If the DM Kkills off PCs’
demons ar the beginnming of the adventure, he or she
might wish to provide replacements over the course of
the adventure to make up tor the loss.)

Others: The pirates will likely trear them well, bur cau-
tiously, hoping that they will carn some extra coin for
such a rare specimen. If the characters have any our-
wardly obvious mmaits that arc dangerous (pointed
teeth, claws, horns, etc. ), these will be prepared against
in some manner. (The characters may be gagged with
stout leather, their hands may be manacled against their
bodies, ctc.)

Che Other Captives

Looking around the hold of the ship, the PCs can see
there are six other captives who are chained with them.

These men and women look equally concemned, and
they seem to be, like the PCs, from a number of coun-
trics about the Young Kingdoms. All of them are rea-
sonably fit and in good shape, as the slavers were care-
ful about whom thev chose.

The other capnves are histed below, with pronunc-
ation suggestions for their names in parentheses. As
with the Dragon Lovds of Melniboné rule book, modi-
fiers for ability scores and feats are already figured into
skills listed for all characters and creatures in this book.

LINAULT BRIN (lin-olt brin), peasant from
Vilmir

Male, 37 years old. Average looking, with brown hair
and blue eves. He wears a thick beard, and s clad in a
plain ourfit of a blue jerkin and gray breeches. His
accent is thick and rustic, and his hands bear the callus-
¢s and scars from a liferime working as a blacksmith in
a small village. He appears quite strong, with thick
shoulders and wrists. Calm, and mostly quict, he will
bide his mme and make a decision based on what is
right for survival, with a second priority of doing the
right thing. However, Linault 1s trustworthy and won't
betray people once he’s given his word. He has a wife
{Melorra) and a son (Toen), both of whom are waiting
for him back at home. He was heading home to Jurdis,
from Belan, when he was wavlaid in a small country
inn. Linault's never been i anvthing more serious than
a barroom brawl, though he is quite handy with a ham-
mer and his fists.

What He Knows: He's been listening to the captors
since he woke up, and knows that the ship is on the
way to meet with a Pan Tang slaver vessel. Beyond this,
Linault is up for any escape plans, bur would be more
apt 1o follow an escape plan when they're on dry land
rather than surrounded by water.”He knows that their
possessions are somewhere on the ship, locked in the
caprain’s cabin.

Level 3 Expert (Blacksmith) QGC
Chaos 10, Balance 17, Law 9 _
ities: St 17 Dex 11 Con 13
Int 10 Wis 12 Cha 13

Hit Points: 16
Speed: 30 fi.
AC: 10 (no armor)

Initiative: 40




Artacks: Dagper, hammer or unarmed strike +5: thrown
dagger +2 ranged; thrown hammer +2 ranged

Damng:: Dagger or hammer 1d4+3: unarmed strike
1d3+3

Facc/Reach: 5 fi. by 5 fr./5 fi.

Saves: Fort +2, Ref +1, Will +4

Skills: Appraisc +5, Bluff +3, Conceal Object +2,
Concentration +4, Craft (Armorer) +2. Craft (General
Smithcraft) +8, Craft (Weaponsmith) +2, Disable
Device +2, Knowledge (Menallurgy) +7, Profession
(Blacksmith) +6, Search +2. Usc Rope +2

Feats: Martial Weapon Proficiency (Hammer), Skill Focus
(Craft [General Smitheraft]), Skill Focus (Knowledge
[Metallurgy])

* COMPANIONS IN CAPTIVITY *

(mELow) From left to vight, the PCs’ fellow slaves:
Gesrmund the Hare, Osa Dileel, Linault Brin,
Wiyss, Dierre of the Black Shoves, and Korune.

Special Qualities: Armor Proficiency (Light)

Possessions: (confiscated) Blacksmith’s toals, dagger (+1
masterwork ), belt pouch (contains candle, fline & steel,
small mirror, soap, whetstone), Linault had a horse, carr,
387 bronzes, and a load of iron bars for metalworking
use. The wagon and iron were abandoned, the horse
stolen and sold, and the bronzes taken by his caprors.

OS5A DILEEL (oh-sah di-leel), trader from Filkhar
Female, 43 vears old. She is in good shape for her age,
and seems a decade vounger. Her hair 15 brown,
extremely long, and worn in four braids which she has
clasped with bronze rings. Her garments are gray and
green, and would look much nicer had notr someone
cut off the ornamentation they originally displayed
She was on a trade ship, heading from Raschil o
Dolgar, and was waiting for new cargo to be loaded,
when she ended up captive onboard the Virago. She
has met with rough times before in her experience as a
trader, and has fought asca and on land before, though
mostly in skirmishes o defend her wares or trading

CAravins,
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What She Knows: She was caprured while asea, and
saw many of the other prisoners being broughr aboard.
She thusly knows the name of the ship, the caprain's
name, and some of the pirate crew’s names. She also
knows that they're capruring people to be sold as
slaves. Osa’s surprised that she, Dierre, and any other
female prisoners weren't mistreated—an uncommon
occurrence among pirates and cutthroars like their cap-
tors. She has heard that the Pan Tangians are looking
for healthy slaves in good condivon, that there’s some-
thing special they’re looking for, and that they will pay
extra if they get it. She also knows where the PCs’ gear
15, :L|:mg with her own,

Level 4 Expert (Merchant)
Chaos 9, Balance 5, Law 20

OG6C

Abilities:  Str 10 Dex 10 Con 10
Int 14 Wis 13 Cha 14

Hit Points: 23 Initiative: +0

Speed: 30 fi.

AC: 10 (no armor)

Attacks: Club or unarmed strike +3; dagger (masterwork)
+5; thrown dagger +5 ranged

Damage: Club 1d6, dagger 1d4, unarmed strike 1d3

FacefReach: 5 ft. by 5 fr./5 fu.

Saves: Fort +1, Ref +1, Will +5

Skills: Appraise +9, Bluff +8, Diplomacy +8, Gather
Information +10, Handle Animal +7, Intuit Direction
+6, Listen +7, Profession (Trader) 410, Ride +7, Sense
Mortive +7, Speak Language (Lesh), Speak Language
(Melnibonéan), Speak Language (Mong)

Feats: Skill Focus (Gather Informanon), Skill Focus
(Profession [Trader]), Weapon Focus (Dagger)

Special Qualities: Armor Proficiency (Light)

Possessions: (confiscated) Dagger (41 masterwork), Osa
Dileel had over 10,000 bronzes in currency and gems for

purchasing trade goods, but the pirates have taken her
money.

GEIRMUND THE HARE (gare-mund), escaped
slave and thief from Nadsokor

Male, 19 vears old. Nervous and thin, he was born in
Bakshaan, and became a thief. He was eventually cap-
tured by the Pan Tangians and enslaved in their country
for a year. He escaped from one of their galleys on a
raiding mission, and swam ashore back in Imar, head-
ing for Nadsokor. That was four vears ago, and he trav-
els throughout Hmiora and Vilmir to ply his trade. His

nickname comes from his speed—he 15 an extremely fast
and agile runner. Geirmund has several rartoos on his
arms and neck marking him as a Pan Tang slave. He still
has mghrmares of his time in Pan Tang, and will do any-
thing to avoid going back there. He was caprured asea
after he stole a small sailing boat near Belan. A child of
the streets, and the rough living in Nadsokor, he is quick
with a knife and will not hesirate to use it, though he is
not by nature a killer.

What He Knows: Geirmund is only too familiar with
the way the sorcerers of Pan Tang keep their slaves, and
will break down shivering in the middle of recounting
the horrors they have inflicred upon him, and will like-
Iy perform upon the others, He reveals that their treat-
ment of escaped slaves 1s far worse, and he'll vow o do
anything to prevent being taken alive, He will support
any plan, harebrained or suicidal, if it mvolves not
bcing enslaved, but will also make a break for his own
freedom the first chance he sees. He is the best source
for mformation abour Pan Tang, if it can be gorten
from him without too much distress.

Lo 2 R
Chaos 14, Balance 9, Law 1
Abilities: St 12 Dex 18 Con 16
Int 11 Wis 8 Cha 14
Hit Points: 16 Inmitiative: +4
Speed: 30 fi.

AC: 14 (+4 Dcx, no armor)

Artacks: Dagger +2, unarmed strike +2; thrown dagger
+5 ranged

Damage: Dagger 1d4+1, unarmed strike 1d3+1

FacefReach: 5 fi. by 5 fr./5 fi.

Saves: Fort 43, Ref +7, Will -1

Skills: Appraise +4, Balance +6, Bluff +5, Climb +4,
Conceal Object +5, Hide +7, Jump +3, Listen +2,
Move Silently +7, Open Lock +6, Pick Pocker +8,
Search +3, Sense Motive +2, Speak Language
(Mabden), Spot +2, Swim +3, Tumble +6

Feats: Dodge, Run

Special Qualities: Armor Proficiency (Lighr), Evasion,
Sneak Amack (+1d6), Traps

Possessions: (confiscated) Daggers (3), belt pouch (small
wrinkers, fishing line and hook, sewing needle and thread,
junk jewelry, empty ink vial, whetstone, magnifying
glass), thieves' wals,
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WHYSS (wees), sailor from Vilmir

Male, 31 years old. Bare-chested, with a number of tat-
toos and markings from many different ports, he is ran,
lean, and his short hair is bleached nearly white-blond.
His eyes are bright green, and his nose has been broken,
several umes. Whyss is wearing sailor-style breeches and
high sandals, and has a long knife carved of bone con-
cealed in the straps of his left sandal. He is fairly amoral,
and tough as they come, and will gladly sell out any
group he is in for a berter chance of survival, Despite
this, he is charming and sociable, and gives every
impression of being a fair, decent man with a rough-
and-tumble nature. This belies the fact that he can, and
will, kill without remorse or hesitanon, either face-to-
face or against an unaware victim. Whyss was drugged
and captured while sleeping on an inn’s common room
floor one night in Vilmiro.

What He Knows: Whyss has the most accurate
appraisal of their situation—that it's some pirates try-
ing out slavery for the first time. He'll recognize their
approximate place in the ocean when he sees the out-
side, and will be able to give any advice about whar to
cxpect from the pirate crew. Being fairly well rraveled,
Whyss knows a few of the pirates personally, and given
the chance, he’ll be taunting or cursing them when the
characters are on deck. He'll also be the voice of reason
if the PCs plan an escape—as to be trapped below the
decks is certain death. Whyss thinks his best chance 1s
to try something when the captives are on solid land
and have more options. He is the best source of infor-
mation abourt the Dragon Sea, and will be able to iden-
tity where the Virago is, based on the color of the water
and other subtle signs. If anyone has any questions
about ships or pirates in general, Whyss is the man to
talk to.
Level 4 Expert (Sailor), Level 1 Rogue
Chaos 17, Balance 10, Law §
Abilities: St 12
Int 12

Hit Points: 24
Speed: 30 ft.
AC: 13 (+3 Dex, no armor)
Attacks: Dagger (masterwork) +6; unarmed strike +4;

thrown dagger +8 ranged; javelin +6 ranged
Damage: Dagger 1d4+1; javelin 1d6+1; unarmed strike

1d3+1

O6C

Con 12
Cha 11

Dex 17
Wis 10
Initative: +3

Face/Reach: 5 ft. by 5 ft./5 fi.

Saves: Fort +2, Ref +6, Will +4

Skills: Appraise +3, Balance +9, Bluff +2, Climb +6,
Conceal Object +6, Gather Information +3, Intuit
Direction +2, Jump +6, Knowledge (Nature) +2,
Listen +7, Move Silently +7, Sailing +7, Search +5,
Sense Motive +4, Speak Language (Melnibonéan),
Speak Language (Mabden), Spot +9, Swim +7, Tumble
+7, Use Rope +4

Feats: Alertness, Ambidexterity, Armor Proficiency (Light),
Weapon Focus (Dagger)

Special Qualities: Sneak Arrack (+1d6), Traps

Possessions: (on person) Concealed dagger, (confiscared)
dagger (masterwork +1), belt pouch (fishing line and
hook, small very sharp whirtling knife, small chunks of
bone and horn in various stages of being whittled, long
needle, cloth map of Young Kingdoms seas, signert ring,
small mirror, and a small jade figurine of Straasha).

KORUNE (kor-oon), amnesiac slave from Vilmir?
This mysterious fellow is roughly 30 vears old. Tall and
attractive, he is blond haired and has brown eves, but
hasn’t been bathing or taking care of himself for days.
He 1s dressed in tattered finery of Melniboné. He is
vacant-cyed and murters to himself often, speaking of
himself in the second person. He is feeble-minded and
seems to be friendly with evervone, Somenmes he bab-
bles in High Speech or Low Melnibonecan, and his
manners are those of a well-treated slave. Korune is in
excellent health, despite his amnesia, caused by some
shock or horrific sight or ordeal, which broke his sani-
ty. He bows, scrapes, and grovels often, and calls all
those around him “lord™ or “lady,” despite their social
rank, and even whether they be friend or enemy.

In his former life, Korune was a slave, scribe, and
eventual lover to a Melnibonéan lady named Jessamyn.,
Her husband discovered their affair, and struck Korune
with a magical insanity and then plotted a torture ses-
sion set to last for several days. Finding the slave,
Jessamyn put the feeble-minded Korune on a
Vilmirian transport off Imrryr, rather than letting him
be killed. There, the pirates of the Virago found him
sleeping on the docks of Vilmiro. They ook him pris-
oner by offering him a warm meal onboard and then
chaining him in the hold as their first prisoner. Since
then, Jessamyn has done away with her husband in a

suitably unpleasant and cruel manner, and 15 readv o




seck out her discarded lover, whom she has a nostalgic
fondness for,

Korune does nor know i, but Jessamyn’s sister
Aniona is the caprain of a Melmbonéan bartle-barge,
and is surreptitiously sccking him, as a favor to her
sister.

What He Knows: He's next to useless in this regard,
being unable to remember how he came onto the
boat, much less whar he thinks his fate will be. Korune
will agree to any plan, and promptly forget it or get
the directions wrong. He might also let slip some bit
of information regarding his past, such as offering to
lay out proper garments for a Melnibonéan festival, or
he might try to scribe a document derailing any escape
plan. Forrunately, he’s quiet, and will keep silent if told
to be. Informanion abour Melnibone could be brought
out of him, if done carefully. He also knows the names
of the captain, first mate,
pirates.

and another couple of

Korune's amnesia and current mental state 1s nor a
feature of the adventure, nor is the goal of restoring
him to his full faculties an easy task or one in the scope
of this adventure. He is presented as a NPC whose use
18 not immediately apparent, but if he is encouraged
and helped, his potential for magic use and other
knowledge can be of some assistance. He can also be
of use in the event thar the characters meer the
Melniboncans.

Note: Asterisked numbers indicate thar the num-
ber before the */™ is his current modifier or artribute,
while numbers after the */™ are his regular modifier or
atrribure.

Level 3 Aristocrat, Level 1 Sorcerer
Chaos 19, Balance 18, Law 9

06 C

Abilities:  Ser 11 Dex 12 Con 11
Int 4/16° Wis 4/12* Cha 4/15*

Hit Points: 16 Initiative: +1

Speed: 30 fr.

AC: 11 (+1 Dex, no armaor)

Antacks: Dagger +2; thrown dagger +3 ranged
Damage: Dagger 1d4

Face/Reach: 5 ft. by 5 fi./5 ft.

Saves: Fort +1, Ref +2, Will +2/+6"

Skills: Alchemy +0/+6", Appraise -2/+4*, Bluff +0/+5*,
. Concentration +3, Craft (Calligraphy) +3/+9*,

Diplomacy +2/+7*, Gather Information +2/47*,
Handle Animal +0/+5%, Innuendo -1/43%, Knowledge
{Arcana) +0/+6, Listen +0/+4*, Profession (Scribe)
+3/+7*%, Ride +3, Scent/Taste +2, Scry +1/47*, Sense
Motive -1/+3*, Speak Language (Mabden), Speak
Language (Melnibonéan), Speak Language (High
Speech), Spellcraft +0/+6*%, Spot ~1/+3*

Feats: Silent Spell, Skill Focus (Craft [Calligraphy]), Skill
Focus (Profession [Seribe])

Special Qualities: Armor Proficiency (All), Martial Weapon
Proficiency (All), Shield Proficiency

Spells: (currently unable to use magic) Arcane Mark,
Change Self, Comprehend Languages, Daze, Mage
Hand, Read Magic, Resistance, Unseen Servant

Possessions: none,

DIERRE (dee-air-uh) OF THE BLACK SHORES,
troubadour from the Purple Towns

Female, 20 years old. Originally of noble birth, she
chose to become an entertainer during her schooling,
and has since embarked on an exploration of the lands
of the Young Kingdoms. Dierre is smaller and more
slender than most of the folk of the Purple Towns, and
is fine-featured and atrractive in a friendly, kid-sister
sort of way. She has black hair and brown eves, and is
full of vigor. Her garb is finely made bur functional,
made up of a dark brown leather jerkin with a blue
shirt beneath it, and snug leather pants, with bulky
knee-high boots. Though she has been trained in self-
defense with a longsword or dagger, she 1s nor violent,
and has never killed anyone. Should she be forced to do
so, it will undoubtedly be upsetting and cause her con-
siderable distress.

What She Knows: She's heard stories about the Pan
Tangians and their sacrifices, and is among the more
levelheaded. She would support whatever means of
escape 1s the safest, and perhaps could lead to a negon-
ation or bargained release. She 1s the most informed of
the NIPCs about the lands of the Young Kingdoms and
Melnibone.

Level 1 Bard
Chaos 5, Balance 9, Law 20 ;
Abilities:  Str 10 Dex 15 Caon 100

Int 14 Wis 11 Cha 17
Hit Points: 6 Initiative: +2
Speed: 30 fi.

AC: 12 (+2 for Dex, no armor)




This information is a summary of that provided in
Dragon Lords of Melniboné.

Vilmir

Vilmir is mostly known for its navies and its rigid
devotion to the precepts of the Church of Law. There
are inequities of wealth, with a near-starving peasant
class kept poor by hereditary nobility, but for the
most part the nation is not known for violence or
unrest, caught up as it is in the grip of a fanatical
worship of Law. Vilmir is the most technologically
advanced of the Young Kingdoms, though this is
somewhar stifled by the rigid adherence to the tencts
of Law in all aspects of daily life. The southeast coast,
however, is somewhat more rugged than the rest of
the country. This area is home to Vilmir’s navy and
the bulk of its naval power. Here, rotted hulks of old
ships used as prisons for convicts are moored next to
privateer and merchant vessels alike. As much of
Vilmir's navy is made up of privateers—licensed
pirates in service to the king—things are a little less
formal and law-abiding in ports such as Klerch, a
wild and dangerous center for piracy.

Pan Tang

The denizens of the island of Pan Tang are sccond
only to Melnibonéans in evil, and the lords and ladies
of the Dragon Isle have long since stopped caring
what happens in the Young Kingdoms. Outsiders are
banned from visiting Pan Tang, and the only news of
that place is whispered in secret dread, smuggled out
by the few survivors, Pan Tangians, in their crude
attempts to mimic Melnibonéans, have become
famous for their madness and their twisted evil. They
worship the Lords of Chaos, sacrificing countless
slaves to their dark gods. The iron-clad streets of
Hwamgaarl, their capital ary, arc covered in the
dried blood of captive slaves, while the perperually
screaming, magically-frozen remains of their victims
howl throughour the night, accompanying the fresh
screams of slaves who meet their deaths daily at the

ands of the sorcerers and priests of Pan Tang, or in

their horrifying gladiatorial matches. Few slaves live
more than a few years in Pan Tang. As a result, their
galleys prey the coastlines of the rest of the Young
Kingdoms, carching any unfortunates to keep as
slaves back on their hellish island.

Melniboné

The inhuman lords and ladies of Melniboné once
ruled all that would later be known as the Young
Kingdoms. After almost being defeated by the
Dharzi and then losing control of Lormyr, they grew
bored with rule, and retreared to their Dragon Isle,
their drugs, and their sorceries. Since then, their
involvement with the other nations of the Young
Kingdoms has dwindled cach year, with the
Melnibonéans holding only a passing interest in
what is happening outside the walls of Imrryr, the
Dreaming City. While once their golden-hulled bat-
tle-barges were the dread of all who sailed the Oldest
Ocean and the Dragon Sea, now they are infre-
quently seen, and the sailors of the Young Kingdoms
regularly dare to trespass on the waters once used
exclusively by Melniboné, Humans are not allowed
to roam the city of Imrryr without escort, and few
return alive from such visits. Escaped slaves tell that
their lives in Imrryr rivaled those of nobles in poor-
er countries of the Young Kingdoms, though the
mind-controlling drugs, casual crucltics and tortures,
and evervday encounters with sorcerous horrors
made it a trial to remain sane.

The Dragon Sea

This body of water is located between Melniboné
and Pan Tang, bordered by Vilmir and the Serpent’s
Teeth. Normally a dangerous enough area due to the
deep, wild waters and powerful weather, this sea is
also home to many strange beasts and leviathans.
Finally, the Melnibonéans claim the Dragon Sea as
theirs, and their barttle-barges often patrol it, though
less so now than in past ages. As a result, more and
more ships are daring to skirt its waters, though few
will cross it with impuniry.




Attacks: Dagger +0; longsword +0; unarmed strike +0;
thrown dagger +2 ranged

Damage: I]::I‘J.g‘g;t:r 1d4; longsword 1d8; unarmed serike
1d3

Face/Reach: 5 ft. by 5 fi./5 ft.

Saves: Fort +0, Ref +4, Will +2

Skills: Bluff +6, Climb +2, Diplomacy +6, Gather
Informanion +5, Knowledge (Geography) +5, Listen
+4, Perform (Oratory} +5, Perform (Harp) +7, Sense
Motive +2, Speak Language (Melnibonéan), Speak
Language (Mabden), Speak Language (Mong), Speak
Language (‘pande), Spot +2, Swim +3

Feats: Alertness, Endurance

Special Qualities: Armor Proficiency (Light, Medium),
Bardic Knowledge, Bardic Music, Martial Weapon
Proficiency (Longsword), Shield Proficiency

Spells: Ghost Sound, Prestidigitation

Possessions: (confiscated) Bedroll, shoulder satchel (bell,
small lamp and oil, flint and steel, ink pen, vials of col-
ored ink, nearly blank journal, several loose sheets of
paper, dog-earcd copy of Sojowrner’s Guide to the
Northern Continent, scaling wax stick, change of cloth-
ing (entertainer's outfit), belr pouch (soap, makeup,
small mirror, needle and thread), minor costume jewel-
ry, non-valuable holy symbols of Theril and Goldar,
harp in warertight carrying bag, longsword. Dicrre had
around 245 bronzes in her coin pouch, but these have
been taken.

Sharing Information

The reactions of the other capuives to the 'Cs and w0
their shared predicament varies depending on their per-
somalities and whar the PCs do. All of them are in the
same situation, after all, and their actions and dialogue
should reflect thar.

Information they mighe be able to provide about
Vilmir, Pan Tang, Melniboné, and the Dragon Sea 15 in
“Background on the Young Kingdoms™ (page 14). Any
further information abour the Young Kingdoms can be
gotten from Dragon Lovds of Melnibone.

None of these NPCs is essential to this adventure,
though Korune will be useful if the PCs interact with
the Melnibonéans. If the DM feels thar six NPCs in
addition to all their PCs is too many people to account
for, then deleting any or all of them can be done easi-
Iy, by simply not including them. It is more effective
to “red-shirt™ them, having them killed or lost in the

iminial fray, to provide some drama and intensity to the
threat of doom throughout this adventure.

Alternately, a DM wishing to include more prison-
ers could use the sample characters from the
“Beginning Adventurers” section or could adapt NPCs
provided in the “Young Kingdoms Digest™ in the
Dragon Lovds af Melnibone rulebook.

Che Virago

his vessel, based out of the Vilminan port of

Kletch, 1s a Llrgu cog, A k||1!._',|u-|l1.n-t|:1.i m‘,i[ing

ship, around 90 feet in length and 25 feet

wide. She s manned by 27 rogues and pimn:t who

alternare as satlors and randers, and has a.mplc rOOM

for cargo. The ship is somewhat the worse for wear,

having served as a merchant vessel in calmer times,

and now 15 owned by a cautious freeboorer named
Vartan Vensk,

The Virago is of the class of ships known to the

Melmboneans as bakrason, or “sharp-toothed.” The
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# VIRAGO DECK PLANS *
The middle level (left) and the lowest level (vight).
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prow of the Vimgo bears a woman figurehead, armed
with two curved blades, both pointing downward and
traveling the length of the stem-post. These blades are
actually ser with sharpened steel edges, the better to cut
through nets, anchor cables, or ropes.

On her sails, the Virago displays her sign, the upper
half of a woman’s body wielding two curved swords,
onc held above her head horizontally, and the other
sword below horizonrally across her waist.

The storerooms are mostly empry (destined to be
filled with booty from slave-trading), and there are two
large holds beneath the deck, one of which has been
twmed into an impromptu slave-holding pen. The
other is mostly unused, filled with empty barrels, half-
smashed crates, old junk, furniture, and other items the
pirate crew has abandoned. (The pirates, being lazy and
disorganized, are simply letting their ship fill with
garbage; when it becomes uninhabitable, they will
scize another vessel from some unfortunate crew:)
There are a number of smaller storage areas, some of
which are full of dried food stores, wine, and other sup-
plies. Others are full of spare sails, rope, tools, and
other naurtical cquipment, while another small store-
room is for weapons and armor used by the crew or
taken from their prisoners.

There is a crew’s quarter between the two store-
rooms, with bunks for twenry. The caprain’s chamber is
at the aft end of the vessel, a somewhar decent accom-
modation with storage beneath his bed and some cab-
inets containing the wealth taken from victims and cap-
tives. A small kitchen is near the main stairs up to the
deck, and food is generally earen on deck or in the
Crew’s quarter.

The lowest level is mostly rough storage, and has
merely a small walkway along the length of the ship,
with shelves and small half-chambers for storage of var-
ious types of cargo. It is fairly rat-infested.

For reference, page 151 of the Dungeon Master’s
Guide has an illustration of a sailing ship very much like
the Virago.

PC Possessions

All of the captives” personal gear is stored in several bins
in the captain’s chambers, The weapons, armor, and
shields are piled in the ship’s makeshift armory (a low
bin in the aft hold), and items of value and currency arc
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in a locked drawer beneath the caprain’s bed (DC 25 to
open lock, or DC 15 1o force open). Any magical scrolls
or books are placed watertight  bladder-sack
amongst the other valuables. Linault Brin and Osa
Dileel both know that most of the captives™ gear is
stored somewhere in the captain’s quarters. While nei-
ther of them knows exactly where it s, the characters’
possessions should be fairly easy to find when they get
a chance to return to the ship.

Che Virago's Crew

Caprain and owner of the Virago is a Vilminan pirate
named Vartan Vensk. The sccond-in-command is
Zhedanor, another Vilmirian, a more imperuous man
than Vartan but equally formidable. Of the rest of the
pirates, the most dangerous is a Pikaraydan named
Scorrush. A few other pirates are described as well, for
use as DM characters.

VARTAN VENSK, pirate captain from Vilmir

Vartan is 32 vears old and fairly chanismatic. He is
taller than normal, with handsome features, and wears
well-made sea leather armor. Blond hair and a neatly
trimmed and pointed beard complete his appearance,
giving him the air of a slumming noble. More than a
lirtle fastidious, he is often stroking his beard and fin-
ger-combing his hair, or straightening his garments to
present the most attractive picture. Though he is not
the best sailor onboard, he is the most charismartic and
is thus the leader. There is an air of formal authority o
him, marking him as having some military back-
ground. His personality is commanding though he is
a calculating and reserved leader, more cautious than
others in his position might be. Despite this, he has
always been right about his decisions and has kept his
pirate crew fairly well paid, well fed, and safe from real
danger. Vartan has an instinct for sniffing our ambush-
es, which has served him well as a pirate captain,
Rumors are thar he was once a Vilmurian naval officer,
and ar times, the Virago has been a privateer vessel,
licensed by the government to protect its waters in
return for amnesty for the crimes of the crew and cap-
tain. Vartan uses a short spear and shield as a favored
weapon, going two-handed with a shorr sword and
handaxe as backup.




Level 4 Fighter 06C
Chaos 31, Balance 15, Law 7
Abilities:  Str 14 Dex 16 Con 11
Int 12 Wis 13 Cha 13
Hit Points; 28 Initiative; +3

Speed: 30 fi.

AC: 18 (+3 Dex, +3 sca leather, +2 large wooden shield)

Artacks: Dagger or half-spear +6; handaxe (left hand) +4;
shorsword (right hand) +4; thrown dagger or half-spear
or handaxe +7 ranged

Damage: Dagger 1d4+2; handaxe 1d6+2; half-spear
1d6+2; shorsword 1d6+2

Face/Reach: 5 ft. by 5 fi./5 fi.

Saves: Fort +4, Ref +4, Will +4

Skills:* Balance +4 (+2), Climb +3 (+1), Diplomacy +2,
Intuit Direction +2, Knowledge (Geography) +2,
Knowledge (Nature) +4, Listen +2, Sailing +6, Sense
Motive +2, Spot +2, Swim +3 (-1)

*Skill ratings in parentheses include penalties for armor and
shield.

Feats: Alertness, Ambidexterity, Dodge, Iron Will, Mobility,
Two-Weapon Fighting

Special Qualities: Armor Proficiency (All), Martial Weapon
Proficiency (All), Shield Proficiency

Possessions: (on person) belr pouch (gold and silver coins
worth 910 bronzes). Keys around neck unlock door to
captain’s cabin and strongbox full of pirate treasure. See
pages 4748 for more details about the contents of the
captain’s cabin.

ZHEDANOR, sccond-in-command of the Virago

A male in his late 30s, Zhedanor is a solid complement
to the caprain. He is rash and emotional, usually much
angrier and more ready to break heads and throw
punches. If there were a ranking system onboard, he
would be first mate, He keeps the pirates in line
through sheer force of will and fear of harm. Once a
Vilmirian marine, Zhedanor was ousted from the
ranks for excessive brutality during bartle. He is fierce-
ly loyal to Vartan, as he recognizes that the captain is
his better in strategy, planning, and tactics. He's bald,
with a fringe of hair along the sides, and his beard is
thick. A big man, he wears studded leather armor
(mostly a harness), and his chest, arms, and back are
covered with scars from the whipping he received
upon his court-martial and discharge from the
Vilmirian navy. He's since had those scars tarrooed

vividly to remind those around him of the suffering he
has survived, and is willing to share. Zhedanor favors
using a sea axe in combat,

Level 3 Fighter OGC
Chaos 20, Balance 6, Law 4
Abilitdes: S 17 Dex 11 Con 15
Int 10 Wis 9 Cha 8
Hit Points: 31 Initiative: +(0
Speed: 30 ft.

AC: 15 (+3 studded leather, +2 large wooden shield)

Artacks: Dagger +6; sea axe +7; thrown dagger +3
ranged

Damage: Sea Axe 1d8+6 or 1d6+4 (two-handed)/1d8+5
or 1d6+3 (one-handed); Dagger 1d4+3

Face/Reach: 5 ft. by 5 ft./5 fi.

Saves: Fort +7, Ref +1, Will +2

Skills: Balance +1 (-2), Climb +4 (+1), Intimidate +1,
Intuit Direction +1, Sailing +2, Spot +1, Swim +4
(-2)

*5kill ratings in parentheses include penalties for armor and
shield.

Feats: Exotic Weapon Proficiency (Sea Axe), Weapon Focus
(Sea Axe), Grear Fortirude, Iron Will, Toughness

Special Qualities: Armor Proficiency (All), Martial Weapon
Proficiency (All), Shicld Proficiency

Possessions: Belt pouch conrains small trinkets worth 150
bronzes, bronze and silver coins worth 536 bronzes, frag-
ments of gems worth perhaps 240 bronzes. Ivory neck-

lace worth 800 bronzes. Garnet-set ring worth 500
bronzes,

SCORRUSH, assassin from Pikarayd

He is only 24, but scems to be much older due to his
maturity and the distance he keeps from the others
onboard. Scorrush is clearly the most ruthless, brutal
and cold-blooded man on the entire vessel. Unlike
many of his people, he doesn’t wear any tattoos, but is
in a rough kilt, sandals, and rough half-armor covering
half of his chest, and both arms. Scorrush has wild
blond hair, woven into many braids, and his beard is
forked. His eyes, cold and pale blue, are usually squint-
ed in appraisal of his enemies. In bartle, he wears a half-
helmet fashioned like a tusked boar, and his leather
armor has many bits of bone and tufts of fur woven
into or hanging from it. His weapon of choice is a
Pikaraydan war axe, though he is also quick to use a
knife when artacking by surprise. Scorrush has been a
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hired killer for most of his adulthood, and the only rea-
son his presence is tolerated onboard the Virago is that
he 1s one of the best warnors around,

Level 4 Rogue
Chaos 31, Balance 6, Law 2

OGC

Abilitics: Sor 14 Dex 17 Con 12
Int 10 Wis 11 Cha 9

Hit Points: 22 Initiative: +7

Speed: 30 ft.

AC: 16 (+3 Dex, +3 smudded leather)

Attacks: Dagger +5; greataxe +5; thrown dagger +6
ranged

Damage: Dagger 1d4+2; greamaxe 1d12+3

Face/Reach: 5 ft. by 5 ft./5 fr.

Saves: Fort +2, Ref +7, Will +1

Skills:* Bluff +6, Climb +5 (+4), Handle Animal +1,
Intimidate +4, Jump +6 (+5), Listen +3, Move
Silently +8 (+7), Ride +6, Scarch +4, Spot +3, Swim
+6 (+2), Tumble +7 (+6), Use Rope +8, Wilderness
Lore +3

*Skill ratings in parentheses include penaloes for armor,

Feats: Improved Imitaove, Martal Weapon l‘mi'lcicnqr
(Greataxe), Track

Special Qualities: Armor Proficiency {Light), Evasion,
Sneak Attack +2d6, Traps, Uncanny Dodge

Possessions: Small bag around neck contains hoard of gems
worth 3,700 bronzes. Small cloth-wrapped bundle
tucked into tunic contains pieces of vory and hom worth
roughly 450 bronzes. Slung around wrist is a bracelet

made of pearls shaped like human teeth, worth roughly

3.500 bronzes.

Other members of the crew of the Vikage are:

E—

¥ THE CREW OF THE VIRAGO *
(mELOW) From left to vight, front vow: Ischune,
Captain Vartan Vensk, Zbedanor, Scorrush, Hotas
Ba’att Hanaa, Fisk Woe-Bringer:
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ISCHUNE (ee-shoon), battle-maiden of the Pale
Sea

A rarity among the pirates, a woman cunning and bru-
tal enough to hold her own amongst such a rough
crowd. She 1s imposing—more than six feet in height—
broad-shouldered, and muscular, Dark-skinned, with
her hair cropped and spiked with waxy oil, she s from
one of the villages near Nihrain, a long-distant descen-
dant of the Nihrainians without any of their special
knowledge or herirage, Her nose is broken, and she has
ritual scarring upon her face. Ischune wears scale-mail
made of black and brass parterned scales, and uses a
desert recurved bow and a long, horn-handled dagger.

Level 2 Barbarian

Chaos 15, Balance 7, Law 3

Abilities: Srl4 Dex 17 Con 15
Int 10 Wis 13 Cha 12
Hit Points: 23 Initiatve: +3

Speed: 30 ft. (scale mail); base speed 40 fi.

AC: 17 (+3 Dex, +4 scale mail)

Artacks: Dagger +4; desert recurved bow +6 ranged;
thrown dagger +5 ranged

Damage: Dagger 1d4+2; desert recurved bow 1d6

Face/Reach: 5 ft. by 5 ft./5 fi.

Saves: Fort +5, Ref +3, Will +1

Skills:* Climb +5 (+1), Heal +2, Hide +5 (+1), Jump
+4 (+0), Listen +3, Move Silently +5 (+1), Ride +5,
Swim +4 (-2), Use Rope +4, Wilderncss Lore +3

*Skill ratings in parentheses include penalties for armor.

Feats: Weapon Focus (Desert Recurved Bow), Track

Special Qualities: Armor Proficiency (Light, Medium),
Fast Movement, Martial Weapon Proficiency (All), Rage
(1/day}), Shield Proficiency, Uncanny Dodge

Possessions: Belt pouch (silver and bronze coins worth 204
bronzes, small gold religious symbol worth 250 bronzes,
small carven ivory game-picces worth 550 bronzes).

FISK WOE-BRINGER, pirate of the Isle of the

Purple Towns

An unfortunate man forced into the life of a brigand
when the Vilmirian pirates took his ship, he has had a
lifetime of poor luck and has resigned himself to his
fate as a pirate. Now in his mid-40s, Fisk has been
onboard the Virago for a couple of months now, and
might be an ally to PCs if they deal fairly with him and
he thinks he can profir from it. He has short black hair,
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a thick beard, and wears leather armor. Fisk uses a long-

handled axe and a shield in combart.
OGC

Level 1 Fighter, Level 2 Expert (Sailor)
Chaos 19, Balance 21, Law 18

Abilities: Sr 15 Dex 13 Con 14
Int 10 Wis 12 Cha 10

Hit Points: 21 Initiative: +1

Speed: 30 fi.

AC: 16 (+1 Dex, +3 sea leather, +2 large wooden shicld)

Artacks: Sca axe +4

Damage: Sea axe 1d8-+4 or 1d6+2

Face/Reach: 5 ft. by 5 ft./5 ft.

Saves: Fort +4, Ref +1, Will +4

Skills:* Balance +4 (+2), Climb +6 (+4), Craft
(Carpentry) +4, Intuit Direction +4, Jump +5 (+3),
Enowledge (Narure) +4, Sailing +6, Spot +5, Swim
+5 (+1), Use Rope 45

*Skill ratings in parentheses include penalties for armor and
shicld.

Feats: Exotic Weapon Proficiency (Sea Axe), Improved Bull
Rush, Power Arack

Special Qualities: Armor Proficency (All), Martial Weapon
Proficiency (All), Shield Proficiency

Possessions: Necklace pouch (contains small gems worth
850 bronzes), belr pouch (silver, gold, bronze coins
worth 439 bronzes), silver rings in beard worth 200
bronzes, watertight pouch tucked into tunic holding
maps of Young Kingdoms worth 1400 bronzes 1o a
scholar or collecror,

HOTAS BA'ATT HANAA, nomad of the Sighing
Desert

A dark-skinned native of one of the nomad tribes of the
Sighing Desert, Hanaa doesn’t speak much Common
Tongue, though he understands more than he lets on.
Occasionally, he sings in his native tongue of Lesh. He
seems somewhat cheerful, though he 15 a hardened
killer. Hanaa wears a half-suit of the wooden armor of
his people, and uses a scimitar in close quarter fighring,
and a descrt-style recurved bow in ranged combar.

Level 2 Barbarian

Chaos 17, Balance 7, Law 4

Abilities: Sir 14 Dex 14 Con 16
Int 12 Wis 11 Cha 12
Hit Points: 25 Initiative: +2
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AC: 15 (+2 Dex, +3 partial barbarian leather and wood)

Attacks: Dagger or scimitar +4; thrown dagger +4
ranged; desert recurved bow +4 ranged

Damage: Dagger 1d4+2; desert recurved bow 1d6; scimi-
rar 1d6+2

Face/Reach: 5 fi. by 5 f./5 f.

Saves: Fort +6, Ref +2, Will +0

Skills:* Climb +4 (+2), Handle Animal +5, Intuit
Direction +4, Jump +4 (+2), Move Silently +4 (+2),
Ride +6, Speak Language (Mong), Tumble +3 (+1),
Use Rope +4, Wilderness Lore +4

*Skill ratings in parcntheses include penalties for armor.

Feats: Mounted Combat, Ride-by Artack

Special Qualities: Armor Proficiency (Light, Medium),
Fast Movement, Martial Weapon Proficiency (All), Rage
{1/day), Shield Proficiency, Uncanny Dodge

Possessions: Small wrapped bundle cked beneath breast-
plare contains gold coins worth 600 bronzes. Longish
wooden box tucked into belt contains eating utensils
carved from ivory and horn, set with pearls and jet,
worth 400 bronzes o a collector of curios.

Other Pirates

For additional character-level pirates, use the attributes
and descriptions of Sailor/Pirate or Marine in the
“Young Kingdoms Digest” section in Dragon Lords of
Melniboné, modified as desired. The other 21 pirares
are assumed to be generic Vilmirian pirates (as
described below) unless the DM decides to detail them

otherwise,
QGC

Generic Vilmirian Pirate
Level 1 Expert (Sailor)

CR: 1 cach

Medium-Size Huoman

Abilities:  Scr 12 Dex 13 Con 13
Int 10 Wis 9 Cha 10

Hit Points: 7 Initiative: +1

Speed: 30 ft.

AC: 13 (+1 Dex, +2 leather armor)

Attacks: Club, cutlass, dagger, quarterstaff, or sea axe +1;
hunting bow or net +1 ranged

Damage: Club or cutlass 1d6+1; dagger 1d4+1; hunting
bow 1d6; net entangle; quarterstaff 1d6+1; sea axe
1d8+3

Face/Reach: 5 ft. by 5 ft./5 ft.
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Special Qualities: none

Saves: Forr +1, Ref +1, Will +1

Skills:* Balance +4, Climb +4, Intuit Direction +2, Jump
+3, Knowledge (Nature) +2, Listen +1, Sailing +3,
Spot +2, Swear +4, Swim +2 (-1}, Tell Dirty Jokes +4,
Tumble +3, Use Rope +3

*Skill ratings in parentheses include penalties for armer,

Feats:** Armor Proficiency (Light), Exotnc Weapon
Proficiency (Net, Sea Axe), Martial Weapon Proficiency
(Cutlass, Longsword), Simple Weapon Proficiency,

**Not all generic pirates have the same weapon proficien-
cies—it is assumed that they will be using weapons they
are proficient in.

Allegiance: Usually Chaos

Possessions: Each generic pirate has d100 x10 bronzes
worth of treasure, usually in coins, gems, jewelry, ar
small items and curios of value. Each one has a 2006
chance of having a masterwork-quality weapon, usually a
dagger, sword, or other edged weapon. Each one Bas a
10% chance of having armor of masterwork quality:

Sample Names: Deadly Zheath, Jeretilan, Hab Deane,
Kichl, Voctur, Afesh Ninefinger.

Pirate Captives: PC Hctions
What will the PCs do next? Will they try for an escape
while they're below-decks, or will they wait and see
what happens above-decks with the Pan Tangians
present?

They won't have much ome, however, and the DM
shouldn’t allow the players a lot of nme to deliberate or
plot our some perfect plan. If they get too involved in
planning, have the pirates interrupe them to drag them
up on deck.

A DM who would like the PCs to have a little ame
to talk, bur not so much time for plotting their escape,
might have one of the pirates (like Scorrush, detailed
below) enter the hold and warch over them. Scorrush
will let them talk, but obviously any discussion about
escape plans will be difficult to have.

The hold is roughly eight feer in heighr, around
m'cnr}'-ﬁw: feet in width, and [rmngl]l.ln as it takes up
the front half of the vessel, with the ceiling narrowing
slightly as one gets towards the front. There is another
door at the back of the hold, but it was nailed shut long
ago, from both sides, and prving the dozens of nails and
boards out of the way would take at least an hour, with




two characters working with twals, on either side of the
door. Forcing it is tough, with a DC 26,

The chains, manacles, and their locks are sturdy and
fairly new. Picking one of the locks requires an Open
Lock skill roll (DC 30); trying to wriggle free from the
chains demands an Escape Artist roll (also DC 30).
Forcing them open is a DC 26 Strength roll.

The door to the hold is also sturdy, made of wood
bound with iron bands, and requires a DC 25 Strength
roll to force, due to the fact that it is set into the hold’s
ceiling at an awkward angle. To trv to force it would
require someone to stand on the stair-ladder, which is
below the door and is not strong enough to withstand
door-breaking force. The stair-ladder is nor wide
enough to comfortably accommodate more than one
person at a ume for this task either, and this also
increases the chance the steps will break.

Improvised weapons available to the PCs at this
time include clubs (made from a ladder rung or a picce
of wood pried from the wall), chains (still artached to
the character or not—used as a garrote or flail), or
spikes (nails pried out of the walls). Highly imagina-
tive characters might be able to come up with some-
thing else, but remember that they have little time, and
the pirates will hear them prying or making noise in
the hold.

If the characters stay below-decks, the pirates will
do one (or more) of the following:

#* They will smoke the characters out, with the same
narcotic herbs used before, putting them in small
bowls and placing larger bowls over them—this will
force the smoke inside the hold. If this means is
used, the 'Cs will need to make Fortitude saves ver-
sus the effects of feldas leaves (described on page 7).
or be drugged and fall into a dreamy state.

¥ As the hatch opens upward, and they have a firm
handle on their side and no shortage of manpower,
the Vilmirians will pry it open. PCs trying to pre-
vent this from happening must roll their Str in an
opposed check versus a large number of pirates, who
will combine efforts. Once the door is open, the
pirates will attack their captives with blunted
weapons such as leather-wrapped clubs, staffs, and
nets. The pirates’ ultimate goal 1s not to kill any of
the PCs, so they will likely club them into uncon-
sciousness with subdual damage. However, the DM
might use this opportunity to kill one of the NPCs

to emphasize to the PCs the likely outcome of this
CECape atempr.

* The pirates will wair until they've met with the Pan
Tangians, and will explain the situation to them,
embarrassedly. Hasper Dal, the Pan Tangian wizard-
priest (described on pages 25-26), will come aboard
the Virage, and will atrempr to use spells such as
Sleep, Cause Fear, Obscuring Mist, or Hypnotic
Partern, in an attempt to bring the PCs and NPCs
our alive and unharmed. Alternately, he will bring
out his bound crearure, which will use its Fog power
to nauseate the PCs in the confined area of the hold.

If the PCs and NPCs manage to make their way onto
the deck before the meeting with the Pan Tangians,
they are now facing 27 pirates, armed with a large
number of clubs, staffs, nets, blunted arrows, ropes,
and other lethal weapons if needed. The fight should be
quick, against such odds.

Once recaptured, the characters will be chained
again and any especially loud protesters or spell-casters
gagged, hands manacled behind their backs, Characters
who did not pose an obvious threar during any escape
artempts will be left with the single collar chain and
front wrist manacles.

Che Chardros's
LCament

ne of the smaller, faster vessels of the Pan Tang

slaver fleer, Chardros’s Lament is wroughr in

the stvle of most Pan Tang ships—an imitation
of Melnibonéan style, ver falling short of the delicare
balance of those ships, and substituting sharp edges
and grimness for beaurv: A bireme, with two banks of
oars stacked arop cach other, and unmistakably a vessel
of Pan Tang, Charidros’s Lament is impressive and
frightening from any distance,

Chardross Lament is half again the size of the
Virggo, almost 150 feet from stem to stern (front to
back), and 20 feet across the beam (wide). Double
banks of rowers line either side, and the crew is made
up of around 180 slave rowers, with another 55 Pan
Tangian officers, sailors, marines, and slave tenders.
Made up of wood stained and painted black and red,
Chardros’s Lament has brightly polished brass firtings.
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The sail is black, and bears a red cight-arrowed emblem
of Chaos, overlaid by a snarling niger head.

The below-decks area conrains several long
bunkrooms for the crew, warriors, and officers. with

four well-appointed cabins for the caprain, guests of

honor, distinguished passengers, or any ranking naval
officers. There are two storerooms (one for foodstuffs
and the other for WCApOns, armor, xupplius._ toals, and
gear), and a small kitchen.

Capuve slaves are kept in a long, narrow cage made
up of wood and iron, which runs half the length of the
deck and is exposed to the elements. This cage has a
low ceiling, not enough to stand comfortably in, and is
exposed on all sides to the wind, cold, and rain. A I ng
chain runs from one end of the cage to the other, with
slave collars locked onto it, connected in a loop. Slaves
are jammed in at one end, chained rogether ar the neck,
and are removed at the other end, with their relative
position in the cage indicating when they were cap-
tured and how long they've been in there. Ideally, food
and water are passed through the bars, though in prac-
tice, this means that leftovers are thrown into the cage
where the Pan Tangians delight in warching their cap-
tives fight over scraps. Sanitation consists of a bucket
passed through twice daily and emptied over the side.
Discipline is easy to maintain, as poles and club-ends
arc poked through the gaps in the cage, or spears thrust
through to kill any especially troublesome slaves. In
such cases, the other slaves are lucky if the voyage is
near its end, as Pan Tang slavers usually leave the
corpses in the cage as a reminder to the others. This is
one of several methods the Pan Tangians unlize to keep
their slaves quiet while on a vovage.

Chardros’s Lament has just sct forth from Pan Tang
only three days ago, and is on the beginning of its voy-
age. Hence, the larder is fresh, the rowing benches are
full, the crew is fairly well rested, and morale is high.
Currently, there are no slaves in the cage.

For visual reference, the cover of this advenrure
depicts Chardros’s Lament, and page 151 of the
Dungeon Master’s Guide has an illustration of a galley
similar to it. See also page 33.

Che Crew

All Pan Tangians, these slavers are like most of their fel-
low countrymen, arrogant and capable of unimaginable
cruelty towards anyone not of Pan Tang. All of the crew

and officers are male, as women are not traditionally
allowed in the Pan Tang military or navy. Gariv Klos
has led this vessel and much of her crew for several
vears, and the sailors, slavers, and warriors are all loyal
to him. They are savage to their slaves, both those who
pull the oars on the vessel, and those they have cap-
tured to return to meet their fates in the dark streets of
Hwamgaarl, capital ciry of Pan Tang,

Captain Gariv Klos, first mate En'trim Sho'oon, the
wizard-priest Hasper Dal, and his captive creature
Omerginroul are described below.

GARIV KLOS (gare-eev KLOSS), Pan Tangian sea
captain

A career naval ofhicer, he has been serving on Chardros’s
Lament for four years now. He is 34 years old, and plans
on working his way up the ranks, either by blackmailing
or discrediting others above him, and eventually com-
manding a galley. Klos is big and sinister-looking, and
does lirtle to soften his appearance. His beard and hair
are braided into many tendrils, and art the end of each of
these is a little metal claw-like ornament. His eyes are
wild, and he wears a half-helmet looking like a demonic
octopoid, with his hair hanging below and forming the
tentacles. (This is the caprain’s personal tibute to the
Chaos lord Pyaray.) Klos wears bluish-black half-plate
armor wrought with a crimson monf thar makes it
appear cracked and bleeding, the enameled blood craft-
cd onto the metal. This patterning serves to make it dif-
ficult for his enemies to guess how injured he might be

and is a litle intimidaning, Klos fights with a hooked,
long-handled dragontooth-style heavy pick (as seen on
page 62 of Dragon Lovds of Melnibone).

He despises Hasper Dal, the wizard-priest who has
been sent to accompany him on this particular slave
run, and the two of them have frequently argued dur-
ing the first few days of the voyage. Klos suspects that
Dal is attempting to betray him somehow, or will con-
spire against him when they return ro Pan Tang.
Hence, he is already plotting to get rid of Dal and

somehow keep the blue creature,
Level 4 Fighter, Level 2 Expert (Sailor) QGC

Chaos 81, Balance 57, Law 14

Abilities: S 15 Dex 13 Con 13
Int 10 Wis 12 Cha 13
Hit Points: 46 Inidative: +5

Speed: 20 fr. (half-plate);

base speed 30 ft.




AC: 20 (+1 Dex, +7 half-plate [masterwork], +2 large
wooden shicld)

Artacks: Dagger (masterwork) +8; dragontooth heavy pick
(masterwork) +9; thrown dagger +7 ranged

Damage: Dagger 1d4+2; dragontooth heavy pick 1d6+2

Face/Reach: 5 fi. by 5 fi./5 fr.

Saves: Fort +5, Ref +2, Will +5

Skills:* Balance +4 (—4), Climb +5 (-3), Diplomacy +2,
Intimidate +3, Intuit Directon +3, Jump +5 (-3),
Knowledge (Nature) +2, Move Silently 43 (-5), Ride
+3, Sailing +8, Speak Language (Mabden), Spot +5,
Swim +6 (—-6), Tumble 45 (-3), Use Rope +3

*5kill ratings in parentheses include penalties for armor and
shield.

* THE CREW OF
CHARDROS’S LAMENT *

aELow) From left to right: Captain Gariv Klos,
Ew'trim Sho'oon, and their merry men.

Feats: Dodgre, Improved Initiative, Leadership, Mobility, Skill
Focus (Sailing), Weapon Focus (Dragonmoath Heavy
Pick), Weapon Specialization (Dragonooth Heavy Pick)

Special Qualities: Armor Proficiency (All), Martial Weapon
Proficiency (All), Shield Proficiency

Possessions: Belr pouch (Pan Tangian gold coins worth 750
bronzes), jade amulet of Pyaray worth 600 bronzes, sil-
ver beard ormaments worth 500 bronzes, Worn beneath
his runic and under armor are the keys to his quarters,
the slave chains and slave pen, and the strongbox. The
strongbox holds 60,000 bronzes worth of gold and silver
coins in Pan Tangian, Melnibonéan, and other Young
Kingdom currencies. This money is to be used for pur-
chasing slaves when necessary, but gencrally the slavers
just kidnap their slaves.

ENTRIM SHO'OON (en-TREEM sho-OO0N),
first mate of Chardros’s Lament

As first mate, En'trim Sho'oon is Gariv Klos's right-
hand man and responsible for most of the day-to-day
interaction with the crew. On most vessels, he would be
the most trustworthy officer beneath the capram. How-
ever, in Pan Tang, things are not so reliable or straight-
forward. Sho'oon s CONSPINNE  against his caprain,
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waiting for the chance to seize control over Chardros's
Lament. His ambitions are only held in check by his
fear of Klos and his own cowardice, which manifests
itself as cruclty to the slaves in his custody. His hair is
cut short, and stands up in unruly spikes, and his beard
15 thick and forked. In his mid-30s. he 1s shore and
F.l'ﬂckj.; and has a the iy tartooed pattern woven
around his eyes. Darkly handsome, he is an efficient
negotiator and especially charismartic where Klos is not.
Sho'oon’s armor 15 of black leather ser with vellowed
plates of bone, and he uses a scimitar in combat.

He remains onboard Chardrass Lament during the
initial scene, and is not present for thar melee.

Level 6 Expert (Slaver)
Chaos 36, Balance 4, Law 6

O6C

Abilities: Ser 12 Dex 15 Con 13
Int 13 Wis 13 Cha 15

Hit Points: 33 Inidative: +2

Speed: 30 fi.

AC: 15 (42 Dex, 43 studded leather)

Attacks: Dagger, scimitar, or whip +5; thrown dagger +6
ranged

Damage: Dagger 1d4+1; scimitar 1d8+1; whip 1d2+1
subdual

Face/Reach: 5 fi. by 5 fi./5 fi

Saves: Fort +3, Ref +4, Will +6

Skills:* Appraise +6, Bluff +7, Climb 43 (+2),
Diplomacy +4, Intimidare +8, Intuir Direction +2,
Listen +2, Move Silently +3, Open Lock +6, Profession
(Slaver) +6, Sailing +4, Sense Motive +7, Speak
Language (Mabden), Spot +6, Swim +3 (-1), Trap +7,
Use Rope +8

*Skill ratings in parentheses include penalties for armor

Feats: Exotic Weapon Proficiencies (Net, Whip),
Lur_".a-ﬁ:ln::rs:hj|:l1 Track

Special Qualities: Armor Proficiency (Lighr)

Possessions: Keys to slave chains and slave pen, belt pouch
(gold and silver coins warth 900 bronzes, phial of
cologne, silver playing pieces for game worth 450
bronzes, obscene talisman carven of jet worth 800
bronzes to a select dealer).

HASPER DAL, Pan Tangian wizard-priest of
Arioch

Male, 24 years old. He has the air of an aristocrat, with
a smirk of cruelty. Sophisticated and well spoken, he is

Che Slaver Class

Common to the Young Kingdoms, especial-
ly in Chaos-aligned nations like Pan Tang
and Dharijor, the slaver is a sub-class to the
NPC expert class, Slavers are usually found
onboard ships, in trade caravans, or in the
marketplaces of cities across the Young
Kingdoms, enslaving the weak and defense-
less, and profiting from the imprisonment
of their prey. Typically, slavers fight to sub-
due and restrain their opponents rather than
to kill them.

All fearures are identical to those from
the expert class, The following professional
skills are class skills for the slaver: Appraise,
Bluff, Intimidare, Open Lock, Profession
(Slaver), Sense Motive, Speak Language
(any), Spot, Trap, Use Rope. Common feats
are Alertness, Exotic Weapon Proficiency
(Net, Whip), Improved Initiative, Improved
Unarmed Strike, Run, and Track.

arrogant and aloof, concerned far more with mystical

pursuits, religious fervor, and his own csoteric power
than he is with making allies. Dal is slight in build and
15 in his mid-20s. Somewhar weak, he is often sick, and
keeps a handkerchief near his mouth and nose to keep
from being seasick. He smells of heavy perfumed
patchouli oil, and is clearly using it on his glossy hair
and beard. Like most I'an Tangians, Dal’s hair 15 black.
He wears it cur close to his skull, with his widow’s peak
fashioned like a wide arrow, and his sideburns worn
pointy and similarly trimmed. His small goatee is also
very angular, groomed around the mourh 1o resemble
an arrow as well; he has a four-arrow design of hair, all
pointing inward. He wears ornate clothing—breeches,
high boots with flared rops, and a thick, parterned dou-
blet—mostly wrought in colors of brown, red, and
gold. His hands are gloved, and he has rings on those
gloves. Most of his jewelry has magical sigils upon ir.
In one hand, Dal carries a chain-leash, connected to his
bluc-skinned caprive Omerginroul (pages 26-27).




Hasper Dal’s artirudes and air of righteous superi-

ority have made him no allies among the crew of

Chardros’s Lament, and he would be surprised to learn
that Gariv Klos is already conspiring to kill him in

O6C

SCCreey.

Level 3 Wizard, Level 2 Cleric
Chaos 81, Balance 31, Law 8

Abilities: St 10 Dex 11 Con 8
Int 16 Wis 15 Cha 15

Hit Points: 18 Initiative: +0

Speed: 30 fi.

AC: 10 (no armor)

Artacks: Dagger (masterwork) +3 melee; thrown dagger
+3 ranged

Damage: Dagger 1d4

Face/Reach: 5 ft. by 5 ft./5 f.

Saves: Fort +3, Bef +1, Will +8

Skills: Alchemy +6, Bluff +4, Concentration +3, Garher
Information +3, Innuendo +3, Knowledge (Arcana)
+6, Knowledge (Million Spheres) +8, Knowledge (Pan

Tang Nobility) +6, Knowledge (Religion) +8, Listen
+5, Speak Language (Mabden), Speak Language
(Melnibonéan), Speak Language (High Speech), Speak
Language (‘pande), Speak Language (Mong), Speak
Language 1_M]r'yrrhn}., Speak Language (Opish),
Spellcraft +6

Feats: Maximize Spell, Scribe Scroll, Spell Focus
(Evocation), Spell Mastery (3)

Special Qualities: Casts Chaos Spells ar +1 level, Heavy
Armor Proficiency, Light Armor Proficiency, Medium
Armor I‘mﬁcjtnq; Bebuke Undead, Scribe Scroll, Shield
Proficiency, Simple Weapon Proficiency, Spontancous
Casting, Wizard Weapon Proficiencies

Wizard Spells: Alarm, Arcane Mark, Daze, Detect Magic,
Detect Poison, Hypnotic Pattern, Obscuring Mist, Sleep,
Visage of Arioch

Cleric Spells (Chaos and Trickery Domains): Cure
Light Wounds, Detect Magic, Guidance, Protection
from Law, Read Magic, Resisrance, Summon Monster 1,
Virtue

Magical Items: The chain-leash he keeps Omerginroul on
has a permanent Dimensional Anchor cast upon it.
However, unbeknownst to Dal, Omerginroul has been
able o pick the lock (DC 25) and it is currently disabled,
cunningly held together to appear stll locked.

Possessions: Belt pouches (contain material components
for spells, a silken handkerchict, several phials of per-
fumes and colognes, ornate ivory eating urensils worth
300 bronzes). Around his neck is a golden symbol of
Chaos worth 2,500 bronzes, and the rings on his fingers
are all of gold, brass, and platinum, set with precious
stones, worth 4,000 bronzes altogether, Under his unic
is another neck-cord, holding keys to his stateroom, a
small lock-box, and to Omerginroul’s collar.

OMERGINROUL, extraplanar being

See page 30 for a complere description of Omergin-
roul’s appearance, and see page 84 for a descriprion of
the silume.

One of an extraplanar race called the silume,
Omerginroul 1s native to the blue plane of the Chaos
guddcw Eequor, These !11:1'11!_:,\ are able to creare a mag-
ical gareway once per day and shift through the dimen-
sions to others of the Muloverse. This natural abilicy 1s

#* MASTER AND SLAVE %
LeFT) Omerginroul (left) and Hasper Dal (right).




similar to a Gate spell, though it needs a small amount
{1 hit point) of blood from another living being to
acovate.

These beings worship and serve Eequor. though
their worship and behavior are benign and peaceful,
venerating her aspects of a knowledge-bringer and sor-
ceress, Because of this, Eequor does not pay them
much artention. The silume are intelligent, refined, and
graceful beings. They figure strongly in ancient
Mabden lore about Eequor, though their role is
unspecified. In fact, they are often depicted as being lit-
tle more than subservient animals, Thus, when
Omerginroul and his mate Liramayn left Eequor’s
plane and began vovaging across many of the Million
Spheres, they were dismayed to learn thar often fellow
worshippers of Eequor thought they were sacred
beasts, rather than honored guests.

Omerginroul and Liramayn vovaged 1o one sub-
plane, unaware that this place was long-forgotten by
Eequor, a plane where some of her devoted servants
had soughr refuge from the persecution they faced on
the island of Pan Tang. The two silume were captured
by the priestesses, who displaved them proudly as
sacred animals and symbols of Eequor’s attention.
After a decades-long exile, the priestesses assumed that
these two beings were a sending from Eequor, and that
their demon goddess would shortly return her favor to
the priestesses and return them home. When the crea-
tures protested and explained the mistake, the head
priestess argued that if they were not in fact messengers
from the goddess, they would make appropriate sacri-
fices to gain Eequor’s attenrion on a day sacred o her.
This day would come soon.

Against a grim deadline, Omerginroul escaped the
magical cage the priestesses had trapped him in, and
managed to shift to another neighboring plane . . . that
of the Young Kingdoms, from which the priestesses
had been exiled. The silume assumed that a nation that
persecuted the priestesses mighr aid him in freeing his
Unfortunately, this was not rthe case.
Omerginroul emerged in Pan Tang, where he was
swiftly caprured and sold as a curiosity to Hasper Dal,
a wizard-priest of Arioch. After being rortured to reveal
his origin, the creature revealed that he has the special
plane-traveling ability, bur was able to convince Dal
that the blood needed must come from a special type of

mate.

being (in fact, it is a narural ability and the blood is
simply a material component, which doesn’t have to be
any special type).

Omerginroul has been waiting impariently as a
prisoner. He has finally picked the lock of the slave col-
lar he wears, a chain thar has been enchanted to keep
him from using his powers, Because Dal doesn’t think
of Omerginroul as being very intelligent, he doesn’t
suspect the creature could pick a simple lock. Now
accompanying Hasper Dal on a slave-seeking vovage,
Omerginroul is trying to find an opportunity to escape
tor the previous plane to free Liramayn. Then, they will
return home, or to a safer place elsewhere in the
Multiverse.

Chaos 18, Balance 18, Law 7

O6C

Abilities: Sere 7 Dex 22 Con 13
Int 14 Wis 13 Cha 11
Hit Points: 19 Initiative: +6

Speed: 30 fr.

AC: 18 (+2 narural, +6 Dex)

Artacks: Claws 41, Bire +1

Damage: Claws 1d2, Bire 1d2

Face/Reach: 5 ft. by 5 f./5 fi.

Saves: Forr +4, Ref +9, Will +4

Skills: Animal Empathy +3, Balance +8, Bluff +5, Climb
+10, Conceal Object +7, Concentration +6, Escape
Artist +7, Hide +7, Intuit Direction +5, Jump +35,
Enowledge (Million Spheres) +5, Listen +3, Move
Silently +7, Open Lock +7, Scent/Tasee +3, Sense
Maotive +3, Spot +4, Swim +7, Tumble +8

Feats: Alermess, Dodge, Mobiliry, Run.

Racial Qualities; Detect Planar Gate (2 Times/Day),
Dharkvision 30", Fog, Gate (see above).

Possessions: None,

Other Crewmembers

It the DM wishes to have a few tougher Pan Tangian
slavers, use the atributes and descriptions of
Sailor/Pirate or Marine in the Young Kingdom Digest
in Dragon Lovds of Melniboné, modified as desired. The
other Pan Tangian slavers are assumed to be genernic (as
described below).

The Pan Tangian slavers are simister o the last
man, all wearing breastplates with grotesque insignias
or emblems etched upon the meral. Their hair is worn
in a bizarre number of fashions, and many have




numerous facial piercings and tattoos. Their weapons
are almost always used to subdue victims, and they
rarcly strike to kill captive slaves. However, if pressed,
they will happily kill unruly prisoners.

been rendered insane or traumatized by their experi-

ence on the demon island. They come from a variery
of countries, and show a wide range of hair colors,
skin tones, and languages.

Generic Pan Tangian Slaver QIGI® | Generic Rowing Slave OGC
Medium-Size Human Medium-Size Human
Level 1 Warrior Level 1 Commoner
Abilities: Srl3d Dex 12 Con 12 Abilities: Sir 14 Dex 11 Con 11
Inr 12 Wis 11 Cha 10 Inc 10 Wis 9 Cha 10
Hit Points: 9 Initiative: +1 Hit Points: 3 Initiative: +0
Speed: 20 ft. (breastplare); base speed 30 fi. Speed: 30 fi.
AC: 17 (+1 Dex, +5 breastplate, +1 small wooden shicld) AC: 10

Artacks: Club, dagger, scimitar, shortsword, or whip +2;
or hunting bow +2 ranged

Damage: Club, scimitar or shorsword 1d6+ 1; dagger
1d4+1; hunting bow 1d6; whip 1d2+ 1 subdual

Face/Reach: 5 fi. by 5 ft./5 ft.

Special Qualities: none

Saves: Fort +3, Ref +1, Will +0

Skills:* Balance +2 (-3}, Climb +2 (-3), Intimidate +2,
Jump +2 (-3), Profession (Slaver) +2, Spot +1, Swim
+3 (), Use Rope +2

*Skill rarings in parentheses include penalries for armor and
shield.

Feats:** Simple Weapon Proficiency, Martial Weapon
Proficiency (All), Exotic Weapon Proficiency (Ner,
Whip}, Armor Proficiency (All), Shicld Proficiency (All)

*“Not all Pan Tangian slavers have the same weapon profi-
ciencies—it is assumed that they will be using weapons
they are proficient in.

Allegiance: Chaos (chaotic evil alignment)

CR: 1 cach

Possessions: Each generic Pan Tangian slaver has d100 x10
bronzes worth of treasure, usually in coins, gems, jewelry,
or small irems and curios of value. Each has a 20% chance
of having a masterwork-quality weapon, usually a dagger,
sword, or other edged weapon. Each has a 10% chance of
having armor of masterwork quality.

Sample Names: Arohar Toen, Zytrisa'a Ne'en, Gavril
Nam'ir, Jalil Fyrenn, Hedeon Mase'ras, Tam'sool Tas,

Slaves of Pan Tang

All of the rowing slaves on Chardros’s Lament are
male, and are fresh for this voyage. They are in decent
health, and they still have some willpower, not having

Attacks: Chain, club, quarterstaff, or unarmed strike +2;
thrown rock +0 ranged

Damage: Chain 1d4+2; club or quarterstaff 1d6+2;
unarmed strike 1d3+42; thrown rock 1d342

Face/Reach: 5 fr. by 5 ft./5 ft.

Special Qualities; none

Saves: Fort +0, Ref +0, Will -1

Skills: Concentration +1, Jump +3, Profession (Various)
+2, Row +4, Speak Language (Various), Spot +1,
Swim +3

Feats: Simple Weapon Proficiency

Allegiance: Usually Balance or Law (lawful good to neutral
alignment)

CR: 1/2 cach

Possessions: None,

Sample Names: Ganneth, Rikholster, Cannavar,
Dimundrasten, Korath Korel, Jvlum, Zemund

Cbe Hrrival

ext, the Virage meets up with Chardros’s
Lament, a pre-arranged rm:u:ring_ which the

pirates have done several times. The meening
of the rwo vessels rakes place abour three days’ sail from
cither Pan Tang or Vilmiro.

The Virage has been waiting for the arrival of the
P'an Tang slavers for the berrer part of a day now. If the
PCs do not have an idea where they are (Intuit
Ihrecnion or Sailing roll, DC 15 or 20 respecrively),
Whyss will be able to identify the skies and the color
of the water,
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The following can be read or |'-:rral‘-l'u'.'|.wd to the

PCs:

You bear some thwmps, and showts from abave.
Suddenly, vou hear a lot of very muffled pounding, b not
from the vessel. There are some heavy thuds and a scram-
bling of activity from the deck.

If any of the characters have the Sailing skill, ask them
to make a check with a DC of 15 to recognize the
sounds of banks of oars being withdrawn so a Hl‘IlE‘P can
pull next to another.

Winss listens for a moment, and then says, “Another
ship—a few banks of oars. Probally a daver”

There is a jolt as the ship seems to collide lightly against
something—another ship, obviously. The footfalls and creak-
i;{ﬂﬁ'ﬂm abave are the sonnds of guidelines being tied, lash-
ing two vessels tagether.

The hatch opens, and one of the pivates, a Pikarvavdan,
climbs down, Iis hair braided and rufts of leather and bone

hanging from Ins armor. He brandishes an axe. Another of

them steps dovm—a dark-skinned woman tn black and gold
scale armaor: She’s gor a long-bladed Enife in ber band,

“Cret wp theve.” She says, pointing at the lndder

If the PCs and NPCs decide to cause rrouble, use the
suggestions on page 22 to deal with any resistance or
escape attempts. The two pirates are Scorrush and
Ischune. Two others—Zhedanor and Fisk Woe-
bringer—will join them quickly 1if needed.

On deck, you see the endless expanse of sea and sky. It i get-
ting into late afternoon, and the wind is a it cool and
stromy, caunsing the ship’s sails to rustle and smap from the
masts where they ave wrapped, the loose bits of sadlcloth
catelnng wind and making nowse. The sky is mostly clondless.
The crew of the pivate vessel is vestless, and yon can tell that
they're uneasy abour what'’s coming next. Their faces, vep-
resentatives from many countries, but mostly Vilmy; show a
mix of emotions. Thetr hands are on weapons, and they are
watching all of yow cavefully, splitting their attention
between the captives and the slup drawing near;

Wirss looks at the sky and water for a moment, then
comments, “We're near the Dragon Sea. Tinee days ont.
1o far to swim.™

The ship tying off on the pivate ship sends a cull through
those of you whe recognize it. It is a Pan Tang slave ship—
a low-slung triveme with three banks of onrs and a single

squeare sail. The deck of the other dhip is nearly six or seven
feet above the pivate ship’s deck, and a lagge number of sin-
ster-faced warviors peer over the vail, down ar you and the
pivates, their davk eves showing their contempt. As you
watch, twe of them pull open a section of their vessel’s vail,
near an open section of val on the pirate ship. A long step-
like ladder is shoved onr the opening on the side-vail, and it
thuds onto the deck, at a stecp anile.

The name of the Pan Tang vessel is in Mabden
{“Chardros’s Lament™ to those who can rvead it) on the
prow af the ship, The sail depicts a marling tiger head, over-
lasd on a ved sign of Chaos on a black field.

Then a sguad of Pan Tangians comes aboard, their
armor vattling as they assemble on the deck. A lavge man
in blwish-black armor who is obviously their leader follows
them. Tall and threatening, his avmor is enameled with a
partern of drvipping crimson blood. He bas a wickedly blad-
ed beavy pick shung at bis ip, and bis beard and bage have

Slaves of the Narrative

Some players will be irritated at being pow-
erless in this opening sequence. In this case,
the DM is encouraged to speed this section
along as much as possible, to get to the
next chapter where the PCs have a lor of
freedom.

If players persist in dragging this
encounter out (when they have little
chance of winning or escaping, as dis-
cussed above), or are eliminating their
odds of survival, the DM can choose o
switch to a complete narrative mode, let-
ting the I'Cs only act through dialogue. If
they continue to try to interrupt the slave
purchase dialogue overtly, they will be
gagged. Though this is a bit heavy-handed,
it will only last a short while before PCs are
free and able to act.

Alternately, a DM can, “our of charac-
ter,” remind the players that this is just the
prologue, and that they will have plenty of
opportunities for action and freedom
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been braided into locks with small claw-like ornaments at
the ends.

Following lnm is a man clad i bavogue finery, looking
somewhat seasick and holding a kerchief to his nose and
month. He is almost certainly a noble ov magician from the
attitude he presents. His beard and facial baiv bave been
trimmied to firan a strange inverted arvow of Chaaos, In s
other band e holds a long silvery chain, which leads to the
neck of the small, cloaked figure that follows im onto the
deck, bunched over almost as if it wishes to walk on all
fours, The skin of its long three-fingeved hands and feet are
blue, and the cloak is gawdy, almost vilgay. You bear some
of the prrates murter nevvously when they see this mysteri-
oHs creature.

Wiryss mutters, “This is odd. Mostly they'd fust let them
bring their daves onto the save galley . . . but they don’t
wsually buy from pivates. They don’t trust them enongh, I'd
reckon, .. "

The captain of the pirates steps up to the leader of the
Pan Tangians, who stands with bis arms crossed across Ins
wrmored chest. After a moment of appraisal, the pirate
speaks first.

AGrectings, noble sirs. Weleome o my vessel, 1 am
Vartan Vensk, captain of the Virago.” He siiles and combys
s beavd with Ins fingers. “I've been told that this was a
Jrood stretels of waters to make a profit i, and a friend in
commaon told me you'il be along soom.

You're looking for slaves. I have some qood ones today.”
With this, Vartan gestures with a wide sweep of Ins arm ar
all of you, his captives,

The Pan Tangian looks ar hom for a long, awkward
moment, and then speaks in a deep, thickly accented voice.
“My name is Gariv Klos, and this is Hasper Dal.” He qes-
tures dismissively at the fine-dressed noble standing neay
Bim, with the creature on the leash,

“l am captain of Chardros’s Lament, and this sorcever

i looking for special slaves. Pll take the vest for myself, if

they're wortl it.”

Boved by the conversation, the man identified as Hasper
Dal crouches next to the hunched, cloaked figure, wiisper-
ing to it in a soothing voice. If you listen, you can hear him
saving, “Now go and examine them, Omerginroul.
Remember . . . if they're of the riglst blood, we'll buy them
and things will go easier for you. . . . Even one of them wilf
be enough.” He then removes the cloak from the being and
it stands a bit straighter; fully revealed.

The creature, bairless and naked, is four feet in beight,
all covered with blue skin and slight patterns of darker
scades, and bl like an wpright-walking cat. Its legs and
arms have one joint move than a man’s, and its head is
wedge-shaped. The creature’s almond-shaped eves, large
and dark, wash over you, and you can see that its fivee 15
almaost buman, though a listle blank. A thin moutly rests
below a onall ser of nostrils, and inside the mouth are small,
evendy poimted teetl. When its eves meet yours, You can see
that it is miserable and terrified.

“What in the Nine Hells &5 that?” savs Linault Brin,
before be 1 slenced with a vough kick from the tall woman
pirate.

“None of them, actually.” answers Hasper Dal, hearing
Brin speak. “Bur it will lelp me get there,”

As he speaks, the cveature begins to walk down the line of
the captives, smiffing each of them cavefilly, It does not meer
vorer eves, as if ashamed of what it is being forced to do.

It will be the key which will return me there, opening
the plane gate and allowing me to pass through. For tha, it
needs to drink from someone with a certam kind of blood.

“That blood, as you can jyuess, might be found in one
af v ™

The creature, almost as if on cue, ponts ar one of the
captines.

Then another

Al eves on the deck twrn towards both of you.

Che Chosen Ones?

With this, the creature chooses one of the PCs, and one
of the NPC captives. The DM should choose who gets
prcked, or can make it a random roll. Remember thar
this designartion represents Omerginroul’s choice based
on which of the PCs seems best suited to help him,
such as having magical ability or other powers.

The choice of which PC 1s “special™ imparts a large
responsibility onto thar plaver, as the character chosen
will be viewed as essential to their survival from infor-
mation gained later in the adventure. The DM might
want to choose someone with a high chance of surviv-
ing, or perhaps choose someone who's the weakest of
the group, to encourage the other characters to help
detend them.

A recommended selection for the “special”™ NPC s
korune, because his apparent lack of value makes him
a liabiliry inirially, and because his insanity can provide
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some good roleplaying opportunitics. Law- or Balance-
aligned characters should have a hard ime abandoning
a wretch like Korune to his fate. By making him impor-
tant to their survival, this increases the chance thar
they'll help him.

“Both of them,” says the wizard, bis band stroking the
emblem of Chaos wers about bis neck. “Hmm, intevesting.
« v« Purchase them.” be says aside to tie Pan Tangian cap-
tain, oblivious to the glare of contempr the man gives im
in rerurn.

The slaver captain gestures back at bis ship, and two of
the soldiers come forward with a long wooden chest borne
berween them. Despite beingg an olwionsly well reinforced
stromgbax, it is decovavive, with a black and ved lacquey;
carven with rwisting tentacles and dark eves set across the
edges. They bring the box to the captain, and as they do so,
the captaim reaches under the neck of lis breastplate and
beging to remove a cord, undoubtedly a key.

The scene is almost deathly silent as the pirates watch
the exchange, hoping for a look inside the mysterions crim-
son bax, and the Pan Tangtans tense themselves against any
foolish attempts at stealing the strongbox.

At this point, PCs who make a roll of Knowledge
(Nature), Sailing, or Wilderness Love ar DC 15 will notice
that the wind has died entively.

Ware! Captain! Another ship!™ shonts a man on the
crow’s mest of Chardros’s Lament, as a few other sailors on-
board begin to echo the ery. He moves a spyglass into line,
and shouts, “Battle-barge!™

As this is heard, a look of dismay and momentary panic
crosses Gariv Klos’s face. He turns, then, and says to Ins
men. “Onboard! Now! Leave these pivate scum to deal witlh
the Melnibonéan denmon-lovds!™

His face twisted in fiory ar the betrayal and the loss of
profit, Virtan Vensk shouts, “Stop them! We'll rake that
gold and ler them deal with the bartle-barge!”

The deck of the Virago erupts into activity, as the
pivates suryge towards the Pan Tangians, pushing aside the
captives, in an attempt to stop them from taking thewr
strongbax off the ship. The Pan Tawgians form a defensive
phalanx of shields and curved swords as they beqin their
retreat up the stepladder; bur are cut off by the pivates who
had erowded between them and the vamp.

Canght on the outside of the seld-wall near the cap-
tives, the Pan Tangian sorcever veacts in a panic, stammer-
g, “What's happening?” Beside lim, the blue creature
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pulls ar its chain, and the collar springs loose! It scurries
towards tie captives.

Pirates rush towards the Pan Tangians to stop them,
and the air is suddenly full of arvows and javeling,
layunched from the slave galley, and from the pivates
towards the Pan Tangians. Other Pan Tangians from the
deck of Chardros’s Lament begin to move onto the step-
ramp, thetr arms extended to belp their brethren back
aboard.

A pivate from the Purple Towns rushes up to you and
says, “If we free vow—you fight with us, vight?" The keys are
in s left hand, a long-hafted sea axe in bis right. As he
watls for your response, an arvow strikes bin in the shoulder,
and he drops the keys, then twrns aronnd, fiacing the melee
and pulling a shield off'a pile on the deck.

The slavers and the pivates converge, weapons rising and
fadling, blood splashing inte the scream-filled air

The kevs gleam on the deck. An instant later, an arvow
theds into the wood next to them.

[To the PC chosen ecarlier by Omerginroul:| The
creature grabys your arm and looks up at you. “If you will
help me, I can take us from this place.”

What do you do?

Che Slave Battle: PC Hctions

Finally! A chance for the I'Cs ro act! This melee 1s a
sprawling, chaotic mess of activity, with opportunity
aplenty for frustrated PCs to crack some heads—either
those of their former caprors or of the Pan Tangian
slavers. Page 192 of Dragon Lovds of Melniboné contains
brief” guidelines for handling mass combats, and the
DM is encouraged to refer to that secuion. DMs are
encouraged to keep in mind combat rules and modi-
fiers such as those for firing missile weapons into
crowds, line of sight, new combatants entering com-
bar, penalties for uncertain terrain, and ways o make
the combat varied and unique. This melee should
reflect the wildness of the world of the Young
Kingdoms, and players should also be encouraged to
use the full range of their characters’ skills, not just
simple weapon skills. The DM should be calling on
PCs to check against abilities such as Balance {rulming
across a blood-slicked, wildly pitching deck in the mid-
dle of a melee), Climb (scrambling up a net or the mast
for a vantage shot), Jump (leaping over a fallen pirare,
or even bounding into the air to carch a swinging rope




to kick another combatant), or Tumble (to somersault

across the deck of the Virago to reach a fallen weapon).
One great way to do this is to emphasize these actions
being done by the various NPCs, such as the other cap-
tives and the major NPCs amu ng the pirates and the
slavers.

This should be a memorable combat, but should
not turn into the end of the adventure, with all of the
PCs perishing in the midst of a violent free-for-all, The
DM is encouraged to speed this combat along, but to

give the PCs plenty of opportunity to shine, and to flex

their caprivity-stiffened museles and take back some of

their pride.

On the deck of the Virggo, there are a large number
of weapons that are lying around, waiting to be wicld-
ed, and there are also a number of weapons the PCs

might improvise. Staves, boat-hooks, chains, re Pes . .

all of these are readily available, as are the stacks of

shields, barrels of javelins and spears, and the w capons

which have fallen from the hands of the wounded or

dead fighrers,

The Manacle Keys
Most of the NPC captives (excepr for Korune) will
make an attempt at gerting the manacle kevs off the
deck. Roll initative to see which of them is able to grab
the keys first, though the kevs should be at the feet of
one of the PCs. A Reflex save at DC 20 will be required
to successfully snag the keys if more than one character
15 going for them. Only characters within 6 feet or so of
the keys will have an unobstructed grab for them, while
everyone else will have a -2 modifier to this roll. If the
PCs are slow to try to free evervone, Whyss will draw a
knife from his boor and hiss at the PC with the key,
“Give me the damned keys! Unlock me now!” while the
other NPCs clamor to be released as well, Once freed,
they will go for whatever weapons they can find or
improvise, and join in the melee, fighting defensively
and perhaps retreating to the forecastle of the Virago, or
artempring to go back down below decks.

Who's Who in the Melee

Here's everyone present on the deck of the Virago, with
his or her monvations and possible actions |_|1||'||!1g this
skirrmish;

Pan Tangian Warriors: There are 1d4+4 generic Pan
Tangian slavers remaining on the Virago. They are bent
on defending their caprain, the strongbox, and in
retreating to the deck of Chardros’s Lament via the
stepladder. Another 1d6 warriors might be able to enter
the fray from the step-ramp to help get their c IMpan-
1ons to safety on their own ship. At the DM’s discretion,
this number can vary according to the strength of the
PC party and the level of resistance they face.

Gariv Klos: The captain of Chardros’s Lament is going
to do all he can to protect the strongbox and fight
alongside his men. His ultimare goal is to ger as many
of his men back onboard as possible, .1Jc'r|1g with the
strongbox. The strongbox will take precedence if given
a choice, and he will save his own skin before sacrific-
ing himself for his men. He will not do anything to
assist Hasper Dal, ar Omerginroul.

Hasper Dal: Lost in the middle of combat, Hasper Dal
is scrambling after Omerginroul, and also trying to ger
out of the way of the combar, attempting to hide or
remain out of the crush of melee. Though he seems to
be somewhat foppish, he will nor allow himself to be
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¥ PIRATES AGAINST SLAVERS %

The top decks of the Chardros™s Lament
fleft) and the Virago (right).
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killed outright, and will use his spell casting to defend
himself. If he sees that Omerginroul is bevond recovery,
he will artempr to make his way back to the deck of

Chardros’s Lament.

In the all-too-likely chance that someone has been
swept overboard, the following rules and situational
modifiers apply.

Climbing: Along the starboard side of the Virago is
a thick net of ropes, along with an anchor chain,
both of which can be used for Climb attempts if
someone overboard wishes to ger back on deck. The
DC is 20 for being a wer, slippery surface. Climbing
up the side of Chardros’s Lament is not feasible, as
the sidestarc scaled and slick, without any handholds
(DC 30). Also, there are a large number of slavers
with weapons who will hold off any unwanred

boarders.

Hanging On: Choosing to remain holding onto the
side of the Virago, yer not re-entering the fray on
deck is an option, with a DC 10 once the character
has succeeded in the previous Climb skill atrempr.
This number jumps o DC 15 once the gate is
opened and the Virggo passes through.

Swimming: If there’s a good side to the characters
beginning without their armor and weapons, it’s
that they won't suffer any encumbrance or armor
check penalties if they go into the drink. This is not
true for the Pan Tangians or pirates, many of whom
are wearing armor. The condition of the water just
before the fight is calm (DC 10) due ro
Melnibonéan weather witchery. During the sum-
moning of the gate it is rough (DC 15), and while
the Virago is pulled into the gare, the water is stormy
and wild (DC 20).

Treading Water: Characters who go overboard and
wish to remain there will do so until the gate opens,

Pirates of the Virago: In addition to Vensk, Zhedanor,
Ischune, Fisk, Hanaa, and Scorrush, there are 1d6+6
generic pirates on the deck, with the remainder below
decks. There are 27 pirates in all, Some of them are
below decks, hlucpinp, or eanng, and some of them
might even remain ourt of danger while the combar is

at which tme they will be automatically be pulled
through the gate by force of the strong currents.

Left Behind?: If players insist on making a check to
avoid their overboard PCs being pulled into the
gate, let them do so at DC 35. Failure indicares that
they are swept through the gate with the ships and
any other overboard characters. A success means
that the PCs manage to resist the gare’s opening,
only to wartch the Firago go through into the stormy
gate. Next, they see a horribly one-sided bartle as
the Melnibonéan bartle-barge launches flaming
stones and a veritable rainstorm of arrows at
Chardros’s Lament. The Pan Tangians, reacting in
horror and fear, steer their vessel towards the shrink-
ing gate, They just manage to get through as the
gate closes behind them, fading into faint blue light,
then nothingness,

The PCs will then be adrift, tens of miles from
shore, with their only company consisting of float-
ing corpses, a few other survivors from the pirate
vessel or the slaver bireme, and some random picces
of wood torn free from the Virgo. If things were
not bleak enough, the Melnibonéan barttle-barge
shortly sails up and begins inspecting the wreckage
to sec what happened and if there are traces of the
magical gareway remaining,.

The Melnibonéans will cither leave the PCs to
drown, or take them onboard and question them to
learn what transpired (and possibly enslave the
PCs). If so, the PCs will be ourside the main narra-
tive of the adventure, but will be taken with the
Melnibonéans as they artempt to pursue the pirate
ships. Consult the section on the battle-barge, her
captain, and crew on pages 75-77 for suggestions
in this case.



ensuing. Pirates are not especially known tor their valor
or their loyalty to each other. One round afrer the
combat starts, the hatch ro the lower deck will be
thrown open and 1d6 additional pirates will enter the
combat. Their goals are to defeat the Pan Tangans
onboard their deck quig:kl'g.‘, and to take the ﬁtmng[‘mx if
the opportunity presents itself. They will fight along-
side the freed caprives if needed, feeling that all men are
brothers in the face of the evil of the Pan Tangians and
the demon lords of the Dragon Isle.

The Blue Creature: Omerginroul manages to break
free of its collar and lunges towards a PC, saying in
curiously accented Common Tongue, “Help me! A
small raste of blood and T can open a gare to take us
away from this! I can help you escape from this place!”
If the PC does not comply, one of the NPCs will step
up to take the chance. If they do so, the following
oCcurs:

The creature bites down lightly on the proffered wrist.
There is a moment of slight pain as a small vow of needle-
sharp recth penctrates the skin, then numimess, The crea-
ture’s motth convulses and a slight rush of enevqy 15 felt as
blood is dvawn. The creature’s eves bemin to glow. Winte
light pours our of the creature’s open eves, and it releases the
character’s wrist. A definite and intense winte-blue glow

begins to emanate from the diamond-shaped patterns of

scales which cross the creaturve’s hide, The skin where the
bite was made has only a slight vow of red points, a tiny
trail of blood flowing from several of them. The creature
stands, its arms extended at shoslder-level, and it throws its
bead back.

The light begins to flood from the creative now, and it
tlleminates the deck of the Virago in shavp relief, almost
seariygy in its intensity. In front of the vessel, you can see o
ringg of bluish-white light forming, writ in the air in runes
uf blwe flame, rotating across the sky. The IR YOS, nuntil
it is muech larger than the entive pivate ship, and where it
hits the water it bisses and boils. Under the surface of the
water, the riones of blue flame continue to rotate, and the sky
beqins to still ;'.rmj‘.' The sonnds of the battle slow and grow
silent, as both sides of the conflict—pirates and slavers—
realize that they are facing something tervible and
unknown. . . .

The civele of magic symbols votates once move, and then
comes to a stop. It pulses once, and then, like an immense
eve, the avea inside the ring opens and shows another place,
a storm-tossed dark world, and an island in the distance.
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Httacking Omerginroul

If one of the PCs attempts to attack or kill
the blue creature, it will simply try to dodge
and evade the assault, while it pleads with
the atrackers that it is innocent and will aid
them against the pirates and the slavers. A
check against Sense Motive with a DC 10
will reveal thar this is true. The DM might
emphasize how weak and defenseless the
creature is to dissuade such atracks.

If a PC manages to injure him, Omer-
ginroul will scurry away and seck someone
else to bire—probably Korune, If he is
injured to the point of unconsciousness,
then Hasper Dal will find him in the midst
of the melee and cast Cure Lightr Wounds on
him. Once active again, Omerginroul will
struggle to get free, bite Hasper Dal, and
enact the ritual as described above,




Lightning flickers in the skies above that place, wherever it
might be, and the roar of wave and wind buysts out of the
ring, accompanied by the chill force of storm-winds. The
Virago begins to vock and pitch even more, and the gate-
way grows closer; until it is on the bow of the vessel,

The Pan Tangians are shouting dully in the back-
Jround, and the thundevous sound of banks of oars beg
used to push the Virago away from them shakes the deck.
The ring grows slowly as it approaches, and the Virago is
pulled through, a teaving of timbers sounding as the ship
yaws violently, sending pivates, captives, and slavers sprawl-
g across the deck!

All characrers, PC and NPC, on the deck of the Virago
must make a Balance check against a DC of 20 to
remain standing. Any characters who roll a natural 1 or
a modified score of 5 or less are swept overboard (sce

“Man Overboard!” on page 34).

Through the gate vou can feel the whips of stinging rain
and brutally cold winds, and hear the sound of thunder!
The gate bas opened into a stormy place, in the midst of a
tempest of immense proportions! The sky is dark, but you can
see spots of light abead . . . an island, perhaps?

D o)

Suddenly, there is a tearing sound, as the Virago
shudders, ber timbers teaving into something. All aboard
are tassed once more acvoss the deck! The ship lorches, and
a wall of water splashes against all of you with the force of
a club!

Everytinng grows dark. . .

Ar this point, the DM should just do a “fade to black™
transinon and move on o the nexe section. This is a
dramaric point to pause at, and might even be a good
time for a quick break, as it is a good clifthanger to end
this chapter on. If the gaming stvle of the players and
DM isn’t really suited for thar, then by all means play
out the intervening moments between the gate and the
shipwreck. The following happens:

The Virago hits one of the island spurs and is ship-
wrecked. Characters onboard should make a Balance,
Climb, or Strength check ar DC 20 (depending on
what they are doing) to remain standing or immobile.
Otherwise they are swept overboard and strike anoth-
er of the island spurs (1d2 damage) or wash ashore on
the beach a minure later. Allow Swim checks ar DC 15

and assess damage from drowning or damage from
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hq:iﬂg SWEPT ONto ¢ wks if the characters faill. Detals Anvone in the water must make a Swim check at DC
15, or be swept into the island spurs (1d2 damage,

choose a spur at random). A spur can be climbed with

abour getting from the Virago to the shore (or from
the shore to the Firago) are found below in the rele-
a Climb check ar DC 15. From there, characrers can sce
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vant scction.

(B )
Introducin

If any of the PCs have been killed during the course
of the adventure, there are options for bringing the
player back into play with a minimum of effort, and
in a logical manner (considering the geographical
and planar isolation of this adventure). If needed,
the DM can simply replace an NPC encounter on
the island with the new PC, perhaps even giving the
PC an opportunity to show his or her new alle-
giance. (Perhaps the PCs encounter a group of
pirates arguing, and one of them seems to be alone
against the rest, or an escaped slave is running from
a small group of Pan Tangian warriors.) Here are
sOmMe options:

Other Captive NPCs: A player can easily assume
the role of one of the additional NPC captives
described above. The NPC captives encompass a
wide range of talents and abilities thar should sup-
port any adventuring group, Dierre of the Black
Shores and Geirmund the Hare are especially well
suited for use as PCs. Linault Brin and Osa Dileel
are fairly useful, more experienced but not as com-
petent, generally, as PCs. Korune would be an inter-
esting challenge for the player and the DM, though
it could be one of the better choices for a PC
“rakeover,” while Whyss is the least suitable, for rea-
sons of power level and personaliry.

Escaped Slaves: Sometimes those who imagine
themselves the masters of their destinies can sud-

denly find themselves slaves to fate, As with the PCs
and Geirmund, a few of the rowing slaves onboard
Chardros’s Lament are adventuring types, and will
seize the opportunity during the sea-bartle or the
assault by the battle-barge to slip free from their
chains and jump overboard, being caught in the
magical gate and ending up in the same place as the

’s. These slaves can be of any class or natonality

¢ew PCs During the Hdventure

(except for winged Myyrrhn and full-blooded
Melnibonéans), even Pan Tangians!

Pirates: Perhaps onboard the Virago is a fairly inex-
perienced new pirate who's had a change of heart
abour the life of banditry on the high seas. The char-
acter has been biding his or her time, waiting for the
right opportunity to escape or desert, and the wreck
of the Virago provides just that, plus the chance to
make new allies who might aid him or her against his
or her former companions. The most likely classes for
this sort of character are fighter, rogue, or barbarian,
though other choices are not impossible, The DM
can even allow the player to assume the role of one of
the less motivated of the pirate NPCs described, such
as Ischune, Fisk Woe-Bringer, or Hotas Ba’att Hanaa,
Others, such as Scorrush, are again o powerful for
a beginning-level adventure. In this case, the PC
should have to provide a convincing and dramatic
speech explaining his or her change of heart and
artempt to win the trust of the other PCs.

Pan Tangian Deserters: Not all Pan Tangians are
the same, and some of them are even potentially
good people. Carkan of Pan Tang, for example,
became a hero of the Balance and a defender of
Tanelorn. It's unlikely that you would find a would-
be hero on a slaver vessel, but sometimes life puts
people into circumstances they might not entirely be
in control of, or appropriate for. Anything can hap-
pen. Thus, if the DM and other players are willing
to accept one of the former enemies into their midst,
then a player can be drawn from the ranks of the Pan
Tangian marines, slavers, or soldiers. In these cases,
the most likely subject would be a PC of level suit-
able for the group (it is assumed thar all PCs in this
game are 1st-3rd level), and the most obvious class-
es would be fighter or rogue, or possibly the
expert/sailor class.
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the other island spurs and the beach. Successive Swim
attempts must be made to reach the beach,

art I11: Castaways

n which our cast of bevoes learns the nature of the

strange island they have been bronght to, and a cat-

and-monse game beging, full of shifting alliances in
whicl the predator becomes prev, and all seek to avoid the
sron collar of fate writ in their fietwres. | |

Scaling the Hdventure

While the initial part of this adventure does not signif-
icantly threaten the characrers, this part is very deadly,
and can prove overwhelming to smaller groups of PCs.
The fellow captives are provided to help provide any
skills or abilities the PCs might lack, and a number of
pirates or slavers could be allies to cunning or resource-
ful PCs. Despite this, the large number of NPCs can be
a DM’s nightmare if all are considered to be present
and active on the island. Furthermore, the purpose of
the adventure isn't to kill everyone onboard the pirate
and slaver vessels—a rask which would be daunting for
anyone save perhaps Elric himself!

Some DMs might not wish to deal with such a large
cast, and prefer a more select group of survivors 1o
match themselves against the threats of the island. In
this case, the DM is encouraged to scale the number of
adversaries from each group to better match the over-
all number, levels, classes, playing style, capabilities,
and current health of the PC group. It's also a good
opportunity for the DM to eliminate anv NPCs he or
she doesnt want to deal with, whittling the cast down
to a more manageable size.

Who’s Left?

How many remain of the pirates of the Virago depends
on two issues: 1) the outcome of the skirmish on deck,
and 2) how many died during the shipwreck, being
drowned below decks. Count out how many pirates
were actually killed during the sea-battle (or the DM
can simply choose or randomly determine how many
died, if he or she didn't play out the entire on deck skir-
mish). Next, add o thar number of unfortunates anoth-
er 1d4+4 that drowned or were otherwise killed in the

shipwreck. Subtract this number from 27 (the toral
crew of the Virago), and the result is how many pirates
are left to use as encounters; check them off as they are
placed and encountered. After that, any encounters
specifving “Pirate™ become “No Encounter,” or the DM
can roll again if desired.

On Chardros’s Lament, the Pan Tangian slavers have
been decimated by the attack of the Melnibonéan bat-
tle-barge. Their ship has sustained considerable dam-
age, and they are now barely able to keep an unruly and
potentially dangerous group of slave rowers from
revolt. Additionally, the first mate is likely going to
make a move against his caprain, an action thar will
split the lovalties of the slavers, causing them to shed
each other’s blood.

The DM should consider how many Pan Tangian
slaver-marines survive the naval combar and how
many may have drowned or been drawn overboard
during the flight to the island. There are 55 Pan
Tangian sailors, slavers, and marines onboard in the
beginning, including the caprain, Twelve of the Pan
Tangian slavers came onboard the Virago, along with
Klos and Hasper Dal.

"Wbat Pappened?”

The DM should read, paraphrase, or summarize the
following information to the PCs:

For a moment, it seems as if the universe WA foing to come
apart as the pirate ship was pulled at breakneck speed
througl the strange gate in the aiv The timbers of the ship
creaked as forces tore at its frame, and you conld feel the
snapping of timbers beneath your feet as the boat’s skeleton
was tested and broken under the fince of the otherworldly
passage.

The sky boiled overbead, all was dark. There was a
moment of stillness, as the ship increased in speed through
the darkness, buckling and creaking as it came apart in sec-
tions. As it seemed as if the ship wonldn’t stow, you and the
other pirates, slavers, and other captives scrambled for safe-
v an the buckling deck, grabbing onto anyehing solid. The
less fortunate were pulled overboard with by the clutch of
angry waves, or thrown overboard by a buck of the deck as
it struggled and lost. Tou can bavely vemember what vou
dud at that time, though all on deck were united in their
anticipation and fear of what was to come next.




Then the world exploded about yon with a rear of thun-
der and a spray of sea-water; hitting all of you as if by a
slreld-rush! The Virago collided agamst sometinmg immo-
tnle. A small island, a coral reef, or svme rocky spur?

It didn’t martter; as it was the last thing on the mind of

those who saw tie aft section of the ship vatse Ingly above the
foredeck witl the force of the crash, thvowmg more of you
into the waves in a shower of deck-wood, sail-cloth, and rope.
The waves washed over you once move, and you lost all
thowght for a moment. . . .

Now, clarity bas vetwrned, and in a fleet second, yon
wonder where exactly you ave now. . . .

Che Island

cen from a distance, this rocky little island
appears mostly dark and silent, with lirtle life on

ir, though dotted with a peculiar spotting of

blue points of light, somewhar like torches, and a large
central blue glow coming from the other side of the
island. The rocks themselves are somewhart black and
shiny, sceming to be made of obsidian, while the half-
light of this plane reveals the beaches are made of some
lighter gray sand.

¥ Characrers who make a Knowledge (Natural World)
check at a DC of 10 realize that this island s made
up of the same stone as Pan Tang,

¥ A check against Knowledge (Million Spheres) at DC
15 will reveal thar certain peculiarities of the skyline
and the weather patterns indicate that this is a sub-
realm of Chaos, near the Young Kingdoms, but per-
haps not much larger than a few dozen miles across
in totality. The island itself appears to be over a mile
across and over one and a half miles long.

#* Intuit Direction checks against a DC of 15 reveal
that the characters and the Virago are ar the south
end of the island, and the blue glow is at the north
end of the island or thercabouts.

Pistory of the Island

This island was, long ago, a small island in the Straits
of Chaos, held by priestesses of Pan Tang, devoted to
the Chaos goddess Eequor. Her church had fled to this
place, the only one on Pan Tang where Eequor’s wor-
ship was allowed, and her priestesses and followers

formed a small temple and colony of worshippers. On
the island, Eequor’s subjects ruled and worshipped her
in secrecy, taking with them their consorts and their
tamilies, and dealing with the tolk of Dharijor, where
Eequor’s worship was allowed. They built a city and a
temple to her, and continued her strange and degener-
ate worship. To show her favor to them, Eequor
caused a perpetual magical glow to emanate from the
magnificent fountain thar stood before the temple,
making a beacon of blue light to beckon her tollowers
to the temple. This sland, colony, and temple were
sacred and known only to the priestesses of Eequor,
and were regarded as a place of pilgrimage to her
secret worshippers throughout Pan Tang, and even in
nearby Dharijor. Eventually, however, word of their
existence spread to those outside the ranks of Eequor's
worshippers.

Thirty-one vears ago, the Theocrar of Pan Tang dis-
covered the city and ordered its immediate destruction,
sending ships, warriors and sorcerers to destroy the
temple and worshippers. They unleashed an incredible
sorcerous barrage upon the island, killing hundreds of
the priestesses, their followers, and their defenders.
When the high priestess praved for divine intercession,
Eequor intervened subtly in the midst of this mighry
battle. She broke the island's ties to the plane of the
Young K'mgdnmx, sending it spiraling into a smaller
plane of the Multiverse, a pocker realm where it would
be left alone and forgotten.

Back in the realm of the Young Kingdoms, the
Theocrat's forces thought that their sorceries had
destroved the city and temple outright, so they gave
them no further thought. They had no idea that the
island had been transported to another realm and was
still intacr, though the ranks of Eequor’s worshippers
were decimated and their temple-city was in ruins.

Since that ime, the priestess survivors of the sun-
dering of their island from the Young Kingdoms realm
have continued to worship Eequor, though the effort
of their rescue has cost them the favor of the goddess.
Eequor has apparently also forgotten abour them, let-
ting them remain in planar exile as punishment for the
folly of being discovered and losing her sacred temple,
her only church in Pan Tang and the finest of her tem-
ples in the Young Kingdoms. It seems an unfair judg-
ment, though in truth Eequor has simply realized that
their use is limited and does not want to expend the
cffort to assist these stranded followers. The priestesses
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on the island, led by Dima'dra'esh, spent the first
decade or so of their exile ruling and rebuilding the
temple with those followers that survived. Their num-
bers dwindled, through narural injury, attemprs at sail-
ing from the island (no one rerurned), and sometimes
even suicide.

Now there are only seven of the lesser priestesses
left, and their high priestess is Dima’dra’esh. They have
little to live for—it is hard work enough to force the
earth and sea to supply a meager diet of bland plants,
grasses, and fish, and magically conjured water and food
have long since grown unappenzing. Because of these
factors, all of the priestesses have gone insane with lone-
liness, boredom, the sameness of their world, and the
hopelessness of their predicament. Their madness is not
raving or psychopathic, and is a subtle form of lunacy
and a series of wildly inappropriate emational reactions.
Most of them wish to go home, but would be just as
happy if their world was destroyed, and thev with it
This has led them to the desperate plan of action and a
hopeful end to their exile, which has come in the form
of unwitting visitors to their island.

In all of this time, the only beings to have entered
this bleak world were the two wavward silume—
Omerginroul and Liramayn. The priestesses caprured
them and made preparations for the sacrifice, but
Omerginroul escaped. Dima'dra’esh hopes to sacrifice
Liramayn as a sign of supplication to Eequor, so that
the goddess will force open the gate berween the planes
and return the island to the Young Kingdoms. The
priestesses are convinced that this must be done, cven
if such a rerurn means that they will die in their home-
land once they are discovered. It is into this situation
that the I'Cs are thrust,

Geograpby of the Island

The island is rocky and steep, and is around 1.2 miles
across and 1.6 miles from north to south. It fearures
oddly shaped and unusually high rock formations, sur-
rounded with scraggly trees, mostly dead or barely

alive due to a lack of sunlight. The island appears made
of greenish-black obsidian, with the soil being thin,
grayish-white, and chalky, of little use for supporting
life. The beaches are covered in a layer of uny, gloss-
gray pebbles rather than sand, and the south end of the
island is lower in elevation, with the east shore being
extraordinarily steep cliffsides, almost as if the island

was broken off from some larger body of land (which
it was). A grorto which leads into a deep, narrow val-
ley divides the island, and the north half slopes upward
until it reaches a plareau, upon which is a small tem-
ple-city. The northernmost part of the island tapers off
gently back to sea level, and a number of small, mea-
ger hillside gardens dot the area unul it reaches the
shore. Ancient, volcanic caves hide beneath the north
half of the island, accessible from the narrow valley
and beneath the temple city iself.

Signs of habitation are few, but notable. From any
pomnt of any altitude on the island, one can see a
strange blue glow emanating from the midst of the city,
near the temple. From a distance, the lights of many
small stone lanterns are visible, giving off a permanent
blue glow. These are each filled with a small picce of
stone from the beacon fire in the temple fount, and
continue to give oft light, making the trails fairly safe
for traversal. However, they also have the somewhat
disquicting effect of throwing strange, long shadows
across the place. A stark and ominous lighthouse juts
from the rocky hill ridges in the south half of the island,
also lir in the same manner. Near the center of the
island, a man-made bridge spans the deep crevice val-
lev. Several trails have been marked across the land,
some paths edged with stones while others have been
tully paved.

The temperature is slightly on the cool side, not
cold or freezing, but definitelv not comfortable for
someone soaking wet and exposed. PCs who've been
submerged or swam to shore will be thoroughly miser-
able initally, but should dry off in a matter of hours,
less time if they bother to start a fire or rake efforts at
drving their garments (wringing them dry or spreading
them on rocks).

The water is drinkable, though ir is vagucly bitter
and has an oily aftertaste. Despite this, it is safe. Boiling
it will ¢lear the taste and make it a little more bearable.
There is almost no sign of barnacles other than their
rings upon the rocks of the shore—the priestesses and
the avian scavengers called gharcos have scoured every
nook and cranny of the island for sea-grass, driftwood,
barnacles, and anything edible that might have grown
near the island, or washed up onto the shore. Their far-
dens and traps at the northern side of the island are
covered with nets and cages for capruring drifting
sources of food.




Summoning on the Island

If the PCs have the ability to summaon supernarural aid,
one of the first means of escape from the island would
]ngn:.ﬂii_.' be to Artempt to summon extraplanar aid, in
the form of demons, elementals, or even y_ml.\.
However, such fears are generally bevond the abilities
of typical new or low-level characters. In the unlikely
event that the PCs are able to summon supernatural
allies or seck supernarural means of escaping the island,
the DM can cither automatically have any attempts fail,
or use the following suggestions.

Elementals: These might be imited to merely air, water,
and carth elementals. As none of these beings can tra-
verse the planes, or ar least, carry anyone else through
the planes, they are of little aid here.

Demons: Demons with dimensional travel capabihnies
are very rare, and expensive in terms of experience
points. (The minimum sacrifice for a such a demon s
3,200 experience points—no small amount!) This fea-
ture is reserved for greater demons, and the ability to
summon a demon is a 3rd level spell, only available o

5th or higher-level characters. DMs allowing such char-
acters should consider the option of merely stating that
the summoning fails.

Elemental Lovds, Beast Lovds, Lovds of Law or Chaos, erc.:
The L.ip.!i‘-ilir}.' o invoke or summon one of these
incredibly powerful beings is clearly outside the scope
of most starting characrers, which this scenarto 15 writ-
ten for. The DM who allows characrers these options at
such early levels is clearly running a higher-powered
game than this scenario can easily handle—and might
wish to similarly limit divine appearances, or delay
them for a long enough nme that the P'Cs must do
some things for themselves,

NPC Health and Status

If a particular NPC was killed or mortally wounded,
was omitted from this adventure, or went someplace
specific during the bartle, he or she she nild be moved o
that place (or ignored); do not roll for the characrer’s
starting location on the mble on page 43. See the
descriptions of generic Vilminan pirates on page 21




and generic Pan Tangian slavers on page 28 for their
statistics and some sample names.

This is also a good time to winnow down the sup-
porang cast and even the odds somewhar in the PCs’
favor. The DM can easily have anv of the NPCs
drowned, injured, or unconscious ar their starting loca-
tion. As it stands, there are easily another 1d3 of dead
pirates and/or slavers ar cach locanon, floatng or
washed ashore, as appropriate.

Starting Weapons and Equipment

It's unlikely that anvone managed to hold onto a
weapon during the passage through the plane gare and
the destruction of the Virago. However, beginning with
no weapons can be ditficulr, so arm or disarm charac-
ters according to the following guidelines:

a) If the character had a weapon sheathed and con-
nected to a belt, the weapon is still in hand.

b) If the character had a weapon in hand at the oime of
the plane gare’s creation, a successful Dex check (DC
20) enables him or her to reain it

¢) A character in a place where a weapon mighr con-
ceivably be nearby (the deck of the Virago, for
example), has ready access to a weapon.

Otherwise, ler the characters scavenge weapons from

those scartered on the shore, still on the wreck of the

Virago, or on the bodies of the other pirates and
slavers.

Other equipment should be available ar the DM’s
discretion, with the advice to be lenient, considering
how incapacitating the ininal scene was, When the
characters ger back to the caprain’s chamber and the
strongbox onboard the Virago, they should have all of
their initial weapons and armor returned to them, p]us
sufficient amounts of other loot and equipment.

Starting Locations
for PCs and Cs

ecause of the tumult of the battle onboard the

Virago, and the extreme turmonl of the ship

passing through the plane garte, it is more than
likely that characrers are separated when the Virago
crashes. In the suggested method of passing from that
scene to this, the DM merely needs o “fade ro black,”
then roll some dice for each of the PCs to determine
where they end up (or let them roll for themselves,
with the advice “roll high®). If any PCs have spell
cffects, magic items, or abilities thar simulare the
eftects of luck, add or subtract the appropriate modifi-
er to the d20 roll, to see where fate rakes them. Also,

Character Starting Locations

d2o roll  Hrea
1-2 . . .. Floating on Wreckage (pages 44-45)

3-5 ., .. The Wreck of the Virago (pages 4548) .

6-8 . . .. The Island Spurs (pages 48-50)

9-13. . . . The South Shore (page 50-52) .

14-20 . . . The West Shore (page 52-53)

Others Present

Fisk Woe-Bringer, Geirmund, other pirates
(3), Pan Tangian slavers (2)

. Korune, Linault Brin, Zhedanor, other pirates
(4), Pan Tangian slaver (1)

Gariv Klos, Hasper Dal, other pirates (2), Pan
Tangian slavers (3)

Dierre Blackshores, Horas Hanaa, Osa Dileel,
Scorrush, Vartan Vensk, other pirates (3), Pan
Tangian slaver (1)

Ischune, Omerginroul, Whyss, other pirates
(2), Pan Tangian slavers (2)



if PCs rook some precaution against being thrown

overboard (such as tving themselves to the mast), if

they went below deck, or if they were already thrown
overboard during the battle, they should begin in the
appropriate place on the chart on page 43.

In cach of the areas is a list of the other suggested
NPCs present. This splitting and mixing of groups can
lead to smaller groups of porentially hostile PCs and
NPCs, forcing the PCs to fight or negotiate with the
NIPCs as they try to unite with their own “group.” As
the areas are not far apart (most are within earshot or
visual range of another area), reuniting all of the PCs
shouldn’r take very long.

One ourcome to this means of distributing starting
locations is that if the PCs aren’t in an esrablished
group or adventuring party (or don't know each other
before this advenrure begins), they might not want to
join forces with each other. After being washed ashore,
the pirates are looking for new allics, and they're all
opposed to the Ian Tangians—while some PCs and
NPCs mighr cut a deal with the slavers in hopes of get-
ting off the island alive.

Despite these opportunities for conflicr and role-
playing, the DM isn’t required o separate all of the PCs
(it is a lor of effort to run five separate areas initially).

H Note Hbout
Swimming

It is possible that the requirement for swim-
ming to get from one place to another can
threaten or doom a party of PCs, or at the
very least, keep them apart inconveniently.
This can lead to difficulty running the sce-
nario, or be frustrating to players and DM
alike. If this is a danger, the DM is encour-
aged to allow PCs to Take Ten or Tiventy on
Swim checks. Alternately, the DM can lower
the DC or limit the number of rolls required
to succeed in traveling any distance.
However, it is recommended to require
Swim :hm:ks when fighting in the water, or

Inexperienced DMs, or those who don't like running
large numbers of NPCs, might want o have the PCs
arrive mostly together, and encounter the other groups
without having to go through the hurdle of negoriating
or rejoining somewhere on the island. Having all of the
PCs arrive at the same time and the same place at once
does strerch credulity a bit, so it is recommended that
the PCs be split into two or three small groups and
placed near each other.

floating on Wreckage

Some PCs and NIPCs are up in the unfortunate posi-
ton of floating on some bit of wreckage from the
Virago or something floatable washed off the deck dur-
ing the wreck. NPCs who ended up in this predicament
are Fisk Woe-Bringer, Geirmund, three other pirates,
and two Pan Tangian slavers,

Roll 1d6 and multiply by 100 vards to determine
how close the characrer begins to the shore, Then roll
another d20 for cach of the PCs and NPCs afloat on
wreckage. Characters are only sharing space with each
other on a roll of 11-14 (below). Otherwise, they
might be close enough to be within sight of cach other
(DM’s discretion, but should require a Spot check ar
DC 10 to find others).

Some means of adding even more variety to this
predicament might be to have various NPCs who are
cither on sinking pieces of wreckage, or without any-
thing to floar on, fighting against any player-character
with a safe piece of raft. Fighting while swimming, or
standing on or holding onto a makeshift raft, makes for
highly dramaric and difficult combar. This should call
for Balance checks at DC 20 to remain standing, or
opposed Str checks to keep hold of the floar while an
enemy attempts to scize control of it for his own use,

It the DM doesn’t want to bother rolling for the
fares of all of the NPCs, here’s a quick run-down of
what happens to them if the plaver-characters don’t
intervene:

# Fisk Wie-Bringer: He makes his Swim roll if alone,
and makes it to the south shore (sce pages 50-52)
unharmed, except for the arrow in the shoulder,

* Gevrmnond: The thief begins swimming and makes it
to one of the island spurs (see below), where he
hides tor a while, then swims back to shore stealth-
ilv. He waits until evervone is gone, or when he
thinks it's safe.




* Pirates (3): one begins floanng withour anvthing to
hold onto, and swims for the piece of wood held by
Fisk Woe-bringer. Another pirate drowns immedi-
.i[l.'!:h'. One more i'h.'!_-_im on a |1i|:|._':: of wreckage, but
then swims back to the wreck of the Virago (see
below) and waits there for more survivors, Then it
sinks completely and takes him wirh it

* Pan Tangian Slavers (2): Both fare poorly. One
begins holding onto a piece of wreckage and
drowns trving to swim to shore. The ather ends up
stuck on one of the island spurs, unable to swim
back to shore,

For every 15 minutes characters spend floanng on

they will attract either another tojanada (identical to
the one in the sidebar on page 49), or a flock of 1d2+2
gharcos (see¢ the descniption on pages 51-52 and the

illustranion on page 53).

Cbhe Wreck of the Virago

Her hull shattered, the Virage will never sal agaan. The
prow of the ship was broken open when it struck the
island spurs (see below), and it is beached upon them,
half of the upper port side sheared away, exposing two

levels of the ship to the outside, particularly the former

wreckage or remaining afloat, there 15 a 25% chance

Chbaracters floating on (reckage

Result

. Character is on a segment of hull of a suitable size to keep character afloat. Character can
paddle this float to shore with a single Swim check of DC 5 (DC 10 with a +5 bonus for
having something to floar on). Have the character make a Str check of DC 10 to remain
on or to hold onto the improvised float during this swim. If the character fails, he or she
needs to succeed in a Swim roll (DC 15) to regain a grasp on the float. Ar the DM’s dis-
cretion, the piece of wreckage could be large enough for the character to stand on (Bal-
ance DC 15 or s50).

. As above, bur the character is sharing this section of wreckage with someone else! Fisk
Woe-bringer begins here.

. Character is on a smaller section of hull inadequate to support his or her weight, which will
sink within 1d4 rounds! Once the float has sunk, he or she must immediately succeed in 1d3
Swim checks (DC 10) to gert to the south shore (see pages 50-52) or 1 Swim check (also
DC 10) ro make it as far as one of the island spurs (see pages 48-50).

. After a moment of disorientation, the character realizes that he or she isn’t floating on any-
thing! As with result 15-17, he or she must succeed in Swim checks to make it to an island
spur or the south shore, with the difference being that the character needs to make the rolls
immediately! The PC mighr also be close ro someone else floating on wreckage, and can
react accordingly. Geirmund begins like this.

. Tough luck! The character is caught on a segment of the wrecked shlp—ummcthmg like a

sail, net, or picce of rope, which is sinking quickly! The PC needs to make a successful Dex

check ar DC 10 to avoid gerting dragged underwater. If the roll fails, the character can con-
tinue to roll to get free as long as it’s still possible to hold his or her breath. A character with

5 or more levels in Use Rope or Escape Artist gets a +2 synergy bonus (or +4 if he or she

has both skills). This is an extremely harsh fare to befall a player-character, and if the DM

doesn’t wish to kill an unfortunate PC so early in the adventure, it is recommended that the

DM roll again on this chart, ignoring any rolls of 20.

slave-holding cell and the lowest deck which was
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mostly used for storage during the ship’s merchant/
cargo days. The forward port corner of the deck has
similarly been shattered and collapsed, with the once-
proud figurchead maiden now lost to the hostile
waters of this strange new plane. Nearly a half of one
section of the hull is torn away. The ship is canted ar a
strange angle, the broken mast dangling the torn rem-
nant of the mainsail into the water, where it fans out
across the side of the ship and flartens in the surf, It is
roughly eight hundred vards from shore.

Water has completely flooded the lowest deck, and
covers abour two feer of the floor on the second deck.
Rats from this deck have fled upwards and are found
everywhere on the upper deck now. The ship is current-
ly caught against some of the inner ring of the island
spurs, over half a mile from the south shore of the

island. Though the Virago seems secure, the creaking of
] L

wood and slow breaking of the frame indicare that the
ship will eventually slip free of the rocky projections and
slide beneath the dark water. Fragments of wood, large
and small, float on the water surrounding the Virago,
some of which are inhabited by living and dead com-
batants from the shipboard conflict.

The exact time when the Virago sinks is left to the
DM, and is mainly a dramatic tool. The sinking of the
ship should be used to keep the adventure moving
along and to prevent the PCs from spending an inordi-
nate amount of time searching the vessel, The Virago
should definitely go down before the characters are
through scavenging it.

Inside the ship are some of the pirates who did nor
go on-deck for the slave exchange, along with any PCs
or NPCs who fled below-decks during the skirmish.
The following characters are assumed rto be on the
wreckage of the Virago:

¥* Korune: Frightened and curled into almost cataronic
shock, the madman is in the former slave pen,
artempting to hide near the door. He is unharmed,
but is slightly hysterical and is babbling to himself in
High Melnibonéan. Anyone speaking that language
will recognize ir as a classic love sonnet, about a for-
bidden love between a man of low birth and a
noblewoman. Coaxing him out of his state and get-
ting him to leave the ship will require a check of DC
10 against cither Bluff, Diplomacy, or Intimidarte
(depending on which approach is used).

¥ Linaulr Brin: Holding onto a railing on deck, half-
dazed from the crash, the Imioran blacksmith is

ready to get off the ship as soon as possible, bur if
given the choice, will try to bring Korune along
with him. If there are other player-characters on the
deck, he tries to ally with them and will seize any
opportunity to foil or even kill any unconscious or
incapacirated pirates or slavers. Not normally a vio-
lent or bloodthirsty man, he views the current situ-
ation as desperate imes, and acts accordingly, doing
anything he can ro stay alive and return to his wife
and children.

¥ Zhedanor: Trapped and pinned face down berween a
broken piece of sailing crossbar and the foredeck,
first mate Zhedanor is at half of his normal hit
points (or half those remaining from the combar).
The wooden beam is across his mid-back, with
rough splinters of wood pushed deeply and painful-
ly into his armor and skin. He is bleeding and
groaning, struggling against his predicament and
trving to free himself. His notched and bloodied sea
axe is sunk into the deck a foor or so out of his
reach. It will require a check against Strength with
2 DC 15 1o free him, or he will need a DC 20 o
free himself (as he does not have any leverage).
Zhedanor is tough and nasty enough to know that
mercy is not likely to come from his former prison-
ers, though he will adhere to a truce if he is freed—
at least as long as it rakes him to reunite with his
prate brethren. If he's not freed, and the PCs leave
him trapped, he will curse and shour ar them, vow-
ing revenge.

* Pirates (4); These unforrunate souls were caught in
the lower deck when the ship wrecked, in the large
bunkroom between the two large cargo holds. The
DM can decide if they are alive or dead. If he or she
has no preference, then two of them are uncon-
scious and lying in the water, one of them is trving
to ger into the caprain®s chamber to loot it, and
another is searching the rest of the ship for anyone
hiving. Each of them has taken a small amounr of
damage (d8) from the shipwreck. They are
amenable to the prospects of an alliance, consider-
ing their present situation. See the generic
Vilmirian pirate description on page 21 for their
statistics,

* Pan Tangian Slaver: One of the slavers did not make
it off from the ship back to his own, and is now
sprawled and unconscious on the rear deck of the
Virago. A picce of tangled rope and nerting is
wrapped around his foor, the only reason he is still
on-deck and alive. If awakened, he only speaks a
smattering of the Common Tongue, and is highly




suspicious of any attempts at alllance, Given the
chance, he will attempt to ambush or betray anvone
who trusts ham, even those who have aided him.
See the generic Pan Tangian slaver descripion on
page 28 for his staristics. He has a bele dagger, and
there are a few loose weapons on the deck where he
can get them,

Swimming and Underwater Activity
Swimming out to the ship from the island spurs takes
3 successtul Swim checks at DC 10, and swimming
from the shore takes 4 Swim checks. Swimming in the
underwater portions of the Piage requires a Swim
check ar DC 15, due to the junk floaring in the water,
the darkness, and the pieces of the hull which jur our
and present an obstacle to passage.
Swimming while carrving another
is ar DO 15, Swimming checks
with a makeshift raft or floar are at
DC 5 to 10, depending on the
quality and size of the raft or float,
and how burdened it 1s.

Fighting in the second floor of
the wrecked vessel 1s ar a -2 maodi-
fier to all combatanes due o the
slant of the deck and the rwo feet
of water on the floor, and mighe
require rolls for Balance ever
round or so to avord mpping over
something unseen on the floor
This should be anly called for dur-
ing a combat, to emphasize the
danger, and any creatures or foes
should also have o make similar
checks.

Equipment and Treasure

As mentioned before, almost all of
the PC and NI'C captives’ gear 1s
in Captain  Vensk’s chamber,
thrown into in some wooden bins
and chests he uses for storing such
things. Real valuables such as coin-
pouches, jewelry, and items of
obvious value are in a locked draw-
er bencath his bed, currently

underwater, which requires a
Search check at DC 10 to find, and

an Open Lock check at DC 25 ro pick the lock, or a
Strength check ar DC 15 ro foree it open. Any magical
scrolls or books are placed in a warertight bladder-sack
amongst the other valuables,

Addirionally, the following can be found in the cap-

raln's SIORCroom:

#* Groats, bronzes, silver, and gold coinage in a num-
ber of coin-purses and pouches, in a varety of mints

and denominanons, rotaling 3,900 bronzes.

#* A small sack emblazoned with the sign of the god

Goldar, full of star n|1.1l-.. worth 2,000 bronzes.

* Fine L'llrtt1irhg. male and female, from former cap-

tives, worth at least 400 bronzes.
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#* A sreel flask containing four doses of a Potion of
Cure Light Wounds.

Weapons, armor, and the like are found in the
makeshift armory located in the aft hold, at the rear of
the ship. Characters wishing to get to these will have to
go through the pirates” bunkroom, where some pirates
can be found (alive or dead). Assume that the armory
has a number of spare weapons of mostly poor quality.
There is a large barrel of sling-stones, another bushel of
arrows, and several spears that have broken apart and
are scattered across the floor along with a number of
shields and pieces of armor. Characters should be able
to easily reequip themselves to their former level, and
might find enough superior armor and weaponry for a
shight upgrade, though the pirates do not possess any
heavy armor other than enough to scrounge a single
suit of half-plare.

In the makeshift galley, orange, red, green, and yel-
low fruits float on the surface of the water. A few
hanging baskets of hard-tack and other baked loafs are
tilted at the strange angle of the ship’s resting place,
and much of the food is underwater. Salvageable
items include a few baskets of jerked meat, some hard
rolls (now sodden), wheels of cheese, and many bot-
tles and flasks of wines and brandies, as well as sever-
al casks of ale and beer. Enough food is available to
feed a group of thirty for at least three days, if water
15 rationed.

Threats

Characters who venture to the wrecked hull of the
Virago should find it a nerve-wracking experience. The
most obvious threat is from the pirates and slaver who
are still onboard. To make this part of the adventure
especially harrowing, the DM might call for checks
against Balance, Climb, Scarch, Intuit Direction,
Swim, and Tumble at various junctures, as appropriate,
along with checks against Strength, Dexterity, or per-
haps Constitution to remain underwarer for extended
periods of time. If the DM wants to go for quick scares,
he or she might have a frightened pirate, a corpse, or
even a tojanada (described on page 49), appear sud-
denly below decks in the darkness, requiring Wil
checks to resist fright.

Characters who linger around if they're obviously
not going to free Zhedanor are in for a rude surprise.
In a dramatic show of strength, Zhedanor will Take 20

and force himself free, where he will immediately grab
any available weapon and attempr to avenge himself
upon any who left him to die. If characters are below-
decks, he will wait and try to Move Quietly ro ambush
them when they come up the ladder, or he'll swing
down from the upper deck into the prisoner hold, and
artack with a scream of rage. The other pirates below
deck are equally dangerous. All of them have weapons
available and are prepared to leap into combat if need-
ed. Similarly, the Pan Tangian slaver on the upper deck
is a potential threat. Once he wakes up, he could try to
kill Zhedanor, or the prrates, or could wair to ambush
any player-characters, or he might simply strip off his
armor and trv to swim for shore.

For further threat possibilities, a monster might be
unexpected and horrible, Shortly after the ship sertles,
a tojanada arrives in the vessel's broken hull, drawn
there by the smell of blood in the water. (See page 49
for its statistics.) It might initially enter the ship in the
lower level, or it could go right in through the hole
near the prisoner hold and back to the pirates’
bunkroom, where it detects blood. It is nor a particu-
larly large crearure, and will flee if enough damage is
done 1o it, bur will present some threat. Anyone fight-
ing the Tojanada might find some aid from the pirates
stranded on the ship. If the creature is onboard,
Korune has scen it and might be babbling about
“something is here . . . under the warer.”

For every 15 minutes characters spend on the deck
of the Virggo, there is a 25% chance they will be
attacked by a flock of 1d24-2 gharcos (see the descrip-
tion on pages 51-52 and the illustration on page 53).
These should arrive ar an appropriatcly  hornble
moment, though they will not go below-decks, contenr
to feast on whatever corpses are on the deck.

Che Island Spurs

Just off the southernmost point of the island are a
series of sharp, dagger-like spurs of glossy, jagged
black rock that jut out from the water in a serrated
row, almost like the spine of some fearsome great
stony beast. There are 18 of the spurs, with the small-
est being furthest away from the shore. Some of the
spurs are fairly large, more than twenty feer rall and
nearly six or seven feet across at the base and many of
them are slanted and thick enough to move around on.
The island spurs are surprisingly free of any barnacles
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or lichen, and there is lirtle sea-grass caught on or
around them. Most of them have ar least 10-20" of
height beneath the waves, and are part of a spiked
underwater ridge. The Virago was torn apart on these
spurs, and initially rests speared on them, unul 1t
breaks free and sinks (see pages 45-40).

Note: in this case, the “base” of a spur is the area at sea
level. The true base of a spur is on the ocean floor, and can
be up to six bundred feet wide. In the map on page 40, the
white areas of the spurs are the portions which are at or
above sea level, while the darker areas ave submeryed.

The spurs are quite slick, both from the stone’s sur-
face and from being wet. Moving around on the spurs
with any speed or agility, or fighting on them, necessi-
tates a Balance check ar DC 10 each round. Gerting
from spur to spur will require Climb and Swim checks
as above.

Any characters waking up on these spurs of rock
will be half-submerged in the water, or will be actually
caught by their garments on some ot the sharp pro-
truding spikes of stone. The default NPCs who begin
in this area are Gariv Klos (unconscious), Hasper Dal,
two other pirates (one conscious, one UNCONSCIous ),
and three Pan Tangian slavers (one drowned, one
UNCONSCIONS, ONe COnscious),

on the same spur, roll a d20 for each PC and NPC in

To see if anvone begins

this area—with matching results meaning that charac-
ters begin on the same spur, and the higher the roll, the
closer to shore and the larger the spur.

When characters artempt to make their way back to
shore or to the Virago via these spurs, allow them to
make a single roll, or Take 10 or 20 as required, to sim-
plify marters. Getring onto the island shouldn’t be as
lethal as whar awaits there,

Resembling a bluish-green turtle with a spindle-
shaped shell and a number of extremities protruding
ar odd angles and places, the creature has four pad-
dle-like limbs for locomotion and two clawed fore-
limbs. Its head is wide and flat, with a long vertical
slit for a mouth and an eye on either side. The crea-
ture is roughly three feer in length, and weighs
around 60 pounds. It can retract its limbs and thrust
them our of any different hole to best suir its current
needs. It fights by biting and clawing. Normally,
these creatures are found in the domain of Straasha
or in service to his worshippers, but they can be

found wild in some demon-realms and other planes.

These creatures are described in detail on page
177 of the Dungeons & Dragons Monster Manual.

Tojanada: CR. 3; Juvenile Small Oursider (water); HD
3d8+6; hp 19; Init +1 (Dex); Spd 10 ft., swim 90
ft.; AC 22 (+1 size, +1 Dex, +10 natural); Atk +6
melee (2d6+2, bite), +1 melee (1d4+1, 2 claws);
SA (improved grab, ink cloud); 5Q (all-around
vision, acid and cold immunity, fire and electricity
resistance 20); SV Fort +5, Ref +4, Will +4; Str
14, Dex 13, Con 15, Int 10, Wis 12, Cha 9; Length
3 ft.; weight 60 Ib.

Skills and Feats: Hide +11, Inmuir Direction +7, Listen
+7, Search +6, Spat +9, Blind-Fght,

Special Attacks: Improved Grab (Ex): It must hit with
a bite or claw artack, then automarically does damage
each round the target is held.

Special Qualities; All-Around Vision (Ex): Opponents
do not get a flanking bonus against tojanada. Ink
Cloud (Ex): A 30° black ink cloud, which opponents
must make a Reflex save against at a DC 13 or be
blinded for 1 round.

Possessions: None on body. Its lair is at the southern
end of the rocky spur where the Virmgo lies wrecked,
about 150 vards from the wreck site. 1f characrers are
bloody-minded enough ro seek it out, and manage to
make Swim and Spot rolls at DC 20, they will find a
smiall crevasse in the side of the spur, about 8 yards
underwater, with a number of small gold and silver
items, mostly chosen for their shiny-ness. They are
worth a total of around 11,250 bronzes. The most
notable of these is a large ruby-encrusted pendant,
worth at least 10,000 of that above amount, with the
rest of the value made up in small picces of silver and
gold, some coins and buttons, and other bits which
might be melted down for trade.
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For every 15 minutes characters spend on the island Che Scutb Shore

spurs, there s a 25% chance thev will areract either

another tojanada (identical to the one in the siclebar on The shore is of chalky silver sand, litle more than
page 49), or a flock of 1d2+2 gharcos (see the descrip- mimscule shiny pebbles. It does not smell overmuch
tion on pages 51-52). These creatures are hungry and like the sea, there is lirtle in the way of scaweed, and
fierce, and will attempt to scize and flv away with any- crushed shells and the normal natural detritus s
one foolish enough to remain exposed, almost nonexistent. There is nor a scrap of driftwood

around, other than some fragments from the Virage.

The beach 15 about a mile long. Facing the sea, to the

Random Encounters on the South Shore
M

Below is a chart for random encounters for anyone who returns to the south shore, or goes there for the
first time after the initial “wake-up” scene.

dz2o roll  Encounter Comments
ROt NOBNCOUDMET L 2 ciatiaisiv i s s v No encounter.
7-8 ....Double encounter. . ., ... ... .. Roll twice again and combine encounters. If one

roll is “No Encounter”, there is only one encounter.
If the roll is this resulr again, combine three
encounters,

O=11. ... 12 Pirates. .. ........o0uvennnnn.s Either survivors from the Virago, or stragglers from
onshore, these pirates are looking for others of their
crew. There is a 25% chance they are in the compa-
ny of onc of the “named” characters, or with
Captain Vartan Vensk.

12-14 . .. Group of 1d4 Pan Tangian slavers. . . . These are cither washed overboard and are soaked
and perhaps without real weapons, or they are a
scarch party from Chardros’s Lament, and will
sound a horn when they encounter any trouble, If
so, another group like the first will run up in
1d6+6 rounds. There is a 25% chance either group
is being led by Gariv Klos.

15-16 . . . 1d2 Priestesses of Eequor ... ... . ... Either one or two of the priestesses are seeking the
source of the recent commotion, They are armed.
See their descriptions on pages 74-75. :

17-18 ... Pack of 1d4 gharcos ... ... .. n P A These terrible avian crearures of Chaos are hunting
the fresh mear washed ashore, They will attack any-
one in their sight. See pages 51-52 for a descrip-
tion, and page 53 for an illustration.

i n LRIl e e - He is sneaking around looking for Omerginroul
and avoiding the Pan Tangians,
e T The creature is looking for allies, but will be hiding

and moving stealthily to avoid notice.
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right, characters can see the beach curling out into the
water, and breaking into a sharp series of jutting stone
spikes, which impale the wreck of the Virage. To the
left, the beach continues around a bend. A rocky ridge
of hillocks and short mountains of black-green obsidi-
an separate the beach from the rest of the island, look-

ing painful and awkward to climb. In the middle of

one ridge, a trail appears to be hewn, marked with two
stone lanterns that glow a mysterious pale blue from
within. Up over the mountains, a similar glow illumi-
nates the sky, coming from the barely-visible top of a
building shaped like a lighthouse.

The scene on the south shore is one of misery.
Captives, pirates, and slavers alike lic strewn across the
beach, prone, standing unsteadily, or sitting, ranging
from dead to shaken and alert. PMieces of the Virago rest
on the shore, bobbing in the surt, and slightly offshore,
poking up from the waves.

The NPCs who have ended up in this arca arc as
tollows:

#* Dierre Blackshoves: She has made it to the shore with-
out any difficulty, and is looking for a weapon,
either improvised or washed ashore. If she survives
any inital conflict, Dierre will ally herself with her
fellow captives, or will try to flee down the path.

#* Hotas Hanaa: No swimmer, he swallowed too much
water and is unconscious and in the warter, his face
barely over the level of the water. If no one attempts
to pull him from the tide, he will drown in a minute,
If saved, he will be grareful and will not act against
the person who he owes a life-debt to: however, he
will not berray his fellow pirates, or change alle-
giances.

* (sa Dileel: She was unable to swim to shore, and
drowned, floating facedown in the surf a few vards
from the tide-line. She is ar =3 HPE If someone
immediately pulls her our of the warer and uses the
Heal skill or some magical assistance to raise her HP
to a positive toral, she will survive.

#* Scorrush: The Pikaraydan assassin managed to make
it fairly unscathed to the shore, and is scanning the
waters Jooking for more survivors and trving to sce
the condition of the Virago, His axe, bound to his
wrist by a loop, is slung over his back. He will make
an alliance with anyone who gets the upper hand,
bur will eventually betray anvone who 1sn't a pirate.

#* Vartan Vensk: One-time captain and now without a
ship, Vensk is sitting on the beach near Scorrush,

his head bowed in sorrow and anger. If the player-
characters attempt to speak with him, he will be
surprisingly receptive to an alliance, as there s
nothing to be gained from further bloodshed.

#* Prrares (3): They lie dead along the shore, all
drowned, killed in the battle, or some combination
of both.

¥ Pan Tangian Slaver (1): He remains alive, and is cur-
rently moving away from the rest of those washed
Juhurg—hmdmb down the le ngth of the beach
towards the east. He holds a spear he scavenged
from the shore, and has a dagger sull in its sheath.
His goal is to find his ship, and rejoin his crew as
soon as possible, and will fight to the death if con-
fronted by the pirates or PCs,

Characters might see the need o find some weapons
and arm themselves immediarely. Consult the section
on “Srarting Weapons and Equipment™ (page 43). If
characters want to find imprompru weapons, they can
improvise clubs from driftwood picces of the pirate
ship (1d4 or 1d6, depending on size), or find rocks
suitable for hitting people with (1d2 to 1d4, depend-
ing on size), A spear and several arrows lie on the
beach, having drifted ashore from the wreck, and three
shields (one pirate and two of Pan Tang fashion) are
also available.

The lanterns are of Pan Tang styling, open, low, and
carved of dark gray granite shot through with crimson
streaks. Inside each is a rough chunk of stone sitting in
the groove where a small reservoir of oil once fir. The
rock 1s hand-sized, and weighs a couple of pounds. It
glows with a pale blue light which radiates our to
around 10 feet, and is coal to the touch.

Around five minures after the characrers wake up,
their presence will artract the artention of a small pack
of 1d2+2 winged creatures of Chaos called gharcos.
Characrers will need to make a Listen or Spot check at
DC 15 1o notice the crearures, which drop suddenly
down in ambush with a bizarre wailing screech.
Around four feet long from rail-tip to head, these fly-
ing horrors look like a cross berween a kite, a manta
ray, and a centipede. Their bodies are covered with
segmented armor like a centipede’s, with two vaguely

transparent  manta-shaped wings. The crearures’

undersides are covered in short grasping legs, to pull
food into their maws. Their heads are wedge-shaped
and sport two long rows of eves above an X-shaped
mouth lined with sharp teeth. They immediately drop
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out of the sky and scize a single character, cither the
largest or the most wounded. (See the illustration on
page 53.)

Gharcos: CR 1/2; Small Outsiders (air); HD 1d8; hp 5;
Init 42 (Dex); Spd fly 120 ft. (average maneuverabiliry),
5f. walk; AC 23 (41 size, 42 Dex, +10 natural); Atk
+3 melee (1d4, bire), +1 melee (1d2, 2 rows of grasping
claws); SA (darkvision 60', improved grab); SQ (none);
S5V Forr 43, Ref +4, Will =2; Sir 11, Dex 15, Con 12,
Int 3, Wis 3, Cha 3; Length 4 fi.; weighe 25 [b.

Skills and Feats: Intuir Direction +2, Listen +2, Move
Silently +3, Spot +3. Flvby Artack.

Special Artacks: Improved Grab (Ex): It must hit with a
bite or grasping claw artack, then automatically does

damage each round the target is held.
OGC

Special Qualities: None

The DM might use one of the pirates or slavers as the
gharcos’ initial target, having him or her suddenly swept
up into the sky and artacked in mid-air. This could occur
ar a dramatcally appropriate moment, for example if
the villain had the upper hand on a player-character. The
creatures will artack untl they are seriously wounded

Random €ncounters on the West Shore

Below is a chart for random encounters for anyone who returns to the west shore, or goes there for the

first time after the inital “wake-up” scene.
d2o roll  Encounter
1-6 . ... No encounter

P 1
O R

Comments

No encounter.

P,

HHE > | r’*\\
R ) T T T VA a3
{more than half their ininal HP in damage), untl half
of their number is killed, or unnl they have two caprives
or kills to take back to their lairs and devour. See the full
description on pages 83-84 for more details on these
ghastly crearures.

Che West Shore

This part of the island is separated from the south shore
by only a few hundred vards of r nmigh mountains and
rocky foothills, Ie's possible to hear noise from thar
shore, and vice versa. Characters on this shore will eas-
ily hear the surf and crash of the waves against the
beach from both this and the south shores. The beach,
like the south shore, is covered with the same !wl‘lhh'
sand, though this sand is black and glossy, evenrually
turning nto flat shoals of obsidian to the north that
curves to an inlet. Like the south shore, there s hiide
detritus on the beach, and almost no vegetarion. Some
pieces of the Virago's hull are floating offshore, bur few
picces have washed onto the black pebbly sand.

Facing outward rowards the water, away from the
shore, the right hand side of the shore leads to a darker

7-8 .. .. Double encounter

. 1d2 Pirares

. Group of 1d3+3 Pan Tangian slavers . .
. 1d2 Priestesses of Eequor

Pack of 1d2+2 gharcos. . . .........
. Omerginroul

After the first hour, trear any roll of 1-6 as a group

12-16. The slavers will begin fanning our in small search parties from their ship, and the west shore is

the first place they will go.

Combine the encounters, ignoring any rolls of *No
encounter.” If this result is rolled again, combine all
three encounters, or combine two and have a third
show up after the PCs arrive.

See “The South Shore™ tor details.

See “The South Shore” for details.

See “The South Shore” for details,

See “The South Shore” for details.

Returned and looking for allies, hiding from every
one hostile to it

of Pan Tangian slavers, in addition to the result of




stretch of beach, which goes around a corner, and then
the island apparently continues on the other side of an
inlet or cove. To the lefr, the beach continues and nar-
rows o a ncar |,'lﬂfl|:|'lt1 I'.'['iI'III'I'I'I,I'II'I_L"' In a HL‘l'il:.H lﬂ- erkﬁ.'
spurs that jur our of the water. The jagged low rocky
cliffs and hills separating the two shores are difficulr 1o
climb through, and rr.:quin' rolls of Climb and Innuit
Direction at DC 10 o succeed,
Elsewhere on the beach are the following NPCs:

#* Lichune: She has managed to hold onto her longbow
(though few arrows), is awake and wielding a dag-
ger. She has a few spare strings for her bow in her
belt pouch, and will try to restring it when she has a
chance. Her ideal course of acion would be a truce,
or alliance with her pirate companions, against the
Pan langans.

¥ Winse: The satlor 1s barely conscious, and 15 lving
away some distance down the beach. He hit his
head during the wreck and barely managed 1o
splash ashore. Cunningly, he will listen to what
happens on the shore and throw his lot in with
whoever is stronger.

¥ Pirates (2): One is dead and the other is searching for
a weapon. The survivor is going to try to reunite
with other pirates, cither those on the Firago, on the
rocky spurs, or floating in the warer,

* Pan Tangian SMavers (2): One s unconscious, and
the other is sitting upright near the end of the
beach, nursing wounds raken during the deck fighr.
They'll both try to ger away from the pirates or cap-
tives, until they know the fate of their ship and
CreWmartes.

¥ Omerginronl: The crearure, which brought evervone
here imiially, is I'm,imsz, (Spot check ar DC 10 o
find), and will warch the pl:.l:l.'cr-q.‘h.1r.=||;t+:r.~. from his
hiding place in a cleft of rocks in the rocky hillocks
berween the two shores. If he is going to be discov-
ered, or if any violence is brewing, he will spring
from his hiding place and race across the mountains
as quickly as he can (with a Dex of 22 and the
Maobility and Run feats, he should get awav). It
should be impossible to catch Omerginroul, as the
silume knows the island, and likely has one round of
a head start. He will immediately head to the rocky
hills directly north of the beach, :.im{!_ung the :._T||'|...]r-
cos ar the ancienr warchrower, and will hide our in
the stone foresr, where it is much easier o avoid
people hunring him.
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Che Rochy Pills

Nearly rwelve hundred feet thick ar the widest arca, and
stretching from the southernmost tip of the island 1o
the edge of the chasm that divides it geographically, the
rocky hills divide the west and south shores. They are
made up of the same dark obsidian as the rest of the
island, though more weathered and dull rthan thar
found along the east shore. The hills are barren of any
significant amount of living vegeration, There is dead
grass, and soil in the crevasses of the small mountains,
but for the most part, there is nothing save the weath-
ered black stone. Characters searching might find aban-
doned and dead nests, long since dried, and grass and
roots which once poked our from the cracks of the
mountain, but arc now dead or nearly so. A check
against Knowledge (Nature) ata DC 20 will reveal that
the plants are native to Pan Tang, and thar they have
been dead or dying out for around 30 vears, due 1o lack
of nutrition or direct sunlighr.

Moving through these hills is slow going, and any
characters doing so are reduced to half their movement
rates unless they can make Climb checks ar DCs rang-
ing from 5 to 15, depending on what they’re artempt-
ing. Additionally, the stone surfaces of the mountains
and their proximity makes the area ideal for echoes—
and characters will suffer a -2 to Move Silently checks
due ro the likelihood of their foorfalls echoing.
Additionally, all characters receive a +2 bonus 1o
Listen checks, although an Intuir Direction check at a

DC of 10 is required to properly locate the origin of

any given noise,
Few beings inhabit this area.
inhabit the otherwisc-abandoned wartchtower (sec

The ghun_‘i_:s that

below) only occasionally flv over the area, and are unac-
customed to finding food sources among the low
mountains. For every 15 minutes that PCs are in the
area, the DM should roll a d20; anv result of 13 or more
indicates that a small pack of gharcos (1d4+2 individu-
als) flies overhead. If PCs make a large amount of noise
in the area, either shouting or fighting something, a
same-sized pack of gharcos will flv over to investigate
and seek our any potential food sources.

Che Hbandoned Watchtower

Along the trail leading from the south shore is a light-
house or watchtower, clearly visible from that beach, lit

up with a mysterious blue glow that emanates from the
upper story. Standing stark and sharp against the
storm-rossed sky, this structure was once a warchrower
and lighthouse for the peninsula, and is now aban-
Nearly 70 feet wll, it is
around 25 feet across at the base, narrow and slightly
twisted, with a knobbed upper level covered with
pointed spires and jutting flanges, almost like a thick-
hafted mace. The archirecrure is clearly Pan Tangian, a
fact that even time and ruin cannot disguise. The sub-
stance is of stone not native to the island, being made
of dark gray granite shot through with traces of erim-
son. A check against Knowledge (Geography) ar DC
20 reveals that this tvpe of stone is common to the hills
of Pikarayd. Anyone who has been to the Demon
Island can recognize that these stones have been pro-
fessionally shaped and firted by the insane masons of
fan Tang.

doned by the priestesses.

Gharcos obviously inhabit the tower, as 1d6 of
them circle the roof ar any one ume. In total, there are
abour 20-30 of them (maore or less as the DM requires
to make them threatening, but not horribly oumnum-
bering the PCs). At any one time there will be 1d6+3
present, either flying around their nest on the top floor,
or resting in the nest. While they might not be con-
cerned with characrers at the base of the wartchrower,
they will definitely artack anyone moving up the stair-
well towards their nest on the upper floor.

The tower 15 uninhabited now, save for rats and the
ghastly avian gharcos. Sections of it are crumbled and
fallen, and the floor is littered with rubble and over-
grown with spiky vines that protrude from the bile-
stained stones. The door to the tower is broken open
and has been leaned back in place, though no artempt
has been made to repair it. Inside is an extremely nar-
row space that rurns immediately into a winding stair-
case, nearly 5 feet wide, going up, with only a small
central arca of a few feer across, with an unbearable
stench emanating from it.

The floor is deep in animal droppings and vile
regurgitarion, and anyone who enters the tower’s lower
levels must make a Fortitude save ar DC 5 or be over-
come by the smell and faint. The stench is overbear-
ingly ammniotic, the walls are lined with foul subsrances,
and the floor is covered in bones that have mostly been
caten away by the crearures’ stomach acids. Most of the
bones are human, and some are gharcos bones.




A closed door sits ar ground level in the side of the
starrwell, apparently opening into some hollow area
under the stairwell. The lock is rusted through, making
picking it a task of DC 30. Alternately, breaking down
the door 1s a simple matter of a Strength check at DC 15
The door opens into a curving, long room with a low
cetling that becomes higher on one end. Inside is a rack
containing some weapons (a scimitar, two daggers, two
spears, a bow with a rotted bowstring, and three quivers

of arrows), and a lantern. There is also 2 woman's suit of

Pan Tangian plate armor, in poor condition (armor
bonus +10, max. Dex bonus +0, check penalty -7; see
also page 60 of Dragon Lovids of Melmiboné). An antique
spyglass hanging in a leather sleeve from a wall peg is the
only item of real value (around 3,000 bronzes), though
the sealed cupboards do have some wines, spirits, dishes,
goblets, tableware, and a few mrinkers of some meager
worth. All in all, the whole lot of items could be worth
200 bronzes. A large number of books are on the floor,
soiled and water-swollen, and still others line the shelves,
They are all written in Mabden—some of them religious
works about Eequor, some abour demons or tormure,
while others are pornographic or obscene in nature. All
of the books are in poor condition, and are worthless
except to a collector, who might pay up to 100 bronzes

tor the entire set.

Characters fighting on the excrement-stained steps
of the tower stair are ar a =2 difficulty to all their artack
rolls, and are required o make Balance checks ar DC 10
to avord falling if they are struck in combat.

There is lirtle to the tower, as it is nothing more
than a hollow shell with a winding staircase up to a low
room used as a nest for the gharcos, Sections of the
floor have collapsed, and the open sky is clearly visible
from the interior of the tower.

The upper level of the tower is in ruins, with large
pieces of the floor, walls, and roof fallen away. Dnl}'
three-quarters of the original floor remains, The room
boasts a pylon in the center of the floor, ser with glow-
ing blue stones, as a torch tw guide ships, The rest of
the floor is an elaborate nest made up of twigs, sticks,
and bones. This nest 1s thoroughly coared in gharcos
droppings and regurgitation, as well as fragments of
bone and broken shells. Any intruders on this level are
artacked by the mother, whose cries quickly summon
any other gharcos in the viciniry. She is a larger, more
powerful version of the normal creatures (described on
pages 51-52), with maximum hit points and a +1
bonus to artack and damagye rolls. The nest is filled by
a number of semi-transparent cggs, nearly six inches
long and mostly pill-shaped, inside which pulse
unborn gharcos pupae, moving slightly in the mostly

Random €ncounters near or on the Stone Bridgz

Encounter
No encounter .. ...

. .. Double encounter

Comments
. No encounter

Combine the encounters, ignoring any rolls of “No

encounter.” If this result is rolled again, combine all
three encounters, or combine two and have a third
show up after the PCs arrive. .

See pages 51-52 for information abour these crearures.

Check for remaining pirates, adding any named pirates

if desired. Use the generic Vilmirian pirate stats on
page 21.

A search party from Chardros’s Lament. Use the generic
Pan Tangian slaver stats on page 28.

Spying on the new intruders, and will run into the
stone forest if they appear to be threatened.
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transparent egg-fluid. There are abour ten of these
eggs, which can be destroyed with a single point of
damage cach, or burned. They can also be caren,
though they will not be especially apperizing.

The priestesses never venture to this area, as they
despise the avians. They will only observe ar a distance
while hidden.

Che Chasm and the Stone
Bridge

Dividing the island in its thinnest point is a chasm that
cuts into it from the west and runs nearly the width of
the island. The sides of the chasm are quite steep, with
the deepest parrs nearing 50-60 vards deep. The west
end of the chasm opens into a grotto, and the east
tapers off until it disappears. Ar the widest, the chasm
is about 300 yards across until it opens into the much
wider grorto. The sides of the chasm show the glossy
black obsidian, shor through with veins of crystal and
other unusual stones. Climbing the sides of the chasm
requires a DC 15 rask check.

Near the center of the chasm, in one of the narrow-
er parts, is a stone bridge, around 75 yards in length,
The bridge is made of actual quarried stone, similar to
that of the warchtower. Tt was fashioned by the same
stonemasons, and bears on it stone lanterns on cach
corner post and along the length. Some of these
lanterns are stll present, while others have broken off,
along with small sections of the bridge. These have
weakened the supported areas, so the entire bridge is
now somewhat perilous. If PCs or other characters
cross it in a hurry, the DM should require a Balance
check at DC 10, though anyone can cross the bridge
slowly if they are being careful.

From the center of the bridge, it's possible to see
the entirety of the chasm, including a slightly occluded
view of the sparkling coming from the crystal grotto
(see below). A Spor check of DC 30 (base DC 10, =20
for range), will reveal the sail of the Pan Tangian slave
vessel Chardros’s Lament, anchored in the grotto.

Crossing the bridge should be made to seem threat-
ening and dangerous, with the DM describing stones
crumbling and falling off from under the bridge, echo-
ing throughour the chasm, and gaps appcaring
between stones with a grinding shuffle underneath
characters’ feet.

If anyone weighing over 200 Ibs. crosses the bridge
or waits on it, the DM should roll a d20 each turn to
see if a section of the bridge collapses. The DC for this
15 20, with a +1 per character of this weight or more.
The DM should add another +1 if the characters are
engaging in combar or are especially active.

Unfortunately, this is also a good place for an
ambush, and the Pan Tangians will do so if given the
chance, coming at people on the bridge from both sides
and using bows and thrown rocks to dissuade charac-
ters from charging them.

Che Crystal Grotto

The crystal grotto is set into the west shore of the
island, nearly at its mid-point, and emerges from (or
opens into) the chasm thar splits the island in half. It
is beautiful and unusual, with a bizarre, wide frozen
waterfall of downward-jutting, jagged crystal spears,
almost as if made of perrified water, shining with
starlight and menace. It falls as if coming from the
chasm, and spills into the pool of the grotto, almost a
wall of icicles that go beneath the warer’s surface,




Nearly 50 feer high, the waterfall is around 375 feet upwards into a forest of strangely shaped stone

wide, with openings in several places wide enough to growths.
swim through, or walk into from the sands of the grot- The grotto is rounded and the sands are the same
to. Amazingly, this striking landmark is in fact made black sand of the west beach, though crvstal shards
up of crystallized water, the result of an alchemical have littered the beach and make it glisten strangely in
experiment gone awry. Currently, the blue light emit- the moonlight. It was once a site for worship and con-
ted by some of the features of the island is caughr in templation, though the priestesses use i lirtle now:
the crystal fall and the beach, and almost lights up the Few creatures inhabit the crystal grotto. The ghar-
grotto, sending crazed prism-light across the water, a cos stay away, as they do not find much edible here.
place showing some of the wild and enigmatic beaury The priestesses have given up meditating in this sacred
of Chaos, place, as the former passage to it is difficulr ro get to,
Beneath the waterfall is a cavern mouth thar opens the grotro itself is abour three-quarters of a mile away
into a long runnel leading north, benearth the surface of from the temple, and the lure of meditation has faded
the island. This cavern is the opening into a cavern and considerably over the last three decades of solitude.
catacomb. The former is natural, while the denizens of
the island carved the latter for religious purposes, Chardros’s Lament
Finding the cavern mouth is automatic for anv who The first thing PCs should notice when entering the
think to look behind the warerfall, and can be reached grotto, however, is that Chardros’s Lament s anchored
with a Climb check ar DC 10. Finding it inadvertently here, having limped into the grotto secking shelter from
requires a Spor check against a DC 15, More on the the storm. It has been badly damaged from the fight
cavern can be found in “The Caverns and Catacombs™ with the bartle-barge, with large sections of the hull bro-
(pages 61-68). On the north shore of the grotto is a ken by stones from Melnibonéan catapults. Colorful and
path, unobtrusive but clearly wvisible, which leads cruelly barbed javelins and arrows protrude from the

d2o roll  €ncounter Comments
1-8 . ... 3 Pan Tangian slavers Guarding Chardros’s Lament. They will attack any
intruders immediartely, calling for help as they do so.

. Double Encounter Combine the encounters, ignoring any rolls of *No
encounter.” If this result is rolled again, combine all
three encounters, or combine two and have a third
show up after the PCs arrive.

. Single Pan Tangian slaver . . . . . Relaxing or exploring the grotto, either having
slipped away to forage for wood, or looking around.

» 1d2 escaped or escaping slaves . . . Attempting to sneak away without being noticed,
they will readily ally themselves with any PCs or
pirates who offer them their freedom.

. 1d2 Pirates Spying on the Pan Tangians. They might ally them-
selves with the PCs, depending on how they're treat-
ed. They will instantly join any party that contains
others from the Virago.

I PrICSIRSECE. i e Vi e e v Spying on the Pan Tangians. They will flee if found.
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outer hull. Sections of the deck are scorched, and the
large sail is half-burnt, the mast charred from the com-
bustible payload of the Melnibonéan catapules. The sail’s

emblem of a snarling riger, which menaced the pirates of

the Virago, now consists only of a roaring mouth and
the lower arrows of Chaos.

Three small three-man parrols of Pan Tangian
slaver-warriors are scouting the edges of the grotro. On
the ground of the south shore of the grotto, the bodies
of seven Pan Tangians (or more, if the DM wishes o
lower the number of survivors) are stretched, laid our
as if at rest. Their swords are on their breasts, and their
shields are stuck into the earth ar their feet. They have
been laid out for burning, bur the scavenging parties
haven't found any driftwood. Another less ceremonial
pile has been made of the dead slaves. They rest in a
tangle of limbs, half on the shore and half atloat in the
grotto next to the ship, where they were thrown over
the ships’ rail. There is a racket of pounding and ham-
mering coming from the ship, as the sailors attempt to
fix and re-seal the damaged hull. The rest of the slaves
are cowed and are chained to their benches on the two
rowing levels of the ship, while the Pan Tangian sailors
swarm the ship making repairs. Another Pan Tangian
slaver is overseeing the efforts of two slaves who are
wrestling with a barrel of oil, rolling it down the gang-
plank towards the bodies.

When the PPCs arrive in the area, if they arc able to
observe the boar for a few moments without being
assailed, they will see the following scene transpire:

On the deck of Chardres’s Lament, two groups of

slavers have formed—one of them gathered around one
man in black and vellow studded leather armor, and the
other apparently opposed to him. They are arguing,
loudly, with a number of angry voices raised at once,
speaking in Mabden.

For anvone who can understand Mabden, listening
{Listen at DC 10) will yield the following:

. that's mutiny, no marter what you say!™
. find the creature . .. "

. nor so if Klos is dead.”
“What if be finds Iris way . . . "
“Dammned wizard and Ins pet . . .

. need to find that creature . .

“Stop this new . .. "

. And so on, until the one in black armor shouts the
rest domn,

He says, “I am the second-tu-command, and will com-
mand this vessel now, as our captain is dead. If not so, then
he must be captired and put under arvest. His assoctation
with the sorcerer has resulted tn us betng i this place, and
my ovder 15 that we send out patvols and seek out the blue
creature, and the sorcerer to force it to guide us bome. If we
find Caprain Klos, he will be retwrned in ivons. There is no
avument here! Do this!”

The man in black and vellow is the first mate,
En'trim Sho'oon, who is seizing the opportunity for his
own takeover of Chardress Lament. With the remaining
members of the crew, he 15 trving to find allies, mostly
by casting the blame against Gariv Klos and Hasper
Dal. He orders the search parties to bring their former
captain back alive and in chains if possible (so Sho'oon
can kill him), or ¢lse w kill him themselves,

Sho'oon’s mutiny ultimarely turns bloody as his sup-
porters and those of Gariv Klos come to blows. This
may happen while PCs are cavesdropping on the Pan
Tangians, or it could occur “off camera,” as the dungeon
master sees fit. The DM can decide how many Pan
Tangians are killed in the battle, bur Sho'oon’s faction
should be victorious. (Of course, any PCs nearby when
the fighting breaks our mighr decide to attack the sur-
viving Pan Tangians, and/or try to free the slaves and
enlist their aid against their former masters. )

This is obviously a dangerous place for any plaver-
characters or pirates. Hiding places include the penin-
sula thar extends from the western beach, the rocky hills
along the south edge of the grotto, the stone forest to
the north, or the chasm above the erystal waterfall. Any
intruders must make Hide and Move Silently checks at
DC 10 to avoid being spotted. The Pan Tangians’ skall
levels are Spot +1 and Listen +0.

See pages 22-23 and 33 for a descripnon of
Chardros’s Lament. The DM should decide how many
slavers and slaves remain from the original complement.

Gariv Klos’s chamber onboard 1s lush and opulent,
with an inhabitant sprawled across his bed in a drug-
induced sleep. She is a Vilmirian slave-girl named
Raris who's been broughe along as Klos's personal
servant. Her artmbutes are similar to the Generic
Rowing Slaves, though the DM should switch her Str
and Cha with cach other, Petite and pretry, she has
long red hair and is clad in a shift of pale green silk.
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This fine garment contrasts with the iron chain thar
connects her neck to a ring ser into the ceiling. It
gives her enough slack so that she can sleep on Klos's
bed (which she does often, drugged to pass the time
along). She is 15 vears old, and more than willing to
assist anvone who would help her escape. Gariv Klos
is relatively kind to her, all things considered, while
she fears the torments Sho'oon would inflict upon her
if he becomes caprain.

Rans will tell any intruders that Klos has a small
compartment hidden in the wall where he keeps a small
bag conraining a number of jade lozenges worth a grear
deal of money. She is correct—the small leather sack
contains a dozen flat jade bars, worth a total of 2,000
bronzes, inscribed with ancient runes in the mysterious
and long-forgotten written language of the Olab, They
do not have any mystical significance. Other than the
jade, he has a small pouch conraining Pan Tangian gold
and silver comns worth a total of 5,500 bronzes. His
garments might be worth 200 bronzes to a collector,
but most of his wealth is on him. If it made it back
onto the Pan Tangan ship, the strongbox described in
Part [ 1s locked in a reinforced cupboard, o which Klos
has the only key. The cupboard’s lock requires an Open
Lock check of a DC 30 w successfully pick. In a small
wooden chest on the floor, there are twenty small bot-
tles, each containing a single dose of a healing salve that
restores 1d6 points of damage, though leaving a slight-
Iy discolored scar—this salve is for the slaves’ injuries,
and the scar it leaves itches furiously for several days,
then subsides. Also in the chest are six bottles of cure

light wounds potion (one dose per borttle), for use by
the slavers.

Hasper Dal's chamber on Chardros’s Lament con-
tains a small locked chest holding gold coins worth 600
bronzes, a small folded bundle of parchment for notes,
an mk stone, a quill pen, a small mirror and a personal
grooming set. Additionally, there is a large and expen-
sive wardrobe consisting of several large chests.
Together, the wardrobe and the clothing might be sold
tor 7,000 bronzes, Other items of value here are his
spell-books (concealed in a watertight compartment in
a wardrobe chest, DC 20 to Spot or Scarch tor), and a
couple of small bowl-lamps (a2 small stone with a per-
manent Light spell cast upon it, then affixed to the bot-
tom of a bowl—which is set upright when light is
desired, or upside down if darkness is required).

The crew-quarters contain a large amount of
weapons, armor, and small coin-pouches full of a vari-
cty of personal effects. If the PCs are able to loot the
Pan Tangian slaver crew’s quarters, consider the effects
of cach slaver to be worth d100 in bronze. The DM
should characterize and describe the belongings in
whatever detail or character desired.

Che Stone forests

Mysterious and grotesque, these unusual rock forma-
nons form a semblance of a forest on the island, twist-
cd and spreading across the largest area of the island,
with only a few rrails through it. The stone forest is
another of the manifestations of Chaos on the island,

Random €ncounters in the Stone foreatﬁ

Comments
No encounter
. Lost

Encounter

1d3 Pan Tangian slavers Lost, or searching for Omerginroul

. Searching for the intruders. They are willing to speak
if they are in a position of strength, or they will hide
amongst the tree-growths and demand to know whar
the PCs are doing on the island.

Hiding and seeking allies.

18=19 oin. 1d2 Priestesses . cive v s




though this is less beautiful than the crvstal grotro, and

is in fact vaguely unsettling and sinister. The “trees” in
this forest are of a variety of colors—red, black, or
gray—and are often dully striped. They were planted
long ago by a Pan Tangian sorcerer-artist, from small
seeds which sprouted to full growth in a manner of
minutes, crawling across the landscape, strerching to
the skies above, and looping back downward to the
ground. Formed of a coral-like substance, thev're alrer-
nately rough and shiny and smooth to the touch—and
stretch off in many directions, creating an extensive

maze full of treacherous I1id1'11g-}1|.m:~..

Many of them have spines that will do a single hir

point of damage if they are fallen onto. They are also

somewhat unstable, finding little narural purchase in
the obsidian the island is made of, and fallen tree-
growths are found evervwhere, A Strength check ar DC
20 1s sufficient to push one over, and a falling tree will
do 1da6 ™ nnts Ll.il]'hl!_tf if it hirs someone (consider it an
unarmed attack ). Addicionally, the trec-growths can be
destroved, bur shatter when broken, sending splinters
and shards exploding across a small area (1d2 poines
damage if unarmored).

If someone has straved from the paths, he or she is
likely to ger lost. Finding one’s way i the stone forests
requires several successtul uses of the Intuir Direction
skill (the DM should decide, bur 3 successes seems rea-
sonable). One attempt can be made every two min-
utes. Failing the roll means that the
character has become lost or disori-
ented and must retrace his or her
steps, Use a roll of Int or another
Intuit  Direction 1o succeed.
Alternately, a PC can simply Take
10 and retrace his or her steps with-
out incident

Due o the long shadows and
twisiing forms of the strange stone
forest, the place is a nightmare for
those who would pass through it
and be aware, Anvone attempring
to ambush another in the stone for-
est 1s at a significant advantage,
gaming a +2 to any appropriate
checks (Move Silently, Hide, etc.)
to determine his or her porennial for
SUrprise.

The gharcos never come into
this area, as they dislike the smell of
the tree-growths,

Che €astern:
Cliffside

Sheer and jagged, this section of
the island appears as if a larger sec-
non of this island was sheared off
trom a larger chunk of land. This is
in face true. There is very little of
interest to this part of the island,
just an incredibly sheer cliff side,



miles long, exposing glossy black obsidian and basalt.
If the PCs spend much rime here, they wall attrace the
arrention of the gharcos. The DM should roll a d20
for every ten minutes the PCs are on the castern cliff-
side. If the resule 1s 11-20, then 1d4 gharcos flv from
their tower to attack the characters, ambushing them
from above.

Che Nortb Island Slopes

Large, sprawling, and bleak, this arca consists of some
slupﬂi flatlands divided up o a series of small fields,
most of which have withered and been neglecred
decades ago. The priestesses use a small part of this area
as a garden, as they do not need the immense amounr
of sustenance once required for the temple and the
associated town. Once much larger, it 15 now full of
empty and fallow fields, fallen to ruin. Only small sec-
tions of a few of the gardens closest to the [;_':11!111; are
still being tended, barcly enough to produce tood for

the priestesses.

Che Cavern and Catacombs

In the grorto, behind the crvstal warerfall is a small, dark
entrance to a serics of caverns bencath the sland.
Narural and rwisted, the caverns go into the very bow-
els of the sland. The cavern strerches and winds bencath
the island’s surface, rising and falling in level, with walls
of black obsidian, floor covered with a combinanon of
the black pebbly sand of the west shore, and the silvery
gray sand from the south shore. The series of caverns

are very narrow, around 6" wide in me:-;_ n,lrrn'.\"mg 4]

a mere 2' wide in the narrowest arcas.

The caverns are the only part of the island the priest-
esses and the gharcos have nor scoured for anvthing edi-
ble. As the grotto 15 sometimes submerged during high
tide, sections of the cavern are covered in small, ancient
barnacles and sea-slime. The uneven cavern floor ranges
from dryness to areas thar are complerely submerged,
with those watery pools full of tiny sea-cre

arures and
plant-life, none of it threatening,

This expanse of natural mnnels goes beneath the
city and the temple, where 1t becomes more ordered,
hewn into regular shapes, with mostly-level walls and
floors. This area was discovered and mined by the orig-
inal builders of the Temple of Eequor, urned into a
series of catacombs in which they could bury their ven-
erated dead. Some of these dead were enchanted to
become undead guardians of the catacombs, to prevent
invaders from breaching the h:mpl;' from the mnnels
beneath, Since then, many of the undead have been
destroved, washed out to sea, or ﬁimpl}' roted into
nonexistence, bur there are sall a fow acove, J.](mg with
some natural creatures who have made their home in
the natural cavern part of the underground tunnel
complex.

When describing the area to 'Cs, the DM should
f:J'tlp|'|.hi?.L‘ the difference in environment. The caverns
have floors of scalloped and rough stone, full of many
small rises and pools. The cavern walls are uneven,
slanted ar awkward angles—and sometimes projections
from the ceiling make it difficult to stand fullv uprighe,
while in other parts, the roof expands to nearly 20 in

X
Random €ncounters in the Em-tb Island Slagea

d2o roll Encounter Comments
1-6 No encounter

7-10 1d2 Escaped Slaves

No encounter

On the run from the slavers of Chardyos’s Lament,
hiding in the hillocks and ditches of the fields.
11-14 Looking for escaped slaves and exploring the island.
15-18

19-20

Patrol of 3 Pan Tangian Slavers
Roll 1d6 to determine which isfare encountered.

An exploratory party from the Melnibonéan
barttle-barge Tempest (see pages 75-77 for details).

1d2 Priestesses of Eequor
1d4+2 Melnibonéan Marines
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height. Rock formations protrude from the floors and size of the party is significantly larger, the DM should

the “'EI.]IN.' I'I'.I.'lki.]'l.g TINWiI]g diﬁu‘LllL and movement double or even tnpl;: the number of undead o the cat-
somewhat of a challenge. The caracombs, 1n contrase, searalbs and caveras.
are well chiseled from the same stone, with sharp edges

and flar planes, made as regular as possible. The archi-

tecture is clearly Pan Tangian, and for those who would Cave A

recognize 5o, it is clear thar the caracombs are a crypt, Just outside, the floor dips and is full of water, making

full of reliquaries and the remnants of the dead. this small cave half flooded, with the water level 3' deep
Furthermore, the arcas of the catacombs (and not ar the lowest point. The sandy floor of this section of

the caverns) are it with metal brackers filled with the

the tunnels 15 ‘i'l;‘ll::l_'l-i.lt.'l.l with the bright and multcolored
strange gh :lwing blue rock as aboveground in the stone

X : e e pearlescent shells and bones of the small crearures that
lanterns. The light-sources are iron brackets spiked into

the wall, filled with a few larger stones. The stones do
not give off any heat, but merely provide a disquieting

have died nearbv. Right at the juncture of the cave and

the passage outside, is the lair of a small, dark-skinned

luminance of blue light squid, squat in its tidal pool, cantent in its solitude. The
Following is a list of encounters. Note that these water of the pool has been recently disturbed, with

encounters are geared towards a party of 48 first level some sand still floating in the water, and a combination

characters, with a few NIPCs on hand. If the level or of blood and blackness making it impenetrable.

Random Encounters in the Underwater Caves

Comments
No encounter
Combine the encounters, ignoring any rolls of “No
encounter.” If this result is rolled again, combine all
three encounters, or combine two and have a third
show up after the PCs arrive.
1d2 Escaped Slave(s) Escaped from Chardros’s Lament, hiding from anyone.
1d2 Pirate(s) Hiding out from the Pan Tangian slavers, or
exploring.

3 Pan Tangian Slavers Searching the caverns for escaped slaves or pirates.

Tojanada From “Cave E” pages 63-64; sce page 49 for a
description. There is only one of these, so if it is
encountered, it might not be in Cave F aﬁ::nv_ards,
Animated skeletons from the temple dead. See
“Throne Chamber” on page 64 for description.

. A more powerful animated dead from the temple.

See “Antechamber™ on page 66 for description. It is
unique, so if it is encountered, it might not be in the
antechamber afterwards.

. . Seeking a way into the temple to free his mate
Liramayn.




A check of Spot at DC 20 1s required to see the

squid. Its underside is a fairly shocking pink, while the

upper areas of the squid’s skin are mortled gray and

black. It's a medium specimen, 20' from tip to tentacle
tip, and is not overtly hostile.

Squid: CR 1; Animal; HD 3d8; hp 13; Init +3 (Dex);
Spd: Swim 60 ft.; AC 16 (+3 Dex, +3 natural); Atk +4
melee tentacles x10 (0 damage), bire -1 melee (1do+1);
SA (Improved Grab); SQ (Ink Cloud, Jer); 5V Fort +3,
Ref +6, Will +2; Str 14, Dex 17, Con 11, Int 1, Wis
12, Cha 2.

Skills and Feats: Listen +7, Spor +7.

Special Attacks: Improved Grab (Ex).

Special Qualities: Ink Cloud, Jet. (See pages 202-203 of

the Mansser Manual)

If artacked, it will do all it can to avoid combar,
retreating into the cave itself. Scarching the cavern
yields nothing of value—the only items present are
some broken pieces of ship wood, some human and

gharcos bones, and a broken and rusted sRanqlangiani e

shield with the leather straps rotred off and the wood-
en slats similarly decomposed and useless.

Cave B

More a cul-de-sac or dead end, rthis cavern is also
empty, though the body of a male escaped slave (rall
and blond haired) from Chardros’s Lament lies face-
down, body hacked in several places, dead only a few
minutes. A Spot roll at DC 20 will reveal that the slave
was killed near the squid pool, and most likely crawled
through it and down this passageway to dic. He has
nothing of value on his person. Some picces of wood
and a few tny glowing sea-creatures are the only other
things of note in this area.

Cave C

Mostly empry; this section of the caverns is the lowest,

with the roof near the entrance being less than three
feer high, making anyone entering it either crawl or
squat uncomfortably. This area is full of bny lirtle
bluish soft-shell crabs nearly an inch across, and a thick
coat of barnacles, in multiple layers. There are several
small pools of water in this area, and some seaweed and
algae, burt nothing of value.

Cave D

The largest chamber in the caverns, this arca has a roof
that soars to a magnificent height of around 20/, and
fearures a large tidal pool in the corner. Like the previ-
ous cavern, there is little of worth here, save for the
shells of many dead sea-crearures, barnacles, crabs, and
other mollusks. There 15 a large pool, which s fairly
shallow, the water almost crystal clear, displaying a thin
layer of shells and detrirus. If the characters choose to
search thoroughly, in the sandy floor they might find
(Search at DC 15 for each of these) one or more of the
following: a small rotred pouch containing some rust-
ed picces of dagger hilts and a whetstone, a night
leather boot suff with warer damage, and a bluish-
stained skull which has been carven scrimshaw-style
with a number of disquicting patterns and symbols
(these have no meaning).

Cave E

The passageway to this cave rises and narrows consider-
ably, making it difficult to squeeze into. PCs wanting to
mnvestigate this are forced to go one-by-one, and will
have o crouch occasionally as they venture up the slope
to the small cavern which has been undisturbed by even
the waves, No barnacles or sea-creatures have made it
up the steep slope. Alas, it is another dead cul-de-sac
similar to Cave B (see carlier this page), with little to
find but some small wooden dolls. They and their
clothes have rotted, bur they clearly depict Pan Tangian
women and children. Small stacks of rocks are indicanive
of small houses, benches, and rables. PCs mighr Spor
(DC 20) some small carvings on the wall, which, upon
examination, arc obviously the carvings of children
(from the heyday of the emple), and show several
women around a stvlized founmin of flame with a
woman's face represented in the midst of the flame.

If the PCs have squeezed up to.this small area (and
likely been disappointed ar finding nothing), it is rec-
ommended to startde them with a random encounter
from the chart above, with the creature having moved
into the area while they were exploring the high narrow
cavern,

Cave F

This whole cavern is a long and arduous climb to reach,
as the way is blocked by large rocks which must each be
scaled, m.iut:w,i.:d past, or crawled under, and the floor is
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covered in mud, making it a thoroughly disagreeable
effort to get to the end cavern. Near the end, the cav-
ern floor dips and the arca becomes a large pool, which
opens into a larger cavern, with a high ceiling and five
feet of water on the floor.

This area is home to a tojanada, identical to the one
described on page 49.

It is lurking beneath the waves, and has a small
alcove at the rear of the cavern in which it has a small

pile of what it regards as treasure, mostly gilt picces of

Pan Tangian armor and weapons, and the ornaments
which once adorned the warriors who bore them, This
mass of junk is shot through with the occasional stripe
of silver or gold from the ornamental edges of the
weapons and armor, which have long since rusted.
Several bones, ranging from skulls, ribs, and finger-
bones are also tangled in the mass, The whole mass
weighs nearly 100 pounds, and if it were recovered,
picked through, and the valuable elements sorted out,
it would yield a small tangle of gold and silver, some
weapon ornaments, rings, and a few pieces of precious
metal chains worth abour 500 bronzes,

Skull Chamber

This section marks the first of those in the under-
ground tunnel complex that were carved and formed
by the architects of the temple. It is lit with the iron
brackets conraining glowing blue stones. This small
chamber conrains a bracket of eight foot-wide creches
on either side, which have been bleached with whire, to
better display their contents. Each contains a small
stone pedestal with a skull sitting upon it. These skulls
have been flensed and decorated in a manner similar to
the skull in Cave D (see page 63), the very bone stained
a curious and almost bright and uniform bluish black.
Some of them have etchings approximating skull rat-
toos, marking them as Pan Tangian women’s skulls,
The wvnusual coloration is from the phenomena
described in the “Fount Chamber™ section on pages
67-68. The skulls are worthless, unless perhaps sold o
collectors of unusual curios.

Throne Chamber

Outside the room, the DM should allow the PCs o
make a Scent/Taste check ar DC 15. If the PCs succeed,
they smell smoke, as if from a torch or burning cloth.

This room has a large, high obsidian throne in the
center, carven from the floor stones themselves, and ser
with plates of blue jade and turquoise in silver frames.
Tiwvo large braziers in cach corner of the room are full
of the glowing blue stones. Near the foor of the throne
1s a dead pirate, hacked horribly, with a short-sword
still in his hand. Upon the throne is a mummified
corpse, almost a skeleton, of a priestess of Chaos or
some noblewoman, as can be deduced from her gar-
ments. The mummy is bearing a staff across the arms
of the throne, and does not seem to be capable of
movement. Scated in four low chairs carven into the
base of the throne, facing cach direction are bluish
skeletons in old and rusted armor, with long scimirtars
held upright, the points berween their feet and their
hands upon the hilts, with their heads bowed.

Any I'Cs who enter the chamber have around rwen-
v seconds before the skeletons awaken and arise to
defend their mistress, a priestess set to watch over this
entrance to the catacombs. They will suddenly risc,
with bluish light shining from their eves, and will begin
attacking any trespassers. The pricstess is not animate,
and remains on the throne,

Medium-Size Skelerons (4): CR 1/3; Undead: HD 1d12:
hp 6; Init +5 (+1 Dex, +4 Improved Initiative); Spd:
Walk 30 ft.; AC 15 (+1 Dex, +2 narural, +2 rusty
breastplate); Atk +0 melee scimitars (1d6 damage); 5Q
{(Undead, Immunities); SV Forr +0, Ref +1, Will +2:

Str 10, Dex 12, Con 0, Int 0, Wis 10, Cha 11,

Skills and Feats: Improved Initiative.

Nore that there are four other skeletons like these
patrolling the catacombs and caverns, so even if others
are encountered, the four throne guardians will be
present,

The walls of the chamber are also decorated in a
manner similar to the throne, with panels of blue jade,
turquoise, and silver inlay. Though it would take a
considerable amount of effort, the amount of wealth
that could be gleaned from the room is immense,
worth ar least 10,000 bronzes. Unfortunately, the
weight of the silver and precious stones weigh nearly
1,200 pounds, with the panels weighing around 18
pounds apiece. The priestess’ seeprer is actually a mag-
ical rod of enemy detecrion (sce page 197 of the
Dungeon Master’s Guide ),

The dead pirate is bare-chested, with a short-
sword, dagger, and a pouch containing 115 bronzes,




CAVERNS 4ND
Caracomss

)
r 1‘

’lrf ;
SARCOPHAGUS

5 i

LANTERNS
ANTECHAMBER

THRONE
CHAMBER

SKULL
CHAMBER

ENTRANCE
FROM
GROTTO




flint and steel, and a small pocket mirror and tiny
vory moustache comb. He has a makeshift shirt-
wrapped torch thar has burnt out. He has been dead
nearly a half-hour.

Tomb A

This section is clearly a mausoleum, which was used for
the entombment of the priestesses in specially prepared
creches. The entombed priestesses are ser, standing, into
alcoves, and arc clad in garments of metal and set with
jewels, and they still bear ornaments and accoutrements
of power and authority, such as staffs, miters, and other
symbols of their sancufied role as honored dead. Beside
them in smaller shelves and on ledges are the skulls and
bones of their family-members and consorts, decorated
with similar jewels.

If PCs are in a plundering mood, the wealth here is
considerable, though warnings carven along the walls
and door-frames  in runic Mabden and Low
Melnibonéan threaten horrible death ar the hands of
the goddess Eequor’s servants should rhese remains be
disturbed. This might be true. The overall weighre and
worth of this throne room is vast, nearly a million
bronzes if it can be all recovered, weighing in the thou-
sands of pounds. The DM is left up to the exact nature
and worth of individual pieces of grave treasure, which
can be drawn from the description in the paragraph
above. None of the items are magical.

The flipside to this unimaginable bounty is thar the
weight and nature of the riches in this chamber prevent
casy looting, and the nature of the relics (Pan Tangian
burial paraphernalia) makes buyers few and far
between. Furthermore, few merchants will be willing
to risk the attention that re-selling this merchandise
will provoke. DMs should allow characters to attempt
to take as much as they want from this arca—though
disturbing the grave goods will attrace the artention of
all of the skeletons in the area (there are eight toral—
four patrolling and four in the throne-chamber), and
enrage the priestesses and the slavers. Attempring o
sell these items in the Young Kingdoms will have dras-
tic and immediate consequences—ranging  from
unscrupulous merchanes contacting the Pan Tangians
and alerting them to the PCs, to Dharijoran Eequor
cultists on the trail of the grave-robbing PCs. This will
happen if any items are sold in any intact form—the

DM should define the worth of any partial items (i.ec.,
melted down, or jewels prized from their fittings).

Antechamber

This chamber serves as the entrance to another larger
room full of the sarcophagi of the priestesses and cham-
pions of Eequor. The ceiling is high and domed with a
stylized painting of the Chaos goddess Eequor, and
walls have been carven and painted with a number of
tableaus, though the thing that PCs will notice first is a
large humanoid figure with its back rurned, hands
stroking the raised surfaces of the murals, as if trying to
understand them. The paint of the murals has nearly
been rubbed clear in some areas.

As soon as anyone enters the chambers or makes a
suthicient amount of noise, the ereature will turn and
reveal its nature as a female zombic, raller and stronger
than even a large man. It has been claborately painted
and tattooed in the manner of the Pan Tangian women,
and is extremely rall and strong in appearance, with
long arms woven in silvery wire. The zombie wears a
sleeveless robe of colored beads woven on wire and
cloth that has nearly rotted away. As it moves, it sheds
beads, and the floor of the chamber is covered with
them, though they do not impede movement or bal-
ance. The zombie will fight to the death, and uses the
walls of the antechamber to her advanrage, slaimming
characters against the wall or lifting them off their feet
and hirting them against the ceiling, or even thre wing
them into each other. Combat with this creature in a
confined space should be intense and brutal.

Zombie Guardian: CR |; Undead; HD 4d12+3; hp 29;
Init 1 (-1 Dex); Spd: Walk 40 ft; AC 11 (-1 Size, -1
Dex, +3 natural); Atk +4 melee Slam (1d8+4 dam-
age); 5Q (Undead, Partial Actions Only); SV Forr +1,
Bef +0, Will +4; Str 17, Dex 8, Con 0, Int 0, Wis 10,

Cha 1.

Skills and Feats: Toughness,

Tomb B

The zombie was guarding a long room full of sar-
cophagi, set into créches in the wall. The large stone
coffins are not especially valuable, though they are car-
ven of imported gray stone. Inside are the wrapped
mummies of many dead consorts of the Pan Tangian
priestesses—their husbands and lovers, buried plainly,
without any grave goods of worth, There are four




recessed sarcophagus creches, and three freestanding
sarcophagi. The recessed sarcophagi are nghtly firted
into their créches, and the coffins are immensely heavy,
taking a Strength check with a DC 30 ro pull from their
resting places, with lids requiring Strength checks at
DC 15 tw remove. The freestanding ones are a little
heavier, with Strength checks of DC 20 to remove the
lids. Inside, however, no treasure is to be found.

Fount Chamber

PCs will see a bright blue light shining down the hall-
way from this chamber. The reason for this is apparent
when :h:;}' enter the arca—the catacombs end in a large
circular arena beneath the ground, with a central fount
filled with bright blue flame. This light apparently goes
through a hole in the ceiling and burns brightly above-

ground in the central courtvard of the city. The floor of

the chamber 15 filled with bones, some of which are
white, some blackened, and some which are even glow-
ing with the blue radiance common to the area. Any
characrers with a Knowledge (Religion) skill will auto-
matically recognize the fountain as a sacnificial fount,

though the amount of sacrificoing is outstanding, even
by Pan l:].!'lgi.ll': standards,

Eight empry sarcophagi creches radiate from the
central hub, and cach of them is also filled with bones,
The skeletal remains are ennrely human, and have been
scattered from the center, as if an immense number of
bodies were thrown into the pir at once. Inside the cen-
ter of the fire, it 1s obvious that the flames are burning
around an immense pyre of skelerons, the fount com-
pletely full and running over the edges with detached
bones, The bones contain no valuables or even show
any signs of being clothed when they were disposed of
in this fountain, The bones inside the fire are black-
ened, though they have in fact ossified and some of
them have partially become black stone, while others
ar¢ bluish stone, or even morded combinanons of
glowing bluc and black stone. If separated from the
fire, they will shortly be safe to handle.

The blue fire irself, however, 1s actually quite cold at
a distance, and deadly ar close range. Touching it for
even a second causes intense pain, blackening the skin

r.1]*idh' (1d4 damage per two seconds of contact). If a




P'C takes more than five points of damage from the fire,
it chars through to the bone, which then rakes on a
bluish radiance,

The northernmost of the empty sarcophagus slots
has a concealed door ar the rear. Characters who are
searching the créches will need to make a Search or
Spot check at a DC 20 to see the door, which has been
cunningly concealed to march the stone of the walls of
the chamber, The lock thar keeps it secure has a DC 25
to i‘r'u:k, or the door can be forced with a DC 35
Strength check. This leads to a small spiral staircase,
wide enough only for one person at a nme, which leads
into a side chamber of the main temple hall (see “The
Temple of Ecquor,” pages 69-71, for derails).

If PCs make an undue amounrt of noise in this cham-
ber, they will undoubredly artract the attention of some
or all of the priestesses, who will first attempr to parley
with them from the safery of the edge of the pir. If char-
acters are clearly laden with the spoils of grave-robbing,
or have obviously slain all of the undead guardians, the
priestesses will be less willing to bargain, and might use
the opportunity to attack the characters with thrown
rocks, javelins, and sling stones, from a vantage point of
relative safery. In this case, the priestesses have 3/4 cover
against artacks directed ar them,
endanger themselves more than necessary:

and thev will not

Depending on the DM’s whim, the PCs might
arrive in the fountain chamber to find a group of grin-
ning Pan Tangian slavers, with one or two captive
priestesses, ready to throw the women into their own
sacrificial flames. Characters might engage the slavers
themselves, or be heroic and rescue the priestesses and
see if an alliance can be made,

[DMs with a flair for highly dramanc (ver ludicrous-
Iy improbable) timing, might have already introduced
Omerginroul and Liramayn's plight, and could have
PCs arrive in the fountain chamber just as the priest-
esses enact their rirual using Liramayn as a sacrifice.
Read pages 78-79 for details on this, and assume that
the PCs arrive just as the ritual compleres and Liramayn
is abour ro be hurled into the fount. Will they rescue the
creature in tme?

Che Ruined City

artly surrounding the I:l.:m]nlg: of E-',L'qunr, the
rumed city 1s a desolate and empry place. The
architecture is twisted, dilapidated, with high
towers featuring unusually shaped windows and door-
ways, most of which are fallen or crumbling, with

Random Encounters in the Ruined CiIZ

Comments
No encounter

Encounter

Combine the encounters, ignoring any rolls of “No
encounter.” If this result is rolled again, combine all
three encounters, or combine two and have a third
show up after the PCs arrive. :

Lk Bivates i el e iaare e i Looking around for fellow pirates, and secking loot.

Patrol of 3 Pan Tangian Slavers . . Looking for escaped slaves, and exploring the island.

. 1d2 Priestesses ... ..., ... Moving secretly to assess the threat to their

commumnity.
Omerginroul

Named NPC

Scouting for some sign of how to free Liramayn.

One of the following: Vartan Vensk, Scorrush,
Ischune, Fisk Woe- bringer, Horas Ba'arr Hanaa,
Gariv Klos, or Hasper Dal.




wide holes open to the skv and the
streets, The streers are full of rub
ble, and look blasted by a massive
carthquake or war, which destroyed
most of the bulldings and homes. A
map of the area would be useless, as
it is merely a large landslide of a for-
mer city, with perhaps fifty or so
small homes and narrow towers,
few in any habitable condition, and
fewer still with all their original
walls intact, (See the illustration on
page 67.)

Only scavengers spend any oime
in the ciry, as the majority of it is in
rubble and has fallen. At any point
in the city, it is possible to see across
the entire expanse of the city. The
city revolves around the large cen-
tral fount in the circular rown
courtyard, the center of which is the
sacrificial fount of flame, a bhush
pyre burming from a fount below
the central courtyard of the remple
and city.

Items left in the homes are small
objects such as clothes, houschold
items, minor magic items, objects
d'art, and books and scrolls. There is
little of value left, as the priestesses
have scavenged most of it for their
own purposcs, and all of the wealth
of the island is found in their temple
or in the catacombs beneath the cin
However, the priestesses did not completely clean the
place out, and the DM might wish to reward successtul
Search rolls with some items of value. Page 172 of the
Duengeon Masters Guide has a table for random art
objects thar could be found in the ary.

As the city and temple are the obvious centers of the
island’s population, every five minures the ICs are in
the arca, the DM should roll for a random encounter
from the table on page 68.

Che Temple of Eequor

Once grand and now sadly ruined, the temple snll
dominates the island, with the wide fagade mostly

standing unharmed, and lir brightly from the blue sac-

rificial pyre thar burns before it. The temple is made of
white and black stone, some from the sland and the
rest brought from the quarries of Dharijor. The outside
of the temple has an irregular, almost organic, appear-
ance; the priestesses of Eequor used the power of
Chaos to sculpr it into its present form. At the front of
the temple is a pair of immense doors, double the
height of a human, Above these doors s an oval-
shaped window, and ar the temple’s top is a cluster of
tower spires, many of them broken. The doors are

unlocked, though a bir heavy, and creak loudly when

opened, (See the illustration above, )




Inside the temple is an immense octagonal-shaped
worship room, with large mosaics done in various
shades of blue and black and white stone tiles, depict-
ing the worship of Eequor, the flight from Pan Tang,
and various illustrations of Eequor’s majesty and glory.
These are falling apart, and tiles are stacked in neat lit-
te piles sorted by color next to each mosaic.

A massive statue of a humanoid female is set into the
wall of the temple’s central hall, facing the doors, It is
clearly a representation of the Chaos goddess Eequor in
one of her more horrific, though strangely beautiful,
depictions. She is clad in a robe with the border made
up of triangular scales. Her body is lush and sensual,
and her pose is both majestic and vaguely erotic and
beckoning, The statue’s carven head is elongarted,
almost like that of an eel, with the back of it consisting
of a number of spiked tendrils that curl back and hang
down from her shoulders. Eequor’s face is streamlined
and has a wide mourh of needle-sharp teeth, with only
dark slits in several places for eves. Her arms end in
crab-like claws, which cross her body demurely near her
stomach and up at her shoulder. Other tendrils like
those from the back of her head project from the mid-
dle of her back, fanning out to create a grotesquely pea-
cock-like fan. Her feet are normal, almost dainty, bur
they have the same elongated roes as Omerginroul, (See
the illustration on this page.)

Either side of the immense statue of Eequor boasts
an alcove sculpred into the wall, and in each alcove is
a silvered cage. One of them is empty, and in the other
sits a creature much like Omerginroul. This is
Liramayn, Omerginroul’s mare.

Iwo wings project from the central hall of the tem-
ple, leading to the remainder of the temple’s rooms. The
rest of the temple is meager—to the righr side are a small
library, a kitchen and dining chamber, a bathing cham-
ber, and a small store-room with several weapons (staffs,
slings and stones, short swords, scimitars, daggers,
shields of various sizes, some leather and plate armor,
helmets, etc, ). To the left side are the personal chambers
of the seven priestesses, with one room cmpty save for
rough furniture. Each priestess’s chamber contains
berween 1,000 and 10,000 bronzes in wealth, ranging
from ornamentation, jewelry, currency, and other objects
of art. The DM should consult the description of each of
the priestesses for suggestions on how their chambers
will be decorated and appointed. The priestesses will not
take kindly to any ransacking of their quarters. The




library has a wealth of scrolls and books, assuming a
merchant is interested in the history and precepts of the
Church of Eequor. It also has a large desk with the tols
and para[‘lhrrnnliﬂ. of a scnbe, used to create scrolls and
sacred rexrs. A small podium in the library contains the
large journal of the priestess’ sojourn on the island. As
one might imagine, the past few decades have been fair-
lv uneventful and withour much news or change.

Any PCs who are in the temple are almost cerrain to
encounter one or more of the priestesses. Every five
minutes, the DM should roll a 420, If the roll is over 5,
a pri::&t{:v-i 15 encountered (roll dé or choose trom the
entire list of priestesses), and if the roll is 10 or more,
wWo priuutuxh‘::h are encountered. If the roll is a 20, the
DM should have three priestesses find the PCs.

There is no map of the temple in this book, as the

h:mph: lavour is fairly simple.

Che Priestesses of €cquor

I-‘.w.'.[w;d to this lonely plane so |[m§_: ago that they have
nearly given up hope of returning to the Young
Kingdoms agamn, the members of this conclave of
priestesses have assumed that they would remamn on the
island for the remainder of their lives, tending their
meager gﬁqrd:.:m. uuminumg o W::nlnp in the slowlv-
collapsing temple, and dving one by one, giving their
last breaths to their goddess Eequor. The hagh priestess
Dima'dra’esh, however, is ready o return and visic
revenge upon the Theocrat of Pan Tang. She's viewed
the appearance of the two silume as a sign that Eequor
is favoring them once more, and she’s urged the other
prichh,‘hﬁl,"i Lo Support her in her arrempt to remurn o the
Young Kingdoms.

The priestesses assume, wrongly, that Eequor is
behind the appearance of the silume, and that the
beings are meant to guide them back to her. Eequor
does not have any plan regarding these lost pricstesses
exiled in some desolate corner of the Muloverse, and
hasn't given them a second rhnu;hr since thev were
torn from the plane of the Young Kingdoms.
However, the sacrifice of the silume will artract
Eequor’s attention, as she favors thar race (slightly),
and she pays atrention to them (occasionallv). She may
or may not be offended by the sacrifice, and may
potentially manifest as a result. (Like all Chaos lords,

Eequor 1s a capricious being, )




DIMADRAESH, high priestess of the temple to
Eequor

She is old, but disturbingly still has the full figure of a
younger woman; only her hands and wrists show the
lines of age. A Pan Tangian, her hair is now white, and
is worn in several ornate and long braids which pro-
trude from the back of her head, like Eequor’s statue,
There are also several long streams of hair, which hang
down abourt on cither side of her face and across her
shoulders. She always wears a metallic, formal mask,
which has eye-slits similar to those from the statue. Her
robe is a more ornate, formal version of the one worn
by Eequor’s effigy, and is made of shiny metal plates
and flar segments of precious stones,
uneven rectangles, fitting together in a mosaic of
unusual beaury. (See the illustration on page 71.)

in oblong and

Dima'dra’esh walks holding a long staff, curled and
sphit in several places, with a few tendrils thar come
free and point back towards the top. It is vaguely sug-
gestive of the strange rock formations of the island,
and is set with pieces of black stone from the island
and the twisted rock formarions.

Level 7 Cleric

Allegiance: Chaos 108, Balance 66, Law 21

Abilities: Str 10 Dex 11 Con 11
Int 16 Wis 19 Cha 15

Hit Points: 38 Initiative: 410

Speed: 30 ft,

AC: 11 (+1 armuored robe)

Artacks: Staff (masterwork) +6 melee: javelin +5 ranged

Damage: Staff 1d6; javelin 1d6

Face/Beach: 5

Saves: Fort +5, Ref 42, Will +9

Skills: Concentration +4, Craft (Weaving) +4, Diplomacy
+6, Handle Animal +6, Knowledge (Arcana) +10,
Knowledge (Religion) +13, Knowledge (Million
Spheres) +11, Sense Motive +7, Speak Language
(Common), Speak Language (Mabden), Speak Language
{Low Melmbonéan), Speak Language (Old
Melnibonéan), Spelleraft +11, Spot +6

" by 5'/5'

Feats: Empower Spell, Leadership, Maximize Spell, Spell
Penctration

Special Qualities: Armor Proficicncy (all); Shicld
Proficiency; Simple Weapon Proficiency; Rebuke Undead;

Che ﬁerzaz of Geguor

Eequor, the Blue Lady of Dismay, dwells in a plane
where the only color is blue and all of its many
shades, with no other colors allowed. Her favored
worshippers are given the ability to move through
the planes in a limited fashion, usually only to visit
her own blue plane or some sub-planes that are also
sacred to her. Eequor governs knowledge and the
sorrow of being alone, and she and her worshippers
favor arctic climates and things that are blue or cold
whirte in color.

Pan Tang and the Church of Eequor

As second-class citizens, women are nor allowed to
become priestesses or sorceresses in Pan Tang.
However, a secret sect of Pan Tangian women ven-
erates the Chaos goddess Eequor, whose worship
has been banned on the hellish island kingdom.
These priestesses enact the rituals and practices of

their goddess in secret, while in Dharijor Eequor’s
worship is open and widespread.

Though all of the worshippers of Eequor in this
adventure are women, there are no restrictions on
who may worship the Blue Lady. She has male wor-
shippers and priests elsewhere in the Young
Kingdoms, notably in Dharijor, where the priest-
esses of her culr are venerated and hold positions of
power and influence in Dharijoran society.

Characters who can make a roll of Knowledge
(Religion) ar a DC 25 would know that around 70
years ago, a hidden sect of Eequor’s priestesses and
worshippers lived on an island near Dharijor, in the
Straits of Chaos. Pan Tang destroved the island when
they were discovered. PCs who are from Pan ‘I’nng,
Dharijor, or are intimately familiar with the Church
of Chaos might also be allowed to check to see if they
know this information, though at a DC 30.
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Spontancous Casting; Casts Chaos Spells at +1 level;
Casts Divinarions at +1 Level; Uses Scrolls, Wands, and
other Devices as a Wizard of 1/2 Cleric level

Cleric Spells (Chaos, Knowledge, and Magic domains):
Augury, Brazier of Power, Command, Create Food and
Water, Deteet Law (2), Detect Magic, Detect Thaughts,
Dimensional Anchor, Dispel Magic, Divination, Divine
Favor, Guidance (2), Light, Magic Circle Against Law,
Magtc Vestment, Make Whole, Protection from Law (2),
Read Magic, Resistance, Shield of Faith, Speak with
Anmimals, Summon Monster 11

The remaining novice priestesses of Eequor are all
female, and all range from their early 30s ro their mid-
50s 1n age. They are Pan Tangian noblewomen, as well,
and as such, are all fairly swarthy, with angular faces,
high cheekbones, and long, somewhat hooked noses.
Their eyes are all dark, black, brown, or very dark
green. Some of these priestesses have defied the social
edicts that all women of Pan Tang shave their heads to
display their social rank, have decorated their long
black hair with braids and woven bits of finery into
their tresses, Others keep the tradition alive, by choice
rather than by decree. Their garments are fairly worn,
but have been repaired, and continue to follow out-of-
date TPan Tangian style. The priestesses wear heavy
robes, lavers of velver, silk, and leather, trimmed in fur
and covered in omate plates of gold, silver, and other
precions metals. Some of them continue to wear their
rings, jewels, and piercings, while others have aban-
doned their vanity and opred for simplicity.

They are, like all those of their race, somewhar
insane, and cruelty is second narure to them. In their
case, however, they have lacked any subjects to vent

their viciousness and evil upon, as the population of

the island has since dwindled to their current number.
They long since tortured and sacrificed all their remain-
ing subjects, servants, lesser followers, hushands, and
other men who inhabited the island, cither their for-
mer lovers, or captive soldiers from the grear bartle. All
of their demons departed, and thev have raised the last
of their children into the Chaos cult of Eequor. Any
demons they had bound once have long since deparr-
ed, the fledgling population of the island being ill-
equipped to saristy their demonic hungers and suste-
nance requirements. As such, these priestesses are
bored bevond comprehension, and feel that they have
little ro lose. It is a miracle they've lasted as long as they
have. The sudden appearance of the silume upon their

island led them to believe that Eequor had nor forgot-
ten them, and thar their exile was soon to be over. With
the arrival of more oursiders from their home plane,
they are frenzied and anxious ro make a great sacrifice
to the Blue Lady of Dismay, who will reward them and
take them home. As they have little chance to learn, or
do anything to further the worship of their goddess,
they are stymied in their abilities, even in some cases
losing their abilities fexperience levels) due to not
using them.

Following are physical and personality descriptions
of each of the priestesses, with notes as to how their
artribures and skills differ from the generic priestess
described below. DMs wishing to further customize
these priestesses are encouraged to do so.

It a random priestess is required, roll 1d6 ro deter-
mine which one it is from this list; 1) Anda Iridan’uu,
2) Riliish Tem, 3) Can’sal Bha'lorg, 4) Rheen
Bhan'kam’sos, 5) Ildona Zuskarne, and 6) Palu’um
Thal'hail. The high priestess Dima'dra‘esh, and Vikeni
Mus’sraa, her sccond, will only be encountered in the
temple, as neither of them takes part in any patrols or
errands.

Additional Priestesses of Eequor: CR 2 each; Medium
human; Lvl 2; HD 2d8; hp 10; Init +0; Spd 30 fi.; AC
10 (no armor); Atk = +1 melee (1d4 dagger, 1d6 quar-
terstaff, 1d3 unarmed strike); +0 ranged (1d6 javelin,
1d3 thrown rock); Chaos allegiance (Chaos 34, Balance
10, Law 2); SV Fort +3, Bef +0, Will +5; Str 11, Dex
10, Con 11, Int 14, Wis 15, Cha 12.

Skills and Feats: Concentration +2, Craft (various) +5,
Hide +2, Knowledge (Arcana +4), Knowledge (Million
Spheres) +4, Knowledge (Religion) +6, Speak
Language (Common), Speak Language (Mabden), Speak
Language (Low Melnibonéan}, Spelleraft +6, Spot +3,
Swim +1, Extra Turning, Quicken Spell, Armor
Proficiency (all), Shield Proficiency, Simple Weapon
Proficiency,

Special Qualities: Turn or Rebuke Undead; Spontaneous
Casting; Casts Chaos Spells at +1 level; Casts
Divinations at +1 Level; Uses Scrolls, Wands, and other
Drevices as a Wizard of 1/2 Cleric level

Spells (Chaos, Knowledge, and Magic Domains):
Guidance, Invisibility to Undead, Light, Mending,
Protection from Law, Purify Food and Drink, Shield of
Faith, Virtue




Other Information: More derails about cach of the priest-
esses can be found below, which expand briefly on each
pricstesses skills and feats.

The Individual Priestesses

Vikeni Mus'sraa: The oldest and most self-assured of
the priestesses, she is second to Dima'dra’esh, and can
speak for the clder priestess with surery. Her hair is
shaved from the forehead o a line over the ears, and
worn long in back in a glossy, raven-black cascade of
curls that reaches below her waist, She wears linked
rings and finger-caps of gold upon her fingers, with
slight points upon them. Her forehead is tattooed
with colorful and styvlish erotic symbols, as her former
life in Pan Tang was as a highly regarded courtesan,
before she became a priestess. She is the most prag-
matic of the priestesses, and tempers Dima'dra’esh’s
judgment when it is too harsh. Vikeni wears the gar-
ments of a priestess, though they have been altered to
a more sensual and ﬂush-haring VErsion, -.ht_m'c,ning
her lush body to its best advantage. She does not
patrol the island with the others, and spends much of
her time using the hallucinarory, narcotic, and euphor-
ic drug—].‘:];mr.‘r the E'Irit'#n:s.\:;l. continue to cultivate. She
15 seductive, and sardonic, and not altogether unlhike
the devil-tigers of Pan Tang. Vikeni is a level 2
cleric/level 1 expert (courtesan) with Cha 18, HDP 16,
Will save bonus +7, Craft (Apothecary) +6,
Diplomacy +10, Sense Motive +5, and Profession
(Courtesan) +8. Vikeni carries a stlerto, which, with
warning, will be envenomed (Injury, DC 20, 1d6 Str
primary damage, 1d6 sccondary damage, lasts 1d3
hours, value 8,500 bronze). She also coars her finger
jewelry with a paralytic and euphoric poison (Conracr,
[C 15, Paralysis, 2d6 Wis secondary damage, 2d6
minute duration, value 10,000 bronze), which she
uses to nterrogate victims with,

1) Anda Irnidanuu: Meck and somewhar subdued in
personality, Anda’s appearance is striking enough to
overcome her quiet. She has been tartooed toe o scalp
in black, rwisting, thorny branches and leaves which
blossom into blue and silver flowers into places such as
her cheeks, palms, navel, and the soles of her feet. She
wears lile more than a cloak and a slight, bare-
midriffed shift thar leaves lictle of her tartoos covered.
On Tan Tang, Anda was a dancer nitiated into the
sccret, ritual traditional dances of Eequor, as well as the
non-forbidden dances of the Pan Tangian socierv. She

was an artist, and as such, enjoved some degree of
social rank. She is now in her mid-50s, but maintains
the rwisring, acrobatic and unsettling dances of her
people. Her Dex is 17, and she has the skills of Balance
+8, Jump +8, Perform (Dance) +8, Tumble +8, and
the feats of Dodge, and Lightning Reflexes (instead of
Extra Turning and Quicken Spell). She uses a long,
curled staff in combat,

2) Riliish Tem: A former Pan Tangian noblewoman
who, due to a wise marnage to a husband who was
both devoted and pliable, had risen almost as far as a
woman could in Pan Tangian sociery, with wealth, an
estate, and a sociery of friends, some of whom were
from the Church of the Blue Lady. Then, when her
husband was framed and imprisoned by a political
rival, and his estares and riches confiscared and plun-
dered by the rovalty as punishment, Tem was left with
the choice of going into hiding or joining her beloved
in prison. Through her Ecquor-worshipping friends,
she learned of the cathedral, and went there to plot her
husband’s return. She has had a lot of time to plot,
though she has long since given up any thought of
actually rerurning to Hwamgaarl to exact her revenge.
She continues ro shave the crown of her head, though
she has let a fringe of hair grow long, and has fash-
ioned it into a sinuous tangle of braids. She has a regal,
aristocratic manner, and sharp, thin fearures that
bespeak noble birth. Her garmenr is a blue caftan
embroidered with thread of precious metals, depicting
in many panels the history of the goddess Eequor's
worship in Pan Tang, This garment would be worth
nearly 1000 bronzes to a collector of such fine work-
manship. Tem has a Wis of 18, and the skills of
Appraise +4, Innuendo +5, and Knowledge (Pan
Tangian History) +5. If pressed into combat, she uses
a dagger with a hilt made of blue jade (worth 350
bronzes).

3) Can’sal Bha'lorg: The most studious of the priest-
esses, Can'sal is the seribe and chromicler of the 11ric5r-
esses” exile on the blue plane. She has had a grear deal of
time to study and learn all of the books and scrolls of the
priestesses that survived the cataclvsmic bartle. In thar
time, she has also devoted herself to the rimal rartooing
of the sacred texts of Eequor upon her body, and in
manufacruring a great many scrolls of magical nature.
She wears very lirtle, to betrer display the holy images
emblazoned upon her skin. Can'sal has the following




skills and feats: Decipher Scripr 44, Knowledge
(Million Spheres) +5, Scribe Scroll. In the librarny, she
has created and placed scrolls of the following spells:
Detect Balance, Detect Law, Detect Undead (2),
Guidance, Invisibility to Undead, Light, Make Whole
(2), Mending, Protection from Law (3), Purify Food
and Dnnk, Shicld of Faith (2), Virtue.

4) Rheen Zus’karne: Wife of a wealthy Pan Tangian
tiger-breeder, Rheen became a priestess of Eequor in
secret, and when it seemed likely she would be discov-
ered, she fled to the temple, shortly before it was
attacked. She is the only woman on the island to have
taken any interest in the gharcos, and feeds them bits
and picces of food left over from the gardens, even
devoting her days to the observation and study of the
creatures’ habits and physiology. She has trained sever-
al over the course of the vears, and has one trained as a
personal attack pet. She is short and of average build,
and has ler her hair grow out again, though she has
braided it into a series of tangled loops and tails. She
wears a simple robe and a sleeve taken from a suit of
leather armor (+1 to AC), for her pet gharcos to land
upon. Rheen has the skills of Animal Empathy +5,
Handle Animal +5, and Knowledge (Nature) +4, and
a pet gharcos of full HE trained to stay near her, usual-
ly in the temple’s spires. The creature is trained to
attack and fight for her, and will be ar her side in a
round.

5) lldona: The only non-Pan Tangian of the priestesses,
Ildona is from Dharijor. She is the only survivor of a
small coterie of priestess visiting the temple of Eequor
on a pilgrimage at the tme it was assaulted, and thus,
her fate has joined that of her sisterhood. In personali-
ty, lldona is more direct and less conspiratorial than the
others, and is clearly an oursider, even after so long. She
has grown ro hate the deep-scated Pan Tangian xeno-
phobia, which is still directed towards her by the other
priestesses, despite their shared roles and their shared
predicament. She wears a gray and black gown, deco-
rated with azure and silver insets and trim. Though
lldona does not normally carry a weapon, she has
maintained her combat training, and keeps a light mace
(magical +1) and a suit of banded mail (magical +1)
in her quarters, which she will don immediately if trou-
ble presents itself. She has Str 15, Con 14, HP 17, AC
17, and the following skills and fears: Balance +4,

Hide +4, Intimidate +3
Cleave (instead of Extra ’lurmng and Quicken Spell).

. Ride +3, Power Arack,

6) Palu’um Thal’hail: At 29, she is the voungest of the
priestesses, she was born on the island after it was
brought to the blue plane. As such, she has no memo-
ries of Pan Tang, and would be just as happy rerurning
anywhere, She wears her hair long and plaited into
many braids full of finger-bones, and her garments are
those of a male Pan Tangian soldier, altered for a
woman’s physique. She is extremely attractive, though
urterly devoid of any remorse, being brought up
entirely in the madhouse of the island. Palu’um is
clever and sardonic, and is not particularly devour,
never having seen any benefit from worshipping
Eequor. She is manipulative and has spent much of her
lite twisting the priestesses to her whim, and will do so
to any would-be rescuers, pretending to be innocent,
and then using them as a means to freedom, eventual-
ly betraying them. She keeps several daggers hidden
on her person. She has a Cha 15, and the skills of Bluff
+5 and Hide +3.

Cbe Melniboné¢an

Landing Party

everal hours after the wreck of the Virago, the

Melnibonéan bartle-barge Tempest manages to

break through the planar barrier and emerge in
the realm of the temple-island of Eequor. The caprain
is a woman named Aniona Laros, sister to Jessamyn,
Korune’s lover. They are secking Korune, once a slave
of Melniboné, and are nominally interested in the
nature of the island and its inhabitants. They despise
Pan Tangians, and will do what they can to destroy the
impudent upstarts who would nmtodel themselves so
crudely after the Dragon Lords. Jessamyn, the
Melnibonéan lady who loved Korune, is onboard the
ship, waiting for news of her beloved. Once anchoring
offshore at the northern edge of the island, Captain
Laros and a party of a dozen Melnibonéan marines sets
ashore to explore. Jessamyn remains until she knows
the fare of Korune. Also onboard are a couple of
Melnibonéan wizards who are capable of raking the
bartle-barge through the dimensional walls and back to
the Young Kingdoms.




ANIONA LAROS, Melnibonéan battle-barge
captain

She is tall, aloof, and every bit the model Melnibonéan
sea captain. Caprain Aniona Laros’ hair is woven into a
series of loops and whirls that cover her head. leaving
little hair hanging down near the temples and cars. Her
armor is done in a sea-snake motif, and the helmet is
open-faced, with a ring of teeth suggesting a piranha or
barracuda with an open maw. Her weapon of choice is
a cruelly barbed shortspear, with a number of streamers
hanging from it with snake-scale patterns upon them,
Aniona generally carries a look of extreme confidence
mixed with curiosity upon her face. (Sec the illustration
on page 77.) Her sister is the one who loved Korune.
and she has been surreptitiously steering her bartle-
barge after the direction thar her divinations told the
former slave-lover would be found ar. Captain Laros’
goals in this are simple: recover Korune (even it only
his body), and exact cruel revenge upon those who have
caused him pain. She is not withour some degree of
honor, and will deal favorably with anv who have assist-
ed or defended him, and will even go so far as to aid
any of his allies, provided that it is nor overtly our of

character for a Melnibonéan,
Level 4 Fighter, Level 2 Wizard, Level 4 QGC

Expert (Sailor)
Allegiance: Chaos 67, Balance 50, Law 32

Abilities: Str 12 Dex 16 Con 12
Inc 17 Wis 17 Cha 13

Hit Points: 60 Initiative: +3

Speed: 30 fi.

AC: 24 (+2 Dex, +10 Melnibonéan Plate [ masterwork],
+2 Large Shield [masterwork])

Attacks: Shorspear (masterwork) +11, +13 thrown:
Dagger {masterwork) +10, +12 thrown: Longsword
(masterwork) +10

Damage: Shortspear (masterwork) 1d8+3: Dagger (mas-
terwork) 1d4-+1, 1d4 thrown; Longsword 1d8+1

Face/Reach: 5 by 5'/5'

Saves: Fort +6, Ref +5, Will +11

Skills:* Balance +5 (+0), Climb +8 (+3), Diplomacy +4,
Intuit Direction +8, Jump +6 (+1), Knowledge
{Arcana) +7, Knowledge (Million Spheres) +5,
Knowledge (Nature) +8, Listen +7, Profession (Sailor)
+9, Ride +10, Sailing +9, Speak Language (Low
Melnibonéan), Speak Language ( High Melnibonéan),
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Speak Language (Mabden), Spellcraft +7, Spot +9,
Swim +3 (-8), Tamble +6 (+1), Use Rope +5

*Skill ratings in parentheses include penalties for armor and
shield.

Feats: Alermess, Dodge, Empower Spell, Heighten Spell,
Leadership, Scribe Scroll, Weapon Focus {Shortspear),
Weapon Specialization (Shortspear)

Special Qualities: Marrial Weapon Proficiency (all), Armor
Proficiency (all), Shield Proficiency, Scribe Scrull

Spells: Arcane Mark, Detect Magic, Hell’s Sharp Flame,
Message, Obscuring Mist, Read Magic, Resistance

Possessions: Masterwork quality shortspear, dagger,
Melnibonéan plate armor, and large shicld. Silver and
jade dolphin-shaped ring with bound medinm-sized
water elemental,

Melnibonéan Marines

The Melnibonéan marines are equivalent ro the Marine
on page 166 of Dragon Lords of Melniboné, with the fol-
lowing modifications: Con -2, Int +2, Wis +2. 42 1o
Intimidare skill, Deep Seeing ability, +2 saving throws
against Enchantment spells. They wear Melnibonéan
breastplates and  small metal shields, and carry
longswords and bone bows. (Melnibonéan breastplates
count as masterwork breastplates with an AC bonus of
+7 and weigh 25 pounds. )

LADY JESSAMYN, Melnibonéan Noblewoman

Jessamyn is equivalent to the Capable Noble from page
163 of Dragon Lovds of Melniboné, with the following
modifications; Con -2, Int +2. Wis +2: +2 skill
bonus to Alchemy, Intimidate, Knowledge (Million
Spheres), and Spelicraft; Deep Seeing abiliry, +2 sav-
ing throws against Enchantment spells. She does not
wear armor, and is only armed with a dagger. Unlike
many Melnibonéans, she is not a wizard, Tall and
raven-haired, she wears elaborate gowns of pale vellow
and violet, and her hands, throar, and hair sport a for-
tune in gems and jewelry. Despite the fact that she
clearly does nor belong on a battle-barge, she main-
rains an elegant grace thar is evident ro any. Now that
her husband is dead, she is ready to reclaim Korune
and return to Melniboné. If her beloved is restored to
her, Jessamyn will be willing to reward any who aid
him. She will give each of her lover’s allies
Melnibonéan silver and gems worth 10,000 bronzes
apicce. If Korune is injured or killed, she will do all she
can to see that his death is avenged and those respon-
sible tortured and slain, along with those who allowed
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that will restore Korune's samiry,

Events on
the Island

ime does not stand still for anvone other than

the gods, and thus events will continue to tran-
spire on the island. These events are not set in
stone, and can be affected by the PCs® actions or nac-

tions, or the outcome of previous events, This chain of

potential events is not tied to any particular time frame,
as the DM should use it for a guideline, and for dra-
matic effect. It can change dramancally depending on
what the PCs do.

1. PCs awaken on the island.

2. Chardros’s Lament limps into the cryseal grotro, Several
slaves escape by leaping overboard and swimming to

shore. Caprain Klos sends several patrols of slavers onto
the island, and leaves the ship himself accompanied with
Hasper Dal and a search party, to begin searching for
Omerginroul and the escaped slaves.

3. Almost immediately after his caprain is off the ship,
En'trim Sho'von enacts his plans for murnny on
Chardros’s Lament. His followers atrack those stll loyal
to Klos. In the bartle, an additional number of slaves

escape.

4. Ashore on the island. Hasper Dal quickly realizes
thar Gariv Klos is likely to kill him, and flees from his
own countryvmen

5. Under the leadership of Vartan Vensk, the remaining
prrates acempt to reunite and begin searching for ¢ach
other across the island. There are fights with the Pan

Tangian slavers.
6. The Pan Tangians discover signs of the priestesses
of Eequor. The priestesses begin to try to learn who is

on therr island and whar their goals are. They arm




themselves, and spread our alone or in groups of two
to spy on the intruders.

7. Thinking that she will not get another chance,
Dima'dra’esh begins the rirual to summon Eequor. This
ritual takes several hours (or some dramatically appro-
priate amount of time), takes place in the remple’s main
chamber, and ends with the sacrifice of Liramayn.
Vikeni Mus'sraa assists her in the noal,

8. Some of the Pan Tangian parrols return to the ship,
and contlict erupts when the munny is revealed. Gariv
Klos escapes an ambush set by his treacherous first
mate and crewmen, and flees alone into the island.

9. The pirates, after spying on the slavers, begin to
plot to take over Chardros’s Lament, thinking that they
can force the Pan Tangians to return them to their
home seas.

10. The Melnibonéan ship Tempest arrives at the island
and sends out a small landing craft with the ship's cap-
tain and a squad of warriors. They begin to search
across the island for the missing slave, and to determine
the nature of the island and its inhabitants.

11. A large group of the Pan Tangians, assembled from
the patrols of slavers ashore, attempr to assault the tem-
ple of Eequor. Using the pandemonium as a cover,
Omerginroul attempts to free its captive mate,

12. Eequor is summoned.

13. The Azure Gate is opened, and the PCs can poten-
tially go home to the Young Kingdoms.

"Prompts” by the DM

Following are a few ways the DM can urge events
along, should things ger a litdde slow, or characters
become a little secure in their ability to defeat enemies,
or if they find themselves making allies and minimizing
threats,

Freeinyy of the Slaves: The slaves are ready and willing to
revolt, and the conflicr berween the munneers and the
loyal crewmembers presents an ideal opportunity for
them to liberate themselves. The island might suddenly
be overrun by a vast number of slaves. (Chardros’s
Lament has a complement of 180 slaves, minus those
who have died from recent events, as the DM decides.)

The Avrival of the Melniboneans: From the bartle-barge
encountered in the opening of the adventure, a
Melnibonéan landing parry consisting of a small group
of warriors and a captain has landed on the beach, ser-
ting ashore in a small craft. They are secking Korune, the
amnesiac slave from the Firgo, bur are also interested in
the intriguing riddle this mysterious plane presents.

The Swmmontig of Eequor: One of the more hormble
ways that can happen in this scenario is that PC or Pan
Tangian actions might jusr attrace the attention of the
Blue Lady of Dismay herself. If Eequor manifests, she
will be secretive and capricious, in the nature of the
Lords of Chaos. Here are some of the ways Eequor
mighr intercede in this adventure:

B Appearing Unsummoned: Like all of the lords and
ladies of Chaos, Eequor is capable of secrecy and
subtlety. She does not need to be summoned, and
can appear at her own whim, regardless of what nit-
uals the priestesses attempt. She might even wish to
assay the situation herself, appearing as one of the
priestesses, perhaps either in the form of one of
those already on the island, or as a beautiful young
girl, perhaps even a child, unknown to the others on
the island. In this form, Eequor will give a false
name and seck help and protection from the PCs. In
such a form, she will be toying with them, learning
their allegiance, and if she is aided and treared well
by them, she will reveal her form and true narure,
and mete out her justice and rewards accordingly.

B Remurning the Island to the Young Kingdoms: As
the entire island was formerly an island in the Seraits
of Chaos, sundered from the Young Kingdoms by
her previous intervention, Eequor might perversely
choose to rerurn the island once more o its original
home. 1If so, the sland will move through the
Million Spheres and emerge in_ the Young
Kingdoms, once more next to Pan Tang. Alternately,
it might also end up in the midst of the Sighing
Desert, according to Ecquor’s whim.,

8 Destroving the Island: As a lady of Chaos, Eequor is
not above petty vengeance and cruelty: Like an angry
child, she might respond to her summons by destroy-
ing all of those who have distracted her. She might
also respond angrily to the killing of the silume, and
mete vengeance out with a cruel laugh and blast of
hellfire. In such an apocalyptic ending, the characters




might find themselves in a race against time, trying to
find a way home as the island is destroved piece-by-
piece by an enraged goddess of Chaos.

B Scartering the Island’s Inhabitants throughout the
Multiverse: Eequor might also merely throw open
the Azure Gare and let the island be swept through
to parts unknown. This might be the imperus for a
campaign setting where the characrers travel
through a variety of Multverse setrings, secking a
way to return home.

B Sccking Followers and Champions: Eequor is always
ready to accept new followers and defenders of her
faith, and mighr make it plain to those she encoun-
ters that the price for her intercession is service,
cither to her church, or to her directly. She might
agree to return the PCs home, but only after they

swear to perform some quest for her, the nature of

which will be the weakening of Law’s influence in
the Young Kingdoms. If there are suitable PCs, she
will make subtle suggestions thar they might best
serve her as her clerics, or even that they seek to
artain enough Chaos allegiance to become her
Champions. For details on this, see the chapter on
Magic & Religion in Dragon Lovds of Melnibone.

Shifting Hlliances

Following are some suggestions on how some of the
conflicting and shifting alliances which can emerge
from this adventure might be handled, focusing on
how each group will deal with the PCs:

Allies with the Other Captives: Of the other caprive
NPGs, Osa Dileel, Dierre, and Geirmund are likely o
stick with the PCs, no matter what. The only excep-
tion is Geirmund, who will panic if the PCs cur a deal
with the Pan Tangians, because he is convinced that
they will betray them and enslave them once more.
Linault Brin will be thinking of his wife and child,
however, and though he would hate himself for such
an action, he could potentially betray the I'Cs if they
are making it unlikely he will continue to live and
return home. Whyss is clearly out for himself, and will
think nothing of cold-blooded murder or betraval if it
means he will end up on the winning side. The wild
card in this is Korune, who might be convinced to join
almost any side, and could switch sides in a moment.
Though his abilities and aid are not apparently useful,

he will be a solid bargaining chip if the Melnibonéans
become involved.

Allics with the Pirates: Though the pirates are willing to
let bygones be bygones as long as it benefits them, they
will be wary of any alliances with the PCs, thinking that
there will be some grudges. Depending on how the an
alliance is started, the pirates will either be ready to turn
on the PCs as soon as it benefits them, or might rum
mto stalwart allies, some of them even expressing regret
ar the previous situation. Not all of the pirates of the
Virago were comfortable with the notion of selling
slaves to Pan Tang, and if all goes well, they might even
offer to ler the PCs join their ranks as pirates, assuming
they survive and get an additional vessel,

Allies with Omerginrond: The creature and its mare
Liramayn will be all too willing to ally themselves with
the PCs, assuming thar the PCs are more benevolent
than the Pan Tangians (and it should be nearly impos-
sible to find a PC group wirth less mercy than slave
traders of Hwamgaarl). The creature will do what it
can to aid the PCs on their quest to return home, with
the single and non-negotiable position that they do all
they can to aid it in freeing Liramayn. 'Cs who do ally
themselves with Omerginroul will find that Eequor, if
she manifests, is better disposed rowards them.

Allies with the Priestesses of Eequor: 1t isn’t our of the ques-
tion that the PCs could ally themselves with some or all
of the priestesses, either against the an Tangian slavers
and/or the pirates. Though the women are somewhat
mad, and devored to the worship of an evil goddess of
Chaos, there is no reason why they need to be opposed.
With the slavers’ likely reaction towards the pricstesses
being hostile, full of hatred towards their outlawed faith,
the priestesses will want all the help they can ger, espe-
cially if that help can defend them, and put another of
the silume in their grasp, If the DM wants to complicate
things, the priestesses can be pitted against cach other, all
their long-repressed hatreds and rivalnes sorred to a boil
with the new influences on the island.

Allies with Hasper Dal: Once he realizes thar he is cur off

from the caprain, and potentally cut oft from the ship,
ver wanted by both, Dal is going to be secking allies.
His goals are simple: to reclaim Omerginroul and get
himself free of the island and the blue plane as quickly
as possible. In fact, of all of the potential allies, he's
more than likely the most dependable. Of course, any
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arrangement made with him for a return home will
likely end if the site of the return is the island of Pan
Tang, and ar that point, unless somehow compelled to
by potential profit, or threar of violence, he will begin
by calling for guards and attempting to return the PCs
to their destiny as slaves of Pan Tang.

Allies with Gariv Klos: Once he is the victim of muriny
and is cur off from the bulk of his forces, he will be
secking allies. Klos might be even willing to turn to the
pirates or the PCs to bulk up his forces for another
assault on the ship. Of course, he will betray them in
the end.

Allses with the Pan Tangian Galley Slaves: If the PCs are
charismatic and enterprising enough, they can creare a
small army of former slaves who are ready to strike
back against the Pan Tangians, and will do all they can
to return to the freedom of the Young Kingdoms and
their former homes.

Allies with the Melwibonéans: In this matter, Korune is
the key. If the PCs have aided the amnesiac slave, and
protected him from harm, they will find ready allies in
the form of a bartle-barge caprain and a battle-ready
squadron of Melnibonéan marines.

Ways of Solving this
Hdventure

There are a grear many ways this scenario can play out.
PCs can do this diplomatically, making allics, negotia-
ing from a position of strength and bravado, unril they
have a small group of followers and are able to deal
with the slavers and the mad priestesses from a posi-
ton of strength. They mighr also turn this into a com-
mando-style activity, with ambushes, raids, frequent
and vicious bartles against any they encounter until
they are either dead or standing on top of a pile of
bodies.

Though escape from the island should seem hope-
less to the PCs, there are several ways they mighr be
able to return to the Young Kingdoms. These means
are described below, with suggestions on how that out-
come might be achieved and ways it would likely turn
out for PCs.

Satling from the Island: The plane the island is on is fair-
ly small, and there are no other significant landmasses,
other than small spurs infested with gharcos. Sailing

away from the island is a dead end, though the DM
might wish to be merciful to the PCs. and thus could
even put a natural planar gateway somewhere near the
edge of the plane which throws them info some desert-
ed corner of the world of the Yo ung Kingdoms, per-
haps in the unformed arcas south of the Southern
Continent.

Chmerginronl or Livamayn: Either of the silume has the
ability to open the Azure Gate and take the PCs back
to their homes in the Young Kingdoms.

The Priestesses of Eequor: To gain the aid of the pricst-
esses, the PCs will unde ubtedly have to defend them
against the Pan Tangian slavers and the pirates, and
might even have to foil the efforts of Omergmroul to
free his mate. They'll have 1o stand by and watch while
the priestesses sacrifice Liramavn (or Omerginroul), an
action thar should carn them some Chaos allegiance,

The Melnibonéans: The Tempest has on it two wizards
who are capable of taking the ship through the dimen-
sions, and if the PCs have been careful and wise, they
might find themselves onboard the battle-barge for the
rerurn to the Young Kingdoms,

Eequor’s Intercession: 1f the PCs manage to intercede
somehow in the summoning, or are present when
Eequor manifests, then they might be given a quick
trip home, most likely appearing in a temple of Eequor
in Dhartjor or ¢lsewhere in the Young Kingdoms.

Continuing this Hdventure

There are several means o expand or continue Shaves of
Fate, using some of the themes and characters intro-
duced. Here are some of the more obvious adventuring
paths this adventure might spawn:

Fellow Captives: The other prisoners of the Virgo are
excellent opportunities for allies to the PCs in furure
adventures. These folk can provide interesting sources
of adventure, from helping Linault Brin return home.
joining Osa Dileel as a trader, helping Geirmund the
thiet with “one big score,” traveling the Young
Kingdoms with Dierre of the Black Shores, or even
contiming a life of piracy with Whyss. And then
there’s Korune. See below for more information on
how to use him further.
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Korune: Though his amnesia isn't intended to be a focus
of this adventure, and he’s provided as a sort of red her-
ring which can come of some use later, noble-spirited

adventurers mught wish o make the restoration of

Korune'’s memory a priority.

Omerginvoul and Livamayn: The two extraplanar silume
would be valuable allies to a group that planned on
doing some adventuring around the rest of the
Multiverse, Though they might not make ideal party-
members, if they are treared well and aided by the PCs,
these two creatures would be likely to visit or assist the
PCs again in the furure, giving the DM invaluable
means for future adventures amongst the other planes
of the Multiverse.

The Virago: The PCs, if allied with Vartan Vensk or his
crew from the Virage, can continue as pirates, or at least
have some adventures with the pirate crew. If the
notion of a pirate campaign isn't to the liking of the
DM and/or the PCs, the pirates should be willing to
put the PCs oft ar any port they desire.

Eequor: Depending on how the PCs interacted with the
priestesses of Eequor, and whar the final fare of the lost
temple was when the PCs left the Azure Plane, the Blue
Lady of Dismay herself might be an impetus for future
adventure. Do the PCs have allegiance to Chaos now?
Are they flecing the wrath of the Church of Eequor?
Have any of them joined her priesthood?

Pan Tang: Do the PCs make a deal with the men from
Chardros’s Lament? How abour the mutny: Which
side do they favor: Gariv Klos, or the treacherous first
mate En’'trim Sho’oon? What about the feckless sor-
cerer Hasper Dal? Do they help Omerginroul in exact-
ing revenge upon him, or do they ler Dal live in rerurn
for his aid? Whatever happens, it is certain thar PCs
allied with the Pan Tangians will end up chained to a
bench, rowing, or even worse, being returned to Pan
Tang for a life in slavery, madness, and a painful and
horrific death,

Melniboné: In the unlikely event that the PCs manage
to end up making a deal with the Melnibonéans, they
will, at best, have a single favor which they can prob-
ably cash immediately to ger them oft the island.
Remember that while Melnibonéans are famed for
their cruelty and amorality, they are also somewhat
perverse and whimsical in their dealings, and an

unpleasant end in slavery is not altogether certain ar
the hands of the Melniboneans. Aniona Laros, in grat-
itude for the return of the slave Korune, may allow the
PCs a small room on the Melnibonéan bartle-barge,
and will take them through to the Young Kingdoms,
cither setting them free on a small boat just outside the
Dragon Sea, or allowing them to return to Imrryr,
where they will be released in the dock-side
Foreigner’s District. Jessamyn, the lady who sent
Korune away, will be there to meer and reward the
characters, appropriately to the manner in which they
treated him. This can range from a bag of silver coins
and gems, a night in the care of Imrryr's courtesans, or
an informal tour of the skills of the rorourers of the
Dragon Isle. Perhaps all three mighe be in order. Once
the matter is settled, the PCs will be ordered to leave
as quickly as possible and not to return to the Dragon
Isle again, upon forfeiture of their lives, Alternately, if
the DM wishes to give them such an unusual patron,
they can be thanked profusely and asked to serve once
more, for the rerrieval of an unusual item from a some-
whar difficulr place. . . .

Dealing with Treasure

When this adventure is finished, the 'Cs could end up
escaping with nothing bur the clothing on their backs
and the weapons they scrounged along the way, to a
large amount of booty in the form of Pan Tangian bur-
1al goods, pirate treasure, magical scrolls and irems, If
they are especially cunning and sticcessful, they can
potentially sail away on a Pan Tangian slve galley,
laden with the grave goods from the Pan Tangian cata-
combs, Such an immense store of reasure will
inevitably spawn a scries of adventures in ieself, stem-
ming with the problems of transportation, security,
attention, and rving to turn it into A more trans-
portable form.

Involving Elric or Other
Notables

Though involving the Prince of Ruins in such a rela-
i)

tively trifling advenrure is almost certain to spell doom
for the PCs, and almost all of the NPCs, the DM might
wish to bring Elric into this adventure. A huge part of
the fun of adventuring in the Young Kingdoms is the
potential to interact with such famous and doomed
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heroes as Elric. If this advenrure is intended as a one-
shot, outside of a campaign, then there is no more
appropriate way of introducing the tragic doom of
Elric to players than to have them meer their end on
the point of the black runesword Stormbringer.

A word of warning is in order. Using Elric in an
adventure almost inevitably steers plavers to play their
PCs as secondary characters (*Whatever Elric says, 1
do!™), or makes them feel furile and cven more the
slave to fate (“*Whatever—I know I'm going to end up
dead anyway. Hell, T might as well be wearing a red
shirt, . . .").

One solution is to keep Elric weak ininallv. Once he
is recovered and equipped with Stormbringer, have his
personal goals be in conflict with, or separare from,
those of the PCs. Have them cross paths rather than
adventure together for any lengrh of time. In this fash-
ion, the PCs have the option of defending Elric, and
when he is back in power, he will owe them a debr of
gratitude.

If the DM wants to bring this incredibly powerful
figure into the scenario, here are the following sugges-
tions as to how things might happen:

® The adventure should be ser during the time of
Elric’s wanderings, between the evenrs depicted in
Elvic of Melniboné and Weird of the White Walf:
Melniboné is still in strength, and Regent Yyrkoon
has sent assassins our across the Young Kingdoms to
kill his cousin Elric before Elric can return to reclaim
his throne,

® Initially, Elric is a fellow prisoner of the pirates of the
Virago, separated from Stormbringer, nearly uncon-
scious and ill withour his rune-sword. Use his weak-
ened statistics, and keep him barelv conscious unril
he is on deck at the slave exchange. In this case, elim-
inate Korune from the adventure and replace him
with Elric. PCs may or may not recognize Elric,

® The pirates do not know who their caprive acrually
is, but the Pan Tangians, particularly Hasper Dal and
Gariv Klos, instantly realize the Pale Prinee’s identi-
tv. PCs might notice their reaction to seeing the
emperor of Melniboné in chains, The Man Tangian
slavers will do everything they can to purchase the
albino without letting the pirates know who they
actually have in chains,
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B It none of the PCs are so equipped, Omerginroul
will seek our Elric’s assistance, or that of a plaver-
character next to him. Elric recognizes whar is hap-
pening, and suspects that Yyrkoon's assassins are
onboard the battle-barge. He also does not want to
be i the posinon of being a hostage of the Pan
Tangians, so Elric will try to defend Omerginroul
while the creature opens the Azure Gare.

B In the imital barele, Elric aATempts o summon
Stormbringer, which is kept in a chest with the other
PC gear in the captain’s quarters. For dramaric
emphasis, the Black Sword begins thumping and
crashing around beneath the deck, chopping ar the
wooden deck-planks in an attempt to reach Elric’s
hands. Unfortunately, the Virago passes thr wgh the
Arure Gate and crashes before Elrie is reunited with
his sword, so ir sinks along with the ship.,

® Elric 1s washed onto the island spurs, or the south
shore, and is barely consciovs. He begs the player-
characters to help him find herbs enough o bring his
strength up (see his description for this requirement),
or to swim out to the wreck of the ship o rescue
Stormbringer.

B Unfortunately, the black runeblade is somewhat
weakened in this plane (the DM decides how weak
it 18], and might not give Elric any strength or mag-
1cal assistance, even if it is used to drink souls.

® The priestesses will attempt to caprure the rune-blade
and use it in their ritual—as a weapon of Chaos will
mcrease the chance of the sacrifice being noticed,
They might even recognize Elric as a sorcerer, and
attempt to force him to summon Eequor, or cast a
dimensional travel spell to return them home.

B Only when the seal around the plane is broken
(cither by the arrival of the Melnibonéan battle-
barge, or the appearance of Eequor), does the black
battle-blade become awake and potent once more.
This gives Elric some time in which to wreak his
vengeance, and he will begin by trying to kill any
and all pirates, slavers, and perhaps all of the priest-
esses who are opposed to him. PCs may or may not
want to take place in this reaping, as Elric’s blade is
notorious for striking down his allies in the thick of
bartle.

® If Eequor is summoned, Elric bargains with her on
behalf of the PCs or any who have aided him.
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Alrernately, he uses Stormbringer against her avatar,
earns Eequor’s hatred, and begins his falling-our
with Chaos.

B When the Melnibonéan landing party arrives on the
island, they reveal that they are seeking out Elric,
and Caprtain Aniona Laros tells him that Yyrkoon
has seized the throne and imprisoned Cymoril, and
is intimating that he will resist Elric’s rerurn.

B The Melnibonéans grant Elric safe passage back to
the Young Kingdoms (though he does not wish to
rerurn to Melniboné just ver), and he will in turn
extend to the surviving PCs this passage to a safe
harbor back in the home realms, letting them keep
whatever treasure they've managed to secure from
the adventure.

Other “guest appearances™ aside from Elric mighr
include Rackhir the Red Archer, Count Smiorgan
Baldhead, Duke Avan Astran, or Moonglum of Eshmir,
any of which can be encountered before they crossed
paths with Elric. Even Theleb K'aarna can be used to
replace Hasper Dal. If the DM is concerned with the
continuity of the series, however, using these characrers
is not advisable.

For a very high-powered adventure for a small
group of player-characters, this adventure can be run
with Elric and a companion as plaver-characters, and
everyone else as NPCs, For an adventure set immedi-
ately after events depicted in Elric of Melniboné, Rackhir
is the better choice. An adventure post Satlor on the Seas
of Fate and prior to Weird of the White Walf would have
Count Smiorgan Baldhead of the Purple Towns as
Elric’s most likely traveling companion.

Experience Point Awards

Page 166 of the Dungeon Master’s Guide provides
guidelines for experience point awards for the monsters
and NPCs defeated by the PCs, based on the party’s
strength and the Challenge Raring of the opponents.
DMs are encouraged to use the free-form experience
awards, as described on page 168 of the DMG, for sit-
uations such as alliances with otherwise hostile charac-
ters, especially ingenious or effective tactics, or excep-
tional role-plaving from the plavers. Story awards can
be given for finding a solution o the situation that
does not involve mere hack-and-slash, and is more in
keeping with the themes and tone of Michael

Moorcock’s Elric stories and the Dragon Lovds of
Meluiboné serring.

chw Creatures

wio new creatures can be encountered in Saves of

Fate. The silume are extraplanar beings native to

the home plane of Eequor, while the gharcos are
unpleasant avians native to this small plane.

Gbharcos

Small Qutsider (air)

Hit Dice: 1d8 (5)

Initiative: +3 (Dex +2, Siz +1) .

Speed: 120' flight (average maneuverability), 5' walk

AC: 23 (+1 size, +2 Dex, +10 natural)

Artacks: Bite +3, Claws +1

Damage: Bite 1d4, Claws (2) 1d2

Face/Reach: 5' by 5/3'

Special Qualities: Darkvision 60', Improved Grab

Saves: Forr +3, Ref +4, Will -2

Abilities: Str 11, Dex 15, Con 12, Int 3, Wis 3, Cha 3

Skills: Intuit Direction +2, Listen +2, Move Silently +3,
Spot +3

Feats: Flvby Attack

Climate/Terrain: Island

Organization: Encountered in flocks of 20-30, with one
queen (max HE +1 to all stats)

Challenge Rating: 1/4

Treasure: Low, usually none

These creatures resemble a cross berween a kire, manta

ray, and centipede. A crearure of Chaos nartive to a

minor, water-covered plane of Chaos, gharcos travel in

large flocks, using any available island or narural land-

mark as a roost. The name was coined from the Pan

Tangian priestesses—for the Mabden words ghar cos,

meaning “flving legs.” Their bodies are covered with

segmented armor like a centipede’s. Protruding from

two long ridges along the back are manta-like wings,

wide and roughly tiangular, though like gossamer,

vaguely transparent. A long ridge along the lower body

hangs far below the wings—the main torso-set with

rows of small grasping limbs, bent like a cennipede’s.




These vary in length, being a couple of feet long ar the
creature’s “chest™ to mere inches elsewhere. The average
size for these crearures is around 4' from tip to tail, and
with a 6" wingspan, with weight at around 25 pounds.
The torso ends in a pair of long tails, rat-like and pre-
hensile, Gharcos heads are like an insects. with two
ttll‘lg rows of eyes located on either side. The mouth
opens four ways, with several small grasping limbs
bencath it They are vile, and smell horrible, and are
somewhar afraid of fire.

Silume O6GC

Small Outsider

Hit Dice: 3d8 (12)

Initiative: +6 (Dex)

Speed: 30 fi.

AC: 18 (+2 patural, +6 Dex)

Artacks: Claws +1, Bire +1

Damage: Claws 1d2, Bire 1d2

Face/Reach: 5’ by 5'/5'

Special Qualities: Detect Planar Gate (2 Times/Day),
Darkvision 30, natural Gate spell (see below)

Saves: Fort +4, Ref +9, Will +4

Abilities: S 7 Dex 22 Con 13
Int 14 Wis 13 Cha 11

Skills: Animal Empathy +3, Balance +8, Bluff +5, Climb
+10, Conceal Object +7, Concentration +6, Escape

WS

Artist +7, Hide +7, Intuit Direcion +5, Jump +5,
Enowledge (Million Spheres) +5, Listen +3, Move
Silently +7, Open Lock +7, Scent/Taste +3, Sense
Motive +3, Spot +4, Swim +7, Tamble +8

Feats: Alertness, Dodge, Mobility, Run

Allegiance: Chaos 4d8, Balance 3d8, Law 1d8

Climate/Terrain: The silume are nadve m the blue plane of
Eequor, a goddess of Chaos

Organization: Usually encountered in pairs

Challenge Rating: 1,2

Treasure: Low, usually none

Advancement: By character class, usually Rogue

The extraplanar race of silume is native to the blue
plane of the Chaos goddess Eequor. They are able to
create & magical gareway once per dav and shift
through the dimensions to others of the Multiverse,
This natural abiliry is similar to a Gare spell, though it
needs a small amount (1 hit point) of blood from
another living being to activate, These beings worship
and serve Eequor, though their worship and behavior
15 benign and peaceful, worshipping her aspects of a
knowledge-bringer and sorceress. Because of this,
Ecquor does not pay them much arennion. The
silume are mtelligent, refined, and graceful beings,
They figure strongly in ancient Mabden lore abour
Eequor, though their role is unspecified. In fact, they
are often depicred as being little more than subservient
amimals, # A&
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* A D20 System Adventure for Ist to 3rd level
adventurers * Set in the world of Elric, as created
by Michael Moorcock *

LAVES OF FATE provides an introductory adventure
for use with Chaosium’s Dragon. Lords of Melniborié
sourcebook for the d20 System. Though designed for
begunnﬁu adventurers, notes are provided to adjust the
level of the challenges given in this book to be more appro-
: y-htehthaw olyourgammg group.
‘This adventure can also be easily placed in your ongo-

 This adventure is best when used with Dragon Lords of & §
Melnibone, but ownership of that tome is not required.
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