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n the Savage Tide Adventure Path, your

characters are destined to face a wide range of

dangerous monsters, hostile terrain, murderous
organizations, and sinister magic. Yet before you
set off, you'll need to know where your character is
from. This campaign begins in the exotic port city of
Sasserine, and it is here that the foundations of your
character will be laid. The City of Sasserine is perched
on the edge of the known world, the last stop before
the endless expanse of the Amedio Jungle. Itis a hub of
trade, and home to more than fifteen thousand souls,
a bastion of civilization in a realm haunted by piracy,
disease, violent weather, and monsters.

Further details on Sasserine are provided for the
DM in DUNGEON #139, which also kicks off the new
Savage Tide Adventure Path. This campaign assumes
your starting character is a Sasserine native, and as
such you can expect to know a fair amount in advance
about the city. This booklet presents everything you'll
need to know about your new home town, from an
exhaustive list of every major shop and tavern to the
names of famous locals and the rumors currently
circulating in the streets and taprooms.

Look through this booklet and pick your character’s
home district. Each district has an associated district
feat—district feats are slightly better than standard
feats. Think of them as a small bonus to your character
for picking a home that matches his temperament and
interests. If the DM agrees, your district feat can be a
bonus feat, although this option really only works if
everyone in your party qualifies for a district feat.

Sasserine itself is governed by a group of seven
noble families called the Dawn Council, each
representing one of the city’s seven districts. Likewise,
each district has a common church or faith shared by
many of its citizens. When you create your character,
you should bear the nature of your district’s nobility
and religion in mind, although you aren’t required to
pick the same deity or ally your interests with those
of your council representative.

Sasserine (Large City): Conventional; AL NG;
Population 15,650; 40,000 gp limit; Assets 31,300,000
gp; Mixed (77% human, 6% half-elf, 5% halfling, 4%
gnome, 4% dwarf, 2% elf; 1% half-orc, 1% other).
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AZURE DISTRICT

zure District is Sasserine’s true waterfront.
A Consisting of two sections, Azure District also

houses the majority of the city’s slums and lower-
class citizens, although they aren’t quite as desperate a catch
as those forced to live in Shadowshore. The western section
of Azure District is primarily concerned with the city’s
internal waterways, while the eastern section is home to the «g action or your full speed as a full-round action. While swim-

city's booming whaling industry. ,, ming, you gain a +2 bonus on Initiative checks.

Azure District’s representative nobles are the Islarans. The ' Normal: Without the benefits of this feat, a character swims
family has held the post of harbormaster for many generations, Bt 5ne- quarter his speed as a move action or at one-half speed
although rumor holds that old Keltar Islaran’s getting on in  as a full-round action.
years and none of his children particularly want the job when 2 3
he passes on. Rumors also hold that the Kellani family has
designs on this post, but with relations between these two
families being as choppy as they are these days, it’s unlikely

that such a transfer will occur while old Keltar still lives.

Whater Rat [General]
Most of Azure District’s citizens learn to swim at a very early
I age, and take to the water as easily as land. J

District: Azure.

Benefit: You gain a +2 bonus on Swim checks. When wear-
ing light or no armor and not encumbered, fatigued, or E
exhausted, you can swim at one-half your speed as a move

Pets and Guardians
Whereas the majority of Sasserine’s trade occurs in the Merchant
District, Azure District remains a close second. In particular,
the trade of exotic animals is a lucrative (and often dangerous)
facet of this district’s East Market. Most of these creatures are
destined for lives in the north as pets, but a few of them are
more dangerous. This trade is one of the few the Azure Watch
monitors (after a particularly tragicincident involving an escaped  that they're at sea most of the time anyway. An arrested whaler
wyvern)—as a result, the black market and smuggling trade for  is almost always returned to his captain’s ship for punish-
dangerous animals does a booming business. ment or confinement there rather than taken to the district’s
Listed below are prices for purchasing exotic and dangerous  undersized jail. Members of the Azure Watch tend to be a bit
creatures from the Azure Markets. Other creatures may be more strict with other criminals, but transfer them to Sunrise
available as your DM determines. Garrison (see page 14) if they require long-term punishment.
Availability: This lists the percentage chance on any given
day that the creature in question is avialable. If a creature isn’t ~ Citizens
available, you can make a DC 20 Diplomacy check to place If you're from Azure District, you probably spent a fair por-
an order—each following day, the chance that the creature tion of your youth at sea. You have friends or family that work
becomes available increases by 5%. in the whaling industry, and may have spent some time on a
Restriction: Certain creatures are dangerous to transport or ~ whaling ship yourself. You likely worship at the Azure Cathe-
keep in civilized areas—these creatures are restricted by the dral, a temple dedicated to Osprem (the goddess of ships and
city watch. Before you can purchase a restricted creature, you sailors), Procan (the god of the sea), and Xerbo (the god of sea
must undergo a 3-hour interview (and pay a 50 gp application  trade). Further details on these three minor deities, of spcial
fee) with the watch at Azure Garrison to obtain a dangerous pet  interest to clerics, can be found in Complete Divine. Alternately,
license. In order to convince the watch you mean no harm,you  you could worship all three, in which case you have access to
must make either a Bluff or Diplomacy check of the indicated  the domains of Luck, Strength, Travel, and Water. Clerics who
DC (you can't take 20 on either of these checks). Success nets ~ worship all three of these deities may be of any alignment.
you a license; failure gets your name on the watch list. You can
apply for a license again in one month’s time. Some desperate ~ Notable NPCs
souls seek out the black market for forged licences—see page  Belrain Daskeral (male human): The high-priest of the Azure
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: 12 for details on Sasserine’s black markets. Cathedral, Belrain is a soft-spoken man who tends the district
i Cost: Two numbers are listed here; an initial cost (the price  church along with his twelve acolytes. Belrain is known to have
i you paywhen you purchase your new pet) and the training cost ~ a powerful temper.

: (the price you pay to have your pet trained not to attack you). Captain Shadwik (male human): Master of the Whaler’s Guild,
I Captain Shadwik is a gruff, grizzled man who made his fortune
;3 City Watch as a whaler. Now too old to captain his own ship, he represents
I The Azure Watch is concerned primarily with keeping Sasser- ~ the whalers and fisherfolk of the city.

! ine’s whaling operations running smoothly. Whalers are gener- Heldrath Kellani (female human): Matroness of the Kellani

el ally allowed to get away with more as a result; the watch figures ~ family, Heldrath was once an adventurer (some say a pirate) who
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is thought to have not quite abandoned  Azure District Locations

the questionable pastimes of her youth. 1: Islaran Manor (district representative)

She is rumored to be quite ill. 2:  Best Bait and Deserts (bait
Keltar Islaran (male human): Lord and bakery)

of Islaran Manor and representative of 3: Dredger’s Guildhall

Azure District on the Dawn Council, 4: Nate’s Nets (nets, fine fishing

Keltar is an aging noble whose children equipment)

have either gone missing or have no real The Empty Grave (tavern)

interest in continuing the family’s tradi- The Bloodthirsty Pelican (tavern/inn)

tional post as harbormaster. Kellani Manor (minor noble)
Maklash Gristwhistle (male dwarf): Bizwor’s Balms (medicine and

This obese and almost maniacally seasickness cures)

cheerful dwarf runs the Dredger’s 9: Pearldiver’s Guildhall

Guild, the organization charged with  10: The Gull’s Nest (brothel)

keeping Sasserine’s waterways and 11: Ropemaker’s Guildhall

canals clear of obstructions and filth. ~ 12: Azure Garrison
Rowyn Kellani (female human):

Eldest daughter of the Kellani family,

and the most likely to take over control

of the estate when her mother Heldrath

passes on.

& 5s 2 57

-
el o - R W g,

: East Market (general goods,

seafood, animals)

: The Mermaid’s Secret (brothel)

: Whaleworks (fine scrimshaw art)
: Azure Cathedral (district church)
: The Sasserine Sleigh Ride

(tavern/brothel)

: Finback Whaling

: Inker’s Guildhall (tattoo artists)

: Sasserine Whaling

: The Drunken Dolphin (whaler tavern)
: Whaler’s Guildhall

: Red Sea Whaling

: Fishmonger’s Guildhall

: Azure Lighthouse
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CHAMPION’S DISTRICT
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hampion’s District towers over Sasserine’s western skyline,
C a district of soldiers, gladiators, mercenaries, and warriors

who follow in the footsteps of the city’s first lord-mayor, a
priest of Kord named Teraknian. Champion’s District has a not-
so-friendly relationship with the Noble District, and citizens see
themselves as the true and rightful leaders of the city.

Champion’s District’s representative nobles are the Lorches-
ters, old blood who have been established in Sasserine nearly
from the city’s foundation. The family’s patriarch, Neldrak
Lorchester, is generally thought to be a bit too scheming for his
own good. The Lorchesters have recently clashed with Cudgel
District’s Taskerhill family over ownership of Thunder River
Lumber. Closer to home, they've been at odds with another
Champion’s District noble family, the Toregsons. Rumor holds
that the source of the conflict between the Lorchesters and the
Toregsons has something to do with the Smith’s Guild.

Also of note in Champion’s District is the Scarlet Embassy.
This relatively new structure is the home of one Anteki
Alresian, an ambassador to the sinister and (some would say)
untrustworthy Scarlet Brotherhood. Anteki’s presence in the city,
and in Champion’s District, has been nothing but positive on
the surface—he’s donated a fair amount of resources to public
works, and the Embassy has an open door policy for visitors.
Still, rumors abound that the Embassy is nothing more than a
front used by the Scarlet Brotherhood to lull Sasserine into a
false sense of security for a Brotherhood assault from the sea.

Gladitorial Challenges

The Sasserine Arena is one of the more popular entertainment ven-
ues in Sasserine. Fights are scheduled at minimum once per week
byan organization of mercenaries, hunters,and explorers known as
Zelkarune’s Horns. Fights in the Sasserine Arena are generally not
to the death, but are often used to settle debts or conflicts between
people or orginizations. At other times, Zelkarune’s Horns spon-
sor what are known as “Dragon Challenges,” in which local heroes
and mercenaries fight against dangerous creatures. The Horns
are said to be preparing a yearly event that pits numerous teams
of gladiators against each other, modeled after the world-famous
“Champion’s Games” held yearly in the Free City of Greyhawk
far to the north, although they have yet to anounce a date for the
first competition.

City Watch

The Champion’s Watch are the most militant of the seven
watches. Their members patrol the streets of Champion’s
"l District in full uniform on regular schedules; their presence
 in the district is as much for show as for law enforcement.
i Members of the Watch are expected to take part in Arena
i events monthly, with any winnings being split with the church
: of Kord. The Champion’s Watch looks down (literally and
; figuratively) on the Shadowshore Watch, regarding them as
j  little better than the criminals they know populate that district.
I Of the seven watches, the Champion’s Watch comprises the
: most loyal and incorruptible members; their high pay and
1

morale render internal corruption all but unknown.

-—
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Argﬁa Blood [General]

The blood of an arena champion flows in your veins, giving
you a thirst for glory and a drive to succeed. !
W District: Champion’s. !
f. Benefit: You get a +2 bonus on Intimidate skill checks. In * &
| addition, whenever you successfuly demoralize an opponent . %
using the Intimidate skill during combat you are immedi-
ately healed of 1d4 points of nonlethal damage. Y
You also gain a+2 morale bonus on‘grapple checks, sun-
der attempts, trip attempts, bull rush attempts, and disarm *= =
attempts if you are aware of any noncombatants observing
a fight you are participating in.
Steadfast Loyalty [General]

- Self control and discipline are the birthright of many who
grow up in Champion’s District, and you strive to uphold
these ideals.

District: Champion’s. f
Benefit: You get a +2 bonus on Will saving throws against * 4
charm, compulsion, and fear effects. In addition, if you have
B Hthe Leadershlp feat your Ieadershlp score increases by +1.
i M“ ﬂv&u. me\.;ﬁra--‘-l-“ t“v‘ j‘:‘imﬁ“‘ P
Citizens

If you're from Champion’s District, you may belong to a minor
noble family, and have probably been to the Sasserine Arena
several times. You might know someone who has fought in the
arena, and may have desires to test your mettle there yourself
someday. Alternately, you may be interested in exploring the
Amedio Jungle to try to gather trophies (living or dead) for
Zelkarune’s Horns. If you're of a less martial bent but still hail
from this district, perhaps you have some ties to the Scarlet
Embassy. Although it’s unlikely you're fully a member of the
Scarlet Brotherhood, the Embassy has been known to accept
locals as agents or apprentices from time to time. You likely
worship Kord, or possibly St. Cuthbert. If you worship Wee Jas,
you keep your faith personal and close to your chest.

Notable NPCs

Anteki Alresian (human male): Anteki is an ambassador from
the sinister Scarlet Brotherhood. He maintains a civil and
even respectable veneer, but many suspect him of having
ulterior motives in Sasserine.

Neldrak Lorchester (human male): Lord of Lorchester
Manor and representative of Champion’s District on the
Dawn Council. Neldrak has a reputation of being canny and
scheming.

Tormagal Gred (human male): Tormagal, a no-nonsense
and humorless man, is the high priest of the church
of Kord.

Urik Toregson (human male): Master of Toregson Manor and
owner of the Smith’s Guildhall in Merchant District, Urik is a
popular figure who’s made a name for himselfin staged fights at
the Arena.

Zasker Grankus (human male): A likable (if intimidating)
one-time barbarian, Zasker runs the group of hunters and
mercenaries known as Zelkarune’s Horns.
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Champion’s District Locations

1: Six Swords Tavern (tavern)

2: Rumblegut’s (tavern/inn)

3: Sasserine Sendings
(messenger service)

4: Lorchester Manor (district
representative)

5: Zelkarune’s Hall (museum and

adjunct to Arena)

Redwall Stable

Sasserine Arena

The Trophy Hunter (curio shop)

: Moneylender’s Guildhall

10: Gladiator’s Best (fine weapons)

11: Toregson Manor (minor noble)

12: The Tipsy Troglodyte (tavern)

13: Three Dwarves Digging
(tavern/gaming hall)

NONICORRINCY
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14: Champion’s Corner Stable 27:The Catapulter (tavern/gaming hall)
15: Aunt Kylie’s (brothel) 28: Champion’s Lighthouse
16: Lanternlighter’s Guildhall 29: The Hidden Vortex (fortune teller)
17: Champion’s Garrison 30: Snaver’s Kennel (animal trainer)
18: Museum of Mayhem 31: Spells for Swords (magic shop)
(museum of Arena battles) 32: Kord’s Market (general goods,
19: Shrine of Norebo (god of gambling) weapons, armor, metalwork)
20: House of Kord (district church) 33: Scarlet Embassy
21: Shrine of Llerg (god of beasts 34: Shrine of Kelanen (god of swords)

and strength)

22: Fendal’s Pets (exotic pets and
guard beasts)

23: Liomar’s Links (fine
chainmail products)

24: Vildivar’s (bows, arrows,
ranged weapons)

25: Bee in the Bottle (potions)

26: Kord’s Quencher (tavern)
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CUDGEL DISTRICT
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the vigilance of the local watch and the church of St.
Cuthbert, it’s also the safest district in Sasserine. The
citizens of Cudgel District know this, yet they are not a soft

C udgel District is primarily a residential district. Due to

people; they remain ever vigilant to the threat of attack from
without in the form of bullywugs or pirates, or from within
in the form of thieves and traitors.

Cudgel District’s representative nobles are the Taskerhills.
Although they’re hardly the oldest noble family in Sasserine,
the Taskerhills are easily the richest. Their ownership of
Thunder River Lumber has ensured a constant inflow of
profit for hundreds of years. The current patriarch of this
noble family is a man named Kalmadar Taskerhill. A recent
scandal involving his older brother, a noble of the nearby city
of Cauldron, has done some unfortunate damage to the family
name, and Kalmadar’s primary concern today is to repair this
damage in any way he can. As a result, he’s been spending a lot
of time away from home visiting his brother’s family.

Although St. Cuthbert’s the official religion of Cudgel
District, a smaller shrine has been attracting a fair amount
of attention lately. This is the mysterious Church of the
Whirling Fury, located in northern Cudgel District on the
aptly named Fury Street. The front doors of this church bear
aset of chains fixed with a padlock, and there are no windows
in the church’s stone walls. Locals say they've seen people
entering and exiting the church using silver keys to unlock
the chains, but no one’s been brave enough to investigate
further. Rumors of demon worship, live sacrifices, and worse
circulate about the church, yet the priests of St. Cuthbert
remain curiously close-lipped about the matter. Father
Ruphus Laro of St. Cuthbert says only that he’s keeping his
eye on the Church of Whirling Fury, but that it does not pose
a threat to the city.

The people of Cudgel District are a watchful, laconic lot.
They have little patience or tolerance for the rough and coarse
lifestyle led by most adventurers. Merchants, innkeepers,
and bartenders in Cudgel District often charge up to 200%
over normal prices for customers dressed like adventurers
(typified by openly wearing weapons or armor).

City Watch

In some ways, the Cudgel Watch are similar to the Cham-
pion’s Watch. Both are closely tied to their district’s offi-
cial faith (in this case, St. Cuthbert), both present regu-
lar patrols in uniform, and both are fiercely loyal. Yet the
Cudgel Watch is more concerned with preventing criminal
activity than any other watch in Sasserine, to the extent that
they sometimes overstep their bounds. Tales of wrongful
imprisonment abound here, although the Cudgel Watch
maintains that such cases are rare as a result. The citizens
of Cudgel District are the least flamboyant and outgoing
of the people of Sasserine, making the district a draw for
those not as interested in the bustle of city life. Crimi-
nal activity in Cudgel District is more prevalent along the
borders between Cudgel and Shadowshore and Merchant

22
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b+ Suspicious Eye [General]
&' You are always on the lookout for treachery and wrongdo-
- ing, like many of the other people from Cudgel District.
District: Cudgel.
Benefit: You get a +2 bonus on Sense Motive skill checks.
In addition, the DC to take an object from you through the
Sleight of Hand skill is increased to 25. You still receive the
normal opposed Spot skill check to notice the attempt, and
if you make this Spot check, you may immediately make
. an attack of opportunity on the target who was attempting
( to pick your pocket. If someone attempts the feint combat
' maneuver on you, you gain a +4 bonus on your Sense
& Motive check to avoid the feint.
Normal: The DC to take an object from a character
through the Sleight of Hand skill is 20.
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District. Of the watches, the Cudgel Watch is the most
likely to pursue criminals into other districts or meddle
with another district’s watch affairs, making them the least-
liked district watches.

Citizens

If you're from Cudgel District, it’s possible you've never
left Sasserine. Indeed, it’s possible you've never even left
Cudgel District. The outer world is a place of mystery and
perhaps fear for you, yet you may be equally intrigued by
its lures. You likely worship St. Cuthbert, or perhaps Kord.
Another church exists in your district, the Church of the
Whirling Fury, but chances are that even if you're curious
about what they have to offer, you haven’t figured them
out... yet. If you're a ranger, your favored enemy is probably
humanoid (humans), as you've learned that humanity has
the greatest capacity for evil and treachery. Of the seven
districts, the citizens of Cudgel are the least likely to seek
an adventurous lifestyle. Those who do become adventur-
ers are viewed by family and neighbors as black sheep.

Notable NPCs

Gerialar Divalean (human male): Abbot of the peaceful House
of Violets, Gerialar admits few visitors to his monastery. Those
few who have visited tell tales of a place of serenity, shielded
from the bustle of the surrounding city by magical curtains
that block sound.

Kalmadar Taskerhill (human male): Lord of Taskerhill
Manor and representative of Cudgel District on the Dawn
Council. Kalmadar is possibly the richest man in Sasserine.

Ruphus Laro (human male): Father Ruphus Laro took up the
mantle of the high priest of the church of St. Cuthbert after
the recent death of Father Ilthan Forn. Ruphus is kind, young,
and energetic.

Tenkar Gritbeard (dwarf male): A gregarious and barrel-
chested dwarf, Tenkar is the leader of the Stonemason’s
Guild. He and his fellow stonemasons are tasked with the
upkeep of Sasserine’s city wall, and as such are one of the
more powerful guilds in town.
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Cudgel District Locations 50:Laughing Shark (brewery)
1: Cudgel Lighthouse 51: Crab Pond Ale (brewery)
2: Streetsweeper’s Guildhall 52: Hathgak’s (general goods)
3: Carpenter’s Guildhall 53: Shrine of Yondalla
4: Tentooth’s Taphouse (tavern) 54: House of Violets (monastery)
5: Enad’s Trickery (curio shop) 55: Gilvery’s Goods (general goods)
6: The Barrelhouse (tavern) 56: Lumberjacker Ale (brewery)
7: Low Market (general goods) 57: Emerald Journeys (guides for
8: Fast Vera's (tavern) the Amedio Jungle)
9: Welcome Home (home sales)

10: Bent Bertha’s (tavern)
11: Little Sunrises (magical light sources)
12: Cudgel Garrison Adjunct
13: The Thrice-Born Phoenix (inn)
14: Church of the Whirling Fury
15: The Silverlode (tavern)
16: Building By Design (construction)
17: Eva’s Boat Rentals
18: Tharvel’s Hides (fine hides and
leather goods)
19: The Legless Stork (tavern)
20: Marshwarden’s Hall (guides
for local marshes)
21: Three Thin Cats (general goods)
22: Black Crab (brewery)
23: The Painted Hare (tavern)
24: The Sacred Hound (dog trainers)
25: Shrine of Fortubo (god of stone
and guardianship)
26: Shrine of Garl Glittergold
27: Ratcatcher’s Guildhall
28: Cudgel Garrison Adjunct
29: Stonemason’s Guildhall
30:The Whispering Anvil (tavern/inn)
31: Shrine of Moradin
32: Temple of St. Cuthbert (district church)
33: Gondola Waystation
34: Fishfood (tavern)
35: Delthar’s Protections (fine weaponry)
36: Selder’s Tales (cheap novels)
37: Chimneysweep’s Guildhall
38: Purifier’s Guildhall (water
tower maintenance)
39: The Rasp (tavern)
40:The Unexpected Monkey (tavern)
41: West Market (general goods,
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lumber, livestock)
42: Sesker’s Whiskers (brewery)
43: Cudgel Garrison Adjunct
44: Stirge in the Stew (tavern)

45: The Burning Dragon (inn)

46:Gondola Waystation

47: Cudgel District Hall of Records
48:Taskerhill Manor (district representative)
49:Cudgel Garrison
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asserine’s heart, and perhaps even its soul, is lodged
Sﬁrmly in Merchant District. The first district most

visitors reach, it’s often the only one they need ever
explore. Merchant District shops run the gamut from simple
grocers to specialized buildings like potion emporiums, dagger
sellers, exotic pet dealers, and magic item bazaars.

Merchant District’s representative nobility are the Arabanis.
Lady Anwyn Arabani is an eccentric noblewoman who has a
strange fascination with drow, and even claims to have drow
ancestors (although her relatively pale skin would indicate
otherwise). She’s quite popular, as she goes above and beyond to
ensure the people of Merchant District have fair representation
in the Dawn Council. She entertains many suitors, but has yet
to settle on a single person to share her estate.

City Watch

The Merchant’s Watch is perhaps the most efficient of the
seven watches. Corruption appears here and there, but the
leadership is honest and does its best to maintain a crime-free
environment. This is the busiest district in the city, and minor
crimes are generally ignored, allowing the watch to focus its
attention on larger problems. The Merchant Garrison isn’t
the largest among the seven watches (that honor goes to the
Champion’s Watch), but it’s certainly the most justly run of
the seven.

Citizens

If you're from Merchant District, you could be from anywhere.
You may have grown up in Sasserine, or you might have only
recently come to the city on the decks of a ship from anywhere
else in the world, in which case your reasons for staying can be
as varied as your actual homeland. Natives of Merchant District
likely come from merchant families, or grew up the children of
innkeepers or bartenders. You're probably a very social creature,
and the thought of isolation or the natural world fills you with
nervous fear. If you're a cleric, you might worship Fharlanghn,
but in actuality this district is a melting pot of faiths.

Notable NPCs
Alma Telvanta (female human): An exotic and intriguing
woman, Alma runs the prestigious Telvanta Dance Academy.

Anwyn Arabani (female half-elf): Lady of Arabani manor and
representative of Merchant District on the Dawn Council.

Blisker Tittertop (male gnome): Blisker is the master of the
Alchemist’s Guild; his mark can be seen on nearly every potion
or alchemical item sold in Sasserine.

Dhalven Miomar (male human): Lord of the Merchant’s Guild,
Dhalven is a gifted public speaker.

Feldus Selvant (male humany): Feldus is the soft-spoken care-
taker of the Seeker’s Lodge. He is often gone from Sasserine for
months at a time on adventures.

Lavinia Vanderboren (female human): Thrust into the respon-
sibilities of nobility, young Lavinia’s parents perished in a ter-
rible fire and her brother has vanished from the public eye,
leaving her to tend to her estate’s needs all on her own.
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Merchant s Tongue [General] :
| Growing up around the merchants of this district made you -"
I glib and gave you a keen eye for value.
District: Merchant. ; }
Benefit: You have already made quite a bit of money, and
have a knack for making more. If you take this feat at 1st level, =
~you gain a one-time bonus of 300 gp to your starting cash.
I In addition, whenever you sell an object, you can make an
# opposed Diplomacy check to automaticaly sell an object for
5% over its asking price.
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Lirali Woarali (female half-elf): Keeper of the temple of
Fharlanghn, Lirali’s congregation is small, but she seems like a
friendly-enough woman.

Velkandar Toregson (male human): Eldest son of the Toregson
family, Velkandar runs the Smith’s Guildhall.

Merchant District Locations
1: The Ticklish Ogre (tavern)
2: Fenter’s Place (inn)
3: Locksmith’s Guildhall
4: The Dancing Monkey (curio shop)
5: The Metal-Skinned Dwarf (fine armor)
6: Seeker Lodge
7: Fishback Market (general goods, seafood, trinkets, jewelry)
8: Gondola Waystation
9: Viltashel’s Favors (moneylender)
10: Baker’s Guildhall
11: Temple of Fharlanghn (district church)
12: Harbor Market (general goods, imported goods,
minor magic, food, entertainment)
13: Candlemaker’s Guildhall
14: Marketplace Hall
15: Jeweler’s Guildhall
16: Glassblower’s Guildhall
17: Gemcutter’s Guildhall
18: Shrine of Zilchus (god of money and business)
19: Merchant’s Guildhall
20:Gondola Waystation
21: The Drunk Bear (tavern/mead shop)
22: Weaver’s Guildhall
23: Glittermane’s Vault (magic shop)
24: Shrine of Celestian (god of the stars and wanderers)
25: Gregair’s Place (tavern/gaming hall)
26: Cobbler’s Guildhall
27: Corner Groceries (general goods)
28: Gondola Waystation
29: Shrine of Geshtai (goddess of rivers and wells)
30: Spicemerchant’s Guildhall
31: Tavernkeeper’s Guildhall
32: Shrine of Trithereon (god of individuality and liberty)
33: Basketweaver’s Guildhall
34: Orimander’s Emporium of the Soul (magic shop/bookshop)
35: Tailor’s Guildhall
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36: Telvanta Academy
(prestigious dance school)

37: Shrine of Ralishaz (god of
misfortune and ill luck)

38: Costumes and Fantasies (exotic
clothing/costumes)

39: Scrivener’s Guildhall (scribes)

40:Venton’s (sage—Knowledge [local])

41: Leatherworker’s Guildhall

42:Smith’s Guildhall

43: Sasserine Tours (guides to the city)

44: Shrine of Bleredd (god of metal
and smiths)

45: Cooper’s Guildhall

46:The Singing Rose (perfumes and oils)

47: Barber’s Guildhall

48: Alchemist’s Guildhall

49: Butcher’s Guildhall

50: Scavenger’s Guildhall (finders
of lost objects)

51: Gondola Waystation

52: Teamster’s Guildhall

53: The Painted Vixen (brothel)

75: Domaskio’s Consortium (puppets
and toys)

76: Featherwhisper’s (bathhouse)

77: Barrister’s Guildhall

78: The Inner Labyrinth (occult books)

79: Vanderboren Manor (minor noble)

80: Gondola Waystation

54: Wheelwright’s Guildhall
55: The Rusty Pirate (tavern)
56: Launderer’s Guildhall
57: Tanner’s Guildhall
58: Shrine of Dalt (god of doors,
locks, and keys)
59: The Bent Goblin (inn)
60:The Upwards House (sage—Knowledge
[arhitecture and engineering])
61: Rooftop Solutions (messenger service)
62:The Warden’s Vault (moneylender)
63: Fifteen Horses and a Mule (tavern)
64: Cages of Plenty (exotic pets)
65: Merchant’s Garrison
66:Innkeeper’s Guildhall
67: Riverman’s Guildhall (gondola service)
68:The Crimson Genie (brothel)
69:Heinvar’s Baths (bathhouse)
70:Arabani Manor (district representative)
71: Krexin Imports (exotic imports)
72: The Strumpet’s Excuse (inn)
73: Coins From Above (moneylender)
74: The Minx Market (brothel)
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NOBLE DISTRICT

oble District has traditionally been thought of as the

city’s ruling district, even though Castle Teraknian isn’t

technically a part of this district. Yet Sasserine’s trust
in its rulers has been shaken (see Sasserine’s History below),
and nowhere is that loss of faith more evident than in this
district. Today, the citizens of Noble District spend too much
time bickering with those of Champion’s District and trying to
organize their district into a self-sustaining society. Idle talk
of seceding from Sasserine is commonplace in Noble District
bars. The other districts increasingly view the Noble District as
a place of decadence and vanity, and eagerly await the district’s
fall under its own excesses.

Noble District’s representative nobility is the Lidu family.
With the end of the Teraknian family line over 100 years ago,
the Lidus became the oldest noble family in the city. The family
patriarch, Worrin Lidu, is a kind-hearted noble who may be
too gentle and forgiving to succeed in Sasserine as a successful
noble. His major concern today seems to be the reconciliation
of the churches of Wee Jas and Kord.

Sasserine’s History

No district is more aware of Sasserine’s history than the citizens
of Noble District. The city was founded over 700 years ago, in
the year —124 cy by pilgrims from the north. This group was led
by a visionary cleric of Wee Jas named Sasserine who died on
the island now known as Ancestor Island in the heroic act of’
defending the pilgrims from a black dragon named Zelkarune.
Sasserine’s lover, a man named Teraknian, founded the city in
her honor. Over the next several centuries the city experienced
phenomenal growth, during which a line of rulers descended
from Teraknian ruled Sasserine in conjunction with advice
from the churches of Wee Jas and Kord. In the year of 480 cy,
Lord Mayor Orren Teraknian ruled the city—a rule that allowed
for no shades of gray. For the first time in centuries, the church
of Wee Jas was stripped of its power as fabricated charges of
devil-worshiping saw to the arrest, imprisonment, and even
execution ofits faithful. Just as Orren’s rule became unbearable,
a great fleet of ships arrived—representatives of the Hold of
the Sea Princes to the north. Promising an end to Orren’s cruel
rule, the invaders were aided in their assault on the city from
within as the citizens rose up in rebellion. Orren Teraknian
was overthrown and the Sea Princes claimed Sasserine as their
own. Over the century to come, Sasserine’s resources were
savaged. The Sea Princes kept Sasserine a secret from the rest
of the world, hoping to hide the valuable port from invaders
by destroying any references to it they could find. Spies
infiltrated cartographer guilds and libraries throughout the
world, altering maps and sea charts with magic. Ship captains
who knew the route to the city were bought off or murdered.
Sasserine suffered in these 100 years, but the underlying spirit
of her citizens did not die. Their prayers were finally answered
in 584 cy, when the Scarlet Brotherhood assassinated nearly all
of the Sea Princes. The resulting turmoil threw Sasserine into
chaos. Without the support of their homeland, the leaders of
the city were overthrown in a fortnight. In the decade since
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# aristocrat. \
| Prerequisite: 1st level only.
District: Noble. ]
Benefit: Pick any three Charisma- or Intelligence-based skills.
These three skills are always considered class skills for you.
In addition, you gain a +2 bonus on Knowledge (history)
and Knowledge (nobility and royalty) checks, and may use =
these skills untrained. '

Knack for Magic{General]

_ Magic is not that mysterious to you, and its gifts have made
. your life a little easier.
| District: Noble.
Benefit: You get a +2 bonus on Spellcraft skill checks. In
[ addition, you have an innate talent for magic, granting you &
the following spell-like abilities as a 1st-level caster: 1/day— &
detect magic, light, and prestidigitation. ;
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their freedom, the people of Sasserine have rebuilt their city
with astonishing success.

City Watch

The Noble’s Watch are masters of subtlety. They do not patrol
the streets of Noble District openly, as the local citizens have
long since made clear their distaste for seeing guards in pub-
lic places. As a result, the Noble’s Watch do their jobs under-
cover, posing as travelers, entertainers, merchants, or even petty
nobles as the case demands. Newcomers to Sasserine seeking a
place to ply criminal acts may be tempted by the seeming lack
of guards in this district, but the Noble’s Watch wastes no time
in dealing with crime as it appears. This, combined with the
fact that anyone nearby could be the law, makes Noble District
one of the safest in Sasserine.

Citizens

If you're from Noble District, you're not necessarily the member
of a minor noble house, although if you're not, you probably
have friends or associates who are. You may be from the middle
class, in which case your family serves one of the noble families
in some regard. Or your family could be involved in the arcanist
scene, in which case you are no stranger to magic. Finally, you
may be a student at the House of the Dragon, recently gradu-
ated (or worse, flunked out) from higher education. Citizens of
Noble District are clean, cultured, and eschew physical labor,
preferring to hire muscle or use magic to take care of tough
jobs. You likely worship Wee Jas. If you worship Kord, you keep
your faith secret. If you're a specialist wizard, you've probably
chosen conjuration, enchantment, illusion, or necromancy as
your field. Other specialist wizards are not unheard of, but
those who opt to specialize as evokers or transmuters are often
thought of as blowhards with something to proove.
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Notable NPCs

Annah Teranaki (female human): Annah
is the shrill and aging high-priestess of
the temple of Wee Jas. A recent scandal
involving her protégé Embril Aloustinai
in the city of Cauldron has tarnished the
church’s reputation.

Kiva Willowtop (female halfling): Kiva is
the mistress of the Cartographer’s Guild.

Lux Seoni (human female): Lux is the
mysterious (and somewhat frightening)
mistress of Witchwarden Tower.

Nylaria Absalee (human female): Nyl-
aria, the manager of the Sasserine Opera
House, is a huge woman who takes advan-
tage of her ample frame to display out-
landish dresses and hair styles. She fan-
cies herself everyone’s friend, even though
the feeling is not always mutual.

Worrin Lidu (human male): Lord
of Lidu manor and representative of
Noble District on the Dawn Coun-
cil, many worry that Worrin has grown
too soft in his advancing years to be an
effective leader.

Zebula Meravanchi (human male):
Zebula is a minor noble whose fam-
ily’s interests run to the decadent and
extreme ends of entertainment.
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Noble District Locations
1: Highwall House (Knowledge
[geography] sage)
: Shrine of Liir (goddess of poetry
and art)
3: Witchwarden Tower (arcanist’s guild)
4: Shrine of Lendor (god of time
and study)
5. Actor’s Guildhall
: Shrine of Myhriss (goddess of love)
High Market (general goods, exotic
wares, jewelry, magic)
8: The Pearl and the Parrot (tavern/inn)
9: Imp’s Folly (tavern/gaming hall)
10: Musician’s Guildhall
11: Sasserine Opera House
12: Coffinmaker’s Guildhall
13: Meravanchi Manor (minor noble)

N
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14: House of Lords (Knowledge
[nobility and royalty] sage)
15: Shrine of Lydia (goddess of music)
16: Courtesan’s Guildhall
17: House of the Dragon (school
and library)
18: Lidu Manor (district representative)
19: Instrument Maker’s Guildhall
20:Cartographer’s Guildhall
21: The Curious Chimera (bookstore)
22: Thenalar Academy (finishing school)
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23: Cloudcrystal Academy
(finishing school)

24: Shrine of Boccob

25: Noble Garrison

26: Callisto’s Needle (tattoo parlor and
Knowledge [the planes] sage)

27: Blenak’s Bazaar (magic shop and
Knowledge [arcana] sage)

28:Temple of Wee Jas

29: The Crystal’s Whisper (curio shop)

30:Ancestor’s Rest (inn)

31: Whispers on the Wind (fortune teller)

32: Sasserine Crematorium

33: Scarlet Spire (tomb of Sasserine,
city founder)
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SHADOWSHORE
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most notorious of Sasserine’s districts. This strip of
land nestled in the shadow of Champion’s District has
long been a haven for thieves, thugs, and criminals of all kind.

H Ithough relatively small, Shadowshore is perhaps the

Generally, the only people who live here are those poor enough
that their homes hold no attraction to thieves or those who can
ably protect their property by wit or muscle. The city watch
has all but given up on Shadowshore, and as long as nothing
particularly destructive arises from the district (such as fires
or riots) they generally leave it to govern itself.

The representative noble of Shadowshore changes more
often than any other, as the post is traditionally held by the
family (or even the individual) strong enough to protect it
from his enemies. Currently, the holder of this title is Emil
Dracktus—certainly an assumed name. Rumor holds that the
Dawn Council would rather have someone less crude and more
reliable in this post. Someone like Vico Bevenin of the Amedio
Trading Concern, perhaps. Yet for now, no one (Vico included)
has made a move on Emil.

The Black Market

While Sasserine’s markets and shops feature a wide range of’
goods and services, some are not offered in the light of day.
Those seeking hard drugs, dangerous animals, evil magic, slaves,
or cheap (and probably stolen) goods won't find them for sale in
sight of the city watch. Yet this does not mean these goods and
services aren't for sale.

Sasserine has a strong black market, with venues located in
all seven districts. In order to gain access to the black market,
a character must first make a DC 20 Gather Information check
to learn the current location of that district’s black market. In
Azure District and Shadowshore, this is only a DC 15 Gather
Information check, while in Champion’s or Noble District, it’s
a DC 25 check. The black market is all but supressed in Cudgel
District—it’s a DC 30 Gather Information check to find an outlet
there. Failing this check by 5 or more indicates that the district
watch hears of the character’s interests in obtaining illegal goods
and services; the results of this failure depend upon the nature
of that district’s watch.

Although the black market has no restrictions on the type of
its goods or services, it is still bound by Sasserine’s gold piece
limit of 40,000. A character who wishes to buy something in
excess of this value must either travel to a larger city or enlist
the aid of an agent or importer to have the item purchased
and delivered from elsewhere. An agent typically charges a 5%
finder’s fee for such services.

Thieves’ Guilds

A staple of most large cities, Sasserine is unusual in that it cur-
rently does not host a large, well-organized thieves’ guild. In the
years before the Sea Princes took hold of the city, a guild known
as the Artful Parrots was Sasserine’s largest band of robbers,
cutpurses, and criminals. The Artful Parrots were also among
the first victims of the Sea Princes, and within a year of their rule

beginning, this guild had been obliterated completely.
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y hlld’ of the Shadow [General] :

You were raised in the streets and back alleys of Shadowshore i
j and have refined several talents and tricks valuable t 4

.survival in this neighborhood.

- District: Shadowshore.

Benefit: You know Sasserine’s black market quite well, and
need not make checks to locate its outlets. Further, in other cmes"
you have a knack for rooting out the underground markets. You i
gain a +2 bonus on Diplomacy and Gather Information checks
made to learn about a city’s black markets. e

Growing up on the filthy streets of Shadowshore has
. also gifted you with several tricks you can use to ensure

- survival. You gain a +2 bonus on Initiative checks in urban
{© environments. You are also adept at fighting in confined areas,
' such'as narrow city alleyways or crowded taprooms. Enemies
cannot gain cover from you if they are in your reach; you
can thus attack someone around a corner without penalty. A
creature with total cover from you still recieves aII benefits of
. his cover. ;

During the Sea Prince rule, oppressive laws made thieves’
guilds impossible to form. Now that Sasserine has regained
her independance, though, the city is seeing a renaissance of’
organized crime. At this point, the dozens of small guilds are
more interested in fighting each other for dominance, and
the city watch keeps a wary eye on the activites of these groups
but does little to intervene as long as they don’t endanger the
city’s citizens. Word on the street, however, is that one group
in particular has managed to establish itself as a force to be
reckoned with—the Lotus Dragons. While the Lotus Dragons,
if indeed they do exist, have yet to make their presence known
to the city watch and civilians of Sasserine, the fact that minor
guild activity has been tapering off over the last year lends
validity to these rumors.

City Watch

The true slums of Sasserine, Shadowshore is where the
desperate come to hide or die. The smallest of the districts, it’s
easy for citizens of other districts to look the other way at the
trouble that commonly brews here. Members of other watches
who prove too unruly or insubordinate are often reassigned
to Shadowshore—more of a punishment than anything else.
Corruption is rife among the Shadowshore Watch, who only
patrol the shoreline and are known to be in the pocket of the
ship barons of the district. Only the most blatant of crimes
(arson, public assaults, and other highly-visible offenses) are
acted upon, making Shadowshore a haven for Sasserine’s
criminal elements.

Citizens

Shadowshore is where the dregs of Sasserine seep to. If you grew
up here, you had a rough childhood, and may have been forced to
kill someone in order to survive. You've certainly seen your fair
share of dead bodies; they turn up often in the alleys or under
the piers. If you're not the thuggish type, you either spent a lot
of time hiding or developed a knack for fighting dirty. You may

LE .

66 B 67
~
~
~



have been taken under the wing of one
of the few semi-legitimate businesses to
operate here, but more likely you're a true
child of the streets. Faith is hard to come
by here, but if you're a cleric you prob-
ably worship Olidammara, and you know
that the god of thieves has some presence
within these drooping slums.

Notable NPCs

Emil Dracktus (human male): The
reprehensible Lord of Dracktus Manor
and representative of Shadowshore on
the Dawn Council is little better than a
bandit lord.

Gregar Skeen (human male): Master
of the Shipwright’s Guild, Gregar has
somehow managed to maintain control of
the family business and interests despite
generations of trouble with local roughs.

Jalpe Jinn (male half-orc): Jalpe Jinn is
a likeable-enough man who tends this
shrine dedicated to one of Sasserine’s most
gifted historical figures, the dwarf Worgul
(who succeeded in life as a merchant
despite her hideous appearance).

Vico Bevenin (human male): Why one of
Sasserine’s richestmen lives in Shadowshore
is a mystery to everyone but him. Vico
owns the Amedio Trading Concern,
the most successful import/export firm
in Sasserine.

Payyati i

Shadowshore Locations

: Shadowshore Garrison

: Shrine of Charmalaine (goddess of

keen senses and narrow escapes)

The Skinned Man (tavern)

: The Narrow House (inn)

Shrine of St. Worgul (district church)

Honest Brank’s (moneylender)

The House of Science (freak show

and museum of oddity)

8: Fishlip’s Games (tavern/gaming hall)

9: The Notched Axe (mercenary guild)

10: Coffinsquatters (inn)

11: Neldrek’s Goods (general goods)

12: Dracktus Manor (district
representative)

13: Trapmaker’s Guild

14: Gentle Nelli’s (apothecary)

15: The Velvet Hatch (brothel)
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16: The Plucked Parrot (inn/tavern)

17: Alinara’s Vixens (gaming hall)

18: Amedio Trading Concern
(import/export)

19: Sailmaker’s Guildhall

20:Shrine of Kuroth (god of treasure
and theft)

21: Last Ditch Lovers (brothel)

22: Gondola Waystation

23: It Still Floats! (cheap boats and ships)

24: Black Shield Company
(mercenary guild)

25: Shipwright’s Guildhall

26:Shank’s Collectibles (cheap weapons)

27: Sasserine Distillery (rum factory)
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ike Cudgel District, Sunrise is primarily residential.

Yet the citizens of Sunrise are generally a bit better-off

than their neighbors, in no small part due to the fact
that many of them have stakes in the numerous plantations
that dot the region surrounding Sasserine.

Sunrise’s representative noble family is the Knowlern family.
Unlike the nobles of the other districts, the Knowlerns are
elves. Lord Aniphastus Knowlern and his family have taken
the preservation of the region’s wildlands to heart, and the
foundation of Sunrise’s Standing Stone Park is one of their
proudest achievements.

Affiliations

As a citizen of Sasserine, your character may also belong to one
of several organizations or affiliations based in the city. The
Player’s Handbook II introduced rules for affiliations and for
tracking your rank and benefits from membership. Issue #348 of
Dracon details six new affiliations based in the city of Sasserine
in the first installment of “Savage Tidings,” a series of articles
designed to augment the Savage Tide Adventure Path with new
player options and advice on running the campaign. These six
affiliations, in brief; are as follows—if one of them sounds par-
ticularly appealing to your character, speak to your DM about
starting the campaign as a member of the affiliation.

Church of the Whirling Fury: Perhaps the most mysterious of
the six affiliations presented here, the Church of the Whirling
Fury is in fact a semi-secret group of like-minded souls who
seek to oppose the advance of demonic influences into the
the Material Plane while at the same time venerating their
patron, the eladrin paragon Gwynharwyf (Book of Exalted Deeds
155). They keep their presence in Sasserine subtle, operating
on the theory that to openly oppose such dangerous forces
invites open retaliation—much better to gather information
and strike with the advantage of surprise. The church of the
Whirling Fury accepts members of all vocations and skills,
although their doctrines tend to preach “all for the greater
good.” As such, they often find themselves operating on the
shady side of the law. Barbarians, clerics, and rangers are the
best suited classes for this affiliation.

Dawn Council: The ruling nobles of Sasserine are known
as the Dawn Council, yet in truth this affiliation comprises
all of the minor nobles, sages, scribes, clerks, and others who
help in the daily business of administration of the city. The
Sasserine city watch is controled by the Dawn Council, and
the seven official churches have much invested in this group
as well. Beyond Sasserine’s walls, agents of the Dawn Council
function as ambassadors, emissaries, missionaries, or even
spies. Bards, clerics, fighters, and paladins are the best suited
classes for this affiliation.

Scarlet Brotherhood: While the Scarlet Brotherhood itself
is notorious for harboring assassins, spies, and worse, their
presence in Sasserine has taken an unusual turn with the estab-
lishment of the Scarlet Embassy. This group proposes to seek
less violent interactions with other nations. Recent attempts
to manipulate numerous nations were a tremendous drain
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« Student of Nature [General]
The wild has always excited you with its simple bealjfy:' !
and majestic creatures. It is no wonder that many of - =
your talents let you better enjoy the natural world.

District: Sunrise.

Benefit: You get a +1 bonus on Handle Animal,
Knowledge (nature), and Survival skill checks. You
also get a +2 bonus on Fortitude saving throws to
resist special attacks from plant creatures.

on the Brotherhood. Of course, many believe that the estab-
lishment of the Scarlet Embassy is merely a new stage in the
Brotherhood’s nefarious attempt to rule the world from within.
Only members of this affiliation know the group’s plans for
sure—and even they may not see the whole truth of what the
mysterious leaders of the Brotherhood intend. Bards, monks,
and rogues are the best suited classes for this affiliation.

The Seekers: The Seekers have a presence in nearly every
major city in the world, yet few know of their existance. A
group of treasure-seeking adventurers at best, or a nefarious
organization of thieves and grave-robbers at worst, the Seekers
themselves are a loosely-knit group of explorers, adventuring
scholars, and fortune hunters who scour the world for ancient
secrets and lost magic for personal gain and profit. All charac-
ter classes are equally suited for this affiliation.

Witchwardens: Sasserine’s mage’s guild was founded by a
priest-mage of Wee Jas many centuries ago, but today the Witch-
wardens have become more secular. Their members study magic
in all its forms, seeking to discover new spells or recover forgot-
ten lore from ancient ruins across the world. They are charged
with the defense of the city against magical threats, and many of
their members have ties to the city’s high society. Bards, sorcer-
ers, and wizards are best suited for this affiliation.

Zelkarune’s Horns: Based in the Champion’s District where,
among other things, they manage the hugely popular events in
the Sasserine Arena, Zelkarune’s Horns consists of gladiators,
big-game hunters, mercenaries, and explorers of the surround-
ing wildlands. Beyond Sasserine’s walls, members of the Horns
often operate alone (or as members of small groups), seeking
new creatures to populate arena fights or merely looking for
adventure and treasure to further their own (and by extension,
the Horns') fame and glory. Barbarians, fighters, rangers, and
rogues are best suited for this affiliation.

City Watch

Like Cudgel District, Sunrise is primarily residences, although
the presence of the lumberyard and proximity to the Azure
District make its edges a bit more active. The Sunrise Watch
are affiliated with the church of Pelor, but for the most part
are left to their own devices in keeping the district safe. Their
organization is the largest of the seven watches, and as a result
it’s more difficult for the commanders to keep everything in
control. Corruption is fairly common here, yet the guards can
generally be trusted to do the right thing.
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Citizens

If you're from Sunrise, you pride yourself
on your even temper, your friendliness,
and your optimism. There are certainly
alot of rowdy folk in Sasserine, but most
of them avoid Sunrise for one reason or
another. You may have a healthy interest
in the natural world, in which case you've
spent long hours exploring the safety of
Standing Stone Par). Many who live here
work for one of the plantations to the
south, either in the fields earning an
honest day’s wage or in the plantations
themselves as servants or specialists. Most
of the people you know worship Pelor,
although any of the officially recognized
faiths of Sasserine are welcome here.

Notable NPCs

Aniphastus Knowlern (elf male): The Lord
of Knowlern Manor and representative
of Sunrise on the Dawn Council has
lived in Sasserine longer than most every
other citizen.

Basar Finn (human male): Basar
represents the various plantation owners
who live outside the city walls when these
industrious folk are not present.

Kera Gosalar (human female): Kera s the
high-priestess of the temple of Pelor. She
views the vices of Sasserine as unfortunate,
but rather than crusade against them she
appeals to the city’s decent folk, offering
options to the debauchery and crime that

plague the city.

Sunrise Locations

1: The Bridgehouse (gaming hall)

2: Meadowdusk’s (Knowledge
[nature] sage)

3: Thunder River Lumber

4: Shrine of Istus (goddess of fate)

5: Landowner’s Hall (plantation owner’s
meeting hall)

6: The Restless Lion (tavern)

7: The Hunter’s Trap
(tavern/gambling hall)

8: Winmester’s (inn)

9: The Siren’s House (inn)

10: Dawn Market (general goods)

11: Sunrise Garrison

12: The Endless Dark (Knowledge
[dungeoneering] sage)

13: Tepinal’s Wares (general goods)

14: Taxidermist’s Guildhall

15: Leldibar’s Shop (general goods)

16: The Shivering Cat (tavern)

17: Emerald Waters Orphanage

18: The Hungry Gorilla (tavern)

19: Shrine of Heironeous

20:Tobacconist’s Guildhall

21: Dawnlight Orphanage

22: Gondola Waystation

23: Historian’s Guild (Knowledge
[history] sage)

24: Gondola Waystation

25: Knowlern Manor (district
representative)

26: Standing Stone Park

27: Dawnhouse (district church)

28: Shrine of Mayaheine (goddess of
protection and valor)

29: Shrine of Rao (god of peace
and serenity)

30:Gondola Waystation

— e e am a -
= - — —
T M s S L TN M N MmO e S BN SE Em W TS WS R R S E Ew T S = oEm i




:uI--::Player S TGuide‘j

f T — -

T'he Savage T'ide Rises!

e
)

he first Savage Tide has already touched the mortal world, yet none who

I live today recall this terrible time of red ruin. It swept over an ancient

city, transforming beggar and noble, merchant and thief, resident and

visitor, one and all into feral, ravenous fiends. What took the ancients hundreds

of years to build came crumbling down in a matter of days. When the tide’s final
ripples faded, only ruins remained.

Now, after a thousand years, the hidden architect of the Savage Tide gazes
upon new targets. This time, the doom will not be limited to one hapless city.
This time, all of civilization is perched on the shore, blissfully ignorant of what
the tide is about to bring in.

The Savage Tide Adventure Path is a complete campaign featured over the course
of a year in DUNGEON Iﬁagazine. Running from issue #139 to issue #150, the
campaign takes your PCs from their lowly beginnings at 1st level to the lofty
heights of 20th, and possibly beyond. It all begins in the exotic port city of Sas-

» serine, detailed in this booklet. The Savage Tide begins here! Will your characters
stand upon its shore and protect the civilized world? Or will they succumb to its
rising waters of ruinous rage?

e
¢

DUNSEON Drason

The Savage Tide Adventure Path continues monthly in the pages of DuncEoN and DRAGON magazines.
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No Honor

T'H'e ﬁrst-"é%wage tide has already touched the mortal world, YCtnone :

2le

who live foday recall this time of red ruin. Unleashed from the cruel

heart of a fell seed known as a shadow pear], this savage tide swept over
an ancient city:perched atop the crown of a remote island. The tide trans-
formed beggar and noble, merchant and thiéﬁ]:esldent and visitor into feral, .
ravenous fiends. The fruits of centuries of labor came crumbling down in a . =
matter of days; and when the survivoss trie the tide by destroying K J
the pearl, the resulting blast of queiSunk eir to. abmlmg lake: of . :
death 'Ihmugh itall;the Abyssal: archi ¢ tide watched, taking

: f"I‘here Is No Honmr the ﬁrst chapter off th ‘l‘iﬁﬁﬁdventure Path,
| d complete campaign consmtmg of 12 adventures ﬂlat-wﬂl appearin the next
twelve issues of DUNCEQN. For addluonal aid in running this campaign,
check out Dracon’s monthly “Savsge Tidings” a:tlcies, a scnts that help
players and DMs prepare for and expand upon the campaign. Issue #348 of
< Dracon kicks off this series with details on six affiliations basedeasserme
. thatyour players may wish to join. And if you're running Savage i =
FORGOTTEN REALMS or EBERRON, make sure to check paizo. com fbrthelatest
conversion notes for each adventure.

y)\§

& BY JAMES JACOBS, T
@ BY BEN WOOTTEN, ) S
® BY ROBERT LAZZARETT, TS Sy
ADVENTURE PATH _LOW LEVEL (IST-5TH) . URBAN AND DUNGEON CRAWL

PLAYTESTED BY MARVIN CRIPPEN, STEVE ENEMARK, ERIC HADDOCK, JASON NELSON-BROWN, MATT ROSSI, AND PAT RYAN :
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Adventure Background

The city of Sasserine is still finding its feet
after emerging from a century of oppres-
sive rule during which the traditional
thieves' guilds were destroyed. Dozens of
minor guilds now squabble for control of
the city’s underworld. One guild in par-
ticular has risen above the infighting,and
isnow poised to become a major playerin
city politics. This is the Lotus Dragons, a
band of murderers, burglars, and smug-
glers led by a charismatic and ambitious
woman named Rowyn Kellani—a woman
who just happens to be the daughter of
one of the city's noble families. When
Rowyn enters an alliance with the scion of
another noble famnily, a scoundrel named
Vanthus Vanderboren, the final piece of
her plan falls into place and she Prepa:es
to seize control of the city's sea trade.

Yet for all of her scheming and plotting,
Rowyn'’s capacity for evil and cruelty pales
in comparison to that of her new lover.
Vanthus, in an attempt to prove his value
and worth to the Lotus Dragons (and
to impress its beautifil guildmistress),
recently committed a horrendous crime.
Knowing his parents had just purchased
a new ship and were planning on taking
a relaxing trip up the coast, he smuggled
adozen barrels of alchemist’s fire into the
ship’s hold and arranged for an “accident.”
The resulting fire burned the ship to the
waterline and left its crew (and Vanthus's
parents) dead.

Alas, his plan to inherit his estate
(and then use its resources to bolster
the Lotus Dragons) fell through when a
reading of his parents’ will revealed that
the estate was to be passed along entirely
to his older sister Lavinia. Seething with
rage but unwilling to take drastic action
against his sister, Vanthus did what he
could to Tob the family vault before she
could claim its riches. Fortunately, he was
able to make off with enough money to
ensure his place in the guild—and after
he abandoned the competition in a series
of undead-haunted smuggler’s tunnels,
his position high in the Lotus Dragon's
ranks was ensured.

Now, the Lotus Dragons are ready to act
on their nefarious plans, The only thing
theyaren't counting on is Lavinia Vander-
boren’s concern for her missing brother.

16 DUNGEON OCTOBER2005 et

BY JAMES JACOBS

Adventure Synopsis :
The adventure begins as the PCs gather
at Vanderboren Manor. Layinia asks the
PCs to aid her in securing access to her
family's vault, the key to which is hidden
on her father’s ship. Once her estate is in
order, Lavinia turns her attention to her
true concern. '
Herbrother Vanthus hasbeen missing
for weeks. She's heard rumors that he's
fallen in with some unsavory types, but
hopes he can be convinced to return to
civilized society. She sends the PCs out
on his trail, and their investigations
lead them to a small smuggler’s
complex under Parrot Island. There,
Vanthus springs a trap and locks
them in the tunnels. forcing the
PCs to navigate an escape while
dealing with the hungry undead
that dwell within. They eventually
ernerge, having learned that Vanthus has
taken up with a much more dangerous
thieves' guild called the Lotus Dragens.
After locating the guildhouse, the
PCs discoyer the guild is preparing to
take control of the city’s sea trade. By
defeating the Lotus Dragons, the PCs

can save Sasserine’s harbor from falling

under the control of a band of murderots
scotindrels. Alas, Vanthus is nowhere to be
found, although clues send the PCs onto
his trail (and into the next adventure in
the series—"The Bullywug Gambit”).

Adventure Hook

During character creation, ask each player
to come up with a notable recent event in
‘his character’s life that might mark him
as an adventurer. “There Is No Honor”
begins as Lavinia Vanderboren, on the
hunt for affordable help of an adventur-
ous nature, hears about these exploits.
Each PC receives a letter, hand-delivered
by a wizened-looking halfling woman
named Kora. The contents of the letter
appear as Handout $#1.

PART ONE: A NOBLE

IN NEED

Once the PCs teceive their invitations to
Vanderboren Manor, they may wish to
ask around about their new patron, It's
onlya DC 1o Knowledge (nobility and roy-
alty) check to recognize the Vanderboren

Handout #1

name—a
DC 15 check is enough to
know that Layinia is the eldest daughter
of the family. A DC 15 Knowledge (local)
check is enough to recall news of a tragic
fire a month ago that claimed the lives
of Verik and Larissa Vanderboren. The
Vanderborens were survived by their two
children, Lavinia and Vanthus.
Vanderboren Manor is located in the
eastern section of the Merchant District;
the seven-foot-high stone wall that sur-

tounds the estate is impossible to miss, as

- isthe towering, gothic, three-story house

that dominates the grounds within. Leer-
ing gargoyles and capering nymphs fes-
toon the eaves of the manor’s roof, and
several trees give the manor grounds a
nice buffer from the bustle of the city.

The front gates have been left open for
the PCs, but no one greets them until they
reach the front door and knock. After a
few moments, the same wizened halfling
woman answers the door. This is Kora
Whistlegap (LG female halfling expert
3). She thanks the PCs for arriving on
time and asks them to wait in the atrium,
claiming Lady Vanderboren shall be with
them shortly.

At some point after the last PC has
arrived but before they are called into the
private dining hall, four figures emerge
from the hall and head toward the PCs.
Kora races behind these figures, which




include a jaunty male half-elf dressed in
leather armor and armed with a half-dozen
daggers of different shapes, a dark-skinned
dwarf with a sour expression dressed in

green and brown robes and clutching

a large curved spear, an atfractive but
haughty-looking woman dressed in dark
purple robes and with a tattoo ofa cres-
cent moon on one cheek, and lastly, a tall
and handsome man dressed in polished
breastplate carrying a bastard sword.
These are the Jade Ravens, a mercenary
company that’s been in the Vanderboren
employ for several years. A DC 15 Knowl-
edge (local) check recognizes the group.
The leader of the group is the man in
the breastplate, Tolin Kientai (LN male
human ranger 3). The others include Zan
Oldavin (N male half-clf rogue 3), Kaskus.
Kiel (LN male dwarf druid 3), and Liamae
Teslikaria (CN female human sorcerer 3).

Lavinia has been relying more and more
upon this group, but she suspects that -

their loyalty to her family name will only

last as long as she can afford to pay them,

even though she also suspects (correctly)
that Tolin has grown quite attracted to her
lately. The mercenaries have little time or-
interest in the PCs now, although Tolin
does stop to size up the PCs for a moment
before announcing, “Hmm. You must be
the help Lavinia's bringing in to do the
chores. Best of luck to yal” Lavinia has

Lavinia

should merely foreshadow these evenis.

asked the Jade Ravens to travel south to
the city of Gauldron to contact her aunt
and uncle for aid, and they are anxious
to be on their way. The Jade Ravens play
a more important rolein adventures to .
come in this campaign—this encounter

" Talking to Lavinia
The private dining hall is comfortableand

cozy, softly lit by wall-mounted lanterns.
A window overlooks the manor’s central
courtyard and the carpetis thick and soft.
A large portrait hangs on the wall, a fine
work depicting a handsome young man

,with a short beard. Standing before the

portrait is an attractive human woman
wearing a long; flowing blue dress. She
smiles as the PCs enter, introducing
herself as Lavinia Vanderboren.

“As you may-have heard, | recently Inher-
ited my’ parents’ estate-Along withithis fine
house, unlrertunatdy came 3 ﬁr}F amount

of debt ewed the Dawn Caunell; the harbm :

master, ard quite a few. gunicil'alis Etseems

my-parents; for-all théic success as-adven:
turers, were nok as skilled: st finanice asone

might expeet 1 'm te aet these taves paid,

Il need Ao access my .amlfys vaule undPr'

Castle Ier;kmar:

‘And that's the'problem, you see: The
vaults are:magically locked—keyed ta spe-

cial'signet fings, Both of my ‘paents had

these, Fhgsyat least, until recently My
mother fost Hers,a fewtmonths 3g0- She
arranged fora replacement, but- it wont
be done foranathermonth or so, too late
far mé-Which! leaves my father's ring:
Hle never ware it—he had a thing abourt
men Wé:-.riﬁgjeWeiry. Hekeptithidden
somewherg an his ship; the Blue Nixie.
The probleny there is that the harbor-
¢ ‘master's seized the shipiuntil some-
one pays for the |ast four months of
fnooting. |'ve paid the fines to the
man the harbormaster’s

put in charge of my ship,

a brute named Soller

Vark. Yet when | went to
wouldn't llet me beard,
claiming that | hadn'tyet paid
he fines, | spoke to Vark dgain

claim my ship, Vark's men.;

and he denied ever receiving my payment.
My .eomolaints to the harbormaster have
fallenson deaf Bas—he's 3 doddering old

foolwhe trustsdis rman and won't relent.

“¥Vafkidnd Aissmen are up to something

S~ an myship, | Know it. What | need is
4o fing out exdctly what they're up to.
- Unfortisnately, Vark’s notithe type to react

wellte diplomacy or logie. | need someone

who speaks his language.s.which is where

you-come in, If you can find out what he's
using my ship for; or even recover
theumoney | paid him; Ul pay afyou

20e ‘gold in return once l've acaess to

my vault.”

Her: Presentaﬁon.- over, Lavinia is
open to specific questions. Some likely
ones the PCs may have for her (and her
responses) follow.

“Ts there no one else you can go fo _for
resolution?_’-"l"he city waich, perhaps?”
Lavinia admits she approached the watch
and the government with her complaints,

- but unfortunately she has no proof of

‘wrongdoing. She also admits it was
foolish to hand over the money to Vark
without allied witnesses, but what's done
is done. The city watch has promised to
look into the matter, but without proof,
the investigation takes a back seat to other,
more pressing matters.

“There could be trouble—are you pre-
pared for the repercussions?” Lavinia's jaw
sets; she asks the PCs to do their best not
to throw:the first punch if'it comes to it,
but in the end, why would Vark’s men
put up a fight unless they were up to no
good? It's her ship, after alll

“Can you come with us?” Lavinia would
rather not mvolve herself; if things go
poorly, she'd like to maintain public dis-
tance from possible ramifications. Fur-
thermore, she's hardly an adventuring
type—her strengths liein diplomacy, and
this approach has already pmven useless
against Vark.

“We want more than 200 gold as pay-
ment.” Lavinia nods at requests for more
money, and can go as High as 300 gp
each. She evén hints that she has other
employment offers in mind for the PCs
atalater date, but until she finds out just
how much her parents stashed in the
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family vault, she’s hesitant to promise
more than 300 gp per PC.

“Who's that portrait of 7" Lavinia pauses
for a moment before revealing that the
portrait is of her brother Vanthus. A DC
20 Sense Motive check reveals that she
seems distraught when the topic comes
up, but at this time she has nothing to
say about her brother other than that he’s
“left town.”

What happened to your parents?”
Such a direct question takes Lavinia
aback. After she takes a moment to
gather her thoughts, she says in a
quiet voice that they burned to death
in a ship fire in the harbor about a
month ago—they were taking the
recently purchased ship for a cruise
when something caused the ship to
catch fire and burn to the waterline.
There were no survivors,

LAVINIA VANDERBOREN

Female elite human aristocrat 2

NG Medium humanoid

Init +2; Senses Listen -1, Spot -1

Languages Comman, Elven, Halfling

AC 12, touch 12, flat-footed 11

hp 14 (2 HD)

Fort +1, Ref +1, Will +2

Spd 30 fi.

Melee mwk rapier +2 (1d6/18-20)

Base Atk +1; Grp +1

Combat Gear potion of cure light wounds,
potion of resist fire

Abilities Str 10, Dex 13, Con 12, Int 14, Wis
8, Cha 15

Feats Negotiator, Skill Focus (Diplomacy)

Skills Appraise +7, Diplomaey +16, Gather
Information +9, Knowledge (local) +7,
Knowledge (nobility & royalty) +7, Perform
(stringed instrument) +7, Sense Motive +6

Possessions combat gear, masterwork
rapier, ring of protection +1, gold earrings
(100 gp each), jade ring (80 gp)

CR2

PART TWO: TROUBLE ON
THE BLUE NIXIE

Sasserine’s Harbormaster, Keltar Islaran,
1s in sorry shape. Slowly succumbing to a
chronic lung infection and saddled with
sons and daughters uninterested orinca-
pable of taking up the family traditions,
Lord TIslaran is coming to terms with the
fact that he may need to pass the duties

DUNGEON OCTOBER 2006
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of Harbormaster toanother
of Sasserine’s: families. The
very idea sickens him, con-
suming his thoughts by
day and dreams by night.
Ironieally, it is his search
and obsession with finding

to his impossible-to-meet
standards that has allowed
what he feared to occur.
Sasserine’s harbor is falling
under the control of smug-
glers, bandits, and thieves.
Lord Islaran’s few remain-
ing loyal employees have
their hands full keeping the
city harbor under control
without exposing how pre-
carious things actually are
to the Dawn Council and
the publie, As such, theyve
been forced to hire out for
certain tasks, and don't have
time to handle relatively

 minor complaints and

issues—such as the issues

that surround Lavinia's ship, the Blue Nixie.
Attempts to learn more meet in endless
bureaucracy and red tape. If the PCs want
to solve the problem, they'll need to take
the law into their own hands.

The Bive Nixie (EL 3+)

According to Lavinia, the Blue Nixie's docked
at pier five in the Merchant District—this
pieris the long one between the Merchant’s
Guildhall (area F3 on the Sasserine map)
and the Smith's Guildhall (area Fg). Alas,
upon arrival it becomes apparent that the
Blue Nixieis not docked at the pieratall, but
is in fact moored to a float about 100 feet
from the pier’s end.

Soller Vark is indeed up to no good, and
by mooring the impounded ship in the
harbor he hopes to limit access to its hold.
Varkand his thugs have recently come into
the possession of a large number of exotic
animals, but the true prize of this catch is
a fully grown spider-like monster called a
rhagodessa he purchased from the Lotus
Dragons. The animal smugglers loaded
their cargo onto the Blue Nixie, figuring it
was a better hiding place than a waterfront
warehouse, and are scheduled to transfer

. Vanthus

the animals toa ship heading north at mid-
night tonight.

Creatures: There are eight smugglers
on board the Blue Nixie—seven male and
female human thugs and Soller Vark.
During the day, their positions are as
noted in the Blue Nixie Key sidebar. After
dark, all seven thugs are mobile as they
prepare the ship for their rendezvous a
mile west of the city.

The thugs have orders to let no one on
board, and fear Vark too much to listen to
diplomacy. A successful Intimidate check
cows the thugs enough that theyTl let
up to two people on board while one of
them heads in to area B8 to touse Vark.
Otherwise, they began hollering for Vark
as soon as any of the PCs attempt to board
the Blue Nixie or draw weapons.

Soller Vark is a disagreeable bald man
with ajagged scar running down one arm,
a wound he sustained in a bar fight but
which he claims was gifted to him in a
battle with a hook-handed pirate. Vark's
prone to making flamboyant attacks to
suit his inflated sense of style; he'll often
attempt to disarm or bull rush foes even
when such actions aren’t tactically sound.




Vark’s THUGS (7)
Male and female human warrior L
CN Medium humanoid

Init +0; Senses Listen -1, Spot =1
Languages Common  © :

AC 13, touch 10, flat-footed 13 =
hp 8 (1 HD)
Fort +3, Ref+0 Will -1

Spd 30 fi.

Melee rapier +2 (1d6+1/18-20)
Ranged light crossbow +1 (1d8/19-20)
Base Atk +1; Grp +2

Abilities Str 13, Dex 11, Con 12, Int 10, Wis
9,Cha 8 N

Feats Lightning Reflexes, Toughness

Skills Intimidate +3, Swim 43

Possessions leather armar, buckler, rapier,
light crossbow with 10 bolts. 5 gp

SOLLER VARK

Male elite human warrior 2

CN Medium human

Init +2; Senses Listen -1, Spot-1
Languages Common

CR2

AC 16, touch 12, flat-footed 14
hp 19 (2 HD)
Fort +5, Ref +0, Will -1

Spd 30 ft.

Melee mwk rapier 45 (1d6+1/18-20)
Ranged light crossbow +4 (1d8/19-20)
Base Atk+2; Grp +3 '
Combat Gear 2 elixirs of swimming

Abilities Str 12, Dex 15, Con 14, Int 10, Wis
8, Cha13

Feats Toughness, Weapon Finesse

Skills Intimidate +6, Swim +6

Possessions combat gear, masterwork

studded leather, masterwork buckler,

masterwork rapier, light crossbow with

10 bolts, earring worth 50 gp, silver ring

worth 25 gp

Tactics: This can be a difficult first
encounter to the Savage Tide campaign
if the PCs aren't careful. The thugs aren’t
that dangerous individually, but there
are probably more of them than PCs. The
main advantages the PQs should have
over the smugglers is an element of sur-
prise and higher morale.

Boarding the Blue Nixie requires a DC
10 Climb check; there are plenty of ropes
to aid the climber, but they and the ship's

hull are slippery in places. It’s ten feet to

the main deck from the waterline.
The thugs call out an alarm at the start
of their turn, then use their crossbows

Bi. Main Deck: During the day, two

thugs stand watch here.

B2. Quarterdeck: During the day,

one thug stands watch here.

B3. Foc's'le Deck

B4. Sail Locker

Bs. Chain Locker

B6. Wardroom

By. Officer’s Quarters: During the

day, two af the thugs rest here.

B8. Captain’s Quarters: Soller Vark

rests here during the day with one

of his thugs, a foul-mouthed woman

named Ketrana.

Bg. Galley: The ship's galley has a

small sfove and storage for all kinds

of foodstuffs,

Bio. Hold: Two dozen cages of sickly

exotic animals here; the largest cage is

the one containing the rlagodessa, a

five-foot-square iron cage that sits in
@ corner near the bow. Qne

thug stands guard hers at all times.

Bix Crew Quarers

Bi2, Brig

B13. Bilge Access
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Soller Vark

against the PCs. Each round of combat,
the thugs sleeping inside make DC 5 Lis-
ten checks to hear the battle and wake.
The two thugs in the officer’s cabin (area
By) join a fight on deck in one round,
while Vark and his lover take an addi-
tional round to reach the deck.

Any time a thug is wounded, he panics
and tries o flee. If the PCs left a boat unten-
ded, the thug tries to escape in it—other-
wise, they jump into the water and swim
for shore, Any thug prevented from escap-
ing begs pitifully for his life. Soller Vark is
not above such cowardice—he fights until
brought below 5 hit points, at which point
he attempts to flee or surrender as well.

Once it becomes obvious to the thugs
that the battle is going against them (or as
soon as any PC attempts to enter the hold),
Vark (or one of the thugs if Vark’s not pres-
enit) shrieks out 2 command to"Burn them!
Burn them alll”

Monster on the Loose (EL 2)
When the command to burn the animals
is given, a thug named Mera Veskat in the
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Blue Nixie's hold begins lighting cages
of animals on fire. Fortunately for
the PCs, Mera's not that good at
lighting fires, and the smoke riles
the animals. The sound of shriek-
ing monkeys and parrots wells
up from the hold below, and a
few moments later so does the
sound of a terrific crash fol-
lowed by a woman's high-pitched
scream and a strange, shrill keen-
ing, Mera's actions bave excited
the rhagodessa to a point where
the arachnid threw itselfagainst
the walls of its cage, causing the
poorly latched door to fly open.
The monster is upon Mera in
a heartbeat, killing her with
one powerful bite,
Creature: Once
it's loose, the ravenous
rhagodessa begins killing the
other animals rapidly, going
from cage to cage in a fit of
hunger. If it sees anything
larger (like a PC) enter the
hold, it fixates on the new target
and attacks at once.
Rhagodessa: hp 22; see Appendix.

The Nixie Reclaimed

If interrogated, the thugs know only that
their boss, Vark, was going to pay them 20
gp apiece to help load crates of animals
onto the Blue Nixie and then a few days
later onto another ship in the middle of
the night. Only Vark knows that the cus-
tomer was a Scarlet Brotherhood ship, and
he won't reveal thatunless magically com-
pelled. In any event, the Scarlel Brother-
hood ship learns of the complication and
doesn't show at the rendezvous if the PCs

Handout #2

decide to try to pose as Vark and his crew
later that night,

A search of the captain’s quarters uncov-
ers a large trunk, within which is a leather
pouch of 100 pp—Lavinia's missing
payment to the harbormaster. Lavinia's
father's signet ring is hidden in the head-
board of the captain’s bunk, in a secret
panel that can be discovered with a DC 20
Search check. A scrap of rolled-up parche-
ment has been threaded through the
ring. Written on it in Verik Vanderboren's
handwriting is a strange list of monsters
(see Handou! #2), This list is actually the
combination for the vault in area V3; the
number of eyes possessed by each mon-
ster indicates the sequence of numbers
(6-1-2-4-2) while the sunrise/sunset indi-
cates right/left for the combination lock.
See area V3 for more details, If the PCs
don't find this for her, Lavinia finds it after
several hours of searching the ship.

PART THREE: THE
VANDERBOREN VAULT
Lavinia is overjoyed with the PCs if they
manage to reclaim the Blue Niyie, and
maore so if they find her father’s signet
ring. At this point, she makes a job offer
to the PCs—she’s so pleased with their
work so far that she’s willing to hire
themn on as her personal troubleshooters,
agents, and bodyguards. She offers the
PCs 100 gp per month to remain in her
employ, and implies that their service to
one of Sasserine’s noble families could
have advantages and rewards beyond this
monthly wage.

Assuming the PCs are interested, she
already has a task for them. She needs
to travel to Castle Teraknian in the Sas-
serine Harbor to check her family vault.
All of Sasserine’s nobility have vaults
under the castle, but she's never seen any
of them (including heér own). Rumors
hold that some family vaults are quite
extensive and guarded by traps—based
on things she overheard her father say
through the years, she suspects that the
Vanderboren Vault is relatively small
and safe, but that there may be a con-
struct guardian. She would like the

PCs to accompany her to Gastle Ter-

aknian to provide protection and aid

in investigating the vault contents.
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Lavinia hires a coach to take her and
the PCs from her manor to High Mar-
ket in the Noble District, where the group
takes a ferry over to Castle Teraknian.
They spend little time in the castle itself]
stopping only to speak to a clerk who
verifies Lavinia's identity and her signet,
and who then escorts thermn down a spiral
staircase into a large circular chamber
under the castle.

Over a dozen five-foot-wide hallways
radiate out from the central vault chamber;
each of these halls is ten feet long and ends
at a single iron door—the entrance to the
family vault. The clerk does not accom-
pany the PCs and Lavinia into the vault; he
instead bids them good day and returns to

his office in the castle above.

V1. Entrance

The short passageway ends at a solid-
looking iron door, The portal is emblazonsd
withi a simple rune—an eight-pointed
star, Abave the door, ifscribed in t_Ir..-w,iﬂg
script on a polished 'silver plague, is the

name "Vanderbaren.” A lsingle Fandle

protrudes from the door just belaw a
circular depression bearing the matle of

the-Vanderboren signet.

The iron door is arcane locked (caster
level 15th) until 4 properly ensorcelled
signet ring is inserted into the small
depression above the handle by a
Vanderboren. At this point, the door
flashes once with blue light, then slowly
swings open on creaking hinges. The
door remains open until it is closed
manually, at which point it locks
automatically to the outside. A creature
on the inside may push the door open
again with ease; even without the signet
ring or the proper bloodline.

Lavinia doesn't quite recognize the
eight pointed star symbol, although she
does admit it seems familiar. A DC 15
Knowledge (local) check is enough for
a PC to place the symbol—the same
star symbol appears on the sign of a
building on the western edge of the
Merchant's District. This building is
the Seeker's Lodge, the regional base of
a world-spanning group of adventurers
and treasure hunters known as the

Seekers. Lavinia’s family has long been

members of this organization, although
tradition held that induction of children
into/the guild didn’t occur until their
23rd birthday. Lavinia turns 23 in a few
months—her parents died before they
revealed their allegiance to the Seckers

V2. Iron Guardian (EL 2)

The floar of this domed chamber is of
polished green marble. Two fiffeen-foot-
wide alcaves have lower ceilings and feature
marble pillars carved to resemble colling
snakes. in the centerof the room, five similar
pillars are embedded into thewalls; rising up
thirty feet to 2 dome overhead. Looking up,
the dome bears:a huge representation of the
same eight-peinted star that was engraved
on the door to the south.

This room serves as an atrium and

‘guardroom for the vault proper, one

final defense to ward off would-be
thieves. Although there doesn't seem to
be an actual exit from the room,a DC 20
Search check of the northernmost pillar
recessed into the chamber’s walls reveals
that the snake patterns on this pillar are
different than those of the other pillars.
A DC 15 Search of this pillar head reveals
a hidden switch that, when triggered,
causes the snake designs to animate.
They writhe aside like living creatures,
forming a coiling archway that allows
access into area V3,

Creature: A single guardian watches
over this chamber, a 'ser.pentine con-
struct of metal called an iron cobra.
The snake is three feet long and weighs
about 100 pounds, looking like a cobra
made of dozens of circular iron bands
fitted together to form a snakelike body.
The iron cobra is a master of stealth, and
hides in the eastern alcove behind the
pillar. Although mindless, iron cobras
are capable of following complex orders
from their masters. This one has been
commanded to attack anyone who
enters and does not bear the Vanderbo-

ren signet. Although Lavinia wears this

ring, she lets the PCs go first into the
vault—as a result, the cobra quickly and

quietly slithers out from its hiding place

to attack the first PC to enter the room.

IroN CoBRA CR2

N Medium construct

Fiend Folio 103

Init +3; Senses darkvision 60 fi., low-light
vision; Listen +0, Spot +0

AC 17, touch 14, flat-footed 14

hp 31 hp (2 HD); DR 5/adamantine

Immune construct traits

SR 19

Fort +0, Ref +3, Will +0

Spd 30 fi.

Melee bite +2 (1d6+1 plus poison)

Base Atk +1; Grp +2

Abilities Str 12, Dex 17, Con—, Int —, Wis
11,Cha 1

SQ stalk victim, stealth

Skills Hide +13, Move Silently +13

Poison (Ex) Injury, Fort DC 14, 1d4/1d4
Strength. An iron cobra’s poison reservoir
holds three doses of poison; refilling the
reservoir takes 1 minute.

Stalk Victim (Su) An iron cobra can be
commanded by its creator to'stalk down
and attack any creature whose nameis
known to the creator. The iron cobra can
detect this creature’s location, asif by the
locate creature spell at caster level 12th.

Stealth (Ex) An iron cobra gains a +10
enhancement bonus on Hide and Mave
Silently checks.

Tactics: If a fight with the iron cobra
goes on for more than four rounds, give
players a DC 15 Spot check each round to
notice that the cobra seems to be taking
pains to avoid Lavinia, if she's present.
Although she won't think of it herself, if
she boldly presents her signet ring to the
construet, it immediately becomes docile
and ceases attacking, returning to its post
to wait for the next group of “intruders.”

V3. Vault

This octaganal room is supported by a sin-
gle large pillar with dozens of deep grooves
along its sides; The severnwalls af this room
each bear fantastically detailed! bas-relief
carvings of exoti€ monsters'in threatening
poses. Starting at the wall immediately to
the westof the entrance to the room and
moving clockwise, the carvings depict a ten-
tacled monsten with 3.glating red eye and
a mouth fulliof teeth, o' looming'dragon, a
fish-like creature with three eyes and four

tentacles, a two-he

aded giant wielding: s




The creatures depicted (in the order
described above) are a roper, a red
dragon, an aboleth, an ettin, a spectator
beholderkin, a gray render, and a
monstrous spider.

This entire room is in fact a clever
combination lock designed to hide and
protect the five hidden alcoves in the
walls of the chamber. The grooved pillar
in the room's center is an immense
stone tumbler that can be rotated in
both directions, as a DC 20 Search
can reveal.

The pillar doesn’t rotate smoothly.

Rather; it “clicks” in its socket as it rotates,

eight times in the course ofia single
revolution. As the pillar rotates, the eight-
pointed star in the ceiling rotates as well,
the red arm pointing fo a new wall with
each click. The trickto this combination
lock is the number of eyes each creature
on the wall possesses. Starting from
the wall immediately to the west of the
entrance, the eyes number 1.

Although the PCs may not realize
it, the scrap of paper they found with
the Vanderboren signet ring actually
contains the combination to this lock—
Verik Vanderboren wrote it down in
code for his daughter, hoping she'd be
able to figure it out if something were to
happen to him before her 23rd birthday.
Unfortunately, his code is too clever for
her. As such, it falls to the PCs to decipher
the mysterious list in Handout #2,

The correct combination for this
immense safe is 6 right, 1 left, 2 right,
4 left, 2 right. Although the parchment
lists different creatures, the code is the
same: the number of eyes each creature
has corresponds to the number of the
combination, while the notation of

“sunrise” or “sunset” indicates east and
west (right and left).

While no amount of brute force the PCs
possess at this level can open the vault, a
series of five DC 30 Open Lock checks can
crack the safe—this is how Vanthus got into
the vault (although he had to take 20 on the
checks and used up several potions of cat’s
grace in the process).

Once the combination is entered, the
entire room rumbles as the five alcoves
rotate in place, revealing several coffers
and chests.

Treasure: The red stone eyes sparkle
nicely, yet are relatively worthless agates,
each worth 2 gp.

Most of the 20 chests in the vault are
empty—at best, only 1d4 silver coing
remain scattered along the bottom of
each chest. As more and more chests turn
up empty, Lavinia grows increasingly dis-

R
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traught, Finally, in the last alcove, there's
a reprieve—several of the chests here
remain untouched. in all, there’s 2,000
gpiin coins and gems left in these chests,
along with a large number of ledgers and
asmalliron coffer containing a thick pile
of documents.

Most of the ledgers list debts owed
to the Vanderborens from guilds and
noble fimilies in Sasserine—it seems
that Lavinia's parents made a practice
of doing dangerous favors for numer-
ous organizations in Sasserine, yet rarely
bothered to collect rewards. Instead, they
allowed their patrons to keep the rewards
with the understanding that they could
collect at any time.

The documents in the iron coffer
are another story. These documents are
written in her mother's'handwriting but
in a strange language Lavinia doesn't
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recognize (Sylvan), although she recognizes
the letters as being elven. Included in the
document are several maps of jungles,
coastlines, and other regions that seem
to represent some unknown tropical
location. The document also includes
.dozens of sketches of strange, exotic
creatures. This document was Larissa
Vanderboren's journal cataloging her
explorations of the Isle of Dread. Over
the course of the next two adventures,
this journal leads Lavinia to discover the
existence of Farshore, a distant colony
her parents helped to establish on this
remote isle, but for now it serves as little
more than a curiosity.

Between the gold and the 10Us, Lavinia
now has more than enough to pay the back
taxes and to begin setting her estate back
in order. Nevertheless, the missing money
concerns her greatly. Tt'll be a rough year,
especially if her aunt and uncle in Caul-
dron can't help her out in the months to
come, but at least she now has enough to
carry on. She'll pay each of the PCs 200 gp
as a reward for their aid, and asks them to
come visit heras soon as possible regarding
an even more important job when they get
the time. i y

Development: The missing gold
was stolen from the vault by Vanthus
Vanderboren to aid in financing the Lotus
Dragons, If the PCs don't think of it as they
leave Castle Teraknian; Lavinia asks the
clerk if anyone else has visited the vault
recently. He replies with an affirmative,
saying that her brother Vanthus visited the
vault several times over the past month.
The clerk is shocked if he learns that
Vanthus has been missing for a month
and that Lavinia didn't know he'd been
visiting the vault—Vanthus had a signet
ring (stolen well over a month ago from
his mother) and the clerk recognized
him as a Vanderboren. The clerk agrees
to inform Lavinia if Vanthus tries to
enter the vault again, bul Vanthus has
no plans to return to the Vault once his
sister gains access to its contents—he's
already stolen more than eneough as
itis.

Ad-Hoc Experience Award: If the PCs
figure out the combination to the vault
on their own without NPC help (or if
they open it with Open Lock checks),

BY JAMES JACOBS

award them XP as if they'd defeated a
CR 2 creature.

PART FOUR: PERIL UNDER
PARROT ISLAND ’
Once the Vault is secured and Lavinia's
immediate financial problems are taken
care of, Vanthus becomes her primary
coneern. Lavinia explains to the PCs
that the two of them were quite close
growing up; since their parents were
rarely around. They grew to depend on
each other, and got into a fair amount of
trouble together. After one particularly
complex prank involving several elixirs of
love being emptied into the redarby water
tower, their childhoods carne to an end,
Lavinia was sent to the Thenalar Academy
to live out the next five years of her life,
and Vanthus was shipped out to work
on a plantation. When they returned to

live in the family manor a year ago, they

had both changed. Lavinia likes to think
she benefited from her time at Thenalar,
Vanthus, on the other hand, spent his

time away nurturing his bitterness. He

no longer had time for Lavinia, slept
all day, and spent the nights with what
Lavinia recalls as “associates of doubtful
character.” Eventually, he moved out of
the house entirely—Lavinia believes he
took up with a lover in Azure District,
but she never learned the details.

When their parents died, Vanthus
returned for a week to live at the
manor, but he had changed even more.
Gone was the easy sense of humor she
recalled fondly from their childhood,
and in its place was a bitter cynicism
and a morbid streak that sent chills up
Lavinia's spine. After several arguments,
Vanthus struck her with his fist. Lavinia
was shocked, and for a moment she
thinks Vanthus was shocked as well, but
an instant later he was back to his new
self; all scowls and menace. He gathered
his belongings and lefl—Lavinia hasn't
seen him since.

She knows something profound
happened to her brother at some point
to change him, but she's not sure what
this was. She believes he's fallen in
with a bad crowd, perhaps smugglers,
or thieves or even killers. Although
his attitude might speak otherwise,

she hopes that it’s not too late, that
if he can be brought back to her side
she might be gble to talk some sense
into him and redeem him before he
passes forever out of her reach. The
:prqbli:m is, she doesn’t know where
he's gone.

Tracking Vanthus

Lavinia has few clues as to where Van-
thus has gone. She recommends asking
around about him throughout the city;
she doubts he's hiding out in Champi-
on's or Noble District, but even these
locations may hold clues. Her suspicion
that he’s been living with a woman in
Arzure District arose from half-heard
rumors, but it remains the strongest lead
she has.

The results of a DC 20 Gather Infor-
mation check about Vanthus and his
current location varies from district to
district, as detailed below.

Azure District: A few people remember
seeing Vanthus at taverns here, often in
the company of @ woman named Brissa
Santos, a notorious pickpocket turned
semi-legitimate artist who's had her fair
share of brushes with the law. Like Van-
thus, no one’s seen Brissa lately. For this
adventure, Brissa's a red herring; she's
got a more important role to play in the
next adventure. Attempts to track Brissa
down now should universally fail, but

‘quickly attract Shefton Resl’s attention

(see The Informant).

Merchant’s District: People remember
seeing Vanthus here and there, although
no one’s seen him recently. Everyone
assumes he's still living at Vanderboren
Manor if asked.

Champion's District, Cudgel District,
Noble District- Nothing.

Shadowshoere: Inquiries made in
Shadowshore actually bear the hints of
fruit. A successful check made here not
only indicates that Vanthus was seen
in the area, but that he was oflen seen
in the company of a known smuggler
named Penkus. Inquiries about Penkus
reveal that he’s a semi-notorious figure
in Shadowshore known for his drunken
binges and' violent temper. Over the
last year, Penkus has been less visible in
Shadowshore, leading many to believe

ai -



he'd moved on to another venue. As
recently as a few weeks ago, though, Pen-
kus and Vanthus were spotted at a boat
shop called “It Still Floats!" where they
got in a huge argument with the propri-
etor, a pessimistic dwarf named Panchi.
If the PCs speak to Panchi and manage
to adjust his attitude from indifferent
to friendly, he'll admit he'sold a boat to
them. He goes on to say that theyseemed
excited, and loaded a lgt of lamp oil, lan-
terns, and rope into the boat before they
lefl. He's not sure where they went, but
they headed west.

Sunrise: Although Vanthus is cur-
rently living secretly in Sunrise Dis-
trict, he’s careful not to be seen there.
Gather Information checks made lere
reveal nothing,

Although the PCs may find liftle in
the way of useful information by making
these checks, they do have an unintended
result. Agents and allies of the Lotus
Dragons quickly note that someone’s
asking about Vanthus, and it doesn't take
him long to piece together who they are
(especially ifhe’s already figured out who
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was behind the recent events on board
the Blue Nixie). Rather than risk having
the PCs find him and the Lotus Dragon
hideont, Vanthus decides to lure them to
the same place he got rid of his competi-
tion in the guild—the smuggler’s tun-
nels under Parrot Island.

The Informant

As word of the rising power of thé Lotus
Dragons spreads through Sasserine’s
underworld, the number of desperate
would-be criminals seeking to join the
guild rises as well. One such misguided
soul is Shefton Rosk (CN male half-elf
expert 1; hp 4; Bluff +8), a man who
hopes to join the Lotus Dragons so
he can get rich. Unfortunately for
Shefton, his sponsor Vanthus sees him
as nothing more than a tool to be used
to get rid of the PCs.

After the PCs have spent a day or
two fruitlessly searching for Vanthus,
a nervous-looking half~elf with messy
black hair, a ragged suit of leather
armor, and dirty hands approaches

them. Glancing about, the man

introdiices himself in a quiet voice to
the PCs as Shefton, and asks them if
they're looking for Vanthus. If they are,
and if they pay him 5 gp, Shefton claims
to know where Vanthus is hiding out.

Shefton's been told by Vanthus to Tead
the PCs to Parrot Island, and to inform
them that he's been living for the past
few days in an abandoned complex of
smuggler's tunnels below the isle. For
an additional 5 gold, Shefton agrees to
lead the PCs to the hidden trap door on
the isle that Vanthus has been using to
enter and exit the complex below.

Shefton's niot the greatest liar, but his
skill at Bluff may be enough to fool the
PCs anyway. If they start asking difficult
questions {such as, “How do you know so
mitich about Vanthus anyway?"), Shefton
claims that Vanthus approached him a
few weeks ago to help set up a smuggling
operation in the old tunnels below Par-
rot Island.

Parrot Island
Parrot Island his long served as a hide-
out for smugglers. The tunnels in the
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bedrock below this narrow isle have
existed nearly as long as Sasserine itself,
but are now abandoned. Aboveground,
the island is little more than a rocky
outeropping surrounded by 30-foot-high
cliffs save from the eastern end, where a
narrow beach affords an easier approach.
The isle is thickly vegetated, the trees
above serving as the roost for hundreds
of noisy, brightly colored parrots. A DC
12 Survival check is enough to note a par-
tially overgrown trail leading up from
the beach to a small clearing at the center
of the island. It is up this trail and to this
clearing that Shefton leads the PCs.

Hidden at the southern end of the
clearing is a stone trap door. A DC 15
Search check is enough to locate the
door—if Shefton is with the PCs, he
can point it out to them easily. Once
it's open, a five-foot-wide shaft lead-
ing down into the darkness below is
revealed. A rope hangs from a hook
in the wall, providing a relatively safe
method of descent (DC 5 Climb). The
shafl itself is just over 30 feet deep,
and opens into an empty room below
(area P1).
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Vanthus waits hidden in the under-

growth nearby, and once the last PC
descends intp the turinels, he emerges.
Give the PGs a DC o Listen check (modi-
fied by 3 to account for the distance) to
hear Shefton's exclamation of surprise
as Vanthus approaches and stabs him in
the back. A few moments later, Vanthus
pushes Shefton's bleeding body into the
shaft—the half-elf takes enough damage
to die upon impact. Vanthus’s next act is
to cut loose the rope; it comes slithering
down the shaft one round after Shefton's
fall. Vanthus may take a few rounds to
taunt any PCs he sees looking back up
at him, shouting things like, “Say hi to
Penkus's ghost for me'while you're down
there!" or “Serves you right for messing
around with my sister, you thugs!” He
answers any questions or threats the PCs
send up at him with mocking laugh-
ter—when he grows bored (or as soon as
anyone tries to attack him or climb up
the shaft) he drops the trap door back
in place and rolls several large boulders
over on top of it, the grinding sound
of which is dreadfully obvious to those
trapped below.

Staging this event can be tricky, espe-
cially if the PCs insist on leaving one or
more of their number topside while the
others explore below. Vanthus doesn't
spring his trap until he’s sure he can
catch all the PCs below. The adventure
doesn't hinge on the plot twist of trapping
the PCs in the smuggler’s tunnels, and if
they're clever enough to never present an
opening for Vanthus, you should reward
the PCs by not pulling strings to arrange
their entrapment. As long as they find
Penkus's body in area P4, things should
still be on track for Part Five.

Trapped!

Once the PCs are trapped in the tunnels,
they essentially have two methods of
escape. They can swim to safety through
the underwater tunnel from area P3 to
the harbor, or they can use the elemental
gem from the treasury (area Pg) to call
an earth elemental to travel up to the
entrance to clear the boulders and open
the trap door. A canny party might engi-
neer other methods of escaping—these
two options simply represent the most
likely means of escape.
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For the majority of this part, the
PCs must make do with what limited
resources they brought with them to
survive. The eastern tunnels consist of
several rooms once nsed as barracks,
storage, and meeting areas by the smug-
glers, Desperate characters who scavenge
these rooms may find a few supplies like
a barrel of drinkable (but nasty-tasting)
water, a few torches, flint and steel, some
rope, and the like—feel free to give them
one or two pieces of old, worn-out gear
for each room they search. There is no
illumination in the brick-lined tunnels.
Doors in the complex are of soggy wood,
and most are swollen shut. All double
doors hang ajar.

As the PCs explore the tunnels, they
should quickly realize they've been aban-
doned for some time. Yet the tunnels are
far from safe.

Simple Wooden Doors: 1 in. thick; Hard-
ness 5; hp 10; Open DC 13, Break DC 13,

The Hungry Dead (EL 1-3)

Centuries ago, these funnels were used by
a band of pirates as a base for their smug-
gling operation. When their enemies

discovered the lair, a fantastic battle that
resulted in the collapse of the sea entrance
to the tunnels sealed the pirates in. A few
tried to escape via the shaft in area P1 only
to find that their enemies had buried the
entrance, making this route impassable,
Things went from bad to 'werse when, in
a few days, depleted food and encroach-
ing madness drove one of the smugglers
(a cleric of Olidammara named Veldimar
Krund) to cannibalism. Veldimar organized
a group of mine smugglers and murdered
the others, and when they ran out of food
again, the insane smugglers turned on
themselves. Soon, only Veldimar remained,
and when he perished in a gruesome
attemnpt to amputate his foot for a meal,
Olidammara cursed him, causing him to
live on himself after his ignoble death in
the form of an undead monster called a
huecuva. The other cannibals rose from
death as well, becoming ravenous zombies
that now view the huecuya as their leader.
For nearly 200 years, these hungry
undead wandered the tunnels aimlessly,
until several Lotus Dragons (includnig
Vanthus and Penkus) explored the
tunnels, hoping to find a place to set

upa new smugeling operation. Before
long, they were attacked by the hungry
dead. Vanthus saw an opportunity for
advancement in the Lotus Dragons and
took it. He abandoned Penkus and the
others, and while the dead fed upon
his allies, he escaped. His report to the
Lotus Dragons conveniently omitted
his actions, and the guild decided to
look elsewhere for a place to stage
smuggling operations (such as the
Blue Nixie).

Penkus made it all the way to area P4,
where he succumbed to a terrible disease
inflicted upon him by the undead cleric.
Before he died, he scribbled a damning
testimony of Vanthus—a parchment that
conveniently reveals where the missing
brother has been spending his time
of late.

Nine ravenous zombies and one huecuva
prowl the tunnels in groups of up to three.
The zombies are mindless, driven only
by their hunger, Proto-memories of life
prevent them from entering water (they're
too stupid to realize they can’t drown),
making areas of water relatively safe. Use
encounters with the undead to liven up
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explordtions of the smuggler's tunnels,
throwing groups of 1—3 at the PCs at any
moment where the suspense would benefit
(such as just after they open a door, find a bit
of treasure, or turn a corner in a hall). Once

the first group is encountered and defeated,

the remaining zombies mobilize—their
dreadful moans and the sound of their
gnashing teeth echo throughout the
tunnels, making it difficultto estimate how
many remain, or even from what direction
they are approaching. When they attack,
the fanged maws of these horrific zombies
open wider than they should, revealing row
upon row of jagged teeth. Veldimar himself
should be the last undead encountered.
RAVENOUS ZOoMBIE PIRATE (9) CR1
NE Medium undead
Monster Manual 266, Dragon Compendium 212
Init +0; Senses darkvision 60 ft.; Listen +0,
Spot +0
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Immune undead traits

Fort +2, Ref +1, Will +5

Spd 30 .

Melee slam +0 (1d6 plus huecuva blight)

Base Atk +0; Grp +0

Special Actions death touch 1/day (1d6),
rebuke undead 5/day (142042, 2d6+3)

‘Spells Prepared (CL 1st)

1st—cause fear® (DC 14), divine favor, shield
of faith
o—guidance (3)
D domain spell; Domains Death, Evil
Abilities Str 10, Dex 13, Con —, Int 4, Wis
17, Cha 15
$Q divine conversion, spontaneous casting
(inflict), turn resistance +2
Feats Combat Casting, Stealthy, Toughness
Skills Bluff +6, Diplomacy +8, Hide +6, Move
Silenitly +2, Swim—2
Possessions rusted chainmail (treat as
studded leather), gold holy symbol of
Olidammara worth 50 gp

AC 13, touch 10, flat-footed 13

hp 16 (2 HD); DR 5/slashing

Immune undead traits

Fort +0, Ref +0, Will +3

Weakness need to feed, partial actions only

Spd 30 fi.

Melee bite +4 (1d6+3)

Base Atk +1; Grp +4

Atk Options feed, improved grab (bite)

Abilities Str 16, Dex 10, Cah —, Int —, Wis
10,Cha 1

Feats Toughness

Possessions rotten studded leather (treat as
padded armor)

Feed (Ex) A ravenous zombie pirate deals
automatic bite damage with a successfuil
grapple check.

Need to Feed (Ex) Whenever a ravenous
zombie pirate slays a living opponent, it
must make a DC 15 Will save or stop to
eat its kill. When eating, the zombie can do
nothing else—it loses its Dexterity bonus to
AC and cannot make attacks of oppartunity.

VELDIMAR KRUND

Male human huecuva cleric 1

NE Medium undead

Fiend Folio 94

Init +1; Senses darkvision 60 fi.; Listen +3,
Spot+3

Languages Common

AC 18, touch 11, flat-footed 17

hp 15 (1 HD); DR 10/silver

CR3
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Divine Conversion Veldimar no longer

worships Olidammara. Instead, he gains
his divine power through his newfound
faith in Death and Evil.

Huecuva Blight (Su) Disease—slam, Fortitude
DC 12, incubation period 1 day, damage
1d2 Strength and 1d2 Constitution. The
save DCis Charisma-based.

P1. Entrance

This ten-fostssquare room seems empty,
A shafl léads up through thecelling inthe
northeastgorner, and a'brick-lined tunriel

with a curved rdoflgads to the west,

Although the walls are made of brick,
they're also slippery and slimy with
moisture—climbing them requires a DC
20 Climb check. If Vanthus has closed the
trap door above, its iron-plated underside
should be quite difficultto batter through. If
the trap dooris smashed open, the boulders
Vanthus stacked on top come tumbling
down, striking anyone in the shaft for
zd6 damage.

Iron-Plated Stone Trap Door: 4 in. thick;
Hardness 10; hp 60; Open/Break DC 32,

P2 Smuggling Chamber (EL 3)

Four greatwooden pillars rise up to support

theceiling, which sags dangerously in places

and is thickwith hanging strands of fungus
Several datrs line the walls—one to the
west(from whichcames a muffled sloshing
salnd), two e the norih (the western of
which 5 badly damaged - and hangs askew
on itsone remdining hinge), and two tothe
east. To.the south, the ceiling has collapsed,
leaving. the southern partt of the room
ehoked in debris. A rippling pool of wate
reaches halfay into the réom from this wall
of stong and rubble Itsesms that 2 woodén
pieronce extended into this pool, but all
thal rémains now are several rnt‘r_ing wooden
pilings protruding from the water: A man's
vody fleats face down among them.

Tothe south, the sloshing pool of water
may taunt PCs with promises ofan under-
water escape route. The poolis connected
to the harbor, but unfortunately, the sub-
merged tunnels are rarely wider than a
foot (and in most cases much narrower),
A'Tiny or smaller creature could navigate

‘one of the 50-foot-long tunnels to escape,

but a Small creature must make a DC 30
Escape Artist check to move through the
tunnels each round.

Creatures: Further complicating the
pool as an escape route are the five foul-
tempered dark brown kelp crabs that
live within. Each of these crabs measures
nearly two feet in diameter, with pincers
the size of daggers. Fiercely territorial,
they surge out of the pool to attack any-
thing that approaches within five feet of
the shore. The ravenous dead have learned
to avoid this pool, but their hunger peri-
odically draws them near enough to tryto
catch one of the crabs to eat.

SMALL MonsTRous CraABs (5)

N Small vermin (aquatic)

Stormwrack 141

Init +0; Senses low-light vision, scent; Listen
+0, Spot +4

AC 15, touch 11, flat-footed 14

hp 8(1 HD)

Immune vermin traits

Fort +3, Ref +0, Will +0

Spd 20 ft,

Melee 2 claws +1 (1d4)

Base Atk +0; Grp +0 (includes +4 racial bonus)

Atk Options constrict 2d4, improved grab (claw)

Abilities Str 10, Dex 11, Con 12, Int —, Wis
11,Cha 2

CR1/2
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SQ amphibious
Feats Toughness
Skills Hide +8, Spot +4
Treasure: The bodyin the pool belonged
to one of Penkus's allies, a Lotus thief who

wasn't quite fast enough to escape to safety

before he was taken down by the raven-
ous dead. The crab-eaten, soggy body has
nothing of value on it, but a DC 15 Search
of the pool reveals his masterwork silver
dagger, a weapon that may come in handy
in a fight against Veldimar Krund

P3. The Sea Caves

Theslashing sound comes from the churn-
ing waters of 3 sea cave, Fueled by what

raust be powerful aub.nerbtd currents, the
water laps and splashes against the walls
of the twisting natural cavern that leads to
the west, A sandy slope descends fram the
door down to the edge of the subterranean
tide. Dozens of purple and red sea urchins
glisten in shallow divots along the ground
and lowerwalls liere, their spines glittering

with water,

During high tide, the shallow water is
about a foot deep and the deep water ten
feet deep, with the transition between
the two zones being a sudden drop off.
At low tide (generally for three hours at
sunrise and again at sunset), the “shallow”
water zone is slippery but dry, and the
deep section drops to eight feet deep. It
- costs two squares of'movement to move
through shallowwater when it's not low
tide—further, any creature that begins
its turn in a square of shallow water
here must make a DC 16 Strength or
Balance check or fall prone from
the surging current, At low tide, the
slippery surface requires only a DC 10
Balance check to navigate. Swimming
in the deeper water requires a DC 15
Swim check.

A character that slips and falls in the
shallow water must make a DC 14 Reflex
save to avoid landing on a patch of sea
urchins. Failure indicates the character
takes 1d3 points of damage from the
spines and must make a DC 11 Fortitude
save to avoid becoming nauseated from
the urchins’ poison for one minute, after

which he must repeat the save to avoid
taking 1 point of Strength damage.

A large pool of water sloshes in the
western portion of the caves—this pool
is twelve feet deep at its deepest point
during high tide. A five-foot-wide tunnel
leads north at the base of this pool; this
submerged tunnel travels on a twist-
ing course to the northwest for 7o feet
before emerging from the sea bed in the
harbor between Parrot Island and the
gate that separates Shadowshore from
Cudgel district; from here, it's only a 20
foot swim to the surface and then a 50
foot swim to shore, The currents in the
tunnel are strong but not overwhelming;
it's a DC 15 Swim check to navigate the
tunnel. The tunnel entrance is difficult

to see even underwater, requiring a DC

15 Search check to locate. From above
the water surface, this inereases to a DC
28 Search check.

P4, Penkus’ Doom

The door to this chamber is barred from

within; if can't be opened with Open Lock

but can be bashed down as normal.

The smell ir"this chambe! iz horrific, 2
cloying stink of ratten meat rising from
the bloated, sepping bedy slumped inithe
middle of the floor. The carpse's dark,
almast blagkHesh bulges against tsarmor,

ready to burst at the slightest touch. An
intriate-tattoe of a dragon
flower is barely visible

against the diseased fles

clutching a
on his shoulder
h, anid clutched 1

one hand isa crumpled scrull

This body was once Penkus.
When Vanthus lockéd him and his
companions in these tunnels, Penkus
made it all the way to the sea caves
before one of the undead, the fallen
cleric Veldimar, caught up to him.
Penkus took two solid blows from
the huecuva's claws before he made
it through the pool in area Pia. Yet
even after he locked himself in this
ancient guardroom, he didn't actually
escape the undead menace, for he had
contracted huecuva blight. As the days
wore on and Penkus subsisted on fish
and his dwindling water supplies, he
grew more and more sickly. When he
realized he was going to die, he lit his
last torch and hastily scribbled a note
condemning his “friend,” hopefully
providing anyone who found his body
all the information they need to avenge
his death. This note is reproduced as
Handout #3.

Treasure: Penkus' suit of
masterwork studded leather armor is
still serviceable, although it needs to
be cleaned before it is used. He used

Handount #3

&I mt’gety@mﬂvlm Yer W%WLW Of
be clear now, and with meself out thiway... ye doubtlesy
noiw into-power, ithering cmid my vacancy e gl T
_mwwdmerwmwmerwwﬁ%h GURSEUFONT S




most of his other gear up in his frantic
attempt to escape the undead, but a
gold ring on a bloated finger is worth
120 gp, and a masterwork dagger is
hidden in a boot.

PJ. Treasure Vault

The air in this chamber is-stale, yet unlike

the other chambers inthe complex the
place seems quite drys—even dusty. Cob;
webs hang in thick sheets fromitheleeiling,
and against the northern wall sit three large

sea chests.

These three chests still centain
the bulk of the smugglers’ treasure,
forgotten in this room for well over a
century. All three chests are locked and

the keys are long-lost; a DC 25 Open_
Lock chest gets them open. Alternately, |

they can be bashed open with weapons,

although this automatically destroys all 7

of the potions within,

Sea Chest: Hardness 5; hp 30; Break'_'

DC 25.
Treasure: The first chest is filled vmh

copper and silver coins; 7,500 up and

1,500 sp in all.

The second chest contains a dozen
bags, 10 of which contain 100 gp. The
remaining two each contain a small
handful of assorted gems; each pouch
contains 250 gp worth, of gems in all.

The third chest contains three potions
of cure light wounds, a potion of lesser res-
toration, a potion of invisibility, a potion of
barkskin +3, a potion of cure serious wounds,
an elixir of swimming, a wand of mage
armor with 11 charges, and a small jade
coffer worth 300 gp. Inside of this cof-
fer, resting on a tiny velvet cushion, is a
light brown gemstone, This is an earth
elemental gem, identified as such by a strip
of paper tucked under the cushion.

PART FIVE: THE LOTUS
AND THE DRAGON

After the PCs escape from Parrot Isla.nd,,'

it shouldn't be long before they overhear
the latest news that's torn through Sas-
serine—namely, that old Keltar Islaran,
the harbormaster of Sasserine, has been
murdered! Details of how the deed was
done vary wildly—the only thing the

rumor mill seems to agree on is that he
was killed in-his bed late last night'and
that the body was left in an especially
gruesome state of evisceration.

. Depending on how long the PCs have
‘been gone, Lavinia greets them with vary-
ing stages of relief, If the PCs are diseased
and can't afford a cure, she gladly pays for

* potions of remove disease and potions of lesser

restaration to fix them up. She reacts with
shock and despair if the PCs show her
Penkus’ note or tell her that Vanthus was
the one who sealed them into the caves,
yet quickly steels her emotions. She's not
willing to admit to herself that Vanthus

.is beyond redemption, and asks the PCs

to capture him alive. If he makes this
‘impossible, though... she only asks that
his death be mercifitl and quick.

Finding the Lotns Dragons
- Since Sasserine threw off the Sea Prince
rule, countless thieves' guilds have formed
and fallen in a hidden underground war.
The atywatch knmmdﬁ:rﬁm mostpart'

the worst of the lot in their guildhall
as guardians.”
DC 25: “The Lotus Dragons have some
. sortofcmneetlbn to at least onenoble
family, Why else hasn't the city watch
éane*anything about them?"

I,m'nugqn-a&mlm&mL 2)

?&éﬁrﬂﬂﬁz the PCs come to the Lotus
gons’attention (either as the result of a
- Information check ora visit to the
Taxxdcrmlsts Guildhall), a single Lotus
Dragon thief approaches one of the PCs
on a busy street and uses Sleight of Hand
to slip one of them a note, (Handout #4).
If a PC spots the thief planting the note,

he tries to flee to Dead Dog Plaza.
1f the PCs ignore tgle note, the Lotus
Dragons arrange an ambush to take
place at some point when the PCs are
on the streets of Sasserine. They pay a
street urchin to try to pick one of the PCs’
pockets and then racc‘ﬁifal the alley, at
which point two thieves take prepared
actions to fire hand crossbows at the lead
I’CBWhilethcth:lIdthmwsatanglgfoot
- bag at the alley entrance to b]ﬂc'k retreat.

in let}iext vantage points atop the roofs

audleadbyt]m&mﬂy'b ighte
Kema.thaLomstgonsmonthcvcrge

of publiclydisplaying thmpomaadm
ing control of Sasserine’s shipping con-

cerns, effectively mbmg themselves
as the controllers of the city's sea trade. The

assassination of Keltar 1slaran is merely
the latest step in this nefirious plan. Left
to their ambitions, the Lotus Assassins will
become one of the most powerful organi-
7aﬁops in Sasserine in less than a month.

Although they haven't yet publicly
declared their power, word of the Lotus
Dragons has already spread through Sas-
serine. A Gather Information check reveals
the information listed below.

. DC 15 “The Lotus Dragons are a new

guild of thieves—they seem to bealot
more organized than the other fly-by-

night guilds that have been poppmg {
' Init 4+6; Senses Listen +0, Spot-n-ﬂ

up over the past few years.”

m&e‘t above, the thieves have covei'(-m to
AC, +2 to Reflex saves). It's a DC 15 Climb

check to ckimber up the building walls

(during whlch time climbing PCs are flat-
footed and susceptible to sneak attacks),
and there are no convenient windows
or doors into the buildings. As soon as
_oné thief is slain or the PCs seem to be
_about to reach the rooftops, the remain-
ing fhieves flee across the roofs, taking
a winding route that eventually leads to
Dead BoéPlaza.

If the PCs track the thieves to Dead
Degﬂam, the ﬂzwves leap into a well in
‘the plaza centmdmppmg down into area
Do below and hoping the PCs pursue. If
the PCs do, they enter a chamber known
to the thieves as the Cruciblé; see area Do
for the peril that awaits the PCs therein.
LoTus DRAGON THIEVES (3), CR1
-Human--rugu'e__l
NE Medjum humanoid

DC 20:“I hear that they've got more than  Languages Common
people working for them; they've got  AC 14, touch 12, flat-footed 12
ties to animal smugglers, and keep hp 8(1 HD)
.y
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The Lotus Dragon thieves' guild is
led by Rowyn Kellani, a beautiful,
ambitious
3] htlpc‘z to seize

harbor and

and
ewoman wh
CI{ Sass

control

All Lotus
latton on the s ‘
wrapped arourid a lo
guildhall is an ground
complex in S at the

junction of C | Monkey

Durmp this advent
make multiple forays into the |nlu
ﬁl'wﬂﬂ ;_mltllull In order to break
the guild's back and prevent them
from See
PCs mu

and
have
draw
upon for I.fl'llJLl\hﬁ.‘ d['li d
the guildhall, In-all, there ar
Dragon thie
Vanthus, and

not cr_n_umng Rowyn,
guild's. master of
torture, Kersh Reftun.

Fort +2, Ref +4, Will +0

Spd 30 ft.

Melee rapier +1 (1d6+1/18-20) or
sap +1 (1d6+1 nonlethal)

Ranged hand crossbow +2 (1d4/19-20)

Base Atk +0; Grp +1

Atk Options sneak attack +1dé

Combat Gear potion of cure light weunds, 2
doses of urchin venom

Abilities Str 12, Dex 15, Con 14, Int 13, Wis
10,Cha 8

SQ trapfinding

Feats Improved [nitiative , Stealthy

Skills Climb +5, Disable Device +5, Disguise
+3, Hide 48, Intimidate +3, Move Silently
+8, Open Lock +6, Search 45, Sleight of
Hand +6, Swim +5

Possessions combat gear, leather armor,
rapier, sap, hand crossbow with 10 bolts,
thieves' toals, 10 gp

BY JAMES JACOBS

Handouf #d

Development: Any captured Lotus
Dragon has an initial attitude of hos-
tile; he won't reveal the location of his
guildhall or any other information

‘unless his attitude can be made help-

ful. In this case, any captured thief can
give the PCs a fairly accurate map of the
guildhall that shows areas D1—Da1y and
D20—Dz25; none of them know about
areas D18—Dig or D26—D33. They

‘can reveal that their leader is a2 human

woman, and that they know her only
as Lady Lotus or the Dragon Mistress
(depending on her mood). They can
also reveal that her sub-commanders
are named Vanthus Vanderboren and
Kersh Reftun, and know that Nemien
the Taxidermist is a guild ally.

The Taxidermist’s Guildhall (EL 3)
Either from Penkus’ note or after interro-
gating a captured thief, the PCs likely seek
out the Taxidermist’s Guildhall. A relatively
modest building, there are two entrances—
the front door into the showroom (area
G1) opens onto Water Street and a locked
serviee entrance from Dead Dog Alley that
opens ifito the workshop (area G6).

Creature: The Taxidermist's Guild is
run by a lanky, middle-aged man with
a gold tooth and a penchant for look-
ing down his nose at customers. This is
Nemien Roblach, a pleasant-enough fel-
low as long as he suspects visitors are
here to buy, but quick to anger otherwise,
Nemiien spends most of his time in his
workshop—his current project is a par-
tially completed jaguar on commission
for the church of Kord.

When the PCs enter the showroom,
they are confronted with dozens of

expertly stuffed and preserved animals,
ranging from parrots, monkeys, and bats
to more exotic creatures like a monstrous
centipede, a stirge, and even a black
dragon wyrmling. A bell near the door

~ bears a short sign—“Ring for Service.”

None of the doors in the guildhall are
locked, yet neither do any of the rooms
hold anything suspicious that might tie
Nemien to the Lotus Dragons—he knows
better than to keep anything like that
around. If he discovers anyone snooping,
he flies into a rage and demands the PCs
leave at once. He does not attack unless
threatened, or unless the PCs discover
the secret door to area G8 (with a DC 20
Search check),

If he meets the PCs in the showroom,
he tries to ascertain their interests quickly
and bluntly—all of the stuffed creatures
on displayare for sale, with prices ranging
from 5 gp for a bat up to 500 gp for the
stuffed dragon. As soon as he realizes that
the PCs aren't really here to buy or com-
mission his work, he asks thém to leave,
saying, “I'm a busy man, and have no time
for solicitors!”

NEMIEN RoaLACH
Male human illusionist 3
CE Medijum humanoid
Init +2; Senses Listen +3, Spot +3
Languages Aguan, Common, Draconic
AC 12, touch 12, flat-footed 10
hp 9 (3 HD)
Fort 43, Ref +3, Will +4
Spd 30 fi.
Melee mwk sickle +1 {1d4-1)
Base Atk +1; Grp +0
Combat Gear wand of ray of enfeeblement
(29 charges), wand of mage armar (20
charges), potion of cure light wounds
Spells Prepared (€L 3rd, +3 ranged touch)
2nd—hypnotic pattern (DC 1), invisibility,
minor image (DC 15)
ist—charm person (DC 13), colar spray (DC
14), shield, silent image(DC 14)
o—detect magic, daze (DC 12), ghost sound
(DC 13), prestidigitation
Prohibited Schools evocation, transmutation
Abilities Str 8, Dex 14, Con 10, Int 15, Wis
12, Cha'13
$Q summon familiar (rat named Theophilies)
Feats Combat Casting, Craft Wondrous
Item, Scribe Scroll, Spell Focus (illusion)




Skills Concentration +8, Knowledge (arcana)
+8, Knowledge (nature) +8, Profession
(taxidermist) +7, Spelleraft +10

Possessions combat gear, masterwork
sickle, four 100 gp pearls, key ring

Spellbook as above plus; 0—all; 1st—alarm,
disguise self, identify, mage armor, ray of
enfeeblement, unseen servant; 2nd—arcane
lock, magic mouth, see invisibility.

Tactics: Nemien is sure of his skills
and confident in his magic, at least
until he suffers any damage. His
first action in any combat is to cast
invisibility. On the following round, he
casts minor image to make it appear that

all the stuffed animals in the room are

coming to life, hoping to trick the PCs
into wasting resources. He maintains
the illusion as long as it's working,
after which he casts a sileni image of
himself running away, hoping to trick
the PCs into leaving. If found out, he
casts shield and then uses his attack
spells as best he can to defeat the PCs.

Treasure: Nemien makes a good liv--

ing as a taxidermist, but his real source
of income is kickbacks from the Lotus
Dragons. In a locked (DC 30 Open Lock)
chest under his bed 'in area Gs, he's
stashed his savings—sqo gp, 20 pp, and a
small pouch of garnets and bloodstones
worth 6oo gp in all.

Development: If captured alive,
Nemien quickly furns on' the Lotus
Dragons and admits that they pay
him to act as their eyes and ears. He
allows their members to come and go
from his guildhall as they need, and
can show the PCs the secret door to
area G8. He's never been below, but he
knows that the “boss lady” has a pet
dragon (or something) that he'd dearly
love a chance to stufl, Nemien has no
illusions as to his fate once he gives
up this information, and if not turned
over to the city watch he packs a bag
and flees for Cauldron as soon as the
PCs let him.

Lotus Dragon Guildhall Features

The Lotus Dragon Guildhall is located
under Dead Dog Alley, a collection
of buildings surrounding a trian-
gular plaza. Most of these buildings
are boarded up from the outside and

apparently abandoned. A DC 20
Search checkof the doors reveals that
the boards are a ruse; the doors can be
opened with ease. Inside, the buildings

are indeed abandoned, but several of

them contain hidden trap doors (DG-25
Search ta locate) that lead down into the
guildhall, area D1o. Another entrance
leads from the Taxidermist's Guildhall
to area D1. Finally, a wooden wall under
the nearby pier is actually a cleverly
disguised wide door that can
be lifted to allow small
boats to pass into area Day;
this door can be discovered
by anyone who makes a
DC 25 Search check under
the pier.

Inside, the guildhall itself
consists of brick-lined tun-
nels and rooms; both feature
numerous wooden ceiling sup-
ports. The exceptions to this rule
are areas D1, Dg, and D1y-Dag; these
areas are of unworked stone. The
entire place (with the exception of
areas D31-D33) is quite damp, with
moisture dripping down the walls to
drain away through numerous lead
pipes sét into the floor, eventually
emptying into area Dg. Air quality
is serviceable but musty, Doors are
made of wood reinforced with iron,
and tend to stick. The thieves.keep
them ajar for this reason; a closed
door requires a DC 13 Strength check
to open.

The Lotus Dragon Guildhall is
inhabited by nearly two dozen thieves
(see “The Lotus Dragons” sidebar).
These thieves can be encountered in
numerous areas, depending on the
alert status of the guildhall,

When the guildhall is at rest, only
14 thieyes are present. Of these, half
sleep in the barracks (area D3), with the
remainder either eating in the mess
hall (D20) or training in area Dzs.

When the guildhall is on alert, all the
thieves are awake; the room descriptions
that follow assume the guild is on alext
status and lists the locations of the
thieves as appropriate. When on alert,
the thieves are quick to make sure every
door is closed tightly; this limits their

own movement, but also slows the
advance of an invading force.
Although there are no wandering
monsters in the guildhall, when it's
on alert there's a 20% chance every
time the PCs enter a new room or hall
of encountering a patrol of 3 Lotus
Dragon thieves. Only two patrols
will be encountered, as all remaining
thieves are posted at guard points.

D1 Taxidermy Entrance

Awoodepdadder leads up to a trap door
theraatafithis natural passageway. Mois
turedrips from the walls o pool on the

reughifioor, draining in tiny rivulets to the

"y dummndsr ds Mok are 6 this uwact
east AwWoaden 'daar becxkons to the wes

The trap doorin the ceiling here leads up
to area G8 in the Taxidermist's Guildhall.

D2. Guardroom (EL 2)

Creatures: This room is kept empty at
times of rest, but when the guild is on
alert the north door is closed and the
south daor is left open so that the two
thieyes, posted here can keep an eye
on the door to the south for intruders.
If they see any, they raise a cry to
alert the rest of the guild and attack
with arrows.
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at best. Attempls to recruit the city
wateh result in miore

ambushes

even the best-researche
it should be too late.

Lotus Dragon Thieves (2): hp 8 each;
see page 31.

The thieves sleep here, but never more
than 7 at a time. If the guild’s on alert,
there are no thieves at all here.

D# Rom Storage

Four largeigasks stand ‘against the west-
arn Wall; judging from the scent'in the air,
they're filled with um.

Locked doors have little meaning in a
thieves’guild, so the rum stores operate on
an honor system. The thieves are allowed
to drink in moderation, but drunkenness
is not tolerated. Since drunk thieves are
usually thrown into the Crucible (area
Dg), they're good about remaining sober.

Dj5. Cruncher’s Pen (EL 2)

Thefloor of this reem is cllttered with par-
tially eaten bonesand dlumps of dark fur,
giving the air the stink 6fia filthy wet dog.

Creature: A single black-furred worg
named Cruncher dwells here, raised
from a pup by Rowyn and given this
room as his own. Cruncher’s smart
enough to recognize guild members
and doesn't attack them—PCs might be
able to slip by the monster unmolested
with a good Disguise check.

Cruncher serves the guild in two ways;
he helps guard the cellblock to the north,
and he helps get rid of prisoners who are
no longer of use. He oftfen misses the
chance to run free (even though Rowyn
takes him out on a boat to race around
on a nearby island two nights a month),
but the comfort of being fed regularly
outweighs this minor inconvenience in
his eyes. Cruncher understands a few
words in Common, but rarely speaks.

Cruncher is only found here if the
guild isn’t on alert; otherwise, he’s sta-
tioned in area Dig.

Cruncher, worg: hp 30; Monster Man-
ual 257.

D3. Barracks Dé. Cellblock

The walls-of this/long room-are lined with  Five fitisonicells lifie the western wall of $his
dua , eleven in all. The bunks spert’  hallway. Each cell features z nasty-looking
shest a wooden Bucket, and little
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each cell off, with a

narrow gate featuring a largelock allowing

egress from each.

Unless one of the PCs has been cap-
tured by the Lotus Dragons, no prisoners
languish in these cells. The locks on the
gates can be opened with a DC 30 Open
Lock check, but the bars themselves are
already beginning to rust. It's only a DC
25 Strenigth check to break or bend them
enough to allow passage.

D7. Guestroom (EL 4)

The purpose of this rigcabre chamber
seemsotvicus.Astretching rack dominates
the norbwesterh corher of the room, and
an open iron malden its. southeast corner.
A sizling brazler of coals sputters in the
southwest corner, giving the chamber 2

hellish red cast.

Jokingly referred to as the “guest-
room” by the thieves, this chamber is
obviously a well-kept torture chamber.
Unless one of the PCs was recently cap-
tured, the Lotus Dragons haven’t had
a reason to use this chamber in the
past several weeks, something that it's
keeper, Kersh Reftun, regrets.

A DC 20 Search check reveals the
secret door in the east wall.

Creature: If the guildhall is on alert,
Kersh succumbs to his sense of theatrics
and stages a trick here. After setting his
magic armor to look like rags (making
sure to cover the tattoo on his shoulder),
Kersh straps himselfinto the rack, tying
himself in with clever slipknots he can
wriggle out of as a move action. (Anyone
who examines these bonds and makes
a DC 16 Use Rope check realizes the
nature of the knots.) He then posts one
ofthe Lotus Dragon thieves in this toom
to poseas the “torturer,” dressing him
in a stained leather apron and arming
him with knives and branding irons.

When the PCs enter, they find what
appears to be a torturer heating several
branding irons in the nearby brazier
to torment 2 man dressed in rags tied
to the tack. The “torturer” attacks on
sight and fights to the death (this thief
isn't about to surrender in front of
his bossl).



Kersh plays the part of the tormented

perfcctfy cqpabie af ﬁghung bare-

mlﬁ! -

truding from the walls provide drain-

victim, claiming to be a silk merchant handed. If he gets a chance, he i‘nes age for the rest of the complex, while

who was kidnapped from his room at
the Bent Goblin Inn weeks ago. He begs

to bull rush a PC into the waiting iron
maiden; if he manages to do so, the

the PCs to escort him to safety, silently . PC takes 2d6 points of damage from |

waiting for the best moment to turn on
them and attack with surprise (likely
as soon as the PCs get into a fight), If
the PCs see through his Bluff check, he
sneers at them and attacks.

Kersh himself is ‘a muscular man
with dark stubble on his chin and
short, greasy hair, His eyes are pale and
watery, and a Lotus Dragon tattgo graces

one shoulder. His knuckles ate badly =
¢ This chambér sports a large bed: covered
‘with furs. An iron cage sits.at the foot, and 2
“low table in the southeast corneris heaped

scarred—testament to the use to which
he often puts them. Kersh is a crude,
foul-mouthed racist with little ﬁmc or

use for dwarves, halflings, or gnomes,
although he does his best to hide his_
baser qualities when playing the part of

a victim.

KersH REFTUN

Male human rogue 1/fighter 2

NE Medium humanoid

Init +2; Senses Listen +1, Spot 1

Languages Common

AC 17, touch 12, flat-footed 15

hp 20 (3 HD)

Fort +4, Ref +4, Will +1

Spd 30 .

Melee* unarmed strike +3 {1d3-14} or
red-hot branding 1ro‘n +2 (1664-4 plus

1d4 ﬁ're}

Base Atk +2; Grp 44 R

Atk Options sneak attack +1d6

*2-point Power Attack

Abilities Str 14, Dex 15, Con 13, Int 10, Wis
12, Cha 8 /

SQ trapfinding

Feats Improved Bull Rush, lmpmved Unarmed

Strike, Power Attack, Skill Focus (Intimidate),

Weapan Focus (unarmed strike)

Skills Bluff +3, Disable Device +6, Gather
Information +3, Heal +4, Intimidate +8,
Knowledge (local) +4, Sense Motive +5,
Swim +6, Use Rope +6

Possessions +1 glamered chain shirl -
Lotus Dragon Thief: hp 8 each; see

page 31.

Tactics: If the PCs see through
Kersh’s trickery, he snatches up a red-
hot branding iron (treat as a club) from
the brazier if he can. If he can't, he’s

the spikes, with a IJC 12 Reflex save

l&ﬁtger one tonnects to area Dig. A
Smaﬂ creature could shimmy up this
pmcﬁymahngh series of DC 30 Escape
Artist checks, only to reach the far end

“halving the damage. If the PC dptsn’t’ tu find it closed off by a metal valve.

take a move action to clamber free
" of the iron maiden, Kersh' takes a
move action himself to slam _t]:e_lid__

automatically inflicting 10 points of

damage on anyone trapped inside.

D8. Kersh's Quarters

CR3

~ him sleep comﬁxﬁbl

with salted fish, bread, and bottles of rum.

The cage at the foot of the bed isn’t

~ quite large enough for a Medium
" creature to stand or sit in. Kersh

sometimes puts those who offend him
in the cage for a night sc ﬂieyﬁnwail;h

contains Ker
set of silver flensing knives vn‘th ivory
handles worth a total of m«gp:‘

Dﬁ;a'.t_‘he-'cmme (EBLS) = 8

Most,of #hils eircular Gavern consists of @

valve can be opened in area Dua,
: ‘pdint water from the sea cave
m area sz sluices down into the cave,
The water level rises by a foot every two
minutes, eventually reaching a height
of about eight feet from the cave roof
aboye and flooding the entire cave to an
equal depth.

Both secret doors to the west are
five fect off the ground. Finding them
takes a DC 20 Search check, and actually
reaching them is a DCao Climb check.

Creature: If the guild is on alert, the
Lotus thieves in area Dix watch this
room through the one-way illusory wall
that separates the rooms, waiting for
intruders to drop in from above, When
the initial thief drops in, he quickly
makes his way to one of the secret doors

: ;‘to the west and thence to join his fel-

lom in area Din
‘Once any-PC lands in the podl thc

-s-wafth——zﬁgp and a' thieves in area Du1 take two actions.

“First, they turn the valve to. ‘open the
pipe to area Di7, allowing the sea to
begin- _t_laudmg area Dg. Second, they

“release the chain holding the crocodile

at the end of the western passageway.
'The reptile roars in excitement as it's

large ‘pdol of} braekishlookin = wa?er, its _‘m‘ileashed, then rumbles around the

surface [:fea,s.y with filthy and rottidg’sea*
weed. anpmg lead pipes protrude from
the walis*of the fwenty-foot-high cavarn,
inclliding one that's nearly two feet in
diameteeio the'sast, A five-foot-wide hole
in the ceiling seemsto lead 1p to the sur-
face. To the westidnd south is a five-foot-
wide' beach: of grit and gravel. A narrow
tufinel'leads up at a shallow angle to the
west and out of sight.

This chamber, known as “the Cru-
cible” to the Lotus Dragons, is both @
place to test new recruits and to pun-
ish and torment the enemy. The pool
of water is ten feet deep, and drains
Ainto the groundwater through numer-
ous tiny cracks. The smaller pipes pro-

corner. mto the central room to look
for food.

Cmﬁdﬂe’ ‘hp 22; Monster Manual 271.
actics: Of course, the PCs have more
.ths.'n a hungry crocodile to deal with

“in this encounter. The three thieves in

area Dax qmck}:y spread out once the
trap is triggered; one remains in area
Da1, while the uthertwp move to sniper
poirits to theeast and south in area Dio.
If the PCs were lured here by a Lotus
Dragon thief, he does not join in the
battle, instead slipping out to warn the

~ rest of the camplex.

Starting on the first round of combat,
the thief in area D11 begins to shoot
through the one-way illusory wall,
targeting PCs not involved in melee with

= ~ OCTOBER2006 DUNGEON 35
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Gi. Showroom

G2. Storage

G3. Lavatory

G4. Private Meeting Room

Gs. Guildmaster’s Bedroom
G6. Workshop

G7. Supply Room

G8. Hidden Hall

the crocodile. On round 3, the second thief
joins from the arrowslits to the east, and on
round 5 the one in the south joins as well.
Thieves firing from arrowslits have cover,
while the one firing through the illusory
wall has total concealment. Note that
the rushing sound of the water imparts
a—8 penalty on Listen checks, making it
difficult to pinpoint the location of the
thief in area Dia; characters who fire
blindly through the wall essentially have
a 25% chance to target the right square
(only then giving them a 50% chance to
hit with a successful attack).

D10. The Ring of Ruin

This hallway surrounds the Crucible and
connects four domed chambers, each of
which sports a wooden ladder leading up to
a trap door in the ceiling above. These trap
doors open into the abandoned buildings
surrounding Dead Dog Alley above.

D11, Observation Room (EL 2)

This narrow:r

the apening

anged before this “window.

The “haze”is in facta special and perma-
nent illusory wall that Rowyn paid (at great
expense) to install. From this side, the wall
is transparent, while from the other side
it appears as a solid natiral rock wall. The
illusory wall functions at caster level gth.

Creatures: If the guild is on alert, three
Lotus Dragon thieves wait in this room
to spring the Crucible trap (see area Dg

above). If caught in here before the trap
can be sprung, they do their best to fight
butraren't above fleeing into area Dg and
out through one of the secret doors to
the west.

Lotus Dragon Thieves (3): hp 8 each;
see page 31.

D1Z. Visitor’s Lounge

This room feels a little drierthan the

Long-term visitors to the guild use
this room and the one next door to rest
and relax; currently, this room is empty.

D13. Visitor’s Quarters

This room.contains two firly comfortatile-

7 bunks, The sheets on-them only

sport a few spots of mildew

Visitors to the guild are allowed to sleep.

i this room. Vanthus spent somie time in
this room.a little over a month ago when
he first approached the Lotus Dragons
with his plan to murder his parents and
use the inheritance to help fund the guild.
A DC 20 search of the room locates a scrap
of paper wedged between one bunk and a
wall, on which a map of the Vanderboren
vault is sketched along with row upen row

of failed combinations—one of Vanthus'

worksheets he used to try to puzzle out
area V3.

D14 Cruncher's Guardpost (EL 2)
Creature: This room is empty, unless the
guild is on alert. In that case, Cruncher
the worg (see area Ds) has been placed
here with orders to prevent any non-
guildmembers from passing through.
He howls loudly as he attacks, alerting
the rest of the complex immediately.

Cruncher, worg: hp 30; Mopster
Manual 256.

D15, Meeting Room

NEW FOR 2006,
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This chamber is used by the guild
to meet and interview prospective
allies. It is currently empty. If the
guild is on alert, the table in this room
15 missing,

D16. Waiting Room (EL 3)

Visitors to the guild spend anywhere
between half an hour to two hours wait-
ing in this room before Rowyn decides
how to proceed with them. During this
time, the occupants of the room are typi-
cally observed through a hidden peep-
hole in the southern door (DC 25 Search
check to find),

Creatures: If the guild is on alert, four
Lotus Dragon thieves have dragged the
table from area Das into this room and
turned it on its side. They huddle behind
it, and use it as cover to fire crossbow
bolts and arrows at anyone who tries

DUNGEON OCTOBER 2006

BY JAMES JACOBS

to enter the room from the east. They
are ill-prepared to handle any intrusion
from the south unless Cruncher’s howl
alerts them, in which case they shift the
table’s position as appropriate.

Lotus Dragon Thieves (4): hp 8 each;
see page 31,

D17 8muggler's Pond (EL 3 or )

nd of lapping waves fills this cham

The Lotus Dragons use this cavern to
stage smuggling operations or (less often)
to recieve visitors to the guildhall. Gener-

ally, a visitor has a black bag pulled over
his head late in the night before being
rowed around the city canals for an
hour to disorient him. When he arrives
here, he is led into area D16 through the
secret door in the south wall (Search DC
20 to locate from the north side, auto-
matic from the south) before the hood is
removed. The crabs on the north shore
clatter and clack menacingly, but they are
relatively small and harmless. The current
denizens of the water are not.

Creatures: To aid in their takeover of
Sasserine’s sea trade, the Lotus Dragons
managed to contact a local tribe of
ixitxachitls, intelligent and cruel aquatic
monsters that look similar to rays. Six
ixitxachitls have taken up residence here.
As needed, they swim outinto the harbor
totake care of any aquatic missions Rowyn
requires, and as a result these six are well
practiced in the art of gnawing holes in
the hulls of offending ships. If the gnild
is on alert, four of these evil fish patrol
this cave while two swim back and forth
between this area and D18, If either group




finds intruders, they call out to their allies
in Aquan for aid and attack at once.

An ixitxachitl has a plain brown or
black topside with a lighter colored

belly. Its large mouth is filled with razor-

sharp teeth and its eyes are intelligent
and cruel. The scout, a base class that
excels at skirmish-style combat, is
detailed in Complete Adventurer.

IXITXACHITLS (4) CR1

Male ixitxachitl scout 1

CE Small aberration (aquatic)

Monster Manual 11 128

Init +5; Senses darkvision 60 ft.; Listen +5,
Spot +5

Languages Aquan

AC 18, touch 186, flat-footed 13

hp 11 (1 HD)

Fort +3, Ref +7, Will +1

Spd swim 30 ft.

Melee bite +3 (1d6+2)

Base Atk +0; Grp +2

Atk Options skirmish +1d6

Abilities Str 15, Dex 21, Con 16, Int 10, Wis
12, Cha 10

SQ trapfinding

Feats Dodge

Skills Escape Artist +9, Hide +13, Listen
+5, Move Silently +9, Search +4, Spot +5,
Swim +14, Tumble +9

Skirmish (Ex) A scout dealsian extra 1d6 points
of damage on all attacks he makes during
any round n which he moves at least 10 feet.
This extra damage applies.only to attacks
taken during the scout's turn, and applies
only to creatures that have a discernible

anatomy. The scout must be able to see the
target well enough to pick out 2 vital spot
and must be able to reach such a spot.

D18, Urchin Farm (EL 2 or §)

ces up thisreom, the

hick and its ‘bed

veed

ed with a veritable carpet of rediand

ea urchirs,

The Lotus Dragons farm these sea
urchins for their venom, although they're
careful not to deplete their stock.

Creatures: Two ixitxachitl scouts swim
through the waters of this pool once every
minute; if they see intruders, they call for
aid from their kin in ares Dag.

* fed on fish and the occasional vagrant or

Ixitxachitl scouts (2} hp 11; see page 39,

D19, Rhagodessa Pen (EL ¥)

The wallsand floonof thisigavern glisten with
thick, transparent coze. Mushiesrms protrude
apdithers, and

0 shimmersta

from the slop onthe floohhe

# viscous phedie of gregr

=]
the south, A la of mushrotms grows
on the far side slime, and what appears

to be part of a halfling skeleton lies in the

=twaen them.

Creature: Before Vanthus joined the
guild, one of the primary sources of income
for the Lotus Dragons was smuggling
dangerous and exotic animals—they
worked as agents for hunters and poachers
in the surrounding jungle, purchasing
egps and young monsters and then selling
them to smugglers bound for the north.
Soller Vark was one such smuggler, and the
rhagodessathe Lotus Dragons sold him was
one such creature. Rowyn was so intrigued
by the strange vermin that she decided to
keep four of them as pets. She keeps three
of the monsters here, where they are well

prisoner. Mindless, the thagodessas can't
tell the difference between Lotus Dragons
and anyone else—a brave party could
“recruit” these monsters by luring them
into the guildhall proper, where they begin
to bunt for food. :

Rhagodessas (3): hp 22 each; see
Appendix. ' .

Treasure; The skeleton is the remains
of a hapless thief who fried to infiltrate
the Lotus Dragon guildhall 2 month ago
and made the poor choice of investigating
this part of the caverns rather than the
passage leading south from area Di8—
the Lotus Dragons never even knew
the poor halfling made it this far. The
skeleton's leather armor and rapier are
both rotted or rusted to ruin, but he still
wears a'gold ring worth 240 gp, a ring of
Jumping, and a brooch of shielding capable
of absorbing up to 42 more points of
damage from magic missiles.

D20. Mess Hall

A long banquet table fills this room, leaving

barely any clearance t

The
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The Lotus Dragons take their meals
in this room—since the table itself can
only accommodate 11 people at once,
the thieves tend to eat at different Himes.
The cage contains a half-dozen birds
that quickly begin singing if anyone
approaches within five feet of their cage,
possibly alerting the cook in area Da2a,

D21 Kitchen (EL 1)

DUNGEON

BY JAMES JACOBS

The fireplace chimney rises up through
a twisting iron pipe that eventually
feeds into an old fireplace in one of the
abandoned houses surrounding Dead
Dog Plaza, so that when the cook uses the
fire to prepare food, the smoke appears
to come from a building and doesn't give
away the guildhall's location.

This room is also used by the Lotus
Dragons’ cook, a kobold named Churtle,
to distill poison extracted from the
urchins in area D18, The contents of the
cauldron consist of 10 boeiling doses of
urchin veriom,

Trap: If the guild is on alert, Churtle
has rigged the boiling cauldron of poison
with a length of iron bent back to her
hiding spot just behind the door in room
D23; when anyone opens the door from
area D2o, she triggers the trap, causing the
cauldron to catapult out of the fireplace
toward the open doorway—and anyone
standing within.

Fireplace Catapult: CR 1; mechanical;
manual trigger; manual reset; Atk +8
ranged touch (1d6 fire, boiling poison);
poison (urchin venom, DC 11 Fortitude
save resists, nausea for 1 minute/1 Str);
Search DC —; Disable Device DC —.

D22. Pantry

There's enough supplies stored here to
last the Lotus Dragons for a month.

Treasure: A DC 15 search of this
room finds a metal coffer that
confains 10 vials of urchin venom.
The milky fluid is unlabeled, but
identifiable with a DC 12 Knowledge
(nature) check.

D23, Chortle’s Quarters

Creature: A female kobold named
Churtle (LE female kobold expert 4, Craft
(poisonmaking) +10, Profession (cook) +11),
lives here, her obsession with seashells
apparent all over the floor. Churtle serves
the Lotus Dragons as a cook, and although
the thieves pay her well, her true loyalty is
to Rowyn, who spared het life two years
ago. Churtle’s followed her around ever
since. Her cooking and peison-making
skills are considerable, and she only rarely
confuses the two.

Tactics: Churtle hides in the pile of blan-
kets (Hide +7), hoping thatno one finds her.
She's close to ineffectual in combat, and
if confronted yelps in terror and tries to
tumble past the PCs toescape to the north,



If she gets away, she immediately flees the
guild. If she takes any damage, she breaks
down in tears, begging for her life and
offering her 53 gp as a bribe to let her go.

Development: Churtle's initial attitude

toward the PCs is indifferent, but if she
can be made friendly she offers to be that
PCs' personal cook and assmtﬂnt—ntleash

until an opportunity to escape back into

the swamp presents itself. If particularly
well treated, you might consider having
Churtle stick around—she can be a
persistent source of comic relief, and her
skills make her a fairly competent scout
or sentry.

D24. Lavatory
This remarkably clean lavatory features
the latest technology in chamber pots.

D27¥. Training Hall (EL ¥)

thick padded mats: Throughout the room

stand all manner of target dummies made=

of clothes and armor stuffed with
which wear bell-studded coats with
numerous pockets; and others of which are
draped with manacles and chalas Kiing
with cheap-loaking padlagks. To the west,
a wooden stage sits a fodt offthe floor. A
padded throne flanked By pottedtplants sits

strawy
someal

on this stage.

The Lotus Dragons use this large
room to heére their skills and spar.
Rowyn sometimes observes their
technique and style from the comfort of
the throne, but usually it's either Kersh
or Vanthus seated there. Currently, the
throne is empty.

The door to the east is closed and
locked (DC 25 Open Lock).

Creatures: As the entrance te the
inner sanctum of the guild, the Lotus
Dragons have chosen this room as their
primary defense point. If the guild is on

alert, six Lotus Dragon thieves wait here,

They've taken six of the target dummies.
and stashed them in area D26, and have
taken their place, disguising themselves
so that at a glance, the room may seem
to be empty.

Lotus Dragon Thieves (6): hp 8 each;
see page 31.

in the small 1
- she's expecttﬁguﬂfoﬁ.

Tzcﬁcs If they aren't’ notll:ed the
thieves wait for the PCs to sﬁtttrthmtggh—
out the room before taking action and

d::a*wmg their weapons in the surprise

_ wound. They work together, flanking foes

and focusing initial attacks on lightly

armored foes in an attempt to even the
_odds before facing armored enemies,

D26. Evaluation Room

A'single chair sits In ohe corner of this
room. Several target dummies lie heaped
on.a tabl& to the southeast

Rowyn, Vanthus, and Kersh use this
room to meet with thieves whom they

‘feel need evaluation, either for promo-

tion in the ranks or “demotion” (which

‘equates to being fed to Cruncher).

. D27, Guardgost (EL 2)

The floonof this large room is covered with

Creature: This emptyroom is guarded by
arhagodessa. The mmamdhﬁdwears
an uoncollarattaghtdtba chain-
far end of the cb '

wmch in area Dﬁ-‘-ﬁ

it t;p:eacheuery corter ufthls I
-, hpzz.sec

ma‘.\waingm o
A large hemgonal table made of oak fakeé
up the majelity of this ssom, surroun ded by
six chairsi Thenarth wall bears a huge map
of Sassei‘lngj,,_ﬂh which dozeris of tiny flags
have besplacediTa the south, a five-foot-
tall aridl ten-fooltWidle slate bears a tangled
mess of chalk s&ribblings. A winch handle

protrudesifrom the northwest corner.

This room is where Rowyn meets with
Vanthus, Kersh, and other contacts to plot
Lotus Dragon activities in Sasserine. The
map to the north is used to track allies,
enernies, and organizations that pay pro-
tection money to the guild. Blue flags
indicate allies, red indicate enemies, and
gold indicate sources of income. Although
the color system is unexplained, the PCs

- other
piece of information currently on the slate

should be intrigued to see a gold flag pro-
tmﬁng—ﬂ'cm the Vanderboren estate. A

anda _]neumﬁom the Kellani estate. A
few of the city watch garrisons (including
the Sunrise garrison) contain both blue
and gold ﬂngs. Peel free to improvise the
plmﬁmant uf other flags.

-squth the slate is used to track
Prmeﬂs and take notes. The primary

seems to track the comings and goings of
ships in the harber, as well as notations of
which ones have been (or are scheduled to
be)’ “holed.” A note in the lower left corner,
written in Aguan, reads, “Make sure to pay
Jxrtxs. by mpnth end!” In the upper right
: s may be amused or con-
chtﬂrd t’B their names listed inside a
box, alongside a note in big letters that
reads, “VANTHUS! FIX THIS NOW!”

D29. Guard Room (EL 2) .
Creature: Several months ago, Rowyn

= ?mhased ,a mnd of auimnu dead on

wh:n she lenmed that he was stealing
,&om_tl;_ugu;_ld

Bugl:ear Zombie: hp 42; Monster
Mtwalzﬁzr

:paam

Tl‘u: wuifs, Eoér and ceiling of this charni-
ber. bm bcentavered i white marble tile;
ﬂwimsparkiesdaanly I the iddle of
e oo sits & five-fiot-by-ten-fost pool

_-pfdfear Wwater. To the' northwest stands an

unliti |rpn braltgr {

PHE water in the~ g fresh and
clean-—Rowm.‘uses thism to relax,
often lighting the braziex to turn the
place m}:o asauna.

D%Lhﬂyﬂ’i!mnp(&hﬁ}

The opuiuﬂcgpf this chamf:mr* decaris a bit
jarring. The smooth plasterivalls are painted
vinlet: Delicately crafted silver lanterns flicker
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am. A shelf Rowyn uses this room to entertain
eral books, statucties,  guests, take her meals, or simply to relax.
tal b ¢ She commissioned the painting on the
wall several months ago from a local
artist with ties to the Crimson Fleet—a
woman named Brissa Santos, who at the
time was romantically involved with
Vanthus, It was through this painting
that Rowyn met Vanthus and the two of
them became lovers.

Creature: Rowyn, guildmistress of the
Lotus Dragons, waits here to confront the
PCs, She hopes her thieves and guardians
o the south  take care of them for her, of course, butif
they make it this far, she has a proposal
for them. The door to this room is
unlocked, and when the PCs enter, they
find her relaxing in one of the chairs.
Standing to the side is a bright-eyed and

- hungry-looking manster, a dinosaur-

. 3 like dragon with green scales and a
’ 4 bright yellow crest on its head.
g Rowyn rises as the PCs enter,and
f" % . regards them with an apprais-

-~

o
aywans

Rowyn and
" Gut Tugger

BY JAMES JACOBS

ing eye. She addresses them as “Lavinia's
flunkies," then boldly offers them a job.
They're obviously resourceful folk with
strong skills in a fight—would they be
interested in working for her instead of
Lavinia? Rowyn's offer is legitimate; even
though she's a bit angry if the PCs have
managed to take down her guild, she's
gotenough money to rebuild it. And with
the PCs working for her, the new Lotus
Dragons could be stronger than ever
before. Of course, if the PCs refiise her
offer or prepare to attack, she sighs with
regret and nods to her “pet,” giving him
the order to attack by saying, “Gut Tugger!
Do your thing!"

Rowyn herself is a beautiful human
woman with long red hair tied back in
a ponytail, Her eyes sparkle like chips
of green jade, and she moves with an
unsettling grace. On one shoulder she
wears a tattoo of a lotus, while on the
other is an intricate dragon tattoo, its
tail coiling down around her arm.

Her “pet” is in fact a bitter, surly
crested felldrake named Gut Tugger.
While most crested felldrakes are
good-aligned and serve as guardians
for elven cities or armies, Gut Tugger
always had a mean streak. When he
killed his packmates over a treasure
dispute, his elven keepers tried to put
him down. He killed them as well, then
fled the elven village only to be captured
by animal smugglers. Gut Tugger played
the role of'a mindless creature, knowing
that this was a free ticket to somewhere
far from his elven oppressors—he ended
up in Sasserine, purchased by Heldrath
Kellani as a gift for her daughter. Rowyn
and Gut Tugger formed a fast friendship,
and he took to her lessons in thievery
with shocking ease. Today, Gut Tugger
lives an easy life as Rowyn's “pet.” Rowyn
often lets him wander the guild halls so
he can spy on the Lotus Dragons from
within. None of the thieves suspect
Gut Tugger is intelligent, and more
than one pair of loose lips or acts of
insubordination have resulted in trips
to Cruncher's pen as a result of Gut
Tugger’s reports to his mistress.
RowyN KELLANI CR5
Female human rogue 3/bard 2




NE Medium humanoid

Init +2; Senses Listen -1, Spot -1
Languages Aquan, Common, Draconic
AC* 19, touch 15, flat-footed 14

hp 25 (5 HD)

Fort +2, Ref +8, Will +3; evasion
*3-point Combat Expertise

Spd 30 ft.
Melee* +1 rapier+3 (1d6+1/18-20)
Ranged mwk hand crossbow +6 (1d4/19-20
plus poison)
Base Atk +3; Grp 43
Atk Options Combat Expertise, Improved
Feint, sneak attack +2d6
Special Actions bardic music 2/day
(countersong, fascinate, inspire courage +1'j
Combat Gear potion of cure moderate
wounds, potion of gaseous form, wand of
animate dead (5 charges), wand of charm
person (35 charges)
Spells Known (CL 2nd)
15t (1/day)—cure light wounds,
expeditious retreat
o (3/day}—daze (DC 12), ghost sound (DC
12), mage hand, message, prestidigitation
*3-point Combat Expertise

Abilities Str 10, Dex 14, Con 12, Int 14, Wis
8,Cha 15

SQ bardic knowledge +4, trapfinding, trap
sense +1

Feats Combat Expertise, Improved Feint,
Weapon Finesse

Skills Balance +12, Bluff +10, Diplomacy
+14, Intimidate +4, Jump +12, Knowledge
(local) +8, Perform (dange) +10, Sense
Motive +7,Sleight of Hand 412, Swim +8,
Tumble +12, Use Magic Device +8

Possessions combat gear, +1 leather armor,
masterwork buckle}. +1 rapier, masterwark
hand crossbow with 10 bolts poisoned
with black adder venom (Fort DC 11,
1d6/1d6 Con), gold earrings worth 300
gp, bejeweled necklace worth 200 gp,
skeleton key(fits all lacks in guildhall,
including the treasury door)

GuT TUGGER CR3

Male crested felldrake rogue 2

NE Small dragon

Monster Manual {1 98

Init +6; Senses darkvision 60 ft., low-light
vision, scent; Listen +7, Spot +7

Languages Common, Draconic, Sylvan

AC 19, touch 13, flat-footed 17

hp 37 (4 HD)

Immune sleep, paralysis

Fort +6, Ref+8, Will +3; evasion

Spd 40 ft.

Melee bite +5 (1d8+1)

Base Atk +3; Grp +0

Atk Options sneak attack +1d6

Abilities Str 12, Dex 15, Con 17, Int 10, Wis

10, Cha 10
SQ trapfinding
Feats Combat Reflexes, Improved Initiative
Skills Bluff+7, Diplomacy +2, Hide +11,

Jump+10; Listen +7, Move Silently +6,

Sleight of Hand +9, Spot +7
Possessions collar of armer +2 (as bracers of

armor +2)

Tactics: Rowyn lets Gut Tugger engage
the PCs first, taking the first round to use
inspire courage. She then uses Tumble
to flank Gut Tugger's opponent. The two
foeus their attacks on one enermny at a time.
Rowyn uses Combat Expertise in all fights,
and when she’s not flanking makes use of
Improved Feint to score sneak attacks. If
arty PCs are slain, Rowyn uses her wand of
animate dead on the bodies to raise them
as zombies—likewise, she'll do the same
to Gut Tugger if he's killed (although she
performs this act through tears). If she's
reduced to less than 15 hit points, she
retreats and drinks her potion of gaseous
Jorm, then flees into the nearest drainage
pipe located at the wall's base. Once she
reaches area Do, she escapes the guildhall
through the closest trap door—she does
not.return to this complex, leaying the
PCs to loot what they will,

Treasure: The bookshelf fo the
north holds several minor objects of
value, The books themselves are nov-
els, mostly adventure staries or erotica,
none of particularly high value. Some
of the statuettes are valuable though,
including an alabaster statuette of a
succubus worth 350 gp, an onyx statu-
ette of a displacer beast worth 100 gp,
and a silver statuette of a rearing uni-
cornworth 500 gp. The stuffed animals
consist of small but dangerous crea-
tures like stirges, cobras, Small mon-
strous spiders, and even what looks to
be a giant shrew the size of a cat. None
of these are worth much more than a
few gold coins,

The two coffers on the shelves are
Jjewelry boxes, each worth 150 gp. The
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darkwood coffer contains seven silver
and geld chain necklaces and bracelets
worth a total of 300 gp. The iron box
contains a dozen rings and earrings
worth a total of 550 gp. The wooden
cupboard contains several different
articles of clothing sized for a human
woman, including three courtier's
outfits (worth 3¢ gp each), a noble’s
outfit worth 75 gp, and a flowing
(and scandalous) robe of shimmering
lavender silk worth 450 gp. '

D3% Rowyn's Bedroom

The floor of this raom is thickly carpeted,
and the walls have been smoothed with
plaster and painted a. soothing. light

A delicate crystalline chandelier

; fromithe center ofithe ceiling. To

4 dressing table sits nextito 3

i, and 3 lafgs canapied bed

cheets looms it southeast.

t5 sits a heapof

ized cushions,

This room 15 Rowyn's private sanctum,
a place to relax and sleep. Lately, Vanthus
has been sharing her bed, although he's
not present at this time (having headed
east out of the city on another project).
The pile of cushions serves as a bed for
Gut Tugger.

The secret door to the north can be
discovered with a DC 20 Search check.

Treasure: A search of the dressing
table turns upa large collection of exotic
and expensive perfinmes—aq vials in all.
Twenty of these are worth 10 gp apiece, but
the Jast four are truly exotic imports from
places with names like Mur, Alfheim, and
Sigil. Each of these three vials is werth
20¢ gp. The final vial comes from a place
named Shendilavri, and contains six doses
that grant the wearer a 410 competence
bonus on Diplomacy checks for 1 houir,
One dose of this intoxicating perfume is
worth 200 gp.

A DC 2o Search of the bed finds a
small cache of letters hidden between
the mattreses. Investigation reveals that
these letters are from none other than
Vanthus; they are exceptionally racy
loye letters written to Rowyn and dating
back several weeks. It'll take an hour to
read through them all, but there are a
few pieces of information found in the
letters (mostly in the more recent ones)of
particular interest to the PCs, as excerpted
in Handout #s.

D33, Guild Treasury (EL 4)

The door to this room is locked and
trapped. A DG 30 Open Lock check
unlocks the door, but also triggers the
trap (as does using the correct key, if
the key is turned counter-clockwise in
the lock),

This glain, slene roem s emply, save for

three lrgechests made afiwood and ifom

Trap: Several traps ward the contents
of this room. The first is built into the
treasury door. The only safe way to open
this door is to insert the proper key
and turn the key clockwise to unlock
the door; any other attempt to open the
door triggers a poison dart trap in the
northern wall; the darts fire at anyone
standing in the 15-foot-long hall between
this room and area D32.

The second trap consists of a bed of
hundreds of needle-thin spikes hidden
in the floor. This trap triggers as soon
as anyone enters the room, but has an
onset delay of 3 rounds. After this time
passes, anyone in the room is suddenly
struck by these spikes. The chest in the
northeastern corner of the room is in fact

a false chest; opening the chest disarms
the trap, while closing il resets the trap
(also resetting the 3 round delay).

Poison Dart Trap: CR 3; mechani-
cal; touch trigger; manual reset; Atk +8
ranged (1d4+4 plus poison, dart); mul-
tiple targets (x dart per target in hall),
poison (black adder venom; DC 11 Fort;
1d6 Con/1d6 Con); Search DC 22; Disable
Device DC 22.

Footlancer Trap: CR 2; mechanical;
location trigger; automatic reset; switch
bypass; spikes shoot out of floor (1d6,
damage as caltrops, Player’s Handbook
126); never miss; onset delay (3 rounds);
Search DC 22; Disable Device DC 22,

Treasure: As mentioned above, the
northeast chest is little more than a dis-
guised swilch to bypass the footlancer
teap. The northwest chest is locked
(Open Lock DE 30), but not trapped.
Inside is a fantastic amount of stolen
wealth These items represent the work
of countless minor burglaries and thefts
perpetrated upon Sasserine over the past
several months. The total value of the
stolen goods in this chest is 5,450 gp.

The southwest chest is locked (Open
Lock DC 30). Within is a fantastic
amount of gold and gemstones—all of
which are neatly collected in silk bags
bearing the Vanderboren family crest.
The contents of this chest represent all
that remains of the wealth that Vanthus
stole from the Vanderboren vault, and
amounts to 8,600 gp in all. An honor-
able party will, of course, return it all to
Lavinia (who rewards them handsomely
for such honesty),

CONCLUDING THE
ADVENTURE

At the end of this adventure, the PCs
should have destroyed the Lotus
Dragon operation and saved Sasserine
from losing control of their harbor.
Although the city watch and the Dawn
Council might not realize it at first, the
painting from Rowyn's lounge 4nd the
documents and maps in the war room
should be more than enough to prove
the magnitude of the service the PCs
provided to the city. If you're using the
affiliations detailed in Dracon #1348, this
accomplishment grants a +1 bonus to the



affiliation score of anyone belonging to
the Dawn Council.

The Savage Tide Adventure Path
assumes that Rowyn Kellani escapes

the PCs, as she returns in the third .

adventure, “The Sea Wyvern's Wake.” Iff
the PCs capture her, you should have
them leam of hu escape Eram pri’son'
Gambit.” ]_fshe s killed in this advanture,
you'll need to make a few changes to
“T'he Sea Wyvern’s Wake,” as detailed in
that adventure. Whether she survives or
not, her family soon finds out what role
the PCs played in the ruin of the Lotus
Dragons, While they had no direct hand
in the guild's affairs, the Kellanifamily
did know about Rowyn's involvement,
and the dutiful daughter provided her
estate with regular tithes from her
guild. Angered at this loss of income
and the humiliation, Heldrath Kellani
takes action during the next adventure
to punish the PCs for their actions in
this adventure. :
At some point several days after
they defeat the Lotus Dragons, a

-

representative of the Dawn Council

invites the PCstoa banquet-ancﬁﬂaﬁ’ce at
Castle Teraknian so that the members of
the couneil can thank them in‘person for
the services they provided to Sasserine.
At the end of the banquet, Lord Worrin
Lidu presents each'PC with the Spire
of Sasserine, a medal awarded to those
who perform great services to the city.
Anyone wearing this medal finds that
it grants a +2 circumstance bonus to
Diplomacy and Gather Information
checks made in Sasserine.

Lavinia Vanderboren certainly won't
forget the PCs as well. News that her
brother was responsible for her parents’
death shocks her, but she recovers quickly,
steeling her resolve to put the whole affair
behind them. She gives each PC a 1,000
gp bonus for their services, and when
she gets a chance asks them to continue

investigating Vanthus' whereabouts.

Thoughts of rehabilitation have left her
mind now, though—all she wants is to
see her brother face justice for his crimes.
This plotline is the focus of he next
adventure in the Sayage Tide Adventure
Path, “The Bullywug Gambit."
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" THERE IS NO HONOR

APPENDIX: NEW MONSTER

Rhagodessa

A spider-like creature the size of a pony
skitters out of the pit. The creature’s body is
dark brown with yellow stripes, its furred legs
long and spindly. The front pair of itsten legs
rear up threateningly, their tips flattening into
terrible: discs studded with dozens of hooked
suckers. The monster's head is horrifically
oversized, dominated by immense mandibles
that chatter and clack with cbvious hunger.

RHAGODESSA

Always N Medium vermin

Init +1; Senses darkvision 60 fi., low-light
vision; Listen +2, Spot +2

AC 14, touch 11, flat-footed 13 (+1 Dex,
+3 natural)

hp 22 (4 HD)

Immune vermin traits

Fort +5, Ref +2, Will +3

Spd 40 ft,, climb 40 ft.

Melee 2 pedipalps +7 (0 damage) and
bite +5 (1d8+6)

Base Atk +3; Grp +11

Atk Options Spring Attack, improved grab
(pedipalp), powerful bite

Abilities Str 19, Dex 12, Con 13, Int —, Wis
14, Cha 6

Feats Multiattack®, Spring Attack®

Environment any undergreund

Organization solitary, pair, or brood (3-8)

Treasure none

Advancement 5-6 HD (Medium), 7-12
HD (Large)

Improved Grab (Ex) To use this ability, a
rhagodessa must hit with a pedipalp

CR2

attack. It can then attempt to start a
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grapple as a free action without provoking
an attack of opportunity. If it wins the
grapple check, it can make a bite attack
asa free action, gaining a +4 bonus
on its attack roll with this attack. The
tiny hooks and tenacious suckers the
rhagodessa uses to clutch its prey tear,
flesh if a grappled creature escapes
with an opposed grapple check, causing
1d4 points of damage to the escaping
creature, A creature that escapes being
grappled by making an Escape Artist
check does not suffer this damage.

Powerful Bite (Ex) A rhagodessa’s bite
is always a secondary attack, yet the
powerful muscles in its jaws allow it to
apply 1.5 times its Strength modifier to
damage rolls with its bite.

Bonus Feat Rhagodessas gain Multjattack
and Spring Attack as honus feats.

This primeval vermin lacks the
venomous stinger or crushing claws of
a scorpion, but makes up for it with its
jaws—nearly a third of the creature's
weight is accounted for in its powerful
mandibles. These arachnids are
nocturnal hunters that dwell in caverns,
moving out inte the surrounding
countryside to seek food well after the
sun has set.

Although they're all but mindless,
rhagodessas are also creatures of habit.
Once a rhagodessa finds a hunting
ground that's fertile, it tends to remain
close to its new lair. This trait makes
the rhagodessa an excellent guardian;
as long it's kept relatively well-fed,
a rhagodessa settles into any small

“There Is No Honor™ is designed for a
group of four 1st-level characters; but
witha little work it.can be adapted for
usé by 2nd-3rd level characters. Simply
adjust any NPC character levels up by for
every level by which your party’s average
exceeds 1. Advance all the rhagodessas
encountered in the adventure by 2 Hit
Dice. Add a second or even a third iron
cobra to the vault. In the smuggler's
tunnels, the PCs should encounter groups
of ravenous Zombie pirates in mobs of
3-g; feel free to add more creatures to
the abandoned tunnels as well, such as
larger monstrous erabs ‘or even sharks
to the sea caves, Advance Cruncher o
6 Hit Dice, and consider giving him the
fiendish creature template. Replace the
crocodile in the Crucible with a giant
crocodile or a carrion crawler. Rajse the
save DC for urchin venom by 2.

-

cavern or underground chamber and
remains content to stay there, only
rarely wandering into trouble in any
nearby regions, =1

James Jacobs is the Editor-in-Chief of
DuxceoN. He thanks David Cook and
Tom Moldvay for their classic adventure
(and the primary inspiration for the Savage
Tide Adventure Path) “The Isle of Dread,”
David Noonan for giving Sasserine a
name, and of course Chris Thomasson for
coming up with the idea for the Adventure
Puths in the first place.

Turns out, it was a pretty goad idea, Chris!

by Peter Bergting
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asserine began not as a city, but

as a woman. Over 700 years ago, a

cleric of Wee Jas named Sasserine
woke one night after a particularly vivid
dream of a hidden cove, protected from
the sea by vast cliffs and from the land
by steaming swamps and jungle. In this
vision, she beheld a thriving city and a
glittering spire of scarlet stone, and knew
Wee Jas had visited her with a prophecy.
Sasserine called together her followers,
including her lover Teraknian, a soldier
and worshiper of Kord, and set out to find
this hidden cove. Diseases, accidents, and
monsters took their toll, and near the end,
despair gnawed at Sasserine's pilgrims.
Finally, their numbers reduced to less

than a quarter of their initial strength,
these pilgrims emerged into a bounteous
stretch of land with fertile soil and fields
of exotic plants sheltered by twin shore-
line cliffs. Sasserine recognized the land-
scape at once, but Wee Jas had not warned
her of the black dragon that had taken
the cove as his territory. Mere hours afer
the pilgrims had thankfully fed on the
abundant plants and had only just begun
to hope they had found their new home,
the dragon Zelkarune struck. Enraged at
this final trial, Sasserine stood her ground
against the dragon and defeated it—but at
a terrible cost. For in delivering the final
strike, Sasserine had been forced to step
between Zelkarune's claw and Teraknian;

the blow meant for him instead laid her
low, just as she called down a bolt of fire
from the sky to slay the dragon.

In the days to follow, the survivors
turned to Teraknian for leadership, who
vowed to found a city in Sasserine’s name.
Tt was the year —124 ¢y, and over the seven
centuries to follow, Sasserine would
mature into one of the great hidden
wonders of the south.

SASSERINE IN BRIEF

Sasserine is located at the westernmost
edge of the Amedio Jungle, nestled in
a sheltered harbor. Most travelers come
to Sasserine via ship, as overland routes
are fraught with peril. From the sea, Sas-
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serine isn't much to look at; two ragged
cliffs of stone jut from the coastline,
their faces home to seahawks and gulls
but little else. Then a vast rent in the cliff
slides into view, its summit crowned by
the shattered remnants of an immense
stone bridge. Sailing between the slowly
eroding stone pylons that once supported
the bridge above, a visitor passes from
open sea into a thriving harbor of com-
merce, whaling, and intrigue. Certainly
the smell of the city is breathtaking—a
tremendous riot of exotic spices, smoke,
humanity, and sewage that assaults the
senses. Perfumes and scented candles are
popular commodities in Sasserine.
Sasserine is split into seven distinct
districts, each with its own personality.
These districts are separated by inner
walls, by networks of canals or rivers,
or simply by age. Friendly competition
between the districts is common, espe-
cially during festivals, yet the citizens of
Sasserine do not hesitate to come to each
other’s aid. Perched at the edge of civili-
zation, Sasserine is (and has always been)
often the target of assault from land and
sea; the pirates of the Crimson Fleet, the
navy of the Scarlet Brotherhood, the frog-
like bullywugs of the surrounding marsh-
land, and even gangs of ogres and giants
from the nearby mountains keep the city
on constant alert, yet to date the fiercely
proud city has fallen to the enemy only
once, and even then only through the act
of the city’s most notorious traitor.
Sasserine (Large City): Conventional;
AL NG; Population 15,650; 40,000 gp limit;
Assets 31,300,000 gp; Mixed (77% human,
6% half-elf, 5% halfling, 4% gnome, 4%
dwarf; 2% elf; 1% half-orc, 1% other).

Basserine’s History

For 150 years after its foundation in —124
cy, Sasserine experienced phenomenal
growth. In 30 cv, Sasserine had its first
conflict with the notorious assassins
and slavers of the Scarlet Brotherhood.
Brotherhood wizards and clerics man-
aged to destroy the stone bridge known
as Teraknian’s Arch and burned much
of the waterfront before the defenders
managed to repulse the attack. Over the
next four centuries, Sasserine would be
variously assaulted by the Scarlet Broth-

e
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erhood, the Great Kingdom, and local
tribes of giants and bullywugs once or
twice a decade, so tempting were the
vast plantations of coffee and spices the
city protected. Yet with each assault, the
soldiers of Sasserine grew more adept
at defending their city. Teraknian's Arch
was rebuilt and destroyed nearly a dozen

times. The final decision to abandon
the bridge entirely and leave it in ruins
marks the only remaining physical scar
from years of warfare.

Over the years, a line of lord-mayors
descended from Teraknian ruled Sas-
serine in conjunction with advice from
the churches of Wee Jas and Kord. Ini the
year of 480 ¢y, Orren Teraknian ruled
the city. For the first time in centuries,
the church of Wee Jas was stripped ofits
power when fabricated charges of devil-
worship led to the arrest, imprisonment,
and even execution of its faithful. Just
as Orren's rule became unbearable, a
great fleet of ships arrived—representa-
tives of the Hold of the Sea Princes to
the north. Promising an end to Orren’s
cruel rule, the invaders were aided in
their assault on the city from within as
the citizens rose up in rebellion. Orren
Teraknian was overthrown and the Sea
Princes claimed Sasserine as their own.
Over the century to come, Sasserine’s
resources were savaged. The Sea Princes
kept Sasserine a secret from the rest of
the world, hoping to hide the valuable

port from invaders by destroying any ref-
erences they could find to it. Spies infil-
trated cartographer guilds and libraries
throughout the world, altering maps and
sea charts with magic. Ship captains who
knew the route to the city were bought
off or murdered. Sasserine suffered in
these 100 years, but the underlying spirit
of her citizens did not die. ;

Their prayers were finally answered
in 584 ¢y, when the Scarlet Brotherhood
assassinated nearly all of the Sea Princes.
The resulting turmoil threw Sasserine
into chaos, Without the support of their
homeland, the leaders of the city were
overthrown in a fortnight.

In the decade since their emancipation,
the people of Sasserine have rebuilt their
city with astonishing alacrity, but they still
work to restore their navy, to re-establish
trade routes with lands to the north, and
to heal the rift of hatred between the
churches of Kord and Wee Jas. Burgeoned
by events in their sister city of Cauldron
(which recently survived a disaster of its
own), the city of Sasserine seems to be
perched on the edge of glory.

Sasserine’s Citizens and Enemies

Sasserine is governed by a council of
seven moble families known collectively
as the Dawn Council. Decisions are put
to a vote amongst the city's citizens, and
their appointed representatives among
the nobility take the results of these
votes to guide their leadership in the
Dawn Council.

Money once again flows into the city cof-
fers as the trade routes are reestablished,
bolstered by the trove of absconded fiunds
recently liberated from the Sea Princes.
Dress style in Sasserine ranges from rags to
riches, but the one thing that applies across
all classes is the fact that in this hot, humid
city, less is more, Public nudity is generally
frowned upon, but it's not uncommeon to
see outfits that leave little to the imagina-
tion (for better or for worse).

Aftera hundred years of oppression, the
law in Sasserine has finally relinquished its
stranglehold on the citizens. Murder, arson,
treason, assault, theft, and other violent or
destructive crimes remain illegal and are
severely punished by the Sasserine Watch,
but lesser crimes (drug trade, prostitution,




gambling, vagrancy, and similar offenses)
remain unrestricted. Many come to Sasser-
ine precisely because of the fact that their
vices may be pursued here without fear of
legal repercussions. Some public groups
(in particular, the church of St. Cuthbert)
are attempting to rally the Watch back
to more conservative ways, but for now
the income generated by visitors and the
recent memories of repression serve to
keep the majority of the city's populace
open-minded and accepting

Each of the seven districts of Sasserine
is represented not only by an appointed
noble, but by an allied church. Traditionally,
the seven churches of Sasserine have been
on good terms; but unfortunately the last
100 years have placed an undue strain upon
them. In particular, the faithfil of Wee Jas
and Kord have suffered. The terrible rift of
suspicion and hatred that formed between
these churches during Orren Teralmian's
rule exists to this day. The remaining four
primary religions include Olidammara (in
the guise of a fictitious patron saint of mer-
chants named Worgul), Pelor, Fharlanghn,
and St. Cuthbert. The final church is in fact
comprised of the worship of three sea dei-
ties: Osperm, Procan, and Xerbo, Numerous
smaller shrines can be found in Sasserine,
each dedicated to different gods, but these
shrines rarely have congregations of more
than 50. There are few evil religions oper-
ating in the shadows of the city—the two
maost notable are the secret cult of Vecna
that uses the Historian’s Guild as a cover,
and a fairly sizable temple of Nerull hidden
below one of the plantation houses south
of the city,

The Scarlet Brotherhood has tradition-
ally been an enemy of the city, but times may
be changing. A diplomatic monk named
Anteki Alresian represents the Brother-
hood in Sasserine. Anteki's methods are a
bit unorthodox for the Brotherhood—he
openly acknowledges his allegiances and
asks the same of those who serve under
him. Meanwhile, the Scarlet Brotherhood's
plans for Sasserine remain hidden, possi-
bly even from their amiable ambassador.

SASSERINE MAP KEY

Sasserine is divided into seven distinct
districts, each of which has a distinct feel
and theme, Important locations (temples,
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noble villas, guildhalls, and the like) are
detailed on the following pages. What
isn't detailed here are the numerous
inns, shops, guildhalls, shrines, and
taverns that can be found inside the city
walls, While many of these locations are
keyed on the map, their descriptions are
not presented here. Instead, information
concerning these locations is given in
the Savage Tide Player’s Guide, available
at paizo.com.

Castle Teraknian

Castle Teraknian is not in any of the seven
districts, and yet it belongs to all of them.
Below the castle are the King's Crypts—
burial chambers for the Teraknian Line,
This area has been closed off as well; the
only portion of the castle basement still in
use is the Noble's Vault, a place for Sasser-
ine's nobility to store valuables away from
their personal estates,
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Al: Whaler's Guildhall

The Whaler’s Guild is overseen by Cap-
tain Shadwik (LE male human rogue 4/
fighter 4), a gruff, grizzled man grown
too old to ply the seas but still crafty
enough to helm one of Sasserine's
most prosperous guilds,

AZ: Azure Cathedral

Those who worship at the Azure Cathe-
dral offer their prayers to one of three
deities as the need requires. Those seek-
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Map Key - ;
- Each of the following locations is
keyed to one of the seven districts.
For ease of reference, the letter code
in a location's number represents the
district’s patron deity: %
A (Azure Cathedral): Azure District
K (Kord): Champion’s District
C (St. Cuthbert): Cudgel District
F (Fharlanghn): Merchant's District
- O (Olidammara): Shadowshore
P (Pelor): Sunrise District
W (Wee Jas): Noble District

ing safety on long sea voyages pray to
Osprem, the goddess of ships and sail-
ors, People who fear the wrath of the sea
offer prayers to Procan, the god of the
sea. And those who seek riches from the
sea pray to Xerbo, the god of sailing for
profit. The Azure Cathedral is tended
by a flock of twelve acolytes and led by
a soft-spoken man named Belrain Das-
keral (N male human cleric 7).

A3: Islaran Manor

The Islarans have handed down the
post of Harbormaster from one patri-
arch to the next for generations. The
current lord is Keltar Islaran (NG male
human expert s5/aristocrat 3), a tired
old man who expected to hand over
the title of harbormaster to his eldest
son Aaron in a few years. Unfortu-
nately, both Aaron and Keltar's favor-
ite daughter Alyssa vanished a few
years ago, leaving him with only three
daughters more interested in marry-
ing into other families and a son who's
deathly afraid of the water.

A% Dredger’s Guildhall

The Dredger's Guildhall is run with
an almost horrifying glee by an obese
dwarf named Maklash Gristwhistle
(LN male dwarf expert sfrogue 2).
Maklash and his boys patrol the canals
and waterways of Sasserine, clearing
obstructions and gathering refuse and
waste into large tanks in their barges
for proper disposal in the great fur-
naces that belch putrid black smoke
into the sky at all hours of the day.

g
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AT Kellani Manor

The Kellanis haye quickly established
a name for themselves as a greedy
family willing to do nearly anything to
get ahead in the nobility. Most believe
that matroness Heldrath Kellani (LE
female human rogue 6/aristocrat 2)
bought her way into nobility with the
vast wealth acquired during her days
as an adventurer (some might say
pirate}—and they're right. Rumor holds
that Heldrath is ailing and will soon be
naming her daughter Rowyn Kellani
(NE female human rogue 3/bard 2) as
the family matron.

A6: East Market
East market's vendors hawk seafood,
whale oil, ambergris, scrimshaw art, and
exotic animals.

K1: Lorchester Manor

The Lorchesters came to Sasserine many
centuries ago, when a schism split their
family over the rights of rule in the north-
ern city of Redshore, Today, the family is
ruled by the canny and somewhat schem-
ing Neldrak Lorchester (LN male human
aristocrat 7), whose primary obsession
is plotting to gain control of Sasserine's
lumber industry.

K2: Zelkarune's Hall

The headquarters of a mércenary
company called Zelkarune's Horns, this
large building serves as both a meeting
hall, public museum, and adjunct to the
nearby arena. Led by the charismatic
and likable “reformed barbarian” Zasker
Grankus (NG male human barbarian 6/
fighter 2), Zelkarune's Horns has become
one of the most successful organizations
in Sasserine.

K3: Sasserine Arena

The most popular attractions held here
are the gladitorial fights sponsored
and operated by Zelkarune's Horns.
These fights are generally not to the
death when only people are involved,
but are often used fo settle debts. More
often, members of Zelkarune's Horns
hold public competitions among
themselves to determine who among
them is the greatest.
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K4: House of Kord

The oldest structure in Champion's Dis-
trict is the temple of Kord. Made of black
basalt, this cathedral’s spires reach nearly
150 feet into the sky in places, The cathe-
dral is presided over by a no-nonsense
priest named Tormagal Gred (CG male
human cleric gffighter 3).

K¥: Kord's Market

Kord’s Market is open during the morn-
ing and early afternoon, at which time
weapons, armor, and metalwork of all
kinds can be found for sale.

K6: Scarlet Embassy

The Scarlet Embassy was built only a
few years ago over the site of a noble
villa whose members were slaughtered
during the final years of the Sea Prince
rule. This building now serves as the
living quarters for Anteki Alresian (LN
male human monk 7) and his staft. Cyn-
ics hold that Anteki’s merely lulling Sas-
serine into a false sense of security fora
Brotherhood assault from the sea.

K7: Toregson Manor

The Toregsons are Sasserine’s newest
noble family, ascended to this honor
when another family, the Pikes, were
forced a year ago to sell their family
home after they fell upon hard times

associated with the abduction of one
of their daughters. Lord Urik Toregson
(NG male human aristocrat 3/expert 2)
also owns the Smith's Guildhall in the
Merchant District.

C1: Low Market

Low Market is the lesser of Cudgel
Distriet's markets—little goes on here
save for the sale of food, firewood, and
miscellaneous tools.

C2: Church of the Whirling Fury

A mystery to most of Cudgel's citizens,
the exact nature of the ceremonies and
rituals that take place in this innocuous-
looking church are subject to wild
speculation. Popular rumors hold that
the members worship a vengeful storm
god and that they sacrifice animals to
prevent storms from harming the city.
Only a strange symbol above the door
depicting a vortex of wind and swords
gives any hint as to what goes on within. A
DC 30 Knowledge (religion) check is good
enough to recognize this symbol for what
it represents.

In truth; the Church of the Whirling Fury
is a place of worship for those dedicated
to the eladrin paragon Gwynharwyf. Her
faithful consist of only a few dozen, and
of these only six know her by name; the
others simply worship her as the Whirling
Fury—the embodiment of rage against
evil. The cult is led by a mysterious woman
known onlyas Lady Silvermane (CG female
elf barbarian 6/champion of Gwynharwyf
2; this prestige class is detailed in the Book
of Exalted Deeds).

C3: Temple of St. Cuthbert

One of the best-attended churches in
the city, this temple recently received
a staggering influx of support from
Sasserine’s sister city of Cauldron.
After the recent death of its high-priest,
the Sasserine Temple came under the
care of Father Ruphus Laro (LN male
human cleric 7), a kindly priest who
grew up in Cauldron.

C#: Stonemason's Guildhall

The Sasserine Stonemasons are
charged with the upkeep of the city's
walls, Beyond this charge, they hire




themselves out to the rich, building
stonie mansions or castles as required
in the surrounding region (or in
Sasserine itself). The Stonemason's
Guild is led by a gregarious dwarf
named Tenkar Gritbeard (LG male
dwarf expert 8),

CF: Weat Market

West Market is Cudgel District’s busiest
market, Bustling at all daylight hours,
the market’s primary specialty is wood
and lumber, but anything from grocer-
ies to livestock to medicine can also be
found for sale here,

Cé6: Taskerhill Manor

Cudgel District’s oldest noble family are
the Taskerhills, a name that today has
become synonymous with fantastic wealth
and lumber—the family has owned and
operated Thunder River Lumber for cen-
turies. Led by a proud and eloquent man
named Kalmadar Taskerhill (NG male
human aristoctat10), the Taskerhills have
only the best interest of Cudgel District at
heart. Unfortunately, this interest has led
to an unfortunate bit of elitism.

C7: House of Violets

This beautiful monastery perches
on the southern rim of Crab Pond.
Unknown to the public, and even
to ambassador Anteki of the Scarlet
Embassy, the House of Violets is in fact
a front for the Scarlet Brotherhood. The
monastery's abbot, Gerialar Divalean
(LE male human monk 5/assassin 3) has
been charged with keeping an eye on
Anteki by their mysterious masters, and
for now is content to merely perpetuate
the monastery's facade.

F1: Harbor Market

Harbor Market remains busy at all
hours of the day and night, although
it's at ifs peak during lunch hours.

F2: Temple of Fharlanghn

The temple of Fharlanghn is little more
than a shrine tended by a small staff of a
half-dozen clerics. This isn't to say that
the citizens of the Merchant District are
godless, just that of all Sasserine’s dis-
tricts, these folk represent the widest

range of faiths. Lirali Woarali (N female
half-elf cleric 8) honestly wouldn't have it
any other way.

F3: Merchant's Guildhall

Guildmaster Dhalven Miomar (LN male
human expert 6) tries to remain a neutral
party among the movers and shakers of
Sasserine, so he can more efficiently and
honestly tend to the needs of the city's
merchants (many of whom bicker and
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squabble, being directly tied to compet-
ing concerns).

F4: Bmich’s Guildhall

This fortified stone building functions
not only as a guildhall for Sasserine’s
smiths; but as a productive and well-
staffed forge as well. The guildhall is
efficiently run by Velkandar Toregson
(NG male human expert 6/fighter 1), the
eldest son of the Toregson family,

FJ: Arabani Manor

Anwyn Arabani (CG female half-elf
aristocrat G/bard 3) claims to be of drow
descent, although it seems unlikely given
her relatively pale skin. What isn't in
question is her obsession with the dark
elves; she's decorated her entire manor
with drow-themed works of art. Anwyn
has yet to select a husband, despite the
near-constant flow of suitors that visit
her home; rumor holds that she may

be involved with someone already, but
the scandalous mnature of their love
has, to this point, prevented a public
announcement.

F6: Seeker Lodge

Most visitors to Sasserine pass by this
unassuming building without giving it
a second glance, but to those who recog-
nize the eight-pointed star symbol carved
into the front door, the Seeker Lodge
is perhaps the most reliable source of
adventurous expeditions in the city. The
Seeker Lodge is maintained by a soft-spo-
ken man named Feldus Selvant (N male
human rogue 4/wizard sfarcane trickster
3). Feldus was recently involved in a major
expedition to the Forbidden City, where
he and several other Seekers contested
with a group of adventurers from Caul-
dron over claims of a set of golden rings
liberated from a yuan-ti temple.

F7: Alchemist's Guildhall

This large building is staffed by a small
army of researchers and apprentices
beholden to a fussy gnome named
Blisker Tittertop (NE male gnome wiz-
ard 3/cleric 3/mystic theurge 8). Blisker
has little interest in either Wee Jas or the
Witchwardens, which has earned him the
scorn of most of Sasserine’s arcanists,

F8: Vanderboren Manor

Traditionally, the Vanderborens have
been taken with high-risk ventures,
and as a result many of their resources
are taken up by sudden unexpected
expenditures, leaving little to further
their position in the city itself. Recently,
young Lavinia Vanderboren (NG female
human aristocrat 2) became the estate’s
sole heir after her parents perished in a
terrible ship fire and her brother Van-
thus went missing:

F9: Telvanta Academy

This prestigious dance school has a secret;
its matron, a shrill but talented woman
named Alma Telvanta (LE female human
battle dancer 10; the battle dancer class is
detailed in the Dragon Compendium), is in
fact an agent of the Scarlet Brotherhood.
Those she accepts as students are also
those she deems can be molded in
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secret into good citizens and members
of the Brotherhood; their training in the
academy is as much in espionage as it is
in dance.

W1 Witchwarden Tower

Established nearly 600 years ago by the
church of Wee Jas, the Witchwardens
have since become a secular mage's
guild. The current mistress of the guild
is High Warden Lux Seomni (LN female
human wizard 11).

W2: High Market

The High Market is where the truly
exotic or expensive merchants come to
hawk their wares to the city's elite.

W3: Meravanchi Manor

Whispers of the extremes to which the
Meravanchis have gone in their noto-
rious parties have always given the
taverns of Sasserine something to talk
about. Lord Zebula Meravanchi (CN
male human aristocrat 8)is no different;
recently, ramors that Zebula captured a
nymph that he keeps in a secret suite
of rtooms in the basement of his manor
have members of the old faith and the
Knowlern family up in arms.

W4 Sasserine Opera House

Often featuring dancers trained in the
Telvanta Academy and entertainers from
as far away as Greyhawk City, events at
the Sasserine Opera House rarely pass
by without making a huge scene. The
Opera House is run by Nylaria Absalee
(NG female human aristocrat gfbard s),
a large woman whose girth is matched
by her flair for extravagant hairstyles
and dresses.

W House of the Dragon

This large square building serves a dual
purpose; it's both a libraryand a school. The
school itself is dedicated to the education
of anyone who can afford its prohibitive
tuition, and its curriculum is certainly
oufstanding, as those who have graduated
have become exceptional members of their
chosen fields. Underground chambers
house dormitories and the extensive library.
Built over the entrance to Zelkarune's lair,
the netorious black dragon’s visage adorns
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the school’s facade, as well as its banners
and interior décor,

Wé: Lidu Manor

Sasserine's oldest family, the Lidus
were also the family to suffer the most
under the Sea Prince rule, This period
has taught the Lidu family humility,
and it was primarily at their urging
that Sasserine’s new government was
composed of the people rather than
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of one ruling family, The current
patriarch is Worrin Lidu (NG male
human aristocrat sfwizard 7), a kind-
hearted noble who hopes to heal the
rift between the churches of Kord and
Wee Jas.

W7; Cartographer’s Guildhall

The Cartographer’s Guildhall is funded,
in part, by the Azure Cathedral and the
Seckers, yet they leave the administra-
tion of the guild largely in the hands of
its more-than-competent mistress, Kiva
Willowtop (NG female halfling expert 8),

WB8: Temple of Wee Jas

The great domed hall of this temple
houses a sixty-foot-tall statue of Wee Jas.
Dozens of acolytes tend the temple and
aid the aging Mother Annah Teranaki
(LG female human cleric 13) in all mat-
ters. The temple has recently come under
scrutiny, after one of Annah's own pro-

tégés, Embril Aloustinai, used the Caul-
dron Cathedral of Wee Jas as a cover for
her own nefarious purposes.

W9: Ancestor Island

The dead of Sasserine who are not cre-
mated are interred in above-ground
domed vaults here on Ancestor Island,
since the surrounding ground is gener-
ally too swampy to support proper grave-
yards. At the center of the island rises the
Scarlet Spire, the gravestone that marks
the only exception to this rule. Here is
where Sasserine herselflies, the fifty-foot-
tall erystalline spire above her tomb one
of the city’s most beloved landmarks.

O1: Shrinc of 8t. Worgul

St. Worgul was said to be the ugliest
dwarf'to ever live in Sasserine. That she
was still able to build a small empire of
taverns and merchant companies and
become one of the city's richest entre-
preneurs speaks volumes for her ability
to rise above her hideous countenance.
The stories hold that before she died,
she willed her estate and holdings to
the district of Shadowshore that they
might have a safe public place to gather,
and that the keeper of her estate would
represent the district’s interests to the
other six of the city.

Of course, the entire tale of St. Wor-
gul is a clever fabrication by the church
of Olidammara to generate a safe, pub-
lic place for the faithful to gather and
as a front for their true activities in Sas-
serine. The current priest of the Shrine
of St. Worgul is a stooped and rather
ugly-looking man named Jalpe Jinn
(CN male half-ore rogue 3/cleric 8).

02 Dracktus Manor

A classic example of leadership borne
out of the combination of money and
murder, this estate is currently run
by an overbearing man named Emil
Dracktus (NE male human aristocrat 3/
rogue 4), after he “liberated” rule of the
estate from its previous owners a few
nights after the Sea Princes were driven
from town. Emil Dracktus’ real name is
known only to him; he certainly bears
no relation to the last five families who
ruled this estate.




03: Amedio Trading Concern

While Sasserine features many importers
and exporters, none have become as suc-
cessful as the Amedio Trading Concern.
Detractors claim this is because the own-
ers willfully take part in smuggling and the
black market, but none have the resources
(or bravery) to confront the towering pres-
ence thatis the Trading Concern's lord and
master. Vico Bevenin (CN male human
ranger 5/expert 4) claims to have ogre blood
in his veins, something his 6-fool-7-inch
frame supports with ease. He owns no
less than seven large trading vessels, each
staffed by a crew of ex-pirdtes and thugs
that are more than capable of holding their
own, and owes much of his success to the
immense rum distillery that takes up half
of this building,

O#4: Bhipwright’s Guildhall

Not everyone in Sasserine can afford to
hire their own carpenters to build ships.
For everyone else, the Shipwright's
Guildhall is often the only choice.
Despite its location, this guild is known
to produce functional ships at afford-
able prices. Guildmaster Gregar Skeen
(N male human expert 6/fighter 1) has
managed to keep the business his own
in the same way his fathers before him
managed; by paying a lot of protection
money to local thugs and by giving deep
discounts to any citizen of Shadowshore
who seeks to purchase a boat.

P1: Thunder River Lumber

Owned by the Taskerhill family, this lum-
beryard processes all of the exotic wood
that comes through Sasserine. Trees
logged from the Amedio Jungle are sent
down the Thunder River, tended by fool-
hardy but brave “logriders” armed with
long hooked poles until they arrive at the
shallow bay surrounding this location.
These logs are pulled from the waters,
dried, cul, and then exported on barges
to the north, where the lumber is loaded
onto visiting trade vessels,

P2 Historian's Guild

This unassuming-looking building
came ‘into being many centuries ago,
when a group of like-minded scholars
realized that someone needed to docu-
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ment the city’s history. Someone not
tied to one of the noble families, some-
one capable of preserving records of all
of the city's events in a safe place. That
this cabal of scholars happens to secretly
worship Vecna, and that their goal is to
catalogue all of Sasserine’s secrets for
the purposes of honoring their god and
making money via blackmail, is a truth
known only to a few frightened souls.
The current leader of this cult is a tall,
thin man named Errix Vorn (NE male
human cleric 7).
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P3: Landowner's Hall

When the dozens of plantation owners
need to gather, they do so at this large
building. The manor features numerous
guest rooms and a large meeting hall;
when no guests or meetings are present,
the hall is watched over by a staff of maids
and servants led by a quiet man named
Basar Finn (NG male human expert 3).

P4 Dawn Market

Dawn Market operates during daylight
hours only, and is the primary source for
food, firewood, and other necessities to
the citizens of Sunrise.

PS: Knowlern Manor

Three hundred years ago, Aniphastus
Knowlern (NG male elf aristocrat 3/
wizard 7) and his family ran-aground
only a few miles west of Sasserine after
their ship was attacked by pirates.
Aniphastus took the event as an omen,
and upon reaching the city of Sasserine
they settled on its outskirts. In time,
the city overtook their estate, but the
Knowlerns made sure that at least a
small ‘portion of the land's original
beauty remained untouched in the
nearby Standing Stone Park.

P6: Dawnhouse

The Dawnhouse is a modest chapel
dedicated to Pelor. A dozen priests tend
the church, led by a dynamic and out-
going woman named Kera Gosalar (LG
female human paladin 3/cleric 4). Kera
finds much of the “anarchy” of the city
to be distasteful, but rather than lead-
ing a crusade against the city's vices,
she has chosen to provide an alterna-
tive option for the citizens, Her priests
are often seen wandering the streets
of the city, offering shelter and aid to
those who look like they need a help-
ing hand and turning the other cheek
when confronted with sin.

P7; Standing Stone Park

A bastion of nature within the city
walls, this region features well-main-
tained paths for anyone who wishes a
safe place to meditate and relax in the
jungle’s bosom. The park is maintained
by the Knowlern family. 2.
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hen an attempt to arrange an early inheritance backfires, a

man of lesser ambition than Vanthus Vanderboren would

no doubt withdraw into his sister's manse to hide under
her skirts and pray that the truth of his patm:lde remains }udden.l
Fortunately for Vanthus, lack of ambﬂmn has never been a problem.
Now the Vanderborens’ prodigal son slinks east along the coast to Blood
Bay, lured by rumors of an incredible prize kept ina smuggler’s’ ‘hideout i
called Kraken's Cove. Yet what he is destined to find there is far more than
a luerative bit of banditry. What awaits him is the savage tide. S

“The Bullywug Gambit” is the second chapter of the Savage Tide

Adventure Path, a complett campaign consisting of 12 adventures
appearing in DUNGEON magazine. For adéitimzal aid in running this’
campaign, check out DRaGON magazine’s monthly "Sava.ge Tidings™
articles, a series that helps players and DMs. prepare for and expand
upon the campaign. Issue #349 of DracoNn magazine looks into the
region surrounding Sasserine, and provides useful information if your
PCs wish to explore thisarea more themughly than: t'hcydg mxhe course

of this adventure.
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@ BY BEN WOOTTEN AND WARREN MAHY
® BY ROBERT LAZZARETTI
ADVENTURE PATH , LOW LEVEL (IST-5TH) , URBAN AND DUNGEON CRAWL




Adventure Background

Brissa Santos was a vivacious woman, in
youth a notorious pickpocket who, after
several brushes with the law, turned her
attention to art. Her paintings still grace
many of the inns and taverns in Sasser-
ine’s Azure and Merchant Districts, yet the
sedentary life of an artist left the woman
wanting more, When she met Vanthus
Vanderboren several months ago, she felt
she'd found a man who could provide
her just that. As a couple, they encour-
aged each other’s self-destructive habits,
and finally Brissa revealed to her lover
her family’s ties to the Crimson Fleet,
an infamous consortium of pirates and
smugglers. In an attempt to win Vanthus’
favor, Brissa told him of nearby Krak-
en's Cove, and of how the Fleet used it
as a staging area for smuggling opera-
tions, Even more enticing—scuttlebutt
held that the latest cargo bound for this
secret cove included an enormous black
pearl destined for an undisclosed noble’s
collection in the city of Sasserine. Van-
thus and Brissa planned their raid on
Kraken's Cove to the finest detail, going
5o far as to hire a small army of desperate
mercenaries from a local guild of scoun-
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drels called the Black Shield Company to
provide support for the assault.

Yet Brissa’s love for her dark suitor had
blinded her. To Vanthus, she was nothing
more than another conquest he could use
to get what he needs—she wasn't even his
only lover. Vanthus was a member of the
Lotus Dragons, a guild of thieves poised
to seize control of Sasserine’s underworld.
By using Brissa and her contacts with the
Crimson Fleet, Vanthus hoped to rob
Kraken's Cove blind, present the loot to
his lover Rowyn (the guildmistress of the
Lotus Dragons),and pin the blame for the
theft on Brissa, leaving her and her family
to suffer the brunt of any retaliation from
the pirates.

Yet what neither Brissa nor Vanthus
realized was that the immense black pearl
they sought to steal was something far
more than a fantastic treasure—it was the
first in a wave of sinister artifacts from
the Abyss itself a shadow pearl. When the
robbery turned sour, the shadow pearl
activated, releasing a devastating savage
tide that transformed nearly everything
it touched into ravenous monsters. By
some mockery of fate, Vanthus resisted
the effects of the sayage tide and fled on a
stolen ship, leaving Brissa to a horrid fate
of insatiable fiendish hunger.

Adventure Synopsis
Still seeking Vanthus for their employer,
Lavinia Vanderboren, and spurred on by
discoveries made in the Lotus Dragon
guildhall, the PCs seek out Kraken's Cove,
nestled within the scarlet reaches of Blood
Bay. Expecting to find a secret pirate hide-
out, the PCs instead discover the place in
the grips of utter bedlam. Arriving shortly
after Vanthus releases the savage tide, the
PCs must contend with savage flesh-eating
pirates, To make matters worse, this partic-
ular crew was transporting dangerous and
exolic creatures in the holds of their ships,
and now their deadly cargo, infected by the
Abyssal energies of the tide, has escaped.
Man and beast haunt the cove’s twisting
passageways, and the PCs must navigate the
caverns of Kraken's Cove while enduring an
onslaught from savage enemies.
Eventually they encounter Captain
Harliss Javell, one of the few pirates to
survive the savage tide intact. From her,

the PCs learn that she sent her first mate
and a band of froglike bullywug con-
scripts into Sasserine to extract revenge
from Vanthus and his home, erroneously
assuming the cowardly man fled there
from Kraken's Cove. The party must race
back to Vanderboren manor before their
patron suffers at the slimy hands of bul-
lywug mercenaries.

Yet in order to reach the manor, the PCs
must first navigate a city in the throes ofa
wild celebration in honor of Kyuss' defeat
one year past. Parades and revelry reign in
the streets, and the PCs must wind their
way through the wild throng to Lavinia’s
manor. In transit, they are targeted by a
band of assassins hired by Kellani family
coin to pay the party back for their trans-
gressions against Rowyn and the Lotus
Dragons in the previous adventure. After
contending with stilt-walking monks, the
PCs reach Vanderboren manor with little
time to lose.

Inside, Drevoraz Kabran, Captain
Javell's first mate, has captured Lavinia
and her household. The PCs must stop
the bullywug gambit, battling the frog-
men to free their lovely patron before she
pays for her brother's crimes with blood.

Adventure Hooks
If you are not playing this adventure as
part of the Savage Tide Adventure Path,
then there are several ways to motivate
the PCs to get in on the action. Even if
you are using “The Bullywug Gambit”
as part of the path, you may want to
consider the options below to further
involve the PCs in this adventure.
Abducted by Pirates: A PC's friend
or relation has been pressed into ser-
vice with the Crimson Fleet. Research
reveals that the press gang has relocated
to Kraken's Cove. Whether they have suc-
cumbed to the savage tide is left to you.
Courting Lavinia: If a PC is noble
born, or simply ambitious, he may be
courting Lavinia's hand in marriage for
any number of reasons (love, money, or
an increase in social status). Upon hear-
ing that her brother has gotten mixed up

‘with the wrong crowd, the party could

head to Kraken’s Cove to sort him out
and bring him back to Lavinia in an
effort to earn her favor.




PART ONE:

TO KRAKEN’S COVE

After recovering the money stolen from
the Vanderboren Vault and defeating
the Lotus Dragon thieves, the PCs still
haven't succeeded in the primary mission
assigned them by their patron; Lavinia
Vanderboren. Her brother Vanthus is still
atlarge, but with the discovery ofthe true
extent of Vanthus’s involvement in the
death of her parents, Lavinia no longer
hopes to find and redeem him. Instead,
she wants him returned to Sasserine so
he can answer for his crimes, According
to documents discovered in the Lotus
Dragon guildhall, Vanthus and 2 woman
named Brissa recently left the city to travel
to a location known as Kraken's Cove to

mount a robbery of several pirate shxps :

supposedly moored nearby.

Determining the approximate location |
of Kraken’s Cove on the eastern shore of
Blood Bay is possible with a DC 20 Gather
Information check, a2 DC 15 Knowledge

(geography) check, or a 50 gp visit to High-

wall House in Sasserine’s Noble District
to speak to Sloren Highwall, the expert

on local geography.

The Journey To Blood Bay

Although Vanthus has already left for
Kraken's Cove, the actial point at which
the pirates arrive and Vanthus, Brissa,
and their hired mercenaries make their
move is scheduled to occur/a few hours
before the PCs reach the irea, no mat-
ter how long they take getting there. The
PCs should have time to recover from
their previous adventure, liquidate loot
and shop for gear, and perhaps even go
on one or two minor side quests before
they set out for Kraken's Cove.

The cove itself Ties on the eastern
shore of Blood Bay, about 60 miles along
a marshy coastline (or a mere 40 miles as
the gull flies). The brisk salt-breeze of the
ocean would make for a pleasant journey,
if'it weren't for the oppressive proximity of
the trackless marshlands and the looming
Amedio jungle beyond.

The safest and fastest method of reach-
ing Kraken's Cove is by boat. If one of
the PCs has ranks in Profession (sailor), a
rowboat that seats four can be purchased
in Sasserine for a mere 50 gp. For par-

ties wh&latk this skill, the best option
is to hire a fishing boat or similar ves-
sel. Blood Bay is a notorious region, and
most sailors or fisherfolk balk at visiting

this location. With a DC 25 Diplomacy
check, round-trip passage to Kraken's

Cove from Sasserine can be had for8gp
per passenger—otherwise, the best the

PCs can hope for is 20 gp per passenger.

If the PCs wish their transport to wait for

them while they take care of business in
Kraken's Cove, there's a further 10 gp/day
charge. By rowboat, the journey takes 4o
hours. If the PCs stop to rest, rowing for
8-hour stretches each day, it takes five
days to reach Kraken’s Cove. If they row
non-stop in shifts, they can reach the
‘cove in just under two days. By pinnace,
cog, or fishing boat, the trip takes only
16 hours (non-stop—if the PCs leave on
Day 1 at 6:co in the morning, they can
expect to reach Kraken’s Cove at 10:00 in
the evening). :

If the PCs wish to travel to Kraken's

Cove by land, they face a long, grueling
Jjourney through a trackless, monster-

and bullywug-infested swamp. Hugging

~ the coast is no solution; beaches are
rare, and more often the transition fro'ml

swamp to sea consists of miles of briny
saltmarshes with little solid ground. A
maze of hummocks and marsh provides
a maddeningly slow method of travel on

foot—assuming the PCs travel for only 8

hours a dayat a speed of 30 feet, it'll take
them five days to traverse the ’60-rmle
Jjourneyto Kraken’s Coye. .

Feel free to liven up the journeywith
random encounters.as you see fit. “Say-
age Tidings" in issue #349 of DracoN
magazine provides some sample ran-
dom encounters for the region, or you
could build encounters with bullywugs,
sharks, and other local terrors to men-
ace the PCs.

PART TWO: KRAKEN'S COVE.

. Kraken's Cove serves smugglers well, for

the entrance to this secluded rift in the

coastal cliffs that line the eastern shore
of Blood Bay is riddled with dangerous
reefs and submerged threats. As a result,

only sailors who know the region or pos-
sess charts of the waters dare approach
the cliffs here—none of the ships the

PCs have access to have either. If they're
making theirown way to Kraken's Cove,
they'll need to make a series of a dozen
DC 30 Profession (sailor) checks to wind
their way through the maze of reefs to

.approacb by sea.

Without charts, the safest option
is to put aground a few miles north
of Kraken's Cove at i secluded beach.
From there, it’s a fairly short hike up
to the cliff tops and then south along a
narrow path that eventua.lly reachcs the
cove itself.

' When the "PCs arrive, th.mgs are not

‘well in Krakens Cove. A few short hours

before they get there, Vanthus and his
agents struck, setting fire to several of
the pirate ships moored in the harbor
and releasing many cages of exotic (and
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dangerous) animals the pirates were in
the process of transferring from ship
holds to holding pens on land. During
the chaos, Vanthus attempted to steal
the shadow pearl from the hold of the
Slippery Eel, but was caught by the ship’s
captain, Harliss Javell. No match for her,
Vanthus tried to escape, and in so doing
accidentally triggered the shadow pearl,
unleashing its savage tide upon the Cove,
The resulting wash of Abyssal energies
transformed most of the pirates, thugs,
and smuggled creatures into savage
monsters. Only a few avoided this ter-
rible fate, among them Vanthus (who
quickly made good his escape aboard
one of the two pirate ships to survive the
fire), Captain Javell, and her first mate, a
half-orc named Drevoraz Kabran. Furi-
ous at the permanent damage Vanthus
had inflicted on her operation, Captain
Javell commanded Drevoraz to make his
way through the swamps to Sasserine,
picking up a tribe of allied bullywugs
who served the Crimson Fleet as caretak-
ers of the region surrounding Kraken's
Cove along the way. His mission: infil-
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Jeklea Bay

trate Sasserine, make his way to Vander-
boren manor where Captain Javell (erro-
neously) believes Vanthus fled, and raze
the estate to the ground after murdering
Vanthus and his family.

Captain Javell hoped to have dealt with
the transformed monsters that were once
her crew and cargo by the time Drevoraz
returns, but these savage monsters quickly
proved to be too much for her to handle
on her own: By the time the PCs arrive,
she's retreated to area Kig of the caves,
abandoning the cove itself'to savagery.

Mad Monkeys (EL 3)

Even before the PCs reach Kraken's Cove,
they'll realize something has gone hor-
ribly wrong. Plumes of smoke rise into
the sky above the cove, visible from a
mile away, Worse, as the PCs approach,
swaths of dead wildlife, from parrot to
gull to monkey to snake, lie dead on the
ground, their bodies horribly distorted
and deformed. What few wild animals
remain alive are similarly deformed, and
shockingly aggressive. The PCs should
witness animals tearing each other apart

numerous times on their approach, and
at some point before they reach the cove,
a clutch of four savage monkeys attacks
them as well.

Creatures: The four savage monkeys
flop and writhe down from the trees or
across the ground with shocking speed.
Their jaws are filled with tiny fangs, and
their bodies are covered with open sores
from which hooked bonespurs protrude.
The savage monkeys fight to the death,
SAVAGE MoNKEYS (4) CR1
CE Tiny animal (chaotic)

Monster Manual 276, Appendix 2

Init +2; Senses darkvision 60 fi., low-light
vision; Listen +3, Spot +3

AC 16, touch 14, flat-footed 14

hp 6 (1 HD), feracity; DR 5/magic

Immune disease, exhaustion, fatigue, mind-
affecting, stunning, pain

Resist acid 10

Fort +4, Ref +6, Will <1

Weakness afflicted

Spd 40 ft., climb 30 f.

Melee bite +4 (1d4-2 plus disease [DC 12])

Space 2-1/2 ft.; Reach 0 fi.




Base Atk +0; Grp-10

Abilities Str 7, Dex 15, Con 14, Int 1, Wis 12,
Cha 5

SQ death throes

Feats Lightning Reflexes, Weapon Finesse

Skills Balance +10, Climb +10, Hide +10,
Listen +3, Spot 43

Into the Inferno

Once the PCs reach the cliffs overlook-
ing Kraken's Cove, they are greeted with
a tragic and horrific sight.

In the sheltered cove below, an inferno
rages atop the water, Several ships, includ-

ing a two-masted caravel, a sizeablefrigate,

a long barge, and what might have once
been a schooner are all ablaze, Further
out, a three-masted caravel seems to have
escaped the fire—for now. A shiny slick on
the surface of the water itself burns as well,
creating a wall of wood and flame. The heat
rises in searing sheets, and the roar of the
flaming maelstrom mixed with the crashs
ing surfmasks any other sounds that might
be issuing up from below. Through periodic
gaps in the smoke, however, movement an
the beach is visible—something stilllives in

the inferno below.

When Vanthus needed a distraction to
sneak on board the Slippery Felto steal the
black pearl, he emptied several barrels
of whale oil from one of the ships’ car-
goes into the harbor. The thick substance
floated atop the water, and Vanthus lit it
afire. The oil slick will continue to burn
for an hour, after which only the ship
moored furthest out survives—a caravel
called the Sea Wyvern.

Descent to the beach below can be
accomplished a number of ways. The
cliffs that surround the cove are sheer but
feature numerous handholds. They're
forty feet high, and can be scaled with a
DC 15 Climb check.

A more tempting route is via a rickety
wooden walkway that descends from the
eastern cliffdown to the beach below. The

slippery, narrow surface can be navigated
with a DC 10 Balance check. Remember
that a balancing character moves at half
speed unless he takes a —5 penalty on
his check. Although the fire has not yet
reached it, the rickety wooden walkway

has not been used by the pirates in some
time and has'rotted in the silt air. The
walkway can support up to two creatures
ata time. If a third creature boards it, the
entire walkway creaks and moans omi-
nously. If it still supports three creatures
one round later, it collapses into the sea.
The walkway collapses immediately if a
fourth creature boards it. If the walkway
collapses, all creatutres on it must make
a DC13 Reflex save, Success indicates the
creature clings to the cliff wall or a jut-
ting piece of wood, and may attempt to
clamber down the cliff. Failure indicates
a fall into the water below, which isn't
quite deep enough to cushion the land-
ing. The base damage inflicted by the fall
depends on how high up the character
was when the walkway collapsed (no
more than 4o feet, in any event) plus an
additienal 1d6 points of damage from
the collapsing structure itself.

To make matters worse, while the PCs
navigate the walkway, the heavy ropes
mooring the burning Shippery Eel finally
burn through and snap audibly. The
Eel wrenches free and the tide carries it
careening into the west wall of the cove,
where it destroys the central 50 feet of
walkway in a terrific crash. A DC 15 Spot
or Listen check is enough to note the
vessel's sudden motion, granting two
rounds of action before it strikes. All
PCs on the walkway when the Eel strikes
it must make DC 15 Balance checks to
avoid being knocked off; those in the
middle section that is destroyed fall as
described above (with'a DC 13 Reflex
save allowing them to grab a protrusion).
Increase falling damage in this case by
1d6 fire as the PC crashes into the burn-
ing wreck below.

The water in the eastern section of the
cove is 20 feet deep—deep enough that a
person can dive into the water from the
cliffs forty feet above, taking no damage
if they make a DC 15 Swim or Tumble
check. Failure indicates 2d3 points of
nonlethal damage.

Kraken's Cove Cave Features

The smuggler's caves in Kraken's Cove are
the brainchild of a retired pirate named
Kigante Valeros. Kigante discovered
the caves two decades ago and realized
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then that they'd make a great place for
the Crimson Fleet to stage smuggling
operations, transfer cargo and consolidate
booty, or simply restthis far north of the
fleet’s home port of Scuttlecove. He and
a small group of smugglers and guards
were the keepers of the Kraken's Cove
caves. They provided aid to visiting pirates
and safeguarded the hideout whenno one
else was about. When Vanthus triggered
the savage tide, many of Kigante’s men
succumbed to the madness. Although
Kigante himself retained his humanity,
he did not live for long after, and was
murdered and eaten by his own men.
The cave walls are of smooth, wet
stone and stalactites hang from the
ceiling in places. Passageways average
ten feet in height, and caverns are about
twenty feet high. The pirates have long
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since removed the stalagmites that once
clustered in many of the caves, and have
spread sand through the entire area to
even the floor and make movement
through the caves less treacherous. The
caves are lit by cheap hooded lanterns
that hang from hooks in the walls
every 30 feet; these lanterns have only
a few hours of fuel left before they start
burning out.

Remember that the PCs first arrive in
this area onlya short time after the savage
tide wreaks this terrible toll. The freshly
transformed savage pirates tore apart
those unfortunate enough to resist the
tide's magic, leaving body parts, swaths
of blood stained sand, deep scratches
in the walls, and other macabre hints of
mayhem throughout the caves. Further,
exploration of the caves is accompanied
by a symphony of howls, shrieks,
maniacal laughter, clanging of metal on
metal, and other discordant sounds one
might expect from a madhouse whose
locks have failed. Much of this cacophony
comes from area K7, as the savage slaves
therein howl and shake the bars of their
cages in an atternpt to escape. As a result,
Listen checks in the caves suffer a —4
penalty. Atsome point when the PCs have
defeated enough of the savage creatures
dwelling in the Cove (determined by you),
this penalty goes away.

K1. Beach of Ruin (EL 4)

A fifty-foot-wide beach separates the burn-
ing waters of Kraken’s Cove from the ¢liffs
to the north. A ten-foot-wide cave opens at
the base of the cliff to the northwest, while
to the northeast several planks provide 2
crude bridge across a tide pool to a second,
smaller cave entrance. The swaths of blood
and ragged body parts strewn across the
beach testify to a terrible and recent battle
upon the sands here. Broken crates and
bamboo cages litter the area, blood and
bits of bone sprayed across bolts of silk and
cracked barrels of ambergris seeping into
the coarse, rocky sand. A number of man-
gled corpses, each stripped nearly clean of
flesh and bones cracked open, lie strewn
about the beach, The casualties are stagger-
ing, with a quick count putting the dead at
nearly twenty.

This beachhead was a mooring ground
for the Crimson Fleet, a place where the
pirates could dock their ships between
raids and store contraband, much of it
living creatures. When Vanthus released
the savage tide, the majority of the pirates
both on the ships and here on the beach
becarne ravening cannibals in a matter of
seconds, falling upon those who resisted
the tide in a frenzy. When the battle ended,
some of the surviving savage pirates
boarded the ships and locked themselves
below decks, only to be consumed in the
inferno, Others fled deeper into the caves,
pursued by savage monsters liberated
from their cages. Two remain here, lurk-
ing hungrily among the rubble.

Examination ofthe bodies in this area
shows them to be devoured with a feroc-
ity that belies reason—bones gnashed in
a single crushing bite, entire lengths of
flesh and muscle ripped free. It is also
obvious that the battle broke out sud-
denly between friends and allies: Cross-
bow bolts riddle the few savage pirates
slain, and the mingling of deformed
corpses and those nearly completely
devoured is demonstrative of the infight-
ing that took place. Near area K2, two sea
cats lie dead on the rocks, still chained
fast to a heavy iron stake embedded in
the ground.

Creatures: Two savage pirates hide in
the ruined wreckage along the shore,
waiting for untainted flesh to draw them
out. If they note any PCs approaching the
cave entrances, the gibbering menaces
leap from hiding and charge.

Savage Pirates (2): hp 10 each; see
Appendix 2.

Treasure: A DC 20 Search of the rubble
(taking ten minutes per check, or three
hours, 20 minutes on a take 20 check)
uncovers three surviving items of
value—a leather sack of stolen saffron
worth 6oo gp, 2 crate of fine dishware
worth 200 gp, and a case of potions of cure
moderate wounds stolen from a naval frig-
ate (of which only three surviye intact).

A character that explores the harbor
underwater notes a section of seabed

about forty feet from shore that appears
strangely barren of life—the rocks and
sand gleam, with not a trace of seaweed
to be found. With a DC 20 Search check



of this region, a PC discovers what looks
like a fist-sized black pearl that has shat-
tered into five jagged chunks. This was
the shadow pearl that triggered the sav-
age tide. Now nonmagical, the shattered
remains are still worth 250 gp.

K2. Tide Pool

A deep pool of rushing water separates a
cave entrance from the beachhead. Two
wide wooden planks serve as a crude bridge
to cross the surging waters of the pool

The water is 20 feet deep below the
boards. Crossing the slippery planks
requires a DC 10 Balance check.

Anyone making a DC 15 Knowledge
(nature) or Survival check realizes that, given.
the way in which the water in the tide pool
ebbs and flows, an underwater passageway
likely exists somewhere below. Anyone in
the water locates the entrance with a DC 15
Search check. Navigating the seaway to area
K1 is possible with a DC 15 Swim check.

K3. Mess Hall (EL )

This cavern must have served as a/mess
hall, yet now the large tables lie in ruins.
To the nerth, dozens of barrels; that once
contained fresh watef and food stores
have been smashed to splinters, Bodies lie
throughout.the cave in various stages of
dismembeérment and consumption—it's
hard to cotnt’the total dead due to the
state of the corpses, but at least six people
recently met a gory end in this cave.

This large cavern is the serving area
where the Crimson Fleet pirates took
their meals. The hall was the stomping
ground of Kadmos Grimly, a ferce cook
who spiced his food to match his tem-
per—hot. Cooking for a band of cutthroat
pirates is a dangerous job, and most of
Grimly’s predecessors were run through
on account of their lack of culinary skill.
Grimly’s food was no better than that
of those who came before him, but few
wished to chance his ire or his deft mas-
tery of the cleaver, which claimed more
than a few fingers of dissatisfied feasters
foolish enough to voice their opinions on
the cuisine.

Creatures: Kadmos still reigns
supremne in the mess hall; having suc-
cumbed to the fell power of the savage
tide. He's spent the last hour in a grue-
some repast of his friends—a former
bosun lies strewn on the table. Grimly
is in the'kitchen area'in the southwest
corner of the room, hacking away with
relish ata dead erewman with his cleaver,
while two of his fellow cannibals wait
impatiently at a table, As soon as they
detect the PCs, they attack and fight to
the death.

Savage Pirates (3): hp 10 each; see
Appendix 2.

K4 Wyvernsting’s Corridor (EL 4)

‘Creature: This long, high-ceilinged

passageway has been chosen by a strange
creature as an ambush point. This creature
is Navesh Wyvernsting, a phanaton slave
born into captivity on a pirate ship many
years ago. The phanatons are a race of
small arboreal creatures with large eyes
and prehensile tails that resemble a cross

between a monkey and a raccoon. Between
their arms and legs are thin membranes

the creatures use to glide through the air.
Navesh's ancestors come from a tribe on
the Isle of Dread, yet he has never known
the companienship of others of his kind.
Captain Harliss Javell purchased him from
a Scarlet Brotherhood slaver and quickly
realized the monkey-like creature would
prove a capable crewman. In'return for

limited freedom, she released him from

slavery and hired him as a bosun. _

Once lauded for his cool head under
fire, his guirky sense of humor, and
his unquestioning loyalty to Javell, the
savage tide has transformed Navesh into
a long-limbed, deformed creature with
writhing, boneless fingers. The savage
phanaton lurks in this hallway, waiting
for something exciting to happen in
area K3 before scurrying forth to join
the fight. He's rather afraid of Ripclaw
(the denizen of area Ks), and won't join
any fights that occur there, although he
might come to investigate a few rounds
after a fight in the cave ends.

Navesh’s once-fine gray-brown fur is
matted with blood and bits of gory tis-
sue. Sizzling drool dribbles from his
fanged, misshapen mouth. He slavers as
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he grunts and hoots before finally man-

aging to snarl outin Common, “Come to

me, meatbags. Just give me a mouthful of

your tasty pink flesh!”

NavesH WYVERNSTING CR 4

Male savage phanaton rogue 3

CE Small humanoid (chaotic)

Dracon 339 62, Appendix 2

Init +7; Senses darkvision 60 ft., low-light
vision; Listen +13, Spot +13

Languages Common, Elven, Goblin

AC 17, touch 14, flat-footed 14

hp 22 (3 HD), ferocity; DR 5/magic

Immune disease, exhaustion, fatigue, mind-

affecting, stunning, pain

Resist acid 10

Fort +4, Ref +6, Will +2

Weakness afflicted

Spd 30 ft., climb 20 &.; gliding

Melee mwk kukri +5 (1d3+1/18-20) and
bite -1 (1dé plus disease [DCi2])

Base Atk +2; Grp-1

Combat Gear potion of bear’s endurance, oil

_ of keen edge
Abilities Str 12, Dex 17, Con 16, Int 6, Wis
13,Cha 8

NOVEMBER 2006

SQ forest awareness

Feats Improved Initiative, Weapon Focus (kukri)

Skills Balance +11, Climb +9, Diplomacy
-5, Disguise -5, Escape Artist +7, Gather
Information =5, Hide +13, Intimidate
+3, Jump +13, Listen +13, Move Silently
+13 (+17 in forests), Spot +13, Swim +7,
Tumble +11

Possessions combat gear, masterwork kukri,
slippers of spider climbing, gold nose ring
and silver chain linked to silver hoop
earring (whole set worth 100 gp), ruby
ring worth 120 gp

Forest Awareness (Ex) Navesh gains a +1

racial bonus on all saving throws in
forest locations.

Gliding (Ex) Navesh's rudimentary wings
allow him to negate damage from a
fall of any height and allow 20 feet
of forward travel for every 5 feet of
descent, effectively giving him a fly
speed of 20 feet while falling (average
maneuverability). He cannot hover, even
if his maneuverability rating increases.
He can't glide while carrying a medium
or heavy load, nor can he glide- while
unconscious or helpless.

BY NICOLAS LOGUE

Tactics: If Navesh hears the sounds of
battle in area K3, he still possesses the
sense of mind to down his potion and
apply his oil of keen edge to his masterwork
kukri. Of all the savage pirates, Navesh
refains the most intelligence, and he
knows that any group capable of slaying
Kadmos is not to be trifled with lightly.
He climbs up into the dark recesses of
the ceiling and glides down to ambush
the PCs when they arrive. Navesh fights
until slain.

Kf. Hall of Hanging Silks (EL 4)

Dozens of bolts of once-fine brocaded silk
hang from lines of rope stretched length-
wise across the ceiling of this chamber,
making it difficult to accurately judge the
size of the sandy-floored cavern.

This large cavern is where the pirates
store waterlogged booty from ships
damaged and taking on water before
being boarded. The silks hanging from
the lines were damaged by a leak, and
were hung up to dry only a few hours
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Kraken’s Cove

One square = 10 feet

22 DUNGEON NOVEMBER 2006




before the savage tide tore through
the region.

Creature: One of the Slippery Eel's most
dangerous recent acquisitions from the
Isle of Dread was a deinonychus, The
dinosaur had been painstakingly trans-
ported here for sale, but escaped its cage
after being transformed by the savage tide.
The dinosaur was not-so-affectionately
nicknamed Ripclaw after it disembow-
eled a careless pirate who got too close to
the creature’s cage. Ripclaw’s back writhes
with wriggling tentacles, several of which
weep pus and leave a disgusting trail of
yellowish smears on nearby silk sheets,
RipcLAaw CR4
Savage deinonychus
CE Medium animal (chaotic)

Monster Manual 60, Appendix 2

Init +6; Senses darkvision 60 fi., low-light
vision, scent; Listen +13, Spot +13

AC 19, touch 12, flat-footed 17

hp 42 (4 HDY}; ferocity ; DR 5/magic

Immune disease, exhaustion, fatigue, mind-
affecting, stunning, pain

Resist acid 10

Fort +10, Ref +6, Will +2

Weakness afflicted

Spd 70 t. ~

Melee talons +9 (1d8+6) and
2 foreclaws +7 (1d3+3) and
bite +7 (2d4+3 plus disease [DC :.8])

Base Atk +3; Grp +9-

Atk Options pounce

Abilities Str 23, Dex 15, Con 23, Int 1, Wis 12,

Cha 10
SQ death throes _

Feats Improved Initiative, Multiattack
Skills Escape Artist +6, Hide +10, Jump +31,

Listen +13, Spot +13, Survival +9

Tacties: The hanging silks provide
cover for any creature standing behind
them, as they serve to obscure vision
and cast long shadows on the walls. As
soon as Ripclaw detects the PCs, it begins

stalking them, slipping quietly through

the hanging sheets of silk until it picks
out a single target with its scent. The

dinosaur then pounces on that target,
fighting to the death.,

Treasure: The hanging silks are badly
damaged; if they're harvested, 1d8 of
them are salvageable and worth 50 gp
each. A low table in the northeast cor-

ner of tﬁc room also holds a x:iumbg:r' of
rare books laid out to dry on it. Thonugh
water damaged, this collection of tomes
on topics ranging from lizardfolk cui-

_sine to naturalist studies of the Amedio '_f

are worth 200 gp as alot.

K6: Laboratory (EL ;)
" A barricade of shelves and tables blocks
entrance to this cavern. The barricade has

hardriess 5 and 30 hit points, and can be
pushed aside with a DC 18 Strength check.

A fairly even layer of sand covers the floor of
this musty-smelling cavern. Large pottery

‘urns line the walls of the cave, and within

each grows a riot of strange mushrooms,
fluted toadstools, phosphorescent molds,
greasy-looking fronds of pale lichens, and
all matter of strange fungi. Several large
glass terrariums, their walls beaded with

'\, condensation, stand along the west wall.
¢ One of these is shattered, the loamy soil

within spilling out onta the sandy floor near

+ along butlow table heaped with flasks; jars,
bottles, and tools: Protruding from under-

; _thetable are a pair of small beo'rs, perhaps |
" those of a gnarne, ' [

Coursmgthe seas of the waﬂd.czplar-'
ing far-off frontiers, and pillaging their
communities offered Leemo Varand
the perfect opportunity to study a wide
range of environments. A wumhqt and
schol:u: with a curiously overdeveloped
interest in fingus, Leemo enlisted with

the Cmnson Fleet as a poisoner wi "'t'h >

the stipulation that he be allowed to
gather all manner of bizarre samples
from the farthest reaches of the world.
Leemo ended up on the Slippery Eel, and
Kigante Valeros set this cave aside for the
awkward gnome to store a collection of
plants and fungi odd, rare, and lethal.
Creatures: Ironically, Leemo met his
fate at the frond of one his own dan-
gerous samples. When the savage tide
struck, the little gnome barricaded him-
self in this room. In so doing, he acci-
dentally shattered a terrarium contain-
ing a violet fungus, which immediately

lashed out at Leemo and quickly killed '

him. The violet fungus then retreated
into the swath of fingi along the north-
west wall. Anyone who investigates the

table (or Leemo’s boots) comes in reach
of the fungi’s tentacles, in which case it
immediately attacks.

Vioiet Fungus: hp 15; Monster Man-
ual 135

AT strange creature that

i ‘resemblm a two-foot-long tadpole with
S A of four facial tentacles and a

ey-like mouth is laid out on a wax

dissechon pad on the fable. This hideous

creature is a malformed and preserved
larval mind flayer that Leemo recently
acquired; some scholars might pay as
much as 1,000 gp for such a find, although
most merchants would pass on the foul-
smelling monster.

Alength of countertop on the northern
wall of the room contains two small jars
of maylss root paste, a vial of sassone leaf
residue, a dose of id moss, and a striped
toadstool (see Dungeon Master’s Guide page
297 for details on these _poisons). Leemo's
body is rotted beyond recognition, but a
search of his corpse ironically reveals the
two potions of lesser restoration he always
ke;’rt' on_-hand-in_ mc of an accident,

Shvc Pens: (EL 2t09) i
As the PCs approach this chamber, the
sound of shouts, wet cries of anguish, and

the clang of metal on metal grows louder.

Dozens .of five-foot-wide iron cages are
built-into the walls of this large cavern.

- Some are empty, while others contain the

partially eaten remains of dead men and
women. Yet most horrible are those cages
thateontamtﬁlashmg wailing figures. Each
of these seems more deformed than the
last, twisting legs, writhing arms, vestigial
heads, and jaws agape with too many teeth

areallon display as the mad prisoners howl
‘and slobber and throw themselves against

the walls of their .cages in a cacophonous
attempt to break free;

Creatures: The Crimson Fleet pirates
used these cages to house prisoners,
sorting them into groups before ship-
ping them off to Scarlet Brotherhood

ports for sale as slaves. When the savage

tide washed over the caves, those prison-
ers who di dn't succumb to the tide were
quickly murdered and eaten by those
who did.
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There are now 11 savage slaves locked
in these cages. They thrash and writhe,
but for all their noise they aren’t quite
strong enough to break free from their
cages. Anyone who comes within five
feet of a cage is in reach, though, and the
savage occupant may be able to make a
bite attack against such foes. Although
each of these slaves are different
humanoid races and classes, you can
simply use the savage pirate statblock as
necessary should any of these deformed
souls become important in combat,

Savage Prisoners (11): hp 10 each; see
Appendix 2 (use savage pirate),

K8. Trophy Cave

This sandy-floored cavern seems to’ be
some sort of trophy hall. The centerpiece
of the displays is an enormous reptilian
skull, nearly six feet in length, mounted on
a wooden display. Other trophies line the
walls—nameplates from ships, battered sea
chests, mounted heads of sea monsters, and
weathered figureheads;, each doubtless car-
rying a sordid history of theft and betrayal.

Kigante Valeros' interest in oddities
was not limited to creatures. The retired
captain kept a collection of other odd
and obscure nautical treasures on dis-
play in this cave. Most of these trophies
are relatively valueless, but there are a
few exceptions.

The enormous skull is from a tyranno-
saurus; other monstrous trophies include
several shark jaws, a sahuagin’s head, jars
containing enormous fragments of ten-
tacles, and a set of dragon turtle teeth.
Among the nameplates of ships (all stolen
or scavenged from other ships, pirate and
merchant vessel alike) are names like St.
Asmod’s Hope or Wavereaper. One recent
addition to this collection is a barnacle-
encrusted mast of wood with letters badly
eroded bya great deal of time spent below
the waves. The only legible letters read
“T...M...AUT.” Nearby hangs a heav-
ily rusted ship’s bell bearing the name
Sea Ghost.

Treasure: The only trophy of any real
value is a leather-bound collection of
nautical charts well over three hundred
years old. These charts are remarkably

BY NICOLAS LOGUE

accurate, even more so than most mod-
ern ones, and grant a +4 circumstance

bonuson Profession (sailor) checks made

to plot a course on the ocean.
Three locked sea chests (Open Lock
DC 30) in the corner of the room con-

tain a total of 120 gp, 448 sp, 683 cp, three

garnets worth 20 gp each, an emerald
brooch worth 5o gp, and 5 pearls worth
100 gp apiece.

K9. Kennel (EL 4)

The bodies of three strange creatures lie in
a mangled heap in the center of this cave,
their bodies torn apart and gnawed down
to the bone. It's difficult to tell what manner
of wolflike or hyenalike creatures they once
were. Spiked collars lie empty beside the
decapitated bodies, chains running from
each te iron hooks in the walls.

Creatures: Kigante often kept exotic
animals as guardians, picking and
choosing new creatures from the exotic
animals smuggled through the region.
His most recent guardians were a pack
of five krenshars, creatures he'd taken
to calling “skull dogs.” When the savage
tide struck, three of the krenshars man-
aged to resist the tide, and were quickly
torn apart by the two that did not. The
remaining savage krenshars wait here
still. They wear spiked collars attached
to long chains that allow them full reach
of anywhere in this cave, but prohibit
them from pursuing foes beyond the
cavern. The savage krenshars have larger
Jjaws than their untainted kin, and large
patches of their mangy fur have fallen
away to reveal leprous skin covered with
writhing tendrils.
SAVAGE KRENSHARS (2) CR2
CE Medjum magical beast (chaotic)

Monster Manual 163, Appendix 2

Init +2; Senses darkvision 60 ft., low-light
vision, scent; Listen +7, Spot +5

AC 17, touch 12, flat-footed 15

hp 15 (2 HD); ferocity; DR 5/magic

Immune disease, exhaustion, fatigue, mind-
affecting, stunning, pain

Resist acid 10

Fort +5, Ref +5, Will +1

Weakness afflicted

Spd 50 f.
Melee bite +4 (1d8+2 P|us disease [DC 13]) and

2 claws #2 (1d4+1)

Base Atk +2; Grp +4

Special Actions scare

Abilities Str 15, Dex 14, Con 15, Int 1, Wis
12,Chal3

SQ death throes

Feats Multiattack, Track

Skills Escape Artist +6, Hide +4, Jump +15,
Listen +7, Mave Silently +6, Spot +5

K10, Storage

This small area is filled with piles of blan-
kets, clothing, cases of crossbow bolts, and
a collection of swords, poie arms, axes, and
other weaponry.

These weapons could serve to replen-
ish characters who have lost weapons or
other pieces of equipment. There are 120
crossbow bolts, 3 short swords, 5 rapi-
ers, 2 long swords, 2 scimitars, a glaive, 2
guisarmes, a halberd, 2 light crossbows, a
heavy crossbow, 2 battle axes, g throwing
axes, and a greataxe to be had here.

K11 Tributary Chamber (EL 4)

The sound of sloshing water fills this damp
cavern, The eastern half of the cave consists
of alarge, frothy tide pool, its depths thick
with seaweed and its surface roiling with
the surge of the sea. Several narrow fis-
sures in the ceiling seem to lead up and
out through: the dliff face to the south,
allowing a brisk breeze to whip through
the chamber.

The narrow fissures are impassable to
creatures of larger than Tiny size, and even
Tiny creatures must make a DC 30 Escape
Artist check to navigate them. The tide pool
itself'is connected via submerged tunnels
to the pools in area K2 and Kig.

Creature: Although Vanthus withstood
the rapture of the savage tide, his accom-
plice Brissa was not so lucky. The tide
transformed the once-beautiful young
woman into a malformed monster, a sla-
vering madwoman with a twisted jaw of
sharks teeth, 2 hunched back, and wide
splayed hands writhing with additional
hook-tipped fingers. Vanthus escaped her
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hunger by pushing her overboard before
she recovered from the pain of her trans-
formation, then fled the cove entirely.
Brissa swam through the seaway and
eventually ended up in this room, wracked
with unholy hunger and twisted memo-
ries of love.

Brissa waits near the southern edge of
the pool, hunkered over a large pile of taw
fish and sea anemones she has nearly fin-
ished devouring, If she notices intruders in
this cave, she leaps to her feet, shrieking out
in a hoarse voice, “Where are you, my love?
Is that you? I knew you wouldn't leave me!
Sooooo hungry... please... feed me...”

BRrissA SanTOS CR4

Female savage human rogue 2ffighter 1

CE Medium humanoid (chaotic)

Init +6; Senses darkvision 60 ft.; Listen +10,
Spot +10

Languages Common

AC 18, touch 12, flat-footed 16; Dodge

hp 27 (3 HD); ferocity; DR 5/magic

Immune disease, exhaustion, fatigue, mind-
affecting, stunning, pain

Resist acid 10

Fort +6, Ref +5, Will +1; evasion

Weakness afflicted

Spd 40 .

Melee mwk rapier +5 (1d6+1/18-20) and
bite —1 (1d8 plus disease [DC 14])

Base Atk +2; Grp +3

Atk Options sneak attack +1d6

Abilities Str 12, Dex 15, Con 18, Int 4, Wis
12,Cha 13

SQ death throes, trapfinding

Feats Dodge, Improved |nitiative, Quick
Draw, Weapon Finesse

Skills Bluff +6, Climb +6, Craft (painting)
+2, Diplomacy +2, Disguise -3, Escape
Artist +6, Gather Information -3, Hide
+7, Intimidate +5, Jump +10, Listen +10,
Move Silently +7, Spot +10, Swim +4

Possessions +1 studded leather, masterwork
rapier, purple silk cloak with emerald
clasp worth 20 gp, silver locket containing
a tiny portrait of Vanthus (worth 10 gp)

K12. Savage Maze (EL ¥)

This small labyrinth of tunnels leads to
Kigante's personal chambers. The retired
pirate chose the caverns beyond as his
lair precisely because of this—the warren
of tunnels would have made an excellent

defense against enemies who were unfa-
miliar with their layout. Unfortunately,
the enemies that finally got to Kigante
did not have this disadvantage.

Creatures: Three of the savage pirates
that killed and consumed Kigante still
lurk in these caves. Although their
knowledge of the maze's layout could
have given them a significant tactical
advantage, their madness prevents such
coordinated assaults. Once one of them
notices the PCs in the area, it shrieks and
howls in delight as it shambles forth to
attack. Its two mates arrive soon thereaf-
ter to join the battle.

Savage Pirates (3): hp 10 each; see
Appendix 2,

K13, Kigante’s Chamber

This cavern has been outfitted with the fin-
est in stolen furniture. Thick rugs cover the
floor, and fine silk tapestries and masterful
seascape paintings hang from the walls,
giving the place an almost regal feel. A
four-poster bed takes up much of a large
nook to the south, and nearby stands an
oak desk with a matching armoire. Alas,
much of this furniture is ruined, spattered:
and stained with gore and deeply scarred
by swordplay. A skeletal body dressed
in the ruins of a once-fine suit of stud-
ded leather lies in‘a red heap at the foot
of the.bed. Five more bodies lie about
the room, horribly deformed men and
women who seem to have perished on a
rapier’s point.

Kigante Valeros, an old salty dog of
a half-elf and a Crimson Fleet veteran,
called this dry warm patch of cave home,
The cavern walls are lined with extraor-
dinary paintings (more than a few of
which were gifts from Brissa).

Kigante himself lies against the foot
of his bed, his corpse half-devoured by
savage pirates, Kigante did not die with-
out a fight, as the bodies of five savage
pirates in the room testify.

Treasure: Kigante's weapon of choice,
a +1 rapier with a bronze hilt in the shape
of a griffon, lies under his bed where
it was kicked by a savage pirate eager
to get to the dying man's flesh. A DC
15 Search check is enough to find the

magic weapon (its discovery is automatic
if a player specifically states he’s check-
ing under the bed),

A closer examination of Kigante
reveals a bit more treasure—a ring of
swimming (a gold band set with several
aquamarine gemstones) still sits snug
on a bony finger, and his darkwood
buckler remains strapped to an arm, A
DC 15 Search of his desk uncovers three
silver bars worth 30 gp each in a lower
drawer. A vial of vermillion ink worth
40 gp sits on top of the desk, one of
the few objects in the room to escape
damage during the battle that ended
Kigante's life.

K14. Javell's Standoff (EL 4 or 13)

As the PCs approach this cavern, the
sound of combat, the unmistakable
slobbering cries of rage and hunger
from several savage pirates, and a wom-
an’s yoice shouting profane threats and
curses become audible.

The floor of this cavern slopes downward to
the southeast, finally ending in a large tide
pool. The waters seem to be surging from a
submerged passageway leading to the south-

' west. A hammock strung between two stalag-

mites sways gently to the south, next to an
overturned table and a broken chair.

This chamber was used by Kigante as
an escape route via the seaway, and as a
quiet place to withdraw from the revels
of piracy and contemplate life and his
place in the great wheel of the world.
Now, this tranquil getaway is the site of
a heated battle between Harliss Javell
and a horde of savage pirates.

‘Creatures: Harliss Javell has been
backed into the southern corner of the
cave, where she uses the overturned
table as cover to fend off a half-dozen
savage pirates. Over a dozen more lay
dead on the ground, yet for all her skills
in swordplay, Harliss is growing weary.
She’s been bitten several times by the
savage pirates, and is suffering from
savage fever already. When she spies the

"PCs, she cries out, “0il'Get in the fight

or stay outta me way, buckos. These
things are lookin' to die, and I plan
on obliging.”



Harliss is a bold beauty with raven-
black hair that flows like the deepest
shade of midnight against her deeply
tanned skin. She wears tight leather
armor studded with fire opals and pearls
and wields a curved rapier and daggerin
a blinding display of swordplay. As she
fights, she taunts her foes with phrases

like “Ye picked the wronglass tomakea

meal of today,” or “Hungry? Have a taste
o'me cold steel, ya stinking carcass!’.
As she recognizes one of the savage
pirates, she might even say something
like “Jebidiah? Is that you lad? You've
looked better boy. Here, let me send
you on your way.” The savage pirates
themselves don't notice the PGS unfil
they are attacked, at which point three of
them break off the fight against Harliss.
to attack them.

CAPTAIN HARLISS JAVELL CR13

Female human swashbuckler 3/rogue 3/
scarlet corsair 7

CN Medium humanoid

Stormwrack 65

Init +4; Senses Listen -1, Spot -1

Languages Aquan, Common, Yuan-ti

AC 22, touch 186, flat-footed 18

hp 76 (currently 51, 13 HD)

Fort +9, Ref +16, Will +7; evasion

Spd 40 f.

Melee +2 rapier +18/+13/+8 (1d6+2/18-20) or
+2 rapier +16/+11/+6 (1d6+2/28—20) and
mwk dagger +15 (1d4/15-20)

Ranged mwk dagger +17 (1d4/19-20)

Base Atk +12; Grp +12

Atk Options Combat Expertise, Flick of the
Wrist, Improved Feint, corsair’s feint,
sneak attack +4d6

Abilities Str 10, Dex 18, Con 13, Int 14
(currently 8), Wis 8,Cha'12

SQ sailor’s step, trapfinding, trap sense +1

Feats Combat Expertise, Flick of the Wrist,
Improved Feint, lron Will, Quick Draw,

Two-Weapon Defense, Two-Weapon
Fighting, Weapon Finesse

Skills Balance +17, Bluff +14, Climb +6,
Diplomacy +12, Gather Information +10,
Intimidate +19, Jump +17, Knowledge
(geography) +5, Knowledge (local) +4,
Profession (sailor) +13, Sense Motive +6,
Sleight of Hand +12, Swim +14, Tumble
+15, Use Rope +13

Possessions +3 leather armor, +2 rapier, 4
masterwork ‘daggers, ring of protection
+2, cloak of resistance +2, rope of climbing,
boots.of striding and springing, a pair
of matilith-shaped earrings with each
limb composed of a different precious

metal worth 1,200 gpfor the pair, ajade -

necklace with. a shark’s tooth at its center
‘warth 600 gp

Corsair's Feint (Ex) Harliss may make a feint
as a free action once every 1d4 rounds.
Flick of the Wrist (Ex) If Harliss draws a light

weapon and makes a melee attack with

it in the same round, she catches her
opponent flat-footed (for the purpose of
this attack only). She may use this feat only
once per round and once per opponent
during any single combat encounter. This
feat is from Complete Warrior.

Grace (Ex) Harliss gains a +1 competence
bonus on Reflex saves as long as she
does not wear medium or heavy armor
and is not carrying a medium or
heavy load. '

Insightful Strike (Ex) Harliss applies
her Intelligence bonus to
ddmage rolls with any light

“weapon, aswell as any.
other weapon that can be
used with Weapon Finesse.
Targets immune to sneak
attacks or critical hits are
immune ta this additional
damage. Harliss loses this
ability if she wears medium
or heavy armor or carries a
medium or heavy load:

Sailor's Step (Ex) When aboard a
ship and wearing nothing more
than light armor, Harliss gains
a +2 dodge bonus to her Armor
Class.

Scourge of the Seas (Ex) When Harliss
uses |ntimidate to demoralize foes,
the attempt affects all enemies within
30 feet who can see and hear her,
and the effect lasts for a number of
rounds equal to her Charisma
modifier. This is a mind-
affecting ability, and

multiple uses of the ability

don't stack.

Savage Pirates (8): hp 10 each; see
Appendix 2.

Tactics: Although wounded and sick,
Harliss Javell should have no problem
dealing with the remaining savage pirates.
Nonetheless, she fights using Combat
Expertise to increase her Armor Class.
Be sure to play up Javell's imposing pres-
‘ence and puissance at swordplay in this
encounterand feel free to have her bail out
a PC about to meet death at any moment
with a hurled dagger. Javell is poetry in
motion as she avoids the maws of the can-
nibals, dancing among them, her blades
flashing impossibly fast. When the last
cannibal pirate falls, Javell sheaths her
blades and regards the PCs with a cold,
appraising eye as she catches her breath

Harliss
Javell
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and tries to determine who they are and
what they're about. If the PCs attempt
to fight her, they most likely find them-
selves dead before they know what hap-
pened, so it is best to describe her battle

with the savage pirates in a manner that

makes the PCs think twice about crossing

steel with her. If they insist on fighting,

Javell fights with Combat Reflexes and
uses Tumble to avoid being surrounded.
She won't stop to finish off anyone she
drops, and as soon as she realizes the way
is clear, she may just abandon the PCs
and attempt to escape on foot.

Speaking With Captain Javell
After the battle, Harliss calls out to the
PCs. “What manner of driftwood do we
have here? Speak up! Your names, lub-
bers! If only s0's T can cut ‘em inta’ yer
chests and save the undertaker some ask-
ing ‘round.”

Harliss appreciates characters who

stand up to her gruffattitude with threats -

of their own, but in truth she is grateful
to see non-deformed faces and hopes

they may have some insight into what

happened to her crew. Harliss turns her
hard gaze on the PCs and demands to
know their business in this “little piece
o’ hell." Take some time to roleplay this
scene, and establish her character well,
as Harliss is destined to make further
appearances in the Savage Tide Adven-
ture Path. In fact, the PCs' interactions
with her here may greatly affect their
later dealings with the Crimson Fleet.
Harliss grows frustrated when she
realizes that the PCs know less about
what happened at Kraken’s Cove than
she. This, combined with her clouded
mind from the savage fever she's con-

tracted, makes her a bit more talkative

about Crimson Fleet matters than she
probably should be. As soon as she hears
Vanthus Vanderboren’s name, she flies
into a poetic litany of profanity that
lasts several seconds and is as magnifi-

cent as it is scandalous to hear. When

she recovers herself, she explains as she
rights the toppled table and sits down
upon it to rest. Feel free to break up the
following soliloquy as you wish, allow-
ing the PCs to interject questions here
and there.

“All this ye see here" the flamboyant
woman says as she waves her hand at
the slaughtered deformities, "and what
nightmares ye must have fought through
t'get t'me; t'was all Vanthus Vanderboren’s
doing! That vomitous pig came t'me with
his hussy ‘n asked t'see our wares; made
like he were a black marketeer lookin’ fer
some fur or scale t'move. Told him we had
a ship coming in today what were full of
exotica for him t2’ shop, so he stayed on
a few nights. Seemed a fine enough chap,
but then not an hour ago, he dumped a
hold full of whale oil into the cove and lit
it up. | was on th'Slippery Eel at the time,
and that's when | caught the two fo them
on board, fixin t'rob me! Can ye imagine
that? A pair of base curs tryin' t'rob Captain
Harliss Javell? Anyway, I stuck the fool in the
arm with me blade, he yelped, and then as
he ducked aside he dropped what he were
tryin' t'rob. Were a black pearl. One th'size

‘o'a man's fist, mind you! Was going to

make some fair coin off that bauble, but as
it fell, the thing cracked like an egg. Some
o'Vanthus's blood from my blade spattered

the pearl, and it boiled and flashed with

light. This foul, choking green gas started
spewin’ fromit, burning through the wood
like it were acid. | grabbed tﬁ’tlﬁng, ran
up topside, then threw it inta’ the water,
but as it struck, the thing exploded!

“After that... things got a bit weird, mind
ye. A green mist filled my vision, and [ felt
strange. Like someone els¢’ were in my
head. Someone... someone hungry! And
the ragel Rage like | never felt ‘afore! And
then, just like that, it were gone. Vanthus
were on deck too by then, but he and |
were the only humans left. That pearl, it did
something to me crew. Ta' Vanthus' little
girly too! Turned them bad, like something
ye might find in a net and throw back on
account the sun got no purpose lookin'
upon it. These things!” She kicks one of the
deformed pirates in distaste. “Whatever were
in that damnable pearl turned over three
score men into... into man-eating freaks!”

“Vanthus, he seen what his friend and
the rest turned into. He dove into th'water
t'get away. | did the same, only | swam
for shore, Found me first mate Drevoraz
there. He'd resisted the change too, as had
seme others here and there; yet they were
nothin’ but the banquet for those things.
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We fought our way into th'caves and man-
aged to hole up here with Captain Kigante,
the man who keeps these caves for us. Only,
Kigante's freak food now; he got jumped
by 2 mob of them not twenty minutes
ago. Tore him apart like they was sharks!

“And one more thing. | think they got the
sick in their maws. The places they done
bit me still burn, and it's hard to think
straight... But hey! You fought yer way in
here! That means there zin't much left of
them out there, yeah?"

If'asked about the pearl, Captain Javell
haslittle more to say. She admits she knew
the pearl was magic, but that she'd been
asked by her superiors to transport it to
Kraken's Cove and wait there for someone
to arrive to pick it up. She refuses to reveal
much more about the identity of her
superiors or who was supposed to collect
the pearl, but a DC 20 Sense Motive check
reveals that she seems rather afraid of
both mysterious individuals.

If the PCs ask her about Vanthus (or if
they start pressing her too forcefully for
more details about the pearl or herallies),
she curses and flies into a tirade.

“I"ll learn that cur what it is t'foul my busi-
ness! | know who he is! Th'Vanderboren
name's no secret to me. | know he's got
family'n holdings in Sasserinel | sent me
right hand Drevoraz t'deal with yer friend, |
did. Drevoraz is on his merry way to Sasser-
ine as we speak. He'll do for Vanthus’ sister,
his mum and pop, and any other family
or friends the bastard has in that dunghill
city. Cross the Crimson Fleet and we take
everything in your life from ye. Best not
forget that, boyo.”

Harliss does not reveal the involvement
ofa tribe of allied bullywugs in this strike
on Vanderboren Manor. If asked why
she didn't go instead, she explains how
she wasn't about to abandon Kigante to
these men turned monsters and fought
her way into the cove in hopes of helping
him escape (only partially true—in fact,
she was more interested in making sure
certain papers on his desk did not fall into
the wrong hands).

At this point, ask the PC with the highest
Diplomacy bonus to make a Diplomacy




check; all other PCs can attempt to aid
another by making DC 10 Diplomacy
checks of their own, with each success
granting a +2 bonus on the primary roller’s
check. If the PCs have healed Harliss’
wounds or used lesser restoration to cure
some orall of her Intelligence damage, the
primary roller also gains a +8 bonus on his

Diplomacy check. Make a note of Harliss’

final attitude, as this determines how she

interacts with the party later in the Savage

Tide Adventure Path when their paths

cross again.

DC 4 or less (Hostile): Harliss smiles,
thanks the PCs for hearing out her
rant, and then apologizes to them for
what must be done; they are, after all,
friends of Vanthus, and now itls time
for them to pay for his sins against the
Crimson Fleet. She attacks the PCs at
once, intending to kill them all.

DC 5 (Unfriendly): Harliss eyes the PCs
suspiciously, but decides that it's
probable that they're after Vanthus as
much as she, She bids the PCs to be on
their way, warning them to stay away
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from Vanderboren Manor for a few
days if they don't want to get hurt. If
the PCs don’t leave, she turns hostile
and attacks.

DC 15 (Indifferent); Harliss remains
indifferent to the PCs. She encourages
them to leave Kraken's Cove, inferring
that they'd best not be around when
reinforcements arrive. This is a bluff}
Harliss has decided to cut her losses,
and not long after the PCs leave, she
flees the region on foot to the east. She
eventually reaches a Scarlet Brother-
hood fort and is able to secure passage
on a ship back to Scuttlecove.

DC 25 (Friendly): Harliss believes the
PCs’ story, and may even apologize for
any trouble that her first mate might
be bringing to the Vanderborens. She
encourages the PCs to make haste back
to Sasserine and Vanderboren Manor
if they want to warn Lavinia about the
coming assault, but doubts theyll get
there in time, If asked, shelll write a brief
note to Drevoraz, ordering him tohold
off on the attack, but secretly she knows

this

the surrounding

ind rol

her half-ore first-mate won't believe the
note even if the PCs can deliver it to
him. Not long after the PCs leave, she
flees to the east as detailed above.

DC 4o (Helpful): Harliss is impressed
by the PCs, and gives them one of her
marilith earrings as a token to show
Drevoraz if they can reach him in time.
‘This isa prearranged code between the
two that signals to her first mate that
the bearer of her note and the earring
is to be trusted. She won't accompany
the PCs to Sasserine, since she knows
she'll be recognized by the city watch
in no time and be thrown in jail, but
she does honestly regret sending her
mian to strike against the Vanderborens
if the PCs are this diplomatic. In any
case, not long after the PCs leave, she
sets out to the east as detailed above.
Hthe PCskill Harliss orifshe flees before

she imparts any or all of the information

above, you should take 4 few moments to
prepare a lengthy note as a handoutfor the

PCs to find somewhere on her person or

in the nearby area. This note chronicles all
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of the information above, but is addressed
to a Crimson Fleet Commander—a mis-
sive Harliss intended to send ahead of her
return to Scuttlecove to let the Crimson
Fleet know as soon as possible what hap-
pened in Kraken's Cove.

Note also that if the PCs manage to
defeat Harliss, her gear represents a
major haul for characters of this level.
In this case, you should consider adjust-
ing treasure found for the remainder
of this adventure and perhaps the next
as appropriate.

PART THREE: THE
WORMFALL FESTIVAL

While the PCs frantically rush back to
Lavinia after their harrowing encounter
with the aftermath of the savage tide, wheels
are in motion back in Sasserine. Bullywugs
led by Drevoraz, Harliss' half-ore first mate,
have descended on the Vanderboren estate,
or rather ascended from the canals below,
and are now engaged in a pitched battle
with the manor’s defenders.

The battle has gone largely unnoted by
the city at large. The bullywugs have man-
aged to prevent anyone from escaping so
far, and as the city itself’is deep in the cha-
otic celebration of the Wormfall Festival,
no one has noticed the shouts and sounds
of battle that periodically echo out of the
manor. In order to reach Vanderboren
Manor, the PCs must navigate a city thick
with parades and festivity. To make mat-
ters worse, the Kellani family, their feath-
ers still ruffled from the PCs" meddling
in “There Is No Honor,” have hired exotic
killers to confront the PCs and extract ven-
geance for their role in the humiliation of
Rowyn Kellani and the disruption of the
Lotus Dragon Thieves' Guild.

Wormfall Parade

One year ago, a horrific brush with apoc-
alypse in the far-off city of Alhaster sent
deadly ripples across the entire face of the
world. Even in Sasserine, the Wormgod's
brief emergence into the world had an
effect, as monstrous minions boiled out
of the Spire of Long Shadows in prepara-
tion of the dawn of this new age. Only the
intervention of a band of powerful heroes
from the neighboring city of Cauldron
saved Sasserine from a terrible fate. Now,
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one year later, Sasserine honors the heroes
of that dark daywith a wild parade and fes-
tival to remember the fallen and rejoice at
the victory of good over evil.

Wormfall, as the holiday has been
dubbed by city officials, is to be an
annual event, a gigantic affair involving
troupes of trained acrobats, marching
bands, garish costumes in homage of
the heroes of Alhaster and Cauldron
(and corresponding effigies of their
undead and wormy enemies), and floats
constructed in the image of enormous
green worms and shrouded skulls.
Kites of green worms borne on sticks
and strings dance in the air above the
rooftops. Green lanterns burn above the
streets, casting a sickly pale glow upon
the cobblestones below, each with a
removable shade and a layer of bright
gold paper below to bathe the city in
the warm sunlight of victory at the exact

‘moment the worms fell and the heroes

of Alhaster struck down their foul god.
When the PCs arrive in Sasserine
they find the city in the throes of
Wormfall and must navigate the teem-
ing crowds of celebrating citizens in
order to reach Lavinia's estate. Allow
the PCs to trace their route through
the city on a map of Sasserine (avail-
able in issue #1390 or online at paizo.
com in the Savage Tide Player’s Guide),
but no matter what route they take
they find the going slow and frustrat-
ing. And of course, the crowd contains
a few surprises for them along the way.
You can use the following encounters
at any point on the wayback to Vander-
boren Manor to spice up the journey.

The Belligerent Gnome (EL ¥)

Creatures: A gnome by the name of Jilanth
Turtoso, normally one of Sasserine’s more
docile citizens, becomes an unholy terror
once he gets his third drink in him. Thank-
fully, Jilanth has a half-orc buddy named
Kurgol with him. Kurgol does his best to
keep Jilanth from starting fistfights with
every person who crosses his path, but
now and then the wily little gnome gets
away from him. While the PCs are moving
through the crowd, Jilanth targets them for
a “bump” so he can accuse them of being
“a bunch of rude, oversized louts." After

slamming into one of the PCs on pur-
pose, Jilanth huffs and puffs and rolls up
his sleeves while Kurgol desperately tries
to intervene.

If the PGs apologize for the “insult”
by making a DC 20 Diplomacy check,
they can hold off a fight long enough
for Kurgol to arrive and talk some sense
into the drunk gnome. Give the PCs a+2
circumstance bonus on the Diplomacy
check if there is a gnome or half-orc
in the party, and a +4 if they seem to
be a little tipsy themselves or comment
on the fun of the festival (Kurgol spent
all yesterday volunteering his time set-
ting up for the parade). If the PCs get
verbally or physically aggressive with
Jilanth, the little gnome immediately
attacks. If the PCs inflict lethal damage
on Jilanth, Kurgol flies into a rage and
attacks them as well. This encounter
should pose little physical threat to the
PCs, but if handled poorly, the result-
ing chaos (and possible arrest and jail
time if Jilanth or Kurgol is killed) could
prevent the PCs from reaching Vander-
boren Manor in time.

Jilanth Turtoso, gnome warrior 1: hp
8, Monster Manual page 132.

Kurgol, half-orc barbarian 5 hp 43,
use the stats for the sample sth-level
barbarian on page 112 of Dungeon Mas-
ter's Guide, eicept that he carries no
weapons. Replace his Weapon Focus
(greataxe) feat with Improved Unarmed
Strike, giving him unarmed strike +9
melee (1d3+4).

Worm’s Revenge (EL 3)

During the height of the celebration, a
float-wagon heading downhill bearing a
huge humanoid form shrouded in wrig-
gling paper-mache worms and bearing
two burning lanterns for eyes rolls out
of control toward an open-air tavern
filled with revelers. With a DC 15 Listen
check, a PC hears the shouts of alarm
and has three rounds to react. With aDC
15 Spot check, a PC sees the trundling
cart rolling down the hill and has only
two rounds to react. If both checks are
failed, the PCs automatically notice the
runaway float in time to take one round
of actions. In any event, the PCs them-
selves are directly in the path of the run-




away cart. A character may try to halt the
careening float's progress by grabbing it
(automatic unless the attack to grab the
float is a natural 1) and making a DC 25
Strength Check to stop it, by destroying
one of its wheels (AC 15, Hardness 5, hp
15), or by creating an obstruction of at
least 1,000 pounds (perhaps by toppling

a haphazardly-stacked mound of barrels

of ale with a DC 20 Strength check). Cer-
tain spells, like web, shatter (targeted at
one of the wheels), soften earth and stone
(cast on the dirt road in front of the float),
or warp wood can half the cart’s progress
as well. If the PCs warn the revelers in

the tavern, 1d8 of the 20 can escape out’

of the float’s path each round.

Assume that all of the PCs are in
the float’s path unless they specifi-
cally mentioned that they’re spread

out. A DC 12 Reflex save allows a PC to
leap out of the way of the cart before

it strikes them, otherwise it rolls right
over them and inflicts 3dé pomts
of damage.

At the end of the three rounds, the
wagon slams into the tavern with a tre-
mendous explosion, sending furniture,
dishware and patrons hurling in all
directions. Worse, the Wormgod’s eye
lanterns shatter, spewing flaming oil
in all directions and lighting the paper
float on fire. Anyone still in the tavern
at this time takes 3d6 points of dam-
age—since each reveler has only 5 hit
points, this‘disaster may well result in
several deaths if the PCs aren’t quick.
Once the fire starts, it spreads quickly.
The fire is contained by a bucket bri-
gade before it spreadsto neighboring
buildings, but the tavern itself burns
to the ground unless the PCs can orga-
nize a bucket brigade faster with a DC
20 Diplomacy check or use magic to
aid in putting out the flames. If cast
on the first round, a gust of wind extin-
guishes the fire, but after this, the wind
only fans the flames. Pyrotechnics can
transform the fire into an impressive
display of fireworks or a choking cloud
of smoke if cast within three rounds of
the crash.

Ad-Hoc Experience Award: If the PCs
stop the float before it crashes, award
them as if they'd defeated an EL 3 crea-

ture in combat. If the cart crashes but the
PCs save at least 15 of the revelers and
save the tavern from burning down, give
them an EL 1 award.,

Kellani's Killers (EL 6) -
Angered at the shame the PCs brought e
upon her daughter Rowyn, and furi-

ous at the loss of income generated by
the Lotus Dragon Thieves' Guild, aging
noblewoman Heldrath Kellani has
hired a group of specialized murder-
ers and killers to strike a blow of ven-
geance against the PCs. Led by a dan-
gerous woman named Diamondback,
this group of rogues poses as a band of
street performers mounted on stilts and
patrols the streets surrounding Vander-
boren Manor, waiting for word of the
PCs'approach.

Creatures: Diamondback is a deadly
performer, late of the Talventa Acad-

emy before she decided there was more

money in murder-for-hire. Diamond-
back, decked out in a form-fitting and

sensual-if~-macabre black bodymut deu—. o
orated with a white skeleton, is accom-
panied by an entourage of six acrobatic -

rogues who parade about the

on ten-foot-hgh stilts. D*t-ambndback‘ i
precedes the stxltwa]kers, dmcmg ;

and performing an impressive array
of acrobatic flips and leaps, while the

stiltwalkers themselves WOW :tud:ences..
by juggling daggers and ﬂasks of oil
Abilities Str 12, Dex 20, Con 13, Int 10, Wis

with burning rags stuffed into them.

As they approach the PCs, allow them

a DC 20 Sense Motive check to notice
that the acrobauc troupe seems to be up
to no.good just before they mount their
assault. Those who make the check may
act in the surprise round.
DiamoNDBACK CR4
Female human battle dancer 4

CN Medium humanoid

Dragon Compendium 26

Init +5; Senses Listen -1, Spot-1

Languages Common

AC 20, touch 20, flat-footed 15; Dodge, Mobility
hp 25 (4 HD)

Fort +2, Ref +9, Will +0

Spd 40 f.
Melee unarmed strike +9 (1d8+1)
Base Atk +4; Grp +5

Special Actions dance of reckless bravery

‘Combat Gear potion of cat’s grace, potion of

eagle’s splendor (both already used)

'8, Cha 18
SQAC bonus -
Feats Dodge, Mobility, Impraved Unarmed
Strike, Weapon Finesse
Skills Balance +12, ’c',scapc Artist +10, Jump
* +14, Perform (dance)+11, Tumble +12

. Possessions combat gear, ring of protection

+1, black skeletal leatard, jade serpent
_earrings worth 500 gp as a pair

AC Bonus (Ex) Diamondback adds her
Charisma banus to herArmor Class; this
banus applies even against touch attacks
or when she is flat-footed, but she looses
the bonus if immobilized or helpless,
when she wears armor, when she carries
a shield, or when she carries a medium or
heavy load, _

Dance of Reckless Bravery (St) Diamondback
can inspire bravery in her allies by taking
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a move action while within an opponent’s
threatened area. This does not provoke an
attack of opportunity. All of her allies within
30 feet gain a +4 bonus on saves against fear
effects for a number of rounds equal to 5 +
her Charisma modifier (currently 9 rounds).

STILTWALKERS (6) CR1

Male and female human rogue 1

CN Medium humanoid

Init +2; Senses Listen +5, Spot +5

Languages Common

AC 13, touch 12, flat-footed 11

hp 8 (1 HD)

Fort +2, Ref +4, Will +1

Spd 30 fi.

Melee dagger +1 (1d4+1/19-20)

Ranged dagger +2 (1d4+1/19-20) or
alchemnist’s fire 42 touch (1d6 fire)

Base Atk +0; Grp +1

Atk Options sneak attack +1dé

Combat Gear 2 flasks of alchemist’s fire

Abilities Str 13, Dex 15, Con 14, Int 10, Wis
12,Cha 8

SQ trapfinding

Feats Agile, Skill Focus (Balance)

Skills Balance +11, Bluff +3, Escape Artist +8,
Jump 5, Listen +5, Perform (juggling) +3,
Sleight of Hand +6, Spot +5, Tumble +6

Possessions combat gear, padded armor,
stilts, 4 daggers
Tactics: Diamondback and her killers

are well acquainted with the PCs' appear-

ances, and unless they go to great lengths
to disguise themselves as they move
toward Lavinia's mansion, the killers strike
at some point before they reach it. Dia-
mondback drinks her two potions before
she approaches the group from behind
and attacks the last character in line. At this
attack, the stiltwalkers each throw a flask
of alchemist’s fire at the PCs, hoping the
resulting explosions of fire damage themn
and cause a swath of chaos in the streets.
The attack works like a charm. For the
following 2d4 rounds, panicked crowds
fill the square. The stiltwalkers can move
through the crowd with ease, but all other
characters treat movement through the
crowd as difficult terrain. Diamondback
tries to stay within five feet of her chosen

target at all times, tumbling away to find a

different target if reinforcements arrive.
As soon as a rogue or Diamondback

is brought below 4 hit points, he or she




attempts to fleeinto the crowd. If cornered,
a badly wounded villain surrenders.
Development: It takes the city watch
a few minutes to respond to the attack,
likely giving the PCs plenty of time to
become scarce. Even if they remain at the
scene of the fight, the large number of wit-
nesses are more than enough to convince

the watch that the PCs were only defend-

ing themselves, With a DC 10 Diplomacy
check, the guards let the PCs go after only
a few minutes of questioning A captured
rogue or Diamondback readily gives up
the identity of their employers;if inter-
rogated. Legal action against the Kellanis
is unfortunately a bureaucratic nightmare
beyond the scope of this adventure, but
this assault combined with any evidence
the PCs uncovered in the Lotus Dragon
Guildhall in “There Is No Honor” goes a

long way toward stripping the Kellanis of
their noble status. In any event, after this "

failed attack, Heldrath washes her hands of
the PCs, realizing they're too tough to tan-
gle with. If her daughter Rowyn still Lives,
though, she has further plans for revenge
that see fruition in the next adventure,

PART FOUR: FROGS IN THE
HOUSE

When Captain Harliss Javell gave her first
mate the orders to seekout the Vanderbo-
rens and extract punishmentfor Vanthus'
treachery, she suggested to the halfiore
he recruit several members/of the Trub
Glorp bullywug tribe as thugs. The Trub
Glorp tribe dwells in the swamp south of
Kraken’s Cove, and have a long-standing
alliance with the pirates of the Crimson
Fleet. Drevoraz was able to secure the aid
of the entire tribe (along with one of their
pets) for the raid. Fortunately for the PCs;
this significantly slowed Drevoraz's jour-
ney to Sasserine. Forced to make the last
legs of the journey under stealth, the bul-
lywugs arrived at Vanderboren Manor only
a few hours before the PCs arrive, invading
the mansion via a short creek that passes
through the basement.

Itwasn'tlong before the invaders clashed
with the Jade Ravens, another adventur-
ing party employed by Lavinia. Further,
Lavinia herself, perhaps inspired by the
PCs, has taken up her interest in fenc-
ing and has honed her skills as a swash-

buckler. She and the Jade Ravens put upa
terrific fightin the manor cotirtyard, but
the - bullywugs eventually defeated them,
capturing most and sending one of the
Ravens into desperate hiding before they
settled in to wait for Vanthus'arrival..
The majority of the bullywugs encoun-

tered in Vanderboren Manor are Trub

Glorp hunters, rangers possessing a burn-
ing hatred of all things human. A bullywug
is a froglike humanoid with green, gray, or
mottled yellow skin. They have long, flick-
ing tongues and typically speak with thick,
sloppy accents. They stand four to seven
feet tall, weigh 100 to 300 pounds, and
reek of the swamp. Bullywugs are fanatic
creatures loyal to their tribe; they fight to
the death. Note that these bullywugs have
already taken some damage in the fight
to wrestle the manor away from the Jade
Ravens and Lavinia. When encountered, a
Trub Glorp hunter has already taken 1d6
points of damage. Named bullywugs are at
full hit points; as they held back from the
initial fights or have already been healed
by their shaman, Bua Gorg,

Trus GLDRP HunTeEr =y CR1

Male and female bullywug: ranger 1

CE Medidm humanoid {aquatic)

Monsters of Faerlin 25

Init +2; Senses Listen +1, Spot +1

Languages Common

AC 17, touch 12, flat-footed 15

hp 12 (~1d6, 1 HD)

Fort +6, Ref +4, Will -1

Spd 20 ff., swim 30 ft.; marsh move .

Melee club +3 (1d6+2)

Ranged throwing axe +3 (1d6+2)

Base Atk +1; Grp +3

Atk Options favored enemy +2 (human)

Abilities Str 14, Dex 15, Con 19, Int 6, Wis
8,Cha 4

$Q amphibious, wild empathy -2

Feats Alertness, Track

Skills Hide +6 (+12 in marshes), Jump +6,
Listen +1, Spot +1, Survival +3, Swim +14

Possessions leather armor, club, 3
throwing axes

Amphibious (Ex) Although bullywugs are
aquatic, they can survive indefinitely out
of water.

Marsh Move (Ex) A bullywug suffers no
movement penalties for moving in
marshes or mud.

Ihe
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Vanderboren Manor

The bullywugs have posted no guards
outside of Vanderboren Manor so as to
not draw attention to the grounds during
their invasion, making it relatively
simple for the PCs to approach the
manor. If they approach openly, there’s a
20% chance that a bullywug notices them
through one of the manor’s windows
and raises the alarm—any attempt at
stealth negates this chance entirely.

You should provide the PCs with amap
of Vanderboren Manor to help them plan
the rescue mission—they've likely been to
the mansion numerous times by now, and
while they may not have visited every room
in the building, they should be familiar
with its layout. The manor itself'is a well-
made structure. Bullywugs lack darkvision
or low-light vision, so if the assault occurs
at night they've lit the manor’s numerous
wall-mounted lamps. Doors are made of
wood and are unlocked unless otherwise
indicated in the text.

The following room descriptions
assume the bullywugs are not aware
of the PCs. If the alarm is raised;
refer to that room's Development
section to note any changes to the
room’s condition.

Without concrete proof that
bullywugs have invaded Sasserine, the
city watch has little fime or resources
to devote to aiding the PCs in their
task. With the Wormfall Festival in
full swing, they've got their hands full
keeping things in relative order as it is.
PCs who waste time trying to organize
an army of guards to assault the manor
may well find that they're too late to
save its occupants.

Note on Treasure: Although many
of these rooms list objects as treasure,
honorable parties won't loot their
employer's home. If your party is
working for Rowyn, she may ask the
PCs to steal as much of this treasure
as they can during their infiltration of
the manor (see the “Switching Sides”
sidebar at the start of this adventure).
Note that many of the treasures in
Vanderboren Manor are trophies from
noteworthy and infamous adventure
sites throughout the world—the
Vanderborens have a proud family
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tradition as adventurers, and the decor
of their maner reflects some of their
more obscure finds.

VL1 Atrium (EL 3)

worth 1,100 gp. On another pedestal sits
an odd golden likeness of half of a cow’s
head with a ruby eye worth 8co gp.

V3. Library

This enormous great hall’s marble
stonework is'smooth and white. Two oak
stairwells with burnished brass railings
ascend to an open first-floor landing.
Tapestries depicting a beautiful and savage
frontier of sprawling jungle landscapes and
an eerie shoreline hang from the upper
landing, A glass chandelier hangs from the
atrium’s ceiling.

Creatures: Three Trub Glorp
hunters stand watch here, two on the
ground floor between the stairwells
and one patrolling the first floor
landing. The two downstairs hunters

stand directly under the chandelier;

if the chandelier’s rope is cut, its fall
strikes the bullywugs for 2d6 points of
damage (Reflex DC 12 half),

Trub Glorp Hunters (3): hp 12 each;
see page 33. _

Tactics: The bullywugs rush any
discernable threat they notice, raising
the alarm as they attack.

Development: If the alarm is raised,
the bullywugs hide behind tapestries
and prepaﬂ: to ambush anyone who
moves through the atrium,

V2 Statvary

This marble-floored room contains many
fine sculptures of Vanderboren ances-
tors, leng dead friends, and important
personages. A partially-finished statue
of Lavinia’s parents, Verik and Larissa
Vanderboren, stands in the center of the
chamber. Their visages are incomplete
from the nose down, so that their eyes
stare outward toward the viewer, with no
mouths to speak the secrets of their lives
and deaths.

Treasure: On a marble pedestal near
the south wall sits a gem-studded cer-
emonial silver dragon engraved with the
stylized depiction of an obscure demigod
of earth, weather, and hidden treasure
known as the Earth Dragon. The statue is

Row upon row of bookshelves filled to
bursting with tomes on all manner of sub-
jects line this room. A hearth sits against the
north wall, embers glowing softly within. A
reading table sits near the fireplace.

An old musty diary written in a
strange archaic language (Suel) rests on
the reading table, the initials “L. of G."
burned into the cover. The diary’s cur-
rent page is marked with a strange card
of flexible gray material with bumps and
holes along its surface.

Treasure: The card of gray material
is an unusual key that opens doors in
an exotic and distant dungeon of metal
hidden deep in the Barrier Peaks, and is
useless to the PCs except as a curiosity
worth 15 gp.

V4. Study

An impressive darkwood desk with a
high-backed chair behind it sits in this
spacious study.

This is where Lavinia's mother and
father took important meetings with
close friends, economic advisors, and
members of the Seeker Lodge. The large
office has gone unused for weeks.

V3. Gallery

This dismal excuse for a gallery obviously
once held dozens of works, but now most
of the frames stand empty, save a few exotic
landscapes and a portrait of Lavinia’s parents.

The contents of this room suffered
recently, as Lavinia was forced to sell
most of the paintings herein to collec-
tors and merchants to pay off the most
critical of her inherited debts.

V6. Trophy Hall (EL 3)

This exhibit hall displays many hunting tro-
phies, all well-preserved by taxidermy. Great
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saber-toothed cats, a crouching deinony-
chus, a bloated toad the size of a pony, and
a strange badger-like creature with golden
fur and eight legs round out a menagerie
of more mundane leopards, wolves, and
bears. The carpet in this room.is terribly
stained with mud, especially around a door
in the northeast corner of the room.

the manor. The dead badger was Kaskus's
animal companion (see area Vis),

V8. Kennels (EL 3)

Four locked cage-stalls fill the northern
portion of this room. The air reeks of
unkempt dogs.

The door in the northeastern corner
of the room leads down to the basement.
The mud stains are from the bullywugs
who invaded the manor from below; a
DC 20 Survival check by a character with
Track reveals many webbed footprints in
the mud stains.

The secret door into area Vis can be
discovered with a DC 25 Search check.

Creatures: Three bullywug hunters
have taken a liking to the stuffed dire
toad, and have gathered around it while
they guard this room. Theyattack anyone
who enters the room.

Trub Glorp Hunters (3} hp 12 each;
see page 33.

Development: The bullywugs hide
behind the dire toad trophy if the alarm
is raised. A strange “blourp!” sound emit-
ted from behind the toad a split second
before they leap out to attack is the only
warning the PCs get if they fail to notice
the hiding bullywugs before they attack.

V7. Courtyard

A plethora of exotic flowers and plants popu-
late this lush courtyard. A small pond dot-
ted with water lilies sits at the center of the
courtyard, a gentle stream draining away to
the north. Benches and a stone table with
an intricate marble and iron dragonchess
set built into its surface complete the idyl-
lic scene, which is marred here and there by
splashes of blood on the grass or walls. Three
froglike bodies lie in a heap on the southern
shore of the pond next to a dead badger.

Creatures: Three mastiff hounds
named Leshton, Ealia, and Kurz,
diligently raised as hunting dogs by
Lavinia’s father, are kept here. Normally,
the dogs had free run of the estate most
of the time, but they were kenneled
at the time the bullywugs struck and
no one was able to release them. The
dogs are agitated and whimper with
fear—they can smell the bullywugs
in the mansion, and if released, the
faithful dogs want nothing more than
to defend their masters’ home from the
intruding monsters.

They growl at any PCs who approach
and bark loudly (the bullywugs have
been ignoring the dogs’ incessant bark-
ing since their arrival, so this does not
draw any investigation by the frogmen),
If calmed with a DC 15 wild empathy
or Handle Animal check, the dogs obey
the party, though they rush to attack any
bullywugs they encounter.

Mastiffs (3): hp 16 each, Monster Man-

ual 272 (riding dog),

V9. Storage

This large closet is filled with cleaning sup-
plies, blankets, sheets, pillows, and other
necessities of the household.

V10. Servant’s Quarters

This simple room contains a few. narrow
beds and a single free-standing dresser.

Three dead bullywugs, one riddled with
throwing knives, another smote with a
blunt blow to the head, and a third badly
riddled with deep holes caused by magic
missiles lie about the pond. The Jade Ravens
made their last stand here, and managed to
kill three of the bullywugs before they were
overwhelmed and scattered throughout

These simple 10-foot-by-10-foot rooms
are where the Vanderboren serving staff
resides. Lavinia hasn't had a chance yet
to rehire a full staff, so the only denizen
of this room is her loyal major-domo,
Kora Whistlegap, who unfortunately has
not survived the bullywug invasion—her
body can be found in area V27.
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V1i Ballroom

This large chamber was used to entertain
the Vanderboren’s guests in bygone days.
Now this area contains only a long dining
table, an empty buffet table, and a few well-
worn chairs.

Like the gallery, much of the finery
that once decorated this ballroom has
been sold to pay off several debts.

V12 Private Dining Hall (EL 6)

This spacious room is filled with comfort-
able upholstered chairs, bookshelves, and a
few tables. A window overlooks the manor’s
central courtyard and the carpetis thick and
soft. A large portrait hangs on one wall, a
fine work depicting a handsome young man
with a short beard and a sneer on his face.

Creatures: Huntress Lorb-Lorb Tub,
a mottled brown and green bullywug
wearing mismatched studded leather
armor, relaxes here with three of her
hunters. She is the mate of Chief Lorpth
and a powerful personage in the Trub
Glorp tribe. The huntress finds this whole
affair ridiculous, and has refused to takean
active part in the raid, instead becoming
thoroughly distracted by a bax of fine
cigars in this room. She smokes themn at
her leisure and greets any PCs who enter
with a slime-drooling smile and a puff
before ordering her hunters to attack. She
does not attack until at least one of her
hunters falls or she is herself attacked,
at which point she rages and fights to
the death.

HunTRESS Lors-Lors Tus CRS
Fernale bullywug barbarian 2/ranger 3
CE Medium humanoid (aquatic)
Monsters of Faeriln 25
Init +1; Senses Listen -1, Spot—1
Languages Common
AC 18, touch 11, flat-footed 18; uncanny dodge
hp 57 (5 HD)
Fort +11, Ref +4, Will +0
Spd 30 fi., swim 30 f.; marsh move
Melee +1 hand axe +9 (1d6+3/x3) or
+1 hand axe +7 (1d6+3/x3) and
+1 hand axe +7 (1d6+2/x3)
Base Atk +5; Grp +7

Atk Options favored enemy +2 (human),
rage 1/day

Combat Gear potion of barkskin +3

Abilities Str 15, Dex 13, Con 20, Int 8, Wis

. 8,Chag

SQ amphibious, wild empathy +2

Feats Endurance, Track, Twe Weapon
Defense, Two Weapon Fighting, Weapon
Focus (handaxe)

Skills Climb +10, Hide +4 (+10 in swamps),
Jump +10, Swim +10, Survival +2

Possessions combat gear, studded leather
armor, 2 +1 hand axes

Amphibious (Ex) Although bullywugs are
aquatic; they can survive indefinitely out
of water.

Marsh Move (Ex) A bullywug suffers no
moyement penalties for moving in
marshes or mud.

Rage (Ex) When she rages, Lorb-Lorb Tub's
stats change as follows:

AC 16, touch g, flat-footed 16

hp 67

Fort +13, Will 42

Melee +1 hand axe +11 (1d6+5/=3) or
+1 hand axe +9 (1dé+5/x3) and

+1 hand axe +g (1d6+3(x3)

Grp +9

Abilities Str 10, Con 24

Skills Jump +12, Swim +12

Trub Glorp Hunters (3): hp 12 each;
see page 33.

Tactics: The hunters and Lorb-Lorb
Tub both attempt to flank opponents.
Lorb-Lorb Tub is the smartest of the
bullywngs in the mansion and fights
in a manner demonstrative of both her
canny hunter’s instincts and intellect.
Lorb-Lorb Tub is also not stupid enough
to fight to the death and attempts to flee
if reduced to less than 10 hit points. If
cornered, she hurls down her weapons
and begs for mexcy.

Development: If the alarm is raised,
Lorb-Lorb Tub ignores it and continues
testing cigars. Her hunters grow more
nervous, but dare not disobey the
chieflain’s mate.

If captured alive, Lorb-Lorb Tub
offers to tell the PCs all she knows about
her mate Chief Lorpth, Bua Gorg, and
the half-orc stranger in exchange for her
life. She can tell the PCs exact numbers
and the locations of the other bullywugs,
but won't aid in fighting them.
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V13 Washroom

This room contains a matching large
bathtub and washbasin.

Area V14, Privy

Beyond three fine porcelain lavatories that
empty into a series of pipes that likely drain
into the nearby canal, there is nothing of
interest in this room.

V15, Hidden Armory

The walls of this stone-floored room are
lined with weapon and armor racks, many
of which are empty. Still remaining on the
walls are a silvery bastard sword, a light
crossbow, a glowing dagger, a suit of stud-
ded leather armior, a light steel shield, and
a small wooden coffer. The wooden coffer
lies on its side, the lid open and ‘its con-
tents (several potion vials and a pair of
boots) strewn on the floor. Slumped on
the ground nearby is what appears to be a
recently slain dwarf:

This hidden armory is where the
Vanderborens keep several of their
spare weapons, stored here in case of
an emergency. Unfortunately, neither
the Jade Ravens nor Lavinia were able
to reach this room in time for its
contents to make a difference during

_the bullywug attack.

Creature: The dwarf druid Kaskus
Kiel managed to hide in this room after
the other Jade Ravens were captured.
Unfortunately, the wounded druid
didn’t know about the magic missile trap
that once warded the coffer of healing
potions, and in his frenzied attempt to
get to the contents he triggered the trap
and was nearly slain. As fortune would
have it, the dwarf stabilized naturally at
—7 hit points. If the PCs can heal him,
he frantically recounts the battle for
the manor (including a tearful account
of the death of his animal companion
Brunthus at the hands of that damn
half-orc). Kaskus readily agrees to join
the PCs in their task of reclaiming
the manor.
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Kaskus KieL CR3

Male dwarf druid 3

LN Medium humanoid

Init +1; Senses Darkvision 60 ft.; Listen +0,
Spot +0

Languages Common, Dwarven, Druidic, Sylvan

AC 18, touch 11, flat-footed 17

hp 26 (currently<7, 3 HD)

Fort +6, Ref +2, Will +5

Spd 20 ft.

Melee scimitar +2 (1d6/18-20)

Base Atk +2; Grp +2

Combat Gear potion of expeditious retreat

Spells Prepared (CL 3rd, +2 melee touch, +3
ranged touch)
and—bull’s strength (already cast), cure

moderate wounds (already cast)
1st—eure light wounds (already cast),

longstrider, produce flame (already cast)
o—cure minor wounds (2, both already

cast), guidance (already cast), light

Abilities Str 10, Dex 12, Con 16, Int 13, Wis
15,Chaé

SQ wild empathy +1

Feats Augment Summoning, Spell Focus
(conjuration)

Skills Cancentration 49, Handle Animal +4,
Knowledge (nature) +9, Listen +8, Spot +8,
Survival +4 (46 nature)

Possessions combat gear, +1 hide armor, +1
heauy wooden shield, scimitar, goggles of
minute seeing, 35 gp

Treasure: The weapons and armor
in this room are of masterwork quality.

The glowing dagger is in fact a +1 keen

dagger. Four of the potions that were

once in the coffer are smashed, but
four potions of cure moderate wounds sur-
vive intact. The boots are boofs of striding

and springing.

V16. Guest Rooms

This chamber is furnished with a bed, a low
desk, and a free-standing dresser.

There is nothing of interest in
these chambers.

V17, Laboratery

Alchemical and vivisection tools and all
manner of glassware are scattered about
on three or four tables in this windowless
room, The fireplace is constructed with a
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brass grating fitted with slots to accom-
modate glass test tubes for heating,

This room is where biological samples
gathered on the Vanderborens' many
explorative journeys are kept, and where
they created alchemical concoctions and

potions. Lavinia's mother Larissa used

this room often, but since her death the
chamber hasn't been visited in over a
morith.

Treasure: A shelf on the north wall
has the following samples in glass jars:
a shrunken head of a simian humanoid
(a tasloi) worth 20 gp, a bulbous green
worm floating in alchemical preservative
worth 50 gp, a strange one-eyed bat-like
thing mounted on a board and whose

body gives off an eerie soft glow worth

100 gp, and a piece of stretched leathery
skin bearing a tattoo of an eye with an
arrow crossed over it (this last is a patch
of half-fiend skin that bears the notorious
Carcerian Sign) worth 25 gp.

V18. Family Shrine

A large stone disk carved with the road
and crescent moon of Fharlanghn is set
into the wall above a modest altar heaped
with offérings of dried fruit and other
strange objects.

Although the Vanderborens have
traditionally been a secular family, the
worship of Fharlanghn remained a well-
loved tradition in the family. Lavinia

has not visited this shrine in weeks, and

everything here is covered with a layer
of dust,

Treasure: The offerings here include
several sprigs of cinnamon worth 5 gpin
all, a rare and preserved orchid worth 10
gp, an ruby brooch in the shape of a bat
worth 300 gp, a small silver offering bowl
with a crescent-shaped base made of bone
worth 60 gp filled with fine dates from a
far off desert (the dates are worth 20 gp in
all), and a carved white oak staff of passage
(1 charge remaining).

V19. Training Hall

This large open room is devoid of furni-
ture, save a weapons rack containing sev-

eral qualityweapons, including three long-
swords, an axe, two daggers, four rapiers, a
strange-looking crossbow, a ranseur,and a
spiked chain. The floor is thickly carpeted
to absorb the shock of a fall or takedown.
The bodies of four froglike humanoids lie
sprawled on the floor.

These four bullywugs were cut down
in a valiant effort by Tolin Kientai and
Kaskus Kiel before they were subdued
and brought upstairs with the rest
of the hostages. The weapons on the
racks are all of masterwork quality; the
strange-looking crossbow is, in fact, a
+1 repeating crosshow.

V20. Laundry (EL 2)

This white paneled room is filled with
basins and hampers. A large tub of water
sits in the middle of the room, and
numerous cords hung with clothespins
lace the ceiling.

‘This is where the staff washes
linens and clothing,

Creatures: Two bullywug hunters
sift through the hampers here,
searching for more fine silk robes.
Bua Gorg, the bullywug cleric in area
V27 above, has taken a liking to these
soft garments and plans on taking as
many as possible back to his lair in
the swamps. The bullywugs battle to
the death to protect their master's
“treasure,”

Trub Glorp Hunters (2): hp 12 each;
see page 33.

Development: If the alarm is
raised, these itwo hunters move out
onto the balcony (area V21) to watch
for intruders.

V21. Balcony

This open-air balcony overloaks the corner
of theVanderbaren Grounds; providing an
excellent view of the city of Sasserine. Three
reed chairs sit near the railing.

Development: The two bullywug hunt-
ers in are V2o crouch here if the alarm is
raised, watching the streets for any sign
of reinforcements,




V22 Kitchen

Stoves, basins, and preparation counters fill
up this cramped chamber. This kitchen is
large enough to prepare a banquet.

Although the kitchen is sizable, it

has been underused sinc_::*the deaths

of Lavinia's parents. The only evidence
of recent occupation is a small wheel
of Lavinia's favorite cheese (Hollowsky
port)and a loafof hardened bread. Even
the wine rack is empty (Lavinia sold
off some of the bottles and Vanthus
drank the rest during his short stay
in the manor immediately after their
parents’ death). :

V23. Basement (EL 7)

Water from the central pool in the court-

yard flows through this room, cascading

through a grate in the south wall and then
out through a second grate to the north!
This second grate is nearly completely
rusted through; only a few jagged shards

of metal remain. Great swaths of mud stain
the floor here. :

This is where the bullywugs invaded
Vanderboren Manor. Chief Lorpth used
his pet rust monster to eat through
the grate to allow access to the room
from the creek. A Medium or smaller
creature can still use this missing grate
to enter and exit the Vanderboren Estate
relatively unnoticed.

The muddy floor is difficult to walk
through, and is treated as difficult terrain.
Remember: bullywugs can move through
mud like this with no penalty.

When the PCs first reach this area,
the sounds of deep slobbery laughter,
a woman's cries of distress, and a weird
trilling chitter echo into the area from the
chamber to the east.

Creatures: Chief Lorpth has taken the

basement as his personal headquarters 4
during the incursion. He has no interest’

in the finery of pinkskins, and enjoys the
mud down here (he's homesick already).
He's had three of his hunters bring in
buckets of water and mud to transform the

ground here into a soupy approximation
of the swamp he misses so much.

While he waits for his kin and Drevoraz
to finish with their business upstairs,;and
while his mate works her way through
the mgars in area Va2, Chief Lorpth has

. ,,ééqded 1o have a little fun down here Z
in the basement. He's ‘pulled a large
overstuffed cha:rﬁ'omtheballroamabm :

down here; setting it up inthe s

" cornerofthe basernent so he can watch a.s

his pet rust monster Chunkus (the source
of the strange chittering sound) torments
a distraught human woman.

This is Liamae Teslikaria, one of the
Jade Ravens. Having cast almost all of
her prepared spells and loosing her
‘dagger to Chunkus’ hunger, Liamae has
been biding her time for the oppartunity
to escape her bloated captor. Until then,

~ Chief Lorpth has forced her to perform a

detilbating parE BT AT
she has been forced to wear nothing

~ more than a tattered sheet into which
the bullywugs have threaded nca.ﬂy two

dozen pieces of silverware. C -
promised Liamae that if she can keep at
least one piece of silverware away from
Chunkus until he and his kin are set to

 leave, he'lllethcrgo.lfﬂhnnhasgets all

of the spoons and forks, he's [promised
to eat her. Liamae's down to only three
spoons and a single fork, and bythe time
the PCs arrive she's desperate enough
to try to escape, using her Jast spell to
distract the Chief long enQngh to make

a run for it. Covered with mstmdmﬂ :

bites;, she sees the arrival of the PCs as
her chance aud m‘.uﬁedmte!y cnst-s_ er
last charm pd’stm at Cluef Lorpth.

CHIEr Lqmu;  CRS

Male bullywug fighter 5

CE Medium humanoid (aquatic)
Monsters bf!—'aerﬁn :2_‘5:

Init +1; Senses Listen -1, Spot ~1
Languages Common

AC 18 touch 11, flat-footed 18

_hp57.(5HD)

Fort +9, Ref +2, Will +0

Spd 20 ft., swim 30 ft.; marsh move

Melee* +1 greatelub+7 (1d10+13)

Base Atk +5; Grp +8

Atk Options Cleave, Improved Bull Rush,
Power Attack

Combat Gear potion of shield of faith +2, potion
of cure moderate wounds, salve of slipperiness

*3-point Power Attack
Abilities Str 16, Dex 12, Con 20, Int 6, Wis
8,Chall

5Q amphibiaus
Fsa‘lsﬁleave, Improved Bull Rush, Power

ﬁitﬁ:k, Weapon Focus (greatclub),
‘Weapan Specialization (greatclub)

Skills Hide—1 (+5 in swamps), Intimidate +8

Pomssim’lstumbat gear, +1 hide armor, +1
gmm!uh ‘Wooden crown fitted with seven
moonstones (each worth 100 gp)

Amphibious (Ex) Although bullywugs are
aqduatic, they can survive indefinitely out
of water.

Marsh Move (Ex) A bullywug suffers no
movement penaltles for moving in

marshes or mud.

LiAmAE TESLIKARIA CR3

Female human sorcerer3

LN Medium hurmanoid

Init +1; Senses Darkwsmn 60& hsten +0,
Spot+0 -

Languages Common, Dwarven, Druidie, Sylvan

AC 12, touch 12, flat-footed 10,

hp 12 (currently 3, 3 HD) '

 Fort +4, Ref +3, Will +6

Spd 30 ft. 3

Melee unarmed strike +0 (1d3)

Base Atk +1; Grp +0

* Spells Known (CL 3rd, +3 ranged touch)
15t (6/day, 1 remaining}—charm person

(DC 14), magic missile, shield
o (6/day, 3 remainin g)r—acid splosh, daze
(DC 13), detect magic, light, read magic

Ahllltlu Str &, Dex 14, Con'13, Int 10, Wis
12, Cha 15

Squmrnon ﬁmﬂear(Rat named Scabies,
currently deceased)

Feats Great Fortitude, Iron Will, Spell
'Fncus {Enchantmén't'j

46, Spellcm&-ra

' Chunkus, Tust monster: hp 27; Monster
Marzual 216.

Trub Glorp Hunters {j)' hp 12 each;
see page33. |

Tactics: Chief Lorpth commands
Chunkus to attack the most heavily
armored foe (an unnecessary command,

 given Chunkus's ravenous appetite) and
. his three minions to gather around him

to prevent the PCs from flanking him.
Chief Lorpth has a vastly over-inflated
opinion of his combat skills, and uses
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Power Attack even if he’s regularly not
hitting a foe. The bullywugs fight to the
death, but Chunkus waddles off into a
corner to eat if given a sizable chunk of
metal to gnaw on.

Treasure: Chief Lorpth has stacked Lia-
mae’s gear in a pile next to his impromptu
throne. This consists of a ring of protection
+1,a potion of false life, a wand of mage armor
with 10 charges, a wand of shocking grasp
with 30 charges, and 78 gp.

Development: Liamae gratefully
thanks them if she survives, and can
quickly fill the PCs in on what hap-
pened over the last few hours. She
was cut off from the other Jade Ravens
after the battle in the courtyard turned
sour, and is quite worried about their
well-being, She’s also concerned about
Lavinia, but not to the same extent.

V24, Reservoir

This chamber contains several twisting
pipes and a large water container,

The mansion’s water supply is stored.
here, and can be pumped up from
the container into the kitchen above
as needed.

V275. Lavinia’s Room

the Jade Ravens, found Lavinia to be a
tougher catch than they'd realized, and
she managed to kill one of them before
they subdued her.

15"26. Vanthus’ Room

This large bedroom is clean, well-ardered,
and almost sterile in appearance; it's
obvious that no one’s used this chamber
in weeks.

This is where Vanthus kept his quar-
ters in the manor; although he hasn't

_slept here in well over a month. His bed

is a luxuriant four-poster affair with silk
drapes and satin sheets. A reading table
and cabinet sit against one wall, a bar
with various (now empty) bottles of wine
and liguor and a collection of fine drink-
ing vessels, one of which is a tankard
with the words “Grog's” engraved on it.

Treasure: Inside the cabinet is a gold
ring with a rounded blue stone worth 150
gp, a large ivory key worth 6o gp, and a
collection of strange signet pins of vari-
ous colors and crests (a mushroom on
one, a whip on another, a pair of spiders
on a third). The whole collection of pins
is worth 100 gp in all.

V27 Master Bedroom (EL 8)

Tall windows overlook the city of Sasserine
to the west and south from this spacious
bedroom, which features a (large, four-
poster bed made with frilly, lacy sheets and
heaped with pillows. Several of the sheets
and pillows lie scattered across the floor,
and a bloody handprint with webbed fin-
gers mars the wall nearthe door; additional
bloodstains and muddy footprints stain
the carpet in places. A dead frogman lies
slumped against a desk in the northwest
corner of the room.

This chamber has been Lavinia's
since childhood, and is filled with her
clothes and accoutrements. Though by
all rights she should now be keeping
her quarters in the master bedroom,
Lavinia is not comfertable doing so
and hasn't yet moved out of this room.
The bullywugs, many of which were
already wounded in their fight with

-t
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This room is dark and cloying; the shut-
ters are closed, and the air smells-of a rank
combinatien of body odor and swamp
mud. The desk, chairs, and most other fur-
niture in this room have all been draped
with white canvas dust covers, giving this
room the eerie feeling of 2 tomb. Only the
large four-poster bed. in the northwest cor-
ner of the room has been uncovered, its
dust covers lying in a heap at the side.

Creatures: Having secured the manor
as best he can, Drevoraz Kabran claimed
this room as a place to wait for Vanthus
to return to the manor. After she was
captured, Lavinia managed to convince
Drevoraz that she'd heard from Vanthus,
that he was en route to Sasserine and
should be arriving home by the end
of the day. Her plan to delay Drevoraz
worked, as he now plans on executing
Layinia and the Jade Ravens in front of

Vanthus before he murders the treach-
erous Vanderboren himself, assuming
that he'll arrive in a few short hours.
Drevoraz relaxes on the bed, pass-
ing the time alternately reading a racy
novel he swiped from the library and
tormenting the prisoners to fight off
boredom before Vanthus’s arrival. Also
present in the room is the disgusting
spiritual leader of the Trub Glorp bul-
lywug tribe—a cleric named Bua Gorg.
This bloated bullywug has soaked one
of the dustsheets in water and now sits
on an overstuffed chair in the north-
east corner of the room, swaddled in the
soaking sheet for comfort as he offers
prayers to his demonic patron, Dagon.

Four hostages are tied to chairs, back
to back, in the center of the room.
The hostages include Lavinia, two of
the Jade Ravens (Tolin Kientai and
Zan Oldavin), and Kora Whistlegap,
Lavinia's one remaining house servant.
Of the four,.only Lavinia is conscious,
regarding her captors silently with eyes
narrowed in fury. Tolin and Zan are
both stable but unconscious at -4 hit
points. Poor Kora is dead, her throat
cut by Drevoraz in a brutal display of
power intended to cow the other three
prisoners into compliance.

Drevoraz is a muscular half-orc
dressed in studded leather and deco-
rated with numerous tattoos. Two years
ago Drevoraz, then a lowly deckswab-
bing rogue onboard the Sea Wyvern, dis-
tinguished himself by taking a cross-
bow bolt to the right eye in a fight but
plowed on through to the end, saving
Captain Javell herself from an enemy’s
blade, Captain Javell immediately pro-
moted him to first mate, and since then
the half-orc has served the captain with
unwavering loyalty.

Bua Gorg is the most grotesque
bullywug of his tribe, with sickly
yellowish skin and sagging throat
pouch, disgustingly deflated after an
enemy tribesman’s spear punctured it.
Now when the priest breathes heavily
in delighted anticipation of bloodshed,
his ruptured throat pouch sucks and
dribbles noisily. Bua Gorg thoroughly
enjoys the perks of his position, and
has already made a mental list of finery
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hewould like dragged backto the swamp

from the manor for his enjoyment. He

worships the demon lord of the briny

depths, Dagon, although much of his

relipious dogma is self-taught and

based on his own sadistic pleasures,

DREVORAZ KABRAN CR6

Male half-orc fighter 6

LN Medium humanoid {orc)

Init +2; Senses Listen +1, Spot +1

Languages Common, Orc

AC 15, touch 12, flat-footed 15; Dodge

hp 43 (6 HD)

Fort +8, Ref +4, Will +2

Spd 30 fi.

Melee +1 scimitar +13/+8 (1d6+10/18-20)

Base Atk +6; Grp +11

Abilities Str 20, Dex 14, Con 13, Int 10, Wis
10,Cha 6

Feats Athletic, Dodge, Diehard, Endurance,
Great Fortitude, Weapon Focus (scimitar),

Weapon Specialization (scimitar)

Skills Climb +7, Intimidate 42, Profession
(sailor) +9, Swim +12

Possessions masterwork studded leather, +1
scimitar, belt of ogre power (as gauntlets of
ogre power), 17 gp

Bua Gore CR6

Male bullywug cleric 6 (Dagon)

CN Medium humanoid (aguatic)

Monsters of Faerin 25

Init +1; Senses Listen +2, Spot +2

Languages Common

AC 17, touch 11, flat-footed 16

hp 54 (6 HD)

Fort +11, Ref +3, Will +7

Spd 20 f., swim 30 f.; marsh move

Melee mwk spear +7 (1d8+3/x3)

Ranged mwk spear +6 (1d8+3/x3)

Base Atk +4; Grp +6

Combat Gear wand of cure light wounds (8
charges), potion of sanctuary

Spells Prepared (CL 6th)
3rd—cure serious wounds (already cast),

magic circle against good® (already
cast), summon monster |1

2nd—cure moderate wounds (z, 1 already
cast), fog cloud® (already cast), silence
(already cast), summon monster |l
(already cast)

1st—command (already cast), cure light
wounds (2, already cast), obscuring
mist?, summon monster |
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o—cure
miner
wounds (4, already
cast), guidance (already
cast)
D domain spell; Domains Evil,
Water
Abilities Str 14, Dex 12, Con 19, Int
6, Wis 14, Cha 4
$Q amphibious, spontaneous
casting (inflict spells)
sSummoning

Feats Brew Potion,
Combat Casting, Great
Fortitude

Skills Concentration +8,
Heal +7, Hide +1 (+7 in
marshes)

Possessions combat gear, +1 leather
armor, masterwork spear, periapt of
Wisdom +2

Amphibious (Ex) Although bullywugs are
aquatic, they can survive indefinitely
out of water,

Marsh Move (Ex) A bullywug suffers no
movement penalties for moving in
marshes or mud.

Summeoning (Su) Bullywug clerics are
notorious for their powerful but
unpredictable summoning abilities. When
a bullywug cleric casts a summon monster
spell, there is 2 50% chance that one more
monster than the spell would ordinarily
summon appears. In such cases, there is
then a 25% chance that the summoned
mansters are not under the bullywug's
control, and attack random targets.

Drevoraz
Kabran

LAVINIA VANDERBOREN CR2

Female human aristocrat 2/swashbuckler 1
NG Medium humanoid

Complete Warrior 11

Init +5; Senses Listen —1, Spot -1

Languages Common, Elven, Halfling

AC 11, touch 11, flat-footed 10

hp 20 (currently 18, 3 HD)

Fort +3, Ref +2, Will +4

Spd 30 fi.

Melee unarmed strike +2 (1d3)

Base Atk +2; Grp +2

Abilities Str 10, Dex 13, Con 12, Int 14, Wis
8,Cha 15

Feats Improved Initiative, Negotiator, Skill
Focus (Diplomacy), Weapon Finesse

Skills Appraise +7, Bluff +4, Diplomacy +17,
Gather Information +9, Knowledge (local)
+7, Knowledge (nobility & royalty) +7,
Perform (stringed instrument) +7, Sense
Motive +7, Tumble 44

ToLin KIENTAI

Male human ranger 3

LN Medium humanoid

Init +6; Senses Listen +7, Spot +7

CR3

Languages Common



AC 12, touch 12, flat-footed 0

hp 17 (4 currently, 3 HD)

Fort +3, Ref +5, Will +2

Spd 30 ft.

Melee unarmed strike +5 (1d3+2) —

Base Atk +3; Grp +5 -

Abilities Str 15, Dex 14, Con 10, mrs.w-.;
13, Cha 12

SQ wild empathy +6 ) _

Feats Endurance, Improved Initiative, Track,
Two-Weapon Defense, Two-Weapon
Fighting, Weapon Focus (short sword)

Skills Handle Animal +7, Knowledge (nature)
+5, Knowledge (dungeoneering) 45,
Listen +7, Ride +4, Spat +7, Survival +7
(+9 nature or underground)

J.

ZAN OLDAVIN | CR3

Male half-elf rogue 3

N Medium humanoid (elf)

Init +2; Senses low-light vision, Listen +0,
Spot +0

Languages Common, Elven, Orc

AC 12, touch 12, flat-footed 10

hp 19 (—4 currently, 3 HD)

Immune sleep

Fort +3, Ref +5, Will +0: evasion

Spd 30 f.

Melee unarmed strike +4 (1d3)

Base Atk +2; Grp +2 r

Atk Options Combat Expert:se, sneak
attack +2dé

Abilities Str 10, Dex 15, Con 14{Int 13, Wis
8, Chal2 . 5

SQ trapfinding, trap_'sensewl f

Feats Combat Expertise, Weapon Finesse

3

Skills Balance +10, Diplomacy +3, Disable
Device +7, Escape Artist +8, Gather
Information 43, Hide +8, Move Silently
+8, Open Lock +8, Search +8, Tumble +8,
Use Magic Device ¥7

Tactics: If the alarm is raised, Bua

Gorg moves to a position near Dreyoraz

and prepares an action to start cast-

ing summon monster 1] as soon as he
sees intruders. Drevoraz stands near

Lavinia, his scimitar at the ready to

strike the woman at a moment’s notice.

When the PCs enter the room, Drevoraz

demands the PCs lay down their arms

or he'll hack off their pretly employer's
head. Showing him a note from Harl-
iss won't make a difference, but if they
also show him one of her marilith ear-

rings, Drevoraz wavers in his position.

With this, or with a DC 40 Diplomacy
check, hisdemands change. He asks the
PCs for safe passage out of the city, at
whrich ‘point Bua Gorg croaks in rage,

shrieking “We were promised blood for J

the lord of the depths! Dagon will net

be denied!” The bullywug nnmedixtely :
_attacks the closest PC, and Drevoraz
 takes advantage of the chaos to attempt

an escape, fighting only as much as
he needs to in order to clear a path
to freedom.

If, on the other hand, the PCs fail
to bargain with the half-orc (or if they
simply attack) he tries to strike Lavinia

' /down. Unknown to him, Lavinia has

already managed to work free from

“her bonds and as soon as he starts to

approach, she lunges free. Call for ini-
tiative checks. If Drevoraz goes before
Lavinia, he moves up to her and makesa
single attack agamst her. If Lavinia goes

~ before him, she moves to seek safety
| with the PCs, and on his turn Drevoraz -
© attacksthe dosesti’Cmstead Bua Gorg

hasuscdupmosﬁoﬂhsspells and tries

. tospend asmuchtxmepmmblemm—
moning monsters to aid the fight. If

Drevoraz takes lots of damage , the bul-

lywug moves in to use his wand g"ntre

light wounds on the halforc.

Ifthe PCs free and heal either of the
Jade Ravens, they quickly join the fight
as well, grabbing their weapans fmmthe
pile near the bed if possible.

Drevoraz attempts to flee if t >roug
below 15 hit points. If prevented. &om_
doing so, he fights to the death; too
proud to give up to the enemy. Bua
Gorg's motivations stem more from
fanaticism than pride—he fights to the
death as well.

Treasure: Drevoraz has stacked all
of the gear he’s taken from Lavinia,
Tolin, and Zan in a heap next to the bed.
Lavinia's gear consists of a potion of cure

_ light wounds, a masterwork rapier, a ring
of protection +1, a pair of gold earrings

worth 200 gp for the pair, and a jade ring
worth 8o gp. Tolin’s gear consists of a +1
chain shirt, two masterwork shortswords,

a composite longbow (+2 Strength), 40

arrows, a cloak of resistance +1, and 56 gp.
Zan's gear consists of a suit of +1 studded
leather armor, a masterwork buckler,
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a masterwork rapier, a masterwork
shortbow with 40 arrows, geggles of
it seing, atd 14 gp.

" Development: Ifthe PCs have already
rescaed ‘the other two Jade Ravens and
‘have defeated the remaining bullywugs
in the manor, proceed with “Concluding
the Adventure,” below. Otherwise,
Layinia, Tolin, and Zan beg them to
heip rescué Liamae and Kaskus; none
of them know where the other two have
been taken, but the basernent is the first
place they suggest checking.

CONCLUDING THE
ADVENTURE
At the end of this adyenture, the PCs are
no closer to ﬁmhnngthuS, yetthey have
made an important dist:avezy—altbough
they may not yet realize it, The shadow
pearls constitute the greatest threat Sas-
serine has ever faced, and the PCs’ destiny
is now mmmrably tied to these dangerous
black gems:.

For now,huw::w:r. the PCsha?e eameda
hm'ak. Further impressed with their abil-

"it}( to act under pressure, Lavinia rewards

the PCs not only with monctary wealth
(using the monies she’s gained from the
various guilds and nobles who have finally

~paid back the debts owed her family, she

can grant each PCa reward of 100 pp) but
increases their monthly stipend from 100
gp to 200 gp. If you use the tipkeep vari-

- ant rules from the Dungeon Master’s Guide

(page 130), you can instead assume that she

_ keeps the'PCs in an extravagant lifestyle

as long as they remain in her employ.
LetthePCa enjoy their “time off." They

can use this Hime to craft magic items,

shbp for new ge{cr explore Sasserine, or

even go on a&vmtures beyond the city
'wa]]smthc '

- regions. Several
possihle 3dvmture Hoolis are presented
inissue #349 of DRAGON I magazine, which
details fhe Sasserine 1 region in that issue’s
“Savage Tidings.” The PCs may even wish
to follow up on parts of this adventure,
although for now, their questions about
Vanthus and the shadow pearls are destined

to reveal only dead ends. Vanthus never

returfis to Sasserine, amias the days go
on, Laviniz’s need to see her brother face
his crimes goes from a burning obsession

to a quiet brooding anger.
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In Kraken's Cove, the remaining savage
creatures quickly die off as their violent
natures send them into constant battles
with the dangerous creatures of the
region. By the end of the month, they are
gone, and all that remains of their passing
is an empty seacave littered with well-
gnawed bones. Consultation with sages
and libraries in Sasserine provides little
insight at this time into the nature of what
occurred at Kraken'’s Cove, and stories the
PCs spread quickly become part of the
region’s rumor-haunted tradition.

By the time the itch for adventure strikes
the PCs again, Lavinia is ready for them.
She's finished reading through the strange
notebooks recovered from the family vaults
in the first adventure, and reports that they
were, in fact, penned by her own mother
during a trip to a place called the Isle of
Dread. Further, it would seem that one of
her parents’ last accomplishments before
their untimely deaths was to establish a
colony on a relatively safe islet near the Isle
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of Dread. According to the notes, her par-
ents planned on returning to this colony,
called Farshore, with supplies and addi-
tional colonists, but their deaths put an
end to that plan, With the PCs'aid, Lavinia
hopes to travel to Farshore, resupply the
colonists, and nurture the settlement into
a living monument for her parents, The
trip, she warns them, will be anything but
short and safe, but the prospects for adver-
ture and wealth should outweigh any fears
the PCs may have. All she needs is another
ship to aid in the voyage. Perhaps one of
the pirate vessels that survived the fire in
Kraken's Cove might fit the bill?

APPENDIX 1:

THE SHADOW PEARL

The original shadow pearl was created
over a thousand years ago by the Prince
of Demons and then sent to the Material
Plane for his followers to discover and use.
The results of the first savage tide released
by a shadow pearl devastated an entire
nation and created the realm known to
sailors today as the Isle of Dread.

Despite being minor artifacts them-
selves, the shadow pearls being produced
by the hidden rulers of the Isle today are
poor approximations of the first pearl. Yet
these lesser shadow pearls are more than
enough to serve Demogorgon’s needs, and
as more are created and seeded through-
out the world, the awful culmination of
the demon lord’s plans draws near.

A shadow pearl is a lustrous black pearl
approximately four inches in diameter.
Anyone who studies the pearl’s glossy
surface for more than a minute sees what
appears to be a swirling vortex of shadows
within. As the viewer watches, faces form

in the shadows until a twisted, feral reflec-
tion of the viewer rises to the pearl’s sur-
face, leering and hateful. While unnerv-
ing, this has no effect on the viewer.

A shadow pearl serves one function—
to create a savage tide. This is a wave of
rippling green energy that washes over
the surrounding region, transforming
creatures within to savage creatures (see
Appendix 2). To trigger a pearl, it must be
anointed with the blood of an intelligent
creature—just a single drop will do. For
one minute thereafier, the pearl sizzles
and flashes with green light, reverting
to normal after this time if no further
action is taken. If the pearl is dropped
or struck a solid blow during this
minute, it cracks open and unleashes a
choking cloud of green gas in a 20-foot-
radius spread. Any creature that ends
its movement for a round inside this
cloud takes 1d6 points of acid damage.
The smoke itself teems with swirling
evil spirits and gnashing fangs. Once a
shadow pearl is cracked, it smokes and
sputters for one minute before exploding
into a savage tide. Only by negating the
pearl’s growing magic with a successful
dispel magic or Mordenkainen's Disjunction
can the oncoming savage tide be halted.
Placing the pearl in an antimagic zone
unfil this minute passes also prevents
the savage tide.

Once the pearl explodes, a savage tide
flashes like a wave of boiling green water
and fog out to a one-mile radius spread.
All corporeal aberrations, animals,
dragons, fey, giants, humanoids, magical
beasts, and monstrous humanoids in
this area must make a DC 15 Will save.
Success indicates the creature is merely




nauseated for one round. Failure means

that the savage tide has washed away
their sanity and immediately transforms
the victim into a savage creature (see
Appendix 2).

A shadow pearl is a one-use item.
Once it unleashes a savage tide, it
is consumed. p

Strong transmutation [chaotic, evil];
CL 20th; Weight 1 [b. |

APPENDIX 2:
NEW MONSTER

Savage Creature

It may have ance been a man, bul now
its gray skin, strangely flopping arms and
legs, and the vacant-eyed vestigial head
hanging from its neck make the creature

anything but. Yet perhaps worst of all is
the creature’s mouth, a cavernous wound

in its twisted face filled with a twisting

landscape of teeth, a mouth designed for -
one thing only—the tearing of flesh from

the bone.

Savage creatures are a horrific
transformation of living flesh: into
Abyssal nightmare. Created when
the hateful energies of'a savage tide
corrupt and transform its. victims,
savage creatures are akin in many ways
to fiendish creatures, yet they are tied
more closely to the evil and chaos of the
Abyss than any other plane.

Sample Savage Creature
This example uses a human rogue 1 as
the base creature.

CR2

Male and female savage human rogue 1

CE Medium humaneid (chaotic)

Init +6; Senses darkvision 60 ft., Listen +5,
Spot +9

Languages Common

AC 17, touch 12, flat-footed 15

hp 10 (1 HD), ferocity; DR 5/magic

Immune disease, exhaustion, fatigue, mind=
affecting, stunning, pain

Resist acid 10

Fort +4, Ref +4, Will +1

Weakness afflicted

Spd 40 .

Melee scimitar +3 (1d6+3/18-20) and

SAVAGE PIRATE

bite -2 (1d8+ plus disease [DC 14])
Base Atk +0; Grp +4
Atk Options sneak attack +1dé
Abllitles Str 17, Dex 15, Con 18, Int 4, Wis
12,Cha 8
SQ death throes
Feats Athletic, Improved Initiative

Skills Balance +6, Bluff +3, Climb +9;

Diplomacy -5, Disguise -5, Escape Artist
+6, Gather Information -5, Intimidate +7,
Jump +7, Listen +5, Profession (sailor) +5,
Spot +9, Swim +9, Tumble +6

Possessions masterwork studded leather
armor, scimitar

Creating a Savage Creature

“Savage Creature” is an acquired tem-

plate that can be added to any intelligent
corporeal aberration, animal, dragon; fey,
giant, humanoid, magical beast, or mon-
strous humanoid.

Size and Type: The base creature’s size
and type remains unchanged, though it
gains the chaotic subtype.

Armor Class: A savage creature’s natu-
ral armor bonus inereases by 2. =

Speed: Increase the base creature’s
land speed by 1o feet.

Attacks: ‘A savage creature gains a bite
attack. If the base creature can use weap- -

oms, it retains this ability. When armed

attack infliets 1d8 points of damage on

a hit. Larger or smaller savage creatures

do'more or less damage, as outlined on

Table 2-2 on page 28 of the Dungeon

Master’s Guide. A savage creature's bite

attack is treated as a chaotic and magic

weapon for the purposes of penetrating
damage reduction.

Special Attacks: A savage creature
retains all the special attacks of the
base ¢reature and gains the following
special attacks.

+ Death Throes (Su): When a savage
creature dies, it can immediately
make a bite attack, snapping at any
one creature in reach just before it
succumbs. A sayage creature can
make this free bite attack only after
an attack kills it ontright. Once this
bite attack is resolved, the savage
creature’s body melts into a puddle of
acidic goo,leaving behind only its gear
and its skeleton. Any living creature
within a five foot radius of a melting
savage creature takes 1d6 points of
acid damage (Reflex DC 15 negates)—

~ this acid damage affects only living
flesh. A pool of acid remains on the
ground, taking up a space equal to

. the creature’s space while living—it
deals 1d6/damage to any creature that

with weapons, the creature’s bite attack La,  moves through the area. The acid

becomes a secondary attack.
Damage: A Medium
savage creature's bite

‘dries to a harmless green
powder over the course of
one minute.
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+ Disease (Suk A creature bitten by a savage
creature must make a Fortitude save (DC
10 +1/2 savage creature’s racial HD +sav-

THE PORTENT
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age creature’s Con modifier) or contract
asupernatural disease called savage fever.
The incubation time of sayage fever is
1 minute, after which point the victim's
flesh breaks out into a terrible black rash
that causes short bony protrusions to
extrude from the affected area; the victim
also takes 1d6 points of Intelligence dam-
age. Every day thereafter, the victim must
save again or take another 1d6 points of
Intelligence damage as the terrible rash
spreads and his mind grows more and
more bestial. Once a victim reaches an
Intelligence score of o, he collapses into
a coma-like state and transforms into a
savage creature. His Intelligence score
now heals (up to its new maximum,
adjusted by the savage creature template)
at the normal rate; when he awakens, he
immediately seeks out fresh prey:.
Special Qualities: A savage creature has

all the special qualities of the base crea-

ture, plus the following special qualities,

- Afflicted (Ex} Once transformed into a
savage creature, a greater restoration spell
causes the victim to revert to normal,
provided the caster succeeds on a caster
level check (DC =10 + 1f2 the savage
creature’s hit dice +the savage creature’s
Charisma modifier), A miracle or wish
spell automatically restores a sayage
creature to normal. A savage creature
that is killed and then brought back to
life loses the effects of this template.

« Damage Reduction: 5/magic

» Darkyision 60 feet.

+ Immune to disease, exhaustion,
fatigue, mind-affecting, stunning, and
pain-related eftects.

» Resistance to acid 10.

« Ferocity(Ex) A savage creature fights with-
out penalty while disabled and dying.
Abilities: Change from the base creature

as follows: Str +4, Con +4, Int—6 (minimum

1), A savage creature whose Intelligence is

reduced below 3 can no longer understand

any languages, nor can it cast spells or use
spell-like abilities of any kind.

Skills: Savage creatures are hideously
deformed. Many possess vestigial tentacles,
sickening patches of bristles or tangled hair,
rudimentary eyes, twisted arms and legs,
and sometimes a second vestigial head. No
two savage creatures have the same defor-
mities, but each gains a +4 racial bonus on
Escape Artist, Intimidate, Listen, and Spot
checks, and a—4 penalty on Disguise, Diplo-
macy and Gather Information checks.

Alignment: Always chaotic evil.

Challenge Rating: As base creature +1

Level Adjustment: Same as base crea-
ture +3. &

Nicolas Logue was a monk s5/thespian 6/
[freelance writer 7 upon the completion of
this adventure, but assassins in the employ
aof Richard Pett and Greg Vaughan slew
him shortly thereafter. Nicolas remains
one step ahead of Pett and Vaughan, for-
tunately, and thanks to a clone spell, is
among the living once more (lhough he’s
down one level of freelance writer as a
result and none too happy about it). Nico-
las would like to dedicate this adventure to
the Frumjoys, his oldest brother Dr. Chris-
topher Logue, and Jimmy Buffett, who all
taught Nick everything he knows about
the pirate’s life.

by Peter Bergting
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Adventure Background

Larissa Vanderboren had long held a
longing for the unexplored regions of
the world. While her husband Verik
became an adventurer as a means to
secure personal glory and a mountain
of wealth, Larissa saw the adventur-
ing lifestyle as a chance to explore the
unexplored, to experience the unknown,
When Verik Vanderboren hit upon the
risky and unconventional idea of estab-
lishing a colony on the shores of the
infamous Isle of Dread in 503 ¢y, Larissa
saw only the opportunity for discovery.

8 BY RICHARD PETT

While Verik spent months building the
colony fortress of Farshore and interact-
ing with the locals to establish peaceful
relations, Larissa was out exploring the

_Isle of Dread and writing her journal—a

journal that has recently fallen into the
hands of her daughter, Lavinia.

* Adventure Synopsis

Lavinia recruits the PCs to aid her in a
long journey south to visit and resup-
ply the colony of Farshore on the Isle
of Dread. The PCs are put in charge of
a ship captured in the previous adven-
ture, the Sea Wyvern. Their journey takes
them from the city of Sasserine along the
coast of the Amedio Jungle, and along
the way they encounter several dangers
and perils, including possible treachery
from within. After a quick stop at the
infamous ruins of Tamoachan to do a bit
of exploring, they must run a blockade of
Scarlet Brotherhood ships. Meanwhile,
the PCs discover an old enemy, Rowyn

‘Kellani, who has stowed away on board
and is busy making trouble.

Eventually, they hit the open sea and

' arrive at the centerpiece of the adventure,

an immense sargasso sea in which doz-
ens of ancient ships. lie lodged. The Sea
Wyvern becomes enmeshed in the creepy
seaweed as well. In order to free their ship
and continue onward, the PCs must defeat
the vine horrors of the sargasso and slay
the heart of the seaweed, a plant monster
known as the Mother of All.

Einally, the PCs reach the Tsle of Dread

during a tremendous storm. The Sea

Wyvern, battered and sinking, crashes on
the northern shore of the island.
Welcome to the Isle of Dread!

Adventure Hooks

If you aren't running “The Sea Wyvern's
Wake” as part of the Savage Tide Adven-
ture Path, you can use this adventure at
any time the PCs need to travel from
one point to another—you need simply
change oradjust the nature of their start-
ing and ending points as appropriate.

PART ONE: A MODEST
PROPOSAL

After the harrowing events of “The Bul-
lywug Gambit,” the PCs should have a

chance to relax. Give them time to craft
magic items, research spells, explore
Sasserine, and if they're not quite sth-
level yet, perhaps go on a few side quests
into the region surrounding Sasserine
(issue #3409 of DrRacON magazine details
many of the Jocations surrounding the

city). When they're ready to start the
‘adventure, they receive a message from
‘their patron, Lavinia Vanderboren (NG

female human aristocrat 2/swashbuck-

ler 2), inyiting them to a meeting at her

‘manor house.

The atmosphere of
Vanderboren Manor gives the place a
busy, vibrant feel. Not only has Lavinia
retained several workers to repair the
damage done to the manor during
the bullywug attack in the previous
adventure, but as her fortunes slowly
recover, she’s hired a new staff of servants
to tend to the manor’s needs. Having
just finished a fiineral service-for her
last major-domo Kora Whistlegap (who

current

- died during the previous adventure)

and washed her hands of capturing her

‘scoundrel brother Vanthus (who has fled
‘to parts unknown), Lavinia is eager to

turn to the future. And for Lavinia, that
future encompasses a long sea voyage.
When the PCs arrive, they find Lavinia
in the main dining room, pawing over a
number of nautical maps, sea charts, and
a large journal they may recognize as the
one theyrecovered frorm the family vault
in “There Is No Honor.” When the PCs
make their presence known, she smiles
and invites them to sit at the table. Read
or paraphrase the following to the PCs:

“Doyou recall this journal we recovered
from my family vault? It turns out that
itwas my mother's. My parents, may the
gods rest their souls, were brave—fool-
ish and rash some would say, but | have
never been one to criticize an adven-
turous spirit.-On the contrary—" she
casts'a wry smile at you all. “I'admire it.
In any event, it would seem that about
four years ago, my mother and father
undertaok a risky endeaver. They sailed

‘the Blug Nixie, along with a ship full of

colonists, down south and across the
Vohoun Ocean to a place they refer to
as the Isle of Dread.




“You may have heard of this place—if
you haven't, it seems apparent from read-
ing my mother’s journals that the place
is aptly named. A jungle-covered hell
infested with immense reptilian monsters,
feral savages, and peril at every turp. Yet
the southern peninsula remains-elatively
sheltered from the menaces on the isle

mainland, and it was here, among o .

villages of several friendly locals, that my
parents founded the ¢olony of Farshore.

“The Isleof Dread represents an untapped
trove of resources—exotic lumber, spices,
animals, foods, and even minerals like silver

in the previous adventure, and if the PCs
haven't already claimed it-as their own;
a return trip to the Cove finds the ship
still there, safe and sound. Technically

_abandoned, ownership of the Sea Wyvern
now falls to whoever clamns it first, and = |
as fortune would have. it, no one e}sr. 33
knows about the abandoned ship,

If the PCs agree Lo Lavinia's request, she

sees no reason to wait. She'd like to leave

for Farshore as soon as possible. The Blue
Nixie can be ready to go in a day—all that
needsbe done is for the PCs to make the
Sea Wyvern ready as well.

and gold. Once Farshore was up and run-

ning, the influx of trade would have guar-
anteed my family a relatively uncontested
flow of wealth. Yet before mother and

father were able to return to Farshore with
supplies and more colonists... my brother
made his move and left me in the state |
you found me in a few short weeks ago. |

Lavinia indicates her mother's journal. /
“Since we recovered this journal, | have not
been idle. If Farshore fails, than my parents’ |

last legacy fails. | intend to carry on their

wark, and have planned for a journey south

to the Isle of Dread to resupply and join the 1

colonists at Farshore for the rest oftheyear
| have the Blue Nixie readying in the harbor
to take fresh supplies to the'colony, but |
find myself a vessel short.” Lavinia’s face
breaks into a glowing grin as skie continues,
“You wouldn’t knew of anyone with stout
hearts who might happen to be interested
in helping inie mount this éxpedition, do
you? | fear the journey itself might grow
dangerous at times, and there’s no way of
knowing what state or candition Farshore
is currently in, but I'suspect that danger is
a vice you have.”

Lavinia plans on taking her family
ship, the Blue Nixie, to Farshore, and is
already in the process of hiring a crew,
outfitting it with supplies for the voy-
age, and recruiting additional colonists.
Yet the amount of supplies she calcu-

lates Farshore needs greatly exceeds

the amount she can haul with a single
ship—she needs another sizable vessel to
accompany the Nixie south. Fortunately,
the PCs may well know of a perfect can-
didatc_—thé Sea Wyvren. This former
pirate ship was moored at Kraken's Cove

Preparing for the Voyage
The PCs (and by extension, the players)

'may be ill-prepared to manage the

logistics of a long sea journey. If they
have little interést in preparing the Sed
Wyvern for the trip, you should skip over
this section of the adventure. Simply tell
them that it takes a week to prepare for
the voyage, introduce them to the crew
and passengers, and st them on,fheu-.'

& ranks n Professmn {s:ﬂlm') aul ma,h _
cally knows these steps. If'yom- . 't

mcllide someone with ﬁus level bfnautti. 5
cal knowledge, a DG 15 Profession (sailor)

check reveals it; otherwise theyll either
need to consult a sailor NPC or run the
risk of forgetting something critical.

The Voyage to Come: Using her moth-
er’s journal and extensive charts, Lavinia
has already plotted her course out for
the expedition. She intends to hug the
coast of the Amedio Jungle until she
reaches the far side of the peninsula, at
which point she plans to sail more or less

directly south from there to the Isle of

Dread. DRAGON magazine #350's install-

ment of “Savage Tidings” presents what
Lavinia knows of the journey in detail;
if you're not using this article, feel free

to drop hints to the PCs as to what they
can expect along the way as you see fit.
The voyage itself covers just over 3,000
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- Init +2; Senses Listen +1,-Spd't=_+l_
- Languages Gommon: '

miles. Including stops to resupply here
and there, and assuming fair weather and
minimal mishaps along the way, Lavinia
estimates that the entire journey should
take not much more than three months.
Securing a Vessel: Lavinia needs a
second ship to make the voyage; she
can't carry all of the colonists and sup-
plies on the Blue Nixie alone. She’s look-
ing for another caravel-class ship, but
with her expenses tied up elsewhere;
she can't afford the cost of hiring one
(let alone purchasing one for 10,000 gp).
The easiest solution to this dilemma is
the Sea Wyvern, a perfectly-sized ship that
escaped the inferno at Kraken'’s Cove in
the previous adventure: Even if the PCs
ignored her completelyin “The Bullywug
Gambit,” the Sea Wyvern rernains moored
at the cove, safe and sound. Local salvage
laws grant ownership of any found vessel
in a case like this, so for the PCs, the Sea
Wywern is theirs for the taking. They may

have to sail the Blue Nixie out to Kraken's
Cove to colleet it, but this should be a
fairly minor task requiring only a few
days’ work.

Securing a Crew: The Sea Wyvern
Tequires a crew of at least seven to sail,
and can comfortably accommodate up
to 30 people on a long voyage (although
there’s bunk space for 22, an additional
8 can sleep on mats in the galley or the
forward hold, if needed). This adventure
assumes that a total of 23 passengers
(including the PCs, named NPCs, colo-
nists, and one vengeful stowaway, who
doesn’t use one of the bunks) set out on
the voyage. Consult the “Sea Wyvern's
Passengers” sidebar for a complete list
of names.

In order to make the voyage to the Isle
of Dread, the Sea Wyvern needs a crew
capable of making Profession (sailor)
checks (typically, these rolls are made by
the ship captain) and Knowledge (geogra-

py 5 =
The S]_llp 8 Cap guin AC 16, touch 13, flat-footed 16; uncanny
dodge
AMELLA VENKALIE CR4 hp20(4HD)
Female human rogue 4 = Fort +2, Ref +6, Will +2; evasion
CN Medium humanoid - Spd 30

Melee mwk rapier +6 (1d61/18-20)
Ranged light crossbow +5 (1d8/19-20)
" _ Base Atk +3; Grp+2
= i Atk Options sneak attack +2d6
Combat Gear elixir of swimming, potion of cure
mgderate wounds, potion of remove disease
Abilities Str 8, Dex 14, Con 13, Int 10, Wis 12, «
Cha 16
SQ trapfinding, trap sense +1
Feats Persuasive, Skill Focus (Profession
[sailor]), Weapon Finesse
Skills Balance +11, Bluff +12, Craft (carpentry)
+7, Intimidate +14, Knowledge (geagraphy)
+7, Profession (sailor) +11, Swim +86,
Tumble +9, Use Rope +9
Possessions combat gear, masterwork
studded leather armor, masterwork
rapier, light crossbow with 20 bolts,
ring of protection +1, silver ring
decorated with tiny emeralds
that look like multiple eyes
worth 200gp ‘

= o
&

phy) checks (normally made by the navi-
gator). If none of the PCs can fill these
roles, Amella Venkalie takes the role of
captain for the voyage, and Urol Forol
the role of navigator. Fortunately, Lavinia
has already secured a crew and taken on
passengers for the voyage, so unless the
PCs insist on replacing crew members

‘or adding new crew or passengers, this

stage should consist of little more than a
“meet and greet” of the NPCs involved.
Supplies and Cargo: The Sea Wyvern's
hold, storage lockers, and other areas
must carry at least 6o tons of supplies for
Farshore, leaving an additional 6o tons
of space for supplies. Ten tons of this
space is consumed by repair supplies for
the ship itself A further 10 tons of food,
water, and other miscellaneous supplies
for the passengers and crew leaves 40
tons of space for the PCs to play with.
If Avner Meravanchi has his way and is
allowed to bring along his prize horse

A slight but powerful woman with
fine blonde hair tied neatly back from
her forehead, Amella dresses to fight
and sail rather than to please the eye.
A thin scar graces her right cheek.
Amella is rather foul-mouthed, fond of
uttering oaths only heard in the worst
dockside taverns. Confident, haughty,
and astute, she does not suffer fools
gladly. She makes few attachments,
having buried one husband—a
dashing sea captain named Heldram
Flashwell. They once ran a smuggling
operation some distance from
Sasserine, but were betrayed by a
group of shifty gnomes led by a
treacherous eur named Shortstone
Badgewell—it was this cruel gnome
who murdered her husband. This
event has left Amella with a poor
opinion of gnomes. She makes friends

slowly, but once someone has earned” + = *¢

s
e

her trust, she’s quite loyal despite her
carefree attitude. At your discretion,
one of the PCs might bear a more-
than-passing resmblance to her late
husband, in which case her reaction to
the PC could blossom into romance or
degrade into a bitter rivalry, depending
on how that PC treats her.

=
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Thunderstrike, she and her food supplies
consume another 10 tons of space. If they
don't have any other particular requests,
Lavinia suggests using any remaining
space to load up on additional supplles
for the colony.

Armaments: The Sea Wyvern. is not

currently outfitted with any'siege weap-

ons. If the PCs wish to add a ballista or
catapult (Dungeon Mastér's Guide 99-160)
to the caravel, they may do so. The Seq
Wyvern can accommodate up to two bal-
listae or one light catapult.

PART TWO: LIFE ON THE
OCEAN WAVES

Once the PCs have met the crew and
passengers, are comfortable with the

Sea Wyvern's cargo and armament, and.
have said any goodbyes to friends they
may be leaving behind in Sasserine, the |

Jjourney may begin. The two ships set out
from the harbor at dawn, and within the
hour have left the familiar skyline of Sas-

serine behind. While the PCs may wish

to return here later in the campaign via
spells like greater teleport, the adventures

themselves are not scheduled to return-

to Sasserine. As the city slips around the
bend to the stern, the next stage of the
campaign truly begins.

The map of the voyage on page 31
shows the route Lavinia has charted for
the two ships. Letters indicate encoun-
ters along this route. Certain time-based
events not keyed to specific points on the
journey occur as well. Feel free to liven
up the voyage along the way with other
random encounters as you wish.

As the journey proceeds, don't dwell
too much on daily routines. The voyage
ahead will last, at the minimum, three
months—the PCs will have plenty of
down time to relax or even to craft magic
items (although you might wish to limit
item ecrafting if the PCs haven't brought
along tools for the job).

Naval Combat !
At times during this adventure, the PCs’
ship may be attacked by enemies. Storm-
wrack has extensive rules for naval com-
bat, but if you aren't using that book in

your campaign, the following quick rules
should suffice.

A ship, effectively hasf:thl_eé areas an
enemy can target: the rigging, the hull,
and the ship itself. A ship has a number
of “sections” in its rigging and hull, each

_with its‘own hit points. A hit against a .
ship damages a randomly. determined  rounc

" section of the ship. Its possible to tar-
get a specific section 6f a ship, but spe-
cific sections have a higher AC than the

ship as a whole. Destroying a section of'

a ship's ripging reduces its speed by 10
feet. Destroying a section of a ship’s hull
reduces its speed by 10 feet and holes
the ship. Each time a ship is holed, its

* captain must make a Profession (sailor)

check to avoid sinking (DC 15 +4 for
each hole after the first). On a success-

~ful check, the ship does not sink but the

captain must make a new sinking check
every hour thereafter until the holed sec-
tion is repaired up to at 1east 1 hit point
or the ship siiks.

A ship takes 1dioo minutes to sink
once this check is fa:led unless the ship
has lost 25% or more of its hull sections,

in which case it takes @nly 1d6 mmutes-
_to sink.
To repaira. damaged sectmh requn‘es.

exceeds DC 19, 1 hit Pomt'ls restored. A
section that has been destroyed can be
repaired comnpletely with a DC 20 Craft
check and one day of work, Each day of
repair work (successfisl or not)eonsumes
one tc;m of repzu'x supplies,

The Sea Wyvem . :
The Sea Wyvern is a caravel-class salhng
ship, Full statistics for caravels appear on
page 98 of Stormwrack, but the following
information should be enough for you to
run encounters involving the Sea Wyvern.
Seaworthiness: Any Profession (sailor)
checks made to avoid foundering, sink-
ing, and other hazards that large, well-

bﬁilt vessels avoid more easilly than

smaller ones receive a +4 bonus.
Shiphandling: Any Profession (sailor)
checks made to avoid collisions, sailing,

or other situations that small, swift ves- :
sels avoid more easilly than large and.
clumsy ones receive a +2 bonus.

Speed: The Sea Wyvern has a speed
of 30 feet in normal wind, allowing it

to travel at a rate of 3 miles per hour.
In moderate wind, her speed increases
to 6o feet, while in strong winds it

Ancreases to go feet. The Sea Wyvern
_can change its speed up to 10 feet per

turn up to 45° after moving
“at least 6o feet'in one direction. This
adve assumes the enlire journey,
exception of two storms, is.
mﬂl normal winds.

“Combat: The Sea Wyvern's overall
Armor Class is—3. It has 24 hull sections
(AC3, hardness 5, hp 80) and 3 rigging
sections (AC 1, hardness o, hp 80). If six
hull sections are destroyed, the ship
sinks automatically. If the ship rams a
target, it inflicts 4&6 points of damage
pe: 10 feet of speed

The Blue Nme

Although there are two ships on the
expedition, they stay in sight of one
another for most of the adventure. As a
result, when_ making Profession (sailor)
or Knowledge (geography) checks
to pilof or maneuver the ships, it's
best to only make one check for both
vessels. The PCs should be enccruraged
to remain on the Sea Wyvern, in any

< . event, if only to keep things running

“ smoothly for the adventure.

The Blue Nixie's crew and passengers
include Lavinia Vanderboren, the Jade
Ravens (a second group of adventurers

_ that serve the Vanderboren family—the
- PCs interacted with these adventurers
~in the last adventure), and several

other NPCS who have little role to
play in this adventure or the next, but
bec-:bmé‘ 'ke'y"-characters once the PCs
reach Farshore,”

TheWeather ST

Lavinia has chosen the best time of
the year to travel—the weather, for
much of the journey, is quite pleasant.
With the exeeption of the two storms
the PCs encounter at the end of the
voyage, they have little to f_'e_ar from
nature in this regard.

If you umse Stormwrack in your
campdign, feel free touse the charts in
Chapter One of that book to'determine
weather, wind, and precipitation for
the voyage.
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The Voyage

When the expedition sets out, one of the
navigators on the Blue Nixie or the Sea
Wyvern must make a Knowledge (geog-
raphy) check to plot a course. This nor-
mally determines if you arrive on target,
but for the purposes of this adventure,
you can assume that between the two
ships, at least one navigator makes the
DC 15 Knowledge (geography) check
required to make the voyage.

Of greater import are the daily pilot-
ing checks to stay on the intended
course. You should make this Knowl-
edge (geography) check in secret, The
Blue Nixie's navigator and Urol Forol on
the Sea Wyvern both haye Knowledge
(geography) +12; if one of the PCs has
a higher modifier, use that character’s
modifier instead.

As long as the Amedio coastline is in
sight, it's a DC 8 Knowledge (geography)
check to pilot the expedition. Missing

The Dishonest Priest

ConNRAD HoORsT, AKAquer anzs CR2
Male human-expert 3

. EN/Medium humanald

. Init+0; Senses Listen —1, Spot=1
Languages Gommon, Dwarven

=R b
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one piloting check doesn’t mean the
expedition is' lost, but it dees increase
the next day’s check to DC 10. If a sec-
ond consecutive check is failed, the
third day’s check rises to DC 13. If three
checks in a row are failed, the expedition
becomes lost. This is immediately obvi-
ous, as the coastline should not match
that indicated on the sea charts. A DC 20
Knowledge (geography) check is enough
to get back on course, but each check
adds a day to the journey.

Omnce the expedition heads south into
the open sea after encounter G, it's a DG
17 check to navigate (rising to DC 19 after
a day’s failed check, and then DC 22 after
twe consecutive failures). Make a DC 20
Survival check for each PC once per hour
to see if any of them notice the expedi-
tion is lost (you should also make a Sur-

-vival +14 check to represent the crewas a

whole as well). Each hour, the DC drops

by 1 point, until someone notices the

AC 10, .to:mh 10, flat-footed 10
hp7 (3 HD)

Fort +0, Ref +1, Will +2

Spd 30 fi.

. Melee dagger +2 (1d4/19-20)

Ranged dagger +2 (1d4/19-20)
Base Atk +2; Grp +2

- Combat Gear. potion of cure rght wounds (3),

potion of lesser restoration, wand of cure
light wounds (32 charges) -« =

_ Imbued Spells (CL 7th)

1st—eure light wounds (2)

" Abilities Str 10, Dex 11, Con &, Int 12, Wis

9, Cha 13
Feats Persuasive, Skill Focus (Bluff), Skill-
Focus (Use Magic Device)

Skills Appraise +7, Bluff +12, Diplomacy +11,

Intimidate +11, Knowledge (religion)+7,
Sense Motive +5, Spelleraft +7, Use Magic
Deyice +10 (+12 scrolls)

Possessions combat gear, dagger, wooden

~ holy symbol of Hieroneous, small locked

box (DC 25 Open Lock; contains two
scrolls of contact other 'planeggﬁd[i"‘gﬁap:
of Limbo portal locatiops in the world)

- Former “scribe Conrad Harst is
a consummate liar, and has taken =
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expedition is lost. Once the expedition
realizes they're lost, a DC 25 Knowledge
(geography) check is enough to get back
on course, but each check adds a day to
the journey.

The Crew

The Sea Wyvern's crew must consist of
at least seven people. One crew mem-
ber must have ranks in Profession
(sailor), and one must have ranks in
Knowledge (geography). You should
leave the selection of who's on the
crew up to the PCs; of the named
NPCs on the voyage, Amella Venkalie,
Skald, Urol Forol, and Lirith Veldirose
make excellent choices. Tavey Nesk is
the ship’s cabin boy, but he’s not tech-
nically part of the ship's crew. Crew-
members sleep in the bunks at the
ship’s stern (each of the bunks shown
on the map are two bunlks high). The
seventh crew member is the captain,

Lavinia in by convincing her that he's a
clergyman. In fact, Conrad is a desperate;
criminal recently forced to flee Cauldron
when his scam of swindling old+ladies
outofvaluable heirloomscame to I!ghﬁ
and he spent several months h1dmg~ouf"r
in Sasserine. 2 '
Conrad has recently hired his'
services out as a mule to a sinister
man whose name he doesn’t know. In
return fordelivering a sealed boxta a
shrine of Hieroneous at Fort Blackwell,
his benefactor arranged for Conrad a
new identity as a priest. Disguised as
Father Feres, Conrad hopes to travel to
Farshore not onlyto escape persecution
from his enemies, but to establish his

scams in a new location unaware of 150 e
his talents. g, 3
If there are PC wershipers DF‘L

Hieroneous in your campaign, you & ]
might want to consider switching :
Conrad’s cover identity so that he
worships a deity not represented in
the party. Ifyou make this change, you
should change the shrine of Hieroneotis
at Fort Blackwell (encounter A) as well. s



who sleeps in the captain’s cabin on
the main deck at the stern, and is
likely the only person on board who
gets a room to himself. Tavey often

chooses to sleep on deck, even in the

crow's nest at times.

The Passengers

Anyone not a member of the crew is a

passenger. The forward barracks on the
ship's lower deck contain five relatively
cramped bunks, three beds high. After
the crew of 7, the remaining 15 passen-
gers all sleep here. Some of them may

choose, at times, to sleep elsewhere
(on deck above on nice nights, or even:

slumped in a chair in the galley). The
unnamed passengers are non-combat-

ants, and whenever the ship is under:

attack, they quickly flee below decks
for safety. If statistics for a passenger

become relevant, assume they are all AC|
10, have 5 hit points, and are unarmed.

The 23rd passenger is Rowyn Kellani,

a stowaway. She remains hidden in the

ship’s hold for much of the adventure.
Rowyn is quite adept at hiding her pres-

ence, both via skill and via magic. If the-

PCs insist on searching the hold on any
day, it's a DC 30 Search check to find evi-
dence that she’s on board. Formore infor-
mation about Rowyn's plans, see event 4.

Provisions

If you're ot interested in tracking provi-
sion consumiption during this adventure,
it's easy enough to ignore as long as the
PCs don't take a major side trek or spend
a lot of extra time at Tamoachan or other
stops along the way.

If you want to add this level of realism
to the adventure, assume that one person
consumes a unit of provisions each day.
With 23 people and a horse on board,
that means that each day that passes, 24
units of food are consumed. The 10 tons
of food Lavinia loads onto the Seq Wyvern
at the start of the voyage consists of 2,060

units—enough for an 83-day voyage. This .

is just barely enough to reach the Isle
of Dread; Lavinia intends on restocking
food at friendly ports during the voyage,
but it might be a good idea for the PCs to
dedicate some of their remaining cargo
space to exira provisions.

If food runs low, the PCs can put their
crew and passengers on rations, in which
case:a person consumes only half a unit
per day (reducing consumption to 12
units per day). Likewise, atirition and

loss of créw or passengers reduces the.
draw on the b].'l.].PS stores.

Event 1: This isan Outrzge‘ :
Avner Meravanchi wastes no time estab-

lishing himself as a troublemaker. He
arrives a half hour late but doesn’t apolo-
gize. With him are his two servants and
his magnificent steed Thunderstrike.
The horse is, if anything, as spoiled as

“Avner, and getting it secured in the jury-

rigged pen that's been set up for it in
the Sea Wyvern’s hold takes another half
hour. During this time, Avner discovers

that he’s expected to sleep with the other

“‘commoners” in the forward barracks,
and demands his own accommodations.

This scene isan excellent way to intro-
duce the characters of the key NPCs as
they react to Avner’s temper tantrum.
Amella has little patience for him, and
unless the PCs intervene she makes it
clear that Avner can sleep with the rest
of the passengers or he can stay in Sas-

serine. Father Feres does his bestto tryto

soothe Ayner and playthe part ofa priest,
but afew choice words from Avner about
Feres’ ear hair and baldness sends the
priest into a private sulk fora few days.
Skald avoids the confrontatlon by busy-
ing himself at the far end of the ship,
while Urol takes up an almost obnoxious
interest in Thunderstrike’s pedigree.
Lirith sees in Avner-a chance to make
friends with a noble, and might offer to
share her bunk with him,

In the end, it'supio the PCs howto han-
dle the situation. Any solution that results
in Avner getting his own room makes the
nobleman happy. With a DC 30 Diplo-
macy check, the PCs can convirce him
that it might be fun in a“slumming” sort

- of 'way to sleep in the forward barracks,

in which case the nobleman reluctantly
agrees. Any other solution leaves Avner
bitter and cantankerous, and throughotit

the voyage he second-guesses the PCs and.

attempts to undermine or countermand
his orders, becoming even more of a nui-
sance than he would be otherwise.

o
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Event 2: Dinner with Lavinia (EL 3)
Once the voyage is underway, Lavinia sends
a message via a rowboat piloted by one of
her crew—she wants to invite the PCs, their
crew, and Avner Meravanchi over to the
Blue Nixie for dinner to celebrate the start
of the expedition that evening,

As dusk falls, the two ships close and
a line is thrown between the two, a pul-
ley is attached, and a net seat is hoisted,
allowing for safe crossing between the
two ships. Lavinia looks very fine that
eyening, dressed in a silk shirt, jewelry,
and dress. She leads her guests into the
ship's galley; the Blue Nixie is a bit big-
ger than the Sea Wyvern, and even after
only a couple days, the PCs should feel
relieved to get a little bit more elbow
Toom. A fine spread is laid out on the
table, including grouse, peacock, and
elven wine imported from Celene.

Consider the meal an opportunity
for each character to interact with their

The Dashing Deviant

AVNER MERAVANCHI
Male human aristocrat 3
LN Medium humanoid
Init +1; Senses Listen—1, Spot—1
Languages Common

- AC1I, touc.hill, flat-footed 10

‘CR2
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crew, Lavinia, and the Jade Ravens. (If you
aren't running this adventure as part of
the Savage Tide Adventure Path, you
should emit the Jade Ravens from the
dinner) In the pleasant surroundings of
the cabin, allow PCs a +2 bonus on Diplo-
macy checks made to make an impres-
sion. This moment could begin potential
romances (or further them along, if any
PCs have begun relationships with the
Jade Ravens or Lavinia herself), and any
connections the PCs make will help spice
up the rest of this adventure, as events in
the later stages of Savage Tide run better
when the PCs have more to care for than
Jjust treasure. Be sure to note PC actions
toward NPCs and feel free to vary fitture
interactions accordingly. At the end of
the evening a final drink is taken on deck
after the evening sun has sunk but the air
is still pleasantly warm outside. As the
sun sets, it is finally time to return to the
Sea Wyvern.

hp 13 (3 HD)

Fort +2, Ref +2, Will 42

Spd 30 ft. st
Melee mwk longsword +3'(1d8/15-20)
Base Atk +2; Grp +2

Atk Options Moun‘ted Combat, Ride-By

__Attack
Abilities Str 11, Dex 12, Con 13, Int 11, Wis
9,Cha g

‘Feats Alertness, Mounted Combat, Ride-By

Attack

o Skills Bluff +5, Diplomacy +9, Fargery+6

Intimidate 47, Knowledge (nobﬂrty &
royalty) +6, Ride +7

‘Possessions masterwork lon gsword

steamer trunk filled with several suits
of fine clothing (worth 400 gp in all),
six bottles of fine wine worth 100 gp
per bottle (hidden in steamer trunk),
Meravanchi signet ring worth 250 gp,
leather-bound journal chronicling his
conquests amang Sasserine’s maidens
and debutantes (approximately half
of the contents are embellished and
falsified), Thunderstrike (light horse),
-milﬂa‘l:y saddle _ g
: i . S
Avner is a despicable cur—a slan-
derer, a deflowerer of maidens, and an
utter cad who cares only about him- «

Creature: During the dinner, Rowyn
Kellani has been busy. Using disguise
self and invisibility to move undetected
among the Sea Wyvern's crew, she posi-
tions her pickled mephit on the upper
deck inside a coil of rope near the mast,
where it remains hidden. She then cuts
nearly all the way through the rope sup-
porting the net chair and pulley between
the ships. The first character to cross
back to the Sea Wyvern via the net chair
can make a DC 25 Spot Check to notice
the cut rope. Otherwise, as he is half-
way across, the rope suddenly snaps and
drops the character into the water below.
The fall deals no damage to the PC, but
he must immediately begin making DC
15 Swim checks.

The round after this occurs, Rowyn
casts open/close on the pickled mephit
from her vantage point near the door
down to the lower deck, opening it up
and releasing its cranky oceupant into

self. Yet on the surface he is charmihg,
helpful, and brave. This is all an act.
When trouble appears, he disappears.
When coins go missing, he'is the cul-
prit. When ladies are left in a*lurch
at the altar, he’s off frolicking wi‘];h,
their sisters.
Despite the slow recovery: of her -
wealth, Lavinia couldn’t quite finance
her expedition to Farshore on her
own. She spoke with the other noble
families of Sasserine, but only one
felt the profits for aiding her out-
weighed the dangers—the semi-
notorious Meravanchis. Of course,
Avner's father, Zebula, had an addi-
tional reason to send Avner on this
trip. By giving Avner the responsi-
bility for representing Meravanchi
interests in Farshore, he effectively

oyl

Y
i

removes the threat of him emb’ar—__i_' y e

rassing the family in Sasserine. Avner =
has no concept that his father wanted

to'get rid of him, and carries wifh him~

a vastly inflated sense of self-import
as a result. Traveling with Avner are
two meek servants (Banaby Chisk and
Quenge Asper, both 1st-level human
experts) who defer to his every need
but are otherwise unobtrusive.




the evening air. She then ducks back
down to hide in the hold, leaving the
mephit to do its thing.
‘Water Mephit: hp 19; Monster Manual 185
Tactics: The water mephit released

from the jar is particularly angry at

having been imprisoned for so long,

and immediately attacks.the elosest

target, be it a PC or a passenger; with
its breath weapon. It follows up with
a Melf’s acid arrow and then a stink-
ing cloud before it engages the clos-
est creature in melee. If the mephit is
reduced below 5 hit points, it dives into

the sea and waits for its fast -healing )
to repair the damage before emerging

to continue harassing the PCs. After
being reduced to 5 hit points twice, the
mephit gives up and flies away.

Event 3: Father Feres’ Illness (EL 8)
Conrad Horst has a mission. In return

for a fairly convincing disguise as_

Father Feres the priest (including an

imbue with spell ability to give him the

ability to cast a few spells along the

way to help his disguise) and a method
to escape the Sasserine law, he agreed

to do a favor for a shady smu'gg_]ér he
contacted in Sasserine’s Shadowshore
district. The smuggler asked Conrad
to deliver the package to a shrine of
Hieroneous in Fort Blackwell, and
Conrad agreed readily.

Unfortunately for Conrad, both the
smuggler and the “shrine of Hiero-
neous” in Fort Blackwell are in fact
members of a sinister cult known as
the Wizards of the‘.;Hopping_ Prophet, a
cabal of slaadi-worshiping bigots who
wish to infest the Material Plane with
chaos in the form of their beloved out-
siders. The sealed box Conrad’s been
asked to deliver contains two scrolls of
contact other plane and a map that pur-
ports to identifya half dozen portals to
Limbo scattered throughout the world.
The map's authenticity is left for you
to determine. '

Creature: When the PCs visit Fort
Blackwell (see encounter A in Part Three),
Conrad makes his delivery and agrees to
the priests’ invitation to stay the night,
during which he is impregnated with a
red slaad egg as thanks for helping the

cult—the cultists care not what comes

of Conrad’s spawn, only that it emergea

in the world to spread chaos. J
.Six days later, Father Feres falls des-

perately ill, taking a —10 penalty to all -~
ability scores (minimum 1). His skin
flushes, he can’t keep dowh. food or

water, and-he grows delirious; maan-

E ing and compTamlug that the world's
grown too bright and soft around the
edges. A remove disease spell cures

him: of the infestation, and a DG 15
Heal check locates the strange puls-
ing growth nestled in his belly. A DC
25 Heal check allows its removal and

/destruction (each attempt to remove

the egg deals 1d4 points of damage

: ‘to Conrad).

If the PCs don'tlearn of Father Feres’
condition (or if they fail to remove the
red slaad egg), one day after he falls ill
his body rips apart in a terrific explo-
sion as a fully-formed blue slaad tears
free into the world. :

Blue Slaad: hp 68; Monster Muanual 229.

Tact:ts The blue slaad wastes 1httle;; :

born into if there are any cfeétures to

eat—it's quite ravenous. The monster uses

telekinesis to hurl characters overboard, or 1
chaos hammer if it ever needs to hit a lot

of foesat once. Otherwise, 1t511np1y tears
into the nearest enemy with its claws and
bite. ftatternpts to summon another blue

slaad if reduced below 20 hit pomts but

otherwise fights to the death.

Note thatablueslaadisa dange;‘dﬂsfoe‘ .

for sth-level characters, but if they allow
Conrad’s condition te go this far, you
should pull no punches in the fight. The
fact that the slaad doesn’t discriminate
between PCs and passengers should help
the PCs a little, even if it costs a few of
their passengers in the process.
Development: If the PCs save Father
Feres, he may decide to come clean and
admit his crimes, throwing himself on

 their feet for mercy. How the PCs deal
with Conrad is up to them; he has no fur-

ther role scheduled for the Savage Tide,

so whatever his fate, it will not Impact i

future adventures.

Ad-Hoc Experience Award: If the
PCs save Father Feres and prevent the
blue slaad from reaching maturity, grant
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them an experience award as if they had
defeated the CR 8 creature in combat.

Event 4: Rowyn’s Vengeance (EL 8)
Rowyn Kellani was once the guildmis-
tress of the largest thieves’ guild in Sas-
serine—at least, until the PCs defeated
her Lotus Dragons and forced her to
abandon her wealth and flee for her life!
Since then, she has seethed with a need
for revenge. When she learned the PCs
were preparing for a voyage, she knew
she had to be on their ship. Fortunately
for the bitter ex-guildmistress, her magic
made stowing away a simple task.

If your PCs killed Rowyn in “There Is
No Honor,” you have a choice. You can
omit this encounter entirely, replace
Rowyn with another Kellani (perhaps
she left behind a sister), or change
Rowyn into an agent of the Crimson
Fleet named Hannah Larn. Hannah
has been sent by the fleet to spy on

The Sinister Passenger
SKALD : CR3
Male feytouched ranger 3
CG Medium fey

Fiend Folio 71

Init £3; Senses low-light vision;

8 Listen +7 Spot +7
§ Languages Common

=

the voyage, but as it turns out, Hannah
has a particular bone to pick with one
of the NPCs on the ship. Perhaps she's
one of Avner’s jilted lovers, or was
humiliated in a duel some time past
with Amelia. In this case, her primary
target becomes an NPC, and the PCs
are simply in her way. In any event, the
rest of this event assumes the stowaway
is Rowyn Kellani.

Creature: Rowyn is patient. She makes,
at most, only one attempt to hurt the PCs
a week, since she doesn't want to expose
her presence. She’s been defeated by them
once before—she has little desire to fight
fair, Listed below are several possible
methods Rowyn uses to murder the PCs.

Poisoning: Rowyn uses disguise self to
appear as one of the passengers, then
slips into the kitchen before 2 meal and
laces one of the PCs’ meals with a dose of
.arsenic (Fortitude DC 13,1 Con/1d8 Con).
She repeats the poisoning every day for

AC 17, touch 13, flat-footed 14
hp 20 (3 HD)
Immune mind-affecting
Fort +4, Ref +6, Will +2
Spd 30 ft.
Melee scimitar +4 (1dé+1 [18-20)
Ranged +1 composite fongbow +7 (1d8+2/x3) or
+1 camposite longbow +5/+5 (1d8+2/x3)
\Base Atk +3; Grp +4
~ Akk Options Point Blank Shot, Rapid Shot,
favored enemy +2 (reptilian humanoids)
Combat Gear vial of acid (2)
Spell-Like Abilities (CL 3rd)
1/day—charm person (DC 11)
Abilities Str 12, Dex 17, Con 12, Int 10, Wis
13, Cha 10
SQ wild empathy+3
Feats |ron Will, Endurance, Point Blank
Shet, Rapid Shot, Track
Skills Hide +11, Knowledge (geography)
+6, Listen +7, Move Silently +5, Spot +7,
Survival +7 (+9 when avoiding hazards or
to keep from getting lost), Swim +7
Possessions combat gear, chain shirt, -
scimitar, +1 composite fungbuuﬁa_-ifﬁ*l’h} |
with 20 arrows, two unused tickets to
the Lachrymal Theater in the Styes to see
“Feasting Corpulence of Devils”

L

3 days, or until she thinks that the PCs
mightbe on to her. An investigation into
who might be poisening the food should
lead the PCs to the passenger Rowyn was
impersonating. Whether or not the PCs
believe the shocked passenger’s claims of

‘innocence is up to them.

Seduction z; If one of the PCs is cary-
ing on a romance with an NPC, Rowyn
approaches that PC one night with dis-
(guise selfto appear as the NPC and invites
that PC to somewhere private for some
fun. Once she has the PC alone, Rowyn
begins to dance for the PC, using Dis-
guise Spell to cast suggestion on the PC,
suggesting that the PC strip down and
join her in a midnight swim. She waits
for the PC to undress and dive into the
ocean, at which pointshe uses her seroll
of summon nature’s ally III to summon
a large shark to attack the swimming
PC before she sneaks back to the hold
to hide.

Skald is a shifty-looking, hunch-shoul-
dered character with pale skin, a nasal
voice, and unsetiling eyes. Yet despite
appearances, Sklad is.an honorable and
courageous man. A former adviser to
corrupt Councilman Rashlen in the foul

waterfront far to the northeast known -

as the Styes, Skald fled after discovering
Jjust how evil his boss was. In the'process
of fleeing the Styes, Skald torehed one
of Rashlen's warehouses (which, at the
time, was being used fo store a large
amaunt of opiates). :

« Since his flight, Skald’s dodged
Rashlen’s agents nonstop, and as a
result has taken to jumping at shad-
ows. Skald’s gift for navigation and
his eagerness to join the expedition
(he asked only for room and boeard for
the voyage) are the primary reasons
Lavinia invited him along.

Skald’s unusual appearance and
morose attitude soon: become the
focus of rumor, When things start
going wrong on the voyage, it's
Skald many of the passengers blame
for the ill luck. Yet while he begins
the adventure as unfriendly, PCs who
befriend him oyey the course of the
voyage should find in him a loyal
friend indeed.

i
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Seduction 2: As seduction 1 above,
except that Rowyn uses Disguise Spell
to cast hold person on the PC. If success-
ful, she coup de graces the character
with one of his own weapons, leaving
the body on the deck for others to find.
If she fails to kill the character with the
first strike, she drops the weapon and

flees, reasoning that it's almost as dam- :

aging to the PC to leave him thinking
his lover tried to kill him.

Accidenis: Rowyn might use invisiblity
to position herself so that she can cut
a key rope that drops a yardarm or
other heavy beam down upon a PC on
the deck. The PC takes 3d6 points of
damage, but can avoid all of the damage
with a DC 15 Reflex save.

Opportunistic Strike: During any other -

shipboard combat, Rowyn uses disguise

self or invisibility to take up a pesition

where she can sneak attack a PC during

the battle, using the chaos to escape

back into hiding after she makes a

single strike.

Rowyn KeLLANI CR8

Female human rogue 3/bard 5

NE Medium humanoid

Init +2; Senses Listen —1, Spot—1

Languages Aquan, Commaon, Draconic

AC* 20, touch 12, flat-footed 15

hp 38(8 HD) '

Fort +3, Ref +9, Will+4; evasion

*3-point Gombat Expertise

Spd 30 ft.

Melee* +1 rapier +5 (1dé+1/19-20)

Base Atk +5; Grp +5

Atk Options Combat-Expe'r_-'tise, Improved
Feint, sneak attack +2d6

Special Actions bardic music 2/day

(countersong, fascinate, inspire
competence, inspire courage +1)
Combat Gear pickled mephit, scroll of
summon nature’s ally Il
Spells Known (CL 5th)
2nd (2/day)—invisibility, hold person (DC
15), suggestion (DC 15)
15t (4/day}—charm person (DC 14), cure
light wounds, disguise self(DC 14),
expeditious retreat
o (3f{day)—daze (DC 13), ghost sound
(DC 13), mage hand, message, open/
close, prestidigitation
*3-point Combat Expertise

Abilities Str 10, Dex 14, Con 12, Int 14, Wis
8,Cha 16

SQ bardic knowledge +7, tmpﬁndlng, trap:
sense+1

Feats Combat Expertise, Disguise Spell (see

page 55), Improved Feint, Weapon Finesse

Skills Balance +12, Bluff +10, Diplomacy
+14, Hide-+10, Intimidate +4, Jump +12,
Knowledge (local) +8, Move Silently +15,
Perform (dance) +13, Sense Motive 7,
Sleight of Hand +12, Swim +8, Tumble
+14, Use Magic Device +11

Possessions combat gear, +1 leather armor,
+1 buckler, +1 rapier, boots of elvenkind,
pickled mephit, 3 doses of arsenic
Tactics: Eventually, the PCs should

realize they bave someome on board

who's {rying to do them in. There’s onlya
certain number of places Rowyn can hide
on board, so once the PCs start search-
ing, they should find her soon enough.

When caught, Rowyn curses the PCs

vehemently, blaming them for her ruin

and promising them all painful deaths.

- If'she has a chance before combat begins,

she begins to dance so she can cast a dis-

guised suggestion or hold person without

being obvious. She uses Improved Feint

to sneak attack foes during combat. If
brought belﬂw 10 hIt points, she tries to
escape. She might try to murder a pas-
senger and then use disguise self to pose
as that passenger for a short time to give

her-a chance fo strike at the PCs again,
but in the end Rowyn knows she's cor-

nered. She'd rather fight to the dea‘t?ﬂ
than be‘captured.

Rowyn Kellani has no furtherrole to play
in the Savage Tide Adventure Path—her
eventual fate is left to the PCs.

PART THREE: THE
VOYAGE SOUTH
The map of the expedi-
tion’s voyage lists several
locations along the way at
which preset encounters
oceur. If you wish to liven
up the journey between
these encounters, feel free
to check for wandering
monsters every day.
Along the coast, there's

a 28% chance per day of
an encounter. Once the

expedition heads out into the open sea,
there’s only an 8% chance per day of an
encounter. If an encounter occurs, there’s

- 3_0%_':d1ance'it's' with another ship (50%
* chance of being friendly); otherwise

tse the encounter table on page g2 of
the Dungeon Master's Guide or the EL 5
encounter for Warm Marine encounters

‘on page 216 of Stormwrack to determine

what peril stumbles into the PCs.

Minor Encounters
In addition to the keyed encounters
of the voyage, several minor encoun-
ters are presented here as well. These
enc_ouht_ers are little more than deserip-
tions Gf-stran:ge events with the exact
details lefl to you to determine.
Coastal Fort: Forts are common sights
alongthe Amedio coast up until encoun-
ter E, after which no more forts are to
be found. The majority of these forts
are held by the Scarlet Brotherhood (a
sprawling organization of sinister monks
and assassins), and are used as staging
points for expeditions into the jungle

“interior, Lavinia avoids these forts, and

often takes the expedition out further to
sea as she passes them by to avoid any
possible conflict. Two forts are not held

Rowyn
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by the Scarlet Brotherhood—Fort Black-
well (detailed in encounter A) and Fort
Greenrock (detailed in encounter E).

The Great Web: For several miles,
the ships pass several enormous spider
webs which cling to the boughs of the
great jungle trees. Huge black shapes lie
within the webs. PCs stopping in this
area or sailing beneath these trees (which
stretch forty feet over the ocean) encoun-
ter dozens of hungry monstrous spiders
of all sizes.

The Sacred Forest: These ten miles of
jungle coastline are home to vast Kapok
trees. A DC 20 Spot check allows a charac-
ter to notice the hundreds of tribal orna-
ments in the trees, as well as numerous
desiccated corpses of lizardfolk hanging
from the boughs. These trees are filled
with strange fetishes, masks, and totems,
and a DC 25 Search check (made over the
course of an hour) nets 3d6 gp of loot.
Characters stepping too far into the

The Curious Scholar

jungle here risk the wrath of whatever
strange tribe erected the fetishes, be they
savage humanoids, lizardfolk, or worse...

Ruins: Now and then, the PCs may spot
glimpses of ancient civilization—the
vine-clad remnants of strange human-

oid statues of great size, the crumbling

forms of immense ziggurat temples,
or the teetering stone ruins of villages.
While any of these ruins could prom-
ise treasure or adventure, Lavinia would
ratherignore them for now. She’s prom-
ised Urol Forol a stop at the mightiest
of these ruins, and doesn't want to waste
additional time along the way.

The Vast Burning: The expedition
passes a huge blackened valley along
the jungle shore. Closer inspection
reveals that this was a vast sacrificial pit
into which hundreds of what look like
humanoid apes were thrown. The sac-
rifice took place a decade or more ago,
but birds and plants do not touch the

AC 15, touch 12, flat-footed 14

place. The pit has nothing to do with this

-adventure, but you could develop it fur-

ther ifyou wish.
Wyvern Sighting: A flock of six

wyverns swoop down to fly alongside

the Sea Wyvern for ten minutes, cavort-
ing in the skies above and occasionally

‘swooping down to skip their talons or

wing tips across the ocean surface. A few
might come close to the ship or curiously
look over her wyvern-shaped figurehead,
but as long as the PCs don't attack, the
wyverns eventually wing off to the port
side and are gone.

Sea Monster: Have the PCs make
Spot checks. Whoever rolls the high-
est notices something strange in the
water several hundred feet out—a sinu-
ous shape, perhaps, or possibly a brief
flash of an immense black mass. If this
occurs at night the shape might glow
in the dark. Perhaps the PC sees, for
the briefest of moments, an immense

Urol is a bent old gnome who con-
stantly squints when he looks. He car-

] BY RICHARD PETT 5 '

T

hp 26 (4 HD) ries the odor of the land about with
UroL ForolL CR3  Fort+5, Ref+2, Will +8 (+10 vs. illusion) him, an odor that most find not too
Male gnome druid 1/expert 3 Spd 20 ft. pleasant. He is talkative and chipper
NG Small humanoid Melee quarterstaff +1 (1d4-2) except when the subject of the natural »

Init +1; Senses low-light vision; Listen +12,
Spot +10 b
Languages éommon, D.ramn_it, Drujdic.
Gnome, Sylvan

Base Atk +2; Grp 4

Combat Gear wand of shillelagh (32 charges),

Spells Prepared (CL. 1st)
1st—calmanimals (DC 14), obscuiring mist
o—mending, purify food and drink, resistance

Spell-Like Abilities (CL 1st)

prestidigitation, speak with animals

1/day—dancing lights, ghost sound (DC 10),

Abilities Str 6, Dex 12, Con 15, Int 14, Wis
16, Cha 10

SQ animal companion (crow named Miss
Crazzle), wild empathy +1

Feats Skill Focus (Knowledge [geography]),
Skill Focus (Knowledge [nature])

Skills Concentration +6, Handle Animal 47,
Knowledge (geography) +12, Knowledge
(history)+4, Knowledge (nature) +16,
Listen +12, Spot +10, Survival +12
Possessions combat gear, +1 J'elathgr;;gsmor,
quarterstaff, cloak of resistance +I, two
doses of stone salve, colfection of snakes
and spiders, sleeping cap for Miss Crazzle_

world comes up, wheretpon he flies
into a frenzy of excited stuttering bliss,
expounding upon obscure.and often
strangely fascinating (to him, at least)
bits of lore. "

Urol has actually been to the Isle of
Dread before, although his stay, in his
‘words, was, “Unfortunately short—due
to events beyond my control, | might
add! We've certainly nothing to fear this
time around!” He demanded to be part
of Lavinia's expedition when he learned
about it, and indeed his knowledge of
the Isle could greatly help the colonists
of Farshore. Urol has a strange fasci-

“his nerve-wracking collection of spi~ <&

ders and snakes is often the subject of
whispered talk on the Sea Wywern.

Urol frequently evokes Amella's
anger during the voyage, despite his
best efforts to win her friendship. As
the weeks go by, it may fall to the PCs
to keep him out of her hair.

. - - -
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eye the size of a tower shield staring
back af him before the shape sinks back
into the deep. This sighting of some
unknown sea monster shouldn’t lead to

combat, but it should sexve to keep the .

PCs on edge for a few days to come.

A: Fort Blackwell
Distance from Sasserine: 475 miles
Time from Sasserine: 13 days

This small settlement of approxi-
mately 2,000 is located near the north-
ernmost tip of the peninsula known to
sailors as “The Hook.” One of the few
coastal Amedio forts not contrelled by

the Scarlet Brotherhood (its distance’

from the Amedio interior makes it not
worth the effort for the Brotherhoad to

control), Fort Blackwell remains aninde- -

pendently governed walled town perched
on the edge of civilization.

Fort Blackwell is a cozy town with a'gr
tiny harbor protected by an immense |

sea gate hung between two squal tow-

ers. Before any ship is allowed within-
the harbor, a troop of Blackwell guards®

must be allowed to search the ship and

interview its captain. Fortunately, years -

of relative peace and being ignored by
both the Scarlet Brotherhood and the
Crimson Fleet (who maintain larger
ports of call in various forts elsewhere
along the coast—forts wisely avoided by
the expedition) have made them rather
lackadaisical in their searches, and bar-
ting anything outwardly suspicious per-
tormed by the PCs, the guards allow their
expedition entrance into the harbor after
amere 15-minute inspéction,

Although Lavinia intends to stay only
one night in Fort Blackwell, she defers to
the PCs if they wish ta stay longer. She
points out to the PCs that it'll probably
be seven weeks before they reach Fort
Greentock, the next friendly location
where they'll be able to resupply, so she
encourages them to get all their shop-
ping done here if they can. :

Fort Blackwell features numerous'

small and cozy inns and taverns, all of
which serve a delicious local malt blend
of whiskey called The Green Man (10
gp per bottle). Food and supplies can
be readily purchased from one of four
large provisioners who keep warehouses

on the waterfront. Several small shrines,
including ones dedicated to Hieroneous,
Kord, Pelor, St. Cuthbert, and the gods of

the sea(Procan, Osprem, and Xerbo), can _

be found here as well.

. Yet there are hidden dangers in Fort
_ Blackwell, The Scarlet Brotherhood has
- several spies in town to keep an eye on -
 things. A hidden sea cave just north of =

town once used by smugglers has become
the lair of a family of sinister fey known
as redcaps (Monster Manual 111 138) led by
a foul-mouthed father named Kabou-
termannekin who sometimes sneaks
into the fort to cause problems. And the
shrine of Hieroneous is in fact a cover
for a cult of slaadi worshipers who call
themselves the Wizards of the Hopping
Prophet. These cultists have a terrible fate
in store for poor Conrad Horst, who stays
the night at the shrine while the PCs are
in port here (see Event 3),

Any of these perils could rear their

‘head during the PCs’ stay if you wish to

expand the adventure—otherwise, tl:le:
stay here should be short. !
Fort Blackwell (Small Town): AL NG;

8oo gp hrmt, Assets 4,480 gp; Population. - :

1,123; Conventional; Isalate:d (hum;m
90%, half-elf 7%, others 3%).

Authority Figure: Govemess Juliana

Terwall (NG female human a.nstocrat
4/ranger 2).

B: Hungry Flotoam (EL §) =
Distance from Sasserine: 785 miles

Distance from Fort Blackwell: 310 miles.

Time from Fort Blackwell: g days

As the PCs near the mouth of the Have-
kihu River, the expedition has its first
real encounter with poor weather. The
ships anchor mear the river and take
half'a day to refill water stores on board
from the river’s waters (as they do upon
reaching the next three rivers along their
route). Near the evening, less than a half
hour after the expedition gets under
way again, a thick fog springsup. ADC
15 Knowledge (nature) check confirms
that fog banks like this often oceur
along the coast in this region, but the
thickness is nevertheless oppressive.
Passengers head below deck, and the
crew grows silent as all ears strain to
the starboard side, marking the distant
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sound of breakers on the shore as the
only trustworthy method of ensuring
the expedition doesn’t draw too close
to the shallows while still staying
parallel to the coast. The fog grows
thicker, and soon even the Blue Nixie,
only a few hundred feet ahead, is lost
to visiom.

At this point, Lavinia orders the ships
to anchor for the night until the fog
burns off in the morning. The voice of
one of her crew calling out from the fog
to the Sea Wyvern announcing the short
stoppage is curiously muted by the fog,
but nonetheless easily understood.
The PCs should anchor the Sea Wyvern
as well, and prepare themselves for a
long night.

Creatures: Of course, the fog is far
from uninhabited. At seme peint in
the night, the entire ship lurches as if
striking a reef. In fact, the ship has been
attacked by a dangerous aquatic preda-

The Tomboy Warrior

LiriTH VELDIROSE CR 3
Female human rogue 1ffighter 2

€N Medium humanoid
|Complete Warrior 12
* Init +6; Senses Listen ~1, Spot=1

Languages Common

BY RICHARD PETT

tor called a flotsam ooze. This ooze

has been drifting on ocean currents
for several weeks, an enormous glob
of transparent protoplasm that exudes
a powerful adhesive that causes drift-
wood, animal carcasses, ship fragments,
rocks, and other objects to cling to its
surface. To the untrained eye, such an
ooze floating on the sea looks like noth-
ing more than a clot of flotsam adrift in
the current.

The ooze itselfis fifteen feet in diam-
eter, and the lurching sensation was
caused not by the Sea Wyvern hitting
bottom, but by the ooze attaching itself
to the hull as it prepares to slither up to
search for prey.
Enormous FLoTsam Ooze CR6
N Huge ooze (aquatic)

Fiend Folio 17

Init +0; Senses blindsight 60 ft.; Listen -5,

Spot—5

-

'AC 16, touch 12, flat-footed 14
‘hp 20(3 HD)

Fort +4, Ref +4, Will -1
Spd 30 f.
Melee mwk falchion +6 (2d4+3/18-20)

‘Ranged mwk composite longbow +5

(1d8e2/x3)

© . Base Atk +2; Grp +4 ;
" Atk Options sneak attack +1d6

Combat Gear potion of cat’s grace, potion
qf"cure maoderate wounds, potion qf_,'ump,
potion of expeditious retreat

Abilities Str 14, Dex 15, Con 13, Int 10, Wis
8, Cha 12

SQ trapfinding

Feats Acrobatic, Dodge, Improved Initiative,
Quick Draw, Weapon Focus (falchion)

Skills Balance 49, Climb +6, Bluff 45,

Intimidate +7, Jump +12, Sense Motive

+3, Swim +7, Tumble +11, Use Rope +6

Possessions combat gear, +1 studded

leather armor, masterwork falchion,

masterwork composite longbow (-rZ,ptr}
with 20 arrows, sapphire nose rin s worth

450 gp, silver braceletaworth 150 gp,

coral ring that looks like an octopus worth

500 gp

AC 14, touch 6, flat-footed 14; transparent
hp 115(7 HD)

Immune ooze traits

Fort +13, Ref +0, Will -3

Spd 10 fi., swim 30'ft.

Melee slam +13 (2d6+15)

Space 15 fi.; Reach 10 ft.

Base Atk +5; Grp +23

Atk Options adhesive

Abilities Str 30, Dex 6, Con 32, Int —, Wis
1,Chal

SQ amphibious

Skills Hide -2, Swim +18

Adhesive (Ex) A flotsam ooze exudes a sticky
slime that holds fast any creature or item

touching it. It automatically grapples any
creature it hits with its slam attack, and

a grappled opponent cannot escape as
long as the ooze lives unless the adhesive
is weakened by soap or lye (in which case
the ooze makes a standard grapple check
to maintain a hold). A flotsam ooze can
make one additional slam attack each

A red-haired tomboy who wears
flamboyant scarves and silks, Lir-
ith has been a sailor for the past
year. Lirith intends to work hard
while she can, then retire earlyto
some fabulous island. Above all,
Lirith loves to show off, partlpu]‘a\'ly
in combat. She loves tg:-_fl‘umble,
Balance, and fight using Bluff and
Intimidate checks to ensure every=
one notices her.

Lirith's greatest secret is the fackthat
she was actually born Lirith Aninaman-
der, the daughter of a minor noble
from the city of Verbobone, far to the
north. Her need for attention stems
from a childhood spentin the shadow
of several talented older siblings. At
the age of 15, she rah away from home
and eventually ended up in Sasser-
ine, taking a new name to hide hers
past. Yet sometimes she misses the  « «
comforts of noble life, and as a result

- she puts material.needs above emo-
tional needs—her eyes are drawn to
precious things. Anyone who openly
displays wealth and is particularly
good-laoking is likely to be in for
romantic intrigue.




round against any creature stuck to it. e T °
Aweapon that st:kes a flotsam ooze - E s : The Amedlo
sticks fast unless the wielder makes a DC ; f i
12 Reflex save. A DC 16 Strength check
allows a character to remove an item

Riegion

stuck to the ooze. These two checks are
static, and do not change if the ooze’s
ability scores or total Hit Di
Transparent (Ex) A flotsam oozeis t ren
in water, and receives cehcealmeﬁ'fwhlLE
swimming (50% miss chance). -
Tactics: The flotsam ooze is aquanc,
and as such it does not leave the water
once it's attached itself to :the Sea
Wyvern’s hull, Its weight causes the ship B
to list slightly to the port. Attached tgf f
the hull just left of the stairs leaé:;.ag )
up to the bow, anyone who leans aver 2
the rail on the port side can see*wha;
appears to be a huge pile of flotsam_
clinging to the hull, The ooze can attack ]
any target that comes within ten feet of‘
the bottom of the stairs along the pm:t, :
side of the ship. Any creature it grabsis
pulled overboard if it fails an opposed |
Strength check—in any event, the ooze .
can make a free slam attack against suqﬁ "'& N
a foe each round. 2 X
Treasure: The flotsam oozg il:bats
once it’s slain, the dnﬂwmd amf debris
that once coated it slowh sinking
or drifting away. If a DC 20 ' Search is
made of the ooze wi{hm onf minute of
its death, q..cha:aeter«ﬁnds ﬂ;lat among
the debqs are mo lless@mﬂ six bodies
of haplcss: saﬂgrs. It's uqclea: if they
were merchants or pirates, as their
bodies are little more than bone by
now, but one of the boalles still wears a
ring of mind shreldm_' d another wears
gauntlets of ogre poi er a minute,

%

these treasures sink tgi} the bottom 40
feet below, wherea DC 30 Search can
find them.

C: Tamoachan
Distance from Sasserine: 1,285 miles
Distance from Havekihu River:
500 miles =
Time from Havekihu River: 14 days
Lavinia promised Urol Forol a chance
to _EJ(PIG_I‘-C. the ruins of the infamous
Tamoachan rtuins, and asks the PCs to
accompany him on this short side expedi-
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D: Brotherhood Blockade (EL 6)
Distance from Sasserine: 1,435 miles
Distance from Tamoachan: 500 miles
Time from Tamoachan: 4 days

As the expedition approaches the tip of
the Tamoachan peninsula, Lavinia draws
the Blue Nixie up alongside the Sea Wyvern
to speak to the PCs. She informs them
that the next several miles will be among
the most dangerous of their journey, as
they must now thread the neeedle and
sail through a Scarlet Brotherhood block-
ade. For many years, the Brotherhood has
maintained a strong presence on South
Olman Tsle, particularly the city of Naris-
ban. Although their navy has grown lax
in their once-stict patrols of the region,
Brotherhood ships are still common in
the sound between the peninsula and
South Olman Isle. Lavinia suggests that,
in order to minimize the chances of their
expedition being spotted, the Blue Nixie
and the Sea Wyvern should sail through
the sound seperately, about a half hour
apart, to meet up again on the southern
side. She defers to the PCs' opinion in the
matter, though—if they think it'd be best
to stick together, she agrees.

Creature; Unfortunately, the Brother-
hood spots the PCs no matter what as
they sail hurriedly around the horn. If
the Sea Wyvern has allowed the Blue Nixie
to go ahead of her, the Blue Nixie makes it
through but the Sea Wyvern is spotted by
a Brotherhood caravel, If the two ships
sailed together, a pair of Brotherhood
ships spot them, in which case each ship
becomes locked in its own battle.

These ships are privateers charged
by the Scarlet Brotherhood to capture
any ships they spot sallmg these waters,
claim the cargo as spoils, and claim the
crew as slaves (or worse) to be brought
to Narisban. The ship that accosts the
Sea Wyvern is a ragged caravel named
Purity’s Prow, captained by an equally
ragged man named Lars “No-Neck” Hel-
vur. Captain Helvur hails the Sea Wyvern
as he sails toward the ship, informing
the crew that he means to board her for
“inspection.” Purity’s Prow flies the Scar-
let Brotherhood flag, but even if no one
on board the Sea Wyvern makes a DC 15
Knowledge (local) check (which calls up
tales of how Brotherhood ships are little
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better than pirates in these waters), the

evil and sinister look of Helvur's erew-of

nine thugs and cutthroats should leave
little doubt that the Sea Wyvern is about
to come under attack.

Lars “No-Neck” HELVUR CR4

Male human rogue 2/fighter 2

CE Medium humanoid

Init +5; Senses Listen +0, Spot +0

Languages Common

AC 16, touch 11, flat-footed 15

hp 30 (4 HD)

Fort +5, Ref +4, Will +0; evasion

Spd 30 ft.

Melee mwk scimitar +8 (1d6+4/18-20)

Ranged heavy crossbow +4 (1d10/19-20)

Base Atk +3; Grp +6

Atk Options sneak attack +1dé

Combat Gear elixir of fire breath (2}, potion of
cure moderate wounds

Abilities Str 16, Dex 12, Con 14, Int 8, Wis
10, Cha 13 t

SQ trapfinding

Feats Athletic, Great Fartitude, Improved
Initiative, Skill Focus (Intimidate), Weapon
Focus (scimitar)

Skills Balance +8, Bluff +6, Climb +10,
Intimidate +8, Jump +10, Knowledge
(geography) +0, Profession (sailor) +5,
Swim +8, Tumble +8

Possessions combat gear, +1 studded leather
artor, masterwork scimitar, buckler,
heavy crossbow with 10 belts, gold ring
worth 120 gp

PIrATE (9)

Male and female human warrior 1

CE Medium humanoid

Init +0; Senses Listen —1, Spot—1

Languages Common

AC 13, touch 10, flat-footed 13

hp 8 (1 HD)

Fort +3, Ref +2 Will -1

Spd 30 ft.

Melee rapier +2 (1d6+1/18-20)

Ranged light crossbow +1 (1d8/19-20)

Base Atk +1; Grp +2

Abilities Str 13, Dex 11, Con 12, Int 10, Wis
9,Chag

Feats Athletic, Toughness

Skills Climb +3, Profession (sailor) 43, Swim +5

Possessions |eather armor, buckler, rapier,
light crossbow with 10 bolts, earring
worth 15 gp

cR1p2

PurITY’s Prow

Caravel class sailing ship
Seaworthiness +0; Shiphandling—1
Speed 30 ft. in normal wind

AC -3, hull 3, rigging 1

Hull 24 sections; Hardness 5; hp 80

(currently 40)

Rigging 2 sections; Hardness 0; hp 80

(currently 40)

Ram 4d6 per 10 feet of speed
Armament 2 ballistas (10 bolis each)

Tactics: Although they look tough, the
crew of Purity’s Prow is actually fairly des-
perate. They've been at sea for months,
unable to return to port for repairs or
supplies until they've made their quota of
slaves and booty. With no slaves and slim
treasure, a premature return to Narisban
is an invitation for execution.

If the PCs attack the pirates before they
have a chance to board, refer to page 21
for quick rules for naval combat (or use
those provided in Stormwrack), If the
PCs let the pirates approach, they pull
up alongside the Sea Wyvern, toss several
ropes with grappling hooks over to secure
the ships together, and lower planks to
aid in the boarding process. It's a DC 10
Balance check to cross on a plank, or a
DC 15 Jump check to leap from one deck
to the other.

Once on board the Seq Wyvern, Captain
Helvur demands the PCs drop their weap-
ons and hold still while he has his crew tie

‘everyone up. If no one resists, the pas-

sengers and crew are loaded onto Purity’s

‘Prow and shipped to Narisban for a fate

beyond the scope of this adventure.

Helyer and his thugs do their best
in combat, fighting together to reduce
opponents’ opportunity for flanking.
As soon as Helver is slain, or as soon as
six pirates are dropped, the remaining
pirates panic and attempt to flee back to
Purity’s Prow, cutting the ropes that lock
the ships together as they go and then
attempting to flee.

Treasure: A search of Purity’s Prow's
hold reveals the cause of Captain
Helver’s desperate attack on the Sea
Wyvern—they've managed to gather
only 1,150 gp in booty (consisting of
coins, a few bags of flawed gems, and
several pieces of jewelry, all kept in one
large trunk). The ship has only about a




week's worth of food, most of it spoiled
or infested with weevils:

Development: If the Blue Nixie and
the Sea Wyvern attempted the crossing

together, the Blue Nixie is accosted by a_

second ship (the Nightshark). There’s no
need to play out this second combat—

simply assume that whatever fate the PCs

meet in their altercation with Purity’s Prow
is mirrored by the Blue Nixie.

E: Ruins of Fort Greenrock
Distance from Sasserine: 1,765 miles
Distance from the Btntherhond Block-
ade: 330 miles
Time from the Brotherhood Blnckade:"’
g days

Although Lavinia had hoped to be ;able

to resupply food stores at Fort Green-

Tock, it becomes obvious as soon s the

expedition rounds the last coastal bend |
before this remote colony of monks and |,
druids that something terrible has hap- /

pened. The wooden pallisade surround-
ing the fort has been torn apart, and the

fort itself has burned to the ground. It

appears that whatever grim fate visited

for no sign oflife or actmty can be seen
from shore.

If the PCs mveshgate, they find fur-
ther evidence of a great battle. Dried
blood stains the timubers of collapsed
buildings here and there, broken weap-
ons lie in the sand, and hundreds of
black-feathered arrows decorate the
sides of the ruins that face the jungle. A
DC 25 Knowledge (nature) check reveals
the workmanshiplon these arrows as
having come from lizardfolk.

No stores remain in Fort Greenrock,
nor are there any survivors. The savage
tribe of lizardfollk' who brought ruin to
this once-idyllic waystation have long
since returned to the depths of the
Amedio. Lavinia urges the PCs to press
on, saying that they’ll have one final
opportunity to restock supplies at the

village of Renkrue on the Axuxal Tsles

in about ten days.

E: River Menace (EL 6)

Distance from Sasserine: 1,925 miles
Distance from Fort Greenrock: 160 miles
Time from Fort Greenrock: 4 days

As with Havekihu River and Xatalati
River before, the expedition stops here
at the mouth of Atikula River to refresh
the supplies of fresh water. Unlike the

_previous two rivers, the point where the t

Atikula reaches the sea is marked bya

magm.ﬁcent 9oo-foot—w1de wa%erﬁﬂl fhat' ;
cascades two hundred feet overa cliffinto '
the ocean below. With no beach nea:by

G: Renkrue
Distance from Sasserine: 2,140 miles
Distance franoxt Greenrock: 215 miles
Time from Fort Greenrock: 6 days

The I_sles of Axuxal lie off the south-
ém coastline of the Amedio Jungle, and
ztre settled by several peaceﬁ.ll Olman

st setﬂement on the isles, is

to speak of it's easyenough for a ship to also thc mést advanced, consisting of a
sail in fairly close and then send out a collection of straw huts-and even a few
rowboat with barrels to fill. There’s only wooden structures built years ago by an
room in the narrow harbor for one ship ambitious priest of St. Cuthbert who

' _,,manner, the a
the place occurred several months ago,

at a time, and Lavinia graciously offers to

/ et the Sea Wyvern go first, unaware of the
‘peril that waits within.

' As with the previous stops like this,

ie'ﬁ]]j'ng the stores takes about halfa day.

While the stores are being refilled, some
of the passengers may be tempted to
take advantage of the secluded and calm
cove's waters to enjoy a Swim.

Creature: The deep pool below the
waterfallis fé: from unmhabltedfas my—

]eams Even 1f ‘100

the strange sha ﬂeah—ng
above not long after it's the S"eaﬂ{yvems

turn to refill the water barrels. The hydra
happem. to choose the latgest concen-
tration of PCs for its attack, surgmg up
from the depths below and ex]
with a tremendous spray. of wal
strikes. This hydra is adentlcal to
seven-headed hydra detailed in the ?
ster Manual, _save that 1,t has the aqu?mc
subtype. ‘I__'h;_hyd;a,ﬁghts to the death to
protect its territory.

Aquatic Seven-Headed Hydra: hp 77;
Monster Manual 156.

Treasure: Anyone who dives down to
investigate the harbor bed below finds a
grim scene—dozens of sunken ships of all
sizes rot in the mud and seaweed here, pre-
vious victims of the hydra. A DC 20 Search

e

. of the wrecks reveals that most of the cargo

has long since rotted away as well, but an
hour's worth of exploration is enough to
turn up 102 gpina partially collapsed chest,
a suit of +1 chainmail on a long-dead elfin /
one of the sunken ships’ staterooms, and

draped over a drooping yardarm, a bright
green doak of the manta ray.

on- quartersiofa Shlp Sample reactmns for

i .4 2
PC he could be

had visions of converting the island-
ers to his religion. He died not long
aﬂe: seemg to the constructlon of the

now serve as th& dnef’caun s hut and a
communal hall respechve]y

The residents of Renktue are friendly
and chatty, although only a few of them
speak Common. Up to ten tons of food
can be purchased here, using trade stock
from the Blue Nixie Lavinia brought for

- Just this purpose. In addition, the PCs

~can purchase potions, scrolls, wands,
and other magic items that aren’t made

; of worked metal here, 1p to the vﬂ];ge S
water

gold plece limit.

" Lavinia suggests the expedition takes
»al day of shore leave on Renkrue. There'’s
little danger here, and it might give the
PCs a good chance to roleplay further
with the NPCs they've been sailing
with j;'or the past several weeks in an
_environment different than the cramped

nvmced totake some
time away from the ship.

Conrad Horst: If he ]_wes this long,
Conrad may decide to ret
recent brush mth death 1 having given
him'a new outlook on life. Unless
persuaded otherwise, h,e gwes his
goo&byes to the PCs when Lhey resume
their Jdnmey

Avner Meravanchx. Imtla]ly charmed
by the quaint vﬂlage, Avner quickly
becomes obsessed with ene of the village
daughters. His attempts to “purchase”
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her from her parents insults the island-
ers to such an extent that they refuse
to continue trade with the expedition
unless the PCs can smooth things over
with a DC 25 Diplomacy check, at which
point Avener loses interest in the village
and its residents and spends the rest of
shore leave onboard the Sea Wyvernin a
foul mood.

Skald: Intrigued by the island, Skald
spends his time exploring the relatively
safe interior during his stay. PCs who
suspect him of being a villain may be
suspicious of his desire to spend shore
leave alone.

Urol Forol: Urol couldn't care less
about the village of Renkrue, but he
guickly becomes obsessed with the
wide variety of life to be found im the
extensive tide pools that line the nearby
shores. He spends hours exploring
these pools, scribbling in his notes
and squealing with delight at each
new discovery.

Lirith Veldirose: Lirith enjoys her
time with the people of Renkrue, and
that evening gets quite drunk during an

impromptu drinking contest with one -

of the locals (or perhaps with a PC). If
she gets drunk enough, she may chal-
lenge a PC to amock duel (during which
she gains a +2 bonus to her Constitution
but a—2 penalty to her Dexterity due to
herinebriation).

Rowyn Kellani: If she still lives, Rowyn
attempts an assassination ofa PC during
the shore leave.

Tavey Nesk: As cabin boy, Tavey is
expected to stay on board and watch the
ship. If the PCs let himn come with them
and leave the ship unguarded, nothing
bad happens to the ship.

The Blue Nixie: Although both ships
take shore leave at the same time, the pas-
sengers and crew of the Blue Nixie generally
keep to themselves and do not mix much
with those of the Sea Wyvern. The notable
exceptions are Lavinia Vanderboren and
the Jade Ravens. If any PCs have already
established relationships with any of these
NPCs, this encounter is a great time to
continue such rivalries or romances,

Renkrue (Village): AL CG; 200 gp limit;
Assets 7,800 gp; Population 780; Conven-
tional; Isolated (human 100%)
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Authority Figure: Chief Ixawhani, He
Who Sleeps With Sound (ranger 4).

H: The Pearl Current

Distance from Sasserine: 2,290 miles
Distance from Renkrue: 150/miles
Time from Renkrue: 4 days

This section of ocean contains a
hidden peril—the Pearl Current. This
swift-flowing oceanic current sweeps up
from the southern Vohoun Ocean to the
northeast toward the Densac Gulf, and
can carry unprepared ships hundreds
of miles off course with ease. Lavinia's
charts indicate the presence of the Pearl
Current, but determining when and
where it starts and ends is a trickier
prospect, as the current’s exact shape and
width vary.

Once the PCs reach this area, the daily
piloting checks to remain on course
become more difficult, rising to DC 21.
This check rises to DC 23 after one day's
failed check, and to DC 27 after two days
of failed checks. Characters who aren't

 careful can be caught up in the current

for days or even weeks as they fight to
cross through the current. After a total of
three successful checks (not necessarily
consecutive), the expedition sails clear of
the current, at which point the base pilot-
ing check drops back to DC17.

I: Ruja

Distance from Sasserine: 2,505 miles
Distance from Renkrue: 215 miles
Time from Renkrue: 6 days -

After nearly two weeks on the open
sea, land once again looms on the hori-
zon. For a moment, the PCs may think
they've reached the Isle of Dread ahead
of schedule, but in' truth they've only
spotted the island of Ruja, an unin-
habited island surrounded by perilous
1,000-foot-high cliffs and crowned with a
tangle of thick jungle. Rumors have long
held that Ruja is the lair of some form
of terrible monster, yet the difficulty of
even reaching the jungle peaks above
have ensured that the isle’s interior has
remained unexplored.

The expedition is not scheduled to
stop at Ruja—instead, its southwestern
cliffs serve as a last landmark on the way
to the Isle of Dread. Beyond these cliffs,

only 500 miles of open sea lie between
the PCs and their goal.

1f the PCs wish to explore Ruja, this is
an excellent place to expand the adven-
ture. As long as the Sea Wyvern (and thus,
by extension, the Blue Nixie) has enough
food stores to make the last two weeks of
the voyage, Lavinia has no qualms about
stopping for a few days here to let the PCs
scratch their itch for exploration. Unfor-
tunately, the interior of Ruja is hardly
worth the peril; the jungle peaks are the
lairs of relatively unintelligent monsters
like rocs, terror birds, monstrous verrmin,
and oozes. The most intelligent denizens
of the Ruja heights are several tribes of
bickering Large ettercaps. There is little
in the way of treasure waiting to be dis-
covered here.

Ji The First Storm
Distance from Sasserine; 2,665 miles
Distance from Ruja: 160 miles
Time from Ruja: 4 days

Up until this point, the expedition has
been lucky—they've had clear weather
without a storm in sight. That Tuck ends
as they reach this stretch of the Vohoun
Ocean. Late at night, the wind whips
into a frenzy, and by dawn, the ships
are caught in a full-fledged storm. The
Sea Wyvern's captain must make a DC 20
Profession (sailor) check fo maintain
control of the ship; failure indicates

‘that the ship is driven off course by the

storm. The storm itself has severe winds,
but the Sea Wyvern is large enough that
it weathers the storm well. The next
morning, the skies remain cloudy but
the wind dies down once again. If the
ship was driven off course, the PCs must
spend a day getting back on course (after
making a DC 19 Knowledge [geography]
check to navigate the route).
Unfortunately, the storm has had
another effect. The Blue Nixieis nowhere
to be seen. Layinia’s standing orders in
this case to continue on to Farshore and
reunite there if the ships get separated

should encourage the PCs onward, even
though they have no idea if the Blue Nixie
made it fhro‘ugh the storm intact. In fact,
the other ship did, butwas driven further
south and damaged. Lavinia's new course
takes her around the west side of the Isle,




and if the PCs contact her somehow
(such as via a sending spell) she lets them
know she and her crew are okay, and
that they should continue on their way
to Farshore.

K: Journey’s End
Distance from Sasserine: 2 815 mJles
Distance from the First Sto:m
150 miles
Time from the First Storm: 4 days

Cut off from the Blue Nixie, the Sea Wiern
continues south. At this point in her jour-
ney, she encounters one of the most notori-
ous perils of the Vohoun Ocean—Journey’s
End. Continue with Part Five.

L; The Second Storm (EL 6)
Distance from Sasserine: 3,000 miles
Distance from Journey’s End: 185 miles
Time from Journey’s End: 5 days

Only five days after the Sea Wyvern

escapes the clutches of the living sargasso, - g
(50% chance of either on a failed check).

she encounters her greatest threat yet.

( IR K F S b
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As the sun dawns, the dayis overcast and
grim. Have the PCs make Spot checks—
whoeyer gets the highest result notices
something off the starhoard bow: land.

. The ragged, jungle-choked peaks of the

Isle of Dread loom on the horizon. The

sight of land brings a cheer from the crew
‘and passengers, and consultation with the
sea charis confirms it—the Sea Wyvern has
nearly reached her goal. All that remains is
to sail dewn the eastern coast to Farshore,

Alas, by the time morning becomes
noon, it should be obvious that fate has
something else in store for the ship. The

rain begins shortly thereafter, and by
2:00 a second storm is in full force. This

one is much more powerful than the
first—not quite a hurricane, but close.
‘The Sea Wyvern's captain must make a
DC 30 Profession (sailor) check to stay
on course. In addition, the captain must
make a DC 15 Profession (sailor) check
every hour to ayoid rolling or washing

A roll is when the ship rocks violently
to the side as it slides down the face of
a large swell, only to rock back to the

_other direction upon reaching the next

swell, Anyom: on deck who isn't lashed

-'te somgth:ﬂg solid must make a DC 12
 Balance check ora DC 15 Strength check

to avoid falling and sliding toward the

_ edge of a ship. A sliding character can

save himself from falling overboard with
a2 DC 12 Reflex check,

A wash is when the ship plows into
an oncoming swell, causing a powerfiil
rush of surf to wash over the deck. This
occurs 1d6 times before the ship rights
itself, and with each wash, any character
on deck further toward the bow than the
central mast must make a DC 12 Balance
check or DC 15 Strength check to avoid
being washed overboard: these charac-
ters do not get a “last chance” Reflex save
to avoid this fate.

Once overboard, it’s a DC 20 Swim
check to stay afloat. A character washed
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overboard starts 1d3x10 feet away from
the ship, and drifts a further 1d3x10 feet
away each round. Swimming back to the
Sea Wyvern may be impossible.

At sunset, after the Sea Wyvern's captain
has made four checks to avoid rolling or
washing, a tremendous lurch strikes the
ship and the sound of splintering wood
fills the air. The ship comes to a sudden
stop,and everyone on board mustmake a
DC 12 Reflex save to avoid falling prone.
The ship has run aground on Masher
Reef, about 25 miles northeast of the Isle
of Dread. Waves crash against the ship,
which now lists perilously to port, but
as long as the ship remains grounded,
the captain need not make Profession
(sailor) checks to aveid a roll or wash.

Creature: Unfortunately, the creatures
for which Masher Reef got its name do
not take kindly to intruders upon their
territory. Only a few rounds after the
ship strikes the reef, a huge eel-like
fish called a masher explodes from the
water. The creature strikes at anyone on
deck, attempting to make a quick meal
of the intruders.

Masher: hp 68; see Appendix.

Tactics: The masher continues to
fight until brought below 20 hit peints,
at which point it flees back underwa-
ter. Characters who moye about on
the listing deck must spend 2 squares
of movement per square if they head
“unphill” toward starboard, and anyone
running or charging “downhill” toward
port must make a DC 12 Balance check
to avoid falling. A character who falls
ends up in the five-foot-deep water atop
Masher Reef.

The ship's captain can make a DC
20 Profession (sailor) check once every
minute to attempt to dislodge the Sea
Wyvern from Masher Reef. Every min-
ute, there's a cumulative 10% chance
another masher erupts from the waters
to attack.

Development: Once the captain gets
the ship off' the reef, he must make
another 1d6 DC 15 Profession (sailor)
checks to avoid rolls or washes. After this,
the storm abates somewhat, but the dam-
age is done. Striking the reef has holed
the ship in several places, and only by
putting the entire crew to work at bailing
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can she stay afloat. As the night grows
darker, the Sea Wyvern is in poor shape
indeed—continue with Encounter M.

M: Shipwrecked on the Isle of Dread
Distance from Sasserine: 3,025 miles
Distance from the Second Storm: 25 miles
Time from the Second Storm: 1 day
After surviving the second storm, the
Sea Wyvern is in bad shape. At this point,
continue with Concluding the Adventure.

PART FOUR: TAMOACHAN

The jungle claimed this city centuries
ago,and now her mysterious stone build-
ings, towering ziggurats, and rubble-
strewn streets have fallen to the creep-
ing vines and towering trees. Built in a
bygone age by the Olmans, Tamoachan
today is one of the greatest lures for
adventurers in the Amedio Jungle—its
proximity to shore making it the most
tempting target of these ancient ruins.
Much of the city has been picked over

by thieves and looters, adyenturers and

scholars, whether they were trying to
learn the reason for the city’s death or
merely seeking its many lost treasures.

Layinia has promised the gnome
explorer Urol Forol the chance to explore
these infamous ruins, and has agreed to
give him a day to do so. No other crew
members set foot on shore at this time,
for the ruins of Tamoachan are danger-
ous. Yet Lavinia is loath to let Urol go
it alone—if the PCs don't jump at the
chance to explore Tamoachan them-
selves, she asks them to accompany the
gnome, if only to keep him from getting
into too much trouble.

Urol’s desire to explore Tamoachan
arose onlya week before the expedition
left, when he came into the possession
of a tattered map. He purchased the
map from a one-legged sailor who
claimed to have been given the map
by a dying elf fished from the sea. This
nameless elf claimed to have been part
of an expedition into the ruins, and to
have found a previously unexplored

section of the city. Unfortunately, his

party was attacked by a strange eight-
legged lizard with glowing eyes that
turned those who saw it to stone—only
he escaped back to his ship. Alas, on the

voyage back to Sasserine to recruita new
party to explore the ruin, his ship sank
in a storm. The elf died soon after and
the sailor, having no wish to explore a
dangerous ruin, sold the map to Urol
for a pretiy penny.

Urol shows the map to the PCs if
they ask; the section of ruins marked
are only an hour's brisk walk into the
jungle, the entrance hidden in the lee
of a partially collapsed ziggurat. Urol
tells the PCs he believes that the strange
reptile the elf’s party fought was a
basilisk, a creature whose gaze petrifies
its prey. If this causes the PCs to balk,
Urol assures them that they'll be able
to kill it easily, and even if one or two
of them are turned to stone, he's come
prepared with plenty of doses of sione
salve to undo this fate. Urol doesn’t tell
the PCs he only has two doses of the
stuff, though—certainly, these brave
heroes can defeat a silly basilisk before
more than two of them are petrified!

What Urol doesn’t know is that the
map’s story, as tald him by the one-legged
sailor, is a complete fabrication—the only
bit of truth to the tale was that this area
of the ruins has indeed laid unexplored

for many years. The one-legged sailor was

in fact a disguised agent of Malcanthet,
Demon Queen of Succubi. Ever watchfil,
she knows that her sometime allyand lover
Demogorgon is up to something, yet also
knows better than to directly confront the
powerful demon lord about it. Consulta-
tion with strange oracles deep in the Abyss
have led her to the PCs, who for reasons
she still doesn't understand are fated to
become embroiled in these matters soon
enough. Malcanthet wants them on her
side as a result—and if possible, without
them knowing it.

Tamoachan Ruin Features

The one-hour trek through the jungle
to Urol's ruins should go fairly eas-
ily, as most of the more dangerous
denizens of Tamoachan like in under-

ground chambers. The ruins that the
PCs seek generally have ten-foot-high
ceilings, and are constructed of blocks
of unmortared stone covered with a
flaking layer of stucco decorated with
ancient images of men and animals.




Tamoachan Ruins

1. Tchechiwhani's Nest (EL 5)

The jungle parts to reyeal the ruins of a
large chamber, once held within the root
of the ziggurat above but now open to the
elements:images of pouncing and stalking
cats grace What is left of the vine-stran-
gled walls. Dozens of mouldering stuffed
jungle-cats lie scattered around the edge
of the exposed chamber, along with sev-
eral strangely unweathered statues of men
dressed in armor. Of the five passageways
that once led further into the ziggurat's
depths, only two remain uncollapsed.

Creature: The statues are adventur-
ers, petrified by the gaze of the basilisk
that lives here. Called tchechiwhani by
the ancients, basilisks were often kept
as pets by decadent rulers who fitted
the dangerous creatures with helmets
to block their petrifying gaze—helmets
that could be removed at range with a
hocked pole when said rulers wished to
make statues of their vanquished and
captured enemies.

This basilisk does not .we_ar'fs_uc;h'

a helmet. It spends much of its time
sleeping in a nest of rubble in the
northernmost collapsed passage-
way, but if it hears anyone in area 1,
it quickly slithers out to investigate.
It avoids pursuing creatures into the
chambers, as it dislikes the confined
spaces within (and is unsettled by
the sound of area 2's' denizen when it
sis roused).

Basilisk: hp 45; Monster Manual 24.

Treasure: A DC 25 Search of the
rubble-choked passageways uncovers a
somewhat damaged marble statuette of
a reclining humanoid figure with head
turned and legs drawn up worth 78 gp
and a small silver pyramid worth 3 gp.

2, Xochiquetzal’'s Chamber (EL 7)

A huge statue of a lumbering man outfit-
ted in decayed skins and cracked skulls, his
gaping and tusked mouth wide enough to
swallow 2 halfling whole stands to the north.
A battered but once intricately carved well

One square = 3 feet

sits to the south. The whole area is littered

“with skulls and shards of rusted metal.

The wellin this room once contained

a wondrous substance called liquid

light, but a recent earthquake cracked
the depths of the well shaft and opened
it into a metwork of narrow fissures
deep below the ground. A gibbering
mouther named Xochiquetzal shithered
up through these fissures, and has dwelt
in the ruins for many years. [Layoids the
basilisk by sh’chermg through these fis-
sures to huntin the surrounding ruins
when hunger strikes,

Xochiquetzal, Gibbering Mouther:
hp 42; Monster Manual 126,

'Treasure: Xochiquetzal leaves the remains
of its meals in its well, and is slowly filling
the depths with bones. A halfthour search of

 the welltmearths thousands of bones, along

with some freasure: six turquoise gems
worthiso gp each, a 1 dagger, what appears
to be an'ivory wand but is in fact a folded
fan of ivory slats worth 180 gp, a platinum
bracelet worth 230 gp, and 124 gp.
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3. Mictlan’s Portal

A ten-foot-wide, fifty-foot-long landing
overlooks a larger chamber to the north,
accessible by a short flight of downward

sloping stairs. The entrance to the larger
room is framed by dozens of skeletons

carved into the fifty-foot-wide arch, thein

bones intertwined with hundreds of carved
snakes. Unnerving ripples of black smoke
slither and dance among the carvings.

A DC 25 Knowledge (religion) check
reveals that this archway marks the
entrance to the ancient Olman land of
the dead, marking the chambers beyond
as an ancient crypt, or perhaps a place
where the priests prepared the dead for
their journeyinto the afterlife. The rip-
ples of black smoke are the remnants of
an ancient and mostly malfunctioning

‘mecromantic trap. Any character that

steps throguh the arch must make a
DC 15 Will save or be shaken for one
round—this effect is harmless enough
in the long rum, but it prevents the jit-

-tery basilisk from pursuing foes into
this chamber.

4. Ancient Tamoachan (ELJ)

The floor of this large chamber once
contained a breathtaking carving of an
ancient city; yet time has. taken its toll

on the map-like carving, reducing it to

a tangled mess that, ironically, almost
seems to reflect ruined Tamaachan above.
The walls are decorated with brightly
colored frescoes depicting a rayal courtin
ceremonial garb and a king arrayed with
his magnificent armies. Pathways wind
through the ruins, affording a twisting
route through the rubble. In the center of
the room is a wide plaza; in the middle of
which rests a low stone table.

This chamber once served the priests
of Tamoachan as a place to prepare
the dead for burial in area 10. By
preparing the dead in the center of this
model of the city, they hoped to help
case the deceased into the afterlife by
surrounding him with familiar vistas.

Trap: The ancients also protected
this chamber with a devious trap.
Three rounds after intruders enter this
chamber, a wall of fire appears along the
southern wall. The wall advances north
ata speed of 15 feet, extinguishing when
it hits the north wall. Three rounds later,
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if any living ereature remains in the
room, a new wall appears and sweeps
north. The password to deactivate the
trap, “Uetzcayotl,” has unfortunately

been lost to time. The fifteen-foot-
-wide collapse along the eastern wall
represents the only safe zone in the

room once the trap activates.

Wall of Fire Trap: CR 6; magic device;
location trigger; automatic reset; onset
delay 3 tounds; spell effect (wall of fire,
oth-level wizard, 65-ft. len-gfh, 2d4 fire
damage to creatures within 10 feet of
north face, 1d4 to creatures within 20
feet of north face, 2d6+9 fire damage
to any creature that passes through

the wall); Search DC 30; Disable Device

DC30.

Development: Tlanextli, the will-
o'-wisp that has claimed these ruins
as its home, is likely to heat any loud
noises from this chamber and comes
to investigate, seeking to kill any lone
characters it finds. If it finds more than
one PC alive, it remains invisible and
follows them, hoping they break through
the iron wall in area 6.

¥. The New Tunnel

This tunnel appears to be a natural vent
through the stone, rather than a con-
structed entrance.

- The chambers between area 4 and 6

‘have collapsed; this tunnel opened up

during the earthquake that struck the
area a few years ago and damaged the
well in aréa'_ 2, only recently restoring
aceess to the chambers beyond.

6. Antechamber (EL 6)

The walls of this room are covered with
eroded glyphs and hieroglyphic images
depicting what appear to be batlike crea-
tures feasting on humanoids. The eastern
wall beyond a low archway in the room
consists of a strangely out of place sheet
oftiran. '

A DC 25 Spellcraft check identifies the
metal wall as the result of a wall of iren
spell. Tt completely seals off entrance to
the room beyond, and is wedged into




groves that run around the alcove’s
perimeter. The wall can be battered down
with enough force, something Urol urges
the PCs to do since it's obvious the ruins
continue on thelother side of the wall.
Iron Wall: 2 in. thick; Hardness 10; hp
60 hp per 5-ft. section; Break DC 29.
Creature: A will-o“wisp named Tlanextli
dwells in this chamber, cut off from the rest
of its lair by the wall of iren that Sutolore
triggered when the two fought several weeks
ago. Tlanextli views the chambers beyond
as its empire, and the thoueht of another
creature dwelling therein when it can't
reach these chambers has all but driven the
aberration mad with frustration. It views
the arrival of the PCs with an optimistic

curiosity,and holds back its natural instinet -

to feed from their emotions or to attack
in favor of remaining invisible, following
quietly, and hoping they find a way through
to the room beyond.

Tlanextli, Will-o’-Wisp: hp 40; Monster
Manual 255.

7 Tloq;;fqh:a’s Gr};pf (EL}‘) =

This chamber bears a strange resemblance

to the previous one, in that the floor cor-

sists ‘of a Stone scale model of an ancient
city. Yet/whereas the previous model was
terribly damaged, this’ chamber seems
relatively well preserved. The layout and
style of the city is quite different, with four
wide canals converging upon a large lake in
the center, from which rises a great stone
pyramid. Mighty temples rise from the low
angular buildings, while the stone walls
depict lifelife depictions of leering bats,
lizards, and snakes.

When the varrangoin Sutolore
intruded upon this chamber some time

ago, he clashed with Tlanextli the will+

o'-wisp in this chamber. After wounding

Tlanextli and forcing it to flee, Sutolore -

pressed deeper in here to place the bat
idol he stole from the Isle of Dread.
Unfortunately, he triggered a trap in

éirea 8 that caused a wall of iron to seal
him inte these chambers.
The ¢ity depicted here shows asection of

_ ancientTamoachan that served asa necrop-

olis for the city's dead. A DC 30 Knowledge

_ (history) ¢heck reveals as much.

Trap: The central pyramid is actually a
sarcophagus. A DC 20 Search check reveals
that the top level of the pyramid can be
pushed aside, revealing a hollow within

occupied by a mummified Olman priest,

bound in a fetal position by lengths of
brittle leather cords. The priest is quite
dead, but the go}.den'c'er_qmonial necklace
around its neck looks, valuable. Unfortu-
nately, the air in the sarcophagus is thick
withancient disease. When opened, a cloud
of dust blooms from within, ﬁﬂmg a 20~

foot-radits spread. All creatures in this area

must make a DC 16 Fortitude save or con-
tract mummy rot (Monster Manual 190).
Mummy Rot Trap: CR 5 mechanical
device; touch tigger; no reset; multiple
targets (all creatures in a 20-foot spread);
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mummy ot (DC 16 Fortitude resists);
Search DC 26; Disable Deyice DC 26.

Treasure: A ceremonial golden neck-
lace carved to resemble a string of bat
and lizard heads still hangs from the
dead priest’s neck. This isin fact a strand
of prayer beads with a bead of blessing and
a bead of healing.

Development: The pristine condition of
this chamber is fascinating to Urol, and he
demands to be left here for as long as pos-
sible so he can make sketches of the room's
carvings and sculptures. When finally
forced to leave, the little gnome is unchar-
acteristically morose. Once reminded of
the mysteries that await him on the Isle of
Dread, though, he cheers right back up.

8. The Great Calendar Stone

A huge circular disk of stone dominates
the floor of this chamber, its face carved
with dozens of concentric rings of hiero-
glyphs and shapes. A filthy nest of bones
and rubble sits atop it.

This disc is an ancient Olman calen- '

dar stone, used once to track the move-
ment of celestial bodies.

Creature: The outcast varrangoin
Sutolore was once a member of a large
tribe that roosted in the ruined fortress
of Overlook on the seventy-third layer of
the Abyss, known as the Wells of Dark-
ness. After crossing the tribe's ruling
coven, Sutelore fled with a relic known
as the tooth of Ahazu. Sutolore sold the
relicin the town of Broken Reach on the
first layer of the Abyss to a succubus in
Malcanthet’s service. Unfortunately for
Sutolore, Malcanthet's plots left him lit-
tle time to explore the hedonistic para-
dise of her Abyssal realm of Shendilavri
before he was sent to the Material Plane
on an important mission for the Queen
of Succubi.

After reaching the ruins, Sutolore
found them to be occupied by a
territorial will-o'-wisp. A battle ensued,
and although it resulted in a draw,
Sutolore found himself trapped in
the ruins by a wall of iron—a magical
trap designed by the ancient Olmans
to imprison would-be graverobers in
the tomb.
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Since being captured, Sutolore has
survived on the rancid water at the
bottom of the shaft in area 10 and
has eaten nearly all of the foul-tasting
hooded tarantulas that dwelt along the
walls of that shaft. Exceptionally hungry
and frustated at his predicament, the
varrangoin is in ripe condition to attack
anything that crosses his path.
SUTOLORE CR&
Male lesser varrangoin
CE Medium magical beast (extraplanar)

Init +3; Senses darkvision 60 ft., low-light
vision; Listen +2, Spot +2

Languages Abyssal, Varrangoin

AC 19, touch 13, flat-footed 16

hp 32 (5 HD) DR 10/cold iron

Resists acid 10, cald 10, electricity 10, fire

10; SR 12
Fort +5, Ref+7, Will +1
Weakness light blindness
Spd 20 ft. fly 40 ft. (average)

Melee bite +7 (1dé+2) and
2 claws +5 (ad4+1) and
tail sting +5 (1d4+1 plus poison)
Base Atk +5; Grp +7
Atk Options Flyby Attack, peisen (DC 13,
1d6 Dex/1d6 Dex)
Special Actions breath weapon (30 ft. cone
of fire; 3d6; Ref DC 13 half; at will)
Abilities Str 14, Dex 16, Con 13, Int 11, Wis

11,Cha 8
SQ death throes
Feats Alertness, Flyby Attack, Multiattack
Skills Hide +11, Listen +2, Mave Silently

+11, Spot +2
Death Throes (Ex) When killed, Sutclore

explodes in a 20-foot radius burst of

energy. This explosion deals 3d6 fire
damage (Ref DC 13 half).

Light Blindness (Ex) Exposure to bright light
(such as sunlight ora daylight spell) blinds
Sutolore for 1 round. After that, he takes
a—1 penalty on attacks, saves, and skill
checks while operating in bright light.
Tactics: As soon as Sutolore hears

anything moving about in area 7, he

leaves his shabby nest on the calendar
stone to investisate. Upon finding the

PCs, he shrieks and attacks with his

breath weapon while flying circles in

the large room. He resorts to melee
combat only if his foes seem resis-

tant to fire or if he's confronted in a

‘smaller area. If reduced to less than 10
hit points, Sutolore abandons the fight
and attempts to escape.

If the PCs haven't slain Tlanextli
when Sutolore attacks, the will-o’-wisp
joins the fight, perhaps allying itself
with the PCs against their foe. Such an
allegiance lasts only as long as Sutolore
remains in Tlanextli's lair—as soon as
he's slain or driven off, Tlanextli turns
its wrath on the PCs.

9. Gnardians of the Well of Death

Twin statues of men dressed in strange,
ancient armor and wearing towering
headdresses made of coiled snakes
and bat wings stand at either side of an
arched doorway here. Beyond the archway
beckons a circular room, its walls adorned
with dozens of riches in which rest the
desiccated bodies of long-dead men
and women.

These statues once mggcred. the wall

of fron trap built to wall in grave-robbers;

Sutelore ironically triggered it when he
added the golden bat statuette to one
of the crypts in area 10. The trap was
intended to trigger only once, and no
longer poses a threat.

10. The Well of Death

Ayawning shaft descends into gloom here.
The walls of the shaft are fitted with hun-

 dreds of niches, upon which lie the dusty

bones of heroes, priests, kings, queens, and
warriors of a bygone age. Resting upon the
topmost niche, cradled in the arms of 2
skeleton, is a glittering golden statuette of
a bat.

The shaft here is 100 feet deep,
although the bottom 2o feet consists of
stagnant water that has drained in here
from above. None of the bodies here are
buried with anything of value, with one
exception.

Treasure: The golden bat idol
clutched by the topmeost body is a
fantastic work of art, with rubies for
eyes and tiny slivers of pearl for fangs
and claws. A DC 25 Knowledge (religion)
check identifies it as a representation




of Camazotz, an ancient god of bats
and the night. Its presence here is not
unusual, since much of the iconigraphy
on the walls indicates that the builders
of this crypt worshiped him, but if t]:us
Knowledge (religion) check exceeds t the e
DC by 10, the character nom:_es fhat
the craftsmanship of the 1;:1’01 is lez
more angular than that of the |
Camazotz from the sm:roundmg walls—
almost as if whoever created the 1&01
were from a different region entirely.
The idol radiates faint transmutation
magic, and an identify or similar spell
reveals that the idol is in fact some
sort of key. In any event, the idol itself
is worth 2,500 gp, so it's unhkely the \‘.
PGs will leave it behind. If they’ do,
Malcanthet may be forced to intervene,
sending another agent to retrieve the
idol and surreptitiously return it to the -
possessions of one of the PCs. o
In any event, ence the PCs have -
explored the ruins and convinced
Urol it’s time to go, continue with Part'ﬂ ¥

Two above. =

PART FIVE: SARGASSO
Sailors call it Journey’s End, and. speak
itin hushed tones—a ﬂoatmg graveyard
that scours the ocean, co;nstantiyseelung
new ships to add to its co]leptmn This
is the sargasso of the Mother of All, and
it represents. thegrea‘fest danger the PCs
are destmed to face on thqlr voyage to
the Isle of{Dreaﬂ \

The Sea Wyvern encounters the strange
sargasso bed after the first storm sepa-
rates her from the BluB,Nme None on
board notice the ,saa:gsm s advent; it
comes upon the ﬁ'ﬁ:p‘“‘at ‘night, under
the cover of an overcgst sky. The next
morning, the crew wakens to an unset-
tling sight.

As the gray dawn breaks, burning fit-
fully through the morning fog to light

the sea, something seems strange about
the waters below. They seem almiost’

solid, as if the sea had formed some
strange sort of skin. The air seems dead
as well, and the sails hang limp, heavy
with moisture from the receding fog,

Finally, the mist begins to clear, and
what is unveiled is not the gently rolling

i

extends f‘". ,pe 2 tfa!f mile, Bavund
which lie the open waters of the mock-
ing sea. In all other directions, the weed
extends te‘thn harrzon Trapped within its
vice are dozens of other long-dead ships,
their hulls protruding from the sargasso
at odd angles, masts askew, sails hanging
in tatters. One such ship lies mired only
six hundred feet to the port, and it seems
to bein better shape than the others. Per-

' haps most unnerving, however, is neither

the sight nor smell of so much sun-baked

seaweed. It is the unnatural silence, for the

thick choking green has robbed the Sea

even the wind a.mi eggents seem to
fear. A patch a mJIt' oss would be
unusual, yet this swat _sh'etches to
the horizon. N

DG zo: Sailors call it ]’au.mey’s End,
and speak D‘flt in hushed tones—rumors

“of a living 1s}=md that appears from the

Wyvern even of the strangely comforting ' mists: after storms.\'l"hls living land is

sound of water lapping against her hull. It

said to‘hﬁiw a black soul thﬂt fliels the

is not a healthy silence. It is the silence of hunger of children Tumored to live
within its green embrace.

a graveyard.
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DC 25: Journey’s End is one of the

sea’s more terrible blights, and is said

to be able to crush ships in its grip. Iis
children are awful creatures formed
of the weed itself, and are said to rise
by night to slake their hunger upon
any their green mother has caught in
her grasp. :

General Features [

This is one case where the haif'-whispered
Tumors are frue—the Seq Wyvern has fallen
prey to a sinister and dangerous men-
ace known as the Mother of All, a hate-
ful aquatic plant. The Mother of All has
grown enormous over the decades, and
measures well over ten miles in diameter
now. Fortunately for the PCs, her fronds
are mostly inert except at her core, where
she remains horribly, hungrily alive.

In most places the sargasso surface
consists of a heavy mat of seaweed. The
mat is ten feet thick, and dense enough
to walk on (although characters must
spend two squares of movement to enter
a square of heavy sargasso mat, and the
DC of Tumble checks increases by s).

Near the sargasso’s heart, the green
fronds rise up into large forests of

Ty

: bne_-:&f;quaf.e' =

shnlﬂng.rattmgkelp,formmg mounds

of the stuff’ from which brown and
green arms almost like branches or even
trees protrude. '

The Mother of All dwells at the
sargasso’s center, in the hull of her first
victim, a ship called the Thunderer. She
can vaguely sense the presence of life

moving about on her fronds, and the first

night after the PCs become mired in the
weed, shesends thefirst ofher childrento
greet them.

In any event, the Sea Wyvernis doomed
to ot in this green embrace. Attempts
to burn or cut away the weed might
allow the ship to make a few dozen
feet of headway each day, but the stuff
grows back with unnatural speed.
Eventually, the PCs should be driven
to seek out clues to their predicament
in nearby wrecks, such as the wreck of
the Rage, which lies only a few hundred

feet away.

The Wreck of the Rage

Thewreckis strangled with weeds and vines,
almost as if immense green claws hold the
ship in their grasp. In many places the cara-

vel, 2 ship hauntingly similar
B o the Sea Wyuern, has been
torn‘apart by the vegetation’s
rampant growth. A plate
‘near the stern gives the
vessel's name—Rage.

_ This caravel lies two
hundred yards away from
~ the Sea Wyvern, her hull
~ crushed and her decks
listing perilously to port.
As the PCs approach the
Rage, be sure to empha-
size the quality of the sar-
‘gasso—the dampness, the
disorientation of walking
on unsure ground, and
the strange currents in the
puddles that swirl around
the heroes' feet, almost as
if the fronds of the weed
itself were stirring,
; The timbers of the
Rage’s deck are rotting,
and squelch nastilly under-

foot as the PCs board the wreck. Ship

beams have been ruptured by the vines,

~ which cling to every surface. As the
'PCs explore the Rage, they note signs

of combat—a swath of dried blood, a
broken rapier’s blade lodged in a mast,
or signs of frantic fortification.

1. Upper Deck

- The upper deck is wreathed in slippery
seaweed and swaths of what appear to

be ‘thick green mucus. Although almost
everything has been smashed, the
remains of three dozen burnt torches and
an upturned cauldron that seems to have
recently been filled with oil are still vis-
ible. Anyone who scrapes away the mucus
orvines and makes a DC 15 Search check
discovers that in many spots, the wood
appears to have been partially burnt.

2. Crew Room ™ )

The doors from the deck above have been
barred with timbers, but tono avail, as they
lay smashed herein along with a broken

‘Dallista. Although once the ship had lower

decks, they have been completely filled
with weed and hold nothing of interest
to the PCs.




3. Captain’s Cabin (EL 6)

Beyond the crew room lies the
captain’s cabin. A large hole is in the
floor, through which the green of the
sargasso can be seen. PCs that enter
this room can make DC 15 Spot ch,ecks

to notice that a tattered Joumalhes on §&

the edge of a table across the room.
Unfortunately, the ship’s deck has Sﬁ:lfk
and the journal now lies pre_cqnmgsly
perched at the table’s edge. X
As soon as anyone énte-rs_the TOOm on
foot, the floorboards twist and buckle,
sending the journal into the sargasso s

feet below. The journal's pages can last

for up to three rounds in the soggy water’

of the pit before the words contained

within become illegible. It's axﬁiir;ii;le e

matter to leap into the hole to retrieve

the book, but unfortunately, the pitis far

from uninhabited.

Creature: Three aquatic assassin
vines, living in symbiosis with the
strands of the sargasso, grow in the
weed nearby. Any creature that comes-
within reach (such as anyone leaping

into the hole to nab a fallen j journal) f.;
immediately attacked. | Y :
These assassin vines are 1denttcal to
the ones in the Monster Manual, save that
they have a swim speed of 5 feet and can
survive in air or water with ease.

Assassin Vines (3}' hp 30 each Monster
Manualzo,

Treasure: The Joumal t:hmmdes the
tale of a monk named Anhelm and his
Jjourney along the southern coast of the
Amedio fo visit the natives of the Isles
of Axuxal. The document tells of a fierce
storm that drove the Rgge far out to sea,
but it is the entries on the last few pages
that are of the greatest interest to the
PCs—see Handout 1.

The First Night (EL 7 or 8)

Even if the PCs head out into the sar-
gasso at once, they are unlikely to dis-
cover the wreck of the Thunderer before

At

Yol

night falls. As the sun sets, allow the PCs

to make DC 15 Spot checks. With a suc-
cess, they notice shapes stirring in the
distant green, and as the last light of day
fades and the mist rises once again, they
may just see the shape of horror rising
from the weeds.
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With night comes the fog (reduc-
ing visibility to 30 feet and providing
concealment [20% miss chance] to all
creatures within) and the children of
the sargasso—vine horrors, These plant

 monsters are vaguely humanoid, fatted

on the bodies of the sargasso’s victims
and hungry to add more to the hive, The
vaguely humanoid plant monsters share

a rudimentary hive mind—not enough -

to communicate with each other, but
enough for them to receive impulses
from the Mother of All that dwells at

“this hﬁﬂ’s’tdﬁi’é She’l'senses new life on

the Sea Wyvern (o at the PCs’ camp, if
night catches then élsewhere on the
sargasso), and sends the vine horrors
tocollect. ot ¢

The vine horrors are telentless foes,
and the sargasso hides hundreds, if not
thousands, of the creatures. During

 the first night, you should run as many

vine horror! attacks as you think the
PCs can bear;if the fights begin to feel
Tepetitive, feel free to let dawn come
and send the monsters back to their
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watery homes below the sargasso sur-
face. It's best to focus.on the battles that
involve the PCs. Feel free to have some
of the unnamed colonists go missing,
but the named NPCs shouldn’t be idly
killed off.

Vine horrors generallyattack in groups
of 3-4. The goal isn't to overwhelm the
PCs, simply to impress tipon them the
relentless nature of their foes. As they
attack, they whisper and call to the
PCs, speaking only one word over and
over: “Outsiders...".

VINE HORROR

NE Medijum plant (aquatic)

Init +3; Senses low-light vision; Listen +3,
Spot +3

CR4

Languages Common

AC 19, touch 13, flat-footed 16
hp 42 (5 HD)

Immune plant traits

Fort +8, Ref +1, Will +2

Spd 30 ft., swim 20 fi.

DUNGEON DECEMBER 2006

Melee 2 slams +7 (1d6+4)
Base Atk +3; Grp +7

Atk Options Blind Fight
Special Actions animate vines

Abilities Str 18, Dex 10, Con 19, Int 9, Wis
13, Cha 10

SQ malleability

Feats Alertness, Blind Fight

Skills Hide +0 (+15 in swamps), Listen +3,
Spot +2, Swim +16

Animate Vines (Sp) A vine horror can use
this ability at will to animate any single
strand of sargasso within 90 feet. An
animated vine fights as an assassin vine
(Monster Manual 20). If the vine horror
is incapacitated or moves out of range,
the vine returns to normal.

Malleability (Ex) Because of its unusual
body structure, a vine horror can
compress its body enough to squeeze
through a 1-inch-wide crack. Cracks
and similar openings that are 1 inch
or more in width do not slow the vine
horror at all.

The Second, Third, and Subsequent
Nights

The war of attrition builds. Unless the
PCs intervene or help with ideas of
defenses on board, colonists and crew

go missing as the days pass. Before long,

things should grow desperate, and if the
PCs don't seek out the source of the hor-
ror on their own, perhaps Urol, Amella,
Skald, or even Avner suggests they do
their thing and play the part of heroes.
Until the PCs destroy the Mother of All,
they have little to look forward to but
night after night of relentless assaults
by her children.

Other Shipwrecks

The Rage and the Sea Wyvern are far from
the only wrecks mired in the weed. Other
wrecks litter the sargasso, yet these are
little more than sad empty shells covered
in the foul mucus and vines of the land. If
you wish, some of these wrecks could hide
vine horrors or aquatic assassin vines,




Some of the ships are over
fifty years old, as anyone with
a DC 15 Knowledge (history)
_or Profession (sailor) check
can tell. Valuable objects
may be found within them at
your discretion.

The Wreck of the Thunderer
Eventually, through luck or
careful planning, the PCs
should come upon the forest
of kelp at the sargasso’s
heart. The fact that only &
here does the landscape
change should pique
their interest, and as they
approach more closely, they
discover something lodged
at the heart of this land—
the wreck of a caravel called
the Thunderer.

This place is the home
of the Mother. Her fronds
extend outward for miles,
comprising the sargasso
itself, yet here in the hold of this Shi;E:I

she is horribly, malignantly alive.

As the PCs approach the ship, they
hear a strange Whlsprenng voice in
their minds—not words so .mtch as
a mental beacon. Anyone who looks
back across the sargasso sees the entire
place coming alive. The M,nthcr has
sensed their approach, and if the PCs
cannot destroy her soon, her thousand
young converge at the core to tear the
PCs apart,

The time the PCs have to explore the
Thunderer is dynamic; th_e slow march of
the vine horrors converging upon them
is meant primarily to instill a sense of
dread, and is not a promise of a mass
battle (unless the PCs decide to retreat
from the Thunderer to rest, perhaps).

Exploring the Wreck (EL 7)

Unlike the other wrecks, the original
skeletons of the crew remain ahom'd,}

soggy bones mingled with broken chests,
weapons, and rigging. The wreck itselfis
nearly sunken into the weed. It'’s a mere
five-foot climb (DC 16 Climb check) to
clamber onto the main deck. The lower
decks are accessable from above, but are

. faée 'Aloﬁ:gﬂ-ﬂ.m‘.

of seaweed p

boards give the vine hormrs‘\wplenty
of targets to animate to aid in their
attacks on the PCs.

Treasure: The Thunderer’s hold still
contains much of her valuable cargo,
and a quick search of the rotten chests
kept herein uncoyers quite a lot of booty,
including 1200 gp, 462 pp, four fine
scrimshaw carvings (each depicting one of
the seasons and worth 250 gp if cleaned)

- a quartet of golden goblets worth 160 gp

each, a silver church candelabrum worth
350 gp, an enormous steel barnacle-covered

shield depicting sharks devouringmenfa
+1 animated tower shield), and a watertight
bone scroll tube containing an arcane
scroll of hold monster, waves of fatigue,
and fiermanency.

Alhﬂ'g‘_e section of the hull has rotted away
here, leaving a stinking pit with walls of

/- writhing green and brown vegetation.

These Walls wrlthe with horrible half—

- The Maw:tse}fls 100 feet deep and
lined with young vine horrors—walls
of screaming seedlings and writhing
adolecents waltmg to matute, a process
that takes seve ral weeks. At the shaft’s
deepest point is a swill of water and
decay, and it is here that the Mother of
All dwells.

The Bhaft is 25 feet in diameter, and
the air within is stlﬂmghot‘and foul. Any
creature that enters the pit must make a
DCag4 Fortitude save or be nauseated for
1d6 rounds. The unformed and growing
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vine horrors in the walls twitch and
writhe to the touch, butare incapable of
attacking. Tt’s possible to clamber down
the shaft with a DC 20 €limb check.

Creature: The Mother of All dwells at
the bottom of'this shaft, yet she is capable
of sinking into the surrounding sargasso
and reappearing at any point in the mire
by using transport via plants. If the PCs
attempt to attack her from above, she
simply appears at the top of the shaft,
extruding forth from the rim of the Maw
to strike at her enemies.

Mother of All: hp 105; see Appendix.

Development: When reduced to zero
hit points, the Mother collapses in on
herself and dies—a writhing mass of
Totting vegetation that howls and shrieks
until finally it lies still. A moment later;
the sargasso itself wakens, as the countless
of vine horrors that still live within feel
the death of their Mother. Without her to
hold their forms, they rapidly fall apart
into sludge: A few rounds after that, the
sargasso shudders and shakes as it begins

to unravel from the center. The first to
collapse is the maw itself, which collapses
over a period of two minutes, filling with
seawater at a rate of'5 feet per round. The
land quickly follows, and within an hour
the whole place has lost its cohesion.
With the exception of the Seq Wyvern,

the remaining ships mired in the

sargasso sink as the mass drifts apart.
The dissolution churns the waters
of the sea somewhat, and it's a2 DC 15
Swim check to stay afloat. Luckily, the
Thunderer collapses into ruin as the
sargasso melts away, leaving in its wake
plenty of driftwood for the PCs to cling
to (negating the need for Swim checks
to keep from sinking). In 1d4 hours, the
Sea Wyvern, captained by Amella in the

PCs’absence, appears on the horizon to

reclaim her floundering owners. By the
time the PCs are safely back on board,
all trace of Journey's End has gone.
The expedition is now free to continue
on to the last leg of their journey, as
detailed in Part Three above. '

CONCLUDING THE

ADVENTURE

After escaping the perils of Masher Reef
in encounter L, the crippled Sea Wyvern
limps along the waves. It should be
obvious to the PCs their vessel will not
reach Farshore—that they will be lucky
to reach any shore. The closest stretch of
land beckons only 25 miles away, where a
narrow strip of beach along a thick wall

of jungle might afford somewhere safe

to land.

The storm continues through the night.
Although the winds abate enough that
there’s nomeed for Profession (sailor) checks
to avoid rolls or washes, it's strong enough
that the tattered ship seems in danger of
sinking at any second. Caught by the storm
and the tide, the badly listing Sea Wyvern
is driven toward the northern shore of the
Isle of Dread. The primeval vista looms

Jarger before the PCs through the driving

rain, periodically lit by flashes of lightning,
Suddenly, the ship lurches again, throwing
everyone to the deck. The Sea Wyvemn tilts
crazily to the side, lurches one last time, and
rolls. The cold dark sea rushes up to meet
the PCs, and in a cacaphonous roar of wave
and ruin, all goes dark...

APPENDIX: NEW MONSTERS

Masher

This wormlike fish measures nearly thirty feet

from tip to tail. Tts face is a terrible circular maw

of grinding teeth, with two beady eyes peering

out from the crown'of its head. Large spines rise

from its sinuous back, shuddering and rattling

with menace,

MASHER CR6

Always N Huge animal (zquatic)

Init +5; Senses darkvision 60 ft., low-light
vision; Listen +0, Spot +0

AC 19, touch 9, flat-footed 18 (-2 size, +1
Dex, +10 natural)

hp 68 (8 HD)

Fort +10, Ref 49, Will 2

Spd 20 fi., swim 40 ft.

Melee bite +12 (3d6+12)

Space 15 fi.; Reach 15 fi.

Base Atk +6; Grp +22

Atk Options poison spines

Abilities Str 27, Dex 12, Con 19, Int 1, Wis
10,Cha8

Feats Combat Reflexes, Improved Initiative,
Lightning Reflexes

Skills Hide +4 (+12 in coral reefs)

Environment warm oceans (coral reefs)

Organization solitary, pair, or schoal (3-8)

Treasure none

Advancement 9-16 HD (Huge), 17-32
HD (Gargantuan)

Poison Spines (Ex) When angered,a masher

extends several of poisonous spines from
its back. The fish is adept at reflexively
aiming these spines at any creature it
can sense. |t can use its spines to make
attacks of opportunity on any creature
that attacks it with any melee weapon,
provided the masher threatens the
-attacking foe. Attacks made with these
* spines are at +12, with a hit inflicting

1d6+8 points of damage. A creature
struck by a masher’s spine must make

a DC 18 Fortitude save to resist taking
1d6 points of Constitution darnage. One
minute later, the creature must save again
to resist taking a further 2d6 points of
Constitution damage.

Skills A masher’s coloration grants it a +8
racial bonus on Hide checks made while
within five feet of a coral reef.

These wormlike fish move slowly along

coral reef§, erushing and eating coral




growth by mashing it with their power-
ful jaws. They are exceptionally territorial,
and if threatened are prone to attacking
in “self-defense” with a ferocity generally
associated only with the most cantanker-
ous of predators.

Masher steaks are particularly dehcmus

and are considered an exotic delicacy in®
many ports. Preparation of masher for

consumption is a delicate process, as their
poison glands run throughout their body.
With a DC 22 Profession (cook) check, the
food is safe to eat. Consumption of an
improperly prepared masher steak results
in poisoning as if the feaster had been
stuck by one of the fish’s spines.

Mother of All

This dislocated sack of foul smelling Vegeta="

tion is wreathed in screaming humanoid forms.

that struggle to free themselves from the foul
Slesh. A vast distended belly bathed in foul |
green mucus hangs from the vaguely human- -

oid form. Infantile cries echo from the hideous
passengers that slowly pull themselves from'

their mother. Twenty feet tall, this grotesque’

hybrid of woman and plant is a nightmare of

mucoid arms and clustered eyes. It is a deviant

thing of rot, a pyramidical bulk that rises to a

head of eyes and barbed, thorny teeth.

MOTHER OF ALL CR8

Always N (any) Huge plant (aquatsc)

Init—2; Senses all-around vision, low-light
vision.;:Listen +13, Spot+17 -

Aura babblmg young :

Languages Aquan, Common; Ilmlted telepathy

AC 16, touch 6, flat-footed 16 (-2 Dex,-2
size, +10 natural)

hp 105 (10 HD}; DR Sfcold fron

Resist cold 10

Immune electricity, plant traits

Fort +15, Ref +1, Will +5

Spd 30 ft., swim 30 ft.; transport via sargasso

Melee bite +15 (2d6+10) and
2 claws +13 (ad6-+s)

Space 15 ft. Reach 15 fi.

Base Atk +7; Grp +25

Attack Options carried progeny

Abilities Str 30, Dex 7, Con 22, Int 12, Wis
11,Cha 10

SQ amphibious, sargasso, spawn

Feats Great Fortitude, Improved Natural
Attacl (bite), Iron Will, Multiattack

Skills Listen +13, Spot +17, Swim +18

Environﬁentfg{:e;m

Organization solitary

Treasure standard

Advéncement 11-18 HD (Huge), 19-30
" HD (Gargantuan)

All-Around Vision (Ex) The Mather of All cari

see in all directions at once, thanks to the

: immaturewvine horrors linked to h_ér. I S

-gets a +4 racialbonus on Spot checks, and
éanno_t be flanked.

Carried Progeny (Ex) The immature vine
horrors that cover the Mother of All
constantly lash out at any creature that
gets too close. Any creature adjacent
to the Mother of All at the start of the
Mather’s turn is subject to a slam attack
from the carried progeny (+13 melee,
Id6+5 damage).

Babbling Yong (Su) A Mother of
All is constantly in the process
of spawning dozens of vine
horrors. The immature vine i
horrors produce a cacaphony’ \
of wailing that interferes with |
spellcasting. Any creature
within 60 feet of a Mother of Al
that attempts to cast a spell must
“first succeed on a D S
level) Cqm:entratmn-.checkor _Iose
the sp_el] :

Limited Telapathy (Su)
The Mother of All
can commiinicate
telepathically with any
vine horror withina 10
mile radius;

_Mother of All
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Sargasso (Ex) A Mather of All creates a vast
stretch of seaweed in the ocean that
constantly grows at the rate of 1 square
mile a year. The Mother of All cannot
leave its sargasso field, although if the
seaweed is somehow destroyed, it can
create a new one.

Spawn (Ex) A Mother of All produces a
new vine horror every three days. It
automatically commands any vine
horrors within a 10-mile radius. As a
free action, it can issue a cry of distress
that causes all the vine horrors on the
sargasso to return to her at once to
defend her.

Transport via Sargasso (Su) Once every
minute, a Mother of All can transport via
plants as a free action. It may only transpert
via the sargasso she creates, and may
appear anywhere within the sargasso.

Numerous variations of the Mother
of All exist, from Sargasso Mothers
(which create lands of living seaweed)
to Jungle Mothers (great bloated
trees), to Moor Mothers (living twisted
moorlands). All have one thing in
common—they spawn vine horrors
of a similar appearance to the land
they breed. The Mother quickly grows
to subsume the land itself with her
Toots and branches, a growing mass
of vegetation that has a unique and
insidious quality of overwhelming all
other forms of land in its path. This

THE PORTENT
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verdant cancer spreads slowly, at a.
leisurely rate of about a mile a year.
A Mother of All can spawn a hundred

vine horrors a year with ease. Her
colony forms a crude hive mind and
the mother can communicate with
them at great distances.

The effects of the advancing
vegetation depend upon the terrain,
but generally anything inanimate in
its path is slowly overwhelmed and
absorbed into the whole. & '

You ALREADY
HAVE THE ORIGINAL, (
THE EXTENDED, AND WHAT couLe &
THE SUPER EXTENPED PosSIBLY BE NEW
DIRECTOR'S CUT |\ THIS ONE THAT
YOU DON'T

ALREADY
HAVE?

'

Richard writes, “And there I was, thinking
the second time would be easier... Where's
that ladder? Which free to hide in now—ah!
The big horrible one Vaughan end Logue
are climbing...

“Big thanks to Eric Boyd and that scoun-
drel Steve Greer for the long discussion on
bregthing life into a classic D&D cover. May
I humbly suggest that before you run the sar-
(gasso you treat yourself to a viewing of one of
my favorite films, Aliens, and learn from the
classic “agamst the odds” monster movie.”

by Peter Bergting

WWW. THEPORTENT.COM
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Adventuore Background

Three months ago the Sea Wyvern began
its long journey across the Vohoun Qcean
to reach the Isle of Dread. Funded hy
Lavinia Vanderboren, the expedition was
to bring supplies, provisions, and colo-
nists to the small settlement of Farshore,
a colony established several years ago by
the Vanderboren famnily. The journey was
long and dangerous, but until the first
storm, things were on scheduile. In the
storm's wake, the Sea Wyvern and Lavinia's
ship the Blue Nixie were separated. The Sea:
Wyvern became mired in a supernatural
sargasso, and after she escaped fell prey
to an even more terrible storm. On the
verge of sinking, the ship ran aground
only a few hundred feet from the isle’s
northeastern shore. As the storm reached
a crescendo, the PCs and their allies were
thrown from the decks into the surging
waters of a storm-wracked sea...

Adventure Synopsis
The PCs awake on the northern shore
of the Isle of Dread, shaken from their
ordeal but relatively intact. The Sea Wyvern
lies holed, impaled on a reef a few hun-
dred feet from shore, thus leaving only
one option—a dangerous overland jour-
ney to Farshore. As the PCs take stock of
the situation, a hungry tyrannosaurus
wanders out of the jungle looking for a
quick meal. After dealing with the beast,
their expert Urol Forol plots a route to
safety for them. Before the party leaves
the shore, they must gather up all the
survivors and as many provisions as they
can find.

The journey to Farshore takes the cast-
aways through a jungle inhabited by large

predatory birds and hungry dinosaurs.
After encountering an outcast aranea,
the PCs come to an ancient underground
ruin manned by monstrous scavengers

-and the restless dead. As they leave, they
can't shake the suspicion that they are

being watched.

On_ the other side of the mountains,
the trail winds along a stretch of shore-
line cliffs, A primitive band of gargoyles
strikes at the PCs numerous times before
they can leave the cliffs for the island
interior, This transition is hampered by
anumber of mishaps, and eventually the

~group heads into the island interior.

The PCs then find themiselves in a
fog-shrouded jungle with no apparent
way out. That night, the fiend who has
been silently stalking them (a simian
demon known as a bar-lgura) finally
strikes, abducting Urol in the process:

‘Recovering the expert leads the PCs
‘to an ancient'shrine to Demogorgon,

forcing them to deal w1th the fiend
and his minions.

Adventure Hooks

If 'you are not playing this adventure as
part of the Savage Tide Adventure Path,
there are several ways to motivate the PCs
to get in on the action, The simplestis to
use this adventure as part of any ocean-
going expedition that ends in a ship-
wreck. Even if you are using “Here There
Be Monsters” as part of the path, you
may want to consider one of the options
belowta further involve the PCs with this
adventure’s plot;

Colonists: The PCs have struck out
for the colony of Farshore to seek a new
life, or perhaps to escape an old one. The
Sea Wyvern offered an inexpensive way to
reach the settlement, but the shipwreck
has now forced them to take action.

Explorers: Rumor has it that the Isle
of Dread is loaded with treasure, from
ancient forgotten cities to valuable skins
and spices. Beyond the monetary gains,

“the island is also said to be full of mys-

teries and ancient lore. If not for the
other innocents, the PCs might just take
to exploring the island from the crash
site, but the other crew and passengers
must be escorted to safety first.

PART ONE: TERROR BIRD
JUNGLE

This adventure begins as the PCs wake
on the northern shore of the Isle of
Dread, It is early morning, and the storm
has subsided. The air is cloyingly hot and
humid, and damp sand clings to every
available surface. The characters regain
their senses on a lonely beach, desolate
save for a scattering of wreckage and a
few other survivors, Each of the PCs has
whatever gear they were carrying at the
time of the crash—all other gear is still
on the ship, which is caught on the rocks
200 feet from shore.

Although all of the player characters
automatically survive the shipwreck, the
same fantastic luck does not hold for the
Sea Wyvern's crew and passengers. Many
of them were low-level commoners or
experts, and the surging waters of the
stormy sea have claimed most of them.
Of the 23 brave souls who set out from
Sasserine three months before, only a
few survive.

“Here There Be Monsters” assumes that

: only four NPCs survive the shipwreck,

although ifany of the other NPCs on the
boat have become important to the PCs
or the plot, they should survive as well,
Of course, the more survivors you have,
the more difficult the adventure becomes
to run; strive to keep only essential NPCs
alive if you can. For additional survivors,
you should use the notes on how these
four react to the trials to come as guides

~ and inspiration.

Stats for these four NPCs can be found
in Appendix 1.

Amella Venkalie: Amella captained the
Sea Wyvern if no PC stepped up to the
task in “The Sea Wyvern's Wake,” other-
wise she acted as the first mate or crew-
man. After the shipwreck, she becomes
depressed and miserable. She looks to
the PCs for guidance and does what she
¢an to help.

Ayner Meravanchi; Avner is a spoiled
and haughty nobleman who invested
heavily in this voyage. After the ship-
wreck, he is furious with the PCs, blaming
them and Amella for(causing;the wreck.
He ignores the other NPCs and makes
unreasonable demands for himself and
his horse Thundeérstrike, who managed to




swim ashore. Avner's poor servants were
not so lucky—Banaby Chisk and Quenge
Asper both perished in the storm, much
to Avner’s chagrin,

Tavey Nesk: A young and impression-
able member of the Sea Wyvern's crew,
Tavey idolizes one of the PCs. Tavey is
terrified after the crash and looks to the.
PCs for protection. Ary

Urol Forol: A gnome naturalist and
self-proclaimed expert on the Isle of
Dread, Urol is shaken up by the ship-
wreck, but thrilled to finally be on the
island. He and Miss Crazzle (his crow

animal companion) spend as much time -

as possible looking at the flora and fauna,
collecting samples, and offering helpful
tips to the characters.

About The Isle of Dread

Over 1300 years ago, a fleet of Olman ]

pI]II.CﬁS from across the eastern sea came

upon a bounteous land and claimed it as
their own. They cleared vast stretches of
jungle on the island to plant crops, and

builta fortified city that dwarfed all other
settlements in the region atop a massive

central platean. Known as Tl_l__ainac]an;-'

this city became the heart of one of the
wealthiest kingdoms of the far-flung
Olman empire. Yet after 300 years of Tule,
the city-state of Thanaclan fell prey to the
first savage tide. The tide washed over the
entire island, bringing ruin and madness
and death, and what remained would
become known as the Isle of Dread.

The isle itself'is a large landmass sur-
rounded by treacherous reefs and smaller
islands. Most of the island’s coastline
consists of rugged cliffs, but here and
there isolated beaches allow safe land-
ing, Most of the human population of
the isle, descendants of the original rul-
ers of Thanaclan, dwell on a southern
peninsula, sheltered from the monsters
and dinosaurs that rule the mainland by
a great wall.

Weather on the Isle of Dread is at best

uncomfortably warm and humid, Along:

the coast, temperatures have been known
to dip as low as 64° F, while atop the
central plateau or in the depths of the
jungles it often rises above go® F. The bulk
of the Isle is covered with lush, tropical
jungles; yet here and there reminders

of the ancient Olmans can be found in
the form of collapsed statues, ruined
temples, and mysterious standing stones.
Few examples of the isle’s original fauna

the Olman natives call them. Yet there are’
other monsters dwelling in the hidden
reaches of the isle, monsters that couple
their fearsome countenances with equally
fearsome intellects.

In “Here There Be Monsters,” the PCs

‘move along the eastern coast of the Isle
of Dread, venturing into its interor for
‘only a short time. In the next adventure
“ in the Savage Tide Adventure Path, the
PCs have a chance to explore the Tsle:

more completely. Wandering monster
tables, details on the isle's secrets, and
numerous e‘moun’c_cj_rs e presented

#114 of DUNC_EUN .(also avallable as a

PDF download at paizo.com). Fma]'ly,:

don't forget to check out issue #351 of
DraGoN, which not only has a detailed
ecology of the Isle of Dread presented
in the forn
can serve as player handouts and a new
installmentiof “Savage ’T'ldmgs," butalse

features a four-panel poster map of the.

Isle of Dread you can give to the PCs
to help them plot their course to the
colony of Farshore.

Hungry Welcome (EL 8)

Give the PCs a few momenis to get their
bearings, figure out who's still alive after
the wreck, and consider their options.
Before they can set any plans in motion,

a tremendous roar tears through the

heayy morning air.

Creature: A hungry tyrannasaurus has
come to the beach in search of an easy meal:
The dinosaur emerges from the jungle 60
feet from the PCs,and immediately bellows
a roaras it notices them.

Tyrannosaurus: hp 180; Monster
Manual 61.

at of journal fragments that

Tactics: The tyrannosaurus charges
the nearest PC, attacking with its formi-
dable bite. After establishing a hold, it

.aﬂemﬁts'tb swallow a grappled character.

v _Survive.thday (mostly limited to wild boars,
rock baboons, and terror birds), for the isle
is now overrun with terrible, legendary.

creatures. Chief and largest among 3 these'

" are the dJnosauz;s, or “thunder lizards" as

'below 40 ‘it pmnts so long as it has at
least one creature in its stomach—oth-
‘erwise it fights to the death,

Developments: After the fight with the
tyrafmosaums is over, the sturviving NPCs
make their way down the beach to con-
tact the characters. Heading up the packis
Avner, who is absolutely furious about the
shipwreck and demands to know what the
characters plan to do to ensure his safety.
Amella follows behind hirn looking mis-
erablfe,i-ﬁﬁﬂéi‘_}fh,}seﬁuoks to his hero, hop-
ing for inspiration and offering to help

‘him clean up. Urel, however, strays a bit

far behind the others, picking up pieces
of seaweed, shells, and any other natural
specimens he can get-his hands on. He
mutters to himself, and takes notes furi-
otisly in a large, waterproof book.

From this point forward, these NPCs

- turn to the characters for direction. Aside
MY from Urol, they are all completely out of
their element and in need of guidance,

While Amella and Tavey take this with
some measure of calm, Avner is brutish

"'al_ld demam]mg the entire time. Urol is

too fascinated by the surroundings to be
frightened, and this absentmindedness
could cause trouble later.

Preparing for the Journey

~The Sea Wywern is very heavily damaged

and beyond repair at this time. Once the
PCs reach Farshore, they can arrange a
return to salvage more of the ship's cargo
and repair the ship, returning her to a

-seaworthy state. For now, however, any-

one with at least 5 ranks in Profession
(sailor) can tell that there’s nothing that
can be done for the ship. This leayes the
PCs with only one option—they must
travel across the Isle of Dread on foot to
reach Farshore. But before they can set
off, they have a number of preparations
to consider.

Where are we? The Sea Wyvern was
on its!way to Farshore when the crash
occurred, ‘stranding her crew on the
northeastern shore of the Isle of Dread,
as a DC15 Knowledge (geography) check
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can determine. Without detailed maps of

the isle, the party’s only reliable source of

information is Urol, whose knowledge
and advice are vital to everyone's survival.
Urol can quickly sketch out a map of the
island (for a large, PC—friendly map, see
Dracon #351)and points to their current
location on the northeastern side of the
island.

How do we get to Farshore? Once the
characters know their location, they must
plot an overland route to Farshore. Urol is
giddy at this prospect and offers to plan
a route that, while scenic, remains "qﬁick
and safe.” After an hour, he presents his
‘plan to take the group down throtgh the
small mountains to the south and along
the bay toward the village of Tanaroa, the
first of a number of native settlements that
surround the colony. The journey to Tan-
aroa alone is approximately 130 miles. Urol

DUNGEON JANUARY 2007

estimates this journey will take approxi-

mately 10 days, taking into account the
condition' of the path and moving at his

speed of 20. Avner prefers to ride his horse
for this journey, but sullenly relents if it
is made clear that the horse is needed to
carry supplies.

What supplies do we need? The biggest
concern for this journey ahead is food. A
Medium creature requires a total of 10
pounds of rations for the ten-day journey.
Small characters need only3 pounds. Tavey,
being young, needs only"g .pémlds for the
entire journey. Taking these factors into
account, the NPCs need atotal of 28 pounds
of rations for the journey. Thunderstrike

requries a total of 100 pounds of feed, but
can carry up to 300 pounds and only be

carrying a medium load. Urol assures the
characters that he can find sufficient food
to cut these weights in halfthroughout the

Jjourney, but Ayner refuses to eat anything
fuund in the wilds of the island. If you

)4 a.lnt of doubt to Urol's claims,
derides Avner's squeamnishness about
“eating local,” and plucks a bright green

-soft-shelled crab from a nearby tidepool,
‘saying, “See? There’s delicious food all

over this island!” As Urol pops the crab

into his mouth, his eyes bulge and he
immediately spits the thing outand is sick

to his stomach for an hour:
Gatheringup food and other gear from
the shipwreck is not a simple task. Most
of the cargo has sunk into the bay, but
some has floated ashore. Scavenging on
the beach requires a DC 10 Search check

-and takes 30 mmutes per check. With a

successful check the character finds 5
pounds ofedible food, 10 pounds of feed,
or one valuable tool (see the next section).
For every 5 points by which the searcher
beats the DC, another item or crate of
food is recovered. Up to 30 pounds of
food and 50 pounds of feed can be found

* in this manner, The ship's hold contains

another 20 pounds of edible food and

30 pounds of feed. The Sea Wyvern is 200
-feet off shore, and reaching her requires

several DG 15 Swim checks. The NPCs

‘are more than happy to help search the

beach and can aid the PCs’ Search checks
there, but they neyer stray very far due
to the threat of predators. The PCs can
gather more food from the nearby jun-
gle with a DC 10 Survival check; but the
predators that hunt the jungle during
the day make this risky.

Wateris notmuch of a concern for the
journey due to the frequent rains and
abundance of streams across the island.
In spite of this, Avner demands that they
bring along some wine if any of his valu-
able bottles from the hold are found.

Scavenging the Sea Wyvern

The Sea Wyvern was carryinga host of sup-
plies for the colony of Farshore. The fol-
lowing list of items can be found on the
beach or in the hold of the Sea Wyvern.
The DM should feel free to add items to
this list, such as items belonging to the
PCs. Much of the equipment listed here
belonged to other crew members or was in
the hold as cargo. Roll randomly or choose
an item for each successful Search check.
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Itern Found

Suit of studded leather
anmor_

4-6

'9—1‘1 Quarterstaff | e
5— F ..:;-Qm!e_ﬂ:ﬂﬁ__g
18 19 Case with 10 crossbow
boits

. TERROR Birbs (3)

2 Noole'soutnt,.
50-75 50 pounds of food (5
pounds per check)

95-96 Small wooden case
containing 2 potions of

99-100 Scroll of shrink item in
a watertight.scroll tube

The First Night (EL 7)

When the PCs awake on the island, it is
late morning. By the time they recover
from their fight with the tyrannesau-
rus, form a plan, and gather supplies, it
should be approaching dusk. Urol sug-
gests beginning their journey the next
morning so that they can reach the south-

ern mountains to the south by nightfall

rather than risk navigating the jungle at
night. None of the NPCs wish to sleep
in the jungle at night. Unfortunately, the
beach is not incredibly large (the rest of
the nearby coast is rocky), and the carcass
of a dead dinosaur malkes it a dangerous

tures instead stumble upon their cam:

" hp45(7 HD)

* Melee bite +8

place to sleep. Unless the Pfj_s"ﬁnd a way
to rid themselves of the corpse, a trio of
large flightless birds comes looking for
" ameal:Ifthe PCs decide to move inland -

_and sleep in the Jungle; these three crea- ;.

_Creatures: A trio of terror bir
drawn to the heach attracted |JY the cent

neaﬂy ten feet ta]l zmd w}JJle fhghtless,
their beaks and talons remain quite for-
midable: These predators approach the
beach stealthily, and upon noticing other
creatures, move to attack. While not very

- ‘intelligent, terror birds do have a level
‘of cunning that allows them to hunt as
'a group.

N Large animal
Fiend Folio 175

. _Init +7; Senses Iow+|ighf vision; Listen $2,

Spot 42
AC 17, touch 12; flat- fot:ted 4

Fort +7, Ref 48, Wt!l +4 :
Spd S0ft. '

—

2 claws +6 '('16_4'-!-1)_ :
Space 10-ft; _Ra_ai:_i;_l 10,
Base Atk +5; Grp +13-
Atk Options improved grab (bite) =
Abilities Str 19, Dex 17, Con 15, Int 2 Wis

14, Cha 10
Feats Improved Initiative, Multla

Focus Hlde)

Skills Hide +8, Mov&Stl&ﬂtly +7
Improved Grab (Ex) Aterror bird can an[y ¥
grab a creature at least two sizes smaller
than its’glf,:--but' can move at half speed

while maintaining the hold without
making a grapple check.

Tactics: The terror birds attempt to
attack with surpﬂse, using their Hide
skillto move up undetected. Once within
100 feet, they charge, with two of the ter-

rl s

ek, Skl

_ 1or birds moving up against one target

while the third charges the nearest Small

creature and attempts to grapple him. 1f

successfiil, the terror bird then tries to
move away with the grappled creature the

next round. The other two terror birds.

remain to fight for two rounds, giving
their companion a chance to escape with
their meal. Note that these terror birds

CR4

are fiercer than others of their kind, and
can attaek with their powerful legs in
addition to their bite.

the. expa,nse, makmg travela bit easier (3/4
normal speed). The jungle consists of tall
trees, flush with brightly colored birds
and thick hanging vines. The canopy
keeps the region shaded with occasional
shafts of light, Terror birds hunt the
floor of the jungle with some frequency,
Every hour that the PCs travel, there is a
25% chance that they encounter a group
of 1d4+1 terror birds. The PCs can avoid
these predators with a D’C-’-.__z.o Suryival

skill check. Success at these checks each

hour reduces the chance of encotntering
a pack of terror birds ta 10%.

Haunting Bitds (EL 6)

" Roughlyhalfiway through the light jurigle,
- the PCs come upon a vast depression in

the jungle that stretches nearly 6 miles

" across and 1 mile wide, A meteor struck
the jungle here decades ago and the
Jungle has never reclaimed the broken

ground, Today, the clearing is made up
of rough ground, spattered with clumps
of tall grasses and the occasional firrow.

:.T(]I_Lﬁ crater is home to a herd of enormous
__dinosaurs known as diplodocuses,

towering b_q_g;h_emoths with elephantine
bodies, long necks, and even longer tails.
A dozgﬂ of the dinosaurs dwell in the

the crater’s rim to feasi on the plants that
‘grow. there their- 51ze makes it a simple
matter to’ avoid them.

Creatures: What wotlt be easy to avoid

is a young diplodocuswho has wandered
too far from the herd and-liéen attacked
by a flock of six terror birds. The sudden
onrush of dinosaur and bird gives the
PCs 1d4 rounds to prepare before the
beleaguered diplodocus crashes out of
the undergrowth sa feet from the PCs.
The sight of the dinasaur being hounded
and snapped at by “these horrid birds”
fills Urol with rage, and he calls out for the
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PCs to help the poor beast. The PCs can
easily let this fleeing dinosaur pass them,
taking its pursuers with it, but doing so
may harm their relationship with Urol.
The characters can instead move to help
out the dinesaur by attacking the terror
birds or at least slowing them down.

Young DipLobocus

N Huge animal

Dracon #318 64

Init +1; Senses low-light vision, scent; Listen
+12, Spot +13

AC 15, touch 9, flat-footed 14

hp 164 (16 HD)

Fort +15, Ref +11, Will +6

Spd 20 ft.; Run

Melee tail slap +18 (2d6+12)

Space 15 ft.; Reach 10 ft.

Base Atk +12; Grp +28

Special Actions tail sweep, trample 1d6+12

Abilities Str 27, Dex 12, Con 20, Int 2, Wis
12, Cha 10

Feats Alertness, Run, Toughness (4)

Skills Listen +12, Spot +13

Tail Sweep (Ex) As a standard action, a young
diplodocus can sweep a half circle with
a radius of 20 feet extending from an
intersection on the edge of the dinosaur's
space. Any creatures smaller than the
young diplodocus in the swept area takes
1d6+12 points of damage (Reflex DC 26
half). The save DC is Strength-based.

CR8
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Trample (Ex) Reflex half DC 26, The save DC

is Strength-based.

Terror Birds (6): hp 45 each; see page 33.

Tactics: The terror birds move and
attack the diplodocus each round until
attacked by one of the PCs. The diplod-
ocus moves its speed and takes a swing
each round, provoking attacks of oppor-
funity each time it moves. The terror birds
ayoid getting in front of the dinosaur so
as to avoid its trample attack. Any PC that
dinosaur is subject to this attack. Once
the terror birds have been drawn away,
the diplodocus moves at its full speed to
the east to return to his herd, leaving the
PCs to deal with the angry birds.

Ad-Hoc Experience Award: Award the
PCs experience points for a CR 8 crea-
ture if the diplodocus escapes.

The Aranea’s Nest (EL 6)

Toward the end of their first day of travel,
the jungle begins to thin. Eventually, it
opens up to reveal an area littered with
ancientstone ruins. The mountains directly
to the south are not particularly tall, and
Urol points out that their best chance to
find a pass lies in that direction,

The ruins themselves are Olman, dat-
ing from the time of their great empire
on the isle long ago. Over the centuries,
this smiall outpost has fallen into disre-

PP
S A

pair and decay, the jun-
gle slowly overwhelm-
i.ﬁg its crumbling walls.
These ruins are infested
with spiders, although
those of the monstrous
variety seem to avoid
the PCs and skitter off’
into dark holes when
they draw near. Spider
webs caress the ruins,
hanging between old
walls and carpeting the
floor. In a'clearing in
the center of the ruins
| resides a throne made
- of'webs and bone. If the
characters approach,
‘they can make out the
form of an old woman
sitting on the throne,
looking in their direc-
tion and beckoning them forward. The
woman is Lithira, an outcast from the
aranea colony located to the west.

Lithira is fascinated by the appear-
ance of the PCs and has no intention of
attacking them. In her hurnanoid form
she wears a worn gown of black sill with
cobwebs hanging from her bent form.
As the characters approach, she calls out
to them first in the ancient language of
the Olman, and then in Sylvan. If she's
umnable to establish communication with
the PCs, she grows suspicious and may
gt_'ta{_fk them if they don't quickly leave.
Fortunately, Urol speaks Sylvan and can
function as a translator for the PCs if he’s
still alive.

Once communication is established,
Lithira demands to know, “Who are
you that has wandered into my web?
You are not from this place. I haye not
seen your like in an age. I am Lithira,
queen of these ruins. What brings you to
my domain?” :

Lithira is more curious than con-
cerned about the appearance of outsid-
ers here. Although aware of the native
tribes and the colony of Farshore to the
south, she knows little about them. After
allowing the PCs to explain themselves,
she goes on to ask them about the world
beyond the island and what it is like, If
the characters tell her a rousing tale of



their homeland, she listens wﬂh rapt
attention and thanks them when they
are done. She then tells the characters
the following, -

“I thank you foryour tale. The world beyond
sounds truly wandrous and | would very
much like to visit it one day. As for your
journey, there is little | can do to aid you.
You should know that the way south is
dangerous. There are unnatural things
that lurk in the datk places, now more so
than in the past. | know that four eyes have
gazed upon you and their servant seeks
you out. You would do well to aveid him.

“If you plan to head south, take the
dark mountain pass that travels under the

peaks. It was made by the:ancient ones, but
beware—hungry birds nest near its opefi=
ing not far from here, and they are fierce

near their young. May you wander the web
to find your way home.”

Lithira has little more information to
offer the characters, She does not know
‘the meaning of her premonitions, but

Mcmual 15.

:..Ln.hua,, female aranea: hp 22; Monster

Spider Sw:mn hp g; Monster Manugl 239,
Small Monstrous Spiders (4) hp 4 each;

. = Momtf:r Manual 288.

to ]eave in peaﬁq None of the NPCs
wish to remainin this place any longer
than theymust, and urge the characters
to lead them out immediately.
Should the PCs attack Lithira or

‘her minions, they find themselves

beset upon all sides by a hoard of
spider swarms, four Small and three
Medium monstrous spiders, and “a

pair of Large monstrous spiders.

Lithira remains away from the
fight if possible, lending aid with
her spells.

Medium Monstrous Spiders (3): hp 11
ach; Monster Manual 288.
3 Large ‘Monstrous Spiders (2); hp 22 each;

Ad-H NEXPSIIE]JCE Award: If the
PC m;nagc to establish a rapport with
her adyice, grant
if they had defeated
a R7 creature in: ‘combat.

The Mﬁther s Nest (EL9)

The terror birds that s !
for fnod nestin the southern foothills,
One'such nesting ground les just 100
feet north of the entranceto the tunnel
that leads under the mountains. If the

“players avoided the aranea ruins and

do not know about the existence of the
tunnel, tliey can discover the entrance
to this underground pass though
the mountains after 2d6 hours of
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searching—feel free to have
them encounter additional
flocks of 1d4 terror birds
every few hours, When they
finally find the entrance to
Dark Mountain Pass, they
also find the mother’s
nest.

Creatures: The terror
bird nesting ground has
three occupied nests, one of
which is watched over by a
fifteen-foot-tall female. A
fourth terror bird wanders
the area, watching out for
predators. Ifthe PCs sneakup
to the area, only this lookout
bird has any chance of spot-
ting them, as the others are
busy tending to their nests.

NesT MoTHER

CR7

Advanced elite terror bird

N Large animal

Fiend Falio 175

Init +9; Senses low-light vision; Listen +1,
Spot+1

AC 19, touch 14, flat-footed 14

hp 110 (13 HD)

Fort +12, Ref+13, Will +5

Spd 50 ft.

Melee bite +15 (2d6+7) and
2 claws +13 (1d6+3)

Space 10 ft.; Reach 10 f.

Base Atk +9; Grp +20

Atk Options improved grab (bite)

Abilities Str 24, Dex 20, Con 18, Int 2, Wis
12, Cha 12

Feats Improved Initiative, Improved Natural
Attack (bite, claws), Multiattack, Skill
Focus (Hide)

Skills Hide +11, Move Silently +10

Improved Grab (Ex) A terror bird can only

grab a creature at least two sizes smaller

than itself, but can move at half speed

while maintaining the hold without

making a grapple check.

Terror Birds (3): hp 45 each; see page 33

Tactics: These terror birds are
extremely territorial and move to
attack any perceived threat, includ-
ing anyone spotted trying to enter
the tunnel to the south of their nests.
The terror birds swarm the nearest
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enemy and fight until slain. They do
not coordinate their attacks effectively
and split up if multiple foes appear.
Should any of their eggs be d_am_'ggfed,
they immediately turn their attention
to the offender.

Treasure: The terror birds keep little

of value, but each of their nests hasa
cluster of three 1-foot-tall eggs. These
eggs are worth 500.gp each to the right
buyer; but they must be kept safe and
warm for the rest of the journey. Urol
dislikes killing the terror birds, but
realizes the necessity. Once he finds
the eggs, he desperately wants to take
one with him. In addition, the nest
of the largest terror bird contains the
half-eaten corpse of an aranea. The
carcass still wears a cloak of Charisma
+2 that, while terribly soiled, functions
perfectly well.

PART TWO: DARK
MOUNTAIN PASS
During the Olman rule of the Isle
of Dread, the city of Thanaclan was
merely the largest of many architectural

achievements, The Olmans
built countless other structures
‘throughout their isle—temples,
fortresses, statues, and even
several smaller towns. One such
s&uetu:_e--that survives to this day
is alengthy tunnel that runs under
a ragged mountain of black stone
and perilous cliffs. Known as Dark
Mountain to the current natives
_of the isle, the tunnel that runs
through its roots provides the
most direct route of access
between the northern jungle
and the southern cliffs.
Dark Mountain Pass
is 6 miles long and relatively
-straight. Portions of it are
worked, whereas others are
more natural. Assuming
the party left the beach on the
morning of their second day on
the Isle of Dread, they should arrive
at the pass entrance right around dusk
and might wish to camp somewhere
inside. Fortunately, no monsters dwell
in the tunnel itself, and the terror birds

~ do not venture inside unless dia_s_ing

prey: Assuming the PCs move at a speed
of 20 (Urol's walk speed), the tiunnel only
takes three hours to traverse. As they
malke their way, have the two characters
in the back of'the party make DC 20 Spot
checks. Success indicates that they have
the feeling that they are being watched,
but no enemy appears yet. Halfway
through the journey, the PCs hear the
sounds of tumbling rocks behind them,
but once again, no source is apparent.
The southern end of the pass
consists of a small complex built by
the Olman centuries'ago to serve as:an
outpost. Unless otherwise noted, all of
the chamibers in this complex have 15-
foot-high ceilings and are unlit. The
walls and doors are all made of stone,
decorated with bands of geometric
designs and carvings of animals, all
covered in mildew. The air is very dank
and carries with it the smell of decay.

1. Reception Hall

The tunnel finally opens up into a large
chamber shrouded in darkness. A small,




stagnant fountain lies directly opposite the
entrance, while a stone throne sits on a dajs
at the farend of the room. A humanoid rib-
cage is pinned to the throne, held there by
an ancient spear, while all around it lie the.
remainder of the poor soul’s bones. -

This large chamber was once

ed

to allow guests to refresh themselves

after the long walk th;ough the tunnel.
The ribeage pinned to the I'_h.tone.‘-‘is__
that of the watcher who was stationed
in this chamber when madness swept
the island. He was killed by one of his

fellows here in the complex. The bones .

crumble to dust if they are moved.
The fountain is 8 feet deep, but it'is
only half full of stagnant water. Anyone

who drinks this tainted water must’

make a DC 15 Fortitude save or suffer.

1d2 points of Constitution damage. A
red stone rod can be seen at the bottom',

of the pool with a DC 20 Search check. ;
This rod weighs 8 pounds and is one

of the keys necessary to open the great"

doors in area 5.
Treasure: The spear protruding Emm

the ribeage is actually a +1 longspear.—

In addition, a simple necklace ma,de' of
triangular gald plates worth 500 gp lies
on the throne's seat.

2. Centipede Chasm (_'E‘.L 8) -

The stairs’end at a broad platforn over-
looking a'wide! chasm. Two primitive
stone statues flank the balcony, their
impassive countenances caked with
mildew. The chasm itself drops away
into a black gulf of swirling water. Two
bridges span the chasm, exiting the
reom through separate double doors
on the far side.

The statues are harmless, made during
the time of the Olmans. During the fall
of their empire, insane tribesman hacked

at the statues with greataxes, Although |

the mold and mildew covers up much
of this superficial damage, it can still be
seen with even casual observation.

The water below is only twenty feet
deep, and supports a wide variety of fish
that serve as the primary source of food
for the two menaces that live herein,

dwell upnear the ceiling on an pb
‘niche, some 50 feet above the level of
* the platform. Once the characters have
entered the chamber and begin to cross
the bridges, the centipedes climb down

Numerous small submerged tunnels
connect the water to the bay+to the south;
although they are impassable to anything
of Tiny size or larger.

* Creatures: This large chamber is the'

to attack, one on each side.
Gargantuan Monstrous Centipedes
{2): hp 66; Monster Manual 286.

centipede grabs that foe a_nd climbs hack

up the wall to enjoy its meal. The centi-
pedes retreat to their lair at the top of

the chamber ift dIopped t@ less than 10
hit points.

darea 2 are Sttl’c

Strength chec

neck}aces rest in each niche as |
a few 'still retain fragments of crumbli

burial shrouds. On spaces where no mches

have been cawed intricate murals of a skel-
etal humanoid er hound, each wreathed in
a Iang, cm!mg snake, decorate the walls.

The Olmans wused this winding
corridor as catacombs to inter their
dead. Each spot marked on the map
with niches actually represents six
separate alcoves, carved one on top
of another, for a total of about 200

bodies. Each skeleton is similarly

attired, and with few exceptions, none
hold anything of value. Disturbing any

of the bodies or tampering with the .

wall that leads into area 4 causes the
catacombs’ three guardians to rise up
and attack.

Tactics: The centipedes crawl down
~ the walls and attempt to bite the first

‘creature they can reach, If they immo-
_bilize a character with their poison, a

The secret door to area 4 can be
discovered withaDC 22 Search check, ADC
25 Knowledge (religion) check identifies
the skeletal dog and human as different

“representations of the Olman god of

death'and undeath, Mictlantecuhtli.
Creatuites: The Olman placed three

mummies in with the corpses to

serve-as their guardians. Once, these
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mummies looked indistinguishable
from the other bodies, but over time
onlythese three undead have survived
the decay of ages. These mummies are
desiccated and preserved, but rather
than being wrapped in strips of linen
they wear tattered burial shrouds that
hang from their bony frames like
dusty cobwebs.

Mummies (3): hp 55 each; Monster Man-
ual 190.

Tactics: Place the mummies at three
random points throughout the cata-
combs. When anyone desecrates the
dead or opens the secret door leading
to area 4, they rise to'attack together.
The mummies all move toward the
defilers and attack any living creature
that comes within reach.

Treasure: Each one of the mumrnies
wears a golden necklace around its rotting
neck underneath its burial shroud. Each

of these ancient necklaces are worth .

500 gp each.

4. Teonahwanhi's Repoge (EL 6)

This chamber is a small crypt dominated by
a large stone sarcophagus. Both the walls
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of the room and the sarcophagusiitself are
covered in decorative patternsand carvings
of animals. The top of the sarcophagus
depicts a man dressed in robes, wearing a
feathered headdress, and clutching a blue
rod in-one hand and a ceremonial dagger
in theother.

The Olman shaman interred here was
a man named Teonahwanhi. He blessed
the creation of'Dark Mountain Pass and
volunteered to be buried alive within
it order to appease the often fickle and
capricious nature of their deities in hopes
of ensuring the complex's safety and
longevity, While Teonahwanhi himself is
not an undead guardian, his resting place
is far from undefended.

Trap: The lid of the coffin is trapped—
any attempt to open it causes dozens of
spears to'shoot out of the floor throughout
the room.

Floor Spear Trap: CR 6; mechanical;
touch trigger; repair reset; Atk +15
melee (1d8+3 plus poison, spear); poison
(greenblood oil, DC 13 Fortitude save
resists, 1 Con, 1d2 Con), multiple targets
(1d6 spears per targetin the room); Search
DC 26, Disable Device DC 20.

===

Treasure: Inside the sarcophagus rests
Teonahwanhi's skeletal corpse. The long-
dead shaman holds a blue stone rod in
one hand and a masterwork silver dagger
in the other. This rod weighs 8 pounds
and is one of the keys necessary to open
the great doors in area 5. Around his neck
is a golden medallion inset with a shining

pink pedrl of power (3rd level).

3. Great Water Doors

Two gigantic iron doors stand closed to the
south inthis small chamber, decorated with
symbols ofiwater-and sealife in tarnished
copper. Opposite them are a pair of pedes-
tals, each with'a peculiar notch cut into the
side. One of these pedestals is made from a
dusky red granite, while the other is crafted
of light blue marble.

Longago, high tide brought the level of
the bay nearlyup to the doors of this place.
As a defense, the Olman built these large
water doors, designed to automatically
close at high tide. The mechanism broke
down many hundreds of years ago,
locking the doors closed. In case of just
such an emergency, the Olman installed



the two pillars, one blue and one red. Each
has a corresponding rod hidden nearby
that, when inserted simultaneously, could
be used to rotate the pillars clockwise to
manually open the doors. These rods are
located in the fountain in area 1 and the
sarcophagus in area 4. :

Water Doors: 4-foot-thick iron and

stone; Hardness 10; hp’ 1)440,
DCso. E

6. Stagnant Pool (EL 7)

The doors leading into this area from
the west are stuck, requiring a DC 28
Strength check to open. Due to their

size, up to three characters can ass;.st on
this check,

crumbled away to reveal a stagnant

pool of water, its surface calm, dark, =~
| _Skills Hide +0, Move SiiEntIy-HJr

and mysterious.

This room was once a dining hall, but

over time a leak from the stone above

caused the subsidence in the .suuthwest"

corner. Now, little is left aside from crum:

bling stones and shards of a rotted table. (o

The room'’s sole inhabitant, a black pud-
ding, has devoured most ofthe other fur-
nishings and now hides in the pool.

Creature: The pudding waits until
it senses motion within 10"':Ifeet of the
fountain to.attack; reaching out to strike
with an-dcidic pseudopod. The black
pudding is ‘mindless and attacks the
PCs until it is destroyed.

Black Pudding: hp 115; Monster
Manual 201.

7. The Bay (EL 7) ~

The doors open with a screech of protest,
flooding the chamber with fresh salt air
from the world outside. Beyond the doors
isa broad set of seaweed-choked stairs that
leads down to a small beach.

Once through the doors, the characters.

emerge into the sunlit world again. During
low tide, the area indicated as shallow
water lies just above sea-level, leaving deep
tide pools to the left and right.
Creatures: A trio of Large monstrous
crabs dwell in the water here. The crabs

2 N Large vermln (aquatlc)

5 feet deep, miear
'c:rab stlcks out

are always hungry and attack the PCs: ﬂle
moment they enter the water. ;

LarGE MoNsTROUS CraBs (3)

Stormwmck 142

nit +0; Semses Eow—lrght visian, scent

0, Spot+4 _

AC 18, touch 9, flat-footed 18

hp 36 (6 HD)

Fort +6, Ref +2, Will +2

Spd 20 ft.

Melee 2 claws +8 (1d8+5)

Space 10 f.; Reach 10 ft.

Base Atk+4; Grp +17

Atk Options constrict 2d8+5, improved
grab (claw)

! _-Abilities Str 21, Dex 11,/ Con 12, Int—, Wis
One corner of this chamber has completely* :

11, Cha 2
SQ amphibious
Feats Toughness

'I‘actu:s The wat

the shallow areas without m
checks, ‘but each: square of
costs 2 squares. Sma]l (and
creatures must swil
Development: If the crahs are killed
and cooked, 30 pounds of food can be
recovered from each,

8. Cliffside Path

The land here rises up away from the
water, eventually forming a winding
cliffside path roughly 8o feet above.
Although' the ramp is relatively steep,
Thunderstrike and the rest of the party
can easily traverse it.

PART THREE: CLIFFS OF
DREAD

Leaving Dark Mountain Pass behind, the /
party mustnownavigate the eastern shore
of the Isle of Dread, moving along a wind-
‘ing path that at times takes them nearly

Ihve safety

100 feet above the waters below, and at

TSe can't.-;_i_ﬁvigate it in rela-

Several times in the recent past, adven-
turous and industrious Olmans from the
southern villages attempted to establish
new homes along this stretch of land.
The mountai ovide an excellent nat-
uzal bar ‘the savage monsters
that e mainland, and the fish-
ingin this bay is partlﬁllarly fine. As the
'PCs travel south, they"?hcounter many
traces of these’ rea:ent settlements—
empty outngger canoes beached on the
rocks, sections of wa]kwayﬂla‘[have been
Iepzu:ed orreinforced with wooden sup-

1ere "‘""‘Qsmn has washed"‘away

_The canoes ot in the
axui fa:e completely: u&seaworthy,

; f -pairs to the cliffside path?are dubi-

ous and loukunsafc, and the huts them-
‘selves. have. often partially collapsed or
‘becombe nesting grounds for loud and

t angry gulls.

Alas whlle this stretch uf'land is mdeed

0ss th _YSDOI'J. came to inves-

tlgate and fmmd those who dwelt here

to IJe aﬂ excellent soﬁrde of food. At first,

them off. As the’ monﬂié,wdﬁ on, how-
ever, the gargoyles grew more a aggressive,
until ﬁm]l}? a full-scale invasion from
/'the sky struck the Olmans in the dead of
nights, W‘hen ;the suTL rosc, the beach was
deserted once again, :

Yet the gargoyles have leamed that
prey often travels this coast, and not
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unwanted attention from the gkies,

The Route South
Urol estimates that it should take the
group roughly 6 days to traverse the

| Dbeaches and cliffs south. He views the
_ presence of the ancient roadway as a

surprise bonus; and points out that any-

| thing that's stood the test of centuries

is likely to be safe enough to trust for

| travel. Ifthe PCs wish to avoid taking the
| ancient cliffside road, their travel time:

south triples as they are often forced
to mavigate deep tide pools and narrow
beaches, As with elsewhere on the island,

| the frequent rains make gathering fresh

water an easy task, but gathering food

- along the cliffs is more difficult. With

the exception of the plentiful fish in the
bay, the only animal life along these cliffs
are flocks of wily and bitter-tasting sea
gulls. If the PCs have fishing equipment,

 Survival checks made along this route to

get along in the wild can be made at nio

penalty. Otherwise, these checks suffera

—5 penalty to each roll.

Mishaps and Malevolence :
Unbeknownst to the party at this time, they
have attracted the attention of more than
just gargoyles. Those PCs who noted the
feeling of being followed in Dark Moun-
tain Pass were the first to feel this sinister
presence, but here on the cliffs it becomes
truly malevolent. And the further south they
travel, the'worse things become.

The source of this evil is a wretched

and hateful simian demon named Olan-
gru, an outcast bar-lgura tanar’ri. Once
a scout for the sinister forces that hold
the Isle of Dread’s central plateau in
their grip, Olangru's failure would have
resulted in his execution had he not
managed to flee with a few of his mates
south into the trackless jungles. Olangru
eventually discovered a hidden shrine to
Demogorgon on the banks of Bloodwater
Lake, and hopes that by bringing enough
sacrifices to this shrine he can restore his
favor with the Prince of Demons.
Olangru recieved a vision the night
the PCs crashed on the Isle of Dread,
a vision he believes was granted him
by Demogorgon. (Of course, the actual

source of the vision was Malcanthet, the
Queen of Succubi, who has decided to
use Qlangru as another pawn to draw
the PCs further into her plot against
Demogorgon—she hopes that by forc-
ing a confrontation between the PCs
and Olangru she can plant the seeds of
hatred forthe Prince of Demons in their
cept the PCs, but only caught their trail
once they went into Dark Meuntain Pass.
He hasbeen following them at a safe dis-
tanceever since, content to let them head
toward his temple, where he hopes to
sacrifice them to Demogorgon.

Now that the PCs have reached the
cliffs, the fiend plans to take a more active
roll in guiding the party, satisfying his
cruel need to cause pain and fear in mor-
tals. Until that time, use the following
mishaps and odd occurrences to instill
a sense of dread in the players. Each one
of these minor events occurs only once,
and even then no more than two should

“occur on any given day.

Always Watching: One night, give each
PC on watch a DC 15 Spot or Listen check

to sense a presence out in the dark, just

beyond their range of observation. Twice

‘during the night, the entire camp fallsinto
‘magical darkness that lasts for ene hour.

The bar-lgura pulls off this trick by tele-
porting above their camp and dropping a
small pebble with darkness cast on it.

Carcasses Outside Camp: The PCs
wake in the morning to find a dozen
bird carcasses arranged just outside the
light range of their camp. Fach bird is
tied, wings outstretched and head to the
ground, on an X-shaped frame. Although
the birds appear to have been dead for
days, they were certainly not there the
day before, Olangru placed these car-
casses using fefekinesis.

Missing Supplies: A pack of food goes
missing, reducing the group’s food sup-
ply by 1 day. No one knows where the
food went, but everyone is quick to blame
Avner Meravanchi. The bar-lgura used
telekenesis to remove the pack at night

~ while the partywas distracted.

Skull Slide: A small rockslide falls
onto the group, dealing 1d6 points of
damage (Reflex DC 12 negates). Mixed
in among the rocks are a number of




buman skulls. This rockslide is caused
by the bar-lgura high above (the skulls
are from his personal collection—he’s
confident he can collect replacements
soon enough),

Suicidal Native: The group spies a
native up ahead standing on the cliffs
edge, but as they approach, he stabs him-

selfin the chest with a dagger audﬂmés 3

himself into the bay. By the time the
characters reach that spot, no trace of
the native can be found: Olangru created
this illusory native using majorimage.

A. Gargoyle Ambush (EL 8) : _
This location is approximately 24 mmiles’
from the Dark Mountain Pass exit. The
party will need to make camp at least

once before reaching this spot, unless
they have some way of moving incredibly
quickly. In any event, the gargey]es:

catch their scent at this point alcmg
their journey,

Creatures: Four gargoyles roost in
this area, hiding on small ledges above : s
the path (two on each). These sadistic
monsters are scouts from the colony

B. Unsafe Lfr: (EI.. o

Fu b

Upahead, the path comes to an abrupt

end looking out over the bay. Nearly sixty
. feet above, it continues along its southern

route./A bamboo platﬁarm hahgs ne
upper path’s edge, suspended’
_vines draped over a log/driven into
" face above. Theother ends of the Vires
hang down the cliff face and are attache
to a second log at waist height on the lower
ledge. Down below, a dozen or so aban-
doned huts line'a wide but rocky beach.

| The Olmans who recently attempted
‘to settle along this stretch of coastline
‘built this crude Lift to allow them quick
~access to the ledges above. The system
is as ingenious as it is primitive, using

crude pulleys to allow:several characters

(or a beast of burden) to pull on the vines
to raise or 10

that roosts on the other side of the-bay}  cor

and have been charged with péﬁgﬁiling
these cliffs for new prey. Fhey view this
area as theirs and attaqk any-antruders
on sight. Unlike most gargoyles, these
creatures do not have a gothic look, but
instead haye a more feral countenance
and often have genmetrlc patterns
similar to Olman hieroglyphic writing
etched into their form.

Gargoyles (4): hp 37 each; Monster
Manual 113. '

Tactics: The garg 1es swoop down
from above to engag the party. Once in
melee, they make full attacks whenever
able and attempt to bull rush Small
targets off the cliff face if the opportunity
presents itself. Anyone who falls off the
cliffeither lands on a ledge 20 feet below,
taking 2d6 points of fa]]ing damage, or
in the water 8o feet below, taking 2d3

points of nonlethal damage and 4dé6

points of lethal damage. The water below
is very deep and choppy, requiring DC 15
Swim checks to stay afloat.

If three of the gargoyles are defeated,
the fourth attempts to flee to report the
attack to its kin across the bay.

watex of tﬁ&bay
water'ignores 20

lift. Great care must be taken when
releasing the liff, as its weight causes
it to descend 'vtflry rapidly. Moving the
empty lift at a safe speed of 10 feet
requires a DC 10 Strength check. Moy-

_ ing the lift once it’s loaded increases
. this DC by 2 for every Small creature,

by 5 for every Medium creature, and by
10 for every Large creature; the lift itself
has a space of 10 feet. Several people.
can assist in these checks. Failing this.
check by less than 5 results in no prog-
ress, while failing it by 5 or more causes
the lift to careen down to smash onto

X \
/ e 3
e ‘. L

:""the tnde, poo!s below. Anyone on the lift

wheni 1t falls takes 1d6‘pamt5 of damage
for every*m feet fa]len

the hﬂ hy cutting partway through some
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of the vines that supportit. The moment
more than one Medium creature steps
onto the lift one of the vines snaps,
causing the lift to tilt wildly to one side.
Any creature on the lift at this time must
make a DC 20 Reflex save to avoid being

' 'ﬁi%‘éﬁéd’_dff the 1ift. One round later, the
- remaining vines snap and the entire

th:mgfalls inte the shallow tide pools
below. A make whole spell can repair the
damaged vines before they break.

Sabotaged Lift: CR 6; mechanical;
touch frigger; no reset; DC 20 Reflex
save avoids; variable fall; multiple
targets (everyone on the lift); Search DC
30, Disable Deyice DC 1s.

C. Quotoctoa’s Wrath (EL 9)

This area is about 10 miles beyond the
sabotaged lift (area B). After learning
of the loss of some of its members in
the previous ambush (either from the
report of a gargoyle that escaped, or by

_ the simple fact that the patrol fromearea

A neyer returned to report), a gargoyle

- chieftain named Quotoctoa assembles

a warband of his best warriors to seek

‘out and slay the intruders. The group
~ discovers the PCs at this location ‘and
attacks them without pause.

Creatures: Led by Quotoctoa, a fierce
gargoyle barbarian, this host of angry
gargbyles isbent upon the destruction
of the characters. The gargoyles do not
bother setting up an ambush, so there
is no chance of surprise.

QuoTocToA CR7

Male gargoyle barbarian 3
CE Medium monstrous humanoid
Monster Manual 113
Init +4; Senses da_rkvfs’_lpn-ﬁﬁ ft.; Listen +5,
Spot +5
Languages Common, Terran
AC 20, touch 14, flat-footed 20; uncanny dodge
hp72 (7 HD); DR 10/magic and 5/adamantine
Fort +9, Ref+9, Will +6
Spd 50'ft., fly 60 /. (average)
Melee 2 claws +9 (1d4+6) and
bite +7 (1d6+4) and
gore +7(1d6+4)

‘Base Atk +7; Grp +11

Atk Options Improved Bull Rush, Power
Attack; rage 1/day
*2-point Power Attack




Abilities Str 19, Dex 18, Con 20, Int 6, Wis
13, Cha4
SQ fast movement, freeze, illiteracy, trap
sense +1
Feats Improved Bull Rush, Multiattack,
Power Attack e
Skills Hide +9 (+17 near stone), Intimidate
+0, Listen +5, Spot +5. =
Possessions bracers of armor +2, gargoyl'e
crown, 10 gold rings (each worth 50 gp)
Rage (Ex) When raging, Quotoctoa's :
statistics change as follows:
hp 86
AC 18, touch 12, flat-footed 18
Fort +11, Will +8
Melee 2 claws +11 (1d4+8) and
bite +o (1d6+5) and
gore +9 (1d6+5)
Grp 13
Abilities Str 23, Con 24

Gargofles (3): hp 37 each; Monster

Manual 113.

Tactics: The gargoyles use their supe-

rior mobility to swarm the party, landing

in and among the PCs'to set up ﬂa.n.kmg
opportunities. Meanwhile, Quotoctoa
lands near the most powa'rfu.l-lueldgg_ str.
character, goes into a rage, and attacks’ ¢

using Power Attack and his smite abil-
ity granted from his gargoyle crown at
the first chance. Given the opportunity,
Quotoctoa uses Improved Bull Rush to
push foes off the cliff; causing them to
take 6d6 falling damage and 2d3 nonle-
thal damage as they plummet into the
water 100 feet below. i

D. The Trail Turns Inward

After the fight with the gargoyle tribe,
the path continues onward for 18 miles
before reaching a narrow mountain pass
that leads to the interior of the island.
Urol looks at this path, and marks it on
his map, but urges the group to continue
onward toward the coast to reach Tanaroa.
Avner,meanwhile, suggests that the group
take the path to avoid any further attacks
from gargoyles. If the party heads inland,

continue on with Part Four. If the party.

instead decides to continue on the cliffs,
they find that their route comes to an end
soon thereafter. Whether the elements
have eroded the ledge away completely
or the ancients simply never completed
its construction is unclear, but the only

~ this path, and both food and w:
" more plent]ful ‘than they were alo

way onward s to backirack o the pass and
head into theisle’s interior.

PART FOUR: FOGMIRE

. The mountain pass is a10-mile journey -
~ through twisting canyons of zock. There

are plenty of places to stop and re

cliffs. When the mountain pass ﬁna]ly
comes to an end, the PCs find them-
selves on the edge of a great and dark
fog-shrouded jungle. A lake glitters far
offin the distance, barely visible through

' the gloom.

The path the PCs are on leads right
into the mysterious jungle. Leaves drip

_.ivith condensation, and the canopy
above sings with strange bird calls. An

inordinate number of small serpents
make their home on the jungle floor, but

. they avoid the PCs whenevs:r _possible.

While the undergrowthis relat
the ground is wet and mu y, vergmg on
‘swamp]and in pIaces The PCs can easﬂy

region .of the Isle of ﬁread called
Pogm:rq.a plar_e where Demogarg{ms

1slands on tb.e \AbySS are thin

and the taint of that foul realm ble
through to influence the plants and
animals: Although there is plenty of
food in Eegm.ue, many of the animals
and plants in the swampy jungle are
deformed, off-color, or bloated with
twitching growths. While they taste
horrible, they are edible. The water has
an off taste about it as well, but it, too, is
safe to consume. The trees are twisted

-and deformed in some places, while

others sport large tumors that leak
pale green ooze. The fog that shrouds

this jungle is ever-present and limits
visibility to 60 feet, making navigation -

difficult. It's a DC 25 Survival check to

‘avoid becoming lost in Fogmire. Yet

for all the ominous signs and portents,

-n.othmg ai;tacks the PCs during their
initial dntrusion into Ft}gm_lrt It's

Imostas if the beasts of the island avoid

. this lonely stretch of land entirely.

ing in the jungle: Made up of
crum ]mg, moss-covered walls, these
ruins appear ancient but ﬁo not feature
the Olmans’ architec
of. simple s';bne blocl :
no designs or patterns.. Sma]l piles of
rubble dot the ruins, and an empty fire
pit sitsiin _thf. center.

Off in the northwest corner of the
ruing stands a crude wooden frame in
the shape of an “X.” Bound upside-down
to this frame is the corpse of an Olman
man, his legs high in the air. Even from
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afar, it's easy to tell that the gaping wound
in the center of his chest killed the man.
When the party approaches to within 10
feet of the corpse; it suddenly begins to
speak in broken Common.

“Welcome to my home, travelers.
You come a long way only to stay here
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forever. At least you live. That is good '

for now. My home is your home; now
and foreyver.”
The corpse is a simple human

zombie (Monster Manual 266) given the-

power to speak through foul magic.
He cannet remove himself from the

cross and does not attack even if he

is cut down or assaulted. The corpse
has little inférmation and always
speaks in'dour tones; predicting the
characters’ oncoming doom. If asked,
he 1dentifies himself as Golnura,
but he does not know where he is
from or how long he has been here.
He does know that the master of
Fogmire killed him, but he refuses to
deseribe him.

This talking zombie was placed here
by Olangru as a tool to taunt intruders

into his realm. The undead creature

always asks about what it is like to be
alive, often commenting that soon the
PCs will know what it is like to be dead.
The zombie is easily destroyed and
does not attempt to defend himself.

If the PCs leave the old ruins and
attempt to find their way back out, they
find the path winds quite a bit as they
leave the place, The baleful influence of
Gaping Maw warps reality in Fogmire,
and those who stumble into this dreadful

section of jungle find it very difficult

to escape. Any atlempt to wander away
from the old ruins results in the PCs
finding themselves arriving at the old
ruing from the opposite side 1d4 hours
later, as if they'd traveled in a circle.
Fogmire is, in a sense, a dimensional
"antJitjm trap,” and as long as the focus
of this trap exists(the Lemorian golem
in the shrine of Demogorgon), physical
travel won't allow escape from Fogmire.
Even flight fails; the fog seems to go on
forever, and even if'a character tries to fly
straight up, he finds that at some point
along his flight he’s arched back toward
the ground, directed by powerful forces
beyond his control. Spells like feleport
and plane shift could allow escape, but
for now these spells are likely beyond
the PCs’ reach.



The Chosen of Olangru (EL 7)
Olangru and his mates are the rulers
of Fogmire, and they know its hidden
paths by their black hearts. Soon after
the PCs arrive in the cursed jungle, the
bar-lguras follow them at a safe dis-
tance and wait for an opportune chance
to strike. Although their pritnary objec-
tive it to cause a bit of terror, they also
plan to abduct one of the group to take
back to their temple to be sacrificed to
Demogorgon. The best point for this
event to occur is when the PCs bed
down for the night, but if they’re about
to discover the location of the shrine
of Demogorgon, the demons strike Just
before they do so.

When the time is right, Olangru and

his two mates become invisible and-

teleport into the party’s midst from

his vantage point sixty feet away. Give
any characters on watch a Listen check’
opposed by the bar-lguras’ Move Silently
checks to notice their arrival. Those tha;_t'
fail are surprised (sleeping characters

are automatically surprised).

Creatures; This initial combat shuulﬂ :
be fairly short—Olangru and his-

mates wish only to abduct one of the
intruders. If he still lives, Urol is the
primary target—othemdsé-yqu should
select one of the other N'E'Cs as the
victim, Note that despite the challenge
of this encounter, the EL is reduced
due to the circumstanees noted below
under Tactics:

Bar-lguras are hu]klng demons that
look at first like powerfully muscled
orangutans, yet the cruelty that burns in
their theumy red eyes signals a hateful
intelligance. They have enormous,
tusk-like fangs, six fingers on each
hand, and six toes on each foot.

OLANGRU

Bar-lgura scout 4

CE Medium outsider (chaotic, evil,
extraplanar, tanar'ri)

CR?

Fiendish Codex 1 29, Complete Adventurer 10

Init +7; Senses darkvision 60 ft.; Listen +14,
Spot +14

Languages Abyssal, Celestial, Comman,
Draconic; telepathy 100 ft.

AC 27, touch 16, flat-footed 27; Dodge,
Mobility, skirmish (+1 AC), uncanny dodge

-Spd 50 ft.;.climb 20 f.; Run

Atk Options Power Attack, Spring Attack

hp 95 (10 HD), DR lU;'cold iron or good
Immune electrimty. poison ~
Resist acid 10, cold 10, fire 10; SR 20
Fort +13, Ref +16, Will +8

Melee* 2 claws +15 (1c|6+10}»and z
bite +10 (1d6+6) W A
ase Atk +9; Grp +17 3

pounce, skirmish (+1dé)
Special Actions abduction, summon tanar'ri
Combat Gear ring of the ram (25 charges)
Spell-Like Abilities (CL 10th)

At will—darkness, cause fear (DC 14), dispel
magic, greater teleport (DC 20), see
invisibility, telekinesis (DC 18)

2fday—disguise self(DC 14), invisibility,
major image (DC 16)

*2-paint Power Attack

Abilities Str 26, Dex 22, Con 20, Int 13, Wis
12,Cha 16

SQ battle fortitude (+1) fast movement,
trackless step; trapﬁndrr!g :

Feats Dodge, Mobility, Powe
Spring Attack

Skills Balance +2 Tmb +29 _H

Possassiu_ns:’cbm _
+2, bou’i’s af iéﬁ '

Battle Fortitude (Ex} At2nd level, a scout
gains a+1 competence bonus on
Fortitude saves and initiative checks. A
scout looses this ability when wearing
medium or heavy armor or when carrying
a medium or heavy load.

Pounce (Ex) If a bar-| gura charges a foe, it
can .m'a_k'e a full attack.

Skirmish (Ex) A 3rd-level scout deals an extra

1d6 points of damage on all attacks and

a +1 competence bonus to Armor Class

during any round in which he moves at

least 10 feet. The extra damage applies only -

to attacks taken during the scout’s turn,

creatures i lmmune to extra damage from
critical-hits are not \:uinerablﬁ to this
additional damage. The stout must be able
to see the target well enough to pick outa

and only against living creatures that have
a discernible anatomy. Undead, canstructs,
oozes, plants, incorporeal creatures, and
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vital spot and must be able to reach such

a spot. Scouts can apply this extra damage
to ranged attacks made while skirmishing,
but only if the target is within 30 feet.

A scout looses this ability when wearing
medium or heavy armor and when
carrying a medium or heavy load.

Summon Tanar'ri (Sp) Once per day, a bar-lgura
can attempt to surnmon another bar-lgura
with a 35% chance of success. This is the
equivalent of a 2nd-level spell (CL 10th).

Skills A bar-Igura gains a +4 racial bonus on
Hide checks and a+10 racial bonus on
Jump checks.

OLANGRU’s MaATES (2)

Female bar-lguras

CE Medium outsider (chactic, evil,
extraplanar, tanar'ri)

Fiendish Codex | 29

Init +4; Senses darkvision 60 ft.; Listen +11,
Spot +11

Languages Abyssal, Celestial, Commeon,
Draconic; telepathy 100 ft.

AC 23, touch 14, flat-footed 19; Dadge, Mobility

CR5

hp 51 (6 HD): DR 10/cold iron er good
Immune electricity, poison

Resist acid 10, cold 10, fire 10; SR 16
Fort +9, Ref +9, Will +7

Spd 40 ft., climb 20 ft.; Run
Melee 2 claws +12 (1dé+6)-and
bite +7 (1d6+3)

_ Base Atk +6; Grp +12

Atk Options pounce
Special Actions abduction, summon tanar’r
Spell-Like Abilities (CL 6th)

At will—darkness, cause fear (DC 12), dispe!
magic, greater teleport (DC 18), see
invisibility, telekinesis (DC 16)

2/day—disguise self (DC 12), invisibility,
major image (DC 14)

Abilities Str 22, Dex 19, Con 19, Int 13, Wis
14, Cha 12

Feats Dodge, Mobility, Run

Skills Balance +15, Climb 423, Hide +17,
Intimidate +10, Jump +27, Listen +11,
Move Silently +13, Spot +11, Tumble +15

Possessions bracers of armor +1

Abduction (Su) A bar-lgura can use greater
teleport to transport other creatures. It can

bring up to one Large or two Medium

or smaller creatures with it each time it

teleports. It can teleport unwilling targets

1as well, although an unwilling victim can

attemp;t a DC 18 Wil save to resist being

transported, The save DC is Charisma-based.

Pounce (Ex) If a bar-|gura charges a foe, it
‘can make a full attack.

Summon Tanar'ri (Sp) Once per day, a bar-
lgura can attempt to summon another
bar-Igura with a 35% chance of success.
This is the equivalent of a 2nd-level spell
(CL6th).

Skills A bar-Igura gains a +4 racial bonus on
Hide checks and a +10 racial bonus on
Jump checks..

Tactics: Olangru appears at the north
entrance to the old ruins, near the corpse
of Golnura. During the surprise round,
he charges the nearest PC and attacks
using his pounce and skirmish abilities.
On the first round of combat, two of his
three bar-lgura tates appear, one com-
ing from the southeast path and another
coming from the west. The one closest




to Urol moyes right up to him, using
Tumble if needed, and teleports him
away using its abduction ability. That
bar-lgura does not return to the fight.

Olangru frequently draws attacks of .

opportunity during the battle, chargmg
from one opponent to the next while

making use of his pounce :rnid skirmish
abilities. Once Urol is abducted, he and

his remaining mate teleport away.
Developments: Aftér Olangru and his
mates teleport away, the characters have
a chance to take stock of the situation.
Urol is gone, leaving behind his animal
companion, Miss Crazzle. The crow hast-
ily looks about for the missing gnome
and then proceeds to annoy the PCs with
squawks and pecks, as if to say, “Where

did my friend go?” The remaining NPCs-

panic over the situation and fall into a

state of despair, seeing no way out of the |
situation and assuming that one of themn

will be taken next.

The Shrine to Demogorgon

There is no indication where the bar-"

lgura went with Urol and no trail to

track—the method of abduction leaves *

behind no clues. Fortunately for. Urol,
Olangru has no plans to immediately
sacrifice him—the b&r-l"ugra-‘i_ntends to
wait for the proper moment to make the
sacrifice, when the fluctuating barriers
between the Material Plane and Gaping
Maw are at their thinnest. ~

The partyhas few options at this point.
They cannot escape from the jungle and
a terrible demon is stalking them and
abducting their members. If they do
nothing, Olangru's attacks continue,
abducting one NPG every few nights
until he finally begins taking PCs. It's
possible that Olangru might be slain
in one of these fights, in which case the
abduction attempts cease but the sinister
curse of Fogmire persists,

Fortunately for the PCs, the fact that
the Lemorian golem (see Appendix Two)
functions as a focus for Fogmire's curse
also makes it fairly easy to locate. Detect
evil and defect chaos both reveal faint
auras infusing the plants, animals, and
even the ground and the air in Fogmire.
A DC 15 Search check reveals what appear
to be writhing “currents” in these auras,

currents-that all flow in the same direc-

tion. By tracking these currents, the PCs.

will soon enough come to the entrance
to the Shrine to Demogorgon, at which

_point the background leyels of chaos and -

evil rise ta moderate and overwhelm the:r

currents. It should be'obvious that this
s the epicenter of the Abyssal influence  her

in Fogmire.

Other divination spells can guide the:

PCs. A divination might reveal that “the
rivers of evil and tides of chaos point
the WE.‘_}":} while locate creature or locate
object used on Urol or any of his belong-

- ings might work as well if the spells are
‘cast in the vicinity of the old ruins. The

entrance to the shrine to Demogorgon

As just under soc feet into the jungle to

the north of the old ruins, so s long as
these spells are cast at caster level 8th or
higher, the shrine itself (and by exten-
sion, Urol and his gear) are in range.
Even parties that lack divination spell-
castmg capab:hhes TECEive -]:nms once

reg}l:m while ‘th&y sleep ex;
dreams, and: qunWEk

The entrance to the sh.'rme is ca.rv .
into the side of a low hill at Fogmir
heart. Atop this low ‘hill rises a g0+fo
tall twisted spire of b
hill’s base gape twin carvings of baboon
heads, their open maws granting access
to two caverns leading under the hill.
The temple itselfis carved out of solid
rock. Unless otherwise noted, ceilings
are 10 feet tall and the rooms within
are dark. Doors are made from 8-inch-
thick iron, rusted with age. Unworked
caves'are natural, but the floor has been

 cleared of debris. The chamber walls

are smooth saye for a band of leering
demonic monkey fices carved into them'

at waist height. The entire place smells
strongly of wet fur and sulphur, and the

air is heavy and damp.
The remaining NPCs refuse to stay at
the old ruins by themselyes, but they do

{fk rock, and at the

not wish to enter the evil temple either.
Wheni the PCs arrive there, they offer
to hide out in the jungle nearby and
dwait thelr veturn, Only Amella offers to
accompgny the PCs, and even then only
Jf she’s romantlr:a]ly involved with one of

can't bear to let her lover out of

ZL ﬁd“ﬁ'&&ances

The GPPFESSEVE:, fog-thick jungle thins here
before a low hill. Above, a |arge spire of
black rock looms, while at the hill's base,
the image of two gigantic fanged baboon
heads carved into the rock leers out at the
jungle. Their gaping maws reveal two caves
that lead into darkness.

A DC 30 Knowledge (religion or the
planes) check reveals that the twin faces
are a reference to Demogorgon, the
‘Prince of Demons. Both entrances lead
into the shrine, but only the eastern pas-
-'s:ageway i safe.

5 2. Rockfall Trap (EL 8)

’[‘rap “This junction of the corridor is
rigged to collapse the moment anyone
. steps inside the area indicated on the
“map, bringing tons of rock and debris
down into that area.

Anyone standing in the indicated area

_on the map when the trap is set off is in

the caye-in's bury zone. These characters
ake 8d6 points of damage (DC 15 Reflex
‘*half) and are buried. Characters within 10
feet of the bury zone are in the slide zone
and take 3d6 points of damage (DC 15
Reflex negates). Characters that fail their
save in the slide zone are also buried.

- Buried cha acters take 1d6 points
‘of nonleﬂlal_;damage per minute. If a
buried character falls unconscious, he
must make a DC 15, Constitution check
each minute or lak:" 1&6 points of
lethal damage Ay

Characters who are not buried can
_dig out their friends. Charaeters can
move 5 times their heavy load limit per
minute and double that amount with
an appropnatc tool. Characters in the
slide zoné are buried by 1,000 pounds
or rock, while those in the bury zone
are underneath 2,000 pounds of rock.
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Those inside the bury zone cannot be .

reached unless an adjacent square is free
of debris. Characters in the slide zone
can break free with 2 DC 20 Strength
check, while those inside the bury zone
who are adjacent to an open square or
the slide zone can break free with a DC
25 Strength check. :

to dig out a tunmel, this intersection
remains completely blocked by the
fallen rock.

Rockfall Trap: CR 8; mechanical; loca-
tion trigger; nio Teset; cave-in (see above),
multiple targets (all creatures in the
indicated area and those within 1o feet);
Search DC 2¢, Disable Device DC 20. '

3. Bloody Handprint

Up ahead, the passageway forks to both
the right and the left, with both leading off"
into darkness. A faint dripping sound cafy

be heard in the distance.

This is where Olangru and his mates
appeared after abducting Urol. ADC 20

5. Urol’s Gear

Piled up in one corner mf this small
passageway are the crumbled and torn
remains of Urols's tunic, boots, and any

other gear he was wearing at the time he

was abducted

6. Doors of Sacrifice
Unless the PCs spend the tlmeneeded A

The natural caverns give way to worked
stone and a short hallway ending in a
pair of tarnished bronze doors: The doors
are engraved with scenes of all maner of
demonic reptiles and simians torment-
ing human slaves, and the handles are

“made from the barbed tongues of fiends.

A-pair of stone statues flank the door in

miches carved into the walls, These statues

each depict leering monkey demons; their

tongues dripping an eily red liquid that

evaporates before it hits the floor below.

The statues set into the wa]ls are just

Spot check allows a character to-motice Ab

a gnome-sized bloody handprint on the
floor near the east wall. ;

4 Dead End

Attached to the wall of this dead-end by a
pair of rusted manacles isthe skeletal corpse
of a human, his bones yellow with age.

This prisoner, an Olman hunter
who was captured. when he wandered
too close to Fogmire, was placed here
long ago by Olangru and subsequently
forgotten and left to starve. Next to
the corpse, scrawled on the wall with a
piece of loose rock, is a rambling mes-
sage written in Olman. It reads; “No way
out. The jungle is pain and suffering.
Maybe it will end soon and the spirit
of the hawk will take me aloft from this
accursed place. I beg him to take me
away before I am dragged to the altar of
the two-faced one. There is no way out.”
There are other words scrawled beneath
this message, but they are mostly unin-
telligible aside from a few words such as
“cannibals,” “hungry,” and “ou

witha mcdessﬁ:l DC 20 Knewl dge (t_he
planes). check, identify that secene as one
from the Abyss. The doors themselv
are locked by a specialized ver

hold portal. They can be opened if a lw- :

ing creature grasps both handles and
turns simultaneously, while giving the
appropriate blood sacrifice (a total of 2dgq
points of damage).

Doors of Sacrifice: 3 in. thick bronze;
Hardness 10; hp go; Break DC 30.

7. Shrine of Duplicity (EL 7)

This ehamber is stained with blood. Two

stone thrones sit on either side, set into

alcoves. On the far side of the chamber is
a blood-caked altar of greasy green stone;
topped by a pair of black tallow candles.
Iron-framed mirrors stand on either
side of the altar, their reflections warped
and indistinct.

R L= Tk ATy
éﬁ‘—;—..—

around the
"]_J.otl_l:_:caﬂdles go out.

This chamber hides the portal to reach
the shrire’s inner sanctum. To activate the
portal, the PCs must first light both of

_the candles on the altar and then activate

both of the mirtors. The order in which

= tho cand]es are lit is very important.

€ __oth candle is lit first, warm
ls on the throne on the south
oom. If the character that lit
an dle then sits in the south throne,
he sees ‘a dark glimmer in the mirror
to the north of the altar. If that PC then
touches the mirror to the north of the
altar, a bestial image of himself appears
within. This also sets off the Trap if the

.charaeter fails a DC 19 Will save.

If the south candle is lit first, warm
blood pools on the throne on the north
side of the room. If the character that lit
the candlé then sits in'the north throne,
he sees a dark glimmer in the mirror to
the south of the altar, If that PC then
touches the mirror to the south of the

altar, he sees a bestial image of himself

appear. This also sets off the Trap if the

_-ch‘:!tr'acter fails 2 DC 19 Will save.

If both candles are lit before their
correspandxng mirrors are touched,
the candles explode into a 5~foot-rad1us

A bur_sj[_.ofﬂame thatdeals 4d6 points of fire
‘damage (Reflex DC 15 halves) to anyone

caught; within, then self-extinguish,

-resetting the trap.

If both mirrors are touched

- appropriately, triggering the trap
©  twice, the mirrors change into swirling
vortexes of darkness for 10 minutes.

Anyone touching these vortexes (up to
one character per turn per mirror) is
teleported to area 8, After 10 minutes
the mirrors revert to normal, the blood
rones disappears, and

| The mirrors, candles, and thrones
are all.minor artifacts. If damaged or
remnved from the Shr ¢, they melt
away into brine only toreappear in their
proper locations here,

Those who fail their saves when they
touch one of the mirrors are transformed.
They take on a savage appearance, hair
going wild, eyes becoming bloodshot,
and voices bggoming thick and guttural.
For 11 rounds, the feral PC attacks his
one-time allies to the best of his abilities
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(as determined by the DM). During this
time, the PC's normal self appears in
the mirror, erying for release. The PC
controls this image and can give advice
to the rest of the group, but can take no
other actions. The feral PC is magically
controlled for the duration of his Tage
as if by dominate monster (but without
granting additional saves when forced to
act against his nature}—dispel magic ora
similar effect can end the assault early (the
domination effect functions at caster level
11th), Protection ftom evil or protection from
chaos also prevents the effect from taking
place. Once the attack has ended, the
affected character returns to normal and
the savage image returns to the mirror.

Disarming the trap allows the mirrorto
be activated without risk of the character
turning on the rest of the party. If the
roll to disarm the trap is failed by 5 or
more, the character making the attempt
is subject to the trap, but the mirror does
not yet count as being activated for the
purposes of opening the portal.

Mirror Trap: CR 7; magical; touch
trigger; automatic reset; spell effect
(transformation into savagery—see
above; DC 19 Will negates); Search DC
30, Disable Device DC 30.

8. Olangru’s Harem (EL 8)

The mirror portals in area 7 deposit
anyone who sucessfully triggers them
to a space adjacent to the single mirror
located on the north side of this cavern.

This huge chamber is bathed in a strange
red light that comes from above. Thorny
vines grow across the'walls and toward the
ceiling some forty feet up. A natural stone
bridge crosses through the upper reaches
of this room, directly above a large pool of
crimson liquid. To the north stands a large
mirror, its warped surface framed in fron.
The warm scent of wet fur is overpowering
here, and a furtive shuffling echoes down
from above.

The ceiling in this chamber is 46
feet high and the second level is 20 feet
above the floor of the room. The door
in the eastern wall that leads to area 11
is made of iron and locked (DC 25 Open
Lock). The pool of blood in the center
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of the Toom is only a few feet deep atits
center, making the center of the pool
difficult terrain. The blood itself'is real,
perpetuated by the unholy influence
that pervades this shrine.

Anyone touching the mirrorturns its

reflection into a pool of inky biaclmes;s_,
Touching the surface of the mirror at

this point teleports that character back

to area 7. This means of travel does not
function while the candles in area 7 are
lit (they automatically extinguish after
10 minutes if unattended).

Creatures: This chamber is the den

_of Olangru's three bar-lgura mates.

The trio of foul demons is currently
on the upper floor of the room and is
not immediately aware of the PCs. Give
the demons Listen checks every round
that the PCs attempt to do anything that
makes sound, either against an opposed
Move Silently check, or against a static
DC (see page 78 of the Player’s Handbook).
If the PCs manage to remain quiet long

enough to move up to the higher level,

they might get a chanece to surprise
the fiends. Otherwise, the demons
attack immediately upon de-te_ct_ing
the intruders. :

Bar-Lguras (3): hp 51 each; see page
48.

Tactics: The bar-lguras begin combat
by teleporting to the lower level of the
room, surveying the area and moving
into a position where they can charge
the next round. Tf possible, they charge
and make full use of their pounce
ability. The bar-lguras attempt to abduct
a weaker opponent to the upper level
where they can fight alone. Alternatively,
truly bothersome PCs are teleported to
area 11, the pit beneath area 10, and left
there. If given the chance, the bar-lgura
use their spell-like abilities to confuse
and hinder the PCs, such as creating a
wall at the top of the stairs leading to
area g with major image, using invisibility
to set up an easy charge or flank, and
tripping or disarming opponents
with telekinesis.

Note that the PCs can only enter this
chamber two at a time, meaning that
if the first pair alerts the bar-lguras to
their presence, the rest might find a
combat in progress when they arrive.

9. Upper Level

A set of crooked natural stairs leads to
the upper level of this large chamber.
There are two iron doors leading out of
this area, one to the south and one to the
north. Both are unlocked. Once up here,

_ the light source in this room is clearly
visible. A large blood-red piece of quartz

islodged in the ceiling and filters in nat-

urallight from outside. Small mounds of

gnawed bones litter the floor along with
tufts of rust-red fur.

10. Throne Room (EL 8)

Six columns run down the length of this
room, flanking a pit covered by a rusted
iron grate. On the far side of the room is a
stone throne, and the room itself is chok-
ingly foul-smelling,

This area is used by Olangru as a throne
Toom, where he plans out his fiture con-
quests and contemplates the coming glory
of Demogorgon. The Tusted iron grate in

the center of the room is solid (treatas a

portcullis) and although it can be safely
walked upon, anyone attempting Tumble
or Balance skill checks in that area takes a
—2 penalty on the check.

The throne on the opposite side of
the room is made of simple stone and
is carved with the likeness of grinning
monkey demons, A DC 15 Search check

of the throne reveals scuff marks on

the floor in front of it, indicating that
the throne has been pushed forward
in the past away from the wall (which
contains the sec