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SYNOPSIS	

• On	a	starless	night	at	sea,	a	black-masted	
galleon	lunges	out	of	the	swirling	ocean	mist.	
It	sails	on	a	close,	parallel	course	to	the	
characters’	ship.	

• The	ship	is	the	infamous	Ghostlight,	a	
legendary	galleon	that	houses	the	afterlife	for	
departed	sailors.	It	invites	the	PCs	aboard.	

• If	the	PCs	board	the	ship,	they	.ind	a	series	of	
extra-dimensional	spaces	inside.	They	also	
discover	one	of	the	ship’s	underworld	
guardians	has	been	overthrown	by	a	
malevolent	spirit	and	his	deadly	minions.	

• If	the	characters	are	able	to	stop	the	evil	
spirit,	Ghostlight	rewards	them	for	their	
valor,	returns	them	to	their	vessel,	and	drifts	
back	into	the	mist.	

BACKGROUND	

• Ghostlight	is	a	ship	unlike	any	other.	It	has	
haunted	the	high	seas	for	centuries,	working	
its	way	into	sailor	folklore	as	an	ill	omen,	a	
safe	haven,	a	door	to	the	afterlife,	or	the	
harbinger	of	death.			

• The	ship	de.ies	logic;	on	the	outside,	it	looks	
like	a	decrepit	pirate	ship.	But	on	the	inside,	
it	houses	large,	extra-dimensional	spaces,	
including	the	two	afterlives	for	the	souls	of	
good	and	evil	sailors.		

• Recently,	the	keeper	of	evil	souls,	Eskeril	the	
Rat	King,	fell	prey	to	a	trick	by	the	spirit	of	a	
cruel	pirate	named	Jarvey	the	Whistler.		

• Jarvey	now	holds	Eskeril	captive	and	is	using	
his	Pipes	of	the	Sewers	to	control	and	corrupt	
Eskeril’s	loyal	rats.	Under	Jarvey’s	command,	
the	rats	have	transformed	into	shadowy	
beasts	that	run	rampant	and	threaten	the	
ship’s	passengers.	Jarvey	has	also	stopped	
new	evil	spirits	from	entering	their	afterlife	
in	the	Galley	of	the	Damned.	

• With	nobody	aboard	who	can	stop	Jarvey,	
Ghostlight	approaches	the	PCs	hoping	they	
can	put	him	back	in	his	place	and	restore	
Eskeril	to	his	stolen	throne.	

A	WORD	TO	THE	GM	

This	adventure	is	meant	to	be	run	at	a	glance	
with	minimal	preparation	and	a	natural	
delivery.	This	required	re-thinking	the	normal	
adventure	presentation	a	bit.	Here’s	what	you’ll	
.ind	included:	

• Each	encounter	contained	on	one	page.	
• Bulleted	lists.	Bolded	keywords.	
• Hyperlinks	to	monsters	and	rules	online	for	
quick	reference.	

• Printable	cards	for	each	monster	and	PC	so	
you	can	run	encounters	using	a	card	stack.	A	
short	video	walkthrough	of	this	method	can	
be	found	here.	

• Printable	cards	for	special	treasure	handouts.	
• Short	room	and	area	descriptions.	No	
paragraphs	of	droning	.lavor	text	—	set	the	
scene	naturally	and	embellish	as	desired.		

• Brie.ly	explained	non-encounter	rooms.	
Again,	embellish	as	desired!	

• GM	maps	and	player-safe	digital	maps	for	use	
with	virtual	tabletops.	

• A	short	video	walkthrough	of	the	adventure	
that	can	be	found	here.	

PACING/TRANSITIONS	

A	dramatic	question	is	presented	with	most	
scenes.	Once	that	question	has	been	answered,	
the	tension	of	the	scene	is	resolved.	That’s	your	
cue	to	work	toward	the	transition	provided	at	
the	end	the	scene	—	even	if	that	means	
summarizing	the	end	of	a	clearly	decided	
combat,	or	in	the	case	of	clever	players,	
skipping	combat	altogether.	Keep	the	game	
moving	toward	the	next	challenge!		
	 Room	descriptions	that	are	usually	long	
blocks	of	literary	read-aloud	text	have	been	left	
short	and	informational	in	this	adventure.	
Many	Game	Masters	prefer	to	paraphrase	read-
aloud	text	and	set	the	scene	based	on	what	
tone	and	level	of	detail	his	or	her	group	.inds	
engaging.	Anything	listed	before	a	
Development	section	is	safe	to	share	however	
you	prefer	to	do	so.	
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THE	WAILING	BANSHEE	

THE	WAILING	BANSHEE	

• A	three-level	tavern	climbs	up	to	the	30-
foot	high	ceiling.	Music	and	revelry	
.ill	the	air,	along	with	the	smell	of	
roasted	meats	and	hearty	ale.	

• Hundreds	of	green,	ghostly	sailors	
.loat	around	the	room,	guzzling	
ale	and	bellowing	sea	shanties.	
Alongside	them,	a	few	dozen	living	
sailors	cheer	and	lift	their	mugs.		

• The	barkeeps	slide	free	drinks	to	
the	living	and	dead	patrons,	as	
well	as	to	the	surprised	new	
spirits	who	materialize	on	the	
barstools.	

DEVELOPMENT	
• The	Wailing	Banshee	is	a	pocket	
dimension	and	tavern	inside	
Ghostlight.	Living	passengers	
stay	here	during	their	voyage,	while	the	
newly	dead	spend	one	last	day	reveling	
before	being	sent	on	to	the	afterlife.		

• The	proprietor,	Darby	Grizzlegut,	“closes	the	
tab”	at	midnight	on	each	new	dead	soul	who	
appeared,	sending	them	to	either	the	
Fiddler’s	Green	or	the	Galley	of	the	Damned.	

• For	events,	rumors,	and	NPCs	in	The	Wailing	
Banshee,	see	Appendix	C:	The	Tavern.	

• After	a	short	time,	Darby	approaches	the	
characters.	Go	to	Darby’s	Request.	

Darby	Grizzlegut,	LN	androsphinx	
“Welcome	to	The	Wailing	Banshee!	Drinks	are	
on	the	house	—	until	midnight,	that	is.”	

• Appearance.	A	balding	dwarf	with	a	brown	
beard,	one	blue	eye,	and	one	green	eye.	

• Does.	Whispers	words	of	comfort	and	
welcome	to	dead	sailors	as	he	passes	them.	

• Secret.	An	agent	of	the	god	of	death.	Hides	
his	true	form,	which	is	an	ancient	sphinx.	

DARBY’S	REQUEST	
• Darby	introduces	himself	as	the	proprietor.		
• He	says	he	senses	Ghostlight	invited	the	
characters	aboard	to	help	it	solve	a	problem.		

•Darby	says	large,	ghostly	rats	he's	
never	seen	before	have	been	
boiling	up	from	depths	of	the	
ship.	They’ve	destroyed	
several	innocent	spirits.	
•Darby	explains	he	hasn’t	
been	able	to	send	evil	
spirits	to	their	afterlife	in	
The	Galley	of	the	
Damned	for	three	days.	
He	isn’t	allowed	to	
enter	the	Galley	to	
investigate.	He	also	
hasn’t	heard	from	the	
Galley’s	keeper,	Eskeril	
the	Rat	King.	
•Darby	asks	the	PCs	to	
go	the	Galley,	.ind	out	
what	happened,	and	

root	out	the	rats.	
• He	warns	the	characters	that	they	must	pass	
through	the	intoxicating	Fiddler’s	Green,	the	
afterlife	for	good	sailors,	on	the	way	to	the	
Galley	of	the	Damned.	They	must	be	careful	
not	to	fall	prey	to	the	Green's	charms.	

DRAMATIC	QUESTION	

Will	the	characters	help	Darby?	

Sidebar:	Spirits	On	The	Ship	
• The	undead	spirits	aboard	Ghostlight	retain	
their	memories	from	life.		

• They	use	the	ghostly	sailor	statistics.	While	
ethereal,	they	can	affect	objects	on	the	
Material	Plane	given	to	them	on	Ghostlight.	

TRANSITION	

If	the	characters	agree	to	help	Darby,	he	leads	
them	behind	the	bar	and	lifts	a	trapdoor	in	the	
.loor,	revealing	a	staircase.	It	goes	to	Area	1	in	
The	Fiddler’s	Green.	
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AFTERMATH	

DEFEATING	JARVEY	

• If	the	PCs	defeat	Jarvey	and	free	Eskeril,	the	
reinstated	Rat	King	thanks	them	heartily.	He	
says	he	fell	prey	to	Jarvey’s	cheating	soul.		

• Eskeril	explains	that	all	sailors’	spirits	have	
the	right	to	challenge	him	to	a	duel	of	wits	or	
performance	to	gain	the	freedom	to	roam	the	
ship	(although	evil	spirits	can't	enter	the	
Fiddler’s	Green).	But	Jarvey	didn't	play	by	the	
rules	and	stole	Eskeril’s	magic	pipes,	causing	
Eskeril’s	rats	to	become	corrupted	and	evil.	

• If	the	PCs	return	Eskeril’s	pipes,	he	gives	
them	a	marble	that	looks	like	a	rat’s	eye.	He	
says	they	can	shatter	it	to	call	Ghostlight	to	
them	in	a	time	of	need,	and	he	will	help	them.	

JARVEY	WINS?	

• If	Jarvey	defeats	the	characters,	rather	than	
kill	them,	he	imprisons	them	as	rowers	in	the	
Galley	of	the	Damned.	They	have	the	right	to	
challenge	him	to	a	duel	of	wits	or	
performance	for	their	freedom,	and	it	is	a	
cosmic	law	Jarvey	can’t	deny.		

• The	PCs	may	win	their	freedom	to	roam	the	
ship	this	way,	but	they	can't	actually	leave	
Ghostlight	without	additional	intervention,	
such	as	help	from	Darby	or	Mad	Tilley.	

LEAVING	GHOSTLIGHT	

• Darby	is	thrilled	if	the	characters	manage	to	
restore	order	to	the	ship.	If	they	want	to	
speak	to	a	dead	soul	aboard,	he	arranges	a	
meeting	at	a	back	table	in	the	tavern.	

• When	the	characters	are	ready	to	leave	
Ghostlight,	the	ship	pulls	next	to	their	
original	vessel	and	extends	a	rigging	net	to	
allow	them	to	cross	safely.	The	ship	
remembers	their	deeds	aboard	and	may	
reward	them	if	they	ever	.ind	themselves	
once	again	in	the	halls	of	dead	mariners.	

FUTURE	ADVENTURE	HOOKS	

• If	Mad	Tilley	escaped	Ghostlight,	she	may	
have	a	“new	deal"	to	cut	with	the	group,	
especially	now	that	she	has	been	reunited	
with	the	full	strength	her	coven.		

• If	the	characters	refused	to	help	Mad	Tilley,	
she	sends	them	vengeful	dreams	of	her	
torturing	the	departed	souls	of	sailors,	
especially	NPCs	the	characters	care	about.	

• As	the	characters	leave,	a	spirit	may	whisper	
a	fell	secret	into	their	ear	about	a	ritual,	
artifact,	or	plot	she	knew	of	in	life	that	
threatens	the	fate	of	all	living	beings.	

• Darby	may	appear	to	the	characters	in	his	
sphinx	form	with	an	important	message.	A	
strange	quest	must	to	be	undertaken	to	keep	
the	dead	in	the	Briny	Sea	from	rising	again…	
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APPENDIX	A:	MAPS	

GHOSTLIGHT’S	DECK	
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THE	FIDDLER’S	GREEN	
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SEWERS	
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THE	GALLEY	OF	THE	DAMNED	
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APPENDIX	B:	NEW	MONSTERS	

Shadow	Rat	
A	squirming	blot	of	smoke	materializes	into	a	red-
eyed	rat	the	size	of	a	dog.	Wisps	of	darkness	trail	
from	it	as	it	scrambles	forward,	yellow	fangs	
gnashing	hungrily.	
Undead	Corruption.	Giant	rats	mutate	into	

shadow	rats	when	a	malevolent,	undead	being	
exerts	power	over	them.	Negative	energy	leeches	
into	the	creatures,	infecting	them	with	necrotic	
qualities.	

SHADOW	RAT	
Small	beast,	neutral	evil	

Armor	Class	12	
Hit	Points	13	(3d6	+	3)	
Speed	30	ft.	

Skills	Stealth	+4	(+6	in	dim	light	or	darkness)	
Senses	darkvision	60	ft.,	passive	Perception	10	
Challenge	1/4	(50	XP)	

Amorphous.	The	shadow	rat	can	move	through	a	space	as	
narrow	as	1	inch	without	squeezing.	
Magic	Weapons.	The	shadow	rat’s	weapon	attacks	are	
magical.	
Pack	Tactics.	The	shadow	rat	has	advantage	on	an	attack	
roll	against	a	creature	if	at	least	one	of	the	rat’s	allies	is	
within	5	feet	of	the	creature	and	the	ally	isn’t	
incapacitated.	

ACTIONS	

Bite.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	
target.	Hit:	4	(1d4	+	2)	necrotic	damage,	and	the	target’s	
Strength	score	is	reduced	by	1.	The	reduction	lasts	until	
the	target	.inishes	a	short	or	long	rest.	

Ghostly	Sailor	
A	green,	translucent	sailor	.loats	by,	singing	a	merry	
sea	shanty	and	guzzling	ale.	Somehow,	the	ale	.ills	
its	spectral	belly	rather	than	splattering	on	the	.loor.	
Afterlife	Dweller.	The	spirits	of	dead	sailors	who	

make	their	way	to	the	afterlife	aboard	Ghostlight	
transform	into	ghostly	sailors.	As	soon	as	they	
materialize	on	an	empty	barstool	in	The	Wailing	
Banshee,	the	next	chapter	of	their	existence	beings.	
They	retain	this	form	for	the	remainder	of	their	
undying	days.	

GHOSTLY	SAILOR	
Medium	undead,	any	alignment	

Armor	Class	12	(leather	armor)	
Hit	Points	13	(3d8)	
Speed	30	ft.,	.ly	30	ft.	(hover)	

Skills	Athletics	+3,	Survival	+3	
Damage	Resistances	acid,	.ire,	lightning,	thunder;	
bludgeoning,	piercing,	and	slashing	from	nonmagical	
attacks	

Damage	Immunities	cold,	necrotic,	poison	
Condition	Immunities	exhaustion,	grappled,	paralyzed,	
petri.ied,	poisoned,	prone,	restrained	

Senses	darkvision	60	ft.,	passive	Perception	11	
Languages	any	languages	it	knew	in	life	
Challenge	1/4	(50	XP)	

Etherial	Sight.	The	ghostly	sailor	can	see	60	feet	into	the	
Ethereal	Plane	when	it	is	on	the	Material	Plane,	and	vice	
versa.	
Incorporeal	Movement.	The	ghostly	sailor	can	move	
through	other	creatures	and	objects	as	if	they	were	
dif.icult	terrain.	It	takes	5	(1d10)	force	damage	if	it	ends	
its	turn	inside	an	object.	

ACTIONS	

Saber.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	
target.	Hit:	4	(1d6	+	1)	slashing	damage.	
Etherealness.	The	ghostly	sailor	enters	the	Ethereal	
Plane	from	the	Material	Plane,	or	vice	versa.	It	is	visible	
on	the	Material	Plane	while	it	is	in	the	Border	Ethereal,	
and	vice	versa,	yet	it	can't	affect	or	be	affected	by	
anything	on	the	other	plane.	

STR DEX CON INT WIS CHA

7	(-2) 15	(+2) 12	(+1) 2	(-4) 10	(+0) 4	(-3)

STR DEX CON INT WIS CHA

12	(+1) 12	(+1) 10	(+0) 10	(+0) 12	(+1) 10	(+0)
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APPENDIX	C:	THE	TAVERN	

WAILING	BANSHEE	EVENTS

D10 Detail

1 The	spirits	of	two	newly	dead	pirates	
appear,	both	still	dueling	with	sabers

2 The	entire	tavern	joins	in	a	famous	song

3 PCs	overhear	a	rumor.	Roll	on	the	
Wailing	Banshee	Rumors	table

4 A	spirit	challenges	a	character	to	a	
drinking	contest

5 A	spirit	mistakes	a	PC	for	their	in-law

6 A	living	sailor	starts	choking	on	a	bone

7 A	brawl	breaks	out	between	1d4	spirits

8 A	drunk	spirit	shares	a	rumor	from	the	
Wailing	Banshee	Rumors	Table

9 A	PC	spots	a	living	NPC	they	know	
across	the	tavern

10 A	spirit	tries	to	steal	a	PC’s	drink

WAILING	BANSHEE	RUMORS

D6 Detail

1 Darby	is	actually	a	gold	dragon	(false)

2 The	grog	in	the	Fiddler’s	Green	grants	
immortality	to	the	living	(false)

3 Damned	sailors	can	challenge	the	
guardian	of	the	dead	to	a	musical	
contest	to	win	their	freedom	(true)

4 The	rats	that	have	been	attacking	
passengers	are	evil	spirits	who	have	
been	transformed	as	punishment	(false)

5 Living	passengers	can	go	anywhere	on	
the	ship,	but	the	undead	can’t	leave	their	
realms	once	sent	there	(true)

6 Two	wol.like	beasts	guard	the	in-
between	realm	that	separates	the	good	
spirits	from	the	evil	spirits	(true)

PATRON	GENERATOR

3D12 First Last Trait

1 Mary Black Gold	tooth

2 Jocko Tullins Shark	tatoo

3 Liza Benton Several	rings

4 Scrag Hikari Eyepatch

5 Esther Regent Battered	hat

6 Jusef Downing Beads	in	hair

7 Jen Hawkeye Scar	across	nose

8 Marley Dent Bald

9 Hilda Weber White	wig

10 Gordo Amari Spectral	parrot

11 Ira Shanks Gaudy	jacket

12 Wilbert Van	Demir Hoop	earrings

PATRON	SECRETS

D12 Detail

1 Knows	where	buried	treasure	lies

2 Is	best	friends	with	a	famous	pirate

3 Burned	their	own	ship	on	purpose

4 Doesn’t	know	how	to	swim

5 Took	on	a	false	identity

6 Served	an	evil	aboleth	

7 Marooned	their	captain	and	took	over

8 Was	a	spotter,	but	is	very	nearsighted

9 Can	understand	whale	songs

10 Was	a	stowaway	on	a	ship

11 In	love	with	a	merfolk

12 Royalty	who	ran	away	
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