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INTRODUCTION

Into the Maelstrom must be played with
the D&D® Master Set rules. Four to eight
characters of levels 25 to 30 should join the
adventure. For the best results, the party
should have a minimum of 150 levels at the
beginning of the game.

As soon as the party is ready to start the
adventure, give them the Players' Map on
the outside cover. DM Map 1 on page 3 is for
your reference. It is identical to the Players'
Map except for the island of Alphaks.

Norwold, early Winter:

On a dark and gloomy morning, a cold bil-
lowing fog rose over deserted fields and ham-
lets of Norwold. This pestilence carries the
smell of poison and death. Its unnatural gray
swirls cover everything, choking all life that is
exposed for more than a day. This foul wind
has ravaged the northern realms for three
weeks. Peasants tell tales of horrible rains
that burn, leaving dry and barren soil.
Neighboring realms totter and epidemics
threaten the cities. Famine-stricken peasant
communities flee southward into the hands of
ruthless bandits. Woe and chaos spread
among the population.

King Ericall's Court,

Council of Norwold:

"Your Royal Majesty, we cannot wait
much longer. Baron Norlan of Qeodhar has
renewed his ultimatum. Your subjects are
slowly perishing from his demonic fumes,
and the realm is now on the verge of panic.
‘We must accept his demands of allegiance or
meet our doom."

"Never! We shall not surrender to this bold
and evil blackmail! Baron Norlan is a mere
puppet of another power. And I will unveil he
who is behind the plot."

"But Your Majesty, we may very well run
into the might of Alphatia, or worse, Thyatis.
A war could utterly ravage what now remains
of our land."

"So be it! The poisonous fog isn't any bet-
ter, and surrendering as slaves might be
worse. Norwold is no prey for petty vultures,
and those plotting to tread our soil must move
forward and pay the full cost for their despic-
able treachery. My loyal lords, may our
forces on land and at sea be raised at once,
and let us face destiny with the pride and
honor that is ours! Sail to Qeodhar and show
this miserable lordling the price of his impu-
dence! Then we shall see!"

Dungeon Master
Background

The Barony of Qeodhar, a small isle across
the northernmost ocean of Alphatia, is not
responsible for the poisonous winds destroy-
ing the PC's lands. The baron is unaware of
this occurrence. The culprit is an ancient and
utterly powerful creature named Alphaks.
He sent the ultimatum to Norwold, in the
name of Baron Norlan of Qeodhar, in order
to make King Ericall of Norwold believe the
baron is responsible for the killing fog.

Alphaks is a chaotic Immortal who plans to
force Alphatia and Thyatis into a major con-
flict to bring their doom, as well as woe and
destruction upon the rest of mankind. His
plan is to trick Norwold into attacking
Qeodhar, a dominion under the fealty of
Alphatia. An Alphatian intervention against
Norwold will certainly provoke an involve-
ment of Thyatis, the rival of Alphatia.

Centuries ago, Alphaks was a despotic
Alphatian emperor. His own subjects betrayed
him, causing a disastrous revolt that nearly
destroyed the Alphatian civilization. After
reaching Immortality, he finally returned for
revenge. Through a gate he opened from the
plane of earth, he created a mountain in the
Alphatian sea. From the top, it appears to be a
normal volcano spewing forth gray-green
fumes. These are the fumes that have spread
over the land. However, the mountain contains
no lava, but rather a two-way vortex to a Plane
of Death. The fumes are created by the mixing
of the two alien atmospheres.

Alphaks' recent arrival on this world has
caught the attention of two other major
Immortals, Koryis and Vanya, who have
already started a quasi-divine challenge over
the fate of several nations. Though their
intervention has never been noticed by mor-
tals, they indeed manipulate events to
achieve their own particular goals.

The Immortals' Plot

All three Immortals have specific reasons
for intervening. They will oppose or support
the player characters' armada, in order to
satisfy their spiritual goals and gain power in
their respective spheres of power.

They have specific goals to achieve which
are explained in each section of the adven-
ture. Upon reaching their goals, the Immor-
tals score points that determine the
dominating Immortal at the end of the
adventure.

Koryis, Patron of Peace and Prosperity
Koryis is a Lawful temporal from the
sphere of Thought. He opposes wars and vio-

lence. He wants to prevent Alphaks from
reaching his goals and to maintain peace. He
first tries to prevent the party from meeting
Norlan, the Baron of Qeodhar. Alphaks'
plans are obvious and Koryis wants to avoid a
long and bloody war.

Vanya, Patroness of War and Conquerors
Vanya is a Neutral temporal from the
sphere of Time. She is solely interested in his-
tory, glory, and heroism. She naturally is on
the side of the conquerors; whether they are
right or wrong does not matter. She tends to
turn against her followers if they are
defeated, then support the other side as her
new champions. In the course of the adven-
ture, she often changes her positions. To bal-
ance the forces of the spheres, she
alternatively supports Alphaks or Koryis.

Alphaks, Patron of Chaos and Revenge

Alphaks is a chaotic temporal from the
sphere of Death. After he was abandoned on
another world, he managed to continue his
ascension to Immortality. Now that his
immediate needs have been satisfied, he
decided it is time to seek revenge.

He plans to provoke a major conflict
between Alphatia and Thyatis in order to
destroy his much hated descendants, and to
spread chaos and destruction among the
entire world. His goal is to trick Norwold into
invading Qeodhar, as described in the DM's
Notes. He is aware of the baron's treachery
and knows this will precipitate a violent con-
flict between the two empires.

Background on Qeodhar, Alphatia, and
Thyatis

Alphatia is the oldest empire of the world.
Itis located on a massive island off the eastern
coast of Norwold. The empire built its power
on a solid foundation of magic, with no less
than a thousand wizards ruling the empire's
council.

Thyatis is much younger than Alphatia.
This empire has spread rapidly and now
encompasses several large islands off the
southern coast of the continent.

Both empires have been rivals for a long
time, particularly over the control of
Norwold dominions. It has no importance
which force controls the region. Although
they seek total independence, the local lords
know that if the two civilizations clash, the
major battles will be fought on their land,
spreading death and poverty. Such a war
must be avoided at any cost.

The Baron Norlan of Qeodhar was a minor
ally of the Alphatian empire, however, his
plot to marry an imperial princess failed and
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since then, he has decided to secretly switch
camps and swear allegiance to Thincol the
Brave, emperor of Thyatis. However, Norlan
does not intend to attack Norwold. He is
unaware of Alphaks' mountain and the death
fog-

gMore background information on the two
empires and Norwold can be found in adven-
ture CM1, Test ofthe Warlords.

Raising a Fleet

King Ericall of Norwold decided to attack
Qeodhar and ordered troops and fleets to
assemble. The player characters are sum-
moned to the Royal Court of Norwold, in the
citadel of Alpha. They are to join the fleet,
either as heroes or as commanders, and sail to
the Barony of Qeodhar. Their mission is to
invade the barony and bring Norlan back to
Norwold, dead or alive. Inform the players of
the king's suspicions about Norlan's motives
and the council's fears of war with either
Thyatis or Alphatia. Ifthe mission is success-
ful, the party and NPC commanders (if any)
are promised a generous monetary reward as
well as some nobility concessions. This is up
to the DM, according to the campaign.

Once a war fleet is raised and the PCs fully
prepare for war, go to Chapter 1 and start the
adventure.

If the adventure is to be part of a cam-
paign, player characters could already be
rulers of dominions. They are welcome to use
their characters' land and naval forces, how-
ever, make sure the players' fleets are of suf-
ficient strengths for this adventure. Since this
expedition takes (game) months, ifnot years,
to complete, expect casualties and attrition.
Therefore, the following miniums are
advised from the beginning:

Army: at least 4,000 men able to fight (troop
class = fair or better, for a total of 8,000
levels or HD of creatures).

Fleet: any fleet able to transport the army
(and mounts if any). Galleys equipped
with ramming devices and artillery are
desirable.

If the party is low-level or has few in fleets
and armies, feel free to use prerolled charac-
ters as NPCs, or some of the fleets suggested
in the Prerolled Characters section, to sup-
plement the party's forces.

If the PCs have no fleet at all, they may be
appointed commanders of the prerolled fleet,
or act as heroes, with no military authority.
Assign one squadron to each player character
that chooses to be a commander. Appoint
extra players as deputy commanders. The
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commanders may gather on a flag ship.

Once the party's fleet leaves its port, the
fleets cannot be added to or modified.
Destroyed ships that legitimately belong to a
PC may not be replaced by a prerolled fleet
once the adventure has started.

Prerolled Fleets: Fleet 1 is a multipurpose
force. Fleet 2 is a major task force which pri-
mary use is offensive. It should be supported
by a convoy containing supplies for the troop
if the fleet leaves for a long campaign. Fleet 3
is a less disciplined invasion force. However,
it can be used independently on land or at
sea, since the crew can act either as sailors or
fighting troops. Fleet 4 is a convoy type, with
less offensive or defensive power, but more

3

E] City

cargo capacity and speed. It transports either
troops, mounts, supplies, weapons, pris-
oners, or treasure.

Monster and Random
Encounter Tables

Whenever a specific creature is mentioned
in the adventure, refer to the tables appearing
on the inside of the adventure cover. Random
Encounters are also located on the outside
cover. Each column on this table corresponds
to a chapter of the adventure. The chances
and frequencies of Random Encounters are
explained at the beginning of each section.
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The Sea Machine

Many naval battles may occur during this adven-
ture. Run them according to the War Machine
rules, but with the following modifications:

A fleet is composed of ships, sailors, rowers, and
marine troops. The role of the ships, aside from
being a transport, is to carry artillery, or devices able
to sink other ships. Sailors do not normally fight,
except to defend their vessel against boarding; as far
as this adventure is concerned, rowers never fight
(unless they are seamen). Marines board and seize
enemy ships, or disembark to attack land objectives.

Different battle ratings should be determined
to evaluate the full power of ships and their
troops. The following steps are suggested to get
an acceptable result.

Step 1: Determine the marines' Battle Rat-
ing (BR) in each force.

Step 2: Determine the sailors' Basic Force
Rating (BFR), ignoring Equipment and Special
Troop Factors. Ignore rowers, unless they are
not needed to control the ship and able to fight.
Determine the total Hull Points (HP) of each
type of ship in the fleets.

Step 3: Determine the ships' BR, starting
from the sailors BFR (see step 2). Use the modifiers
below. Each time a condition applies, add one
tenth of the original BFR as a bonus.

Galleys:
a. if 20% of fleet's total Hull Points are gal-
leys
b. if 50% of fleet's total HP are galleys
c. if80% of fleet's total HP are galleys
Artillery:
d. if 20% of vessels have artillery
e. if50% of vessels have artillery
Ramming Device:
f. if20% of vessels have a ramming or crush-
ing device
g. if50% ofvessels have aramming or crush-
ing device
Magical:
h. if 1 % of fleet's total Hull Points are magi-
cally enchanted
i. if 20% of fleet's total HP are magically

enchanted
j. if 100% of fleet's total HP are magically
enchanted
Flying:

k. if 1 % offleet's total HP can maneuver in a
3-dimensional space*
1. if20% of fleet's total HP can maneuver in a
3-dimensional space*
m. if 100% of fleet's total HP can maneuver
in a 3-dimensional space*
(*) Applies to fleets able to fly, move underwater,
or maneuver in another plane.
Speed:
n. ifthe fleet has an average speed of 150 ft/
round
o. if the fleet has an average speed of 300 ft/
round

p. rowers are seamen (not slaves, or con-
demned prisoners)
Penalty (reduce BFR instead, if):
q. rowers* are less than 1/2 their original
numbers
r. sailors* are less than 1/2 their original
numbers
(*) Cannot use rowers ifreduced to less than 1/4
their original numbers. A ship cannot use its
sails if sailors are reduced to less than 1/4 oftheir
numbers.

Step 4: Make an average of both BRs (by add-
ing both and dividing by two). The total indi-
cates the final FLEET BR. Then determine
separate combat modifiers for the fighting
troops and the fleet.

For troops: base the ratio on the marines' total
HD or levels rather than the number of creatures.

For the ships/sailors, determine the ratio from
the total number of HP involved in each force
(the sailors/rowers are then considered as part of
the ship).

Make an average of both combat modifiers
(as above) and add it to the fleet/troop BR.
Resolve the combat with normal War Machine
rules, using instead the table below.

Naval Combat Result Table

Ship Extra
Difference Damage Casualties Fatigue

WL WL W:L
1-8 0:5% — N:N
9-15 0:10% — N:N
16-24 5%:15% 0:10% N:M
25-30 5%:20% 0:20% N:M
31-38 5%:25% 1/2X:20% M:S
39-50 10%:30%  1/2X:30% M:S
51-63 10%:35% X:40% N:NF
64-80 15%:40%  0:30% N:NF
81-90 15%:50%  X:50% N:MF
91-100  20%:60%  X:60% M:MF
101-120  20%:70%  1/2X:50% M:SF
121-150  25%:80%  0:30% N:SF
151 + 25%:90%  1/2X:70% N:SU

W: Winner, L: Loser

% = The percent casualties, in HP for ships, in

HD or levels for creatures.

X, 1/2X = the winner suffers the same amount
or 1/2 the loser's casualties (in HD or levels).

N = The force is not fatigued.

M = The force is moderately fatigued.

= The force is seriously fatigued.

The force flees to its original port.

S
F
U = Remaining ships surrender to winner.

How to Use the Chart

Step 5: Determine the damage the ships
receive (Ship Damage). Force A chooses what
types of ships are affected in fleet B, up to the total
of damaged HP. Ship Damage may be equally
divided among different types of ships. Fleet B
chooses which specific ships within the given types

are affected in its own force. Repeat procedure if
fleet A has Ship Damage as well. Unallocated Hull
Points of damage are ignored. For purposes of
combat, damaged ships are considered lost with
their passengers.

Step 6: The winner captures up to 1/4 of the
opponent's lost ships; their passengers take 50%
casualties and surrender. To keep a seized ship,
the winner must dispatch a minimum of 12 sail-
ors and/or marines to maintain order on board.
Otherwise, the winner must either free or
destroy the captured ship.

Step 7: Determine Extra Casualties for the
troops (marines, sailors, rowers) on undamaged
ships. Extra Casualties are evenly applied to each
type of troop, rounded down.

Step 8: Determine Fatigue effects on
marines, sailors, and rowers. Two consecutive
"M" results are equivalent to a "Seriously
Fatigued" status. An "S" result for a fleet
halves the galleys' oar speed.

The losing force always withdraws. No winner
should ever suffer more than twice the loser's
destroyed HP. Seized ships are not considered
damaged. Ignore excess HP of damage.

Likewise, the loser should never suffer more
than 10 times the winner's HP of damage. This
is to limit the effects of a suicidal attack from a
small Elite force.

Recovering Losses

The winning force (or one remaining in the
area after battle) may recover up to 1/3 its dam-
aged HP or troop casualties (wounded, uncon-
scious, or disorganized troops, men at sea).
Recovery of ships is determined in HP rather
than in number of ships.

Recovered ships are treated as 10 Hull-Point
wrecks (out-of-combat) until repaired in port.
Those ships must be the type of vessels sunk during
battle. If the amount of recoverable HP is insuffi-
cient to allow one ship to be salvaged (at full HP
strength), then the ship cannot be recovered.

The characters have a chance to hire some pris-
oners into their own fleet. For each group of 50
prisoners of Chaotic or Neutral alignment (other
than elite troops or monster types), roll 1d20, and
apply the proposing character's Charisma bonus/
penalty. With a modified score of 18 or higher, the
group of prisoners joins the party's ranks. Other-
wise, the party may freely use them as slave rowers
in their galleys.

Ex-prisoners have a 60% chance of deserting in
any port. However, after three months aboard,
treat the ex-prisoners as regular sailors/troops. It is
normally not advised to have ships solely manned
by recent ex-prisoners.

Any sail ship can contain twice as many pris-
oners as a normal shipload of marines. If desired,
any ship may contain 5-10 extra prisoners in their
bilge. Allow the player characters to hire merce-
nary troops and sailors in friendly ports to make up
for their troop casualties.



Chapter 1: INTO THE MAELSTROM

Encounter Setting

The party's fleet leaves one of the ports in
Norwold, sailing northeast. The sky is over-
cast and a moderate breeze blows from the
east. A day after their departure, the gray fog
dissipates as the winds increase. If the party
returns to their port, the fog rises again, until
the fleet sets sail again to invade Farend, the
major city of Qeodhar.

For random encounters, use the first
column of the Random Encounters table on
the inside of cover. Such encounters should
occur once per day when the time seems
appropriate. Avoid them if the party's fleet
has already taken heavy damages.

This section functions as a programmed
adventure. Based on what the party manages to
do, a different sequence of encounters may occur.
After each encounter, write down the points allo-
cated to the winning immortal. When the fleet
finally enters the maelstrom, read the Aftermath
section at the end of this chapter.

Immortals' Goals

Koryis: hastily attempts to prevent contact
between the party's fleet and the Baron, since
that would increase the chances for war.
Koryis cannot affect Alphaks' volcano, but
hopes to discourage him by causing the fleet
to return to its original port.

Vanya: expects the party to conquer the
barony of Qeodhar. For the time being,
Koryis is her main opponent.

Alphaks: his goal is to cause the party to
meet the Baron. When the party is at sea,
Alphaks closes the portal, ending the fumes
so his island cannot be discovered.

Encounter Key

The following encounter must be played
first, anytime the armada leaves Norwold.
Read the text below to the players:

1. The Heralds of Peace

The creatures are ancient and huge dragons.
Koryis has magically enchanted them to inspire
absolute panic in anything with 5 HD/levels or
less. If the party is very powerful, give the
dragons a 75% Anti-Magic resistance. The
dragons' orders are to stop the fleet and cause it
to turn back to its port.

Seeing the dragons, all the ships with no
PCs on board are 80% likely to sail back
home (roll percentile dice for each group of 5
ships). The others remain under the orders of
their commanders. As long as the three
dragons are there, the PCs do not succeed in
rallying the fugitives. On board the PCs'
ships, the crew attempts to abandon the ships
(roll 1-2 on 1dl0) or run into the cargo hold to
shamelessly hide in barrels or crates (roll 3-6
on 1dl0), or remain at their fighting quar-
ters. Make one such check for each group of
20 men on board the PCs' ships.

During the confusion, the PCs may disem-
bark on the icebergs or remain on their ships.
While the storm is in effect, no spell-casting is
possible because of the rolling and pitching of
the ships. PCs may flee, attack, or talk to the
dragons. If the party persists in sailing past
them with their remaining ships, the dragons
start flapping their wings over the water to cre-
ate an artificial storm. Then each dragon uses
its breath weapon against a ship under the rain
to cover it with ice and frost (PCs take only half
damage from this form of attack). Frozen ships
form ice floes and are immobilized; the others
are slowed to 1/4 their speed if they sail toward
any dragon. The strong winds have a 10%
chance per round of causing 1d4 ships to collide
with icebergs, inflicting 5d20 HP of damage.
They do not fly away until they or the charac-
ters are defeated.

If the party attempts to parley or surrender
during the storm, the dragons stop their
attack (if attacking) and land on icebergs.
They do not indicate who sent them, but
instead, reveal the following:

return. If after 24 hours the PCs haven't
returned, the ships then set sail to their port.

If the party returns home, the King abruptly
refuses the dragons' alternative. Once again,
the fog rises over the land, spreading death and
panic. The council sends the fleet back, after
greatly humiliating the party.

Ifthe PCs are the major rulers of Norwold,
they may abdicate now, in which case noth-
ing happens. Baron Norlan had nothing to do
with this situation and probably believes that
Norwold's letter of abdication is a grotesque
farce from one of his younger nobles in
Farend. But the fog in Norwold gets thicker
and deadlier every day. Magic may be used to
decide what must be done, and all indications
are that the fleet must sail again.

At any time the fleet returns to the icebergs,
the dragons reappear and attempt to cause the
fleet to retreat again. If the PCs attempt to
bypass the dragon's area (at least 150 miles
away from the previous encounter), run
encounter 3, A Sudden Gale. Ifthe dragons are
defeated or the party sailed past them, run
encounter 2, Meeting the Baron.

Victory Points for Immortals

Ifencounter 2 is the next encounter, Vanya
scores 5 points.

If encounter 3 "is the next encounter,
Alphaks scores 3 points.

If the ruling lords attempted to abdicate,
Koryis scores 3 points.

2. Meeting the Baron

Choose one of the party's squadron at ran-
dom for this encounter. Only one should have
time to intervene.

The low sun of northern summer glistens on
the crest of the waves, between large ice-
floes. As the shipssail by, occasional com-
munities of seals basking on the ice dive into
the frigid green water. The brisk, cold wind
blows swirls of snow off huge icebergs. The
mountains of ice tower majestically over the
armada.

Suddenly, three huge white lizard-like
creatures rise from behind the ice pack,
roaring like a thousand thunders. Awe and
absolute terror spread among the men.

"This mighty fleet must return to its port
at once and wait until the wrath of the
gods is appeased. The force of arms will
not save your tormented land, but instead
precipitates an even worse fate. If the
rulers care at all for their people, they
must obey the ultimatum, and Justice will
take its course in the end."

The night is silent, regularly interrupted
by the ships' bows cutting through the
swells. The lanterns of the fleet slowly
wink in the night fog.

As the watch is about to change, ships are
sighted to the starboard, the sails full. You
can barely make out the arms but they
appear to be those of Qeodhar on their sails.

The dragons then wait until the fleet
returns to its port, or attack as described
above if the fleet tries to sail past them. They
ignore further questions.

The fleeing ships stop an hour after they
left the dragon's area, waiting for the PCs to

The baron is returning to Farend from Sun-
dsvall, the imperial capital of Alphatia. The
imperial princess has secretly fled the capital
with her lover, the Baron Norlan. As sights see
the party's fleet flying Norwold's pennants, the
baron panics, thinking his secret allegiance with
Thyatis and the presence of the princess have
been discovered. Hoping to surprise, he imme-
diately orders to break through the other fleet,
hoping to disorganize it and disappear into the
night fog. Fleeing is not of benefit, so Norlan
decides to head for Farend.
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Norlan can be captured only if all his fleet
surrenders. Otherwise, his ships have an
80% chance of disappearing into the fog. If
this fails, the party's fleet may pursue them.
The hunt lasts for 1-6 hours. During the
hunt, the party has a 10% chance of catching
and engaging the remaining ships.

If Norlan has not been caught by the end of
the hunt, he escapes with the remnants of his
fleet to Farend. The next encounter should
then be encounter 5, Clash at Farend. The
fog dissipates in the morning.

Norlan's Merchant Fleet
10 Small Sail Ships: 60 HP each, Artillery
Troop Class: Good Fleet Class: Good

Av.BR: 111 Av. Speed: 150'/round
Total HP: 600 Sailors: 100
Marines:

250 (500 HD) Men in fleet: 350
Marines: 50% long bows, AC4, level 2 fighters.
Troops: Chaotic.

Ships' load: fine woods, spices, grain, 30 war
horses and heavy cavalry equipment.

Cargo value: 12,000 gp.
Commander: Baron Norlan; officers on
board, 4th level fighters.

Norlan, Baron of Qeodhar, Kjavik of Nor-

zee: F15; AL C; In 13, Wi 10, Ch 12.
Personal treasure on board: 5,000 gp,
swore? + 4, chain mail + 3, ring of human
control.
Norlan is a brave fighter, however, his
many years of fealty to Alphatia have
taught him how to conceal his real motiva-
tions and feelings. He'd rather act cow-
ardly ifthat would give him an advantage,
however, he will react violently if
Mariella, his secret lover, is in danger.

Mariella, alias Hyldeborg, Princess of
Alphatia: Normal Human; AC9; hp 3;
AL C.

No personal treasure is on board, except a
medallion proving her identity.

Mariella is an attractive but rebellious
and haughty character. She does not
reveal her real identity unless the baron's
life is at stake, or unless she is treated as a
person of inferior social status.
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Ifthe baron is captured, he falls to the charac-
ters' knees and pretends to beg for mercy,
pleading that "a blind and hopeless love forced
him to commit this act of treachery!"

If the party mentions the ultimatum,
Norlan immediately realizes the party was
not after the princess. In this case, he does not
reveal the real identity of Mariella, and vehe-
mently denies any involvement with the poi-
son fog and the ultimatum. Norlan claims
that he has been framed by some jealous heir
in Farend. After regaining his dignity, he
demands to be released since the party has no
reason to imprison him.

Ifthe baron is executed or imprisoned, run
encounter 4, The Messenger.

If Mariella and Norlan are released and
mercy shown to his men, a conflict is
avoided. Norlan avoids any further publicity.
The party's fleets may then set sail to
Norwold. The next encounter should be
encounter 6, The Mouth of Oblivion.

Victory Points for Immortals

If encounter 4 is next, Alphaks scores 3
points.

If encounter 5 is next, Vanya scores 5
points.

If encounter 6 is next, Koryis scores 8
points.

3. A Sudden Gale

From out of the southeast, masses of low
threatening black clouds roll over the
ocean. Men rush about, battering the
hatches and bracing the equipment. The
pennants violently flap in the winds as the
ships rock on the swelling waves.

Suspecting the party's fleet of aborting its
mission, Alphaks creates a storm in an
attempt to blow the fleet to the northeast,
directly toward Farend.

Treat the elements as "Gale or Storm"
(Expert rules, pp. 43-44). The party's fleet may
run before the storm, or attempt to break free.

If the party decides to avoid the storm, a
control weather or wish spell enables one fleet
to break free of the high winds without any
further damage. Ifthe fleet is not divided into
separate squadrons, then, each spell frees
approximately 1/4 of the ships. The others
only have the option of sailing through the
storm. Treat as described below.

The party may sail ahead of the gale (or
within the storm) to reach their destination
faster. Normal sail ships may do so at no cost,
but the galleys must use their sails. Galleys
(1-20%) may be destroyed in the storm and
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considered irrecoverable. The storm rages
until the fleets reach Qeodhar. All men on
board are considered "Seriously Fatigued"
for Sea Machine purposes, but the fleet
moves toward Qeodhar at triple normal
speed. The fleet ends up 50 miles off the
southwest coast of Qeodhar.

If all the party's ships break free of the
storm, run encounter 2, Meeting the Baron.
For the ships reaching Qeodhar, run
encounter 5, Clash at Farend. The other
ships sailing toward Farend without other
encounters. The fleet at Qeodhar may with-
draw until the rest of their force arrives.

Victory Points for Immortals

If encounter 2 is next, Koryis scores 2
points.

If encounter 5 is next, Alphaks scores 3
points and Vanya scores 5.

If the fleets are separated, record scores as
above, adding 3 more to Alphaks'.

4. The Messenger

A dark silhouette materializes before the
bow of your ship. Its face is hidden
beneath a hood. A low voice rumbles,
"You have challenged my heralds, and
now the fate of nations is even more at
stake. You have one very special passenger
you must never talk about, for that would
cause the destruction of your people. For
now, there is nothing I may do to prevent
your imminent fate. When the seas below
and the sky turns purple, beware of the
Maul of the Storm."

Soon after these last words, the shadow
disappears and two marines sound the
alarm at the stern of the ship.

The figure is an image of Koryis. He has
just warned the party of their descent into the
maelstrom (see encounter 6).

As the encounter is played out, Mariella (and
the Baron, if still alive) disappears from their
quarters. They have been taken away by
Koryis to hide Norwold's involvement in this
affair. All memory of this incident is erased
from their memories. If alive, the Baron is
returned to Farend, and Mariella to the impe-
rial court.

Run encounter 6 next, The Mouth of
Oblivion. Koryis scores 5 points. If the baron
is dead, Alphaks scores 2 points.

5. Clash at Farend

When the PCs' ships reach Qeodhar, five
large galleys leave port in the hex containing
Farend. They are part of the city defense.

Their strategy is to engage one of the party's
fleet before it can land on the beach. If
encounter 2 has been played, then Norlan's
merchant ships that have escaped their pre-
vious battle join the galleys.

The other coastal hexes of Qeodhar are not
defended. If the party decides to attack
another hex than Farend, they may disembark
freely and maneuver on land.

The southern side of Qeodhar (four hexes)
benefits from a rare micro-climate permitted
by the proximity of high mountains, a warm
ocean stream coming from the east, and a pro-
fusion of hot water springs. The northern side
of Qeodhar is affected by a semi-permanent
polar climate.

The city is not fortified. A 1,000-man mili-
tia (Troop class Fair, level 2 fighters, BR 75)
defends the city, not counting the galleys. See
encounter 2 for more information on Norlan.

Attacking Land Objectives

Any fleet that does not win an initial attack
against a land objective must withdraw, its
surviving troops remaining on board. The
loser cannot recover troops lost during a failed
landing, unless the objective is captured later.
Once the initial attack against a land target
succeeds, the troops may maneuver normally
on the isle. If there are no defenders in the hex
chosen by the attackers, disembarking auto-
matically succeeds.

Norlan's Home Fleet

5 Large Galleys: 110 HP each, Artillery Ram
Troop Class: Good Fleet Class: Good

Av. BR: 120 Av. Speed: 120"/round
Total Hull Points: 550

Seamen: 950 (1,900 HD)

Seamen: 50% long bows, AC4, level 2 fight-
ers. Each ship carries 190 seamen, 180 of
whom are rowing, 10 others acting as sail-
ors. They are all able to fight.

Troops: Chaotic.

Commander: Baron Norlan; officers on
board, level 4 fighters.

If Norlan is executed or captured, play
encounter 4, The Messenger. If the party fails
to invade the isle, or if Norlan is released and
mercy shown to his men, play encounter 6,
The Mouth of Oblivion.

Victory Points for Immortals
If encounter 4 is next, Vanya scores 3
points.
If Norlan is released, Koryis scores 6 points.
Ifthe invasion fails, Alphaks scores 3 points.

6. The Mouth of Oblivion

Slowly, the fleet comes to a complete halt
and starts backing up. Crewmen are rush-
ing about the ship and the rowers' drums
increase their beat.

The sky has turned purple and a frighten-
ing roar thunders behind you. With horror
you realize your vessels are dragged toward
ahuge gaping whirlpool. Your crews raise all
sails and row at maximum strength. Finally,
the ships slowly move out of the colossal cur-
rents. But suddenly the sinkhole widens and
moves behind the ships!

Already some vessels begin to circle
around the gigantic maelstrom. In an
instant, the entire fleet is caught in the swirls
ofdark green water. There is great confusion
on board. Despite the stunning rumble and
the cold darkness from the deep of the sea, a
vision appears at the bottom of the mael-
strom...an opening...night, stars, perhaps
an escape. But in this moment of terror,
your shattered minds refuse this insane
vision, and unconsciousness finally prevails.

Do not allow the party any other alternative
when this encounter is played. Send all the
characters and their forces down into the mael-
strom at the same time.

Vanya opened a huge gate that actually com-
municates with another part of this galaxy. She
reserves a more glorious fate for her champions
in a distant world waiting to be conquered. The
maelstrom ends this section. Go to Chapter 2.
None of the immortals gain any points here.

Aftermath

If Koryis scores the most points in this section,
he heals 50-100% of the marines' and sailors'
casualties. The men are found clinging to debris,
drifting near the party's ships, in the other world.
They do not remember what happened.

If Vanya scores the most points, a brave char-
acter in the party, preferably a fighter of Neutral
alignment, is granted a rod ofvictory. While the
PC is unconscious in the maelstrom, the vision
ofa beautiful female warrior appears in a dream
and says, "Thy have done well my hero! Take
thine reward, and to further my might, bestow
its powers in the name of Vanya!" Upon
waking, the character realizes the rod is solidly
strapped to his belt.

If Alphaks scores the most points, the party
does not gain anything and the two other
Immortals reduce their scores by 5 points each.

In case of a tie, nothing happens. Save the
final total each immortal scored; they are used
at the end of the adventure for determining the
Immortal that rewards the party and perhaps
open a way to Immortality.
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Encounter Setting

Use DM Map 6 for this chapter. The party
has just crossed Vanya's maelstrom into this
area of the galaxy. Once the party finishes
encounter 1, The Ice Storm, the fleet appears
to be floating in the sky, dark and dotted with
stars. There is no sea to sail on, nor land
below. In fact, they float in the space between
planets but the atmosphere is breathable.

The party has entered the ancient empire
the Alphatians abandoned. Many centuries
ago, the Alphatians ruled a planet in this
area. However, they were divided into two
factions affiliated to a specific school of
magic. One was based on the Element of Air,
the other, ruled by the Paragon Alphaks,
worshipped the Element of Fire. The fol-
lowers of Air once opened a gate to fill this
area of space with air. It is now enclosed in a
huge bubble of breathable air.

Humiliated, Alphaks started a war against
the followers of Air. The schools of Fire and
Air waged a crippling war that ravaged their
entire world. About to be destroyed by
Alphaks' fire minions, the school of Air fled
the planet shortly before unleashing their last
weapon, a spell of utter power that disinte-
grated the planet. It was thought Alphaks
died, but he survived and exiled himself in
another and even more distant region.
Swearing he would one day revenge, he
betrayed his normal inclination toward the
Sphere of Energy and attained immortality
within the Sphere of Death. As for the surviv-
ing Alphatians, some of them colonized
smaller worlds in the area, and the followers
of Air settled on a quiet and remote world
surrounded with an air atmosphere. It is the
PCs' world where once again the Alphatians
built their great empire of magic. The most
powerful secrets of arcane have been lost, but
Alphatia remains a fearsome realm by
human standards.

The party must explore this part of the sky
to find their way home. In the process, they
discover information on the three Immortals
and Alphaks' goals. Play the various
encounters in the order given, or as
instructed at the end of each encounter. Once
per day check for a random encounter, or
when it is the most appropriate. An
encounter occurs on a score of 1-6 on 1dl0.
Use the second column of the Random
Encounters table on the inside cover.