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Sharkbait

(T rial by Water - Part 4 - Series Finalc)

By Daniel Lewis

A One-Round Adventure for the Legends of the Shining Jewel Campaign

A bold plan promises to spell the end for a traitorous pirate chief. But only the
strongest allies and smartest tactics will determine who goes home and who feeds
the fish. A one-round adventure for characters level 6-17.

(Updated August 2012)
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Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo
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LEGAL TEXT

PATHFINDER is a registered trademark of PAIZO
PUBLISHING, LLC, and the PATHFINDER
ROLEPLAYING GAME and the PATHFINDER
ROLEPLAYING GAME COMPATIBILITY LOGO
are trademarks of PAIZO PUBLISHING, LLC, and are
used under the Pathfinder Roleplaying Game
Compatibility License. See
http://paizo.com/pathfinderRPG/compatibility for more
information on the compatibility license.

THE SHINING JEWEL, LLC; TSJ, LLC; TSJ, LLC
LOGO; LEGENDS OF THE SHINING JEWEL; LSJ;
LSJ LOGO; and RAIA are trademarks of The Shining
Jewel, LLC. Tournament detail copyright 2010 by The
Shining Jewel, LLC. ALL RIGHTS RESERVED. This
scenario is intended for tournament use only and may
not be reproduced without approval of TSJ, LLC.

WELCOME TO LSJ!

This is a Legends of the Shining Jewel campaign
adventure. It is written to be played in a standard four-
hour convention time slot. It is a good idea to have the
players and judge place some sort of name tag in front
of them, so everyone can easily identify each other and
the names of the characters they are playing. Some of
the text in this adventure is in bold italics. This text is
for the players to hear, although you are certainly free to
paraphrase or summarize the text if you feel it is
necessary.

LSJ GM EMPOWERMENT CLAUSE

The coordinators of the campaign empower GMs to
make changes to the module as necessary to
accommodate any unforeseen actions taken by the PCs.
If the players find another way to deal with the module,
they should be successful and appropriately rewarded.
The GM may also invent new NPCs as needed to
populate the city of Amthydor, which is not completely
detailed due to practical limitations.

If the party is having trouble dealing with say, undead
encounters, the GM can always have a patrol of priests
or the like come along to finish the combat and save the
PCs.

Do NOT save the PCs if their failure is a result of their
own ill-advised actions or lack of forethought. Softening
the blow from a bad set of rolls or simple bad luck is
one thing, but stupid actions deserve what they get.

CALCULATING ATL (AVERAGE TABLE LEVEL)

Add up the levels of all characters at the table (plus
cohorts and entourages) and any animals that will take
part in combat that are not granted by class features
(such as familiars, animal companions, or bonded
mounts). Divide this total by 6, regardless of how many
player characters are at the table. This gives you the
Average Table Level (ATL) for running combats.

A NOTE ABOUT ATL S AND THE POWER OF PCs

Not all parties are created equal. Some level 1 parties
can handle anything the GM can throw at them, and
some level 3 parties are relatively weak for their levels.
If the GM finds that the party at the table is really not up
to the challenge of the tier, he should adjust the
encounters DOWN for that party. This is particularly
important if the party has a broad mix of experience
levels, is lacking clerics and paladins who can heal, or is
a “role-playing” rather than “battle-ready” party. The
encounters should be a worthy challenge, not an
impossible task or a slaughter fest. Regardless of what
the instructions say, the GM should let common sense
rule the day (and the module).

ABOUT THE MODULE

""Sharkbait™ is the fourth and final part of the Trial by
Water series. It is best to play in Part One (LSJ 77 -
"In the Navy Now...""), Part Two (LSJ 94 — “’X” Does
Not Mark the Spot”), and Part Three (LSJ 112 -
"Forewarned is Forearmed™) prior to playing this
module for the sake of continuity. Each module can be
played unto themselves and can be played individually,
but it is highly suggested that you play them in order so
that the story is maintained.

LIFESTYLE INLSJ

Player Characters have to spend money on many things
during downtime: food, rent, repairs on weapons and
armor, and other daily expenses. In the LSJ Campaign
this is reflected in Lifestyle Costs, which are paid at the
start of every LSJ adventure. See page 147 of the LSJ
Campaign Guide.
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ADVENTURE BACKGROUND
In Part 1: "'In the Navy Now...", the PCs
discovered the existence of a pirate gang
terrorizing the Tasman Sea; and rescued a bunch of
refugees when the pirate ship Fated Trickster
attacked them. In Part 2: "’X’ Does Not Mark
the Spot™, they discovered a coded map that
revealed the location of the pirates' island hideout.
In Part 3: ""Forewarned is Forearmed", the PCs
had to conduct a recon mission on the pirates'
island without being seen. There they discovered
that the pirate chief was a traitor from the
Amthydoran Navy named Maximilion Viarosa.
Depending on how the PCs performed during Part
3, parts of this mission will be different.

DM’s Task: Check with the players for which
modules they have played previously:

- If at least half the group has the “Favor of
Trident Kincaid” cert from Part 3, then
use Favor whenever options are shown.

- If more than half the group has the
“Disfavor” cert from Part 3, use Disfavor
when options are shown.

- You'll need to modify boxed text for
groups that just didn’t play Part 3 at all.

Favor

Trident Kincaid will tell the PCs that the plans for
the final attack on the pirates' island are complete,
but his allies have gotten cold feet. The PCs need
to go to various agencies throughout the city and
meet with their representatives to try and get
backup for the mission. Once that is complete, a
full-scale assault on the pirates' island will be
launched to finish them off. There is some concern
since a ship went missing recently.

Disfavor

Trident Kincaid will tell the PCs that since the
recon mission was not completed in secret, the
plans to finish the pirates off had to be rushed. As
such, there's been little time to gather support, and
only a small strike force can be launched, with the
goal of killing the pirates' leadership. There is
extra urgency due to a ship that went missing
recently in the area near the pirates' island.

DM's note: This module has what looks like a ton
of boxed text, but don’t be intimidated. You won’t
read half of it anyway, per the DM’s Task above.

Also take note that several instances of boxed text
may need to be modified to fit specific characters’
past history with the modules in the series.

The combats in this scenario are meant to be very
challenging and dangerous, so make sure the
players know to be prepared for the absolute worst.

Introduction: A summons from Trident Marcus
Kincaid cuts breakfast short.

Encounter 1: Trident Kincaid meets the PCs in his
office to describe the plan to attack the island, and
the details of how they need enlist the help of
others in the city.

Encounter 2: The players go to various places and
people in the city and try to gain their help,
including the Sea Elves' delegation near the docks.

Encounter 3: The players meet up with the Sea
Hammer and her crew, along with all their allies,
and make the journey to the island. This will also
detail the plans to attack the island, and give the
PCs a chance to decided how to use their allies.

Encounter 4: A raid against the pirate flagship, the
Clearwater, to attract Max's attention and cut off
the pirates' escape. Including a quick mention of
how the combat on the rest of the island is going.

Special: This is to address the underwater combat
for any Sea Elven PCs who really want to do it.

Encounter 5: The final combat against Max and
his crew, with the PCs and their allies.

Conclusion A: The players defeat Max. Results
will vary depending on what they do with his crew.

Conclusion B: The players fail and die.
Epilogue: Will depend on whether the players kill

Max or not, and also will vary depending on how
they deal with his crew once he's dead.
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INTRO =" CHECK, PLEASE..."

The morning has been quiet with fair weather,
and looks to become a fine day. You've been
enjoying a cheerful brunch with some friends at
the Dauntless Dolphin, but as you sit enjoying
your tea, you are approached by a young boy with
a bag of message tubes.

After correctly identifying you, he hands you a
scroll bearing the seal of the Amhtydoran Navy.
<and he politely thanks you for any tips>

Upon opening the tube you see a message that
was obviously written with haste and signed with
a familiar name:

“Please come to my office at the Diamond
Legion headquarters in the Port District right
away. | need your help for a critical mission.
I'll make sure you're well paid for your efforts.
Best regards,
Trident Marcus Kincaid, Amthydoran Navy”

ASAP usually means 'right now', so it'll be early
afternoon when they get there.
GO TO Encounter 1.

ENCOUNTER 1 — GETTING THE BAND
TOGETHER

a plan to finish the pirates, and the traitor Max,
off for good. The plan is complete, and we were
set to depart tonight, but we are missing a
critical part of our attack force.

"l had previously sent requests for aid to a
variety of organizations around the city, but
I've heard back from only a few. (Handout 2)
"To have any chance of success, our plan calls
for far more support than we currently have,
which is where you come in. | need you to visit
these representatives and convince them to lend
us their support.

"The Lord Monarch has approved the mission
and ordered us to sail at sunset, so time is short.
If you agree to help me with this, you'll be
welcome to come with us and participate in the
attack as well. What do you say?"

(Once the PCs say Yes...)

"Thank you. Take these Currency Vouchers
and Writs of Repayment (Handout 3), and use
them to convince the others to lend their aid.
Anything you do not use you may keep as your
payment, but | urge you to enlist as much help
as possible. The stronger our attack force is,
the more of our people that will survive this.
"Try to get to as many places as you can, and
gather as much support as possible. When
you're ready, meet us on the Sea Hammer at
Dock 5 by sunset. Do you have any questions?"'

The Diamond Legion district headquarters in the
Port district is a large 3-story white stone
building, polished smooth from the offshore
winds. At this hour the activity of the docks is in
full swing, and the Legion HQ is no exception.
Fortunately you are expected, and the guard
waves you through the crowd to the stairs, to the
annoyance of the ship captains standing in line.
The top floor is strangely empty for this time of
day, with only Trident Kincaid in his office. As
you enter, he looks up from the collection of maps
and ledgers on his desk and greets you with a
weary smile.

"I'm glad you could come on such short notice.
Our operation has hit a snag, and | could use
your expertise to get it resolved.

"As you may recall, after the recon mission to
the pirates' island hideout we began working on

There's lots of information, like specific attack
plans, that is purposefully not in the initial boxed
text. It limits how long the GM spends talking,
and encourages players to think for themselves.

- The players only have 7 hours until sunset. Read
Encounter 2 well to determine the passage of time.

« \Why did you wait so long to get us to help?

"l wanted to give our friends as much time as
possible to answer me...but our time is up now."

& \What's the job pay?

"Any currency vouchers you don't give away,
plus | have access to Navy funds. The more of
our people that survive, the more I'll pay you."

&« \What do we do about Max?

"The Lord Monarch has issued this edict with
regards to Max: He is to be killed on sight,
accept no surrender." (he hands you a hard copy)
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&« \What's the rush?

«& How will the ships be set up?

""Last week a trading vessel, the Horizon's Pride,
went missing not too far from the area around
pirates' island. We decided we couldn't take the
risk that the pirates might be getting another
ship; the Lord Monarch agreed and ordered
our mission to begin immediately."

«& \What is our attack plan?

Favor

"For the sake of time I'll spare you the small
details of our plans, but I'll tell you enough so
you can talk to these representatives.

"We've got 3 warships, including the Sea
Hammer, the Pirate Hunters, the Stingrays, a
company of elite footmen, a group of Sea Elven
hunters, and a squadron of Eagle Riders.

"We'll split our forces to attack the pirates’
island from multiple sides while the Sea Elves
and Stingrays take care of the Sahuagin
underwater. The Eagle Riders will patrol the
island and make sure that the pirates have no
other seaworthy ships, while our main force will
capture the pirates' flagship, Clearwater, which
will cut off their escape and draw out Max.
"Once he shows himself, we will kill him and
capture anyone with him, if they surrender."'

Disfavor

""Since the pirates were alerted to our presence
during the recon mission, we didn't have nearly
as much time to prepare here.

"We've got the Sea Hammer, the Pirate
Hunters, the Stingrays, a group of Sea Elven
hunters and a few Eagle Riders. The Sea Elves
and Stingrays will engage the Sahuagin
underwater, and the Eagle Riders will patrol
the island and make sure that the pirates have
no other seaworthy ships.

"Our main force will attack the pirate flagship,
Clearwater, to cut off the pirates’ escape and
draw out Max. We'll burn the Clearwater, Kill
Max and his crew, and leave before we're
overwhelmed by the rest of the pirates.”

«& \What about taking prisoners?

"Anyone who surrenders is welcome to come
back and stand trial, but given the penalty for
piracy in Amthydor, | doubt any of them will.
Max is to be killed on sight, no question."*

Favor

"The Sea Hammer will be carrying you, the
Pirate Hunters, the Stingrays, and the
representatives from the temple of Cyrene and
the League of Thaumaturgical studies, plus
anyone else you are able to recruit to help.
"The Tide's Fury will be carrying the footmen,
plus some of our supplies.

"The Valiant will carry the rest of our supplies,
plus the eagle riders and their eagles. We'll be
asking a lot of them in the combat, we don't
want them exhausted from a long flight."

Disfavor

""The Sea Hammer will be carrying everyone we
have, including the few eagle riders and their
eagles. We can't afford for them to be tired
after a long flight over the ocean. Adding
anyone you're able to recruit to help, it'll be a
cramped voyage, but there’s little else to do."

& \\Vhat about the sea elves?

""After the recon mission to the island, we sent
an envoy to them immediately, to keep them
apprised of the situation with the sahuagin.
Their reaction was...energetic. They're not
interested in leaving a sahuagin tribe alive that
seems to think it can threaten the entire western
half of the Tasman Sea, true or not.

"They've agreed to assist us in the attack, and
we'll be sending the Stingrays to fight alongside
them. The Sea Elves sent an envoy here to help
coordinate the attack plans. He's resting in the
water for now, but later in the day you can find
him at his temporary quarters near dock 9."

«& What about Rendath? (sea elven dragon turtle)

""The Sea Elves say he's currently indisposed."* \

«& Have you secured any aid at all?

"Thankfully, yes. The faithful of Cyrene have
pledged their support, as thanks for rescuing
the civilians during the attack on the Fated
Trickster (Part 1), and also to ensure that the
sahuagin are dealt with. The League of
Thaumaturgical Studies has also agreed to
assist us, and they've asked that we try to snatch
Jacen (Max's wizard), or at least his research.”
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&« How are we supposed to get there in time?

(see the question "What's the rush?" above...)
"That's one piece of good news that we have.
As thanks for rescuing an entire batch of new
faithful followers, the temple of Cyrene has
agreed to assist us with the mission by sending a
representative along. They've assured us that
the trip will be a deal faster with their blessing.
It will probably be a week of solid travel."
"Even if Max has added the Horizon's Pride to
his 'fleet’, it'll be battle damaged, and 2 ships
won't be enough to evacuate all of his pirates
and slaves in just a week anyway. And he can't
afford to leave anything or anyone behind,
given his deal with the sahuagin."

&« \What about all the slaves?

Favor

"We'll have enough space on the ships to bring
the freed slaves back with us. It'll be a tight
journey home, but | don't think they'll mind."

Disfavor

“We won't have any space left in the Sea
Hammer to bring slaves back with us. If we're
successful in Killing Max and his crew, it will be
easy to justify and organize a full-scale rescue
operation. We'll just have to hope that the
slaves survive a few weeks without us. The
pirates will most likely be fighting among
themselves, which should give the slaves some
breathing room. | wish | had a better answer, |
truly do, but that's the best we can hope for.”

""Go now, and visit as many people on that list
as you can. (Handout 2) You probably won't
have time to see everyone, so try to prioritize. If
you have any friends among them, or favors to
call in, now would be the time. Good luck."

Other questions will be answered as best he knows
how, but he intends to leave most of the mission to
Commander Martin and Captain Davis to explain,
so he'll be short on details. Once the PCs have no
more questions and they are ready to recruit help
GO TO Encounter 2.

ENCOUNTER 2 —A CALL TO ARMS

The sun is high in the sky as you leave the Port
district headquarters of the Diamond Legion.
Looking over your list of contacts, you realize
that many of these organizations are spread all
over the city. You'll have to move fast if you plan
to meet them before the ships depart this evening.

The most important part of this encounter is time.
You as the GM need to pay close attention to how
long the PCs take and stop them when time is up.

- The PCs only have 7 hours until the ships depart.

Survival DC 10, or any clock tower/sundial

- All negotiations take a certain amount of time,
and the better the Diplomacy check, the faster the
PCs will get a group to agree to help.

- If the PCs ask, the closest organization is House
Sunhawk for the Merchants' Guild, since they deal
in shipping and their offices are in the Port district.

- For the sake of real-life time, it is not suggested
that you role-play and discuss each individual visit.
This is a situation where it is okay to reduce a
conversation to a die roll for Diplomacy.

For the GM: This encounter can take forever to
resolve, given how many NPCs all the players
know. It is highly suggested that you put a hard
cap of 2 conversations per organization type (like
only 2 temples or only 2 noble houses). After that,
bundle all the rest up into 1 single Diplomacy roll,
using the NPCs that represent "all other..."

- The PCs can only ever make 1 Diplomacy check
per organization, no matter how many people talk.

There are many, many ways that this encounter can
go, depending on which PCs are in the party, what

Favor certs they have accumulated, what gods they
worship, what races they are, etc. etc.

Instead of codifying every possible interaction, use
the tables and general guidelines below to role-
play each individual visit. You'll have to wing it;
remember to stick to the guidelines as much as
possible in order to preserve the story.
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For All Organizations:

1) NO ORGANIZATION WILL PROVIDE ITS
HELP FOR FREE. No matter who the PCs are, or
what their relationships are, they will have to give
the NPCs some resources in order to enlist their
help. These Writs and Vouchers will cover costs
in manpower and equipment that the organizations
need to account for...even if a PC is a patriarch of
his own House, he'd still have to pay the guards.

2) Negotiate with the PCs from the perspective that
"these people are coming into my place of business
and asking me to risk my employee's lives on their
dangerous stunt. What do | get out of this?"

Each NPC will start the talks with some variant of

"Make me an offer; what is my help worth to you?"

Diplomacy Made Easy
Once the PCs and NPCs have had enough
conversation to be at a reasonable negotiating
point, have 1 PC make a Diplomacy check, with
all of the modifiers shown, and consult this table.

Diplomacy Modifiers

No payment offered Diplomacy impossible

Writ of Repayment As shown for organization,

does not stack

Dlglomafy Outcome Tlrr_1e
Result = e Required
ATL - 10 Failure. Organization 60 min.
refuses to send any help.
ATL Failure. Organization 45 min.
does not send help.
Failure. No help secured.
ATL +10 +5 to Diplomacy with 30 min.
next organization
ATL + 20 Success. Organl_zatlon 45 min.
sends standard assistance.
Success. Standard help.
ATL +40 +5 to Diplomacy with 30 min.
next organization
ATL +55 Great Success. Double 15 min
or better standard assistance. '

Currency Voucher As shown for organization,

stacks for multiples

Personal cash from party
members

Compare to equivalent
value of Currency Vouchers

PC is a member of the
organization

+5 Diplomacy

- When the Diplomacy check is made, the PCs get
the highest result their roll qualified for, and
nothing below it. The assistance each organization
provides is shown in their box. The time required
represents just the talking, not the travel time.

Favor certs +2 Diplomacy, unless cert

says otherwise; stacks

Clever roleplaying GM's choice, cannot go

above +10 Diplomacy

Organization
Conditional modifier

As shown for organization

- The PCs can only ever make 1 Diplomacy check
per organization, no matter how many people talk.

- Use the values on this table to determine the results of
the negotiations, as per the table below.

- All values apply only to the PC who is making the
Diplomacy roll, but other PCs can chip in with cash.

- DO NOT REVEAL THE VALUE OF AN
ORGANIZATION'S MODIFIERS TO THE PCs

The amount of value that a Writ or Voucher represents
to a given group is a secret the players don't get to know

Fraternity of Venturers
If the PCs come here for help, they will fail...
a) No other adventurers want to go on this mission,
or split certs and treasure either. Trident Kincaid
told Melton Daderhoff not to post this job, as well.
Diplomacy: Impossible

Unless the PCs have some extraordinary means of
travel, use the following travel times:

- 10 min.: same-area places, like multiple temples

- 45 minutes: city locations, such as one district to

another district

- 60 minutes: one-way to the druid grove

Temple of Cyrene

Sister Yollanda is a middle-aged human who
specializes in educating the temple's new members;
she personally saw to the people rescued in Part 1.
a) Sister Yollanda herself is already coming to
help, getting them to send more will be expensive.

Diplomacy Modifiers:

- Organization Conditional: -10

- Writ of Repayment: +10

- Currency Voucher: +2
b) Standard Assistance: 1 cleric, appendix D
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Temple of Hyperion

Tameron Slidell is a handsome and fit-looking
human with perfect teeth. He has been told not to
send aid from the temple without significant pay.
a) They originally did not intend to send any help
b) Convincing them will be very expensive

Diplomacy Modifiers:

- Organization Conditional: -10

- Writ of Repayment: +5

- Currency Voucher: +2
c) Standard Assistance: 1 cleric, appendix D

Druid Grove

Archdruid Bentine is an older middle-aged human
that likes to shapeshift and hunt for dinner.
a) He does not want to send aid because it does not
concern the druids and they have no stake in it.
b) Convincing him to help, and paying him, will be
difficult, because he doesn't care about cash.

Diplomacy Modifiers:

- Organization Conditional: -10

- Writ of Repayment: +15

- Currency Voucher: +1
¢) Standard Assistance: 1 druid, appendix D

Temple of Peliron
Brother Mestis is a kindly older human man, and a
devout of Peitos, god of mercy. He and his

associates would like to help but disagreed on how.

a) They would like to send aid, but couldn't decide
what or how to pay for it, and they aren't greedy.
Diplomacy Modifiers:
- Organization Conditional: +2
- Writ of Repayment: +5
- Currency Voucher: +6
b) Standard Assistance: 1 cleric, appendix D

Any Other Noble House

Tameron Slidell is quite the important person (see
Temple of Hyperion). The various Noble Houses
have sent their conditions to him for this matter.
a) They do not want to send aid without significant
payment, and they are already wealthy.

Diplomacy Modifiers:

- Organization Conditional: -10

- Writ of Repayment: +10

- Currency Voucher: +6
b) Standard Assistance: 15 guards, appendix D

Any Other Temple

Bishop Coboney is a wizened old elf who has
taken the responses and instructions of all of the
other temples and has their permission to represent
their interests in this one matter.
a) They do not want to send aid without payment

Diplomacy Modifiers:

- Organization Conditional: +0

- Writ of Repayment: +10

- Currency Voucher: +2
b) Standard Assistance: 1 cleric, appendix D

Society of Entertainers and Providers
Mistress Bonicci is a middle aged half-elf with a
perfect smile, an acrobat's build, and a warm,
happy attitude, and she adores adventurers.

a) They would be glad to send aid, but they
definitely want good payment, or Writs.
Diplomacy Modifiers:
- Organization Conditional: +0
- Writ of Repayment: +15
- Currency Voucher: +6
b) Standard Assistance: 1 bard, appendix D

League of Thaumaturgical Studies
Jakob Keller is the same NPC from Part 2 who had
been murdered and resurrected, so his hatred of the
pirates is very direct, and he's glad to send help.
a) Jakob himself is already coming to help
b) Getting more help will be easy, but expensive
Diplomacy Modifiers:
- Organization Conditional: +10
- Writ of Repayment: +5
- Currency Voucher: +2
c) Standard Assistance: 1 sorcerer, appendix D

Merchant's Guild

Lord Sunhawk is a middle-aged half-orc that is
impeccably dressed and very well spoken. Heis a
businessman, and pirates are bad for business.
a) He is willing to send aid, but it's all about the
bottom line to him, so it'll be expensive.

Diplomacy Modifiers:

- Organization Conditional: -10

- Writ of Repayment: +2

- Currency Voucher: +5
b) Standard Assistance: 15 guards, appendix D
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House Seabury

Lady Seabury is a finely dressed and stately middle
aged human. Her house has had rumors about it in
the past of less-than-reputable business on the seas.
a) She can be convinced to help, but plans to take
the Diamond Legion for all it's worth in the deal.

Diplomacy Modifiers:

- Organization Conditional: -15

- Writ of Repayment: +10

- Currency Voucher: +5
b) Standard Assistance: 15 guards, appendix D

ENCOUNTER 3 — BON VOYAGE!

Sea Elves Delegation
Master Hunter Suen is camped out underwater at
Dock 9 so that he can aid in coordinating efforts
with the Diamond Legion. He is here leading his
hunting group to kill sahuagin, that's it.
The PCs can visit him on their way back to the
ships at the end of the day...he's at the docks.
a) He's already helping, and has no more forces to
add, but he will say that he can give his team better
gear if the PCs give him cash to shop in the city.
b) If the players want to give him resources (cash
or Vouchers only, no Writs), he will use it to
enhance the equipment of his team of hunters.
- Master Hunter Suen (a ranger) is leading a team
of 4 dozen hunters (camped underwater at the
pirates' island chain). His bow is made of whale
bone and sinew, and is heavily enchanted.
- He was impressed with Kincaid's sharing of intel,
and with the swiftness of action of the leadership
of Podor de Reyes (the nation of the sea elves)
- He does not think there are hundreds of sahuagin,
just a tribe of a few dozen with long reach.
- He expects the Stingrays to help his team kill the
warriors during the attack; then his own hunters
will track the sahuagin and finish off their tribe.
- He'll spend the money mostly on potions and oils.
Diplomacy Modifiers:
Special: Writ of Repayment: N/A
-Currency Voucher: Each 2,000 gp value
increases the survival rate of the Sea Elves by 25%
-He'll decline anything more than 6,000 gp
b) Standard Assistance: See Special above

- The PCs only have 7 hours to finish this
Encounter, and it will take 1 hour to get back to the
docks. Stop them when they are out of time.

When the PCs are out of time Go To Encounter 3.

Favor

The sun is setting as you hurry back to dock 5,
casting a thick orange glow over the city.
Drawing near the docks you can see the three
ships in your task force, Sea Hammer, Tide's
Fury, and Valiant, are a flurry of activity.
Sailors and Legionnaires run every which way,
loading cargo and making the ships ready to
depart, but the whole scene is surprisingly quiet.
As you stand a moment taking stock of the scene,
you are approached by Commander James
Martin of the Pirate Hunters, a tall human man
with dull blond hair and the symbol of Galvandt
emblazoned on his breastplate.

"Welcome, my friends. Your arrival is timely,
we'll be ready to sail as soon as you're aboard.
Come, the captain wishes to speak to you."

As you walk past the Tide's Fury and Valiant,
Commander Martin points out how they've been
refitted to carry your ground troops and the Eagle
Riders and their eagles. He leads you up to the
captain's quarters, where a cluster of silhouettes
shows a gathering in progress. There are about a
dozen people inside, all pointing at different parts
of a map and talking excitedly. As you enter, they
all fall silent, and you are greeted by a familiar
face. Trident Kincaid addresses your surprise...

"What? You didn't expect me to sit this
mission out did you? Thank you for rallying all
of the extra support you did, they will be most
valuable. But the most pressing question | have
for you, my friends is this...are you in, or out?"
(if they say 'No', the module is over for them...)
"Excellent! 1 knew I could count on your
support. Come have a look at the map and I’ll
summarize our plans. (Handout 2)

“We’ll attack at dawn after we arrive; darkness
would only help the pirates evade us. The
Valiant will remain mobile and send out the
Eagle Riders to harass scouts and spellcasters
and to make sure the pirates have no escape.
“The Tide’s Fury will start at the shore near
camp #1 to deploy our ground forces, and they
will march through the island capturing pirates
and securing territory.

LS] XXX - Sharkbait

Page 9




“The Sea Hammer will pin the Clearwater in the
cove, and then you and the Pirate Hunters will
board and capture it. The Stingrays and the
Sea Elves will already be in the water, taking
care of the Sahuagin. Once the ship is taken,
that should draw out Max, and we’ll proceed to
the shore and take him down.

“You should decide now how you want to use
the allies you’ve gathered. We’ll get them onto
the correct ship and under the command of the
part of the task force they’ll be assisting. (he
indicates the others in the room)

“Ask me any questions you have; we’ll make
introductions when you deploy your forces. Do
not take too long, we need to sail right away.”

Disfavor

The sun is setting as you hurry back to dock 5,
casting a thick orange glow over the city.
Drawing near the docks you can see that the Sea
Hammer is a flurry of activity. Sailors and
Legionnaires run every which way, loading cargo
and making the ship ready to depart, but the
whole scene is surprisingly quiet and subdued.
As you stand a moment to take in the scene, you
are approached by Commander James Martin of
the Pirate Hunters, a tall human man with dull
blond hair and the symbol of Galvandt
emblazoned on his breastplate.

“It’s good you’ve arrived, we should be ready to
sail as soon as you’re aboard. Come, the
captain wants to speak to you in his quarters.”

As he leads you to the captain’s quarters,
Commander Martin points out a few ways that
the ship has been refitted to accommodate ground
troops and the Eagle Riders with their eagles. He
leads you up to the captain’s quarters, where a
cluster of silhouettes shows a gathering in
progress. There are about a dozen people inside,
all pointing at different parts of a map and
talking excitedly. As you enter, they all fall silent,
and you are greeted by a familiar face. Trident
Kincaid addresses your surprise...

"What? You didn't expect me to sit this
mission out did you? Thank you for rallying all
of the extra support you did, they will be most
valuable. But the most pressing question | have
for you, my friends is this...are you in, or out?"
(if they say 'No', the module is over for them...)

"Excellent! | knew I could count on your
support. Come have a look at the map and I’ll
summarize our plans. (Handout 2)

“We’ll attack at dawn after we arrive; darkness
would only help the pirates evade us. We’ll
release the Stingrays and Sea Elves to battle the
sahuagin, and the eagle riders to harass any
scouts or spellcasters and to make sure the
pirates have no other seaworthy ships. While
they do all that, we will take the Sea Hammer
and pin the Clearwater in the cove. You and the
Pirate Hunters will board it, kill the pirates and
burn it. This will undoubtedly draw out Max,
then we’ll proceed to shore and take him down.
“You should decide now how you want to use
the allies you’ve gathered. We’ll get them onto
the correct ship and under the command of the
part of the task force they’ll be assisting. (he
indicates the others in the room)

“Ask me any questions you have; we’ll make
introductions when you deploy your forces. Do
not take too long, we need to sail right away.”

The other people in the room are:

- Captain Davis of the Sea Hammer

- Captain Stephen Baker of the Valiant

- Captain Alexis Senon of the Tide's Fury

- Master Hunter Elliando Suen of the sea elves

- Sister Yollanda Aventus, priestess of Cyrene

- Jakob Keller, Wizard of the League

- Commander James Martin of the Pirate Hunters
- Lieutenant Walter Patterson of the Stingrays

- Major Donald McManus of the D. Legion Army
- Captain Anne Westing of the Eagle Riders

Kincaid will introduce these NPCs as necessary,
depending on who the PCs ask about, or choose to
send their recruited allies with.

Sister Aventus and Jakob Keller will be joining the
PCs in the fight on the Clearwater and with Max.
The other NPCs will be off-camera most of the
time with their respective forces during the attacks.

«& Can we ride the eagles into battle?

Captain Westing shakes her head,

“No, the eagles have been trained to carry their
riders, not you. And besides, you have a much
more important mission to take care of.”

« Can we join the Stingrays and Sea Elves?
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“I really can’t allow that. The battle on the
Clearwater is much more important, and your
confrontation with Max is sure to be soon after.
We can’t afford to have you underwater for
that, but I’ll leave the final call to Master Suen.

Master Hunter Suen quickly speaks up,

To any non-Sea EIf:

“I’m afraid not. Lieutenant Patterson and I
have been training our teams together for this
mission; I’m sorry but we have no place for
those who have not already worked with us.

(if applicable) Thank you for your gifts, though,
we were able to get much needed supplies, we’ll
have a much better chance of success now.”

To a Sea EIf:

“I can’t tell you that you cannot come with us,
but I would caution against it. As | said, our
teams have trained together for this, and you
haven’t. If you insist, though, watch out for
their sharks, they will be everywhere.”

Once all questions are answered, it will be time to
be underway, so read the following. Make sure
that the PCs have assigned their allies to tasks,
since they will not get another chance.

The boxed text is written for the Favor opion, you
may have to modify it groups using the Disfavor.

It’s possible that a druid could insist that they
could shape-shift into a squid or something and
help as well. Be prepared to address that. Not
having people in underwater combat is really more
about saving real-life time.

- If any Sea Elves (or druids) insist on fighting
underwater, use the Special encounter.

«& \What about using stealth to get to camp #4?

"There really wouldn’t be any point. The rest
of this operation is going to ruin any attempts at
stealth anyway. Besides I can’t allow the risk of
you being caught alone against Max, he’s too
dangerous for you to fight without backup."

This will probably be enough to provoke some
groups to try to take on the camp alone...

« \What do you suggest we do with our allies?

""Honestly | think it would be best to send them
with the ground forces, perhaps with a few left
on the Sea Hammer for defense and backup.
Unless you have specific need of their skills,
they could probably be of more use helping our
conventional forces. Also you’ll be facing the
most dangerous parts of this operation, and you
may not want to endanger them so."

With the briefing completed and the plan in
place, everyone returns to their ships and rooms
for the journey, and soon you are underway.

True to the promises of the Temple of Cyrene, the
ships make incredible time, and after 8 days the
familiar chain of islands housing Max's pirates
comes into view. The captains steer their ships
into the currents that will allow you to close the
remaining distance under cover of night.

You rest a little while the ships sail through the
night. Waking well before dawn and gathering
your gear, you make your way to the main deck,
where Trident Kincaid is overseeing the last of
the maneuvers to get the Sea Hammer into
position for the attack.

He turns as you approach:

"This is it, everything is in position and ready.
When we give the signal, the pirates are sure to
see it...but by then it will be too late for them. It
will take a few minutes for the Sea Hammer to
get close enough for you to board the Clearwater
with ropes, so if there's anything else you want
to do last-minute, do it. The Stingrays are
leaving, and the Eagle Riders are already
airborne. Are you ready?""

When the PCs say they are ready...

He takes a bizarre-looking heavy crossbow out of
a satchel and fires into the sky. The Signal Flare
shines through the pre-dawn light, and the
operation begins...

e If the PCs are all staying on the Sea
Hammer, Go To Encounter 4.

e If any PCs are Sea Elves (or druids) and
are going with the Stingrays, Go To the
Special Encounter
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ENCOUNTER 4 — COUNTER-PIRATES

- Before reading the boxed text, have Jakob Keller
mention that he’s got a scroll of Dimension Door,
if the PCs want to skip the ships getting close and
go straight to the combat. Some groups do.

The Sea Hammer closes the distance to the
Clearwater rapidly, and as the pirates start to
realize what’s going on, the two ships exchange a
few ballista bolts as you move. In the distance
you can see the Eagle Riders soaring over the
island, firing arrows at hapless pirate scouts.
Before too long the ships are nearly side-by-side,
and the Pirate Hunters swing over on ropes.

SPECIAL ENCOUNTER — PIRATES' BAY

This covers the underwater combat but for the sake
of time, and since there will probably only be a
few sea elves (or druids) who insist on fighting
underwater, the simple solution is to read the
boxed text and give them make a quick fight for
cinematic effect, then send them to the beach.

Once the ships are about 20” apart, you can show
them on the map by two 110’ x 30 parallel boxes.
PCs (and enemies) may cross over to the other ship
by swinging on a rope with DC 12 Acrobatics.

Tactics
- The enemies for this combat are in Appendix B

- This fight is supposed to be deadly. If you don’t
kill or seriously injure at least 1 PC, you’re wrong.

- 2 of the Pirates will swing to the Sea Hammer
-Jacen will Dimension Door to shore at 50% HP

-Jacen’s favorite tactic is Improved Invisibility and
summoning monsters

- The pirates and Jacen work together as a team to
focus fire on one target until they are dead

- Pirates fight to the death, even when Jacen flees

- Only Commander Martin and the Pirate Hunters

will help the PCs in the fight, all other NPCs stay

to defend the Sea Hammer. The whole thing is

off-camera, all the NPCs live, all the pirates die.
Their stats are in Appendix A & D.

As the Sea Hammer prepares to enter the cove,
Lieutenant Patterson and the Stingrays gather at
the edges of the deck, drinking potions and
readying light piercing weapons. He turns to
you: “Are you ready for this? Underwater
combat is very different than on land. Also, the
sahuagin are very fond of their pet sharks, and
there’s going to be plenty of blood in the water.”
With that, he downs his own potions, draws his
shortswords, and jumps overboard.

As you break beneath the surface, you are greeted
by a watery battlefield already in progress. It
seems the sea elves and sahuagin started the party
early. Sharks, spears, claws, and underwater
ammunition flies in every direction, the blood
turning the water a dull rust color everywhere.
Lieutenant Patterson rallies the Stingrays and
joins the fight, and you’re close behind.

Have the PC fight a sahuagin (or two) and their pet
shark, then read the boxed text, and railroad them
to Encounter 5. You’ll have to modify and ad-lib
the boxed text to make it convincing and fun.

- Sahuagin LE Med. Monst. humanoid (aquatic)
AC 18, T 11, FF 17; HP 34; Fort/Ref/Will +6
Melee 2 claws +8 (1d6+4) and bite +7 (1d8+4)
Ranged X-bow +5 (1d10); Special Blood Frenzy
BAB +4, CMB +6, CMD 17; Speed Swim 60’

- Shark N Large animal (aquatic)

AC 16, T 10, FF 16; HP 44; Ft/Ref/Will +9/5/3
Melee Bite +8 (1d10+6); Space/Reach 10°/5’
BAB +4, CMB +8, CMD 18; Speed Swim 60’

When the combat is over, the PCs will see Max
and his crew on the beach, patiently waiting for the
fight they know they can’t escape.

Go To Encounter 5

As you dispatch your attackers, you notice that
the fight is moving quickly away into the deeper
ocean. You can also see boats coming from the
Sea Hammer, heading to shore. It’s apparently
time for you to make your way to the surface.

Go To Encounter 5
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ENCOUNTER 5 — END OF THE LINE

This encounter starts when the PCs finish their
other battles and go ashore to fight Max.

Strangely enough, Max and his group will wait
patiently for the PCs and all their allies to assemble
on the beach. It’s all very cinematic.

Max and his gang have all been drinking potions
while they were gathering on the beach, and he’s
been quietly buffing the group with Silent Spell.

Remind the PCs that any of their remaining allies
can accompany them to the fight...but it’s that
many more people who might die when the pirate
boss starts throwing his weight around.

Trident Kincaid and Commander Martin will be
the only other NPCs to fight alongside the PCs in
the final combat, plus whatever allies from
Encounter 2 that the PCs decide to bring along.

Yes, this smacks of “leave him, he’s mine!”
Yes, it sounds very Evil Overlord List.
Yes, it’s somewhat cliché. Do it anyway.

This final combat is personal for Trident Kincaid
and Commander Martin, and Kincaid doesn’t want
anyone else getting hurt any more than necessary.

doubt here for my head. | suppose I’m not
surprised, the Jewel does take piracy seriously.
“But never seriously enough, really. Isn’t that
right, Kincaid? Oh yes, you know full well what
I mean. The Navy is full of “honorable” old
fools like you who don’t have the stomach to do
what needs to be done against pirates.

“But not today. No...today I think you’ve
learned a valuable lesson about how far you
really need to go. Well, don’t just stand there
with the job half done, come and kill me!”

Roll for Initiative

Max’s group consists of the following:

-Max -Alyssa
-Korgoth -Jacen (healed, if alive)
-6 Pirates -1 arrowhawk

After the fight on the Clearwater, you can see
Max and his gang assembling on the beach. You
climb into the boats and prepare to head for shore,
but Trident Kincaid orders the Pirate Hunters to
stay and secure the boat...an order Commander
Martin disobeys. When you’re out of earshot,
Kincaid looks at all of you,

“This is too dangerous for them...I won’t have
their blood on my hands. We can take him.”

As you clamber ashore and compose yourselves,
you are greeted with a peculiar sight. Max and
his gang stand arrayed before you in the center of
the camp, weapons drawn, and waiting patiently
for your group to compose itself. Max eyes you
and speaks in a voice thick with hatred.

*slow clap*
“Well, well, I must say, very impressive. You’ve
managed to track me down, deprived me of my
ship, murdered my crew, and now you’re no

Tactics
- For these enemies, see Appendices C & B

- Kincaid & Martin are in Appendix A
- This fight is supposed to be very deadly. If you
don’t kill or seriously injure at least 2 PCs and

some NPCs, you’re doing it very wrong.

- The pirates will block for Max and focus their
attacks on 1 target until he is dead

- Max and Jacen will use Improved Invisibility and
focus their attacks on 1 target until he is dead

- Korgoth and Alyssa will focus their attacks on 1
target until he is dead

- The pirates and Jacen work together as a team to
focus fire on one target until they are dead

- Everyone fights to the death

- Everyone leads with their most powerful attacks
and spells. These enemies are physically incapable
of understanding mercy or restraint. They are here
to absolutely annihilate the PCs and their allies.

If PCs survive and kill Max, Go To Encounter 6.

If the PCs fail, they will die. Go To Conclusion C
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ENCOUNTER 6 — DAMAGE REPORT

This isn’t actually an encounter, it’s just to
determine which NPCs survived (not counting a
Resurrection during the conclusion) so that the
players can get paid based on their success.

For the Stingrays and Sea Elves, use these tables to
determine how many of them survived. All the
percentages the PCs qualify for are cumulative.

So for the Stingrays, if they used the Favor version
of events and donated 2,000 gp to the Sea Elves,
they’d be at 75%.

And for the Sea Elves, if they used the Disfavor,
but got 1 druid and did the Special encounter,
they’d be at 40%:

Use the following table to determine how many
NPCs survived from each group, then determine
the PCs’ cash reward.

NPCs Survived Points

Trident Kincaid Yes 3

No 0
Commander Yes 2
Martin No 0
Pirate 100% 3
Hunters At least 50% 2

Less than 50% | 1
Sea Elves At least 90% 3

At least 60% 2

At least 30% 1

25% or less 0
Stingrays 100% 3

75% 2

50% 1

25% or less 0
Footmen and 100% 2
Eagle Riders >50% 1

<50% 0
Allies collected Yes 1 per source*
from Encounter 2 | No 0
Jakob Keller and | Yes 1 each
Sister Aventus No 0

Stingrays
If the PCs... Survived
Used Favor 25%
Used Disfavor 0%
Every 2,000 gp given to the Sea Elves +25%
Participated in the Special Encounter +25%
Secured the aid of at least 1 druid +25%
Sea Elves
If the PCs... Survived
Used Favor 40%
Used Disfavor 10%
Every 2,000 gp given to the Sea Elves +25%
Participated in the Special Encounter +20%
Secured the aid of at least 1 druid +10%

For the Amthydoran footsoldiers and Eagle Riders,
use this table to determine how many lived from
each group; the PCs get points for both together.

Footmen and Eagle Riders

If the PCs... Survived
Used Favor 25%
Used Disfavor 0%
Secured the aid of at least 2 clerics +25%
Secured the aid of at least 1 bard +25%
Secured the aid of at least 1 sorcerer +25%
Secured the aid of at least 45 guards +25%

The source* for the allies refers to the unit of
Standard Assistance each organization provided
with a successful Diplomacy check. Of course a
Great Success will count double if both survived.

For instance, 1 cleric from the temple of Peliron
counts the same as 15 house guards from the
Guild, and the same as 1 bard from the Society.
Partial surviving groups count as 0.

Any allies that fought “off-camera”, i.e. not with
the PCs, automatically survived.

Once you determine the final score, multiply that
number by 25 x ATL to get the final cash reward
for whichever conclusion.

So a final score of 19, played at ATL 11 would
provide 25*19*11 = 5,225 gp for each player.

e If using the Favor,, Go To Conclusion A

e For Disfavor, Go To Conclusion B
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CONCLUSION A — MISSION SUCCESS
Favor version of events
If Trident Kincaid or Commander Martin died
during the fight, Sister Aventus will cast Raise
Dead on them on the spot. Yes, she just happened
to have the diamonds in her pocket, how lucky.

CONCLUSION B = MISSION SUCCESS
Disfavor version of events
If Trident Kincaid or Commander Martin died
during the fight, Sister Aventus will cast Raise
Dead on them on the spot. Yes, she just happened
to have the diamonds in her pocket, how lucky.

As the last pirate falls, you finally pause to catch
your breath for the first time today. You survey
the battlefield around you, looking for anything
of interest, as the remaining healers tend to the
wounded as best they can.

Trident Kincaid steps over to Max’s dead body,
holds his head up by the hair, and looks into his
lifeless eyes.

“0ld fool, huh? Shows what you know, traitor.”
He drops the corpse and turns to you,

“No long speeches here, friends, you did a damn
fine job, no two ways about it. The seas are
safer with this madman gone. We’ll finish
repairs to the Horizon’s Pride, then with the
pirates’ left over supplies and a skeleton crew
that should be enough to get all the refugees
back to Amthydor with us.”

Master Hunter Suen approaches you next, still
bloody from battle.

“Your valor today has been incredible, and we
are honored to fight by your side. My hunters
and I must now pursue and eliminate the last of
these vile sahuagin, but know that the people of
Podor de Reyes will not soon forget you.”

The other commanders all find you and offer
similar congratulations. Before long, the Legion
troops have finished canvassing all the pirates’
bodies and repairs on the Horizon’s Pride begin.
After a few days, your newly expanded fleet sails
for home. The trip back is uneventful, and when
you arrive, the storm of thanks and blessings
from those you’ve rescued is overwhelming.
Trident Kincaid, and the various organizations
that your actions benefitted, present you with the
rest of your rewards, and bid you rest easy with
the knowledge of a job well done.

Reward = gold as determined by Encounter 6, plus
see the Treasure section to see how to give certs.

A hurried withdrawl from enemy territory is the
best you can manage after your victory.

Luckily your combat with the Clearwater and
Max took enough time for the sea elves and
Stingrays to finish off the sahuagin, and for the
eagle riders to return.

Master Hunter Suen finds you quickly before you
depart, still bloody from battle.

“Your valor today was most impressive, and we
were glad to fight by your side. We must
pursue the last of these vile sahuagin, but know
that the people of Podor de Reyes will not soon
forget you or your actions here.”

Once everyone regroups on the ship, you set sail
for Amthydor. Trident Kincaid, not much for
gloating, notes that he is satisfied that the
operation went more-or-less as planned.

The return voyage is uneventful, and when you
return, plans are immediately started to mount a
full-scale rescue mission to the island. You can
only hope there will still be people to rescue by
the time they get there.

Trident Kincaid, and the various organizations
that your actions benefitted, present you with the
rest of your rewards, and bid you rest easy with
the knowledge of a job well done.

Reward = gold as determined by Encounter 6, plus
see the Treasure section to see how to give certs.
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CONCLUSION C — MISSION FAILURE

EPILOGUE

Despite  your valiant efforts, you were
overwhelmed by Max and his pirates. None were
spared his wrath, your entire task force was
eliminated, and the Sea Hammer became his new
flagship.

As luck would have it, the sea elves were able to
defeat the sahuagin, so when your bodies were
stripped and dumped in the ocean, they managed
to recover you.

As a sign of respect for your efforts, they returned
your remains to Amthydor, where the priests
Raised you out of your own funds.

Amthydor has lost some of its greatest heroes and
hundreds of thousands of gold worth of
equipment and hardware now lies in the hands of
a vengeful, traitorous pirate king.

Each player permanently loses their three (3) most
individually valuable (gp value) non-Bonded
items, plus any cash or additional items sold in
order to cover the cost of the Raise Dead spell.

No Epilogue

The night after your successful return to
Amthydor, your rest is troubled. You’d think
after having taken down a traitor, dealt a
crippling blow to a pirate cartel, rescued
hundreds of innocent people, and getting paid for
it all to boot, you’d sleep easy...

In your dreams, you can’t help but recall Max’s
last words to Trident Kincaid: “...today | think
you’ve learned a valuable lesson about how far
you really need to go.”

You can only hope that this mission didn’t push
him too far. The last thing Amthydor needs is to
replace one floating maniac with another...

THUS ENDS “SHARKBAIT”

TIME UNIT COST:
e Conclusion AorB:25TU
e ConclusionC: 90 TU
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EXPERIENCE POINT SUMMARY

ATL 17
Module Experience 1200 | 1800 | 2900 | 4500 | 7000 10500 17000
Recruiting at least 3 allies in Encounter 2 100 | 100 | 100 | 200 | 200 500 500
Aiding the Sea Elves; with money or combat | 100 | 100 | 100 | 200 | 200 500 500
Roleplaying XP Bonus 100 | 100 | 100 | 200 | 200 500 500
Maximum Possible XP 1,500 | 2,100 | 3,200 | 5,100 | 7,800 12,000 18,500

TREASURE SUMMARY

If it’s not on this list, the PCs cannot keep it
The PCs only receive a given cert if they recruited the required group’s help in Encounter 2

If earned, these certs are 1 per PC:

Treasure Group required
Recommendation of Trident Kincaid — 1 per PC None — standard treasure

The last Favor cert, also allows other Diamond Legion related benefits

A Noble Gift — 1 per PC At least 2 Noble Houses
A direct cash reward, but the set is given to the table, so
either everyone gets their money, or nobody does

If earned, these certs are 1 per table, to a maximum of the number of players. If the table earns more certs
than there are players, keep the certs that make the most sense for the table:

Treasure Group required

Jacen’s Abridged Spellbook None — standard treasure

A wizard’s spellbook, sans illegal research

Sunfire At least one other temple, not
A holy crossbow that can explode with light against the undead Cyrene

Rod Sack Society of Entertainers and
A random magical rod, drawn out of a bag Providers

The Lord Monarch’s Armory None — standard treasure

A free +1 enhancement to a weapon

Repossessed Gear None — standard treasure
Magic item confiscated from the killed pirates

Frontline Collar Druid Grove
Animal companion gear to enhance protection

Best Deals Around Merchants’ Guild

Special materials that can be used to craft things

Shell of the Abyss The Sea Elves (at least give
Magic, non-metallic armor, useful for swimming them some money)
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Appendix A

The Pirate Hunters
Special: Teamwork — When the Pirate Hunters roll for
initiative, they all use the highest roll that any one of
them made. The best roll made by any one Pirate Hunter
becomes the initiative for the entire group together.

Kyle Weatherson, Robert Anderson, William Gandtt
Human Fighter 7; Init +7; AC 18, touch 14, flat-footed
14 (+3 Dex, +4 armor, +1 dodge);

HP 77 (7d10+14 plus Toughness +7 favored);

Fort +7, Ref +5, Will +3; Spd 30 ft.; Space/Reach 5’
Att. L.sword +13/+8 (1d8+6), Dagger +13/+8 (1d4+3)
Str 16, Dex 16, Con 14, Int 10, Wis 12, Cha 10;

Base Atk +7; CMB +10; CMD 23

Feats Combat Reflexes, Disruptive, Dodge, Improved
Initiative, Skill Focus (Swim), Toughness, Weapon
Focus (Dagger), Weapon Focus (Longsword), Weapon
Specialization (Longsword);

Skills Acrobatics +11, Perception +9; SQ Bravery +2,
Armor Training 2, Weapon Training 1 (Heavy Blades)

Samuel Jacobs, Michael Jacobs

Human Rogue 5/ Fighter 2; Init +4; AC 19, touch 15,
flat-footed 14 (+4 Dex, +3 armor, +1 shield, +1 dodge)
HP 65 (5d8+10 +4 favored plus 2d10+4);

Fort +6, Ref +8, Will +2; Spd 30 ft.;

Melee Mstwk Rapier and Mstwk Short Sword +9*/+9*
(1d6+1 / 1d6) or Mstwk Rapier +11 (1d6+1) or Mstwk
Short Sword +11 (1d6); Ranged Dagger +10 (1d4+1);
Str 12, Dex 18, Con 14, Int 14, Wis 12, Cha 10;

Base Atk +5; CMB +6; CMD 20

Feats Combat Expertise, Combat Reflexes, Dodge,
Improved Feint, Two-Weapon Fighting*, Two-Weapon
Defense, Weapon Finesse, Weapon Focus (Rapier),
Weapon Focus (Short Sword)

Skills Acrobatics +14, Perception +11; Swim +11;

SQ Sneak Attack +3d6, Trap Sense +1, Uncanny
Dodge, Rogue Talent (Combat Trick, Finesse Rogue)

Andrew Baxter
Human Ranger 7; Init +6; AC 20, touch 15, flat-footed
15 (+4 Dex, +4 armor, +1 shield, +1 dodge)
HP 63 (7d10+7 +7 favored); Fort +6, Ref +9, Will +4;
Melee Mstwk Handaxes +11/+11/+6/+6 (1d6+4/1d6+2,
20x3) or Mstwk Handaxe +13/+8 (1d6+4, 20x3)
Ranged Daggers +9/+4 (1d4+4); Space/Reach 5 ft.
Spells Known: 1% — Summon Nature’s Ally I (2)

2" _ Cure Light Wounds
Str 18, Dex 16, Con 12, Int 12, Wis 14, Cha 8; Base
Atk +6; CMB +8; CMD 22
Feats Combat Reflexes, Dodge, Endurance, Skill Focus
(Swim), Two-Weapon Defense, Two-Weapon Fighting,
Improved Two-Weapon Fighting, Weap. Foc. (Handax);
Skills Perception +13, Spellcraft +10, Swim +14;

SQ Favored Enemy (Humans) +4, Favored Enemy
(Half-Elves) +2, Hunter’s Bond (Aid Allies), Combat
Style: 2-Weapon Fighting, Favored Terrain (Water) +2;

Commander James Martin

Human Fighter 4/ Paladin (Galvandt) 5; Init +3; AC 21,
touch 13, flat-footed 18 (+3 Dex, +8 armor)

HP 105 (9d10+18 plus Toughness +9 favored);

Fort +12, Ref +7, Will +8; Immune Disease, Fear
Melee Bastard Sword +15/+10 (1d10+9, 17-20x2);
Ranged Daggers +13/+8 (1d4+3, 19-20x2)

Special Attack Smite Evil 2/day (+2 to hit, +5 dmg);
Spells Known: 1% — Bless, Divine Favor

Str 16, Dex 16, Con 14, Int 10, Wis 12, Cha 14; Base
Atk +9; CMB +12; CMD 25

Feats Combat Reflexes, Extra Channel, Extra Lay on
Hands, Improved Critical (Bastard Sword), Skill Focus
(Swim), Toughness, Weapon Focus (Bastard Sword),
Weapon Specialization (Bastard Sword);

Skills Perception +10, Spellcraft +12, Swim +18;

SQ Bravery +1, Armor Training 1, Divine Grace, Aura
of Good, Aura of Courage; Divine Bond — Shark;

Gear +2 Bastard Sword, +2 Mithril Breastplate,
Mstwk Daggers (3), Potion of Cure Serious Wounds (2)
Special Abilities Channel Energy 7/day (3d6); Lay on
Hands 6/day (3d6); Mercy — Fatigued

Trident Marcus Kincaid

N Human Ranger 7

Initiative +2;  Space/Reach 5 ft./5 ft.

AC 20, Touch 13, FF 17 (+5 armor, +2 Dex, +1 shield,
+1 dodge, +1 enhancement) Resist Fire 10
HP 73 (7d10 + 14 + 7 favored) Speed 30 ft.
Fort +6, Ref +7, Will +4  SQ/DR/SR/Immune None
Full Attack™ Shortswords +10/+10/+5/+5 (1d6+4, 19-
20x2) or Longbow +9/+4 (1d8, 20x3)

Spells: 1% — Longstrider, Resist-Energy

2" - Cure Light Wounds, Summon Nature Ally I1

Str 17° Dex 14 Con 12 Int 12 Wis 14 Cha 14

Base Atk +7; CMB +10; CMD 22

Feats Dodge, Double Slice, Endurance®, Imp. 2-Weap.
Fight., Toughness, Two-Weapon Defense, Two-
Weapon Fighting® Weapon Focus (Shortsword)

Gear Scale Mail, S.swords (2), Longbow (20 arrows),

Skills: Acrobatics +5, Climb +5, Intimidate +11, Know.
(Local) +8, Perception +12, Sense Motive +8, Stealth
+8, Survival +10 (+13¥)

Special Abilities Track!, Wild Empathy, Fav. Enemy™
(Human +4, Gnome +2), Combat Style (2-Weapon),
Favored Terrain (Water +2), Hunter’s Bond
(Companions), Woodland Stride

Jakob Keller and Sister Aventus
See Appendix D
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|

Adult Arrowhawk (1):

N Medium Outsider

Init +7; Senses Darkvision 60’; Perception +11
AC 24, touch 17, flat-footed 17; (+7 Dex, +7 nat.)
HP 89 (9d8+36) Fort +8, Ref +13, Will +8
Defense Abilities Fire/Cold Resist. 10

DR nil; Immune Acid, Electricity, Poison; SR nil
Space 5 ft.; Reach 5 ft.; Spd Fly 60 ft. (perfect)
Full Attack Bite +14 (1d8+3) or Electricity Ray
+17 ranged touch (3d8)

Spell-Like Abilities None; Spells Known None
Str 14, Dex 24, Con 16, Int 10, Wis 13, Cha 13
Base Atk +9; CMB +14; CMD 28

Feats Imp. Nat. Armor, Imp. Nat. Attack (Ray),
Weapon Finesse, Weapon Focus (Ray), Toughness
Skills Perception +11, Fly +25

SQ Fire/Cold Resistance 10, Immunities

Jacen Baxter (1)
See Appendix D

Pirates (7):
N Human Fighter 7
Initiative +6; Space/Reach 5 ft./5 ft.

AC 23, Touch 13, FF 20 (+7 armor, +3 shield, +2
Dex, +1 dodge)
HP 78* (7d10 + 28 + 7 favored) Speed 30 ft.#
Fort +9, Ref +5, Will +3"
SQNone DRNo SRNo ImmuneNo
Full Attack Longsword™ +16/+11f (1d8+9%, 19-
20x2) or Longbow +10/+5 (1d8, 20x3)
Str 18° Dex 14 Con 16 Int 12 Wis 10 Cha 10
Base Atk +7; CMB +11; CMD 23
Feats Dodge®, Endurance, Diehard*, Improved
Initiative®, Shield Focus®, Toughness*, Weapon
Focus (Longsword), Weapon Spec. (Longsword)E,
Vital Strikef
Gear Splintmail, Hvy Steel Shield, Longsword,
Longbow (20 arrows), Petion-of Bless, Petion-of
Resistanee, Potion-of-Barkskin=+2, Oil-ef-Magic

, Dot Magic Mosimenpi==1

Skills: Acrobatics -2, Intimidate +9, Perception +7,

Sense Motive +7
Spec. Abilities Bravery +27, Armor Training 2V,
Weapon Training (Heavy Blades +1)

Adult Arrowhawks (2)
See ATL 7

Jacen Baxter (1)
See Appendix D

Pirates (7)

N Human Fighter 9

Initiative +6; Space/Reach 5 ft./5 ft.

AC 30, Touch 13, FF 27 (+9 armor, +6 shield, +2
Dex, +1 dodge, +2 natural)

HP 99¥ (9d10 + 36 + 9 favored)  Speed 30 ft.*
Fort +12, Ref +8, Will +6™
SQNone DRNo SRNo ImmuneNo

Full Attack Longsword™ +24/+19* (1d8+13*, 17-
20x2) or Longbow +16/+11 (1d8+2, 20x3)

Str 22° Dex 14 Con 16 Int 13 Wis 10 Cha 10
Base Atk +9; CMB +15; CMD 27

Feats Dodge®, Endurance, Diehard*, Greater
Shield Focus®, Imp. Crit. (Longsword), Imp. Init.B,
Shield Focus®, Toughness*, Weapon Focus
(Longsword)®, Weapon Spec. (Longsword)&, Vital
Strike®

Gear Splintmail, Hvy Steel Shield, Longsword,
Longbow (20 arrows), Petien-of-Heroism, Potion
B e e e
Divine-Faver—+1, Pation-of-Bull'sStrength, Otl-ef
Greater Magic-Weapon-+2, Oil-of Magic-Vestment
+2(2), Potion of Cure Light Wounds

Skills: Acrobatics +0, Intimidate +11, Perception
+8, Sense Motive +8

Spec. Abilities Bravery +27, Armor Training 2V,
Weapon Training (Heavy Blades +2, Bows +1)

During Encounter 4, 2 of the Pirates will go over to
the Sea Hammer and effectively be out of the fight,
since only the combat on the Clearwater matters
and has rolls in it. All of the other NPCs will be
occupied fighting the pirates are on the Hammer.
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Appendix B — Clearwater Pirates

| ATL 11

| ATL 13

Elder Arrowhawk (1) N Large Outsider
Init +8; Senses Darkvision 60’; Perception +21
AC 28, touch 18, flat-footed 19; (+8 Dex, +10
natural, -1 size, +1 dodge)

hp 132 (13d8+52); Speed Fly 60 ft. (perfect)
Fort +11, Ref +16, Will +9  Spc/Rch 10 ft.
Resist Fire/Cold Resist. 10 DR nil;

Immune Acid, Electricity, Poison; SR nil
Full Attack Bite +20 (2d8+9) or Electricity Ray
+23 ranged touch (4d8)

Special Attacks Electricity Ray (see Ranged)
Spell-Like Abilities None; Spells Known None
Str 22, Dex 26, Con 16, Int 10, Wis 13, Cha 13
Base Atk +13; CMB +19; CMD 37

Feats Dodge, Flyby Attack, Imp. Natural Attack,
Imp. Natural Armor x2, Toughness, Weapon
Finesse, Weapon Focus (Ray)

Skills Fly +34; Languages Common; Gear nil
SQ Fire/Cold Resist. 10, Immunities

Jacen Baxter (1) See Appendix D

Pirates (7) N Human Fighter 11
Initiative +6; Space/Reach 5 ft./5 ft.

AC 32, Touch 13, FF 29 (+10 armor, +6 shield,
+2 Dex, +1 dodge, + 3 natural)

HP 120* (11d10 + 44 + 11 favored)

Fort +13, Ref +8, Will +67 Speed 30 ft.H
SQNone DRNo SRNo ImmuneNo

Full Attack Longsword™ +26/+21/+16¢ (1d8+14¢,
17-20x2%) or Longbow +17/+12/+7 (1d8+2, 20x3f)
Str 22° Dex 14 Con 16 Int 13 Wis 10 Cha 10
Base Atk +11; CMB +17; CMD 29

Feats Crit. Focust®, Dodge®, Endurance, Diehard¥,
Grtr. Shld. Focus®, Imp. Crit. (Longsword), Imp.
Init.B, Imp. Vital Strikef, Shld. Foc.B, Toughness*,
Weapon Foc. (Longsword)g, Weapon Spec.
(Longsword)®, Vital Strike

Gear Half-plate, Hvy Steel Shield, Longsword,
Longbow (20 arrows) PeHen—ef—Herersm Potion

+2(2), Potion of Cure Moderate Wounds

Skills: Acrobat. +6, Intimidate +14, Perception +9
Spec. Abilities Bravery +3™, Armor Training 3%,
Weapon Training (Heavy Blades +2, Bows +1)

Elder Arrowhawks (2):
See ATL 11.

Jacen Baxter (1)
See Appendix D

Pirates (7)

N Human Fighter 13
Initiative +8; Space/Reach 5 ft./5 ft.

AC 37¢ Touch 14, FF 33 (+12 armor, +8 shield,
+3 Dex, +1 dodge, +3 natural)

HP 141* (13d10 + 52 + 13 favored)

Fort +14, Ref +11, Will +77 Speed 30 ft.#
SQNone DRNo SRNo ImmuneNo
Attacks Longsword™ +31/+26/+21F (1d8+19¢, 17-
20x2f) or Longbow +23/+18/+13 (1d8+4, 20x3f)
Str 22° Dex 18 Con 16 Int 14 Wis 10 Cha 10
Base Atk +13; CMB +19; CMD 33

Feats Combat Expertise?, Critical Focus®®,
Dodge®, Endurance, Diehard*, Greater Shield
Focus®, Greater Weap. Spec. (Longsword)g, Imp.
Crit. (Longsword), Improved Initiative®, Improved
Vital Strikef, Shield Focus®, Toughness*, Weapon
Focus (Longsword)®, Weapon Spec.
(Longsword)®, Vital Strike

Gear Half-plate, Heavy Steel Shield, Longsword,

Longbow (20 arrows), Oi-of-GreaterMagic
Weapon+4, Oil-of Magic-Vestment+4-(2), Potion
of Barkskin<+3, Potionof Cat's Grace, Potion-of
Bil's-Strength, Potion-of Divine-Faver—+2, Potion
of Heroism, Potion-of Resistance, Potion of See
Invisibility, Potion of Cure Serious Wounds
Skills: Acrobatics +7, Intimidate +16, Perception
+11, Sense Motive +10

Spec. Abilities Bravery +3", Armor Training 3V,
Weapon Training (Heavy Blades +3, Bows +2,
Light Blades +1)

N Human Fighter 13

During Encounter 4, 2 of the Pirates will go over to
the Sea Hammer and effectively be out of the fight,
since only the combat on the Clearwater matters
and has rolls in it. All of the other NPCs will be
occupied fighting the pirates are on the Hammer.
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Advanced Elder Arrowhawk N Large Outsider
Init +8; Senses Darkvision 60’; Perception +23
AC 30, touch 18, flat-footed 21; (+8 Dex, +12
natural, -1 size, +1 dodge)

hp 172 (17d8+80); Speed Fly 60 ft. (perfect)
Fort +13, Ref +18, Will +14  Spc/Rch 10 ft.
Resist Fire/Cold Resist. 10 DR nil;

Immune Acid, Electricity, Poison; SR nil
Full Attack Bite +24 (2d8+9) or Electricity Ray
+27 ranged touch (5d8)

Special Attacks Electricity Ray (see Ranged)
Spell-Like Abilities None; Spells Known None
Str 22, Dex 26, Con 16, Int 10, Wis 14, Cha 13
Base Atk +17; CMB +23; CMD 41

Feats Dodge, Flyby Attack, Imp. Natural Attack,
Imp. Natural Armor x3, Toughness, Weapon
Finesse, Weapon Focus (Ray)

Skills Fly +38; Languages Common; Gear nil

Jacen Baxter (1) See Appendix D

Pirates (7) LE Human Fighter 15
Initiative +8; Space/Reach 5 ft./5 ft.

AC 40%, T 16, FF 34 (+12 armor, +8 shield, +4 Dex, +1
dodge, +4 natural, +1 haste)

HP 192* (15d10 + 60 + 15 favored + 30 BE)

Fort +17, Ref +12, Will +7* Speed 30 ft.H
SQNone DRNo SRNo ImmuneNo

Attacks Longsword™ +35/+30/+25/+35f (1d8+20¢, 17-
20x2%£) or Longbow +27/+22/+17/+27 (1d8+3, 20x3f)
Str 22° Dex 18 Con 20 Int 14 Wis 10 Cha 10

Base Atk +15; CMB +21; CMD 36

Feats Bleeding Critical®%, Blinding Critical®, Combat
Expertise?, Critical Focust®, Dodge®, Endurance,
Diehard¥, Greater Shield Focus®, Greater Weapon Spec.
(Longsword)®, Imp. Critical (Longsword), Improved
Initiative®, Improved Vital Strikef, Shield Focus®,
Toughness*, Weapon Focus (Longsword)B, Weapon
Spec. (Longsword)g, Vital Strike

Gear Half-plate, Heavy Steel Shield, Longsword,

Longbow (20 arrows) QH-of—GFeater—MagieWeapoﬂ

Haste, Potion of See Invisibility, Potion of Cure Serious
Skills: Acrobatics +8, Intimidate +18, Perception +12,
Sense Motive +12

Spec. Abilities Bravery +47, Armor Training 4%, Weap.
Training (Hesvy Blades +3, Bows +2, Light Blades +1)

Advanced Elder Arrowhawks (2):
See ATL 11.

Jacen Baxter (1)
See Appendix D

Pirates (7 at ATL 17, 9 at ATL 19)

LE Human Fighter 17

Initiative +8; Space/Reach 5 ft./5 ft.

AC 41, T 16, FF 35 (+12 armor, +8 shield, +4
Dex, +1 dodge, +5 natural, +1 haste) + Blur

HP 217¥ (17d10 + 68 + 17 favored + 34 BE)
Fort +18, Ref +12, Will +9* Speed 60 ft.¥
SQNone DRNo SRNo ImmuneNo
Attacks Longsword™ +39/+34/+29/+24/+39¢
(1d8+22%£, 17-20x2%) or

Longbow +30/+25/+20/+15/+30 (1d8+6, 20x3%)
Str 22° Dex 18 Con 20 Int 14 Wis 14 Cha 10
Base Atk +17; CMB +23; CMD 37

Feats Bleeding Critical®t, Blinding Critical®,
Combat Expertise®, Critical Focust®, Critical
Mastery®, Dodge®, Endurance, Diehard¥, Greater
Shield Focus®, Greater Weapon Spec.
(Longsword)®, Greater Vital Strikef, Imp. Critical
(Longsword), Imp. Init.B, Imp. Vital Strikef, Shield
Focus®, Toughness*, Weap. Focus (Longsword)g,
Weapon Spec. (Longsword)g, Vital Strike

Gear Half-plate, Heavy Steel Shield, Longsword,
Longbow (20 arrows), Oi-of-GreaterMagic

Weapon=+5, Oil-of Magic-Vestment+4-(2), Potion
of Barkskin<+5, Potionof Cat's Grace, Potion-of
Bitls-Strength. Potion-of Bear's-Endurance.
Potion-of Divine-Favor=+3, Potion-of Heroism,
Potion-of Resistance, Potion-of Blur, Potion-of
Haste, Potion of See Invisibility, Potion of Cure
Serious Wounds (2)

Skills: Acrobatics +9, Intimidate +20, Perception
+15, Sense Motive +15

Spec. Abilities Bravery +47, Armor Training 4%,
Weapon Training (Heavy Blades +4, Bows +3,
Light Blades +2, Thrown +1)

During Encounter 4, 2 of the Pirates will go over to
the Sea Hammer and effectively be out of the fight,
since only the combat on the Clearwater matters
and has rolls in it. All of the other NPCs will be
occupied fighting the pirates are on the Hammer.
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|ATL7

Maximilion Viarosa

LE Human Sorcerer (Arcane Bloodline) 10

Init+2  Space/Reach 5 ft. Spd: 60 ft.

AC 24, Touch 16, FF 20; (+2 armor, +2 Dex, +4 shield,
+1 dodge, +1 haste, +2 deflection, +2 natural)®

HP 94 (10d6 + 20 + 10 favored + 10 heroism)*

Fort +9 Ref +10 Will +15 SR: No

Immune: Fear, Spells Ivl 1-3

DR: 10/adamantine (100 points)

Resistances: Fire, Acid, Electricity, Cold 30

Full Attack Dagger +4/+4 (1d4+3 plus spell, 19-20x2)
or Spell +7 ranged, +5 melee, (20x2)

Spec. Abilities: Arcane Bond — Item (Ring of Prot. +2)
Str 8, Dex 14, Con 14°, Int 14°, Wis 16, Cha 28°
Base Atk +5; CMB +9; CMD 32

Feats: Combat Casting, Dodge, Spell Foc. (Enchant.),
Grtr. Spell Foc. (Enchant.), Spell Pen., Grtr. Spell Pen.,
Empower Spell, Max. Spell, Hghtn. Spell, Silent Spell
Spells Per Day: Save DC = Level +9 (+11 enchant.)
o 0™ — Acid Splash, Daze, Light, Resistance

9 8 1%t— Charm Person, Shield, Magic Missile, True
Strike, Ray of Enfeeblement, Identify

8 4 2" _ Acid Arrow, Resist Energy, Scorching Ray,
Mirror Image, Invisibility

8 3rd_ Dispel Magic, Fireball, Heroism, Suggestion

7 5 4™ _ Dimension Door, Charm Monster, Greater
Invisibility, Stoneskin, Lesser Globe of Invul.

6 5" — Dominate Person, Hold Monster

Gear: Bracers of Armor +2, +1 Dagger (Defending,
Spell Storing, Lucky), Boots of Speed, Ring of
Protection +2, Ring of Force Shield, Amulet of Natural
Armor +2, Cloak of Resistance +2, Headband of
Mental Superiority +4, Potion-of Haste, Potion-of Bless,
Potion of Cure Serious Wounds (3)

Skills: Fly +19, Perception +17, Spellcraft +28;
Concentration +20

Special: Bloodline Arcana (+1 to DC of metamagic
spells), Metamagic Adept (free metamagic feat w/o inc.
cast time) 3/day, New Arcana

Alyssa DyVrie

LE Human Monk 7

Init+5  Space/Reach 5 ft. Spd: 100 ft.

AC 31, Touch 28, FF 25; (+2 armor, +5 Dex, +2
shield, +10 monk, +1 haste, +1 deflection)

HP 67 (7d8 + 7 + 7 favored)

Fort +11 Ref+12 Will +12

Immune: Disease DR/Resist: None

Attack: Unarmed +12/+12/+12/+8/+8 (2d6 + 4 +1d6
fire + 1d6 frost + 1d6 electrical, 20x2,)*

Special Attacks: Stunning/etc. Fist — 10/day, DC 21%
Str 18, Dex 21°, Con 12, Int 10, Wis 22, Cha 13

Base Atk +6 CMB +22; CMD 41

Feats: Agile Maneuvers, Break the Breath®, Defensive
Combat Training, Deflect Arrows, Improved Grapple,
Improved Unarmed Strike, Stunning Fist, Vital Strike*,
Weapon Finesse, Weapon Focus (Unarmed Strike)
Gear:Amulet of Mighty Fists (+3 — Flaming, Shocking,
Frost), Bracers of Armor +2, Ring of Force Shield, Ring
of Protection +1, Cloak of Resistance +2, Belt of
Physical Perfection +2, Headband of Mental
Superiority +2, Monk’s Robe, Manual-ef Gainful
Skills: Acrobatics +23, Climb +17, Escape Artist +23,
Sense Motive +19, Stealth +23, Swim +17

Special Abilities: Flurry of Blows, Unarmed Strike,
Evasion, Fast Movement, Maneuver Training, Still
Mind, Ki Pool (Magic) — 8 points, Slow Fall (40), High
Jump, Purity of Body, Wholeness of Body, Stunning
Fist
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| ATL 7 — Continued

Korgoth

NE Half-Orc Barbarian 7

Init +3 Space/Reach 5 ft. Spd: 40 ft.
AC 24, Touch 15, FF 21; (+6 armor, +2 Dex, +2
shield, +1 dodge, +1 natural, +1 haste, +1 deflection)
HP 140* (7d12 + 7 favored) + 18 in rage

Fort +17, Ref +10, Will +5* (*Rage:+3)
Immune/SR/Resist/Spell-Like: None

DR: 1*/- & Heavy Fortification

Full Attack: Greataxe* +19/+19/+14 (1d12 + 10 +1d6
fire + 1d6 frost + 1d6 electrical, 19-20x3)* plus Rage
Powers®/Feats*

*for Rage: +2 to hit, +4 dmg, +10 dmg critical (not
included in block) Rage:+4 Str/Con
Str 27°, Dex 14, Con 16, Int 10, Wis 8, Cha 8

BAB: +7 CMB: +19 CMD: 38

Feats: Dodge, Improved Critical (Greataxe), Power
Attack¥, Vital Strike*, Weapon Focus (Greataxe)
Gear:+2 Adamantine Greataxe (Flaming, Icy,
Shocking), Mithril Breastplate (Heavy Fortification),
Amulet of Natural Armor +1, Ring of Force Shield,
Ring of Protection +1, Cloak of Resistance +2, Belt of
Physical Perfection +2, Manualof Gainful-Exercise+2,
Skills: Acrobatics +14, Climb +21, Intimidate +13,
Perception +11, Swim +21

Special Abilities: Fast Movement, Rage* (27 rnds/dy,
+6 Str/Con, +3 Will (+6 vs. enchant.), -2 AC,), Rage
Powers® (Powerful Blow, Renewed Vigor, Surprise
Accuracy), Trap Sense +2, Improved Uncanny Dodge,
DR 1/-, Orc Ferocity, Darkvision 60’

Jacen Baxter

CE Human Wizard (Conjurer) 7

Init +2 Space/Reach 5 ft. Spd: 60 ft.
AC 24, Touch 22, FF 22; (+3 armor, +2 Dex, +2
shield, +1 insit, +1 enh., +1 haste, +2 nat., +2 deflect.)®
HP 46 (7d6 + 7 + 7 favored)*
Fort +6 Ref+10 Will +10
Immune: Spells Level 1-3
Resistances/SR: None

Spec. Attacks: Acid Dart, +7, 1d6+4, 10/day, no SR
Full Attack Dagger+4/+4 (1d4+3 plus spell, 19-20x2)
or Spell +7 ranged, +4 melee, (20x2)

Str 8, Dex 14, Con 12°, Int 23°, Wis 14, Cha 11°
Base Atk +3 CMB+5 CMD 28

Feats: Augment Summoning, Combat Casting,
Empower Spell, Eschew Materials, Scribe Scroll, Spell
Focus (Conjuration), Spell Penetration

Spells: Save DC =Level +7  Bonded Item: Ring
0" —Arcane Mark, Dancing Lights, Flare, Ray of Frost
1%t — Magic Missile (3), Ray of Enfeeblement, Summon
Monster I, True Strike (2)

2" — Acid Arrow (2), Invisibility, Protection from
Arrows, Scorching Ray, Summon Monster |1

39 _ Dispel Magic, Fireball, Hold Person, Magic
Missile (Silent), Summon Monster 111

4t _ Dispel Magic (Silent), Greater Invisibility, Magic
Missile (Empower), Steneskin, LesserGlobe-of

(70 points)
DR: 10/adamantine

Gear: Bracers of Armor +3, Ring of Force Shield, +1
Dagger (Defending, Spell Storing), Boots of Speed, Ring
of Protection +2, Amulet of Natural Armor +2, Cloak of
Resistance +2, Headband of Mental Superiority +2,
Potion-of Haste, Potion-ofBless, Potion of Cure Ser. (3)
Skills: Fly +16, Perception +12, Swim +10, Spellcraft
+28, Use Magic Device +11; Concentration +21
Special Abilities: Summoner’s Charm, Acid Dart
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| ATL 9

Maximilion Viarosa

LE Human Sorcerer (Arcane Bloodline) 11

Init+2  Space/Reach 5 ft. Spd: 60 ft.

AC 25, Touch 16, FF 21; (+3 armor, +2 Dex, +4 shield,
+1 dodge, +1 haste, +2 deflection, +2 natural)®

HP 102 (11d6 + 22 + 11 favored + 11 heroism)*

Fort +9 Ref +10 Will +15 SR: No

Immune: Fear, Spells Ivl 1-3

DR: 10/adamantine (110 points)

Resistances: Fire, Acid, Electricity, Cold 30

Full Attack Dagger +4/+4 (1d4+3 plus spell, 19-20x2)
or Spell +7 ranged, +5 melee, (20x2)

Spec. Abilities: Arcane Bond — Item (Ring of Prot. +2)
Str 8, Dex 14, Con 14°, Int 14°, Wis 16, Cha 28°
Base Atk +5; CMB +9; CMD 32

Feats: Combat Casting, Dodge, Spell Foc. (Enchant.),
Grtr. Spell Foc. (Enchant.), Spell Pen., Grtr. Spell Pen.,
Empower Spell, Max. Spell, Hghtn. Spell, Silent Spell
Spells Per Day: Save DC = Level +9 (+11 enchant.)
o 0™ — Acid Splash, Daze, Light, Resistance

9 8 1%t— Charm Person, Shield, Magic Missile, True
Strike, Ray of Enfeeblement, Identify

8 4 2" _ Acid Arrow, Hideous Laughter, Resist
Energy, Scorching Ray, Mirror Image, Invisibility

8 3" — Dispel Magic, Fireball, Heroism, Hold Person,
Suggestion

8 6 4™ — Confusion, Dimension Door, Charm Monster,
Greater Invisibility, Stoneskin, Lesser Globe of Invul.
7 5" _ Dominate Person, Hold Monster, Cone of Cold
Gear: Bracers of Armor +3, +1 Dagger (Defending,
Spell Storing, Lucky), Boots of Speed, Ring of
Protection +2, Ring of Force Shield, Amulet of Natural
Armor +2, Cloak of Resistance +2, Headband of
Mental Superiority +4, Potion-of Haste, Potion-of Bless,
Potion of Cure Serious Wounds (3)

Skills: Fly +20, Perception +18, Spellcraft +29;
Concentration +22

Special: Bloodline Arcana (+1 to DC of metamagic
spells), Metamagic Adept (free metamagic feat w/o inc.
cast time) 3/day, New Arcana

Alyssa DyVrie

LE Human Monk 9

Init+7  Space/Reach 5 ft. Spd: 100 ft.

AC 32, Touch 29, FF 25; (+2 armor, +6 Dex, +2
shield, +10 monk, +1 haste, +1 deflection)

HP 83 (9d8 + 9 + 9 favored)

Fort +12 Ref +14 Will +14

Immune: Disease DR/Resist: None

Attack: Unarmed +15/+15/+15/+10/+10 (2d6 + 4
+1d6 fire + 1d6 frost + 1d6 electrical, 20x2,)*

Special Attacks: Stunning/etc. Fist — 10/day, DC 22°
Str 18, Dex 22°, Con 12, Int 10, Wis 22, Cha 13

Base Atk +6 CMB +22; CMD 41

Feats: Agile Maneuvers, Blind Fight, Break the
Breath®, Defensive Combat Training, Deflect Arrows,
Improved Grapple, Improved Unarmed Strike, Stunning
Fist, Vital Strike*, Weapon Finesse, Weapon Focus
(Unarmed Strike)

Gear:Amulet of Mighty Fists (+3 — Flaming, Shocking,
Frost), Bracers of Armor +2, Ring of Force Shield, Ring
of Protection +1, Cloak of Resistance +2, Belt of
Physical Perfection +2, Headband of Mental
Superiority +2, Monk’s Robe, Manual-ef Gainful
Everci » Poti : ' Poti ;

Skills: Acrobatics +25, Climb +19, Escape Artist +25,
Sense Motive +21, Stealth +25, Swim +19

Special Abilities: Flurry of Blows, Unarmed Strike,
Improved Evasion, Fast Movement, Maneuver Training,
Still Mind, Ki Pool (Magic) — 9 points, Slow Fall (50°),
High Jump, Purity of Body, Wholeness of Body,
Stunning Fist
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Korgoth

NE Half-Orc Barbarian 9

Init +3 Space/Reach 5 ft. Spd: 40 ft.
AC 24, Touch 15, FF 21; (+6 armor, +2 Dex, +2
shield, +1 dodge, +1 natural, +1 haste, +1 deflection)
HP 160* (9d12 + 9 favored) + 18 in rage

Fort +18, Ref +11, Will +6* (*Rage:+4)
Immune/SR/Resist/Spell-Like: None

DR: 2*/- & Heavy Fortification

Full Attack: Greataxe* +22/+22/+17 (1d12 + 12 +1d6
fire + 1d6 frost + 1d6 electrical, 19-20x3)* plus Rage
Powers®/Feats*

*for Rage: +2 to hit, +4 dmg, +10 dmg critical (not
included in block) Rage:+4 Str/Con
Str 28°, Dex 14, Con 16, Int 10, Wis 8, Cha 8

BAB: +9 CMB: +21 CMD: 40

Feats: Dodge, Improved Critical (Greataxe), Power
Attack¥, Vital Strike*, Weapon Focus (Greataxe)
Gear:+2 Adamantine Greataxe (Flaming, Icy,
Shocking), Mithril Breastplate (Heavy Fortification),
Amulet of Natural Armor +1, Ring of Force Shield,
Ring of Protection +1, Cloak of Resistance +2, Belt of
Physical Perfection +2, Manualof Gainful-Exercise+2,
Skills: Acrobatics +18, Climb +25, Intimidate +17,
Perception +15, Swim +25

Special Abilities: Fast Movement, Rage* (27 rnds/dy,
+6 Str/Con, +3 Will (+6 vs. enchant.), -2 AC,), Rage
Powers® (Mighty Swing, Powerful Blow, Renewed
Vigor, Surprise Accuracy), Trap Sense +3, Improved
Uncanny Dodge, DR 2/-, Orc Ferocity, Darkvision 60’

Jacen Baxter

CE Human Wizard (Conjurer) 9

Init +2 Space/Reach 5 ft. Spd: 60 ft.
AC 24, Touch 22, FF 22; (+3 armor, +2 Dex, +2
shield, +1 insit, +1 enh., +1 haste, +2 nat., +2 deflect.)®
HP 58 (9d6 + 9 + 9 favored)*

Fort +6 Ref+10 Will +10 (90 points)
Immune: Spells level 1-3 DR: 10/adamantine
Resistances/SR: None

Spec. Attacks: Acid Dart, +8, 1d6+5, 12/day, no SR
Full Attack Dagger+6/+6/+1 (1d4+3 plus spell, 19-
20x2) or Spell +9 ranged, +6 melee, (20x2)

Str 8, Dex 14, Con 12°, Int 24°, Wis 14, Cha 11°
Base Atk +4 CMB +6 CMD 29

Feats: Augment Summoning, Combat Casting,
Empower Spell, Eschew Materials, Greater Spell
Penetration, Scribe Scroll, Spell Focus (Conjuration),
Spell Penetration

Spells: Save DC =Level +8 Bonded Item: Ring
0" —Arcane Mark, Dancing Lights, Flare, Ray of Frost
1t — Magic Missile (3), Ray of Enfeeblement, Summon
Monster I, True Strike (2)

2" — Acid Arrow (2), Invisibility, Protection from
Arrows, Scorching Ray, Summon Monster Il (2)

39 _Blink, Dispel Magic, Fireball, Hold Person, Magic
Missile (Silent), Summon Monster |11

4t _ Confusion, Dispel Magic (Silent), Greater
Invisibility, Magic Missile (Empower), Steneskin,

5% — Dispel Magic (Silent, Still), Dominate Person,
Magic Missile (Empower, Still), Summon Monster V
Gear: Bracers of Armor +3, Ring of Force Shield, +1
Dagger (Defending, Spell Storing), Boots of Speed, Ring
of Protection +2, Amulet of Natural Armor +2, Cloak of
Resistance +2, Headband of Mental Superiority +2,
Potion-of Haste, Potion-ofBless, Potion of Cure Ser. (3)
Skills: Fly +18, Perception +14, Swim +12, Spellcraft
+26, Use Magic Device +13; Concentration +23
Special Abilities: Summoner’s Charm, Acid Dart,
Dimensional Steps (270°/day, as D. Door)
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|ATL 11

Maximilion Viarosa

LE Human Sorcerer (Arcane Bloodline) 12

Init+2  Space/Reach 5 ft. Spd: 60 ft.

AC 25, Touch 16, FF 21; (+3 armor, +2 Dex, +4 shield,
+1 dodge, +1 haste, +2 deflection, +2 natural)®

HP 110 (12d6 + 24 + 12 favored + 12 heroism)*

Fort +10 Ref +11 Will +16 SR: No

Immune: Fear, Spells Ivl 1-3

DR: 10/adamantine (120 points)

Resistances: Fire, Acid, Electricity, Cold 30

Full Attack Dagger +5/+5/+0 (1d4+3 plus spell, 19-
20x2) or Spell +8 ranged, +6 melee, (20x2)

Spec. Abilities: Arcane Bond — Item (Ring of Prot. +2)
Str 8, Dex 14, Con 14°, Int 14°, Wis 16, Cha 30°
Base Atk +6; CMB +10; CMD 36

Feats: Combat Casting, Dodge, Spell Foc. (Enchant.),
Grtr. Spell Foc. (Enchant.), Spell Pen., Grtr. Spell Pen.,
Empower Spell, Max. Spell, Hghtn. Spell, Silent Spell
Spells Per Day: Save DC = Level + 10 (+12 enchant.)
o 0™ — Acid Splash, Daze, Light, Resistance

9 8 1%t— Charm Person, Shield, Magic Missile, True
Strike, Ray of Enfeeblement, Identify

9 5 2" _ Acid Arrow, Hideous Laughter, Resist
Energy, Scorching Ray, Mirror Image, Invisibility

8 3" — Dispel Magic, Fireball, Heroism, Hold Person,
Suggestion

8 6 4™ — Confusion, Dimension Door, Charm Monster,
Greater Invisibility, Stoneskin, Lesser Globe of Invul.
8 5" — Dominate Person, Hold Monster, Cone of Cold
7 5 6™ — Disintegrate, Grtr. Heroism, Grtr. Disp. Magic
Gear: Bracers of Armor +3, +1 Dagger (Defending,
Spell Storing, Lucky), Boots of Speed, Ring of
Protection +2, Ring of Force Shield, Amulet of Natural
Armor +2, Cloak of Resistance +2, Headband of
Mental Superiority +4, Tome-of Leadership-and
Intlnenee-=1, PotionaiHaste, PotionofBless, Potion of
Cure Serious Wounds (3)

Skills: Fly +22, Perception +20, Spellcraft +31;
Concentration +24

Special: Bloodline Arcana (+1 to DC of metamagic
spells), Metamagic Adept (free metamagic feat w/o inc.
cast time) 3/day, New Arcana

Alyssa DyVrie

LE Human Monk 11

Init+7  Space/Reach 5 ft. Spd: 100 ft.

AC 33, Touch 30, FF 26; (+2 armor, +6 Dex, +2
shield, +11 monk, +1 haste, +1 deflection)

HP 99 (11d8 + 11 + 11 favored)

Fort +13 Ref +15 Will +15

Immune: Poison, Disease DR/Resist: None

Attack: Unarmed +17/+17/+17/+12/+12/+7 (1d10 + 4
+1d6 fire + 1d6 frost + 1d6 electrical, 20x2,)*

Special Attacks: Stunning/etc. Fist — 12/day, DC 23%
Str 18, Dex 22°, Con 12, Int 10, Wis 22, Cha 13

Base Atk +8 CMB +24; CMD 46

Feats: Agile Maneuvers, Blind Fight, Break the
Breath®, Defensive Combat Training, Deflect Arrows,
Improved Deflect Arrows, Improved Grapple, Improved
Unarmed Strike, Medusa’s Wrath*, Stunning Fist, Vital
Strike*, Weapon Finesse, Weapon Focus (Unarmed
Strike)

Gear:Amulet of Mighty Fists (+3 — Flaming, Shocking,
Frost), Bracers of Armor +2, Ring of Force Shield, Ring
of Protection +1, Cloak of Resistance +2, Belt of
Physical Perfection +2, Headband of Mental
Superiority +2, Monk’s Robe, Manual-ef Gainful
Exareise=2 Potiopoi-lasie, Potonot Blass

Skills: Acrobatics +27, Climb +21, Escape Artist +27,
Sense Motive +23, Stealth +27, Swim +21

Special Abilities: Flurry of Blows, Unarmed Strike,
Improved Evasion, Fast Movement, Maneuver Training,
Still Mind, Ki Pool (Magic, Lawful) — 10 points, Slow
Fall (60°), High Jump, Purity of Body, Wholeness of
Body, Diamond Body, Stunning Fist
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Korgoth

NE Half-Orc Barbarian 11

Init +3 Space/Reach 5 ft. Spd: 40 ft.
AC 26, Touch 17, FF 22; (+6 armor, +3 Dex, +2
shield, +1 dodge, +1 natural, +1 haste, +2 deflection)
HP 189* (11d12 + 11 favored) + 33 in rage

Fort +19, Ref +12, Will +6* (*Rage:+4)
Immune/SR/Resist/Spell-Like: None

DR: 3*/- & Heavy Fortification ~ *+1/- for Rage

Full Attack: Greataxe* +25/+25/+20/+15 (1d12 + 15
+1d6 fire + 1d6 frost + 1d6 electrical, 19-20x3)* plus
Rage Powers®/Feats*

*for Rage: +3 to hit, +4 dmg, +12 dmg critical (not
included in block) Rage:+6 Str/Con
Str 30°, Dex 16, Con 18, Int 10, Wis 8, Cha 8

BAB: +11 CMB: +23 CMD: 42

Feats: Cleave, Dodge, Improved Critical (Greataxe),
Power Attack®, Vital Strike¥, Weapon Focus (Greataxe)
Gear:+2 Adamantine Greataxe (Flaming, Icy,
Shocking), Mithril Breastplate (Heavy Fortification),
Amulet of Natural Armor +1, Ring of Force Shield,
Ring of Protection +2, Cloak of Resistance +2, Belt of
Physical Perfection +4, Manualof Gainful-Exercise+2,
Manuel ot Healih -2, PetienoiHlaste, Rotonot Bless
Skills: Acrobatics +20, Climb +27,
Perception +17, Swim +27

Special Abilities: Fast Movement, Rage* (33 rnds/dy,
+6 Str/Con, +3 Will (+6 vs. enchant.), -2 AC,), Rage
Powers® (Mighty Swing, Powerful Blow, Increased DR,
Renewed Vigor, Surprise Accuracy), Trap Sense +3,
Improved Uncanny Dodge, DR 3/-, Greater Rage, Orc
Ferocity, Darkvision 60’

Intimidate +19,

Jacen Baxter

CE Human Wizard (Conjurer) 11

Init +2 Space/Reach 5 ft. Spd: 60 ft.
AC 24, Touch 22, FF 22; (+3 armor, +2 Dex, +2
shield, +1 insit, +1 enh., +1 haste, +2 nat., +2 deflect.)®
HP 70 (11d6 + 11 + 11 favored)*

Fort +6 Ref +10 Will +12 (110 points)
Immune: Spells level 1-4 DR: 10/adamantine
Resistances/SR: None

Spec. Attacks: Acid Dart, +9, 1d6+6, 12/day, no SR
Full Attack Dagger+6/+6/+1 (1d4+3 plus spell, 19-
20x2) or Spell +9 ranged, +6 melee, (20x2)

Str 8, Dex 14, Con 12°, Int 26°, Wis 16, Cha 15°

Base Atk +5 CMB+7 CMD 30

Feats: Augment Summoning, Combat Casting,
Empower Spell, Eschew Materials, Greater Spell
Penetration, Quicken Spell, Scribe Scroll, Spell Focus
(Conjuration), Spell Penetration, Still Spell

Spells: Save DC =Level +8 Bonded Item: Ring
0" —Arcane Mark, Dancing Lights, Flare, Ray of Frost
1t — Magic Missile (3), Ray of Enfeeblement, Summon
Monster I, True Strike (2)

2" — Acid Arrow (2), Invisibility, Protection from
Arrows, Scorching Ray, Summon Monster Il (2)

39 _Blink, Dispel Magic, Fireball (2), Hold Person,
Magic Missile (Silent), Summon Monster 111

4t _Black Tentacles, Confusion, Dispel Magic (Silent),
Greater Invisibility, Magic Missile (Empower),
Steneskin, Summon Monster IV

5% — Dispel Magic (Silent, Still), Dominate Person,
Magic Missile (Empower, Still), Summon Monster V
6™ —Acid Arrow (Quicken), Globe-of-Hvalnerability,
Summon Monster VI

Gear: Bracers of Armor +3, Ring of Force Shield, +1
Dagger (Defending, Spell Storing), Boots of Speed, Ring
of Protection +2, Amulet of Natural Armor +2, Cloak of
Resistance +2, Headband of Mental Superiority +4,
Potion-of Haste, Potion-efBless, Potion of Cure Ser. (3)
Skills: Fly +20, Perception +16, Swim +14, Spellcraft
+28, Use Magic Device +15; Concentration +25
Special Abilities: Summoner’s Charm, Acid Dart,
Dimensional Steps (330°/day, as D. Door)
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Maximilion Viarosa

LE Human Sorcerer (Arcane Bloodline) 14

Init+2  Space/Reach 5 ft. Spd: 60 ft.

AC 27, Touch 16, FF 23; (+4 armor, +2 Dex, +4 shield,
+1 dodge, +1 haste, +2 deflection, +3 natural)®

HP 126 (14d6 + 28 + 14 favored + 14 heroism)*

Fort +10 Ref +11 Will +17 SR: No

Immune: Fear, Spells Ivl 1-3, also has Spell Turning
DR: 10/adamantine (140 points)

Resistances: Fire, Acid, Electricity, Cold 30

Full Attack Dagger +6/+6/+1 (1d4+3 plus spell, 19-
20x2) or Spell +9 ranged, +7 melee, (20x2)

Spec. Abilities: Arcane Bond — Item (Ring of Prot. +2)
Str 8, Dex 14, Con 14°, Int 14°, Wis 16, Cha 30°
Base Atk +7; CMB +11; CMD 37

Feats: Combat Casting, Dodge, Still Spell, Spell Foc.
(Enchant.), Grtr. Spell Foc. (Enchant.), Spell Pen., Grtr.
Spell Pen., Empower Spell, Maximize Spell, Heighten
Spell, Silent Spell, Quicken Spell

Spells Per Day: Save DC = Level + 10 (+12 enchant.)
o 0™ — Acid Splash, Daze, Light, Resistance

9 8 1%t— Charm Person, Shield, Magic Missile, True
Strike, Ray of Enfeeblement, Identify

9 5 2" _ Acid Arrow, Hideous Laughter, Resist
Energy, Scorching Ray, Mirror Image, Invisibility

8 3" _ Dispel Magic, Fireball, Heroism, Hold Person,
Suggestion
8 6 4™ — Confusion, Dimension Door, Charm Monster,

Greater Invisibility, Stoneskin, Lesser Globe of Invul.
8 5" — Dominate Person, Hold Monster, Cone of Cold
8 6 6™ — Disintegrate, Greater Heroism, Chain
Lightning, Greater Dispel Magic

6 5 7" — Mass Hold Person, Delayed Blast Fireball,
Spell Turning

Gear: Bracers of Armor +4, +2 Dagger (Defending,
Spell Storing, Lucky), Boots of Speed, Ring of
Protection +2, Ring of Force Shield, Amulet of Natural
Armor +3, Cloak of Resistance +2, Headband of
Mental Superiority +4, Tome-of Leadership-and
Influence+1, Potion-of-Haste, Potion-of-Bless, Potion of
Cure Serious Wounds (3)

Skills: Fly +24, Perception +22, Spellcraft +33;
Concentration +26

Special: Bloodline Arcana (+1 to DC of metamagic
spells), Metamagic Adept (free metamagic feat w/o inc.
cast time) 3/day, New Arcana

Alyssa DyVrie

LE Human Monk 13

Init+7  Space/Reach 5 ft. Spd: 110 ft.

AC 39, Touch 34, FF 30; (+4 armor, +7 Dex, +2
shield, +1 dodge, +12 monk, +1 haste, +2 deflection)
HP 141 (13d8 + 39 + 13 favored)

Fort +15 Ref +17 Will +17

Immune: Poison, Disease SR: 25 DR/Resist: None
Spell-Like Abilities: Abundant Step

Attack: Unarmed +20/+20/+20/+15/+15/+10 (2d6 + 5
+1d6 fire + 1d6 frost + 1d6 electrical, 20x2,)*

Special Attacks: Stunning/etc. Fist — 13/day, DC 24°
Str 20, Dex 25°, Con 16, Int 10, Wis 22, Cha 13

Base Atk +9 CMB +25; CMD 50

Feats: Agile Maneuvers, Blind Fight, Break the
Breath®, Defensive Combat Training, Deflect Arrows,
Dodge, Improved Deflect Arrows, Improved Grapple,
Improved Unarmed Strike, Medusa’s Wrath*, Stunning
Fist, Vital Strike*, Weapon Finesse, Weapon Focus
(Unarmed Strike)

Gear:Amulet of Mighty Fists (+3 — Flaming, Shocking,
Frost), Bracers of Armor +4, Ring of Force Shield, Ring
of Protection +2, Cloak of Resistance +3, Belt of
Physical Perfection +4, Headband of Mental
Superiority +2, Monk’s Robe, Manual-ef Gainful
Exercise—+4, Potion-of-Haste, Potion-of-Bless

Skills: Acrobatics +29, Climb +23, Escape Artist +29,
Sense Motive +25, Stealth +29, Swim +23

Special Abilities: Flurry of Blows, Unarmed Strike,
Improved Evasion, Fast Movement, Maneuver Training,
Still Mind, Ki Pool (Magic, Lawful) — 12 points, Slow
Fall (70”), High Jump, Purity of Body, Wholeness of
Body, Diamond Body, Abundant Step, Diamond Soul,
Stunning Fist
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Korgoth

NE Half-Orc Barbarian 13

Init +3 Space/Reach 5 ft. Spd: 50 ft.
AC 27, Touch 17, FF 23; (+7 armor, +3 Dex, +2
shield, +1 dodge, +1 natural, +1 haste, +2 deflection)
HP 231* (13d12 + 13 favored) + 39 in rage

Fort +21, Ref +14, Will +8* (*Rage:+4)
Immune/SR/Resist/Spell-Like: None

DR: 4*/- & Heavy Fortification ~ *+2/- for Rage

Full Attack: Greataxe* +28/+28/+23/+18 (1d12 + 15
+1d6 fire + 1d6 frost + 1d6 electrical, 19-20x3)* plus
Rage Powers®/Feats*

*for Rage: +3 to hit, +4 dmg, +12 dmg critical (not
included in block) Rage:+6 Str/Con
Str 31°, Dex 16, Con 20, Int 10, Wis 8, Cha 8

BAB: +13 CMB: +25 CMD: 47

Feats: Cleave, Dodge, Improved Critical (Greataxe),
Power Attack¥, Toughness, Vital Strike¥, Weapon Focus
(Greataxe)

Gear:+3 Adamantine Greataxe (Flaming, Icy,
Shocking), +1 Mithril Breastplate (Heavy
Fortification), Amulet of Natural Armor +1, Ring of
Force Shield, Ring of Protection +2, Cloak of
Resistance +3, Belt of Physical Perfection +4, Manual
Skills: Acrobatics +22, Climb +29, Intimidate +21,
Perception +19, Swim +29

Special Abilities: Fast Movement, Rage* (39 rnds/dy,
+6 Str/Con, +3 Will (+6 vs. enchant.), -2 AC,), Rage
Powers® (Mighty Swing, Powerful Blow, Increased
DRx2, Renewed Vigor, Surprise Accuracy), Trap Sense
+4, Improved Uncanny Dodge, DR 4/-, Greater Rage,
Orc Ferocity, Darkvision 60’

Jacen Baxter

CE Human Wizard (Conjurer) 13

Init +6 Space/Reach 5 ft. Spd: 60 ft.
AC 26, Touch 22, FF 24; (+4 armor, +2 Dex, +2
shield, +1 insit, +2 enh., +1 haste, +2 nat., +2 deflect.)®
HP 82 (13d6 + 13 + 13 favored)*

Fort +7 Ref +11 Will +13 (130 points)
Immune: Spells level 1-4 DR: 10/adamantine
Resistances/SR: Spell Turning

Spec. Attacks: Acid Dart, +10, 1d6+6, 13/day, no SR
Full Attack Dagger+7/+7/+2 (1d4+3 plus spell, 19-
20x2) or Spell +10 ranged, +7 melee, (20x2)

Str 8, Dex 14, Con 12°, Int 29°, Wis 16, Cha 15°

Base Atk +6 CMB+8 CMD 31

Feats: Augment Summoning, Combat Casting,
Empower Spell, Eschew Materials, Greater Spell
Penetration, Improved Initiative, Quicken Spell, Scribe
Scroll, Spell Focus (Conjuration), Spell Penetration,
Still Spell

Spells: Save DC =Level +9  Bonded Item: Ring
0" —Arcane Mark, Dancing Lights, Flare, Ray of Frost
1t — Magic Missile (3), Ray of Enfeeblement, Summon
Monster | (2), True Strike (2)

2" — Acid Arrow (2), Invisibility, Protection from
Arrows, Scorching Ray, Summon Monster 11 (2)

3" _Blink, Dispel Magic, Fireball (2), Hold Person,
Magic Missile (Silent), Summon Monster Ill

4t _Black Tentacles, Confusion, Dispel Magic (Silent),
Greater Invisibility, Magic Missile (Empower),
Stoneskin, Summon Monster 1V (2)

5% — Dismissal, Dispel Magic (Silent, Still) (2),
Dominate Person, Magic Missile (Empower, Still),
Summon Monster V

6™ —Acid Arrow (Quicken), Globe-of-Hvalnerability,
Greater Dispel Magic, Summon Monster VI

7t _ Spel-Turning, Magic Missile (Quicken, Empower),
Summon Monster VI

Gear: Bracers of Armor +4, Ring of Force Shield, +2
Dagger (Defending, Spell Storing), Boots of Speed, Ring
of Protection +2, Amulet of Natural Armor +2, Cloak of
Resistance +2, Headband of Mental Superiority +4,
Bless, Pation of Cure Ser. (3)

Skills: Fly +22, Perception +18, Swim +16, Spellcraft
+30, Use Magic Device +17; Concentration +27
Special Abilities: Summoner’s Charm, Acid Dart,
Dimensional Steps (450°/day, as D. Door)
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Maximilion Viarosa True Seeing
LE Human Sorcerer (Arcane Bloodline) 16
Init+2  Space/Reach 5 ft. Spd: 60 ft.

AC 29, Touch 17, FF 25; (+4 armor, +2 Dex, +4 shield,
+1 dodge, +1 haste, +3 deflection, +4 natural)®

HP 142 (16d6 + 32 + 16 favored + 16 heroism)*

Fort +10 Ref +11 Will +18 SR: No

Immune: Fear, Spells Ivl 1-3, also has Spell Turning
DR: 10/adamantine (160 points)

Resistances: Fire, Acid, Electricity, Cold 30

Full Attack Dagger +8/+8/+3 (1d4+3 plus spell, 19-
20x2) or Spell +10 ranged, +8 melee, (20x2)

Spec. Abilities: Arcane Bond — Item (Ring of Prot. +3)
Str 8, Dex 14, Con 14°, Int 16°, Wis 18, Cha 32°
Base Atk +8; CMB +10; CMD 38

Feats: Combat Casting, Dodge, Still Spell, Spell Foc.
(Enchant.), Grtr. Spell Foc. (Enchant.), Spell Pen., Grtr.
Spell Pen., Empower Spell, Maximize Spell, Heighten
Spell, Silent Spell, Quicken Spell

Spells Per Day: Save DC = Level + 11 (+15 enchant.)
o 0™ — Acid Splash, Daze, Light, Resistance

9 8 1t— Charm Person, Shield, Magic Missile, True
Strike, Ray of Enfeeblement, Identify

9 5 2" _ Acid Arrow, Hideous Laughter, Resist
Energy, Scorching Ray, Mirror Image, Invisibility

9 3 _ Dispel Magic, Fireball, Heroism, Hold Person,
Suggestion
8 6 4™ — Confusion, Dimension Door, Charm Monster,

Greater Invisibility, Stoneskin, Lesser Globe of Invul.
8 5" — Dominate Person, Hold Monster, Cone of Cold,
Telekinesis, Overland Flight

8 6 6™ — Disintegrate, Greater Heroism, Chain
Lightning, True Seeing, Greater Dispel Magic

7 6 7™ — Mass Hold Person, Delayed Blast Fireball,
Finger of Death, Spell Turning

4 8™ _ Mass Charm Monster, Polar Ray

Gear: Bracers of Armor +4, +3 Dagger (Defending,
Spell Storing, Lucky), Boots of Speed, Ring of
Protection +3, Ring of Force Shield, Amulet of Natural
Armor +4, Cloak of Resistance +2, Headband of
Mental Superiority +6, Tome-of Leadership-and
Influence+1, Potion-of-Haste, Potion-of-Bless, Potion of
Cure Serious Wounds (3)

Skills: Fly +26, Perception +24, Spellcraft +35;
Concentration +28

Special: Bloodline Arcana (+1 to DC of metamagic
spells), Metamagic Adept (free metamagic feat w/o inc.
cast time) 4/day, School Power (Enchantment, +2 DCs),
New Arcana x2

Alyssa DyVrie

LE Human Monk 15

Init+12 Space/Reach 5 ft. Spd: 110 ft.

AC 42, Touch 37, FF 31; (+4 armor, +9 Dex, +2
shield, +1 dodge, +12 monk, +1 haste, +3 deflection)
HP 161 (15d8 + 45 + 15 favored)
Fort +16 Ref+20 Will +18
Immune: Poison, Disease
DR/Resist: None

Spell-Like Abilities: Abundant Step

Attack: Unarmed +23/+23/+23/+18/+18/+13/+13
(2d6 + 5 +1d6 fire + 1d6 frost + 1d6 electrical, 20x2,
+1d10 fire)*

Special Attacks: Stunning/etc. Fist — 16/day, DC 26°
Str 20, Dex 27°, Con 16, Int 10, Wis 24, Cha 15

Base Atk +11 CMB +28; CMD 56

Feats: Agile Maneuvers, Blind Fight, Break the
Breath®, Combat Reflexes, Defensive Combat Training,
Deflect Arrows, Dodge, Improved Deflect Arrows,
Improved Disarm, Improved Grapple, Improved
Unarmed Strike, Medusa’s Wrath*, Stunning Fist, Vital
Strike*, Weapon Finesse, Weapon Focus (Unarmed
Strike)

Gear:Amulet of Mighty Fists (+4 — Flaming Burst,
Shocking, Frost), Bracers of Armor +4, Ring of Force
Shield, Ring of Protection +3, Cloak of Resistance +3,
Belt of Physical Perfection +4, Headband of Mental
Superiority +4, Monk’s Robe, Manual-of Quicknessin
Action—+2, Manrual-of-Gainful-Exercise+4, Potion-of
Haste, Potion-of-Bless

Skills: Acrobatics +31, Climb +25, Escape Artist +31,
Sense Motive +27, Stealth +31, Swim +25

Special Abilities: Flurry of Blows, Unarmed Strike,
Improved Evasion, Fast Movement, Maneuver Training,
Still Mind, Ki Pool (Magic, Lawful) — 14 points, Slow
Fall (70”), High Jump, Purity of Body, Wholeness of
Body, Diamond Body, Abundant Step, Diamond Soul,
Quivering Palm (DC 26), Stunning Fist

SR: 25
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Korgoth

NE Half-Orc Barbarian 15

Init +6 Space/Reach 5 ft. Spd: 80 ft.
AC 30, Touch 19, FF 25; (+7 armor, +4 Dex, +2
shield, +1 dodge, +2 natural, +1 haste, +3 deflection)
HP 251* (15d12 + 15 favored) + 45 in rage

Fort +22, Ref +16, Will +9* (*Rage:+4)
Immune/SR/Resist/Spell-Like: None

DR: 4*/- & Heavy Fortification  *+2/- for Rage

Full Attack: Greataxe* +30/+30/+25/+20 (1d12 + 15
+1d6 fire + 1d6 frost + 1d6 electrical, 19-20x3, +1d10
electrical)* plus Rage Powers®/Feats*

*for Rage: +3 to hit, +4 dmg, +12 dmg critical (not
included in block) Rage:+6 Str/Con
Str 31°, Dex 18, Con 20, Int 10, Wis 8, Cha 8

BAB: +15 CMB: +27 CMD: 50

Feats: Cleave, Dodge, Great Cleave*, Improved Critical
(Greataxe), Power Attack¥, Toughness, Vital Strike*,
Weapon Focus (Greataxe)

Gear:+3 Adamantine Greataxe (Flaming, Icy, Shocking
Burst), +1 Mithril Breastplate (Heavy Fortification),
Amulet of Natural Armor +2, Boots of Striding and
Springing, Ring of Force Shield, Ring of Protection +3,
Cloak of Resistance +3, Belt of Physical Perfection +4,
Haste, PotionotBlass

Skills: Acrobatics +24, Climb +31, Intimidate +23,
Perception +21, Swim +31

Special Abilities: Fast Movement, Rage* (45 rnds/dy,
+6 Str/Con, +3 Will (+6 vs. enchant.), -2 AC,), Rage
Powers® (Guarded Stance, Mighty Swing, Powerful
Blow, Increased DRx2, Renewed Vigor, Surprise
Accuracy), Trap Sense +5, Improved Uncanny Dodge,
DR 4/-, Indomitable Will, Greater Rage, Orc Ferocity,
Darkvision 60’

Jacen Baxter

CE Human Wizard (Conjurer) 15

Init +6 Space/Reach 5 ft. Spd: 60 ft.
AC 28, Touch 23, FF 25; (+4 armor, +2 Dex, +2
shield, +1 insit, +3 enh., +1 haste, +2 nat., +3 deflect.)®
HP 94 (15d6 + 15+ 15 favored)*
Fort +9 Ref +11~ Will +16
Immune: Spells level 1-4
Resistances/SR: Spell Turning
Spec. Attacks: Acid Dart, +12, 1d6+7, 14/day, no SR
Full Attack Dagger+8/+8/+3 (1d4+3 plus spell, 19-
20x2) or Spell +12 ranged, +11 melee, (20x2)

Str 8, Dex 14, Con 12°, Int 31°, Wis 18, Cha 17°

Base Atk +7 CMB+9 CMD 32

Feats: Augment Summoning, Combat Casting,
Empower Spell, Eschew Materials, Greater Spell
Penetration, Improved Initiative, Maximize Spell,
Quicken Spell, Scribe Scroll, Spell Focus (Conjuration),
Spell Penetration, Still Spell

Spells: Save DC = Level + 10  Bonded Item: Ring
0" —Arcane Mark, Dancing Lights, Flare, Ray of Frost
1t — Magic Missile (3), Ray of Enfeeblement, Summon
Monster | (2), True Strike (2)

2" — Acid Arrow (2), Invisibility, Protection from
Arrows, Scorching Ray, Summon Monster I1 (2), Web
3" _Blink, Dispel Magic, Fireball (2), Hold Person,
Magic Missile (Silent), Summon Monster 111

4t _Black Tentacles, Confusion, Dispel Magic (Silent),
Greater Invisibility, Magic Missile (Empower),
Stoneskin, Summon Monster 1V (2)

5% — Dismissal, Dispel Magic (Silent, Still) (2),
Dominate Person, Magic Missile (Empower, Still),
Summon Monster V (2)

6™ —Acid Arrow (Quicken), Globe-of-Hvalnerability,
Greater Dispel Magic, Planar Binding, Summon
Monster V1 (2)

7t — Spel-Furning, Mass Hold Person, Magic Missile
(Quicken, Empower), Summon Monster VI

8™ — Magic Missile (Quicken, Empower, Still), Polar
Ray, Summon Monster 8

Gear: Bracers of Armor +4, Ring of Force Shield, +3
Dagger (Defending, Spell Storing), Boots of Speed, Ring
of Protection +3, Amulet of Natural Armor +2, Cloak of
Resistance +3, Gloves of Arrow Snaring®, Headband of
Mental Superiority +6, Fome-ofClear FThought+2,
Potion-of Haste, Potion-ofBless, Potion of Cure Ser. (3)
Skills: Fly +24, Perception +20, Swim +18, Spellcraft
+32, Use Magic Device +19; Concentration +29
Special Abilities: Summoner’s Charm, Acid Dart,
Dimensional Steps (510°/day, as D. Door)

(150 points)
DR: 10/adamantine
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| ATL 17

Maximilion Viarosa True Seeing
LE Human Sorcerer (Arcane Bloodline) 18
Init+2  Space/Reach 5 ft. Spd: 60 ft.

AC 33, Touch 19, FF 29; (+6 armor, +2 Dex, +4 shield,
+1 dodge, +1 haste, +5 deflection, +4 natural)®

HP 166 (18d6 + 44 + 18 favored + 18 heroism)*

Fort +13 Ref +14 Will +21 SR: No

Immune: Fear, Spells Ivl 1-3, also has Spell Turning
DR: 10/adamantine (180 points)

Resistances: Fire, Acid, Electricity, Cold 30

Full Attack Dagger +9/+9/+4 (1d4+3 plus spell, 19-
20x2) or Spell +10 ranged, +9 melee, (20x2)

Spec. Abilities: Arcane Bond — Item (Ring of Prot. +5)
Str 8, Dex 14, Con 14°, Int 16°, Wis 18, Cha 34°
Base Atk +9; CMB +11; CMD 39

Feats: Combat Casting, Dodge, Still Spell, Spell Foc.
(Enchant.), Grtr. Spell Foc. (Enchant.), Spell Pen., Grtr.
Spell Pen., Empower Spell, Maximize Spell, Heighten
Spell, Silent Spell, Quicken Spell, Toughness

Spells Per Day: Save DC = Level + 12 (+16 enchant.)
o 0™ — Acid Splash, Daze, Light, Resistance

9 8 1t— Charm Person, Shield, Magic Missile, True
Strike, Ray of Enfeeblement, Identify

9 5 2" _ Acid Arrow, Hideous Laughter, Resist
Energy, Scorching Ray, Mirror Image, Invisibility

9 3 _ Dispel Magic, Fireball, Heroism, Hold Person,
Suggestion
9 7 4™ _ Confusion, Dimension Door, Charm Monster,

Greater Invisibility, Stoneskin, Lesser Globe of Invul.
8 5" — Dominate Person, Hold Monster, Cone of Cold,
Telekinesis, Overland Flight

8 6 6™ — Disintegrate, Greater Heroism, Chain
Lightning, True Seeing, Greater Dispel Magic

8 7 7™ — Mass Hold Person, Delayed Blast Fireball,
Finger of Death, Greater Teleport, Spell Turning

7 8™ — Mass Charm Monster, Polar Ray, Pwr Wrd: Stn
4 9™ — Dominate Monster, Meteor Swarm

Gear: Bracers of Armor +6, +4 Dagger (Defending,
Spell Storing, Lucky), Boots of Speed, Ring of
Protection +5, Ring of Force Shield, Amulet of Natural
Armor +4, Cloak of Resistance +4, Headband of
Mental Superiority +6, Tome-of Leadership-and
Intlaenee==3, PotioneiHaste, Potionof Bless, Potion of
Cure Serious Wounds (3)

Skills: Fly +28, Perception +26, Spellcraft +37;
Concentration +30

Special: Bloodline Arcana (+1 to DC of metamagic
spells), Metamagic Adept (free metamagic feat w/o inc.
cast time) 4/day, School Power (Enchantment, +2 DCs),
New Arcana x2

Alyssa DyVrie

LE Human Monk 17

Init+12 Space/Reach 5 ft. Spd: 110 ft.

AC 45, Touch 39, FF 33; (+5 armor, +10 Dex, +2
shield, +1 dodge, +13 monk, +1 haste, +3 deflection)
HP 181 (17d8 + 51+ 17 favored)
Fort +18 Ref +23 Will +20
Immune: Poison, Disease
DR/Resist: None

Spell-Like Abilities: Abundant Step

Attack: Unarmed+26/+26/+26/+21/+21/+16/+16/+12
(2d8 + 5 +1d6 fire + 1d6 frost + 1d6 electrical, 20x2,
+1d10 fire)*

Special Attacks: Stunning/etc. Fist — 18/day, DC 27°
Str 20, Dex 28°, Con 16, Int 10, Wis 24, Cha 15

Base Atk +12 CMB +30; CMD 58

Feats: Agile Maneuvers, Blind Fight, Break the
Breath®, Combat Reflexes, Defensive Combat Training,
Deflect Arrows, Dodge, Improved Deflect Arrows,
Improved Disarm, Improved Grapple, Improved
Unarmed Strike, Improved Vital Strike*, Medusa’s
Wrath*, Stunning Fist, Vital Strike, Weapon Finesse,
Weapon Focus (Unarmed Strike)

Gear:Amulet of Mighty Fists (+4 — Flaming Burst,
Shocking, Frost), Bracers of Armor +5, Ring of Force
Shield, Ring of Protection +3, Cloak of Resistance +4,
Belt of Physical Perfection +4, Headband of Mental
Superiority +4, Monk’s Robe, Manual-of Quicknessin
Action—+2, Manrual-of-Gainful-Exercise+4, Potion-of
Haste, Potion-of-Bless

Skills: Acrobatics +33, Climb +27, Escape Artist +33,
Sense Motive +29, Stealth +33, Swim +27

Special Abilities: Flurry of Blows, Unarmed Strike,
Improved Evasion, Fast Movement, Maneuver Training,
Still Mind, Ki Pool (Magic, Lawful, Adamantine) — 17
points, Slow Fall (80°), High Jump, Purity of Body,
Wholeness of Body, Diamond Body, Abundant Step,
Diamond Soul, Quivering Palm (DC 27), Timeless
Body, Tongue of the Sun and Moon, Stunning Fist

SR: 27
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Korgoth

NE Half-Orc Barbarian 17

Init +6 Space/Reach 5 ft. Spd: 80 ft.
AC 32, Touch 19, FF 27; (+8 armor, +4 Dex, +2
shield, +1 dodge, +3 natural, +1 haste, +3 deflection)
HP 271* (17d12 + 17 favored) + 51 in rage

Fort +24, Ref +17, Will +10* (*Rage:+4)
Immune/SR/Resist/Spell-Like: None

DR: 4*/- & Heavy Fortification ~ *+2/- for Rage

Full Attack: Greataxe* +34/+34/+29/+24/+19 (1d12
+ 19 +1d6 fire + 1d6 frost + 1d6 electrical, 19-20x3,
+1d10 fire +1d10 electrical)* plus Rage Powers®/Feats*
*for Rage: +3 to hit, +4 dmg, +12 dmg critical (not
included in block) Rage:+6 Str/Con
Str 32°, Dex 18, Con 20, Int 10, Wis 8, Cha 8

BAB: +17 CMB: +29 CMD: 52

Feats: Cleave, Dodge, Great Cleave*, Improved Critical
(Greataxe), Imp. Vital Strike¥, Power Attack?,
Toughness, Vital Strike, Weapon Focus (Greataxe)
Gear:+4 Adamantine Greataxe (Flaming, Icy Burst,
Shocking Burst), +2 Mithril Breastplate (Heavy
Fortification), Amulet of Natural Armor +3,Boots of
Striding and Springing, Ring of Force Shield, Ring of
Protection +3, Cloak of Resistance +4, Belt of Physical
Perfection +4, Manual-of Quickness-in-Action—=+2,
Manual-of Gainful-Exercise+4, Manual-of Bodily
Heplth=2 PotepotHasio, PotionoiBlass

Skills: Acrobatics +26, Climb +33,
Perception +23, Swim +33

Special Abilities:Fast Movement, Rage* (52 rnds/dy,
+6 Str/Con, +3 Will (+6 vs. enchant.), -2 AC,), Rage
Powers® (Guarded Stance, Mighty Swing, Powerful
Blow, Increased DRx2, Renewed Vigor, Surprise
Accuracy, Quick Reflexes), Trap Sense +5, Improved
Uncanny Dodge, DR 4/-, Indomitable Will,
Greater/Tireless Rage, Orc Ferocity, Darkvision 60’

Intimidate +25,

Jacen Baxter

CE Human Wizard (Conjurer) 17

Init +6 Space/Reach 5 ft. Spd: 60 ft.
AC 31, Touch 24, FF 28; (+4 armor, +2 Dex, +2
shield, +1 insit, +4 enh., +1 haste, +3 nat., +4 deflect.)®
HP 106 (17d6 + 17+ 17 favored)*
Fort +10 Ref +12~ Will +18
Immune: Spells level 1-4
Resistances/SR: Spell Turning
Spec. Attacks: Acid Dart, +13, 1d6+8, 14/day, no SR
Full Attack Dagger+9/+9/+4 (1d4+3 plus spell, 19-
20x2) or Spell +13 ranged, +12 melee, (20x2)

Str 8, Dex 14, Con 12°, Int 32°, Wis 18, Cha 17°

Base Atk +8 CMB +10 CMD 33

Feats: Augment Summoning, Combat Casting,
Empower Spell, Eschew Materials, Greater Spell
Penetration, Improved Counterspell, Improved
Initiative, Maximize Spell, Quicken Spell, Scribe Scroll,
Spell Focus (Conjuration), Spell Penetration, Still Spell
Spells: Save DC = Level + 11  Bonded Item: Ring
0" —Arcane Mark, Dancing Lights, Flare, Ray of Frost
1t — Magic Missile (3), Ray of Enfeeblement, Summon
Monster | (2), True Strike (2)

2" — Acid Arrow (2), Invisibility, Protection from
Arrows, Scorching Ray, Summon Monster 11 (2), Web
3" _Blink, Dispel Magic, Fireball (2), Hold Person,
Magic Missile (Silent), Summon Monster 111 (2)

4t _Black Tentacles, Confusion, Dispel Magic (Silent),
Greater Invisibility, Magic Missile (Empower),
Stoneskin, Summon Monster IV (2)

5% — Dismissal, Dispel Magic (Silent, Still) (2),
Dominate Person, Magic Missile (Empower, Still),
Summon Monster V (2)

6™ —Acid Arrow (Quicken), Acid Fog, Glebe-of
tvulnerability, Greater Dispel Magic, Planar Binding,
Summon Monster VI (2)

7t _Delayed Blast Fireball, Mass Hold Person, Magic
Missile (Quicken, Empower), SpelTuraing, Summon
Monster VII (2)

8" _Greater Dispel Magic (Silent, Still), Magic Missile
(Quicken,Empower,Still), Polar Ray, Summon Monster 8
9t _ Delay. Blast Fireball (Empower), Summon
Monster 1X, Time Stop

Gear: Bracers of Armor +4, Ring of Force Shield, +4
Dagger (Defending, Spell Storing), Boots of Speed, Ring
of Protection +4, Amulet of Natural Armor +3, Cloak of
Resistance +4, Gloves of Arrow Snaring®, Headband of
Mental Superiority +6, Fome-of Clear Fhought+2,
Potion-of Haste, Potion-of Bless, Potion of Cure Ser. (3)
Skills: Fly +26, Perception +22, Swim +20, Spellcraft
+34, Use Magic Device +21; Concentration +31
Special Abilities: Summoner’s Charm, Acid Dart,
Dimensional Steps (510°/day, as D. Door)

(170 points)
DR: 10/adamantine
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Maximilion Viarosa True Seeing
LE Human Sorcerer (Arcane Bloodline) 19
Init+6  Space/Reach 5 ft. Spd: 60 ft.

AC 33, Touch 19, FF 29; (+6 armor, +2 Dex, +4 shield,
+1 dodge, +1 haste, +5 deflection, +4 natural)®

HP 175 (19d6 + 47 + 19 favored + 19 heroism)*

Fort +13 Ref +14 Will +21 SR: No

Immune: Fear, Spells Ivl 1-3, also has Spell Turning
DR: 10/adamantine (190 points)

Resistances: Fire, Acid, Electricity, Cold 30

Full Attack Dagger +10/+10/+5 (1d4+3 plus spell, 19-
20x2) or Spell +11 ranged, +10 melee, (20x2)

Spec. Abilities: Arcane Bond — Item (Ring of Prot. +5)
Str 8, Dex 14, Con 14°, Int 16°, Wis 18, Cha 34°
Base Atk +9; CMB +11; CMD 39

Feats: Combat Casting, Dodge, Imp. Init., Still Spell,
Spell Foc. (Enchant.), Grtr. Spell Foc. (Enchant.), Spell
Pen., Grtr. Spell Pen., Empower Spell, Maximize Spell,
Heighten Spell, Silent Spell, Quicken Spell, Toughness
Spells Per Day: Save DC = Level + 12 (+16 enchant.)
o 0™ — Acid Splash, Daze, Light, Resistance

9 8 1%t— Charm Person, Shield, Magic Missile, True
Strike, Ray of Enfeeblement, Identify

9 5 2" _ Acid Arrow, Hideous Laughter, Resist
Energy, Scorching Ray, Mirror Image, Invisibility

9 3 _ Dispel Magic, Fireball, Heroism, Hold Person,
Suggestion

9 7 4™ _ Confusion, Dimension Door, Charm Monster,
Greater Invisibility, Stoneskin, Lesser Globe of Invul.
8 5" — Dominate Person, Hold Monster, Cone of Cold,
Telekinesis, Overland Flight

8 6 6™ — Disintegrate, Greater Heroism, Chain
Lightning, True Seeing, Greater Dispel Magic

8 7 7™ — Mass Hold Person, Delayed Blast Fireball,
Finger of Death, Greater Teleport, Spell Turning

8 8™ — Mass Charm Monster, Polar Ray, Horrid
Wilting, Power Word: Stun

5 9™ _ Dominate Monster, Energy Drain, Meteor
Swarm, Wish

Gear: Bracers of Armor +6, +4 Dagger (Defending,
Spell Storing, Lucky), Boots of Speed, Ring of
Protection +5, Ring of Force Shield, Amulet of Natural
Armor +4, Cloak of Resistance +4, Gloves of Arrow
Snaring®, Headband of Mental Superiority +6, Fome-of
Bless, Potion of Cure Serious Wounds (3)

Skills: Fly +29, Perception +27, Spellcraft +38;
Concentration +31

Special: Bloodline Arcana (+1 to DC of metamagic
spells), Metamagic Adept (free metamagic feat w/o inc.
cast time) 5/day, School Power (Enchantment, +2 DCs),
New Arcana x3

Alyssa DyVrie

LE Human Monk 19

Init+12 Space/Reach 5 ft. Spd: 120 ft.

AC 48, Touch 41, FF 35; (+6 armor, +11 Dex, +2
shield, +1 dodge, +13 monk, +1 haste, +4 deflection)
HP 201 (19d8 + 57+ 19 favored)
Fort +19 Ref +25 Will +21
Immune: Poison, Disease
DR/Resist: None

Spell-Like Abilities: Abundant Step, Empty Body
Attack: Unarmed+29/+29/+29/+24/+24/+19/+19/+15
(2d8 + 5 +1d6 fire + 1d6 frost + 1d6 electrical, 19-20x2,
+1d10 fire +1d10 electrical)*

Special Attacks: Stunning/etc. Fist — 20/day, DC 28%
Str 20, Dex 30°, Con 16, Int 10, Wis 24, Cha 15

Base Atk +14 CMB +29; CMD 61

Feats: Agile Maneuvers, Blind Fight, Break the
Breath®, Combat Reflexes, Defensive Combat Training,
Deflect Arrows, Dodge, Greater Grapple, Improved
Critical (Unarmed), Improved Deflect Arrows,
Improved Disarm, Improved Grapple, Improved
Unarmed Strike, Improved Vital Strike*, Medusa’s
Wrath*, Stunning Fist, Vital Strike, Weapon Finesse,
Weapon Focus (Unarmed Strike)

Gear:Amulet of Mighty Fists (+5 — Flaming Burst,
Shocking Burst, Frost), Bracers of Armor +6, Ring of
Force Shield, Ring of Protection +4, Cloak of
Resistance +4, Belt of Physical Perfection +4,
Headband of Mental Superiority +4, Monk’s Robe,
Skills: Acrobatics +35, Climb +29, Escape Artist +35,
Sense Motive +31, Stealth +35, Swim +29

Special Abilities: Flurry of Blows, Unarmed Strike,
Improved Evasion, Fast Movement, Maneuver Training,
Still Mind, Ki Pool (Magic, Lawful, Adamantine) — 17
points, Slow Fall (any distance), High Jump, Purity of
Body, Wholeness of Body, Diamond Body, Abundant
Step, Diamond Soul, Quivering Palm (DC 28), Timeless
Body, Tongue of the Sun and Moon, Empty Body,
Stunning Fist

SR: 29
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Korgoth

NE Half-Orc Barbarian 19

Init +10 Space/Reach 5 ft. Spd: 80 ft.
AC 36, Touch 20, FF 31; (+10 armor, +4 Dex, +2
shield, +1 dodge, +4 natural, +1 haste, +4 deflection)
HP 291* (19d12 + 19 favored) + 57 in rage

Fort +24, Ref +17, Will +10* (*Rage:+4)
Immune/SR/Resist/Spell-Like: None

DR: 5*/- & Heavy Fortification ~ *+3/- for Rage

Full Attack: Greataxe* +36/+36/+31/+26/+21 (1d12
+ 19 +1d6 fire + 1d6 frost + 1d6 electrical, 19-20x3,
+1d10 fire +1d10 electrical)* plus Rage Powers®/Feats*
*for Rage: +3 to hit, +4 dmg, +12 dmg critical (not
included in block) Rage:+6 Str/Con
Str 32°, Dex 18, Con 20, Int 10, Wis 8, Cha 8

BAB: +19 CMB: +31 CMD: 54

Feats: Cleave, Dodge, Great Cleave*, Improved Critical
(Greataxe), Imp. Init., Imp. Vital Strike¥, Power Attack¥,
Toughness, Vital Strike, Weapon Focus (Greataxe)
Gear:+4 Adamantine Greataxe (Flaming, Icy Burst,
Shocking Burst), +4 Mithril Breastplate (Heavy
Fortification), Amulet of Natural Armor +4,Boots of
Striding and Springing, Ring of Force Shield, Ring of
Protection +4, Cloak of Resistance +4, Belt of Physical
Perfection +4, Manual-of Quickness-in-Action—=+2,
Manual-of-Gainful-Exercise+4, Manual-of BodHy
Health—+2, Potion-of-Haste, Potion-of-Bless

Skills: Acrobatics +28, Climb +35, Intimidate +27,
Perception +25, Swim +35

Special Abilities:Fast Movement, Rage* (52 rnds/dy,
+6 Str/Con, +3 Will (+6 vs. enchant.), -2 AC,), Rage
Powers® (Guarded Stance, Mighty Swing, Powerful
Blow, Increased DRx3, Renewed Vigor, Surprise
Accuracy, Quick Reflexes), Trap Sense +6, Improved
Uncanny Dodge, DR 5/-, Indomitable Will,
Greater/Tireless Rage, Orc Ferocity, Darkvision 60’

Jacen Baxter

CE Human Wizard (Conjurer) 19

Init +9 Space/Reach 5 ft. Spd: 60 ft.
AC 35, Touch 24, FF 32; (+6 armor, +2 Dex, +2
shield, +1 insit, +5 enh., +1 haste, +4 nat., +4 deflect.)®
HP 137 (19d6 + 38+ 19 favored)*
Fort +11 Ref +13" Will +19
Immune: Spells level 1-4
Resistances/SR: Spell Turning
Spec. Attacks: Acid Dart, +14, 1d6+9, 15/day, no SR
Full Attack Dagger+10/+10/+5 (1d4+3 plus spell, 19-
20x2) or Spell +14 ranged, +13 melee, (20x2)

Str 8, Dex 14, Con 12°, Int 34°, Wis 18, Cha 17°

Base Atk +9 CMB+11 CMD 34

Feats: Augment Summoning, Combat Casting,
Empower Spell, Eschew Materials, Greater Spell
Penetration, Imp. Counterspell, Imp. Init., Toughness,
Maximize Spell, Quicken Spell, Scribe Scroll, Spell
Focus (Conjuration), Spell Penetration, Still Spell
Spells: Bonded Item: Ring of Prot. +4
0" —Arcane Mark, Dancing Lights, Flare, Ray of Frost
1t — Magic Missile (3), Ray of Enfeeblement, Summon
Monster | (2), True Strike (2)

2nd _ Acid Arrow (2), Invisibility, Protection from
Arrows, Scorching Ray, Summon Monster 11 (2), Web
3" _Blink, Dispel Magic, Fireball (2), Hold Person,
Magic Missile (Silent), Summon Monster 111 (2)

4t _Black Tentacles, Confusion, Dispel Magic (Silent),
Greater Invisibility, Magic Missile (Empower),
Steneskin, Summon Monster 1V (2)

5t _ Dismissal, Dispel Magic (Silent, Still) (2),
Dominate Person, Magic Missile (Empower, Still),
Summon Monster V (2)

6™ —Acid Arrow (Quicken), Acid Fog, Glebe-of
Hvulnerability, Greater Dispel Magic, Planar Binding,
Summon Monster VI (2)

7' —Delayed Blast Fireball, Mass Hold Person, Mass
Invisibility, Magic Missile (Quicken, Empower), SpeH
Furnaing, Summon Monster VI (2)

8" _Greater Dispel Magic (Silent, Still), Greater Planar
Binding, Magic Missile (Quicken, Empower, Still),
Polar Ray, Summon Monster VIII (2)

9™ _ Delay. Blast Fireball (Empower), Dom. Monster,
Summon Monster 1X (2), Time Stop

Gear: Bracers of Armor +6, Ring of Force Shield, +5
Dagger (Defending, Spell Storing), Boots of Speed, Ring
of Protection +4, Amulet of Natural Armor +4, Cloak of
Resistance +4, Gloves of Arrow Snaring®, Headband of
Mental Superiority +6, Fome-of Clear Fhought+4,
Potion-of Haste, Potion-of Bless, Potion of Cure Ser. (3)
Skills: Fly +28, Perception +24, Swim +22, Spellcraft
+36, Use Magic Device +23; Concentration +33
Special Abilities: Summoner’s Charm, Acid Dart,
Dimensional Steps (570°/day, as D. Door)

(190 points)
DR: 10/adamantine
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Sorcerer

N Human Sorcerer 6

Initiative +6; Space/Reach 5 ft./5 ft.
AC 21, Touch 12, FF 19 (+4 armor, +2 Dex, +4
shield, +1 natural)

HP 42 (6d6 + 12 + 6 favored)
Fort +4, Ref +5, Will +6
SQ/DR/SR/Immune None Resist Fire 10
Full Attack Spear +3 (1d8, 20x3) or R. Touch +6
(20x2), M. Touch +3 (20x2)

Special Attack Fire Ray — 8/day, 1d6+3, 20x2, 30’
Spells:

0™ — oo/day — Detect Magic, Disrupt Undead, Light, Ray
of Frost, Read Magic, Resistance, Message

1%t — 8 6/day — Burning Hands (DC 16), Mage Armor,
Magic Missile, Shield, True Strike

2" _ 6/day — Acid Arrow, Invisibility, Scorching Ray
3 _ 4/day — Fireball (DC 18)

Str 10 Dex 14 Con 12 Int 10 Wis 10 Cha 21°

Base Atk +3; CMB +3; CMD 15

Feats Combat Casting, Eschew Materials®, Imp.
Initiative, Toughness, Weapon Focus (R. Touch)

Gear Spear, Light Crossbow (20 bolts), Potion of Cure
Light Wounds, Petion-of Barkskin+1

Skills: Concentration +11, Fly +11, Spellcraft +9
Special Abilities Elemental Ray, Elemental Resistance,
Bloodline Arcana (Can energy substitute for fire)

Speed 30 ft.

Guard (group as needed)

N Human Fighter 2

Initiative +2;  Space/Reach 5 ft./5 ft.

AC 20, Touch 13, FF 17 (+4 armor, +3 shield, +2 Dex,
+1 dodge)

HP 24 (2d10 + 8 + 2 favored) Speed 30 ft.
Fort +7, Ref +3, Will +17
SQNone DRNo SRNo ImmuneNo

Full Attack Longsword +6 (1d8+3, 19-20x2) or
Longbow +4 (1d8, 20x3)

Special Attacks None

Spell-Like Abilities None

Str 17° Dex 14 Con 16 Int 12 Wis 10 Cha 10

Base Atk +2; CMB +5; CMD 17

Feats Dodge®, Shield Focus®, Toughness*, Weapon
Focus (Longsword)

Languages Common, Elven

Gear Chain Shirt, Heavy Shield, Longsword, Longbow
(20 arrows), Potion of Resistance

Skills: Intimidate +5, Perception +2, Sense Motive +2
Special Abilities Bravery +17™

Cleric

N Human Cleric 6

Initiative +5; Space/Reach 5 ft./5 ft.

AC 19, T 11, FF 18 (+7 armor, +1 Dex, +1 natural)
HP 56 (6d8 + 12 + 6 favored) Speed 20 ft.
Fort +6, Ref +3, Will +10

SQ/DR/SR/Immune None Resist Fire 10
Full Attack Mace +4 (1d6, 19-20x2) or Light X-bow
+5 (1d8, 20x2) or R. Tch. +5 (20x2), M. Tch. +4 (20x2)
Special Attack Fire Bolt — 8/day, 1d6+3, 20x2, 30’
Rebuke Death — 8/day, cure 1d4+3 w/tch., target HP < 0
Empowered Healing — All Cure spells are Empowered
Spells:

4 0" — wo/day — Detect Magic, Guidance, Light, Stabilize
6 1%t — Bless (2), Burn. Hands, Bane, Doom, Rmve Fear
52" _ Aid, Hold Pers. (2), Bull’s Strength, Prod. Flame
4 3 _ Bestow Curse, Prayer, Searing Light, Fireball
Str 10 Dex 12 Con 12 Int 10 Wis 21° Cha 12

Base Atk +4; CMB +4; CMD 15

Feats Cmbt Cast., Reach Spell, Imp. Init., Slct. Channel
Gear Banded mail, Mace, Light Crossbow (20 bolts),
Potion-of Barkskin—+1

Skills: Concentration +11, Spellcraft +9

Special Abilities Channel Energy 3d6

Bard

N Human Bard 6

Initiative +6; Space/Reach 5 ft./5 ft.
AC 17, T 12, FF 15 (+4 armor, +2 Dex,+1 natural)
HP 50 (6d8 + 6 + 6 favored) Speed 30 ft.
Fort +3, Ref +7, Will +5
SQ/DR/SR/Immune/Resist None

Full Attack Rapier +6 (1d6, 18-20x2) or

Light crossbow +6 (1d8, 20x2)

Spells:

0™ — oo/day — Detect Magic, Daze, Light, Flare, Read
Magic, Resistance

1%t — 6/day — Charm Person, Cure Light Wounds,
Disguise Self, Expeditious Retreat

2" _ 4/day — Cure Moderate Wounds, Eagle’s Splendor,
Hold Person, Heroism

Str 10 Dex 14 Con 12 Int 10 Wis 10 Cha 21°

Base Atk +4; CMB +4; CMD 16

Feats Combat Casting, Improved Initiative, Lingering
Performance, Weapon Finesse

Gear Chain Shirt, Rapier, Light Crossbow (20 bolts),
Potion of Cure Light Wounds, Petien-of Barkskin-+1
Skills: Concentration +11, Perform +16, Spellcraft +9
Special Abilities Inspire Courage +2, Inspire
Competence +2
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Appendix E — Continued
Gathered Allies

Druid

N Human Druid 6

Initiative +5; Space/Reach 5 ft./5 ft.

AC 18, T 11, FF 17 (+3 armor, +1 Dex, +4 shield)
HP 50 (6d8 + 6 + 6 favored) Speed 30 ft.
Fort +6, Ref +3, Will +10
SQ/DR/SR/Immune/Resist None

Full Attack Scimitar +4 (1d6, 18-20x2) or Light X-bow
+5 (1d8, 20x2) or R. Tch. +5 (20x2), M. Tch. +4 (20x2)
Spells:

0™ — co/day — Detect Magic, Guidance, Light, Stabilize
1t — Cure Light Wounds (2), Charm Animal, Entangle,
Magic Fang

2" _ Barkskin (2), Heat Metal, Produce Flame

3 — Cure Moderate, Call Lightning, Grtr. Magic Fang
Str 10 Dex 12 Con 12 Int 10 Wis 21° Cha 12

Base Atk +4; CMB +4; CMD 15

Feats Cmbt Cast., Nat. Spell, Imp. Init., Emp. Spell
Gear Studded Leather, Scimitar, Light Crossbow (20
bolts), Petien-ofShield

Skills: Concentration +11, Spellcraft +9

Special Abilities Wild Shape 2/day

Wolf: Large Animal

Initiative +2;  Space/Reach 5 ft./5 ft.

AC 21, T 11, FF 19 (+4 arm, +6 nat., +2 Dex, -1 sze)
HP 62 (6d8 + 24) Speed 50 ft.

Fort +9, Ref +6, Will +3 DR/SR/Immune No

SQ Low-light vision, Scent, Link, Share Spells,
Evasion, Devotion

Full Attack™ Bite +13 (1d10+8, 20x2 plus Trip)

Str 24 Dex 15 Con 19 Int 2 Wis 12 Cha 6

Base Atk +4; CMB +11; CMD 23

Feats Weapon Focus (Bite), Improved Natural Attack
(Bite), Armor Proficiency (Light)

Skills Acrobatics +8, Stealth +8

Gear Chain Shirt Barding

Jacen Baxter

CE Human Wizard (Conjurer) 8

Init +2 Space/Reach 5 ft. Spd: 30 ft.
AC 22, Touch 22, FF 20; (+3 armor, +2 Dex, +1 insit,
+1 enh., +1 haste, +2 nat., +2 deflect.)®

HP 52 (8d6 + 8 + 8 favored)*

Fort +6 Ref+9 Will +10 (80 points)
Immune/Resistances/SR: None  DR: 10/adamantine
Spec. Attacks: Acid Dart, +8, 1d6+4, 10/day, no SR
Full Attack Dagger +5 (1d4+3, 19-20x2) or

Spell +7 ranged, +6 melee, (20x2)

Str 12, Dex 14, Con 12°, Int 24°, Wis 12, Cha 11°

Base Atk +3 CMB+5 CMD 28

Feats: Augment Summoning, Combat Casting,
Empower Spell, Greater Spell Penetration, Scribe
Scroll, Spell Focus (Conjuration), Spell Penetration
Spells: Save DC = Level +7  Bonded Item: Ring
0 —Arcane Mark, Dancing Lights, Flare, Ray of Frost
1%t — Magic Missile (3), Ray of Enfeeblement, Summon
Monster I, True Strike (2)

2" — Acid Arrow (2), Invisibility, Protection from
Arrows, Scorching Ray, Summon Monster |1

34— Dispel Magic (2), Fireball, Hold Person, Magic
Missile (Silent), Summon Monster 111

4" _ Dispel Magic (Silent), Dimension Door, Magic
Missile (Empower), Steneskin, Summon Monster 1V
Gear: Bracers of Armor +3, +1 Dagger, Ring of
Protection +2, Amulet of Natural Armor +2, Cloak of
Resistance +2, Headband of Mental Superiority +2,
Petion-of Bless, Scroll of Dimension Door (2), Potion of
Cure Serious Wounds (1)

Skills: Fly +16, Perception +12, Swim +10, Spellcraft
+28, Use Magic Device +11; Concentration +22
Special Abilities: Summoner’s Charm, Acid Dart

Sister Yollanda Aventus

N Human Cleric 10

Initiative +5; Space/Reach 5 ft./5 ft.

AC 19, T 11, FF 18 (+7 armor, +1 Dex, +1 natural)
HP 92 (10d8 + 20 + 10 favored) Speed 20 ft.
Fort +8, Ref +4, Will +12

SQ/DR/SR/Immune None Resist Fire 10
Attacks Mace +7 (1d6, 19-20x2) or Light X-bow +8
(1d8, 20x2) or R. Tch. +9 (20x2), M. Tch. +7 (20x2)
Special Attack Fire Bolt —8/day, 1d6+5, 20x2, 30’
Rebuke Death — 8/day, cure 1d4+5 wi/tch., target HP <0
Empowered Healing — All Cure spells are Empowered
Spells:

0t — wo/day — Detect Magic, Guidance, Light, Stabilize
15t — Bless (2), Burn. Hand (2), Bane, Doom, Rmve Fear
2" _Aid, Hold Pers. (2), Bull’s Str. (2), Prod. Flame (2)
3rd_ Bestow Curse, Prayer, Searing Light (2), Fireball
4™ -Dismissal, Poison, Restor., Holy Smite, Wall of Fire
5t - Raise Dead (3), Fire Shield

Str 10 Dex 12 Con 12 Int 10 Wis 22° Cha 12

Base Atk +7; CMB +7; CMD 18

Feats Combat Casting, Reach Spell, Imp. Init.,
Selective Channeling, Spell Penetration, Weapon Focus
(ranged touch)

Gear Banded mail, Mace, Light Crosshow (20 bolts),
Potion-of Barkskin+1

Skills: Concentration +17, Spellcraft +15

Special Abilities Channel Energy 5d6
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Players’ Handout #1

1
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E‘;ﬁﬁ: Pirate camp (with guard tower)
Fibiy i Tall, jagged rocks/chits

Wk Low, rough rocksfrugged terrain
@ Low grass, sparse wvegetation

¥ Tall grass, small trees/shrbs

< Bandfbeach
s Underwater rockafrapids
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Players’ Handout #2

Organization Contact
Temple of Cyrene Sister Yollanda Aventus, Guide of Young Souls

-Sister Aventus will accompany the task force to attack the pirates
-May be able to be convinced to send additional help

Temple of Hyperion Tameron Slidell
-Speaks for itself and represents all Noble houses not contacted directly
-Has not responded

Temple of Peliron Brother Arnold Mestis
-Speaks for itself, Temple of Peitos and Temple of Galvandt
-Replied that they would like to send help, but want to discuss terms

All other temples Quorum of Faith - Bishop Justin Coboney
-Have not responded

League of Thaumaturgical Studies Jakob Keller, Vice Chief of Cryptography
-Jakob will accompany the task force to attack the pirates
-May be able to be convinced to send additional help

House Seabury Lady Deybri Seabury
-Has not responded

All other Noble Houses Tameron Slidell
-Have not responded

Society of Entertainers and Providers Mistress Adrianne Bonicci
-Replied that, with proper compensation, they might be persuaded to send someone

Druid Grove Archdruid Abraham "The Hunter" Bentine
-Has not responded

Merchant's Guild Lord Janos Sunhawk (Merchant House Sunhawk)
-Agree that dealing with the pirates would benefit their business, but did not promise help

Sea Elves Master Hunter Elliando Suen (Dock 9)
-Contingent of sea elves will accompany the task force to attack the pirates
-May be able to provide better gear for their hunters if given some more resources
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Players’ Handout #3

Writ of

Repayment
This concise contract is
mostly legal jargon that

basically allows the

holder to get a 'favor'
from the Diamond
Legion at any time.

Writ of

Repayment
This concise contract is
mostly legal jargon that

basically allows the
holder to get a ‘favor'

from the Diamond
Legion at any time.

Currency
Voucher

This financial contract

allows the holder to get

2,000 gp in cash/credit
from the Diamond
Legion at any time.

Currency
Voucher

This financial contract

allows the holder to get

2,000 gp in cash/credit
from the Diamond
Legion at any time.

Currency
Voucher

This financial contract

allows the holder to get

2,000 gp in cash/credit
from the Diamond
Legion at any time.

Currency
Voucher

This financial contract

allows the holder to get

2,000 gp in cash/credit
from the Diamond
Legion at any time.

Currency
Voucher

This financial contract

allows the holder to get

2,000 gp in cash/credit
from the Diamond
Legion at any time.

Currency
Voucher

This financial contract

allows the holder to get

2,000 gp in cash/credit
from the Diamond
Legion at any time.

Currency
Voucher

This financial contract

allows the holder to get

2,000 gp in cash/credit
from the Diamond
Legion at any time.

Currency
Voucher

This financial contract

allows the holder to get

2,000 gp in cash/credit
from the Diamond
Legion at any time.

Currency
Voucher

This financial contract

allows the holder to get

2,000 gp in cash/credit
from the Diamond
Legion at any time.

Currency
Voucher

This financial contract

allows the holder to get

2,000 gp in cash/credit
from the Diamond
Legion at any time.

Currency
Voucher

This financial contract

allows the holder to get

2,000 gp in cash/credit
from the Diamond
Legion at any time.

Currency
Voucher

This financial contract

allows the holder to get

2,000 gp in cash/credit
from the Diamond
Legion at any time.

Currency
Voucher

This financial contract

allows the holder to get

2,000 gp in cash/credit
from the Diamond
Legion at any time.

Currency
Voucher

This financial contract

allows the holder to get

2,000 gp in cash/credit
from the Diamond
Legion at any time.

- In order to use these Vouchers or Writs to influence any negotiations in Encounter 2, the PCs must
physically give one or more of these slips of paper (whatever was negotiated for) to the GM, who will
destroy them (the players cannot recover anything they give away, no matter what is said in a 'second

round' of negotiations).

- Vouchers and Writs used for negotiations are given to the GM before the Diplomacy roll is made, so a
failed skill check will effectively result in wasted resources.

- Players may not keep any Writs of Repayment for themselves.

- Players may keep any Currency Vouchers they do not give away. At the end of the module, the total
value of all Currency Vouchers the players kept is divided evenly amongst the group as a cash reward.
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Critical Event Summary: Sharkbait

Convention: Date:

1. Did the players use the Favor or Disfavor version? Favor Disfavor

2. Which organizations did they manage to get help from? Did they use all of the Vouchers?

3. Did the players give any money to the Sea Elves, and how much? Yes No

4. Did any players insist on fighting with the Sea Elves?  Yes No

5. Did the players send their allies from Encounter 2 to help elsewhere on the island? Yes No
If ‘No’, why not? If ‘Yes’, provide a short description of what they sent them to do:

6. Did the players kill Jacen Baxter on the Clearwater? Yes No

7. Was the battle on the Clearwater a challenge, or a waste of time, and why?

8. Did any players die during the fight with Max? Yes No If not, why not?
9. Did Trident Kincaid or Commander Martin die? Yes No If yes, why and how?
10. How many points did the table get from Encounter 6? How did they earn them?

Return this form to: David Samuels, 2722 East 64" Street, Brooklyn, NY 11234, Isj-modsummary@theshiningjewel.com
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Please send completed form to:
Eric V. Clark, 300 Indiana Ave,
Pendleton, IN 46064, or email

to

Isj-roster@theshiningjewel.com.

.

ROSTER OF HEROES: SHARKBAIT
Judge Name:
Convention: Date:
Player Name: HomeState:
Email address: (optional)
Hero’s Name: Sex: Race:
Class: Level: Region/City:
Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha Gained a level: [ ] Lost level(s): []
Dead: [] Out of Play: [] Wish to Judge Future Events: ] Wish to Author Future Events: [_]
Player Name: HomeState:
Email address: (optional)
Hero’s Name: Sex: Race:
Class: Level: Region/City:
Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha Gained alevel: [ ] Lost level(s): []
Dead: [] Out of Play: [] Wish to Judge Future Events: [] Wish to Author Future Events: [_]
Player Name: HomeState:
Email address: (optional)
Hero’s Name: Sex: Race:
Class: Level: Region/City:
Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha Gained a level: [ ] Lost level(s): []
Dead: [] Out of Play: [] Wish to Judge Future Events: O Wish to Author Future Events: [_]
Player Name: HomeState:
Email address: (optional)
Hero’s Name: Sex: Race:
Class: Level: Region/City:
Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha Gained a level: [ ] Lost level(s): []
Dead: [] Out of Play: [] Wish to Judge Future Events: [_] Wish to Author Future Events:
Player Name: HomeState:
Email address: (optional)
Hero’s Name: Sex: Race:
Class: Level: Region/City:
Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha Gained a level: [ ] Lost level(s): []
Dead: [] Out of Play: O Wish to Judge Future Events: O Wish to Author Future Events: [_]
Player Name: HomeState:
Email address: (optional)
Hero’s Name: Sex: Race:
Class: Level: Region/City:
Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha Gained a level: [[]  Tost level(s): []

Dead: [] Out of Play: []

Wish to Judge Future Events: ]

Wish to Author Future Events:
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Welcome to the | S5J Shoppine; 5Prcc!

Enclosed in this package is all you need to use the
Shopping Spree.

What to Print

Please print out the Shopping Spree cert file. Each
character gets one and only one cert per adventure to
make their purchases. Please destroy any unused certs.

Gcncral Rulcs

Each player may purchase up to four items per
adventure, all listed on a single cert.

All unused slots on the cert must be crossed out at the
time of purchase.

Exception: A player with a cohort who is playing in that
adventure may purchase up to an additional four items
for the cohort, all on a second cert.

In game time terms, Shopping Spree purchases may
only take place before or after an adventure.

No items may be purchased during an adventure, nor
may any be added to a purchase completed before an
adventure.

E.g.: The party runs into some lycanthropes and has no
silver weapons. They decide at that time that they had
bought silversheen using the Shopping Spree. Sorry,
that isn’t happening. Deny the purchase until after the
module is over.

What Can Bc Furcl'lasccl

The following may be purchased from Pathfinder RPG
Core Rulebook.

Scrolls are available for the following Arcane/Divine
Spells. Prices are listed for (Arcane)/(Divine). NA in
the listing means the spell is not available as that type of
scroll.

All potions and scrolls available for purchase are at
minimum caster level.

* An alignment (Good / Evil / Law / Chaos) must be
specified when purchased.
** One type of energy (fire / cold / acid / electric /
Scroll Potion
Price A/D  Price

Available Potions / Scrolls

Cure light wounds (potion) 50/25 50
Endure elements (potion) NA /25 50
Mage armor (potion) NA /NA 50
Magic fang (potion) NA /25 50
Magic weapon (oil) NA /25 50
Protection from XX* (potion) NA /25 50
Remove fear (potion) NA /25 50
Bless weapon (oil) NA /100 100
Silversheen(oil) NA 250
Aid (potion) NA 300
Cure moderate wounds 200/ 150 300
(potion)

Darkvision (potion) NA /375 300
Delay poison (potion) 200/ 150 300

Lesser restoration (potion) NA /150 300

Remove paralysis (potion) NA /150 300

Resist energy 10** (potion) NA /150 300

Cure serious wounds (potion) | 525/375 750

Magic circle against XX* NA /375 750

(potion)

Neutralize poison (potion) 1000/ 375 750

Remove blindness/deafness NA /375 750

(potion)

Remove curse (potion) NA /375 750

Remove disease (potion) NA /375 750

Water breathing (potion) NA /375 750

Dispel Magic (scroll)*** NA /375 NA

Hold Person (scroll)*** NA /150 NA

Breath of Life (scroll)**** NA /1125 NA

Raise Dead (scroll)**** NA /6125 NA

sonic) must be specified when purchased.

***There may be a chance for a mishap if the scroll is
cast by a caster less than 5th level.

****There may be a chance for a mishap if the scroll is
cast by a caster less than 9th level.
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OPEN GAME LICENSE Version 1.0

The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights
Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark
owners who have contributed Open Game Content; (b)"Derivative
Material" means copyrighted material including derivative works and
translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may be
recast, transformed or adapted; (c) "Distribute” means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content” means the game mechanic and
includes the methods, procedures, processes and routines to the extent such
content does not embody the Product Identity and is an enhancement over
the prior art and any additional content clearly identified as Open Game
Content by the Contributor, and means any work covered by this License,
including translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) "Product Identity" means
product and product line names, logos and identifying marks including
trade dress; artifacts; creatures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos,
symbols, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open Game Content;
(f) "Trademark™ means the logos, names, mark, sign, motto, designs that
are used by a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the Contributor (g)
"Use", "Used" or "Using" means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open Game
Content. (h) "You" or "Your" means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be Used
under and in terms of this License. You must affix such a notice to any
Open Game Content that you Use. No terms may be added to or subtracted
from this License except as described by the License itself. No other terms
or conditions may be applied to any Open Game Content distributed using
this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the Open
Game Content.

5. Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient rights
to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright date,
and the copyright holder's name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of that
Product Identity. You agree not to indicate compatibility or co-adaptability
with any Trademark in conjunction with a work containing Open Game
Content except as expressly licensed in another, independent Agreement
with the owner of such Trademark. The use of any Product Identity in
Open Game Content does not constitute a challenge to the ownership of
that Product Identity. The owner of any Product Identity used in Open

Game Content shall retain all rights, title and interest in and to that Product
Identity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorized version of
this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of
the terms of this License with respect to some or all of the Open Game
Content due to statute, judicial order, or governmental regulation then You
may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to
comply with all terms herein and fail to cure such breach within 30 days of
becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast,
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on
material by E. Gary Gygax and Dave Arneson.
Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC;
Author: Jason Bulmahn, based on material by Jonathan Tweet,
MonteCook, and Skip Williams.

Pathfinder RPG Bestiary, © 2009, Paizo Publishing, LLC; Author: Jason
Bulmahn, basedon material by Jonathan Tweet, Monte Cook, and
SkipWilliams.

Pathfinder RPG GameMastery Guide, © 2010, Paizo Publishing, LLC;
Author: Cam Banks, Wolfgang Baur,Jason Bulmahn, Jim Butler, Eric
Cagle, Graeme Davis, Adam Daigle, Joshua J. Frost, James
Jacobs,KennethHite, Steven Kenson, Robin Laws, Tito Leati, Rob
McCreary, Hal Maclean, Colin McComb, Jason Nelson, DavidNoonan,
Richard Pett, Rich Redman, Sean K Reynolds, F. Wesley Schneider,
Amber Scott, Doug Seacat, MikeSelinker, Lisa Stevens, James L. Sutter,
Russ Taylor, Penny Williams, Skip Williams, Teeuwynn Woodruff.
Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC;
Author: Jason Bulmahn.

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All
rights reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors:
Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey
Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger,
and Bill Webb; Based on original content from TSR.

The LSJ Campaign Guide, Copyright 2009, The Shining Jewel, LLC;
Authors LSJ Staff.

Shopping Spree Rules & Certs, Copyright 2006, The Shining Jewel, LLC;
Author Keith Knecht

Forewarned is Forearmed, Copyright 2010, The Shining Jewel, LLC,
AuthorDaniel Lewis.
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