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X" marks the spot! A treasure map has been found! But there is a catch.
The map leads to an island smack in the middle of pirate-infested waters.
Is an treasure worth such a risk? For ATLs 3-11.

This module is not part of a series.

However, it would be better to play LSJ25 "For Love of Beer"
prior to this one for sake of continuity.
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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. 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 an encounter, feel free to do
what is necessary to assist the PCs to succeed. 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)
AND THE POWER OF PCs

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.

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)

LIFESTYLEINLSJ

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. If this is a player’s first time playing
LSJ and an introduction module, he is not to be charged
lifestyle. This is an encouragement for him to keep

playing.
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ADVENTURE BACKGROUND

Is it paranoia if someone is really after you? It was
never determined if this was a fact for the illusionist
wizard Antoclis. Early in his years, Antoclis had a
passion to travel the lands of Raia. He would research
his craft in addition to collecting souvenirs from places
he had been to. In his travels, he had happened upon a
map. This map, based upon his research at the time,
was the property of a long-deceased pirate that had the
name of The Bloody Baron of the Seas. The map
showed the Tasman Sea with a location marked upon
one of its smaller islands. It was a treasure map!
However, while Antoclis accidentally came upon the
map, others have been searching for this map for quite
some time. W.ithin a day upon acquiring the map,
Antoclis was attacked. It took all of his power and
resources for him to escape with his life. Since then, he
has been on the run.

Antoclis knew he needed to get home, but was afraid
that he might be followed. So he took extra care (and
extra time) to do so. After several months, he made it
home back in Amthydor. He knew his time here was
short, and if he wanted to keep the map he would have
to hide it. The map was magically hidden across a
series of several paintings. By themselves, the
paintings depicted a number of different locations
within the Tasman Sea, but were useless as their
inaccuracies as compared to actual maps made them
simply pretty paintings. He could come back later and
reassemble the paintings to find out what kind of
treasure this map led to.

But Antoclis would never get a chance. Within a week
after arriving home, he was attacked once again.
However, this time, he was ready. He knew he couldn't
defeat his attackers, but he did plan an escape. Where
he is now, no one knows. His home, however, was
ransacked for all of its valuables. The paintings ended
up being sold on the open market or privately. One of
them was even in the hands of pirates, but it was
determined to be useless (LSJ25 For Love of Beer).

Recently, a member of the League of Thaumaturgical
Studies came across records of the paintings, and began
gathering them in hopes of discovering their secret.
The final of the painting puzzle had appeared and
adventurers are needed to investigate the location. With
their experience, it should be easy . . . right?

ADVENTURE SUMMARY

Introduction: Boy meets PCs, gives them intro letter.

Encounter 1: Meet at LoTS for mission. Get treasure
map.

Encounter 2: Go to Harbormaster to get ship
information and/or charter a ship.

Encounter 3: PCs go to Sharky's Reef to hire a crew
for their ship.

Encounter 4 (Optional): PCs go shopping for supplies.

Encounter 5: PCs go to ship and/or meet crew to set
sail.

Encounter 6: Ship sets sail.

Encounter 7: Ship boarded by pirates.

Encounter 8: PCs make landfall on the island.

Encounter 9: Final battle with the pirates.

Conclusions: Three possible conclusions based on the
PCs' actions (or inaction).

Epilogue

INTRODUCTION

Prior to start of play, find out from the players if the PC
they are using has played LSJ25 "'For Love of Beer."
Of those people, find out if any of the PC(s) have the
Antoclis Painting cert. This information is important
and will determine which introduction letter the PC(s)
receive from the messenger.

It is a warm day in the Shining Jewel. Although
summer hasn't officially arrived, the days are
becoming much warmer than you expect while still
being spring time. You watch from your table within
Dauntless Dolphin of the people outside hurrying
from one place to another. The cool indoors is a
pleasant relief from the growing heat outside.
Amongst the people you see, a small boy hurries
from place to place as if looking for something. He
then stops in the middle of the street and looks in the
direction of the inn. Just as quickly as before, the
boy moves towards the inn and enters through the
door. Still watching, you see the boy go to Bialtor
and asks him something. Bialtor nods and then
points in your direction. The boy leaves something
on the counter and then moves through the crown
towards your table. He stops before you, panting
slightly from being out of breath. Sweat glistens
from his brow as he looks, hopefully, to the person(s)
he seeks.

"Are you (PC's name)?*
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« \Why do you ask?

“I have a letter from Ms. Shadowdancer from the
League of Though ... the League of Thow .... the
League of Thaumaturgical Studies for (PC's name).”

« No, I'm not.

The boy frowns and sighs. “Okay. Thanks for your
time.” The boy hurries off and exits the inn. From
the window you see him continue down the street
trying to find the person(s) that just sent him away.

Sending away the boy will not advance this module for
the PC(s). Game over.

«® Yeslam.

“Oh good! Ms. Shadowdancer from the League of
Though ... (he sighs if he said this word before, ...
please don't make me say that word again.
Anyway!") ... Thow ... Thaumaturgical Studies
wants you to meet her at the League in two hours,”
the boys says while handing you the letter.

e Give Handout #1 to those who have NOT played
"For Love of Beer."

¢ Give Handout #2 to those who HAVE played "'For
Love of Beer™ and DON'T have the Antoclis
Painting cert.

e Give Handout #3 to those who HAVE played "'For
Love of Beer' AND has the Antoclis Painting cert.

&« \What is your name?

“Jeremy.”

« How old are you?

“l am eight years old. 1 will be nine in two months!”
He says proudly.

« Do you know what this is about?

“NOpe.”

&« \Who is Rieggei Doogan?

The boy shrugs, "I don't know."*

Allow the PC(s) a Knowledge (local) DC10 to know
that Rieggei Doogan is the wife of Bialtor, co-owner of
the Dauntless Dolphin.

When the questions are done, Jeremy will wait about 30
seconds to a minute. He is waiting for a tip, but is too
polite to ask for one. If the PC(s) tip him, he will thank
them and happily go about his merry way. If not, he
will head out, but not as cheerful as he could be.
(Bonus XP for tipping the boy.)

> GO TO Encounter 1 (page 4).
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ENCOUNTER 1
THE LEAGUE

The League (or LOTS as it is also called) is situated
in the Academy District. You pass many other
learning institutions before reaching your
destination. It takes you about ten minutes to reach
the League's main building from the entrance of the
district.

The building looks unimpressive as you enter
through the double doors. One floor with eight foot
high ceilings that is barely big enough to fit three
covered wagons within.  You walk up to the
receptionist that sits patiently behind a darkwood-
finished desk. The woman sitting before you
appears to be in her mid 20s or 30s .... until you
notice her elven ears. Only she knows what her true
age is! Her hair is tied back into a ponytail and you
see her furiously writing with a feathered quill upon
a long piece of parchment paper. She seem oblivious
of you as you approach. However, without looking
up or missing a single pen stroke, she inquires,
"How may | help you?"'

The elven woman's name is Eliscialla (el-lis-SEE-ay-
lee-ah), a forest elf from the Thornwater region. She is
an intern at the League and is currently working on
several assignments given to her. She will continue to
write until she is forced to look up. Those that have
been to the League before might recognize her. If the
PCs inquire about it, go ahead and allow it.

& The PC(s) explain that they were sent for by
Zilenze Shadowdancer.

“Go left through the door and follow the hall until it
ends. Knock three times. Stand back and wait three
seconds. If there is no flash, then open the door and
proceed.”

There is 30% chance that the door will flash when
knocked upon. The flash is a warning that the transit is
in use and the door will not open. A successful
Knowledge (local) DC 20 will allow the PC(s) to know
this. PC(s) that are members of the League would
automatically know this.

&« What if there is a flash?

“Then wait three minutes before trying again.”
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& \What happens if we don't heed your instructions
(and go immediately after the flash)?

“Then you get what you deserve.”

Should the PCs not heed Eliscialla's instructions and
attempt to enter the door after the flash, the door will
not open (and unless the PC(s) make a Reflex Save
DC15, they will walk into the closed door).

If the PCs present the letter of invitation for Eliscialla to
see, she will stop writing and look up, scanning the
parchment. She's give the same directions as above.

"My apologies for making you wait. | am glad that
you've come.” (If the PCs are still standing, she will

| say "Please be seated.”) *"As my note had mentioned,

I have a mission that could be extremely profitable.
Hopefully, since you are here, that means you might
be interested?"

Entering through the door, you see a small room
barely large enough to fit all of you within. There is
a door on the opposite wall.

This i1s Zilenze Shadowdancer. She i1s a gnome that
stands 3'4" and is the Head Councilor for the Illusion
division of the League of Thaumaturgical Studies. She
appears to be a young adult for her race (67 years old)
and is an expert in her field of illusion magic.

« | like your walls.

The door on the opposite wall will remain locked (the
door cannot be picked or magically opened). When the
PCs are all in the room, the door they entered from will
close and lock behind them. There will be a quick flash
the fills the room, and the door in front will then open.
The PCs will be able to enter Zilenze Shadowdancer's
office.

“Do you? | am pleased to hear that! I've worked
hard to get them just right. And with the
appropriate command word, sound can be added as
well.”

&« \What of this wall? A normal window?

The door opens into a room about 20" x 30" in size.
As soon as you cross the threshold, you are
immediately greeted. ""Welcome! Welcome! Please
come in! Pop asquat and I'll be right with you!"

You cannot help but notice the difference
panoramic views upon each of the walls. The first
wall, which now covers the door in which you
emerged from, is of a rock face cliff with a free-
flowing waterfall. The wall to your right appears to
be that of a lush tropical jungle with a gentle breeze
blowing through the trees. The wall opposite you
appears to be of a sunny beach with the ocean waves
lapping at the sandy shore. And finally, the wall to
your left appears almost normal in comparison. It
has a huge bay window in which you can see the
outside passerbys going by.

The woman behind the desk finishes what she was
doing and climbs down off her chair. She walks
around the desk, appearing to be slightly taller than
the desk's height, and faces you. She wears
shimmering crimson robes, has blue eyes, and white-
purple hair. She stands a little over three feet tall
and has a round face. She pulls out a stool from
under the desk and sits upon it.

“Oh, it's not just a normal window. | can view
almost any street | desire. | admit that this is more
divination magic than illusionary, but I get bored
sometimes watching the same people go by. And I
don't get out much, so this allows me to see what's
going on around the city.”

& Are you and actual Shadowdancer?

Zilenze sighs. **No, that is my last name.” You get
the impression that she gets asked this question a lot.

& So what's the mission about?
didn't say.

Your message

“Ah yes. Well, I couldn't very well publicize the
details of the mission. Otherwise EVERYONE
would be clamoring for it. But | have a quick
guestion for you first. Do you know anything or
heard anything about a mage named Antoclis?”

« No./ Not really.

“I'm not surprised. While not famous in general
circles, Antoclis was well-known by the League. He
was an expert with illusions. He also traveled a lot.
It was rumored that one of the last few places he
visited drove him mad. Not the angry mad, but the
crazy mad. No one is sure where this was, nor could
they get the location out of him. But as a result, he
became very paranoid and suspicious of everybody.
So much that he began encrypting his texts and hid
important documents within unimportant things. |
remember him speaking of a map that was very
important, but he was afraid that someone might
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steal it. Apparently his paranoia was justified as his
home was ransacked and all of his possessions were
taken.”

&« Yes,

“Oh really? What do you know of him?” |

Allow the PC(s) to say what they want. Zilenze will
nod or "mhmm™ as they spin their tale. A successful
Knowledge (local) DC 15+ATL will allow the PC to
know the information above in the previous paragraph
concerning Antoclis.  Once finished, Zilenze will
correct or add to the information as listed above.

«® You mentioned a map?

“Yes, yes! Antoclis wanted to follow the map to its
destination, but knew he couldn't do so right away.
So he turned the map into a series of paintings.
Singly, they were meaningless. But all together ....
which is the reason why you are here.”

Zilenze smiles as she turns back to you. ""With this,
you should find remarkable things I think."

Show the PCs Player's Handout #4 map. Only give
them the map if they accept the mission.

& \What kind of treasure are we looking at here?

“l don't really know. Antoclis' notes weren't
specific. Of course | suspect that was on purpose.
He didn't advertise he had the map much less
describe the contents of the treasure.”

« How long is this going to take?

“Well, looking at the map | see that your destination
is roughly 1000 miles from Amthydor. The distance
traveled is also based on the type of ship that makes
the journey. The Harbormaster would have more
information and a better estimate of travel times.”

&« Should we tell people that we are on a treasure
hunt?

If NONE of the PCs played "For Love of Beer' or
don't have the Antoclis Painting cert, Zilenze has
manage to acquire all the paintings in the series.

“l have managed to acquire the entire series of
paintings he created. And what | discovered was a
treasure map hidden within!”

If one (or more) of the PCs have the Antoclis Painting
cert from ""For Love of Beer'":

“l have managed to acquire most of the paintings
from the series he created. And through some
rather fine investigating on my part, | learned that
(PC name(s)) managed to get a hold of the other
one(s). While not complete, the series of paintings,
when put together, showed a different configuration.
And if my suspicions are correct, your piece(s) will
complete the series and show a treasure map within!
You did bring your painting(s) with you, right?”

When the PC(s) turn over their painting (or if Zilenze
already all the paintings), continue on:

With all the paintings together, Zilenze
superimposes them on top of one another. Saying
specific arcane words and gesturing towards the
paintings with a burning candle, you see the images
blur and merge, forming a completely different map
than what you have seen before. The canvas behind
the paintings begins to burn as the new image is
imprinted upon it. When complete, the burning
ceases, the hidden map is made whole again.

“That is up to you.”

A successful Sense Motive DC15 will allow the PCs to
realize that Zilenze is holding back an opinion. If
pressed, she will simply remark: **Well, if it were me,
| wouldn't advertise that | am on a treasure hunt.
That might bring attention of your actions to the
wrong kind of people.™

« \Why do you need us?

“Well, I'm not the adventuring type. | prefer my
books and | simply don't have the time in my
schedule to do so. Which is why I called for you.”

« Will it be dangerous?

“Most likely. 1 image the map is the reason why
Antoclis' home was ransacked. And the map itself
shows the path leading into some seriously pirate-
infested waters. And | know that I'm not equipped
to deal with them ....”

A successful Sense Motive DC10 will allow the PCs to
complete that sentence ".... but you are."'

« How much?

Zilenze chuckles for a moment. “Well, I figured that
the treasure would be just rewards. Minus a
percentage for myself, of course. After all, you
wouldn't know the whereabouts of the treasure
without my help.”

& \What percentage?

“Say 50/50?”
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If the PCs wish to negotiate/haggle the percentages,
have them attempt a Diplomacy check.

Diplomacy check Result
DC10+ATL 40/60 split
DC15+ATL 35/65 split
DC20+ATL 30/70 split
DC25+ATL 25/75 split

If any of the PCs are rude during this negotiation, then
this would incur a -5 penalty to the check. Zilenze will
not go lower than a 25/75 split.

Regardless of the split decided upon, such split will
NOT affect the treasure awarded at the end of the
module. The PCs will get whatever is listed based upon
their ATL (do NOT tell the players this!). However,
should the PCs be gracious and allow Zilenze to have
40% or 50% of the treasure, the PCs will get bonus
XP!

& That's still too much.

“l am not willing to go any lower. However, you can
keep all the items you find. | am only interested in a
monetary percentage.”

« \What about expenses?

Zilenze nods. “That's a fair question. | think
expenses should be shared based on the division of
the treasure. If you get more treasure, you should
have to pay more of the expenses.”

& Qut of the question! / That's unacceptable!

“Actually, it is quite fair. However, if you feel that
such a phenomenal opportunity is not for you, then I
might have to look elsewhere for help.”

If the PCs are insistent that the deal is unfair, Zilenze
will continue with this:

might need. After all, you are the experts in this
adventuring thing.”

«& | engthy voyage? How long will this take?

“That depends on the kind of ship you get | imagine.
I think the fastest sea-going vessel can go 3
miles/hour? | think that would be a two week
voyage. One way. So you might also want to think
along those lines for supplies as well.”

&« Ve want a three-hour tour.

Zilenze's expression turns sad.
people ....”

“Oh, those poor

&« We don't have a ship.

“The Harbormaster might know a ship or two for
hire. At least you know they will be crewed.”

<& | have a ship, but I'm not sure if it is seaworthy.

“I imagine the Harbormaster would know.”

& | have a ship, but don't have a crew.

“l heard that there was a place in the Sea District
called ""Sharky's Reef'" that will staff ships. You can
try there.”

Zilenze will give the PCs directions to Sharky's Reef if
asked, which is located in the Sea District.

& Can we visit Antoclis' home?

“You can. However, he is not there and there is no
longer anything of value within. If you wish to try to
find him, that you could, but that would be a whole
'nother adventure. Perhaps some other time.”

When all the questioning is done, Zilenze will continue:

Zilenze claps her hands together. "I think that
should about cover it! 1 definitely look forward to
your return. May llludra watch over you."

“Fine. Then 1 shall not waste your time any
further,” she says as she takes the map from you
and puts it away. "You can find yourselves out.
Have a good day.”

This is the end of the module for the PCs.
» GO TO Conclusion 1 (page 49).

& \What kind of expenses should we expect?

“Well, let's see. Do you have a ship? A crew? The
necessities for a lengthy voyage and back? And
perhaps anything else that you can think of that you

» If the PCs want to speak with the Harbormaster,
GO TO Encounter 2 (page 8).

If the PCs want to go to Sharky's Reef to hire a
crew, GO TO Encounter 3 (page 10).

If the PCs want to get supplies, GO TO Encounter
4 (page 11).

>

>
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ENCOUNTER 2
THE HARBORMASTER

In this encounter, the PCs are looking for information
on possible ships to charter. Or to find out if their ship
would be good for their upcoming voyage.

Making your way to the Port District, you head east
towards the harbor. A central building grabs your
attention. The office of the Harbormaster is key to
the smooth working of any Port. And since this Port
seems to have a controlled sort of chaos, perhaps the
person running the show has some kind of
intelligence that can help.

Approaching the building, you take the small flight
of stairs (four) leading up to the closed door.

The door is not locked. If the PCs knock on the door,
they will get permission to enter. Even if the PCs enter
without knocking, the harbormaster will speak with
them (though he will be slightly perturbed). Still, the
harbormaster isn’t what the PCs might expect.

Entering the office, you see a desk that appears to be
half its normal size. The name plate is proportional
to the desk, though you can read the words 'Titus
Ditherfoot, Chief Harbormaster." The halfling
behind the desk is engrossed in paperwork, however
your entrance does not go unnoticed.

"YeS?"

Yes, Titus is a halfling. After moving here from
Jadenspur, Titus has been the city’s harbormaster for
over nine years. He is known for being able to keep
many facts and ships’ manifests stored in his head (and
recall them with perfection) for several days at a time.
Sometimes even for weeks at a time. With an almost
forced smile, he offers his small hand to the PCs and
asks how he may be of service.

& | recognize you. Didn't you work in Jadenspur?

“Yes. | moved here several years back.”

The PCs may have met Titus in the event LSJ23
"Diplomacy Made Easy' or LSJ129 "What's Love
Got To Do With 1t?*

« \Why did you move to Amthydor?

“l was at the temple of Destine and | heard mention
that Jadenspur wasn't going to be a great place to be
.... 50 I and my family left.”

Jadenspur is no more. A meteor wiped out the entire
city. Good thing Titus got out when he did!

« We're looking for a ship....

“What kind of ship? Amthydor has many.”

& Ve are planning to head out to sea and we were
wondering what might be available?

“Ah, a sea-going vessel. Hmm. | have a few
possibilities. Was there a specific destination in
mind?”

« Umm ...l don't know ....

“Heh. Top secret, eh? 1 get it. However, you WILL
have to tell the ship’s captain on where you are
going. | can set you up with a basic price for the
voyage, but he will make the final decision. And if it
is dangerous, he will probably ask for more. You
understand?”

Titus doesn't care whether the PCs tell him or not.

< | have a ship. Will it get me to my destination?

“What kind of ship do you have?”

& | have a Galley / Junk .

Titus shakes his head. “Yes, | remember when you
got it. From Lord Seabury as | recall
Unfortunately for you, that vessel is designed to stick
near the coast, not go out to sea.”

& | have a Houseboat / Longship / Sailing Ship /
Yacht.

Titus nods his head. “Yes, that can go out to sea. |
see Lord Seabury was very generous recently. You
must have really impressed him or something.”

« How long would it take us to get to our
destination?

“Well, that would depend on where you are going.” |

If the PCs tell Titus where they are going:

“Hmm. Those are some pretty dangerous waters.
Are you sure you want to go there? Well, to answer
your question, both the houseboat and yacht can
make the distance, but would take 6 weeks to do so.
And that is only one way. The sailing ship would
only take 4 weeks. Your longship can make it in two
weeks.”

Adjust Titus' answer depending on what ship(s) the
PC(s) have to use.
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& Can you tell us anything about the island in
which we are headed?

& |s there anything else?

Titus shakes his head. “That area is known for a lot
of pirate activity. No one has had a chance to
explore the island.”

“You will also want to bring your own supplies for
the duration. You know, food and drink? Make
sure you have enough for a round-trip voyage.”

If the PCs don't tell Titus where they are going:

& They won't feed us? What are we paying them
for?

"Well, I can't help you with that without more
information. If you can tell me the distance you are
going to travel, perhaps | can get a better idea on
how long it will take."

“No, they won't. You are paying them for passage
only. If you want to be fed, then the costs will go

up.”

The distance on the map is roughly 1000 miles. PCs
that make a successful Knowledge (geography) DC15,
Knowledge (local) DC20, or Profession (sailor) DC10
would know this information. Once Titus knows the
approximate miles planned to travel, he can give the
information above as if the PCs told him where they
were going.

&« What if we charter a ship?

& Can we work off some of the cost?

Titus thinks for a moment. “lI am sure something
could be arranged. However, you won't be able to
get your fare reduced any lower than half the
original cost. These sailors have to make a living,
too, you know.”

“Well, there are three ships that | know of that are
currently without a task at the moment. Let's see ...
there is the Jester. She's a keelboat and would take 6
weeks to reach your planned destination. There is
also the Medusa's Mermaid. She's a sailing ship and
would make it in 4 week. And finally, there's the
Siren's Song. She's a longship and will make it in 2
weeks.” Titus then things a moment. *Um, that's
one way. Double those numbers to include your
return trip."

&« \We have a REALLY big guy (PC) travelling
with us. Are there any weight restrictions?

“How big is big?”

Titus will explain that even both the houseboat and the
yacht will be able to carry five tons of cargo. So any
PC that is Large or smaller should be okay to travel. He
wouldn't recommend any enlargements while on these
vessels. The larger ships can accommodate Huge sized
PCs or smaller.

When all questions are completed, continue on:

« How much?

“Well, I'll tell you the normal cost, but the captains
will most likely ask for double considering the
waters you wish to traverse. The Jester will be 200
gold, the Medusa's Mermaid will be 400 gold, and the
Siren's Song will be 100 gold.”

Titus nods. "'I'll set it up. You will be able to set sail
tomorrow morning. Good luck to you! And be
careful!

You can remind the PCs of the percentage of expenses
in which Zilenze is willing to pay.

& Why is there such a difference in prices?

“Due to the type of vessel it is. Also how many crew
members are on board. Crew supplies for the
duration. Stuff like that.”

& \What is the cargo capacity of the different ships?

“The Siren's Song and the Jester both have a cargo
capacity of 50 tons. The Medusa's Mermaid can
carry up to 150 tons.”

» If the PCs want to go to Sharky's Reef to hire a
crew, GO TO Encounter 3 (page 10).

» If the PCs want to get supplies, GO TO Encounter
4 (page 11).

» If the PCs want to board their vessel and get going,
GO TO Encounter 5 (page 11).
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ENCOUNTER 3
SHARKY'S REEF

In this encounter, the PCs are looking for a crew for
their ship. If you like to use accents for your NPCs,
please don't make them "piratey” as it may foreshadow
too quickly of what is to come. Scottish or British
accents are okay. ©

down and rest a bit. As ya can see by the crowd, we
take our rest verra seriously.”

The crowd is indeed having a good time. The music is
light-hearted and bawdy.

&« \We are in need of a crew.

“Do ya now? I'm sure we have a few people here
that's available. How many do ya need? And where
ya headed?”

Following the directions that Zilenze had given to
you, you easily make your way down the
thoroughfare to your destination. Sharky's Reef is a
large, one-story building with many sea-faring and
nautical accoutrements. The double doors are
current propped open allowing for easy entrance.

Crossing the threshold, you see a packed and lively
tavern. Music can be heard over the crowd's loud
conversations and laughter. Barmaids seem to be
busy at work delivering food and drink to the rowdy
masses. Apparently this appears to be the place
where ship crews come to wind down or enjoy a pint
(or several) between voyages.

The PCs may or may not know who to talk to. If they
guess and go to the barkeep, they are correct. If they
don't have a clue on who to speak to, allow a
Knowledge (local) DC15 or Profession (sailor) DC10
check for them to know this information.

The crew needed for any ship in question is located on
the PC's cert. But it is also provided here for
convenience.

Ship Type Crew Needed
Houseboat 10
Longship 50
Sailing Ship 20
Yacht 10

The PCs can give as much (or as little) information as to
their destination as they want. However, Jericho will be
unable to give an accurate estimate of cost without
knowing how far and the approximate direction.

& \We are heading out into the Tasman Sea,
approximated 1000 miles out near the larger
islands.

You approach the barkeep as he finishes pouring a
glass of ale from a keg. He is perhaps a little on the
portly side, has short black hair, and is wearing
shorts and a short sleeved shirt. He notices your
approach and smiles as grabs a towel to wipe his
hands. ""G'day to ya. What can | do ya for?"

“Oh really? Those are some very dangerous waters
ya know. What's so interesting out there ....7? Wait,
ne'ermind. It's none of my business. Anyway, |
think I have the crew just for ya. But because of the
area in which you are headed, it will cost ya double
the normal price.”

«& \We are on a treasure hunt.

& Are you Sharky?

“Naw. Sharky is out today. But I can help ya wit
whatever ya need. The name is Jericho. Patrick
Jericho.”

“QOy! That sounds exciting! 1 don't often hear of
many people doing that. Best of luck to ya!” Then
Jericho leans in towards you as if to keep his next
words quiet. ""Any chance for a percentage?"

What Jericho says is true. Sharky is not here. If
pressed, Jericho will say that Sharky is at sea
somewhere and doesn't know when he'd be back.
However, he'd be happy to help the PCs if he can.

« Who is Sharky?

“Sharky is the owner of this place. As a sailor
‘imself, he provides a place where all of us can wind

Jericho is only half serious when asking for a
percentage. He doesn't expect any.

Depending on how loud the PCs reveal that they are on
a treasure hunt, some of the other sailors nearby may
overhear the conversation. Roll a 2d4 to determine how
many people would be in earshot of the conversation. If
the PCs are attempting to be quiet, have them roll a
Stealth check to see how quiet they are. The sailors'
chance to overhear is a Perception check (1d20+ATL)
versus the result of the PC's stealth check. If the PCs
didn't attempt to be quiet, then the sailors only need to
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succeed a Perception DC10 to overhear. Roll this
check for each of the sailors you have determined that
was within earshot of the conversation.

« How much?

“That depends on the type o' ship ya have. What
did ya say it was again?”

The prices below are the normal cost. It will be double
for going into dangerous waters. You can remind the
PCs of the percentage of expenses in which Zilenze is
willing to pay.

Ship Type Crew Cost
Houseboat 75 gp
Longship 60 gp
Sailing Ship 100 gp
Yacht 75 gp

&« \Why so much?

“It depends on how many crew ya need and how
long it will take.”

« \When can they be ready?

“They can be ready to board on the morrow. What
is the slip number of your vessel? I'll make sure
they are there bright and early.”

The exact slip number information isn't necessary from
the PCs. It is assumed that they know this information
and can easily provide it to Jericho.

When all questions are completed, continue on:

Jericho pours each of you an ale. "This is on the
house to seal the deal. I'll make sure e‘erything is set
up for tomorrow. Good luck to you! And may the
wind be at your backs!

» If the PCs want to speak with the Harbormaster,
GO TO Encounter 2 (page 8).

» If the PCs want to get supplies, GO TO Encounter
4 (page 11).

» If the PCs want to board their vessel and get going,
GO TO Encounter 5 (page 11).

ENCOUNTER 4 (OPTIONAL)
WHILE SUPPLIES LAST...

In this encounter, the PCs are able to shop for supplies.
If they wish to do a Shopping Spree (rules on page
XX), they can also do this here as well. Don't take too
long with this encounter. You can remind them of their
approximate time in which they will be at sea and their
need to have the necessary supplies to be able to last
that long. Of course, if they have spells in which they
can cast that will circumvent the need to purchase actual
supplies, that's another option as well. Just as long as
they are prepared.

And don't forget that Zilenze will pay her share of the
agreed upon percentage of costs. This includes cost for
doing a Shopping Spree (GM Play Aid #1). If the PCs
get the idea to hire soldiers for the trip (some ships have
room for soldiers in addition to cargo), this is not
considered as supplies and Zilenze will not split the
cost.

Some of the more common supply items are listed as
Player's Handout #5.

» If the PCs want to speak with the Harbormaster,
GO TO Encounter 2 (page 8).

» If the PCs want to go to Sharky's Reef to hire a
crew, GO TO Encounter 3 (page 10).

» If the PCs want to board their vessel and get going,
GO TO Encounter 5 (page 11).

ENCOUNTER 5
BON VOYAGE!

The PCs can come to this encounter from one of two
ways: they already have a ship or they chartered a ship.

» If the PCs have their own ship, GO TO Encounter

5A (page 12).
» If the PCs had chartered a ship, GO TO Encounter

5B (page 12).
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ENCOUNTER 5A
EL CAPITAN!

If the PCs have a ship, the ship's owner will be referred
to as "Captain™ and be able to make decisions and give
orders to the crew, which they are meeting for the first
time here.

The next morning you head down to the docks and
proceed to the slip in which your ship is moored.
The once-lonely ship is now a bustle with activity as
you see your new crew getting things ready to cast
off. A man at the top of the gang plank sees you as
you approach and proceeds down the gang plank to
greet you.

""Good morning! Captain (PC's name) | presume? |
am Darius Quinton. 1 will be acting as your First
Mate for the duration of the voyage."

a specific course to a specific island in the Tasman Sea.
So the PCs don't have to explain if they don't want to.
However, if they do mention they are on a treasure
hunt, Quinton will be skeptical, but patient. The PCs
are paying them hazard pay for this voyage. He just
hopes they all survive this foolish quest. As an
experienced sailor, Quinton has an excellent poker face.
So the PCs will need to make a successful Sense
Motive DC20 check to realize that Quinton has
reservations about this trip.

&« \What's the matter?

Quinton takes a moment before answering. “It
seems like this is a lot of effort for a fool-hearty
mission. We are going into dangerous waters. And
while my crew is good at their jobs, they aren't
experienced with the fighting 1 expect we might
encounter. | really hope you are experienced in that
aspect. Otherwise, this might be a one-way trip.”

« PCs have a Large party member in their group.

<« We are good.

Quinton looks at the large member in your group.
“If you can give us a moment, please allow us to get
a reinforced gang plank so that we can get your
rather robust friend on board. We wouldn't want
him to fall into the drink now, do we?” he says with
a chuckle.

“You better be. As you are depending on us, we are
depending on you for safety.”

When all is said and done, continue:

"Anyways, thank you for the course and heading.
We should be underway shortly. If you need
anything, please let me know.""

« \When can we leave?

“We are almost ready and can leave within the
hour.”

& Do you expect any trouble?

“l always expect trouble. That way I am never
surprised. And since we are headed into pirate
waters, it would be naive to think we won't have any
complications on this trip.”

® S0 you expect a pirate encounter?

Quinton nods. “It's better to be safe than sorry.
Expect the worst and hope for the best.”

» When the PCs are ready to go, GO TO Encounter
6 (page 14).

ENCOUNTER 5B
SAIL THE FRIENDLY TIDE!

To make things easy, if they PCs had chartered/rented a
ship, there is only one captain. It doesn't matter which
ship was chartered.

When the initial questions are completed, Quinton will
continue:

"l can have my men stow your gear. If you like, we
can continue this discussion in the wheel house so
that we can plot a proper course for your
destination.™

The map itself doesn't have anything upon it that would
give anyone the conclusion that it's a treasure map. Just

The next morning you head down to the docks and
proceed to the slip in which your ship is moored.
The Siren's Song (or other ship name) is a bustle with
activity as you see the crew getting things ready to
cast off. A man at the top of the gang plank sees you
as you approach and proceeds down to greet you.

""Good morning! | presume you are (PC names)? |
am Darius Quinton. | am the First Mate of the
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Siren's Song. Captain Louis Daniels is expecting you
in the wheel house for a more accurate heading and
destination.™

&« \What's the matter?

If the PCs chose one of the other ships (Jester or
Medusa's Mermaid) simply substitute that name for the
one above. It is assumed that the PCs chose the fastest
and inexpensive ship to charter to get the job done.

And yes, Captain Louis Daniels is named after the
player Dan Lewis, the player of Lord Bob the Monk. ©

& PCs have a Large party member in their group.

Captain Daniels takes a moment before answering.
“It seems like this is a lot of effort for a fool-hearty
mission. We are going into dangerous waters. And
while my crew is good at their jobs, they aren't
experienced with the fighting 1 expect we might
encounter. | really hope you are experienced in that
aspect. Otherwise, this might be a one-way trip.”

<« \We are good.

Quinton looks at the large member in your group.
“If you can give us a moment, please allow us to get
a reinforced gang plank so that we can get your
rather robust friend on board. We wouldn't want
him to fall into the drink now, do we?” he says with
a chuckle.

“You better be. As you are depending on us, we are
depending on you for safety.”

& \What kind of shipboard rules do you have that
we need to follow?

&« \When can we leave?

“We are almost ready and can leave within the
hour.”

Captain Daniels nods, appreciating your forethought
into shipboard behavior. “No drinking while on
duty. Gambling is limited to 10 gp per game. No
fighting amongst yourselves or with the crew. And
no stealing.”

«& Do you expect any trouble?

& We're supposed to work off some of the costs.

“l always expect trouble. That way | am never
surprised. And since we are headed into pirate
waters, it would be naive to think we won't have any
complications on this trip.”

Captain Daniels nods. “Yes, the Harbormaster
explained that to me. Please see Mr. Quinton for
your work assignments.”

« Would you be interested in an aerial lookout?

& S0 you expect a pirate encounter?

Quinton nods. “It's better to be safe than sorry.
Expect the worst and hope for the best.”

When the initial questions are completed, Quinton will
continue:

Captain Daniels ponders a moment. “That is an
interesting idea. | would recommend, however, that
you don't go beyond the normal range of your
ranged weapon. If you get too far away, you might
not be able to get back in time if there is trouble.”

"l can have my men stow your gear. If you like, we
can continue this discussion in the wheel house so
that we can plot a proper course for your
destination.™

The map itself doesn't have anything upon it that would
give anyone the conclusion that it's a treasure map. Just
a specific course to a specific island in the Tasman Sea.
So the PCs don't have to explain if they don't want to.
However, if they do mention they are on a treasure
hunt, Quinton (and Daniels) will be skeptical, but
patient. The PCs are paying them hazard pay for this
voyage. He just hopes they all survive this foolish
quest. As experienced sailors, Quinton and Daniels
have excellent poker faces. So the PCs will need to
make a successful Sense Motive DC20 check to realize
that they has reservations about this trip.

Also, PCs that can fly might over-exaggerate on how
far they can see while scouting. Remember to add a +1
per 10 feet distance to the PC's Perception DC 0 when
attempting to notice something visible. For example:
The PC is flying and might perceive something 200 feet
out. He will be able to see the object upon a successful
Perception DC20 check. If there are any other
modifiers, remember to add those as well.

When all is said and done, continue:

"Anyways, thank you for the course and heading.
We should be underway shortly. If you need
anything, let Mr. Quinton know."

Establish what kind of routine the PCs will be doing
prior to going to the next encounter as it will jump
several days forward.

» When the PCs are ready to go, GO TO Encounter
6 (page 14).
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ENCOUNTER 6
CASTING OFF

Allow some time for the PCs to get settled, make
introductions, etc. If some have sailing skills and wish
to assist, by all means let them do so. Of course, if it
was negotiated that the PCs would have to do shipboard
duties, determine what these are at this time as well.

Something is wrong. Without hesitation, Quinton
quickly heads towards wheel house.

Quinton won't stop the PCs from following as he knows
he might need their expertise.

The voyage goes more or less uneventful for most of
your journey. There have been a few storms during
that time, however the crew expertly navigated them
with little or no damage to the ship. A heavy fog has
slowed progress as visibility is reduced.

Rushing to the wheel house, you take a moment to
get your bearings and see what is going on. Several
sailors are looking over the wheel, but without effect.

"The wheel turns, sir, but there is no resistance.
And we aren't changing course either. 1 don't know
why, sir. It was working fine a moment ago.""

» When the PCs are ready to continue, GO TO
Encounter 6A (page 14).

» If you are running short on time, GO TO
Encounter 6B (page 15).

ENCOUNTER 6A (OPTIONAL)
SABOTAGE!

This encounter can be cut without affecting the
remainder of the adventure if you are running short on
time. If so, there is still a mole - he did not manage to
sabotage the ship, although he did leave a blood trail for
his pirate friends to follow.

In this encounter, one of the crew had been biding his
time for just the right moment to sabotage the ship. It
doesn't matter if the PCs chartered a ship or only hired a
crew, the mole was there waiting for possible
indications that the ship might be headed into a certain
area of the Tasman Sea. His instructions were to slow
the ship and leave a scent trail so that his pirate buddies
can follow them. The trail was placed several days ago,
a sack of rabbit carcasses ties below the waterline. The
sabotage of the ship is a distraction so that the pirate
vessel can close without notice until it is too late
(Encounter 7).

PCs can make a Perception DC15 or Profession
(sailor) DC10 to know that nothing is wrong with the
wheel. If magic is detected for, a faint amount of magic
can be discerned, but it doesn't originate here. It leads
below decks.

Quinton will head below decks. If the PCs wish to
follow, they are more than welcome to do so. If the
PCs don't follow, then Quinton will be down below
decks for a good 10-15 minutes before returning, a look
of frustration and dread in his expression. He will relay
to the PCs that the main shaft to the rudder was
damaged and he doesn't know if it can be fixed here out
at sea.

Should the PCs follow, they will go below decks with
Quinton.

Following Quinton, you descend two decks and head
aft to the rear of the ship. Quinton stops suddenly
with a look of frustration and dread in his
expression. The main shaft connecting the wheel to
the rudder has a large section missing from it.
Quinton sighs loudly upon seeing this. **We're not
going anywhere until this is fixed .... IF it can be
fixed."

Quinton informs you that the ship is about to make
its next course change when there is a shout from the
wheel house.

"Mr. Quinton! You are needed right away!" The
alarm in the sailor's voice is quite evident.

If any of the PCs have the spell detect magic going on,
they can detect a faint amount of magic that's quickly
dissipating. A successful Knowledge (arcana) DC21
will allow the PC(s) to know that the magical aura of
the lingering spell was of the transmutation variety. If
the DC was exceeded by 5 or more, then the PC(s) will
know that it was a disintegrate spell that accomplished
this deed.

A successful Perception DC10 will allow the PC(s) to
discover a pile of wood ash on the floor. An additional
successful Perception DC10+ATL will allows the
PC(s) to discover a blank scroll parchment not far from
the scene. Clerics, sorcerers, and wizards can easily
identify the parchment for what it is. Others will need a
successful Knowledge (arcana) DC 15 to know what
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the parchment is as well. Given all this information to
Quinton, he will announce ""We have a saboteur on
board™ if the PC(s) don't come to the conclusion first.

Allow the PCs to use their ingenuity to attempt to fix
the shaft. Mending (a O-level spell) is too weak a spell
to fix something as big as this. Make whole (clr/sor/wiz
2) or fabricate (sor/wiz 5) would have a better chance at
succeeding in repairing the shaft. A successful
Knowledge (arcana) DC15 would allow PCs to know
this if they don't come up with it on their own. NOTE:
If the PC(s) don't have the spell(s) prepared (and are not
spontaneous casters), they will need to rest at least eight
hours to prepare new spells to fix the ship.

& Does the ship have an extra rudder shaft on
board?

“No. We haven't had a chance to replace the spare
shaft yet.”

There is also the possibility of nailing a number of oars
to both ends of the shaft (thus bridging the gap) to make
the shaft "whole" again as well. A successful
Knowledge (engineering) DC15 will allow the PCs to
know this if they don't come up with it on their own.
Six oars will be needed to fix the shaft enough to be
usable in the short term. The fabricate spell can also be
used to fabricate additional oars.

If the PCs wish to question the crew, it will take
approximately 10 minutes to question each
crewmember. On a longship, this will take about 8
hours and 20 minutes to question the entire 50 member
crew. For each crewmember, roll a 1d20. A result of a
1 means that this crewmember is the saboteur. If, by
chance, you don't roll a 1, the final crewmember spoken
to is the saboteur. A successful Sense Motive DC20
will allow the PC(s) to determine that this crewmember
is the saboteur.

If discovered, the saboteur will refuse to say anything
but insults and curses, as he is certain his pirate friends
are close to catching up.

The rabbit carcasses can be discovered with a
successful Perception DC25 check if the PCs think to
look over the side, but it is too late to do anything about
it now.

Meanwhile, things are still going on above decks. Keep
an eye on the time. Allow 10-15 minutes to pass (real
time) before anything can be noticed above decks.

NOTE: Repairing the rudder shaft and/or questioning
the crew may be interrupted when the pirates attack.
Allow this. If the saboteur has yet to be discovered,

then he will attempt to escape aboard the pirate ship
during the fight (Encounter 7). If the rudder still needs
to be repaired, the PCs will have to come back to this
encounter before proceeding to Encounter 8.

> GO TO Encounter 6B (page 15).

ENCOUNTER 6B
RUDE INTERRUPTION

If all the PCs are below decks, then one of the crew will
begin to ring an alarm bell to denote "battle stations"
(even though they have no weapons to speak of). If any
of the PCs are above decks (or scouting), determine the
distance of the approaching "storm™ and have them roll
a Perception check to see it. The storm is a dense
fogbank hiding the oncoming pirate ship. PCs would
have a normal Perception chance (plus distance) to see
the storm. The pirate ship within is considered as
"invisible" and would add an additional +20 to the
Perception DC to see it.

PC(s) on the upper deck (or scouting) can have up to
three Perception checks .... at 300 feet (or more), 200
feet (or more), and 100 feet (or more) distant from the
ship (make sure you determine the scouting PC's
location when determining distance). Should the PC(s)
succeed at the first check, allow them to be able to get
to the upper deck and have a couple of rounds to
prepare for combat. Should the PC(s) succeed at the
second check, allow them to be able to get to the upper
deck and have one round to prepare for combat. Should
the PC(s) succeed at the final check, allow them to be
able to get to the upper deck and be ready for combat.
Should the PC(s) fail all three checks, those that are
below decks will be caught down there when combat
begins and only the PC(s) above decks would be able to
act right away when combat begins.

Either way, once all the Perception attempts have been
made, continue with the following:

A gasp is heard as one of the crew spies something
off the starboard side. He runs to the wheelhouse
where the alarm bell is housed and begins ringing it
repeatedly. Looking around to see what the matter
is, you see a vessel emerge from the fog on an
intercept course!

» GO TO Encounter 7 (page 16).
» If the ship is fixed and the combat is over, GO TO
ENCOUNTER 8, (page 32).
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ENCOUNTER 7
TO ARMS!

The Siren's Song (or PC's ship's name) is jostled as
the two vessels graze each other. Hooks come flying
over from the other ship, latching onto the railing as
the two ships are bound together. In unison, the
other crew yells as they jump the gap and land on
your deck, ready for a fight!

Initial combat setup is available on GM Play Aid #2.

TACTICS: A number of spells have been precast in
anticipation for the fight ahead. Assume the spells with
the shortest duration was cast last. The pirate crew will
fight the PCs. Sharky will attempt to bull rush
combatants over the side of the ship to the shark waiting
below. The assassins will try to maneuver themselves
for a sneak attack. The cleric of Kohr will try to get
into the center of the action to include everyone within
his radius for continuous negative channeling. If
Sharky gets to about 30 hps or lower, he will jump over
the side of the railing and escape into the water.

Also, the saboteur will attempt to escape to safety by
attempting to get aboard the pirate ship (if he wasn't
already caught). Roll initiative for the saboteur in
addition to all the other combatants. On round 2, he
will use his Stealth 1d20+ATL+6 vs an opposed
Perception DC to get by the PCs unnoticed. The
saboteur moves 15 feet per round while trying to be
stealthy. On round 3, he will continue to try and be
stealthy while moving at the same speed. On round 4,
he will move his normal speed (30 feet) and have a -5
penalty to his stealth check. This should get him to the
pirate ship (60 feet distance total). When a PC
perceives him, place him on the map. Otherwise, keep
his location secret.

The idea is to delay the PCs so the other group of
pirates can get to the treasure first. If there are any
surviving pirates, they will be most happy to answer
guestions. They don't really care what will happen to
them, but knowing that the pirates retrieved the treasure
first is satisfaction enough.

« How did you find us?

“You should check your crew better. We had a mole
on your vessel from the very beginning."

&« \Who is the mole?

“Oh, you mean you hadn't found him? This is rich!
Looks like someone was asleep at the wheel,” the
pirate says as he laughs out loud.

& \We caught your mole....

“Goody for you! He did his job.”

« \Who was that big shark guy?

“That was Sharky. He's kind of a big deal in these
parts. Be thankful he was only playing with you.
Had he wanted it, he would have had all of you for
supper.”

& |s Sharky the pirate the owner of Sharky's Reef
in Amthydor?

The pirate grins. “Of course. Unless you know of
any other Sharkys? We were right under
Amthydor's uppity noses. Looking legit mad ethings
easy.”

& You failed at stopping us.

“Did we? The mole sent us a copy of your projected
course, and left a scent trail for us to follow. The
other ship ..."" he laughs, "is on its way to the
treasure as we speak."’

&« What other ship?

“The other ship that was shadowing you, of course.
We were meant to delay you so Yelloweye can get
ahead of you."

&« Who is Yelloweye?

“Oh, you'll know soon enough. 1 will tell you this
much, though .... Yelloweye has no mercy."

After the combat:

» If the PCs need to continue to fix the ship, GO
BACK TO Encounter 6A (page 14).
» If the PCs are ready to continue onwards, GO TO

Encounter 8 (page 32).
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| ATL 3

CAPTAIN THOMAS "SHARKY" LORADO
(HUMAN FORM)

CAPTAIN THOMAS "SHARKY" LORADO
(HYBRID FORM)

Human natural wereshark fighter 5
CE Medium humanoid (human, shapechanger)
Init +1; Senses low-light vision, scent; Perception +2

CE Medium humanoid (human, shapechanger)
Init +1; Senses blindsense 30 ft., low-light vision, keen
scent; Perception +2

AC 18, touch 13, flat-footed 17 (+3 armor, +2 nat armor,
+2 defense, +1 Dex)

hp 55 (5d10+20)

Fort +6, Ref +2, Will +3 (+2 vs. fear)

Defensive Abilities bravery +1

AC 24, touch 13, flat-footed 23 (+3 armor, +8 nat armor,
+2 defense, +1 Dex)

hp 60 (5d10+25)

Fort +7, Ref +2, Will +3 (+1 vs. fear)

Defensive Abilities bravery +1; DR 10/silver

Speed 30 ft.
Melee +1 trident +13 (1d8+8)

Speed 30 ft.
Melee +1 trident +14 (1d8+9), bite +6 (1d8+3 plus curse
of lycanthropy)

Str 18, Dex 12, Con 14, Int 8, Wis 15, Cha 8

Base Atk +5; CMB +9; CMD 20

Feats Cleave, Great Cleave, Improved Bull Rush,
Power Attack, Toughness, Weapon Focus (trident),
Weapon Specialization (trident)

Skills Survival +10, Swim +13

Languages Common

SQ armor training 1, change shape (human, hybrid, and
shark; polymorph), lycanthropic empathy (sharks and
dire sharks), weapon training 1: spears +1

Treasure NPC gear (+1 trident, bracers of armor +3,
ring of protection +2, amulet of natural armor +2)

Str 20, Dex 12, Con 16, Int 8, Wis 15, Cha 8

Base Atk +5; CMB +10; CMD 21

Feats Cleave, Great Cleave, Improved Bull Rush,
Power Attack, Toughness, Weapon Focus (trident),
Weapon Specialization (trident)

Skills Survival +10, Swim +14

Languages Common

SQ armor training 1, change shape (human, hybrid,
and shark; polymorph), lycanthropic empathy (sharks
and dire sharks), weapon training 1: spears +1

In either humanoid or hybrid form, a wereshark
is generally burly, has a mouth full of unusually large
teeth, and typically has a personality that is both
crude and bullying. They're bloodthirsty and are very
easy to anger. They will jump into fights they have no
stake in just to snap bones and draw blood.

Weresharks prefer life at sea or in port
settlements commonly frequented by seagoing
merchants and pirates. They can be found leading
pirate  gangs or loitering at seaside taverns

accompanied by crowds of toadies. Since they get into
fights so often, they try to stick close to the sea so they
can escape into the water if they bite of f more than
they can chew. The other members of a wereshark’s
crew learn quickly that the boss is bound to skip
out without much notice once a bigger fish comes
along.
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PIRATE CLERIC
Human male cleric of Kohr 4

PIRATE FIGHTERS
Human male fighter 3

NE Medium humanoid (human)
Init +1; Senses Perception +8

NE Medium humanoid (human)
Init +2; Senses Perception +3

AC 18, touch 11, flat-footed 17 (+7 armor, +1 Dex)
hp 28 (4d8+4)
Fort +4, Ref +2, Will +8 (+1 vs. fear)

Speed 30 ft.

Melee mwk battleaxe +5 (1d8/x3)

Special Attacks Greater Destruction +4 dmg for 4 mins

(1/day)

Spell-Like Abilities channel energy 4/day, 2d6 neg

energy, DC 17

Spells Known (DC 14 + spell level, Concentration +12)
Orisons (4) - bleed, create water, resistance, stabilize
1st level (4+1) - bless, doom, obscuring mist, shield
of faith, true strike®
2nd level (3+1) - bull's strength, eagle's-splender, fog
cloud®, hold person
Domains - Destruction, Weather

AC 20, touch 13, flat-footed 17 (+7 armor, +2 Dex, +1
Dodge)

hp 30 (3d10+9)

Fort +5, Ref +3, Will +1 (+2 vs. fear)

Defensive Abilities bravery +1

Speed 30 ft.
Melee mwk rapier +9 (1d6+3/18-20,x2)

Str 17, Dex 14, Con 14, Int 10, Wis 11, Cha 7
Base Atk +3; CMB +6; CMD 19

Feats Blind-fight, Cleave, Dodge, Power Attack,
Weapon Focus (rapier)

Skills Acrobatics +3, Intimidate +4, Perception +3,
Swim +1

Languages Common
SQ armor training 1

Str 10, Dex 12, Con 10, Int 12, Wis 18, Cha 13 (17)
Base Atk +3; CMB +3; CMD 14

Feats Combat Casting, Improved Channel, Selective
Channeling (3 targets)

Skills Acrobatics +2, Heal +11, Knowledge

(arcana) +8, Perception +8, Spellcraft +8

Treasure NPC gear (mwk rapier, buccaneer's
breastplate)

PIRATE ROGUES
Human male rogue 3

Languages Common
SQ aura (CE), channel energy, destructive smite,
orisons, spontaneous casting (inflict spells), storm burst

NE Medium humanoid (human)
Init +3; Senses Perception +6

Treasure NPC gear (mwk battleaxe,

buccaneer's breastplate)

Special Abilities
Destructive Smite (Su) - 7/day, make single melee
attack with +2 Morale bonus to dmg.
Storm Burst (Sp) - Standard Action, 7/day, ranged
touch attack vs. foe w/in 30" deals 1d6+2 nonlethal
dmg and causes -2 penalty on attack rolls for 1 rnd.

AC 17, touch 14, flat-footed 13 (+3 armor, +3 Dex, +1
Dodge)

hp 24 (3d8+6)

Fort +2, Ref +6, Will +1 (+1 save vs. traps, +1 AC vs.
traps, +1 vs. fear)

Defensive Abilities Evasion

Speed 30 ft.
Melee mwk rapier +3/+3 (1d6+1/18-20,x2)
Special Attacks sneak attack +2d6

Str 12, Dex 17, Con 12, Int 14, Wis 10, Cha 8
Base Atk +2; CMB +3; CMD 17

Feats Dodge, Double Slice, Two-Weapon Fighting,
Weapon Finesse

Skills Acrobatics +9, Disable Device +11,Intimidate
+5, Perception +6, Sleight of Hand +9, Stealth +9,
Swim +7

Languages Common
SQ rogue talents (finesse rogue), trapfinding +1

Treasure NPC gear (mwk rapier, enchanted
eelskin)
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PIRATE SORCERER
Human male sorcerer 4

SHARK

NE Medium humanoid (human)
Init +6; Senses Perception +4

N Large animal (aquatic)
Init +5; Senses blindsense 30 ft., keen scent;
Perception +8

AC 20, touch 17, flat-footed 17 (+2 armor, +1 nat armor,
+2 Dex, +1 Dodge, +4 mage armor)

hp 24 (4d6+8)

Fort +2, Ref +3, Will +4 (+1 vs. fear)

Damage Reduction 5/silver

AC 14, touch 10, flat-footed 13 (+1 Dex, +4 natural, —1
size)

hp 22 (4d8+4)

Fort +7, Ref +5, Will +2

Speed 30 ft.

Melee mwk heavy mace +4 (1d8/x2) or

Special Attacks claws +3/+3 (1d6/x2)

Spell-Like Abilities

Spells Known (DC 14 + spell level, Concentration +12)
Cantrips - acid splash, bleed, detect magic, flare, ray
of frost, resistance
1st level (7/day) - enlarge person, mage-armor,
magic missile
2nd level (4/day) - hideous laughter
Bonus Spells - cause fear (DC 15)
Bloodline - Lycanthrope

Speed swim 60 ft.
Melee bite +5 (1d8+4)
Space 10 ft.; Reach 5ft.

Str 17, Dex 12, Con 13, Int 1, Wis 12, Cha 2
Base Atk +3; CMB +7; CMD 18

Feats Great Fortitude, Improved Initiative
Skills Perception +8, Swim +11

Str 10, Dex 14, Con 12, Int 14, Wis 11, Cha 18
Base Atk +2; CMB +2; CMD 15

Feats Combat Casting, Dodge, Eschew Materials,
Improved Initiative

Skills Acrobatics +2, Bluff +11, Fly +9, Knowledge
(arcana) +9, Perception +4, Spellcraft +9, Swim +4

Languages Common
SQ bloodline arcana, damage reduction

Treasure NPC gear (mwk heavy mace, bracers of
armor +2)

Keen Scent (Ex) A shark can notice creatures by scent
in a 180-foot radius underwater and can detect blood in
the water at ranges of up to a mile.
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| ATL S5

CAPTAIN THOMAS "SHARKY" LORADO
(HUMAN FORM)

CAPTAIN THOMAS "SHARKY" LORADO
(HYBRID FORM)

Human natural wereshark fighter 7
CE Medium humanoid (human, shapechanger)
Init +5; Senses low-light vision, scent; Perception +2

CE Medium humanoid (human, shapechanger)
Init +5; Senses blindsense 30 ft., low-light vision, keen
scent; Perception +2

AC 20, touch 14, flat-footed 19 (+3 armor, +3 nat armor,
+3 defense, +1 Dex)

hp 77 (7d10+28)

Fort +7, Ref +3, Will +4 (+3 vs. fear)

Defensive Abilities bravery +2

AC 26, touch 14, flat-footed 25 (+3 armor, +9 nat armor,
+3 defense, +1 Dex)

hp 84 (7d10+35)

Fort +8, Ref +3, Will +4 (+3 vs. fear)

Defensive Abilities bravery +2; DR 10/silver

Speed 30 ft.
Melee +1 trident +15/+10 (1d8+8)

Speed 30 ft.
Melee +1 trident +16/+11 (1d8+9), bite +8 (1d8+3 plus
curse of lycanthropy)

Str 18, Dex 12, Con 14, Int 8, Wis 15, Cha 8

Base Atk +7; CMB +11; CMD 22

Feats Cleave, Great Cleave, Improved Bull Rush,
Improved Initiative, Power Attack, Toughness, Weapon
Focus (trident), Weapon Specialization (trident), Vital
Strike

Skills Survival +12, Swim +15

Languages Common

SQ armor training 2, change shape (human, hybrid, and
shark; polymorph), lycanthropic empathy (sharks and
dire sharks), weapon training 1: spears +1

Treasure NPC gear (+1 trident, bracers of armor +3,
ring of protection +3, amulet of natural armor +3)

Str 20, Dex 12, Con 16, Int 8, Wis 15, Cha 8

Base Atk +7; CMB +12; CMD 23

Feats Cleave, Great Cleave, Improved Bull Rush,
Improved Initiative, Power Attack, Toughness, Weapon
Focus (trident), Weapon Specialization (trident), Vital
Strike

Skills Survival +12, Swim +16

Languages Common

SQ armor training 2, change shape (human, hybrid,
and shark; polymorph), lycanthropic empathy (sharks
and dire sharks), weapon training 1. spears +1

In either humanoid or hybrid form, a wereshark
is generally burly, has a mouth full of unusually large
teeth, and typically has a personality that is both
crude and bullying. They're bloodthirsty and are very
easy to anger. They will jump into fights they have no
stake in just to snap bones and draw blood.

Weresharks prefer life at sea or in port
settlements commonly frequented by seagoing
merchants and pirates. They can be found leading
pirate gangs or loitering at seaside taverns

accompanied by crowds of toadies. Since they get into
fights so often, they try to stick close to the sea so they
can escape into the water if they bite of f more than
they can chew. The other members of a wereshark’s
crew learn quickly that the boss is bound to skip
out without much notice once a bigger fish comes
along.
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PIRATE CLERIC
Human male cleric of Kohr 6

PIRATE FIGHTERS
Human male fighter 5

NE Medium humanoid (human)
Init +5; Senses Perception +10

NE Medium humanoid (human)
Init +2; Senses Perception +5

AC 19, touch 12, flat-footed 18 (+7 armor, +1 Dex, +1
magic vestment)

hp 42 (6d8+6)

Fort +5, Ref +3, Will +9 (+1 vs. fear)

Speed 30 ft.

Melee +1 battleaxe +5 (1d8+1/x3)

Special Attacks Greater Destruction +4 dmg for 4 mins

(1/day)

Spell-Like Abilities channel energy 6/day, 3d6 neg

energy, DC 18

Spells Known (DC 14 + spell level, Concentration +14)
Orisons (4) - bleed, create water, resistance, stabilize
1st level (4+1) - bless, doom, obscuring mist, shield
of faith, true strike®
2nd level (4+1) - bull's strength, cure moderate
wounds, eagle's-splendor, fog cloud®, hold person
3rd level (3+1) - call IightningD, cure serious wounds,
Invisibility purge, magic-vestment,
Domains - Destruction, Weather

AC 20, touch 13, flat-footed 17 (+7 armor, +2 Dex, +1
Dodge)

hp 50 (5d10+15)

Fort +6, Ref +3, Will +1 (+2 vs. fear)

Defensive Abilities bravery +1

Speed 30 ft.
Melee +1 rapier +13 (1d6+8/18-20,%2)

Str 18, Dex 14, Con 14, Int 10, Wis 11, Cha 7
Base Atk +5; CMB +9; CMD 22

Feats Blind-fight, Cleave, Combat Reflexes, Dodge,
Power Attack, Weapon Focus (rapier), Weapon
Specialization (rapier)

Skills Acrobatics +5, Intimidate +4, Perception +5,
Swim +7

Languages Common
SQ armor training 1, weapon training 1 (light blades)

Str 10, Dex 12, Con 10, Int 12, Wis 18, Cha 13 (17)
Base Atk +4; CMB +4; CMD 16

Feats Combat Casting, Improved Channel, Improved
Initiative, Selective Channeling (3 targets)

Skills Acrobatics +4, Heal +13, Knowledge

(arcana) +10, Perception +10, Spellcraft +10

Treasure NPC gear (+1 rapier, buccaneer's
breastplate)

PIRATE ROGUES
Human male rogue 5

Languages Common
SQ aura (CE), channel energy, destructive smite,
orisons, spontaneous casting (inflict spells), storm burst

NE Medium humanoid (human)
Init +4; Senses Perception +8

Treasure NPC gear (+1 battleaxe,

buccaneer's breastplate)

Special Abilities
Destructive Smite (Su) - 7/day, make single melee
attack with +3 Morale bonus to dmg.
Storm Burst (Sp) - Standard Action, 7/day, ranged
touch attack vs. foe w/in 30' deals 1d6+3 nonlethal
dmg and causes -2 penalty on attack rolls for 1 rnd.

AC 18, touch 15, flat-footed 13 (+3 armor, +4 Dex, +1
Dodge)

hp 40 (5d8+10)

Fort +2, Ref +8, Will +1 (+1 save vs. traps, +1 AC vs.
traps, +1 vs, fear)

Defensive Abilities Evasion, Uncanny Dodge

Speed 30 ft.

Melee +1 rapier +5/+5 (1d6+2/18-20,%2)

Special Attacks sneak attack +3d6, cast resistance
3/day CL5

Str 12, Dex 18, Con 12, Int 14, Wis 10, Cha 8
Base Atk +3; CMB +4; CMD 21

Feats Defensive Combat Training, Dodge, Double
Slice, Two-Weapon Fighting, Weapon Finesse
Skills Acrobatics +12, Disable Device
+14,Intimidate +7, Perception +8, Sleight of Hand
+12, Stealth +12, Swim +9

Languages Common
SQ rogue talents (finesse rogue, minor magic),
trapfinding +2

Treasure NPC gear (+1 rapier, enchanted
eelskin)
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PIRATE SORCERER
Human male sorcerer 6

SHARK

NE Medium humanoid (human)
Init +6; Senses Perception +6

N Large animal (aquatic)
Init +5; Senses blindsense 30 ft., keen scent;
Perception +8

AC 22, touch 17, flat-footed 19 (+4 armor, +1 nat armor,
+2 Dex, +1 Dodge, +4 mage armor)

hp 36 (6d6+12)

Fort +3, Ref +4, Will +5 (+1 vs. fear)

Damage Reduction 5/silver

AC 16, touch 10, flat-footed 15 (+1 Dex, +6 natural, —1
size)

hp 38 (6d8+11)

Fort +7, Ref +5, Will +2

Speed 30 ft.

Melee +1 heavy mace +5 (1d8+1/x2) or

Special Attacks claws(magic) +4/+4 (1d6/x2)

Spell-Like Abilities

Spells Known (DC 14 + spell level, Concentration +14)
Cantrips - acid splash, bleed, daze, detect magic,
flare, ray of frost, resistance
1st level (7/day) - enlarge person, mage-armor,
magic missile, shield
2nd level (6/day) - hideous laughter, scorching ray
3rd level (4/day) - fireball
Bonus Spells - cause fear (DC 15), bull's strength
(DC 16)
Bloodline - Lycanthrope

Speed swim 60 ft.
Melee bite +7 (1d8+4)
Space 10 ft.; Reach 5ft.

Str 17, Dex 12, Con 13, Int 1, Wis 12, Cha 2
Base Atk +5; CMB +9; CMD 20

Feats Great Fortitude, Improved Initiative
Skills Perception +8, Swim +11

Str 10, Dex 14, Con 12, Int 14, Wis 11, Cha 18
Base Atk +3; CMB +3; CMD 19

Feats Combat Casting, Defensive Combat Training,
Dodge, Eschew Materials, Improved Initiative

Skills Acrobatics +2, Bluff +13, Fly +11, Knowledge
(arcana) +11, Perception +6, Spellcraft +11, Swim +6

Languages Common
SQ bloodline arcana, claws are considered magic for
overcoming DR, damage reduction

Treasure NPC gear (+1 heavy mace, bracers of armor
+4)

Keen Scent (Ex) A shark can notice creatures by scent
in a 180-foot radius underwater and can detect blood in
the water at ranges of up to a mile.
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| ATL 7

CAPTAIN THOMAS "SHARKY" LORADO
(HUMAN FORM)

CAPTAIN THOMAS "SHARKY" LORADO
(HYBRID FORM)

Human natural wereshark fighter 9
CE Medium humanoid (human, shapechanger)
Init +5; Senses low-light vision, scent; Perception +2

CE Medium humanoid (human, shapechanger)
Init +5; Senses blindsense 30 ft., low-light vision, keen
scent; Perception +2

AC 22, touch 15, flat-footed 21 (+4 armor, +3 nat armor,
+4 defense, +1 Dex)

hp 99 (9d10+36)

Fort +8, Ref +4, Will +7 (+3 vs. fear)

Defensive Abilities bravery +2

AC 28, touch 15, flat-footed 27 (+4 armor, +9 nat armor,
+4 defense, +1 Dex)

hp 108 (9d10+45)

Fort +9, Ref +4, Will +7 (+3 vs. fear)

Defensive Abilities bravery +2; DR 10/silver

Speed 30 ft.
Melee +2 trident +20/+15 (1d8+9)

Speed 30 ft.
Melee +2 trident +21/+16 (1d8+10), bite +10 (1d8+4
plus curse of lycanthropy)

Str 19, Dex 12, Con 14, Int 8, Wis 15, Cha 8

Base Atk +9; CMB +13; CMD 24

Feats Cleave, Great Cleave, Greater Weapon Focus
(trident), Improved Bull Rush, Improved Initiative, Iron
Will, Power Attack, Toughness, Weapon Focus
(trident), Weapon Specialization (trident), Vital Strike
Skills Survival +14, Swim +17

Languages Common

SQ armor training 2, change shape (human, hybrid, and
shark; polymorph), lycanthropic empathy (sharks and
dire sharks), weapon training 2: spears +2, natural +1

Treasure NPC gear (+2 trident, bracers of armor +4,
ring of protection +4, amulet of natural armor +3)

Str 21, Dex 12, Con 16, Int 8, Wis 15, Cha 8

Base Atk +9; CMB +14; CMD 25

Feats Cleave, Great Cleave, Greater Weapon Focus
(trident), Improved Bull Rush, Improved Initiative, Iron
Will, Power Attack, Toughness, Weapon Focus
(trident), Weapon Specialization (trident), Vital Strike
Skills Survival +14, Swim +18

Languages Common

SQ armor training 2, change shape (human, hybrid,
and shark; polymorph), lycanthropic empathy (sharks
and dire sharks), weapon training 2: spears +2, natural
+1

In either humanoid or hybrid form, a wereshark
is generally burly, has a mouth full of unusually large
teeth, and typically has a personality that is both
crude and bullying. They're bloodthirsty and are very
easy to anger. They will jump into fights they have no
stake in just to snap bones and draw blood.

Weresharks prefer life at sea or in port
settlements commonly frequented by seagoing
merchants and pirates. They can be found leading
pirate gangs or loitering at seaside taverns

accompanied by crowds of toadies. Since they get into
fights so often, they try to stick close to the sea so they
can escape into the water if they bite of f more than
they can chew. The other members of a wereshark’s
crew learn quickly that the boss is bound to skip
out without much notice once a bigger fish comes
along.
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PIRATE CLERIC
Human male cleric of Kohr 8

PIRATE FIGHTER
Human male fighter 7

NE Medium humanoid (human)
Init +5; Senses Perception +12

NE Medium humanoid (human)
Init +6; Senses Perception +7

AC 21, touch 13, flat-footed 20 (+8 armor, +1 Dex, +2
magic vestment)

hp 56 (8d8+8)

Fort +6, Ref +3, Will +10 (+1 vs. fear)

Speed 30 ft.

Melee +1 battleaxe +8/+3 (1d8+1/x3)

Special Attacks Greater Destruction +4 dmg for 4 mins

(2/day)

Spell-Like Abilities channel energy 6/day, 4d6 neg

energy, DC 19

Spells Known (DC 14 + spell level, Concentration +16)
Orisons (4) - bleed, create water, resistance, stabilize
1st level (5+1) - bless, command, doom, obscuring
mist, shield of faith, true strike®
2nd level (4+1) - bull's strength, cure moderate
wounds, eagle's-splendor, fog cloud®, hold person
3rd level (4+1) - call IightningD, cure serious wounds,
Invisibility purge, magic-vestment
4th level (3+1) - divine power, sleet storm®, spel
mmunity (magic missile, scorching ray), summon
monster iv
Domains - Destruction, Weather

AC 22, touch 15, flat-footed 19 (+7 armor, +2 Def, +2
Dex, +1 Dodge)

hp 70 (7d10+21)

Fort +7, Ref +4, Will +2 (+3 vs. fear)

Defensive Abilities bravery +2

Speed 30 ft.
Melee +1 rapier +15/+10 (1d6+8/18-20,x2)

Str 18, Dex 14, Con 14, Int 10, Wis 11, Cha 7
Base Atk +7; CMB +11; CMD 26

Feats Blind-fight, Cleave, Combat Reflexes, Dodge,
Improved Initiative, Power Attack, Weapon Focus
(rapier), Vital Strike, Weapon Specialization (rapier)
Skills Acrobatics +8, Intimidate +4, Perception +7,
Swim +10

Languages Common
SQ armor training 2, weapon training 1 (light blades)

Str 10, Dex 12, Con 10, Int 12, Wis 19, Cha 13 (17)
Base Atk +6; CMB +6; CMD 18

Feats Armor Specialization (medium), Combat Casting,
Improved Channel, Improved Initiative, Selective
Channeling (3 targets)

Skills Acrobatics +6, Heal +15, Knowledge

(arcana) +12, Perception +12, Spellcraft +12

Treasure NPC gear (+1 rapier, buccaneer's
breastplate, ring of protection +2)

PIRATE ROGUE
Human male rogue 5/ assassin 2

NE Medium humanoid (human)
Init +8; Senses Perception +10

Languages Common

SQ aura (CE), channel energy, destructive aura,
destructive smite, lightning lord, orisons, spontaneous
casting (inflict spells), storm burst

AC 20, touch 17, flat-footed 15 (+3 armor, +2 Def, +4
Dex, +1 Dodge)

hp 54 (7d8+12)

Fort +5, Ref +11, Will +4 (+1 save vs. traps, +1 AC vs.
traps, +1 save vs, poison, +1 vs. fear)

Defensive Abilities Evasion, Improved Uncanny Dodge

Treasure NPC gear (+1 battleaxe, buccaneer's

breastplate)

Special Abilities
Destructive Aura (Su) - may emit 30" aura for 8
rnds/day, all attacks in this aura gain +4 Morale bonus
to dmg and all critical threats are confirmed.
Destructive Smite (Su) - 7/day, make single melee
attack with +4 Morale bonus to dmg.
Lightning Lord (Sp) - Standard Action, call down 8
lightning bolts (3d6 dmg), targeting as many foes as
desired but only 1 per bolt and no two more than 30’
apart.
Storm Burst (Sp) - Standard Action, 7/day, ranged
touch attack vs. foe w/in 30" deals 1d6+4 nonlethal
dmg and causes -2 penalty on attack rolls for 1 rnd.

Speed 30 ft.

Melee +1 rapier +6/+6 (1d6+2/18-20,%2)

Special Attacks sneak attack +4d6, cast resistance
3/day CL5, Death Attack

Str 12, Dex 18, Con 12, Int 14, Wis 10, Cha 8
Base Atk +4; CMB +5; CMD 25

Feats Defensive Combat Training, Dodge, Double
Slice, Improved Initiative, Two-Weapon Fighting,
Weapon Finesse

Skills Acrobatics +14, Disable Device
+16,Intimidate +7, Perception +10, Sleight of Hand
+14, Stealth +14, Swim +11

Languages Common
SQ rogue talents (finesse rogue, minor magic), poison
use, trapfinding +2

Treasure NPC gear (+1 rapier, enchanted
eelskin, ring of protection +2)
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PIRATE SORCERER
Human male sorcerer 8

SHARK

NE Medium humanoid (human)
Init +6; Senses Perception +8

N Huge animal (aquatic)
Init +4; Senses blindsense 30 ft., keen scent;
Perception +8

AC 24, touch 19, flat-footed 21 (+4 armor, +1 nat armor,
+2 Def, +2 Dex, +1 Dodge, +4 mage armor)

hp 48 (8d6+16)

Fort +3, Ref +4, Will +6 (+1 vs. fear)

Damage Reduction 5/silver

AC 18, touch 8, flat-footed 18 (+0 Dex, +10 natural, —2
size)

hp 67 (8d8+31)

Fort +9, Ref +4, Will +2

Speed 30 ft.

Melee +1 heavy mace +6 (1d8+3/x2) or

Special Attacks claws(magic) +5/+5 (1d8/x2)

Spell-Like Abilities

Spells Known (DC 14 + spell level, Concentration +16)
Cantrips - acid splash, bleed, daze, detect magic,
flare, ray of frost, read magic, resistance
1st level (7/day) - enlarge person, mage-armor,
magic missile, reduce person, shield
2nd level (7/day) - hideous laughter, scorching ray,

see-invisibility

3rd level (6/day) - dispel magic, fireball

4th level (4/day) - summon monster iv

Bonus Spells - cause fear (DC 15), bull's strength
(DC 16), rage (DC 17)

Bloodline - Lycanthrope

Speed swim 60 ft.
Melee bite +11 (2d6+10)
Space 10 ft.; Reach 5ft.

Str 26, Dex 10, Con 17, Int 1, Wis 12, Cha 2
Base Atk +6; CMB +10; CMD 21

Feats Great Fortitude, Improved Initiative
Skills Perception +8, Swim +11

Str 10, Dex 14, Con 12, Int 14, Wis 11, Cha 19

Base Atk +4; CMB +4; CMD 23

Feats Arcane Strike, Combat Casting, Combat
Reflexes, Defensive Combat Training, Dodge, Eschew
Materials, Improved Initiative

Skills Acrobatics +2, Bluff +15, Fly +13, Knowledge
(arcana) +13, Perception +8, Spellcraft +13, Swim +8

Languages Common
SQ bloodline arcana, claws are considered magic for
overcoming DR, damage reduction

Treasure NPC gear (+1 heavy mace, bracers of armor
+4, ring of protection +2)

Keen Scent (Ex) A shark can notice creatures by scent
in a 180-foot radius underwater and can detect blood in
the water at ranges of up to a mile.
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| ATL 9

CAPTAIN THOMAS "SHARKY" LORADO
(HUMAN FORM)

CAPTAIN THOMAS "SHARKY" LORADO
(HYBRID FORM)

Human natural wereshark fighter 11
CE Medium humanoid (human, shapechanger)
Init +5; Senses low-light vision, scent; Perception +2

CE Medium humanoid (human, shapechanger)
Init +5; Senses blindsense 30 ft., low-light vision, keen
scent; Perception +2

AC 24, touch 15, flat-footed 23 (+5 armor, +4 nat armor,
+4 defense, +1 Dex)

hp 121 (11d10+44)

Fort +9, Ref +4, Will +7 (+4 vs. fear)

Defensive Abilities bravery +3

AC 30, touch 15, flat-footed 29 (+5 armor, +10 nat
armor, +4 defense, +1 Dex)

hp 132 (11d10+55)

Fort +10, Ref +4, Will +7 (+4 vs. fear)

Defensive Abilities bravery +3; DR 10/silver

Speed 30 ft.
Melee +2 trident +22/+17/+12 (1d8+9)

Speed 30 ft.
Melee +2 trident +23/+18/+13 (1d8+10), bite +13
(1d8+4 plus curse of lycanthropy)

Str 19, Dex 12, Con 14, Int 8, Wis 15, Cha 8

Base Atk +11; CMB +15; CMD 26

Feats Cleave, Great Cleave, Greater Bull Rush,
Greater Weapon Focus (trident), Improved Bull Rush,
Improved Initiative, Improved Vital Strike, Iron Will,
Power Attack, Toughness, Weapon Focus (trident),
Weapon Specialization (trident), Vital Strike

Skills Survival +16, Swim +19

Languages Common

SQ armor training 3, change shape (human, hybrid, and
shark; polymorph), lycanthropic empathy (sharks and
dire sharks), weapon training 2: spears +2, natural +1

Treasure NPC gear (+2 trident, bracers of armor +5,
ring of protection +4, amulet of natural armor +4)

Str 21, Dex 12, Con 16, Int 8, Wis 15, Cha 8

Base Atk +11; CMB +16; CMD 27

Feats Cleave, Great Cleave, Greater Bull Rush,
Greater Weapon Focus (trident), Improved Bull Rush,
Improved Initiative, Improved Vital Strike, Iron Will,
Power Attack, Toughness, Weapon Focus (trident),
Weapon Specialization (trident), Vital Strike

Skills Survival +16, Swim +20

Languages Common

SQ armor training 3, change shape (human, hybrid,
and shark; polymorph), lycanthropic empathy (sharks
and dire sharks), weapon training 2: spears +2, natural
+1

In either humanoid or hybrid form, a wereshark
is generally burly, has a mouth full of unusually large
teeth, and typically has a personality that is both
crude and bullying. They're bloodthirsty and are very
easy to anger. They will jump into fights they have no
stake in just to snap bones and draw blood.

Weresharks prefer life at sea or in port
settlements commonly frequented by seagoing
merchants and pirates. They can be found leading
pirate gangs or loitering at seaside taverns

accompanied by crowds of toadies. Since they get into
fights so often, they try to stick close to the sea so they
can escape into the water if they bite of f more than
they can chew. The other members of a wereshark’s
crew learn quickly that the boss is bound to skip
out without much notice once a bigger fish comes
along.
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PIRATE CLERIC
Human male cleric of Kohr 10

PIRATE FIGHTER
Human male fighter 9

NE Medium humanoid (human)
Init +5; Senses Perception +14

NE Medium humanoid (human)
Init +6; Senses Perception +9

AC 22, touch 14, flat-footed 21 (+8 armor, +1 Dex, +2
Def, +1 magic vestment)

hp 70 (10d8+10)

Fort +7, Ref +4, Will +11 (+1 vs. fear)

Speed 30 ft.

Melee +2 battleaxe +10/+5 (1d8+2/x3)

Special Attacks Greater Destruction +4 dmg for 4 mins

(2/day)

Spell-Like Abilities channel energy 6/day, 5d6 neg

energy, DC 20

Spells Known (DC 14 + spell level, Concentration +18)
Orisons (4) - bleed, create water, resistance, stabilize
1st level (5+1) - bless, command, doom, obscuring
mist, shield of faith, true strike®
2nd level (5+1) - bull's strength, cure moderate
wounds, eagle's-splendor, fog cloud®, hold persongXZ)
3rd level (4+1) - blindness/deafness, call lightning™,
cure serious wounds, Invisibility purge, magic
vestment
4th level (4+1) - cure critical wounds, divine power,
sleet storm®, spel-immunity (magic missile, scorching
ray), summon monster iv
5th level (2+1) - flame strike, ice storm®, slay living
Domains - Destruction, Weather

AC 24, touch 17, flat-footed 21 (+7 armor, +4 Def, +2
Dex, +1 Dodge)

hp 90 (9d10+27)

Fort +8, Ref +5, Will +3 (+3 vs. fear)

Defensive Abilities bravery +2

Speed 30 ft.
Melee +2 rapier +20/+15 (1d6+10/18-20,x2)

Str 19, Dex 14, Con 14, Int 10, Wis 11, Cha 7
Base Atk +9; CMB +13; CMD 28

Feats Blind-fight, Cleave, Combat Reflexes, Dodge,
Great Cleave. Greater Weapon Focus (rapier),
Improved Initiative, Power Attack, Weapon Focus
(rapier), Vital Strike, Weapon Specialization (rapier)
Skills Acrobatics +10, Intimidate +4, Perception +9,
Swim +12

Languages Common
SQ armor training 2, weapon training 2 (light blades,
close)

Str 10, Dex 12, Con 10, Int 12, Wis 19, Cha 13 (17)
Base Atk +7; CMB +7; CMD 24

Feats Armor Specialization (medium), Combat Casting,
Defensive Combat Training, Improved Channel,
Improved Initiative, Selective Channeling (3 targets)
Skills Acrobatics +8, Heal +17, Knowledge

(arcana) +14, Perception +14, Spellcraft +14

Treasure NPC gear (+2 rapier, buccaneer's
breastplate, ring of protection +4)

PIRATE ROGUE
Human male rogue 5/ assassin 4

NE Medium humanoid (human)
Init +8; Senses Perception +12

Languages Common

SQ aura (CE), channel energy, destructive aura,
destructive smite, lightning lord, orisons, spontaneous
casting (inflict spells), storm burst

AC 22, touch 19, flat-footed 17 (+3 armor, +4 Def, +4
Dex, +1 Dodge)

hp 68 (9d8+14)

Fort +5, Ref +14, Will +4 (+1 save vs. traps, +1 AC vs.
traps, +2 save vs, poison, +1 save vs. fear)

Defensive Abilities Evasion, Improved Uncanny Dodge

Treasure NPC gear (+2 battleaxe, buccaneer's

breastplate, ring of protection +2)

Special Abilities
Destructive Aura (Su) - may emit 30" aura for 10
rnds/day, all attacks in this aura gain +5 Morale bonus
to dmg and all critical threats are confirmed.
Destructive Smite (Su) - 7/day, make single melee
attack with +5 Morale bonus to dmg.
Lightning Lord (Sp) - Standard Action, call down 10
lightning bolts (3d6 dmg), targeting as many foes as
desired but only 1 per bolt and no two more than 30’
apart.
Storm Burst (Sp) - Standard Action, 7/day, ranged
touch attack vs. foe w/in 30" deals 1d6+5 nonlethal
dmg and causes -2 penalty on attack rolls for 1 rnd.

Speed 30 ft.

Melee +2 rapier +10/+10/+5 (1d6+3/18-20,%2)
Special Attacks sneak attack +5d6, cast resistance
3/day CL5, Death Attack

Str 12, Dex 19, Con 12, Int 14, Wis 10, Cha 8
Base Atk +6; CMB +7; CMD 29

Feats Defensive Combat Training, Dodge, Double
Slice, Improved Initiative, Two-Weapon Fighting,
Weapon Finesse, Weapon Focus (rapier)

Skills Acrobatics +16, Disable Device
+18,Intimidate +7, Perception +12, Sleight of Hand
+16, Stealth +16, Swim +13

Languages Common
SQ hidden weapons, rogue talents (finesse rogue,
minor magic), poison use, trapfinding +2, true death

Treasure NPC gear (+2 rapier, enchanted
eelskin, ring of protection +2)
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PIRATE SORCERER
Human male sorcerer 10

SHARK

NE Medium humanoid (human)
Init +6; Senses Perception +10

N Huge animal (aquatic)
Init +4; Senses blindsense 30 ft., keen scent;
Perception +8

AC 25, touch 19, flat-footed 22 (+4 armor, +2 nat armor,
+2 Def, +2 Dex, +1 Dodge, +4 mage armor)

hp 70 (10d6+30)

Fort +4, Ref +5, Will +7 (+1 vs. fear)

Damage Reduction 10/silver

AC 20, touch 8, flat-footed 20 (+0 Dex, +12 natural, —2
size)

hp 92 (10d8+47)

Fort +9, Ref +4, Will +2

Speed 30 ft.

Melee +2 heavy mace +9 (1d8+6/x2) or

Special Attacks claws(magic) +7/+7 (1d8+1/x2)

Spell-Like Abilities

Spells Known (DC 14 + spell level, Concentration +18)
Cantrips - acid splash, bleed, daze, detect magic,
flare, ray of frost, read magic, resistance, touch of
fatigue
1st level (7/day) - enlarge person, mage-armor,
magic missile, reduce person, shield
2nd level (7/day) - hideous laughter, mirror image,
scorching ray, see-invisibility
3rd level (7/day) - dispel magic, fireball, hold person
4th level (6/day) - fear, summon monster iv
5th level (3/day) - dominate person
Bonus Spells - cause fear (DC 15), bull's strength
(DC 16), rage (DC 17), charm monster (DC18)
Bloodline - Lycanthrope

Speed swim 60 ft.
Melee bite +13 (2d6+10)
Space 15 ft.; Reach 10 ft.

Str 26, Dex 10, Con 17, Int 1, Wis 12, Cha 2
Base Atk +8; CMB +12; CMD 23

Feats Great Fortitude, Improved Initiative
Skills Perception +8, Swim +11

Str 12, Dex 14, Con 12, Int 14, Wis 11, Cha 19

Base Atk +5; CMB +6; CMD 26

Feats Arcane Strike, Combat Casting, Combat
Reflexes, Defensive Combat Training, Dodge, Eschew
Materials, Improved Initiative, Toughness

Skills Acrobatics +2, Bluff +17, Fly +15, Knowledge
(arcana) +15, Perception +10, Spellcraft +15, Swim +11

Languages Common

SQ bloodline arcana, claws are considered magic for
overcoming DR, damage reduction, strength of the
were

Treasure NPC gear (+2 heavy mace, bracers of armor
+4, ring of protection +2)

Keen Scent (Ex) A shark can notice creatures by scent
in a 180-foot radius underwater and can detect blood in
the water at ranges of up to a mile.
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| ATL 11

CAPTAIN THOMAS "SHARKY" LORADO
(HUMAN FORM)

CAPTAIN THOMAS "SHARKY" LORADO
(HYBRID FORM)

Human natural wereshark fighter 13
CE Medium humanoid (human, shapechanger)
Init +5; Senses low-light vision, scent; Perception +2

CE Medium humanoid (human, shapechanger)
Init +5; Senses blindsense 30 ft., low-light vision, keen
scent; Perception +2

AC 27, touch 16, flat-footed 26 (+6 armor, +5 nat armor,
+5 defense, +1 Dex)

hp 143 (13d10+52)

Fort +10, Ref +5, Will +8 (+4 vs. fear)

Defensive Abilities bravery +3

AC 33, touch 16, flat-footed 32 (+6 armor, +11 nat
armor, +5 defense, +1 Dex)

hp 156 (13d10+65)

Fort +11, Ref +5, Will +8 (+4 vs. fear)

Defensive Abilities bravery +3; DR 10/silver

Speed 30 ft.
Melee +3 trident +27/+22/+17 (1d8+12)

Speed 30 ft.
Melee +2 trident +28/+23/+18(1d8+13), bite +17 (1d8+5
plus curse of lycanthropy)

Str 20, Dex 12, Con 14, Int 8, Wis 15, Cha 8

Base Atk +13; CMB +18; CMD 29

Feats Cleave, Combat Reflexes, Great Cleave, Greater
Bull Rush, Greater Weapon Focus (trident), Greater
Weapon Specialization (trident), Improved Bull Rush,
Improved Initiative, Improved Vital Strike, Iron Will,
Power Attack, Toughness, Weapon Focus (trident),
Weapon Specialization (trident), Vital Strike

Skills Survival +18, Swim +22

Languages Common

SQ armor training 3, change shape (human, hybrid, and
shark; polymorph), lycanthropic empathy (sharks and
dire sharks), weapon training 3: spears +3, natural +2,
heavy blades +1

Treasure NPC gear (+3 trident, bracers of armor +6,
ring of protection +5, amulet of natural armor +5)

Str 22, Dex 12, Con 16, Int 8, Wis 15, Cha 8

Base Atk +13; CMB +19; CMD 30

Feats Cleave, Combat Reflexes, Great Cleave, Greater
Bull Rush, Greater Weapon Focus (trident), Greater
Weapon Specialization (trident), Improved Bull Rush,
Improved Initiative, Improved Vital Strike, Iron Will,
Power Attack, Toughness, Weapon Focus (trident),
Weapon Specialization (trident), Vital Strike

Skills Survival +18, Swim +23

Languages Common

SQ armor training 3, change shape (human, hybrid,
and shark; polymorph), lycanthropic empathy (sharks
and dire sharks), weapon training 3: spears +3, natural
+2, heavy blades +1

In either humanoid or hybrid form, a wereshark
is generally burly, has a mouth full of unusually large
teeth, and typically has a personality that is both
crude and bullying. They're bloodthirsty and are very
easy to anger. They will jump into fights they have no
stake in just to snap bones and draw blood.

Weresharks prefer life at sea or in port
settlements commonly frequented by seagoing
merchants and pirates. They can be found leading
pirate gangs or loitering at seaside taverns

accompanied by crowds of toadies. Since they get into
fights so often, they try to stick close to the sea so they
can escape into the water if they bite of f more than
they can chew. The other members of a wereshark’s
crew learn quickly that the boss is bound to skip
out without much notice once a bigger fish comes
along.
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PIRATE CLERIC
Human male cleric of Kohr 12

PIRATE FIGHTER
Human male fighter 11

NE Medium humanoid (human)
Init +5; Senses Perception +17

NE Medium humanoid (human)
Init +6; Senses Perception +9

AC 26, touch 18, flat-footed 25 (+8 armor, +1 Dex, +4
Def, +3 magic vestment)

hp 84 (12d8+12)

Fort +8, Ref +5, Will +13 (+1 vs. fear); SR 24

Speed 30 ft.

Melee +2 battleaxe +12/+7 (1d8+2/x3)

Special Attacks Greater Destruction +4 dmg for 4 mins

(3/day)

Spell-Like Abilities channel energy 6/day, 6d6 neg

energy, DC 21

Spells Known (DC 15 + spell level, Concentration +21)
Orisons (4) - bleed, create water, resistance, stabilize
1st level (6+1) - bless, command(x2), doom,
obscuring mist, shield of faith, true strike®
2nd level (5+1) - bull's strength, cure moderate
wounds, eagle's-splendor, fog cloud®, hold person(x2)
3rd level (5+1) - bestow curse, blindness/deafness,
call lightning®, cure serious wounds, Invisibility purge,

4th level (4+1) - cure critical wounds, divine power,
sleet storm®, spel-immunity (magic missile, hold
person, scorching ray), summon monster iv

5th level (4+1) - flame strike, ice storm®, raise dead,
slay living, spell-resistance (SR 24)

6th level (2+1) - harm®, heal, mass bull strength
Domains - Destruction, Weather

AC 26, touch 17, flat-footed 23 (+7 armor, +4 Def, +2
Dex, +1 Dodge, +2 nat armor)

hp 121 (11d10+44)

Fort +8, Ref +5, Will +3 (+4 vs. fear)

Defensive Abilities bravery +3

Speed 30 ft.
Melee +2 rapier +22/+17/+12 (1d6+10/18-20,%2)

Str 19, Dex 14, Con 14, Int 10, Wis 11, Cha 7

Base Atk +11; CMB +15; CMD 32

Feats Blind-fight, Cleave, Combat Reflexes, Dodge,
Great Cleave. Greater Weapon Focus (rapier),
Improved Initiative, Improved Vital Strike, Power Attack,
Weapon Focus (rapier), Toughness, Vital Strike,
Weapon Specialization (rapier)

Skills Acrobatics +13, Intimidate +4, Perception +11,
Swim +15

Languages Common
SQ armor training 3, weapon training 2 (light blades,
close)

Treasure NPC gear (+2 rapier, amulet of natural armor
+2, buccaneer's breastplate, ring of protection +4)

PIRATE ROGUE
Human male rogue 5/ assassin 6

Str 10, Dex 12, Con 10, Int 12, Wis 20, Cha 13 (17)
Base Atk +9; CMB +9; CMD 28

Feats Armor Specialization (medium), Combat Casting,
Defensive Combat Training, Improved Channel,
Improved Initiative, Selective Channeling (3 targets),
Vital Strike

Skills Acrobatics +10, Heal +20, Knowledge (arcana)
+16, Perception +17, Spellcraft +16

NE Medium humanoid (human)
Init +8; Senses Perception +14

AC 24, touch 19, flat-footed 19 (+3 armor, +4 Def, +4
Dex, +1 Dodge, +2 Nat Armor)

hp 82 (11d8+16)

Fort +8, Ref +17, Will +7 (+1 save vs. traps, +1 AC vs.
traps, +3 save vs, poison, +1 save vs. fear)

Defensive Abilities Evasion, Improved Uncanny Dodge

Languages Common

SQ aura (CE), channel energy, destructive aura,
destructive smite, lightning lord, orisons, spontaneous
casting (inflict spells), storm burst

Speed 30 ft.

Melee +2 rapier +11/+11/+6 (1d6+3/15-20,%2)
Special Attacks sneak attack +6d6, cast resistance
3/day CL5, Death Attack

Treasure NPC gear (+2 battleaxe, buccaneer's

breastplate, ring of protection +4)

Special Abilities
Destructive Aura (Su) - may emit 30" aura for 12
rnds/day, all attacks in this aura gain +6 Morale bonus
to dmg and all critical threats are confirmed.
Destructive Smite (Su) - 8/day, make single melee
attack with +6 Morale bonus to dmg.
Lightning Lord (Sp) - Standard Action, call down 12
lightning bolts (3d6 dmg), targeting as many foes as
desired but only 1 per bolt and no two more than 30’
apart.
Storm Burst (Sp) - Standard Action, 8/day, ranged
touch attack vs. foe w/in 30' deals 1d6+6 nonlethal
dmg and causes -2 penalty on attack rolls for 1 rnd.

Str 12, Dex 19, Con 12, Int 14, Wis 10, Cha 8
Base Atk +7; CMB +8; CMD 31

Feats Defensive Combat Training, Dodge, Double
Slice, Improved Critical (rapier), Improved Initiative,
Two-Weapon Fighting, Weapon Finesse, Weapon
Focus (rapier)

Skills Acrobatics +18, Disable Device
+20,Intimidate +7, Perception +14, Sleight of Hand
+18, Stealth +18, Swim +15

Languages Common

SQ hidden weapons, rogue talents (finesse rogue,
minor magic), poison use, quiet death, trapfinding +2,
true death

Treasure NPC gear (+2 rapier, enchanted eelskin, ring
of protection +2, amulet of natural armor +2)
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PIRATE SORCERER
Human male sorcerer 12

DIRE SHARK (MEGALODON)

NE Medium humanoid (human)
Init +6; Senses Perception +10

N Gargantuan animal (aquatic)
Init +6; Senses blindsense 30 ft., keen scent;
Perception +25

AC 27, touch 21, flat-footed 24 (+4 armor, +2 nat armor,
+4 Def, +2 Dex, +1 Dodge, +4 mage armor)

hp 84 (12d6+36)

Fort +5, Ref +6, Will +8 (+1 vs. fear)

Damage Reduction 10/silver

AC 23, touch 8, flat-footed 21 (+2 Dex, +15 natural, -4
size)

hp 112 (15d8+45)

Fort +14, Ref +13, Will +8

Speed 30 ft.

Melee +2 heavy mace +10/+5 (1d8+6/x2) or

Special Attacks claws(magic) +8/+8 (1d8+1/x2)

Spell-Like Abilities

Spells Known (DC 15 + spell level, Concentration +21)
Cantrips - acid splash, bleed, daze, detect magic,
flare, ray of frost, read magic, resistance, touch of
fatigue
1st level (8/day) - enlarge person, mage-armor,
magic missile, reduce person, shield
2nd level (7/day) - fog cloud, hideous laughter, mirror
image, scorching ray, see-invisibility
3rd level (7/day) - dispel magic, fireball, hold person,
lightning bolt
4th level (7/day) - bestow curse, fear, summon
monster iv
5th level (6/day) - dominate person, teleport
6th level (3/day) - disintegrate
Bonus Spells - cause fear (DC 16), bull's strength
(DC 17), rage (DC 18), charm monster (DC 19),
animal growth (DC 20)
Bloodline - Lycanthrope

Speed swim 60 ft.

Melee bite +17 (4d10+15/19 —20 plus grab)

Space 20 ft.; Reach 20 ft.

Special Attacks swallow whole (2d6+15 damage, AC
17,11 hp)

Str 12, Dex 14, Con 12, Int 14, Wis 11, Cha 20

Base Atk +6; CMB +7; CMD 30

Feats Arcane Strike, Combat Casting, Combat
Reflexes, Defensive Combat Training, Dodge, Eschew
Materials, Improved Initiative, Toughness, Vital Strike
Skills Acrobatics +2, Bluff +20, Fly +17, Knowledge
(arcana) +17, Perception +12, Spellcraft +17, Swim +13

Languages Common

SQ bloodline arcana, claws are considered magic for
overcoming DR, damage reduction, strength of the
were

Treasure NPC gear (+2 heavy mace, bracers of armor
+4, ring of protection +4)

Str 30, Dex 15, Con 17, Int 1, Wis 12, Cha 10

Base Atk +11; CMB +25 (+29 grapple); CMD 37
Feats Bleeding Critical, Critical Focus, Great Fortitude,
Improved Critical (bite), Improved Initiative, Iron Will,
Lightning Reflexes, Skill Focus (Perception)

Skills Perception +25, Swim +18
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ENCOUNTER 8
LAND HO!

In this encounter, the PCs make land fall and follow the
map through the dense jungle to the place where X'
marks the spot. The PCs will have a couple of obstacles
along the way before getting to the end (and the final
encounter).

With the repairs made, your ship eventually makes
it to your island destination. Taking a ship’s boat,
you make land fall on the beach. Your map
suddenly changes and expands to show more detail
of the island you are on. Your path leads inland
towards the jungle where a small path has been cut.

The jungle is very dense, such that the PCs will not be
able to pass very quickly (at all) if they go off the path
(which is 5 feet wide). Yelloweye has had time to
prepare for the PCs' eventual arrival and has left some
surprises for the PCs to deal with.

PCs that can fly and wish to scout overhead will be
unable to detect any of the traps (of course). They can
see where the path will eventually lead and the map's
final destination. The PC(s) can attempt a Perception
check based on the distance they claim to be to
determine how many pirates are there. The Pirates can
make the same Perception check to notice the flyer as
well. A successful perception check by the pirates will
allow them to have spells prepared by the time the PCs
make it to them (considering the pirates have seven
chances to perceive the flyer to the flyer's one, chances
are they will indeed know the PCs are coming).

About halfway along the path, there is a huge pit trap
that is as wide as the jungle corridor and 20 feet long
(GM Play Aid #3). An illusion has been placed over
the pit giving the pit's opening the same surface as the
ground before and after. Have the PCs make random
Perception checks along the way so as not to give away
the possible trap (and also to help build the suspense).
When the PCs reach the pit trap, a successful
Perception will allow the PC to detect the trap. A
successful Disable Device DC20 will allow the PC to
disable the illusion on the pit and reveal it's true nature.

PCs with natural wings may have a hard time
attempting to fly over the pit to get to the other side
since the path is only 5-foot wide. If the PC wishes to
remain in flight, he will need to make a successful Fly
DC10 to do so. Also if the PC wishes to hover (without
having the feat), he will need to make a successful Fly
DC15 to do so. Failure on these checks may cause the

PC's wings to get caught in the jungle branches. This
would prevent him from flying properly and cause his
to fall into the pit. Normal Reflex saves apply to avoid
it.

The type of pit trap is determined by the ATL of the
party.

ATL 3-PIT TRAP |

Type Mechanical; Perception DC20; Disable Device DC20

EFFECTS

Trigger location; Reset manual
Effect 20-ft. deep pit (2d6 fall damage); DC20 Reflex avoids;
multiple targets (all targets in a 20-ft. by 5-ft. square area)

ATL 5 - CAMOUFLAGED PIT TRAP |

Type Mechanical; Perception DC25; Disable Device DC20

EFFECTS

Trigger location; Reset manual
Effect 30-ft. deep pit (3d6 fall damage); DC20 Reflex avoids;
multiple targets (all targets in a 20-ft. by 5-ft. square area)

ATL 7 - CAMOUFLAGED SPIKED PIT TRAP |

Type Mechanical; Perception DC25; Disable Device DC20

EFFECTS

Trigger location; Reset manual

Effect 40-ft. deep pit (4d6 fall damage); pit spikes (Atk +15
melee, 1d4 spikes per target for 1d6+5 damage each);
DC20 Reflex avoids; multiple targets (all targets in a 20-
ft. by 5-ft. square area)

ATL 9 - CAMOUFLAGED SPIKED PIT TRAP |

Type Mechanical; Perception DC25; Disable Device DC20

EFFECTS

Trigger location; Reset manual

Effect 50-ft. deep pit (5d6 fall damage); pit spikes (Atk +15
melee, 1d4 spikes per target for 1d6+5 damage each);
DC20 Reflex avoids; multiple targets (all targets in a 20-
ft. by 5-ft. square area)

ATL 11 - POISONED PIT TRAP |

Type Mechanical; Perception DC25; Disable Device DC20

EFFECTS

Trigger location; Reset manual

Effect 50-ft. deep pit (5d6 fall damage); pit spikes (Atk +15
melee, 1d4 spikes per target for 1d6+5 damage each plus
poison [shadow essence]); DC25 Reflex avoids; multiple
targets (all targets in a 20-ft. by 5-ft. square area)

Poison Shadow Essence |

Type poison, injury; Save Fortitude DC17

Frequency 1/round for 6 rounds

Initial Effect 1 Str drain; Secondary Effect 1d2 Str drain;
Cure 1 save

In the event that the PCs manage to escape the trap
more or less unscathed (or not unscathed, whichever the
case may be), Yelloweye left an additional trap directly
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following the pit trap. All targets within the next 20
feet of the pit trap would be in range of the arrow trap.
Any PC which lands in the first 5-foot area beyond the
pit trap will set the arrow trap off.

ATLs 7-11 - HAIL OF ARROWS TRAP |

Type Mechanical; Perception DC25; Disable Device DC25

EFFECTS

Trigger visual (arcane eye); Reset repair

Effect Atk +20 ranged (6d6); multiple targets (all targets in a
20-ft. line)

Once the PCs have gotten past the trap obstacle(s), they
should make it to the final location without any
additional problems.

» GO TO Encounter 9 (page 33).

person he is attacking. The rogues/assassins will try to
maneuver themselves for a sneak attack. The cleric of
Kohr will try to get into the center of the action to
include everyone within his radius for continuous
negative channeling. If Yelloweye gets to about 30 hps
or lower, he will head into the jungle and attempt to
escape the PCs. The pirates will capture the PCs
instead of kill them. They wish to gloat as they take
away the PC's treasure.

The treasure is still there. The pirates have done most
of the work for the PCs. Should the PCs be victorious,
they can finish the excavation of the treasure site
without any difficulties.

If any of the PCs were bitten by Yelloweye, there is a
chance in which they have been afflicted with
lycanthropy.

ENCOUNTER 9

WERECROCODILE LYCATHROPY |

CROC GOT YOUR TONGUE?

This is the final encounter and final battle (GM Play
Aid #4).

The remainder of your trek through the jungle is
(thankfully) uneventful. The path opens into a
clearing near the mouth of a cave. You can see an
area in which digging has been attempted, but is no
longer being worked on. The pirates before you
seem to be waiting for something .... or for you. In
addition to the normal looking pirates, you see a
very muscular half-human/half-crocodile standing
before you. He smiles and lisps his welcome to you.

"What took you ssssssso long?™" he says with a
toothy grin. He then looks to his men and signals
them to attack.

TACTICS: These tactics are similar to the first pirate
encounter. Even if they didn't observe the PC flyer,
they knew the PCs were coming and set up a warning
that would allow them to know when the PCs were
getting close. A number of spells have been precast in
anticipation for the fight ahead. Assume the spells with
the shortest duration was cast last.

The pirate crew will fight the PCs. Yelloweye will
attempt to bite as many of the PCs he can in an attempt
to infect them with lycathropy (ATL 9 or higher). He
will also direct the crocodile(s) to attack the same

Type curse, injury; Save Fortitude DC15 negates, Will DC15
to avoid effects

Onset the next full moon; Frequency on the night of every
full moon or whenever the target is injured

Effect target transforms into a crocodile under the GM's
control until the next morning.

A creature that catches lycanthropy becomes an afflicted
lycanthrope, but shows no symptoms (and does not gain any
of the template’s adjustments or abilities) until the night of
the next full moon, when the victim involuntarily assumes
animal form and forgets his or her own identity. The
character remains in animal form until the next dawn and
remembers nothing about the entire episode (or subsequent
episodes) unless he makes a DC 20 Will save, in which case
he becomes aware of his condition.

A remove disease or heal spell cast by a cleric of 12th level
or higher cures the affliction, provided the character receives
the spell within 3 days of the infecting lycanthrope’s attack.
Alternatively, consuming a dose of wolfsbane (Pathfinder
RPG Core Rulebook 560) gives an afflicted lycanthrope a
new Fortitude save to recover from lycanthropy.

If the PCs are victorious in their battle with the
pirates, GO TO Conclusion 2 (page 49).
If the PCs are defeated in their battle with the
pirates, GO TO Conclusion 3 (page 49).
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| ATL 3

CAPTAIN YANCY "YELLOWEYE" ROBERTS

(HUMAN FORM)
Human natural werecrocodile fighter 5

CAPTAIN YANCY "YELLOWEYE" ROBERTS
(HYBRID FORM)

NE Medium humanoid (human, shapechanger)
Init +5; Senses low-light vision, scent; Perception +4

NE Medium humanoid (human, shapechanger)
Init +5; Senses low-light vision, scent; Perception +4

AC 18, touch 13, flat-footed 17 (+3 armor, +2 nat armor,
+2 defense, +1 Dex)

hp 45 (5d10+10)

Fort +8, Ref +2, Will +2 (+2 vs. fear)

Defensive Abilities bravery +1

AC 24, touch 13, flat-footed 23 (+3 armor, +8 nat
armor, +2 defense, +1 Dex)

hp 50 (5d10+15)

Fort +9, Ref +2, Will +2; +2 vs. fear

Defensive Abilities bravery +1; DR 10/silver

Speed 30 ft.
Melee +1 battleaxe +12 (1d8+6/x3)

Str 18, Dex 13, Con 14, Int 12, Wis 12, Cha 6

Base Atk +5; CMB +9; CMD 20

Feats Cleave, Combat Reflexes, Great Cleave, Great
Fortitude, Improved Initiative, Power Attack, Run
Skills Intimidate +5, Perception +4, Stealth +5,
Survival +8, Swim +14

Speed 30 ft., swim 20 ft.; sprint

Melee bite +11 (1d8+5 plus grab and curse of
lycanthropy), tail slap +6 (1d12+3) or +1 battleaxe +13
(1d8+7/x3)

Special Attacks curse of lycanthropy, death roll (1d8+5
plus trip), grab

Languages Common

SQ armor training 1, change shape (human, hybrid,
and crocodile; polymorph), lycanthropic empathy
(crocodiles and dire crocodiles), weapon training 1:
axes

Str 20, Dex 13, Con 16, Int 12, Wis 12,

Cha 6

Base Atk +5; CMB +10 (+14 grapple); CMD 21

Feats Cleave, Combat Reflexes, Great Cleave,

Great Fortitude, Improved Initiative, Power Attack,

Run

Skills Intimidate +5, Perception +4, Stealth +5, Survival
+8, Swim +22

Treasure NPC gear (+1 battleaxe, bracers of
armor +3, ring of protection +2, amulet of
natural armor +2)

Languages Common

SQ armor training 1, change shape (human, hybrid,
and crocodile; polymorph), hold breath, lycanthropic
empathy (crocodiles and dire crocodiles), sprint,
weapon training 1: axes

SPECIAL ABILITIES

Death Roll (Ex) When grappling a foe of its size or
smaller, a werecrocodile can perform a death roll
upon making a successful grapple check. As it
clings to its foe, the werecrocodile deals its bite
damage, knocks the creature prone, and maintains
the grapple.

Sprint (Ex) Once per minute, a werecrocodile can
increase its land speed to 60 feet for 1 round.

Werecrocodiles merge the ruthless determination of
a crocodile with the intelligence and adaptability
of ahumanoid. This fusion creates a maliciously
cunning creature with no doubt of its own matrtial
superiority.
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PIRATE CLERIC
Human male cleric of Kohr 4

PIRATE FIGHTER
Human male fighter 3

NE Medium humanoid (human)
Init +1; Senses Perception +8

NE Medium humanoid (human)
Init +2; Senses Perception +3

AC 18, touch 11, flat-footed 17 (+7 armor, +1 Dex)
hp 28 (4d8+4)
Fort +4, Ref +2, Will +8 (+1 vs. fear)

Speed 30 ft.

Melee mwk battleaxe +5 (1d8/x3)

Special Attacks Greater Destruction +4 dmg for 4 mins

(1/day)

Spell-Like Abilities channel energy 4/day, 2d6 neg

energy, DC 17

Spells Known (DC 14 + spell level, Concentration +12)
Orisons (4) - bleed, create water, resistance, stabilize
1st level (4+1) - bless, doom, obscuring mist, shield
of faith, true strike®
2nd level (3+1) - bull's strength, eagle's-splender, fog
cloud®, hold person
Domains - Destruction, Weather

AC 20, touch 13, flat-footed 17 (+7 armor, +2 Dex, +1
Dodge)

hp 30 (3d10+9)

Fort +5, Ref +3, Will +1 (+2 vs. fear)

Defensive Abilities bravery +1

Speed 30 ft.
Melee mwk rapier +9 (1d6+3/18-20,x2)

Str 17, Dex 14, Con 14, Int 10, Wis 11, Cha 7
Base Atk +3; CMB +6; CMD 19

Feats Blind-fight, Cleave, Dodge, Power Attack,
Weapon Focus (rapier)

Skills Acrobatics +3, Intimidate +4, Perception +3,
Swim +1

Languages Common
SQ armor training 1

Str 10, Dex 12, Con 10, Int 12, Wis 18, Cha 13 (17)
Base Atk +3; CMB +3; CMD 14

Feats Combat Casting, Improved Channel, Selective
Channeling (3 targets)

Skills Acrobatics +2, Heal +11, Knowledge

(arcana) +8, Perception +8, Spellcraft +8

Languages Common
SQ aura (CE), channel energy, destructive smite,
orisons, spontaneous casting (inflict spells), storm burst

Treasure NPC gear (mwk rapier, buccaneer's
breastplate)

PIRATE ROGUES (x2)
Human male rogue 3

NE Medium humanoid (human)
Init +3; Senses Perception +6

Treasure NPC gear (mwk battleaxe,

buccaneer's breastplate)

Special Abilities
Destructive Smite (Su) - 7/day, make single melee
attack with +2 Morale bonus to dmg.
Storm Burst (Sp) - Standard Action, 7/day, ranged
touch attack vs. foe w/in 30" deals 1d6+2 nonlethal
dmg and causes -2 penalty on attack rolls for 1 rnd.

AC 17, touch 14, flat-footed 13 (+3 armor, +3 Dex, +1
Dodge)

hp 24 (3d8+6)

Fort +2, Ref +6, Will +1 (+1 save vs. traps, +1 AC vs.
traps, +1 vs. fear)

Defensive Abilities Evasion

Speed 30 ft.
Melee mwk rapier +3/+3 (1d6+1/18-20,%2)
Special Attacks sneak attack +2d6

Str 12, Dex 17, Con 12, Int 14, Wis 10, Cha 8
Base Atk +2; CMB +3; CMD 17

Feats Dodge, Double Slice, Two-Weapon Fighting,
Weapon Finesse

Skills Acrobatics +9, Disable Device +11,Intimidate
+5, Perception +6, Sleight of Hand +9, Stealth +9,
Swim +7

Languages Common
SQ rogue talents (finesse rogue), trapfinding +1

Treasure NPC gear (mwk rapier, enchanted
eelskin)
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PIRATE SORCERER
Human male sorcerer 4

CROCODILE

NE Medium humanoid (human)
Init +6; Senses Perception +4

N Large animal
Init +1; Senses low-light vision; Perception +8

AC 20, touch 17, flat-footed 17 (+2 armor, +1 nat armor,
+2 Dex, +1 Dodge, +4 mage armor)

hp 24 (4d6+8)

Fort +2, Ref +3, Will +4 (+1 vs. fear)

Damage Reduction 5/silver

AC 14, touch 10, flat-footed 13 (+1 Dex, +4 natural, —1
size)

hp 22 (3d8+9)

Fort +6, Ref +4, Will +2

Speed 30 ft.

Melee mwk heavy mace +4 (1d8/x2) or

Special Attacks claws +3/+3 (1d6/x2)

Spell-Like Abilities

Spells Known (DC 14 + spell level, Concentration +12)
Cantrips - acid splash, bleed, detect magic, flare, ray
of frost, resistance
1st level (7/day) - enlarge person, mage-armor,
magic missile
2nd level (4/day) - hideous laughter
Bonus Spells - cause fear (DC 15)
Bloodline - Lycanthrope

Speed 20 ft., swim 30 ft.; sprint

Melee bite +5 (1d8+4 plus grab) and tail slap +0
(1d12+2)

Space 10 ft.; Reach 5ft.

Special Attacks death roll (1d8+6 plus trip)

Str 19, Dex 12, Con 17, Int 1, Wis 12, Cha 2

Base Atk +2; CMB +7 (+11 grapple); CMD 18 (22 vs.
trip)

Feats Skill Focus (Perception, Stealth)

Skills Perception +8, Stealth +5 (+13 in water), Swim
+12; Racial Modifiers +8 on Stealth in water

SQ hold breath

Str 10, Dex 14, Con 12, Int 14, Wis 11, Cha 18
Base Atk +2; CMB +2; CMD 15

Feats Combat Casting, Dodge, Eschew Materials,
Improved Initiative

Skills Acrobatics +2, Bluff +11, Fly +9, Knowledge
(arcana) +9, Perception +4, Spellcraft +9, Swim +4

Languages Common
SQ bloodline arcana, damage reduction

Treasure NPC gear (mwk heavy mace, bracers of
armor +2)

Death Roll (Ex) When grappling a foe of its size or
smaller, a crocodile can perform a death roll upon
making a successful grapple check. As it clings to its
foe, it tucks in its legs and rolls rapidly, twisting and
wrenching its victim. The crocodile inflicts its bite
damage and knocks the creature prone. If successful,
the crocodile maintains its grapple.

Hold Breath (Ex) A crocodile can hold its breath for a
number of rounds equal to 4 times its Constitution
score before it risks drowning.

Sprint (Ex) Once per minute a crocodile may sprint,
increasing its land speed to 40 feet for 1 round.
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| ATL S5

CAPTAIN YANCY "YELLOWEYE" ROBERTS

(HUMAN FORM)
Human natural werecrocodile fighter 7

CAPTAIN YANCY "YELLOWEYE" ROBERTS
(HYBRID FORM)

NE Medium humanoid (human, shapechanger)
Init +5; Senses low-light vision, scent; Perception +4

NE Medium humanoid (human, shapechanger)
Init +5; Senses low-light vision, scent; Perception +4

AC 20, touch 14, flat-footed 19 (+3 armor, +3 nat armor,
+3 defense, +1 Dex)

hp 63 (7d10+14)

Fort +9, Ref +3, Will +5 (+3 vs. fear)

Defensive Abilities bravery +2

AC 26, touch 14, flat-footed 25 (+3 armor, +9 nat armor,
+3 defense, +1 Dex)

hp 70 (7d10+21)

Fort +10, Ref +3, Will +5; +3 vs. fear

Defensive Abilities bravery +2; DR 10/silver

Speed 30 ft.
Melee +1 battleaxe +14/+9 (1d8+6/x3)

Str 18, Dex 13, Con 14, Int 12, Wis 12, Cha 6

Base Atk +7; CMB +11; CMD 22

Feats Cleave, Combat Reflexes, Great Cleave, Great
Fortitude, Improved Initiative, Iron Will, Power Attack,
Run, Vital Strike

Skills Intimidate +6, Perception +4, Stealth +5,
Survival +9, Swim +16

Speed 30 ft., swim 20 ft.; sprint

Melee bite +13 (1d8+5 plus grab and curse of
lycanthropy), tail slap +8 (1d12+3) or +1 battleaxe
+15/+10 (1d8+7/%3)

Special Attacks curse of lycanthropy, death roll (1d8+5
plus trip), grab

Languages Common

SQ armor training 2, change shape (human, hybrid,
and crocodile; polymorph), lycanthropic empathy
(crocodiles and dire crocodiles), weapon training 1:
axes

Str 20, Dex 13, Con 16, Int 12, Wis 12, Cha 6
Base Atk +7; CMB +12 (+16 grapple); CMD 23
Feats Cleave, Combat Reflexes, Great Cleave,
Great Fortitude, Improved Initiative, Iron Will,
Power Attack, Run, Vital Strike

Skills Intimidate +6, Perception +4, Stealth +5,
Survival +9, Swim +24

Treasure NPC gear (+1 battleaxe, bracers of armor
+3, ring of protection +3, amulet of natural armor +3)

Languages Common

SQ armor training 2, change shape (human, hybrid,
and crocodile; polymorph), hold breath, lycanthropic
empathy (crocodiles and dire crocodiles), sprint,
weapon training 1: axes

SPECIAL ABILITIES

Death Roll (Ex) When grappling a foe of its size or
smaller, a werecrocodile can perform a death roll
upon making a successful grapple check. As it
clings to its foe, the werecrocodile deals its bite
damage, knocks the creature prone, and maintains
the grapple.

Sprint (Ex) Once per minute, a werecrocodile can
increase its land speed to 60 feet for 1 round.

Werecrocodiles merge the ruthless determination of
a crocodile with the intelligence and adaptability
of ahumanoid. This fusion creates a maliciously
cunning creature with no doubt of its own martial
superiority.
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PIRATE CLERIC
Human male cleric of Kohr 6

PIRATE FIGHTER
Human male fighter 5

NE Medium humanoid (human)
Init +5; Senses Perception +10

NE Medium humanoid (human)
Init +2; Senses Perception +5

AC 19, touch 12, flat-footed 18 (+7 armor, +1 Dex, +1
magic vestment)

hp 42 (6d8+6)

Fort +5, Ref +3, Will +9 (+1 vs. fear)

Speed 30 ft.

Melee +1 battleaxe +5 (1d8+1/x3)

Special Attacks Greater Destruction +4 dmg for 4 mins

(1/day)

Spell-Like Abilities channel energy 6/day, 3d6 neg

energy, DC 18

Spells Known (DC 14 + spell level, Concentration +14)
Orisons (4) - bleed, create water, resistance, stabilize
1st level (4+1) - bless, doom, obscuring mist, shield
of faith, true strike®
2nd level (4+1) - bull's strength, cure moderate
wounds, eagle's-splendor, fog cloud®, hold person
3rd level (3+1) - call IightningD, cure serious wounds,
Invisibility purge, magic-vestment,
Domains - Destruction, Weather

AC 20, touch 13, flat-footed 17 (+7 armor, +2 Dex, +1
Dodge)

hp 50 (5d10+15)

Fort +6, Ref +3, Will +1 (+2 vs. fear)

Defensive Abilities bravery +1

Speed 30 ft.
Melee +1 rapier +13 (1d6+8/18-20,%2)

Str 18, Dex 14, Con 14, Int 10, Wis 11, Cha 7
Base Atk +5; CMB +9; CMD 22

Feats Blind-fight, Cleave, Combat Reflexes, Dodge,
Power Attack, Weapon Focus (rapier), Weapon
Specialization (rapier)

Skills Acrobatics +5, Intimidate +4, Perception +5,
Swim +7

Languages Common
SQ armor training 1, weapon training 1 (light blades)

Str 10, Dex 12, Con 10, Int 12, Wis 18, Cha 13 (17)
Base Atk +4; CMB +4; CMD 16

Feats Combat Casting, Improved Channel, Improved
Initiative, Selective Channeling (3 targets)

Skills Acrobatics +4, Heal +13, Knowledge

(arcana) +10, Perception +10, Spellcraft +10

Treasure NPC gear (+1 rapier, buccaneer's
breastplate)

PIRATE ROGUES (x2)
Human male rogue 5

NE Medium humanoid (human)
Init +4; Senses Perception +8

Languages Common
SQ aura (CE), channel energy, destructive smite,
orisons, spontaneous casting (inflict spells), storm burst

Treasure NPC gear (+1 battleaxe,

buccaneer's breastplate)

Special Abilities
Destructive Smite (Su) - 7/day, make single melee
attack with +3 Morale bonus to dmg.
Storm Burst (Sp) - Standard Action, 7/day, ranged
touch attack vs. foe w/in 30' deals 1d6+3 nonlethal
dmg and causes -2 penalty on attack rolls for 1 rnd.

AC 18, touch 15, flat-footed 13 (+3 armor, +4 Dex, +1
Dodge)

hp 40 (5d8+10)

Fort +2, Ref +8, Will +1 (+1 save vs. traps, +1 AC vs.
traps, +1 vs. fear)

Defensive Abilities Evasion, Uncanny Dodge

Speed 30 ft.

Melee +1 rapier +5/+5 (1d6+2/18-20,%2)

Special Attacks sneak attack +3d6, cast resistance
3/day CL5

Str 12, Dex 18, Con 12, Int 14, Wis 10, Cha 8
Base Atk +3; CMB +4; CMD 21

Feats Defensive Combat Training, Dodge, Double
Slice, Two-Weapon Fighting, Weapon Finesse
Skills Acrobatics +12, Disable Device
+14,Intimidate +7, Perception +8, Sleight of Hand
+12, Stealth +12, Swim +9

Languages Common
SQ rogue talents (finesse rogue, minor magic),
trapfinding +2

Treasure NPC gear (+1 rapier, enchanted
eelskin)
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PIRATE SORCERER
Human male sorcerer 6

CROCODILE

NE Medium humanoid (human)
Init +6; Senses Perception +6

N Large animal
Init +1; Senses low-light vision; Perception +8

AC 22, touch 17, flat-footed 19 (+4 armor, +1 nat armor,
+2 Dex, +1 Dodge, +4 mage armor)

hp 36 (6d6+12)

Fort +3, Ref +4, Will +5 (+1 vs. fear)

Damage Reduction 5/silver

AC 16, touch 10, flat-footed 15 (+1 Dex, +6 natural, —1
size)

hp 42 (5d8+20)

Fort +6, Ref +4, Will +2

Speed 30 ft.

Melee +1 heavy mace +5 (1d8+1/x2) or

Special Attacks claws(magic) +4/+4 (1d6/x2)

Spell-Like Abilities

Spells Known (DC 14 + spell level, Concentration +14)
Cantrips - acid splash, bleed, daze, detect magic,
flare, ray of frost, resistance
1st level (7/day) - enlarge person, mage-armor,
magic missile, shield
2nd level (6/day) - hideous laughter, scorching ray
3rd level (4/day) - fireball
Bonus Spells - cause fear (DC 15), bull's strength
(DC 16)
Bloodline - Lycanthrope

Speed 20 ft., swim 30 ft.; sprint

Melee bite +7 (1d8+4 plus grab) and tail slap +2
(1d12+2)

Space 10 ft.; Reach 5ft.

Special Attacks death roll (1d8+6 plus trip)

Str 19, Dex 12, Con 17, Int 1, Wis 12, Cha 2

Base Atk +4; CMB +9 (+13 grapple); CMD 20 (24 vs.
trip)

Feats Skill Focus (Perception, Stealth)

Skills Perception +8, Stealth +5 (+13 in water), Swim
+12; Racial Modifiers +8 on Stealth in water

SQ hold breath

Str 10, Dex 14, Con 12, Int 14, Wis 11, Cha 18
Base Atk +3; CMB +3; CMD 19

Feats Combat Casting, Defensive Combat Training,
Dodge, Eschew Materials, Improved Initiative

Skills Acrobatics +2, Bluff +13, Fly +11, Knowledge
(arcana) +11, Perception +6, Spellcraft +11, Swim +6

Languages Common
SQ bloodline arcana, claws are considered magic for
overcoming DR, damage reduction

Treasure NPC gear (+1 heavy mace, bracers of armor
+4)

Death Roll (Ex) When grappling a foe of its size or
smaller, a crocodile can perform a death roll upon
making a successful grapple check. As it clings to its
foe, it tucks in its legs and rolls rapidly, twisting and
wrenching its victim. The crocodile inflicts its bite
damage and knocks the creature prone. If successful,
the crocodile maintains its grapple.

Hold Breath (Ex) A crocodile can hold its breath for a
number of rounds equal to 4 times its Constitution
score before it risks drowning.

Sprint (Ex) Once per minute a crocodile may sprint,
increasing its land speed to 40 feet for 1 round.
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| ATL 7

CAPTAIN YANCY "YELLOWEYE" ROBERTS

(HUMAN FORM)
Human natural werecrocodile fighter 9

CAPTAIN YANCY "YELLOWEYE" ROBERTS
(HYBRID FORM)

NE Medium humanoid (human, shapechanger)
Init +5; Senses low-light vision, scent; Perception +4

NE Medium humanoid (human, shapechanger)
Init +5; Senses low-light vision, scent; Perception +4

AC 22, touch 15, flat-footed 21 (+4 armor, +3 nat armor,
+4 defense, +1 Dex)

hp 81 (9d10+18)

Fort +10, Ref +4, Will +6 (+3 vs. fear)

Defensive Abilities bravery +2

AC 28, touch 15, flat-footed 27 (+4 armor, +9 nat armor,
+4 defense, +1 Dex)

hp 90 (9d10+27)

Fort +11, Ref +4, Will +6; +2 vs. fear

Defensive Abilities bravery +2; DR 10/silver

Speed 30 ft.
Melee +2 battleaxe +19/+16 (1d8+10/x3)

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

Base Atk +9; CMB +13; CMD 24

Feats Cleave, Combat Reflexes, Great Cleave, Great
Fortitude, Improved Initiative, Iron Will, Power Attack,
Run, Vital Strike, Weapon Focus (battleaxe), Weapon
Specialization (battleaxe)

Skills Intimidate +7, Perception +4, Stealth +5,
Survival +10, Swim +18

Speed 30 ft., swim 20 ft.; sprint

Melee bite +16 (1d8+6 plus grab and curse of
lycanthropy), tail slap +11 (1d12+4) or +2 battleaxe
+20/+15 (1d8+11/x3)

Special Attacks curse of lycanthropy, death roll (1d8+6
plus trip), grab

Languages Common

SQ armor training 2, change shape (human, hybrid,
and crocodile; polymorph), lycanthropic empathy
(crocodiles and dire crocodiles), weapon training 2:
axes +2, natural +1

Str 21, Dex 13, Con 16, Int 12, Wis 12, Cha 6

Base Atk +9; CMB +14 (+18 grapple); CMD 25
Feats Cleave, Combat Reflexes, Great Cleave, Great
Fortitude, Improved Initiative, Iron Will, Power Attack,
Run, Vital Strike, Weapon Focus (battleaxe), Weapon
Specialization (battleaxe)

Skills Intimidate +7, Perception +4, Stealth +5,
Survival +10, Swim +26

Treasure NPC gear (+2 battleaxe, bracers of armor
+4, ring of protection +4, amulet of natural armor +3)

Languages Common

SQ armor training 2, change shape (human, hybrid,
and crocodile; polymorph), hold breath, lycanthropic
empathy (crocodiles and dire crocodiles), sprint,
weapon training 2: axes +2, natural +1

SPECIAL ABILITIES

Death Roll (Ex) When grappling a foe of its size or
smaller, a werecrocodile can perform a death roll upon
making a successful grapple check. As it clings to its
foe, the werecrocodile deals its bite damage, knocks
the creature prone, and maintains the grapple.

Sprint (Ex) Once per minute, a werecrocodile can
increase its land speed to 60 feet for 1 round.

Werecrocodiles merge the ruthless determination of
a crocodile with the intelligence and adaptability
of ahumanoid. This fusion creates a maliciously
cunning creature with no doubt of its own martial
superiority.
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PIRATE CLERIC
Human male cleric of Kohr 8

PIRATE FIGHTER
Human male fighter 7

NE Medium humanoid (human)
Init +5; Senses Perception +12

NE Medium humanoid (human)
Init +6; Senses Perception +7

AC 21, touch 13, flat-footed 20 (+8 armor, +1 Dex, +2
magic vestment)

hp 56 (8d8+8)

Fort +6, Ref +3, Will +10 (+1 vs. fear)

Speed 30 ft.

Melee +1 battleaxe +8/+3 (1d8+1/x3)

Special Attacks Greater Destruction +4 dmg for 4 mins

(2/day)

Spell-Like Abilities channel energy 6/day, 4d6 neg

energy, DC 19

Spells Known (DC 14 + spell level, Concentration +16)
Orisons (4) - bleed, create water, resistance, stabilize
1st level (5+1) - bless, command, doom, obscuring
mist, shield of faith, true strike®
2nd level (4+1) - bull's strength, cure moderate
wounds, eagle's-splendor, fog cloud®, hold person
3rd level (4+1) - call IightningD, cure serious wounds,
Invisibility purge, magic-vestment
4th level (3+1) - divine power, sleet storm®, spel
mmunity (magic missile, scorching ray), summon
monster iv
Domains - Destruction, Weather

AC 22, touch 15, flat-footed 19 (+7 armor, +2 Def, +2
Dex, +1 Dodge)

hp 70 (7d10+21)

Fort +7, Ref +4, Will +2 (+3 vs. fear)

Defensive Abilities bravery +2

Speed 30 ft.
Melee +1 rapier +15/+10 (1d6+8/18-20,x2)

Str 18, Dex 14, Con 14, Int 10, Wis 11, Cha 7
Base Atk +7; CMB +11; CMD 26

Feats Blind-fight, Cleave, Combat Reflexes, Dodge,
Improved Initiative, Power Attack, Weapon Focus
(rapier), Vital Strike, Weapon Specialization (rapier)
Skills Acrobatics +8, Intimidate +4, Perception +7,
Swim +10

Languages Common
SQ armor training 2, weapon training 1 (light blades)

Str 10, Dex 12, Con 10, Int 12, Wis 19, Cha 13 (17)
Base Atk +6; CMB +6; CMD 18

Feats Armor Specialization (medium), Combat Casting,
Improved Channel, Improved Initiative, Selective
Channeling (3 targets)

Skills Acrobatics +6, Heal +15, Knowledge (arcana)
+12, Perception +12, Spellcraft +12

Treasure NPC gear (+1 rapier, buccaneer's
breastplate, ring of protection +2)

PIRATE ROGUES (x2)
Human male rogue 5/ assassin 2

NE Medium humanoid (human)
Init +8; Senses Perception +10

Languages Common

SQ aura (CE), channel energy, destructive aura,
destructive smite, lightning lord, orisons, spontaneous
casting (inflict spells), storm burst

AC 20, touch 17, flat-footed 15 (+3 armor, +2 Def, +4
Dex, +1 Dodge)

hp 54 (7d8+12)

Fort +5, Ref +11, Will +4 (+1 save vs. traps, +1 AC vs.
traps, +1 save vs, poison, +1 save vs. fear)

Defensive Abilities Evasion, Improved Uncanny Dodge

Treasure NPC gear (+1 battleaxe, buccaneer's

breastplate)

Special Abilities
Destructive Aura (Su) - may emit 30" aura for 8
rnds/day, all attacks in this aura gain +4 Morale bonus
to dmg and all critical threats are confirmed.
Destructive Smite (Su) - 7/day, make single melee
attack with +4 Morale bonus to dmg.
Lightning Lord (Sp) - Standard Action, call down 8
lightning bolts, targeting as many foes as desired but
only 1 per bolt and no two more than 30" apart.
Storm Burst (Sp) - Standard Action, 7/day, ranged
touch attack vs. foe w/in 30" deals 1d6+4 nonlethal
dmg and causes -2 penalty on attack rolls for 1 rnd.

Speed 30 ft.

Melee +1 rapier +6/+6 (1d6+2/18-20,%2)

Special Attacks sneak attack +4d6, cast resistance
3/day CL5, Death Attack

Str 12, Dex 18, Con 12, Int 14, Wis 10, Cha 8
Base Atk +4; CMB +5; CMD 25

Feats Defensive Combat Training, Dodge, Double
Slice, Improved Initiative, Two-Weapon Fighting,
Weapon Finesse

Skills Acrobatics +14, Disable Device
+16,Intimidate +7, Perception +10, Sleight of Hand
+14, Stealth +14, Swim +11

Languages Common
SQ rogue talents (finesse rogue, minor magic), poison
use, trapfinding +2

Treasure NPC gear (+1 rapier, enchanted eelskin, ring
of protection +2)
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PIRATE SORCERER
Human male sorcerer 8

CROCODILE (x2)

NE Medium humanoid (human)
Init +6; Senses Perception +8

N Large animal
Init +1; Senses low-light vision; Perception +8

AC 24, touch 19, flat-footed 21 (+4 armor, +1 nat armor,
+2 Def, +2 Dex, +1 Dodge, +4 mage armor)

hp 48 (8d6+16)

Fort +3, Ref +4, Will +6 (+1 vs. fear)

Damage Reduction 5/silver

AC 16, touch 10, flat-footed 15 (+1 Dex, +6 natural, —1
size)

hp 42 (5d8+20)

Fort +6, Ref +4, Will +2

Speed 30 ft.

Melee +1 heavy mace +6 (1d8+3/x2) or

Special Attacks claws(magic) +5/+5 (1d8/x2)

Spell-Like Abilities

Spells Known (DC 14 + spell level, Concentration +16)
Cantrips - acid splash, bleed, daze, detect magic,
flare, ray of frost, read magic, resistance
1st level (7/day) - enlarge person, mage-armor,
magic missile, reduce person, shield
2nd level (7/day) - hideous laughter, scorching ray,

see-invisibility

3rd level (6/day) - dispel magic, fireball

4th level (4/day) - summon monster iv

Bonus Spells - cause fear (DC 15), bull's strength
(DC 16), rage (DC 17)

Bloodline - Lycanthrope

Speed 20 ft., swim 30 ft.; sprint

Melee bite +7 (1d8+4 plus grab) and tail slap +2
(1d12+2)

Space 10 ft.; Reach 5ft.

Special Attacks death roll (1d8+6 plus trip)

Str 19, Dex 12, Con 17, Int 1, Wis 12, Cha 2

Base Atk +4; CMB +9 (+13 grapple); CMD 20 (24 vs.
trip)

Feats Skill Focus (Perception, Stealth)

Skills Perception +8, Stealth +5 (+13 in water), Swim
+12; Racial Modifiers +8 on Stealth in water

SQ hold breath

Str 10, Dex 14, Con 12, Int 14, Wis 11, Cha 19

Base Atk +4; CMB +4; CMD 23

Feats Arcane Strike, Combat Casting, Combat
Reflexes, Defensive Combat Training, Dodge, Eschew
Materials, Improved Initiative

Skills Acrobatics +2, Bluff +15, Fly +13, Knowledge
(arcana) +13, Perception +8, Spellcraft +13, Swim +8

Languages Common
SQ bloodline arcana, claws are considered magic for
overcoming DR, damage reduction

Treasure NPC gear (+1 heavy mace, bracers of armor
+4, ring of protection +2)

Death Roll (Ex) When grappling a foe of its size or
smaller, a crocodile can perform a death roll upon
making a successful grapple check. As it clings to its
foe, it tucks in its legs and rolls rapidly, twisting and
wrenching its victim. The crocodile inflicts its bite
damage and knocks the creature prone. If successful,
the crocodile maintains its grapple.

Hold Breath (Ex) A crocodile can hold its breath for a
number of rounds equal to 4 times its Constitution
score before it risks drowning.

Sprint (Ex) Once per minute a crocodile may sprint,
increasing its land speed to 40 feet for 1 round.

LSJ211 Pirate of Diamonds

Page 42



| ATL 9

CAPTAIN YANCY "YELLOWEYE" ROBERTS

(HUMAN FORM)
Human natural werecrocodile fighter 11

CAPTAIN YANCY "YELLOWEYE" ROBERTS
(HYBRID FORM)

NE Medium humanoid (human, shapechanger)
Init +5; Senses low-light vision, scent; Perception +4

NE Medium humanoid (human, shapechanger)
Init +5; Senses low-light vision, scent; Perception +4

AC 24, touch 15, flat-footed 23 (+5 armor, +4 nat armor,
+4 defense, +1 Dex)

hp 99 (11d10+22)

Fort +11, Ref +4, Will +6 (+4 vs. fear)

Defensive Abilities bravery +3

AC 30, touch 15, flat-footed 29 (+5 armor, +10 nat
armor, +4 defense, +1 Dex)

hp 110 (11d10+33)

Fort +12, Ref +4, Will +6; +4 vs. fear

Defensive Abilities bravery +3; DR 10/silver

Speed 30 ft.
Melee +2 battleaxe +22/+17/+12 (1d8+10/x3)

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

Base Atk +11; CMB +15; CMD 26

Feats Cleave, Combat Reflexes, Great Cleave, Great
Fortitude, Greater Weapon Focus (battleaxe), Improved
Initiative, Improved Vital Strike, Iron Will, Power Attack,
Run, Vital Strike, Weapon Focus (battleaxe), Weapon
Specialization (battleaxe)

Skills Intimidate +8, Perception +4, Stealth +5,

Survival +11, Swim +20

Speed 30 ft., swim 20 ft.; sprint

Melee bite +18 (1d8+6 plus grab and curse of
lycanthropy), tail slap +13 (1d12+4) or +2 battleaxe
+23/+18/+13 (1d8+11/x3)

Special Attacks curse of lycanthropy, death roll (1d8+6
plus trip), grab

Languages Common

SQ armor training 3, change shape (human, hybrid,
and crocodile; polymorph), lycanthropic empathy
(crocodiles and dire crocodiles), weapon training 2:
axes +2, natural +1

Str 21, Dex 13, Con 16, Int 12, Wis 12, Cha 6

Base Atk +11; CMB +16 (+20 grapple); CMD 26

Feats Cleave, Combat Reflexes, Great Cleave, Great
Fortitude, Greater Weapon Focus (battleaxe), Improved
Initiative, Improved Vital Strike, Iron Will, Power Attack,
Run, Vital Strike, Weapon Focus (battleaxe), Weapon
Specialization (battleaxe)

Skills Intimidate +8, Perception +4, Stealth +5,

Survival +11, Swim +28

Treasure NPC gear (+2 battleaxe, bracers of armor
+5, ring of protection +4, amulet of natural armor +4)

Languages Common

SQ armor training 3, change shape (human, hybrid,
and crocodile; polymorph), hold breath, lycanthropic
empathy (crocodiles and dire crocodiles), sprint,
weapon training 2: axes +2, natural +1

SPECIAL ABILITIES

Death Roll (Ex) When grappling a foe of its size or
smaller, a werecrocodile can perform a death roll upon
making a successful grapple check. As it clings to its
foe, the werecrocodile deals its bite damage, knocks
the creature prone, and maintains the grapple.

Sprint (Ex) Once per minute, a werecrocodile can
increase its land speed to 60 feet for 1 round.

Werecrocodiles merge the ruthless determination of
a crocodile with the intelligence and adaptability
of ahumanoid. This fusion creates a maliciously
cunning creature with no doubt of its own matrtial
superiority.
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PIRATE CLERIC
Human male cleric of Kohr 10

PIRATE FIGHTER
Human male fighter 9

NE Medium humanoid (human)
Init +5; Senses Perception +14

NE Medium humanoid (human)
Init +6; Senses Perception +9

AC 23, touch 15, flat-footed 22 (+8 armor, +1 Dex, +2
Def, +2 magic vestment)

hp 70 (10d8+10)

Fort +7, Ref +4, Will +11 (+1 vs. fear)

Speed 30 ft.

Melee +2 battleaxe +10/+5 (1d8+2/x3)

Special Attacks Greater Destruction +4 dmg for 4 mins

(2/day)

Spell-Like Abilities channel energy 6/day, 5d6 neg

energy, DC 20

Spells Known (DC 14 + spell level, Concentration +18)
Orisons (4) - bleed, create water, resistance, stabilize
1st level (5+1) - bless, command, doom, obscuring
mist, shield of faith, true strike®
2nd level (5+1) - bull's strength, cure moderate
wounds, eagle's-splendor, fog cloud®, hold persongXZ)
3rd level (4+1) - blindness/deafness, call lightning™,
cure serious wounds, Invisibility purge, magic
vestment
4th level (4+1) - cure critical wounds, divine power,
sleet storm®, spel-immunity (magic missile, scorching
ray), summon monster iv
5th level (2+1) - flame strike, ice storm®, slay living
Domains - Destruction, Weather

AC 24, touch 17, flat-footed 21 (+7 armor, +4 Def, +2
Dex, +1 Dodge)

hp 90 (9d10+27)

Fort +8, Ref +5, Will +3 (+2 vs. fear)

Defensive Abilities bravery +2

Speed 30 ft.
Melee +2 rapier +19/+14 (1d6+10/18-20,x2)

Str 19, Dex 14, Con 14, Int 10, Wis 11, Cha 7
Base Atk +9; CMB +13; CMD 28

Feats Blind-fight, Cleave, Combat Reflexes, Dodge,
Great Cleave. Greater Weapon Focus (rapier),
Improved Initiative, Power Attack, Weapon Focus
(rapier), Vital Strike, Weapon Specialization (rapier)
Skills Acrobatics +10, Intimidate +4, Perception +9,
Swim +12

Languages Common
SQ armor training 2, weapon training 2 (light blades,
close)

Str 10, Dex 12, Con 10, Int 12, Wis 19, Cha 13 (17)
Base Atk +7; CMB +7; CMD 24

Feats Armor Specialization (medium), Combat Casting,
Defensive Combat Training, Improved Channel,
Improved Initiative, Selective Channeling (3 targets)
Skills Acrobatics +8, Heal +17, Knowledge

(arcana) +14, Perception +14, Spellcraft +14

Treasure NPC gear (+2 rapier, buccaneer's
breastplate, ring of protection +4)

PIRATE ROGUES (x2)
Human male rogue 5/ assassin 4

NE Medium humanoid (human)
Init +8; Senses Perception +12

Languages Common

SQ aura (CE), channel energy, destructive aura,
destructive smite, lightning lord, orisons, spontaneous
casting (inflict spells), storm burst

AC 22, touch 19, flat-footed 17 (+3 armor, +4 Def, +4
Dex, +1 Dodge)

hp 68 (9d8+14)

Fort +5, Ref +14, Will +4 (+1 save vs. traps, +1 AC vs.
traps, +2 save vs, poison)

Defensive Abilities Evasion, Improved Uncanny Dodge

Treasure NPC gear (+2 battleaxe, buccaneer's

breastplate, ring of protection +2)

Special Abilities
Destructive Aura (Su) - may emit 30" aura for 10
rnds/day, all attacks in this aura gain +5 Morale bonus
to dmg and all critical threats are confirmed.
Destructive Smite (Su) - 7/day, make single melee
attack with +5 Morale bonus to dmg.
Lightning Lord (Sp) - Standard Action, call down 10
lightning bolts, targeting as many foes as desired but
only 1 per bolt and no two more than 30" apart.
Storm Burst (Sp) - Standard Action, 7/day, ranged
touch attack vs. foe w/in 30" deals 1d6+5 nonlethal
dmg and causes -2 penalty on attack rolls for 1 rnd.

Speed 30 ft.

Melee +2 rapier +9/+9/+4 (1d6+3/18-20,%2)

Special Attacks sneak attack +5d6, cast resistance
3/day CL5, Death Attack

Str 12, Dex 19, Con 12, Int 14, Wis 10, Cha 8
Base Atk +6; CMB +7; CMD 29

Feats Defensive Combat Training, Dodge, Double
Slice, Improved Initiative, Two-Weapon Fighting,
Weapon Finesse, Weapon Focus (rapier)

Skills Acrobatics +16, Disable Device
+18,Intimidate +7, Perception +12, Sleight of Hand
+16, Stealth +16, Swim +13

Languages Common
SQ hidden weapons, rogue talents (finesse rogue,
minor magic), poison use, trapfinding +2, true death

Treasure NPC gear (+2 rapier, enchanted eelskin, ring
of protection +2)
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PIRATE SORCERER
Human male sorcerer 10

CROCODILE (x2)

NE Medium humanoid (human)
Init +6; Senses Perception +10

N Huge animal
Init +0; Senses low-light vision; Perception +8

AC 27, touch 21, flat-footed 24 (+4 armor, +2 nat armor,
+4 Def, +2 Dex, +1 Dodge, +4 mage armor)

hp 70 (10d6+30)

Fort +4, Ref +5, Will +7 (+1 vs. fear)

Damage Reduction 10/silver

AC 20, touch 8, flat-footed 20 (+0 Dex, +12 natural, —2
size)

hp 85 (7d8+54)

Fort +8, Ref +3, Will +2

Speed 30 ft.

Melee +2 heavy mace +9 (1d8+6/x2) or

Special Attacks claws(magic) +7/+7 (1d8+1/x2)

Spell-Like Abilities

Spells Known (DC 14 + spell level, Concentration +18)
Cantrips - acid splash, bleed, daze, detect magic,
flare, ray of frost, read magic, resistance, touch of
fatigue
1st level (7/day) - enlarge person, mage-armor,
magic missile, reduce person, shield
2nd level (7/day) - hideous laughter, mirror image,
scorching ray, see-invisibility
3rd level (7/day) - dispel magic, fireball, hold person
4th level (6/day) - fear, summon monster iv
5th level (3/day) - dominate person
Bonus Spells - cause fear (DC 15), bull's strength
(DC 16), rage (DC 17), charm monster (DC18)
Bloodline - Lycanthrope

Speed 20 ft., swim 30 ft.; sprint

Melee bite +13 (2d6+8 plus grab) and tail slap +8
(1d12+6)

Space 15 ft.; Reach 10 ft.

Special Attacks death roll (1d8+6 plus trip)

Str 28, Dex 10, Con 21, Int 1, Wis 12, Cha 2

Base Atk +7; CMB +12 (+16 grapple); CMD 23 (27 vs.
trip)

Feats Skill Focus (Perception, Stealth)

Skills Perception +8, Stealth +5 (+13 in water), Swim
+12; Racial Modifiers +8 on Stealth in water

SQ hold breath

Str 12, Dex 14, Con 12, Int 14, Wis 11, Cha 19

Base Atk +5; CMB +6; CMD 28

Feats Arcane Strike, Combat Casting, Combat
Reflexes, Defensive Combat Training, Dodge, Eschew
Materials, Improved Initiative, Toughness

Skills Acrobatics +2, Bluff +17, Fly +15, Knowledge
(arcana) +15, Perception +10, Spellcraft +15, Swim +11

Languages Common

SQ bloodline arcana, claws are considered magic for
overcoming DR, damage reduction, strength of the
were

Treasure NPC gear (+2 heavy mace, bracers of armor
+4, ring of protection +4)

Death Roll (Ex) When grappling a foe of its size or
smaller, a crocodile can perform a death roll upon
making a successful grapple check. As it clings to its
foe, it tucks in its legs and rolls rapidly, twisting and
wrenching its victim. The crocodile inflicts its bite
damage and knocks the creature prone. If successful,
the crocodile maintains its grapple.

Hold Breath (Ex) A crocodile can hold its breath for a
number of rounds equal to 4 times its Constitution
score before it risks drowning.

Sprint (Ex) Once per minute a crocodile may sprint,
increasing its land speed to 40 feet for 1 round.
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| ATL 11

CAPTAIN YANCY "YELLOWEYE" ROBERTS

(HUMAN FORM)
Human natural werecrocodile fighter 13

CAPTAIN YANCY "YELLOWEYE" ROBERTS
(HYBRID FORM)

NE Medium humanoid (human, shapechanger)
Init +5; Senses low-light vision, scent; Perception +4

NE Medium humanoid (human, shapechanger)
Init +5; Senses low-light vision, scent; Perception +4

AC 27, touch 16, flat-footed 26 (+6 armor, +5 nat armor,
+5 defense, +1 Dex)

hp 117 (13d10+26)

Fort +12, Ref +5, Will +7 (+4 vs. fear)

Defensive Abilities bravery +3

AC 33, touch 16, flat-footed 32 (+6 armor, +11 nat
armor, +5 defense, +1 Dex)

hp 130 (13d10+39)

Fort +13, Ref +5, Will +7; +4 vs. fear

Defensive Abilities bravery +3; DR 10/silver

Speed 30 ft.
Melee +3 battleaxe +27/+22/+17 (1d8+12/x3)

Str 20, Dex 13, Con 14, Int 12, Wis 12, Cha 6

Base Atk +13; CMB +18; CMD 29

Feats Cleave, Combat Reflexes, Great Cleave, Great
Fortitude, Greater Weapon Focus (battleaxe), Greater
Weapon Specialization (battleaxe), Improved Initiative,
Improved Vital Strike, Iron Will, Penetrating Strike,
Power Attack, Run, Vital Strike, Weapon Focus
(battleaxe), Weapon Specialization (battleaxe)

Skills Intimidate +9, Perception +4, Stealth +5,
Survival +12, Swim +23

Speed 30 ft., swim 20 ft.; sprint

Melee bite +22 (1d8+8 plus grab and curse of
lycanthropy), tail slap +17 (1d12+4) or +3 battleaxe
+28/+23/+18 (1d8+13/x3)

Special Attacks curse of lycanthropy, death roll (1d8+8
plus trip), grab

Languages Common

SQ armor training 3, change shape (human, hybrid,
and crocodile; polymorph), lycanthropic empathy
(crocodiles and dire crocodiles), weapon training 3:
axes +3, natural +2, heavy blades +1

Str 22, Dex 13, Con 16, Int 12, Wis 12, Cha 6

Base Atk +13; CMB +19 (+23 grapple); CMD 30
Feats Cleave, Combat Reflexes, Great Cleave, Great
Fortitude, Greater Weapon Focus (battleaxe), Greater
Weapon Specialization (battleaxe), Improved Initiative,
Improved Vital Strike, Iron Will, Penetrating Strike,
Power Attack, Run, Vital Strike, Weapon Focus
(battleaxe), Weapon Specialization (battleaxe)

Skills Intimidate +9, Perception +4, Stealth +5,
Survival +12, Swim +31

Treasure NPC gear (+3 battleaxe, bracers of armor
+6, ring of protection +5, amulet of natural armor +5)

Languages Common

SQ armor training 3, change shape (human, hybrid,
and crocodile; polymorph), hold breath, lycanthropic
empathy (crocodiles and dire crocodiles), sprint,
weapon training 3: axes +3, natural +2, heavy blades
+1

SPECIAL ABILITIES

Death Roll (Ex) When grappling a foe of its size or
smaller, a werecrocodile can perform a death roll upon
making a successful grapple check. As it clings to its
foe, the werecrocodile deals its bite damage, knocks
the creature prone, and maintains the grapple.

Sprint (Ex) Once per minute, a werecrocodile can
increase its land speed to 60 feet for 1 round.

Werecrocodiles merge the ruthless determination of
a crocodile with the intelligence and adaptability
of a humanoid. This fusion creates a maliciously
cunning creature with no doubt of its own martial
superiority.
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PIRATE CLERIC
Human male cleric of Kohr 12

PIRATE FIGHTER
Human male fighter 11

NE Medium humanoid (human)
Init +5; Senses Perception +17

NE Medium humanoid (human)
Init +6; Senses Perception +9

AC 26, touch 18, flat-footed 25 (+8 armor, +1 Dex, +4
Def, +3 magic vestment)

hp 84 (12d8+12)

Fort +8, Ref +5, Will +13 (+1 vs. fear)

Speed 30 ft.

Melee +2 battleaxe +12/+7 (1d8+2/x3)

Special Attacks Greater Destruction +4 dmg for 4 mins

(3/day)

Spell-Like Abilities channel energy 6/day, 6d6 neg

energy, DC 21

Spells Known (DC 15 + spell level, Concentration +21)
Orisons (4) - bleed, create water, resistance, stabilize
1st level (6+1) - bless, command(x2), doom,
obscuring mist, shield of faith, true strike®
2nd level (5+1) - bull's strength, cure moderate
wounds, eagle's-splendor, fog cloud®, hold person(x2)
3rd level (5+1) - bestow curse, blindness/deafness,
call lightning®, cure serious wounds, Invisibility purge,

4th level (4+1) - cure critical wounds, divine power,
sleet storm®, spel-immunity (magic missile, hold
person, scorching ray), summon monster iv

5th level (4+1) - flame strike, ice storm®, raise dead,
slay living, spell resistance (SR 24)

6th level (2+1) - harm®, heal, mass bull strength
Domains - Destruction, Weather

AC 26, touch 17, flat-footed 23 (+7 armor, +4 Def, +2
Dex, +1 Dodge, +2 nat armor)

hp 121 (11d10+44)

Fort +8, Ref +5, Will +3 (+4 vs. fear)

Defensive Abilities bravery +3

Speed 30 ft.
Melee +2 rapier +22/+17/+12 (1d6+10/18-20,%2)

Str 19, Dex 14, Con 14, Int 10, Wis 11, Cha 7

Base Atk +11; CMB +15; CMD 32

Feats Blind-fight, Cleave, Combat Reflexes, Dodge,
Great Cleave. Greater Weapon Focus (rapier),
Improved Initiative, Improved Vital Strike, Power Attack,
Weapon Focus (rapier), Toughness, Vital Strike,
Weapon Specialization (rapier)

Skills Acrobatics +13, Intimidate +4, Perception +11,
Swim +15

Languages Common
SQ armor training 3, weapon training 2 (light blades,
close)

Treasure NPC gear (+2 rapier, amulet of natural armor
+2, buccaneer's breastplate, ring of protection +4)

PIRATE ROGUES (x2)
Human male rogue 5/ assassin 6

Str 10, Dex 12, Con 10, Int 12, Wis 20, Cha 13 (17)
Base Atk +9; CMB +9; CMD 28

Feats Armor Specialization (medium), Combat Casting,
Defensive Combat Training, Improved Channel,
Improved Initiative, Selective Channeling (3 targets),
Vital Strike

Skills Acrobatics +10, Heal +20, Knowledge (arcana)
+16, Perception +17, Spellcraft +16

NE Medium humanoid (human)
Init +8; Senses Perception +14

AC 24, touch 19, flat-footed 19 (+3 armor, +4 Def, +4
Dex, +1 Dodge, +2 Nat Armor)

hp 82 (11d8+16)

Fort +8, Ref +17, Will +7 (+1 save vs. traps, +1 AC vs.
traps, +3 save vs, poison, +1 save vs. fear)

Defensive Abilities Evasion, Improved Uncanny Dodge

Languages Common

SQ aura (CE), channel energy, destructive aura,
destructive smite, lightning lord, orisons, spontaneous
casting (inflict spells), storm burst

Speed 30 ft.

Melee +2 rapier +11/+11/+6 (1d6+3/15-20,%2)
Special Attacks sneak attack +6d6, cast resistance
3/day CL5, Death Attack

Treasure NPC gear (+2 battleaxe, buccaneer's

breastplate, ring of protection +4)

Special Abilities
Destructive Aura (Su) - may emit 30" aura for 12
rnds/day, all attacks in this aura gain +6 Morale bonus
to dmg and all critical threats are confirmed.
Destructive Smite (Su) - 8/day, make single melee
attack with +6 Morale bonus to dmg.
Lightning Lord (Sp) - Standard Action, call down 12
lightning bolts, targeting as many foes as desired but
only 1 per bolt and no two more than 30" apart.
Storm Burst (Sp) - Standard Action, 8/day, ranged
touch attack vs. foe w/in 30' deals 1d6+6 nonlethal
dmg and causes -2 penalty on attack rolls for 1 rnd.

Str 12, Dex 19, Con 12, Int 14, Wis 10, Cha 8
Base Atk +7; CMB +8; CMD 31

Feats Defensive Combat Training, Dodge, Double
Slice, Improved Critical (rapier), Improved Initiative,
Two-Weapon Fighting, Weapon Finesse, Weapon
Focus (rapier)

Skills Acrobatics +18, Disable Device
+20,Intimidate +7, Perception +14, Sleight of Hand
+18, Stealth +18, Swim +15

Languages Common

SQ hidden weapons, rogue talents (finesse rogue,
minor magic), poison use, quiet death, trapfinding +2,
true death

Treasure NPC gear (+2 rapier, enchanted eelskin, ring
of protection +2, amulet of natural armor +2)
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PIRATE SORCERER
Human male sorcerer 12

DIRE CROCODILE

NE Medium humanoid (human)
Init +6; Senses Perception +10

N Gargantuan animal
Init +4; Senses low-light vision; Perception +14

AC 27, touch 21, flat-footed 24 (+4 armor, +2 nat armor,
+4 Def, +2 Dex, +1 Dodge, +4 mage armor)

hp 84 (12d6+36)

Fort +5, Ref +6, Will +8 (+1 vs. fear)

Damage Reduction 10/silver

AC 21, touch 6, flat-footed 21 (+15 natural, -4 size)
hp 138 (12d8+84)
Fort +15, Ref +8, Will +8

Speed 30 ft.

Melee +2 heavy mace +10/+5 (1d8+6/x2) or

Special Attacks claws(magic) +8/+8 (1d8+1/x2)

Spell-Like Abilities

Spells Known (DC 15 + spell level, Concentration +21)
Cantrips - acid splash, bleed, daze, detect magic,
flare, ray of frost, read magic, resistance, touch of
fatigue
1st level (8/day) - enlarge person, mage-armor,
magic missile, reduce person, shield
2nd level (7/day) - fog cloud, hideous laughter, mirror
image, scorching ray, see-invisibility
3rd level (7/day) - dispel magic, fireball, hold person,
lightning bolt
4th level (7/day) - bestow curse, fear, summon
monster iv
5th level (6/day) - dominate person, teleport
6th level (3/day) - disintegrate
Bonus Spells - cause fear (DC 16), bull's strength
(DC 17), rage (DC 18), charm monster (DC 19),
animal growth (DC 20)
Bloodline - Lycanthrope

Speed 20 ft., swim 30 ft.; sprint

Melee bite +18 (3d6+13/19-20 plus grab) and tail slap
+13 (4d8+6)

Space 20 ft.; Reach 15 ft.

Special Attacks death roll (3d6+19 plus trip), swallow
whole (3d6+13, AC 16, 13 hp)

Str 37, Dex 10, Con 25, Int 1, Wis 14, Ch 2

Base Atk +9; CMB +26 (+30 grapple); CMD 36 (40 vs.
trip)

Feats Improved Critical (bite), Improved Initiative, Iron
Will, Run, Skill Focus (Perception, Stealth)

Skills Perception +14, Stealth +0 (+8 in water), Swim
+21; Racial Modifiers +8 Stealth in water

SQ hold breath

Str 12, Dex 14, Con 12, Int 14, Wis 11, Cha 20

Base Atk +6; CMB +7; CMD 30

Feats Arcane Strike, Combat Casting, Combat
Reflexes, Defensive Combat Training, Dodge, Eschew
Materials, Improved Initiative, Toughness, Vital Strike
Skills Acrobatics +2, Bluff +20, Fly +17, Knowledge
(arcana) +17, Perception +12, Spellcraft +17, Swim +13

Languages Common

SQ bloodline arcana, claws are considered magic for
overcoming DR, damage reduction, strength of the
were

Treasure NPC gear (+2 heavy mace, bracers of armor
+4, ring of protection +4)

Special Abilities

Death Roll (Ex): When grappling a foe of its size or
smaller, a crocodile can perform a death roll upon making
a successful grapple check. As it clings to its foe, it tucks
in its legs and rolls rapidly, twisting and wrenching its
victim. The crocodile inflicts its bite damage and knocks
the creature prone. If successful, the crocodile maintains
its grapple.

Hold Breath (Ex): A crocodile can hold its breath for a
number of rounds equal to 4 times its Constitution score
before it risks drowning.

Sprint (Ex): Once per minute a crocodile may sprint,
increasing its land speed to 40 feet for 1 round.

Swallow Whole (Ex): If a creature with this special attack
begins its turn with an opponent grappled in its mouth, it
can attempt a new combat maneuver check (as though
attempting to pin the opponent). If it succeeds, it swallows
its prey, and the opponent takes bite damage. Unless
otherwise noted, the opponent can be up to one size
category smaller than the swallowing creature. Being
swallowed causes a creature to take damage each round.
The amount and type of damage varies and is given in
the creature’s statistics. A swallowed creature keeps the
grappled condition, while the creature that did the
swallowing does not. A swallowed creature can try to cut
its way free with any light slashing or piercing weapon
(the amount of cutting damage required to get free is
equal to 1/10 the creature’s total hit points), or it can just
try to escape the grapple. The Armor Class of the interior
of a creature that swallows whole is normally 10 + 1/2 its
natural armor bonus, with no modifiers for size or
Dexterity (DC 17). If a swallowed creature cuts its way
out, the swallowing creature cannot use swallow whole
again until the damage is healed. If the swallowed
creature escapes the grapple, success puts it back in the
attacker's mouth, where it may be bitten or swallowed
again.
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CONCLUSION 1
NOT INTERESTED

CONCLUSION 3
CAPTURED!

You have declined Zilenze Shadowdancer’s offer or
felt that the sharing of expenses was too much for
you to handle. You note the bit of disappointment in
her expression as she crosses something off upon a
piece of parchment. You get the feeling that she
probably won't call upon you in the future.

THUS ENDS “PIRATE OF DIAMONDS”

TIME UNIT COST:0TU

PCs get the Enmity of Zilenze Shadowdancer cert.

CONCLUSION 2
SUCCESS!

With the pirates defeated, you manage to complete
the digging that was already started. After about a
couple hours of work, you hear a loud 'thunk® as the
shovel hits something hard. With twenty more
minutes of digging, you manage to uncover a large
chest. Smashing the lock, you open the chest. Inside
is a large number of coins of different denominations
as well as a few items.

It takes you the better part of the day to haul your
bounty back to the ship's boat. Thankfully, the boat
manages to hold the weight of both you and the
treasure. The crew is relieved upon your return and
orders are given as the ship makes preparations for
your return trip back to Amthydor.

With the last of your party succumbing to the
pirates’ attack, everything goes black.
Unexpectedly, all of you wake up, finding yourselves
bound to the outside of the cave wall. You gain your
senses as you see the pirates haul a treasure chest
out of the hole they finished digging. Yelloweye
gives you a toothy grin upon seeing you struggle
against your bonds.

"Good. You are awake. Thank you very much for
the location of the treassssure. \We've been looking
for it for quite sssssome time ... without successssss.

I'd sssshow it to you, but I'm on a tight
sssssschedule. I look forward to our next
encounter.” Yelloweye and the pirates haul away

the treasure and disappear down the path.

You continue to struggle against your bonds while
they are gone, but to no avail. A few days pass
before a search party from the ship eventually finds
you. They are relieved to find you alive and quickly
release you from your bonds. While you may not
have recovered the treasure, you are thankful that
you still have your lives. And you look forward to
your next encounter with a certain toothy pirate.

TIME UNIT COST:30/60/90TU

» IF PCs uncovered Sharky's involvement in the city,
GOTO EPILOGUE (page 49)

TIME UNIT COST:35/65/95TU

» IF PCs uncovered Sharky's involvement in the city,
GOTO EPILOGUE (page 49)

EPILOGUE

Having heard reports of pirate activities at the
location known as ''Sharky's Reef," the Diamond
Legion raided the establishment the very next day.
However, nothing was found. The building was
stripped clean of possessions and there wasn't a soul
to be found. It is almost as if someone predicted this
outcome and closed up shop.

THUS ENDS “PIRATE OF DIAMONDS”
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EXPERIENCE POINT SUMMARY

ATL ATL ATL ATL ATL
3 5 7 9 11

Module Experience 850 1200 1800 2900 4500
Tip Jeremy for bringing the mission information. 50 100 100 100 200
50/50 or 40/60 split of treasure with Zilenze Shadowdancer 50 100 100 100 200
or or or or or or

Any other split of treasure with Zilenze Shadowdancer 25 50 50 50 100
Re_port Sharky's _Reef to Dlamond Legion or Harbormaster for 50 100 100 100 200

being a front of pirate activity.

Roleplaying XP Bonus 50 100 100 100 200

Maximum Possible XP 1,050 1,600 2,200 3,300 5,300

Experience earned is based on the Average Table Level (ATL), and no PC received experience greater than the
ATL at which the adventure was run. However, the maximum experience a specific PC can earn is also limited to
the next higher ATL above his “personal ATL” level (his character level rounded up to the nearest odd number).
For example: a 3rd level PC plays at the same table with high-level players and the group comes out to be an ATL
9. The maximum amount of experience the 3rd level PC can earn would be based on ATL 5, but a 6th level PC
(personal ATL 7) would earn XP based on ATL 9. With such a disparaging range of experience earned from 1st all
the way to 19th levels, this is the only way to make sure that low-level PCs don't earn experience too quickly.

TREASURE SUMMARY

Treasure earned (other than gold) is based on the PCs Average Table Level that experience was earned at, not the
Average Table Level (ATL) at which the PC played. See example under experience for further explanation.

grants the wearer a swim speed of 30 feet and the
ability to breathe water. In addition, during a

Encounter 7
> Buccaneer's Breastplate

This magical breastplate is made of shining amber
metal and decorated with faint motifs of the waves
and water. It allows the wearer to continually utilize
the effects of the spell water walk. If a creature puts
on the armor while underwater, the wearer is borne
toward the surface at a rate of 60 feet per round.

Q ATL 3-5: +1 (Value 23,850 gp)

Q ATL 7-9: +2 (Value 26,850 gp)

O ATL11:  +3(Value 31,850 gp)

Enchanted Eelskin

This magical slick leather armor is made of
shining, slippery eelskin that allows the wearer to
move with deadly grace and sudden swiftness,
especially underwater. When immersed in water,
enchanted eelskin gains the shadow property and

LSJ211 Pirate of Diamonds

surprise round the wearer can act as if she had a full
round of actions, rather than a single standard
action, as long as those actions do not require
leaving the water. If she does leave the water, her
surprise round turn immediately ends.

O ATL 3-5:  +1 (Value 11,160 gp)

Q ATL 7-9: +2(Value 14,160 gp)

Q ATL11:  +3(Value 19,160 gp)

> Trident

O ATL 3-5:  +1 (Value 2,315 gp)
Q ATL 7-9: +2(Value 8,315 gp)
Q ATL 11:  +3 (Value 18,315 gp)
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Encounter 9

> Amulet of Natural Armor

O ATL 3-5:
O ATL 7-9:
O ATL 11:

> Battleaxe
O ATL 3-5:
O ATL 7-9:
O ATL 11:

> Bracers of Armor

O ATL 3:
O ATLS:
O ATLT7:
O ATLO:
O ATL 11:

Conclusion 2

+1 (Value 2,000 gp)
+2 (Value 8,000 gp)
+3 (Value 18,000 gp)

+1 (Value 2,310 gp)
+2 (Value 8,310 gp)
+3 (Value 18,310 gp)

+3 (Value 9,000 gp)

+4 (Value 16,000 gp)
+5 (Value 25,000 gp)
+6 (Value 36,000 gp)
+7 (Value 49,000 gp)

» Monetary treasure found per PC:

Copper 2000
Silver 300
Gold 50
Platinum 40
10gp Gem 20
50gp Gem 4
100gp Gem 3

Total GP Value 1000

4000 6000 8000
600 900 1200
100 150 200

80 120 160

40 60 80
8 12 16
6 9 12

2000 3000 4000

10000
1500
250
200
100
20
15
5000

> Choice of Magic Item from Treasure Chest (1

per PC):
ATL 3-5:

U Bag of Holding Type 11 (Value: 5,000 gp; CL
9)

Q Belt of Incredible Dexterity +2 (Value: 4,000
gp, CL 8)(belt)

Q Burglar Boots, Minor“ (Value: 4,000 gp; CL
1)(feet)

U Headband of Vast Intelligence +2 (Value:
4,000 gp; CL 8)(headband)

U Wand of Cure Moderate Wounds (Value:
4,500 gp; CL 3)

U Wand of Eagle’s Splendor (Value: 4,500 gp;
CL3)
ATL 7-9:

O Amulet Proof Against Petrification (Value:
8,000 gp; CL 8)(neck)

U Cloak of the Manta Ray (Value: 7,200 gp; CL
9)(shoulders)

U Decanter of Endless Water (Value: 9,000; CL
9)

O Necklace of Fireballs — type VII (Value:
8,700 gp; CL 10)(neck)

U Ring of Protection +2 (Value: 8,000 gp; CL
5)(ring)

Q Staff of Blessed Relief (Value: 7,200 gp; CL
8)
ATL 11

Q Black Soul Shard"® (Value: 12,000 gp; CL 7)

0 Book of the Loremaster"® (Value 15,000 gp;
CL7)

O Cloak of Resistance +4 (Value: 16,000 gp; CL
5)(shoulders)

Q Comfort's Cloak"“* (Value: 15,600 gp, CL
5)(shoulders)

QO Pearl of the Sirines (Value: 15,300 gp; CL 8)

O Ring of Sea Strider"® (Value: 14,000 gp; CL

7)(ring)
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Miscellaneous

» Enmity of Zilenze Shadowdancer (1 per PC - if
applicable)
You either declined meeting with Zilenze
Shadowdancer or could not come to an agreement
about the distribution of treasure and/or expenses.
For that, she is not inclined to hire you in the future
(unless she's really desperate). Also, the above
named PC gets a -1 circumstance penalty to all
Charisma and Charisma-based skill checks when
dealing with her or anyone from the League of
Thaumaturgical Studies.

» Werecrocodile Lycanthropy (1 per PC - if
applicable) - [ATL 9-11 ONLY]
The above named PC has been afflicted with
lycanthropy from the Werecrocodile known as
Yelloweye. The PC shows no symptoms (and does
not gain any of the adjustments or abilities) until the
night of the next full moon, when the PC
involuntarily assumes animal form and forgets his
or her own identity. The PC remains in animal
form until the next dawn and remembers nothing
about the entire episode (or subsequent episodes)
unless he makes a DC 20 Will save, in which case
he becomes aware of his condition.

Following the initial transformation, the PC will
change every night of the full moon or whenever
the PC is injured. Each time the PC is injured, he
has a chance to resist the change by making a DC
15 Will save. Whenever the PC is forced to change
form, the GM assumes control of the PC for the
duration of the change.

The PC gains the Shapeshifter subtype and gains
Wis +2 and Cha -2 in all forms. Also, the PC gains
the following adjustments upon assuming animal or
hybrid form: Str +2, Con +2, Natural Armor +6,
and DR 5/silver.
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PLAYER’S HANDOUT #1
(did not play LSJ25 For Love of Beer)

(Print enough times so each appropriate character gets one note - in most cases, 2 times.)

Good day, Sir/Madam!

| hope that | find you in good spirits. Based on recommendations by my peers as well as Melton
Dadderhoff of the Fraternity of Venturers, | seek your aid in a mission that could be extremely
profitable. Please meet me in my office of the League of Thaumaturgical Studies at two bells
past noon.

Signed,

ZUdenze Shadowdancer

Chapter of the Rakshasa
League of Thaumaturgical Studies

Good day, Sir/Madam!

| hope that | find you in good spirits. Based on recommendations by my peers as well as Melton
Dadderhoff of the Fraternity of Venturers, | seek your aid in a mission that could be extremely
profitable. Please meet me in my office of the League of Thaumaturgical Studies at two bells
past noon.

Signed,

ZUdenze Shadowdancer

Chapter of the Rakshasa
League of Thaumaturgical Studies

Good day, Sir/Madam!

| hope that | find you in good spirits. Based on recommendations by my peers as well as Melton
Dadderhoff of the Fraternity of Venturers, | seek your aid in a mission that could be extremely
profitable. Please meet me in my office of the League of Thaumaturgical Studies at two bells
past noon.

Signed,

ZUdenze Shadowdancer

Chapter of the Rakshasa
League of Thaumaturgical Studies
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PLAYER’S HANDOUT #2
Played LSJ25 For Love of Beer but do not have painting

(Print enough times so each appropriate character gets one note - in most cases, 1 time.)

Good day, Sir/Madam!

| hope that | find you in good spirits. Based on recommendations by my peers, Rieggei Doogan,
and Melton Dadderhoff of the Fraternity of Venturers, | seek your aid in a mission that could be
extremely profitable. Please meet me in my office of the League of Thaumaturgical Studies at
two bells past noon.

Signed,

ZUlenze Shadowdancer

Chapter of the Rakshasa
League of Thaumaturgical Studies

Good day, Sir/Madam!

| hope that | find you in good spirits. Based on recommendations by my peers, Rieggei Doogan,
and Melton Dadderhoff of the Fraternity of Venturers, | seek your aid in a mission that could be
extremely profitable. Please meet me in my office of the League of Thaumaturgical Studies at
two bells past noon.

Signed,

ZUdenze Shadowdancer

Chapter of the Rakshasa
League of Thaumaturgical Studies

Good day, Sir/Madam!

| hope that | find you in good spirits. Based on recommendations by my peers, Rieggei Doogan,
and Melton Dadderhoff of the Fraternity of Venturers, | seek your aid in a mission that could be
extremely profitable. Please meet me in my office of the League of Thaumaturgical Studies at
two bells past noon.

Signed,

ZUlenze Shadowdancer

Chapter of the Rakshasa
League of Thaumaturgical Studies
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PLAYER’S HANDOUT #3
Played LSJ25 For Love of Beer and have Painting

(Print enough times so each appropriate character gets one note - in most cases, 1 time.)

Good day, Sir/Madam!

| hope that | find you in good spirits. Based on recommendations by my peers, Rieggei Doogan,
and Melton Dadderhoff of the Fraternity of Venturers, | seek your aid in a mission that could be
extremely profitable. Please meet me in my office of the League of Thaumaturgical Studies at
two bells past noon.

Signed,

ZUlenze Shadowdancer

Chapter of the Rakshasa
League of Thaumaturgical Studies
PS: Please bring the painting you recovered. It is very important!

Good day, Sir/Madam!

| hope that | find you in good spirits. Based on recommendations by my peers, Rieggei Doogan,
and Melton Dadderhoff of the Fraternity of Venturers, | seek your aid in a mission that could be
extremely profitable. Please meet me in my office of the League of Thaumaturgical Studies at
two bells past noon.

Signed,

ZUdenze Shadowdancer

Chapter of the Rakshasa
League of Thaumaturgical Studies
PS: Please bring the painting you recovered. It is very important!

Good day, Sir/Madam!

| hope that | find you in good spirits. Based on recommendations by my peers, Rieggei Doogan,
and Melton Dadderhoff of the Fraternity of Venturers, | seek your aid in a mission that could be
extremely profitable. Please meet me in my office of the League of Thaumaturgical Studies at
two bells past noon.

Signed,

ZUlenze Shadowdancer

Chapter of the Rakshasa
League of Thaumaturgical Studies
PS: Please bring the painting you recovered. It is very important!
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PLAYER’S HANDOUT #4

Completed Map of Antoclis
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PLAYER’S HANDOUT #5

COMMON SUPPLY ITEMS

Item 4 Weeks 8 Weeks 12 Weeks
Dwarven, Elven, Gnome, or Halfling Trail Rations* Y® | 56 gp/person | 112 gp/person | 168 gp/person
Ogre or Orc Trail Rations* Y 28 gp/person | 56 gp/person 84 gp/person
Trail Rations 14 gp/person | 28 gp/person | 42 gp/person

Don't forget that Zilenze is willing to pay a percentage of expenses that was decided upon.

* - The effects of the racial trail rations will stop upon eating a normal meal.

YE_ From the Ultimate Equipment Guide.
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Shopping Spree Items (with Discounts)

GM PLAY AID #1

Available Potions / Scrolls Scroll Price Pot.ion 50% Off 40% Off 35% Off 30% Off 25% Off
A/D Price Scr|Potion Scr|Potion Scr|Potion Scr|Potion Scr|potion
Cure light wounds NA /25 50 NA/13 | 25 NA/15 | 30 NA/17 | 33 NA/18 | 35 NA/19 | 38
Endure elements 25/25 50 13/13 | 25 15/15 | 30 17/17 | 33 18/18 | 35 19/19 | 38
Mage armor 25/ NA 50 13/NA | 25 15/NA |30 17/NA | 33 18/NA | 35 19/NA | 38
Magic fang NA /25 50 NA/13 | 25 NA/15 | 30 NA/17 | 33 NA/18 | 35 NA/19 | 38
Magic weapon (oil) 25/25 50 13/13 | 25 15/15 | 30 17/17 | 33 18/18 | 35 19/19 | 38
Protection from XX* 25/25 50 13/13 | 25 15/15 | 30 17/17 | 33 18/18 | 35 19/19 | 38
Remove fear NA /25 50 NA/13 | 25 NA/15 | 30 NA/17 | 33 NA/18 | 35 NA/19 | 38
Bless weapon (oil) NA 100 NA | 50 NA | 60 NA | 65 NA | 70 NA | 75
Silversheen (oil) NA 250 NA | 125 NA | 150 NA | 163 NA | 175 NA | 188
Aid NA /150 300 NA/75 | 150 NA/90 | 180 NA/98 | 195 NA/105 | 210 NA/113 | 225
Cure moderate wounds NA /150 300 NA/75 | 150 NA/90 | 180 NA/98 | 195 NA/105 | 210 NA/113 | 225
Darkvision 150 / NA 300 75/NA | 150 90/NA | 180 98/NA | 195 105/NA | 210 113/NA | 225
Delay poison NA /150 300 NA/75 | 150 NA/90 | 180 NA/98 | 195 NA/105 | 210 NA/113 | 225
Lesser restoration NA /150 300 NA/75 | 150 NA/90 | 180 NA/98 | 195 NA/105 | 210 NA/113 | 225
Remove paralysis NA /150 300 NA/75 | 150 NA/90 | 180 NA/98 | 195 NA/105 | 210 NA/113 | 225
Resist energy 10** 150/ 150 300 75/75 | 150 90/90 | 180 98/98 | 195 105/105 | 210 113/113 | 225
Cure serious wounds NA /375 750 NA/188 | 375 NA/225 | 450 NA/243 | 486 NA/263 | 525 NA/282 | 563
Magic circle against XX* 375/ 375 750 188/188 | 375 | 225/225| 450 | 243/243 | 486 | 263/263 | 525 282/282 | 563
Neutralize poison NA /375 750 NA/188 | 375 | NA/225|450 | NA/243 | 486 NA/263 | 525 NA/282 | 563
Remove blindness/deafness NA /375 750 NA/188 | 375 NA/225 | 450 NA/243 | 486 NA/263 | 525 NA/282 | 563
Remove curse 700/ 375 750 350/188 | 375 | 420/225| 450 | 455/243 | 486 | 490/263 | 525 525/282 | 563
Remove disease NA /375 750 NA/188 | 375 | NA/225|450 | NA/243 | 486 NA/263 | 525 NA/282 | 563
Water breathing 375/ 375 750 188/188 | 375 | 225/225| 450 | 243/243 | 486 | 263/263 | 525 282/282 | 563
Dispel Magic (scroll) 375/ 375 NA 188/188 | NA | 225/225 | NA | 243/243 | NA 263/263 | NA 282/282 | NA
Hold Person (scroll) 375/ 150 NA 188/75 | NA 225/90 | NA 243/98 | NA 263/105 | NA 282/113 | NA
Remove disease (scroll) NA /900 NA NA/450 | NA NA/540 | NA NA/585 | NA NA/630 | NA NA/675 | NA
Heal (scroll) NA / 1500 NA NA/750 | NA NA/900 | NA NA/975 | NA NA/1050 | NA NA/1125 | NA
Breath of Life (scroll) NA / 1650 NA NA/825 | NA NA/990 | NA | NA/1078 | NA NA/1155 | NA NA/1243 | NA
Raise Dead (scroll) NA / 6650 NA NA/3325 | NA | NA/3990 | NA | NA/4323 | NA NA/4655 | NA NA/4988 | NA
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GM PLAY AID #2

Map of Encounter 7 (Ship Battle)

| - Swaary
A = aewnc
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GM PLAY AID #3
Map of Encounter 8 (Traps)

@ - PT Tepe

|- Hawor Pewsws Tip?
(pri. -1
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GM PLAY AID #4

Map of Encounter 9 (Final Battle)

| - Roevt !
2 = Rowve 2
3 - fevreR
Y = Sovcerst.
5 - Yewweye
L - CLERC

7 = cRecobué

X - Die a7
(x mpexs T 51D

% o PCy STMT
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CRITICAL EVENT SUMMARY

PIRATE OF DIAMONDS

Convention: Date:

Do Not Return After June 30, 2018 Author’s Email Address:

ATL Played:

rhikhan@yahoo.com

1. Did the PC(s) tip Jeremy at the beginning? No
2. Which percentage split was agreed upon with Zilenze Shadowdancer? (Circle One)
50%/50% 40%/60% 35%/65% 30%/70%

3. Did Sharky escape/survive? No
4. Did Yelloweye escape/survive? No
5. Did any of the PCs contract Lycanthropy? No
6. List the PC(s) that contracted Lycathropy: (ATL 9+ Only)

PC Name Player Name

PC Name Player Name

PC Name Player Name

PC Name Player Name

PC Name Player Name

PC Name Player Name
7. Which Conclusion did the PCs complete? (Circle One) 3
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Please send completed form to:
Eric V. Clark, 300 Indiana
Avenue. Pendleton, IN 46064,
or Isj-
roster@theshiningjewel.com.

Player Name:

Email address:

Hero’s Name:

Convention:
Judge:
- Date:
ROSTER OF HEROES
PIRATE OF DIAMONDS
Home State:
(optional)
Sex: Race: Class:

Level: Hero'sStats: Str ___ Dex __ Con___Int___ Wis__ Cha
Special items or comments:

Leveled:  Lostlevel(s): _ Dead:  OutofPlay: _ Future Events: __ Author Future Events:

Player Name: Home State:

Email address: (optional)
Hero’s Name: Sex: Race: Class:

Level: Hero'sStats: Str ___ Dex __ Con__Int___ Wis_ Cha
Special items or comments:

Leveled:  Lostlevel(s): _ Dead:  OutofPlay: _ Future Events: __ Author Future Events:

Player Name: Home State:

Email address: (optional)
Hero’s Name: Sex: Race: Class:

Level: Hero'sStats: Str ___ Dex __ Con__Int___ Wis___ Cha
Special items or comments:

Leveled:  Lostlevel(s): _ Dead: _ OutofPlay:  Future Events: __ Author Future Events:

Player Name: Home State:

Email address: (optional)
Hero’s Name: Sex: Race: Class:

Level: Hero'sStats: Str ___ Dex __ Con__Int___ Wis__Cha___

Special items or comments:

Leveled:  Lostlevel(s): _ Dead:  OutofPlay:  Future Events: __ Author Future Events:

Player Name: Home State:

Email address: (optional)
Hero’s Name: Sex: Race: Class:

Level: Hero'sStats: Str ___ Dex __ Con__Int___ Wis_ Cha
Special items or comments:

Leveled:  Lostlevel(s): _ Dead:  OutofPlay:  Future Events: __ Author Future Events:

Player Name: Home State:

Email address: (optional)
Hero’s Name: Sex: Race: Class:

Level: Hero'sStats: Str ___ Dex _ Con___Int__ Wis__Cha___

Special items or comments:

Leveled: __ Lostlevel(s): __ Dead: __ Outof Play:__ Future Events: ___ Author Future Events:
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Welcome to the LSJ Shopping Spree!

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

. ., Scroll Price = Potion
Spree. Available Potions / Scrolls A/D Price
What to Print Cure light wounds NA /25 50
Please print out the Shopping Spree cert file. Each character | Endure elements 25/25 50
gets one and only one cert per adventure to make their | page armor 25/ NA 50
purchases. Please destroy any unused certs. Magic fang NA /25 50
General Rules Magic weapon (oil) 25/25 50
Each player may purchase up to four items per adventure, all | Protection from XX* 25/25 50
listed on a single cert. Remove fear NA /25 50
All unused slots on the cert must be crossed out at the time of | Bless weapon (oil) NA 100
purchase. Silversheen (oil) NA 250
Exception: A player with a cohort who is playing in that | Aid NA /150 300
adventure may purchase up to an additional four items for the ", 10 moderate wounds NA / 150 300
cohort, all on a second cert.
) ) Darkvision 150 / NA 300
In game time terms, Shopping Spree purchases may only take Delay poison NA / 150 300
place before or after an adventure. -
] ] Lesser restoration NA /150 300
No items may be purchased during an adventure, nor may any . "~ paralysis NA / 150 300
be added to a purchase completed before an adventure.
Resist energy 10** 150/ 150 300
The only exception to this rule is if the adventure has a | Cure serious wounds NA /375 750
designated time for a Shopping Spree during a specific | pmagic circle against XX* 375/375 750
encounter. Everything else still applies. Neutralize poison NA /375 750
E.g.: The party runs into some lycanthropes and has no silver | Rémove blindness/deafness NA /375 750
weapons. They decide at that time that they had bought | Remove curse 700 /375 750
silversheen using the Shopping Spree. Sorry, that isn’t | Remove disease NA /375 750
happening. Deny the purchase until after the module is over. Water breathing 375/375 750
Dispel Magi [1)*** 375/375 NA
What Can Be Purchased ispel Magic scroll) /
The followi b hased f Pathfinder RPG C Hold Person (scroll)*** 375/150 NA
Rufebcc))oiwmg Mmay be purchased rom Fathiinder O " Remove disease (scroll)***x* NA /900 NA
. . . Heal (scroll)***** NA / 1500 NA
Scrolls are available for the following Arcane/Divine Spells. Breath of Li e NA / 1650 NA
Prices are listed for (Arcane)/(Divine). NA in the listing means re'at of Life (scro*l** /
the spell is not available as that type of scroll. Raise Dead (scroll) NA / 6650 NA
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 / sonic) must be specified when purchased.
*** There may be a chance for a mishap (DC5 Wisdom check) if the scroll is cast by a caster less than 5th level (DC6).
**** There may be a chance for a mishap (DC5 Wisdom check) if the scroll is cast by a caster less than 9th level (DC10).
***%* There may be a chance for a mishap (DC5 Wisdom check) if the scroll is cast by a caster less than 12th level (DC13).
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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, Monte Cook, and
Skip Williams.

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 Player's Guide, Copyright 2009, The Shining Jewel, LLC; Authors LSJ Staff.

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

PIRATE OF DIAMONDS, Copyright 2017, The Shining Jewel Campaign Author Jay Fisher.
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	PLAYER’S HANDOUT #1
	(did not play LSJ25 For Love of Beer)

	PLAYER’S HANDOUT #2
	Played LSJ25 For Love of Beer but do not have painting

	PLAYER’S HANDOUT #3
	Played LSJ25 For Love of Beer and have Painting

	PLAYER’S HANDOUT #4
	Completed Map of Antoclis

	PLAYER’S HANDOUT #5
	Common Supply Items
	Don't forget that Zilenze is willing to pay a percentage of expenses that was decided upon.
	* - The effects of the racial trail rations will stop upon eating a normal meal.
	UE - From the Ultimate Equipment Guide.
	GM PLAY AID #1
	GM PLAY AID #2
	GM PLAY AID #3
	GM PLAY AID #4


