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A One-Round Adventure for the Legends of the Shining Jewel Campaign 
 
Missing ships. An old man far from home. A personal favor. Is there a common 
thread? Are they linked? Take a trip and find out. For heroes of levels 1-13. 
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WWEELLCCOOMMEE  TTOO  LLSSJJ!!  
This is a Legends of the Shining Jewel campaign 
adventure. It is written to be played in a standard four-
hour convention time slot.  It is a good idea to have the 
players and judge place some sort of name tag in front 
of them, so everyone can easily identify each other and 
the names of the characters they are playing.  Some of 
the text in this adventure is in bold italics. This text is 
for the players to hear, although you are certainly free to 
paraphrase or summarize the text if you feel it is 
necessary. 

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

If the party is having trouble dealing with say, undead 
encounters, the GM can always have a patrol of priests 
or the like come along to finish the combat and save the 
PCs.  Full XP awards should not be given for the 
encounter if this is necessary. 

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. 

CCAALLCCUULLAATTIINNGG  AATTLL  ((AAVVEERRAAGGEE  TTAABBLLEE  LLEEVVEELL))  
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. 

AA  NNOOTTEE  AABBOOUUTT  AATTLLSS  AANNDD  TTHHEE  PPOOWWEERR  OOFF  PPCCSS  
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). 

AABBOOUUTT  TTHHEE  MMOODDUULLEE  
"That Sinking Feeling" is a stand alone module. 

LLIIFFEESSTTYYLLEE  IINN  LLSSJJ  
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 151 of the LSJ 
Campaign Guide. 

mailto:lsj-plots@theshiningjewel.com�
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AADDVVEENNTTUURREE  BBAACCKKGGRROOUUNNDD  

The story of how Amthydor had finally put its foot 
down and dealt with the undead situation that had 
been plaguing it has spread out from the Jewel. 
The events of that night were of such epic 
proportions that the tale needs no embellishing, 
although many a bard has tried. The fact that those 
lost in the war with the undead returned to life and 
helped Amthydor defeat the Mystwood elves in the 
recent war has been foremost on people’s minds. 
 
Furthermore, word has spread that the city's harbor 
master has a giant named Olek in his employ. With 
Olek’s help Amthydor's docks and shipping lanes 
are the finest they've ever been, and Olek works 
hard to help keep the ships safe. 
 
After the recent war with the elves ended the 
marketplaces and the trade district have been 
flooded with traders and craftspeople that had 
never been to Amthydor before out of fear for their 
safety from both the undead and the recent war  
From the poorest laborers all the way up to the 
richest nobles, people are in a tizzy from all the 
new foods, art, and clothing are starting to appear 
in the city - items that the majority of the 
population has never seen. 
 
Now that the war with the elves is behind the city, 
the harbormaster expected the trade boom that 
started with the defeat of the undead to further 
increase. Not only did he have the docks repaired, 
he also had Olek build many more docks and 
moorings, significantly enlarging the capacity. 
Now huge ships owned by the noble houses and 
consortiums, which can carry tons of supplies, sit 
anchored next to small crafts owned by individuals 
or families. All are treaty equally and with equality 
– such is the way of Amthydor. 
 
As time passed, the harbor has slowly, but steadily, 
been getting more and more of the smaller ships. 
Some of these individuals, after visiting the port 
two or three times, have established a set schedule 
with the harbor master. Some of these small ships 
have not arrived when expected. At dinner one 
night with Melton Dadderhoff, the harbor master 
mentio+ned this to him. Since the ports of origin 

are many miles out of Amthydor’s 48 mile 
jurisdiction, the harbor master knew that there’s 
nothing official to be done. Melton agreed that 
something might be amiss, and it was in the city’s 
best interest to look into it, unofficially of course.  
 
Here is what is actually happening... 
 
Somewhere along the coast down south, some 
enterprising thieves have set up shop near a small 
fishing town. The town has a lighthouse, set on a 
nearby cliff to guide boats safely around some 
barely submerged reefs (called shoals) a few miles 
south of the town.  After killing the lighthouse man 
and his family, the thieves have replaced him with 
their sorcerer using a disguise self spell.  
 
Just inland of the reefs, the thieves constructed a 
temporary scaffold structure with a light source 
atop it, about lighthouse height. On cloudy nights, 
they light it and direct ships straight into the reefs.  
 
They have an arrangement with a group of aquatic 
thugs called The Fins. They are a bunch of evil 
were-sharks led by a sahuagin. The Fins collect the 
cargo for the thieves and get to keep the crews for 
eating or to sell as slaves (for profit). 
 
Coraltop Galunid, an old adventuring buddy of 
Dadderhoff, owns one of the missing ships.  He 
knows that since the ship never reached port the 
Diamond Legion Navy can’t help because it is out 
of their jurisdiction. He personally traveled to 
Amthydor to ask Dadderhoff to recruit some 
adventurers to look into what happened to the ship.  
He is very concerned for his crew, though 
regaining the lost cargo from the ship wouldn't be a 
bad thing. 
 
Dadderhoff knows that if the story of the missing 
ships spread, it will start a panic among the small 
ship owners.  It will take months before the port 
district recovers and the small ships start returning.  
 
Introduction – The PC’s are summoned to the 
Fraternity of Venturers. Dadderhoff tasks them to 
escort Coraltop home, an old friend who came to 
visit. 
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Encounter 1: While traveling, the PCs are 
ambushed by a waiting group of highwaymen.  
 
Encounter 2: After the ambush they learn from 
Coraltop what the "real" mission is. Party parts 
ways with Coraltop, then heads towards the coast 
looking for clues from small towns or towns. 
 
Encounter 3: Party investigates Pine Cliff, learns 
about that lighthouse, its keeper and its light were 
recently seen. 
 
Encounter 4: The PC’s spend the day climbing a 
trail up to the lighthouse.  
 
Encounter 5: Party investigates the lighthouse and 
discovers owner and family were slaughtered.  
 
Encounter 6: Party locates the thieves and their 
scaffold lighthouse. Combat follows. 
 
Encounter 7: Possibly combat the Fins.  
 
Conclusion A, PCs defeat the villains  on their 
own:  The PCs defeat the villains and are 
proclaimed heroes by the residents of Pine Cliff 
when they return with the the stolen supplies and 
return to Amthydor. This could create new and 
good relations with the town and also maybe this 
will be the cause of a new, small, Diamond Legion 
outpost. This outpost could be the springboard for 
many new scenarios outside of Amthydor.  
 
Encounter 8b, Ending: Ending 8a happens, but 
some of the PCs choose to stay in the town to 
create the new outpost. Maybe 180 time units later, 
they become Amthydor liaisons, with some sort of 
official duties. 
 
Encounter 8c, Ending: the PCs are defeated and the 
thieves and/or The Fins continue to sink ships with 
impunity. 
 
Epilogue – List possible resolutions of the module 
with rewards and consequences depending upon 
the PCs’ success or failure. 
 

IINNTTRROODDUUCCTTIIOONN  ––  ……  AANNOOTTHHEERR  DDAAYY  

Another sunrise and another day spent waiting in 
line at the Fraternity of Venturers hoping for 
some work. 

Waiting is not too tedious as you’re surrounded 
by other adventurers. Old friends are catching up 
with each other, telling stories of defeating their 
foes or finding fabulous treasure. Of course you 
know that the stories are embellished, but they’re 
fun to listen to all the same. 

Eventually, you get to the woman at the desk and 
identify yourselves. The nameplate on the desk 
reads “Dorinda.” You show her the letter that has 
brought you here. She calls a runner over and 
you are escorted to an office. 

The office is a simple one. A clean empty desk, a 
few chairs and a pair of small couches are all that 
is in this room. 
 
For those player’s who ask, this is *not* Melton 
Dadderhoff’s office.  
 
A few minutes later, an elderly half-elf walks into 
the room. He’s hunched over and walks with a 
black cane. He smiles at you and you notice a 
bunch of his teeth are missing. He sits down at 
one of the chairs and almost immediately dozes 
off. 

Not long after that, another man enters the room. 
As he sits down, he looks at the old man and 
smiles. 

“Some of you might know me, others might not. I 
am Melton Dadderhoff, Guild Master of the 
Fraternity of Venturers. This old geezer here is 
Coraltop Galunid. He’s an old friend of mine 
who is far away from home. I’d like it very much 
if you would escort him home. It’s a few days ride 
from here. I’ll pay each of you 50 gold pieces and 
loan transportation which is to be returned when 
you get back. 

What do you say?” 
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 Where does he live?:  
Outside a small fishing town called Pine Cliff. 
It’s about five days south just off of the main 
road. 
                                                                                                                                       
 What was he doing in Amthydor?:  
“Visiting some old friends.”  
 
 Are you expecting any trouble?:  
“Not at all, but it would soothe my heart to know 
he’s safe and in capable hands.”  
 
All ATL’s 
Coraltop Galunid, Fighter 8/Sorcerer 8: 
Medium half-elf; HD 8d10+8d4; hp 122; Init +1; 
Spd 30 ft.; AC 23 (+5 Dex, bracers of armor +5, 
ring of protection +3), touch 13, FF 18; BAB/Grap 
+12/+12; Atk +13/+8/+3 melee (1d6+2, +2 cane) 
or ranged +19 (1d8+2, 19-20, light crossbow);  
Space/Reach 5 ft/5 ft.;  SA spells; SQ Immunity to 
sleep spells and similar magical effects, and a +2 
racial bonus on saving throws against enchantment 
spells or effects; Low-Light Vision;  AL NG; SV 
Fort +9, Ref +8, Will +10;  Str 10, Dex 16, Con 12, 
Int 12, Wis 14, Cha 20. 
Age: 141 
Skills: Concentration +9, Diplomacy +7, Handle 
Animal +9, Hide +5, Intimidate +16, Listen +3, 
Spot +20  
Feats: Bloodburn, Bonded Senses, Combat 
Reflexes, Enlarge Spell, Far Shot, Pierce, Point 
Blank Shot, Precise Shot, Rapid Shot, Superior 
Familiar 
Equipment: +2 walking cane, +4 gloves of 
dexterity, +5 bracers of armor, +2 amulet of 
health, +2 light crossbow, ring of protection +3, 
familiar (Small Monstrous Spider [Jinny]).  
Spells per Day: 6/8/7/6/4  
Spells: (save DC = 15 + spell level)  
0 – Detect Magic, Light, Mage Hand, Mending, 
Open/Close, Prestidigitation, Ray of Frost, Read 
Magic  
1 – Cure Light Wounds, Enlarge Person, 
Expeditious Retreat, Hold Portal, Ray of 
Enfeeblement, Shield, Spider Climb 
2 – Flaming Sphere, Knock, Scorching Ray, Web 
3 – Dispel Magic, Displacement, Hold Person 
4 – Greater Invisibility, Stoneskin 

 
Jinny, Small Monstrous Spider: Small Vermin;  
HD 1d8; hp 51; Init +7; Spd 40 ft., climb 30 ft.; 
AC 18 (+1 size, +3 Dex, +4 Natural), touch 14, 
flat-footed 15; BAB/Grap +12/+6;  Atk Bite +14 
melee (1d4-2 plus poison); Space/Reach 5 ft./5 ft.; 
SA Poison, web;  SQ Alertness, improved evasion, 
share spells, empathic link, Deliver touch spells, 
Speak with master, Speak with animals of its kind, 
Darkvision 60 ft., tremorsense 60 ft., vermin traits; 
AL N; SV Fort +8, Ref +7, Will +8; Str 7, Dex 17, 
Con 10, Int 9, Wis 10, Cha 2. 
Skills: Climb +11, Hide +11, Jump +8, Spot +21 
Feats: Weapon Finesse, Improved Initiative 
 
The feat Bonded Senses lets the master and 
familiar see out of each others eyes when the two 
are touching each other. Jinny usually is 
somewhere on Coraltop looking behind him, 
making sneak attacks on him almost impossible. 
 
Once the players are done with Dadderhoff, read 
this boxed text:  
 
After Melton wakes Coraltop up, he has the 
runner that led you here escort you to the 
Fraternity’s stables. Light horses are already 
saddled. One of these saddles is oddly cushioned. 
The runner helps the old man up into it and helps 
him get settled. Before the rest of you are settled 
on your horses, Coraltop is sleeping, snoring 
quietly. 
 
Here the players simply leave Amthydor on the 
south road. 
 

Encounter 1 – And They’re Off 

As Dadderhoff said, the trip to Pine Cliff is a 
minor task. Four days of easy riding has taken 
you about 200 miles from Amthydor. At the top of 
a hill, you can see the road ahead for a few miles. 
At one point it runs through a number of very 
large boulders. Even the most novice of 
adventurers can realize that it’s a great place for 
an ambush. 
 



LSJ78 - That Sinking Feeling Page 6 

Indeed there is an ambush waiting for them there. 
The brigands have been doing this a while, and 
they’ve created places for each of them to hide so 
that they’re not visible from any point in the road. 
They are not hidden from aerial reconnaissance 
whatsoever.  
 
Tactics: This group of brigands has been enjoying 
this spot on the road for a while. They’ve taken the 
time to make places suitable for each of them to 
hide. This grants them full cover at the start of the 
combat with no chance for to be noticed by 
perception checks The ground has a light covering 
of small rocks from the large boulders (called 
scree) and that combined with the fact that it’s a 
typical spring day, the PC’s have no chance for a 
successful perception check. The only way that the 
brigands might be discovered is if the PC’s scout 
ahead unnoticed. A PC making a Stealth DC 
15+ATL check might be able to notice one of the 
men repositioning themselves in their hiding 
places. 
 
Hide Notes:  
Sniping:  
If you’ve already successfully hidden at least 10 
feet from your target, you can make one ranged 
attack, then immediately hide again. You take a 
-20 penalty on your steatlh check to conceal 
yourself after the shot. 

 
The first round of the attack starts, for them, when 
the farthest PC is within 30 feet. This way they get 
their point blank shots and sneak attacks. They’ll 
all drop their bows and head for melee, or not, 
depending on what the PC’s do and which the 
brigands feel is more advantageous. 
 
The rogues target any PC not wearing obvious 
armor in hopes of felling a spellcaster in the first 
round. 
 
The two fighters and two rogues have had much 
practice together, and always work in pairs so the 
rogues can flank and sneak attack. 
 
If the PC’s are really getting the floor wiped with 
them, Coraltop can always join in the fray – but he 
never dismounts from his horse. He’ll start with a 

web spell to get as many brigands stuck as 
possible. If the web (DC 17) also gets the PC’s, 
well tough on them. If necessary at that point, he’ll 
cast greater invisibility on himself. His next spells 
depend on how poorly the PC’s are doing. If 
they’re taking abuse he’ll cast a few ray of 
enfeeblement (DC 16) spells. If they’re getting 
creamed, he’ll cast scorching ray (DC 17, two 4d6 
rays) a few times.  
 
ATL 1 
 Human fighter 2   (2) 
NE Medium humanoid 
Init +2; Senses nil; Perception +1 (untrained) 
AC 22 (+2 Dex, , +2 natural armor, +7 chainmail 
armor +1, +1 light steel shield), touch 14 (+2 Dex), 
flat-footed 20 (+2 natural armor, +7 chainmail 
armor +1, +1 light steel shield) 
hp 26 (2d10+6) 
Fort +6, Ref +2, Will +1 (2)*  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 20 ft. 
Melee longsword +8 (1d8+5, 19-20/x2) 
Ranged longbow +4 (1d6, 20/x3) 
Full Atk longsword +8 (1d8+5, 19-20/x2) or 
longbow +4 (1d6, 20/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 18, Dex 14, Con 16, Int 10, Wis 12, Cha 9 
Base Atk +2; CMB +6; CMD +18 
Feats Weapon focus (longsword) power attack, 
deadly aim (trade ranged attack bonus for damage), 
blindfight 
Skills Climb +6; Handle animal  +2, Ride +4;  
Languages common,  
SQ nil 
Gear chainmail armor +1, longsword +1,longbow, 
light steel shield, oil of magic weapon, potion of 
magic vestment, potion of barkskin,  (full solar 
eclipse) 
Special Abilities bravery +1* 
 
 Human rogue 2  (2) 
NE Medium humanoid 
Init +3; Senses nil; Perception +5 
AC 15(+3 Dex, +2 leather armor), touch 13 (+3 
Dex), flat-footed 12 (+2 leather armor,) 
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hp 22 (2d8+6) 
Fort +3, Ref +6, Will +0 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee short sword +5 (1d6+1, 19-20/x2) 
Ranged shortbow +5 (1d6, 20/x3) 
Full Atk short sword +5 (1d6+1, 19-20/x2) or 
shortbow +5 (1d6, 20/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 12, Dex 17, Con 16, Int 14, Wis 10, Cha 12 
Base Atk +1; CMB +2; CMD +15 
Feats Weapon finesse (short sword)* ;skill focus 
(perception) 
Skills Acrobatics +5; Bluff +3; Diplomacy +3; 
Disable Device +5; Disguise +3; Escape Artist 
+5;Knowledge (local) +4; Perception +5; Stealth 
+5 ;Use Magic Devise +3 
Languages common,  
SQ evasion 
Gear leather armor, short sword, shortbow 
Special Abilities Sneak attack +1d6; trapfinding; 
Finesse rogue* 
 



LSJ78 - That Sinking Feeling Page 8 

ATL 3 
 Human fighter 3  (2) 
NE Medium humanoid 
Init +2; Senses nil; Perception +1 (untrained) 
AC 19 (+2 Dex, +6 chainmail armor, +1 light steel 
shield), touch 14 (+2 Dex), flat-footed 17 (+6 
chainmail armor, +1 light steel shield) 
hp 37 (3d10+9) 
Fort +6, Ref +2, Will +2 (3)*  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee longsword +8 (1d8+4, 19-20/x2) 
Ranged longbow +5 (1d6, 20/x3) 
Full Atk longsword +8 (1d8+4, 19-20/x2) or 
longbow +5 (1d6, 20/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 18, Dex 14, Con 16, Int 10, Wis 12, Cha 9 
Base Atk +3; CMB +7; CMD +19 
Feats Weapon focus (longsword) power attack, 
deadly aim (trade ranged attack bonus for damage), 
blindfight; cleave 
Skills Climb +7; Handle animal  +3, Ride +5;  
Languages common,  
SQ nil 
Gear chainmail armor, longsword, longbow, light 
steel shield 
Special Abilities bravery +1*; armor training 1 
(reduces Armor check penalty by 1 and increases 
max dexterity by 1, can move at normal speed 
wearing medium armor) 
 
 Human rogue 3 (2)  
NE Medium humanoid 
Init +7 (+3 Dex, improved initiative); Senses nil; 
Perception +6 
AC 15(+3 Dex, +2 leather armor), touch 13 (+3 
Dex), flat-footed 12 (+2 leather armor,) 
hp 31 (3d8+9) 
Fort +4, Ref +7, Will +1 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee short sword +6 (1d6+1, 19-20/x2) 
Ranged shortbow +6 (1d6, 20/x3) 
Full Atk short sword +6 (1d6+1, 19-20/x2) or 
shortbow +6 (1d6, 20/x3) 

Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 12, Dex 17, Con 16, Int 14, Wis 10, Cha 12 
Base Atk +2; CMB +3; CMD +16 
Feats Weapon finesse (short sword)* ;skill focus 
(perception), improved initiative 
Skills Acrobatics +6; Bluff +4; Diplomacy +4; 
Disable Device +6; Disguise +4; Escape Artist 
+6;Knowledge (local) +4; Perception +6; Stealth 
+6 ;Use Magic Devise +4 
Languages common,  
SQ evasion 
Gear leather armor, short sword, shortbow 
Special Abilities Sneak attack +2d6; trapfinding; 
Finesse rogue*;trap sense +1 
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ATL 5 
 Human fighter 5 (2) 
NE Medium humanoid 
Init +2; Senses nil; Perception +1 (untrained) 
AC 22 (+2 Dex, +2 natural armor, +7 chainmail 
armor, +1 light steel shield), touch 14 (+2 Dex), flat-
footed 20 (+2 natural armor, +7 chainmail armor, +1 
light steel shield) 
hp 59 (5d10+15) 
Fort +7, Ref +2, Will +2 (3)*  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee longsword +11 (1d8+7, 19-20/x2) or 
shortspear +10 (1d6+5)** 
Ranged longbow +7 (1d6, 20/x3) 
Full Atk longsword +11 (1d8+7, 19-20/x2) or 
shortspear +10 (1d6+5)** or longbow +7 (1d6, 
20/x3) 
Space 5 ft.; Reach 5 ft (10 ft with shortspear). 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 19, Dex 14, Con 16, Int 10, Wis 12, Cha 9 
Base Atk +5; CMB +9; CMD +21 
Feats Weapon focus (longsword) power attack, 
deadly aim (trade ranged attack bonus for damage), 
blindfight; cleave; point blank shot; weapon 
specialization (longsword) 
Skills Climb +9; Handle animal  +5, Ride +7  
Languages common,  
SQ nil 
Gear chainmail armor, longsword, longbow, light 
steel shield; shortspear,  (lightning strike), oil of 
magic weapon, potion of magic vestment, potion of 
barkskin 
Special Abilities bravery +1*; armor training 1 
(reduces Armor check penalty by 1 and increases 
max dexterity by 1, can move at normal speed 
wearing medium armor); weapon training (spears) 
(+1 to hit and damage with shortspear)** 
 
 Human rogue 5 (2)  
NE Medium humanoid 
Init +8 (+4 Dex, improved initiative); Senses nil; 
Perception +8 
AC 19(+4 Dex, +2 natural armor, +3 leather armor), 
touch 14 (+4 Dex), flat-footed 19 (+4 Dex, +2 natural 
armor, +3 leather armor) 
hp 49 (5d8+15) 
Fort +4, Ref +8, Will +1 

Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 20 ft. 
Melee short sword +7 (1d6+1, 19-20/x2) 
Ranged shortbow +7 (1d6, 20/x3) 
Full Atk short sword +7 (1d6+1, 19-20/x2) or 
shortbow +7 (1d6, 20/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 12, Dex 18, Con 16, Int 14, Wis 10, Cha 12 
Base Atk +3; CMB +4; CMD +18 
Feats Weapon finesse (short sword)* ;skill focus 
(perception), improved initiative, dodge 
Skills Acrobatics +8; Bluff +6; Diplomacy +6; 
Disable Device +8; Disguise +6; Escape Artist 
+8;Knowledge (local) +6; Perception +8; Stealth +8 
;Use Magic Devise +6 
Languages common  
SQ evasion, uncanny dodge 
Gear leather armor, short sword, shortbow,   
Special Abilities Sneak attack +3d6; trapfinding; 
Finesse rogue*;trap sense +1; bleeding attack 
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ATL 7 
 Human fighter 7 (2)   
NE Medium humanoid 
Init +2; Senses nil; Perception +1 (untrained) 
AC 24 (+2 Dex, +2 natural armor, +8 splint mail 
armor, +2 heavy steel shield), touch 14 (+2 Dex), 
flat-footed 22 (+2 natural armor, +8 splint mail 
armor, +2 heavy -steel shield) 
hp 81 (7d10+21) 
Fort +8, Ref +4, Will +3 (5)*  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee longsword +13 (1d8+7, 19-20/x2) or 
shortspear +12 (1d6+5)** 
Ranged longbow +9 (1d6, 20/x3) 
Full Atk longsword +13/+8 (1d8+7, 19-20/x2) or 
shortspear +12/+7 (1d6+5)** or longbow +9/+4 (1d6, 
20/x3) 
Space 5 ft.; Reach 5 ft (10 ft with shortspear). 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 19, Dex 14, Con 16, Int 10, Wis 12, Cha 9 
Base Atk +7/+2; CMB +11; CMD +23 
Feats Weapon focus (longsword) power attack, 
deadly aim (trade ranged attack bonus for damage), 
blindfight; cleave; point blank shot; weapon 
specialization (longsword); great cleave; rapid shot 
Skills Climb +11; Handle animal  +7, Ride +9  
Languages common,  
SQ nil 
Gear splint mail armor, longsword, longbow, heavy 
steel shield; shortspear,  (lightning strike), oil of 
magic weapon, potion of magic vestment, potion of 
barkskin  
Special Abilities bravery +2*; armor training 2 
(reduces Armor check penalty by 2 and increases 
max dexterity by 2, can move at normal speed 
wearing heavy armor); weapon training (spears) (+1 
to hit and damage with shortspear)** 
 

Human rogue 7 (2)  
NE Medium humanoid 
Init +8 (+4 Dex, improved initiative); Senses nil; 
Perception +12 
AC 19 (+4 Dex, +2 natural armor, +3 leather armor), 
touch 14 (+4 Dex), flat-footed 19 (+4 Dex, +2 natural 
armor, +3 leather armor,) 
hp 67 (7d8+21) 

Fort +5, Ref +9, Will +2 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 20 ft. 
Melee short sword +9 (1d6+1, 19-20/x2) 
Ranged shortbow +9 (1d6, 20/x3) 
Full Atk short sword +9 (1d6+1, 19-20/x2) or 
shortbow +9 (1d6, 20/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities  acid splash 3x/day** 
Spells Known none 
Str 12, Dex 18, Con 16, Int 14, Wis 10, Cha 12 
Base Atk +5; CMB +6; CMD +20 
Feats Weapon finesse (short sword)* ;skill focus 
(perception), improved initiative; dodge; mobility 
Skills Acrobatics +10; Bluff +8; Diplomacy +8; 
Disable Device +10; Disguise +8; Escape Artist 
+10;Knowledge (local) +8; Perception +12; Stealth 
+10 ;Use Magic Devise +8 
Languages common  
SQ evasion, uncanny dodge 
Gear leather armor, short sword, shortbow  
Special Abilities Sneak attack +4d6; trapfinding; 
Finesse rogue*;trap sense +2; bleeding attack; minor 
magic** 
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ATL 9 
 
 Human fighter 9 (2)     
NE Medium humanoid 
Init +2; Senses nil; Perception +1 (untrained) 
AC 27 (+2 Dex, +4 natural armor, +9 splint mail 
armor, +2 heavy steel shield), touch 14 (+2 Dex), 
flat-footed 25 (+4 natural armor, +9 splint mail 
armor, +2 heavy steel shield) 
hp 103 (9d10+27) 
Fort +9, Ref +5, Will +4 (6)*  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee longsword +17 (1d8+8, 17-20/x2-) or 
shortspear +15 (1d6+6, 19-20/x2) 
Ranged longbow +12 (1d6+1, 20/x3)*** 
Full Atk longsword +17/+12 (1d8+8, 17-20/x2) or 
shortspear +15/+10 (1d6+6, 19-20/x2) or longbow 
+12/+7 (1d6+1, 20/x3)*** 
Space 5 ft.; Reach 5 ft (10 ft with shortspear). 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 20, Dex 14, Con 16, Int 10, Wis 12, Cha 9 
Base Atk +9/+4; CMB +14; CMD +26 
Feats Weapon focus (longsword) power attack, 
deadly aim (trade ranged attack bonus for damage), 
blindfight; cleave; point blank shot; weapon 
specialization (longsword); great cleave; rapid shot; 
improved critical (longsword); improved critical 
(shortspear) 
Skills Climb +13; Handle animal  +9, Ride +11  
Languages common,  
SQ nil 
Gear splint mail armor, longsword, longbow, heavy 
steel shield; shortspear,  (lightning strike), oil of 
greater magic weapon (CL 8), potion of magic 
vestment (CL 8), potion of barkskin (CL 9)  
Special Abilities bravery +2*; armor training 2 
(reduces Armor check penalty by 2 and increases 
max dexterity by 2, can move at normal speed 
wearing heavy armor); weapon training (spears) (+1 
to hit and damage with shortspear)** ; weapon 
training (bows) (+1 to hit and damage with bows)*** 
 
Human rogue 9 (2)   
NE Medium humanoid 
Init +8 (+4 Dex, improved initiative); Senses nil; 
Perception +12 
AC 22(+4 Dex, +4 natural armor, +4  leather armor), 

touch 14 (+4 Dex), flat-footed 22 (+4 Dex, +4 natural 
armor, +4  leather armor,) 
hp 85 (9d8+27) 
Fort +6, Ref +10, Will +3  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 20 ft. 
Melee short sword +10 (1d6+1, 19-20/x2) 
Ranged shortbow +10 (1d6, 20/x3) 
Full Atk short sword +10/+5 (1d6+1, 19-20/x2) or 
shortbow +10/+5 (1d6, 20/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities  acid splash 3x/day**; magic 
missile 2x/day (as 9th level caster)*** 
Spells Known none 
Str 12, Dex 19, Con 16, Int 14, Wis 10, Cha 12 
Base Atk +6/+1; CMB +7; CMD +21 
Feats Weapon finesse (short sword)* ;skill focus 
(perception), improved initiative; dodge; mobility; 
spring attack 
Skills Acrobatics +12; Bluff +10; Diplomacy +10; 
Disable Device +12; Disguise +10; Escape Artist 
+12;Knowledge (local) +10; Perception +12; Stealth 
+12 ;Use Magic Devise +10 
Languages common  
SQ evasion, uncanny dodge; improved uncanny 
dodge 
Gear leather armor, short sword, shortbow 
Special Abilities Sneak attack +5d6; trapfinding; 
Finesse rogue*;trap sense +3; bleeding attack; minor 
magic**;major magic*** 
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ATL 11 
 
 Human fighter 11 (2)   
NE Medium humanoid 
Init +2; Senses nil; Perception +1 (untrained) 
AC 28 (+2 Dex, +4 natural armor, +10  half plate 
armor, +2 heavy steel shield), touch 14 (+2 Dex), 
flat-footed 26 (+4 natural armor, +10  half plate 
armor, +2 heavy steel shield) 
hp 125 (11d10+33) 
Fort +10, Ref +5, Will +4 (7)*  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee longsword +19 (1d8+8, 17-20/x2-) or 
shortspear +15 (1d6+6, 19-20/x2) 
Ranged longbow +14 (1d6+1, 20/x3)*** 
Full Atk longsword +19/+14/+9 (1d8+8, 17-20/x2) 
or shortspear +17/+12/+7 (1d6+6, 19-20/x2) or 
longbow +14/+9/+4 (1d6+1, 20/x3)*** 
Space 5 ft.; Reach 5 ft (10 ft with shortspear). 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 20, Dex 14, Con 16, Int 10, Wis 12, Cha 9 
Base Atk +11/+6/+1; CMB +16; CMD +28 
Feats Weapon focus (longsword) power attack, 
deadly aim (trade ranged attack bonus for damage), 
blindfight; cleave; point blank shot; weapon 
specialization (longsword); great cleave; rapid shot; 
improved critical (longsword); improved critical 
(shortspear); mounted combat; critical focus (+4 
bonus to confirm critical hits) 
Skills Climb +15; Handle animal  +11, Ride +15  
Languages common,  
SQ nil 
Gear splint mail armor, longsword, longbow, heavy 
steel shield; shortspear,  (lightning strike), ), oil of 
greater magic weapon (CL 8), potion of magic 
vestment (CL 8), potion of barkskin (CL 9)  
Special Abilities bravery +3*; armor training 3 
(reduces Armor check penalty by 3 and increases 
max dexterity by 3, can move at normal speed 
wearing heavy armor); weapon training (spears) (+1 
to hit and damage with shortspear)** ; weapon 
training (bows) (+1 to hit and damage with bows)*** 
 
Human rogue 11 (2)   
NE Medium humanoid 
Init +8 (+4 Dex, improved initiative); Senses nil; 
Perception +17 

AC 22(+4 Dex, +4 natural armor, +4 leather armor), 
touch 14 (+4 Dex), flat-footed 22(+4 Dex, +4 natural 
armor, +4 leather armor) 
hp 103 (11d8+33) 
Fort +6, Ref +11, Will +3  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 20 ft. 
Melee short sword +12 (1d6+1, 19-20/x2) 
Ranged shortbow +12 (1d6, 20/x3) 
Full Atk short sword +12/+7(1d6+1, 19-20/x2) or 
shortbow +12/+7 (1d6, 20/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities  acid splash 3x/day**; magic 
missile 2x/day (as 9th level caster)*** 
Spells Known none 
Str 12, Dex 19, Con 16, Int 14, Wis 10, Cha 12 
Base Atk +8/+3; CMB +9; CMD +23 
Feats Weapon finesse (short sword)* ;skill focus 
(perception), improved initiative; dodge; mobility; 
spring attack; wind stance (20% miss chance if you 
move) 
Skills Acrobatics +14; Bluff +12; Diplomacy +12; 
Disable Device +14; Disguise +12; Escape Artist 
+14;Knowledge (local) +12; Perception +17; Stealth 
+14 ;Use Magic Devise +12 
Languages common,  
SQ evasion, uncanny dodge; improved uncanny 
dodge 
Gear leather armor, short sword, shortbow 
Special Abilities Sneak attack +6d6; trapfinding; 
Finesse rogue*;trap sense +3; bleeding attack; minor 
magic**;major magic***; slow reactions (opponents 
damaged by your sneak attack can’t  make AOOs for 
1 round) 
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ATL 13 
 Human fighter 13  (2) 
NE Medium humanoid 
Init +2; Senses nil; Perception +1 (untrained) 
AC 30 (+2 Dex, +5 natural armor, +11 half plate 
armor, +2 heavy steel shield), touch 14 (+2 Dex), 
flat-footed 28 (+5 natural armor, +11 half plate 
armor, +2 heavy steel shield) 
hp 147 (13d10+39) 
Fort +11, Ref +6, Will +5 (8)*  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee longsword +20 (1d8+7, 17-20/x2-) or 
shortspear +23 (1d6+8, 19-20/x2) or unarmed 
strike +19 (1d3+6, 20/x2) 
Ranged longbow +17 (1d6+2, 20/x3)*** 
Full Atk longsword +23/+18/+13 (1d8+7, 17-
20/x2) or shortspear +21+16/+11 (1d6+8, 19-
20/x2) or longbow +17/+12/+7 (1d6+2, 20/x3)*** 
Space 5 ft.; Reach 5 ft (20 ft with shortspear). 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 21, Dex 14, Con 16, Int 10, Wis 12, Cha 9 
Base Atk +13/+8/+3; CMB +18; CMD +30 
Feats Weapon focus (longsword) power attack, 
deadly aim (trade ranged attack bonus for damage), 
blindfight; cleave; point blank shot; weapon 
specialization (longsword); great cleave; rapid 
shot; improved critical (longsword); improved 
critical (shortspear); mounted combat; critical 
focus (+4 bonus to confirm critical hits);vital strike 
(deals 2x normal damage on a single attack); 
improved vital strike (deals 3x normal damage on a 
single attack)  
Skills Climb +15; Handle animal  +11, Ride +13  
Languages common,  
SQ nil 
Gear half plate armor +1, longsword +1,longbow, 
heavy steel shield; shortspear, oil of greater magic 
weapon (CL 12), potion of magic vestment (CL 
12), potion of barkskin (CL 12)  (full solar eclipse) 
Special Abilities bravery +3*; armor training 3; 
weapon training (spears)** ; weapon training 
(bows) ***; weapon training (natural) **** 
 
Human rogue 13 (2)  
NE Medium humanoid 

Init +9 (+5 Dex, improved initiative); Senses nil; 
Perception +17 
AC 17(+5 Dex, +2 leather armor), touch 15 (+5 
Dex), flat-footed 12 (+2 leather armor,) 
hp 121 (13d8+39) 
Fort +7, Ref +13, Will +4  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee short sword +14 (1d6+1, 19-20/x2) 
Ranged shortbow +14 (1d6, 20/x3) 
Full Atk short sword +14/+9 (1d6+1, 19-20/x2) or 
shortbow +14/+9 (1d6, 20/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil; acid splash 3x/day**; 
magic missile 2x/day (as 9th level caster)*** 
Spells Known none 
Str 12, Dex 20, Con 16, Int 14, Wis 10, Cha 12 
Base Atk +9/+4; CMB +10; CMD +25 
Feats Weapon finesse (short sword)* ;skill focus 
(perception), improved initiative; dodge; mobility; 
spring attack; improved unarmed strike 
Skills Acrobatics +16; Bluff +14; Diplomacy +14; 
Disable Device +16; Disguise +14; Escape Artist 
+16;Knowledge (local) +14; Perception +17; 
Stealth +16 ;Use Magic Devise +14 
Languages common, Gnome, sylvan 
SQ evasion, uncanny dodge; improved uncanny 
dodge 
Gear leather armor, short sword, shortbow 
Special Abilities Sneak attack +7d6; trapfinding; 
Finesse rogue*;trap sense +4; bleeding attack; 
minor magic***;major magic****; slow reactions 
(opponents damaged by your sneak attack can’t  
make AOOs for 1 round) ; dispelling attack; wind 
stance (20% concealment if you move) 
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ATL 15 
 Human fighter 15  (2) 
NE Medium humanoid 
Init +2; Senses nil; Perception +1 (untrained) 
AC 30 (+2 Dex, +5 natural armor, +11 half plate 
armor, +2 heavy steel shield), touch 14 (+2 Dex), 
flat-footed 20 (+8 half plate armor, +2 heavy steel 
shield) 
hp 184 (15d10+45)***** 
Fort +12, Ref +7, Will +6 (10)*  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee longsword +21 (1d8+7, 17-20/x2-) or 
shortspear +23 (1d6+8, 19-20/x2) or unarmed 
strike +21 (1d3+6, 20/x2) 
Ranged longbow +19 (1d6+2, 20/x3)*** 
Full Atk longsword +21/+16/+11 (1d8+7, 17-
20/x2) or shortspear +23+18/+13 (1d6+8, 19-
20/x2) or longbow +19/+14/+9 (1d6+2, 20/x3)*** 
Space 5 ft.; Reach 5 ft (10 ft with shortspear). 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 21, Dex 14, Con 16, Int 10, Wis 12, Cha 9 
Base Atk +15/+10/+5; CMB +20; CMD +32 
Feats Weapon focus (longsword) power attack, 
deadly aim (trade ranged attack bonus for damage), 
blindfight; cleave; point blank shot; weapon 
specialization (longsword); great cleave; rapid 
shot; improved critical (longsword); improved 
critical (shortspear); mounted combat; critical 
focus (+4 bonus to confirm critical hits);vital strike 
(deals 2x normal damage on a single attack); 
improved vital strike (deals 3x normal damage on a 
single attack) ; greater vital strike (deals 4x normal 
damage on a single attack) ; toughness (+15 
hps)**** 
Skills Climb +17; Handle animal  +13, Ride +15  
Languages common,  
SQ nil 
Gear half plate armor +1, longsword +1,longbow, 
heavy steel shield; shortspear, oil of greater magic 
weapon (CL 12), potion of magic vestment (CL 
12), potion of barkskin (CL 12)  (full solar eclipse) 
Special Abilities bravery +4*; armor training 4; 
weapon training (spears) ** ; weapon training 
(bows) ***; weapon training (natural) **** 
 

Human rogue 15  (2) 
NE Medium humanoid 
Init +9 (+5 Dex, improved initiative); Senses nil 
vision; Perception +19 
AC 17(+5 Dex, +2 leather armor), touch 15 (+5 
Dex), flat-footed 12 (+2 leather armor,) 
hp 139 (15d8+45) 
Fort +8, Ref +14, Will +5  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee short sword +16 (1d6+1, 19-20/x2) 
Ranged shortbow +16 (1d6, 20/x3) 
Full Atk short sword +16/+11/+6 (1d6+1, 19-
20/x2) or shortbow +16/+11/+6 (1d6, 20/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities  acid splash 3x/day**; magic 
missile 2x/day (as 9th level caster)*** 
Spells Known none 
Str 12, Dex 20, Con 16, Int 14, Wis 10, Cha 12 
Base Atk +11/+6/+1; CMB +12; CMD +27 
Feats Weapon finesse (short sword)* ;skill focus 
(perception), improved initiative; dodge; mobility; 
spring attack; improved unarmed strike;  
Skills Acrobatics +18; Bluff +16; Diplomacy +16; 
Disable Device +18; Disguise +16; Escape Artist 
+18;Knowledge (local) +16; Perception +19; 
Stealth +18 ;Use Magic Devise +16 
Languages common, gnome, sylvan 
SQ evasion, uncanny dodge; improved uncanny 
dodge 
Gear leather armor, short sword, shortbow 
Special Abilities Sneak attack +9d6; trapfinding; 
Finesse rogue*;trap sense +5; bleeding attack; 
minor magic***;major magic****; slow reactions 
(opponents damaged by your sneak attack can’t  
make AOOs for 1 round) ; dispelling attack;  wind 
stance (20% concealment if you move); lightning 
stance (50% concealment if you move) , surprise 
attack 
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Encounter 2 – Revealed 

If Coraltop did not assist during combat, read this: 
 

Up until the foolish brigands attacked you, 
the road from Amthydor is well traveled and safe. 
During the last four days the elderly half-elf has 
said not a word to you and has slept almost all of 
the time. Once the combat is complete, you 
cannot help but notice that the old guy is still on 
his horse, snoring away.  

Once you start cleaning up after the fight, 
you hear Coraltop Galunid talk for the first time.  

“Ok, enough is enough,” he says, in a firm 
solid voice. 

He jumps off his horse with the grace of a 
much younger man.  

“Finally, I can stand up straight!” he says as 
he stretches his body. His face no longer looks as 
ancient as it did a moment ago, but the joints 
popping, and bones creaking, certainly indicate 
that he is still an old man. 

“Well, that was a fun charade,” he says. “I 
know you’re going to have a bunch of questions 
so let me get some things said straightaway. All of 
what Melton told you was true. I am Coraltop 
Galunid and I am an old friend of his, 
adventuring buddies, too. I did go to Amthydor to 
see old friends. You do not yet know the true 
reason for visiting them though, and that is what 
you are about to hear.  

I have a serious problem. I own a small 
trading company. I trade goods with Amthydor 
from small towns up and down the southern coast 
of the Tasman Sea. My ship has gone missing 
and I’ve since learned that mine isn’t the only 
one. Others have gone missing in the last few 
months. Since all of them were small, and 
privately owned, nobody has seemed to notice. 
Luckily Amthydor’s harbor master noticed, and 
mentioned it to Melton. 

The real task is to for you look into the 
disappearances, not to take me home.” 

With a grin he adds, “Now,  your questions?” 
 
If Coraltop was forced to assist during combat, 
read this: 
 

Up until the foolish brigands attacked you, 
the road from Amthydor is well traveled and safe. 
During the last four days the elderly half-elf has 
said not a word to you and has slept almost all of 
the time. He is obviously awake now. Still on his 
horse, you hear Coraltop Galunid talk for the 
first time.  

“Ok, enough is enough,” he says, in a firm 
solid voice. 

He jumps off his horse with the grace of a 
much younger man.  

“Finally, I can stand up straight!” he says as 
he stretches his body. His face no longer looks as 
ancient as it did a moment ago, but the joints 
popping, and bones creaking, certainly indicate 
that he is still an old man. 

“Well, that was a fun charade,” he says. “I 
know you’re going to have a bunch of questions 
so let me get some things said straightaway. All of 
what Melton told you was true. I am Coraltop 
Galunid and I am an old friend of his, 
adventuring buddies, too. I did go to Amthydor to 
see old friends. You do not yet know the true 
reason for visiting them though, and that is what 
you are about to hear.  

I have a serious problem. I own a small 
trading company. I trade goods with Amthydor 
from small towns up and down the southern coast 
of the Tasman Sea. My ship has gone missing 
and I’ve since learned that mine isn’t the only 
one. Others have gone missing in the last few 
months. Since all of them were small, and 
privately owned, nobody has seemed to notice. 
Luckily Amthydor’s harbor master noticed, and 
mentioned it to Melton. 

With a grin he adds, “Now, your questions?” 
 
 What do you trade?:  
“Whatever I happen to come across that I think 
I can profit from, as long as it’s legal.”  
 
 Do you think that this could be connected to 

Amthydor’s recent problems?:  
“I’m not sure.  Melton suggested that it be 
checked out first before assuming that there’s a 
connection as nothing has been found from any 
of those ships.”  
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 What type of ship is it?:  
“It’s a keel boat, fitted with a purple and yellow 
striped sail. With good wind, it can travel 
almost fifty miles a day.”  
 
 What is the name of the ship?:  
“The ship was named Waverunner III, after the 
captain, Melinda. She is a very successful 
business woman and has upgraded he ship over 
the years.”  
 
 What about the crew?:  
“Now there’s the thing that concerns me the 
most. I only do business with friends, or their 
good friends. Loss of innocent lives is horrible, 
but when it’s people you know it’s even worse. 
 
My ship had a crew of seven. The captain’s 
name is Melinda Waverunner. The others 
members are close friends or family of hers.”  
 
 Where/when was the ship last seen?:  
“The ship’s point of origin was a small village in 
Talis, over 2,500 miles down the coast from the 
Shining Jewel. The ship departed from Numbor 
about four weeks ago. On my ship, the trip from 
Numbor to the Jewel without stops is about 25 
days. If something went wrong along the way 
there are a number of villages along the route 
where they could dock and send a message.”  
 
 How many ships do you know of that have 

gone missing?:  
“Five, not including my own. There may have 
been more.”  
 
 What type of cargo did they have?:  
“Everything.  Cloth, dried food, weapons, tools, 
artwork, wine, cooking supplies, armor, spices, 
books. You name it, and it was on one of the 
ships.”  
 
 Where should we start?:  
“There’s a small fishing town called Pine Cliff, 
about half a day’s ride north east from here. 
There’s lighthouse there. Maybe someone saw 
something. If my ship was seen, then obviously 

whatever happened was between Pine Cliff and 
Amthydor. If not, then the issue is south of Pine 
Cliff.”  
 
 Were any divinations done to find the 

missing items?:  
“No. Melton felt that this needed to be checked 
out first by adventurers before involving anyone 
else.  If you aren’t able to find out anything, we 
will have to have divinations done”  
 
 Why the charade?:  
“Prudence. It would not be good for anyone if 
word got out that a number of small ships have 
gone missing. It would show that Amthydor’s 
port is unsafe for any but the largest ships. 
Small businesses would stop doing business with 
Amthydor out of fear and it would take many 
months for them to regain their confidence in 
the safety of shipping to Amthydor.”  
 
 How much extra does this pay?:  
“I can pay each of you 100 gold now, or if you 
can wait until I return to Amthydor I will bring 
a magic item for each of you with me.”  
 
 Are you going to be continuing on with us?:  
“I have other matters to attend to.  Besides, if I 
was heading there I wouldn’t need to involve 
adventurers.”  
 
 What if what we discover is too much for us 

to handle?:  
“You’re supposed to recover information for 
me.  I’m not expecting you to deal with it, 
although if you could it would be most 
appreciated.  You might be able to find help in 
Pine Cliff if you need it.  Remember, if the 
information doesn’t make it back to me then the 
mission is a failure because we can’t do 
anything to stop this.”  
 
 How do we get back home after we’ve got 

your information ?:  
“You’ll need to ride back to Amthydor.”  
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Encounter 3 – The Hunt for Clues 
at Pine Cliff 

With Pine Cliff as their only clue, it’s there that the 
party should be going. It’s a small place, maybe 
three thousand people. 80% of them are human, 
with half-elves making up most of the difference.  
The town sits near the base of a cliff, which has a 
lighthouse on it. The town is in a beach cove, 
which protects them from most of the bad storm 
weather. Due to the curvature of the coastline and 
the height of the cliff, neither the lighthouse nor its 
light is visible from town.  
 
The town leader is Magistrate Aaron Mengik, a 
middle aged retired fisherman. His father, his 
father’s father, and so on, was the magistrate. No 
one contests this as the men in the Mengik family 
have always been very just to the town, plus 
they’re very likeable people. 
Pine Cliff could probably be called a city, but the 
people there like the connotation that ‘town’ gives: 
family, friends, and neighbors, all living and 
working together happily. All in all, it’s a nice 
place to visit, and a great place to live. 
 
As the town grew, it’s attracted some lizardfolk 
attacks. Ultimately they created their own trained 
militia for protection. It’s mostly staffed by men, 
volunteers, from boat crews on rotation. The 
lizardfolk problem is of no concern to this 
scenario, in fact they are never seen. 
There’s a blacksmith, stable, barracks, bakery, two 
small restaurants, and three inns. Most visitors to 
Pine Cliff are friends or family of the locals.  
 
No one in town has any information, or clue, about 
anything having to do with the missing ships. 
Everyone smiles or waves, and some come over to 
say hi. Most people suggest talking with Tasor 
Alevor, the lighthouse keeper. The lighthouse is a 
long difficult walk from town, so it’s not unusual 
to not see Tasor or his wife for a few weeks.  

News items of interest:  
• Aaron Mengik is a good and fair man 
• No lizardfolk attacks since the militia 

proved their worth against them.  

• Pine Cliff hasn’t lost its small town feel 
as it gets larger. 

• Once a year or so a trade envoy from 
Abaris visits. 

• Tasor was seen in town four days ago 
buying food supplies. 

• Two weeks ago a lone fisherman in a 
rowboat coming in from a long night 
of fishing saw the lighthouse light. 

 
Four gold pieces per person will cover stables and 
a room for the night. A bard, or any PC who 
promises to regale the locals with tales of their 
previous adventures will halve that. Should a PC 
roll a Perform check DC 20, the whole night’s fee 
is reduced to one gp for them. If a player actually 
role plays telling a tale, it’s on the house. 

 
If the players want to roll play, go with it. 
Everyone they encounter in town is friendly, and is 
genuinely interested in the PC’s.  

 
Encounter 4 – Moving on Up? 

To continue the adventure, the party must go to the 
lighthouse. The path that goes from Pine Cliff to 
the, well, pine cliff, is a full day’s travel, part 
walking, part climbing. Horses are of no use here. 
It takes eleven grueling hours to reach the 
lighthouse. Climbing and balance rolls are not 
necessary. However, if the players have completely 
avoided role playing, make them roll some checks.  
 
The basic rule for falling damage is simple: 1d6 
points of damage per 10 feet fell. A DC 15 Jump 
check or DC 15 Tumble check allows the character 
to avoid any damage from the first 10 feet fallen 
and converts any damage from the second 10 feet 
to nonlethal damage. Have some fun, roll some 
dice. Have the players make some dex or str 
checks to avoid falling damage. Got to keep the 
roll players happy, too. 
 
“You get the directions from the townspeople and 
set out on your way to the lighthouse.  From what 
the townspeople said it should take you half a day 
to get there. 
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Encounter 5 – The Night Light 

Lighthouses are used to mark dangerous coastlines, 
hazardous shoals away from the coast, and safe 
entries to harbors. 
 
This lighthouse itself was built about 45 years ago 
to mark the dangerous coastline, wrought with 
submerged coral shoals. It was originally operated 
by a family with two children. Their son, now 
married with a family of his own, runs the 
lighthouse.  
 
The cliff top is about 1000 feet above the ocean. It 
used to be covered with pine trees, thus giving the 
town its name. Almost all the trees were cut down 
to be used in building the lighthouse and the town 
itself. A single row of trees remain, in a semicircle 
around the lighthouse.  
 
Standing about 60 feet tall, the lighthouse 
dominates the cliff on which it stands. A strong sea 
wind always blows around the lighthouse, even 
when there is none at the shoreline.  
 
Before they were slaughtered, the lighthouse was 
the home of Tasor Alevor, his wife Inev, and their 
two sons, Tasor Jr. and Eldroth. The Alevors have 
a third older son, but he left about three years ago 
to see the world. 
 
The thieves left all four of the Alevors bodies in 
the lighthouse to rot. The corpses have been there 
for nearly six weeks, and the whole lighthouse now 
reeks of death and decay.  

 
There is no treasure here, other than information. 
The thieves took or destroyed everything of value 
from the lighthouse when they killed the family. 
 
Room 1. ENTRY ROOM 
This room is the entryway to the lighthouse. 
 
Beside the outer door is a small table with two 
broken oil lamps. On the opposite wall are hooks 
four cloaks, and boots are lined up underneath 
them. Two sets are adult sized, two are for 
children. A chair stands in the corner. 

 
Room 2. BATHROOM 
 
This chamber contains four pits that go through 
the floor into the ground. Dried herbs hang from 
the walls. 
 
A Knowledge (Nature) DC 10 check will indicate 
that the herbs are used to sweeten the air, but 
they’re old and useless. As they have not been 
replaced for the past six weeks, the room is ripe 
with whatever might be in an outhouse that smells 
unpleasant. 
 
Room 3. STORAGE 
 
Hooks of various sizes and at different heights 
line the inside wall. Two benches sit on the 
outside wall, each with a stiff brush attached to it, 
used for scraping boots clean. 
 
Room 4. KITCHEN AND DINING AREA 
The family ate in a corner of the kitchen. 
 
A stone oven dominates one wall of this room. 
Nearby stands a sink, and cupboards line the 
walls, their doors hanging open. One corner 
holds a table and five chairs. 
 
The cupboards are empty. 
 
Room 5. PANTRY 
 
This room has rows after rows of small shelves. 
You can see remnants of various dried foods and 
pieces of burlap bags, indicting that this was a 
pantry. 
 
Anything edible that the thieves left was eaten by 
vermin.  
 
Room 6. COMMON CRAFT/WORKROOM 
The Alevors used this chamber to repair furniture, 
fix the light housing, and make new items of wood, 
glass, and metal. 
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The walls are almost completely covered with tool 
racks. Three large workbenches dominate the 
room. Tools are scattered everywhere. 
 
Each table is dedicated to one craft: woodworking, 
glassblowing, and metalwork. There are tools for 
each craft as well, though none are in great 
condition. 
 
Room 7. EXTRA BEDROOM 
The Alevors’ oldest son slept here, until he left to 
make his own way through the world. It was 
converted into a second spare bedroom after he 
left. 
 
Books are strewn all over the adult-sized bed, and 
an empty wardrobe sits next to an equally empty 
bookcase. 
 
The books are all about seafaring and oceangoing 
vessels. 
 
Room 8. SITTING ROOM 
Tasor and his wife Inev relaxed here after the day’s 
work was done, or when they had company over. 
 
With a comfy-looking sofa and two matching 
overstuffed chairs, this room must have been cozy 
and inviting before the smell of death and decay 
lay heavily on it. In front of the sofa is a small 
table, and bookshelves line the wall. Most of the 
books are on the floor. Beside one of the chairs is 
a small bag with knitting needles protruding from 
it. 
 
The bag contains Inev’s knitting. 
 
Room 9. MASTER BEDROOM 
This room was where Tasor and Inev slept. 
 
A large bed is centered in this room. Beside it 
stand an open, empty wardrobe and a night table. 
A broken lamp rests on the table. Clothes are 
strewn everywhere. The smell of death hangs 
particularly heavy in here. 
 
Inev’s body lies in the corner by the bed, under 
some clothes. A Heal DC 15 check can tell that she 

was stabbed with a thin pointed blade (rapier). 
Under the bed is what’s left of Tasor. One of his 
hands is barely attached at the wrist (critical attack 
with a trident) and he has multiple puncture 
wounds from trident and rapier. 
 
It’s possible that the PCs might decide to cast a 
speak with dead spell to get information from Inev.  
This is the information that she knows:   

• She heard her husband begging the villains 
to leave her and her children alone. 

• The men did not say why they were doing 
this. 

• They held a blade to her throat to make 
sure that her husband didn’t fight back.   

• There were 4 of them, an elf and 3 
dwarves.  She’d never seen them before. 

• One of the villains, the elf, was wearing 
black and white clothing that had feathers. 

  
Room 10. EXTRA BEDROOM 
 
This chamber contains an adult-sized bed and an 
empty wardrobe. 
 
Room 11. STORAGE 
 
This chamber is simply for storage. Nothing fills 
the shelves, and all the crates are smashed open. 
 
The thieves looted all the linens, oil, and other 
nonfood items were stored here. 
 
Room 12. ELDROTH’S BEDROOM 
Eldroth, the younger son, claimed this room as his 
own. 
 
The stench is overpowering in this room. The 
source is clearly visible—a rotting child’s corpse 
lies amid scattered toys on the floor. A small bed 
stands against one wall, and beside it is an open 
wardrobe, its contents scattered about the floor. A 
window on the outer wall lets in the sunlight. 
 
The corpse is Eldroth, killed by the thieves when 
they sacked the lighthouse. The wardrobe is filled 
with clothes for a small boy. A Heal DC 15 check 
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will find that he has three puncture wounds in his 
back, each hole equidistant apart (trident). 
 
It’s possible that the PCs might decide to cast a 
speak with dead spell to get information from 
Eldroth.  This is the information that he knows:   

• He heard his parents begging the villains 
to leave him and his brother alone. 

• The men did not say why they were doing 
this. 

• They did what ever they did to his parents 
first, he heard his mother screaming.  

• There were 4 of them,. 
• He’d never seen them before. 
• One of them was wearing black and white 

clothing that had feathers. 
 
Room 13. PLAYROOM 
Tasor Jr. and Eldroth played together in this 
chamber while their parents tended to business. 
 
Furniture sized for both adults and children fills 
this room. Toy boxes, toys and books line the 
walls, and hobby horses and toy carts stand here 
and there. 
 
Everything in here is covered with a thin layer of 
dust. 
 
Room 14. TASOR JR.’S BEDROOM 
Since the lighthouse had lots of room, each of the 
children had his own bedroom. 
 
A putrid stench of rotting flesh fills this chamber. 
On one side of the room stand an open, empty 
wardrobe and an adult-sized bed with books lying 
open atop it. More books fill the shelves along the 
walls, and a telescope stands beside the window. 
Clothes litter the floor. You can make out a rotted 
child’s hand poking out from under the clothes. 
 
Tasor Jr.’s body is under the clothes. The books on 
the bed are about astronomy, Tasor’s chief interest. 
A Heal DC 15 will find that he has three puncture 
wounds in his chest, each hole equidistant apart 
(trident). 
 

It’s possible that the PCs might decide to cast a 
speak with dead spell to get information from 
Tasor Jr.  This is the information that he knows:   

•  
• He prayed to god for help, but since he 

died he doesn’t think god helped. 
• He heard his parents begging the villains 

to leave him and his brother alone. 
• He heard his brother Eldroth screaming as 

the men hurt him. 
• The men did not say why they were doing 

this. 
• They did whatever they did to his parents 

and brother first, he heard his mother 
screaming.  

• There were 4 of them. 
• He’d never seen them before. 
• One of them was wearing black and white 

clothing that had feathers. 
 
Room 15. LIGHT CHAMBER 
Read or paraphrase the following when the PCs 
enter this chamber. 
 
The broken shards of glass litter the floor of this 
chamber at the top of the lighthouse. 
 
A large oil-powered lamp provided the light, and 
the mirrors and lenses in the housing reflected and 
amplified it. The thieves smashed both the lamp 
and the housing and removed all the oil.  
 
If the PC’s arrive at the lighthouse during the day, 
there is a Perception DC 25 check to notice a small 
encampment west of the lighthouse. 
 
If the PC’s arrive are at the lighthouse at night, 
they can clearly seen the light from the scaffold 
lighthouse to the west. 
 
The PCs learned that the lighthouse family was 
killed weeks ago. Previously they learned that 
people from Pine Cliff have seen the light no 
longer than two weeks ago and Tasor was seen in 
town four days ago. 
 
The PC’s next stop is the thieves’ camp with their 
scaffolding lighthouse. Once there, they combat 
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the thieves, and find signs that the thieves and their 
accomplices were responsible for the 
disappearances of the ships. 
 

Encounter 6 – A Light In The 
Night That’s Not Right 

The cliff declines to the west from the lighthouse, 
so the campsite the enterprising thieves built isn’t 
too far above the water elevation. Their light tower 
is out in the open on the ground, but tents and 
semi-permanent structures are hidden in the bushes 
off to one side. 
 
Three days ago, the thieves wrecked and salvaged 
a ship. After the Fins took the crew and looted the 
ship, the wreck was burned and sunk; thus, no 
trace of it is visible from the beach or above the 
water’s surface. The thieves are still in the process 
of sorting the loot, figuring out what they have, 
and deciding what to do with it. Except for the 
patrols, most of them stick fairly close to the camp. 
 
NORMAL THIEF ACTIVITIES 
The thieves’ regular activities include the 
following. 
 Inventorying and Appraising Loot. Most of 

the goods taken from the lighthouse and all the 
goods salvaged from the wrecked ships are in 
the campsite. During the day, four thieves are 
usually engaged in sorting, appraising, and 
recording the loot under the captain’s 
supervision. 
 

 Hiding Loot. When they’re finished with the 
sorting, the thieves pack their stolen goods in 
barrels and bury them above the high tide mark. 
At any given time, two thieves are busy packing 
barrels and two more are hauling a packed barrel 
off somewhere to bury it. 
 

 Patrolling the Area. Two thieves are always on 
patrol, except at mealtimes. The patrol searches 
for tracks and keeps an eye out for unwanted 
visitors. Patrols cover a circular area about 200 
yards around the camp, but the thieves 
investigate anything suspicious that they see, 
even if it is farther away. They keep the camp 

informed as to their movements outside the base 
area, and a second patrol comes looking for any 
missing crew members after 1 hour. If they think 
they go without being seen, they run to camp as 
fast as possible. If they have to, they’ll split up. 
One rogue will head towards camp with the 
warning, the other will lead the PC’s on a wild 
goose chase, eventually taking them directly to 
the camp having enough time passed for the 
camp to prepare. 
 
Use the stats for the dwarven fighters for the 
thieves patrol.   
  

 Preparing Meals. At mealtimes, one or two 
thieves cook under a pavilion. The whole crew 
eats together, so patrols are suspended during 
meals. 
 
General Activities. Thieves not engaged in any 
other activity gamble, repair equipment, or 
pursue other leisure activities during the day. 
 

 Nighttime: At night, when applicable, the 
thieves light the false light, and one of them 
remains atop the tower as lookout. Those not on 
patrol sleep in the tents. 

 
How the thieves learn the PC’s are in the area 
completely depends on how quiet and discreet the 
characters. Use your judgment here, and make use 
of perception checks against PC stealth checks.  
PC’s that are cautious and careful can probably 
take out the scouting party and get a surprise attack 
on the camp.  
 
THIEVES ON ALERT 
If a thief scout survives an encounter with the PCs, 
or who sees them and decides not to attack, he will 
return to the camp. The thieves then post one or 
two extra guards in the camp and stop their patrols. 
If no attack is forthcoming within a day, the 
captain, first mate, and two crew members set out 
to confront the PCs. 
 
HANDLING THE THIEVES 
This encounter can be extremely dangerous for the 
PCs. If they try to attack all the thieves at the same 
time, it is intended to be a difficult fight. The 
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captain alone is a challenge for a 1st-level party 
(see The Thieves, below). Thus, the PCs have to 
find clever ways to handle this encounter. Below 
are some options they might use. 
 Get Help from Pine Cliff. The PCs can go back 

to Pine Cliff, explain that thieves are camped on 
the beach, and recruit some help. They should be 
able to get enough militia people together to 
help them defeat the thieves, especially if they 
have watched long enough to know their 
enemies’ true strength. If the PCs were spotted, 
however, the thieves are ready for trouble. 

 Divide and Conquer. The characters may 
choose to wear down the thieves by taking out 
small groups of them and then retreating to rest. 
The party has ample opportunity to make such 
attacks as the thieves go about their daily 
business. But if they allow any thief they have 
attacked to escape, the thieves will be on their 
guard. 

 
THE THIEVES 
The PCs can encounter the thieves anywhere 
within the camp area. How this encounter occurs 
depends on how the PCs decide to approach the 
camp (see Handling the Thieves, above). 
      Creatures: The camp is home to Enenu Kau 
and her crew of cutthroats. The band consists of 
Enenu, her first mate Degnar Stoneheel, and six 
crew members—though only four crew members 
are usually in the camp at any time. 
      Tactics: Should it come to a fight, the thieves 
mass together and attack from a distance with 
ranged weapons and spells. After one or two 
volleys of projectiles and spells, the thieves close 
to melee range. They haven’t been taking any 
prisoners lately, but they give the PCs a chance to 
surrender if the opportunity presents itself. (The 
thieves suspect that the PCs are a cut above the 
ordinary seafarers they’ve been fighting recently, 
and they figure they can collect a ransom or force 
some kind of service from them.) If the PCs refuse 
to surrender or have the upper hand in the fight, the 
thieves fight to the death, since they know that’s 
the fate that awaits them if captured. 
      Development: The PCs must defeat all the 
thieves before they can safely examine the loot. 
 

The trek from the lighthouse to the second light 
was about a two hour walk. Ahead is a light 
source above the ground about the height of a 
lighthouse. Nobody at Pine Cliff even mentioned 
a second one. As you approach the light ahead 
reveals that the light seems to be floating, 
unmoving above the ground. 
 
 
When you get close enough you can see that the 
light is mounted on some sort of scaffold made of 
thin pieces of something. 
 
* The scaffolding uses a variety of ropes and pins.  
* The structure can be folded down almost flat to 
the ground.  
* It took all the combined skills of the seafarers 
and the dwarves were needed to design and 
construct it. 
* Not far in front of the scaffold is some 
submerged coral shoals. At night the pirates would 
raise the scaffold and lure ships into the shoals. 
* A group of aquatic thugs, called The Fins, would 
help rescue the cargo from the sinking (or sunken) 
ships. They would get the crews of the ships to 
either eat or use as slaves.  
 
 
KEY TO THE CAMP 
The points of interest within the thief camp are 
detailed below. 
 
E1. The Tower 
The false light tower is situated about 30 feet from 
the shoreline and 20 feet from the edge of the 
bushes that conceal the thief campsite. The 
structure is basically a 60-foot-tall, skeletal tower 
with a ladder attached on the side nearest the 
campsite. Ropes hang from the top to the ground, 
some loose and some coiled up on pegs on the legs 
of the scaffold. The top level measures 15 feet 
square and the legs slope outward toward the 
ground to a 35 foot square base. Up and down the 
legs are a number of wooden pins, some of which 
have ropes tied to them. The top supports a fire 
basin made of stone and metal, as well as a pile of 
wood. Affixed to one side of the top railing is a 
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winch that the thieves use to haul wood to the top 
of the tower. 
      The thieves erect the structure at night and burn 
a fire in the basin to simulate the light of the 
lighthouse. The tower is generally manned only at 
night, but the thieves sometimes raise it and use it 
as a surveillance platform during the day. Those on 
top of the tower can stay out of sight of people on 
the ground just by staying low. 
 
E2. The Campsite 
The thief camp is located 40 feet from the tower, 
about 20 feet beyond the edge of the bushes. They 
cannot see the shore from their camp, but they rely 
on the noise of a wreck to know when a ship has 
grounded on the reef. 
      The campsite consists of five 15-foot-by-15-
foot tents for sleeping, a central area with a 20-
foot-square wooden pavilion under which the 
thieves cook their meals, and three wooden 
buildings, each 15 feet by 10 feet, that they use for 
storage. The structures are well built.  The thieves 
worked on this camp for weeks before lighting 
their lighthouse fire for the first time. 
 
      Treasure: In addition to their personal 
possessions, the thieves have collected a 
considerable amount of loot. They store this at the 
back of the camp, in fairly neat piles. Their stash 
includes twelve casks of salted meat, eighteen 
casks of wine and spirits, twenty-eight bales of 
cloth, three crates of glassware, fifteen hundred 
copper ingots, nineteen casks of oil, and fifteen 
casks of herbs and spices. The bales of cloth are 
wrapped in a purple and yellow striped sail, from 
Coraltop’s ship.  All of the treasure that is present 
as well as what the villains are using is the result of 
criminal activity, and would be used by Pine Cliff  
or Coraltop to reimburse all those that have lost 
things to the pirates.  
 
E3. Boats 
Two large rowboats, each equipped with four oars, 
stand on the beach. The thieves use these to row 
out to the reef and salvage wrecks. 
 
If the PCs examine the shore they will with a 
Perception DC 20+ATL check notice a pair of eyes 
sticking out of the water about 40’ away.  Once 

noticed the eyes will disappear under the water to 
be seen another day.   
 
The Fins know that their thief partners are done for 
and are not interested in getting involved.   They 
prefer survival over getting involved in a fight that 
they could lose.   If the PCs should go looking for 
proof of someone else being involved in the water, 
all that they will be able to find are some scraps 
from ships that have been sunk. 
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ATL 1 
 Enenu Kau, Gal in charge  
Female human ranger 1/sorcerer (elemental fire 
bloodline) 1 
LE Medium humanoid 
Init +3; Senses nil; Perception +9 
AC 15 (+3 Dex, , +2 leather armor), touch 13 (+3 
Dex), flat-footed 12 (+2 leather armor) 
hp 17 (1d10+1d4) 
Fort +2, Ref +5, Will +4  
Defense abilities nil; DR nil; Immune nil; SR nil 
Spd 20 ft. 
Melee rapier +2 (1d6, 18-20/x2) or dagger +2 
(1d4, 19-20/x2) 
Ranged longbow +5 (1d8, 20/x3) 
Full Atk rapier +2 (1d6, 18-20/x2) or longbow +5 
(1d8, 20/x3) or dagger +2 (1d4, 19-20/x2) 
Space 5 ft.; Reach 5 ft. 
Special Attacks Elemental Ray (Sp) Standard 
action 6/day 30’ ranged touch attack deals 1d6 fire 
damage. 
Spell-Like Abilities nil 
Spells Known 0 level (DC 13) – acid splash, 
prestidigitation, ray of fire*, read magic 
                         1st level (DC 14 4/day) – burning 
hands, magic missile 
Str 10, Dex 16, Con 10, Int 14, Wis 14, Cha 16 
Base Atk +1; CMB +1; CMD +14 
Feats Alertness, dodge  
Skills  Handle Animal +7; Heal +7; Intimidate +8; 
Knowledge (Arcana)+6; Perception +9; Sense 
Motive +6; Spellcraft +7; Survival +7;  
Languages common,  
SQ nil 
Gear leather armor, masterwork dagger; 
masterwork rapier, dagger, masterwork longbow 
with 10 arrows 
Special Abilities Bloodline arcana* (when casting 
a spell that deals energy damage, can change the 
type of damage to fire); favored enemy (humans - 
+2 to hit humans); track, wild empathy 
 
Degnar Stoneheel, Second in Command:  
 Male sea elf rogue 2   
NE Medium humanoid 
Init +6; Senses nil; Perception +8 
AC 15(+2 Dex, +3 penguin armor), touch 12 (+2 
Dex), flat-footed 13 (+3 penguin armor,) 
hp 19 (2d8+2) 

Fort +1, Ref +5, Will +2 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee trident +2 (1d8, 20/x2) or rapier +2 (1d6, 
18-20/x2) 
Ranged light crossbow +2 (+2 (1d8, 18-20/x2)  
Full Atk trident +2 (1d8, 20/x2) or light crossbow 
+2 (1d8, 18-20/x2) or rapier +2 (1d6, 18-20/x2) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 10, Dex 15, Con 12, Int 16, Wis 15, Cha 10 
Base Atk +1; CMB +1; CMD +13 
Feats Improved initiative*, Martial weapon 
profiency  
Skills Acrobatics +6; Appraise +8; Disable Device 
+6; Escape Artist +6; Knowledge (arcana) +4; 
Knowledge (dungeoneering) +7; Knowledge 
(engineering) +4; Knowledge (geography) +4; 
Knowledge (history) +4; Knowledge (local) +7; 
Knowledge (nature) +4; Knowledge (nobility) +4; 
Knowledge (planes) +4; Knowledge (religion) +4; 
Perception +8;  Ride +3; Sense Motive +6; Sleight 
of hand +6; Stealth +6 ; Swim +4; Use Magic 
Device +4 
Languages common,  aquan 
SQ evasion 
Gear penguin armor, masterwork trident, 
masterwork rapier, light crossbow 
Special Abilities Sneak attack +1d6; trapfinding; 
combat trick* 
 
Crew:  
 Dwarven fighter 2   (4) 
NE Medium humanoid 
Init +2; Senses nil; Perception +1 (untrained) 
AC 22 (+2 Dex, , +2 natural armor, +7 chainmail 
armor +1, +1 light steel shield), touch 14 (+2 Dex), 
flat-footed 20 (+2 natural armor, +7 chainmail 
armor +1, +1 light steel shield) 
hp 30 (2d10+8) 
Fort +7, Ref +2, Will +2 (3)*  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 20 ft. 
Melee longsword +6 (1d8+4, 19-20/x2) 
Ranged longbow +4 (1d8, 20/x3) 
Full Atk longsword +6 (1d8+4, 19-20/x2) or 
longbow +4 (1d8, 20/x3) 
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Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 16, Dex 14, Con 18, Int 10, Wis 14, Cha 7 
Base Atk +2; CMB +5; CMD +17 
Feats Weapon focus (longsword) power attack, 
deadly aim (trade ranged attack bonus for damage), 
blindfight 
Skills Climb +5; Handle animal  +1, Ride +4;  
Languages common,  
SQ nil 
Gear chainmail armor +1, longsword +1,longbow, 
light steel shield, oil of magic weapon, potion of 
magic vestment, potion of barkskin,  (full solar 
eclipse) 
Special Abilities bravery +1* 
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ATL 3 
 Enenu Kau, Gal in charge  
Female human ranger 2/sorcerer (elemental fire 
bloodline) 1 
LE Medium humanoid 
Init +3; Senses nil; Perception +9 
AC 15 (+3 Dex, , +2 leather armor), touch 13 (+3 
Dex), flat-footed 12 (+2 leather armor) 
hp 24 (2d10+1d4) 
Fort +3, Ref +6, Will +4  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 20 ft. 
Melee rapier +3 (1d6, 18-20/x2) or dagger +3 
(1d4, 19-20/x2) 
Ranged longbow +6 (1d8, 20/x3) 
Full Atk rapier +3 (1d6, 18-20/x2) or longbow +6 
(1d8, 20/x3) or dagger +3 (1d4, 19-20/x2) 
Space 5 ft.; Reach 5 ft. 
Special Attacks Elemental Ray (Sp) Standard 
action 6/day 30’ ranged touch attack deals 1d6 fire 
damage. 
Spell-Like Abilities nil 
Spells Known 0 level (DC 13) – acid splash, 
prestidigitation, ray of fire*, read magic 
                         1st level (DC 14 4/day) – burning 
hands, magic missile 
Str 10, Dex 16, Con 10, Int 14, Wis 14, Cha 16 
Base Atk +3; CMB +3; CMD +16 
Feats Alertness; combat reflexes; dodge; 
endurance; point blank shot (not included in 
above) 
Skills  Handle Animal +9; Heal +8; Intimidate +9; 
Knowledge (Arcana)+7; Knowledge (Nature) +6; 
Perception +10; Sense Motive +7; Spellcraft +7; 
Survival +8;  
Languages common,  
SQ nil 
Gear leather armor, masterwork dagger; 
masterwork rapier, dagger, masterwork longbow 
with 10 arrows 
Special Abilities Bloodline arcana* (when casting 
a spell that deals energy damage, can change the 
type of damage to fire); favored enemy (humans - 
+2 to hit humans); track, wild empathy 
 
Degnar Stoneheel, Second in Command:  
Male human rogue 3  
NE Medium humanoid 
Init +7 (+3 Dex, improved initiative); Senses nil; 

Perception +6 
AC 16(+3 Dex, +3 masterwork penguin armor), 
touch 13 (+3 Dex), flat-footed 13 (+3 masterwork 
penguin armor,) 
hp 31 (3d8+9) 
Fort +4, Ref +7, Will +1 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee short sword +6 (1d6+1, 19-20/x2) 
Ranged shortbow +6 (1d6 20/x3) 
Full Atk short sword +6 (1d6+1, 19-20/x2) or 
shortbow +6 (1d6, 20/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 12, Dex 17, Con 16, Int 14, Wis 10, Cha 12 
Base Atk +2; CMB +3; CMD +16 
Feats Weapon finesse (short sword)* ;skill focus 
(perception), improved initiative 
Skills Acrobatics +6; Bluff +4; Diplomacy +4; 
Disable Device +6; Disguise +4; Escape Artist 
+6;Knowledge (local) +4; Perception +6; Stealth 
+6 ;Use Magic Devise +4 
Languages common,  
SQ evasion 
Gear masterwork penguin armor, short sword, 
shortbow 
Special Abilities Sneak attack +2d6; trapfinding; 
Finesse rogue*;trap sense +1 
 
Crew:  
 Dwarven fighter 3 (4)  
NE Medium humanoid 
Init +2; Senses nil; Perception +1 (untrained) 
AC 19 (+2 Dex, +6 chainmail armor, +1 light steel 
shield), touch 14 (+2 Dex), flat-footed 17 (+6 
chainmail armor, +1 light steel shield) 
hp 43 (3d10+12) 
Fort +7, Ref +2, Will +2 (3)*  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee longsword +7 (1d8+4, 19-20/x2) 
Ranged longbow +5 (1d8,  20/x3) 
Full Atk longsword +7 (1d8+4, 19-20/x2) or 
longbow +5 (1d6, 20/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
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Spells Known none 
Str 16, Dex 14, Con 18, Int 10, Wis 14, Cha 7 
Base Atk +3; CMB +6; CMD +18 
Feats Weapon focus (longsword) power attack, 
deadly aim (trade ranged attack bonus for damage), 
blindfight; cleave 
Skills Climb +6; Handle animal  +2, Ride +5;  
Languages common,  
SQ nil 
Gear chainmail armor, longsword, longbow, light 
steel shield 
Special Abilities bravery +1*; armor training 1 
(reduces Armor check penalty by 1 and increases 
max dexterity by 1, can move at normal speed 
wearing medium armor) 
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ATL 5 
 Enenu Kau, Gal in charge  
Female human ranger 3/sorcerer (elemental fire 
bloodline) 2 
LE Medium humanoid 
Init +3; Senses nil; Perception +11 
AC 15 (+3 Dex, , +2 leather armor), touch 13 (+3 
Dex), flat-footed 12 (+2 leather armor) 
hp 36 (3d10+2d4) 
Fort +3, Ref +6, Will +6  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 20 ft. 
Melee rapier +5 (1d6, 18-20/x2) or dagger +5 
(1d4, 19-20/x2) 
Ranged longbow +8 (1d8, 20/x3) 
Full Atk rapier +5 (1d6, 18-20/x2) or longbow +8 
(1d8, 20/x3) or dagger +5 (1d4, 19-20/x2) 
Space 5 ft.; Reach 5 ft. 
Special Attacks Elemental Ray (Sp) Standard 
action 6/day 30’ ranged touch attack deals 1d6+1 
fire damage. 
Spell-Like Abilities nil 
Spells Known 0 level (DC 13) – acid splash, 
bleed, prestidigitation, ray of fire*, read magic 
                         1st level (DC 14 5/day) – burning 
hands, magic missile 
Str 10, Dex 16, Con 10, Int 14, Wis 14, Cha 17 
Base Atk +4; CMB +4; CMD +18 
Feats Alertness; combat reflexes; dodge; 
endurance; point blank shot (not included in 
above) 
Skills  Handle Animal +10; Heal +10; Intimidate 
+10; Knowledge (Arcana)+9; Knowledge (Nature) 
+9; Perception +11; Sense Motive +8; Spellcraft 
+9; Survival +9;  
Languages common,  
SQ nil 
Gear leather armor, masterwork dagger; 
masterwork rapier, dagger, masterwork longbow 
with 10 arrows 
Special Abilities Bloodline arcana* (when casting 
a spell that deals energy damage, can change the 
type of damage to fire); endurance; favored enemy 
(humans - +2 to hit humans); favored terrain 
(mountain (includes hills)) track, wild empathy 
 
Degnar Stoneheel, Second in Command:  
Male human rogue 3  

NE Medium humanoid 
Init +7 (+3 Dex, improved initiative); Senses nil; 
Perception +6 
AC 16(+3 Dex, +3 masterwork penguin armor), 
touch 13 (+3 Dex), flat-footed 13 (+3 masterwork 
penguin armor,) 
hp 31 (3d8+9) 
Fort +4, Ref +7, Will +1 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee short sword +6 (1d6+1, 19-20/x2) 
Ranged shortbow +6 (1d6, 20/x3) 
Full Atk short sword +6 (1d6+1, 19-20/x2) or 
short sword +6 (1d6, 20/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 12, Dex 17, Con 16, Int 14, Wis 10, Cha 12 
Base Atk +2; CMB +3; CMD +16 
Feats Weapon finesse (short sword)* ;skill focus 
(perception), improved initiative 
Skills Acrobatics +6; Bluff +4; Diplomacy +4; 
Disable Device +6; Disguise +4; Escape Artist 
+6;Knowledge (local) +4; Perception +6; Stealth 
+6 ;Use Magic Devise +4 
Languages common,  
SQ evasion 
Gear masterwork penguin armor, short sword, 
shortbow 
Special Abilities Sneak attack +2d6; trapfinding; 
Finesse rogue*;trap sense +1 
 
Crew:  
 Dwarven fighter 3 (4)  
NE Medium humanoid 
Init +2; Senses nil; Perception +1 (untrained) 
AC 19 (+2 Dex, +6 chainmail armor, +1 light steel 
shield), touch 14 (+2 Dex), flat-footed 17 (+6 
chainmail armor, +1 light steel shield) 
hp 46 (3d10+15) 
Fort +7, Ref +2, Will +2 (3)*  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee longsword +7 (1d8+4, 19-20/x2) 
Ranged longbow +5 (1d8, 20/x3) 
Full Atk longsword +7 (1d8+4, 19-20/x2) or 
longbow +5 (1d8, 20/x3) 
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Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 16, Dex 14, Con 18, Int 10, Wis 14, Cha 7 
Base Atk +3; CMB +6; CMD +18 
Feats Weapon focus (longsword) power attack, 
deadly aim (trade ranged attack bonus for damage), 
blindfight; cleave 
Skills Climb +6; Handle animal  +2, Ride +5;  
Languages common,  
SQ nil 
Gear chainmail armor, longsword, longbow, light 
steel shield 
Special Abilities bravery +1*; armor training 1 
(reduces Armor check penalty by 1 and increases 
max dexterity by 1, can move at normal speed 
wearing medium armor) 
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ATL 7 
 Enenu Kau, Gal in charge  
Female human ranger 4/sorcerer (elemental fire 
bloodline) 3 
LE Medium humanoid 
Init +3; Senses nil; Perception +13 
AC 15 (+3 Dex, , +2 leather armor), touch 13 (+3 
Dex), flat-footed 12 (+2 leather armor) 
hp 48 (4d10+3d4) 
Fort +3, Ref +6, Will +6  
Defense Abilities elemental resistance – fire 
10; DR nil; Immune nil; SR nil 
Spd 20 ft. 
Melee rapier +6 (1d6, 18-20/x2) or dagger +6 
(1d4, 19-20/x2) 
Ranged longbow +9 (1d8, 20/x3) 
Full Atk rapier +6 (1d6, 18-20/x2) or longbow +9 
(1d8, 20/x3) or dagger +6 (1d4, 19-20/x2) 
Space 5 ft.; Reach 5 ft. 
Special Attacks Elemental Ray (Sp) Standard 
action 6/day 30’ ranged touch attack deals 1d6+1 
fire damage, burning hands 1/day . 
Spell-Like Abilities nil 
Spells Known 0 level (DC 13) – acid splash, 
bleed, prestidigitation, ray of fire*, read magic 
                         1st level (DC 14 6/day) – burning 
hands, magic missile, ray of enfeeblement 
 Ranger 1st level (DC 13) - entangle     
Str 10, Dex 16, Con 10, Int 14, Wis 14, Cha 17 
Base Atk +5; CMB +5; CMD +19 
Feats Alertness; combat reflexes; dodge; 
endurance; point blank shot (not included in 
above), elemental channel fire 
Skills  Handle Animal +14; Heal +11; Intimidate 
+11; Knowledge (Arcana)+9; Knowledge (Nature) 
+11; Perception +13; Sense Motive +9; Spellcraft 
+11; Survival +12;  
Languages common,  
SQ nil 
Gear leather armor, masterwork dagger; 
masterwork rapier, dagger, masterwork longbow 
with 10 arrows 
Special Abilities Bloodline arcana* (when casting 
a spell that deals energy damage, can change the 
type of damage to fire); endurance; favored enemy 
(humans - +2 to hit humans); favored terrain 
(mountain (includes hills)), hunter’s bond (for 2 
rounds allies get +1 bonus to hit a specific human 
target), track, wild empathy 

Degnar Stoneheel, Second in Command:  
 Male sea elf rogue 5   
NE Medium humanoid 
Init +7; Senses nil; Perception +10 
AC 16(+2 Dex, +4 penguin armor +1), touch 12 
(+2 Dex), flat-footed 14 (+4 penguin armor +1,) 
hp 40 (5d8+5) 
Fort +1, Ref +6, Will +2 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee trident +4 (1d8, 19-20/x2) or rapier +4 (1d6, 
18-20/x2) 
Ranged Light crossbow +6 (1d8, 19-20/x2) 
Full Atk trident +4 (1d8, 19-20/x2) or light 
crossbow +65 (1d8, 19-20) or rapier +4 (1d6, 19-
20/x2)  
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 10, Dex 16, Con 12, Int 16, Wis 15, Cha 10 
Base Atk +3; CMB +3; CMD +16 
Feats Improved initiative*, Martial weapon 
proficiency, Improved critical (trident), combat 
expertise,  
Skills Acrobatics +9; Appraise +10; Disable 
Device +9; Escape Artist +9; Knowledge (arcana) 
+4; Knowledge (dungeoneering) +9; Knowledge 
(engineering) +4; Knowledge (geography) +4; 
Knowledge (history) +4; Knowledge (local) +9; 
Knowledge (nature) +4; Knowledge (nobility) +4; 
Knowledge (planes) +4; Knowledge (religion) +4; 
Perception +10;  Ride +3; Sense Motive +8; 
Sleight of hand +8; Stealth +9 ; Swim +4; Use 
Magic Device +6 
Languages common,  aquan 
SQ evasion 
Gear +1 penguin armor, masterwork trident, 
masterwork rapier, light crossbow 
Special Abilities Sneak attack +3d6; trapfinding; 
combat trick*, trapsense +1, uncanny dodge, 
bleeding attack 
 
Crew: 
 Human fighter 5 (4) 
NE Medium humanoid 
Init +2; Senses nil; Perception +1 (untrained) 
AC 22 (+2 Dex, +2 natural armor, +7 chainmail 
armor, +1 light steel shield), touch 14 (+2 Dex), flat-
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footed 20 (+2 natural armor, +7 chainmail armor, +1 
light steel shield) 
hp 64 (5d10+20) 
Fort +8, Ref +2, Will +3 (4)*  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee longsword +10 (1d8+7, 19-20/x2) or 
shortspear +10 (1d6+5)** 
Ranged longbow +7 (1d8, 20/x3) 
Full Atk longsword +11 (1d8+7, 19-20/x2) or 
shortspear +10 (1d6+5)** or longbow +7 (1d8, 
20/x3) 
Space 5 ft.; Reach 5 ft (10 ft with shortspear). 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 17, Dex 14, Con 18, Int 10, Wis 14, Cha 7 
Base Atk +5; CMB +9; CMD +21 
Feats Weapon focus (longsword) power attack, 
deadly aim (trade ranged attack bonus for damage), 
blindfight; cleave; point blank shot; weapon 
specialization (longsword) 
Skills Climb +8; Handle animal  +4, Ride +7  
Languages common,  
SQ nil 
Gear chainmail armor, longsword, longbow, light 
steel shield; shortspear,  (lightning strike), oil of 
magic weapon, potion of magic vestment, potion of 
barkskin 
Special Abilities bravery +1*; armor training 1 
(reduces Armor check penalty by 1 and increases 
max dexterity by 1, can move at normal speed 
wearing medium armor); weapon training (spears) 
(+1 to hit and damage with shortspear)** 
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ATL 9 
 Enenu Kau, Gal in charge  
Female human ranger 5/sorcerer (elemental fire 
bloodline) 4 
LE Medium humanoid 
Init +3; Senses nil; Perception +15 
AC 15 (+3 Dex, , +2 leather armor), touch 13 (+3 
Dex), flat-footed 12 (+2 leather armor) 
hp 60 (5d10+4d4) 
Fort +5, Ref +8, Will +7  
Defense Abilities elemental resistance – fire 
10; DR nil; Immune nil; SR nil 
Spd 20 ft. 
Melee rapier +8 (1d6, 18-20/x2) or dagger +8 
(1d4, 19-20/x2) 
Ranged longbow +11 (1d8, 20/x3) 
Full Atk rapier +8/+3 (1d6, 18-20/x2) or longbow 
+11/+6 (1d8, 20/x3) or dagger +8/+3 (1d4, 19-
20/x2) 
Space 5 ft.; Reach 5 ft. 
Special Attacks Elemental Ray (Sp) Standard 
action 6/day 30’ ranged touch attack deals 1d6+2 
fire damage, burning hands** 1/day, scorching 
ray** 1/day. 
Spell-Like Abilities nil 
Spells Known 0 level (DC 14) – acid splash, 
bleed, prestidigitation, ray of fire**, read magic; 
touch of fatigue 
                         1st level (DC 15 (16** for 
evocations spells) 7/day) – burning hands**, 
magic missile, ray of enfeeblement,  
                         2nd level (DC 16 (17** for 
evocation spells)  4/day) – scorching ray** 
Ranger 1st level (DC 13) - entangle     
Str 10, Dex 16, Con 10, Int 14, Wis 14, Cha 18 
Base Atk +7; CMB +7; CMD +21 
Feats Alertness; combat reflexes; dodge; 
endurance; point blank shot (not included in 
above), elemental channel fire, spell focus 
(evocation) 
Skills  Handle Animal +14; Heal +13; Intimidate 
+15; Knowledge (Arcana)+9; Knowledge (Nature) 
+11; Perception +15; Sense Motive +13; Spellcraft 
+11; Survival +14;  
Languages common,  
SQ nil 
Gear leather armor, masterwork dagger; 
masterwork rapier, dagger, masterwork longbow 
with 10 arrows 

Special Abilities Bloodline arcana* (when casting 
a spell that deals energy damage, can change the 
type of damage to fire); endurance; favored enemy 
(humans - +4 to hit humans); favored enemy (elf - 
+2 to hit elves)); favored terrain (mountain 
(includes hills)), hunter’s bond (for 2 rounds allies 
get +2 bonus to hit a specific human target, or +1 
to hit a specific elven target), track, wild empathy 
 

Degnar Stoneheel, Second in Command:  
 Male sea elf rogue 7   
NE Medium humanoid 
Init +7; Senses nil; Perception +12 
AC 16(+2 Dex, +4 penguin armor +1), touch 12 
(+2 Dex), flat-footed 14 (+4 penguin armor +1) 
hp 54 (7d8+7) 
Fort +3, Ref +8, Will +6 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee trident +6 (1d8, 19-20/x2) or rapier +6 (1d6, 
18-20/x2) 
Ranged Light crossbow +8 (1d8, 19-20/x2) 
Full Atk trident +6 (1d8, 19-20/x2) or light 
crossbow +8 (1d8, 19-20) or rapier +6 (1d6, 19-
20/x2)  
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 10, Dex 16, Con 12, Int 16, Wis 15, Cha 10 
Base Atk +5; CMB +5; CMD +18 
Feats Improved initiative*, Martial weapon 
proficiency, Improved critical (trident), combat 
expertise,  Iron will 
Skills Acrobatics +11; Appraise +12; Disable 
Device +11; Escape Artist +11; Knowledge 
(arcana) +4; Knowledge (dungeoneering) +11; 
Knowledge (engineering) +4; Knowledge 
(geography) +4; Knowledge (history) +4; 
Knowledge (local) +11; Knowledge (nature) +4; 
Knowledge (nobility) +4; Knowledge (planes) +4; 
Knowledge (religion) +4; Perception +12;  Ride 
+3; Sense Motive +10; Sleight of hand +10; 
Stealth +11 ; Swim +4; Use Magic Device +8 
Languages common,  aquan 
SQ evasion 
Gear +1 shadow penguin armor, masterwork 
trident, masterwork rapier, light crossbow 
Special Abilities Sneak attack +4d6; trapfinding; 
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combat trick*, trapsense +2, uncanny dodge, 
bleeding attack, slow reactions 
 
Crew: 
 Human fighter 7 (6)  
NE Medium humanoid 
Init +2; Senses nil; Perception +1 (untrained) 
AC 24 (+2 Dex, +2 natural armor, +8 splint mail 
armor, +2 heavy steel shield), touch 14 (+2 Dex), 
flat-footed 22 (+2 natural armor, +8 splint mail 
armor, +2 heavy -steel shield) 
hp 88 (7d10+28) 
Fort +9, Ref +4, Will +4 (6)*  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee longsword +11 (1d8+5, 19-20/x2) or 
shortspear +10 (1d6+3)** 
Ranged longbow +9 (1d8, 20/x3) 
Full Atk longsword +12/+7 (1d8+6, 19-20/x2) or 
shortspear +10/+5 (1d6+3)** or longbow +9/+4 (1d8, 
20/x3) 
Space 5 ft.; Reach 5 ft (10 ft with shortspear). 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 17, Dex 14, Con 18, Int 10, Wis 14, Cha 7 
Base Atk +7/+2; CMB +10; CMD +22 
Feats Weapon focus (longsword) power attack, 
deadly aim (trade ranged attack bonus for damage), 
blindfight; cleave; point blank shot; weapon 
specialization (longsword); great cleave; rapid shot 
Skills Climb +10; Handle animal  +6, Ride +9  
Languages common,  
SQ nil 
Gear splint mail armor, longsword, longbow, heavy 
steel shield; shortspear,  (lightning strike), oil of 
magic weapon, potion of magic vestment, potion of 
barkskin  
Special Abilities bravery +2*; armor training 2 
(reduces Armor check penalty by 2 and increases 
max dexterity by 2, can move at normal speed 
wearing heavy armor); weapon training (spears) (+1 
to hit and damage with shortspear)** 
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ATL 11 
 Enenu Kau, Gal in charge  
Female human ranger 6/sorcerer (elemental fire 
bloodline) 5 
LE Medium humanoid 
Init +3; Senses nil; Perception +16 
AC 15 (+3 Dex, , +2 leather armor), touch 13 (+3 
Dex), flat-footed 12 (+2 leather armor) 
hp 72 (6d10+5d4) 
Fort +5, Ref +8, Will +7  
Defense Abilities elemental resistance – fire 
10; DR nil; Immune nil; SR nil 
Spd 20 ft. 
Melee rapier +9 (1d6, 18-20/x2) or dagger +9 
(1d4, 19-20/x2) 
Ranged longbow +12 (1d8, 20/x3) 
Full Atk rapier +9/+4 (1d6, 18-20/x2) or longbow 
+12/+7 (1d8, 20/x3) or dagger +9/+4 (1d4, 19-
20/x2) 
Space 5 ft.; Reach 5 ft. 
Special Attacks Elemental Ray (Sp) Standard 
action 7/day 30’ ranged touch attack deals 1d6+2 
fire damage, burning hands** 1/day, scorching 
ray** 1/day. 
Spell-Like Abilities nil 
Spells Known 0 level (DC 14) – acid splash, 
bleed, prestidigitation, ray of fire**, read magic; 
touch of fatigue 
                         1st level (DC 15 (17** for 
evocations spells) 7/day) – burning hands**, 
magic missile, ray of enfeeblement, shocking 
grasp**  
                         2nd level (DC 16 (18** for 
evocation spells)  4/day) – eagle’s splendor, 
scorching ray** 
Ranger 1st level (DC 13) – entangle, speak with 
animals     
Str 10, Dex 16, Con 10, Int 14, Wis 14, Cha 18 
Base Atk +8; CMB +8; CMD +22 
Feats Alertness; combat reflexes; dodge; 
endurance; point blank shot (not included in 
above), elemental channel fire, spell focus 
(evocation), precise shot, greater spell focus 
(evocation) 
Skills  Handle Animal +17; Heal +14; Intimidate 
+16; Knowledge (Arcana)+11; Knowledge 
(Nature) +11; Perception +16; Sense Motive +14; 
Spellcraft +13; Survival +15;  

Languages common,  
SQ nil 
Gear leather armor, masterwork dagger; 
masterwork rapier, dagger, masterwork longbow 
with 10 arrows 
Special Abilities Bloodline arcana* (when casting 
a spell that deals energy damage, can change the 
type of damage to fire); endurance; favored enemy 
(humans - +4 to hit humans); favored enemy (elf - 
+2 to hit elves)); favored terrain (mountain 
(includes hills)), hunter’s bond (for 2 rounds allies 
get +2 bonus to hit a specific human target, or +1 
to hit a specific elven target), track, wild empathy 
 
 

Degnar Stoneheel, Second in Command:  
 Male sea elf rogue 9   
NE Medium humanoid 
Init +7; Senses nil; Perception +14 
AC 16(+2 Dex, +4 penguin armor +1), touch 12 
(+2 Dex), flat-footed 14 (+4 penguin armor +1,) 
hp 77 (9d8+9+9) 
Fort +4, Ref +9, Will +7 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee trident +7 (1d8, 19-20/x2) or rapier +7 (1d6, 
18-20/x2) 
Ranged Light crossbow +9 (1d8, 19-20/x2) 
Full Atk trident +7 (1d8, 19-20/x2) or light 
crossbow +9 (1d8, 19-20) or rapier +7 (1d6, 19-
20/x2)  
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities ray of frost* 3/day 
Spells Known none 
Str 10, Dex 17, Con 12, Int 16, Wis 15, Cha 10 
Base Atk +6; CMB +6; CMD +19 
Feats Improved initiative*, Martial weapon 
proficiency, Improved critical (trident), combat 
expertise, Iron will, toughness  
Skills Acrobatics +13; Appraise +14; Disable 
Device +13; Escape Artist +13; Knowledge 
(arcana) +4; Knowledge (dungeoneering) +13; 
Knowledge (engineering) +4; Knowledge 
(geography) +4; Knowledge (history) +4; 
Knowledge (local) +13; Knowledge (nature) +4; 
Knowledge (nobility) +4; Knowledge (planes) +4; 
Knowledge (religion) +4; Perception +14;  Ride 
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+3; Sense Motive +12; Sleight of hand +12; 
Stealth +13 ; Swim +4; Use Magic Device +10 
Languages common,  aquan 
SQ evasion 
Gear +1 shadow penguin armor, masterwork 
trident, masterwork rapier, light crossbow 
Special Abilities Sneak attack +5d6; trapfinding; 
combat trick*, trapsense +2, uncanny dodge, 
bleeding attack, slow reactions, improved uncanny 
dodge, minor magic* 
 
Crew: 
 Human fighter 9     
NE Medium humanoid 
Init +2; Senses nil; Perception +1 (untrained) 
AC 27 (+2 Dex, +4 natural armor, +9 splint mail 
armor, +2 heavy steel shield), touch 14 (+2 Dex), 
flat-footed 25 (+4 natural armor, +9 splint mail 
armor, +2 heavy steel shield) 
hp 112 (9d10+36) 
Fort +10, Ref +5, Will +5 (7)*  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee longsword +16 (1d8+7, 17-20/x2-) or 
shortspear +15 (1d6+6, 19-20/x2) 
Ranged longbow +12 (1d8+1, 20/x3)*** 
Full Atk longsword +16/+11 (1d8+7, 17-20/x2) or 
shortspear +15/+10 (1d6+5, 19-20/x2) or longbow 
+12/+7 (1d8+1, 20/x3)*** 
Space 5 ft.; Reach 5 ft (10 ft with shortspear). 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 18, Dex 14, Con 18, Int 10, Wis 14, Cha 7 
Base Atk +9/+4; CMB +13; CMD +25 
Feats Weapon focus (longsword) power attack, 
deadly aim (trade ranged attack bonus for damage), 
blindfight; cleave; point blank shot; weapon 
specialization (longsword); great cleave; rapid shot; 
improved critical (longsword); improved critical 
(shortspear) 
Skills Climb +12; Handle animal  +8, Ride +11  
Languages common,  
SQ nil 
Gear splint mail armor, longsword, longbow, heavy 
steel shield; shortspear,  (lightning strike), oil of 
greater magic weapon (CL 8), potion of magic 
vestment (CL 8), potion of barkskin (CL 9)  
Special Abilities bravery +2*; armor training 2 
(reduces Armor check penalty by 2 and increases 

max dexterity by 2, can move at normal speed 
wearing heavy armor); weapon training (spears) (+1 
to hit and damage with shortspear)** ; weapon 
training (bows) (+1 to hit and damage with bows)*** 
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ATL 13 
 Enenu Kau, Gal in charge  
Female human ranger 6/sorcerer (elemental fire 
bloodline) 7 
LE Medium humanoid 
Init +3; Senses nil; Perception +17 
AC 15 (+3 Dex, , +2 leather armor), touch 13 (+3 
Dex), flat-footed 12 (+2 leather armor) 
hp 81 (6d10+7d4) 
Fort +7, Ref +10, Will +9  
Defense Abilities elemental resistance – fire 
10; DR nil; Immune nil; SR nil 
Spd 20 ft. 
Melee rapier +10 (1d6, 18-20/x2) or dagger +10 
(1d4, 19-20/x2) 
Ranged longbow +13 (1d8, 20/x3) 
Full Atk rapier +10/+5 (1d6, 18-20/x2) or 
longbow +13/+8 (1d8, 20/x3) or dagger +10/+5 
(1d4, 19-20/x2) 
Space 5 ft.; Reach 5 ft. 
Special Attacks Elemental Ray (Sp) Standard 
action 7/day 30’ ranged touch attack deals 1d6+3 
fire damage, burning hands** 1/day, scorching 
ray** 1/day. 
Spell-Like Abilities nil 
Spells Known 0 level (DC 14) – acid splash, 
bleed, flare, prestidigitation, ray of fire**, read 
magic; touch of fatigue 
                         1st level (DC 15 (17** for 
evocations spells) 7/day) – burning hands**, 
magic missile, ray of enfeeblement, shocking 
grasp** , true strike 
                         2nd level (DC 16 (18** for 
evocation spells)  7/day) – eagle’s splendor, 
hideous laughter, scorching ray** 
                         3rd level (DC 17 (19** for 
evocation spells) 5/day) – fireball**, flame 
arrow** 
Ranger 1st level (DC 13) – entangle, speak with 
animals     
Str 10, Dex 16, Con 10, Int 14, Wis 14, Cha 19 
Base Atk +9; CMB +9; CMD +23 
Feats Alertness; combat reflexes; dodge; 
endurance; point blank shot (not included in 
above), elemental channel fire, spell focus 
(evocation), precise shot, greater spell focus 
(evocation), empower spell, skill focus (spell craft) 
Skills  Handle Animal +18; Heal +16; Intimidate 
+16; Knowledge (Arcana)+11; Knowledge 

(Nature) +16; Perception +17; Sense Motive +14; 
Spellcraft +19; Survival +15;  
Languages common,  
SQ nil 
Gear leather armor, masterwork dagger; 
masterwork rapier, dagger, masterwork longbow 
with 10 arrows 
Special Abilities Bloodline arcana* (when casting 
a spell that deals energy damage, can change the 
type of damage to fire); endurance; favored enemy 
(humans - +4 to hit humans); favored enemy (elf - 
+2 to hit elves)); favored terrain (mountain 
(includes hills)), hunter’s bond (for 2 rounds allies 
get +2 bonus to hit a specific human target, or +1 
to hit a specific elven target),  protection from 
energy 1/day, track, wild empathy 
 
 

Degnar Stoneheel, Second in Command:  
 Male sea elf rogue 11   
NE Medium humanoid 
Init +7; Senses nil; Perception +16 
AC 16(+2 Dex, +4 penguin armor +1), touch 12 
(+2 Dex), flat-footed 12 (+4 penguin armor +1,) 
hp 93 (11d8+9+11) 
Fort +6, Ref +11, Will +7 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee trident +9 (1d8, 19-20/x2) or rapier +9 (1d6, 
18-20/x2) 
Ranged Light crossbow +11 (1d8, 19-20/x2) 
Full Atk trident +9/+4 (1d8, 19-20/x2) or light 
crossbow +11/+6 (1d8, 19-20) or rapier +9/+4 
(1d6, 19-20/x2)  
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities ray of frost* 3/day, magic 
missile** 2/day 
Spells Known none 
Str 10, Dex 17, Con 12, Int 16, Wis 15, Cha 10 
Base Atk +8; CMB +8; CMD +21 
Feats Improved initiative*, Martial weapon 
proficiency, Improved critical (trident), combat 
expertise, Iron will, toughness, great fortitude  
Skills Acrobatics +15; Appraise +16; Disable 
Device +15; Escape Artist +14; Knowledge 
(arcana) +4; Knowledge (dungeoneering) +15; 
Knowledge (engineering) +4; Knowledge 
(geography) +4; Knowledge (history) +4; 
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Knowledge (local) +15; Knowledge (nature) +4; 
Knowledge (nobility) +4; Knowledge (planes) +4; 
Knowledge (religion) +4; Perception +16;  Ride 
+3; Sense Motive +14; Sleight of hand +14; 
Stealth +15 ; Swim +4; Use Magic Device +12 
Languages common,  aquan 
SQ evasion 
Gear +1shadow penguin armor, masterwork 
trident, masterwork rapier, light crossbow 
Special Abilities Sneak attack +6d6; trapfinding; 
combat trick*, trapsense +2, uncanny dodge, 
bleeding attack, slow reactions, improved uncanny 
dodge, minor magic*; crippling strike, major 
magic** 
 
Crew: 
 Human fighter 11 (6)  
NE Medium humanoid 
Init +2; Senses nil; Perception +1 (untrained) 
AC 28 (+2 Dex, +4 natural armor, +10  half plate 
armor, +2 heavy steel shield), touch 14 (+2 Dex), 
flat-footed 26 (+4 natural armor, +10  half plate 
armor, +2 heavy steel shield) 
hp 136 (11d10+44) 
Fort +11, Ref +5, Will +5 (8)*  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee longsword +18 (1d8+7, 17-20/x2-) or 
shortspear +17 (1d6+5, 19-20/x2) 
Ranged longbow +14 (1d8+1, 20/x3)*** 
Full Atk longsword +18/+13/+8 (1d8+7, 17-20/x2) 
or shortspear +17/+12/+7 (1d6+5, 19-20/x2) or 
longbow +14/+9/+4 (1d8+1, 20/x3)*** 
Space 5 ft.; Reach 5 ft (10 ft with shortspear). 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 18, Dex 14, Con 18, Int 10, Wis 14, Cha 7 
Base Atk +11/+6/+1; CMB +15; CMD +27 
Feats Weapon focus (longsword) power attack, 
deadly aim (trade ranged attack bonus for damage), 
blindfight; cleave; point blank shot; weapon 
specialization (longsword); great cleave; rapid shot; 
improved critical (longsword); improved critical 
(shortspear); mounted combat; critical focus (+4 
bonus to confirm critical hits) 
Skills Climb +14; Handle animal  +10, Ride +15  
Languages common,  
SQ nil 
Gear splint mail armor, longsword, longbow, heavy 

steel shield; shortspear,  (lightning strike), ), oil of 
greater magic weapon (CL 8), potion of magic 
vestment (CL 8), potion of barkskin (CL 9)  
Special Abilities bravery +3*; armor training 3 
(reduces Armor check penalty by 3 and increases 
max dexterity by 3, can move at normal speed 
wearing heavy armor); weapon training (spears) (+1 
to hit and damage with shortspear)** ; weapon 
training (bows) (+1 to hit and damage with bows)*** 
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ATL 15 
 Enenu Kau, Gal in charge  
Female human ranger 7/sorcerer (elemental fire 
bloodline) 8 
LE Medium humanoid 
Init +3; Senses nil; Perception +19 
AC 15 (+3 Dex, , +2 leather armor), touch 13 (+3 
Dex), flat-footed 12 (+2 leather armor) 
hp 93 (6d10+7d4) 
Fort +7, Ref +10, Will +10  
Defense Abilities elemental resistance – fire 
10; DR nil; Immune nil; SR nil 
Spd 20 ft. 
Melee rapier +12 (1d6, 16-20/x2) or dagger +12 
(1d4, 19-20/x2) 
Ranged longbow +15 (1d8, 20/x3) 
Full Atk rapier +12/+7/+2 (1d6, 16-20/x2) or 
longbow +15/+10/+5 (1d8, 20/x3) or dagger 
+12/+7/+2 (1d4, 19-20/x2) 
Space 5 ft.; Reach 5 ft. 
Special Attacks Elemental Ray (Sp) Standard 
action 7/day 30’ ranged touch attack deals 1d6+4 
fire damage, burning hands** 1/day, scorching 
ray** 1/day. 
Spell-Like Abilities nil 
Spells Known 0 level (DC 14) – acid splash, 
bleed, flare, mage hand, prestidigitation, ray of 
fire**, read magic; touch of fatigue 
                         1st level (DC 15 (17** for 
evocations spells) 7/day) – burning hands**, 
magic missile, ray of enfeeblement, shocking 
grasp**,true strike  
                         2nd level (DC 16 (18** for 
evocation spells)  7/day) – eagle’s splendor, 
hideous laughter, invisibility, scorching ray** 
                         3rd level (DC 17 (19** for 
evocation spells) 6/day) – fireball**, flame 
arrow** 
                         4th level (DC 18 (20** for 
evocation spells) 4/day) – wall of fire** 
Ranger 1st level (DC 13) – entangle, speak with 
animals 
              2nd level (DC 14) – barkskin     
Str 10, Dex 16, Con 10, Int 14, Wis 14, Cha 19 
Base Atk +11; CMB +11; CMD +25 
Feats Alertness; combat reflexes; dodge; 
endurance; point blank shot (not included in 
above), elemental channel fire, improved critical 
rapier, spell focus (evocation), precise shot, greater 

spell focus (evocation), empower spell, skill focus 
(spell craft) 
Skills  Handle Animal +20; Heal +17; Intimidate 
+18; Knowledge (Arcana)+16; Knowledge 
(Nature) +16; Perception +19; Sense Motive +14; 
Spellcraft +20; Survival +16;  
Languages common,  
SQ nil 
Gear leather armor, masterwork dagger; 
masterwork rapier, dagger, masterwork longbow 
with 10 arrows 
Special Abilities Bloodline arcana* (when casting 
a spell that deals energy damage, can change the 
type of damage to fire); endurance; favored enemy 
(humans - +4 to hit humans); favored enemy (elf - 
+2 to hit elves)); favored terrain (mountain 
(includes hills)), hunter’s bond (for 2 rounds allies 
get +2 bonus to hit a specific human target, or +1 
to hit a specific elven target), improved critical 
rapier, track, wild empathy, woodland stride 
 
 

Degnar Stoneheel, Second in Command:  
 Male sea elf rogue 13   
NE Medium humanoid 
Init +8; Senses nil; Perception +18 
AC 16(+4 Dex, +5 penguin armor +2), touch 14 
(+4 Dex), flat-footed 12 (+5 penguin armor +2,) 
hp 93 (11d8+9+11) 
Fort +7, Ref +15, Will +8 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee trident +10 (1d 8, 19-20/x2) or rapier +10 
(1d6, 18-20/x2) 
Ranged Light crossbow +13 (1d8, 19-20/x2) 
Full Atk trident +10/+5 (1d8, 19-20/x2) or light 
crossbow +13/+8 (1d8, 19-20) or rapier +10/+5 
(1d6, 19-20/x2)  
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities ray of frost* 3/day, magic 
missile** 2/day 
Spells Known none 
Str 10, Dex 18, Con 12, Int 16, Wis 15, Cha 10 
Base Atk +9; CMB +9; CMD +22 
Feats Improved initiative*, Martial weapon 
proficiency, Improved critical (trident), combat 
expertise, Iron will, toughness, great fortitude, 
lightning reflexes  
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Skills Acrobatics +17; Appraise +18; Disable 
Device +17; Escape Artist +16; Knowledge 
(arcana) +4; Knowledge (dungeoneering) +17; 
Knowledge (engineering) +4; Knowledge 
(geography) +4; Knowledge (history) +4; 
Knowledge (local) +17; Knowledge (nature) +4; 
Knowledge (nobility) +4; Knowledge (planes) +4; 
Knowledge (religion) +4; Perception +18;  Ride 
+3; Sense Motive +16; Sleight of hand +16; 
Stealth +17 ; Swim +4; Use Magic Device +14 
Languages common,  aquan 
SQ evasion 
Gear +2 shadow penguin armor, masterwork 
trident, masterwork rapier, light crossbow 
Special Abilities Sneak attack +6d6; trapfinding; 
combat trick*, trapsense +2, uncanny dodge, 
bleeding attack, slow reactions, improved uncanny 
dodge, minor magic*; crippling strike, major 
magic** 
 
Crew: 
 Human fighter 13 (6)    
NE Medium humanoid 
Init +2; Senses nil; Perception +1 (untrained) 
AC 30 (+2 Dex, +5 natural armor, +11 half plate 
armor, +2 heavy steel shield), touch 12 (+2 Dex), 
flat-footed 28 (+5 natural armor, +11 half plate 
armor, +2 heavy steel shield) 
hp 160 (13d10+52) 
Fort +12, Ref +6, Will +6 (9)*  
Defense Abilities nil; DR nil; Immune nil; SR nil 
Spd 30 ft. 
Melee longsword +21 (1d8+9, 17-20/x2-) or 
shortspear +20 (1d6+7, 19-20/x2) or unarmed strike 
+18 (1d3+5, 20/x2) 
Ranged longbow +17 (1d8+2, 20/x3)*** 
Full Atk longsword +21/+16/+11 (1d8+9, 17-20/x2) 
or shortspear +20+15/+10 (1d6+7, 19-20/x2) or 
unarmed strike +18/+13/+8 (1d3+5, 20/x2) or 
longbow +17/+12 (1d8+2, 20/x3)*** 
Space 5 ft.; Reach 5 ft (10 ft with shortspear). 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Known none 
Str 21, Dex 14, Con 16, Int 10, Wis 12, Cha 9 
Base Atk +13/+8/+3; CMB +18; CMD +30 
Feats Weapon focus (longsword) power attack, 
deadly aim (trade ranged attack bonus for damage), 
blindfight; cleave; point blank shot; weapon 
specialization (longsword); great cleave; rapid shot; 

improved critical (longsword); improved critical 
(shortspear); mounted combat; critical focus (+4 
bonus to confirm critical hits);vital strike (deals 2x 
normal damage on a single attack); improved vital 
strike (deals 3x normal damage on a single attack)  
Skills Climb +15; Handle animal  +11, Ride +13  
Languages common,  
SQ nil 
Gear half plate armor, longsword, longbow, heavy 
steel shield; shortspear,  (lightning strike), oil of 
greater magic weapon (CL 12), potion of magic 
vestment (CL 12), potion of barkskin (CL 12)  
Special Abilities bravery +3*; armor training 3; 
weapon training (spears) ** ; weapon training (bows) 
***; weapon training (natural) **** 
 
If the PCs should question the villains they can 
learn the following information: 

• Degnar used a potion to impersonate Tasor 
to purchase supplies. 

• They wrecked the lighthouse, and killed 
those living there because they needed to 
render the real lighthouse inoperable. 

• They’ve been working with a group of 
sahaugin called the Fins.  The Sahaugin 
help sink the ships and in turn they take 
the survivors and the thieves takes the 
cargo.  It’s been a very profitable 
arrangement for them.  So far 5 ships have 
been sunk, the most recent one was the 
Waverunner II.  The captain was 
extremely feisty, I’m sure that she 
provided the Sahaugin with a good meal. 
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CCOONNCCLLUUSSIIOONN  AA  ((PPCCSS  DDEEFFEEAATTEEDD  TTHHEE  
VVIILLLLAAIINNSS  BBYY  TTHHEEMMSSEELLVVEESS))  

As the last villain falls you can breathe a sigh of 
relief.  What started out as a simple request to 
take an old man home turned into something 
much more complicated.   You have found the 
reason for Coraltop’s problem and have dealt 
with it.   
 
Going through the treasure that the villains had 
you discover treasure from some of the missing 
ships, as well as a schedule of some upcoming 
ship sinkings. 
 
As you make your way to town and inform the 
magistrate about what has transpired the 
townspeople proclaim you heroes.  They tell you 
that you’ll be guests of the town for the next week 
so that they can properly thank you for ridding 
the town of those villains, and getting justice for 
the Alevor’s. 
 
Add the following lines if the PCs talked to the 
townspeople about bringing the Alvor family back 
from the dead to run the lighthouse. 
 
We would appreciate it if you would talk to the 
people that sent you here to find out if they would 
be willing to send someone here to help us 
resurrect the family. I think that if the town 
passes out a collection plate we might be able to 
raise the funds to pay for the service that the 
healer would be providing. 
Please skip to Epilogue A (Villains Defeated) 
 

CCOONNCCLLUUSSIIOONN  BB  ((PPCCSS  DDEEFFEEAATTEEDD  TTHHEE  
VVIILLLLAAIINNSS  WWIITTHH  HHEELLPP))  

As the last villain falls you and your allies from 
the town can collectively breathe a sigh of relief.  
What started out as a simple request to take an 
old man home turned into something much more 
complicated.   You have found the reason for 
Coraltop’s problem and have dealt with it.  You 
and the rest of your allies make your way back to 

town confident that justice has been meted out for 
the Alevor’s killers.  
Going through the treasure that the villains had 
you discover treasure from some of the missing 
ships, as well as a schedule of some upcoming 
ship sinkings. 
 
 As you arrive in town the rest of the townspeople 
proclaim you all heroes and throw a celebration 
in your honor.   They tell you that you’ll be guests 
of the town for the next week so that they can 
properly thank you for ridding the town of those 
villains, and getting justice for the Alevor’s. 
Please skip to Epilogue A (Villains Defeated) 
 

CCOONNCCLLUUSSIIOONN  CC  ((PPCCSS  DDEEFFEEAATTEEDD))  

As the last of your group falls you hear the 
villains cackling about how much they’ll be able 
to get for you as slaves.  It takes almost 3 long 
months for you to be sprung from captivity, some 
of the longest months of your lives.  You are to be 
delivered back to Amthydor.   
 
As you’re loaded onto the boat, it pulls out of the 
dock and sets sail for Amthydor.    Coraltop 
comes up to you “Thank the gods I found you. 
I’ve been looking for the past 3 months.  It took 
us 3 months to find you, and we’ve already 
managed to get your belongings back as well.  
Thank you for trying to find out what happened 
to the ships, I’m sorry that it turned out to be 
such a bad experience for you.  
Please skip to Epilogue B (PCs Defeated) 
  

EEPPIILLOOGGUUEE  AA  ((VVIILLLLAAIINNSS  DDEEFFEEAATTEEDD))  

After the week passes, you make your way back to 
Amthydor and Melton Dadderhoff.  You are 
quickly ushered in to see him. 
 
“I have spoken with Coraltop, how did your 
mission go? 
Once the PCs explain what’s been happening to the 
ships, Dadderhoff will continue. 
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“Thank you for your help with this matter.  
Because of your actions deaths can be avoided.  
Coraltop left some items here for you to thank 
you for helping him find out what happened to 
the ships.  I’ve always told people that 
Amthydor’s adventurers are the best, and it’s 
always nice when they prove it. 
 
Add the following lines if the PCs mention raising 
the family to Dadderhoff. 
 
I can’t speak for Coraltop but I can assure you 
that the city will send a healer to Pine Cliff and 
will help with the costs of raising the family 
Even though there are 6 items from Coraltop 
he will only give out 1 item per PC.  The 
remaining items are \returned to him 

 
  

  

  

  

  

  

EEPPIILLOOGGUUEE  BB  ((PPCCSS  DDEEFFEEAATTEEDD))  

 The ship deposits you on the docks of Amthydor 
and you make your way back to Amthydor and 
Melton Dadderhoff.  You are quickly ushered in 
to see him. 
“Coraltop found you.  Thank the gods.  I think 
you’ve had an interesting 3 months.  I’d love to 
hear about it at some point.   
 “Thank you for trying to help Coraltop. Even 
though it cost us a pretty penny to get you back 
Coraltop is paying each of you 150 gold. 
 
Add the following lines if the PCs mention raising 
the family to Dadderhoff. 
 
I can’t speak for Coraltop but I can assure you 
that the city will send a healer to Pine Cliff and 
will help with the costs of raising the family 

TTHHUUSS  EENNDDSS  ““MMOODDUULLEE  TTIITTLLEE””  
 
TIME UNIT COST:  
CONCLUSIONS A&B 10 TU  
CONCLUSION C           90 TU 
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EEXXPPEERRIIEENNCCEE  PPOOIINNTT  SSUUMMMMAARRYY  
 
Total the XP earned from the following: 

 
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. 
 

TTRREEAASSUURREE  SSUUMMMMAARRYY  
 
Treasure earned (other than gold) is based on the PC’s level, not the Average Table Level (ATL) at which 
the PC played or received experience.  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 treasure the 3rd level PC can 
earn would be based on ATL 3, and a 6th level PC would earn treasure based on ATL 7. With such a 
disparaging range of magic available, this is the only way to make sure that low-level PCs don't become 
too powerful too quickly so as not to overpower a table of their peers. 
 
If it’s not on this list, the PCs cannot keep it. 
 
Epilogue A 
Introduction 
 50gp per PC 
 
Conclusion 
 Coraltop’s Reward 
ATL 1 only: Potion of cure moderate 
wounds       (Value: 300gp) 
 
ATL 3+ 
 Coraltop’s Shirt 
ATL 3-5: MW Mithral shirt  
       (Value: 1,100gp) 
ATL 7-9: +1 Mithral shirt  
       (CL 3;Value: 2,100gp) 

ATL 11-13: +1 glamered Mithral 
shirt  (CL 3;Value: 5,100gp) 
ATL 15: +2 glamered Mithral 
shirt (CL 6;Value: 10,100gp) 
 
 Coraltop’s Weapon 
ATL 3-5: Javelin of lightning    
       (CL 5;Value: 1,500gp) 
ATL 7-9: +1 Javelin  
       (CL 3;Value: 2,301gp) 
ATL 11-13: +2 Javelin  
       (CL 6;Value: 8,301gp) 
ATL 15+: +2 Javelin (returning)  
       (CL 7;Value: 18,301gp) 
 
 Coraltop’s Cloak 
ATL 3-5: Cloak of resistance +1  
       (CL 5;Value: 1,000gp) 
ATL 7-9: Cloak of elvenkind  

 ATL 1 ATL 3 ATL 5 ATL 7 ATL 9 ATL 11 ATL 13 ATL 15 
Module Experience 600 850 1200 1800 2900 4500 7000 10500 
Arranging with Dadderhoff to have 
the Alvor resurrected 50 50 100 100 100 200 200 500 

Roleplaying XP Bonus 50 50 100 100 100 200 200 500 
         
Maximum Possible XP 700 950 1400 2000 3100 4900 7400 11500 
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       (CL 3;Value: 2,500gp) 
ATL 11-13: Cloak of resistance +2 
(CL 5;Value: 4,000gp) 
ATL 15+: Cloak of arachnidia  
       (CL 6;Value: 18,000gp) 
 
 Coraltop’s Necklace 
ATL 3-5: Necklace of fireballs  
(type I)(CL 10;Value: 1,650gp) 
ATL 7-9: Amulet of natural armor +1    
(CL 5;Value: 2,000gp) 
ATL 11-13: Necklace of fireballs  
(type II)(CL 10;Value: 2,700gp) 
ATL 15+: Amulet of natural armor 
+2    (CL 5;Value: 8,000gp) 
 
 Coraltop’s Boots 
ATL 3-5: Boots of elvenkind          
(CL 5;Value: 2,500gp) 
ATL 7-9: Boots of the winterlands    
(CL 5;Value: 2,500gp) 
ATL 11-13: Slippers of spider 
climbing  (CL 4;Value: 4,800gp) 
ATL 15+: Boots of levitation         
(CL 3;Value: 7500gp) 
 
 Coraltop’s Gift 
ATL 3-5: Hat of disguise              
(CL 1;Value: 1,800gp) 
ATL 7-9: Handy haversack              
(CL 9;Value: 2,000gp) 
ATL  11-13: Dust of disappearance        
(CL 7;Value: 3,500gp) 
ATL 15+: Helm of comprehend  
languages (CL 4;Value: 5,200gp) 
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CCRRIITTIICCAALL  EEVVEENNTT  SSUUMMMMAARRYY::  TTHHAATT  SSIINNKKIINNGG  FFEEEELLIINNGG  
 
Convention: ____________________ Date: ___________________________  
 
List about 10 questions that ask what PCs did at critical plot points.  A sample follows.   
 
1. Were the PCs able to defeat the villains on their own?   Yes No  
 
2.  What was the status of Enenu Kau at the end of the module?  (Circle whichever applies) 
 
 Dead  Escaped Alive and in custody  Escaped 
 
3. What was the status of Degnar Stoneheel at the end of the module?  (Circle whichever applies) 
 
 Dead  Escaped Alive and in custody  Escaped 

 
4. Did Coraltop need to obtain the PCs freedom?  Yes No  
 
5. What was the status of Inev Alevor at the end of the module?  (Circle whichever applies) 
 
 Dead  Resurrected 
 
6. What was the status of Tasor Jr. Alevor at the end of the module?  (Circle whichever applies) 
 
 Dead  Resurrected 

 
7. What was the status of Eldroth Alevor at the end of the module?  (Circle whichever applies) 
 
 Dead  Resurrected 
 
 
 

Return this form to: David Samuels, 2722 East 64th Street, Brooklyn, NY 11234, or by e-mail to 
lsj-modsummary@theshiningjewel.com. 
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RROOSSTTEERR  OOFF  HHEERROOEESS::  TTHHAATT  SSIINNKKIINNGG  FFEEEELLIINNGG  
Judge Name: _______________________________ 
  

Convention: ____________________ Date: ___________________________  
 

Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:          
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  

Please send completed form to: 
 Eric V. Clark, 300 Indiana Ave, 
Pendleton, IN 46064, or email  

to 
 lsj-roster@theshiningjewel.com. 
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DM AID 1 Map of the Lighthouse
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DM Aid 2 Map from Pinecliff to Pirate’s Camp 
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GM Aid 3 Map of Campsite 
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Welcome to the LSJ Shopping Spree! 
Enclosed in this package is all you need to use the 
Shopping Spree.  

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

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

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

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

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

No items may be purchased during an adventure, nor may 
any be added to a purchase completed before an 
adventure.   
  
E.g.: The party runs into some lycanthropes and has no 
silver weapons.  They decide at that time that they had 
bought silversheen using the Shopping Spree.  Sorry, that 
isn’t happening.  Deny the purchase until after the module 
is over.  
  

What Can Be Purchased  

The following may be purchased from Core Rulebook 2.  

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

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

  
 
 
      * An alignment (Good / Evil / Law / Chaos) must be specified when purchased. 
    ** One type of energy (fire / cold / acid / electric / sonic) must be specified when purchased. 
  *** There may be a chance for a mishap if the scroll is cast by a caster less than 5th level. 
**** There may be a chance for a mishap if the scroll is cast by a caster less than 9th level. 

Available Potions / Scrolls Scroll 
Price A / D 

Potion 
Price 

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

200 / 150  300  

Darkvision (potion)  150 / 375  300  
Delay poison (potion)  200 / 150  300  
Lesser restoration (potion)  NA / 150  300  
Remove paralysis (potion)  NA / 150  300  
Resist energy 10** (potion)  150 / 150  300  
Cure serious wounds (potion)  525 / 375  750  
Magic circle against XX* 
(potion)  

375 / 375  750  

Neutralize poison (potion)  1000 / 375  750  
Remove blindness/deafness 
(potion)  

NA / 375  750  

Remove curse (potion)  700 / 375  750  
Remove disease (potion)  NA / 375  750  
Water breathing (potion)  NA / 375  750  
Dispel Magic (scroll)*** 375 / 375 NA 
Hold Person (scroll)*** 375 / 150 NA 
Breath of Life (scroll)**** NA / 1125 NA 
Mage's Faithful Hound 
(scroll) **** 1125 / NA NA 

Teleport (scroll)**** 1125 / NA NA 
Raise Dead (scroll)**** NA / 6125 NA 
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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 
  That Sinking Feeling, Copyright 2010, The Shining Jewel, LLC, Author Paul Bender 
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