So, did Tymar – The Silent Sword defeat the Lich King and his fell minions. And having no further concern, he and his companions sought adventure in lands unknown. Many wars and feuds did Tymar fight. Honour and fear were heaped upon his name and, in time, he became a king by his own hand... And this story shall also be told.

Maroof al-Sayf Ben Zundrin Ben Madryk al-Tajar

Foe Flayer is a nomadic marine humanoid with large and stareing reddish eyes, fin-created head, and scaly hide. His hands and feet are webbed and clawed. Foe Flayer’s legs are vestigial, he swims by means of his powerful, alligator-like tail. His hide is a vivid blue with silvery mottling and aquamarine fins. Foe Flayer measures some 6’9” long and bulks 300lbs.

Strength..........18-00%.



Nomadic Marine Warrior of Kurma.

Intelligence......12.

Wisdom............15.




Shark-Kin Duellist.........7th.

Dexterity.........17.

Constitution......18.




Hit Points.................100.

Charisma..........12 / 16.



Armour Class...............2.

Comeliness........07 / 12.

Perception........15.




Neutral Good.

Special Abilities: Swim 36; Enhanced Underwater Vision; Natural Armour Class 5; Natural Attacks – Claw (1d3) / Claw (1d3) / Bite (1d6); Weapon and Bite Attack Routine; Only Breaths Water; Venerates Kurma; Tenser’s Eye of the Tiger (2/Day), Tenser’s Brawl (2/Day), Tenser’s Deadly Strike (2/Day); Duellist Code; Surprised Only 1 in 6; Armour Class +3 Versus Weapon Users; Combat Bonus +2 Versus Weapon Users; Combat Bonus +3 Versus Spear Users; Parry Death Blow; Two-Weaponed Combat; Resistance to Fear.

Wild Talent Psionics: Nil.

Spells: Nil.

Saves: Paralysation, Poison, Death Magic 10; Rod, Staff, Wand 12; Petrification, Polymorph 11; Breath Weapon 12; Spell 13.

Experience: 147,400 (Duellist) (+10% X.P. Bonus).

Luck Points: 3.

Knowledge Points: 3.

Martial Arts (2), Katar (1), Spear (2), Two-Hander Style (0), Animal Lore (1) 12, Direction Sense (1) 17, Hunting (1) 15, Navigation (1) 10, Running (1) 12, Survival (2) 12, Weather Sense (1) 15, Modern Language (Shark-Kin Tongues) (0) 12, Read and Write (Shark-Kin Tongues) (0) 13, Modern Language (Quenya) (0) 12, Modern Language (Locathah) (0) 12.

Spear Fighting ~

Spear:

+9 Hit & +13 Damage, 2/1, 2d6 Damage, Speed 0, THAC0 14.

Natural Attacks ~

Bite:

+3 Hit & +6  Damage, 1/1, 1d6 Damage, Speed 3, THAC0 14.

Claws:

+3 Hit & +6  Damage, 2/1, 1d3 Damage, Speed 3, THAC0 14.

Ornate Gemstone & Dragon Bone Spear of Light (Magic Weapon +5, Strikes Down Undead on a 20, Constant ‘Globe of Invulnerability’), Engraved Rectangular Seawater Green Emerald Periapt of Would Closure with Leather Wrist Thong, Wrought Gold & Water Opal Ring of Air Elemental Command.

Lean and lithe, Lintara Silversurf has pale blue skin tones, blue-green shoulder-length hair, eyes of a fiery green, and finely chiselled facial features. She stands some 5’3” tall and bulks 111lbs.

Strength..........11.



Sea Elf Clerical Bard of Milil.

Intelligence......15.

Wisdom............18.



Speciality Priest........8th.

Dexterity.........16 (17).

Constitution......12.



Hit Points...............52.

Charisma..........17.



Armour Class.............-2 / -3.

Comeliness........18.

Perception........13.



Neutral Good.

Special Abilities: Swim 15; Move 15 Walking; Woodland Stealth; Move with Silence; 120’ Infravision; 90% Resistance to Sleep and Charm Magics; Locate Concealed Doors 1 in 2; Locate Secret Doors 1 in 3; +1 To Hit with Trident and Spear; Breaths Water; Survival on Land (12 Days); Enthral with Song (Once/Day).

Wild Talent Psionics: Nil.

Priest Spells: 5 – 1st; 5 – 2nd; 4 – 3rd; 3 – 4th; Major – All, Astral, Charm, Creation, Divination, Guardian, Healing, Necromantic, Protection, Summoning; Minor – Elemental, Sun, Thought, Weather; Undead - Turn.

Saves: Paralysation, Poison, Death Magic 07; Rod, Staff, Wand 11; Petrification, Polymorph 10; Breath Weapon 13; Spell 12.

Experience: 147,400 (Clerical Bard of Milil) (+10% X.P. Bonus).

Luck Points: 3.

Knowledge Points: 3.

Clubs & Maces & Flails (3), Trident (1), Single Weapon Style (0), Artistic Ability (Poetry) (1) 17, Astrology (2) 15, Dancing (1) 18, Etiquette (1) 17, Heraldry (1) 15, Local History (Sea Kingdoms) (1) 17, Musical Instrument (Finger Cymbals and Ankle Bells) (1) 17, Religion (1) 18, Singing (0) 18, Spellcraft (1) 13, Modern Language (Quenya) (0) 15, Read and Write (Quenya) (0) 16, Modern Language (Locathah) (0) 15, Modern Language (Merfolk) (0) 15.

Trident Fighting ~

Trident:
+2 Hit & +1 Damage, 1/1, 2d4 Damage, Speed 6, THAC0 16.

Trident of Fish Command (17 Charges), Rod of Absorption (?).

Horn of the Tritons, Finger Cymbals and Ankle Bells.

Necklace of Pray Beads (16 Spherical Zircons, 10 Teardrop Green Jade Pieces, Each Curved with a Flowering Harp Glyph, Bead of Curing, Bead of Karma, Bead of Summons), Ornate Gold Braces of Defence with Etchings of Dragons and Bards (Armour Class 2), Gauntlets of Dexterity, Worked Black Iron Ring of Protection +1, Oiled Leather Harness with Wrought Gold Buckles (5 Golden Lions), Oiled Leather Bra Top and Breech Cloth.

Silver Foil Scroll of Protection from Magic, Potion of Vitality.

Dolphin (Armour Class 5, Move 18, Hit Dice 3, THAC0 17, Attacks 1, Damage 2-8, Hold Breath {15 Minutes}, Telepathy {Only with Dolphins, 50 Mile Range}, Detect Magic Underwater {360 Yard Range}, Lawful Good).

Seated on the warm sand of the isle, as the setting sun turns the green tropical ocean swell to golden fire, Lintara Silversurf stirs the white coral sand absently with one delicate foot as she regards the sea.

“Although I have little scholarly learning concerning the ancient days, I have heard that before the Dragon Wars, the world was united by The Sun Kingdom. They were the first humans to develop writing and they used bronze weapons. Their greatest ruler was Queen Cleopatra. Their world was one of harmony and unity. Their cities were vast garden states with artificial rivers in place of roads. The sea races and the land races paid patronage to Queen Cleopatra. Her vizier was elf-kin. Then came the Dark Lords and their dragon armies.

“The legends tell that Queen Cleopatra’s last magic sunk all of her realms coastal lands and transform her inland centres into ash barrens surrounding haunted ruins.

“In some ways the world has become a grimmer place since those long ago days.”

Lintara stands, and begins to wander along the waters edge. Humming some fay melody and tumbling colourful shells about with her toes, gazing out to the darkening sea.

“My world is that great and mysterious realm that lies beneath the waves. Here, ancient civilisations, green and dark, lie waiting to be discovered. Vast treasure hoards are said to lie scattered and open on the weed shrouded bottom. Creatures, fearsome and fanciful, rule kingdoms unknown to man. Many are the mysteries of the ocean.

“The tritons are elemental water spirits. They fight on the side of good, and although their goals and higher purpose are shrouded in mystery, they are good allies to have by your side.

“Of all the cultures of the sea, the mermen have the greatest mercantile base. They are a nation of traders, living in their undersea caravanserai.

“Locatah are peaceful weed hunters and eel herders.

“The shark-kin are marine nomads. Wandering throughout their ancestral territories in response to the seasonal rhythms of fish and shellfish. They excel at hunting and their law is one of trial by combat. That is why they can out fight anything, even sahuagin.

“We sea elves are reclusive, much like our landed kin. We revel in nature and live in harmony with the natural world. Our territory is the salt water lagoon, shallow bay, and the sunlit weedy shoal. Our nobles rule from courts of living coral.

“Of the land, I know only of a scattering of coral atolls and volcanic islands. This island, the one where you appeared, is the largest and home to my landed kin, elves of the woods. However, they are even more reclusive than my people.”

