~ Galley and Food Onboard ~

All spelljammer captains do all they can to employ a good cook. Naturally, the cook does no cooking in the phlogiston, but in wildspace they’ll usually set up a sandbox on the open main deck. Where they can have a good fire to heat camp ovens, stew pots, and roasting spits. They also like to bake barley bread, oat bread, and even honey scones.

For the first few days out of port, the cook serves up luscious spit-roasts, exotic green vegetables, fresh fruits, and soft cheeses. With whatever local delicacies and baked goods they have managed to get hold of in the last port o’ call. As the voyage lengthens, the cook moves on to spiced sausages, root vegetables, savoury flans, fruit tarts, and the like. They then fall back on hearty soups, thick stews, warm flat breads, nuts, dried fruits, sprouts, and nut cheeses. The phlogiston fare consists of various nourishing salads with various mushrooms, shaved hard cheeses, pickled greens of all sorts, shredded dried meat, and brined or smoked fish, all drizzled generously with citrus or herb dressings.

Most cooks have a range of self-made pickles in tall glass jars that run to beefsteak fungus, sour cabbage with green herbs, okra, cucumber, celery, zucchini, summer leek, , asparagus, eggplant, summer squash, cauliflower, rutabaga, parsnip, carrot, radish, beetroot, onion, and garlic, and mild banana peppers.
They keep ample food staples of dried mushrooms, dried and braided garlic, jerky (goat, mutton, venison), brined and smoked fish (various types), smoked game bird salami, and cured hams. Kegs of dried red lentils, green lentils, black lentils, green split peas, yellow split peas, brown rice (various varieties), hulled barley, barley flour, oatmeal, and oat flour aboard.

Common condiments include rock salt, long pepper, preserved lemon, vinegar, honey, relish (roasted eggplants, grilled bell peppers, garlic, tomatoes, parsley, sage, thyme, vinegar, honey), mustard pickles (cauliflower, green beans, onions, bell peppers, mustard seeds, curry leaf, turmeric, coriander, cumin, fenugreek, caraway, celery seed, ginger, long pepper, vinegar, honey), fruit chutney (chokos, apples, pears, onions, raisins, sultanas, currants, dates, garlic, long pepper, curry leaf, cloves, allspice, cinnamon, nutmeg, mace, vinegar, honey), and an ever changing array of fresh and dried herbs in hanging bunches, terracotta jars, cloth bags, and so on. These wayfaring cooks always have nuts (almonds, beechnuts, cashews, hazelnuts, macadamia nuts, pine nuts, walnuts) and a good stock of preserved fruits (various types) on hand. They tend to use olive oil in their dishes, but they also have various types of nut oil to hand just in case.

All of these cooks make use of sprouting as a convenient way to have fresh vegetables available for salads and quick fry-ups. They also use rejuvelac as a digestive aid and they make sure that all the crew get a regular drink of it.

One of the cook’s specialities is freshly prepared nut cheese flavoured with herbs and spices. Almonds make a clean tasting cheese that is a little grainy. Macadamias make a beautiful creamy cheese that develops a good firm texture. Cashews make a smooth easy to flavour cheese that has a bit of a softer texture.

~ Food and Drink Ideas ~

Giff Dark Naval Rum.
Gnomish Spiced Honey Mead.
Green Wine (Slightly Tart and Magnificent from Celene).
Violet Wine (Sweet and Delicate from Sunndi).
Liqueur (Almond Flavoured from the Caliphate of Ekbir).

Tavern Fare of the Flanaess - Rachel Lyndstrom - Oerth Journal #06.
The One-Eyed Mug - Rick LaRue - Oerth Journal #06.

"What's For Lunch?" - David Howery - Dragon Mag #137.
~ H’Catha Orbus ~

[image: image1.png]


The Orbus from H’Catha are slightly more self-aware than most of the species. They are 3’ diameter leathery spheres of an ivory white hue with a large central eye, ten small stunted eye stalks atop, and a lipless mouth below. At first glance, the central eye appears to be a uniform ghost white, however careful examination will reveal a long slitted pupil of white smoke hue. Likewise, the apparently atrophied eyes on the stalks have a luminescent green spark deep within their dark depths and they can move smoothly and quite quickly when needed. Orbus lack teeth, but they do have four interlocking heavily keratinised pads in their place. Overall they have a subtle scent reminiscent of pine smoke and wakame seaweed. Their breath has a faint malt vinegar aroma.

The central eye produces an anti-magic ray with a 140-yard range which covers a 90 degree arc before the creature. No magic will function within that area. Spells cast in or passing through that zone cease to function. Their lesser eyes function even in the main eye aura however. If two eye stalks are focused upon one creature, the Orbus can employ Rary’s Empathic Perception upon it. If four eye stalks are focused upon an object or location, the Orbus can employ Push or Scatterspray as it chooses.

They are essentially living spelljamming helms with 1 SR Each. Up to five can work together with an utmost vessel weight of 60 tons. They can work 12 hours per day.

H’Catha Orbus enjoy spelljamming and bathing. They prefer roots vegetables for food.
CLIMATE/TERRAIN:
Any

FREQUENCY:
Very Rare / Rare (Spelljamming Space)

ORGANISATION:
Tribal

ACTIVITY CYCLE:
Any

DIET:
Omnivorous

INTELLIGENCE:
Low (5-7)

TREASURE:
See Below

ALIGNMENT:
Neutral (Lawful Tendencies)

NO. APPEARING:
1-6 (5% Chance of 1-10)

ARMOUR CLASS:
10

MOVEMENT:
Fl 3 (B)

HIT DICE:
6 (HTK = 2/3 Body & 1/3 Central Eye)

THAC0:
15

NO. OF ATTACKS:
1

DAMAGE/ATTACK:
1-2 (Bite)

SPECIAL ATTACKS:
Minor Magics (See Description)

SPECIAL DEFENCES:
Anti-Magic Ray

MAGIC RESISTANCE:
Special

SIZE:
S (3’ Across)

MORALE:
Steady (12)

~ Ships of the Void ~

Ptah's Gryphon - Vipership (Major Helm)

- Bruntor.

- 3 Human Priests of Anubis (2nd Level Clerics).

- 12 Human Warriors (1st Level Fighters).

Idris Trader - Hammership (Major Helm)

- Zeffan (Blood of Idris), Umli, "Lucky" Artemus, Berris, Tagar.

- 25 Human Pirates (1st Level Fighters).

Happy Wanderer - Yacht (Major Helm)

- Hadrack.

- Five Aarakocra (6th Level Wilderness Warriors).

Foe Flayer - Mammoth (Major Helm)

- Da War Boss Shagrudd DeathBlaster & Bodvar.

- Orc Shaman (5th Cleric).

- Orc Chief (3rd Fighter).

- 30 Soldier Orcs (2nd Fighters).

Lolth's Victory - Triop (Radiant Spelljamming Helm)

- Charinida of Ched Nasad.

- 2 Spiderstone Golems.

- 1 Female Drow (8th Cleric, Sword of Night, Unseen Ship Crew).

- 1 Female Drow (7th Wizard / 7th Thief).

- 1 Female Drow (6th Fighter / 6th Wizard / 6th Thief).

- 1 Male Drow (7th Fighter / 7th Wizard).

- 1 Male Drow (7th Fighter / 7th Thief).

- 7 Male Drow (3rd Fighters).

- 6 Watch Spiders (HD 2+2).

- 3 Flying Spiders (HD 3+3).

- 2 Ettercap (HD 5).

- 1 Quaggoth Jald (5th Savage Fighter, Wild Talent Psionics).

# Animal Affinity - Giant Spider, Shadow-Form, Heightened Senses.

Bruntor is a rugged young dwarf. He stands just under 5' high and has a fine bristling blond beard that drops past his beltline, and an unruly mass of hair atop his rounded head. Like most dwarves, Bruntor is squat and thickset with short legs, muscular arms, broad and sturdy shoulders, and dark brown eyes.

Bruntor's past is shrouded in mystery. He can vaguely remember the dwarfs and halls of his Clan, but he was enslaved by duergar as a lad when his Clan fell in battle. He was freed by war priests of Ptah some fifteen years later, these priests took him in and trained him as one of their own. After various adventures throughout the spheres, Bruntor - now first mate of the squid ship Shannador's Revenge - was pitched overboard during an encounter with a radiant dragon. He drifted as a davey for just over 300 years when he was rescued by adventuring mercenaries and found his way to Bral. Currently Bruntor is once again wandering the trade ways of space as an adventuring war priest.

Bruntor is cunning, ambitious and highly adaptable. He is still quite young by dwarf standards, although he is wise beyond his years with much low knowledge of the spheres.

Strength.............18-96%.








Tough City Dwarf Champion.

Intelligence.........16.

Wisdom...............16.










Cleric of Ptah......6. 

Dexterity............15.










Fighter.............6.

Constitution.........19.










Hits to Kill........72.

Charisma.............16 / 18.








Armour Class........1.

Comeliness...........15 / 17.

Perception...........15.










Lawful Neutral.

Spells: 4/3/2, All, Astral, Charm, Creation, Divination, Elemental, Healing (Minor), Law (Minor), Necromantic (Minor), Numbers (Minor), Summoning (Minor), Sun (Minor), Thought (Minor), Time, Travellers, Weather (Minor), 30% Magic Resistance, Teleport.

Saves: 09/13/12/13/14.

Experience: 45,891 Priest and 45,891 Fighter.

Blades (3), Kora (1), Battle Axe (1), Sling (1), Heavy Crossbow (1), Armourer, Direction Sense, Endurance, Engineering, Healing, Herbalism, Intimidation, Religion, Swimming, Weaponsmithing, Weather Sense, Khuzdul & Dwarf Runes, Rough Smattering of the Quenya and Goblinese.

Kora.,  +6 To Hit and +10 On Damage, 2/1, 2-7 Damage, Speed 0, THAC0 15.

Sling., +4 To Hit and +7  On Damage, 1/1, 2-7 Damage, Speed 5, THAC0 15.

Kora of Speed +3 with Sheath, Exceptional Quality Sling and 15 Exceptional Quality Bullets with Oil Cloth Pouch, Black Open Helm, Carved Black Hematite Apis Bull Periapt of Wound Closure with Wrought Silver Neck Chain, Soft Leather Tunic, Silver Bracers of the Blinding Strike (Armour Class 2, Improves Initiative By 1, Double Attacks 3 Rounds/Day), Broad Oiled Leather Belt with Silver Inlay, Black Linen Kilt, Soft Leather Sandals.

Zeffan - Blood of Idris - is a coarse, gruff and hearty hadozee, with pale yellow fur, who is given to brawling, storytelling and drinking, he respects anyone who can best him in a fight or drink him under the table. 

Strength.............18-96%.








Tough Hadozee Warrior.

Intelligence.........16.

Wisdom...............13.










Pirate............10th. 

Dexterity............19.

Constitution.........18.










Hits to Kill.......125.

Charisma.............12 / 13.








Armour Class.......2.

Comeliness...........12 / 16.

Perception...........17.










Chaotic Good.

Saves: 08/10/09/09/11.

Experience: 607,572.

Blades (3), Cutlass (1), Belaying Pin (2), Long Bow (1), Astronomy, Awareness, Gaming, Heraldry, Rope Use, Sail Manipulation, Shipwright, Spacemanship, Weather Sense, Hadozee Tongues, Khuzdul & Dwarf Runes, Quenya, Rough Smattering of the Oriental Trade Tongue and Waterdhavian Thorass.

Two Weapon Combat.,

Cutlass:
+5 To Hit & +9 On Damage, 2/1, 1-8 Damage, Speed 3, THAC0 11.

Pin:


+3 To Hit & +7 On Damage, 1/1, 1-3 Damage, Speed 4, THAC0 11.

Missile Weapon.,

Bow:


+7 To Hit & +7 On Damage, 2/1, 1-8 Damage, Speed 7, THAC0 11.

Mithril Chased Giant Slayer Cutlass +2 with Inlaid Mithril Blade Runes "Fist of Najm" and a Blood Red Ruby Crowning the Hilt, Oil Cloth Scabbard, Belaying Pin, Exceptional Quality Composite Long Bow with Oiled Leather Hip-Quiver and 9 Exceptional Quality Sheaf Arrows, Oiled Leather Harness, Oil Cloth Pouch, Old Salt (Old Captain with Pipe), Old Salt (Pirate Mate with Rapier and Parrot), Old Salt (Sails-Boy with Rope), Old Salt (Skipper with Hat), Old Salt (Swabbie with Bucket).

~ Hadozee ~

Hadozee are lean and wiry humanoids. They are quite muscular with two large flaps of skin growing on either side of their bodies, attached along their arms, torso and legs. When a hadozee raises its arms, this membrane is stretched tight and forms a sort of wing. Under certain conditions hadozee can glide short distances using these wings.

Hadozee have muzzles and high foreheads, giving them an animal-like appearance. In addition to thick body fur, their heads are surrounded by manes of bristling hair, which varies in colour from rich brown to pale yellow. Their skin colour ranges from a dusky brown to an earthy reddish brown. Because their bodies do not sweat, hadozee pant to keep cool. They are omnivores.

Hadozee have four knuckles (one more than humans) on their fingers and toes. The inside toe is opposed like a thumb, allowing them to grasp things with their feet. The tips of their fingers and toes end in broad, ribbed pads, giving them an excellent grip. These characteristics, combined with their animal-like appearance, earned them the nickname "monkeys".

Strong and compact, Umli stands some 5' tall, with wide features and considerable facial hair. His hide is ruddy, with curly red hair and penetrating pale blue eyes. Usually surly and cynical, Umli is amiable to those that show him respect and treat him as an equal. Comments concerning his dwarf and orc parentage will instantly provoke his ire.

Strength.............18-69%.








Rugged Halfling Warrior.

Intelligence.........16.

Wisdom...............13.










Pirate.............7th.

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

Constitution.........18.










Hits to Kill.......90.

Charisma.............12.










Armour Class.......7.

Comeliness...........09 / 12.

Perception...........16.










Neutral (Chaotic Good).

60' Infravision, +5 On All Saves Vs. Poison, Detect Grade or Slope in Passage 5 in 6, Detect New Tunnel or Passage Construction 5 in 6, Detect Sliding or Shifting Walls or Rooms 4 in 6, Detect Stonework Traps or Pits or Deadfalls 3 in 6, Determine Approximate Depth Underground 3 in 6.

Saves: 10/12/11/12/13.

Experience: 119,950.

Cutlass (2), Gaff Hook (2), Bows (2), Bowyer/Fletcher, Direction Sense, Hunting, Rope Use, Spacemanship, Survival, Swimming, Weather Sense, Waterdhavian Thorass, Oriental Trade Tongue, Khuzdul & Dwarf Runes, Orcish.

Cutlass: +3 To Hit & +5 On Damage, 2/1, 1-8 Damage, Speed 5, THAC0 14.

Cutlass with Ornate Oiled Leather Scabbard, Dirk with Oiled Leather Sheath, Knife with Oiled Leather Sheath, Rich Brown Meerschaum Pipe in the Form of a Sea Serpent with Fine Rum Soaked Tobacco and Soft Leather Pouch, Flint and Steel, Ornate Tooled Leather Jerkin, White Linen Shirt, Broad Oiled Leather Belt, Black Linen Pants, Soft Leather Boots.

"Lucky" Artemus is best described as looking like a derelict who hasn't quite hit bottom yet. He has white hair and a tangle of beard that obscures the fact he's missing most of his teeth. His hands are rough and callused; his skin has the dark, leathery look of one who has spent long years on shipboard. His twisted leg ("this be the result of a bad break that occurred many years ago during a shipwreck, blasted bones never healed properly") gives him a decided limp and his hands are gnarled with arthritis, a condition which he tries to ignore with copious medicinal draughts of alcohol in whatever form he can acquire it. 

Strength.............15.










Hardy Human Warrior.

Intelligence.........16.

Wisdom...............12.










Pirate.............7th.

Dexterity............18.

Constitution.........15.










Hits to Kill.......69.

Charisma.............15.










Armour Class.......6.

Comeliness...........12.

Perception...........16.










Neutral Good.

Good Luck on d20.

Saves: 10/12/11/12/13.

Experience: 119,750.

Cutlass (2), Gaff Hook (1), Large Weapon (Ballista), Large Weapon (Catapult), Large Weapon (Jettison), Carpentry, Gaming, Rope Use, Spacemanship, Weapon Loader (Ballista), Weapon Loader (Catapult), Weapon Loader (Jettison), Waterdhavian Thorass, Oriental Trade Tongue, Quenya, Khuzdul & Dwarf Runes, Goblinese, Orcish.

Cutlass: +1 To & and +2 On Damage, 2/1, 1-8 Damage, Speed 5, THAC0 14.

Cutlass, Dirk, Knife, Coarse Wool Shirt, Sword Belt, Rough Linen Pants, Soft Leather Boots.

Berris is a young lad with the wanderlust bad upon him. The son of a stout blacksmith of Waterdeep, Berris has decided that his best path to adventure lies along the way of what he knows best - weapons and blacksmithing. To this purpose he has managed to be hired on as apprentice to the old salt "Lucky" Artemus by Zeffan. 

Berris is a lean and wiry lad, with short and wavy blonde hair and bright blue eyes.

Strength.............18-52%.








Sturdy Human Warrior.

Intelligence.........16.

Wisdom...............12.










Pirate.............1st.

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

Constitution.........17.










Hits to Kill.......13.

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










Armour Class.......7.

Comeliness...........17.

Perception...........17.










Neutral Good.

Courage (+1 on All Saving Throws Vs. Fear).

Saves: 14/16/15/17/17.

Experience: 570.

Cutlass (2), Gaff Hook (1), Large Weapon (Catapult), Armourer, Blacksmith, Heraldry, Rope Use, Spacemanship, Weapon Loader (Catapult), Weaponsmithing, Waterdhavian Thorass, Quenya.

Cutlass., +3 To Hit and +5 On Damage., 3/2., 1-8 Damage, Speed 5., THAC0 20.

Cutlass, Dirk, Knife, Coarse Wool Shirt, Sword Belt, Rough Linen Pants, Soft Leather Boots.

Tagar stands some 4'7" tall and bulks 169kg. He is excessively hairy and squat, even for a dwarf. His dark and liquid amber eyes are deepset under massive brow ridges. Tagar's hair is close cropped and of a deep tawny brown hue, while his bristly dark red beard is braided into several short ropes. His rich dark brown hide is savagely battlescarred and his right shoulder bears a vivid oriental dragon tattoo. Tagar's voice is deep and brutal.

Tagar knows that a particularly grim fate awaits him: death without a clan. But he is very philosophical about it and does not torture himself about it. He's an old campaigner with very few illusions left, but with a keen appreciation of all life has to offer. Tagar is as thoughtful in combat as elsewhere, and takes a very analytical approach to combat: striking where the need is greatest, evaluating the enemy's strategy, and so fourth. The reason why Tagar is an outcast is unknown, although it is known that he has wandered the orient for close on sixty years.

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








Rugged Dwarf Warrior.

Intelligence.........16.

Wisdom...............16.










Outcast............5th. 

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

Constitution.........19.










Hits to Kill.......61.

Charisma.............15 / 16.








Armour Class.......1.

Comeliness...........08 / 10.

Perception...........17.










Lawful Good.

60' Infravision, +5 On All Saves Vs. Magic and Poison, Detect Grade or Slope in Passage 5 in 6, Detect New Tunnel or Passage Construction 5 in 6, Detect Sliding or Shifting Walls or Rooms 4 in 6, Detect Stonework Traps or Pits or Deadfalls 3 in 6, Determine Approximate Depth Underground 3 in 6.

Saves: 11/13/12/13/14.

Experience: 94,500.

Bows (2), Cleaving/Crushing Weapons (3), Appraising, Cooking, Direction Sense, Endurance, Engineering, Heraldry, Reading/Writing, Survival, Swimming, Weather Sense, Khuzdul & Dwarf Runes, Oriental Trade Tongue, Kozakuran.

Hammer., +5 To Hit and +8 On Damage, 1/1, 2-5 Damage, Speed 2, THAC0 16.

Bow.,    +7 To Hit and +8 On Damage, 2/1, 1-8 Damage, Speed 6, THAC0 16.

Dwarf War Hammer +2 of High Steel with Inlaid Mithril Runes "Fist of Moradin", Oiled Leather Sheath and Belt, Knife with Oiled Leather Calf Sheath, Exceptional Quality Composite Short Bow with Wicker Quiver and 2 Dozen Exceptional Quality Leaf Head Arrows.

Hanburi, Sode, Kote, Haramaki-do, Haidate, Sune-ate, Silver Moradin's Hammer Pendant, Stout Briar Pipe with Oiled Leather Pouch and Fine Calimport Tobacco, Flint and Steel, Plum Blossom Patterned Kataginu (Wide Shouldered Jacket), Black Silk Shitagi (Short Robe), Deep Purple Obi (Sash), Patterned Hakama (Wide Trousers), Soft Leather Kyahan (Leggings), Short Soft Leather Boots.

Hadrack stands some 3' 9" tall and bulks 99lbs. He is a tough, muscular, and hairy gnome with broad shoulders and a barrel chest. Hadrack wears his coarse and bristly golden hair close cropped and his eyes are a bright and alert blue. His short golden beard is braided into a firm fork, while his hide is a rich and earthy brown. Hadrack’s most striking feature are the pair of sweeping golden furred bat wings that grow from his back.

Strength.............21.











Rugged Gnome Marauder.

Intelligence.........17.

Wisdom...............09.











Thief..............25th.

Dexterity............20.











Illusionist........5th.

Constitution.........18.











Hits to Kill.......116.

Charisma.............13.











Armour Class.......0.

Comeliness...........12.

Perception...........18.











Neutral Good.

Saves: 08/04/07/11/05.

Experience: 3,428,358 Thief & 33,358 Illusionist.

Spells: 5/3/2.

Hadrack Hails from the Flinty Hills in Ages Long Passed.

Pick Pockets 95%, Open Locks 95%, Work Traps 95%, Move Silently 95%, Hide in Shadows 95%, Detect Noise 95%, Climb Walls 95%, Read Languages 95%.

Over-Sized Body Parts {Musculature Increased & Heart and Lungs Increased}, Ultravision, Leathery Bat Wings {Movement Rate 18, Manoeuvrability Class B, 13' Span}, Genius Capability {Military}, Intuition.

Fencing Blades (2), Kora (1), Kukri (1), Two-Weapon Style (1), Hwarang-do (1), Short Bow (1), Chakram (1), Appraising, Direction Sense, Etiquette, Healing, Information Gathering, Reading/Writing, Spacemanship, Spellcraft, Swimming, Tumbling, Weather Sense, Quenya, Khuzdul & Dwarf Runes, Goblinese, Orcish, Common with Various Admixtures from Hundreds of Far Flung Lands.

Chakram.,   +15 To Hit and +16 On Damage., 2/1., 1-4, Speed 0., THAC0 8.

Kora.,      +11 To Hit and +15 On Damage., 2/1., 2-7, Speed 2., THAC0 8.

Kukri.,     +12 To Hit and +16 On Damage., 1/1., 2-5, Speed 0., THAC0 8.

Open Hand., +9  To Hit and +13 On Damage., 2/1., 1-6, Speed 1., THAC0 8.

12 Chakram +3, Two Kora +2 with Leather and Bronze Scabbards, Kukri +3, Periapt of Wound Closure with Wrought Silver Neck Chain, Gloves of Evasion, Ring of Protection +3, Ring of Free Action,  Broad Oiled Leather Belt, White Linen Trousers, Ornate Deep Brown Fur Boots of the North, Pouch of Accessibility.

An artfully crafted tome of oiled yellow cedar, bound with soft and supple leather. The pages are formed from the finest Kozakuran rice paper. Light copper inlay adds additional strength and forms a subtle lock at the front of the tome.

Accuracy, Affect Normal Fires, Burning Hands, Colour Spray, Dancing Lights, Elemental Burst, Fiery Eyes, Frost Fingers, Know History, Read Magic, Spook.

Blur, Glitterdust, Hypnotic Pattern, Invisibility, Pyrotechnics, Sand Shadow, Sense Shifting, Tenser's Brawl, Vocalise.

Commune with Lesser Spirit, Flame Arrow, Lorloveim's Creeping Shadow, Tenser's Deadly Strike, Tenser's Eye of the Eagle.

"I know all this is new and strange to you and wildspace will be even stranger, but I'm getting ahead of myself. Now let me see...

"This world, the moons, sun, and stars are all just part of one system. It's all within a crystal sphere, as are all the hundreds of other systems, and its called Refuge. Now, you can think of crystal spheres like bubbles - or, better - like those glass floats fishermen use to support their nets. These spheres of wildspace float in the phlogiston, what spelljammers call the flow, or the rainbow ocean. So, the crystal spheres are like glass floats, black as death and vast., when you see your first you'll understand vast.

"As for the flow, well... Whatever I said wouldn't be enough, and you wouldn't believe me anyway. You've got to see the flow to understand it. Its like an ocean of multicoloured fluids intermixing in turbulent, riotous confusion. Streaks and whorls of every colour of the rainbow churn with hues for which I have no names. 

"Meals are served at eight-hour intervals, and there is no distinction between dawnfry, highsunfeast, or evenfeast. How can there be, when one-third of the crew have just risen, one is in the midst of a watch, and the third is getting ready to bunk down. 

"Enjoy the trip and learn everything you can. Once it gets in your blood, Spelljammin' is the only life that makes any sense. You'll never go back to being a groundling again, on my word."

Da War Boss Shagrudd DeathBlaster is an immense orcish brute, fully 6'6" high and 295lbs. His snout is savagely scarred from various axe and knife wounds, once of which cuts across his snout, down and around his neck, and over the left shoulder - the result of an early battle with an ogre. Shagrudd's two tusks, which almost reach his deep reddish brown eyes, are heavily notched, and several of his teeth are broken. His tough hide is dusky, covered with thick black hair, which forms a great mane on his head and shoulders. Shagrudd is rude, crude, unsubtle, and barbaric.

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








Rugged Common Orc Grunt.

Intelligence.........13.

Wisdom...............10.










Fighter.............8th.

Dexterity............15.

Constitution.........19.










Hits to Kill........98.

Charisma.............11 / 13.








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

Comeliness...........05 / 09.

Perception...........15.










Lawful Evil.

Iron Stomach, Tougher Hide, 60' Infravision, Detect Grade or Slope or New Construction or Sliding Walls or Traps or Depth Underground 35%.

Saves: 10/12/11/12/13.

Experience: 151,644.

Firearms (2), Polearms (2), Glaive (1), Footman's Flail (2), Two-Hander Style (1), Alertness (Dexterity), Artillery (Intelligence), Endurance (Constitution), Muscle (Strength), Singing Marches (Charisma), Stone Engineering (Intelligence), War Machine Engineering (Intelligence), Orcish and Goblinese.

Musket: +0 Hit & +0 Damage., 1/1., 1-12 Damage, Speed 12., THAC0 13.

Glaive: +4 Hit & +8 Damage., 2/1., 1-10 Damage, Speed 5.,  THAC0 13.

Flail:  +4 Hit & +9 Damage., 2/1., 2-8  Damage, Speed 4.,  THAC0 13.

Flintlock Musket (Range 10/20/30), Oiled Leather Bandoleer, Two Vials of Oil of Fiery  Burning, Large Flask of Coarse Smokepowder, Small Flask of Fine Smokepowder, Pouch of Lead Balls, Pouch of Wrapped Flints, Ramrod, Several Scrapers, Several Curved Metal Extractors, Several Cleaning Rags, Brass Ball Mould, Glaive with Oiled Leather Back-Strap, Footman's Flail with Oiled Leather Sheath, Knife with Oiled Leather Sheath, Chain Mail with Coif, Rough Sail Cloth Cloak, Worn Leather Jerkin, Heavy Leather Belt, Rough Linen Breeches, Black Hobnail Boots.

Bodvar is a battlescarred Uruk-hai warrior-wizard, violent and hot tempered. He is nearly 6' high (232lbs), thickly muscled, with great upswept tusks and a blunt snout. His swarthy hide is covered with coarse yellow hair, which forms a wild mane over his head and shoulders, with a short braid at the back. A patch covers Bodvar's right eye, a reminder of a fight with an elf cavalier some years back, his good eye is a dark reddish brown.

Strength.............18-75%.









Rugged Uruk-hai Grunt.

Intelligence.........17.

Wisdom...............13.











Fighter...........7th. 

Dexterity............16.











Wizard............7th.

Constitution.........18.











Hits to Kill......69.

Charisma.............11 / 13.









Armour Class......5.

Comeliness...........09 / 13.

Perception...........16.











Lawful Evil.

Keen Hearing (Detect Noise 80%), 90' Infravision, Detect Grade or Slope or New Construction or Sliding Walls or Traps or Depth Underground 35%.

Spells: 4/3/2/1.

Saves: 10/09/11/12/10.

Experience: 75,822 Fighter and 75,822 Wizard.

Long Bow (1), Blades (3), Bastard Sword (1), Two-Hander Style (1), Alertness (Dexterity), Blind Shooting (Dexterity), Endurance (Constitution), Healing (Wisdom), Hide in Shadows (Dexterity), Instinct (Wisdom), Mapping (Intelligence), Move Silently (Dexterity), Mysticism (Wisdom), Odour Scenting (Dexterity), Survival (Survival), War Machine Engineering (Intelligence), Orcish and Goblinese, Rough Smattering of Khuzdul and Quenya.

Long Bow: +3 Hit & +3 Damage., 2/1., 1-8  Damage, Speed 7., THAC0 14.

Sword:    +3 Hit & +8 Damage., 2/1., 2-16 Damage, Speed 2., THAC0 14.

Composite Long Bow with Oiled Leather Hip-Quiver and 9 Sheaf Arrows, Taragarth "The Bloodbrand" with Oil Cloth Sheath, Knife with Oil Cloth Sheath.

Studded Leathers with Coif, Rough Leather Tunic, Broad Oiled Leather Belt, Rough Linen Breeches, Oiled Leather Boots.

Boccob's Blessed Book (Affect Normal Fires, Burning Hands, Comprehend Languages, Dancing Lights, Detect Magic, Frost Fingers, Magic Missile, Mending, Message, Read Magic, Shocking Grasp, Spook, Wall of Fog, Circle Dance, ESP, Glitterdust, Knock, Pyrotechnics, Sense Shifting, Strength, Vocalise, Web, Augmentation I, Dispel Magic, Far Reaching I, Flame Arrow, Melf's Minute Meteors, Non-Detection, Tenser's Deadly Strike, Tener's Eye of the Eagle, Vampiric Touch, Dimension Door, Emotion, Fire Shield, Improved Invisibility, Spark Burst, Shadow Magic).

Charinida of Ched Nasad is a slender and very beautiful drow woman of some 500 years with finely-chiselled facial-features, pale purple eyes that dance with enigmatic highlights, and a richly musical voice. Her ivory white hair is tightly bound and braided, being both stylish and difficult to grab in a fight. Charinida's black skin resembles nothing so much as polished obsidian.

Charinida is the archetypal spider, cold and patient, centred in a web of information gathering minions and dark intrigues. She is able to deal with all cultural customs and protocols with ease. She is the classic master manipulator, the power behind the scenes.

Strength.............13.











Cultured Female Drow.

Intelligence.........20.
Wisdom...............18.











Fighter.........19th. 

Dexterity............21.











Magician........25th.

Constitution.........17.











Hit to Kill.....152.

Charisma.............19.











Armour Class....-5.

Comeliness...........21.

Perception...........16.











Lawful Evil.

Innate Magics - Usable 50/Day Each (Dancing Lights with 14 Sources, Darkness 70' Radius, Detect Magic, Faerie Fire, Know Alignment, Levitate, Clairvoyance, Dispel Magic, Suggestion, Detect Lie), Able to Wield an Innate Spell and a Cast Spell Simultaneously or Two Innate Spells, Able to Cast Combination Spells (1st & 2nd Level Spells Simultaneously), Ambidextrous, Move 15, Move with Silence, 245' Infravision, Surprised Only 1 in 8, 100% Magic Resistance, 90% Resistance to Sleep and Charm Magics, +2 on All Saves Vs. Magical Effects, Locate Concealed Doors 1 in 2, Locate Secret Doors 1 in 3, Detect Grade or Slope in Passage 5 in 6, Detect New Tunnel or Passage Construction 5 in 6, Detect Sliding or Shifting Walls or Rooms 4 in 6, Detect Stonework Traps or Pits or Deadfalls 3 in 6, Determine Approximate Depth Underground 3 in 6.

Spells: 5/5/5/5/5/5/5/5/5.

Saves: 03/03/04/04/04.

Experience: Swashbuckler 2,993,539 and Amazon Sorceress 5,980,601.

Hand Crossbow (1), Two-Hander Style (1), Two-Weapon Style (1), Clubbing Weapons (2), Fencing Blades (2), Sabre (1), Rapier (1), Main-gauche (1), Dirk (1), Stiletto (1), Aikido (1), Wing Chun (1), Astronomy, Armour Optimisation, Bargain, Bureaucracy, Display Weapon Prowess, Endurance, Etiquette, Genie Lore, Heraldry, Information Gathering, Psionic Detection, Reading/Writing, Religion, Set Snares, Somatic Concealment, Spellcraft, Sound Analysis, Tumbling, Quenya and Silent Tongue, Khuzdul, High Shou, Kozakuran, Vendhyan, Waterdhavian Thorass.

Crossbow.,
+6 To Hit & +2 On Damage., 2/1., 1-8., Speed  2., THAC0 2.

Sabres.,

+6 To Hit & +7 On Damage., 7/2., 2-9., Speed -1., THAC0 2.

War Mace.,
+4 To Hit & +5 On Damage., 2/1., 2-8., Speed -1., THAC0 2.

Aikido.,

+0 To Hit & +0 On Damage., 2/1., 1-4., Speed  0., THAC0 2.

Wing chun.,
+0 To Hit & +0 On Damage., 3/1., 1-6., Speed  0., THAC0 2.

Hand Crossbow of Speed and Distance +2 with Oiled Leather Hip-Quiver and 9 Bolts, Two Defender Sabres +5, Two Ornately Bound and Engraved Scabbards with Inlaid Beaten Red Gold and Polished Ebony, Battle Star with Oiled Leather Sheath, Spider Wand (36 Charges).

Soft Black Leather Cloak of Arachnida, Ancient Wrought Red Gold Scorpion Scarab of Protection (12 Charges), Wrought Red Gold Scorpion Ched Nasad City Insignia (Comprehend Languages, Know History, Swim, Water Protection, Enchanted Blade, Fire Shuriken, Ice Knife, Pyrotechnics, Commune with Lesser Spirit, Dispel Magic, Protection from Normal Missiles, Scry), Soft Black Leather Tunic, Burnished Bronze Bracers of the Blinding Strike (Armour Class 2, Improves Initiative By 1, Double Attacks 3 Rounds/Day), Ring of the Drow, Ring of Anti-Venom (20 Charges), Red Gold and Black Opal Spider Ring, Red Gold and Black Sapphire Spider Ring, Red Gold and Fire Opal Spider Ring, Red Gold and Shou Lung Amethyst Spider Ring, Red Gold and Shou Lung Emerald Spider Ring, Red Gold and Shou Lung Topaz Spider Ring, Girdle of Many Pouches, Tight-Legged Blood Red Silk Trousers, Black Drow Boots.

“Success comes from learning what will not work.”

A rough and ready sort, Jodri is a roguish and foul-mouthed dwarf from the Flinty Hills. He’s an exceptional character and has been on more wild adventures than most people have had hot dinners. Jodri is a cheerful and expansive fellow with a wild zest for life.

Jodri is a tough and hairy dwarf of middle years, squat and muscular with a great curling fiery red beard, a bald pate and fiery amber eyes. Jodri's arms are covered with runic tattoos, and a heavy mithril chain runs from his nose to his left ear. While a buccaneer in the Moonshae Isles, Jodri had a tattoo done on his right shoulder of a great Celtic dragon in hues of ash and flame. He stands 4'5" tall and bulks 160 lbs.

Jodri is a mercenary, some would say he's an assassin. He tends to be hired for jobs were mass destruction is required. These days, he tends to wander the wilds of space, taking jobs as needs must.

18th Hill Dwarf Fighter - Animal Master (Wolf)

9th Bard - Gypsy (Wildjammer Aperusa)

Specialised in Martial Arts

18-93% / 17 / 21 / 18 / 18 / 19 (20 - Dwarfs)

Neutral (Chaotic Good Tendencies)

160 HTK

Wild Psionics: Probability Travel, Know Location, Molecular Agitation.

Jodri can survive without air for 12 days, without trouble. He can stand on and easily trot across a gravity plane. Jodri is immune to all psionic attacks and influences. Furthermore, any psionic powers directed at him are reflected back upon the user. Jodri can only be struck by magical weapons. He has a natural armour class of 8 and is +2 on all saving throws. Jodri is immune to all forms of mundane and magical electricity, lightning, acid and corrosives. For two rounds every turn, Jodri can move and attack as if hasted. This enchantment does not have any ageing effects.

Flying Scimitar of Tusmit +3, Axe of Hurling +5, Buckle Knife +3, Aperusa Stiletto (Luck Blade, No Wishes), Kozakuran Tanto (Disruption & Conjure Animals @ 16th @ 3/Day), Bracers of Defence - Armour Class 2, Ring of Protection (+6 AC, +1 Saving Throws), Ring of Boccob, Stone of Good Luck on a Leather Neck Thong, Wolf Pelt Garb, Boots of Fharlanghn, Girdle of Many Pouches, Figurine of Wondrous Power (Hanuman Monkey - Gift of Hu Sen), Lens of Speed Reading (Gift of Cosette), Gypsy Fiddle (12th Level of Power, Otto’s Chime of Release {6/Day}, Otto’s Soothing Vibrations {3/Day}, Otto’s Sure-Footed Shuffle{1/Day}), Sitar of Clarity, Wondrous Writing Set, Potion of Explosions (8 Full Bottles), Oil of Fiery Burning (7 Full Flasks), Smoke Powder (90 Charges), Noisome Spirit Chasers (9 Strings), Oriental Grenades (8 Flash Powder & 7 Poison Smoke), Jar of Keogthom’s Ointment, Spyglass, Brass Spelljamming Sextant, 3 Emeralds (2500 gps Value Each), 300 pps, 325 gps, 16 Ch'ien, 50 Tael, Pair of Bone Dice, Golden Comb, 8 Pungent Cigars, Cold Beef and Cheese Sandwich on Thick Black Bread with Hot Mustard (Cheese Cloth Wrapping), Wedge of Cold Cheese and Onion Pie (Greased Brown Paper).

In RealmSpace, Jodri has something of a base in a secluded corner of Garden. Here one finds an Armada (Monarch Class). This place is home to Zaliz of Alaman, a reclusive and scholarly Watcher (Beholder Kin). On the main deck is a sprawling cottage garden, open to the stars. In the midst of the flowers stands a gentle old Hangman Tree. The ship is crewed by a handful of Living Statues, Jade Dryads and Steel Fauns in the main. Zaliz of Alaman is a sage with genius intelligence. Minor Fields: Physical Universe and Flora. Major Field: Supernatural & Unusual. Special Categories: Divination, Dweomercraeft, Metaphysics, Planes (Astral & Elemental & Ethereal). Special Skills: Knows 1 Spell from Levels 1 Through 6, Casting Level 11th, Wizard Bent. Memorised Spells: Unseen Servant, Quimby's Enchanting Gourmet, Mordagin’s Shadow Demons, Conjure Elemental-Kin, Contact Other Plane, Etherealness.

On the Rock of Bral, he has a Damselfly (Major Helm & Heavy Ballista).

Jodri tends to drift and grab space on a ship as the fancy takes him.

Jodri can count on a friendly reception and a helping hand from:

· The Wildjammer Aperusa
· Lord of the Vaulted Sky (Dragon Horse Stallion)

· Renatus of the Cloak and the Fellowship of the Cloak

· The Whitebeard Dwarfs of RealmSpace

· Radric Kaledon on Refuge (‘Information Broker’)

· Belndorn "The Battleaxe" on Refuge (‘Dwarf Merc’)

· Ronald Telbar on Skyport (‘Trader’)

· Smoke (Human Wanderer of Ages Past and Master Ship Mate)

· Cosette of the Reigar (Skyport and Beyond)

· Flick and the Crazy Gnomes of the Astral Empress (Gnomish Tradesman)

· Nicodemus the Sembian Sage (Rock of Bral – Dungeon Mag #48)

· Hakim the Outcast (Oasis of the White Palm on Bral – Dungeon #47)

· Karyn Sykes (The Flying Manta Inn on Bral – Dungeon #49)

· Dulson Grumb of the Cargo Docks (Rock of Bral – Dungeon Mag #49)

· Ching’s Widow of Shou Lung (Joyful Spring – Pirate Dragonship)

Radric Kaledon puts Jodri’s age at 129, in the current year 1363 DR (Year of the Wyvern). He presumes that Jodri was born sometime in 454 CY or 1234 DR (The Year of the Full Flagon). He was in Waterdeep for the first time in 545 CY or 1325 DR (Year of the Great Harvests). Interestingly, the beer and wine of this year are legendary. 572 CY or 1352 DR (Year of the Dragon) found him in the Orient for roughly a decade. An Artist’s Errand was the highlight of 581 CY or 1361 DR (Year of Maidens). These days he’s just wandering.

Jodri himself doesn’t really give much of a stuff about dates and such.

Jodri has been to every crystal sphere that's known and even a few that are only rumour to most. He’s even explored the immeasurable silvery realms of Astral Space.

Jodri started out as a wolf handler. As a lad he did some wilderness wanderings (B2 The Keep on the Borderlands & UK1 Beyond the Crystal Cave). Then he pulled a stint as a pirate and ended up shipwrecked in the Lendore Isles (L1 The Secret of Bone Hill & L2 The Assassin's Knot).

Carried off by a roc, he was dropped in the jungles and began heading vaguely back towards the Flinty Hills. He drifted through ancient lands (C1 The Hidden Shrine of Tamoachan & I1 Dwellers of the Forbidden City) and eventually fell through a gate ended up on the wind ruffled shores of the Nyr Dyv (C2 The Ghost Tower of Inverness).

Then he spent a score of years at the delightful Twilight Monastery in the Cairn Hills. Studying with the followers of Xan Yae. Learning to channel the fighting spirit inherent in us all.

With the wanderlust upon him once more, he drifted off in search of adventure. He became embroiled in the Scourge of the Slave Lords (A1 Slave Pits of the Undercity, A2 Secret of the Slavers Stockade, A3 Assault on the Aerie of the Slave Lords, A4 In the Dungeons of the Slave Lords).

Then he wandered off the edge of the maps (EX1 Dungeonland & EX2 Land Beyond the Magic Mirror). Here he saved a dragon horse stallion from flind raiders and befriended the formidable beast. Ending up in Tusmit, Jodri got a taste of wildspace in Jammin' (Dungeon 21). Befriending the bohemian arcane Renatus of the Cloak along the way.

Reaching Toril, he got a fierce Celtic tattoo done in the Moonshae Isles, got lost in the Wild Neverwinter Wood and had an amorous encounter with the local druidic demigoddess – The Lady of the Woods. He played a part in Visitors From Above (Dungeon 28) and spent a few weeks with the Whitebeard Dwarfs.

In Waterdeep, he burgled the Guild of Sages and drunk of Azuth's Elixir. That same evening he enjoyed a night of passion with the goddess Sune, although he did not realise who it really was until later.

It is at this time that Jodri saved a caravan of Wildjammer Aperusa from Neogi slavers. He opened his heart to these lively rogues and they accepted him and gave him a ‘family’.

After another meeting with Renatus of the Cloak, he ended up in The Sea of Sorrow (Dungeon 36). After a rollicking adventure and becoming something of a hero, Jodri returned to Toril. He ended up in the Orient for a time (OA5 Mad Monkey Versus The Dragon Claw & Dragons of Weng T’sen) and becomes enamoured of sake.

After several successful adventures, Jodri took to wandering again. He ended up in the Flowfire (Dungeon 39) and faced Mammoth Problems (Dungeon 41). Eventually undertaking An Artist's Errand (Dungeon 45). He had a brief fling with Cosette of the Reigar and they remain friends.

~ Updates ~

Radric Kaledon on Refuge (‘Information Broker’): Lawful Neutral.

Psionicist 12th, Thought Agent Spy, Helm of Telepathy, Receptacle Ring, Ring of Free Action (*), Philosopher's Stone (Crystalline Salt Variety), Necklace of Memory Enhancement (*), Dust of Mind Dulling (5 Pinches).

Belndorn "The Battleaxe" on Refuge (‘Dwarf Merc’): Chaotic Good.

Fighter 9th, Axe for Hire, Paired Axes of Hurling +1, Gauntlets of Heat (Dragon Mag #91), Bracers of Defence (AC 5), Helm of Comprehending Languages and Reading Magic, Boots of Striding and Springing (*).

Ronald Telbar on Skyport (‘Trader’): Chaotic Good.

Fighter 8th, Privateer, Long Sword +1 / +3 Versus Regenerating Creatures, Large Shield +3 (*), Ring Mail +1, Lobster Tail Helm, Potion of Healing.

Smoke (Human Wanderer of Ages Past and Master Ship Mate): Neutral.

Thief 9th, Buccaneer, Scimitar of Speed +2, Cord of Ekbir +1 (*), Bracers of Defence (AC 6), Ring of Mind Shielding, Potion of Extra-Healing.

Nicodemus the Sembian Sage (Rock of Bral): Chaotic Good.

Transmuter 6th, Academician, 08/15/11/16/13/12, Favour of Silenus (Summon Pausanias the Satyr Guide – Once Per Week), Dagger +1, Bracers of Defence (AC 3), Ring of Protection +1, Ring of Elemental Metamorphosis (Water), Powder of Magic Detection (10 Pinches), Mug of Plenty (*).

Dagger, Sling, Ancient Languages, Artistic Ability (Manuscript Illumination), Cartography, Engineering, Navigation, Navigation (Wildspace), Navigation (Phlogiston), Observation, Planetology, Spellcraft.

Greying and stocky, good-natured and cheerful, Nicodemus is a sage specialising in language and navigation. His rooms are a labyrinthine library overflowing with maps, rutters and charts from dozens of crystal spheres. Although not really his cup of tea, he can be persuaded to go on an adventure, particularly if it involves solving a mystery. The merry twinkle in his blue-grey eyes makes him look as if he’s been up to some sort of mischief. He enjoys drinking mint tea, but dislikes coffee.

Nicodemus is always accompanied by a small pearlescent white dragon, some 3’ long. This is his familiar, Razisiz, a chaotic good male phase dragon from the Phostwood Forest.

Nicodemus keeps two dogs – Dinos and Thea. Dinos is a light tan bull mastiff dog (AC 7, Move 12, HD 2+2, 15 HTK, 1 Attack, Damage 2-8). Thea is a black-&-tan borzoi bitch (AC 7, Move 18, HD 2, 12 HTK, 1 Attack, Damage 2-5). Each has been trained to attack on command. They will also grab-&-hold on command. They have been trained to bark at intruders, to track and to point out hidden creatures. Each wears a stout greased leather collar from which depends a tiny bunch of electrum grapes.

Hakim the Outcast (Oasis of the White Palm on Bral): Neutral Good.

Sorcerer 3rd, Wind and Sand, Academician, 07/11/13/16/13/15, Sage. Blood Red Dolman of Repetition (*), Blood Red School Fez – Enchantment & Charm (*), Naganai (Snake-Flute), Elixir of Health (3 Doses), Potion of Healing (5 Doses), Potion of Vitality (2 Doses), Potion of Gaseous Form.

Ambidexterity, Ancient Languages, Ancient History (Zakhara), Animal Lore, Artistic Ability (Lapidary), Debate, Disguise, Genie Lore, Herbalism, Observation, Religion (Zakharan).

Hakim is a small and lean gent with soft brown eyes and a neatly trimmed salt-&-pepper beard. He abhors violence, but understands that sometimes it is necessary. He was once a respected and honoured professor of natural philosophy at a centre of learning somewhere in Zakhara. A disaffected student framed him for racism and Hakim was forced to flee, pursued by assassins. He ended up lost and destitute with his family on the docks of Bral. Jodri ran into the group and lent them a helping hand. It was Jodri’s cash that funded the establishment of Tufala’s rug and spice trading company. These days, Hakim is a sage specialising in all facets of Zakhara and Genie Lore. He venerates Zann the Learned in his daily prayers.

Hakim’s Household: Large Courtyard House – Zakharan Style (Red Brick and Plaster), Wife, Daughter, Housekeeper, Cook, Two Cheetahs, Iron Cobra.

Tufala - Merchant-Rogue 5th, 06/09/11/14/12/13, Neutral Good, Dealer in Rugs and Spices. Ring of Protection +2 (*), Antique Nay (Arabian Reed Flute). Single-Weapon Style, Jambiya, Sling, Ancient Languages (Zakharan), Appraising, Bureaucracy, Debate, Etiquette, Haggling, Information Gathering, Musical Instrument (Nay), Observation. PP: 05%; OL: 0%; WT: -05%; MS: -05%; HIS: -05%; DN: 95%; CW: 75%; RL: 95%.

Tala - Rawuna 3rd, 11/16/14/13/14/17, Neutral Good, Arabian Bard. Elfin Chain Mail (*), Scimitar +3 (Oiled Steel with Gilt), Scimitar +2 (Mithril with Gilt) (*), Ring of Feather Falling (*), Buzuq (Rose Wood and Ivory). Two-Weapon Style, Scimitar, Appraising, Debate, Genie Lore, Local History (Qadib), Musical Instrument (Buzuq), Poetry, Religion (Zakharan), Singing, Spellcraft. PP: -15%; DN: 30%; CW: 25%; RL: 50%.

Mamoona - Hakima (Wise Woman) 2nd, 12/12/15/10/15/10, Neutral Good, Housekeeper. Ring of Protection +2 (*). Jambiya, Sling, Agriculture, Artistic Ability (Household Crafts), Grooming, Pottery, Seamstress / Tailor, Weaving.

Mahmood - Mamluk 7th, 16/15/17/12/16/11, Lawful Good, Cook and House Guard. Paired Khopesh Swords {Flame Tongues}, Chu-Ko-Nu of Accuracy +3, Hip-Quiver and 12 Bolts, Ring of Protection +3, Ring of Free Action, Turban of Disguise, Three Ioun Stones (Pearly White Spindle, Clear Sphere, Deep Purple Prism) (*), Potion of Toughening {3 Doses}).
Khopesh Sword (2), Two-Weapon Style (1), Ambidexterity (1), Crossbows (2), Ancient Languages (0) 12, Agriculture (1) 12, Brewing (1) 12, Bureaucracy (0) 16, Cooking (1) 12, Display Weapon Prowess (1) 15, Endurance (0) 17, Haggling (2) 16, Metalworking (0) 15, Riding (Camel Specialisation) (2) 20.

Karyn Sykes (The Flying Manta Inn on Bral): Neutral Good.

Fighter 4th / Transmuter 6th, Pirate, Half-Elf, 16/16/13/17/15/13, Wand of Wonder (15 Charges), Rod of Beguiling (12 Charges), Bracers of Defence (AC 5), Ring of +1 Protection, Cloak of the Manta Ray (*), Neverending Barrel of Grog (*).

An attractive and no nonsense sort, Karyn Sykes is a retired merchant captain. Although there are rumours that in her day she was more pirate than merchant. These days she runs a large rambling inn and is an ally of the local thieves guild.

Dulson ‘Minotaur Slasher’ Grumb (Rock of Bral): Neutral (Tends Lawful).

Fighter 6th, Pirate, 18-63%/17/17/15/10/15, Boarding Pike +2 (*), Cutlass +1, Dagger +2, Gaff Hook, Five Silvered Throwing Axes, Studded Leather Armour +2, Periapt of Health, Void Serpent - Eel Ship with Minor Helm and Improved Landing Fins (*).

A hearty and friendly fellow with a wild black beard, Dulson Grumb is a barrel-chested and broad-gutted fellow from Chessenta. He spent several years as a pirate, but grew to dislike the constant killing and treachery inherent in that life style. These days he keeps an eye on the cargo docks and is a minor official in the great bureaucracy of Bral.

Ching’s Widow of Shou Lung (Pirate Dragonship): Lawful Evil (Neutral).

Fighter 10th, Pirate, 16/18/16/17/13/18, Multiple Rod of Dancing (Dragon Mag #126), Hook Sword +1 (Whirlwind Blade, 7 Charges, Dragon Mag #126), Kote +1, Haramaki +1, Flowing Robes of Frost Resistance (As Per ‘Ring of Warmth’), Joyful Spring – Pirate Dragonship (Major Helm, Two Medium Ballistae, Six Bombards, Sea Wyvern & Night Basilisk - Two Armed Junks with Minor Helms (*).

Ching’s Widow is a tall and elegant woman of some thirty years. Her shimmering waist-length black hair cascades down her shapely back and frames her handsome face. Eyes of midnight black hold a cool look of ironical inquiry. Her slightly accented voice is delightfully musical. An opaline golden cloud dragon tattoo coils down her left arm.

* = Gift of Jodri

~ Mordagin’s Shadow Demons ~

(Conjuration, Shadow, Summoning)

Level:





3

Range:




10' / Level



Components:

V, S

Casting Time:


3 Segment(s)


Duration:


1 Turn

Area of Effect:


See Below




Saving Throw:
Special

Frequency:



Very Rare




Author:  Mordagin

Description:  When cast, many small (1') winged shadow creatures, much like little winged demons, sprout into existence and attack those creatures as indicated by the caster. The Shadow Demons attack on the same round they are summoned, appearing immediately around the target(s) selected.

During the course of the duration the caster can change target(s) as he/she desires, so long as both the Shadow Demons are still in sight and the new target(s) is within the range of the spell from the caster's current location.

The number of Shadow Demons that appear is 1-3 + 1 per caster level (max. of + 10). The Shadow Demons cause 1-3 points of damage with their energy draining touch.

As the tactics of the Shadow Demons is to flutter furiously around their targets head and eyes, they can be very distracting. If in any round 4 or more Shadow Demons are attacking a single target, that target must make a saving throw versus spell or be distracted to the point where the only action(s) they can take is against the Shadow Demons.

During the duration of the Spell, this save must be made to start every round in which 4 or more Shadow Demons are swarming a given creature. The save is made at -1 for every 2 Shadow Demon above the 4th, to a maximum penalty of -4.

The attacks of the Shadow Demons are staggered through the round - for every target, the base initiative of the Shadow Demons is +0 (for tiny creature). For every Shadow Demon on a given creature above the first, each Shadow Demon's initiative is a +2 beyond the previous. So, if 4 Shadow Demons are attacking a creature, and a 4 was rolled for initiative, one would attack at 4, another at 6, then another at 8, and the last at 10 (unless one or more were killed before then).

Note that, at the DM's discretion, certain types of creatures are by nature immune to this type of distraction (i.e. oozes, slimes, etc.).

Shadow Demons:

Size:






T

HD:







1 (Only 1 HP)

AC:







6

ATT:






1

DAM:






1-2

THACO:





19 

Move:






24” (Flight) 

MR:







Standard

Special Attack:

Distraction

Magic weapons are NOT required to hit a Shadow Demon.

Any creature immune to the touch of a Shadow is immune to the attack of a Shadow Demon.

~ Renatus of the Cloak ~

- Lord of Far Travel -

Arcane Trader with 80 HTK (10 HD), Lawful Neutral (Good Tendencies).

Renatus of the Cloak is a cunning, crafty and bohemian chap. He tends to use an Octopus spelljammer as his office and trade emporium. His mastery of innate magic is greater than most of his kind. He can employ the following spells at will as a 15th level Wizard. Invisibility (3/Day), Dimension Door (3/Day), Invisibility 10' Radius (2/Day), Vanish (2/Day), Improved Invisibility (1/Day), Teleport Without Error (1/Day).

He is famous for his highly enchanted draped cloak that combines the properties of a Ring of Fire Resistance, a Ring of Warmth, a Cloak of Displacement and a Robe of Scintillating Colours. It is also rumoured to act as some form of a Crown of the Stars with stealth and/or shadow abilities. The cloak itself is formed of delicate greenish gold chain mail with an inner lining of pale blue velvet. Physical blows striking the cloak, which Renatus can pull around his figure, do only half normal damage.

Ivory White Silken Toga (Permanent ‘Fly’ Spell), Bracers of Brachiation (Filigree Mithril and Ornate Red Gold), Golden Girdle of Urnst, Ivory White Silken Slippers of Spider Climbing.

Golden Girdle of Urnst - Created to protect a powerful magic-user against malevolent warriors, this magical garment is made of red silk strewn with golden flakes. It is enchanted to give a +3 armour class bonus against swords of any type, though other weapons are unaffected.

Renatus is always accompanied by a group of friends, known informally as the Fellowship of the Cloak. These powerful allies are quick to come to Renatus’ defence.

· Ko-In - Bionoid (12 HD, 88 HTK). Additional Powers: Strength = 20 & Can Sprout Wings at Will ~ Acts as an Innate Cloak of Wings (3/Day).

· Ninya – Ice Para-Elemental (16 HD, 112 HTK). Additional Powers: Spiritual Blizzard Fist ~ Acts as an Innate Wand of Frost (100 Charges Per Day).

· Yabon (Lady of the Night) - Randara (Shapeshifter) (14 HD, 105 HTK). Additional Powers: Dancing Lights (2/Day), Friends (3/Day), Charm Person (3/Day), Spook (2/Day), Hold Person (1/Day), Vandarien’s Vile Venom (1/Day). Old Salt Statues of Power - Full Set of Ten.

· Yauruk - Bird Maiden (8 HD, 12th Kahina, 75 HTK). Cloak of Protection +5, Flame Tongue Spear, Sling of Seeking +2, Flask of Oil of Impact (5 Doses), 25 Silver Sling Bullets, 17 Darts of the Hornets’ Nest.

· Harufa of Safdarjung's House – Tasked Genie (Architect/Builder) (9 HD, 70 HTK). Additional Powers: Harufa is a master shipwright and apply all of his Genie skills and abilities to spelljammers, void castles, ships of the high seas, and undersea forts.

· Oondabund - Space Owl (3+3 HD, 12th Bard, 39 HTK).

~ Notes & Musings ~

Cormorant (Octopus, 70 Tons, Major Helm, Topped Out = 20 Crew, Add = Two Heavy Catapults on Forecastle & Two Heavy Ballista on Flying Bridge, MC C, Cargo of 19 Tons).
Puffin (Octopus, 70 Tons, Major Helm, Topped Out = 20 Crew, Add = Two Heavy Catapults on Forecastle & Two Heavy Ballista on Flying Bridge, MC C, Cargo of 19 Tons).
Gull (Squidship, 45 Tons, Major Helm, 12 Crew, MC D, Cargo of 23 Tons).
Some eighty hardy Lupins were saved from Neogi slavers on the shadow docks of the City of Greyhawk and now form the crews for the three spelljammers. Originally from Greela, the Lupin consider the crew of each ship to be a pack and all three crews combined to be a tribe.
The nine day-to-day spelljammers (Lára, Ilona, Karina, Marla, Halima, Maidel, Elwita, Taminia, Nestor the Bold of the Nyr Dyv) are all Clerics of Lydia (Scholar Priest) from Dyvers (City of Sails). Aside from tending to the helms, they act as librarians and help with navigation. All are older clergy who lived a rather cloistered life until they decided to see something of the universe before it was too late. They are all skilled gittern and oud players. 12 / 13 / 12 / 13 / 15 / 15, 4th Level, NG.

Shaylyn and Shaelyn (Captain and the Cormorant & Captain of the Puffin) are twin half-elf sisters with an Oeridian Ranger Human Father and a Grey Elf Druid Mother. They come from the Principality of Ulek and grew up in the cosmopolitan City of Gryrax. They are lean and wiry with light olive complexions, golden hair, violet eyes, angular features, high cheekbones, and upswept ears.

Half-Elf, Lydia Crusader, Fighter & Cleric, 5th & 5th (22,000 / 22,000), NG.
17 / 16 / 16 / 12 / 18 / 13.

Quarterstaff, Stiletto, Leather Sling, Bronze Sling Bullets, Ring Mail, Barbute Helm, Piffero, Piccolo Oboe, Leather Roll (Writing Set), Leather Pouch (Healer’s Bag), Reddish Brown Hooded Giant Weasel Fur Cloak, Deer Hide Gauntlets, Earthy Red Embroidered Tunic and Breeches (Close-Cut Mock Version of Men’s Clothing), Delicate Rose Hued Silk Sash, Elf Sashling, High Hard Leather Boots with Armoured Insteps.

Rhaznor the Learned (Captain of the Gull) is the studious and thoughtful uncle of Shaylyn and Shaelyn. Hailing from the Welkwood, he is slender and smoothly muscled with light skin tones, golden hair, violet eyes, strongly angular features, an aquiline nose, and upswept finely pointed ears.

Grey Elf, Academician Enchanter, Mage & Thief, 5th & 6th (25,000 / 25,000), NG.

13 / 19 / 12 / 17 / 15 / 17.

Gold Inlaid Long Sword +3, Scabbard of Care (Dragon Magazine #226), Composite Short Bow +1, Flight Arrows, Ring of Protection +4 AC & +2 Saves, Ring of Fortitude (Wisdom), Cloak of Many Colours, Purple and Green Brocaded Silk Waistcoat with Mirror Work, Vibrant Blue Embroidered Silk Caftan, Watered Silk Sash of Muted Blue with Ornate Gold Filigree Toggle, Buckle of Lockpicks (Four Picks), Boots of Spider Climbing. Rhaznor wears a magically crafted long under tunic that incorporates ettercap silk and water spider webbing. This silvery garment is a light as air and yet provides AC 6 and a permanent spell affect of Endure Cold/Endure Heat.

Arlars Avari (Plains Primary Terrain, Evil Genie Species Enemy, Skilled Falconer). Baklunish Human (Ekbir Caliphate), Explorer, Ranger, 6th (50,000), NG.
18-31% / 18 / 15 / 12 / 16 / 15.

Sun Blade, Tooled Leather Sword Scabbard, Dagger of the Dunedain (White Dwarf Magazine #26), Tooled Leather Dagger Sheath, Composite Short Bow of Speed, Leather Belt Quiver (8 Humming Bulb Arrows), Small Leather Back Quiver (36 Arrows of Distance), Light Scale, Ring of Protection +3, Earthy Brown Pakol (Soft Rounded Wool Hat), Heavy Grey Wool Baladrana with Silver Embroidery Trim (Voluminous Cloak, Large Concealing Hood, Beautiful Inch-Wide Maze-Like Hand-Stitched Pattern), Silver Good Luck Sigil Brooch, Greyish Brown Linen Shirt, Soft Leather Belt (Giant Gazelle Hide), Greyish Brown Linen Trousers, Soft Leather Boots (Giant Gazelle Hide).

Pentti (Forest Primary Terrain, Goblin Species Enemy, Boreal Owl Sacred Animal). Pentti spent some of his early years with a korred clan in the Phostwood. Half-Satyr, Seeker Song Mage, Ranger & Mage, 5th & 5th (25,000 / 25,000), NG.
15 / 17 / 15 / 16 / 15 / 15.

Staff of the Woodlands +1, Dagger of Quickness +2, Leather Dagger Sheath, Dagger of Throwing +3, Leather Dagger Sheath, Leather Sling of Seeking +2, Bronze Sling Bullets, Leather Belt Pouch, Light Scale, Ring of Protection +3, Ring of Mind Shielding, Silver Knot Brooch, Earthy Olive Green Linen Shirt, Silk Sash, Earthy Olive Green Linen Trousers, Soft Leather Boots (Wisent Hide), Five Mist Wolves.

Valdar of the Iron Hills (Worshipper of Muamman Duathal).
Hill Dwarf, Space Mariner, Fighter, 8th (206,250), NG.

18-83% / 15 / 19 / 13 / 10 / 15 [16].

Rune Knowledge, Iron-Can’t-Bite-Rune, Shield-Rune.

Great Axe Frost Brand with Gem of Retaliation, Two Axes of Hurling +3, Sash of Clangeddin Silverbeard (Bracers of the Blinding Strike), Periapt of Wound Closure, Pouch of Accessibility, Figurines of Wondrous Powers (Pair of Golden Lions), Space Mariner Garb.

Dependable and redoubtable, Amdarius is the youngest son of a great wizardly mercantile clan, the only member of the family who wanted something more that the trader’s way of life. His rich and indulgent parents did all they could to help their exceptional son. He had the very best training available, was given a Vizier’s Turban as a special friend when just a teen, and even had a small spelljammer outfitted for his personal use. He writes to them regularly and often sends odd mementos home.
Amdarius of Ginsel (Merchant Hold of Costepen) – 50 HTK (10 HTK Turban).

Human, Militant Wizard Transmuter, Mage, 10th (275,000), NG.

16 / 17 / 16 / 19 / 16 / 16.

Wild Talent Psionics, Catalytic Catamaran 19 (Spelljammer), Kinetic Control 16 (Darksun), Inertial Bubble 14 (Spelljammer), Telekinesis 13, Partial Invisibility 17 (Darksun), Control Light 19, Control Flames 15, Inertial Barrier 13, Molecular Agitation 16, Phase 15, PSP 260.

Staff of the Winds (17 Charges), Flame Tongue Battle Axe (Intelligence 13, Communication via Empathy, Neutral Good, Detect Magic 10’ Radius, Heal Once/Day), Fire Gyregam (3), Ring of Elemental Metamorphosis (Quasi-Elemental Lightning), Powder of Coagulation (16 Pinches), Vizier’s Turban (10 HTK), Peltast (Right Glove), Good Weather Cloak (Comfort Variant), Robe of the Archmagi (Ivory White), Girdle of Many Pouches, Silken Under Tunic and Silken Braies, Deerskin Boots of Carrying.

Amdarius of Ginsel has a Bronze Mosquito that is docked on the main cargo bay of the Puffin. It is outfitted with Major Helm, Bottle of Fireflies, Table of Banquets, Everbountiful Soup Kettle, Chalice of Continual Water, Tun of Ale, and Hammock of Protection.

Standard Gear: Coin Pouch (1d20 Copper Coins, 1d12 Silver Coins, 1d6 Gold Coins, 1d3 Platinum Coins), Hooded Cloak (Thick Wool, Earthy Brown, Soft Velvet Lining), Spare Clothes, Leather Backpack, Spyglass, Three Candles, Candle Lantern, Tinder Box with Flint and Steel, Small Iron Port, Whetstone, Knife, Carved Horn Spoon, Wooden Bowl, Drinking Jack, Flask of Soft Cloudy Ale, Bone Comb, Small Bronze Mirror, Tooth Cleaning Twig (Neem), Quire of Rag Paper Sheets (20 Pages) in Leather Sleeve, Silver Point, Fifty Foot Coil of Silk Rope, Woollen Winter Blanket, Small Canvas Tent Fly, Rolled Carpet (3' x 5').

Master Spell Books: These are a an eclectic collection of professionally bound tomes, loose folios in leather sleeves, papyrus scrolls, illuminated manuscripts, and wood block prints. All are filled with spell formulae, alchemical notes, herbal information, and scraps of lore. Each of the spelljamming mages onboard has also made their own notes amongst the library.

Alteration - Affect Normal Fires (1st), Alter Normal Winds (1st), Burning Hands (1st), Colour Spray (1st), Comprehend Languages (1st), Dancing Lights (1st), Frost Fingers (1st), Lasting Breath (1st), Lightning Bug (1st), Mending (1st), Otto’s Chime of Release (1st), Alter Self (2nd), Continual Light (2nd), Frostfire (2nd), Ghost Pipes (2nd), Pyrotechnics (2nd), Airbolt (3rd), Enhance Rating (3rd), Melf’s Minute Meteors (3rd), Nautical Ironwood (3rd), Wraithform (3rd), Fire Shield (4th), Otto’s Tin Soldiers (4th), Stoneskin (4th), Create Portal (5th), Pierce Magic Resistance (5th).

Conjuration/Summoning - Bluelight (0), Unlock (0), Aunty's Bath (1st), Liquid Orb (1st), Mount (1st), Prestidigitation (1st), Unseen Servant (1st), Choke (2nd), Nature Call (2nd), Nimodes' Unseen Butler (2nd), Quimby’s Enchanting Gourmet (2nd), Wall of Gloom (2nd), Serrel's Guardian (3rd), Mordenkainen’s Faithful Phantom Shield-Maidens (4th), Murlynd’s Ogre (4th), Mordenkainen’s Faithful Phantom Defenders (5th).

Divination - Read Magic (1st), Circle Dance (2nd), Locate Portal (2nd), Scry (3rd).
Enchantment/Charm - 
Emirikol's Question (1st), Friends (1st), Hypnotism (1st), Immurk’s Distraction (2nd), Pacify (2nd), Scare (2nd), Calm (3rd), Hold Person (3rd), Suggestion (3rd), Confusion (4th), Emotion (4th), Hold Monster (5th).

Illusion/Phantasm - Footfall (0), Groan (0), Moan (0), Rattle (0), Thump (0), Spook (1st), Invisibility (2nd), Spectral Force (3rd), Minor Creation (4th).

Invocation/Evocation – Creak (0), Tap (0), Whistle (0), Copy (1st), Dictation (1st), Wall of Fog (1st), Enchanted Blade (2nd), Lightning Strike (2nd), Web (2nd), Darkning Bolt (3rd), Lightning Bolt (3rd), Melf's Minute Meteors (3rd), Dream Vision (4th), Ice Storm (4th), Nystul’s Lightburst (4th), Spark Burst (4th), Wall of Electricity (4th: White Dwarf Magazine #38).

