~ Skull Island ~

Skull Island is all that remains of a once magnificent metropolis now ruinous and shrouded in jungle. What remains is just the highest point of a great sunken land.

Monumental stone carvings are scattered amid the crashing surf of the coast and hidden reefs lurk in the sea foam, waiting to tear the life out of ship and man alike. The coasts of Skull Island are shrouded in fog, as thick as any an old sea dog has ever seen. Magnetic anomalies skew compass needles and render lodestones useless.

Skull Island is filled with crumbling vine-shrouded ruins. Ancient stones cloaked in trailing moss. Waterfalls foam and tumble from towering temples. Massive slab roads now see only traffic as dinosaur trackways. At every point, ape faces leer from prehistoric carvings and sculptures.

Skull Island is a tangle of ancient twisting jungle with patches of fetid swamp and uplands of tessellated rock. Here and there is the odd scrap of forest field. The humid air is thick with countless scents, everything from the rich fruitiness of leaf litter and sodden soil to the musky odours of hidden animals and the perfumes of strange rare blossoms.

On the tallest crag of Skull Island is a high spur that features several sweeping ledges. Each an ideal natural vantage point giving stupendous views out over the island. This crag is riddled with caverns and crumbling ancient ruins. Within the largest cave are the skeletal remains of over a dozen giant apes. There is danger here too, for the caverns are used as a roost by the indigenous island mobats. Some of the damper secluded grottos here support stands of primeval Saknussem Mushrooms, some up to 30’ high.
The natives are a fell and degenerate race of man. Dark and wiry like some primeval shade. They haunt the spear shrouded slab villages that huddle behind the meagre protection of the great wall. A towering pile of volcanic stone, eons old, pierced only once by a great gate. These gloomy hamlets are filled with scattered skulls and clay smeared mummies. The people of Skull Island venerate the great apes in orgiastic rituals of blood and fire, drums and chanting, altered states and sacrifice.

Lucifer the Lightning Blue believes that the ancient and advanced civilisation of Skull Island was created by a race of exceptional Lizard-Kin or perhaps even the Yuan-ti. They worshiped giant apes as living avatars of their dark god. The dusky skinned human inhabitants of Skull Island today are the degenerate descendants of a hominid slave race used by the Lizard People. They share their ancient master’s reverence for the giant apes. What fate ultimately befell these Lizard-Kin is unknown.

The hours of darkness on Skull Island are punctuated by the roars and guttural calls of countless dinosaurs. The staccato chattering of countless unseen frogs. Strange airborne calls, maybe birds, maybe bats, maybe something else. These echoing cries are coloured by the haunting yet strangely muted calls of the indigenous night monkeys. These nocturnal primates make a notably wide variety of vocal calls - gruff grunts, resonant yaps, screams, low trills, moans, gulps, sneeze woofs, yips, and hoots.

~ Jungle and Upland Encounters ~

- Alchemy Plant (HD 1 & 1'-3' Tall)

- Choke Creeper (HD 25 & 20'-160' Long)

- Chronolily (HD 3, 50' Diameter, Only Violet)

- Mantrap (HD 4-9 & 4' Per HD)

- Giant Pitcher Plant (HD Special & 5'-8' Tall, Dragon Mag #89)

- Giant Rainbow Plant (HD 6 & 10' Trunk)

- Rock Cacti (HD 2, 1’ Ball, No Bloodsucking Types, Upland Crags Only)

- Snapper-Saw (HD 5 & 15' Across)

- Strangler (HD 6, 25' Across, Originates on the Disk World of Plata)

- Giant Sundew (HD 8 & 3'-4' High)

- Giant Venus Fly-Trap (HD Special & 15'-20' Across, Dragon Mag #89)

- Giant Blood Worm (HD 6 & 20’ Long)

- Sea Worm - Echyan (HD 5 & 12' Long)

- Volheller (HD 1/4, 1"-6" Long, Winged Louse)

- Giant Ant (Worker: HD 2 & 2’ Long / Soldier: HD 3 & 2' Long)

- Giant Ant Lion (HD 8 & 10' Long)

- Giant Ant Lion Lacewing (HD 8, 20’ Long, Flying Manoeuvrability of E)

- Giant Oil Beetle (HD 3+1 & 3' Long)

- Giant Boring Beetle (HD 5 & 9' Long)

- Giant Bumblebee (HD 6+4 & 10’ Long)

- Cave Cricket (HD 1+3 & 1’-3’ Long)

- Giant Dragonfly (HD 8+8 & 6'-8' Long)

- Giant Harvester Termites (Worker: HD 1+2 & 3' / Soldier: HD 2+2 & 4’-5')

- Aspis (Drones:  HD 6 & 6' Long) – Intelligent Tool Users

- Megalo Centipede (HD 3 & 5' Long)

- Tunnel Worm (HD 9+3 & 25’-30’ Long)

- Large Pedipalp or Whip Scorpion (HD 1+1 & 2’ Long)

- Huge Pedipalp or Whip Scorpion (HD 2+2 & 4’ Long)

- Giant Pedipalp or Whip Scorpion (HD 4+4 & 8’ Long)

- Large Scorpion (HD 2+2 & 2’ Long)

- Huge Scorpion (HD 4+4 & 4’ Long)

- Giant Scorpion (HD 5+5 & 5’-6’ Long)

- Large Solifugid or Camel Spider (HD 3+3 & 2½’ Long, Nocturnal Variety)

- Huge Solifugid or Camel Spider (HD 5+5 & 5’ Long, Nocturnal Variety)

- Giant Solifugid or Camel Spider (HD 6+6 & 10’ Long, Nocturnal Variety)

- Large Spider (HD 1+1, 2’ Across, Garden Orb Spider)

- Giant Spider (HD 3+3, 8’ Across, Golden Orb Spider)

- Giant Trap Door Spider (HD 4+4 & 12’ Across)

- Ettercap (HD 5 & 6’ Tall) – Intelligent Tool Users

- Cave Fisher (HD 3 & 7’ Long)

- Cave Moray (HD 4+4 & 6’ Long)

- Stirge (HD 1+1, 1’ Long Body, 2’-3’ Wingspan)

- Webbird (HD ½ & 1’ Wingspan)

- Flightless Bird (HD 3, 8’ Tall, Emergency Sprint, Skull Island Moa)

- Flightless Bird (HD 1, 2’ Tall, Emergency Sprint, Skull Island Kiwi)

- Gullion (HD 1, 3’ Wingspan, Mottled Blue and Silver Plumage)

- Giant Lizard (HD 3+1 & 15’ Long). These reptiles are ambush hunters with a mottled greenish hide. They have yellow underbelly and leg highlights. They surprise prey 3 in 6 if sufficient cover is available. Upland varieties have bony back ridges and thicker hides that give AC 3.

- Ringed Snake (HD 6+1, 7' Long, Bird Charmer, 5% Elder Serpent)

- Ram Python (HD 6+1, 7'-12' Long, Bird Charmer, 5% Elder Serpent)

- Saw-Edged Scaled Snake (6+1, 20' Long, Bird Charmer, 5% Elder Serpent)

- Giant Fanged Python (HD 8+1, 40'-50' Long, Dungeon Mag #15, Page 63)
- Giant Tuatara (HD 6 & 8' Long)

- Huge Bat / Mobat (HD 6 & 16' Wingspan)

- Skull Island Night Monkey (HD 1+1, 2’ Long + 2’ Tail)

- Banderlog (HD 4, 4’ Long) – Intelligent Jungle Baboons

- Tasloi (HD 1 & 2’-3’ Tall) – Intelligent Tool Users

- Anchisaurus (HD 2, 7' Long, Tail Slap = 1d6 Damage)

- Ankylosaurus (HD 9, 15' Long, Head Butt = 1d4+1 Damage)

- Camarasaurus (HD 20, 50' Long, Tail Slap = 1d6 Damage)

- Iguanodon (HD 6, 30' Long, Swim = 6”)

- Kentrosaurus (HD 11, 16' Long, Saves Against Poison at +3)

- Lambeosaurus (HD 12, 20' Long, Sharp Senses, Reduced Surprise -1)

- Massospondylus (HD 7, 18' Long, Tail Slap = 1d6 Damage)

- Pentaceratops (HD 12, 20' Long, Iron Stomach)

- Rhynchosaur (HD ¼-2, 2'-6' Long, Burrowing = 3”)

- Stegosaurus (HD 18, 25' Long, Saves Against Poison at +3)

- Styracosaurus (HD 10, 18' Long, Iron Stomach)

- Trachodon (HD 12, 30' Long, Sharp Senses, Reduced Surprise -1)

- Struthiomimus (HD 6+3, 16' Long, Rear Claws = 1d3/1d3)

- Compsognathus (HD 1-1, 18”-30” Long, Lightning Fast = Initiative @ -1)

- Dilophosaurus (HD 8+2, 20' Long, Poisonous, +2 To Hit On Plated Dinosaurs)

- Deinonychus (HD 4+1, 12' Long, Rear Claws = 2d6/2d6)

- Euparkeria (HD 1+1, 3' Tall, Thumb Claws = 1/1)

- Ornitholestes (HD 2, 6', Hand Claws = 1d3/1d3)

- Tyrannosaurus Rex (HD 18, 50' Long, Osteoderms = AC 3, Hand = 3 Claws)

- Velociraptor (HD 3+3, 6' Tall, 1” Jump)

Iron Stomach: An iron stomach allows the dinosaur to eat poisonous plants, toadstools, fungi, lichen, and just about any vegetable matter that might be remotely edible with no ill effects. Saving throws against ingested poison are at +4. If no saving throw is normally possible, the dinosaur gains a saving throw of 16.

All dinosaurs and closely related animals are hot blooded. They regulate their body temperature internally by means of their metabolism, rather than by using the temperature of their surroundings as reptiles do. As a result, they have higher activity levels and higher energy needs than cold blooded animals such as lizards and snakes. The intelligence of primitive dinosaurs is comparable to that of modern crocodiles, little more than instinct and rough cunning, more advanced dinosaurs are quite similar to modern birds such as the larger owls.
More mundane creatures run to primitive insectivorous bats (HD 1, Large Bat, 3’ long body, 6’ wingspan), woodland salamanders (8”-12” long), giant centipedes (12” long), dung beetles (6” long), damselflies (3”-6” long), subtly mottled moths (2"-3" wingspan), sand wasps (3" long), blood sucking mosquitoes (2” long), paper wasps (1" long), black flies (1" long), and biting midges (½” long). The leaf litter is alive with primitive insects and worms, with a certain variety of woodlouse being the largest at some 9”.

There are also a number of dinosaurs and related species that fall into the ‘small game’ category. All of these creatures have 1-1 Hit Dice, Armour Class 7, Move 15, 1 Attack for 1-2 Damage, and are good eating.

- Epidexipteryx (Maniraptoran Dinosaur, 10” Long)

- Mei (Troodontid Dinosaur, 20” Long)

- Mahakala (Dromaeosaurid Dinosaur, 20" Long)

- Graciliceratops (Ceratopsian Dinosaur, 25” Long)

- Juravenator (Coelurosaurian Dinosaur, 30” Long)

- Archaeopteryx (Primitive Bird, 18” Wingspan)

- Confuciusornis (Primitive Bird, 36” Wing Span)

- Nemicolopterus Crypticus (Pterosaur, 10” Wingspan)

- Pterodactylus (Pterosaur, 18” Wingspan)

- Rhamphorhynchus (Pterosaur, 36” Wingspan)

The vegetation is comprised of leafy lichens, mushrooms and toadstools, leafy liverworts (2”-6” tall), mosses (2”-8” tall), brake ferns (5”-10” tall), club mosses (1’-2’ tall), soft vegetable ferns (2’ tall), whisk ferns (3’ tall), bog rushes (3’-5’ tall), seed ferns (8’ tall), bracken ferns (8’ tall), fan palms (16’ tall), bamboo palms (20’ tall), travellers palms (25’ tall), cycads (6’-30’ tall), sago palms (30’-35’ tall), tree ferns (60’ tall), bamboo groves (75’ tall), horse tails (8’-90’ tall), scale trees (95’ tall), wollemi pines (130' tall), ginkgo trees (160’ tall), giant magnolia trees (200' tall), and conifers.

- Umbrella Pine





90’ Tall

- Monkey-Puzzle Tree


135’ Tall

- Blue Kauri






150’ Tall

- Dawn Redwood





150’ Tall

- Norfolk Island Pine


200’ Tall

Lucifer the Lightning Blue has seeded and expanded the tangled jungles of Skull Island with additional plants. These run to felamour (4” tall), sea-grape (25’ tall), phost trees (50’ tall), pond cypress (60’ tall), jackfruit trees (60’-70' tall), breadfruit trees (70’-80’ tall), hog plum trees (80’ tall), coconut palms (90’ tall), river sheoaks (100’ tall), sea almond trees (110’ tall), mahogany (110' tall), teak (120’ tall), swamp cypress (130’ tall), dabai (canarium nut tree) (150' tall), and durian trees (130’-160’ tall).

Lesser flora forms a tangled network amongst the taller plants. Countless lianas, various climbing ferns (Lygodium), innumerable air plants (Tillandsia), and masses of Spanish moss dominate, but there are also patches of bottle gourd and wild grape. Lucifer the Lightning Blue added sweet granadilla (Passiflora Ligularis) and monkey vine (Parsonsia Straminea). This exuberant plant life provides arboreal animals with ready pathways across the steaming jungles and considerable concealment.

~ Swamp and Waterway Encounters ~

- Giant Bladderwort (HD 8 & 50' Stem)

- Giant Butterwort (HD 5 & 6' Rosette)

- Giant Rainbow Plant (HD 6 & 10' Trunk)

- Strangler (HD 6, 25' Across, Aquatic Variant)

- Giant Waterwheel Plant (HD 5 & 20’ Stem)

- Sea Worm - Echyan (HD 5 & 12' Long)

- Seastar (HD 1 & 4' Across, Dragon Mag #89)

- Giant Dragonfly Larva (HD 7+2 & 4'-6' Long)

- Giant Diving Beetle – Adult (HD 4 & 5’-6' Long)

- Giant Diving Beetle – Larva (HD 2 & 4' Long)

- Giant Water Spider (HD 3+3 & 8’ Across)

- Pygmy Verme (HD 9+9 & 25’-40’ Long)

- Bichir (HD 5-7 HD & 9'-12' Long, Dragon Mag #89)

- Flailtail (HD 3+3 & 5' Across, Dragon Mag #89)

- Electric Eel (HD 2 & 9' Long)

- Weed Eel (HD 1-1 & 6' Long)

- Giant Crayfish (HD 4+4 & 8' Long)

- Eogyrinus (HD 4 & 15' Long)

- Eryops (HD 4 & 5' Long)

- Cacops (HD 2 & 3' Long)

- Tanystropheus (HD 6+6, 30'-40' Long)

In the waters there are water fleas (up to 1”), clam shrimp (1” long), freshwater mussels (2” across), water striders (2” long), tadpole shrimp (3” long), water scorpions (3”-6” long), giant water bugs (6” long), freshwater snails (9” across), axolotl (2’-3’ long), black arowana (3' Long), silver arowana (3' Long), snake neck turtles (3’ carapace), Queensland lungfish (5' long), giant salamanders (6’ long), and arapaima (6'-15' Long). In these warm waters one can also find soft water weeds and giant water lilies (7' diameter pads). Triadobatrachus, a primitive frog some 8”-12” long, is common along the smaller water ways.

Lucifer the Lightning Blue has seeded the damp and shady waterways with various modern plants including dozens of reed species, an assortment of cattails, and even bulrushes. Along with wild rice, taro, watercress, water pepper, water spinach, and lotus.

The pygmy verme is somewhat similar in appearance to a giant catfish, except that it has an armoured head, large body scales, and numerous savage teeth. Overall all it is a darkly mottled greenish brown. AC 3 = Head / 5 = Body; Move //18; HD 9+9; THAC0 11; Attacks 1; Damage 3d4+2; Speed +12; Adapted for Shallow Water, Swallow Whole Any Prey 6’ or Less, Capsize Small Watercraft, Edged Weapons Inflict Only 1 Point of Damage Per Blow, Half or No Damage from Fire, Superior Sense of Smell, Good Electro-Sense; Animal Intelligent; ML 15; Neutral; 25’-40’ Long.

~ Ocean Encounters ~

- Anomalocaris (HD 12 & 80' Long)

- Sanctacaris (HD 7 & 15' Long)

- Marrella (HD 8 & 12' Long)

- Sea Worm - Echyan (HD 5 & 12' Long)

- Giant Sea Anemone (HD 7 & 8' Diameter)

- Leanchoilia (HD 5 & 8' Long)

- Giant Clam (HD 3+3 & 6' Diameter Shell)

- Giant Deep Water Clam (HD 5+5 & 6’ Across)(Polar Regions Only)

- Eurypterid (HD 3, 6' Long, Sea Scorpion)

- Amiskwia (HD 3 & 5' Long )

- Yellow Urchin (HD 4+2 & 3' Across)

- Green Urchin (HD 2+1 & 3' Across)

- Wiwaxia (HD 2 & 3' Long)

- Seastar (HD 1 & 4' Across, Dragon Mag #89)

- Orthocone (HD 8, 9'-12' Long, Eight Armed Species with Straight Shell, Armoured Shell Over Soft Body = AC 3, Tentacles = AC 7, Details As Per Giant Octopus)

- Puddingfish (HD 9, 20+' Long, Giant Jellyfish)

- Dinichthys (HD 10, 25' Long, Saves Against Poison at +3)

- Masher (HD 8, 12’-15’ Long, Immune to Anemone Venom)

- Kalothagh (HD 4+4, 12’ Long, Also Called Prickleback)

- Frilled Shark (HD 8 & 7’ Long)

- Barracuda (HD 1-3, Up To 7’ Long)

- Electric Ray (HD 2+4 & 6’ Long)

- Weed Eel (HD 1-1 & 6' Long)

- Giant Porcupine Fish (HD 1, 2'-3' Long)

- Agnath (HD ½, 1' Long, Electric Variant)

- Armoured Predatory Fish (HD ½ & 1' Long)

- Locathah (HD Varies, 5’ Tall, Intelligent Tool Users)
- Archelon (HD 7, 12' Shell)

- Ichthyosaur (HD 5-6, 11'-15' Long, Triassic Variety, Cymbospondylus)

- Poisonous Sea Snake (HD 4+2, 6' Long, Light Blue Variety)

- Elasmosaurus (HD 15, 50' Long)

- Tanystropheus (HD 6+6, 30'-40' Long)

The mineral laden shallow tropical seas abound with primordial plankton. On the sea floor and in the inter-tidal zones there is a profusion of tendrilous seaweeds (red algae, green algae, and brown algae), a dazzling variety of glassy sponges, colourful soft corals, moon jellyfish, brine shrimp (2”-3” long), horseshoe shrimp (3”-5” long), hooded shrimp (6” long), coat-of-mail snails (6”-12” long), yeti crabs (8”-12” long), pipis (10”-15” across), scaled worms (12” long & 6” across), trilobites (mostly under 1’ long), thorny oysters (up to 1’ across), saddle oysters (up to 1’ across), cunjevoi (1’-2’ tall), mudskippers (1’-3’ long), sea spiders (3’ across), armoured gurnards (up to 3’ long), horseshoe crabs (3’-5’ long), and lancetfish (7' Long). The warm seas and the brackish river deltas are also home to 9” cleaner shrimp.

~ The Leafy Sea Dragon Breeds of Lucifer the Lightning Blue ~

The leafy sea dragon is a floating seaweed camouflaged bony fish, closely related to the giant sea horse, which inhabits many diverse regions of the sea. Although it prefers coral reefs. They propel themselves sedately through the water via two transparent fins - a pectoral fin on the ridge of the neck and a dorsal fin on the back towards to the end of the tail.
AC 7; Move //21; HD 4; THAC0 17; Attacks 1; Damage 2d4; Speed +6; Constriction, Camouflage, Highly Manoeuvrable, Superior Infravision, Acute Senses; Semi-Intelligent; ML 10; Neutral; 12’ Long.

On the small rocky planetoid that is the resting place of Skull Island, Lucifer the Lightning Blue has created a diverse collection of undersea creatures all based upon the leafy sea dragon. They eat only zooplankton.
Heightened Senses Sea Dragon:

This variety of sea dragon possesses increased sensitivity to scent, taste, and touch cues. They can also sense and pinpoint sources of heat and radiation. They cannot be surprised without magical means.

Photosynthetic Sea Dragon:

These vivid green creatures have a symbiotic relationship with a class of algae. This allows the Sea Dragon to produce its own food given sunlight. It may also heal lost hit points four times as fast as normal if it spends most its time basking in the warm sunlight shallows and just drifting with the currents. These creatures suffer 1 extra point of damage per die from heat and cold based attacks. They are sluggish in conditions of darkness and move at half normal speed.

Armoured Sea Dragon:

This variety of sea dragon is protected by an articulated exoskeleton made of keratin in combination with chitin. This mottled greenish blue casing reduces all damage done to the sea dragon by half and raises its armour class to 3. This thick outer covering is cumbersome however and it reduces the sea dragon to a movement rate of //16.

Electric Sea Dragon:

This variety of sea dragon has additional modified musculature systems and can generate electricity in much the same way as an electric eel. It can discharge this electricity once per turn. This jolt inflicts 3d6 damage to anything in contact with the Sea Dragon. Anything within a 5' radius takes 2d6 damage. Anything within a 10' radius takes 1d6 damage.

Unless victims of the electrical jolt make a successful saving throw against paralysis, they will be stunned and helpless for a number of rounds equal to the points of damage sustained. Saving throws at 5’ feet are made at +l, and at 10’ at +2. Note that a successful save does not reduce damage by half, but merely negates stunning.

These sea dragons are immune to all forms of electrical attack and affect.

~ Echoes of King Kong ~

At dawn and dusk, a great shadowy gorilla can be glimpsed moving about Skull Island. Over 25’ tall, this savage primate has fur as dark as midnight with gleaming ivory fangs. An eerie blue radiance dances in the dark eyes of the great beast.

This great ape is not a living creature nor is it undead. It is a magical force crafted by Lucifer the Lightning Blue. It has AC -3 and a movement rate of 39. It is incorporeal and able to pass through solid barriers. It can attack gaseous creatures and creatures in the ethereal plane, as well as those normally only struck by +3 weapons.

It can lash out with savage attacks 3 times per round with a THAC0 of 8. It can punch or smash with hands and/or feet twice a round for 2-16 damage each. It’s bite inflicts 2-20 damage. Victims of these attacks feel an electrical tingle as the shadowy blows strike home. This eerie static jolt has no game effect as such.

The great ape can roar at will with deadly force, treat this as a Shout spell. Once per day it can roar with an effect equal to a Great Shout spell.

The shadowy beast has 78 HTK and regenerates 1-12 points per round.

The great ape cannot be charmed, turned, repelled, blinded, confused, or tricked with illusion/phantasm magic. It has 78% uniform magic resistance and requires +1 or better weapons to hit it.

In additional to the normal range of human senses, the shadowy beast has 120’ infravision and 90’ ultravision. It also has constant Wizard Sight and constant Sea Sight.

Anyone catching sight of the great ape receives the beneficial benefits of Cure Moderate Wounds, Cure Disease, and Repair Injury. If the shadowy beast meets the gaze of another living creature, then that being is affected by Eyebite - Fear.

All wizard spells have a casting level of 39th and all priest spells have a casting level of 6th. They are considered innate powers and do not require material components.

The great ape avoids the spear shrouded slab villages that huddle behind the meagre protection of the great wall. Although it can be lured there under the right circumstances and will pursue fleeing foes there with wild abandon.

This great shadowy beast attacks all explorers and adventures with a fierce bestial fury. It will do all it can to slay spelljammer survivors, smash boats, and destroy campsites. It is in all ways as fierce and furious as a thunderstorm.

~ Native Peoples ~

The native peoples of Skull Island are lean, muscular, and tough as whipcord. With dusky brown hides like oiled kid leather and wild hair, they are a savage and shocking race. Sharp eyes tinged with red, as if washed with blood. Artistic scarification, body piercing, and bone jewellery is all part of the culture.
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Lawful Evil.

Special Abilities: Move 12; Dusky Hide Adds +05% Hide in Shadows; Tropical Health (+1 On All Saves Against Poison & Disease); Tough (Gains One Additional HTK Per Die); Increased Chance (1 in 6 Better) to Surprise Opponents in the Wilderness; +10% Move Silently & Hide in Shadows in Wilderness Areas; -5% On All Thief Skills in Urban Areas.

Pick Pockets: 20%, Open Locks: 15%, Work Traps: 05%, Move Silently: 65%, Hide in Shadows: 60%, Detect Noise: 15%, Climb Walls: 95%, Read Languages: 0%.

Wild Talent Psionics: Nil.

Spells: Nil.

Saves: Paralysation, Poison, Death Magic 13; Rod, Staff, Wand 14; Petrification, Polymorph 12; Breath Weapon 16; Spell 15.

Experience: 3,000 (Thief / Scout) (+10% X.P. Bonus).

Spear (1), War Club (1), Alertness (0) 13, Animal Lore (1) 10, Direction Sense (0) 13, Jumping (1) 15, Observation (1) 10, Rope Use (1) 16, Swimming (1) 15, Tracking (0) 12.

Spear:

+0 Hit & +0 Damage, 1/1, 1-6 Damage, Speed 6, THAC0 19.

Club:


+0 Hit & +0 Damage, 1/1, 2-7 Damage, Speed 7, THAC0 19.

Barbed Spear (Fire-Hardened Wood), War Club (Fire-Hardened Wood and Shark Teeth), Bone Dagger, Upper Arm Sheath, Native Rope (30’ Coil), Vaulting Pole (36’), Herbal Fish Poisons, Dried Fish, Preserved Fungus, Bone Jewellery, Pounded Bark Loin Cloth.

~ Skull Island Info ~

Lucifer the Lightning Blue saved Skull Island as it was about to suffer a massive earthquake that would have tumbled it beneath the waves. He relocated the entire island to a 350 mile diameter rocky asteroid (Size C Body, Elliptical, Earth World, Nickel-Iron Core, Olivine Mantle, Basaltic Crust) in The Grinder of Grey Space. Aside from Skull Island this rocky asteroid has numerous low sandy cays amid sweeping shallow seas.

This asteroid has an orbiting moon too. It has a diameter of some 80 miles, and is composed of a large rocky core laced with metals and a soft almost peaty outer shell. This moon is a cold and misty place. It has phases, from full moon to new moon and back to full moon again, which take 30 days to complete. The mystical influence of this moon causes gentle tides in the asteroidal oceans far below. It seems to be something of an unfinished project and may well have been intended to be an ice age realm.
An artfully sculptured pale blue glass Chamrol (Dragon Mag #174) figurine of some hundred feet tall rests at the heart of the deepest ravine on the moonlet. Glassteel enchantments have turned this several ton sculpture into a hard and resilient material with AC 1. Permanent variants of Globe of Invulnerability, Invulnerability To Normal Weapons, and Invulnerability To Magical Weapons further armour the sculpture. A pleasant seawater green Beljuril sphere has been embedded in the centre of the glassy mass. One per turn this objet d'art creates a Wall of Fog at the 39th level of ability. The duration of one misty swirl is such that it overlaps with the next, thus producing a continuous flood of obscuring mist throughout the ravine. Over the years, this has acted to create a breathable atmosphere on the moonlet.

The landscapes of this moon are dominated by vast peat bogs with some small forests that flourish along crumbling ridges strewn with weatherworn sedimentary boulders. Here and there the odd shallow lake may be found. Duckweed, water cabbage, watercress, horsetails, various sedges, and thick beds of reeds cover some eighty percent of the moon. Black Spruce-&-Larch Forests cloak the ridges at the bog margins. Higher and somewhat drier areas support Beech-&-Maple Forests. Damp hollows hold scattered groves of Maple, Cedar, and Hemlock. The herb layer runs to Tall Manna Grass, Alpine Cotton Grass, Field Pennycress, Bristle Dock, Creeping Woodsorrel, Marsh Dandelion, Nasturtium, Downy Goldenrod, Flat-Topped Hawkweed, Rough Avens, Sticky Everlasting, White-Fringed Orchid, Vanilla Lily, Yam Daisy, Muntaberry, Parsley Fern, Field Mushroom, Oyster Mushroom, and Reindeer Lichen.
Animals that can be found run to Horseshoe Bat, Burrowing Parakeet, Night Parrot, Mesohippus, Dampwood Termite, Carpenter Ant, Green Bottle Fly, Red Dwarf Honey Bee, and Garden Orb Weaving Spider. The only other creatures are assorted moths, flower chafers, various water bugs, and small bony fish.

Also in orbit about the rocky asteroid is a Drolem (160 HTK) formed from the body of a fang dragon with the wings of a blue dragon and the bright blue eyes of a sand dragon. Lucifer the Lighting Blue created this highly enchanted golem as the main guardian of the rocky planetoid. In addition to the usual powers of such a creature, this Drolem regenerates at 1 HTK Per Round, it can detect magic (60') & detect undead (450'), has infravision & ultravision (as spells), and fear (60’ long cone from tip of snout, 30’ diameter end, 5’ diameter base).
The rocky asteroid Skull Island rests upon is protected by several advanced magical enchantments crafted years ago by Lucifer the Lightning Blue. There is a permanent programmed illusion cloaking the entire rock that gives it the appearance of a void world when viewed from space. It is a barren and airless waste of sluggish lava flows and slowly collapsing lava tubes.
A vast ‘bubble’ of invisible magical energy also surrounds the entire asteroid. Just beyond the atmosphere. This is an interlocking abjuration field. It has the combined effects of Non-Detection, Protection from Evil, Ethereal Barrier, Proof from Teleportation, Otiluke’s Dispelling Screen, Greater Malison, Lower Resistance, Otto’s Tones of Forgetfulness, Zala’s Disruption, Emotion (Hopelessness), Chaos, Wood Rot, and Destroy Minor Helm.

Ball Lightning, as per the piratical spell of the same name, tends to dance throughout this abjuration field much like a heat shimmer. Anything near the field has a 1 in 6 chance of encountering this eclectic electricity per round. If so, 7 balls of lightning will strike the individual or ship.

The rocky asteroid spins slowly and has a 25 hour day with regard to the fire body Liga. The year is some twenty-four months long, although this goes unnoticed by most denizens of Skull Island. The cloying climate is tropical throughout and there are no really noticeable seasons. The prevailing conditions are hot and cloudy with light winds. In the afternoons rolling thunderstorms bring an hour or so of heavy rainfall and moderate winds.

Those managing to reach the surface of the asteroid, usually after a fiery fall from space in a disabled spelljammer, find that the entire planetoid is under the permanent effect of a variant distance distortion spell. This astounding enchantment doubles the asteroids size to some 700 miles, but only to those who are upon the surface.
The rocky planetoid is strongly tied to the Quasi-Plane of Mineral, and it is not uncommon to encounter a handful of Glomus or even a swarm of Shards out over the warm ocean waves at dusk and dawn.

Skull Island is roughly 60 miles across and rests upon a solid foundation of granite rock. The outlying reefs are also reinforced with thick slabs of granitic rock. Lucifer the Lightning Blue ensured that the underlying geological structures are as strong and resilient as possible.

There are now over a score of small islands surrounding Skull Island. Each of these has broad sandy beaches, steaming jungles, and a crag of lustrous reddish-bronze magnetic pyrite at the centre. They range in size from 18 miles across to 30 miles across. All of these scattered islands are home to significant populations of Rockhome Lizards (HD 3, 9' Tall, Pale Green, Nocturnal Forest Variety) and Anurognathus (Small Pterosaur).

Just to the south-east of Skull Island a mammoth flat-topped granite upland rises sharply from the seas. Looking for all the world like ‘The Lost World’ (El Mundo Perdido) with Professor George Edward Challenger from the writings of Sir Arthur Conan Doyle. Savage vertical cliffs some 250’ high plunge into the foaming surf. At the closest point to Skull Island there are long sandbars that give onto a slopping shingle beach and narrow ravine above that provide hard access to the peaks for a few hours at low tide. This rugged plateau landscape of some 100 miles across is all forest field.
This tableland of hard rock and tough vegetation is criss-crossed in many places by shallow ravines with tumbling streams nestled in their stony hearts. These gullies are choked with jungle and provide some refuge from the larger animals of the island. This upland is briefly linked to Skull Island at low tide by a series of interconnected sandbars and shingle beach.

At the north and south poles of this small and rocky world are weak links to the para-elemental plane of steam. These links are underwater, some 350’ down and almost on the sea floor. Surrounding these portals are sweeping beds of giant deep water clams, each of these unusual creatures has 5+5 hit dice and is some 6’ across. See Dragon Magazine #190 for more information on these clams. These archaic molluscs are only found in these two polar locations. Here too one finds several deep undersea canyons teaming with odd lifeforms found nowhere else on the planetoid – sea cucumbers (1'-3' long), sea hares (3’ long), various comb jellies (2’-5’ across), sea pens (6' tall), sea lilies (15’ long), and thick algal mats.

All of the low sandy cays have an uncomplicated plant ecology of sea oats, hairy beach spinifex, sand couch, knotgrass, goat's foot, golden samphire, prickly glasswort, and pig face. Although tough and salty, many parts of these plants can be eaten if properly cooked. Years of drift seeds have added stands of hog plum, coconut palm, and sea almond.

There are no active volcanoes on the asteroid, although some areas of Skull Island and the surrounding isles do support the occassional small complex of boiling mud pools and a variety of hot springs. There are also a few tar pits near these rare geologically active areas.

The interaction of the hot dense nickel-iron core with the semi-liquid olivine mantle, and overlaying basaltic crust produces a significant magnetic field about the asteroid, with dazzling aurorally displays quite common near the poles.

~ Unique Encounters ~

Skull Island is the lair of a Gakarak (98 HTK, Creature Catalogue). It lurks within the ancient twisting jungles and its presence adds significantly to the brooding malevolence of the shadowy isle. It can engage in the Brewing of Potions and Ointments as a 16th Level Mystic (Forgotten Realms - Faiths & Avatars). The Gakarak is also a Sage. Major Field = Flora. Special Categories = Flowers, Fungi, Herbs, Mosses & Ferns. Minor Fields = Fauna and Supernatural & Unusual. It can cast the following spells, at the 16th level of ability, once per day each. Nectar, Mushroom Spore Cloud (Obscurement Variant), Snapdragon, Needlestorm, Thornwrack, Conjure Plants (Conjure Animals Variant).

A small herd of six Brontosaurus haunt the northern areas of Skull Island. They are all that remain of a larger herd decimated by accidental involvement with the crew of the SS Venture. AC 5; Move 6; HD 30; THAC0 5; Attacks 2; Damage * (* = Tail Whip 1d6, Bite 3d6, Stomp 4d10, Two Leg Stomp 5d10); Speed +12; Good Sight, Good Hearing, Good Sense of Smell; Animal Intelligent; ML 12 - Steady; Neutral; 65’-70’ Long.

A small pack of three Utahraptors haunt the upland areas of Skull Island. They are all that remain of a larger pack decimated by accidental involvement with the crew of the SS Venture. AC 2; Move 21; HD 8+2; THAC0 13; Attacks 3 or 5; Damage * (* = Bite 4d4, Fore Claws 2d3, Rear Claws 4d6); Speed +9; Jump Charge @ +2 On Attack Rolls with All Five Attacks, Superior Sight, Good Sense of Smell; Animal Intelligent; ML 13 - Elite; Neutral; 24’ Long.

The sultry atmosphere is scattered with Cerebral Parasite spores. Some 2-8 will hatch within 2-5 rounds of encountering a psionically active creature.

As one of his lesser experiments, Lucifer the Lightning Blue seeded six of the lesser isles near Skull Island with a handful of Carnivorous Apes and Gigantopithecus. Currently the Carnivorous Apes have formed six stable family clans, each with roughly a dozen individuals. Currently the Gigantopithecus have formed six family bands, each with one dominant male and some twenty female mates with young. All of these islands are briefly linked together by sandbars at low tide and the diverse apes coexist well.
On one sandy cay, a strange reddish brown lizard statue stands at the high tide line. Some 25' long, it is exquisitely detailed and savage. Oddly, a smoky odour hangs about it. This beast is actually a solidified Gargantua Lava Liard. How it came to be here, so far from any source of volcanic heat is a mystery.

In the depths of the night, the beaches of Skull Island and the outlying quays are magically marked by giant gorilla footprints and odd calls are heard. This is caused by a minor enchantment of Lucifer the Lightning Blue.

At the exact centre of the immense flat-topped granite upland stands a flourishing grove of Whispering Pines (Dragon Mag #119). A vast tent-like structure has been erected amidst the pines. Yellowing dinosaur bones of the largest size form the supports and taughtly stretched hides provide the fabric of the structure. Spider webs festoon the entire area, some intricate orbs webs, others just sheets of confusing cobwebs.
Within all is dark and shadowy. Anyone entering will find a confusing and maze-like interior, interspersed with tree trunks and slanting bone supports, rooms and chambers come and go as the reclusive lich that dwells here pursues his various experiments and odd interests.
However, there are a few core rooms that do not change and are always well maintained. These run to a Great Hall, a Shrine to Llerg, an Exotic Alchemist’s Workshop, Liquid Store (Acids, Poisons, Oils, Bloods, Ichors, Mysterious Liquid Substances in Vials), Conjuring Court, Trophy Room and Animal Museum, Immense Musty Library, Gloomy Meditation Chamber, Cluttered Study, Tidy Solar (Viking Long House Style), Various Storage Rooms, a Breezy Crypt with Wight Slaves (One Lady, Ten Knights, Five Squires), Dog Kennels (Twelve Ju Ju Zombie Dogs), and Stables (Sixteen Ghost Mounts).

This labyrinthine citadel has various wandering undead, all are the slaves of the lich. There are various phantoms, lost spirits with minor powers, shattered ghosts, haunting spectres, coffer corpses, a troupe of devious Bloody Bones (Dragon Mag #138), and even some deadly Walking Dead (Dragon Mag #138). These are the remnants of various spelljammer crews, usually pirates and similar unsavoury types.

Some 13 Juju Zombies act as guardsmen. These are old slaves and all have been enchanted with Embalm just after death. Each has 36 HTK and is armed with a loaded heavy crossbow coated with Type E Poison. They will fire the crossbow and then close for melee. They have been instructed to kill all intruders and the lich regards then as convent skirmishers.
The Wight Lady (AC 3, HD 6, HTK 40) is garbed in tattered finery and corroded ring mail. There is a broad sword at her waist in a mouldering scabbard. The Wight Knights are garbed in rotting studded leathers. The Wight Squires are garbed in malodorous leathers. They can all ride the nearby ghost mounts if so ordered by the lich, and when doing so they each go armed with a javelin of icy bone (Variant Permanent Arrow of Bone).

Defender Long Sword +3, this ancient weapon is formed of crystalsteel with the grip and cross-guard crafted from behir ivory and electrum. The end cap is formed from gleaming mithril in the form of a coiling alligator. Tightly grasped in the beast’s jaws is a brilliant deep blue carbuncle. This amazing yet functional weapon is the phylactery of the shadowy lich.
The deadly webs are hunting ground and lair for a whole host of dangerous arachnids. Here one may encounter – Two Ettercaps, Three Giant Black Widow Spiders, Twelve Huge Watch Spiders, Sixteen Huge Wood Spiders, and Twenty Large Spiders. At the centre of the tangled webs, there is also an inky black Undead Gargantuan Whispering Spider, currently ensorcelled with Embalm and Animate Dead, one day soon the lich plans to transform it into a powerful undead spider golem. Currently, it is almost mindless, but can still fight with deadly affect and can cast Spider Strand at will.
These days, the lich has only a handful of ‘living’ henchmen remaining.

Aeronwen of the Celadon Forest - Female ½ Elf – 17 - 15 - 16 - 15 - 18 – 18.
Fighter 6th / Priestess of Llerg 6th – Crusader. If slain, becomes a Lidevic.
1st - 5, 2nd - 5, 3rd - 3. Major – All, Animal, Combat, Elemental (Earth), Healing, Necromantic, Plant, Travellers. Minor – Chaos, Elemental (Fire), Time, Weather.

Bastard Sword +2, Exceptional Quality Battle Axe, Exceptional Quality Composite Long Bow, 2 Dozen Sheaf Arrows, Hardened Leather Back Quiver, Bar Mail +1, Iron Cap with Mail Coif, Potion of Extra Healing, Scroll of Protection from Undead.

Madara of the Celadon Forest - Female ½ Elf - 16 - 16 - 11 - 14 - 16 – 14.
Fighter 6th / Priestess of Llerg 6th - Crusader. If slain, becomes a Lidevic.
1st - 5, 2nd - 5, 3rd - 2. Major – All, Animal, Combat, Elemental (Earth), Healing, Necromantic, Plant, Travellers. Minor – Chaos, Elemental (Fire), Time, Weather.

Exceptional Quality Bastard Sword, Exceptional Quality Battle Axe, Dagger +2, Exceptional Quality Composite Long Bow, 2 Dozen Sheaf Arrows, Hardened Leather Back Quiver, Bar Mail, Iron Cap with Mail Coif.

Naomh of the Celadon Forest - Female ½ Elf - 15 - 20 - 15 - 09 - 08 – 11.
Fighter 6th / Thief 6th - Shadowblade. If slain, becomes a Desert Wraith.
Exceptional Quality Bastard Sword, Exceptional Quality Battle Axe, Exceptional Quality Composite Long Bow, 2 Dozen Sheaf Arrows, Hardened Leather Back Quiver, Leather Armour +3, Leather Helm, Boots of Speed, Keoghtom's Ointment (1 Full Jar).

Polona of the Celadon Forest – Female ½ Elf - 16 - 16 - 16 - 13 - 12 – 16.
Fighter 6th / Thief 6th - Military Scout. If slain, becomes a Desert Wraith.

Bastard Sword +2, Exceptional Quality Battle Axe, Exceptional Quality Composite Long Bow, 2 Dozen Sheaf Arrows, Hardened Leather Back Quiver, Leather Armour +2, Leather Helm, Cloak and Boots of Elvenkind.

Belazs of Loftwood (Follower of Vatun) is a lithe and wiry half-dryad (Hawthorn Dryad & Grugach Elf) with sensational looks, cascading wavy emerald green hair and vivid green eyes like Shou Lung Emerald. In autumn her glorious shimmering hair gains red and gold highlights, and in winter it is tinged with silver – like a dusting of hoar frost. She is a 7th Fighter and 9th Skald Bard. 18-26% – 18 – 15 – 18 – 16 – 17. Belazs has an Adult Shadow Drake as her familiar. If slain, becomes a Soul Beckoner.
Spells: 3 - 1st, 3 - 2nd, 2 - 3rd. Dancing Lights, Mending, Wall of Fog, Alter Self, Ghost Pipes, Spark Shower, Instant Audience, Wraithform.

Long Bow +1, Eight Flight Arrows, Hip-Quiver, Axe of Hurling +2, Battle Axe +1, Gauntlets of Shadowy Translucent Leather (Shadow Dragon Hide, Vampiric Touch, One Per Day Each, Casting Level 12th), Horn of Valhalla (Bronze), Pipes of Haunting, Århus Style Bone Flute, Gemshorn, Folding Boat (Sturdy Faering & Small Knarr), Ring of Mind Shielding, Ring of Protection (AC +3 & Saves +3 in 5' Radius), Large Round Shield, Chain Hauberk, Cap with Nasal.

Olvir Skull-Splitter of the Timberway Forest (Frost Barbarian of Llerg) is a barbaric and wild fellow, all bristly beard and coarse red hair. Swarthy and stocky, if not for his height, he could pass as a fire giant. He is an 8th Viking Berserker. 18-89% - 17 – 18 – 13 – 16 – 15. Olvir has drunk of frost linnorm blood = Regenerates at 1 HTK a Round and Invisibility to Animals.
Spear +2 (Giant Slayer), Battle Axe +3 (Frost Brand), Broad Sword +1, Seax +1, Large Round Shield +3, Double Mail +2, Gjermundbu Helm (Close-Faced), Ring of Free Action, Talisman Servant (Gladiator - Dragon Mag #242).

All of this is the domain of Weslocke Hockerbrecht, a half-elf lich and worshipper of Llerg. He is the offspring of a Duchy of Urnst Backwoodsman and a Celadon Forest Sylvan Elf. Weslocke is of neutral alignment with evil tendencies. He dislikes fire, but this is not yet a phobia. These days, parchment dry skin hugs his hard bones and turns his face into a living skull with dark eyes, hollow cheeks, and a lipless mouth. A wispy yellowing beard clings to his pointy chin. He employs many and varied varieties of lesser undead, homunculi, constructs, and golems. Especially the Wood Golem (Dragon Mag # 119), for which he favours oak trents or quickwoods, and the deadly Necrophidius. Weslocke spends most of his time compiling a bestiary of all the exotic creatures of the Skull Island Asteroid.

16th Conjurer / 18th Cleric @ Arcanist - 19 – 18 – 17 – 20 – 20 – 19.
Wizard Spells: 6 - 1st, 6 - 2nd, 6 - 3rd, 6 - 4th, 6 - 5th, 4 - 6th, 3 - 7th, 2 - 8th. 1st – Animate Wood, Command Undead, Comprehend Languages, Dancing Lights, Liquid Orb, Summon Undead. 2nd – Choke, Dancing Shadows, Embalm, Glitterdust, Summon Swarm, Wall of Gloom. 3rd - Dispel Magic, Ghost Armour (Add Invisible Mail HTK), Revenance, Serrel's Guardian, Shadow Blink, Shadow Cloak. 4th - Murlynd's Ogre, Gaseous Form, Spider Shape, Unburn, Vampire Mist (x2). 5th - Animate Dead, Benz-Al-Tok's Retaliatory Strike, Ironguard, Spidercloak Armour, Summon Shadow, Wall of Bones. 6th - Arrow of Bone, Bloodstone's Spectral Steed, Conjure Animals, Summon Spider. 7th - Amorphous Blob, Seven-Eyes, Finger of Death. 8th – Symbol, Unlife.

Clerical Spells - 22 @ 1st, 22 @ 2nd, 18 @ 3rd, 11 @ 4th, 6 @ 5th, 4 @ 6th, 2 @ 7th. Major – All, Animal, Combat, Elemental (Earth), Healing, Necromantic, Plant, Travellers. Minor – Chaos, Elemental (Fire), Time, Weather.

Cloak of Arachnida (Inky Black Silk), Necklace of Cave Bear Teeth, Wrist Guards of Jaculi Skin (Opalescent Green and Brown), Girdle of Many Pouches (Green Dragon Hide), Skirt of Alligator Leather, Laced Sandals of Jungle Behir Belly Leather (Coppery Green) (Improved Featherfoot at Will), Ring of Protection (AC +4 & Saves +2), Ring of Wizardry (Doubles 1st- Through 3rd- Level Spells, Clerical Variant, Tied to Llerg), Trumpet of Doom, Bastard Sword of Dancing, Bastard Sword +3 (Frost Brand), Large Crypt Cat Familiar.

On a remote equatorial cay rests a wave washed ruin, half buried in the coastal sands. It is a towering structure of seasoned and enchanted rare woods (Bronzewood, Hornwood, Usk, Duskwood, Weirwood, Zalantar) that resembles a giant marine cuttlefish. Expertly carved and constructed, it is a vessel of great and enduring beauty. This forlorn relic is the now ruinous remains of a once magnificent Cuttle Command. The reason for its landing, and the fate of the crew, are now lost in the mists of time.

On Deck 1, in the Captain's Private Quarters is a fierce and hard-bitten humanoid badger just over a yard-and-a-half tall engulfed in a shimmering silvery white field of force, this creature is completely frozen and immobilised. In its paws is an open book covered in a tough and leathery membrane of an ice blue hue (*). The creature is garbed in brigandine armour with iron cap and rounded medium shield. It is armed with a morning star and long sword.

In the ruins of the NCO's Quarters on Deck 5 there is a small wrought yellow gold coffer studded with rubies (3,500 gps value). It has been sealed with trent resin. Within is a Wand of Frost (78 Charges) and a Wizard Scroll (Chain Lightning & Ice Swarm {Reversal of Meteor Swarm}, 25th Casting Level).

Pausing and gazing up at the amazing sight of the grounded spelljammer, you marvel at the perfect proportions and expert crafting. As you gaze up in awe, a piece of carefully folded fine parchment tumbles across the beach, driven by an errant sea breeze. If unfolded, a highly detailed drawing of an armed and armoured derro with curling moustache is revealed. This is an enchanted item, Parchment of Monster Holding VII.’ The word ‘Gottri Flayer of Foes’ is scrawled on the back in dried blood.

In the foaming surf on one sandy cay is a charred and broken Heavy Hammership. All of the siege weapons and rigging has been destroyed and the ship will never fly again. The Aurak Draconian Captain died on the Helm and the handful of Minotaur Officers also perished in the fiery crashlanding.

Most of the winter kobold crew died too, although the aft weapon squad survived. These run to a Winter Kobold Leader, Winter Kobold Magic User, and 3 Winter Kobold Warriors. They are each equipped with Studded Leathers, Wickerwork Shield, Spiked Club, Short Sword, and Light Crossbow with 12 Bolts. They are 3½’ Tall, HD 1-1, HTK 5, NE.

The marines also survived and these sturdy fellows run too some six Bozak Draconians (6’ Tall, HD 4, HTK 26/24/22/21/21/20, LE), seven Snappers (Tortle Variant, 6’ Tall, HD 8, HTK 53/47/41/39/39/35/35, LE), and four Salt Wiggles (Hurwaet, 9’ Tall, HD 12, HTK 69/68/65/59, LE). All of these fellows are protected by a Water-Rune, crafted by Gomja.

Gomja’s pets also survived the fiery fall from the void. The two rock-like Minimal Bi-Nou (HD 1+3, HTK 11, 2½' Tall, NE), male Ice Lizard (HTK 23, NE), two female Ice Lizards (HTK 21 & 16, NE), and six Pocket Dragons (HTK 19/18/17/13/11/11, N {E}, Innate Permanent ‘Endure Cold’ as Clerical Spell).

The old Bi-Nou have been using their innate Wall of Stone power to slowly expand the sandy cay with a shelf of granite rock. Thus this island now has a herbaceous core, sandy fringe, and growing rocky periphery.
Gomja the Thanoi (8' Tall, Runecaster 5th, HTK 50, 19/16/16/15/18/15, Lawful Evil, Help-Rune, Iron-Can’t-Bite-Rune, Limb-Rune, Lore-Rune, Strength-Rune, Water-Rune, Wild Psi = Combat Mind @ 11 & Animal Affinity (Barracuda) @ 12, PSP 72). Gomja is a tough and hardy beast, yet cunning and shrewd.

Vampiric Scimitar +3 of Mithril Steel (As Per ‘Ring of Vampiric Regeneration’), Quickarm Scabbard (Dragon Mag #226), Frost Brand Battle Axe +3, Bow of Ice Fangs (Dragon Mag #127), Rope of Entanglement (Kept Handy as a Belt), Bracers of Deflection (Dragon Mag #99), Potion of Gaseous Form, Potion of Healing, Potion of Vitality, Several Dozen Berry-Cones of Thelvari’s Shore Juniper, Wand of Ice Storms (36 Charges), Cube of Fire Resistance, Cask of Ancient Winters, Rustic Bone and Hide Long Hall.

Cube of Fire Resistance - This device is made of bloodstone, a dark greenish gray variety of quartz flecked with red crystals. It is about the size of a large die — roughly 3/4 of an inch across. When it is activated it encloses an area 10 yards per side, resembling a Cube of Force. The temperature within this area is always 0 degrees Fahrenheit. The field will absorb all heat and fire based attacks (i.e., Burning Hands, Flaming Sphere, Incendiary Cloud, Meteor Swarm, and even the attacks of a Conjured Fire Elemental). However, if the field is subjected to more than 75 points of fiery damage in any turn (10 rounds), it collapses and cannot be renewed for one hour. If it receives over 150 points of damage in one turn, the cube is destroyed. Heat above 90 degrees Fahrenheit inflicts 1 point of damage on the cube every round. Heat of 120 degrees Fahrenheit inflicts 2 points, and Heat of 150 degrees Fahrenheit or greater inflicts 3 points.

The Casket of Ancient Winters - An artefact crafted long ago by mad Ice Folk wizard Morbius of the Hoarfrost. It is infused with the death energies of the mage, as he sacrificed himself as the final act of enchanting the dread item. Highly ornate yet only a hand-span across, the small silvery coffer contains the fury of a thousand killing winters. The temperature within a 100 yard radius drops by some 150 degrees Fahrenheit. This is more than sufficient to transform a sweltering tropical day into an icy wintery twilight. The holder of the Casket of Ancient Winters can employ Snilloc’s Snowball Swarm, Frost Sphere (Icy Variant of Flaming Sphere), Ice Storm, Wall of Ice, Ice Magic, and Otiluke’s Freezing Sphere. If opened, massive snowstorms come into being – as per Ice Blight (Casting Level 27th).

A magically enhanced form of Shore Juniper (Juniperus Conferta) is running rampant on the remote sandy key. Carefully planted and initially cultivated by Gomja the Thanoi. This spreading coniferous groundcover is one of the myriad botanical inventions of Thelvari of the Thornwood, an eccentric druid of Chislev from the Age of Might.

It grows some 1’ per day and absorbs both light and heat to fuel its growth. The plant and everything within 10 yards of it is affected. Daylight becomes shadowy semidarkness and the ambient temperature drops by some 75 degrees Fahrenheit.

It is highly intolerant of salty soils and is instantly killed if brought into contact with salt water. The application of brackish water acts as a powerful herbicide. On the sandy key, it only grows in the heart of the island, stopping some 90’ from the beach. On windy days the salt spray causes it to shrivel significantly.

On a lonely sandy cay, a short distance from the beach, three mounds are found. An upright coconut palm log some 4’ tall marks one end of each mound. From the one at the centre hangs a rusty cutlass in a rotting leather scabbard, the other two are unadorned. These are obviously crude graves. If the graves are opened, which takes a turn of hard digging for each one, three old mouldering skeletons are discovered. In the humid tropical atmosphere this shovelling is a very hot and sweaty task.
The grave on the left holds a dwarf in rusty plate mail. Their hands are crossed over the chest and rest upon a gleaming mithril war hammer. By their right side is a tarnish heavy crossbow with rotting quiver and 12 corroded bolts. An individual with proficiency in Anatomy or a Healer can identify the remains as those of a male mountain dwarf. From the state of the fellows armour, it seems that he perished in a great battle. There are signs of arrow punctures, slashing blows, and even morning star hits.
The central grave holds a human, with a wisp of silvery hair, garbed in mouldering green silk robes with a circle of black stars at the collar. Their right hand rests upon a fungi-shrouded quarterstaff that lies beside them. An individual with proficiency in Anatomy or a Healer can identify the remains as those of a male human, roughly 60 – 90 years old. He died as a result of being stabbed in the back with a large piercing blade of some type and having his throat cut. The blows were delivered with such saveragery that the attacks all but shattered the spine and decapitated the fellow.
The last is a slender elf in soft and supple studded leathers, now torn and tattered. Their left hand rests upon a rotting long bow that lies beside them. On their right is a tightly rolled tapestry. An individual with proficiency in Anatomy or a Healer can identify the remains as those of a female high elf. Apparently mauled by a wild animal of some sort. Some of the bones show dog-like bite marks and the right hand is completely missing.

If the tapestry (4’ wide and 6’ tall) is unrolled it reveals a scene depicting three dwarfs, a dragon, a partial map, mountains, and a golden setting sun. (See: Clyde Caldwell’s Cover for Dwarves of Rockhome).
One of the dwarfs is a grey bearded sage in a bejewelled and hooded red robe. One is a lost king on a lonely throne. One is a great fiery red bearded warrior in partial plate with axe, spiked shield, and helm formed from a demon skull.
This is an item of Tapestry Magic and it saves against damage as Leather with +8 on the roll. It is immune to all forms of fire and acid damage. If carried it acts as a Girdle of Dwarvenkind. The person that hauls it about can also cast Tenfold Ironguard and Wall of Iron, once per day each (23rd Casting Level).
If any form of moonlight touches the tapestry, then all within 50' are teleported many years back in time and across space to Maldev just as Lolth’s forces begin their final assault against the beleaguered dwarfs and their allies. Those teleported appear at the gates of the cut off dwarf stockade. They are confronted at once by a suspicious mountain dwarf warrior. A great fiery red bearded fellow in partial plate with axe, spiked shield, and helm formed from a demon skull.

Radric the Bold, Wayfinder of Clanggedin Silverbeard, 18-72%/17/15/14/17/15, Fighter 7th / Thief 8th, HTK 56, LN (Strong Good Tendencies), Gift of Rune Lore (Shield-Rune & Strength-Rune). Gear: Pickaxe of Piercing +2, Longtooth Dagger +2, Dagger of Resource +3, Dzance’s Guardian, Mail-&-Plate +3, Demon Skull Helm (Fire & Acid Attack Immunity), Girdle of Many Pouches, Boots of Balance, Potion of Fire Resistance, Potion of Invisibility, Potion of Perception, Rope of Climbing, Leather Armour +3 (Stowed).

Maldev (Q1 - Queen of the Demonweb Pits): Looking through the gate, the party will see that somehow things do not look quite right. The gate looks out upon an icy mountain setting, but the mountains are too tall and sharply pointed to be real. The sky is bluish-purple and partly overcast. The golden sun is almost below the tops of the mountains. What stars are out are much larger than normal, almost like small moons. There are two prominent mountain peaks, one a mile away and the other about six miles distant. Between these, in what appears to be a snowy pass, is a palisaded fort of wood and sod. Approximately three-quarters of a mile beyond the fort is a rough wooden stockade. At the foot of the far mountain is a great stone fortress of many levels with great guard fires shining from various points along its walls. Many flaring torches dot the plain of the pass and at times wide sections of the ground seem to ripple from the movements of troops.

This mountain pass leads to Maldev, the last highland kingdom of the mountain dwarves in this world. The fortress under attack is Kandelspire, the gate to the kingdom of Maldev. Lolth has just begun what she hopes to be her final attack on the great fortress.
For this battle she has assembled 8,000 lightly armoured gnoll skirmishers with axes and bows, 2,000 heavily armoured bugbears with various pole arms, 150 ogres in banded mail with huge pole axes, 30 hill giants with a good collection of deadly throwing stones, 20 snow trolls with 36 winter wolves, and 16 gravetouched ghoul thieves.
Lolth’s forces are commanded by Talagara, a deadly female dragon of great charisma and subtle cunning. She enjoys the glory of the hunt and is a consummate tactician. Talagara is a venerable deep dragon and shadow dragon cross-breed, a deep bloodwine red dragon with a slight iridescence on her deep silvery claws and fangs. She has a quasit familiar, huge raven and huge spider forms, granted by Lolth. She also has four perytons and eight giant spiders as a rough honour guard.

Talagara = AC: -8; Move: 15 / 30 (C) (3 Leap, Burrow 6, Swim 9); HD: 16; HTK 160; #AT: 3+; THAC0: 5; D: 3d6+12 (Bite) / 2d4+10 (Claws, Kicks, Wing Buffets, Tail Slap); Dragon Fear: 40' Radius & Saves at -2; Breath Weapon: Flesh Corrosive Gas @ 480 HTK/Day (50’ Long, 40’ Wide, 30’’High); Regeneration: 1 HTK/Round; MR: 50%; Immunities: Life Drain (No Affect), Charms (No Affect), Sleep (No Affect), Hold Magics (No Affect), Fire & Frost (No Damage), Normal Missiles (No Damage), Lightning & Noxious Vapours (Half or No Damage); Hide in Shadows: 90%; Wizard Spells: 4/2/2/2/2/2; Priest Spells: 3/1; Casting Level: 19th; Heightened Senses: 100' Range; Infravision: 120'; Ultravision: 30'; Intelligence: 18; Wisdom: 17; Morale: 17; Size: G (70’ Long + 60' Tail); Chaotic Evil.

Talagara is also currently seeking a mate as she not yet had any offspring and thinks the time is right. She may well force Razisiz to be her consort.

Innate Magics: Free Action (Constant), Read Magic (Constant), Comprehend Languages (Constant), Tongues (Constant), Wizard Sight (At Will), Enervation (3/Day), Dancing Shadows (3/Day), Wall of Gloom (3/Day), Gloom (3/Day), Blur (3/Day), Wraithform (3/Day), Polymorph Self (3/Day), Non-Detection (3/Day), Shadow Walk (1/Day), Ballant's Stonestrength (3/Day), Ballant's Stonesplit (3/Day), Stone Shape (3/Day).

In the fortress are 4,000 mountain dwarfs (chain mail & shield with battle axe & spear), 1,000 humans (700 heavy footmen {battle axe, long sword, short sword, mail-and-plate, kite shield}, 100 Longbowmen {long bow, short sword, dirk, studded leather armour}, 200 medium cavalry {medium lance, long sword, augmented chain mail, kite shield, medium war horse}), 105 rock gnomes (slingers), 35 stoutfellow hobbits (scouts), 10 werebears, 10 cave bears, 30 brown bears, 50 giant badgers, and a young adult bronze dragon (Razisiz).
Lolth expects to receive further reinforcements soon, frost giants and white dragons from the frozen realms of the nearby northern wastelands, but the dwarfs of Maldev do not expect any further aid.

The fort and the stockade are also occupied and must be passed to reach the fortress. The wooden stockade, which is near the gate, is manned by Lolth's creatures (300 gnoll skirmishers, 20 heavily armoured bugbears, 2 ogre chieftains in banded mail with pole axes, and a Swordwraith). They also have four medium ballistae and three heavy catapults ready for action. There is even a trebuchet here, but it is disassembled and packed for transport. These forces might be fooled into thinking that the characters have been sent by Lolth to aid in the battle.

The more distant wood and sod fort holds 500 mountain dwarves, cut off from the rest of their army. It was bypassed in the first attack, to be destroyed later by the expected reinforcements. The entry here is guarded by two medium ballistae. On the walls there are five more medium ballistae and three medium catapults. They are commanded by Radric the Bold. The dwarves will be suspicious of strangers approaching the fort unless a dwarf is with the party.

Major players in the conflict run too...

Lord Nordri, Master of Kandelspire, Dwarf King of Maldev, 11/15/13/15/14/16, Thief 10th, Dwarf Diplomat Kit, HTK 43, LN (G), Gift of Title. Gear: Helm of Brilliance (Clan Crown of Maldev, 7 Charged Diamonds, 20 Charged Rubies, 9 Charged Fire Opals, 12 Charged Opals), Defender Broad Sword +4, Girdle of Hill Giant Strength, Bracers of Defence (AC 3), Gloves of Thievery, Boots of Balance, Dagger of Resource +2.

Talagara has been tormenting Lord Nordri with nightmare spells for the past 15 days. These fell dreams always involve the fall of Maldev and the torturous enslavement of the dwarfs.
Lord Nordri’s honour guard consists of six dwarf warriors (3rd Fighters) with plate mail and shield. They are armed with Spear, Battle Axe, War Hammer, and Short Sword. They are well-organized and extremely well-disciplined. 

Each guards-dwarf is always accompanied by a pair of giant badgers.
Althiöf Greybeard the Ruby Sage of Maldev, 11/12/15/16[17]/16[17]/13, Cleric 8th, Sonnlinor of Moradin, Dwarf Crafts Priest Kit, HTK 55, LG, Gift of Seer. Gear: Fine Steel War Hammer +2 Chased with Red Gold and Capped with a 6” Square Faceted Ruby, 3 Fine Steel Throwing Axes Chased with Red Gold, Chain Mail +1, Open Faced Helm, Medium Shield, Hooded and Embroidered Red Brocade Robes, Gem of Insight, Red Gold Filigree Ring Set with Twenty Tiny Cut Rubies (Ring of Warmth), Carved Ring of Layered Amethyst, Emerald, Ruby, and Sapphire (Ring of Spell Storing, Nezram's Amethyst Aura, Nezram's Emerald Energy Shield, Nezram’s Ruby Ray, Nezram's Sapphire Screen of Shielding).

Myrmidon Yrag, 16/11/15/11/13/11, Rock Gnome Fighter 6th, Hound Master Kit, HTK 51, LG, Gift of Forest Movement. Gear: Two Exceptional Quality Hand Axes, Sling with 12 Bullets, Studded Leather Armour with Open Helm.

Bur of the Woods, 13/15/13/15/08/15, Stoutfellow Hobbit Thief 6th, Lorefinder Kit, HTK 27, NG, Gift of Luck (d20), Horseman’s Pick, Sling with 12 Bullets.

Lady Viona, 13/16/13/12/13/18, Human Paladin of Ukko 8th, Envoy Kit, HTK 60, LG, Gift of Beauty (Handsome), Hippogriff Bonded Mount. Gear: Long Sword +1, War Hammer +1, Fine Steel Full Plate Armour (26 HTK) with Great Helm and Mail Coif, Horn of Valour, Ring of Free Action, Two Potions of Healing.

Lady Melina, 13/13/16/13/14/13, Human Ranger of Ahto 8th, Sea Ranger Kit, Aquatic Primary Terrain, Pirates & Buccaneers Species Enemy, HTK 72, NG, Gift of Second Sight. Gear: Spear +1, Paired Long Swords +1, Footman’s Mace +1, Light Crossbow (Sea Elf Crafting), Hip-Quiver and 12 Bolts, Brigandine Jack (AC 8) with Cap and Mail Coif, Brass Horn of Valhalla, Carved Water Opal Statuette of the Water Dwarf (Short and Stocky Hill Dwarf with a Great Handlebar Moustache and Vast Curling Beard. Armed with a Gleaming Fine Steel Crossbow and a Glittering Mithril Mace. Acts as a Ring of Water Elemental Command), Two Potions of Healing, Fishing Boat with Rudder of the Winds.
Lady Judith, 13/15/15/15/12/13, Human Mage 9th, Air Elementalist of Ilmatar, Militant Wizard Kit, HTK 33, LG, Gift of Mixed Blood (Sidhe, +1 Saves Against Spells, +50% Age). Gear: Yew Long Bow, Hip-Quiver with 12 Flight Arrows, Back-Quiver with 12 Sheaf Arrows and 12 Pile Arrows, Long Sword +1, Anklet of Feathers (Dragon Mag #244)Two Potions of Healing, Wizard Scroll (Flaming Sphere, Fireball, Wall of Fire), Wizard Scroll (Vitriolic Sphere, Water Bomb, Otiluke’s Freezing Sphere).

Razisiz = AC: -3; Move: 9 / 30 (C) (Swim 12); HD: 14; HTK 70; #AT: 3+; THAC0: 7; D: 4d6+5 (Bite) / 1d8+5 (Claws, Kicks, Wing Buffets, Tail Slap); Dragon Fear: 15' Radius & Saves at +3; Breath Weapon: Lightning Blast @ 210 HTK/Day (100' Long, 5' Wide, 5’ High) or Repulsion Gas (20' Long, 30' Wide, 30' High); MR: 20%; Immunities: Electricity; Wizard Spells: 1/1; Priest Spells: Nil; Casting Level: 13th; Heightened Senses: 50' Range; Infravision: 60'; Intelligence: 15; Wisdom: 13; Morale: 17; Size: G (50’ Long + 42' Tail); Lawful Good.

Innate Magics: Water Breathing (At Will), Speak with Animals (At Will), Empathy (At Will), Reveal Magic (At Will), Create Food and Drink (3/Day), Polymorph Self (3/Day), Wall of Fog (1/Day).
~ Sea Dogs ~

Lucifer the Lightning Blue used an elemental wish spell to restore the handful of dead crew from the Steamship Venture who perished in the Spider Pit Chasm. These fellows include First Mate Ben Hayes, Low Choy, Lumpy the Cook, and a few other old salts. They currently eke out a rude living on a small forested isle just off the coast of the main island.

Hayes Isle, as it has been dubbed by the survivors from the Steamship Venture, is cloaked in jungle and has a small rocky hillock of dusky red magnetic pyrite at its heart. The coastal areas closest to Skull Island comprise a number of saltwater swamps. Here grow a number of dangerous plants – Twilight Bloom, Boring Grass, Firethorn.

When each sailor awoke, they found they had a new tattoo, in hues of ash and flame, of a coiling cobra in the small-of-the-back. Each sunrise and sunset this tattoo magic artefact invests the old sea salt with Repair Injury.

The old salts have built three serviceable treehouses and maintain a handful of small market garden plots. There are numerous deadfalls and pit traps about. Some pits are lined with fire-hardened stakes. Several coils of old ship’s cabling have been converted into a series of trip traps and warning lines. The old salts have even crafted two double-float outriggers.

The market garden plots support yam, cassava, mustard greens, warrigal greens, snake bean, winged bean (asparagus pea), eggplant, campari tomato, peperoncini (golden Greek peppers), chives, garlic, adder’s tongue, St John's wort, and woundwort. There are four solid chicken runs with a dozen birds in each. They supplement these foods with foraging and some hunting.

Foraging provides edible seaweeds, bamboo shoots, canarium nuts, breadfruit, coconuts, durians, hog plums, jackfruit, palm heart, pine nuts, sago, sea almonds, sea-grapes, various fern shoots, and edible mushrooms.

First Mate Ben Hayes
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- Pirate.
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- Buccaneer.

Black Powder Grenades, Machete, Three Daggers, Dinosaur Hide Jack, Rough Homespun Garb, Leather and Laced Rope Boots. Each seadog also has a M1928 Thompson Submachine Gun or a Mauser Gewehr 1898 Rifle with 2-20 Rounds.

Hayes has a M1928 Thompson with 28 Rounds and an Empty M1911 Pistol. He has crafted himself a Fire-Hardened Spear and a War Club. All in addition to the normal crew load.

Lumpy packs a M1928 Thompson with 19 Rounds, a Colt Police Positive Revolver with 11 Rounds, an Iron Fry Pan (As Per Club), Machete, Huge Knife, Leather Apron, Shark Tooth on Leather Neck Thong, and Canvas Cap. All in addition to the normal crew load.

~ The Tramp Steamer SS Bernice ~

In its day it was a mystery as great as the Mary Celeste. In the Indian Ocean, on the evening of June 4th 1926, just two days from Bombay, the ship and its entire compliment vanished without trace. The sea was calm with nary a storm of any kind in the vicinity of the ship. No wreckage was ever found.

A freak wave was the most popular explanation...
In reality the ship happened upon a ferocious battle between Lucifer the Lightning Blue and a Brine Dragon (dimension jumping psionically aware great wyrm). The tramp steamer was badly damaged and in peril of sinking. In his own capricious way Lucifer the Lightning Blue ‘saved’ the ship and the remaining crew by transporting them to the shores of Hayes Isle.

These days the SS Bernice is a wave-washed wreck on the far side of Hayes Isle. Just below the tide line, she lies on her side, rusty overall and badly rent in several places. There are signs of acid damage and her propeller is missing. Close examination of the drive shaft will reveal savage bite marks of incredible size.
Above the wreck and just beyond the beach is a long low bungalow skilfully constructed from materials salvaged from the SS Bernice. This building is U shaped with a wooden deck in the centre. At night this deck is illuminated by a handful of flaring tar torches. Each arm of the U is comprised of four rooms. On one side is the cabin of Major Daly and Claire Daly, the Captain’s cabin, the officers’ cabin, and a secure storeroom. On the other is the kitchen with pantry, crew lounge, workshop, and crew cabin. The base of the U is one large and spacious room that serves as the officers’ dining room and lounge. All the windows here are barred with iron and screened with thick canvas curtains.

The bungalow huddles beside a 20-foot-high rocky outcrop and is protected by an encircling chest-high wall of stone and sod with a small three room three story gatehouse of mortared field stone where the wall nears the beach.

A few hundred yards from the bungalow is a geologically active area with boiling mud pools, hot springs, and sulphurous tar pits. In a protected spot, one finds a solid wooden cabin of slab and log construction. Within is a series of latrines and a bathroom with a flow of hot water and even a claw-footed bathtub. On one wall hangs a polished metal mirror. Nearby can be found rough tallow-&-coconut soap and carved wooden combs.

The seamen of the SS Bernice make do with a bucket shower. Major Daly takes an early morning bath in the tub every day. Claire Daly takes an evening bath in the tub every day. Captain Andrews and Lieutenant John Andrews usually use the bucket shower, but they do have a full bath every Saturday.

Within the lounge are three full wooden water barrels and several bottle gourds holding palm toddy. An aromatic wine that is mildly intoxicating and sweet. There are a few older vintages too that yield a stronger drink with a more sour and acidic taste. Hanging above the door is an Arabian Scimitar and a Nepalese Kukri. Here too is the Ship’s Wireless (Rotary Spark Gap Transmitter) from the SS Bernice. All it needs is an electrical supply.
Within the bungalow can be found a varied selection of intriguing items.

Turkish Water Pipe, Cigarillos, Several Cargo Cases of Egyptian Cigarettes, Silver-Plated Battery Flashlight (Dry Cell), Balls of Hemp Twine, Wall Clock (Railway Style), Brass Carriage Clock with Chimes (Westminster Quarters), Travel Chess Set (Metal Enamel Pieces, Measures 8” x 8” Open, 1920s), Mahjong Set (Abercrombie & Fitch), Seven Packs of Playing Cards, Ivory Dominoes Set, Five Pairs of Dice, Cabinet Phonograph.
Records: Lady Be Good! (‘Oh Lady Be Good!’ & ‘Fascinating Rhythm’), No No Nanette (‘Tea for Two’ & ‘I Want to Be Happy’), The Charleston (Music & Song), Music Box Revue (‘What'll I Do’ & ‘Tell Her in the Springtime’), Music Hall Greats (‘Daisy Bell’ & ‘Let's All Go Down the Strand’), The California Ramblers (‘Has Anybody Seen My Gal?’ & ‘It Had to Be You’), Bix Beiderbecke and The Wolverines (‘Riverboat Shuffle’ & Davenport Blues), Eddie Cantor ('Since Ma is Playing Mah Jong' & ‘On With the Game’), Paul Whiteman and his Band (‘Rhapsody in Blue’), Pageant of Empire (‘Sailing Westward’ & ‘Merchant Adventurers’), Anglican Hymns (‘Amazing Grace’ & ‘Glorious Things of Thee are Spoken’).
Gunn & Moore English Willow Cricket Bat, Kashmiri Willow Cricket Bat, Grays International Field Hockey Stick (5), Croquet Mallet, Tennis Racquet (3), Shuttlecock (15), Lacrosse Ball (Solid Hard Rubber), German Rubber Tennis Balls (Three Grey and Two Red), Set of Garden Quoits (Hoopla).
Irish Flute, English Concertina, Chitarra Battente (Italian Beating Guitar), Gadulka (Bulgarian Fiddle), Afghan Rabab, Bodhrán (Irish Frame Drum), Tabla (Indian Drums), Upright Piano.

Ship’s Bell, Aneroid Barometer, Marine Chronometer, Equatorial Sextant, Brass Marine Sextant In Mahogany Box, Bézard Compass, Marine Hand Bearing Compass, Slide Rule, The Nautical Almanac (1923, 1924, 1925), Admiralty Charts, Ship’s Log, Fireproof Safe, Binoculars (x15), Box Brownie Camera (No 2C Brownie Model A), Several Rolls of Film, Mechanical Pencil (3), Fountain Pen (2), Writing Tablet (10), Corona Model 4 Portable Typewriter (1925), Tar Covered Secure Metal Chest with Dual Padlock (Holds 21 Sticks of Dynamite).
Medical Valise, Forceps (7), Scalpel Set, Surgical Saw Set, Gauze Bandages, Chloroform (Quart), Carbolic Acid (Gallon), Medical Alcohol (Half Gallon), Laudanum (1 Bottle), Paregoric (8 Bottles), Camphor, (5 Pounds), Several Bottles of Sulfa Pills (30 Pills Per Bottle), Several Tins of Sulfa Powder, Several Bottles Of Quinine (30 Pills Per Bottle), Several Bottles of Aspirin (100 Pills Per Bottle), Several Cargo Cases of St John's Wort Herbal Tea.
Mechanic's Tool Chest (812 Pieces), Tool Outfit (20 Hand Tools of 1920s Vintage), Various Old Woodworking Tools (Mostly Iron, Some Steel), Carving Tools, Pole Lathe, Combination Vise, Two-Man Cross-Cut Saw, Hand Saw (2), Rip Saw, Keyhole Saw, Hacksaw, Bit Brace with Bits, Metal File, Wood Rasp, Claw Hammer (2), Bolt Cutters, Pliers, Footprint Wrench, Monkey Wrench, Ratcheting Screwdriver with Twenty Bits, Gasoline Blowtorch, Wooden Mallet, Chisels (4), Iron Wedges (3), Crowbar (2), Coal Shovel (2), Spade, Trenching Shovel, Adze, Hewing Broadaxe, Chopping Broadaxe, Drawknife (3), Keg of Assorted Nails, Keg of Assorted Screws, Measuring Cord (Knotted at Regular Intervals, 20’’in Length), Chalk (4 Pieces), Wooden Ladder (20’), Coils of Jute Rope, Block-&-Tackle, Oilcloth Tarpaulins.

Plumber's Putty, Coir Caulking, Rags, Drum of Walnut Oil, Drum of Linseed Oil, Various Tins of Oil and Grease, Dry Shellac Flakes (Light Blond, Dark Brown, Reddish Orange), Several Drums of Turpentine, Marine Paint, Pig Iron Ingots, Several Storm Lanterns, Drums of Kerosene, Tallow Candles, Tar Torches, Bundles of Faggots (Firewood), Several Tins of Dubbin, Fishing Gear (Rods, Reels, Spools of Line, Lures, Floats, Sinkers, Hooks, Tackle Box), Folding Canvas Boat (10'), Tough Cotton Canvas Bell Tent (15’ Diameter Base), Jute and Canvas Knapsacks, Leather Satchels, Carpet Bags.
Various Spools of Thread, Sewing Needles (Appliqué, Beading, Bodkin, Chenille, Darning, Embroidery, Milliners, Quilting, Sailmaker, Sharps, Tatting, Tapestry, Upholstery), Tape Measures, Tailor's Hams, Pincushions, Various Pins, Pinking Shears, Sewing Scissors, Wooden Darning Mushrooms, Cargo Cases of Embroidery Thread, Skeins of Yarn, Crochet Hooks, Tortoiseshell Knitting Needles (Sizes: 13 Through 2), Silver Thimbles, Bolts of English Textiles, Bolts of Egypt Cotton.
Clothing Brush & Sewing Kit (White Calf Skin, Pair of Tweezers, Safety Pins, Thread in Light to Dark Beige and Gray, Needle Threader, Folded Paper Pack with Needles, Several Shirt Buttons).

Straight Razor (2) with Strop, Honing Steel, Sharpening Stone, Meat Cleaver, Butcher’s Knife, Boning Knife, Chef's Knife, Paring Knife, Bread Knife, Chopping Block, Potbellied Stove, Benghazi Boiler (1900s Kelly Kettle Company Storm Kettle), Coffee Pot, Iron Cooking Kettle, Frying Pan, Covered Pan, Iron Skillet, Wooden Spoon, Slotted Spoon, Ladle, Spatula, Roux Whisk, Potato Masher, Nutcracker, Pastry Brush, Rolling Pin, Hartley's Jelly Mould (2), Hand Mincer (Meat Grinder), Camp Cooking Kit, Cargo Cases of Dried Mushrooms, Barrels of Sambal, Cargo Cases of Dried Shrimp Paste, Barrels of Plymouth Gin, Cargo Cases of Chicory, Metal Water Bucket (3).
Edinburgh Crystal Decanters (3), Edinburgh Crystal Goblets (5), Stemware (Soda-Lime Glass), Tumblers (Soda-Lime Glass), Nelson Forks (Knork) (7), Lobster Picks (3), Carving Knife with Two Forks (Stag Horn Handles and Folding Guards), Arthur Price Silver Cutlery (Eight Soup Spoons, Eight Table Forks, Eight Table Knives, Eight Dessert Spoons, Eight Dessert Forks, Eight Dessert Knives, Eight Tea Spoons, Eight Serving Spoons), Churchill China of Stoke-on-Trent Dinner Service in Willow Pattern (Four Dinner Plates, Four Side Plates, Six Soup Bowls, Four Oatmeal Bowls, Six Mugs, Four Teacups, Four Saucers, Covered Sugar Bowl, Milk Jug, Cream Jug, Covered Butter Dish, 3 Tier Cake Stand, Two Oval Serving Dishes), Cornish Blue Stoneware Teapot, Cornish Blue Stoneware Soup Tureen with Cover and Serving Spoon, White Stoneware Dinner Service (Six Dinner Plates, Six Side Plates, Six Large Bowls, Six Small Bowls, Six Egg Cups, Six Mugs, Six Teacups, Six Saucers, One Sugar Bowl, One Milk Jug, One Teapot, Three Oval Serving Platters, Two Oval Serving Bowls, One Gravy Boat With Fitted Saucer, Salt & Pepper Pots), Wicker Picnic Hamper (Four Person Set).
Wood and Glass Cabinets, Beech Bookcases (4’ Wide, 5’ Tall, 1’ Deep), Sofas, Club Chairs, Coffee Tables, Davenport Desks, Oak Gateleg Tables, Windsor Chairs, Wooden Stools, Chests of Drawers, Wardrobe Trunks, Steamer Trunks, Cabin Trunks, Three Panel Walnut Wood Folding Screen, Four Panel Rattan Folding Screen, Nightstands, Ship’s Beds, Quilted Cotton Mattresses, Linen Sheets, Patchwork Quilts, Blue and White Flora Bedspreads, Feather Pillows, Carpet Mats, Canvas Hammocks, Wool Blankets, Mosquito Nets.
King James Bible - Revised Version (New Testament 1881, Old Testament 1885, Apocrypha 1894), Darby Bible (1890), Scofield Reference Bible (1917), The Anglican Hymn Book (1871), The Book of Common Prayer (1662 Edition).
The Pirate (Frederick Marryat, 1836), The Phantom Ship (Frederick Marryat, 1839), Tales of the Grotesque and Arabesque (Edgar Allan Poe, 1840), Mardi and a Voyage Thither (Herman Melville, 1849), The Woman in White (Wilkie Collins, 1859), Twenty Thousand Leagues Under the Sea (Jules Verne, 1870, English Translation By Reverend Lewis Page Mercier 1873), Under the Greenwood Tree (Thomas Hardy, 1872), Sketches New and Old (Mark Twain, 1875), Treasure Island (Robert Louis Stevenson, 1883), Plain Tales from the Hills (Rudyard Kipling, 1888), Three Men in a Boat (To Say Nothing of the Dog) (Jerome K. Jerome, 1889), Diary of a Pilgrimage (Jerome K. Jerome, 1891), The Time Machine (H. G. Wells, 1895), The Seven Seas (Rudyard Kipling, 1896), London to Ladysmith via Pretoria (Winston Churchill, 1900), The Hound of the Baskervilles (Sir Arthur Conan Doyle, 1902), The Mystery of the Sea (Bram Stoker, 1902), Typhoon and Other Stories (Joseph Conrad, 1903), Heart of Darkness (Joseph Conrad, 1903), English Hours (Henry James, 1905), Italian Hours (Henry James, 1909), The Thirty-Nine Steps (John Buchan, 1915), The Crimson Gardenia and Other Tales of Adventure (Rex Beach, 1916), Sea Warfare (Rudyard Kipling, 1916), Salt-Water Poems and Ballads (John Masefield, 1916), The Man from Bar-20 (Clarence E. Mulford, 1918), The Trembling of a Leaf (W. Somerset Maugham, 1921), Tangled Trails: A Western Detective Story (William MacLeod Raine, 1921), The Murder on the Links (Agatha Christie, 1923), Crooked Shadows (Gordon Young, 1924), The Bandit of Hell's Bend (Edgar Rice Burroughs, 1925), The Murder of Roger Ackroyd (Agatha Christie, 1926).
Scores & Biographies, Volumes 1-15 (Arthur Haygarth, 1862–1879), Cricket (W. G. Grace, 1891), Cricketing Reminiscences and Personal Recollections (W. G. Grace, 1899), The Blue Book of Chess: Teaching the Rudiments of the Game and Giving an Analysis of All the Recognized Openings (Howard Staunton, 1870), The Chess Players' Compendium (William Cook, 1910), Chess Strategy (Edward Lasker, 1915), Lasker's Manual of Chess (Emanuel Lasker, 1925), Rules of Mah-Jongg (Joseph Park Babcock, 1920).

Black's Medical Dictionary (5th Edition, 1914), Stedman’s Medical Dictionary (1911), First Aid to the Injured (Saint John Ambulance, Colonel Sir James Cantlie, Thirty-Sixth Edition, Revised 1919), Scouting for Boys (11th Edition, 1924), A Textbook of Botany for Students - With Directions for Practical Work (Amy F M Johnson with Illustrators W L Boys-Smith and E M Berridge, 1902), Everyman's Encyclopaedia (Twelve Volumes, 1913-1914), Harmsworth's Universal Encyclopaedia (Nine Volumes Bound in Brown Leather, 1921), Chambers's Twentieth Century Dictionary (1st Edition, 1901), The King's English (1906), Short Biographical Dictionary of English Literature (1910), Grove's Dictionary of Music and Musicians (Five Volumes, 1904-1910), The History of Java (In Two Volumes, Volume I & II, Second Edition, Sir Thomas Stamford Raffles, 1830), Castes and Tribes of Southern India (Seven Volumes, 1909), The World's Drinks and How To Mix Them (William ‘Cocktail’ Boothby, 1908), Oxford Book of English Verse (1900), Whitaker's Almanack (Five Issues, 1921-1925).
The Illustrated London News (1926: January 2nd, January 9th, January 16th, January 23rd, January 30th, February 6th, February 13th, February 20th, February 27th, March 6th, March 13th, March 20th, March 27th, April 3rd).

The sailors from the two ships get along very well together and spend most of their time helping one another out. They fish, hunt, dry meat and make jerky, tend the market garden plots, pickle surplus vegetables, craft chutneys, make dried compressed vegetable patties, and generally keep things running smoothly.

Even so, the crew of the SS Bernice are fiercely loyal to their officers’.

First Mate Ben Hayes and the Officers’ from the SS Bernice do not get along at all. They see Hayes as a rough and common black, the fact that he is a better seaman and fighter than all of them combined only annoys them all the more. For his part, Hayes sees them as toy sailors, more concerned with rules and regulations than the realities of life. These officers’ currently concern themselves from day-to-day with the building of a Cutter.

If it works out as planned it will be a medium-sized vessel with a stoat single mast and gaff rigging with a long bowsprit. Overall it will be some 40’ long with a beam of 15’. It should have a maximum draft of only a foot or so. There will be a small area below decks in which the crew can sleep and a cargo space of roughly five tons.

Major Daly (Retired British Army, Indian Raj)


Gentleman Adventurer 2nd #
Claire Daly (Major Daly’s Daughter)







Thespian Bard 1st
Captain A. S. Keaver (Merchant Navy)






Sea Dog Fighter 1st ##
Lieutenant John Andrews (Merchant Navy)





Sea Dog Fighter 1st ###
Bosun Mohammed Shamsi
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English Able Seaman Anthony Haygarth
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Giritharan Swaminathan (Madrasi Cook)






Sea Dog Fighter 1st
Lascar Ahijah Moses (Christian Convert)
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Lascar Jagdesh Kumar














Sea Dog Fighter 4th ####
# Was an Acolyte (Anglican Alter Boy) in Buckinghamshire during his Youth.

## Nephew of Arthur Westlake Andrews – Geographer, Poet, Mountaineer.

### Skilled Pugilist (Marquess of Queensberry Rules). A sharp young man who used to box for his school. Has a strong sense of fair play and is a good sportsman. Occasionally spars with Lascar Jagdesh Kumar.
#### Dual-Classed from 3rd Bard - Barber. A very streetwise and observant fellow. He enjoys boxing and swimming. Plays a bit of rugby and cricket too.
When the passengers and officers awoke, they found they had a new tattoo, in hues of ocean blue and sea green with black highlights, of a swimming leopard seal in the small-of-the-back. This creation of tattoo magic invests them with permanent Comprehend Languages, Sea Sight, and Swim.
When the seamen and lascars awoke, they found they had a new tattoo, in hues of ash and flame, of a coiling cobra in the small-of-the-back. Each sunrise and sunset this tattoo magic artefact invests the seadog with Repair Injury.

Captain Andrews: Webley No 1 Mk VI Revolver (.455 Calibre), WWI Issue Model 1902 US Army Officer Sword (Crafted By M. C. Lilley & Co., Nickel Plated Steel, 38" Overall, 32" Blade, Regulation Nickel Plated Steel Scabbard), Leather Sword Bag and Chamois Cover, Utility Knife with Bone Body, Silver Pocket Watch, Meerschaum Tobacco Pipe, Leather Pouch with Canadian Rum and Maple Pipe Tobacco, Ronson Wonderlite (Permanent Match Style of Lighter), Cartier Sterling Silver Cigarette Case with Blue Enamel Highlights and Clasp, White Merchant Marine Uniform, Peaked Cap, White Deck Shoes (Laced).
Lieutenant John Andrews: Short Magazine Lee-Enfield Mk III Rifle, Webley-Pryse Revolver (1877 Model in .476 Enfield), Clasp Knife, Round 18K Solid Gold Rolex Chronometer Wristwatch (18 Jewel Movement) with Original Solid Gold Rolex Expansion Band, 1920s English Spring Loaded Lift Arm Lighter with Mother of Pearl Panelling, White Merchant Marine Uniform, Peaked Cap, White Deck Shoes (Laced).

Bosun Mohammed Shamsi: Short Magazine Lee-Enfield Mk III Rifle, Swedish Seaman's Cutlass (Gotland's National Guard, 33" Overall, 25" Blade, Cleft Pommel, Leather and Brass Scabbard), Clasp Knife, Box of Strike-Anywhere Matches, Blue Sailcloth Over-Shirt, White Singlet, Riveted American Mining Blue Jeans, Army Surplus Ammunition Boots.

Each seaman has a Short Magazine Lee-Enfield Mk III Rifle, a Machete in a Canvas Sheath, and a Clasp Knife. Clothing = Topi (Cap) (Black = English Seamen & Red = Lascars), Blue or Grey Sailcloth Over-Shirt, White Linen Shirt, Grey Sailcloth Pants, Army Surplus Ammunition Boots. Wet weather gear runs to sailor's waterproofs of oilskin (Canvas with Linseed Oil).

Lascar Moses has a Silver Crucifix and Small Prayer Book (Tamil).
Lascar Kumar has an Arkansas Toothpick.

Major Daly is a sturdy old military gent of the Upper Middle Class. He is a retired officer of the British Army and the father of Claire Daly. He has a fine collection of tall tales from his many days in India. Major Daly is a secret hopeless romantic, excellent bridge and mah-jong player, thinks all Madrasi are idle fellows, is very upright and British, feels there’s nothing like a good curry, enjoys scotch, and can mix a very good Sundowner. In Kerala he has some agricultural holdings, mainly plantations of cardamom and black pepper. He maintains a large house of some stories in London too.
Colt M1921A Thompson Submachinegun with 50-Round Drum Magazine (.45 ACP), H&H Royal Hunting Rifle (.300 M Calibre), Trocaola British Army Revolver (.455 Calibre), Father's 9K Rose Gold Victorian Compass Fob Pendant (1872), Gold Pocket Watch with Fob Chain, Gold Signet Ring, Silver-Plated Bedford “Bijou” Lift Arm 1920’s Lighter, Round Wire Framed Reading Glasses, Passport and Identity Papers (Major Daly & Claire Daly), Cheque Book (Bank of England), Various Estate Papers, English Gold Sovereigns (Three of 1871, Fourteen of 1872, Five of 1878), Thirty-Eight British India Queen Victoria One Rupee Silver Coins (1901), Two British India King Edward VII One Rupee Silver Coins (1903), Two-Hundred Pounds in Paper Banks Notes.
White Panama Hat with Dark Brown Ribbon, Ivory White 3-Piece Linen Suit (3), Edwardian 14K Solid Gold & Red Agate Sardonyx Cuff Links, Edwardian 14K Solid Gold & Goldstone Cuff Links, White Cotton Shirt (5), Tie (Burgundy and Gold Diagonal Stripe Pattern), Tie (Burgundy and Silver Diagonal Stripe Pattern), Dark Brown Silk Handkerchief Pocket Square (3), Black Woollen Socks (3 Pairs), Brown Woollen Socks (3 Pairs), Oxford Shoes (3 Pairs, Black, Tan, Oxblood).

Grey Trilby Hat (Charcoal Grey Felt, Slate Grey Silk Ribbon), Inverness Cape (Charcoal Grey Woollen Tweed with Slate Grey Silk Lining), Grey 3-Piece Donegal Tweed Suit, Sterling Silver and Pearl Cuff Links, Navy Blue Sweater (Merino Wool, Crew Neck, Leather Elbow Patches), Pale Sky Blue Silk Shirt, Navy Blue Tie, Antique 15K Yellow Gold Tie Pin with Solid White Opal, Black Patent Leather Belt, Battleship Grey Woollen Socks (3 Pairs), Black Patent Leather Ankle Boots.
Full Dress Uniform (British Indian Army) & Mess Dress (British Indian Army).
Cotton Singlet and Drawers (5), Mousey Brown Velvet Dressing Gown, Mousey Brown Flannelette Pyjamas with White Stripes (3), Edwardian Silver Button Hook and Shoe Horn Set (Owl Ornamentation, 1906), Wooden Shoe Trees.
Gladstone Bag (Looking Glass, Soap Dish, Pears Transparent Soap, Aftershave Bottle and Jar, Bay Rum Cologne, Nail Clippers, Tooth and Nail Brushes, Comb, Hair Brush, Shaving Brush, Razor Strop, Two Straight Razors, Clothes and Hat Brushes, Button Hook, Paper Knife, Scissors, Writing Case, Writing Tablet, Fountain Pen, Penholder, Inkstand, Bottle of Ink, Mechanical Pencil, Silver Match Case, Several Packs of Bryant and May Safety Matches).

Posed Family Autochrome Photograph from Brighton Pier (Major Daly, His Wife, and Young Claire {Age Eight}), Ornate Mica and Cobalt Glass Frame, Exquisite Miniature Portrait (Late Wife in Rose Garden, 3” x 5”, Delightful and Charismatic Mature Lady), Silver Filigree and Serpentine Frame, Silhouette Profile Portrait of Claire Daly, Silver Filigree Frame.

Claire Daly is a neat, pretty, and quite fashionable young lady. She is a huge fan of musical theatre, has seen ‘Lady Be Good’ four times, and thinks that Fred Astaire is marvellous. Claire is the only daughter of Major Daly, her mother having died of tuberculosis when she was only a young child. She is currently in an innocent flirtatious relationship with Lieutenant John Andrews.

Carved Ivory Jewellery Case, 14K Yellow Gold Victorian Era Amethyst Earrings (Mother's Jewellery and Gift to Claire), Gold and Ruby Stud Earrings, Silver and Emerald Stud Earrings, Necklace of Strung Pink Pearls (Single Strand), Long Murano Bead and Platinum Necklace, White Pearl Bracelet of Four Strands, Silver Brooch with a Spiral of Cut Matura Diamonds (White Zircons), Silver Brooch with a Spiral of Cut Blue Zircons, Art Deco Hair Pin of Interlocking Silver Squares with Moonstone Stud, Ladies Silver Wristwatch, Small Gold Crucifix, Opera Glasses with Silver Inlay.

Black Lace Parasol, Black Lace Hand Fan with Gold Highlights, Embroidered Floral Purse (Fifteen Pounds in Paper Banks Notes), Black Gloves (Finest Italian Lambskin Leather, Lined with Italian Silk, Elbow-Length with 9 Buttons), Fur Cap (Spotted Seal), Soft Green Velvet Cloche Hat, Green Feathered and Beaded Fascinator, Black Feathered and Beaded Fascinator.
Fur Stole (Spotted Seal), Green and White Striped Lambswool Scarf with White Fringe, Black Jacket (Quilted Lambswool, Oriental Style), Moss Green Jacket (Velvet, Gold Trim, Cossack Style), Black Evening Coat (Silk Chiffon Decorated with Metallic Gold Lace and Silk Ribbon Floral Bouquets).
Soft Green Silk Flapper Dress with Silver Beading, Black Flapper Dress (Chiffon and Silk Long Dress with Beading and Short Beaded and Embroidered Over-Dress), French Evening Dress and Slip (Long Aquamarine Chiffon Over-Dress with Oriental Floral Pattern, in Shades of Lilac and Gold, Outlined with Iridescent Sequins. Matching Ruffled Aquamarine Tulle Slip), Black Evening Dress (Silk Tulle Dress with Netted Bell Sleeve Silk Bodice. Dress Highlighted with Black Sequins. Beaded Orchids Decorate the Bodice), Soft Green Sundress, Black Cocktail Dress (Noil Silk, Gold Ribboned Highlights, Ornate Gold Embroidered Neckline).
Soft Green Court Shoes, Black Green Court Shoes, Brocade with Gold Trim Shoes, Gold Lame Brocade Evening Lace Up Boots, White Silk Stockings with Garters (10 Pairs), Black Silk Stockings with Garters (2 Pairs).

Silk Full Slip in Tea Green (Decorated with Mint Green Lace), Silk Full Slip in Jade Green (Decorated with Aquamarine Lace), Silk Full Slip in Pale Lavender Blue (Decorated with Teal Lace), Silk Full Slip in Black (Decorated with Midnight Blue Lace), Silk Full Slip in Peach (Decorated with Pink Lace), Silk Full Slip in Deep Champagne (Decorated with Pink Lace), Underwear (Step-In Panties and Silk Bodice), Lavender Blush Chiffon Nightgown, Tea Green Chiffon Nightgown, Apricot Chiffon Nightgown.
Beatrice Travelling Bag (Looking Glass, Soap Dish, Pears Transparent Soap, Scent Bottle and Jar, Quelques Fleurs from Houbigant, Manicure Set, Tooth and Nail Brushes, Comb, Hair Brush, Make-up Kit (Lipstick, Blush, Mascara, Eye Shadow, Nail Polish), Velvet Brush, Glove Stretchers, Button Hook, Paper Knife, Scissors, Writing Tablet, Fountain Pen, Bottle of Ink, Small Utility Knife, and Corkscrew, Several Packs of Bryant and May Safety Matches).

~ Lords of the Sandy Cay ~

Upon one sandy equatorial cay lays the forlorn wreckage of a crashed slaver ship. Shattered and broken upon the shore this once sturdy Whaleship is now nothing but a ruin of bronze and iron. The surviving crew have thoroughly looted the vessel of all valuables.

The fiery fall from space and subsequent impact killed Captain Apikalia, a moralist high priestess of Loviatar and prominent member of the Zhentarim, and her vampiric lover Yattel-Ettes. First Mate Janos Skorzeny, an accomplished necromancer, died along with the major helm.

However, the Navigator and third in the chain-of-command, Dionna the Dark Naga, survived. Dionna is a 9th Mage (Spelljammer Astronomer) with 18 Intelligence and Ioun Stones (Pale Green Prism {+1 XP Level}, Pearly White Spindle {Regeneration @ 1 HTK/Turn}, Clear Sphere {Magic Resistance 5%}, Deep Purple Prism {Infravision Capabilities}, Deep Black Sphere {See in Magical Darkness @ 30’ Range }, Silver Sphere {Negates Backstab and Similar Rear-Attack Bonuses}, Copper Rectangle {Read Magic}, Cerulean Blue Rhomboid {Free Action As Ring}). She has a Draken familiar (Dragon Mag #146) and a Homonculous.

1st – Colour Spray, Magic Missile (x2), Spook; 2nd – Choke, Summon Swarm, Wall of Gloom, Web; 3rd – Lance of Disruption, Vampiric Touch, Wraithform; 4th – Vitriolic Sphere, Wall of Ice; 5th – Cone of Cold, Vile Venom.

A goodly number of the crew survived too and quickly rejoined Dionna.

Master Armourer Balor of the Wind Throwers (Wild Talent Psionics = Animal Affinity - Rattlesnake, Enhanced Combat, Adrenaline Control, Body Equilibrium, Biofeedback, Heightened Senses) with Spear of Accuracy & Ring of Shooting Stars & Periapt of Health & Old Salt (Pirate Mate with Rapier and Parrot).

Four Draco Lizards (Trained by Balor as Hunting Beasts).

Telarxes the Wicked (Aarakocra, Fighter 11th, Assassin). Gear: Javelin of Wounding +1, Javelin of Undead Slaying +3, Javelin of Lightning, 5 Darts of Homing, Ancient Tome (The Alchemy of Poisons By Neiglub the Clever).

Two Examiner Beholders (Dionna’s Cartography Assistants).

Four Half-Orc Kalin Riders (Orc-Bugbear, Battle Axe, Falchion, Light Crossbow, Quiver, 12 Bolts, Studded Leather Armour, Iron Cap, Mail Coif, Soft Leather Cloak {Dyed Blood Red}, Old Sail Cloth Tunic and Pants {Dyed Rust Red}, Rugged Rope Belt, Soft Leather Boots). They have Riding (Kalin Specialization) at 16 (See ‘Riding {Horse Specialization} in Al-Qadim).
Four Trained Kalin (Specialised Saddle and Harness).

Ten Half-Orcs (Orc-Hobgoblin, Two-Handed Axe, Mace-Axe, Falchion, Light Crossbow, Quiver, 12 Bolts, Round Medium Shield, Studded Leather Armour, Leather Helm, Bark Cloth Rain Cape, Old Sail Cloth Garb, Leather Boots). The head fellow here is host to a Poisonous Gladiator’s Tail, thanks to experiments by the now deceased Zhentarim Necromancer Janos Skorzeny.
Four Half-Orcs (Orc-Goblin, Battle Axe, Falchion, Throwing Axe, Light Crossbow, Quiver, 12 Bolts, Round Medium Shield, Studded Leather Armour, Leather Helm, Bark Cloth Rain Cape, Old Sail Cloth Garb, Leather Boots).
All of the half-orcs hail from RealmSpace and have spent their entire lives in the service of the Zhentarim. They are all proficient with Axes, Medium Swords, Light Crossbow, Catapult, Heraldry (Space), Looting, Spacefighting, and Spacemanship.
When on foot, the orcs fight in pairs, with one parrying, the other fighting. Whichever orc is attacked parries, and the other attacks. For best effect, use the parrying rules presented in the Complete Fighter’s Handbook.
There are also two slaves - Astenon of Arabel and Saud the Shipwright.
A palisade of palm logs with a catwalk behind has been erected back from the beach. This wall surrounds and protects a sizable area. There are two gateways in the palisade, each secured by a bronze reinforced double door.
Each gateway is guarded by three large fighting dogs, savage brutes of foul disposition with vicious spiked collars. Each is a mongrel breed of timber wolf, pit bull, Pictish deerhound, and Celtic wolfhound stock. They will bark at all intruders, thus alerting the fort. After one round of barking, the dogs will attack. Within 1-3 rounds, 2-5 Half-Orcs (Orc-Hobgoblin Soldiers) will arrive to check on the commotion.
The interior of the palisade is a gloomy and shadowy place.
There are several open common areas protected from the sun and rain by a thick shade sail of coir rope and interwoven palm fronds. Each of these common areas has several robust wooden benches with trestle tables. Scattered about these areas are some half dozen finely crafted wooden barrels, all filled with rainwater.
There are also some fourteen huts within the fort, used by the half-orcs as sleeping and storage spaces. Each is a rough free standing structure with three walls of palm logs and a sloping roof of palm fronds. The fourth side is open and faced away from the prevailing winds and rains.
There are also five sturdy stables, each formed from coconut palm logs with a slopping roof of thickly thatched palm fronds. One, quite close to the central wooden keep, holds Balor’s draco lizards. The remaining four are scattered about the fort. Each holds a single Kalin.
In the centre of the stockade is the long and low kitchen lean-too. Within can be found a large fire pit, double spit, a handful of caldrons, a long table of salvaged hardwood planks, numerous knives, and a huge iron cleaver.
Along the back wall are various oak kegs filled with smoked fish, pickled fish, eatable seaweeds, various shore plants, coconuts, hog plums, and sea almonds. Drying fish hang from the roof beams. A ceramic jar holds acorn coffee. There is even an Everbountiful Soup Kettle, a Neverending Barrel of Salt Pork, and Lorloveim's Obsidian Mortar and Pestle. At night the slaves sleep here in the kitchen lean-too on thin quilted pallets.
Within the kitchen area, there is always a rough kedgeree of salt pork, fish, sea oats, a few odd vegetables, and herbs hot and ready to eat. A steaming cauldron holds strong black acorn coffee. Various assorted seafood sausages can also be found here. There is usually some nutritious vegetable soup on hand too, although it is usually left for the slaves. Astenon detests the soup, although Saud is quite partial to it.

Various orcs are often found here, looking for a ready snack.

Surrounding the kitchen lean-to are over a dozen wooden trellises. These support vigorous plantings of three distinct food plants – nasturtium, broad bean, and wild pea. These plants were original planted out from the remaining food stores of the wrecked Whaleship. They are carefully tended by Astenon.

Nearby Astenon has planted a raised and well mulched bed with an experimental planting of sea oats. This kitchen bed is bordered with golden samphire and pig face.

Adjacent to this bed is a smaller bed that supports a veritable forest of parsley and chives, along with four sturdy curry trees (sweet neem).

One echo of Apikalia, the dead Zhentarim captain, lingers on. This is the Kitchen Golem, a unique lesser golem that was designed and crafted to deal with various mundane shipboard tasks that the captain wanted done right but couldn’t be bothered doing herself. It survived the crash and will obey the commands of Dionna and Balor. It currently spends dawn and dusk cooking, and accompanies Saud on his daily foraging trips.

AC 2; Move 3; HD 5+10; HTK 50; THAC0 15; Attacks 1; Damage 3d4; Speed +3; +1 or Better Magical Weapons To Hit, Immune to Blunt and Piercing Weapons, +2 On Saves Against Cold and Electricity with Half or No Damage, Immune to Mind Affecting Magics, Saving Throws as 8th Priest, Strength of 16, Proficiencies (Agriculture @ 16, Brewing @ 16, Cooking @ 16, Herbalism @ 16, Observation @ 16, Rope Use @ 16, Spacemanship @ 16, Seamstress-&-Tailor @ 16, Weaving @ 16); Semi-Intelligent; ML 20 - Fearless; Neutral; 7’ Tall. Carved from oiled weirwood, the Kitchen Golem is a masterpiece of the sculptors’ art. The deeply lusterous wood has the classical form of a bull minotaur.

Surprisingly for an Orcish camp, the area behind the palisade is quite clean and lacks the usual stench of humanoid hamlets. Some twenty yards from the kitchen lean-too is a combined large latrine and covered garbage pit, screened off with a light framed wall of drift wood and woven palm fronds.

The pit is roughly 25’ on a side and is 75’ deep. It is surrounded by a 25’ apron of soft sandstone on all sides. This sandstone extends the full depth of the pit and also forms a thick floor for the dank hollow. Within the pit lives a trapped stunjelly. This creature was used aboard the Zhentarim Whaleship as an instrument of torture and for crew discipline.

A short distance from the central wooden keep and shaded by a handful of coconut palms is a bathing pool filled with rainwater. This pool is some 5’ deep with a width of 25’ and a length of 75’. It is surrounded by a 25’ apron of soft sandstone on all sides. This sandstone extends the full depth of the pool and also forms a thick floor for the sparkling pond. This enchanting oasis holds some 60,000 imperial gallons of soft water.
At the centre of this sheltered space is a wooden keep, shaded by an ancient oak tree. A thick layer of seaweed mulch helps feed the towering old hardwood. The keep is a three story square tower with a flat roof. Each level has four narrow windows, secured with shutters. The ladder-like stairway that passes through each room is screened by a curtain of plaited coconut palm fronds and can be secured with solid trapdoors as needed. On the roof is a medium catapult on a protected turret, several large stones, three barrels of caltrops, and a sailcloth shelter.

Balor has had the battered old ships’ bell mounted up here and it is used for all the usual uses of a ships’ bell. The strong rings can be hard all over the palisade and even down on the nearby beach.

The roof space is home to Telarxes the Wicked and the goblin orcs. These four fellows act as lookouts and they are also fully trained in the use of the medium catapult. They sleep on mats of plaited coconut palm fronds.

The airy top floor is used by Balor. In the centre of the room is a huge wooden table, crafted from planks of smoky grey duskwood, golden yellow laspar, and black zalantar. Surrounded it are eight padded stools. In one corner is a sturdy rope hammock, covered with several bright woollen gypsy blankets. At night, lighting is provided by a Lantern of Continual Light (Signal Version).

Below the hammock is a battered old oak sea chest with inlaid brass, it is secured with a huge iron padlock. Within it holds a brass spyglass (3x magnification), two exceptional quality throwing axes, a gemshorn, an emerald inlaid golden goblet (950 gps), a horn tankard with platinum inlay (250 gps), a silver comb with a carved black opal grip (500 gps), a few odds-&-ends of fur and linen clothing, and a Fur of Warmth.

The middle room is largely empty at the moment. Although a sturdy mat of plaited coconut palm fronds covers the entire floor. Dionna plans to use it as a study cum library, just as soon as she can obtain some books and related materials. Currently it is used by Balor as a practice and exercise area. The two Examiner Beholders that serve Dionna usually sleep here.

One item of note does rest in this room however. Dionna’s Astrolabe from the Whaleship survived the fall from space and has been placed in this secure room. It appears to be nothing more that a rustic sideboard however, as Saud has crafted a sturdy cabinet for it from oiled hog plum and sea almond wood.

Resting upon the flat top of the low cabinet is a weighty tome with etched electrum covers. The etching depicts a rampant stellar dragon with Melf’s wizard mark in each of the four corners. Traces of long worn away purple cling to some of the etched lines. The book, written in Sindarin, is Melf’s seminal work ‘Treatise of Universal Astronomy’.

The ground floor room is used by Dionna as her lair and sleeping area. Most of the floor area is covered with a large carpet of woven sheep wool and reindeer hair with a few strands of spun gold. Some 25’ on a side, it is of exquisite workmanship and superb quality. It depicts six dancing Korred musicians with various bagpipes and flaring horns in a moonlit rose garden beneath five glimmering stars. The exact origin and meaning of the scene is now lost in the mists of time.

Hanging on the wall is a large silver mirror. Below it rests a bench of oiled teak with inlays of gold and serpentine. Close inspection reveals that the bench has been extensively repaired. Tucked underneath are two coffers that hold Dionna’s treasure. Silver Coffer (2'x2'x4', 750 gps), 100 Electrum Moons, 100 Waterdeep Harbour Moons, 20 Platinum Tricrowns, 15 Gond Bells, 10 Lantan Trade Bars. Electrum Coffer (2'x2'x4', 500 gps), 20 Cut Amethysts (100 gps Each), 25 Jade Acorns (100 gps Each), 25 Amber Acorns (100 gps Each), 25 Glass Acorns (10 gps Each).

Near the outer door is a large ivory coffer (5’ x 5’ x 5’). Although badly cracked in several places, it is still a magnificent art object. Formed from wonderfully carved oliphaunt tusks with a bevelled top and small splayed feet. The hinges and catch are formed from rose gold. Every panel is adorned with a colossal battle scene. All of the figures have been individually cut and are exquisitely detailed. These panels depict a Dwarf Hall falling to an attack by a red dragon and fire giants. In its current state it is worth some 75 gps, if repaired with a mending spell the value would rise to some 1500 gps. Although a sage may well pay more, as may a dwarf.

Up against the far wall from the entry doorway is a small oak table with meteoric steel inlay in the form of swirling vines (250 gps). Upon this rest a pair of carved serpentine bookends that resemble green dragons with tiny cut sapphires for the eyes (800 gps), an elephant ivory tray, and an elegantly simple magnetite bowl. Also upon the table is a wrought silver candlestick in the form of a long stemmed rose. Instead of a candle, it is currently crowned with a green spinel that glows and scintillates with a continual light spell.

Dionna the Dark Nag has a Draken familiar (Dragon Mag #146) that is always with her. She also has a Homonculous. It usually remains in this room and sleeps on the carpet under the oak table. She tends to use this tiny creature as a willing pair of hands and occasionally sends it out on some errand as a messenger.

Here too can be found Dionna’s current master spell book. This consists of a number of tattered and scorched rag paper, papyrus, and parchment pages collected and protected in a leathery folio of oak tanned tanystropheus hide. She uses a Quaal’s Feather Token, Arbour, as a bookmark.

1st - Colour Spray, Comprehend Languages, Copy, Detect Magic, Dictation, Find Familiar, Magic Missile, Protection from Good, Read Magic, Spidereyes, Spook, Unseen Servant, Wall of Fog.

2nd - Choke, Ghost Pipes, Filter, Invisibility, Knock, Locate Portal, Quimby’s Enchanting Gourmet, Rain of Blood, Snilloc’s Snowball Swarm, Summon Swarm, Wall of Gloom, Web.

3rd – Dark Wings, Delay Death, Dispel Magic, Enhance Rating, Icelance, Iron Mind, Lance of Disruption, Solvent of Corrosion, Spirit Armour, Vampiric Touch, Wraithform.

4th – Acid Bolt, Conjure Elemental-Kin, Dig, Empathic Wound Transfer, Ghost Rigging, Halo of Eyes, Ice Storm, Mordenkainen’s Force Missiles, Vitriolic Sphere, Wall of Ice.

5th - Conjure Elemental, Cone of Cold, Create Portal, Enhance Manoeuvrability, Improved Skull Watch, Move Earth, Passweb, Transmute Mud to Rock, Vile Venom, Wall of Bones.

6th - Bloodstone's Spectral Steed, Summon Spider, Trollish Fortitude.
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~ Astenon of Arabel ~

Astenon of Arabel is a small and slender gent of middle years with reddish-blond hair, deep green eyes, and a close cropped beard. His cultured and urbane voice is surprisingly deep and resonate. Possessed of a cat-like neatness, Astenon always likes to be well groomed. He’s an astute observer and almost always exhibits good judgment and, if asked, offers sound advice. He dislikes the outdoors in general and adventuring in particular, preferring a safe urban lifestyle. Astenon was betrayed by his apprentice and sold as a slave to Dionna the Dark Naga. This traitorous fellow joined the Zhentarim and is now rumoured to be in Mirabar.

As a slave, Astenon originally acted as something of a sage for Dionna, conducting various studies into magical phenomenon. She would like him to continue in such a vein and also undertake spell research for her, but as there is no library currently available, this is an impossible task. So instead, he labours endlessly as the fort’s gardener. Astenon loathes his current task with a passion and would do anything to gain access to a decent library.

Astenon of Arabel (Human Diviner, Academician 13th, Neutral, Enslaved).

Astenon (13/17/15/17/16/17) is a groundling from the Forgotten Realms. His first taste of space came late in life as a slave of the Zhentarim.

Linen Robe of Faded Green, Rope Belt, Silk Sash of Faded Blue, Rope Sandals, Sailcloth Belt Pouch, Ink, Brush, Inking Stone, Wooden Scroll Tube, Rag Paper (10 Sheets).

Astenon currently has no spells memorised and no Spellbook available.

~ Saud the Shipwright ~

Saud the Shipwright is a hale and hearty and hairy old sea dog with a thick beard and bristly moustache. Although hailing from the Sword Coast, he has a good dose of Calimport blood in his veins. His prominent facial scar comes from a gaff hook wielded by Vurgrom the Mighty during a pirate raid. He was captured by Dionna the Dark Naga one dark night in Daggerford.

As a slave, Saud spends early mornings and late afternoons engaged in various carpentry endeavours. During the middle of the day he forages for food along the beaches and goes fishing in a skiff with a hand net. During these forays he is accompanied by the Kitchen Golem.

Saud currently has two skiffs down on the beach, in a palm frond lean-too. Nearby is a larger more secure lean-too, also formed from palm fronds and coir rope, where he is crafting a fishing boat. Here too can be found a number of carpentry and smithing tools in a battered old sea chest. The key to which is kept on an iron chain around the neck of the Kitchen Golem. As something of a warning an old bugbear skull has been nailed to the door.

Saud the Shipwright (Human Fighter, Mariner 8th, Neutral Good, Enslaved).

Saud (18-80%/17/21/15/13/15) is a groundling from the Forgotten Realms. His first taste of space came late in life as a slave of the Zhentarim. He is host to 3 Vigrons (Heart, Lung, and Kidney), thanks to experiments by the now deceased Zhentarim Necromancer Janos Skorzeny.

Hooded Sailcloth Cloak, Earthy Brown Wool Pakul, Black Silk Vest with Embroidered Silvery Kozakuran Maple Leaf Patterns, Rope Belt, Undyed Cotton Trousers, Undyed Linen Draws, Deerskin Boots.
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~ Sandy Cay Escaped Prisoners ~

A number of the Zhentarim prisoners also survived the crash and a few even managed to escape. These lucky few are now endeavouring to find a way off the rocky asteroid while at the same time avoiding Dionna and her henchmen.

Recently this group managed to raft to another sandy cay some 12 miles distant from the holdings of Dionna the Dark Naga. This perilous venture almost cost them their lives during a violent thunderstorm at sea.

Aerwen the Fair of Silverymoon, Forest Dancer of Shiallia, Speciality Priestess 7th, Prophet Priestess, Half-Elf (Father = Moon Elf Ranger & Mother = Human Druid of Eldath), Neutral Good, 16/17/15/14/17/14.

Carved Oak Holy Symbol, Leather Jack (Torso Guard), Buckler, Belaying Pin, Dagger, Knife, Headscarf of Sea Green Silk, Laced Linen Shirt, Rope Belt, Linen Breeches, Ornamented Bucket-Topped Boots, Leather Belt Pouch, Healer’s Bag, Water Skin (Two Quart Kidney-Shaped Goatskin Bag).

Delsenora Isinda of the Border Forest, Lady Knight of the Unicorn, Ranger 10th, Forest Runner, Half-Elf (Father = Deepingdale Human Forester & Mother = Moon Elf Priestess of Elebrin Liothiel), Chaotic Good, 15/18/17/14/16/15.

Leather Helm, Leather Jack (Torso Guard), Medium Oak & Bronze Shield +2, Short Sword, Dirk, Knife, Sling, 9 Sling Bullets, Kid Leather Jerkin, Rope Belt, Cross-Gartered Breeches, Buskin Boots, Water Skin (Two Quart Kidney-Shaped Goatskin Bag), Ancient Tome (The Magical Properties of Gemstones By Shaeroon).

One Phase Dragon (Chaotic Good), Three Gorak (Domesticated Lizards), One Jhakar (Trained Hunting Beast), Four Kes'trekel (Domesticated Watch Birds), and Three Lirr (Wild Scrub Plains Hunters).

Waziri of the Golden Savannah, Fighter 8th, Wilderness Warrior, Wemic (Lion Centaur-Kin), Neutral Good, 18-82%/16/17/13/16/13.

Ring of Swords (Lightning Sword, 50 Charges, Recovers 1 Charge When Exposed To A Thunder Storm, Dragon Mag #233), Machete, Hatchet, Adze, Iron Utility Knife, Heavy Crossbow, 2 Bolts, Oiled Canvas Tarpaulin, Silk Rope (50’ Coil), Leather Bucket, Small Iron Stew Cauldron, Tinder Box with Flint & Steel, Two Water Skins (Two Quart Kidney-Shaped Goatskin Bag).

Akizk Taark Kass (T'keech, Tohr-Kreen, HD 6+3, HTK 39, Neutral Good).
8 Quartz Chatkcha, Leather Harness with Bronze Buckles, Silk Rope (50' Coil), Iron Utility Knife, Headband of Summoning (Silvery Mithril Band, Inlaid with Hematite and Ruby, 20th Level of Power, Dust Devil at Will, Elemental Control at Will, Summon Tarek Warriors {Once/Day, 3-12 Appear, Remain for 20 Rounds, 1% Chance Per Use Summoning is Permanent}).
~ Echoes of Hepmonaland ~

A few miles from the South Pole is a glassy sponge and soft coral reef of dazzling beauty surrounded by three enchanting crescent shaped sandy isles. For unknown reasons, Lucifer the Lightning Blue carpeted these large sandy cays with thousands of ancient avocado trees (average 70’ tall). Along the coasts years of drift seeds have produced great stands of hog plum, coconut palm, and sea almond. Along with sea oats, hairy beach spinifex, sand couch, knotgrass, goat's foot, golden samphire, prickly glasswort, and pig face.

A weak and shifting portal to the Quasi-Plane of Mineral constantly replenishes the sandy beaches with fragments of Azurite, Blue Quartz, Lapis Lazuli, and Turquoise. This lends the beaches a mottled blue hue and they shimmer enchantingly at night enhancing the already stunning beauty of the coral atoll.

At the centre of the largest isle grows an ancient Xantla. This tree once grew in the depths of the Hepmonaland jungles. One dark and moonless night, Lucifer the Lightning Blue used his weird magics to relocate the great tree.

Along with the tree came an ecology in microcosm. In the handfuls of years since the initial relocation, these plants and animals have spread out through the avocado forests.

These days the avocado branches are festooned with orchids, bromeliads, hanging ferns, mosses, and colourful bioluminescent lichens. Even the incredibly rare Hepmonaland black orchid has managed to gain a foothold.

There are dozens of types of colourful butterflies, some with opalescent transparent wings, large moths (hawk moths are common), hoverflies, robber flies, beetles (mainly jewel beetles), stick insects, cicadas (mottled blue with black are common, although there is a rare deep emerald green variety too), plant hoppers, leafhoppers, and shield bugs.

There are Mayan stingless bees, paper wasps, green weaver ants, bullet ants, creosote termites, bush scorpions, rhinoceros beetles, titan beetles, harlequin beetles, giant fire beetles (roughly 3’ long), huntsman spiders (some just under 1' across), golden orb-weaver spiders, garden orb-weaver spiders, and even large jumping spiders (some up to 3” long). There are huge pseudoscorpions that survive by cleaning other animals of ectoparasites.
All the wasps, ants, termites, scorpions, and spiders of the jungle have weak venom with effects much like a bee or hornet sting. Victims of such attacks must Save Against Poison at +3 or be affected by shooting pain (-1 Dexterity and -2 THAC0 for 1d10 rounds). Even the various beetles can deliver a nasty nip with their strong mandibles (0-1 HTK). All-in-all the lesser denizens of the jungle are dangerous despite their tiny size.

There are birds too – Hoatzin, Resplendent Quetzal, Rufous-Vented Chachalaca, Ocellated Turkey, Ruddy Pigeon, Rufous Motmot, Swallow-Winged Puffbird, Speckled Mousebird, Green Jay, Southern Nightingale-Wren, Glaucous Macaw, Yellow-Crowned Parrot, Channel-Billed Toucan, Tropical Screech-Owl (See Owl @ Bird), Red-Throated Caracara (See Large Hawk @ Bird).

There are many arboreal animals – Tent-Making Bat (See Common Bat, HD ¼, 7” Wingspan), Hepmonaland Climbing Mouse (See Brush Rat, HD ¼, 8” Long), Tuft-Tailed Spiny Tree Rat (See Brush Rat, HD ¼, 10” Long), Bristle-Spined Tree Rat (See Brush Rat, HD ¼, 12” Long), Brown Porcupine (HD ½, 2' Long), Colugo (See Flying Squirrel @ Small Mammal, HD ¼, 1' Long), Howler Monkey (See Monkey @ Small Mammal, HD 1+1, 3’-4’ Long).

On a more dangerous note there are - Tayra (See Ferret @ Small Mammal, HD ¼, 2' Long), Kinkajou (See Domestic Cat, HD ½, 2’-3’ Long), Margay (See Wild Cat, HD 1, 2’-3’ Long), Green Poison Dart Frog (See Poisonous Frog, HD 1, 6” Long), Emerald Tree Viper (HD 2+1, 5' Long, Poison = Save at +1 or Suffer 2-8 Damage in 2-12 Rounds), Giant Green Tree Iguana (HD 6+2, 8'-10' Long), Mahogany Constrictor (HD 4+1, 21' Long), and even a small hunting party of wild dwarfs.

Among the wild dwarfs there are two talkers (4th Thief, Scout), one war leader (Barruk, 18-82%/16/20/13/16/15-16, 7th Fighter, Savage, Bronze Broad Sword of Chopping {Dragon Mag #179}), six bloods (3rd Fighter, Savage), a priest (5th Cleric, Savage Priest), three lesser priests (3rd Cleric, Savage Priest), seven females, and ten young. They are armed with blowguns, short spears, spiked throwing clubs, and copper hand axes.

The wild dwarf head priest has an intricately crafted and alchemical enhanced suit of armour formed from the chitinous shells dragon beetles. This deep crimson armour is highlighted overall with tiny black spikes. It is an heirloom of great antiquity and has been handed down in the priest’s family for generations. It acts as ‘Lamellar Armour +3’ with Cool Strength and provides immunity to all Dragon Aura affects.

Although a semi-nomadic people in Hepmonaland, the wild dwarfs of the cay have established a rough and ready walled village around the primordial Xantla. High in the mossy branches hangs a Spirit Skull (Dragon Mag #189).

Quickly realising their situation, the wild dwarfs have planted out their food stocks and thus added depth to the avocado forests. Here one can now find oyster plant, long pepper vine, habanero chilli, ají pepper (Peruvian hot pepper), quinoa (3’-6’ tall), tomatillo (5’ tall), tamarillo (10’-15’ tall), green sapote (20' tall), papaya (20’ tall), cacao tree (25’ tall), allspice (30' tall), soursop (30’ tall), and guava (35' tall).

*******

Oyster Plant - Oyster plant is commonly cultivated for its rich, meaty tubers, enclosed in tough, bifurcated, shell-like pods that grow just beneath the surface of the soil in a ring centred about the surface plant. The tubers are excellent baked or roasted, having the taste and texture of a Mystaran giant oyster. Above ground there is a yard-wide cluster of glossy wide-spreading, semi-rigid leathery green leaves with deep-lobed fronds. An unusual plant, it is only found on Greyhawk in the Hepmonaland jungles. It may well have been created by biological experiments or magically modified from native or imported flora.

~ The Grinder of Greyspace ~

The Grinder is a dense asteroid field that swirls endlessly between Liga and Edill. It is a veritable soup of planetoids, planetesimals, asteroids, icy shards, iron nodules, and the like ranging in size from around 350 miles in diameter (Size C) all the way down to the size of gravel. The vast majority of these objects fall into the lower end of this spectrum, with the average object being several tens of yards across. There are perhaps 100,000 Size A planetesimals (those between one and ten miles in diameter), some 300 Size B planetoids (those between 10 miles and 100 miles in diameter), and roughly 20 tiny worlds of Size C.

Some of these larger objects have been mapped and named at various times, but there is no generally followed mapping nor naming convention between the spacefaring races. The larger asteroids - those with a diameter of a few miles or more - usually have breathable atmospheres, although there are some exceptions. Smaller rocks are generally void worlds, although there are exceptions here too.

Unlike a conventional asteroid belt, the Grinder is not a torus (a donut shape) that lies in the ecliptic. Instead, the swirling soup of the Grinder is dispersed in a vast hollow sphere, completely surrounding Oerth and the inner planets. Thus every spelljamming vessel bound for Oerth from the outer planets or from the boundary of the crystal sphere must pass through the Grinder. There is simply no way to avoid it.

Although the Grinder is a busy place, with much through trade, it is still a rough and tumble place. Something of the wild frontier always clings to the area. There are dozens of small mining enterprises, merchant outposts, repair docks, boisterous markets, shadowy bazaars, military bases, cloistered religious institutions, and the like. If you can name a race, you’ll find a scattering of that race somewhere in the Grinder.

The vast majority of these settlements are fleeting however, lasting no more than a handful of years. Some fall to raids, some are destroyed by pirates, some are taken by slavers, some go bankrupt, and some are found abandoned – with no trace of what happened.

The Grinder is a place of ruins and danger, mystery and intrigue.

*******

During his time in the Grinder, Lucifer the Lightning Blue seeded it with Barachania Trees, Alchemy Plants, Fireweed, Coners (Dragon Mag #87), Shooters (Dragon Mag #87), Whirrzlers (Dragon Mag #130), and Bloats.

On roughly half of the Size C worlds, aside from Skull Island, Lucifer the Lightning Blue seeded the biosphere with Flitterlings, Petty Faerie – Gorse, Faerie Fiddler, Korred, Brownies, Bookas, Ashira, Grain Nymphs, and Gnoats with fields of oat & rye. Some groups have flourished, while others have foundered. He placed groves of crabapple, galda, usk, and yarpick on each of these tiny worlds too. In the years that have passed since then, they have flourished and dozens of vigorous young trees can be found scattered across the primeval forests of these diminutive asteroid realms.

~ Space Encounters ~

The vast magical energies employed in the crafting of the Skull Island planetoid continue to cause various disruptions in the surrounding void of wildspace to this day.

It is quite common to encounter sluk sargassos, dust clouds (1 in 6 = Russet Mold Spores, 1 in 6 = Rasping Sand {Dragon Mag #226}, 1 in 10 = Several 1 Ton Rocks), gas clouds (Translucent Sea Green or Translucent Pastel Blue, 1 in 6 = Replenishes Air, 1 in 6 = Wildwind Spell Engulfs Ship, 1 in 10 = Solvent of Corrosion {Fluid Particles}), and ice fists. General information for these three encounters are detailed in ‘Lost Ships’. All of these fields are 3-12 hexes across.

There are drifting and transitory pockets of elemental matter as well. Vast swirling spheres of elemental air charged with positive energy. They have a diameter of 5-20 hexes and subject all who enter to the combined effects of Mordenkainen’s Electric Arc and Summon Wind Dragons, as if cast by an 18th Level Chaotic Neutral Mage. These elemental spheres will also completely replenish the air on any ship if entered.

Whirling about nearby to the Skull Island asteroid are over a dozen planetoids, roughly spherical rocks of Size B, shrouded in infinity vine. Some of these areas support simple ecologies with Dragonnels (HD 8+4), Giant Iguanas (HD 6+2), Sylvan Giant Space Hamsters (HD 4), Constrictor Snakes (HD 3+2), Lukalukas (Dragon Mag #108), Giant Footpad Lizards (HD 2+1), Beguilers (HD 2), Black-Headed Spider Monkeys (HD 1+1), Wild Cats (HD 1), Chattur (HD 1-1), Muskrats (HTK 1-3), Brush Rats (HTK 1-2), Harvest Mice (HTK 1), and Epiphytes (Lichens, Liverworts, Mosses, Ferns, Orchids, Bromeliads). Oddly there is even the occassional tribe of wandering Beastmen.

Occasionally a wild and chaotic Lighting Quasi-Elemental will be encountered. These creatures drift in the void, usually within a few hundred miles of the Moon Sphere. Most encounters are with one 12 HD creature, although occassional groups of 1-6 9 HD creatures are found.
Other inhabitants of the asteroid field run to freewheeling packs of firetails. Huge earth elementals with translucent gem-like wings that allow them to surf on sunlight. There are shoals of crystal fish, just like living gemstones that literally ‘swim’ through the void. They feed on sunlight and thus form the basis of the local food chain.
Drifting in the inky void, in the general vicinity of the Skull Island Asteroid, is an ancient galleon. The wood gleams as if freshly oiled and the vessel is illuminated with a score of Continual Light spells. It leaves a faint trail of fragrant smoke that quickly dissipates. A stout breeze blows from the stern towards the prow (Permanent Gust of Wind). Hanging from the mainmast and snapping in this wind is a deep yellow flag boldly emblazoned with the Rune of Insanity. Hanging from the foremast is a sconce holding a block of everburning rose incense. Several bagpipes and flutes float about, glowing an electric blue, and endlessly playing Yo Ho (A Pirate's Life for Me). If observed for a time, the craft is seen not to be drifting, but to be orbiting between the Dark Sphere and the Moon Sphere in a graceful figure eight pattern (Magical Telekinetic Engine, SR 1, Cannot Achieve Spelljamming Speeds). All below deck areas are filled with Permanent Solid Fog.

~ Moon Sphere / Dark Sphere ~

These two enchanted objects, apparently crafted by Lucifer the Lightning Blue, hang in the icy void quite some way off from the Skull Island Asteroid. Both are magical energy objects. The first is a 10 mile diameter dark sphere and the other is a 10 mile diameter moon sphere.

The dark sphere is a dusky matte black ball of negative energy with satin black highlights and flickering slate grey prominences. Any undead within 30 miles of the dark sphere regenerate 6-36 hit points of damage per round, with no saving throw. Any spelljamming vessel (huge and gargantuan creatures too) within 30 miles of the dark sphere must save against Spell / Lightning each round or be struck by an Otiluke’s Freezing Sphere - Globe of Cold. This 30 mile area also has the affect of Chill Metal with an unlimited duration. Anything actually touching the dark sphere takes 30-80 (20+10d6) hit points of damage from the intense negative energy, save against Death Magic / Disintegration for half damage. This energy surge is much like the black lifeless touch of a xeg-yi, diminishing the life energy of living beings, ageing metals, and rotting organic materials.

The moon sphere is a shimmering bluish white ball of electrical energy with electric blue highlights and sparkling silvery prominences. Any creature within 30 miles of the moon sphere takes 2-5 hit points of electrical damage per round, with no saving throw. Any spelljamming vessel (huge and gargantuan creatures too) within 30 miles of the moon sphere must save against Spell / Lightning each round or be struck by 7 balls of lightning, as per the piratical spell Ball Lightning. This 30 mile area also has the affect of outlining any spelljamming vessel (huge and gargantuan creatures too) with sparkling blue luminescence, as per Faerie Fire. Anything actually touching the moon sphere takes 30-80 (20+10d6) hit points of damage from the intense positive & electrical energies, save against Death Magic / Disintegration for half damage. This energy surge is much like the fiery silver touch of a xag-ya, energising materials and causing minor combustion affects.

Some 25 miles from the dark sphere, in a stable and unchanging orbit, hangs a 200' diameter Prismatic Sphere. Its origins are unknown. Some say it is just another eccentric creation of Lucifer the Lightning Blue or perhaps Zagyg. But others say even these great mages were puzzled by it.

Good floating encounters to use in this region of the Grinder are:

- Violent Death (Skull & Crossbows)

- The Brain Trade (Skull & Crossbows)

- Void Elves (Skull & Crossbows)

- Monarch Armada (Skull & Crossbows)

- Quest for the Starmetal (Lost Ships)

- Silent Stars Go By (Lost Ships)

- Fifteen Dead on a Warrior’s Chest (Lost Ships)

- Treasure Island (Lost Ships)

- Stranded on the Baron’s Island (Dungeon Mag #14) (Island = Asteroid)

- Wildspawn (Dungeon Mag Issue #71) (Revular's Island = Asteroid Ship)
~ Dark Haunted Woods ~

The Dancing Hut - Baba Yaga – Dragon Mag #83 – Size B Planetoid with Phostwood Forest, Firbolg Giants with Hounds-of-the-Hill (Dragon Mag #158) in Fortified Brochs, Atomies, Buckawns, Red Caps (Dragon Mag #158), Treants (7 HD), Barkburrs, Bears (Black), Huskals (Wolf & Jackal Hybrids, HD 1+2, Semi-Social), Badgers, Foxes, Cats (Wild), Owls (Common), Otters, Weasels, Ravens (Common), Mice (Field), Hedgehogs, Moles, Squirrels, Bats (Common), Rabbits, Soay Sheep, and Wild Deer.
In a ruinous old stone castle at the heart of the woodland lairs a Makva (HTK 50). She is attended by Vavra (Greater Wolfwere, HTK 53, True Bard 11th), Vida (Wolfwere, HTK 30, Vavra’s Mate), Zora (Wolfwere, HTK 30, Vavra’s Mate), Leila (Wolfwere, HTK 30, Vavra’s Mate), Bedri (Jackalwere, HTK 25, Bandit Thief 7th), and a number of Prikolics (Dragon Mag #158).

Makva (Bulgarian Wood Hag) are basically identical in game statistics to night hags, except that they cannot travel into the ethereal or astral planes. Thus they cannot ride sleeping victims, nor do they need or make special periapts. They cannot cast gates to summon evil creatures, either. Because of this deficiency and their chaotic evil alignment, makva are banished from night hag society and are usually found on the edges of wild forests. Like night hags, makva are able to employ Magic Missile and Ray of Enfeeblement three times a day, at the eighth level of ability. They are also able to cast Know Alignment, Sleep, and Polymorph Self at will (their sleep power is identical to the 1st level wizard spell). Additionally, they have the ability of Advanced Illusion, this being the source of many gingerbread houses that lost wayfarers report. They can cast this spell four times per day. Makva are invulnerable to charm, sleep, fear, fire- and cold-based attacks. Silver or +3 (or better) magical weapons are required to harm a makva. Makva have olive green skin and coarse black hair (XP 4,000).

~Vanished Cults ~

Amidst the tumbling rocks one may happen upon a wandering asteroid. This rough and irregular Size B world is cloaked in a thick forest of alder, balsam, birch, fir, scrub oak, pine, and sablewood. Intelligent yet secretive Quickwood trees are also common. The fauna is relatively simple with insects, spiders, frogs, toads, salamanders, lizards, and snakes. The only thing of note here is an ancient dais hidden in the woods. This is the entry to one of the boltholes of the Cult of Imbindarla. For more information see ‘The Pit’ in Dungeon Magazine #17.

~Spiders of the Void ~

High above Skull Island, in a stable orbit about the rocky planetoid, is a debris field some 8 hexes across. This chaotic jumble of wrecked vessels and related fragments is home to colony of sixteen Asteroid Spiders. Their lair, drifting in the velvet blackness of space, is a web cloaked cluster of space boulders and spelljammer fragments, anchored to a cobweb shrouded Mammoth.

~ Swamps & Deserts ~

Partially concealed by a cloud of swirling space gravel is a Size B asteroid of some 87 miles across in the rough shape of a shallow bowl. Within the inner surface is a luxuriant swamp ('Kingdom in the Swamp' in Dungeon Magazine #4), while the outer surface is a rocky desert of cactus and similar succulents. Each side of the asteroid has its own unique weather. With one side being cool and wet with frequent rain, while the other is hot, dry, and dusty.
Surrounding the relatively narrow lip of the asteroid, between the swamp and the desert, is an area of naturally occurring and magically energised metallic salts that naturally reproduce the effects of Wind Wall, Henley's Digit of Disruption, and Abi-Dalzim's Horrid Wilting (18th Level of Power).

In this general area of the Grinder one may encounter a clan of Roc Hoppers.

Kingdom in the Swamp = On Ceres the Adventurers Meet Candor, Change ‘Southern Jungles’ to ‘The Grinder’, Melstu the Rock Hopper Guide, Saved from Zurchin, Baku Statuette, Stole Two Rock Hopper Skiffs, King Kenither with Quasit Familiar of Orcus (Bat & Asp).
Candor Fletten (Hairfoot Hobbit Thief 5th, 12/18/16/14/09/15, Hobbit Burglar Kit, No Gift, HTK 29, CG {N}, Pick Pockets 75%, Open Locks 75%, Work Traps 60%, Move Silently 60%, Hide in Shadows 60%, Detect Noise 35%, Climb Walls 45%, Read Languages -5%). Rock Hopper Skiff, Longtooth Dagger +2, Leather Armour, Limewood Strips, Lockpicks, Oil and Funnel, Crowbar, Climbing Daggers (3), Silk Rope (60' Coil), Composite Short Bow, Hip-Quiver, 3 Wood Biter Arrows, 2 Minor Grapple Arrows, 1 Major Grapple Arrow, 6 Flight Arrows, Baku Statuette (Gold Body, Shou Lung Emerald Eyes, Oni Ivory Tusks,), Emerald (1500 gps Value), 5 pps, 32 gps, 24 sps.

Antonius Dalsor of Irongate (Human Cleric of Delleb 4th, 14/08/15/13/16/14, Scholar Priest Kit, Wild Psi = Object Reading @ 11 & Sensitivity to Psychic Impressions @ 12, PSP 52, HTK 25, LG).

Tandis Malrynar (Half-Elf Transmuter 5th, Imperial Navy Grey Elf Father & Human Celestians Mother, 09/15/10/17/13/13, Academician Kit, Gift of Inheritance {Mosquito Spelljammer}, HTK 15, NG).

Gorum Grimbeard (Stalwart Dwarf Fighter 7th, Mountain Dwarf of the Rakers Father & Whitebeard Clan Hill Dwarf Mother, 18-99%/10/16/14/13/07{08}, Frontiersman Kit, Gift of Courage, HTK 62, LG).
The rocky desert of the asteroid consists of tumbled boulders, gibber plains, scattered claypans, the occasional spire of wind-blasted rock, and the odd dry gulch. In many places there are outcroppings of saline minerals, sulphur, saltpetre, phosphorus, and mica. The temperature during the day is always above some 30 °C (86 °F), although night temperatures plummet to near freezing. At twilight there is the occasional short and vivid thunderstorm.
The only animals appear to be hardy ants, various flying beetles, several types of large moth, horned lizards, and small cactus bats. All feed on cactus flowers and fruit, although the lizards and bats do eat some insects.

In the more sheltered areas cacti and succulents can be found. These are notable as they are all eatable in various ways. Here one can find squat and thorny grall cactus, saguaro cactus, organ pipe cactus, barrel cactus, prickly pear, orchid cactus, queen of the night (Peniocereus Greggii), dragon fruit (Pitaya), bilberry cactus, spineless yucca, pigweed (Verdolaga or Purslane), brittlebush (Encelia Farinosa), horned melon (African Cucumber), and even hedge bamboo (Bambusa Multiplex).

A few of the most sheltered canyons and ravines support vegetation apparently sourced long ago from the Thar Desert. Here there is a relatively diverse selection of arid region adapted trees, shrubs, herbs, and grasses.
The only other ‘local’ is an ancient Flesh Golem of unknown origin. This creature is a lean and lanky man with wiry musculature. He wears a pair of ragged sailcloth paints that were once part of a Mana Sail with a Rope of Climbing as a rough belt. Patches and suture lines cover his body, with some separation of flesh visible. His head is devoid of hair and his face is grim of expression. He has become altered somewhat from his long stay in the desert. His flesh has become tougher and the skin has dried out, giving AC 3 now, and he takes only half damage from blunt weapons. The golem has also developed a low intelligence, and can regenerate wounds at a rate of 1 point per turn. It is a normal flesh golem in all other respects.

In one of the deepest gulches one can find the wreckage of a Mindspider. It has been here for some five years. There are still five survivors eking out a rough living here, all are former Neogi slaves captured in the Forgotten Realms. They exist as nomads, moving from food source to food source, and depending upon a number of concealed supply caches in the hard times.
They have access to Bone Daggers, Stone Axes, Fire-Hardened Wooden Javelins, Slings, Sling Stones, Composite Long Bows, Stone Arrows, Pile Arrows (Using Modified Iron Carpentry Nails), Cord Armour, Cactus-Fibre-Fabric Robes, Coarse Cloaks, Cloth Turban-Scarfs, Rope Belts and Sandals, Saguaro Boots (Water Containers), Crude Clay Pottery, Dried Food, and Rough Ropes.
Their main supply hoard is located in the dry gulch where the spelljammer fell. Amid the ruinous wreckage of the Mindspider, there is still some relatively intact structure. Area 4 on the Primary Deck and Area 1 on the Secondary Deck are sound and used for storage and as sleeping quarters on the coldest of desert nights.

Several old tomes also survived – Whisperings of the Genies By Bowgentle, Of Air and Fire By Agannazar, Fair and Fey Enchantments By Quimby, The Magical Properties of Herbs and Flowers By Shaeroon, The Metaphysics of Mathematics By Caligarde, Life and Culture of the Aboleth By Demetrios of Candlekeep.

The perverse and humorous nature of Lucifer the Lightning Blue is evident here too. On the highest desert ridge there is a Windtomb (Howling and Moaning Winds, Swirling Masses of Shimmering Blue Colours, No Divination).

Within, blurred by the chaotic winds, seems to be a garden. Numerous copious terracotta pots support chilgoza pine, dwarf stone pine, black walnut, sweet chestnut, common beech, silver birch, cloudberry, bilberry, crowberry, white currant, strawberry, yacón, alpine sweet vetch, mung bean, chickpea, chard, kale, cereal rye, umbrella bamboo, arctic willow, and tufted hairgrass.
Bumblebees, cicadas, and dragonflies, frozen in flight, can be seen amid the foliage. Other animals include various Ostrich-Like Birds, several Great Horned Owls, an Oliphant Herd (Matriarch, 7 Adult Daughters, 2 Adolescent Females, 1 Female Calf), Adult Bull Deinotherium (Dragon Mag #137), Bactrian Camel Herd (1 Bull, 8 Cows, 3 Calves), Indian Rhinoceros, dozens of Pronghorns, Ouessant Sheep, Arctic Hares, Fox Squirrels, Wood Mice, Wolf Pack (Twenty Tibetan Woolly Wolves), and Four Older Neanderthal Females.
Vast water garden tubs hold a profusion of bladderwort, hornwort, nardoo, water-clover, papyrus, pickerelweed, club-rush, bulrush, water celery, and water spinach. Animals run to small river snails, freshwater shrimp, ricefish, glass catfish, paddletail newts, freshwater eels with Gippsland Water Dragons and Eryops. Around the drier margins one can find peat moss, pitcher plant, sundew, alpine wallaby grass, herbaceous bamboo, snow daisy, alpine marsh marigold, alpine rock butterweed, alpine buttercup, kudzu, bog myrtle, swamp laurel, purple mountain heather, alpine sorrel, sulphur buckwheat, alpine, grevillea, and mountain plum pine. Nestled in the bamboo are a handful of red-bellied black snakes. A powerful male Neanderthal stands off to one side, amid a tall stand of rough grass and tangled brush.
Here too is a 90’ x 90’ x 90’ cube of translucent blue glassteel that holds a sample of alpine bog water. It is a rich ‘soup’ of creeping monkeyflower, watermilfoil, pondweed, floating bogsedge, greater waterribbon, running marshflower, microscopic algae, copepods, tiny insects, waterscorpions, worms, marsh slaters, water bugs, leeches, freshwater shrimp, small bony fish, various snails, lake mussels, soft-shell clams, fish eggs, insect nymphs, dragonfly naiads, frog spawn, mosquito larvae, and tadpoles. In these waters there are also various larger aquatic animals such as Australian Smelt, Australian Grayling, River Blackfish, Macquarie Perch, Trout Cod, Murray Cod, Common Yabby, African Dwarf Frog, Ceylon Caecilian, Cayenne Caecilian, Ringed Caecilian, River Blackfish,.
Emre – A large ground-dwelling ostrich-like bird. The plump body is covered with white feathers below a long curved neck. The bright blue eyes are bulging and the sturdy legs end in well clawed feet. They spend their time foraging for grasses, grams, and grubs. If the opportunity presents itself they will also take small game, but they do not actively hunt. The common emre can become airborne for roughly one turn, at speed 24 with Manoeuvrability C, but then needs to then rest for an hour or so.
Common Emre, HD 3+1, Move 18, Peck 1-4, 6' Tall, Herbivore, White Plumage.
Plains Emre, HD 3+2, Move 21, Peck 1-4, 6' Tall, Herbivore, Cream Plumage.

Alpine Emre, HD 3+3, Move 18, Peck 2-5, 6' Tall, Herbivore, Slate Plumage.
Telok is a squat, barrel-chested, and broad-gutted neanderthal with heavy bones and considerable muscle. His hairy hide is highlighted with speckled red ochre and pine resin. Along with various bone piercings, ornamental ear and nose bones, with a carnivorous ape skull amulet. Thick reddish hair with pale yet penetrating icy blue eyes. Telok is a 12th Shaman (Spirit World Walker), 83 HTK, Active Sense of Smell, Cold Resistance, Dense Skin, Tough Hide, 5’7” Tall, 18-62%/16/19/13/17/15, N (G). Gear: Rough Spear, 8" Machined High Glitter Duralloy Knife, 5" Machined High Glitter Duralloy Knife, Woven Grass Belt with Knife Sheaths, Leopard Seal Pants.

Nomad Kimbra of the Laughing Hollow (Half-Elf, Wood Elf Ranger Father & Druid of Eldath Mother, Born in Secomber, 11/12/12/18/14/15, Bard 5th, Lore Master, NG). Spells: 1st – Burning Hands, Dancing Lights, Wall of Fog. 2nd – Glitterdust, Ride the Wind. Proficiencies: Sling (1), Dagger (1), Ambidexterity (1), Ancient History (Illefarn) (0), 17, Ancient Languages (Elder Tongue) (0), 18, Appraising (1) 17, Artistic Ability (Manuscript Illumination) (1) 14, Cartography (1) 16, Forgery (1) 11, Heraldry (1) 18, Herbalism (2) 16, Local History (Secomber) (1) 15, Navigation (0), 16, Poetry (1) 16, Religion (1) 14, Spellcraft (1) 16, Modern Language (Bocchi) (0) 18, Modern Language (Silvanesti) (0) 18, Modern Language (Common) (0) 18, Reading/Writing (Bocchi) (0) 19, Reading/Writing (Silvanesti) (0) 19, Reading/Writing (Thorass) (0) 19.
Nomad Taina Eliaoim of Loudwater (Moon Elf, Paternal Grandmother was a Wood Elf, 12/13/10/13/09/16, Fighter 3rd / Enchanter Mage 3rd / Thief 4th, Collector, CG). Spells: 1st - Affect Normal Fires, Dancing Lights, Friends. 2nd - Bind, Whispering Wind. Proficiencies: Long Bow (1), Medium Swords (2), Two-Weapon Style (1), Ambidexterity (1), Ancient History (Crown Wars) (0) 12, Alertness (1) 11, Bowyer/Fletcher (1) 12, Engineering (0) 10, Information Gathering (1) 13, Jumping (1) 12, Observation (1) 13, Rope Use (1) 13, Trailing (1) 13, Tumbling (1) 13, Modern Language (Silvanesti) (0) 13, Modern Language (Bocchi) (0) 13, Modern Language (Common) (0) 13, Reading/Writing (Silvanesti) (0) 14, Reading/Writing (Bocchi) (0) 14.

Nomad Karina Nightmeadow of the High Forest (Wood Elf, 16/12/10/09/06/12, Fighter 5th, Outlaw, CG). Proficiencies: Long Bow (1), Long Sword (2), Two-Weapon Style (1), Ambidexterity (1), Animal Lore (1) 09, Direction Sense (0) 07, Fire-Building (0) 05, Quickness (2) 12, Steady Hand (1) 12, Survival (Woodland) (2) 09, Modern Language (Silvanesti) (0) 09, Modern Language (Seelie) (0) 09, Modern Language (Common) (0) 09, Reading/Writing (Silvanesti) (0) 10, Reading/Writing (Seelie) (0) 10. Gear: Bracers of Archery.
Nomad Yip (Cayman, 07/16/10/10/05/13, Thief 5th, Tunnel Rat, N {G}). Proficiencies: Sprite Bow (1), Cayman Javelin (As Dart) (1), Pixie Sword (1), Cheesemaking (1) 10, Close-Quarter Fighting (0) 16, Fungi Recognition (1) 13, Rope Use (1) 16, Set Snares (1) 15, Underground Survival (1) 10, Underground Navigation (1) 10, Modern Language (Cayman) (0) 10, Modern Language (Undercommon) (0) 10, Modern Language (Svirfneblin) (0) 10, Modern Language (Takanesti) (0) 10, Modern Language (Common) (0) 10. Usually rides on Gorok.
Nomad Gorok of the Forgotten Forest (Red-Brown Alaghi, 19/15/18/11/15/10, Fighter 7th, Savage, NG). Proficiencies: Javelin (1), Stone Axe (2), Two-Hander Style (1), Wrestling (1), Trouble Sense (1) 15,  Animal Lore (1) 11, Crude Weaponsmithing (1) 12, Direction Sense (0) 16, Endurance (0) 18, Fire-Building (1) 14, Foraging (1) 09, Hunting (1) 14, Survival (Woodland) (0) 11, Swimming (1) 19, Trail Signs (Alaghi) (1) 10, Weather Sense, (0) 14, Modern Language (Alaghi) (0) 11, Modern Language (Korred) (0) 11, Modern Language (Seelie) (0) 11, Modern Language (Silvanesti) (0) 11, Modern Language (Common) (0) 11. Gear: Periapt of Wound Closure & Pseudo-Dragon.
~ Stage Magic ~

- SJQ1: The Heart of the Enemy -
The Golden Warrior is drifting by. A unique spelljamming ship the likes of which none has ever seen. It is a collection of spare parts, haphazardly melded together by a shipbuilder with plenty of imagination but little sense of design. The landing gear is that of a dragonfly, the stern recalls the temple deck of a dragonship, and the upper deck looks like the weapons deck of a wasp. The bow is a rough and ready figurehead of a smiling human male with a curling moustache, waxed goatee, and a 25-foot nose. A gigantic inverted top hat rests on the deck behind the figurehead. Small glowing spheres, that cycle from blue through cyan to green and back again, dot the main fin, which extends from the stern and rises over the ship. The spheres spell out light hearted words – The Amazing Mandar's Old Time Magical Mystery Fun Show.
The Amazing Mandar is a portly yet spry gent with lively blue eyes, a pleasant face, and rosy cheeks with a long goatee and great curling moustache. He’s seen some 60 years go by and is always smiling. Mandar is always garishly dressed as a classic carnival showman. He’s an amiable and flamboyant human mage who wanders the stars in the Golden Warrior, seeking audiences for his old fashioned tricks which mechanically duplicate the effects of actual magic.
Lucifer the Lightning Blue happened upon one of the performances of The Amazing Mandar many years ago in Greyhawk City and was captivated. He corresponds with Mandar via the occasional voluble letter and is always upbeat and supportive. He has helped Mandar on a number of occasions, all secretly from the shadows. Lucifer the Lightning Blue even keeps a limited form of the Foresight spell active with regard to Mandar. This enchantment will instantly alert Lucifer the Lightning Blue to Mandar’s impending death or capture. He has also enchanted Mandar so that he ages as a grey elf and regenerates 1 HTK / Turn. Other permanent magics affecting Mandar include Comprehend Languages, Tongues, Tenser’s Eye of the Tiger, Protection from Evil, Protection from Normal Missiles, and Rary’s Mind Shield.
Mandar’s rabbits can assume any of three forms at will – rabbitish human of some 5’ tall, upright 4’ tall rabbit with manipulative paws, 3’ long white rabbit. They are empathic creatures of considerable stamina and affable disposition. They all feel great affection and steadfastness for Mandar.
~ Void Tomb ~
In close orbit, some 10 miles distant from the dark sphere, hanging in the cold void of space is an icy pyramid. This eldritch artefact is one of the legendary spelljamming Flying Pyramids. It is also an ancient tomb. Formed from rugged blocks of smoky quartz and reinforced with bronze, it saves as either Metal or Stone, whichever is more advantageous. It is powered by an Artifurnace with an inactive Pump Helm as backup. The air throughout is fouled.
Within this ancient tomb is an undead Ka (62 HTK, Withering Touch, 3 Statues, 18 Intelligence, Dragon Mag #198). Enchanted Helm (Wind Shadow 3/Day, Wind Blade 3/Day, Shield of Winds 3/Day), Scarab of Enraging Enemies (19 Charges), Ring of Protection from Stone Guardians, Shield Guardian Amulet with Silver Golem (60 HTK).

The undead Ka is severed by well over a score of 'Shades' (as per the wizard spell). There are a dozen Hill Dwarfs, a handful of trained hunting Cheetahs, and even some Large Hawks. If defeated in battle, they simply reform one turn later. These are echoes of the Ka’s old earthly servants.

In another age, this creature was Hotep Ra of Mulhorand. A Noble Warrior who worshipped Amaunator and had an abiding love of astronomy. In ages long since past, Hotep Ra and Lucifer the Lightning Blue adventured together for a time in the Valley of the Pharaohs.

Later, the daring wizard from Greyhawk crafted the spelljamming tomb for his old associate and set it in orbit within the Grinder of Grey Space. These days it hangs in close orbit about the dark sphere.

All the walls of the tomb are covered with highly refined bas-reliefs and colourful paintings, the vast majority depicting either Amaunator's court or Hotep Ra in various hunting scenes.

The ornate xylopal and electrum sarcophagus of the Ka rests in area 15 (See Standard Flying Pyramid Deck Plans). Next to the sarcophagus, upon a low golden table, rests an electrum spyglass, an electrum spelljamming sextant, and a mariner's octant in brass with copper highlights.

The Artifurnace holding Amaunator's Sceptre of the Eternal Sun rests in area 10. Glassteel sheaths the crypt and it is protected by four Stone Guardians.

In area 23 is a backup spelljamming engine, old and disused these days but still functional, it is a Pump Helm. Over a dozen neatly stacked oiled leather sacks can be found here too. These are filled with coins from hundreds of far flung worlds. Here one can find some 3000 copper coins, 1200 silver coins, 1500 electrum coins, and even 300 Harbour Moons from Waterdeep (Minted in 1201 DR).

In area 24 is an Astrolabe, Planetary Locator, Portal Locator, Evermap, and a number of old cedar sea chests holding dozens upon dozens of spelljamming charts from across the spheres. A handful of the very earliest papyrus charts are annotated in the long forgotten language of the Arimaspi (runic cuneiform script). Here too can be found a collection of tuning forks.
Also within this chamber is an ornate gilt chair and a low golden table. Upon the table rests an ornately carved and highly polished blue quartz decanter with six matching goblets. The liquor in the decanter is ancient Ent Draught. Off to one side is an ornate golden coffer adorned with a winged scarab in mithril silver. Within is Lamellar Armour +3, Flame Tongue Khopesh +1, Ornate Golden Javelin +2, Fancy Silken Sash, Ornate Linen Kilt, Soft Rope Sandals, and a cup of age blackened barley.

The ship is a veritable labyrinth of spirit doors. Thus the Ka can reach any point in the ship without recourse to the normal hatchways. It can appear and disappear with unnerving swiftness.

The stone statues of the Ka usually rest in area 15. Although they can move about the spelljamming tomb with ease. Each of these mottled grey granite sculptures depicts an older man, still hail and healthy, clean shaven with an simple beaten gold headdress, silken sash, and an ornate kilt.

The cargo deck is dominated by well ordered piles of heavy ballista javelins, sling stones, and iron spikes. Here one can also find a Catamaran.

A pack of six phantom hounds (18 HTK) and one pack leader (26 HTK) haunt the tomb. In life they were Saluki, used by Hotep Ra for hunting and friendship.

The crew consists of 96 Skleros, armed with shield and sapara.

Four Dragonflies guard the Flying Pyramid. Each has two Mana Sails, which replace the original upper wing-sails. These Dragonflies thus have a SR of 4. In addition, the aft light catapult has been replaced with a medium catapult. There are also two medium ballista forward. These ships are crewed by 1 Flesh Golem (58 HTK, Embalm Spell), 2 Skeletal Golems (Four African Throwing Knives), and 20 Skleros (Shield and Spear). The atmosphere of these ships is deadly air.

*******

Shield Guardians - A spellcaster with enough talent, resources, and inspiration can create a special variant of a golem known as a shield guardian. Any true golem can be created as a shield guardian, but the choice to do so must be made during the golem's construction. A completed golem cannot later be “upgraded” to function as a shield guardian. Shield guardians are designed to serve as bodyguards. When created, a shield guardian is keyed to a magical amulet that is constructed at the same time as (and as part of the cost of) the guardian. Henceforth, it regards the wearer of that amulet as its master, protecting and following that individual everywhere (unless specifically commanded not to do so). If a shield guardian's amulet is destroyed, the guardian ceases to function until a new one is created. If the wearer dies but the amulet is intact, the shield guardian carries out the last command it was given. A shield guardian obeys its master's verbal commands to the best of its ability, although it is not good for much beyond combat, protection, and simple manual labour. It can also be keyed to perform specific tasks at specific times or when certain conditions are met. The wearer of the amulet can call the shield guardian from any distance, and it will come as long as it is on the same plane. Shield guardians have the same statistics as the base golem.

~ Sporting Ventures ~

Floating serenely in the void, some thirty-five miles from the moon sphere, one finds a massive Zoocraft. This customised vessel is a perfect square on top, some 160 yards on a side, with a tapering base below. Thus it forms an inverted pyramid. The stony material from which the structure of the craft is formed is translucent and a brownish yellow in colour. This substance is pure lonsdaleite and is harder than diamond.
Centrally located is a playing field some 120 yards wide and 160 yards long. This entire area is covered with a thick layer of rich regenerating loam which is swathed in soft balm grass. The long ends of this playing field, nearest the void of wild space, are fenced off with a tight lattice of swirling adamantite scrollwork some 50’ high with the additional protection of a permanent Shield spell of some 75’.
Floating every five yards down the centre of the playing field’s long axis, at a height of 25’, are a series of ghostly lanterns produced by a slight variant of Dancing Lights. With a simple command word, dozens of levitating flaming spheres, as spell, can be summoned for additional illumination.
Hanging every 20 yards along the end lattice work, at a height of 50’, is a Nchaser’s Glowing Globe in an ornate silver filigree holder. Thus there are six per side and they are all currently providing light equal to that of a continual light spell. These unique glassy globes are all under the effect of a Glassteel spell and can be commanded by anyone touching them.
Centrally located and integral to each lattice barrier is an exquisite sculpture, some 90’ tall, in cobalt glass. These have been enchanted with glassteel and are illuminated with a permanent electric blue dancing lights affect. One depicts the god Kord, while the other depicts the mad godling Zagyg. Careful examination will reveal the Wizard Mark of Lucifer the Lighting Blue on the base of each statue.

Between the feet of the Zagyg statue is a thick book with an unadorned cover of tanned blue dragon hide. Within are some four dozen fine velum pages that detail a violent sport similar to Harpastum or Calcio Storico in Old Oeridian. On the last page is a realistic cloth patch depicting a dwarf berzerker with wild blue hair, twirling forked beard, spikes, and chains. In a flamboyant flowing longhand above this patch of cloth in Suloise is some writing. “Rogni the Berserk, Spectacular Strength, Awesome Armour, Special Actions.” Those familiar with the writings of Lucifer the Lighting Blue will know this is his handwriting. Above the dwarf, at the top of the page, and below the dwarf, at the bottom of the page, are odd dancing stick figures.
Flesh Golems

Automatons
To the casual observer, this could merely be a somewhat macabre sporting manual, but it is actually a highly enchanted item and the cloth patch is a bona fide living being enchanted with a variant of the Item spell. The dancing men graphics are also enchanted creatures. In this case they are 11 flesh golems and 10 Automatons. All specially enchanted as skilled athletes.

Lucifer the Lightning Blue’s Automatons are fabricated from Life-Size Macroplast Art Mannequins with Enhanced Myomer Articulation. AC: 3, Move 9", HD 6, HTK 36, Attacks: 1, Damage: 1-8, Intelligence: Average, Alignment: Lawful Neutral, Size: M (6’ Tall), Psionic Ability: Nil.
Acid = Full, Cold = Half, Electricity = None, Fire = Half, Blunt Weapons None, Edged Weapons = Full. All automatons are unaffected by poison, gases, normal missiles, magic missiles, and mind-affecting magics. They are highly susceptible to dispel magic spells, hold monster spells, and transmutation magics however.
At each corner of the playing field is a great azure blue glazed clay planter pot of exquisite beauty, each one recovered from the sunken ruins of the Garden City of Pazar in the Desert of Desolation, that holds a single vigorous dwarf Blueleaf tree. These 8’ tall semi-intelligent temperature sensitive mutant plants each have nine light-producing berries (pale pastel blue, eight hours per day each, 100’ radius). They have a keen sense of smell and various tiny eye spots (Only 25% Human Visual Accuracy).
Along each of the longer sides of the field there are three structures - a block of tiered seats, a large scoreboard above some VIP seating, and a handful of rooms. The setup is such that the seats on one side are opposite the rooms on the other side, the scoreboards face each other, and then there are seats opposite rooms again. All of these areas are crafted from highly polished Iron Hills marble in hues of salmon and rose. All of these rooms are completely empty. Judging from their close proximity to the playing field and from the fact that they have empty doorways that open out onto the field of play they must have been change rooms, recovery rooms, and administrative areas.

Owing to the whimsical and highly magical nature of Lucifer the Lighting Blue it is likely that he simply used Bigby’s Force Sculpture, Major Creation, Material, Fabricate, and Create Food-&-Drink to provide any and all appropriate facilities for whatever race of player he was currently employing for the sporting events of the day. Alternatively, some useful and necessary items may have been brought along by the various participants.
Standing under one scoreboard is a Skeletal Golem (Mystara) holding two vicious spiked leather balls. It is adorned with eldritch runes in ochre and blood. It does not normally move and many assume that it is just a macabre sculpture. It is in fact the captain of the Automatons Team. It will animate and attack if interfered with in any way.

At its feet rests a deep blue crystal just over a foot long. It is quite heavy for its size and has a faint glow. It can be used to summon up a dwarf sporting team of 10 players using a variation of the Shades spell.
The playing field is a luxuriant and well tended grassy swathe of close cropped balm grass. The groundskeepers are Living Statues - Eight Steel Satyrs and Twenty-Four Silver Faeries. These enchanted beings also maintain the various structures and keep everything clean and tidy. They ignore intruders, although they will attack in self defence and if the facility is wilfully damaged. These constructs can cast All Standard Cantrips, Filth's Bane, Liquid Orb, Mending, Unseen Servant, Nimodes’ Unseen Butler, and Ground Fog at will.
Under each of the tiered seating areas there is a vast chamber lavishly decorated in the style of the Arabian Nights. Here the floor is shrouded in scores of soft hand-woven woollen carpets and strewn with hundreds of plump seating pillows. Various decorative screens and silken curtains provide areas of privacy.

A central low table of carved sandalwood holds various exquisite culinary items. There is an enchanted mithril samovar that is always filled with piping hot mint tea. An enchanted pitcher of cobalt glass holds an endless quantity of chilled Zakharan sherbet. Another enchanted pitcher of cobalt glass, this one chased with silver filigree, holds an endless quantity of delightful yet mellow Zakharan Heart of Wine. An ornate wrought silver and platinum box holds Turkish Delight, each piece sampled has the subtle yet amazing favour of a rare tropical fruit from a distant crystal sphere. The box can never be emptied and the eater will never experience the same flavour twice.

Off to one side there are a dozen or so sturdy water pipes, each with a pair of ornate fine steel tongs. Nearby is a brazier that holds a rough dozen scoldingly hot pebbles (Stone of Everburning, Old Empires, Forgotten Realms).
Here there are also two exquisite glazed pottery jars, one a deep seawater green and the other a shimmering sky blue. The former holds dark shag tobacco, while the latter holds apple flavoured tobacco. In the other chamber these tobacco flavours are old spiced rum and vanilla respectively. Like the various drinking containers, these pottery jars are also enchanted and can never be emptied.

In one well screened corner there hang dozens of silk caftans, in every shade of blue imaginable, with matching green silk sashes. These are obviously provided so that guests can change and relax in comfort.

In each room there is a group of six magical musicians. These are variant Demos Magens and each is skilled in both music and dance. One group plays Zakharan musical instruments (Dragon Mag #190, Buzuq, Rababah, 'Ud, Nay, Darbukkah, Tabl). The other plays European instruments (Baroque Guitar, Rebec, Lute, Panpipes, Bodhrán, Tabor). They can even play together, thus forming an impressive twelve-piece ensemble.

In one room is a large teak and silver music box chased with gold and inlaid with rubies. Atop are Cavorting Bears. It plays Sabre Dance (Stanley Black).

One odd thing that my strike investigators as they explore is that there does not seem to be a Series Major Helm onboard. In fact there are two, the main drive and a backup. These are however crafted in the form of matching silk seating pillows with ornate gold and silver embroidery that depicts the iconography of Celestian. These are hidden in plain sight with all the other seating pillows in the lavish entertainment chambers.
The entire massive Zoocraft is protected by a permanent Psionic Aura that permeates its entire fabric. This takes the form of an Inertial Barrier (Power Score). If any living statue is destroyed or if the craft itself is attacked, six Lightning Quasi-Elementals, each of 18 HD, will appear and attack the perpetrators.
~ Bolt Hole of Lucifer the Lightning Blue ~

Drifting some 70 miles from the moon sphere is a Tradesman. It is obviously a broken and derelict wreck, holed in several places and with fouled air. It creaks and groans as if about to break up at any moment. The icy air of the craft reeks with mould and mildew.

In reality, the craft is in excellent condition and all of the damage and disorder is the work of a Permanent Illusion. It is painted in delicate pastel shades of blue throughout. Even the silken rigging ropes are a pale aquamarine. The entire Tradesman is under the effects of Anti-Vermin Barrier, Efficacious Monster Ward, Undead Ward, Preservation, Proofing Versus Combustion, and a ship variant of the Invisible Mail spell (AC 3 Against Non-Magical Attacks, 39 Bonus Hull Points Against Non-Magical Attacks, No Weight or Encumbrance). The ship is immune to all electrical and lightning attacks.

Lucifer the Lightning Blue used this Tradesman as his abode while enchanting the rocky asteroid nearby and it remains here as something of a bolthole for the eccentric wizard. It has not been visited for a handful of years and the air, although quite breathable, has a definite old library mustiness to it.

Throughout the Tradesman, Lucifer the Lightning Blue employs Lanterns of Continual Light, from the War Captain’s Companion, for easily illumination. There are some six such devices and a permanent Unseen Servant carries each one. Thus they appear to float at a height of roughly 5’ above the deck. Currently all of these devices can be found on the Cargo Deck – Areas 1, 2, 3, 7, 9, and 11.

The four doors leading below decks from the sailing deck (forward passage, aft passage, and both cargo hatches) are protected with a prominent Greater Sign of Sealing (Lightning Comets – Electrical Version of Meteor Swarm - 8 Spheres). All the doors throughout the craft are sealed with a Wizard Lock.

Sailing Deck 1 – Here rests a light catapult, fixed securely to the deck and facing forward. It is completely ordinary and unremarkable. Here to is a large wicker basket holding a dozen rounded stones suitable as ammunition.
Sailing Deck 2 – The cargo hatches here are crafted from hammered bronze.
Sailing Deck 3 - Here rests a light ballista on a rail, allowing it to be aimed port, starboard, and aft as needed. It is completely ordinary and unremarkable. At either end of the rail is a wicker basket that holds a handful of old ballista bolts. Dropped here, as if at random, is a back strap loom with rigid heddle.
Sailing Deck 4 - A long strip of thick yellow paper covered with ornate oriental writing in red ink has been pasted on the lintel above the doorway in the forward passage. This is a highly enchanted Charm of Protection from Theft.

Sailing Deck 5 - An old and yellowed gnoll skull floats at the bottom of the stairs, facing upward. This is an Improved Skull Watch set long ago by Lucifer the Lightning Blue.

Sailing Deck 6 – Enchanted Mizzen Fin (Manoeuvrability Class = B).
Sailing Deck 7 – Bronze-Bound Timberway Forest Conifer Mainmast.

Cargo Deck 1 - This cabin has been converted into a comfortable lounge. Between the entry doors is a large roll top desk formed from lustrous black oiled sablewood. Two old oak Glastonbury chairs stand by the desk. A small Art Deco drinks cabinet rests next to the desk. Both the desk and the drinks cabinet are wizard locked.

By each window are two luxurious wing chairs upholstered in green tweed. Near the port window stands a 4' high armillary sphere of brass and polished copper (Greyspace). Opposite the desk is a gateleg table also formed from lustrous black oiled sablewood. It rests upon an Arabian carpet (6' x 9') in hues of green and lavender.

Upon the table one finds an electric blue Pseudodragon that physical resembles a Blue Dragon (See Dragon Dweomers in Dragon Mag #218). The creature is apparently under Temporal Stasis. It is standing upon a Manual of Flesh Golems with a spell scroll used as a bookmark (Mordenkainen’s Electric Arc & Wall of Electricity {White Dwarf #38}).

The desk contains a handful of old books and one wizard scroll. This soft parchment scroll is decorated with gold and silver leaf. The writing seems to have been done in blood, which has dried to a deep rusty brown. It holds two spells - Trollish Fortitude and Stone Heart.

Books - Tales from the Green Dragon Inn (Otto), Lord Robilar - The Master of Dragons (Quij), The Fall of Dragotha (See Dragon Mag #134) (Obmi the Wily), High Magic and the Good Lands (Zenethar the Wise), The Knightly Virtues (Saint George, Paladin of Saint Cuthbert), Forest Trails and Tall Tales (Rookbrow), The Seven Skies of The Universe (Casimur), Doors and Passages of Parallel Worlds (Lethchauntos), Principles of Navigation (Da Korma), Legal Distinctions in Letters of Marque (Tazaar), Pipeweeds and Brewing (Theodore Dobbins).
The drinks cabinet is stocked with a few bottles of fine wine, a dozen ornate mithril wine goblets with golden ivy twisting about them, four magnificent carved ipt wood wine goblets, and a Chalice of Continual Water.

There are two stoneware bottles, both labelled as dry red wines from Arabel. One is true to the label, but the other is Ju-Ju Wine (Red Variety). There is a wrought iron bottle of Svirfneblin Gogondy. A carved rock crystal flagon, sealed with beeswax, holds Rashemen fire wine. There is a glazed ceramic bottle of sweet wine from Kwachow and a fine blue glass bottle holding a dry white wine from Abanasinia. Three squat fired clay pots hold an unusual green honey mead. There is one odd bottle down the back with a paper label in an unknown language. This is a bottle of 1981 Rose d'Anjou.

The windows here are composed of glassteel, as are all the portholes of the ship. Caryatid Columns flank both the entry doors. They activate and attack anyone who damages the cabin or tries to steal something.

Cargo Deck 2 - An old and yellowed gnoll skull floats here, facing aft. This is an Improved Skull Watch set long ago by Lucifer the Lightning Blue.

Cargo Deck 3 - This cabin holds a chaise lounge upholstered in green tweed and four large sea chests formed from oiled birch. All of these chests are guarded with a Lightning Trap (Electrical Version of Fire Trap).

Hanging from the ceiling by gold filigree chains is an old brass oil lamp of classic Arabian crafting. A thin stream of pale greenish smoke scented with lotus blossom constantly escapes from the golden stopper. Unusually, this thin stream of smoke is luminescent and provides light equal to that of a burning torch. Despite appearances, this is just an Eversmoking Bottle from fabulous Huzuz, City of Delights.

Within the first three scattered chests one finds an array of amazingly realistic figurines. The smallest are only an inch or so long, while the larger animals are almost a foot long.

There are Woolly Mammoth, Hairy Mastodon, Woolly Rhinoceros, Ground Sloth (Mylodon, Dragon Mag #137), Musk-Ox (Dragon Mag #137), Caribou, Tarpan (Primitive Pony), Mountain Hare, Snow Vole, Rock Ptarmigan, Hazel Grouse, Green Pheasant, Snow Goose, Tundra Swan, Boreal Owl, Northern Hawk Owl, Fisher (Dragon Mag #84), Spotted Hyena (Dragon Mag #102), and Amphicyon (Dragon Mag #167). All of these creatures are real and are currently enchanted with a variant Item spell.

Also in these chests are several oilcloth packets of seeds and plant samples. There are windswept helmet-orchid, grooved helmet-orchid, silver leaf daisy, dandelion, wild celery, Macquarie Island cabbage, Campbell Island carrot, assorted types of cushion plant, reindeer lichen, a handful of sedges, cottongrass, tufted grass, tussock grass, meadow grass, downy birch, quaking aspen, dahurian larch, black spruce, and blue pine.

A thorough search will turn up one unique figurine - a massively muscled and very hairy male Neanderthal with a stone axe. This Neanderthal is Kerchak, a 5th Fighter with the Feral (Cave Bear) Kit, 58 HTK, Active Sense of Smell, Cold Resistance, Dense Skin, Tough Hide, 18-98%/15/19/08/12/15, N (G).

The fourth sea chest appears identical to the others, but its contents are altogether different. Instead of a jumble of figurines and seed packets, one finds five neat framed trays, stacked one upon another. Each of these framed trays has been crafted by a master woodworker from the finest lustrous black oiled sablewood. They fit snugly within the sea chest and will not shift nor rattle during transport.

Each framed tray is divided into thirty separate tiny pigeon holes. It is much like a Victorian Era museum field specimen storage case. Like the contents of the previous three chests the creatures here are real and are currently enchanted with a variant Item spell.

The first framed tray holds plant materials, seeds and cuttings. These samples include the mountain ash, southern blue gum, gum-topped stringybark, brown top stringybark, karri, shining gum, sugar gum, huon pine, bunya pine, giant skunk cabbage, giant goldenrod, finger lime, sandpaper fig, roseleaf bramble, zig-zag vine, sweet apple-berry, purple apple-berry, wombat berry, pencil yam, sea celery, warrigal greens, scrambling lily, grass tree, kangaroo paw, flannel flower, native violet, mountain violet, banksia pygmy possum, dwarf wattle, waratah, and river she-oak.
The second tray holds insects and bats. These run to Ghoul Stirge (2’ Wingspan, Mottled Green, L1 - The Secret of Bone Hill), Heart Tick (6” Across, MAI), Velvet Ant (Monstrous Manual), Giant Green Tree Ant (1’ Long, As Giant Ant, Monstrous Manual), Giant Termite (8’ Long, Dragon Mag #186), Giant Bluebottle Fly (4’ Long, Bright Blue Metallic, Monstrous Manual), Giant Hunting Spider (3’ Across, Creature Catalogue), Giant Sand Spider (6’ Across, Creature Catalogue), Giant Shroud Spider (6’ Across, Creature Catalogue), Huge Wood Spider (3’ Across, Creature Catalogue), Ghost Bat (Large Bat @ 1/2 HD, No Rabies, Monstrous Manual), Spectral Bat (Large Bat @ 1 HD, No Rabies, Monstrous Manual), Small Game (Cicada, Bogong Moth, Apostlebird, Crested Pigeon, Banded Fruit Dove, Golden Tree-Rat, Tenkile).
The third tray holds reptiles, birds, and primitive mammals. These run to Megalania (26’ Long, Giant Plains Lizard, Dragon Mag #167), Rock Python (20’ Long, Creature Catalogue), Amethystine Python (10’-20’ Long, As Normal Constrictor, Monstrous Manual), Giant Gecko (5’ Long, Mystara - Monstrous Compendium, Immune to Poison & Webs, Inflicts Triple Normal Damage Vs Spiders), Giant Footpad Lizard (8’ Long, Mystara - Monstrous Compendium), Goanna (3’-6’ Long, Dragon Mag #186), Mihirung (As Flightless Bird of 3 HD, Monstrous Manual), Emu (Dragon Mag #186), Wedge-Tail Eagle (As Wild Eagle, Monstrous Manual), Brown Falcon (As Large Hawk, Monstrous Manual), Brahiminy Kite (As Falcon, Monstrous Manual), Boobook Owl (As Owl, Monstrous Manual), Giant Coucal (AC 6 = Flying / 9 = On Ground; Move 6/12 {MC: D}; HD 1; THAC0 19; Attacks 1; Damage 1; Speed +3; Wide Angle Vision & Ultraviolet Vision; Animal Intelligent; ML 3; Neutral; 3’-4’ Bird of Some 12lbs), Wild Turkey (Scrub Turkey or Bush Turkey, Dragon Mag #186), Kookaburra (Dragon Mag #186), Giant Spiny Anteater (Echidna, Dragon Mag #186, Immune to Poison), Wakaleo (Arboreal Marsupial Lion, Dragon Mag #186), Dingo (Dragon Mag #102 & Dragon Mag #186), Zygomaturus Trilobus (As Hippopotamus, Monstrous Compendium Annual Volume II), Kangaroo (Dragon Mag #186, Grey Kangaroo – Wallaroo - Rock Wallaby), Palorchestes (As Tapir, Dragon Mag #137), Wombat (As Badger, Grazer, Monstrous Manual), Tree Kangaroo (As Monkey, Monstrous Manual), Platypus (As Otter, Electro-Sense, Type P Poison + Symbol of Pain for 1d3 Hours), Koala (Dragon Mag #186), Dusky Glider (As Flying Squirrel, Monstrous Manual), Marsupial Mouse (As Brush Rat, Monstrous Manual).

The fourth tray holds an array of tiny eggs. No bigger than peas, they come in all the colours of the rainbow. It is unclear if they are from birds, reptiles, or something more exotic. Most likely they are a mixture of various types.

The fifth and last framed tray at the bottom of the chest holds some very unusual things. Obviously a collection of rare and exotic creatures from the Great Southern Lands.
Ten dark and sinewy men dusted with hoar frost. Their eyebrows are masses of icicles. They have blue eyes or green eyes and white blood. (Ninya, Ice Men of Mount Connor, AC: 1, MV: 12", HD: 8, #AT: 1, D: 1-3 or By Weapon). They can employ Frost Fingers and Chill Touch at will. Two Ninya acting together can cast a Wall of Ice. Four Ninya acting together can cast Otiluke’s Freezing Sphere. They use axes and daggers of ice as weapons. Ninya are selfish, tyrannical, and greedy (NE).
Several very tiny dark skinned men and women (Wa-Tha-Guln-Darl, Treat as Pech, Only 2’ Tall, Dislike Fire, Love Wrestling, Commune with Bull Ants).

Six strangely disturbing canine creatures covered in short inky black fur with bulky heads (Jugis, Treat as Spectral Hound with Low Intelligence, Wraithform at Will, Eyebite at Will - Fear or Sicken).

Three living stick-figures, one is obviously male and the others are alluring women with fine breasts. (Mimi, Spirit Hunters, AC: 3, MV: 15", HD: 4, #AT: 1, D: 1-3 or By Weapon). They can cast Meld into Stone, Sink into Earth, and Anti-Mineral Shell at will. Fearful of Winds. High and Mighty Attitude. Use Enchanted Stone Spear (Vampiric Touch @ Once Per Turn) and Enchanted Bone Knife (Ghoul Touch @ Once Per Turn). The Mimi are stick-like spirit beings who live in rocks. They are so thin that they are afraid to venture out when it is windy for fear that their necks will snap. They are said to eat men, but their main food is yams.
Three very human figures – One dusky skinned man and two attractive young women with light sandy brown skin tones. These two attractive young women are twin sisters with light sandy brown skin tones, short tawny hair, and luminous eyes (Animal-Spirit - Hawk Woman, Dragon Mag #202). One is a 5th Meistersinger Bard and the other is a 4th Savage Wizard Transmuter with a Frill-Necked Lizard Familiar and Powder of Images (13 Pinches).

The last of the figurines is a lean and wiry fellow with rich brown skin tones, his curly hair held in check with a worked leather band, and his beard with moustache roughly cut. His bare feet are as tough and supple as rawhide. An intricate tracery of ritual scarification highlights his back, shoulders, and chest. In addition to his ornate leather headband, there is some charm of quartz about his neck on a leather thong, a braided cord loops about his right wrist, a woven rope belt encircles his slim waist, and a loin cloth of scraped animal hide completes his garb. In his left hand is a stout waddy, while in his right is a hunting boomerang. Defender Leonile +3 (Dragon Mag #210), Wongala +3 with Returning (Dragon Mag #210), Mamaragan Charm (Protection from Normal Missiles), Braided Cord Loops (Protection from Fire & Protection from Lightning). Tied to one leg with a colourful electric blue ribbon is a small piece of pale blue card, upon this is written one short sentence in Old Oeridian. The script is a flamboyant flowing longhand. Those familiar with the writings of Lucifer the Lighting Blue will know this is his handwriting.

"Gagidju, walkabout medicine man"

This figurine is indeed Gagidju, a 7th Hill Ranger with the Seeker Kit, Sacred Animal: Ghost Bat, Species Enemy: Jugis, 75 HTK, Illusion Resistant, Less Sleep, Forest Movement, Stealth, 17/18/18/12/16/13, NG.

Cargo Deck 4 – This cabin seems to be a stateroom of sorts. A soft camel hair rug covers the floor and there are three large silken seating pillows. Against the port wall there is a divan, with several soft woollen throw rugs, and a low table of smoky gray carved duskwood.
Cargo Deck 5 – This cabin seems to be a stateroom of sorts. A soft camel hair rug covers the floor and there is a compact divan against the aft wall.

Cargo Deck 6 – This cabin seems to be a stateroom of sorts. A soft camel hair rug covers the floor and there is a compact divan against the forward wall. Against the aft wall is a large sandalwood and camphor laurel chest.
Cargo Deck 7 - The port cargo hold contains a mage library of amazing quality. Although there are only 75 books and tomes here, each is worth some 1,000 gps. They are contained in 12 red lacquered court chests from Shou Lung. In addition to the chests, the cabin is furnished with an Arabian carpet (6' x 9') in hues of blue and lavender. Upon this rest five seating pillows, a water pipe, an ornate mithril samovar, a handy bundle of rag paper sheets, a Wondrous Writing Set, and a Pen of Excellence. Curled atop the lacquered box of the Wondrous Writing Set is a Guardian Familiar. This magical creature always has maximum hit points and always makes any saving throw required of it.

Cargo Deck 7 - The starboard cargo hold contains an alchemist's laboratory. The centre of the hold is dominated by a large iron brazier. The walls are lined with oak workbenches topped with thick ceramic slabs. These workbenches are filled with retorts, alembics, beakers, distilling coils, bottles, vials, burners, cold-worked palladium kettles, crucibles, various holders & stands, tongs, ladles, and scales with weights of all descriptions. There are also five 36" high Shinto stools, expertly crafted from ebony, scattered about.

A quick search will turn up a carved rock crystal vial that holds dormant Air Spores, a Crucible of Melting (Type I), a Jar of Preserving (Young Shadow Drake, Dragon Mag #146), Lorloveim's Obsidian Mortar and Pestle, Philosopher's Egg, Spoon of Mixing, and Tenser's Portmanteau of Frugality.

Upon one of the stools rests an ornately carved oak flask, stoppered with a silver plug, and further sealed with a strange green wax. If opened it releases a cloud of alpine insects (Summon Swarm), that attack for two round before dispersing and heading off to survive as best they can in whatever environment they find themselves.

Cargo Deck 8 – Head, Wash Stand & Bowl, Leather Bucket, Rose Soap, Towels.
Cargo Deck 9 - This cabin is unfurnished and holds only a large open crate. Within, nestled in fine straw, are thirty-eight large leathery eggs. They are perfectly preserved with a generous coating of an Oil of Timelessness variant. If this oil is cleaned off, the egg in question will hatch in 2-5 hours. The eggs are as follows – 17 Pterodactyl (10’ Wingspan, D&D Expert Rules), 15 Pteranodon (50’ Wingspan, D&D Expert Rules), 6 Dragonnel (25' Long). Of cause, identifying them before they hatch is a definite problem.

Cargo Deck 10 – Once the crew quarters, this cabin is now essentially empty.
On the starboard wall is an ornate carved sandalwood and agarwood door. Those familiar with the layout of a Tradesman will realise that this door is on the outer hull and should open out into the void.

This door is actually a failed experiment of Lucifer the Lightning Blue, crafted many many years ago. He was attempting to craft a permanent Worldwalk device and the result is somewhat less than his desire.

Travel from this side to the other side is possible and entirely free from risk. However, the portal does not exist on the other side, so that someone passing through cannot return. A side effect of passage through the portal is Improved Invisibility that lasts 22 rounds.

Opening the door reveals a vibrant Arabian bazaar. There are countless colourful tents and low mud brick walls. The warm air is heady with the pungent scents of countless exotic spices. The evening breeze stirs the palms and brings with it the harsh cry of gulls and the tang of the sea.

Scattered under a soft twilight sky are numerous happy jumbles of goods from the far flung corners of the land. Moving about are dozens of people - deeply tanned desert nomads, wiry seafarers, urbane city folk in slim fitted robes, stocky dwarfs with tightly bound beards, willowy elves in flowing pastel caftans, a handful of wily hobbit barbers.

Just beyond the eerie doorway is a broad trestle table, shaded by a scrap of old sailcloth and tended by a wiry old gnome with a bald pate in sky blue silk brocade waistcoat, embroidered linen tunic, watered silk pantaloons, and curly toed leather slippers. Arrayed for greatest appeal are piles of fat dates, clay jars of wild honey, shallow dishes of fresh olives, and towering masses of ripe pomegranates. To one side, over a bed of glowing charcoal, marinated mutton roasts on an iron spit and a kettle holds hot spiced rice. The rich scent of good food is amazingly alluring.

Nearby is an old dock of mellow weather worn wood. Riding high upon the rippling twilight waters is a fast and sure Baghla. This graceful ship is an Arabian sailing dhow of masterly crafting, having lugsails on two masts, a straight, raking stem, and a transom stern.

Seated upon the gangplank is a short yet sturdy gent with dusky skin tones, strong features, a stout yet pointy tuft beard with moustache, and the air of a sailor about him.

He is garbed in a tasselled and embroidered earthy red and ochre head wrap, beaded necklace, embroidered red waistcoat, yellow gold arm coil (right), beaded silver bracelet (left), hemp cloth sash, loose red linen pants, soft goat skin boots. He wears a jambiya thrust through his sash and across his belly. The sheath for which is crafted from stingray hide and worked silver. A scimitar, in an ornate yet rugged scabbard, hangs behind from a stylish baldric. Beads of jacinth, olivine, ruby, and peridot set in red gold with mithril silver inlays form a 'Jhessail’s Silver Ring' that adorns his left hand.

This is Maroof, friend and companion of Captain Sinbad. In addition to his substantial abilities as a seaman and warrior, Maroof is a skilled dancer, drummer, chanter, singer, and teller of wild tall stories. In the Land of Hyperboria, Maroof was badly wounded by a giant sabre-toothed cat influenced by Zenobia's dark magic and his blood mingled with Arimaspi eldritch energies. This has granted him regeneration (One HTK Every Two Rounds) and magical strength (STR 23, Once/Day, 5 Turn Duration). 18-26%/16/17/11/13/15, 5th Fighter, Corsair, 52 HTK, NG. 

Cargo Deck 11 - Empty, save for an Everproduclng Rice Mortar. On one of the dusty and long disused kitchen benches is an oilskin pouch holding a dozen sling stones. Although not readily apparent, these are highly enchanted Sling Stones of Pulverizing (Dragon Mag #179).

If the sling stones are touched, a Guardian Daemon will appear. It has 64 HTK, breaths lightning rather then fire, and has special immunity to blades.

Cargo Deck 12 – The door to this cabin has been inscribed with a Permanent Symbol of Discord. Like all the other doors throughout the ship it is Wizard Locked, it is also locked with a superior lock (-25% Pick Locks) of fine steel (Lever Tumbler Lock).
This cabin is primarily illuminated with a unique Nchaser's Glowing Globe, currently set at torch light. The glassy glob itself is under the effect of a Glassteel spell and can be commanded by anyone touching it.

A sturdily built throne-like chair, well cushioned and comfortable, rests at the centre of the room. This appears to be a Major Helm, odd for such a small vessel. This is in reality a Beacon Helm, there are a handful of alarm rings for this helm, but none are currently aboard. On the seat is a folded long hooded cloak of snow leopard fur. There is an ancient Necrophidius (HTK 16) hidden under the Helm with instructions to attack all who enter save Lucifer the Lightning Blue.

There are four ornate folding screens here, each with six panels, of Arabian or Persian origin. Each of these panels is some six foot high and three foot across. They are wonderfully painted and depict the four most famous adventures of Captain Sinbad. Here one can find ‘Sinbad the Sailor’, ‘The 7th Voyage of Sinbad’, ‘The Golden Voyage of Sinbad’, and ‘Sinbad and the Eye of the Tiger’.

Just to starboard of the entry door is a large sea chest of iron-bound seasoned oak. It has a superior fine steel padlock (-10% Pick Locks) with an integral poison needle trap (Wyvern Venom). There is an ornate brass birdcage, that appears to be one of the five infamous Prison of Zagyg artefacts, resting upon the flat lid of the chest. This magical item is a fake however, and was used by Lucifer the Lightning Blue as an eclectic light source. The tiny door has both Leomund's Trap and Wizard Lock cast upon it. Within the cage a Permanent Illusion has been used to create a trapped miniature will-o-wisp within the cage. It sheds light equivalent to three candles.

Within the chest is a thick and age yellowed tome. This is ‘The Text of the Magenmaker’, penned by the Wizard Jarrow, which details the expensive and exhausting process of fabricating Magen of all types. Only a wizard of 10th level or higher can understand the text, and only those of 12th level or higher can apply its formulas. It is worth some 5000 gps to an interested party. Interspersed throughout the pages of the antediluvian manuscript is a collection of cloth patches.

To the casual observer, these could merely be somewhat quirky bookmarks, but in reality they are all highly enchanted items. Each cloth patch is a real being enchanted with a variant of the Item spell.

Here one can find - Birch Trees, Spruce Trees, Beech Trees, Iceland Moss (Edible Lichen), Macquarie Island Cabbage, Campbell Island Carrot, Subantarctic Tree Daisy, Pearlwort, Hair Grass, Tufted Grass, Tussock Grass, Meadow Grass, Creeping Wild Rye, Wild Barley, Willow Grouse, Suslik (Ground Squirrel), Hyracotherium (Dawn Horse), Saiga Antelopes, Wisent (Wild Ox), Irish Deer, Woolly Rhinoceroses, Woolly Mammoths, Steppe Wolves, and Cave Lions (Spotted Lion). The final cloth patch bookmark is an example of primitive man.

Molak is a tough and wiry male Homo Heidelbergensis, dusky skinned with a thick beard and strong features. He is armed with a flint javelin and a bone dagger. He is a 3rd Savage Priest of the Moon, 25 HTK, Active Sense of Smell, Acute Taste, Hard to Surprise, Stealth, 15/18/16/09/15/13, N (G).

Towards the port side of the cabin is a padded bench, with an ornate electrum bowl resting at one end. Within the bowl is a folded black handkerchief, an unusual coin, and a scattering of rare stones – sixty-seven precious stones (Aquamarine, Blue Spinel, Sphene), eight gems (Sapphire), and one jewel (Rogue Stone).

Amid the gemstones are scattered numerous tiny blue quartz figurines. Only an inch high, they mainly depict various demi-humans. Each is exquisitely detailed and lifelike. Magical investigation will reveal that these are real people permanently enchanted with the spells Reduce and Flesh to Stone.

The figurines run to a male hill dwarf with bronze battle axe (Fighter 1st, Clansdwarf Kit), a male human (Cro-Magnon) with motley small game fur garb (marsh rabbit, swamp deer, otter, muskrat) and two bone javelins (Thief 1st, Scout Kit), four male tallfellow hobbit hunters with slings and spears (flint head & white ash shaft) (Fighter 1st, Archer/Slinger Kit), a wild dog (hobbit trained), 2 female hill dwarfs (Fighter 1st, Hearth Guard Kit), 11 female wood elfs (Fighter 1st, Wild Elf Barbarian Kit), 2 female rock gnomes (Fighter 1st / Thief 1st, Stalker Kit), 2 female tallfellow hobbits (Fighter 1st, Forestwalker Kit), 1 female half-orc (Fighter 1st / Thief 1st, Assassin Kit), 9 female humans (Cro-Magnon, Fighter 1st, Savage Kit), Wild Sheep, Bearded Pigs, Brandt’s Bats.

The unusual coin is a blue coloured glassy slate disc. One side is smooth and unmarked. The other side has a white arced band, marked like a sundial with 5 lines. A taut thread rests in the middle of the arced band. No amount of bending, prying, or even bashing will damage this odd coin. It is also immune to non-magical fire and acid. Magical means can destroy it however.
The folded black handkerchief is actually a Portable Hole. This particular item was crafted by Lucifer the Lightning Blue and although the usual 10’ deep and circular, it is some 12’ across rather than the typical 6’. It has been used as a storage area for various young plants and a few odd creatures, all under Temporal Stasis.
Mountain Pine, Foxtail Pine, Crab Apple, Pear (Flemish Beauty, Luscious, Hudar, Savignac), Montmorency Tart Cherry, Black Walnut, White Walnut, Alpine Juniper, Bearberry, Bilberry, Blueberry, Cloudberry, Cowberry, Crowberry, Snow Ape (Male), White Ape (Female), Gigantopithecus (One Male, Three Females, Dragon Mag #137), and an ice age hill dwarf.
Brochlach is a squat and sturdy male hill dwarf with abundant hair and a bristling beard in rugged raw hide and fur garb. He is armed with a Spear (Worked Volcanic Glass Head, Black Locust Shaft, Gnome Crafting), Bronze Dagger, and a Sling with 12 Stones. Brochlach is a Champion of the Spirit Hunter, 6th Fighter / 6th Cleric, 63 HTK, 18-57%/17/19/09/15/14, N (G).
Also in this cabin, tucked under the bench, is a sturdy old leather pack with brass fittings. It is cloaked with invisibility and so will not be readily found without a thorough search of the cabin.

In the central part of the pack one finds a dark reddish violet square (3’ on each side) of seasoned dragonnel underbelly hide, unframed yet very well tanned. Upon one side is an exquisite painting that depicts a large dragonnel perched on a rocky cliff above a river valley. This is the enchanted painting ‘Dragonnel’, see Dragon Mag #179 for more details.

Within the side pouch on the right is a cut blue quartz bottle, dusted with tiny creamy white pearls. The bottle flares from the base to a wide waist and from there tapers up into a thin neck. An electrum inlaid cork bottle stopper is fastened to a brilliant facetted star sapphire by four tiny golden dragon talons. This stopper is sealed to the bottle with translucent green wax.

As a piece of jewellery it is worth some 6,250 gps. The star sapphire by itself would bring some 5,000 gps. Strangely, the ornate bottle seems to be empty. Shaking it produces no sound, nor the feel of sloshing liquid. This enchanted bottle acts as a Ring of Djinni Summoning. However, instead of rubbing it, you pull out the stopper. It saves as either Metal or Crystal, whichever is better, with a bonus of +5 on the die.

Bakhtiyar, the bottled djinni, is a small marid with pale green skin tones, deep blue eyes, and rippling aquamarine hair. His hair is always slightly damp and his body beaded with moisture. He is lithe and graceful, whether in or out of water. Bakhtiyar is garbed in a loose gold filigree girdle adorned with pearls and rare shells. He has a Neutral alignment, with slight Good tendencies. Bakhtiyar can duplicate the effects of any Priest Spell of 3rd level or less and any Wizard Spell of 4th level or less. Thus if commanded to form a barrier between an attacking monster and the crew of a ship, Bakhtiyar could form an Ice Wall, conjure a Protection from Evil 10’ Radius, or even summon a rolling bank of Solid Fog.

Within the side pouch on the left is a most wondrous tribute to the jewellers’ art. It is ring of such exquisite beauty that it delights the eye of even the most jaded of treasure seekers.

A sphere of glittering, shimmering transparent water opal forms the dazzling centrepiece. The size of a nightingale’s egg, this airy gemstone flashes with iridescent greens, icy blues, soft gold, and even hints of liquid fiery red as the light striking it shifts. It seems almost to be alive. The setting is equally delightful. Three tiny scaly naga entwine about each other and form the band with their bodies. Their gapping mouths form the setting for the breathtaking gemstone. Yellow gold forms a guardian naga, rose gold forms a spirit naga, and blue gold forms a water naga. Looking very carefully, one finds a circle of tiny engraved characters on the gem, just above the setting. There are three words in the ancient language of the Suloise. “Andril Padishah Khalitharius.”

TRAP THE SOUL PRISON: Padishah Khalitharius - Tasked Noble Genie – Deceiver - Elixir of Madness, Quaal’s Feather Token (Key), Figurine of Wondrous Power (Serpentine Owl), Ring of Spell Turning, Jhessail’s Silver Ring, Pipes of Haunting, Various Gems (13 Jewels, Black Sapphires, Emeralds, Rubies).

~ Lost World of the Grinder ~
Over a thousand years ago this asteroid was the private hunting reserve of a powerful priest-king. Eventually the kingdom crumbled and all the art and culture it possessed passed into memory. This peaceful and prosperous dynasty was remarkable similar to the Gupta Empire from the World of Modern Monsters (Dragon Mag #57) and The City Beyond the Gate (Dragon Mag #100).
The asteroid is shaped roughly like a dumbbell with two large rocky knobs at either end separated by a lowland swamp. The overall length of this tiny world is some 80 miles, with the forest knob accounting for some 35 miles and the desert knob accounting for some 20 miles.

The largest knob is cloaked with damp monsoon forest and here one finds the sprawling ruins of a once magnificent city. Some of the crumbling courtyards still hold echoes of ancient orchards with stands of mango, sugarcane, golden shower tree, chempedak, jackfruit, ber, wood apple, and kara.

The ruins of the Royal Library are still guarded by four Stone Wolves (HTK 35 Each). A Living Idol of Healing (HD 12, HTK 96), in the form of a sloth bear carved from dusky grey marble, lairs amid the musty tomes and fragile scrolls. As it has no cult of worshippers, it is relatively inactive. The forest monkeys occassional shower it with fragrant flowers however.

Occasionally haunting and ethereal flute music echoes through the ruins.

The thick tangle of trees is alive with Wild Tiger (Bengal Tiger), Leopard (Indian Leopard), Black Bear (Common Sloth Bear), Dhole (Dragon Mag #102 - A Collection of Canines), Wild Boar (Indian Wild Boar), Antelope (Blackbuck, Chinkara, Chowsingha, Nilgai), Swamp Deer (Dungeon Mag #53 - Steelheart), Monkey (Grey Langur), Mouse Deer (Dragon Mag #200 – Familiar Faces), Spitting Snake (Red Cobra), Falcon (Black Kite), Owl (Tawny Fish Owl), and Swan (Whistling Swan). Smaller creatures run to small bats, civets, cocks (jungle fowl), mongooses (See Fisher), large and small lizards, otters, parrots, and snakes (Dragon Mag #84).

The Book of Lairs I - Guardian Naga

Moving towards the centre of the asteroid the jungle gradually becomes wetter until it merges into the lowland swamp. At the edge of the swamp is a delightful old water palace which is used by Bagheera.

Bagheera (Ascetic 15th, Fakir Bard 7th (Dragon Mag #225), Duel-Classed Human, HTK 89, 03/18/16/19/19/19, Neutral Good, Climb Walls 100%, Detect Noise 90%, Pick Pockets 25%, Bard Spells = 3/2/1 *, Ascetic Spell Areas = Alteration & Conjuration / Summoning, Ascetic Spells = 5/5/5/5/5/2/1).

* Dancing Lights, Spook, Wall of Fog, Choke, Wall of Gloom, Wraithform.

Ambidexterity (1), Two-Weapon Style (1), Dagger (1), Animal Lore (1) 19, Crowd Working (0) 19, Dancing (1) 18, Craft Instrument (Wind) (2) 16, Information Gathering (1) 19, Juggling (1) 17, Musical Instrument (Pungi Flute) (0) 17, Observation (1) 19, Poetry (1) 17, Religion (1) 19, Singing (1) 19, Spellcraft (1) 17, Tumbling (1) 18, Modern Language (Vendhyan) (0) 19, Read and Write (Vendhyan) (0) 19, Modern Language (Khitan) (0) 19, Modern Language (Turanian) (0) 19.

Alertness (1) 19, Quickness (2) 18, Trouble Sense (1) 19, Wrestling (1), Ancient History (Empire of the Priest-King) (1) 18, Anatomy (1) 19, Botany (Vendhyan Forests) (1) 18, Calligraphy (1) 17, Healing (2) 17, Herbalism (2) 17, Local History (Hunting Reserve of the Priest-King) (1) 19.

One unusual creature that haunts the forest and the fringes of the swamp is a Cobra Dragon (Dragon Mag #146). Kanha is an ancient beast of some 1700 years, Exceptionally Intelligent and Lawful Neutral. Kanha is also crippled.

Many years ago, Kanha was a young dragon in service to the now vanished empire as a war beast in the royal cavalry. As the empire teetered on the edge of disaster, he was ambushed in wild space by dark mages. A critical hit with a Vitriolic Sphere blinded Kanha and his rider was slain by an Arrow of Bone. Desperately using a Succour item, he managed to reach the forested moon, but it had already been abandoned.

Kanha has remained on the moon ever since. Over the years he has honed his mind to razor sharpness and is a master of Zanshin. Often called Tsuki No Kokoro, which means ‘Mind like the Moon’. That is because it is said that the practitioner’s mind floats above the body, calmly sensing all activity around it. A threat, no matter how slight, will disturb that calm.

Kanha spends many hours every week discussing philosophy and religion with Bagheera and the Guardian Naga. The yuan-ti and lizard men of the swamp regard the gruff old dragon as a living god. In his turn, Kanha freely offers them his advice and frequently gifts them herbal healing salves.

AC -3; Move 12/24 (MC D); HD 12; HTK 144; THAC0 05; Attacks 4+; Damage *; Speed +0; Two 13" Fangs + Deadly Debilitating Venom, Fiery Breath Weapon (90' Long & 30' Diameter Cone), Breath Weapon Ground Blast, Smoke Cloud (Breath Weapon Side Affect), Fear Aura (50 Yard Radius, Saves at -4), Claws of Cancellation (As Per ‘Rod of Cancellation’, Usable Twice Per Day), Roar of Negation (As Per ‘Wand of Negation’, Usable at Will), Immunity to Normal Missiles, Immunity to Fire & Heat (Magical & Mundane), 100% Standard Magic Resistance, Heightened Senses (Smell & Hearing}, Detect Invisible, Blind (Acid Wounds), +2 HTK Per HD of Cold Damage (First 10 HTK Ignored However); Exceptionally Intelligent; ML 17; Lawful Neutral; 47’ Long.

* = Bite @ 3d10+12, Claws or Wings @ 2d8+12, Tail @ 2d6+12.

Kanha can hear with the keenness of a great owl. He can detect and identify all sounds within 60 yards of himself. He cannot be surprised unless a sound-dampening factor (such as brick wall or a thief moving silently) muffles the sound.

Kanha can scent with the keenness of a bloodhound. He can identify odours up to 60 yards away on calm days. On windy days, he identifies odours up to 90 yards away downwind and 30 yards upwind. He can automatically follow a trail less than a day old over non-watery surfaces. After one hour of 'studying' someone or something with his nose, Kanha can tell where they have been in the last week.

Kanha is a lean and serpentine dragon with thick glossy black scales and an orange underbelly. His belly is armoured with imbedded and encrusted gems (Fire Opals, Jasmals, Orls, Jacinths) of some 120,000 gps value. About his head is a large hoof of skin, just like a king cobra. His face is badly scarred and pitted, almost like partially melted wax. Both of his eyes are a milky white and it is quite obvious that he is blind.

Kanha makes his lair in the old audience hall of the priest-king. This vast pillared chamber was once adorned with sparkling fountains and shimmering mirrored walls. The fountains failed long ago however and the mirrors are now an inky black with age.
At the rear of the space is a treasure pile of 5890 Shaar Rings mixed in with some 280 Gond Bells and some dinosaur skulls. Off to one side is a full set of plate barding for an elephant, with spiked forehead plates, chased in an ornate floral design and inlaid with mithril silver. The barding is ancient and constructed of fine blue steel, better made than that available from any present-day human smith. On the open market, to someone with a war elephant, it would be worth upwards of 7000 gps value.

The swamp is windy place alive with frogs, newts, salamanders, catfish, spiny eels, shrimp, water snails, and marsh clams. None of these are large enough to injure human or demi-human adventurers however.
Also found in the swamp are Pocket Dragons (Creature Catalogue), Faerie Drakes (All Colours, Dragon Mag #146), and Phase Dragons (Dragon Mag #94).

The Book of Lairs I - Lizard Men (Mercenary Guard Decedents)

At the other end of the asteroid, a series of interlinked mesas, rugged escarpments, and sharp flinty hills form a natural barrier. Upon one side is the lowland swamp and upon the other is a dusty desert. These rocky uplands support rough grasses and dry thorny shrubs. They are home to small herds of wild ass (See Mule for Stats), which are preyed upon by a few scattered prides of Asiatic lions (See Common Lion for Stats). Other animals that can be found in these uplands run to jackals, highland goats, desert mice, lizards, scorpions, and various hardy insects, mainly wandering beetles and a few ant colonies. There are even a few flocks of wild jarbos (Dungeon Mag #35) about in the hills.

The shifting sands of the desert support little life. Just below the surface is a layer of greenish mineral salts. When the occassional rain storms do manage to cross the barrier of the mesas and tors during the high monsoon, vast hyper-saline soaks are formed amid the dunes.

The Book of Lairs I - Stone Golem

~ Realms of Watery Death ~

The Reaper is a Size B rocky irregular asteroid, some 67 miles across at its longest point, that closely resembles a grinning human skull. These days it is however shrouded in a thick layer of Infinity Vine and now looks more akin to a hideous decapitated fungus zombie head floating in space. The entire asteroid is strewn with moss zombie spores. The eye sockets are rimmed with vast and permanent ‘Walls of Gloom’ of ancient origin.
Within the valley formed by the right eye socket is a ruined village. This dark place is inhabited by Dracs (Bat Folk - Dragon Mag #98) and Howlers (Wolf Folk - Dragon Mag #98).
Within the valley formed by the left eye socket is a sprawling cemetery, inhabited by Pseudo-Undead (The Book of Lairs I).
The mouth forms a vast dark and salty sea, which is connected by various narrow underground passageways to the brackish waters of the nose lake. These depths are haunted by Shadows (Undead), Sea Zombies (Drowned Ones), JuJu Zombie Sharks, and Lacedons. At the deepest point of the mouth sea is a drowned merchant city, once a flourishing outpost of the Kingdom of Mutapa. Here one can find Nyleptha the Witch-Queen (Velya, Philosopher Necromancer 12th, Priestess of Nerull 7th, NE). She knows the dark secrets required for animating Topis and can summon Piscoloths. Her royal court consists of 1 Shadow Demon, 6 Spectres, 12 Wraiths, various lesser ghosts, echoes of drowned sailors, and the like. Some 12 Marine Wights serve as a royal guard.
Nyleptha also has a Hammership with a Major Death Helm that she dispatches frequently upon various acts of piracy and evil. The captain is one Lady Sorais (Bokor 7th {Dragon Mag #200}, Bracers of the Merman {Dragon Mag #91}, Trumpet of Doom {Dragon Mag #91}, Spear of Night +1 {Dragon Mag #91}, Long Bow of Doubling {Dragon Mag #99}, NE). The first mate is a Kongo Pygmy (Dragon Mag #195) cum Greater Seawolf, Fighter 9th, captured a few years ago and infected with lycanthropy as a cruel jest by Nyleptha. The officers consist of a Tyerkow (Charlatan Bard 8th), a Penanggalan (Savage Fighter 4th, Priestess of Nerull 5th, Duel-Classed), and 5 JuJu Zombie Unthlatu (Assegai, Knobkerrie, Spike Javelin, Blade Javelin). 
The crew consists of a Wight (3rd Witch), a Zombire, a Skelter, 16 Topis, 12 Bloody Bones, and 2 Bat-Men Ghouls (Dragon Mag #202) (Created via Ghoul Gauntlet).

~ Lizards in the Void ~

Upon one hot and steamy world of swamps, bogs, and small tarns is a lizardfolk settlement. This asteroid (Size B Body) supports many brood lairs, countless small villages, numerous workshops, several grand temples of glazed brick and magnetite, and even a cavernous wizard library. This place of scholarship is rumoured to be guarded by a Venerable Green Dragon, or it could be an Emerald Dragon or even a Jade Dragon.

This diminutive world is constantly protected by over a dozen wasps in orbit. These advanced war wasps save as metal and are constructed from brightly burnished copper with dull grey iron highlights. Each has two additional medium ballistae at the front and a heavy catapult in the tail. The cargo capacity is thus reduced to a mere one ton however.

~ Beholders ~

Several years ago the two well known major beholder colonies within the Grinder went to war against one another and completely obliterated themselves. Their tiny fortress worlds are now nothing but empty and echoing ruins. A gleaming black scorpion ship does haunt these ruins however. Some say it is a pirate vessel crewed by abishai and that the captain is a Gauth (Beholder-Kin). Others claim it is a ghost ship crewed by wrights and spectres.

~ Mind Flayers ~

Of late several Nautiloids have been seen in the Grinder and it is supposed that the illithids have established an outpost somewhere within the swirling asteroids. Their purpose here is as mysterious as is the race itself however. Alzegund the Trader, in transit to Greela, reported spotting three Nautiloids apparently trading with a Neogi Mindspider that held a captured galleon flying the flag of Onnwal.

~ Tales of the Unknown ~

The Grinder is also apparently home to a mysterious race known locally as the Horgs. Something of a bogeyman, these creatures are said to attack spelljamming vessels voyaging through the Grinder and even to overwhelm small asteroid outposts. They drink blood, rip out kidneys, and perform various other horrifying deeds.

Some claim that these horrific bloody acts are the ghostly work of the long dead orcish blood pirates Grubnar Snorrison, Yizzik the Bloody, and Brodak Skin-Peeler.

Others say that Skin Thief marauders slip in from the dread Shadow Realms.

~ Port of Ceres ~

Upon a rough asteroid (Size C Body) shaped like a kidney is the spelljamming port of Ceres. This sprawling frontier town runs to over a hundred wooden buildings clustered near the point where Peaty Creek runs into the Great Mere, a large freshwater lake some 10 miles across and very deep indeed. There are also a handful of farms nearby on the lake shores and a small fishing fleet of some dozen vessels.
Ceres has a distinctive Mediterranean style climate. The summers are hot, dry, and sunny, while the winters are rainy. The orchards of Ceres are dominated by kara trees, olives, figs, citrus, walnuts and grapes. Beyond the settlement one finds open forests of stone pines, cork oaks, and sycamores. Over the years, seeds from the farms and orchard have found their way into the woodlands and germinated, thus it is not uncommon to find feral varieties of orchard trees out in the wilds. The herb layer in the woodlands consists of rosemary, thyme, lavender, sages, bunchgrasses, sedges, and rushes.

Spelljammers can land on the lake or upon a hard claypan just outside the township. There are no port fees, but no port facilities as such either, and free trade is encouraged.
There are three taverns and two inns in the township, all run by Jadric the Hairy, an old hill dwarf crusader priest who worships Hanseath and is one of the Whitebeard Dwarfs. The day-to-day operations are overseen by his extended family of mixed breed dwarfs and various local hirelings. The Old Boar Tavern is a rustic place popular with the locals, the Dancing Badger Tavern caters specifically to spelljammer crews, the Sleeping Bear Tavern is favoured by wizards and other travellers of a more scholarly bent. The Shady Naga Inn is a rough and tumble boarding house that also serves meals. The Wayfarers’ Lodge is a middle of the road inn, clean and tidy with a homely feel and a nice open fire in the common room. A comfortable and unpretentious place to rest overnight and take in a good hearty meal.

Central to Ceres is the thriving market place where one can find several shipwrights, a half-elf woodworker and carver of superlative skills, a human potter, a gnomish jeweller and gemcutter, a human glassblower, a tallfellow hobbit barber, a human weaver cum tailor, and a handful of provisioners. As well there is always at least a score of transient merchants with spacious trading tents. There is even an old half-elf scribe who dabbles in cartography. One of the local farmers is also an exceptionally skilled leather worker and is often found here.

Between the taverns and the market place is a rambling smithy run by stoutfellow hobbits with blacksmith, armourer, leather worker, weaponsmith, bowyer, fletcher, and metal worker.

Within the town can be found a small temple to Zilchus, run by Father Carryl Landis, a half-elf from Dyers on Oerth. There are active shrines to Celestian, Fharlanghn, Rudd, Muamman Duathal, Baervan Wildwanderer, Segojan Earthcaller, Rhiannon (The Faerie Queen), Ptah, Ganapati, and Hanseath too.

A semi-retired priestess of Lydia and a band of half-elf bards run a complex right by the market place that combines a library, theatre, herbarium, conservatory (greenhouse), herbal cafe, bathhouse, and healing hospice.

Ceres is governed by a council of local merchants, with day-to-day security in the hands of Sheriff Bron Stoneheart. A tough and redoubtable rock gnome warrior (Breachgnome 8th). He is backed up by a group of tough and kick-arse half-orc mercenaries.

Ceres was originally a world dominated by lichen. The current farm and woodland vegetation is all foreign, imported by design or accident over many decades.

The only significant animals found on the asteroid are either domestic animals, escaped domestic animals gone wild, or feral animals that originally came from spelljamming vessels. There are Pigs, Goats, Brown Hares, Marsh Rabbits, Black Rats, Dogs, Cats, and Rat Snakes. Insects and arachnids run to Honey Bees, Paper Wasps, Blue Bottle Flies, Mosquitoes, Black House Spiders, and Huntsman Spiders. The only birds are Chickens, Pigeons, and Gullions.
As the asteroid has been visited by various spelljammers for many centuries, a great number of the feral animals have evolved to fill specific ecological niches. Thus Ceres is developing its own unique collection of animals and plants.

In the woodlands, the pigs have become more akin to wild boars, the goats have become closer to antelope, the hares and rabbits have become larger, the black rats have doubled in size and have adopted an arboreal lifestyle, the feral dogs have become wild dingoes, and the cats have become something akin to a bobcat. One variety of the black house spider has begun to spin rough orb webs and a species of jumping huntsman has been reported.
~ Dwarfs in Space ~

Khadazah (“Motherlode”) is an asteroid (Size B Body) rich in iron, along with significant deposits of nickel and cobalt, claimed by a group of dwarf miners from Clan Whitebeard. The mines here are filled with busy hill dwarfs, industrious rock gnomes, hard working stoutfellow hobbits, and even a handful of human miners who follow Bleredd (God of Metal, Mines, and Smiths). The great Citadel of the Whitebeard Dwarfs is in wide orbit around Raenei, some 2 or 3 days travel away.

At the southern pole of the asteroid, there is a semi-enclosed cavernous lake with an extensive spelljammer dock. Here can be found some six Dwarven Mining Ships (Dungeon Mag #28). There is no provision upon the asteroid for vessels that cannot land on water.
The mining operations are currently overseen by Fallgon of the Whitebeards.

In orbit there is a Battle Dolphin with Shuttle. This is the domain of Akbar ibn Aziz, known to the locals as Akbar the Wise of Al-Qadim. He is a steadfast and easygoing fellow, but with a slow rise to a dangerous and fiery temper. Injustice and rudeness will most easily fire his anger.

Akbar the Wise (Zakharan Sorcerer, Sand & Fire, Mystic Kit, 11th, NG {L}, Venerates Haku - Master of the Desert Wind, Station 12, 13/16/15/18/16/15).
Akbar the Wise currently has three apprentices - Farida (Station 5, Daughter of a Poor Merchant, 1st Sorcereress), Fatima (Station 4, Daughter of a Common Sailor, 0-Level), Anwar (Station 2, Son of a Poor Tailor, 0-Level).
Akbar the Wise is attended by...

Homonculous - Copper Automatons - Talking Birds.
Mahmud the Miner (Freed Tasked Genie).
Julnar (Female Jann, AC 2, HD 6+2, N {G}, Strength 18-09%, Intelligence 15, Wisdom 16, Composite Long Bow, 2 Dozen Sheaf Arrows, Great Scimitar, Battle Axe, Chain-Lamellar Armour).
Mahmud (Male Half-Genie, Markeen Powers, Bardic Rawun 4th, NG, Administrator Tasked Genie Father & Priestess of Lathander Mother, Born-&-Raised in Calimport, 17/15/16/17/16/18, Composite Short Bow, 12 Flight Arrows, Scimitar, 3 Throwing Axes, Lamellar Coat, Studded Leather Skirt).
His crew consists of four Bird Maiden officers (HD 5, Swallow & Parrot Forms), twelve Bird Maiden sailors (HD 3, Swallow Form Only), and a Hsiao navigator. Several years ago, Akbar the Wise slew a fell Mind Flayer and found a strange golden egg secreted in a belt pouch. He carefully tended the egg and it hatched into a strange mottled golden-brown owlet. Akbar the Wise raised the unusual bird and as it grew it learned to speak and work priestly magics. He had a friendly Priest of Lathander from Calimport teach the bird for a number of years and now the orphan serves as navigator aboard the grand Battle Dolphin.
~ Monsters ~

Ghoulstirges (AC: 7, MV: 3"/8", HD: 1 + 6, #AT: 1, D: 1-4 + Paralysis and Blood Drain). On the first successful hit the ghoulstirge does 1-4 points of damage and paralyses the victim unless a save versus paralyzation is made. Every round thereafter, the ghoulstirge does 1-6 points of damage automatically, through blood drain. When the ghoulstirge has drained 12 points, it detaches from the victim and flies away to digest its meal. The ghoulstirges are 70% likely to guard a nearby treasure (on the body of a former victim). The treasure will contain 6-60 gps, 8-80 eps, and is 40% likely to also contain either a miscellaneous potion or scroll with 1-4 1st and 2nd level clerical spells.

Zombire (AC: 5, MV: 12", HD: 3 + 3, #AT: 1, D: 2-12). The zombire is not slow like a zombie but might pretend to be so in order to deceive a party of adventurers while approaching. A zombire is immune to hold, charm, sleep, and cold based spells, in addition to poison. It can be turned as per wraiths. In addition, the zombire, the animated corpse of a low level magic user, can cast two 1st level spells per day. Zombires appear as a reasonably well preserved cadaver with sunken eyes and a faint charnel scent. Treasure: Type L, Type S (Nothing Over 300 XP Value), and Type T (Only Minor Wizard Spells).

Skelter (AC: 6, MV: 12", HD: 2 + 2, #AT: 1, D: 1-10). The skelter, like the zombire, is the animated remains of a once very evil low level magic user. It is immune to the same attack forms as listed for the zombire and has the same spell casting abilities. It can be turned as per wights. Skelters appear as an animated skeleton, yet grotesquely with the tongue and eyes remaining. Treasure: Type M, Type N, and Type T (Only Minor Wizard Spells).

Trachodon

Armour Class:

5

Hit Dice:



14

Move:





120’ (40’)

Attacks:



1 Tail Slap

Damage:




2-12

No. Appearing:
0 (1-6)

Save As:



Fighter: 7

Morale:




6

Treasure Type:
Nil

Alignment:


Neutral

XPV:





1,500

A trachodon is a duck-billed dinosaur that stands 15-18 feet tall. This beast runs erect on its hind legs, and only eats plants. This dinosaur may be dangerous if enraged.

Anatosaurus (Trachodon)

FREQUENCY:




Common

NO. APPEARING:


2-12

ARMOUR CLASS:



5

MOVE:







12"

HIT DICE:





12

% IN LAIR:




Nil

TREASURE TYPE:


Nil

NO. OF ATTACKS:


1

DAMAGE/ATTACK:


1-4

SPECIAL ATTACKS:

Nil

SPECIAL DEFENSES:

Nil

MAGIC RESISTANCE:

Standard

INTELLIGENCE:



Non-

ALIGNMENT:




Neutral

SIZE:







L (30'+ long)

PSIONIC ABILITY:

Nil (Attack/Defense Modes = Nil)

These are duck-billed dinosaurs of the plant eating sort. They run from attack. Their only defence is by a lashing tail. Anatosaurus is among the largest of the duck-billed hadrosaurs. It can usually be found rooting around in lakes and rivers.

This duck-billed dinosaur, also called the anatosaurus, is the archetype of its kind - anatosaurus means ‘duck lizard’. It is a peaceful, four-ton plant eater that runs from attack. Its only defence is its lashing tail. It is as at home in shallow water as it is on land, grazing on water plants and floating ferns as easily as it grinds up leaves and pine needles it finds in forested areas. Its enemies include any of the carnosaurs, especially the tyrannosaurus rex. The trachodon is a hadrosaur, and thus related to the lambeosaurus.

~ Options and Ideas ~

Dragon Mag #31  - Jungle Fever

Dragon Mag #44  - Half-Orcs in a Variety of Styles

Dragon Mag #55  - Dinosaurs - New Theories For Old Monsters

Dragon Mag #57  - Modern Monsters

Dragon Mag #68  - Thrills and Chills: Ice Age Adventures
Dragon Mag #82  - Wounds and Weeds

Dragon Mag #83  – The Ecology of the Stirge

Dragon Mag #89  - Creature Catalog III (Wind Thrower)

Dragon Mag #95  - The Many Shapes of Apes

Dragon Mag #100 – The City Beyond the Gate

Dragon Mag #108 - The Plants of Biurndon

Dragon Mag #112 – Dinosaurs

Dragon Mag #115 - Sharper Than a Serpent's Tooth

Dragon Mag #116 - The Dragon’s Bestiary – Oceanic Flora and Fauna

Dragon Mag #116 - By Tooth and Claw

Dragon Mag #120 - Scorpion Tales

Dragon Mag #122 - The Natural Order

Dragon Mag #135 – The Ecology of the Cave Fisher

Dragon Mag #137 - What's For Lunch?

Dragon Mag #137 - Treasures of the Wild

Dragon Mag #137 – The Ecology of Carnivorous Plants

Dragon Mag #137 – Weathering the Storms

Dragon Mag #137 – Into the Age of Mammals

Dragon Mag #167 - Back to the Age of Mammals

Dragon Mag #167 – The Dragon’s Bestiary - Carnivorous Plants 

Dragon Mag #174 - Bugged About Something?

Dragon Mag #176 - Playing in the Paleozoic

Dragon Mag #187 – The Wild, Wild Wilderness

Dragon Mag #187 - Deadlier Dinosaurs

Dragon Mag #190 - Deep Beneath the Waves

Dragon Mag #204 - Creatures That Time Forgot

Dragon Mag #227 - Monsters of the Underdark

Dragon Mag #228 - Real Jungles

Dragon Mag #235 – The Dragon's Bestiary - Monsters of the Lower Deep

Dragon Mag #237 – Wild At Heart (New Wilderness Kits for Every Class)

Dragon Mag #250 – The Dragon’s Bestiary - Aquatic Creatures

Dinosaurs appear in = 
- 2nd Ed Monstrous Compendium - Monstrous Manual

- 2nd Ed Monstrous Compendium - Annual Volume II

- 2nd Ed Monstrous Compendium - Forgotten Realms I
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~ Benz-Al-Tok's Retaliatory Strike ~

(Conjuration Illusion Phantasm Shadow Summoning)

Level:






5

Range:






0






Components:


V, S, M

Casting Time: 


1 Round(s)

Duration:



1 Round / 2 Levels

Area of Effect:


Special



Saving Throw:

Special

Frequency:




Common (???)
Author:




WizClu

Book:







Unknown



Page:





Unknown

Description:

This useful defensive spell activates only when the caster is successfully attacked by any opponent using a weapon or natural attack, such as claw, bite, or the like. Attacks such as breath weapons, gazes, et al., do not activate the spell.

When the attack is finished a shadowy humanoid being will appear and strike the attacker provided that they are within 100' of the caster. This strike will automatically hit the attacker with no THAC0 needed. Only one such strike can be made each round, and only one casting of this spell may be in place.

The offending attacker will receive the exact amount of damage caused by their attack on the caster. There are no bonuses or penalties to this damage, nor any saving throw. The shadowy being will attack with either its fists or a shadowy sword, chosen during the casting.

If there is more than one successful attack upon the caster then the being will retaliate against the first in any giving round. The being will only appear after someone successfully attacks the caster and is within 100' of the caster. It will appear just in front of the offender and immediately strike with lightning speed. Then it will simply vanish, having been visible only for a couple of seconds.

Those of low intelligence are required to make a save against spells at +2 or become frightened when the being suddenly appears before them and then just as suddenly disappears. This will cause a -1 to THAC0 and AC for 1-4 rounds.

The being will continue to attack as such for as long as the spell lasts.

The material components are a smoky quartz and a few drops of fresh blood.

(*)

Apparently nothing more than a travelling spell book with a cover formed from a tough and leathery membrane of an ice blue hue. This ancient and eldritch tome has no identifying marks upon it, not even the symbol of the mage who crafted it. Careful research will reveal that the covering material is in fact from the neck wings of a Remorhaz. Within are a number of spells that have been inscribed in a precise and angular script.
Frost Fingers (1st Level), Wall of Fog (1st Level), Deny Cold / Deny Fire (2nd Level), Sigil of the Snow Dragon (3rd Level, Sepia Snake Sigil Variant, Unearthed Arcana, Page 56, Change Brown Hues to Silvery White Shades, Requires a White or Silver Dragon Scale and a Snowflake Obsidian Gemstone), Wall of Ice (4th Level), Cone of Cold (5th Level), Ice Magic (6th Level, Dragon Mag #229, Page 43), Winter Flames (Dragon Magazine Annual 1 @ 1996).
The last few pages are maps with descriptive text in the same precise and angular script. Tarsis and the Ice Wall (The Atlas of the Dragonlance World, Pages 52-56).

Finally there is a seven page epic poem – The Ballard of Theros Ironfeld.

*******

Bodach is a veteran mercenary, an all-round fighter capable of engaging in deadly melee combat and skilled with advanced ranged weaponry too. He is a gruff yet curious fellow with a dose of wanderlust a mile wide. He is a fierce and hard-bitten humanoid badger just over a yard-and-a-half tall.

Mutations: Empathy, Heightened Physical Attribute – Strength, Heightened Sense – Smell, Intuition, Mane & Bristles, Over-Sized Body Parts - Heart & Lungs, Regeneration, Skeletal Enhancement.

19 – 20 – 17 – 15 – 17 – 12

Badder Warrior 7th (Sanndya Crags of Nu Mecico), Myrmidon (Mercenary).

Brigandine Armour, Iron Cap, Plastic Armour Gauntlets, Round Duralloy Shield, Morning Star, Long Sword, Large Bore Pump Shotgun, 19 Buckshot Shells (Sorted Excellent Condition), 5 Slugs (Sorted Excellent Condition), Laser Pistol with Hydrogen Energy Cell, 2 Spare Hydrogen Energy Cells, 2 Stun Gas Grenades, 2 Chemex Grenades, 1 Energy Grenade, Oilcloth Cloak, Rakoxen Hide Vest, Bulo Hide Breeches, Khaki Webbing Belt with Soviet Army Buckle, Aluminium Water Bottle in Belt Pouch, Brass Spyglass (Magnification 25x), Pocket Flashlight (Isotope Powered), Communicator, Red ID Card.

Military Rucksack (Arachni-Silk Construction), Whetstone, Gun Cleaning Kit with Gun Oil, 95 Buckshot Shells (Sorted Good Condition), Machete, Short Crowbar, Utility Knife, Hunting Knife, 12 Road Flares (Self-Igniting), 21 Assorted Chemlight Sticks, 7 Beeswax Candles (Burn for 30+3d10 Minutes Each), Two Everflame Lighters, Synthetic Climbing Rope (150' Coil), Ultra Lightweight Self-Erecting Four-Man Arachni-Silk Hiking Tent, Blanket (1 Side Arachni-Silk & 1 Side Microfiber), Synthi-Hide Bedroll, Frying Pan, Military Mess Kit, Freeze-Dried Beef Goulash with Buckwheat (15 Packs), Dehydrated Scrambled Eggs with Cheesy Ham and Potato (15 Packs), Chocolate Covered Coffee Beans, Chocolate Discs with Peanut Butter, Oatmeal Cookie Bars, Bagged Beef Jerky, Survival Biscuits, Four Flexi-Glass Bottles of Aged Mead.

~ Flinging Fern ~

16 - 19 – 17 – 20 – 20 – 09 (18 with Plants)
Warrior 16th, Savage.

Natural AC 6 (2 with Dexterity).

HTK 120.

Close-Quarter Fighting (2) 19, Natural Fighting (2) 17, Ambidexterity (1), Ambush (1) 20, Camouflage (1) 20, Quickness (2) 19, Alertness (1) 21, Awareness (2) 20, Animal Lore (1) 20, Botany (Ruins) (2) 19, Direction Sense (0) 21, Endurance (0) 17, Observation (1) 20, Set Snares (1) 18, Sound Analysis (1) 20, Survival (Ruins) (0) 20, Swimming (1) 16, Time Sense (1) 20, Tracking (2) 14, Trailing (2) 19, Tumbling (2) 19, Weather Sense (0) 19, English (0) 20, French (0) 20, German (0) 20, Spanish (0) 20, Japanese (0) 20, Mandarin Chinese (0) 20, Morse Code (0) 20, Wabun Code (0) 20.
Modified Vines and Roots – 8 Constriction Fronds (9’ Long, Speed 3, Damage 4d6+1, AC 7, 12 HTK Each), Modified Vines and Roots - 6 Manipulation Fronds (9’ Long, Can Entangle Foes, AC 7, 8 HTK Each), Modified Vines and Roots – 80 Writhing Tendrils (20” Long, Aid Manipulation Fronds, Damage Nil, AC 7, 2 HTK Each), Modified Vines and Roots – 60 Fibrous Rootlets (10” Long, Aid Movement, Damage Nil, AC 7, 1 HTK Each), Mobility (Move 6 Per Round), New Body Parts - Friction Pads, New Body Parts – Brain and Nervous System, Genius Capability (Mechanical), New Body Parts – Carnivorous Plant Digestive Systems, Increased Sense – Hearing with Vocal Articulators (Hearing Range of 5 Hertz to 10000 Hertz, Separate from Digestive System, Four Interconnected Equidistant Small Conical Structures, Multiple Circular Vibration Sensitive Membranes, Interlinked with Bellows Speech System), New Sense - Chemical Sense, New Sense - Heightened Balance (Organic Gyroscope), New Sense - Heightened Precision (Change Range from Sight to Touch), Spore Cloud (Intensity 3 Poison, Seasonal, Spring Only), Explosive Spore Capsules (Thrown Range of 20 Yards, Damage 5d6, Two-Yard Blast Radius, Seasonal, Summer Only), Size Increase, Anti-Necrobiosis (Dragon Mag #194, Six Times Normal Affect, 3600 Year Lifespan, +18 On Saves Against Disease and Poisons, Radiation Resistance at 35), Low Fertility (Able To Self-Fertilise, Spores Rarely Viable, Spores Need Humidity and High Concentrations of Metals).

The sap of the Flinging Fern can be quite dangerous to attackers. If cut or wounded, this sap vapourises on contact with the air and forms a 5-foot radius cloud. All beings within the cloud that have organic visual systems must save against poison at -2 or suffer temporary blindness. At the beginning of every turn once out of the vapour a new save against poison at +1 is gained. When the victim succeeds their steaming eyes clear and sight is restored. A full face breathing system or sealed armour naturally negates this poison affect.

It is immune to all forms of electrical damage and is equally unaffected by electric stun weapons, such as tasers and static screens. During thunderstorms it enjoys taking in the display from an open hilltop or the like. It can even roughly sense electrical energy. This sense is to imprecise to detect the electrical impulses of muscles in animals but it can follow electrical cables in walls and the like. Generally measuring the strength and direction of electrical currents. The Flinging Fern can even detect the magnetic field of a planet and can thus roughly determine direction.

It is constantly cloaked in the psychic equivalent of Pass without Trace.

In addition to its special senses the Flinging Fern possesses rudimentary scenting abilities keyed to detecting plant fragrances, it also has a tactile sensitivity slightly superior to that of pure strain humans. Although it cannot see, it can sense the direction and intensity of light, all the way from infrared through to ultraviolet. It can also sense body position, body movement, direction, and acceleration. It can sense temperature and pain, although not as accurately as a pure strain human. It has quite accurate pressure detection and gravity sensing abilities.

It can speak with an oddly rhythmic and somehow hollow sounding voice. It initially picked up a rough English vocabulary, including the NATO phonetic alphabet, from listening to the automated public address system announcements over the years at the Albuquerque Starport. It has greatly expanded upon this early competency by listening to all the audio books in the airport technical library, including dozens upon dozens of Aerospace Industry Maintenance Manuals. Various transport manuals have given it an indepth understanding of Morse Code and Wabun Code. It has also studied the education materials in the information lounge and has a solid facility with French, German, Spanish, Japanese, and Mandarin Chinese.

The Flinging Fern appears as a mottled green ball of vegetative matter some 3’ across surrounded in writhing tendrils, twisting fronts, and fibrous rootlets. Some of these fronts are like maidenhair fern, while others are like fishbone fern. When moving, it whirls along like a green dust devil. The tendrils and rootless of the Flinging Fern incorporate friction pads that allow it to climb sheer surfaces and even cross ceilings at half normal speed.

Originally this creature was an ornamental potted houseplant which was left in the Albuquerque Starport by a frightened tourist during the emergency evacuation of the facility. When the cloud of radioactive dust from the local mega-fission reactor failure swept over the area, it caused the plant to mutate. Over the next 189 years the plant kept the starport pest free by devouring all intruders. Then it encountered and befriended Bodach and began exploring the aftermath. An unfortunate encounter with a freewheeling pack of Firetails recently left it stranded on the Skull Island Asteroid.

On the Skull Island Asteroid, Bodach ran afoul of a Sigil of the Snow Dragon aboard a ruined spelljammer and is now trapped out-of-time. The Flinging Fern was forced to abandon its old friend and managed to reach one of the nearby infinity vine shrouded planetoids. There it befriended a Tribe of Beastmen. It also discovered an old Dragon Ship and general repairs are well underway. It just needs to find some way to propel the vessel. Currently the Bubble Car is parked on the Parade Deck.
Although quick-witted and mentally nimble, the Flinging Fern has a very literal mind and is much better with technology than people. It is a savant with everything concerned with maintenance and scavenged materials from the ruins of what once was. It has no real concept of the culture of the old days and it could care less. It is a ruin survivor and a supremely accomplished one at that.

Note: Human Hearing Range is 20 Hertz to 20000 Hertz.

~ Robots ~

Nine General Robotoids (Reprogrammed from Starport Staff to Backup).

13-13-13-07-07-07

Move 12, 5 HD, 20 HTK, AC 4.

A (100%) Sensors

A / E12 Power Systems

Interpretive CPU

These light blue humanoid robots have blandly pleasing facial features although they lack articulation. Their semi-flexible plastic outer skin gives them reasonable protection and is fully weatherproof.

Slug Pistol C, Hydrogen Energy Cell, 3 Clips (12 Rounds Each), Paralysis Rod, Solar Energy Cell, 3 S3 Sleep Gas Grenades, Sheath Armour (Security Dark Bluish Grey), Riot Helmet (Security Dark Bluish Grey with Photochromatic Visor), Energy Screen (5 HTK Per Round).

Seven General Robotoids (Reprogrammed from Space Station Staff to Backup).

13-13-13-07-07-07

Move 12, 5 HD, 20 HTK, AC 4.

A (100%) Sensors

A / E12 Power Systems

Interpretive CPU

These light purple humanoid robots have blandly pleasing facial features although they lack articulation. Their semi-flexible plastic outer skin gives them reasonable protection and is fully weatherproof.

Slug Pistol B, Hydrogen Energy Cell, 3 Clips (30 Rounds Each), Paralysis Rod, Solar Energy Cell, 3 S3 Explosive Grenades, Sheath Armour (Security Dark Bluish Grey), Riot Helmet (Security Dark Bluish Grey with Photochromatic Visor), Energy Screen (5 HTK Per Round).
Three General Robotoids (Reprogrammed from MonoRail Staff to Backup).

13-13-13-07-07-07

Move 12, 5 HD, 20 HTK, AC 4.

A (100%) Sensors

A / E12 Power Systems

Interpretive CPU

These light grey humanoid robots have blandly pleasing facial features although they lack articulation. Their semi-flexible plastic outer skin gives them reasonable protection and is fully weatherproof.

Slug Pistol A, Hydrogen Energy Cell, 3 Clips (50 Rounds Each), Stun Ray Pistol, Solar Energy Cell, 6 S3 Incendiary Grenades, Sheath Armour (Security Dark Bluish Grey), Riot Helmet (Security Dark Bluish Grey with Photochromatic Visor), Energy Screen (5 HTK Per Round).

Boxing and Wrestling Trainer Robotic Android.

18-76% – 18 – 18 – 09 – 09 – 09

Move 15, 7 HD, 35 HTK, AC 3 (-1 with Dex).

A (150%) / B / M (Magnetic Field Detection) Sensors

A / D / E18 Power Systems

Analytical CPU

Innate Attacks = Two Punches Per Round at THAC0 11 for 1d8+4 Each.

Also considered to have Specialization with Punching and Wrestling.

A fully human appearing mechanical unit, massively muscled and powerful with cafe au lait skin tones, silvery green eyes, and as bald as a cue ball. The artistically perfect heavyweight boxer. It is garbed in a soft and supple leotard with protective headgear, gloves, and boots. All crafted from the very finest Reacti-Mesh and Arachnofiber.
Utility Belt, Energy Mace (Speed 1, 1/1, THAC0 12, 10d6 Damage), Two Chemical Energy Cells, Eight Exceptional Quality Durasteel Throwing Daggers (Speed 2, 2/1, THAC0 08, 1d4+5 Damage), Two Bolas, Torc Grenade, Kinetic Damper, Two Solar Energy Cells, Communicator, Chemical Energy Cell, Veterinary Medi-Kit.

Kinetic Damper: This 5” diameter rugged plastic disc is a technological unit similar to a force field generator, but guards against physical damage (such as bullets, arrows, melee attacks with standard weapons, frag grenades, and the like) only. It absorbs 60 HTK of damage per round, allows air (and gas attacks, unfortunately) in freely, and provides AC 8. In all other respects, treat it like a force field generator. It weighs 8lbs and runs for 10 rounds on a solar cell.

Sani-Rob with Internal Violet ID Card.

13-15-13-12-10-08

Move 8, 3 HD, 15 HTK, AC4.

A (100%) / B / D / M (Magnetic Field Detection) Sensors

A / E8 Power Systems

Analytical CPU

This robot has a pale grey humanoid appearance from the waist up, but its lower body is a dark grey box-like hovering machine. It is fitted with a Hopper of Miscellaneous Janitorial Supplies and Spare Parts, Sonic Probe (All Options), Ranged Multi-Meter, Ultraviolet Micrometer, Fire Extinguisher (Foaming Yellow Gas), Canister of High-Strength Two-Part Epoxy Putty, Metallic Bonding Tape, Extendable Micromanipulator, Wiring Pencil, Cold Solder Dispenser, Rotary Tool with Various Accessory Bits and Attachments, Angle Grinder with Multiple Heads, Light Power Drill, Electric Torque Wrench with Multiple Heads, Laser Welder/Cutter, Glass Refabricator, Plastic Reintegrator, Lubricant Foam Dispenser, Energy Cell Charger (Solar Powered), Fungicide Spray (11 Doses, Max 15), Herbicide Spray (3 Doses, Max 15), Insect Repellent Spray (10 Doses, Max 15), Floor Buffer, Wet-Dry Vacuum Cleaner, Pressure Washer, and Spray Sanitizer (Woodland Scent).

General Household Robot (Enhanced) with Internal Brown ID Card.

15 - 13 – 15 – 12 – 12 - 12

Move 12, 5 HD, 30 HTK, AC 4.

A (100%) / B Sensors

A / E4 Power Systems

Analytical CPU

This dark blue humanoid robotoid has two retractable 1-Meter tentacles at the waist. It is equipped with cleaning and polishing attachments, maintenance tools, a trash compacter, a vacuum unit with prehensile hose, an incinerator, a storage bin, and a spray nozzle attached to small tanks of cleaning liquids, disinfectants, and insecticides.
The robotoid has had its existing systems enhanced with fibrous circuitry and a crystalline memory unit with an engineering library, including dozens upon dozens of Aerospace Industry Maintenance Manuals.
Companion Unit with Internal Yellow ID Card.

(GW2, Famine in Far-Go, Page 28)

12 – 15 – 12 – 13 – 13 – 13

Move 72, 10 HD, 30 HTK, AC 4.

Deductive CPU

Power Sources: Broadcast Power with Solar Cell.

Sensor Systems: Standard, Infrared, Ultraviolet, Microscopic (x100), Telescopic (x100), Audio and Radio Transmitter/Receiver (1 Kilometre Range).

CONTROL: Vocal (No ID Needed), Standard Electronic, Programmed.

UNIT SYSTEMS: Tractor/pressor beams are able to lift 30 kilos at a range of 3 meters. A micromanipulator scalpel and a manipulative tentacle (with a 2 meter extension) permit this unit to perform tasks of the most delicate nature and on the smallest of scales. Special anti-grav devices allow the Companion Unit to float in place. There are two rotating light sources attached that each have a variance of 90 candle power. Informational linkage to all normal computer terminals along with this unit's own self-awareness circuits give the Companion the ability to converse with its owner or user.

UNIT DESCRIPTION: The Companion Unit and all similar systems were created to be helpful robotic aids to mankind. Their primary function revolved around doing simple tasks for scientists in their laboratories. They follow instructions perfectly (allowing for the primary laws of robotics) and are able to verbally communicate with their masters (programmed or freely). The device is a small, one meter tall, blue oval with a set of lenses mounted to the front, a tentacle projecting from the centre, and two little domes (lights) on either side of the tentacle. It has a mass of some 150kg. The unit is activated by the sound of its owner's voice, or by a new voice if the unit has been left idle for a period longer than 30 days.

~ Bubble Car ~

The ultimate transport, available only to the rich and powerful. A Bubble Car looks like a stylish and sporty open air vehicle, with no roof or side walls. The roughly rectangular frame that the holds seats and cargo area has a chic yet graceful flair. Bubble Cars can carry a dozen or so passengers and several tons of equipment as cargo. It is the ultimate all-terrain vehicle. It uses antigravity technology to keep it aloft and, like a helicopter, it can hover and turn easily. Bubble Cars are powered by a pair of Solar Energy Cells that need recharging for 8 hours out of every 72. They can travel through air, near space or water (and can recharge while in a parking orbit around any inner system planet).

When activated, a force field dome covers the open area of the vehicle. This field allows the Bubble Car to travel at high velocities without endangering any occupants. The force field can take 25 points of damage before collapsing. It recovers 3 points of damage capacity per round (when operating off of atomic power). This field is usually powered by an Atomic Energy Cell (good for 24 hours use), but may also draw power from the car's Solar Energy Cells. When operating off of solar, the force field cannot recover lost points of damage capacity however.

Uniquely, this Bubble Car has an electro-magnetic-gravitic activated Liquid Metal canopy that can fold out in an instant and safely enclose the open cockpit. This is handy if the Force Field should fail. The canopy can absorb 200 points of damage before collapsing. Unfortunately, it does cut off the view.
The open and spacious cockpit has three crash couches at the front - for the pilot, co-pilot, and navigator. There are six folding jump seats towards the rear of the cockpit for additional people. Integral to the cockpit is an Ultra-Radar System, Envirolyzer, Artificial Energy Sensor, BioEnergy Sensor, Weather Predictor, Sophisticated Communicator, and Extensive Flight Systems. These are all tied into a holographic HUD with voice command and touch screen backup. Ahead of this area is a small cabin that incorporates two double bunks (sleeps four) with memory foam padding, a rounded central table, and four reinforced folding chairs with memory foam padded seats and backrests. At the rear is a utility space that is usually used for cargo. Folded into the walls are a number of handy devices, such as cargo cradles for delicate objects, various tool sets, a protein resequencer, additional folding chairs, various tables, and several semi-flexible memory plastic bunk beds.

Mini-BPS: A tiny Broadcast Power System, consisting of crystalline computing systems, solar collectors, and an internal flat spiral power tower, has been salvaged from an old maintenance monorail facility and installed in the Bubble Car. It has a 200 Meter diameter range and operates continuously in daylight conditions. There is an array of eight Hydrogen Energy Cells, enclosed and protected in a polyplast rack, that are auto-charging and provide eight hours of operation when in conditions of darkness.

Tucked in the armoured armrest compartment of the pilots' crash coach is an old Albuquerque Starport ID Card (Grey) that is used by the Flinging Fern.

Three Mini-Missiles.

Two Atomic Energy Cells, Ten Chemical Energy Cells, Energy Cell Charger.

CompuGuide Electronic Mapper, Communications Sender, Seven Communicators.

Glow Cube with Hydrogen Energy Cell (3), Ruhmkorff Lamp (5), Matches (150 Storm Matches), Plastic Cord (15 Meter Coil), Dry Shower, Hot Rock BBQ Slab (Isotope Powered), S3 Ship’s Rations, Portent with Dual Solar Energy Cells, Three Sets of S3 Undewater Swimming Gear (Each Requires Two Chemical Energy Cells), Anti-Radiation Serum (3), Cur-in-Dose (7), Genetic Booster (2), Pain Reducer (10), Digital Holographic and Audio Book (The Starflight Handbook: A Pioneer's Guide to Interstellar Travel. Authored By: Eugene F. Mallove and Gregory L. Matloff), 257 Domar Coins (Various - One Star Coins, Decistar Coins, Centistar Coins).

Control Baton with Chemical Energy Cell, Spray Lubricant, Electrician's Multi-Tool, Magnetic Probe, Molecular Bonder, Laser Cutting Beamer, Sonic Borer, Polymer Rope Spooler (Makes Rope from Liquid Plastics), Canister of Liquid Plastic (150 Litres), Rolls of Ion Bonding Tape (Various Sizes), Tubes of Plastibond (Various Sizes), Several Blocks of Polymer Putty, Silicone Thermal Concrete (Ten Canisters of Hundred Kilograms Each), Polymer Sheeting (27 Rolls), Ceramic Alloy Building Panels (81), Components Satchel (Holds Various Magnetic Modules, Assorted Fluidic Circuits, Transistor Units, Trans-Metallic Crystalline Diodes, Self-Adapting Wiring, and Patches of Fibrous Circuitry).
Recently, the Flinging Fern has been hunting about in the Grinder for useful allies and items. Although disappointed by the lack of intelligent plant forms, it is intrigued by the possibilities of ManaSails and GravWood.
A chance encounter with a wandering Greenwood Ranger in a Damselfly provides the Flinging Fern with various seeds. From these have come three tiny Snapper-Saws, two quickwood saplings, nine hangman tree sprouts, and two small thorny trees (not yet in bud).

One of these scouting adventures involved the engagement and defeat of a band of Neogi slavers aboard a Mindspider. Amidst the slave cargo the Flinging Fern discovers Gebek, a large Gator Man of Lawful Evil nature, and seven urd. After a few weeks, the urd are adopted as scouts and Gebek is accepted as the Flinging Ferns majordomo.
Amongst them, the bat-like Urd have 7 S3 Sleep Gas Grenades, 2 S3 Incendiary Grenades, 16 Tubes of Kinetic Nullifier Fluid, Ninja-Style Pepper Grenades, Packets of Caltrops, 21 Duralloy Javelins, and 7 Silvered Knives.
Gebek the Gator Man is a 7+7 HD (63 HTK) Monster with 19 Strength and Massive Jaws that Inflict 3-12 Damage. Ring of Tongues (Dragon Mag #117), Ring of Vampiric Regeneration, Javelin of Lightning (5), Axe of Hurling +3, Dragonfang Dagger (Dragon Mag #169), Flame Tongue Scimitar, Corinthian Bronze Lobster Tail Helm, Sea Elf Scale Mail Byrnie +3, Albuquerque Starport ID Card (Yellow), Albuquerque Starport ID Card (Orange), S3 Wound Healing Cannister (1 with 2 Charges, 1 with 5 Charges, and 1 with 6 Charges).

