The original module was copyright TSR, and this basn significantly altered to the point of beingegparate product, but is so tied to the
original, | still want to give the writers crediD&D is a copyright of Wizards of the Coast, anahfeay Hero is a copyright of Hero Games.
The original scenario was written by David J. Broawd Donald Trumbull in 1981.
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‘BLOODY’ BJORN, FIRST MATE (Sea Ghost)
Val Char Cost

17 STR
15 DEX
16 CON
11 BOD
10 INT
9 EGO
12 PRE
8 COM
5 PD
3 ED
3 SPD
6 REC
32 END
28 STN
Movement:
Cost

GONWFRWNEPED~W®W

7
15
12

2

0
-2

2

-1

2
0
5
0
0
0

Roll  Notes
12-  Lift 280kg: 3D6
12- OCV:6DCV:5
12-
11-
11- PERROoll: 11-
11- EGO Roll: 11- ECV: 3
11- PRE Attack: 2D6
11-

Total: 11rfD; +2 head only)
Total: 7r@D; +2 head only)
Phases: 428,

Total Characteristics Cost: 40

Running: 6"/12”
Leaping: 3"/6”

Skills and Talents

Environmental Movement: rigging
Resistance (3)

Weapon Familiarity: all common weapons
Weapon Familiarity: Offhand

PS: Sailor 11-

Navigation 11-

Perk: First Mate

Combat Driving: Ships 12-
Transport Familiarity: aquatic craft
Combat Skill Level: +1 OCV

Total Powers & Skills Cost: 20
Total Cost: 60

PTS Disadvantages
Psych Lim: vengeful, casual killer C/S

-15

Total Disadvantage Points: -15

37

Ecology: ‘Bloody’ Bjorn is an accomplished sailor, having
been at sea since he was eight years old. He mdrtag
claw his way to second in command through a contioina
of luck, personal ability, and brutality. The nigkne he got
was from his days before the mast when he’d kifiam just
as soon as fight him, although he’s since mellosenhe.
Should anything happen to the captain, Bjorn \aiet com-
mand.

Personality/Motivation: Bjorn is driven by the desire for a
ship of his own, and after a few more prosperoips in the
Sea Ghost the captain plans on getting a tendertmBjorn
would take charge of. He will attempt to kill amgpwho
gets in his way of this ambition.

Powers/Tactics: Bjorn is a fairly skilled fighter, but is not
up to the PCs’ standards. He’'s able to sail a stefl
enough but is not as good as the captain. Bjoannsn on
his way up but he hasn’t gotten there yet. Heédhf with
his longsword and dagger and wears his chainmail ah
all times while awake because it looks impressiveé he'’s
made a few enemies of the men.

Campaign Use:Bjorn is a leader for the smugglers and a
fill in for the captain. Should Sigurd fall, Bjorill take up
the tactics and lead the men ably.

Appearance: Bjorn is blonde and tall and strong, but ugly
and angry looking. He wears a metal helmet antiaine
mail shirt over his rough clothes and always hasweap-
ons close at hand. His only nod to style is asash around
his waist like all the smugglers on the Sea Ghost.

Equipment: Chainmail Shirt (areas 8-13)

Well Crafted Star Iron Longsword (light)

Plate helmet

Gold ring worth 15 sp

Belt pouch containing 5 cp, 17 ip, and the keyitdmest in
room 13 aboard ship



‘FOUL’ FRITHOFF (Bosun) (Sea Ghost) Ecology: Frithoff is a squat, broad, strong man bald as a

Val Char Cost Roll Notes boulder and as hard as one. He is physically targiugh
17 STR 7 12-  Lift 280kg: 3D6 to handle any of the men should they get out &4, liand
15 DEX 15 12- OCV:5DCV: 6 that's why he got the job of boatswain, the leaafehe sail-
15 CON 10 12- ors.

10 BOD O 11-

8 INT -2 11- PERRoll: 11- Personality/Motivation: Frithoff is very loyal to the captain
10 EGO O 11- EGO Roll: 11- ECV: 3 and will fight to the death for him. He also lovefight and
15 PRE 5 12- PRE Attack: 3D6 will not back down from one.

6 COM -2 10-
Powers/Tactics:‘Foul’ Frithoff is fairly able in combat, but

6 PD 3 Total: 9rFD) is noteworthy only because he’s so tough. He ehe &
3 ED 0 Total: 8rgD) significant beating without noticing much effectdadish
3 SPD 5 Phases: 28,1 out a lot of damage. Unfortunately, he lost a hiana fight
6 REC O years ago and has a hook in its place. Unwillmget the
30 END O hand regrown with magic, he likes the menace itegetes
30 STN 3 Total Characteristics Cost: 44 and the help in a fight.
Movement: Running: 77/14” Frithoff will fight with both attacks, although hehot very
Leaping: 3"/6" accurate with his hook (-3 OCV), making presencacs
and talking trash the whole time.
Cost Powers END
10  Hook: HKA 1/2D6 (D6+1 w/STR) 1 Campaign Use:The Bosun is the last step in the chain of
2 Swift: Running +1” (7" total) 1 command. An indifferent sailor and not much okader,
Frithoff can nevertheless intimidate the sailor® iproper
Cost Skills and Talents action should the other leaders be killed or incéipted.
6 Combat Luck (3 PD, 3 ED armor)
3 Environmental Movement: rigging Appearance: A short man, Frithoff only reaches 54 al-
2 Resistance (2) though he’s broad and burly enough to weigh oved 20
4 Weapon Familiarity: all common weapons pounds and none of it is fat. His left hand is gyoa cruel
1 Weapon Familiarity: Offhand steel hook in its place. Frithoff is bald and lafew teeth
2 PS: Sailor 11- missing as well.
1 Navigation 8-
2 Transport Familiarity: aquatic craft Equipment: Earring (left ear) worth 1 sp
5 Combat Skill Level: +1 DCV Belt pouch containing 3 sp, 15 cp, and 7 ip, pheskey to
his chest in room 12 aboard the Sea Ghost.
Total Powers & Skills Cost: 38 Hand axe
Total Cost: 82 3 Daggers

PTS Disadvantages
-20  Psych Lim: loyal to captain VC/S
-10  Physical Lim: Hook for left hand F/S

Total Disadvantage Points: -30
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NED SHAKESHAFT (area 15 Haunted House)

Val Char Cost Roll Notes
20 STR 10 13- Lift 400kg: 4D6
19 DEX 27 13- OCV:6DCV:6
0 CON - 12-
10 BOD O 11-
11 INT 2 11- PERROol: 11-
18 EGO 16 13- EGORoll: 13- ECV:6
12 PRE 2 11- PRE Attack: 2D6
10 COM O 11-
4 PD 0 Total: 7rED; 25%)
4 ED 12 Total: 7 &0r; 25%)
5 SPD 21 Phases:
4 REC O
30 END O
0 STN - Total Characteristics Cost: 96
Movement: Running: 4"/8”
Leaping: 2"/4”
Cost Powers END
8 Undead: Elemental Control (8 pts)
37  Undead: Life Support (full) -
42  Undead: Cannot be Knocked Out (loses no
powers)
7 Undead: No Hit Locations -
7 Undead: Does Not Bleed -
7 Spirit: Damage Resistance 25% rED -
7 Spirit: Damage Resistance 25% rPD -
3 Ghostly: Flight 27; 0 END Cost, no nondoat 0
move, concentrate 1/2 DCV full time
10  Spooky: Clinging 0
22 Boneless: Shapeshift up to 4 shapesghss O
0 END Cost
7 Scream: Presence +25; instant, onlafiack -
34  Gloom: Change Environment (sadness), -1 0
OcCV, -1 DCV, -1" running, -2 all presen
skills, +1” radius; 0 END Cost, Persbna
Immunity, No Range
22 Despair: Drain 1D6 Presence; Recover per 0
turn, Ranged, 0 END Cost
20 Undead Strength: Hand-to-Hand Attack 4D60
(8D6 with strength); 0 END Cost, Ontyadd
to Strength damage
14 Blink: Teleport 7”; 0 END Cost, Invisibte 0
sound and sight, only when nobody iseobing
27 Tough: Armor 3 PD, 3 ED -
6 Tireless: Strength 0 END Cost 0
4 Tireless: Running 0 END Cost 0
-4 Running -2"

Total Powers & Skills Cost: 280
Total Cost: 376

39

PTS
-10
-10
-10

Disadvantages

Vulnerability: x1 1/2 effect from Holytatks
Vulnerability: x1 1/2 Body from Holy attias
Vulnerability: x2 effect from presenceaaks by
Holy Men

Total Disadvantage Points: -30

Ecology: Ned Shakeshaft is a smuggler who was caught by
a powerful spirit and possessed while trying toowet the
smuggler loot in the Haunted Mansion. He no lorigea
human being, but is a possessed haunt, a uniquatenon
that lurks in the mansion. Ned lives only to fgrand in-

flict pain on anyone who comes in the house, tonaltely

kill them.

Personality/Motivation: Ned is filled with a desire to kill
and harm and frighten, to destroy the hope, confide
souls, and finally bodies of all intruders.

Powers/Tactics: In combat, Ned Shakeshaft will hit foes
with incredibly hard blows but is not particuladgangerous
himself. He cannot be knocked out but suffers dgnfeom
nearly any attack, just without pain. Before heesds his
nature, Ned will seem like a very, very frightemadn who
cowers from every sound and movement and has ni>- con
dence at all.

Ned has several supernatural abilities that make dgem
scarier, such as the ability to climb up wallsaflin the air,
scream to terrify others, sap confidence, and nasvié he is
boneless, or at least his joints don’t work norgnédluch as
spin his head completely around or bend his leg&wards
without harm). Ned, when he reveals his superahabili-

ties, will generate an area of Gloom around hint thaks

like a more shadowy area in which sound is stramgeech-
oes slightly, and everyone within is so filed wittead and
misery they move and attack more poorly. The &e®n-
tered on Ned, and naturally he’s unaffected by it.

If people aren’t keeping a close on on Ned, he \@arish
and show up somewhere else, and he will use trdertuse
and unnerve people while they are “trying to help reave
the mansion.” Ned is also very fast in combat, goite
strong.

Campaign Use:Ned'’s point value is gaudy and might seem
daunting, but he’s not really that lethal in combkBie is not
difficult to defeat, but will be spooky enough whihe’s
active. GMs should use his abilities and actiasrsnfiaxi-
mum disturbance to the PCs, to scare them, orast taeir
characters, as much as possible.

Appearance: Ned looks like a ragged man in rough spun
clothes who has had the living hell scared outiof. hHe
seems to have aged from the experience. Once hiéesta
his powers, Ned becomes supernatural, as if weigtlhis
hair moving slowly like he’s underwater, his eyegreg
blank white, his voice echoing in reverse.

Equipment: none.



"HE SEBH - J,0 1
Val Char Cost Roll Notes
18 STR 8 13- Lift 320kg: 2D6
14 DEX 12 12- OCV:5DCV:6
14 CON 8 12-
11 BOD 2 11-
10 INT 0 11- PERRoll: 11413
11 EGO 2 11- EGO Roll: 11- ECV: 3
13 PRE 3 12- PRE Attack: 2006
14 COM 2 12-
5 PD 1 Total: 6rPID)
4 ED 1 Total: 5r@D)
3 SPD 6 Phases: 428,
7 REC O
28 END O
30 STN 3 Total Characteristics Cost: 51
Movement: Running: 3"/6”
Leaping: 3 1/2"/7
Swimming: 77/28"
Cost Powers END
7 Aquatic: Life Support: High Pressuree@the -
Air
12 Swift: Swimming +5” x2 NC (7" total) 1
7 Spines: HKA 1/2D6 (D6+1 w/STR); Reduced
Penetration
7 Sonar: Detect, sense objects -
10  Sonar: Targeting Sense (detect) -
4 Keen Ears: Enhanced Perception +2 (hggari -
5 Underwater Vision: Water Vision -
3 Scales: Armor 1 PD, 1 ED -
7 Display fins: Presence +10; OffensivdyOn -
-6 Running -3”
Cost  Skills and Talents
4 Weapon Familiarity: Common Merfolk Weapo
2 AK: Home reefs 11-
5 Combat Skill Level: DCV +1
2 Herbalism 12- (oceans)

Total Powers & Skills Cost: 69
Total Cost: 120

PTS
-5
-5
-5

Disadvantages

Vulnerability: x1 1/2 Body from dehydiai attacks
Susceptibility: D6/hour when dry

Vulnerability x1 1/2 Effect Sonic Flaattacks

Total Disadvantage Points: -15
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Ecology: Merfolk are sea dwelling creatures that tendue li
near shore. They are generally friendly and tratle land
dwellers, although some are hostile. Olloo was senta
scout to determine what the Sea Ghost was doingiby
tribal leader, and got captured by the smugglers.

Personality/Motivation: Oollooshheeel is pragmatic, he’ll
adapt to any situation and is very patient. Hel Wi
friendly enough with anyone who is friendly, andhkd to
enemies with the same level of detachment, likalltgist a
job to do.

Powers/Tactics: Merfolk are very strong and tough, they
are used to living in the sea and can dive to fibfe
depths yet move comfortably. Normally a merman ldou
be at a great disadvantage out of water, but Odila® a
magical item to help him avoid the worst effects.

Oolloo can fight hand to hand (using his arm spirtas
prefers a spear or trident if he can get one. &fetavear
human armor, and didn’t bring coral armor alongnstl try
to avoid being hit if he can. Like all merfolk, ksan sense
nearby objects with sonar and has incredible hgarin

Campaign Use:Oollooshheeel is a helpful source of infor-
mation for the PCs and potentially an ally in ahfigal-
though he’s not particularly effective without aeguip-
ment.

Appearance: Oolloo looks like a bright blue and yellow
scaled man with a large fin for his lower body,nfrahe
waist down. Because of his Earring of the Sea &e c
change into legs, which he’s able to move around¢a@n-
fortably again because of the magic. He wearsrmmaor
clothing, but has fantastic fins and crests orbbdy that he
can retract and extend for maximum effect on enemie

Equipment: Earring of the Sea (in a fin)



PUNKHETA (area 8, Sdahost) Ecology: Punkheta is a mage for hire, a water mage who

Val Char Cost Roll Notes works ships and helps the crew with supernatutahtons
7 STR -3 10-  Lift 70kg: 1D6 and to make best time. Always welcome, these nan c
11 DEX 3 11- OCV:4DCV:5 command a very high price for their services, utbgy've
9 CON -2 11- done so much wrong as to fall into disgrace, sicRank-
8 BOD -4 11- heta. He is working for the smugglers in hopes begacan
17 INT 7 12- PERRoll: 12- find advancement and glory on the other side ofiaiaeaf-
14 EGO 8 12- EGO Roll: 12- ECV:5 ter some events regarding young women and murdhisin
13 PRE 3 12- PRE Attack: 2006 past.
10 COM O 11-
Personality/Motivation: Punkheta is ambitious and is try-
2 PD 1 Total: 2rED) ing to earn status and notoriety with the less ttaawrful
4 ED 2 Total: 2r@D) portion of the sea going community so that he oand life
3 SPD 9 Phases: 428, of comfort and ease once more. He despises woalen,
3 REC O though he’ll use them for his pleasure, and dedightterri-
18 END O fying, harming and killing them.
17 STN O
35 MANA2 Powers/Tactics: Punkheta is not a very powerful combat-
7 MREC 0 Total Characteristics Cost: 26 tant. He does not have much in the way of comkidss
although he is good at dodging. He will use hislispto
Movement: Running: 57/10” protect himself and harm others, but most of higimés
Leaping: 1"/2” actually non combat spells that help with sailirmgl aship
related effects.
Cost Powers END
13 Magic: 40 pts of spells Punkheta'’s focus is an ornate rod made of coral shails

he keeps tucked in his belt when not in use follspe
-2 Running -1”
Campaign Use:Punkheta makes the sailors more dangerous

Cost Skills and Talents and keeps the feel of fantasy on board the shigerahan
11 Magic Skill 16- just a pirate ship. He would be a useful ship-tadly were
2 PS: Mage 11- he not so twisted and hateful.

2 Transport Familiarity: aquatic
3 Riding 11- Appearance: Punkheta looks like a small, thin man in blue
2 KS: Aquatic threats and events 11- robes that clearly were very expensive but haveega bit
5 Combat Skill Level: DCV +1 threadbare over the years. He is in his mid fersied wears
a long goatee with beads and such woven into nging
Total Powers & Skills Cost: several inches from his chin.
Total Cost:
Equipment: Wand of Detect Magic
PTS Disadvantages Sash of Warding
-20  Psych Lim: hates women VC/S Belt Pouch with 2 sp, 5 cp, two gems (rubies wd@thsp

and 75 cp respectively), and foci for his spells

Total Disadvantage Points: -20 203 $( 4, 2$H#H,

% *$ $ B&( ' | *%

Breathe Water | Breathe water on self -1 (2)
Becalm Drain Swimming on ship -2 2

Create Water | Creates water -1 1

Drown 2D6 continuous NND 3 (6)
Fog Cloud Creates megascale fog -4 4
Salil Enhance ship’s speed -1 (2)
Still Waters Calms water around ship -3 (6)
Call Water Summon devoted water

Spite spite 4 4
Blur +2 DCV -1 (2)
Lesser Cure | Heal minor wounds -1 1




SANBALET (Mansion @m 27)
Val Char Cost Roll Notes

13 STR 3 12-  Lift 160kg: 2D6

17 DEX 21 12- OCV:6DCV:6

11 CON 2 11-

10 BOD O 11-

14 INT 4 12- PERROoll: 12-

11 EGO 2 11- EGO Roll: 11- ECV: 4

13 PRE 3 12- PRE Attack: 2016

10 COM O 11-

5 PD 2 Total: 6rPID)

3 ED 1 Total: 4r@D)

4 SPD 13 Phases: 3,62

5 REC O

22 END O

23 STN 0 Total Characteristics Cost: 51
Movement: Running: 77/14”

Leaping: 2 1/2"/5

Cost Powers END

11  Missile Deflection (thrown items) +2 OCV -

2 Swift: Running +1" (7" total) 1
Cost Skills and Talents

6 Skill Levels: +2 Dex based skills

5 Stealth 13-

3 Shadowing 12-

3 Climbing 12-

5 Concealment 13-

3 Sleight of Hand 12-

5 Lockpicking 13-

3 Gambling 11-

3 Persuasion 12-

3 Breakfall 12-

12 Combat Sense 13-

10 Defense Maneuver IV

20  Knife Fighting Martial Arts
* 0$'53! &5 | "&5 |$ B&(,
) D= | D= |)
% D= C D= ;

D D+
4 c . , DC

Total Powers & Skills Cost: 94
Total Cost: 145

PTS Disadvantages
-15  Psych Lim: Greedy VC/M
-10  Psych Lim: Untrusting C/M

Total Disadvantage Points: -25
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Ecology: Sanbalet runs the land-based operation of the
smugglers in this area. He quickly rose to the abphe
organization and was put here by Captain Siguréetep
him from getting too ambitious. He runs the locaf§-
ciently and without incident, and has formed a gpadner-
ship with one of the local businessmen.

Personality/Motivation: Sanbalet is greedy and untrust-
worthy, so he is also untrusting. However, he'sadoe and
easy to like, dashing and daring in his own way.

Powers/Tactics: No bruiser, Sanbalet prefers to fight with
skill and speed. He fights with daggers, and iy &killed
with them although he knows his limitations andviling

to run and hide as well as stand and fight. Sablsleell
trained in knife fighting from Moskend and is a weccom-
plished theif as well. He is well aware of hisrsundings,
even when blinded or surrounded.

Sanbalet keeps his lockpick and at least one ddudden
on himself with all his skill (15— roll) at all ties, just in
case he needs to escape.

Campaign Use:Sanbalet is the leader of the smugglers near
Saltmarsh and the “boss” of the first part of thidventure.

He is a tough fight when with his men, but no mafoch
several adventurers.

Appearance: Slim, tall, and dark, Sanbalet is originally
from Moskend and he shows it with dusky skin andkda
hair. His features are slightly exotic, but nontisome.
Sanbalet tends to dress well, if a bit odd forahea he finds
himself - he looks like a swashbuckler.

Equipment: padded cloth armor areas 7-16

Soft leather armor areas 4, 6, 17-18

6 daggers, including adarcer dagger enchanted to be +1
ocv

Belt pouch containing a set of loaded dice, the keyhe
chest in his room (area 21 in the Haunted Mansithmge
pearl worth 35 sp each, 7 sp, 5 cp, and 3 ip.



SIGURD ‘SNAKE EYES’ (Sea Ghopt

Val Char Cost Roll Notes

15 STR 5 12-  Lift 200kg: 3D6

16 DEX 18 12- OCV:5DCV:5

14 CON 8 12-

11 BOD 2 11-

10 INT 0 11- PERROoll: 11-

13 EGO 6 12- EGO Roll: 12- ECV: 4

18 PRE 8 13- PRE Attack: 2006

12 COM 1 11-

6 PD 3 Total: 12rRD)

4 ED 1 Total: 8rED)

4 SPD 14 Phases: 3,62

6 REC O

28 END O

30 STN 4 Total Characteristics Cost: 70
Movement: Running: 6"/12”

Leaping: 3"/6”

Cost Skills and Talents

Environmental Movement: rigging
Resistance (5)

Weapon Familiarity: all common weapons
Weapon Familiarity: Offhand

PS: Sailor 13-

Navigation 12-

Perk: Ship’s Captain

Combat Driving: Ships 13-

Transport Familiarity: aquatic craft
Combat Skill Level: +1 OCV

Combat Skill Levels: +2 OCV with Swords
Two Weapon Fighting

Oratory 13-

Persuasion 13-

WwHouNONOMR MW

Total Powers & Skills Cost: 58
Total Cost: 128

PTS Disadvantages
-15  Psych Lim: Greedy C/S
-20  Psych Lim: ambitious VC/S

Total Disadvantage Points: -35
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Ecology: ‘Snake Eyes’ is a man who has been at sea all his
life. Born on a pirate ship, raised by buccaneans, trained
in every aspect of sailing, Sigurd rose throughrtrks and
finally took some of his booty to buy his own sHégw mer-
chant work. On the side he smuggled and thisesnera-
tion is his brainchild. Piracy is risky, smugglicgn gain
the trust and cooperation of the locals, if you méve right
goods.

Personality/Motivation: Sigurd seen more campaigns and
battles than most adventurers have years, andedaased
much in his time. This has made him cautious andes
what paranoid, he plans carefully and trusts ndrigsomen.
However, he has big plans for a larger and largeration
with many ships and him at the head, eventuallying it

all from land as others do the sailing and the kaotk.

Powers/Tactics: ‘Snake Eyes’ Sigurd is a very capable
navigator and captain as well as a skilled swagttér. He
fights with his sword seadragon in one hand andgger in
the other with great skill and speed, and enjoysglco.
He'll engage more than one enemy at once in thisnmaif
he must, using sweeps and attacking both targeeswith
each weapon. He'll rely on his men and his armokdep
him going while he deals with intruders.

Campaign Use: The captain is the leader of the entire
smuggling ring, he is the boss of the adventurthoabh
he’s not the most dangerous foe the PCs will faceoimbat.
Sigurd is the leader and even if the rest of thaggiers get
away his loss will destroy the ring with infightirsond poor
planning.

Appearance: Sigurd is a tall, broad man in his fifties who
still has a lot of fight left in him. He wears hainmail suit
covered with light cloth pants and shirt to keep slun off,
and a broad hat on his head over the cowl. Sigweyés are
unusually, icy pale and his men think they areiliept

Equipment: Seadragon longsword

Two daggers

Chain mail suit

Gold ring set with rubies (25 sp value)

Belt pouch with 5 sp, 3 cp, 2 ip, a topaz worthst) the
keys to the chest and the desk drawer in room®adocky
tooth charm



SMUGGLERS

Val Char Cost Roll Notes
13 STR 3 12-  Lift 160kg: 2D6
13 DEX 9 12- OCV:4DCV:4
11 CON 2 11-
10 BOD O 11-
10 INT O 11- PERROoll: 11-
10 EGO O 11- EGORol:11- ECV:3
11 PRE 1 11- PRE Attack: 2D6
10 COM O 11-
4 PD 1 Total: 4rRD)
3 ED 1 Total: 3r@ED)
3 SPD 7 Phases: 428,
5 REC O
22 END O
23 STN 0 Total Characteristics Cost: 42
Movement: Running: 6"/12”
Leaping: 2 1/2"/5
Cost Skills and Talents
3 Environmental Movement: rigging
2 Transport familiarity: aquatic craft
2 PS: Sailor
4 Weapon Familiarity: common weapons
1 Navigation 8-

Total Powers & Skills Cost: 12
Total Cost: 54

PTS Disadvantages
-10  Watched by the officers 11-, NCI, mildhishment

Total Disadvantage Points: -10

There are 18 total smugglers on the ship and 8 wotae
land. 4 smugglers are on the boat from the SeatGho
headed to shore when the PCs go to the ship.

Ecology: The smugglers vary greatly by individual but all
have this in common: they are criminal sailors wiark
under Captain Sigurd and are loyal to him, so lasgthe
money keeps coming.

Personality/Motivation: Individuals vary but all are bound
by greed and a desire for easy money.

Powers/Tactics:The sailors and smugglers use whatever
weapons they have at hand, usually a saber or ¢fuim
weapon is handy on the ship a belaying pin or drbar the
capstan will serve as a club, even a marlinspillewark

for a dagger. They are not great fighters anddvidp easy
to seasoned adventurers, but are fairly numerous.
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Campaign Use:This is the cannon fodder of the adventure,
the base NPCs who drop easy and don't get backTiyg
GM may even just want to assign them 2 or 3 godd hi
rather than keeping track of damage. They take rfany
hits, they drop.

Appearance: The smugglers are a ragged looking crew, just
men wearing what they can cobble together. All mea
crimson sash as part of their identifying mark, boer.

Equipment: The sailors will have the equipment listed for
them when encountered, but if nothing is detailedy have

a saber (short sword) and dagger. None will beiwgany
armor. Each smuggler that is put down will haveeger-
sonal effects, roll on the table below for the@asure:

|15, H#(

= (

+ |3 1F +F

B ( $=F # &

H | # ($=F# &

F |;  ($+tF # &

A [ $F # &

K |; 1F =F

L ( $=F # &

C |; 1F*$C*H& =F +F
J((  ($+F # &

Note: the two excise men Tom and Will Stoutly will be
identical in stats to the smugglers, but will whard leather
armor (areas 3-4, 7-14). They have no treasur¢hem,
having left it all home.



SKELETAL RAT Undead
Val Char Cost Roll Notes

13 STR 3 12-  Lift 160kg: 2D6

16 DEX 18 12- OCV:5DCV: 7*

0O CON O -

13 BOD 6 12-

8 INT -2 11- PERROoll: 11-

6 EGO -4 - EGO Roll: 10- ECV: 2

15 PRE 5 12- PRE Attack: 3D6

2 COM -8 9-

4 PD 3 Total: 4rPD)

4 ED 12 Total: 4 @D)

4 SPD 14 Phases: 3,62

3 REC O

0O END O

0 STN - Total Characteristics Cost: 47
Movement: Running: 8"/16”

Leaping: 2 1/2"/5
Tunneling: 1"/2”

Cost  Powers END

8 Undead: Elemental Control (8 pts) -

7a  Undead: No Hit Locations -

37b  Undead: Life Support (full) -

52¢ Undead: Cannot be knocked out (lose no -
powers)

7d  Undead: Does Not Bleed -

15  Small: Shrinking (1 level) +2" KB, -2 PER 0

be seen; Inherent, Persistent, 0 ENBt,Co
Always On (*)
6 Scurry: Running +2” (8" total); OEND &0 O
7 Climbing: Clinging (13 STR); Only to mgsent -
super-climbing
5 Heat Sight: Infrared Vision -
Chew: Tunneling 1", 5 DEF; 0 END Cost, 0
Extra Time Full Turn focus, Concentrht2
DCV full time
5 Tough: Power Defense 5 -
3 Damage Resistance 1 PD, 1 ED

15 Gnaw: HKA 1D6-1 (D6+1 w/STR); 0END O
Cost

6 Tireless: Running 0 END Cost 0

6 Tireless: Strength 0 END Cost 0

Total Powers & Skills Cost: 190
Total Cost: 237

PTS Disadvantages
-15  Physical Limitation: Animal Intelligence
-5 Vulnerability: x1 1/2 Effect Presenceaks by
Holy Men

-15  Susceptibility: x1 1/2 D6/Phase from dirsunlight
-10  Vulnerability: x1 1/2 Body Holy Attacks

-10  Vulnerability: x1 1/2 Effect Holy Attacks

-10  Vulnerability: x1 1/2 Effect Holy Attacks

Total Disadvantage Points: -10
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Ecology: These are rats who died and have been given
unlife, animated by evil magic and evil spiritsh€ly are not
usually created deliberately, but are sometime$ faiim
spontaneously as the result of a more powerfulameantic
spell. Skeletal Rats act much like ordinary raithoagh
they do not need to eat they still will attack asftew on
targets.

Personality/Motivation: Skeletal Rats tend to be angry,
hateful, and destructive. They will skulk in dadeners and
fearlessly, even self-destructively attack anynlivihat they
encounter.

Powers/Tactics: A Skeletal Rat is undead, so it does not
need to breathe or eat, cannot feel pain, and soTdrey
attack much like any ordinary rat, chewing and iegmn
targets. Skeletal Rats are able to chew throulghutlthe
harder materials and will do so simply out of spted a
love of destruction.

Campaign Use:Skeletal Rats are a minor threat, something
to add trivial creatures to any haunted or spookgp.a

Appearance: Skeletal Rats look like an undead rat with
little if any tissue left. They may have tattefgatting, des-
iccated skin left, but are primarily skeletal. $herats are
huge, up to four feet long - they are undead S&ues.



MERCHANT SHIP PTS Disadvantages

Val Char Cost  Notes -15  Distinctive: prey to pirates, rich merchahip, not
12 Size 55 12”x6", -11" KB, -7 DC concealable, noticed
65 STR 0 Lift 200 tons: 13D6 HIT
21 Body 0 Total Disadvantage Points: -15
10 DEX 0 OCV:3 DCV: 3 ECV: --
6 DEF 12 Description: The Sea Ghost is a small frigate, similar in size
2 SPD 0 Phases: 6, 12 and layout to the HMS Surprise in the movie Maated Com-
Total Characteristics Cost: 67 mander. It is a bit undermanned at the moment) mibst of
it's crew ashore after a big score. The full caomeht is 100
Movement: Running: 0" men, although Sigurd rarely has that many at oriClee pre-
Leaping: 0" sent crew of 12 men and four officers is the bamgimum to
Swimming: 6"/12" run the ship in any normal weather.
Cost Powers END

1 Sailed Watercraft: Swimming +4”; Surface 0
Only (-1/4), OIF sails (-1/2), Sailed),
Limited Maneuverability (-1/4), Canrgu
backwards (-1/4)

12  Anchor: Strength 65, 0 END Cost (+1/2), 0
OAF Bulky (-1 1/2), Only to hold by rep
(-11/2)

-12  Water Vehicle: Running —6"

Total Powers & Skills Cost: 1
Total Cost: 68
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GROUND FLOOR

TOP FLOOR
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HANDOUT ONE

HANDOUT TWO
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HANDOUT THREE
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