
Chapter 10   Smugglers’ Cove 
 
The Cliffs of Northwest Cape: 
 
DM:  You had mentioned taking a trip to the place marked on the map you got from the Flame. 
Darmet has been hanging around for a while, and is looking for something to do. When he hears 
about the trip, he offers to escort you through the Nomadic Plains to your destination.  

You also hear that the circus has come to town for a week.  Haskill Circus is visiting 
Daila, and invites one and all to enjoy a wonderful night of fun to all of the town at his Skeleton 
Circus. You see Brother Hesia is also in town.  

There are still few if any small boats in Daila.  The few that are there either belong to 
private fisherman or have been recently bought.  No one is willing to take you to the place. 
 
Thumper: A skeleton circus!  I'm not so sure I like the idea, but I'll surely want to see it!  I'll ask 
Brother Hesia what he thinks of it.  I recall that he went to Dale to check up on this thing.  Has 
he been following  them since? 

Does Darmet think we can safely get to the spot marked on the map?  I assume Clethara 
would also be interested in going.  Hmm.  No Logan, Alias, or Stark around town.  Any of our 
other friends?  Perhaps Brother Hesia would enjoy a break from trailing the circus? 

I suppose the weather is getting worse as we get into the middle of winter.  But, our 
cottage is nice and cozy, right?  Is Clethara still, let us say, "friendly?"  I try to be pleasant and 
helpful. 
 
DM: Yes, Haskill's Skeleton Circus is visiting for one week only.  When you ask brother Hesia 
about it, he says “Go if you wish, but beware of being invited into Haskill's wagon.  Every time 
he leaves a town, someone is always reported missing.  Someone who was at his show.  After the 
circus left Dale and came here, I saw someone being invited into Haskill's wagon, and a few days 
later, he was reported missing.”  He seems to think about something for a second, then he asks 
you, "Where is your cleric friend.  What was his name, Stark? Yes, Stark, where is he?” 

Darmet can read a map. In fact, when you pull out your map, he pulls his map of the 
nomadic plains, the one that shows the territory of each of the tribes, and says that he will escort 
you. 
 The weather is getting worse by the day. Yes, your cabin is quite warm and roll for 
charisma. 
 
Thumper: To Hesia, “Good grief!  People disappear after getting into his wagon, and nobody 
does anything about it?  I'd think the Church would bring this to the attention of the Lords or 
maybe even the King!  Guess I ought to go just to see what it is, but thank you for the warning.  I 
sure don't want to be eaten, then show up in his show as a skeleton myself!”  I will later tell 
Clethara what he told me.  “Ah, Stark.  Yes.  Last time I saw him he was in Madra.  Saw Logan 
there too, and suggested he find you in Dale.  Guess that was a while ago.  I don't know what 
either of them is up to now.” 

I'll tell Darmet, “I'd think we'd need a party of at least four.  You, Clethara, myself, and 
another fighter.  All mounted.  Do you think that's enough to be safe?  That was a very large 
group that attacked us at the ruins.”  (Is anyone else around who might be interested?) 



Charisma roll for relations with Clethara (here's hoping for a "1"): 7!  That's below 
Thumper's charisma of 10. 
 
DM:  Hesia, after you tell him where Stark is, thanks you and leaves. 

Crackum is in town, and is looking for an adventure.  He is willing to go with you, 
Darmet, and Clethera. 
 
Thumper: Very good.  I'll greet him, catch up on chit chat, ask what he's been doing, and we will 
depart on a morning when the weather seems likely to be favorable. 
 
DM: A storm rolls in for three days, making all travel nearly impossible.  After about four days, 
the weather clears up enough for you to go.  All of you mount up, and follow the road towards 
Kibombo.  The wind is very strong, but there is no snow or sun.  The sky is a steel gray and 
cloudy.  You reach the point where you left the road on your way to Darthen.  Darmet, who is 
leading, pulls off the road there, aiming for the location on the map.  The land is hard and rough. 
There isn’t much plant life, but it's still slow going.  About four miles off the road.  I'll let you 
roll for reaction. 
 
Thumper: I'm assuming party order is Darthen, Thumper, Clethara, Crackum.  All on our 
respective horses.  Roll for reaction: d6=5.  (pretty good!) 
 
DM: You see them before they see you.  A group of four horsemen are riding to the east, heading 
north.  Darmet signals a halt.  He calls back, “These people are not to be attacked.” 
 
Thumper:  Does he want us to hide (if possible)?  Do they see us?  Any reactions?  I assume they 
are nomads too.  I see no reason not to just to do as Darmet advises.  We don't need any 
unnecessary fighting.  We are really just trying to find out what's at this point that the Flame was 
visiting.  (Did Darmet have any guesses?) 
 So, what has Crackum been doing?  (Presumably he would have said something when we 
met him before the weather interlude.) 
 
DM:  Darmet doesn't do anything, he just watches the four riders move off.  All of a sudden, they 
bring their horses about and make straight for you.  Darmet brings his horse to a trot and moves 
off in their direction. 

Darmet hasn’t ever been to that section of the coast, and hasn't heard anything about a 
cave in that area. 

Crackum has joined a group called the Blackthorn Company. It's a mercenary group that 
has been founded to effectively take over convoy guard jobs and basic quests.  If they are hired, 
they do the job. 
 
Thumper: I guess we wait for Darmet to return, while keeping a sharp watch out.  Crackum, 
could you particularly watch Darmet and see what you think is going on?  I'll watch on the right, 
Clethara on the left.  
 
DM: Darmet stops when he reaches them and starts talking to them. After a few minutes they 
ride off, and he returns to you three.  “They were a patrol from the tribe that owns these lands. I 



have convinced them that we mean them no harm and they have given us passage to the coast. 
They told me not to leave our horses unattended, or they might disappear. We continue” 

After continuing on you notice that a few horsemen can be seen on the horizon, following 
you. They keep their distance and don't appear hostile.  At around two in the afternoon, you 
reach the coast where the spot is on your map.  There is something of a cliff where you are, and 
the face of it drops straight downwards.  Water seems to be gushing in and out of a large fissure 
in the cliff face near the bottom.  From what you can tell, the fissure is large enough to get a 
small boat through it. 
 
Thumper: I will ask Darmet if there is any way to get down to the beach - is there a beach? - 
from up above.  I will observe as well as I can from here.  The flow through the fissure seems 
mostly out, rather than just waves in and out?  That is, do I have reason to believe there is an 
underground river?  I ask Darmet.  Maybe he has indications of underground rivers on his maps.   

Also, is there any sort of sheltered anchorage for a ship?  If not, it will be possible to 
approach this cave only from a small boat launched from a ship on the best of days (and certainly 
not during the winter!)  Is the tide in or out?  - I assume there is a tide?  (And a "Moon?")  I'm 
going to fix the details firmly in my mind, so I can make a map later.  I will also look for 
landmarks that will be recognizable from a ship at sea. 

Does Crackum recognize any indications of human use?  Wear on rocks from ropes, 
handholds cut into the rocks, paths from the cliff, or any such?  I'll ask Clethara if she sees 
anything, or has any suggestions. 

I'd like to get down there and take a look in.  It would seem that is possible only if we 
find a way down, and if there is some sort of beach to one side or the other of this "fissure".  The 
other possibility, and I think a likely one, is that there is some sort of entry, probably concealed 
or secret, from above.  Maybe a higher cave on the cliff, or among boulders on the cliff top.  Any 
such entry might be found by noticing signs of human passage, which would mean Crackum (a 
ranger, right?) might be able to find it. 

So, we will investigate along the lines suggested above. 
(For Crackum, earlier: who runs the Blackthorn Company?  Is it based in Madra?  How 

many members?  Is it just fighter types, or does it also employ, well, other types who do "work" 
during the night?) 
 
DM: The water flows in and out of the fissure with the waves. There is no beach. There is no 
way into the cave without swimming or taking a boat.  Darmet knows nothing about an 
underground river that flows out here, but he reminds you that he's never been here before. 
Looking around you can't find a sheltered anchorage for any sort of large vessel, and the fissure 
is only about fourteen feet wide.  There seems to be no means of climbing down. 

Clethera pulls you aside and has seemed to remember something.  “Thumper, we have a 
boat. It's aboard the Vigilance! Maybe we should see if we can get it out of storage, find a group 
of people to help, and then come out here.” 

Crackum doesn’t seem very open about the Blackthorn company. Roll versus charisma. 
 
Thumper:  Thumper's charisma roll (re Blackthorn): d20=2.  (Should have saved that one for 
Clethara!) 

“Clethara, that's brilliant!  Of course we have a boat!  I wonder if a trip here would be 
safe enough, though, at this time of year.  If something comes up, we could run for the bay, but 



right here these rocks seem formidable.  At the least, we would have to carefully judge the 
weather.” 

I guess we have seen what we came here to see.  I'd still like to spend some time 
searching at the top for possible secret passageways down.  Also, for openings that might be 
smoke holes from inhabited chambers below.  Smell and signs of smoke could give those away.  
If we find nothing, I guess we ride back to Daila, unless someone has a better idea. 
 
DM: you search around for such openings for let's say, d6 roll=1, 1 hour. You find nothing. You 
also look for ways down, and you find none.  Darmet asks if you are ready to return to Daila, it's 
3 in the afternoon by now. You won’t be able to come back out today, you'll have to wait for at 
least tomorrow. 

Crackum will tell you that the Blackthorn Company has taken over the Dekator Plateau. 
After the army drove out the kobolds, and Logan did his work, Blackthorn moved in and took 
over unopposed.  So far, they are numbering in the mid-thirties, and currently have people 
working for them all over Lumeria.  He doesn’t seem willing to say anymore. 
 
Thumper: Yes, we'd better get back.  Don't want to be roaming out here at night.  So, we return. 

I recall that the Flame had quite a cargo of gems.  Were most of them raw gems, or 
finished gems?  I'm wondering if this place might have something to do with the gem trade.  I 
don't say anything about this hunch yet. 
 
DM: You make it back without mishap. When you reach the road, the group of horsemen 
following you disappear.  It's very late the night when you get back.  Darmet and Crackum go to 
the Taberd, while you and Clethera head to your cottage. 

The next morning, what do you do? I assume you try to get to the Vigilance, but how are 
you going to try? 

 
We Go by Boat: 
 
Thumper: Well, first I'm going to see if there are people willing to go to man the boat, and 
willing to go.  Yes, we should be able to use sails, but we also need to be prepared to use “other 
methods.”  I'm afraid I'm not strong enough to be a lot of help, and same for Clethara.  Are 
Darmet and Crackum willing to go?  I'd think Darmet would be very interested; he'll be able to 
add to his maps.  Anyone else about?  Outlook for the weather? 

I approach the harbormaster about retrieving the boat from Vigilance.  After all, the ship 
is under his care.  I will tell him I expect to need it only for a brief day outing. 
 
DM:  Between the Drunken Sailor, the Taberd Inn, and the Shipyards, you manage to find eleven 
sailors willing to row out. Darmet will go; he wants to discover anything he can about this cave. 
Crackum will decline. 

The Harbormaster will send a group of people to go and retrieve your boat from the 
Vigilance.  He hopes you'll offer some gold for their effort.  He will be ready to take the boat 
back after three days - he's giving you some leeway on your timing. 
 
Thumper:  Eleven should be plenty!  I give the harbormaster 10gp for his and his men's efforts 
(that should be generous), and I'm giving each of the eleven sailors 2gp (that seem about right?) 



plus a bonus if we discover anything particularly interesting or have a particularly difficult time.  
Are any of them skilled fighters or something extra (that would merit additional pay)?  You 
didn't mention anything, but Thumper will want to know. 

If the weather is good, we will go the next day.  A Northerly wind is not “good.” unless it 
is very gentle, and even then, I'd be suspicious.  I will make a point of buying water kegs, rations 
for three days "just in case".  Also, a store of extra clothing.  (I'm guessing about 20gp?)  I would 
have spent some money rounding up the crew, too.  So, I have put 55 gp or so into financing this. 
 
DM: The crew is your standard group of sailors.  None of them are special enough to earn extra 
pay. They each have a bladed weapon of some sort, generally a shortsword or cutlass. Your 
calculations should be about right.  The next day, the wind is from the east, and it's rather light, 
maybe 8 miles per hour.  It's still cloudy, but no sign of precipitation. Do you go today? 
 
Thumper: We go. 
 
DM: You set out from Daila Harbor.  There is little ice hanging around, and you get out of the 
harbor without incident.  How do you proceed from there? 
 
Thumper:  We proceed along the South shore of the bay, staying relatively near the shore, then 
reach NW to the mouth of the bay, and follow the coast westward.  With the East wind, I should 
be able to use the sail to run downwind without needing much rowing.  We will keep a careful 
watch on the shore, but one of us (Clethara?) will also keep a general lookout.  I'm going to be 
looking for landmarks, and keeping track of our position, as well as handling the tiller.  I expect 
Darmet will be looking for nomads, animals, and anything else.  We will rotate hands on the 
oars, and not much rowing should be needed, so everyone should be fresh and well rested when 
we get to the point where we expect to find the cave. 
 
DM: after a few hours, you come across a cliff that is about thirty feet high. Further looking, you 
discover a fissure in the side that is about fourteen feet across. 
 
Thumper:  “That's it!  To the oars, boys!”  We lower the sail quickly, and head toward the 
opening.  I will warn them to keep th  oars out of the way as we go in.  The oars can be used to 
fend off the sides.  This gentle east wind is just what we need; there shouldn't be much in the 
way of wave action toward or away from the cliff and the cave.  I'll ask Clethara to prepare a 
light.  In we go! 
 
DM: Clethera will be in the bow and cast light as you go in.  The waves are rather calm, but as 
you go in, a larger wave comes from behind you, pushing you into the cave.  The wave comes up 
from underneath at the stern and flips the boat.  The fissure is high enough that the boat flips 
over, but remains afloat. 
 
Thumper: Well, the fact that a wave could build up that high must mean it is shallow at the 
entrance.  There should be some light in the cave, even though I'm sure Clethara lost her light. 

“Hold onto the boat!” I'll yell.  “We need to right it!”  Since nothing has attacked us, and 
I'm in the water anyway, I'll try to judge the depth.  Assuming it's shallow enough, and even if 
it's not, I'll ask the men clustered on the starboard side to push up and the others on the port side 



to push down, in order to right the boat.  (Or the other way, if the men are distributed to make 
that easier.)  “If you still have an oar, use that for leverage.”  Hopefully, we have the boat righted 
quickly.  The supplies, which would have been tied down and in waterproof packing, should be 
OK.  If it's shallow enough, anyone who lost a sword should be able to retrieve it.  And, if not, 
I'll use my swimming skills (and ring) to dive for whatever I can find while everyone gets the 
boat squared away.  Is there somewhere that we can stand on rock in the cave?  I do want to 
know how deep it is.  If it is deep, there should be little wave action except at the entrance. 

No information about what kind of cave we are in?  Yes, we had the excitement of the 
boat flipping (surprising, given the calm weather) but our eyes should adjust quickly, and there 
should be light coming in the cave entrance.  Hopefully Clethara will be able to get back into the 
boat once it is righted, and get another torch lighted.  Or lantern. 
 
DM:  The “current” is currently pulling you in.  The tunnel you're in is about 45 feet long before 
you reach the opening cavern.  The Depth at the entrance is about 5 foot, once you get out into 
the cavern, it drops to 10ft.  Your boat, and all of you, are pulled into a large cavern.  The water 
flows through the cave, but on either side are wooden platforms with tie up points around the 
edge. The right pier (facing into the cave) is smaller and has a wooden door set into the stone 
wall. The cavern is oval-ish, and 60x80ft. 

You do manage to right to boat, and you find that nothing was lost by anyone. 
 
Exploring the Sea Cave: 
 
Thumper:  “Aha!  This is indeed more than just an ordinary sea cave!  Tie her up on the on the 
left there, boys, and let's see what we have.  Darmet, did you see any handholds or other paths 
from the cliff above while we were on the way in?  Anyone else see anything unusual?” 

I will look around.  Does it look like anyone has been here recently?  Does the water 
continue at the far end of the cave, or is this (with respect to the sea) a cul-de-sac?  I will taste 
the water to see if it's fully as salty as sea water.  (There might be fresh water flowing in, which 
would make it brackish instead.)  Does Clethara have a light yet?  Any sign of crystaline rocks in 
the cavern walls or ceiling?  Stalagtites?  I'll assume not unless you say so.  Did the entry look 
natural, or cut / manmade? 

Once we have scouted the pier on the left, and have light, and have looked for secret 
entrances or stuff on the ground, we will cast off and maneuver over to the right side (where the 
door is), assuming nothing has happened to give us pause.  (I'm assuming for the moment that we 
see no exit by water or land other than the cave entry and the door.)  Is the door squarely in the 
middle of the pier and cave on the right side?   

I will ask Darmet if any of this looks nomad made.  Or if he has ever heard about 
something here from legends.  Does the door have a rock sill at the bottom, wood, or is it just 
rather open?  Any sign of light from beneath it?  Assuming not, and sounds?  I ask everybody to 
be very quiet while we listen. 
 
DM: The water continues farther into the cave, but not like a river. The current in the cave 
changes with the waves from the ocean outside. The fissure looks natural, and Darmit saw no 
handholds outside. 



You aren't a ranger, and you don’t have one with you, but you can see that someone has 
been here recently.  There is evidence of heavy crates being dragged over the wood docks. There 
are no stalactites or such, no crystalline formations, and the water is completely salt water. 

When you shift over to the right side, you notice the door is wide open, and it lead to a 
hallway.  It leads to a corridor, with two door either side at ten feet, and another set at 20 ft.  The 
light doesn’t shine further in. 
 
Thumper: “Well, well, well!  An open-door policy!  Looks like whoever was here either figured 
nobody would drop in, or they left in a hurry!  Let's look around.” 

Is there one of the sailors who is sort of “senior” to the others, who I can leave in charge 
of the party at the boat?  I don't think, for now, any of the sailors need to go in with us.  I'll ask 
them to get the boat turned so that it is heading out, with everything ready to go, in case we need 
to make a quick exit.  Some of them can go ahead and have lunch, as long as several are on 
watch, and have oars ready and are prepared to cast off in a jiffy.  (When we came in, nothing, 
presumably, was visible on the horizon, or Clethara would have said so.) 

The hallway is straight in (that is, heading West)?  Doors 10 ft. away, both sides (to left 
and right) and another pair at 20 ft.  And the corridor continues on, beyond what we can now see 
from the outer door? 

Just because I'd hate to find myself sealed up here, I'll ask that this outer door be guarded 
by one of the sailors, who will be ready to slam it shut and brace it with something if we come 
running out.  I'll also check it for any sort of remote opening and closing mechanism.  (No, I'm 
not a thief, but I have engineering.)  By the time we finish all that, still silence from within?  
Assuming so, we will enter, with Darmet in front with sword drawn.  I'll have my cutlass ready, 
and Clethara (side by side with me) has the light.  We will go to the first set of doors, check them 
for recent use, evidence of stuff going in and out, and listen.  Then we will open them, the one on 
the right first.  Clethara is ready to cast “sleep” and I'm ready to cast “shield.” 
 
DM:  You arrange for one sailor to remain in charge of the boat, and one ready at the door.  You 
do not have a ranger with you, but Darmet will look for any recent activity.  It's pretty obvious 
something has been dragged along here, but he can't figure out what it was. 

The hallway is straight west, and ends after the second set of doors.  When you reach the 
first pair of doors, to your left is a bunkroom, and to your right looks like a private room, like the 
ones each inn has.  The Bunkroom has eighteen bunks, all seem to have either been slept in 
recently or ruffled recently.  On each bunk there is a sort of lockbox.  All of them are unlocked, 
and are empty.  The smaller room consists of a single bed, and chest, and a similar, but bigger, 
lockbox.  This one is locked.  I'll go ahead and describe the rest of this hallway to save time.  The 
next pair of rooms are the same as the first.  A bunkroom with eighteen bunks, all the lockboxes 
are empty.  The smaller room is identical, this box is also locked. 
 
Thumper:  We don't have a thief type, but I will examine carefully the end of the corridor to see 
if I find something that might be a secret door.  (I do have "engineering.")  I'll make a d20 roll: 2, 
for what it's worth.  I'm particularly interested in where that heavy object that has marred the 
floors (stone? wood?) came from or went to.  It may have come in or out of a secret door. 

Meanwhile, “Clethara, do you happen to have a 'knock' spell?  That was one of the ones I 
failed to learn.  Dashed useful in cases like this.”  [She doesn't normally carry it, but would she 
for this expedition?  If not, let's have her learn it while I look for secret doors, and Darmet looks 



for any other clues he might find.  I hope he can make a good guess, based on dust and such, how 
long the residents have been absent.  (Is “recently” hours?  days?  months?)  It would take 
Clethara 40 minutes to learn “knock,” I suppose, but there seems to be no danger.  The crew 
remains at the boat, and I suppose Clethara will go to the dock, where there are lots of eyes 
keeping watch, to learn her spell.   

I'll caution the sailor in charge to keep an eye on the entrance; we have been here a while 
now, and it's quite unlikely anyone with a boat would follow us in, but you never know.  Send 
the man at the door to get us if anything looks like it's coming in; don't shout.  We should have 
an opportunity to act before they know we are here since it will take some time for their eyes to 
adjust. 

Eventually, assuming no interruption, I'll ask Clethara to cast “knock” on the lockbox in 
the far bedroom.  We have not moved it; I want things to look undisturbed.  We will carefully 
look at the contents (with Darmet there too).  Unless there is good reason not to, we will repeat 
the process for the other locked box.  But while Clethara learns her second “knock,” I will swim 
to the entrance (using swimming ring) and take a look, making sure nothing is approaching the 
coast, then return.  Shouldn't take more than 5 or 10 minutes.  (Yeah, it will take time for my 
eyes to adjust afterwards.) 

Assuming we find nothing, I'll go over to the left dock and carefully look for secret 
passages or anything else odd over there.  (I'll roll d20 again: 12 = over).  Then I’ll check out the 
far end of the cavern (using swimming) where the water may go farther in, to see if there is 
access to anything in that direction.  If not, I guess we have found everything we could, and will 
have no reason not to return to Daila. 

Just in case something shows up, d6= 6!  Good. 
 
DM:  Just as you mention that, the sailor you left guarding the door calls over, “If you need 
somethin' picked, sir, I could giv'it a try. Cus, sir, I dablled in the pickin' art a coupl'a years ago.” 

Assuming you let him try to pick the locks, I also assume you have Clethera learn Knock 
while he's trying.  He can’t seem to get the first one unlocked, and sets to work on the second 
one.  After about ten minutes, you hear a click, and the lock lid opens, to reveal 12gp, 15sp,7cp. 

Using your engineering skill, you notice two things. 
A. There is no door at the end of the hall. 
B. The two lockboxes, or small chests in the private rooms, seem to be immovable.  You 
find that one corner on each of them is firmly attached into the floor. 

You find no secret entrances on the other pier, and proceed to swim farther into the cave. 
The channel continues more or less straight for about thirty feet before opening up into a smaller 
cavern. This one, while roughly squarish, is 30ft, by 40ft. There are no piers and the only other 
exit is the continuing water channel that heads out of the southwest “corner.”  The depth of the 
water seems to be at roughly ten feet, and has a rather natural bottom, as in not man-made. 
 
Thumper: I'm very pleased.  “Very good, mate!  Give it a go!  A bonus for you, one way or the 
other.”  So, while Clethara is preparing, I take a look at the contents.  “Not enough to be worth 
taking.  No sense letting these people get upset at us for something small.”  I'll make sure we 
don't move the chest.  “Oh.  Looks like it can't be moved anyway!”  I'll try to figure out how it is 
attached to the floor.  They rotate?  I'll make sure we leave them as we found them.  Bolts 
inside?  To the sailor with the good hands, “After you finish there, why don't you take a look at 
all the other chests again.  See if we missed anything.  Darmet will go with you, OK?” 



By the time I finish up searching for secret doors in and around the passageway, Clethara 
should have that “knock” spell.  She will use it to open the first chest.  Assuming it contains 
nothing particularly valuable (or written material) we will leave it as it was.  Darmet will be with 
her, and the sailor with the clever hands, as they look over everything once more, as I do my 
swimming making the discoveries mentioned above.  “Take a look and see where that heavy 
dragged load was coming from!”  I assume I saw nothing from the cave entrance when I looked 
out. 

 
The Sea Caverns at Northwest Cape  (Note: North at bottom) 



Once that's done, we will all get back in the boat and row to the next cavern.  I'll go 
swimming again, and Darmet and our clever sailor will check the walls and shore (if any) for 
anything.  Assuming we find nothing, we all re-board and carefully continue.  One sailor will 
have a light, standing in the bow.  Clethara will also have a light ready, as we row quietly into 
the opening at the SW corner. 

[Was the bottom or shape of the first cavern, with the piers, "man-made"?] 
 
More Sea Caverns, and More to Explore: 
 
DM: The First chest, once opened contains 12gp, 14sp, 18sp. I assume you don't take it.  The 
chests are attached by bolts in the corner of the frame into the stone floor by a bolt. They don't 
appear to rotate.  Niether the Clevered Handed Sailor, whose name is Sutch, or Darmet, find 
anything in any of the other chests.  The heavy dragged object seemed to have originated from 
somewhere near to end of the hall.  It looks like something rectangular was sitting up against the 
wall at the end of the corridor, and had one side pulled down the hallway. The evidence of it 
being dragged ends at the edge of the pier. 
 
Thumper:  Yes, we would have left it.  At least for now.  I assume we didn’t find anything else in 
either chest. 
 We get to the third cavern.  “Whoa!  This is a big place!”  Since you did not mention 
anything about it (other than sending the map), I assume nobody is visible and the place is dark.  
We won’t land immediately, as we look around and take in the scenery.  Any boats at the docks?  
I guess not.  Are those big doors I see to the North?  Where does this go to the East?  “Douse the 
lights for a minute.  I want to see if there’s anything visible.”  Once the lights are out I will look 
around.  Any light visible?  (I’ll assume not.)  “OK, let’s get them lit again.  Doesn’t look like 
anybody is home.” 

Assuming nothing happens, “Row over to that dock on the right.  Clethara, I think you’d 
better stay here and prepare another “Knock” spell.  Looks like we are likely to need it.  Darmet, 
let’s check out this door.  Listen first.”  If nothing happens, “OK, let’s open it and see what 
we’ve got.  I’m expecting more living quarters.  We have not found the kitchens and such yet.” 

In case we need it: d6=1  (Ugh!  I hope we didn’t need that!) 
How long do I think people have been absent from here (based on what we have seen so 

far)?  Darmet hasn’t replied when I asked him for his guess earlier. 
By the way, we would have left the door open in the first cave, so that it would not be 

obvious that we had been there.  I'm trying to keep us all relatively quiet so that if there is 
activity elsewhere in the caves, we will have a chance to hear them before they hear us. 
 Clethara discarded one of her "magic missile" spells in order to learn "knock."  She still 
has 2 sleeps, magic missile, and shield.  Thumper carries 3 sleeps, shield, 2x magic missile, and 
mirror image. 
 Assuming we find nothing extraordinary beyond the door to the North in the 3rd cavern, I 
will let Darmet and Sutch check things out thoroughly while Clethara stays with the boat (and 
continues to relearn “knock”).  I will again swim back to the entrance and check to make sure we 
are not about to have visitors from that direction.  Then I'll swim a bit farther into the cave 
complex and see what is to the West beyond what is shown on the map.  I won't go farther than 
the light from the cave can illuminate.  (I'm also going to see if there is anything on the bottom of 
the third cavern: spilled cargo, evidence of aquatic life, or any other clues to the nature of this 



place).  All this swimming will take a bit of time, and I should be done about the same time as 
Clethara has "Knock," and Darmet and Sutch finish up.  That's the plan, anyway. 
 
DM: Darmet would venture to guess that someone or something has been here within the last 
week. 

You douse the lights and it goes pitch dark. There is no visible light, except for a faint bit 
coming from entrance you just came through.  The docks are empty of other boats, but there are 
a pair of ropes tied to the pier to the north (bottom of the map), and the ends are coiled on the 
dock. The Door to the south (top of the map) are regular sized, and is closed. The western section 
of that pier has a single door in the stone wall, which is open. The Northern Door is open as well. 
for a few minutes, you take in the scenery. When you say that Dock to the right, I assume you 
mean the Pier to the North, or the one that’s at the bottom of the map. You tie up using the ropes 
there? 

The door on the pier is open, and beyond it is a short hallway. Every ten feet there is a 
heavy iron door. The first door is shut. When you try to open it, it stays resolutely shut.  Neither 
pushing or pulling seems to have any effect.  The next door is standing wide open, revealing a 5ft 
wide, 10ft deep room, which is completely empty.  Darmet takes a look at the floor, (d6=5), he 
says “Yeah, something heavy, most likely a full chest, has been dragged out of here, maybe more 
than one.”  The Third door is exactly like the first.  Darmet will try to push it open, noting, then 
he will try to pull, still nothing. The last door is also standing wide open, and the room beyond, 
5ft by 10ft, is empty.  Darmet will look at the floor again, (d6=3), “I can't quite tell what's been 
dragged, but something has.” 

Assuming you take a look at the open doors using your engineering proficiency, it 
appears that the doors lock by a sliding bar of steel inside the door settling into a slot in the door 
frame.  I need a roll versus Intelligence for Thumper. 
 
Thumper:  Yes, the "Dock to the right" as we come in is the North pier, with its open door.  We 
use our own ropes to tie up, leaving the ones coiled there undisturbed.  I'm still trying to leave 
things as we found them.  Of course, if we find something particularly worthwhile, that will 
change. 

Intelligence roll: 11.  That's under by 7. 
Are the doors along the hallway to the right, to the left, or alternating?  Do the doors have 

handles?  Locks?  (Keyhole?)  We can examine the open ones to try and figure out if there is a 
way to get the others open; they are all similar I assume.  I note the “bar of steel” and try to 
reason out how it is actuated. 

I guess I have not made my swim yet.  After examining the doors, I'll think on that while 
I swim to the entrance to check and make sure company isn't about to arrive, then back to look 
around the cavern as planned.  Clethara can use her “knock” on one of the two locked doors 
(unless I had figured it would be futile) as soon as she can.  Darmet can look around.  As soon as 
Clethara does her “knock,” she can start on another one, perhaps, if she's willing.  Looks like we 
are going to need to “knock” open a lot of things down here.  This may be more than a one day 
trip. 
 
DM: The doors are all along the left side of the hallway. 

You discover a chain hidden in the door, and when you pull it, a hidden door slides open, 
revealing a keyhole.  When you try this on the two closed doors, the same thing happens.  Sutch 



offers to try and pick them.  I assume that you let him.  He tries the first door, and after a few 
minutes, he grunts and gives up.  He moves on to the second closed door, and after only a few 
minutes you hear a series of metallic clicking noises, the sound of a bolt being withdrawn, and 
the door slides open.  It reveals a room identical to its neighbors, only it's not empty.  There are 
four chests inside. they contain: 10gp, 20sp, 2cp, and a gem; 27gp, 4sp, 46cp, gem; 15gp, 21sp, 
47cp, gem; 28gp, 51sp, 5cp, and a gem. 

You swim to the entrance.  Low and behold, there is a ship outside the cave.  It's 
extremely familiar to you, but it's too far away from you to be sure of what ship.  The waves 
coming into the cave make it very hard to see for sure.  Roll d6. 
 
We have Company – Almost: 
 
Thumper: We would take the money. 

I try to see the ship: d6=4. 
I should be able to tell if it is underway or not.  I assume it is anchoring; a dangerous 

place to do so.  I'm guessing this is Flame 2.  I hastily swim back to our boat.  “Company 
coming.  Quick!  We want to meet them in the first cavern; come on!”  Hopefully everyone is 
back on the boat quickly.  We should be able to get back to the first cavern (where we will be 
used to the darkness; they won't) before our friends get here.  This is the plan: Clethara and 
Darmet will be on the side with the door, hiding.  The boat will be up the passage just beyond the 
cavern where it won't be obvious.  I will be in the water beside the opposite pier, toward the boat.  
When the enemy boat comes in, before they can adjust, we hit them with sleep, as many as 
necessary.  I go first.  If they flip like we did, we wait until they are around their boat and get it 
upright (paying no attention to us) then do the same.  Once I cast sleep, the sailors come in with 
our boat.  We tie everyone up and land them back in the third cavern vaults.  That's the plan.  
After we are ready, I go to the entrance and take a cautious and discrete peek from inside (where 
I'm out of the light) to see if they are coming. 
 
DM: The ship seems to be setting their sails, as if they had just shortened them. 

By the time you get back to the third cave, everyone back into the boat, and get back to 
the first cavern and into position, it's been about 15 minutes.  About ten minutes later, you hear 
voices coming in through the entrance. 

“Comin’ out here in the dead a winter.  What's the boss thinkin’?” 
“Don't complain; we're getting paid aren’t we?” 
“Yeah, we're gettin' paid.  Two measly gold pieces an hour, and from the weight of what 

we're haulin out o’ here, I figure we’re taking some serious treasure.” 
“Doesn't matter, we're sailors.  The officers say we row in and take a load of stuff, we do 

it.” 
“Officers!  You mean that half-orc Gurz-gro-kash.  He couldn't navigate his way out of a 

burlap sack.  I'm surprised he can find his way out on deck.” 
You hear a round of hearty laughter, and you can tell they have entered the cave.  Before 

they come out into the first cavern, you hear one of them say, "Hey what's that!?"  
You can't see what he’s doing, but he jumps out of the boat and pulls something out of 

the water. “What's this bag doing here?” 
He throws it back into the boat, and someone picks it up. “This here's no ordinary bag. 

I’ve seen these before. This isn't made by any store in Lumeria; this here’s nomad make.” 



You hear a quiet swear from across the cave, most likely from where Darmet is hidden, 
but the people in the boat take no notice. They haven't come farther into the entrance yet, and are 
only about 15 feet in, you're about eighty feet from them, the entrance tunnel is about forty feet 
long. 

“What's a nomad bag doin’ here?” 
“I don't know.  Those nomads don't go swimmin’ much.  As far as we know, they don't 

know about this cave.” 
“Well what do you think we should do?” 
“Gurz'll slay us alive if we don't get that load, but I don't think we should keep goin’ in 

if’n there’s nomads about.” 
“Lets go back to the ship, and see what the cap'n wants to do.” 

 You see the oars start rowing out of the cave. 
I don't know what you do during this.  If you decide to swim up and attack, I’m going to 

say you wouldn’t until after they discover the bag, I'll roll and see when it comes into effect. If 
you do nothing, the boat retreats. 
 
Thumper: No, we don't do anything.  Funny; I didn't notice that bag when I swam in and out 
twice, but at least it's a nomad bag.  After they row back out to sea, I watch them discretely (from 
inside the cave, in the water) and make sure they really go.  I'll guess how much time we have, 
then return to Cave 1. 

“Darmet, what tribe does this land belong to?  Would they consider this cave to be their 
land and property?  Is it the same one that gave us permission to look around when we were on 
horseback?  If so, maybe these people will just think it's those nomads who may have been 
nosing around.  No good way for nomads to get down here; they'll think someone dropped it and 
it fell here, or the wind carried it.  I hope there wasn't anything valuable in it!  Maybe we ought 
to give part of the treasure we find to the tribe.  What do you think?”  

I tell everyone what I saw and heard.  “Any reason to change our plans?  Probably an 
officer with them when they come back.  Clethara, that means magic missiles are probably what 
we need to get him, if he's too high a level for sleep spells.  You boys in the boat, you will 
probably have to be lively getting into it.  Darmet, you have a missile weapon, a bow or 
something, for the big guy?  Clethara, maybe there is time to drop the knock and regain magic 
missiles?  No, probably not.  We don't want to show a light.  Anybody got any good ideas?  I'll 
check the entrance, so we should have good notice of when they are coming.  Clethara, you 
ought to use your ‘shield’ before they get in.  I'd better do the same.  Again, let me go first.  
Attract their attention to the other side.” 

I'll go back to the entrance and take a careful look.  While I'm at it, I'll look for anything 
else that might be adrift in the area. 

Hmm.  Those blokes were getting 2 gold per hour?  And complaining about it?  Even 
counting only 8 hours a day, that's almost 500 gold per month.  They must be pretty rich.  That 
anchored ship is vulnerable.  If they try to stay anchored at night, and the captain's a blithering 
idiot, we may have a wreck to loot in the morning.  It all depends on the weather.   

Could I judge what the weather was doing when I was at the entrance?  (I could see the 
waves and ripples upon the sea, and whatever the wind was doing with the sails and rigging of 
that ship.)  By the way, might this have been the Flame 2 or the other ship that attacked? 

 



DM: The ship wasn't anchored, it was just moving slowly, you'd guess to launch a boat. When 
you saw it, it was setting sail, most likely to get underway again. 

(Darmet) “This cave belongs to whoever built it. Nomads don't build boats. They only 
consider land theirs if they can actually touch it.” He checks the boat, “And yes, that was my 
bag. It was in the bottom of the boat when it tipped. I was too concerned with investigating this 
place to notice it was gone.  It has all my maps and charts.”  He mutters a string of what you can 
only assume is curses in a string of languages including elvich, dwarvish and orcish, along with a 
few languages you can't understand. “Along with most of my stuff.  The lands along this coast 
belong to the...well, it doesn't quite translate very well.  Roughly, it's something like ‘Those who 
watch the waves.’” 
  You swim to the entrance and look around, The Ship has moved off, and you see it 
farther to the west, and it seems to be coming about.  Because of the waves, it's a little harder to 
see the rowboat, but eventually you see it come alongside the larger ship.  Just before you can 
see what happens, another large wave crashes into the entrance, carrying you with it.  You lose 
all sense of direction in the swell, and get slammed up against something stone hard for 1hp. 
After a few seconds, you get to the surface and find someone grabbing you.  A Sailor jumped 
into the water and is dragging you towards the boat.  You seem to have been pushed all the way 
to the southern half of the cavern.  You get pulled into the boat.  I'm assuming you don't have 
your bag on you.  Lets see if you lost anything.  Cutlass, no.  Darts, no.  I'm going to assume that 
you do have your money pouch on you.  It's still there.  What are you doing? 
 
Thumper:  Re. conversation with Darmet:  “We seem to have some time before there might be 
another visit.  If I had known the bag was so valuable....”  But, too late now, obviously.  Maybe, 
though...  “Let's see how things develop.  I don't think they are going anywhere, if there's a 
valuable treasure to be retrieved from here.  The important thing, when they come back, is that 
none escape or give warning.” 

I go to look again, and suffer the big hit from that wave. 
 “Oooh.  That hurt.  Thanks!”  I recover myself, take inventory, and look around.  Shaking 
a bit, I say to Clethara, “Looks like you'd better hold onto some of this stuff when I'm swimming 
near the entrance.”  I give her everything.  Well, not quite.  I still have some clothes on.  “I'll get 
it back when I come back here prior to the action.  I'm sure they'll be back.  Anybody else loose 
anything when that big wave hit us?  All my fault for losing control as we came in, I'm afraid.” 

Well, I'm going to have to go back to take another look, after waiting a bit.  Long enough 
for the boat to have gotten to the ship and started back, not long enough for it to get here.  This 
time I'm not going to linger.  I'll take a quick look, see where things are, and get back before 
another one of those rogue waves hits. 

I tell Clethara, if I see them coming back, “Let me throw my load of spells first.  A 
couple of ‘sleeps’ for the crew and then magic missiles for the big guy.  Then I'll splash in the 
water, and hide.  That should distract them enough so that you'll have an easy time seeing and 
deciding what to do.  Darmet and the crew in the boat should be able to take care of anyone left.” 
 
DM: You notice it’s getting pretty late in the day, especially since the days are shorter in the 
winter. When you return to the cave entrance, you don't see the boat, and the ship seems to be 
moving west, under heavy sail.  After watching for twenty minutes, the water is getting very 
cold, as is the air.  The ship continues west, and at the end of the twenty minutes, it still hasn't 
turned around. 



We Feast, and Camp for the Night: 
 
Thumper:  Well, rats.  Guess we'll have to wait for tomorrow.  That's too bad.  If they can read, 
they'll look at Darmet's stuff, and maybe think it's not just random nomads.  I return to the party, 
and get out of the water. 

“Looks like they have gone for the day, under heavy sail headed downwind.  They can't 
get back here before nightfall now.  Don't know if they will be coming back tomorrow or not.  
What we need to do is loot this place pretty thoroughly, and be ready if they show up tomorrow 
morning.  I don't think they’d dare approach this coast at night, so we should have some time 
before they get here.  That means, let's get going.  We want everything in the boat, carefully and 
securely packed and ready to go, by morning.  And, we'd like for everybody to have a good 
sleep.  So, let's get going.” 

I'm trying to get myself dried out.  We will go back to the third cavern and let Clethara 
knock open the other door, and haul the treasure out to the boat.  Then we'll go to the other dock 
and check out the South door. 
 
DM: you row back to cavern three, and have Clethera cast knock on the locked door in the 
corridor with the four doors.  The door unlocks, and inside are five chests: 13gp, 18sp, 37cp 
gem; 18gp, 15sp, 38cp,gem; 18gp, 12sp, 40cp, gem; 25gp, 19sp, 41cp, gem; 19gp, 13sp, 28cp. 

When you go over to the southern door, you emerge into a hallway. The corridor is 15ft 
long, and 5ft wide. You emerge from one of the long sides. Directly across from you is a door. 
At the end of the hall to your right and left are doors. 
 
Thumper: OK.  Clethara has light.  I have cutlass.  Darmet has whatever he has.  I will pull the 
door open, and he’s in front with Clethara behind.  We do door across first, then left, then right.  
After listening each time.  Sailors in boat are behind us.  (Is the door in the middle of the 15 ft. 
length?) 
 
DM: Yes, the door is in the middle of the 15ft length.  You emerge into a large dining room, 
20ft. by 30ft.  You are on a 20ft side, and the door is off center.  It is 5ft from one side, and 15ft 
from the other.  There are two long tables that run the length of the room, with benches running 
around the edges.  On the left wall, there is an opening, not a door, 10ft along the wall. 

In the hallway, the left door leads into a kitchen.  The room is 15 x30 ft., and you are 
emerging in the corner of the rectangular room.  Three doors lead off of the rooom.  One on the 
opposite wall about 25 ft. along, an opening is in the same wall as the entrance, and the last one 
is along the 15 ft. wall on the far side of the kitchen, two feet from the wall closest to you.  Do 
you understand that?  In the hallway, to the right: the door is wooden, maybe nicer than the other 
doors, and is locked. 
 
Thumper: We make a quick look around the kitchens and dining room.  What's that opening on 
the left; does it go to the kitchen?  I'll call some of the sailors to help look around quickly.  
“Check those kitchen doors.  Might be some food back there.  But watch out for rats.”  To Sutch, 
“Want to have a go at this wooden door?”  To Clethara, “Looks like we will need another 
‘knock.’”  Could be something good behind this one. 



Assuming no problems have developed, I'm going to go swimming again.  Should be 
enough light in this cavern, and from fading light outside, to find my way to the entrance for one 
last look before dark.  Then I'll swim back. 

 
DM: The dining room and kitchen are fairly straight forward.  You notice most of the kitchen 
items, pots and pans, utensils, and the like are missing.  The sailors you sent to inspect the other 
doors in the kitchen report. One reports that the door across from the Dining room entrance is a 
pantry, and it's pretty well stocked.  There's enough food for at least a month.  The other door 
leads to a private eating room. 

Sutch will try the locked door.  He can't seem to get it unlocked.  He gives the door a 
good kick (d6=1).  With a crunch, the door swings open, and the lock breaks off.  You find 
yourself in a bedroom.  There is wardrobe, bed, dresser, desk, but everything is empty.  Also, 
Darmet will take a look around (d6=5).  “As far as I can tell, nobody's been in here for a while.” 
What is the group as a whole doing now? making camp? 

You swim back to the entrance.  It's dark by now, and you can't see anything. 
 

Thumper:  Yes, we will “make camp”.  We will help ourselves to the food and have a good feast.  
But, we will first check out the West door from the docks before heading back to cave 1 for the 
night.  (Did the water go no further?)  Clethara should have a “knock” remaining, since she didn't 
use it on the door Sutch broke.  We open the door with a similar drill as before.  I open it, 
Darmet ready to fight, Clethara with light behind him, and sailors ready if needed behind us. 

 
DM:  Nope, the water doesn't go any further.  The door is unlocked and opens into a small room, 
5ft by 5ft. You are entering on the eastern side, and the only other door in the room in on the 
northern side.  This door is completely metal.  It is unmarked by any feature, it is just metal.  The 
only other thing in the room is a chair and a desk.  On the desk is a cheap candlestick, an inkwell, 
and a custom-made drawer in the desk that looks like it was designed to hold a book.  The book 
is gone, and the inkwell is empty.  Unlike the rest of the walls of the other places, this one isn't 
rough rock.  It looks like fist sized stones have been inlaid in the walls of this room. 

 
DM: Ok, I'm going to need a d6 roll for you: Clethera d6=6; Darmet d6=1; Sutch (he tagged 
along if that's ok) d6=3. 
 
Thumper:  Thumper d6=5.  Yeah, Sutch is welcome to try anything he thinks might work. 

 
DM: You find nothing.  Darmet finds nothing.  Sutch finds nothing.  Clethera finds nothing. 

 
Thumper:  OK, Clethara, try your “knock” spell.  Looks like that’s our best chance.  We all 
prepare as she casts it. 
DM: She casts it, but nothing happens. The door stays resolutely shut. 
 
Thumper: I'm not particularly surprised.  “There's some sort of secret here, but who knows?  
Might as well get a good night's rest and prepare for visitors tomorrow.” 

So, we feast in the dining room, and then go back by boat to the first cavern.  We disturb 
things as little as possible.  (Too bad about the door.) I guess it's OK to make a mess in the 
dining room and kitchen, but we want it to look like just a few nomads were here.  (Darmet have 



anything that can help that impression?)  We travel back to cavern 1 keeping light minimum; just 
barely enough to see, by putting garment or cloth over the lantern.  Don't want it to be visible 
from outside.  We spend the night back in cavern 1, using the bunkroom nearest door if it seems 
safe enough, and keeping a watch.  Clethara first, Darmet second, I'm third, with 3 sailors up 
with each of us.  Using ears will be important.  Should be able to hear a change in sound of 
waves at the entrance if a boat enters, even if it is quiet.  Two sailors in boat, one at door.  Watch 
will move about.  We keep it all dark.  Watch can eat from rations.  We might as well take the 
treasure from those two chests while we are at it.  What is the moon doing (phase, when up)? 
 
DM: The night passes without a hitch.  It's morning. So, you’ve taken the treasure from all the 
chests.  Ok, what are you doing? 
 
Return to Daila: 
 
Thumper:  Clethara has made a point of learning the other “magic missile” (dropped for “knock” 
the previous day).  Treasure is securely in the boat.  Everybody standing by. 

So, leaving accoutrements behind, I swim to the entrance, and carefully look out to see 
what I can see.  Weather?  Wind force and direction?  Ships?  Boatloads of armed half-orcs?  
Nomads staring down the cliff?  (Any possibly practical way up that Sutch might try?)  I don't 
linger. 
 
DM:  The wind is from the NW, and is rather light. It's warmer today than yesterday.  You don't 
see anything outside the cave and no way up the cliff. 
 
Thumper: “Well, no ship, and perfect weather for a trip back to Daila.  What do you think, 
Darmet?  I was expecting the ship to come back, and then we could ambush the crew, and maybe 
even work out a way to capture the ship, and get your maps back.  It would be difficult, and a 
tough fight, and require a lot of daring.  We could wait and see if they come back later.  It may 
be that the light airs have delayed them, and they do plan to return.  Or, we could go back to 
Daila.  In these light airs, downwind, we can use our sail, and have a good chance to get home 
before they can catch us.  And, if necessary, we put in along the coast and go the rest of the way 
by foot.  Not sure that ship wants to risk getting close with a NW wind forcing them into Daila 
Bay, even if it is light.  With a good wind, they'd be faster, but we can also row, and in light 
weather we'll be OK.  So, I'll leave it to you.  How badly do you want those maps?  And, the rest 
of you.  What do you think? 
 
DM: (Darmet) “There's no point taking on an entire ship just for a few scrolls.  I can replace four 
of them within a year, but the other two….  They were the maps of Darthen and the Darthek 
Empire at it’s height.  Those took me many years to find, but I'll manage.  I don't like leaving 
that door unopened and us leaving though.  I say we head back to Daila, and see what we can do 
to get a thief maybe, or an engineer." 
Clethera agrees with Darmet.  So, you set out for Daila? 
 
Thumper: Yes, we go.  I check first just to be sure nothing is waiting for us.  We sail relatively 
close to the shore so that we will be hard to see, and we can use the oars if necessary to keep out 



of trouble.  We did leave things as pristine as we could (except the dining room and that door).  
And some treasure removed. 

Once I know the values of the gems, I'll make a treasure distribution, but I will 
immediately pay each of the sailors the 2gp promised, and in addition 2 more.  For Sutch, who 
helped so much, I will give an additional bonus of 10gp.  A bonus of 5gp to the sailor who led 
the crew in the boat.  I will tell the sailors that I will make a treasure distribution the next 
morning after determining the values of the gems, and they will each get a small share if they 
come.  I'm hoping they will be interested in another outing, weather permitting. 

Of course, this all waits until we are safely back in Daila. 
While I'm getting prices on the gems, Clethara and Darmet and I will see if we can recruit 

someone who would be good at getting into, let’s say, locked places.  Maybe some additional 
muscle, too.  A cleric would be nice.  If we can find someone (or two) with “mountaineering” we 
could approach by land and descend the cliffs as a way to gain entrance.  I will also use my 
spyglass from the highest convenient point to see if a ship shows up off the point where we 
found the cave, looking every now and again.  I figure it's a bit less than 15 miles, so I should be 
able to see a ship, even if the hull is below the horizon.  I want to know if there is a visitor before 
we return.  I'll tell the harbormaster that we may need to make another trip.  The reason isn't 
going to be a secret, with eleven sailors hitting the town with gold in their pockets. 

Hopefully the weather will cooperate and we'll be ready to go the next morning. 
 

DM: You leave the cave, and make your way back to Daila.  The wind is from the SW, and is 
blowing at about 9mph.  Roll for your sailor in the bow (6), “Captain, sail Ho!” He points and 
you see the ship moving east.  It's running under normal sail, and it sees you.  It appears to be in 
the same place it was when you saw it the day before when you were swimming.  As you watch, 
furls its sails and drops anchor.  As far as you can tell it’s only about two miles off shore.  You 
continue on course back to Daila.   

After maybe half an hour, someone else shouts, one of the sailors, “Captain look!, 
coming out of the cave!”  Everyone wheels about and looks, You see a boat exiting the cave, 
looks like a jolly boat, and it makes for the ship. What are you doing. 
 
Thumper:  This ship must have appeared quite a while after we departed.  We should have gotten 
most of the way back to Daila.  One way or the other, there's nothing much to do.  Can't fight a 
ship in a rowboat.  So, we get back to Daila, and we know that they know we have been there.  I 
guess there's not much point in planning to go back.  They'd have a good chance to ambush us, in 
one way or another.  So, we won't look for a party.  I'll find out what the gems are worth, and 
finish the division. 
 
DM: You make it back to Daila.  The ship heads off to the west and disappears.  You get the 
gems valued.  (50, 10, 5, 25, 5, 100, 40, 50) 

Most of the crew disperse after getting their payment.  Crackum makes a comment about 
returning to Dekator Plateau.  Clethera is planning on doing whatever you do, and Darmet says 
that he plans on returning to his tribe to see if he can either track down or rebuild his map 
collection.  Brother Hesia hasn't returned, and neither Logan or Stark are in town.  Come to think 
of it, you don't see Nahum or Alias there either.  The tavern is rather empty, you don't see anyone 
that you know. Any plans? 
 



Thumper: Well, that's the end of the adventure, I guess.  Do I know if the ship was either Flame 
2 or the ship that came out of Injuma Bay on our last voyage?  The captain of Flame 2 was not a 
half orc, was he?  I might have noticed if he was.  (Here's an I roll for whatever purpose you may 
need: 12.  Here's another: 8 (under by 10).) 
 
DM: The ship you saw outside the cave is the same size and mast configuration as the Return of 
the Flame, and come to think of it, the original Flame, but it was too far away to be sure. 

When you were being escorted back from Daila by the Return of the Flame, the voice 
you were hailed by didn't sound Orcish. You didn't get a view of the Captain or any of the crew, 
except from the deck of the Vigilance. You didn't mention aiming your telescope on the figures 
on board the ship, (d6=6), but it turns out you did.  The captain wasn't Orcish, but you might 
have seen one wandering the deck now and then, with a stick in his hand occasionally, using it 
on the crew. 
 
Thumper: OK, thanks.  I'm going to assume that this was “Return of the Flame.”  It's going to be 
interesting to see whether I hear of any complaints about our visiting those caves.  One thing for 
sure; it's not a secret anymore.  I'm sure the eleven sailors have told everyone about it.  I wonder 
what the Earl thinks of our little visit to his friends?  So far, no nastygram from him.  But, we'll 
see.  So, I guess at this point Thumper goes inactive unless something, an opportunity, comes up. 
	


