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Chapter 13  In the Service of the Crown 
 
A Commission is given: 
 
Thumper: (to Sir Sasco) “Concerning the mission, yes, I'd be happy to help.”  Does he have a 
particular plan in mind?  This does involve my venturing into an area where, you might say, I am 
a person of interest.  Perhaps there is a warrant he could give me that would offer some official 
protection?  Not that I anticipate needing it; I'd prefer this be discrete.  That's his intention, no? 

I do suggest that perhaps a small vessel could be sailed up to Kalayport, then I could 
travel overland to Kalay from that direction.  I would suspect that the Earl would have 
surveillance watching the road from Madra.  Does he know whether the Earl maintains a watch 
somewhere overlooking Injuma Bay or the Eastern Shore?  I've never seen a watch post of that 
sort, but then I've never made a point of looking for one.  In the absence of such a lookout post, 
I'd have a very good chance of getting to Kalay via Kalayport before the Earl would get word 
and be ready to act, I would think.  Injuma Bay would also offer a sheltered anchorage for 
seeking out the Red Dwarves.  So, would he have a small, fast boat, or other vessel suitable for 
the purpose?  Perhaps others that would accompany me?  I would, of course, welcome Clethara 
and maybe some others, appropriate to the plan, for company and protection.  Or, does he prefer 
that I take the faster, more direct route of riding directly to Kalay?  Not so subtle, but quicker.  I 
am at his disposal. 

 
DM:  The Vigilance is anchored in an area where there is no pier. You will have to get a boat to 
take you. You can find boats tied up to piers waiting to do just that. They row you out to the 
Vigilance. You come up the side and see four men standing there. One is dressed in a Blue coat, 
with a good deal of extra decoration, and a cutlass at his side. His hat is under his arm. He is also 
wearing a cloak around his shoulders. The other three men are dressed in usual sailor garb, 
covered with cloaks and other winter gear. The Officer greets you. 

“Sir, I am Lt. Sackler.  I was sent to recover your ship from Daila.  She's a good ship, but 
they didn't exactly give me enough men to make it an easy trip back.  The Navy's stretched pretty 
thin right now, and the Militia is stretched thinner.  We've only got four small sloops to 
command the Lumerian Waters.  My orders are to put her in the Winter Docks a little south of 
Madra, unless you want to make different arrangements.” 

 
Thumper:  I thank Lt. Sackler for his good care for the Vigilance, and will give him 10gp and 
another 6gp to pass on to the crew.  “Yes, the arrangements you have made are exactly right.  
Thank you, and may things go well with your future endeavors.” 

Assuming a mission to Red dwarves and Kalay either by land or by sea, I would seek to 
have Clethara and, if he's interested, Lifaen and / or Drendum. 

 
DM:  If the adventure is by land, Lifaen will go.   It it's by sea, he'll meet you in Kalay. 
Drendum tells you, he sees you in Militia Headquarters, “As a Lieutenant in the Militia, I just got 
promoted,” he tells you this with a big grin, “I cannot simply go adventuring anymore with 
express orders from my Captain or Sir Sasko.  Also, after that time with Grunlow and the 
Dwarves, I'd prefer not to go on a mission where I’m not bashing heads.” 

During your meeting [With Sir Sasco], a pair of aides show up and begin cleaning. 
“Lt. Drendum has already been given a bonus, as has Brother Hesia, through the church.” 
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“I have a prepared warrant that clears you of all bounties and charges.  However, it might 
not hold the closer you get into the Earl's influence.  I have had a small sloop available that will 
be put under your command.  You could also go by road, in which case I will send Lieutenant 
Drendum and his squad of eight Mounted Soldiers.  I would recommend that you go by sea, it 
would be quicker and safer, and the Earl can't be monitoring the entire sea between here and the 
Injuma Bay.  As far as we know, he only has the one ship, and we don’t even know about that 
anymore.  As you are the messenger, I will let you choose how you choose to get there.” 

 
Thumper:  I’ll go by ship.  Does the sloop have a crew already?  I will seek to make any 
necessary arrangements. 

 
DM: Lt Sackler thanks you and bows.  “Thank you, sir.  And thank you for your words. I'm 
supposed to be getting posted to one of the four sloops left soon, or maybe into the actual navy, 
not that it's doing anything anymore.  I'll be sure to see that your pretty ship is put up nice and 
safe for the rest of the winter.” 

If the adventure is by land, Lifaen will go, it it's by sea, he'll meet you in Kalay. 
 Drendum tells you, when he sees you in Militia Headquarters, “I’m a Lieutenant in the 
Militia, I just got promoted!”  He tells you this with a big grin.  “I cannot simply go adventuring 
anymore, with express orders from my Captain or Sir Sasko.  Also, after that time with Grunlow 
and the Dwarves, I'd prefer not to go on a mission where I’m not bashing heads.” 

 
DM:  (Sir Sasco)  “I'm sending the Sloop HMS Pegasus. She is crewed by 7 sailors in the Naval 
Militia, and currently has no commanding officer.”  He will put up your ship and then proceed to 
command the Pegasus.  (The Pegasus is 47 ft. x 11.5 ft., and draws four feet.  The last 7feet of 
her main deck is raised into a quarter deck.)  Now, he pulls out a sheaf of paper, and looks 
through it.  “Now we move onto paper shuffling.  According to Naval Regulations set down 
three years ago by Grand Admiral Fitzal, no civilian can legally command a Navy Vessel, Militia 
or not.  Any ship bearing the colors of the Royal Navy must be captained by an officer of said 
Navy.  That is why I am going to give you a temporary Commission as Commander in the 
Lumerian Militia.  That puts you in between the ranks of Captain and Lieutenant.  Here are your 
orders to that affect.  Also, downstairs, the officer will give you your mission orders.”  He hands 
you a folded piece of parchment that bears his stamp.  Please drop by the armory on your way 
out of headquarters, please, Commander, and pick up a navy uniform.  That is all.” 
Thumper:  I’m slightly confused.  Is Lt. Sackler to be in command of the HMS Pegasus, with me 
temporarily a Commander as a passenger and him under my authority?   

It seems I would be disembarking at Kalayport for a quick trip (by the road) into Kalay 
with the messages for Lord Rexer.  He would command in my absence.  Clethara will go with 
me.  If there are a few sailors able to bear arms, they could go with Clethara and I to Kalay for 
added safety, then immediately return to Kalayport and the Pegasus, which would then be free to 
pull out and sail further into Injuma Bay. 

Lifaen (and Drendum and his squad?) will meet us in Kalay.  They would escort us back 
to the ship (if necessary) or to the area where the Red Dwarves might be found (to the NW in the 
hills above Daila).   

Hopefully, we would encounter the Red Dwarves soon.  From there, Lifaen and / or 
Drendum and company would escort Clethara and I back to the ship at a convenient spot in 
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Injuma Bay, or maybe even all the way back in Kalayport.  I don’t plan to use the roads after 
Kalay, so Lifaen is going to be needed.   

Does Lt. Sackler know Injuma Bay?  Perhaps it would be more expedient for us to return 
to Kalayport and then go by ship farther into the bay to seek the Red Dwarves?  We want to be 
sure and keep moving in a manner that the Earl would not find easy to predict.   

Also, we should time the voyage to reach Kalayport at sunrise, so that we can get to 
Kalay well before the Earl can react.  Upon getting to Kalay, Lifaen and Drendum need to use 
their judgement.  Either march toward Kalayport if they think we will have trouble (from Earl or 
black dwarves), or stay in Kalay and act like they are preparing to march to Daila otherwise.  
Lifaen probably does not want to seem like he’s part of the company before I get to Kalay, but, 
again, he can use his judgement. 

That’s the plan.  Seem reasonable?  First priority is messages to Lord Rexer, then the Red 
Dwarves.  Any immediate response from Lord Rexer expected?  (How long should I wait for 
him?  From dwarves?) 

I want four big signal flags of distinct colors, readily seen in the hills from the Pegasus in 
Injuma Bay: Orange means come to shore to pick us up as soon as possible. Yellow means 
continue to follow us and stand ready. Red will mean to sail back to Madra and report that 
problems have arisen and we will have to find a different way back, if we can manage it.  A 
relief force sent to Kalay might be helpful.  A blue flag indicates that we have sighted the Flame 
(or its return), presumably sailing to block the exit, and the Pegasus should escape; we will make 
our way back separately. 

 
DM: I'm sorry, Lt. Sackler is your first mate, second in command, etc. On this mission, he is 
under your command. 

 So, you will sail for Kalay Port so you get there at sunrise.  Then you will disembark and 
make for Kalay.  Drendum and his squad will be waiting there for you with your horses and will 
escort you and your shore party into town.  Lifaen will arrange to be discreet in Kalay and make 
sure to be aware if there is trouble.  Your orders, upon reading them, are to deliver the first 
packet to Lord Rextul of Kalay, and to receive his response.  You are then directed to make for 
Injuma Bay by sea and to locate and make contact with the Red Dwarves.  If Lord Rextul does 
not respond immediately with some form of written document, have him send it by way of Lt. 
Drendum to Sir Sasko.  Lt. Drendum and his unit will not follow you into the Injuma Bay.  

You arrange for the signals to be made and brought out to the ship. 
I will skip the coming aboard proceedings and such.  You are officially in command of 

the Pegasus. 
 

Mission to Lord Rextul of Kalay: 
 

Thumper:  I had planned on going overland (not by road) from Kalay to the Red Dwarves, in 
company with Lifaen, Drendum and Company.  I don't really know where I will find them.  As 
soon as I see the water and Pegasus, I will signal with the Yellow flag (follow us).  After finding 
the dwarves, we all go down to meet Pegasus.  Clethara and I embark with messages, and Lifaen, 
Drendum return to Kalay then Madra.  That's "Plan A".  Plan B (if problems in Kalay) is for 
Clethara and I to return to the Pegasus (with escort if need be) and try to find the Red Dwarves 
from Injuma Bay.  Plan C (if I spot the Flame, or have other reason to think a land return 
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advisable) is for Pegasus to return to Madra without me, and I with Clethara, and hopefully 
Lifaen, Drendum and his company, return to Madra by land. 

I outline this to Sir Sasko and Lt. Sackler, Drendum, Lifaen, as is opportune. 
Of course, this is a plan, but you never know what might happen. 

DM: So, you leave that evening with Pegasus?  Clethera is aboard, and is Lt. Sackler and the 
crew.  There are provisions, Ballista bolts (There are two ballistae, located on either side of the 
quarter deck), buckets of tar for the bolts, and matches to light the tar.  Your cabin is located 
below the quarter deck at the stern.  You and Clethera will be sharing the cabin?  Lt. Sackler will 
take the Master's quarters, and the Master will be sleeping with the crew forward.  I failed to 
account for the Sailing Master and the four men-at-arms in my earlier crew count.  

The crew:  Lt. Sackler; Sailing Master: Washburn Crew (7:) Brack (Vigilance crew 
member), Vincant (Vigilance crew member),Tarn (Vigilance Crew member), Hevley, Hardtack, 
Burgren, Measlter; Men-at-arms (4) Kettyle, Stoic, Chaklow (NPC), Hiccup. 

The total number of people aboard the Pegasus are: You, Clethera, Lt. Sackler, Sailing 
Master, the 7 crew members, and the 4 men-at-arms.  That equals 15 men aboard ship. The Men-
at-arms man the ballistae during combat, and Sailing Master Washburn will man the wheel. 

Drendum readies his squad and they ride out for Kalay immediately upon hearing this 
plan, as does Lifaen on foot.  

Sir Sasko says, ”You're Commander Thumper now of the Lumerian Naval Militia.  
Conduct yourself accordingly.  I approve your plan.”  He gives you two sealed packs, similar to 
the one you took to Harlet, however, each one is very heavy.  When you feel them, you feel a 
chunk of something tucked down inside them.  As a note in your orders, it strongly requires that 
these packets do not fall into anyone's hands. 

You sail for Kalay.  To get there by sunrise, you will leave Madra during the late 
afternoon or early evening.  The wind is from the west, and is blowing at about 20mph.  You tell 
how you plan on sailing for Kalay, and then I'll see if you get there. 

Just in case you were interested, the uniform you were issued consists of a white pair of 
trousers, a blue coat with an epaulet on the shoulder, and you have a captain's hat and cutlass.  
Also, you were issued a pair of heavy navy blue cloaks.  The man who issues you the clothing 
says, “One for you, one for your fair lady.” 
 
Thumper:  Yes, we leave in the evening in order to show up at dawn in Kalayport.  Unless you 
say otherwise I assume “good” weather.  Ah!  It is good; wind from the West.  That makes it 
harder to get into Injuma Bay, but easy to get out.  I share a cabin with Clethara, or, um, is that 
somehow against regulations?  We do need the space; things are tight.  I'll tell Lt. Sackler that 
Clethera is quite competent herself with seamanship; she can help in a pinch.  I'll also mention 
that I have proficiency with the ballista if necessary (part of Engineering) but don't have the 
experience of using one at sea.  Hopefully we won't need them.  Nice to see some familiar faces 
among the crew.  Crowded ship!  Well, maybe not so bad for a ship that size without cargo.  I 
ask Lt. Sackler to carry on; I intend to stay out of his business.  Clethara and I will go to bed 
early; we have a busy day ahead and will need the rest.  Lt. Sackler can send for me if 
appropriate, or as we near Kalayport.  I'd also like to get a report of the situation at midnight and 
as dawn starts to show. 

I made a point of congratulating Drendum on his promotion, and look forward to another 
adventure with him.  “We're likely to see some action.  Not only might we meet the Earl's men, 
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but there are orcs and the black dwarves in the neighborhood.  And wolves, of course.  We are 
assuming, of course, that the red dwarves will be friendly, but that's not to be counted on.” 

If I were Lt. Sickler, I'd depart Madra on a broad reach keeping a distance of a few miles 
from shore or up to five maybe, then come up to a close reach under the shelter of the windward 
shore when we get past East Cape.  Plan to travel beyond Kalayport a few miles, then approach 
from NE on close reach, starboard tack.  Take advantage of the moon if available, and maybe 
stay closer.  Should be able to stay fairly close to shore, since wind is blowing away from it and 
breakers will easily be audible if we get anywhere close.  But, as I said, course is up to him.  It's 
his ship. 

I will don the uniform, but will use my own hat and cutlass.  Guess that's what you 
meant.  I'll have my own “normal” clothes with me.  I'll keep my message packets on me at all 
times.  That means I'll be particularly careful moving around. 

Hopefully clear sailing to Kalayport.  Ideally Drendum gets to Kalay about the same time 
I do; that was what I hoped for, so he may be camping somewhere during the night. 

Assuming we make Kalayport shortly after dawn, Clethara and I (with the 4 men at 
arms?) set out for Kalay.  Or, I can hire a couple of locals perhaps to add to the size of the party, 
and make it less likely that we will be attacked by wolves or vermin.   

Once we get to Kalay, and I’m assuming no hitch in the plans, I will go see Lord Rexer, 
and after I enter, the others will go find Drendum, Lifaen and prepare for the trip into the 
mountains.  At that time, anyone who accompanied us can return to Kalayport.  If that included 
the men at arms, HMS Pegasus waits for them before casting off to move up into Injuma Bay.  If 
it’s just the men at arms, maybe Lord Rexer has a few people who can go back to Kalayport with 
them, for safety.  I’ll get his reply, if any, to the message.  While I’m waiting, Drendum and 
company can wait near his hold. 

I have my spyglass with me.  As we move into the mountains, I want to find a vantage 
point that will give a good view of Injuma Bay and beyond, as far as the horizon.  I’ll scan for 
other ships.  If I see any, I will observe carefully to determine the nature of the ship, and where it 
is going.  I should be able to see Pegasus as well.  If no reason for anticipating problems, I 
display the Yellow signal (follow along).  I’ll also scan the roads as far as I can see when 
opportunity presents itself.  The idea is to move along the mountains toward the shrine.  I expect 
we will be leading the horses much of the way. 
 
DM:  Drendum sees your promotion as well, and congratulates you.  He responds, “My men and 
I will be waiting and ready for you in Kalay Port tomorrow morning,” and he rides off with his 
squad along with your horses. 

It's not against regulations, because women are not usually aboard navy vessels, so no 
one ever wrote a regulation against it. 

You give Lt. Sackler his orders and he salutes you. You and Clethera retire to your tiny 
cabin, it seems even smaller with two of you staying there, and go to bed.  There is not cot, but 
two hammocks.  You sleep well, or as well as you can.  You are awakened by Tarn. “Mr. 
Washburn told me to wake you sir. The suns creeping up on the horizon, and we're about an hour 
from Kalay Port.” 

You go up on deck to find that Washburn has the deck.  The ship is close hauled on the 
starboard tack and headed straight for Kalay port.  Washburn salutes you and moves to the 
windward side of the quarterdeck. You arrive in Kalay port an hour later.  Lt. Sackler comes up 
on deck half an hour before you get there and salutes you as well. You drop anchor without any 
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problem, and are rowed ashore by the ship's boat.  There isn’t much activity in the dockyard at 
the moment.  You, Clethera, and the four men-at-arms go ashore in the boat, and begin making 
your way to Kalay on foot.  Two hours later, you arrive in Kalay itself. 

 Drendum and his Squad, along with your horses meet up in the town square.  You 
mount, and make your way up to the Lord's Estate.  You have Clethera and Drendum with you. 
The rest of the men are just outside the door. 

Once conducted in, Lord Rextul gives you a surprised look. “Well, well Commander.  I'm 
surprised to see you in my hall.  I have orders from the Earl to take you into custody on sight.” 

(You can say something here.) 
“I assume that you aren't here to show off your Uniform, as it is that which makes me 

question carrying out the Earl's orders.  Oh, you came with a message from Sir Sasko?”  You 
give him the package, and he opens them.  

After reading the enclosed letter, he looks at you. “Oh my.  This is interesting.  To tell 
you the truth Commander, I expected something like this.” 

A man bearing the uniform of the guard marches in, bows to the Lord, and whispers 
something in his ear.  

“Oh no.  Thank you, Captain.  Commander, I have bad news for you.  Sir Miank, who I 
believe you know, is on his way to my estate.  He most likely knows of your presence here.  I 
cannot deny him access to this place, as he bears the full might of the Earl.  Therefore, I must 
request that you and your party leave immediately.  I doubt even your uniform and party will 
dissuade him from attempting to take you into custody.  I will have my response sent to Madra 
immediately.” 

You leave the estate and are just making your way back through town (the only way back 
to Kalayport), when you come across a party.  At their head, mounted and decked out in 
resplendent clothes, is a man who you recognize to be Sir Miank.  He notices you and your party.  

“Halt! Thumper...” he says.  Then he looks at your uniform and his confidence drops 
slightly.  “Commander Thumper, By order of My Lord Markak, Earl of the Northern Reaches. 
You are hereby under arrest for crimes of Theft and Trespassing.  Men, seize him!”  The group 
of twenty pull their weapons and make to grab you. 

Drendum and his men immediately dismount and draw weapons, as do your Men-at-
arms.  Clethera prepares a sleep, and I assume you do too? 

Miank and his party of what looks like no more than 20 ruffians (dressed in ring mail, 
and most wielding maces) draw back slightly at this impressive show of force. 

“I said, Seize him!” Miank shouts. 
No one moves (unless you do something).  Drendum moves forward and addresses the 

men. “We are the King's men.  I am a Lieutenant in the King's Militia and I am ordering you to 
get out our way!” 

Miank responds.  “Lieutenant...Commander.  You are no longer in Territory where the 
Militia has any power.  During a time of war, only men hired and under the command of the Earl 
hold any power in the Earl's Region.  You are protecting a criminal who is hiding behind that 
uniform.  Surrender your weapons and yourselves!” 

Your group stands strong, but Miank's men seem to be divided. 
(Before I go further with this, I'll let you catch up and tell me if you are doing anything. 

At any point, you could cast a sleep or order an attack, and I will adjust to conform with that you 
do.) 
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Thumper: You can say something here (to Lord Rexer):  “I hope you can put aside that issue for 
the moment in the interest of the King's Business,” I say, and pull out the message pouch.  “Yes, 
from Sir Sasko,” I answer.  After he makes the reply you describe, I'll say, “Then, I have no 
immediate reply to Sir Sasko, and I trust you will find means for conveying a reply should you 
wish to do so.  I will depart immediately, as you request.” 

That's what we do, as you anticipated. 
As the confrontation gets “interesting,” I note with satisfaction that none of Miank's men 

have missile weapons.  Good; I don't need to cast “shield” right away.  If there is someone with a 
crossbow or something like that, and he starts to aim it, I cast “sleep” immediately, and I'm sure 
Clethara would do the same.  And more sleeps.  And, magic missiles for Miank. 

I'll put my oar in.  “My good Miank, I'm sure you would not want to precipitate open 
conflict between your Earl and the Crown over such a trivial misunderstanding.  I'm sure you 
know that in an instant, all your men could be snoozing, asleep, to be bound and carried to 
Madra, there to be put to use as Sir Sasko may direct.  Perhaps as galley slaves on the vessels 
recently captured from Oceana.  The choice is yours.  Either you have to face the Earl and say 
that you were given insufficient men to accomplish this mission, or you will have to face him 
and describe how you not only failed in the mission, but lost a fair proportion of his remaining 
army.  It really isn't worth a fight, is it?  Why don't we simply go our separate ways?  Perhaps 
your men don’t wish to be galley slaves?  A nasty job in winter, I understand.” 
 
DM: At your comment, along with the threat of galley slaves, the men surrounding you break 
ranks and run.  Miank, now standing alone, turns to you. “You’re fortunate this time, 
Commander.  But next time you meet forces of the Earl, you won't be so lucky.  Have a safe 
voyage.”  His voice is full of venom and he rides off.  Your confrontation does attract a crowd, 
who laugh as Miank rides off. 

Drendum turns to you. “That was quite impressive, Thumper.  But might I suggest a 
hasty exit?” 
 
Thumper: I reply, “Good day, Miank.  I do regret this sad business.  I do hope we can find a way 
to an accommodation.  Please extend my best wishes to the Earl.” 

We proceed as if we are going to return to Kalayport.  But, at a point not so easily seen, 
we begin our ascent into the hills as planned.  The four men at arms do return to Kalayport with 
my instructions to Lt. Sackler to follow up into Injuma Bay and look for my signal. 

 
Our Mission to the Red Dwarves: 
 
Thumper: From his comments, Miank obviously expects us to leave now by way of Kalayport, 
and I'll ask Lifaen to guide us along a route that would not expose us to casual observation from 
the road.  If I can, I'll peek, and see if Miank is indeed returning to Daila.  (Was his force 
mounted?  Or all on foot?)  When I have a chance, we display the yellow signal toward Injuma 
Bay. 
 
DM: So, you make your way up into the mountians.  Lifaen takes you along a path where you 
can see but not be seen.  However, once you take this path, it becomes very hard for horses to be 
ridden.  You reach a high point in the path, and you see a group of horsemen leaving Kalay 
riding hard.  You go a little while longer, and you arrive on the other side of the ridge.  From 
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here, you can see the entirety of the Injuma Bay and its approaches.  You don't see the Pegasus 
however.  Until you train your glass on the Kalayport, and you see her under sail, just leaving. 
Unfortunatley, she's not alone on the Ocean.  You recognize it on the spot.  It’s the Return of the 
Flame.  However, it's different than the last time you saw it.  The sails, which last time were 
plain white, now have large black patches creating diagonals across them.  She is just coming 
around the Injuma Point, and seems to be making for the Pegasus. 
 
Thumper:  I display the blue signal.   Looks like the lieutenant has a fight on his hands, or better, 
a flight.  Staying close to the shore he has a chance, and he has 2 ballistae, will be shooting 
downwind, and has a bigger target.  And, his men at arms are back with him.  I guess he’s on his 
own, as are we. 

Are the “riders” Miank and company?  Lord Rexter's men?  Towards Daila?  Or Madra? 
 
DM:  You watch, you can’t tell who they are on sight, but they are no more than twenty one 
men, and the men make for Daila. 

You display the Blue flag, but the ship doesn't change course.  She continues to approach 
the Bay, and doesn't seem to see the Flame either.  Just as they are closing on the bay, finally she 
seems to see the blue flag, and comes about.  It’s too late, however.  The Flame has her.  She cuts 
off the Pegasus minutes later.  She does not fire.  She comes alongside and spills the wind from 
her sails, bringing her to a halt.  About ten minutes later, all of a sudden, a flag goes up the 
masthead of the Pegasus.  It's Broad and Orange.   

Clethera will look over at you. “You don't think he means for us to come down to the 
Beach do you?” 

“Commander, what do you want to do?” asks Drendum. 
 
Thumper:  We continue to carry out our mission.  (We are continuing in search of the Red 
Dwarves.)  As we go (not wanting to delay) I explain.  “We can’t really affect anything down 
there.  Perhaps Flame has captured the Pegasus, and has extorted the signal codes from our good 
lieutenant, and is trying to lure us down there.  That’s what we have to assume may be the case.  
If for some reason the Flame is “friendly,” then Pegasus will continue the mission assigned.  
That would be “Yellow” (follow us) if Lt. Sackler decides that the blue signal no longer applies.  
The change of colors for Flame may indicate she is now a pirate vessel, or otherwise detached 
from the Earl’s service.  Why she would want to intercept the Pegasus I don’t know.  But, really, 
it makes no difference.  We need to find those Red dwarves.  After that, maybe it matters. 
 
DM:  You continue on. The Flame soon catches the wind and sets off back around Injuma Point. 

You continue on for the rest of the day across the mountains.  The terrain is extremely 
rough, and it’s very hard to get the horses across parts of them.  You figure you've come 7 miles 
at most by the end of the day.  There has been no contact with either clan of dwarves through the 
day.  The Pegasus moves into Injuma Bay, and anchors in the SW area under the lee of the 
mountains, and sits at anchor with the Orange signal hoisted.  Night has come. everyone is 
exhausted. Clethera especially. The horses are also exhausted.  Drendum suggests camping soon. 

 
Thumper: Has Flame sailed off?  I will display a yellow signal as dusk approaches, to let Pegasus 
know where we are.  We'll make camp.  Lifaen will supervise the camp arrangements, or at least 
give advice, to Dendrum.  If we have a chance, we'd like to use the spyglass to see if anything is 
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headed our way from the other (Daila) side.  Discretely.  Has Lifaen seen any sign of dwarves?  
We should be getting close to that shrine.  Maybe they will find us tonight.  We need to be sure 
and keep a good watch.  I'll take last watch.  Clethara will just rest.  Hope Lifaen is holding up 
OK; he's critical. 
 
DM:  The Flame has gone.  You display the signal, but you figure that in the fading light, 
Pegasus didn't see it, as when the sun faded, they hadn't withdrawn the Orange Colors.  Lifaen is 
tired, but not at dropping point yet.  He responds to your question of dwarf activity. “Oh yes, a 
group of dwarves has been following us since we left the blue signal behind.  Or, at least that's 
when I noticed them.  They've been following us since.” 

You haven't seen anything from Daila or that area that affects you. 
 
Thumper:  “Oh!  Can you tell whether they are Red dwarves, or Black dwarves?”  I'm guessing 
Red.  If he confirms that, I'll call, “Hello, Dwarves of the Mountains.  This is Thumper, of our 
recent acquaintance, come with a message.  Is there one who can speak for your Tribe?” 
 
DM: No response. 

Ok, you make camp.  Each watch will have two of Drendum's squad awake and on 
watch.  Lifaen will take first watch.  Drendum will take second watch.  During his watch.  Roll 
d6 for Thumper and Clethera. 
 
Thumper:  Thumper d6=1, Clethara d6=1.  Guess we were both pretty well exhausted. 
 
DM:  You are quickly awakened by Drendum, whose watch it is. “Thumper.  We're surrounded 
by dwarves.”  You look around and indeed your camp is literally surrounded by a group of 
dwarves.  In the lack of light, they are little more than vague shapes.  All of Drendum's squad are 
awake, and so is Lifaen.  Lifaen is trying to wake Clethara, but is having no luck. 
 
Thumper:  I call out in dwarvish, “We seek an audience with you.  We mean no harm, and will 
be departing after an audience with you, if you choose.  Is there one who speaks for your Tribe?” 
 
DM:  No one responds initially. They just stand there, watching your camp. You count maybe 
thirty of them.  After five minutes or so, someone calls back in Dwarvish, “Who do you serve?” 
 
Thumper: I reply, “I serve the King.  Sir Sasco, his servant, sends a message on behalf of King 
Rupert Charles, of Madra and Lumeria.  A message I seek to deliver on his behalf.”  

(Is Clethara awake yet?) 
“Do you deal with the human who calls himself the Earl of the Northern Reaches?” 
“No, I do not represent him.  Indeed, he and his men are seeking to intercept me to 

prevent me bearing this message to you.  This message is from the King's Hand, Sir Sasko, in 
Madra.” 

 
DM: “Very Well. I have the authority to deliver any messages you bear to our leader.  As you do 
not represent that inflated oaf who deals with traitors, I assure you that your message will be 
considered fully.  Set down your message at the edge of the camp and retreat back.” 
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Am I sure I'm dealing with the Red dwarves?  I didn't get an explicit answer on that from 
Lifaen.  I should recognize manner of speech (d20 roll = 6)?  I will put the pouch down, and we 
will back off, as he has said, assuming I'm sure we are dealing with the Red dwarves.  Someone 
should have a bullseye lantern.  If I'm not sure, I will ask him to shine it on some dwarf away 
from the speaker for positive identification first.  (I'll apologize for the carelessness.) 
 
DM:  No problem. You have a pretty good idea that you are dealing with Red Dwarves.  Some 
people have lit torches, and you can indeed see the Red crest on them.  After you set down the 
pouch, someone scurries forward and picks it up. 

“Thank you,” says the same voice.  “Thank you for following our instructions, but our 
recent relations with humans have gone from bad to worse.  And it doesn’t help when members 
of our own race side with them against us.  Thank you also for conducting this in our tongue. I 
take it as a sign of respect.” 
 
Thumper: “I am honored to be able to speak with you, and I wish for good relations in the future.  
We will vacate this place in the morning.”  (I ask Drendum if we have any food or drink we can 
offer in friendship.  If so, I offer it.)  Presumably we then resume our watch. 
 
DM:  He has nothing besides Militia rations, “And between you and me, unless you want this 
meeting to go downhill quickly...  Don’t offer them.” 

(Dwarves) “Very well.  If you don't mind, we will also keep watch over you until 
morning.  I do not feel that I cannot trust you, but there are others who will wish for you to leave 
quickly or not at all.” 

The watches continue, but nothing happens through the rest of the night.  In the morning, 
you look around using the spyglass.  You see a group of horsemen on the road from Daila 
heading down the road in the direction of Kalay and Madra.  They are riding hard, but you can’t 
tell much more about them.  The Pegasus is sitting at anchor, no change from last night, 
however, the orange signal has gone down, and been replaced with the Yellow one. 
 
Thumper:  My intention in the morning is to put up the Orange signal.  We will take a look 
around quickly, but then descend to a point where the Pegasus can pick us up if so inclined.  I 
want to know about the Flame encounter before I board though.  If all seems to be well, Clethara 
and I will board the Pegasus and sail for Madra.  Drendum and Lifaen and the troops will return 
to Madra by another way, probably down to Kalayport, then overland to Madra. 
 
DM: Washburn comes ashore for you in the morning when you signal.  He explains, “The Flame 
is no longer under the Earl's control.  She has gone private.  She brought a message to us to take 
to Sir Sasko.  The message is, ‘The Earl is mobilizing.  He has brought the Black Dwarves under 
his banner, along with the BlackThorn Company.  However, The Nomads and Kibombo are 
strongly opposing him.’” 

You board and head for Madra.  A little ways out, you saw a sail to the northeast, heading 
southeast.  It doesn’t change course.  When you train your spyglass on it, it is revealed that it is a 
merchant ship.  The merchant ship continues on to the SE when you see it last.  The wind hasn't 
changed overnight, and you make it back to Madra without a problem. 
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Back to Madra Safely: 
 
Thumper:  On the way back, Clethara and I again share a cabin.  I'll tell her I love her, and how 
much it means to have her with me, and that I’m able to do all of these things more confidently 
with her support.  I thank her for staying with me, and I say that I'll be happy when we can get 
back to Madra and some rest. 

I immediately go to report to Sir Sasko, passing on the message from the Flame as well as 
telling him that Drendum and company are returning overland; a relief column might be needed 
to meet them and help them get through to Madra given the news from the Flame.  I suppose this 
is a matter of some urgency.  I'll also tell him I received no reply from Lord Rexer, and describe 
the meeting and what happened. 

(Wow.  That was pretty intense.  Maybe not as much as the Lunpal adventure, where I 
almost got captured, but pretty hairy anyway.) 

I’m possibly available to help in a relief effort to get Drendum and Lifaen to safety.  I'm 
concerned that the BlackThorn people may try to cut them off.  However, there’s a good chance 
that the Earl doesn't know about them.  We'll see.  Clethara and I should be rested somewhat by 
the time we get back, and that shouldn't take long with the brisk west wind.  A broad reach out of 
Injuma Bay, then a close reach along the coast.  Should be there before nightfall. 
 
DM:  You and Clethera disembark and are rowed ashore.  Lt. Sackler thanks you for a good 
mission, and wishes you well.  You are met at the wharf by a messenger who escorts you to the 
Militia Headquarters.  You are quickly escorted in to meet Sir Sasko. 

When you tell him of what happened in Kalay, he is very surprised. “I thought something 
would happen, but not this. Thankfully it did not break out into armed conflict. I have received a 
response from Lord Rextul.  He personally sends his regret that something like this had to 
happen, or almost happen, in his town.” 

When you tell him of the Red Dwarves, he simply responds, “Ah, well, at least they took 
the package. Who can really understand the Dwarves.” 

He doesn't respond when you give him the Flame's message. 
 
Thumper:  I will again say, “If you are going to mount an expedition to help Drendum escape 
back to Madra, I would be willing to go with them.  I'm a bit concerned for their safety on my 
account.”  (I won't mention that Drendum happens to have with him a very good horse, my 
horse, named Antares.) 
 
DM: “I believe that they are safer without a rescue party.  If the Earl is looking for them, then 
sending in more soldiers might just show him exactly where they are.  No, it'll be safer if they 
can get out unnoticed.  They didn't get into danger on your account Commander, they were doing 
their job.  Plus, sending you back into the Earl's territory isn’t that great of an idea now, 
especially by land.” 
 
Thumper:  Thumper bows, “I remain at your service, sir.  As commander in the militia, if I am 
intended to remain in the King's service, to whom should I report as a matter of assignment?  I 
should want to do things properly.” 
 Assuming I am dismissed, I will subsequently report to the Admiralty or whoever is 
appropriate, and hopefully eventually get back to Clethara at the Horseshoe. 
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DM: “Well Commander, that comes to an interesting point.  When I gave you the commision, it 
was to satisfy naval regulations and to clarify the chain of command.  I did not expect for you to 
wish to retain this commission afterwards.  That is an option.  However, I will point out that right 
now, as a Commander with no combat experience and no former naval experience except 
running cargo, you have very little chance of the Admiralty giving you command of a ship.  
Also, if you were to try and transfer from the Militia to the Royal Navy itself, you would have 
slightly better prospects of getting a command of something, simply because there are more 
ships.  However, the chance is still slim.  You could retain your commission if you wish and 
remain in the Militia, simply meaning you are between commands, and therefore only have to 
check in once a month collect your pay and check to see if you have any orders.  If this were the 
case, and the Navy needed to get a hold of you, you will be found.  The choice is yours, 
however.  If you remain in the Militia, you would cease to report to me, and would from now on 
report to Admiral Bowline, or one of his staff members.” 
 
Thumper: “I would prefer nothing more active than the Militia, and that only if that should be 
your wish.  Otherwise, I will tender my resignation.  I am pleased to have been of service.” 
 
DM: “I have no interest either way. However, I will point out, that if I ever require your service 
while you remain in the Militia, I can simply order you to report to me.  Right now, it comes 
down to your choice.” 
 
Thumper:  “Then, I will remain in the Militia, but on reserve status.  I will report, then to 
Admiral Bowline?  Is he at the Admiralty or somewhere else?” 
 
DM: “Very well then Commander. You are dismissed.” 

You leave.  The sergeant at the desk calls you over as you leave, and you pick up a pouch 
containing a gem of 100gp value. 

You try and find the Admiralty.  However, initially, you can't seem to find it.  After you 
ask around some, you finally find it.  Once inside, you address yourself to the lieutenant sitting at 
the desk, and you are asked to wait.  Finally, an aide comes down the stairs for you.  You are 
quickly escorted upstairs and in to see Admiral Bowline. 

“Commander Thumper.  I have been given a report as to the reason you were promoted to 
Commander and given command of the Pegasus.  According to Lt. Sackler, you performed your 
first mission well, and with no loss of life.  For that you are commended.  Therefore, by the 
Powers vested in me by Admiral Fitzal of the Lumerian Navy, I hereby confirm your 
commission as a Commander in the Militia.  Currently, I have no ship to give you, as your rank 
would either give you a command of a smaller vessel, or Second in command of a larger ship.  
As the Militia only has four sloops, your role as second in command would be impossible.  There 
are no ships for you to command at present.  Therefore, you are to be put on Reserve pay, 10gp 
per month, and are currently on Inactive Status. I will tell you that if any more ships were to 
become available, you are the fifth in line to command.” 
 
Thumper:  I thank Sir Sasko, and withdraw.  I “tip” the sergeant 5gp, then go on my search for 
the Admiralty. 

Upon hearing Adm. Bowline’s remarks, I say, “Thank you, sir.  Lt. Sackler indeed 
performed his duties very well, as did the four men at arms who accompanied me to Kalay, and 
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the rest of the crew.  It was a privilege to be able to serve His Majesty in this minor capacity.  I 
certainly understand your situation, and I am not actively seeking a ship.  I agreed to remain in 
reserve status for the convenience of the crown, should some extraordinary, or even ordinary, 
service be again sought.  I can be reached by leaving a message at the Mainmast.” 

 
DM:  “Very well Commander. That is all.” 

So, you go back to Clethera at the Horseshoe? 
 
Thumper:  Yes, that’s exactly what I do.  I will make a point of going by the Mainsail and giving 
the bartender another 5gp to look out for my interests.  I get back and suggest to Clethara that we 
just rest for a few days.  I’d like to look at these books [purchased before that last trip], and I 
expect she would too.  Maybe we can shop for some scrolls. 
 
DM: The man at the Mainmast casts an interested eye over your uniform. “Why is it everyone 
jumps into the navy all of a sudden?”  He doesn’t exactly say this to you, but more to himself as 
you pay him and thank him. 
 
Thumper:  I'll respond to the bartender at the Mainmast, “There's a war on.  The Navy seems to 
be taking good men, and otherwise, these days.  Say, did you hear about the Flame?  Return of 
the Fame, I guess she is?  Turned renegade or something.  Sporting black diagonals on her sails, 
she is.” 
 
DM: The barman responds: “Yeha but the militia ain't fighting it.  In my opinion, they can’t do 
nothin to protect us against our friend up north.  Four sloops is all we've got between us and ‘im. 
And don't even get me started on them dodgers who call themselves the Foot militia.  If they 
were real soldiers, they'd be fighting on the front, not skulking behind the lines.” 

You figure that there is no point in arguing with this man. He's not exactly all that young, 
and has a peg leg for a right leg. 
 
Thumper: Over the next day, I’ll try to learn the “scare” spell.  85% chance.  Want d20=1-17.  
Die roll = 15.  (Whew!)  Good!  That keeps me busy a while.  Clethara up to anything?  (Can I 
assume she’s still “friendly?”) 
 
DM:  Clethera wants that scroll when you are done with it.  Otherwise, she is very impressed 
with your uniform, and her favorite thing however is to take it off.  No need to go into more 
detail.  Oh yes, she is very friendly. 
 
Thumper: Yes, heh, heh.  Anything to oblige. 

I will normally wear my typical “Thumper” outfit rather than the naval uniform.  That 
will be reserved for official occasions. 
 For now, Thumper is content to lay low and enjoy.  He does want to find that map of 
Oceana and any others that might be available.  He'll try to stay informed on what's going on 
with the Earl, and the War, and at some point may try to send a message, but not quite yet.  I 
hope to hear that Drendum and Lifaen (and our horses!) made it back to Madra safely.  I'll want 
to hear about their adventures after we left. 
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DM: Five days later, Lifaen arrives. He comes to find you.  He returns your horses, and delivers 
a letter to you from Dendrum: 
 

Thumper,  
This is my report. Please have this delivered to Sir Sasko, or his Sergeant, 

immediately upon reading this. 
In case word of this has not reached Madra, Kalay has defected from the Earl. 

Five days ago, I and my squad rode into Kalay incognito and laid low for two days. 
During that time, we saw not only tax collectors collecting extremely high taxes, but 
press gangs highly active.  After those two days, we witnessed the Kalay Guard, under 
the authority of Lord Rextul, expunge Miank and his band, along with all of the Earl's tax 
collectors and press gangs.  After I witnessed that, and Lord Rextul made a speech in 
which he stated that we was leaving the domain of the Earl, and therefore no longer fell 
under his jurisdiction, I went with my squad and declared myself as a Lieutenant of the 
Militia.  Lord Rextul then requested that my Squad remain in Kalay.  Now, another two 
days have passed.  We expect a response from the Earl soon.  I have sent this via Lifaen 
and hereby request reinforcements. 

A note: The Earl has closed the port. Coming by sea is impossible. 
 
Thumper:  I thank Lifaen.  I’ll give him 10gp for helping in getting my horses back.  I show the 
report to Clethara.  Then I take the report to Sir Sasko immediately. 
 
DM:  You take the letter to Sir Sasko. His Sergeant looks up and smiles. “You just keep coming 
back, don’t you?  Oh, you have something from Lt. Drendum.  I'll take that to Sir Sasko 
immediately.  Thank you again.  He takes the letter and runs upstairs with it. 
 
Thumper:  I’ll leave 5gp on the desk as I depart.  I’ll go back to the inn and check on Antares. 
 
DM:  Antares is fine. Over the next few days there is plenty of activity. You see two groups of 
twenty militia soldiers heading out of Madra, along with sixteen cavalry.  Also, The Pegasus, 
which has been sitting at anchor since you got back from your mission, sails out followed by 
another sloop, the Sutherland.  No orders have come for you from the Admiralty. 
 
Thumper: “Ah, Clethara.  I wonder what’s going on up North.  It’s been nice staying here 
together, but I do miss our cottage.  I was thinking about trying to find something like that here, 
but I do think we are safer in an inn.  Do you think we should move to the Mainmast?  How did 
it go with the ‘scare’ scroll?  Maybe we should take a break and go out on the town.  See what 
we hear.” 
 
DM:  She’s up for a day on the town after sitting at the desk all day. 

Clethera will tell you that you are probably more likely to hear about news related to the 
sea at the Mainmast, and you will hear more about what’s going on on land here at the 
Horseshoe.  You hear a lot of tense news.  Sounds like a lot of people are worried about a two-
front war.  You have a good time.  The Vigilance is gone from the harbor. 

Clethera can offer to find a cottage here in the city. 
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Thumper:  I think we are safer in an inn, for now.  The earl might send goons, and there's also 
that Otho fellow.  An inn always has somebody around; hardly secure, but more so than a cottage 
where we'd have nobody awake. 
 
DM:  So you spend time in Madra.  I think for now we can consider Thumper done for now. 
 
Thumper: Yes, Thumper is tired!  Thanks for the adventures! 
	


