
Chapter  20  Battle Of The Island 
 
We Make our Approach: 
 
DM: OK, so you continue East, and then tack together. You are correct, by noon you have come 
to the island you discovered aboard the Dragon Wing.  By coming from the NE, you haven’t 
been able to see into the bay.  But you have noticed as you make your approach from the NE, 
you can see the semaphore remains.  It doesn't move.  And where the remains of the wrecked 
shore battery is.  About five miles out, you can see the tower on the intact battery, and two flags 
are flying.  One being the flag of the Blackthorn Company, the other the signal flag for “Recall 
as boats.” 

Pegasus signals, “Request permission to Investigate.” 
 
Thumper:  We'll round the point into the harbor.  Any vessels there?  Anyone or anything else 
we can see? 
 
DM:  You round the point? does that mean you are entering the harbor, or are you simply 
passing the point so that you can attempt to see in, but remain at sea? 
 
Thumper:  We are passing the point far enough out that our wind is not affected by the cliffs 
significantly.  Several hundred ft. maybe.  But close enough that we can easily run in if I want to.  
Pegasus follows me closely. 
 
DM:  OK, well, you do indeed see two ships inside the bay.  Two large square rigged vessels. 
One is about 120 feet long, and you count at least six ballistae on her decks, and the other is 
about 100 feet long, and I'm going to need an Intelligence roll from you. 
 

They appear to be bringing boats back towards the ships, and as they approach, crews are 
tossing ropes to the boats.  I'm going to guess that when you said several hundred feet, that you 
implied to keep yourself out of range on the weaponry positioned at the Stockades, because low 
and behold, the ruined Stockade has been rebuilt.  You can see crews up on these stockades, but 
they are doing nothing.  You run up the colors of the Militia, and the Blackthorn Company flag is 
withdrawn the white flag is hauled up.  The boats, once attached to the ships begin pulling, the 
larger vessel, the120 foot ship, is leading.  The Semaphore is going wild at this point.  Pegasus 
immediately begins clearing for action and beating to quarters. 
 
Thumper:  I instruct Sackler (by voice), “Sail in close and hail them and see if they have found 
Rextul.  If they have, insist that he be turned over to you, acting on behalf of the Crown.  One 
way or another, depart and signal me “negative” if they have not found him and “positive” if 
they have.  Make no signal if they make no reply.  If they attack, flee.  I’ll be tacking back and 
forth here where I can see you.”  We go to action quarters as well. 
 Almost forgot: d20=16.  (I'm guessing the big ship is the one we saw earlier.  I’m curious 
about the other one though.) 
 
DM:  Ok, you recognize the smaller ship as the Eve Sailor. 
 



Thing Get Bad: 
 

Pegasus moves into the bay. As he enters range, the stockades do not fire.  He comes up 
alongside to the larger vessel.  The semaphore continues signaling.  You continue tacking outside 
the bay.  As you watch all or a sudden the large ships fires three ballistae, the Eve Sailor fires 
two, and the two batteries a few seconds later open fire with the two ballistae and one catapult 
each.  A total of six ballista bolts strike home, one exploding round from a catapult hits, but does 
not explode, and the rock hits.  The bolts were flaming, and smoke is rising from the Pegasus.  
She almost immediately begins to list, she returns fire, but both miss.  She’s attempting to come 
about, but in the confines of the bay and with the wind coming from the SE, she’s going to be 
under fire for a long time. 
 
Thumper:  I’ll tell Carthey, Mowett, and Bosun, “Carthey, right at them.  The big one.  Be 
prepared to board.  They may hit us on the way in and they may not; they probably are not 
practiced with those ballistae.  We’ll shoot ‘em up as much as we can going in, and then, 
Carthey, lay her hard alongside.” 
 “Midshipman, signal Pegasus to attack with me.” 
 Here we go.  “Clethara, ready with the sleeps.  Cast your shield when it looks like they 
are starting to give us attention.  I’ll do the same.” 
 “Mowett, open fire as soon as you can.  When we get there, your men are the boarding 
party.  Sailors will follow, all but 3, bosun, and you, Carthey, follow the attack.  They’re not 
going to expect this!” 
 We ought to close fast going downwind.  Odd that both of those ships were able to shoot 
at Pegasus at the same time. 
Thumper:  We both cast “shield” on the way in.  I have 2 “sleep” spells, Clethara has two.  As 
we close adjacent to the big ship, Clethara uses two, I use one just as we close and the boarding 
party goes over.  (They will have a little bit of a climb to get on, so we want to hit our bow 
(higher) against their midships (lower) to make boarding easier.  Our bowsprit should go over the 
gunwale and help keep us together.  The sailors make us fast just before they go over.  (Sound 
familiar?  Basically the same plan.)  I’m going to look for someone bad looking who does not go 
down with the sleeps and give him a volley of 2 x magic missiles, and I’ll expect Clethara to do 
the same.  We each have another sleep we can use if there are still large numbers of seemingly 
“lower level” types on the loose, though it would be nice to save those. 
 Here are some die rolls:  My “sleep”: 4d4=3,3,2,4=12.  Clethara’s two sleeps: 
4d4=2,1,2,4=9; 2,4,4,1=11.  My mm: 1,2+2=5hp.  Second one (if needed) 4,1+2=7hp.  
Clethara’s mm if needed: 1,3+2=6hp. 

Hopefully Sackler can get here with Pegasus fast. 
By the way, I was wearing (strictly speaking) my naval uniform, and so it should not be 

obvious who I am.  Clethara and I stay away from the ballistae on the way in; I figure that's 
where they’ll be aiming.  Hopefully they aim at sails or hull; that won't matter much as fast as 
we’ll be going. 
 
DM:  Ok, well in the time it takes for you to get into action, it’s pretty clear that Pegasus is out of 
the fight for now.  She’s aflame, listing badly, and is attempting to beach herself to keep from 
sinking.  You are in bound fast, dead downwind, and neither of the batteries are able to fire in 
time.  You however, with the weather gauge, fire all four of your ballistae at the heavier ship. 



Three of them strike and penetrate on the ship. As you continue to approach smoke becomes 
apparent.  The Eve Sailor fires again at Pegasus, two ballistae, both miss.  All of a sudden the 
Pegasus explodes, most likely from somewhere in the vicinity of the captain’s cabin, and the 
entire rear half of the ship disappears in smoke. She sinks quickly after that. 

You get in one more shot before they do.  Mowett is ordering for them to fire at the three 
boats pulling the ship.  All three of the boats are hit and begin to sink.  The crews are bailing out, 
you’d guess at least twenty men. 

The larger vessel opens fire with two ballistae, both shots splash on either side, the 
batteries are unable to fire, and the Eve Sailors is unable to fire at this time.  You pull alongside 
the larger vessel right in the mouth of the entrance, and you cast your sleeps?  The deck is higher 
up that you are, and I'm guessing you throw grappling hooks? 
 
We Attack: 
 
Thumper:  Yes, bow on should be level about with her deck.  The sailors grapple and make 
secure while the men at arms board.  I’d prefer a bit of a glancing blow for less damage, but I’m 
not picky.  With all those men in their boats (now swimming, those that can) there shouldn’t be 
too many aboard.  (Maybe we don’t need all three sleeps?)  One way or another, it should be a 
very short fight. 
 (What on Earth would make Pegasus explode?) 
DM: OK, you’d guess that this ship was a large cargo vessel rather than a warship initially, 
resulting in a higher deck. 

You don’t need all three sleep, only Clethera’s two.  The entire crew sleeps, including, 
you might note, an officer decked out in a large amount of gold finery. Carthey sweeps over the 
deck to take control.  They begin securing the sleepers.  You cannot return fire to any targets at 
the moment due to lack of available men.  The rebuilt battery opens fire, but neither the Eve 
sailor or the other battery do so.  You are on the side closer to the rebuilt battery.  The two 
ballista bolts hit, but do not start a fire, and the rock misses.  Actually, it doesn't miss...It plows 
right over you, and into the ship you are grappled to.  Not much damage is done to it. 

To save time, a roll vs. intelligence: 18, right on. You'd guess that fire somehow set off 
the exploding round fired at her from one of the batteries that failed to explode initially which 
detonated the tar reserves that she had aboard to explode.  That's your best guess in the heat of 
battle. 
 
Thumper:  I’ve been imagining that we come in on the larger ship bow on hitting amidships on 
the port side, with Eve Sailor farther North (and downwind) on the opposite side.  I’m guessing 
Pegasus goes off farther N at the beach.  Hopefully the crew will be able to wade ashore. 

Once we have possession of the deck, the sailors will guard the hatches, others will tie up 
sleepers, and the men at arms will immediately use the ballistae of this ship against Eve Sailor.  
“Hit her boats first.” 

I guess then that I didn’t have to use magic missiles, and neither did Clethara. 
I’ll tell one of the sailors , “Look below and see if anyone is down there.  Maybe Rextul?  

Run back up if you find someone hostile.  Better, demand that he surrender, and bring him back 
up.”  Other sailors keep watch and load for the men at arms so we can keep up as intense a 
bombardment of Eve Sailor as we can.  I will call, “Surrender in the name of the Crown, and 
your lives will be spared!” 



Thumper:  I will tell Carthey to leave the bosun in charge with the three sailors remaining on 
Manilla.  “Organize a search below.  Take as many sailors as is convenient.  Ask for the 
surrender of any you find, and if they don’t, kill them.  They should surrender.  If they seem to 
be more of a fight than you can handle, send someone for me.  See if you can find where they 
have Lords Rextul locked away.  I expect he’s aboard.” 
 So, Clethara and I and everyone else is aboard this ship except the bosun and 3 sailors.  
The hostiles are all tied up.  We are shooting at Eve Sailor until she surrenders.  The bosun and 
his men try to get things squared away on Manilla, while leaving her fast in place, but with an 
ability to cast off when convenient. 
 Do I see survivors of Pegasus getting to the beach?  Lt. Sackler?  Any swimmers I will 
invite to swim to this ship to be helped aboard by sailors. 

[Re. the explosion on Pegasus] OK, I figure it's something relatively mundane like that, 
not some wizard with a fireball spell.  That’s what I was most worried about. 

Assuming things are going the way I am hoping (having success against Eve Sailor, 
nothing else catastrophic), I order, “Midshipman Rallen.  Make signal from Manilla.  ‘To forts.  
Cease fire or no quarter will be given.’” 

What’s happened to the 20 or so swimmers? 
 

DM:  Well, somehow you ended up hitting them on the starboard side, Yes, Pegasus does sail 
northward and manages to beach herself.  You don’t take the time to notice if they wade ashore. 

They immediately guard the hatches, and a scouting group dashes below.  They report 
back quickly that no one was down below.  The two rear ballistae manage to fire at the Eve 
Sailor, one hits and causes massive damage.  It cuts its way through the bowsprit, into the hull, 
and massive flames start to rage. 

 
Victory, For the Moment: 

 
DM:  A call comes back to you, “Very Well, I well I will Surrender!” A white flag breaks out at 
the Eve Sailors’ stern, and the two shore batteries follow suit.  Carthey will leave the bosun in 
charge of the Cornelia Marie (the larger vessel) and row over to the Eve Sailor.  Soon men 
appear on the beach and surrender, the men in the batteries.  All together, you count maybe sixty 
to seventy men.  Eventually you manage to get all the crews tied down and the officers, Admiral 
Horatio Wellard, two captains, and six lieutenants.  The Admiral tells you that, “I am Admiral 
Horatio Wellard of the Balckthron Company.  I hereby offer you my sword in surrender.  And, 
what you intend to do with me and my men?” 

Sackler survives and takes command with the rest of his surviving men, 6 sailors, 3 men-
at-arms on the Eve Sailor, unless you want him elsewhere. Some of the prisoner seamen request 
to see you.  Assuming you say yes, they will tell you that they are men from Daila, sailors 
dragged from their homes and other ships, to join in this fleet.  In fact, one of them who requests 
to see you in Grisham.  He will, indeed, confirm this story, that the Earl has converted most of 
the ships in Daila to warships.  He has some thirteen, well, now eleven, under his command, and 
he intends to attack Madra.  Grisham doesn’t know the size or disposition or location of these 
forces, but it’s supposed to go down any day.  All of these sailors are willing to join in under 
you, with maybe ten exceptions, and serve under your command if you’ll have them.  Also, on a 
further inspection of the Cornelia Marie, you discover, locked in a barrel in the hold, Lord 
Rextul.  He’s dead. 



A quick survey of these ships: 
Manilla can be rather quickly repaired and put to sea, maybe two days. 
Cornelia Marie is pretty badly damaged, it may take a week or more to ready her. 
The Eve sailor got off lightly. She could be ready within two days. 
Pegasus is gone.  There’s little that can be done with her except use her for recycling. 
If you accept these men, you will have the men of the Manilla, you took no casualties, the 

10 survivors of the Pegasus, and the 60 men that surrendered to you.   I know you are short 
handed, but I also assume that you send someone to the semaphore tower to lookout.  They 
quickly report that there are 8 ships on the horizon due W, sailing as straight as can be for the 
Island. 
 
Thumper:  I tell Admiral Horatio Wellard, “You, sir, opened fire unprovoked on a vessel of the 
Royal Militia, and that while flying a white flag to indicate a parley.  You will have an 
opportunity for an interview with the Crown or whoever he may designate for the purpose.  
Perhaps you can explain.  I wish you no ill will.  Beyond that, I know of no offense to the crown.  
I intend to deal generously with all others.”  He and the captains will remain tied up for the 
moment. 

I ask the lieutenants, “Can anybody tell me what has become of Lord Rextul?” 
The prisoner sailors who wish to do so are invited to swear service in the Militia.  

Certainly that includes Grisham.  I will swear them in for a term of service of one month, 
renewable upon the agreement of both them and the Crown, such continuing service under 
conditions to be negotiated later.  For now I will pay 2gp per man for that month of service, with 
bonuses should that prove possible and merited.  (I will especially want to enlist those with 
whom I am acquainted from the Vigilance and from our boat outings to the cave.  I figure many 
of them will be here.) 

I will later interview the lieutenants in turn privately.  Any want to swear service to the 
Crown? 

The 10 sailors / men uninterested in enlisting in the militia will be imprisoned below 
decks on the Cornelia Marie.  So will the Admiral and Captains (each separately). 

We will allocate crews to the three repairable vessels.  Sackler has his choice of Eve 
sailor or Cornelia Marie.  Carthey is acting Captain of Manilla.  Grisham: We'll see.  He'll 
certainly be Master on one of these. 

Right now, can one of either the Eve Sailor or Manilla be made ready for departure 
tonight?  Not necessarily top shape.  Leaky is OK.  Needs to jury rig if necessary, but getting 
away during the night is important, as early as possible.  Should be able to reach Madra on beam 
reach by morning.  Most of Earl’s fleet is downwind from us (we saw them during the night) and 
I want a fast vessel sent to Madra as soon as possible. 

I ask if anyone knows the signals to send to the mainland.  I have a message to send, “All 
OK, captured Pegasus.”  Need to get that sent as soon as possible. 

Oh!  8 ships coming?  All the more reason to get someone on the way during the night.  
With no lights!  Have him take the Captains to deliver too (Anyone I know?  Do I recognize any 
Blackthorns?) 

We need to organize a defense.  How much ammunition still at the forts?  People from 
“prisoners” who can use the weapons?  Want to be sure we have a nice reception ready. 

I'll leave Sackler in charge while Clethara and I relearn spells. 
 



DM: “Very well Commander. I shall await my execution.” 
None of the lieutenants are willing to talk or swear service. 
Sixty of the prisoners will gladly join in the Militia on those terms, and will take up the 

positions you allot to them. You actually don’t recognize many of them.  A lot of strange faces. 
you might have seen them, but no one else stands out. 

The ten are secured and locked down below.  No problems from them so far. 
Sackler will take command of the Eve Sailor, and with Carthey aboard the Manilla, does 

that mean you want to take command of the Cornelia Marie?  Or put Grisham in command? 
Also, who is in command under you of the shore installations, or are you in direct charge of 
them? 

The ammunition at the forts is minimal: a few bolts, maybe ten each, and about six rocks. 
No more exploding shells.  You can allocate some crews to them, and man them sufficiently. 
You are able to find the charred remains of signal books, but one of the sailors tells you it 
wassn’t the mainland they were signalling.  “Twas them other ships, Cap'n.  We was ordered to 
signal, enemy ships approaching, and then sent a bearing, and then that you had captured the ol' 
Marie, and then lastly, that the island had surrendered, then we came down to the beach.” 

You can’t get the Cornelia Marie ready, and out of the other two, the Manilla is the better 
choice.  She has a good bit of leakage, and she’s riding a little heavy, but with a big enough 
crew, she can make it.  She can be gone within four hours, providing you get everyone to work 
on her. 

While those hours pass, you can gather some more ammunition for the stockades, and 
prepare some sort of defense.  Sackler will order the Eve Sailor to be position so that her 
broadside faces towards the entrance to the bay, and with a spring on her cable to allow her to be 
quickly pulled around to present a different one in case of damage.  However about half an hour 
later, your lookout signals, “Seven ship's approaching, 14 miles away, hull down, 1 square 
rigged, six sloops.” 

By the time the Manilla is ready, the wind has shifted, and is coming from the West. You 
can row the Manilla out of the bay, but the ships are now less than 6 miles away, and spread out 
in a line from North to South, with the square rigger in the center. 
 
We Prepare as the Enemy Fleet Approaches: 
 
Thumper: “Well, I don't know about that, Admiral.  We shall see.  Perhaps you can give reason 
for leniency.  And, by the way, I already have your sword.  You lost it sometime or other.”  (Is it 
a particularly nice sword?) 

With regret, I will have the lieutenants locked below, separately, and double checked.  
We want to make sure none of these people can get loose. 

I will talk to the former Captain of Eve Sailor.  “I realize you acted under orders of the 
Admiral, and you were wise and gracious in surrendering in order to avoid loss of life.  I hope to 
have the opportunity to speak on your behalf.  Is there anything else that you might want to do or 
say in a spirit of cooperation?” 

Glad to learn that nothing was reported to the oncoming fleet except that bit.  I will talk 
to the signalman about what other messages have been passed back and forth.  Maybe we can 
recover some logs as well as the signal books.  I'll try to make sense of it later tonight. 

I will put Grisham in command of Cornelia Marie, and he will pick his crew.  I will also 
ask him who among those joining might well be entrusted with the fortress.  (I expect sufficient 



ammunition for only one remains.  Maybe someone can tell me different.  No.  That's what I 
thought.  Quick, the “fort” crew will gather the ammunition from the farther fort (on the East) 
and bring it to the nearer one.)  Well, if I think I have enough men and can get enough 
ammunition, we'll man both forts.  Let Mowatt take a look and decide.  I trust his judgement.  
(Would he like to command the forts and shore party?) 

Top priority is getting Manilla ready to sail.  I’ll ask Carthey if he can make do with just 
the sailors.  I think I’ll need Mowatt and the men at arms here.  But, I’ll see what he thinks.  He 
can't fight a whole fleet; stealth is needed.  “Your mission is to get through to Madra.  Do you 
want to leave the ballistas?  However, as you may wish.  I want to give you every chance to get 
through.  If you cannot, make any port and travel overland to Madra.  If necessary, return here.”  
(He won't actually depart until the time is right.) 

Later, to Carthey, “Obviously, you will have to stay here till after nightfall.  Meanwhile, 
prepare in case they try to force their way in before dark.” 

If I can so arrange, we put both ships under the cover of the East headland, so someone 
wanting to attack or enter must come in past the fort.  The Cornelia Marie should be nearest the 
entrance, then Eve Sailor, then Manilla in that order.  No sails up.  Spring lines rigged to allow 
maneuver. 

We do the best we can with Manilla, then try to get Eve Sailor in good shape.  Lt. Sackler 
may want to take some crew members from among the “volunteers.”  But first, let’s see what this 
fleet out there is up to.  The way they are spread out I don’t think they will bother us before 
nightfall.  And a night assault is hard to organize with them spread out like that.  (What’s the 
moon doing?  Clear skies?  I am working on “weather sense” and have at least a seaman’s feel 
for it.  Any expectations?)   

I’m going to go up to the lookout post and take a look myself, taking Midshipman 
Blakerey and Clethara with me, the signalman, as well as two men at arms.  I’m curious as to 
what the’re going to do.  I’ll leave the signalman and a man at arms to keep a good watch after I 
leave, and indicate any changes in the situation.  I’ll arrange for a change of watch later (It may 
well be possible to spot these jokers at night; they’ll need lights to keep track of each other.)  I’ll 
also see if I can make out the Shrine; is it signalling?  “Any ideas, Clethara?  We obviously need 
to get someone back to the mainland to get the Navy alerted.”  (Do we happen to see three fat 
goats?) 

If necessary, we stay holed up here for a while until all the ships can be ready.  If we get 
some nice bad weather, or something else opportune occurs, a night exit by Manilla to get to 
Madra will be attempted.  (Maybe by other than a direct route; they’ll be expecting us to head 
directly for Madra.) 

I make a point of taking a good look at Cornelia Marie.  “Is this ship worth anything 
Grisham?” I'll ask.  Fast enough to be able to sail away from that square rigger in the right 
conditions?  Know anything about her or those other ships?  The admiral chose this one, so I’d 
think he picked the best.  I got a good look at only a couple of the sloops.”  (Six ballistae on her?  
Four on Eve Sailor?) 

Once I've taken a look and am convinced we are not about to be attacked, I’ll hold a 
“Council of War” with Clethara, my captains, Mowett, Sackler’s sergeant if he’s still there.  “I 
think we’ll be safe enough here with all of us, or even with just Manilla gone, if we can sneak 
her out.  If we have another day or two, maybe Eve Sailor is faster.  I don't think Manilla is 
particularly fast.  Was good in a fight though!  What do you think, Lt. Sackler?  Any other 
ideas?” 



We will come up with a final division of the crews for island defense (with fort or forts 
and signal manned) and also assignments for all being aboard the three ships.  (Each member of 
the fort crew is assigned to a ship.)  I’ll let the three captains do this as they wish.  One of the 
midshipmen from Manilla will go with me and Clethara.  Which vessel we are on will depend on 
circumstances, but for now we are on Cornelia Marie. 

Of the new volunteers, how many would be in the “sailor” category and how many in the 
“man at arms” category (and any others?  I assume the signalman is a sailor.)  I’ll also check on 
supplies; there should be considerable stores at the forts.  How long are they good for?  We’ll try 
to use the fort stores and keep the ships topped off.  Salvage what we can from Pegasus.  See if 
we can recover those damaged boats.  (They should still be tied to the bow of Cornelia Marie!)  
Maybe improvise some more and exciting missiles for the forts. 

I guess that's it for now.  I expect we'll be here for a while.  Meanwhile, I hope Lt. 
Grundy observes something of this from his elevated position, or hears some rumors, and reports 
back to Madra.  The Earl surely can't keep something this big secret for long, and as long as his 
fleet is watching us, they are not going to bother Madra.  Time is on our side the way I figure it.  
I’ll talk it over with Clethara and see what she thinks.  “Should we chance sending one of the 
sloops off to get to Madra?  We can't take on that whole fleet at sea even with these three ships.” 
 
DM: The Sword isn't magical, it's standard quality. 

The former captain of the Eve Sailor remains mute.  He says nothing.  A search of his 
former cabin will show that he managed to get rid of all his documents, (Logs, manifests, orders, 
dispatches, etc.)  The same was done aboard the Cornelia Marie. 

“Nah sir, nothin’ more being sent.  We maybe sent a few messages to land, a week or so 
ago, or maybe when a ship passed and we told ‘em something.  But I can’t remember what we 
were said.  Mostly, they just told us how to move dem arms, not what the messages said.”  The 
signal books have been destroyed. 

OK, so Grisham is now the Captain of the Cornelia Marie, Carthey in the Manilla, and 
Sackler on the Eve Sailor.  Mowett will be happy to take command of the shore defenses. 

The Cornelia Marie does have six ballistae, the Eve Sailor four. 
The ballistae fire the same ammunition as the ones aboard your ships.  The Manilla had 

100 aboard, minus I believe 6, so you are down to 94, 18 were recovered from the wreck of the 
Pegasus, The Eve sailor has 80, and the Cornelia Marie, 120. The remaining supply of the two 
forts combined is 12.  So total you have 324 bolts, with enough tar to light 300 of them. You 
spent time during the four hours gathering rocks, so let’s say, combined, you have a total of 30 
rocks.  There are very few provions in the two forts, but aboard the ships, you have enough to 
last for at least three weeks. 

Mowett will request that both forts be manned, so as to give cross fire against 
approaching ships.  He will request 10 for each fort, two per ballista, four per catapult, and then 
two as lookouts, ammunition runners, etc.  He will also request 30 bolts per fort. 

Carthey will want to get underway as soon as possible.  He will have the forward two 
ballistae removed, to add speed.  He understands his orders. 

It's tight, but you can squeeze both ships in, do you want them with broadsides facing the 
entrance, or with bows facing. 

The enemy squadron begins closing the gaps between themselves, and approach the 
island.  With the wind dead astern to them, they cover the distance very quickly, and by nightfall 
they have arranged themselves in a blockading position.  You see a lot of boat traffic between the 



various sloops and the square rigger.  At the top of the mainmast is a commodore’s pendant, and 
a lot of traffic is going on. 

The weather, it’s getting cloudy, and the moon is rather obscured. You’d guess that it's 
gonna be pretty dark tonight. The ships do not have lights lit. 

You go up to the lookout, you do see three rather fat goats, they kinda follow you, but 
then get bored and stop where they find some grass.  You can make out the shrine, with your 
telescope.  It’s not doing anything.  The arms are still in the position they were when you were 
there.  You can see that out of the seven ships, the square rigger has 6 ballistae. One sloop has 4 
ballistae, and the other five have two. 

You hold your war council.  Sackler’s sergeant is dead; he died in the explosion. 
Everyone thinks that you will be safe here until The Manilla can get to Madra, and the Flame and 
Dragon Wing can get out here to demolish this puny fleet.  Remember, both Dragon Wing and 
Flame have 8 ballistae each, four times as many as most of the sloops, and 2 more than the 
flagship. 

There isn’t much in the way of bad weather or wind change.  It does get rather dark 
without a moon and with the heavy clouds.  No rain, but your weather sense is telling you that 
this is the best chance you're going to get in the foreseeable future.  So, Manilla gets underway.  
She is undetected getting out the bay, you've pretty much lost all track of the various enemy 
ships.  Manilla sets, as far as you can tell, a course SE, and after maybe an hour, you don’t see 
anything of her being attacked, or any cries. 

Lets see, if you have twenty in the forts, say 5 at various other positions, ie lookout, etc. 
that will leave you with 35, plus the nine from the Pegasus. Carthey took the crew from the 
Manilla with him, minus the 8 men at arms.  So, you have about 50 men.  Say, 25 per ship? 
You’d say that 50 out of the 60 are sailors, and 10 are men-at-arms. 

 
Disaster: 

 
DM (continued):  That night, you are, I'm guessing the Cornelia Marie? I'm guess that you won’t 
want to be at the forts in case anything happens, and the Cornelia Marie does have the admiral’s 
quarters, which does have a rather soft bed.  Ok, well about midnight or so, let’s say that at this 
point, Clethera is on deck.  You hear your door crash open.  Reaction roll, I'm going to roll for 
you to save time, 6.  Thankfully you jerk awake, as a dozen armed sailors break open your door 
and charge for you.  Now that you are awake, you hear yells and cries all around you the 
clanging of cutlasses, etc. 
 
Thumper:  How on Earth would the Cornelia Marie logs have been destroyed, unless the Admiral 
ordered it when we were first sighted, and he had bigger ships!  I’m very curious about that.  I’d 
ask some of the “volunteers” from that ship.  They wouldn’t have had time when we attacked.  
It’s hard to imagine why they would anticipate they would be defeated.  Did they know 
“Thumper” was coming?  I had been trying to make sure that wasn't known, hence using Sickler 
and Pegasus for negotiations.  Hmmm. 

I agree to Mowett's proposed distribution of ammunition. 
With the weather getting heavier and the night dark, yes, Manilla sails.  She takes with 

her the two captains.  I instruct Carthey to free the former captain of “Eve Sailor” upon reaching 
port safely, and dispatching messages and setting out for Madra (if he doesn’t go directly to 



Madra).  From SE departure, I'm guessing he’s aiming for Madra, or as a fallback, some port in 
Oceana. 

We will mount the two ballistae from Manilla on some convenient point ashore 
overlooking the harbor.  Maybe one or both can be salvaged from Pegasus.  Mowett is in charge 
of them.  They won’t be protected (like the ones in the forts) but they will be a surprise!  It’s a 
busy night!  Need to be sure everyone gets at least a little sleep.  It looked like we may well get 
an attack during the night from what I last saw of the enemy fleet.  I'm expecting the most likely 
time for attack is dawn, so we want to be fully alert then. 

So, we have Pegasus’s surviving crew, the 8 men at arms + Mowett from Manilla, a 
midshipman from Manilla, and 60 “volunteers” of which 10 are “men at arms.”  We make sure a 
man-at-arms is at each ballista or catapult with an adequate crew of sailors to help.  Mowett’s in 
overall charge of that.  Clethara and I are on Cornelia Marie.  Sackler on Eve Sailor.  Yes, about 
an even division between the two vessels is good, after subtracting for those at forts, the salvaged 
ballistae, and two remaining at the signal station (lookout + signalman).  We should be tied / 
anchored so the we are at least partially hidden at the entrance, and can fire starboard broadside 
and forward at anyone entering.  Cornelia Marie is closest to the entrance.  Grisham would have 
organized his crew.  We are expecting to fight, not sail, but we will need some people ready to 
maneuver the vessel using the mooring lines. 

OK, at this point looks like an attack is in progress.  How is it we seem to be surprised?  I 
will cast “sleep” on the intruders (4d4=4,2,1,4=11)  If “a dozen” is a precise count, there’s one, 
maybe more, and he gets magic missiles x 2 (2d4=1,1 +2=4hp).  If more, I use second sleep and 
more magic missiles (second sleep: 2,4,4,3=13) (second mm: 3,3 +2=8hp).  If I don’t need all 
those in my cabin, I’ll use them immediately upon exiting to the deck, but after casting “shield.”  
What I do after that “depends.” 
 
DM:  “De admiral did it when you sunk our boats.” 

You take out the twelve that break into your room, and attempt to get up on deck. 
However, the hatch is barred shut from the top.  You hear some scuffling forward, and go 
forward to see about 20 sailors fighting 13, the watch not on deck.  The battle is going on, about 
10 of those have already fallen, and that’s when you cast your second sleep?  You've already cast 
shield.  You cast the sleep, and the 13 go down, along with another when you fire off the magic 
missile.  Quickly the remaining six are cut down.  You attempt to get on deck by any of the other 
hatches and they are all battened down.  All of a sudden it appears that the ship is underway.  
You go back to your cabin and it looks like something similar is happening aboard the Eve 
Sailor.  You see at least six boats hooked into the side of the Eve Sailor.  The sailors are trying to 
make some sort of battering ram to break the hatch, but they aren’t having much luck. 
 
Thumper:  Well, apparently the cabin I was staying in opens into the second deck rather than the 
main deck.  There are windows.  “Keep some men pounding on the hatch.  Detail a few to kill 
the sleepers, except spare anyone you think will join us.  Rest of you, to the windows, and climb 
up from there!”  I'll lead the way.  I’ll look out a window.  Is anybody actually watching?  If so, I 
cast “scare” on him.  (Did I need to?)  That should paralyze him with fear without arousing 
suspicion while the men climb up.  If they are succeeding I'll call to the sailors at the hatch to 
follow.  Whatever happens with that, I'm going to make sure I have my spellbook and all 
essentials (carefully watertight).  After sailors from below are out (and assuming those at the 
hatch have not yet been successful) I'm going to make an exit while wearing the “invisibility” 



ring.  My objective is to climb up to the main deck somewhere that I’ll be free to act without 
anyone noticing, preferably near the helm.  I want to find Clethara.  Hopefully my sailors are 
gaining control of the deck by now. 
 
DM:  Ok, so you leave about three to pound on the hatches? 
Yes, that’s where it opens out onto.  No one is watching, so you don’t need to cast scare. Your 
men begin climbing up, and you hear them rally and charge.  You put on your ring and climb up, 
and I'm going to need a dex roll and a strength roll. 
 
Thumper:  I do have on my ring of swimming, by the way, in case I fall.  Before I do something 
perilous, I hear that the men have at least gained the deck and are fighting.  “Free Clethara!” I 
yell.  Then, here goes: D roll: 9!  That’s under.  S roll: 7!  That’s under too!  Wow!  Good time 
for some low d20 rolls!  OK, I assume I’m up, and I’m looking for Clethara. 
 
DM:  You make it up on deck, and you emerge onto the quarterdeck to find Clethera lying there, 
and as far as you can tell, without taking a large amount of time, unconcious.  She has five cuts 
on her from cutlasses. 

Your men have charged, but you can see at least 25 more sailors that are against them. 
Note: You only have the one spell Scare left?  Having cast Shield, two sleeps, and two 

magic missiles, or am I incorrect? 
 Sometime during the night, the wind must have shifted, because it’s coming from the 
East, and is blowing pretty moderately.  The sails have been cast loose and set, and you are 
making your way out the bay, in fact, by now you are just below the Eastern Fort.  The Eve 
sailor is coming up right behind you. 

The quarterdeck has been emptied for the moment, and the wheel is unsupervised.  I'm 
assuming that you take up that position.  All of a sudden you see about six men forward, once 
they register that your men are coming, unbatten the of the hatches and storm below. I don’t 
recall you saying exactly where the prisoners were placed, you merely said Below, so I assume 
that the Admiral Wellard and lieutenants, as well as the ten sailors are below in this ship. 
 
Thumper:  Yes, I have only the “scare” and “mirror image” spells left.  I was hoping to find 
Clethara merely being held, not badly wounded.  Twenty-five more!?  Not much chance of 
ultimate success, then.  But, with surprise, we should be able to keep them busy for a while.  
While my sailors from below are creating a distraction, I'm going to very briefly give Clethara 
aid, while keeping an eye on the situation.  She’s still alive.  Good.  Will she survive a drop to 
the water?  I think so.  She and I dive overboard.  Well, not “dive.”  I’m going to lower her as 
gently as possible.  Hopefully she comes to.  Once in the water, I'll support her and reach the 
shore under the fort.  Yes, rocks there.  But safe for the moment.  With all the fighting, nobody 
should notice.  It’s pretty dark, after all.  I’ll make sure I remain invisible and swim her over to 
the beach and pull her out.  (That ring of swimming is handy for one in this profession!)  Getting 
some help from nearest of our men at arms, we’ll get her to one of the forts.  (I assume the forts 
are still “friendly” and hopefully firing at the boats trying to tow the two ships out.) 
 
DM:  OK, well, you manage to give her aid, and you get over the side.  You drop, and manage to 
land on the shore down there.  dex roll: 9, under.  you don’t drop her onto the submerged rocks. 
You swim over and pull her out of the water.  The problem is that you are on the far side of the 



bay from the beach, and up against the cliff.  So you'll have to swim all the way across the lake 
to get her there.  OK, from the sounds of it, the attempt to re-retake the Cornelia Marie by your 
men has failed, and the ship is out of the bay.  There aren’t any boats trying to tow it, she’s not 
wasting time and is doing it under her own power.  The Eve sailor is coming up next.  The forts 
seem to be coming alive, but not shots have been fired as of yet.  As you swim across, some 
parting shot are aimed at the Cornelia Marie, but you aren’t focusing on if they hit. The western 
fort fires her salvo at the Eve Sailor, but the same thing, you are more focused on getting 
Clethera to shore.  So far she hasn’t moved, and hasn't responded to anything. You make it to 
shore, and get help from the men-at-arms manning the two ballistae from the Manilla, and pull 
Clethera out of the water. She's dead. 

Before the Eve Sailor get out of range, a last salvo is fired from both forts. She appears to 
have taken some more hull damage, but her rudder is still working. she makes it to open sea. 
	


