
Chapter 9  Vigilance Redeemed 
 
We return to Madra for Vigilance: 
 
DM: The Vigilance will be towed back to Madra, and you will need to assemble a crew to bring 
her back to Daila, or leave her in Madra.  Clethera will thank you for Newmoon and will begin to 
work on riding. She hopes that, if only someone could teach her, if only she knew someone with 
a riding proficiency. Hint hint.  Nothing seems to be happening in town, the high emotion of the 
invasion is wearing off, and things are returning to normal. 
 
Thumper:  Do I have any reason to think I will be notified when Vigilance is back and ready to 
be returned?  Or, do I need to wait in Madra? 

I am very happy to help Clethara with "riding." that was my intent. 
Are any of my crew still in Daila, or did they get drafted?  Seems to me there is a lot of 

winter to go.  I need to get the ship back from Madra to Daila so she can be returned to storage 
(which I've paid for).  I expect every other merchant is going to be in the same fix, so I won't 
have much luck finding a crew in Madra.  I hope Clethara will go with me when the time comes. 
 
DM:  Brack and Lydian are still in town. In fact, so is Grisham. I assume you go through him. He 
recruits Brack and Lydian, as well as about four other men from town, all sailors who dodged the 
draft, and assembled them into a temporary crew.  They are ready to go to Madra the next day. 
 
Thumper:   Very good!  "Grisham, let's pay all of you a retainer so that people will be ready 
when I learn that Vigilance is back." 

I'm asking whether anyone knows if that's happened.  "Any news from Madra?  What do 
you think?  Should we go to Madra and wait?" 
Thumper (later): "Grisham, my man!  Now that I think about it, this is a money-making 
opportunity!  Let's buy up all the ship repair related supplies that we can, that we can carry, and 
take them to Madra.  What we don't need for Vigilance, somebody else will need.  We can rent 
some wagons.  Or, maybe there's a caravan master in town we can hire.  Is Jeod around?  We can 
give him some business!  If we have two or more wagons, we can even carry some of the larger 
sized spars.  Let's see, sail cloth.  Ropes.  Plenty of ropes.  Treenails (pronounced "trunnels").  
Planking.  All that kind of stuff is going to be very expensive in Madra, with all the damaged 
ships coming in.  And, they probably can't get good spars from Lunpal right now, because of the 
bandit war.  Get tools, too.  We'll take an extra day to get ready.  Make sure we have enough 
people to handle the wagons as well as do repair work." 

I'm trying to do this.  Does it make sense, given what I know of Lumeria?  d20=8.  Put 
together a caravan with lots of stuff.  I'll invest as much of the ship's fund and my own personal 
funds on ship repair related wares as I can, and if that's not enough, I'll ask Clethara if she wants 
to "invest" in this enterprise.  I'll tell Jeod (or whoever) I'll pay double rate, and if we are 
profitable, there will be a sizable bonus.  I want to be ready to go the morning of the next day.  
Hopefully by the time we get to Madra, Vigilance will be there. 
 
DM:  First things first: “Is there a merchant in town that has no current cargo?”  Yes, there is: 
His name is Taro. He has 3 wagons and no cargo. He will charge 50gp, plus 10% of the profit of 
this trip. His wagons are not very big. Taro also wants you to pay for the guards for this trip. 



You go to Daila Port, and lo and behold, a ship is sitting in the port: a small merchant 
ship.  When you inquire about her, the harbor master says "She wasn’t finished when the 
invasion fleet was gathered, but was just launched yesterday.  She has no crew or captain, and 
her owner can’t even find a crew, what with the sailor draft and all.  The owner is a man by the 
name of Corran, and if I’ve heard right, she's being rented out cheap to whoever can pay.  She's 
all decked out for a voyage, except for the crew and the provisions.  Oh, and of course, the cargo. 

You, as a captain, would notice, that the ice seems to have been cleared from the harbor 
recently, but is starting to reform at the edges. 
 
Thumper: Ah!  We have choices, it seems.  Well, I have a crew.  And the crew can serve as 
convoy guards if it comes to that.  Three wagons is nice, but even a small cargo ship should be 
able to carry more than that.  I'll ask Gresham to take a look at her and see what he thinks.  Do 
we have enough men to sail both back to Daila?  Meanwhile, I'm running around to see how 
much we can find in the way of supplies to take to Madra.  I'll ask Corran what he wants to rent 
the vessel for a trip to Madra.  Would he be happy for us to leave the ship there (as we bring 
Vigilance home) or would he prefer that we be sail her back to Daila? 

Here's what I'm thinking:  If our load of supplies doesn't exceed three wagons (and 
maybe a bit more packed), then it would seem to make more sense to hire Taro and go by land.  
Fewer hazards and we don't have to worry about bringing two ships back.  The crew can serve as 
guards for the trip down, and Taro's charges are reasonable.  If the quantity of supplies is a good 
bit more (including spars, which are going to be difficult to manage by wagon), then we prefer to 
take the ship if we can meet Corran's requirements.  If we can't, then we take as much supplies as 
we can (preferring the stuff most likely to be in demand).  Hey, we only have a day to get ready 
and go.  I want to set out the next morning.  I'm open to any suggestions Gresham or Clethara 
may have, and I will ask Taro how well we can handle spars.  I'll figure out how much I can 
spend for supplies if 1) we taker the wagons, or 2) we take the ship. 
 
DM: The crew would be yourself, Clethera, Grisham, and 6 others.  That isn’t enough to take 
both the Eve Sailor, the rental ship, and bring back both ships.  There is the chance of hiring men 
in Madra however.  The Eve Sailor is a ship smaller than the Vigilance, 60 feet long, and is only 
a two-masted ship.  She can carry more that Taro's three carts.  Grisham says that the Eve Sailor 
is a fine ship, "Rather small, but fast." He is sure that once we get to Madra, he can scrounge up a 
small crew to bring her back while you take the Vigilance. 

Corran is willing to rent the ship for 500gp, and he has heard of you.  He knows of the 
Vigilance and her spotless trips.  (I assume you don’t tell him about when you wrecked a ship 
against the rocks.) 

Daila Port has 14 sails for 20gp each,7 large spars, you say how much rope you want and 
then I'll give you the price for it, 12 smaller spars, 90 planks of lumber 

Corran wants you to bring the Eve Sailor back to Daila when you finish with her. 
 
Thumper:  Well, OK, that settles it.  I don't know what Corran is drinking, but I can't pay 500gp 
for the rental of a smallish ship with no crew, and the inconvenience of trying to get it back to 
Daila with no assurance of a profitable return trip.  With Vigilance, a good cargo one way might 
earn 500 gp, or it might not.  And, that's before overhead and risk. 

I'll engage Taro, and I'll buy as much as I can and fill his three wagons with nautical 
stores.  I figure maybe go light on the more ordinary lumber since that may be more readily 



obtained in Madra.  Get lots of rope, tar, spars, sails, appropriate tools, ....  With three wagons, 
the price of the stores should not be above, say, 300 or 400gp which I can afford to pay (using 
own funds, ship's funds, and maybe an investment by Clethara if needed).  We'll see if we can 
make profit on that.  Overhead this way is only 50gp plus payment for crew, and Taro's 10%.  
And whatever we have to pay for in Madra that we are not bringing with us.  Maybe we'll even 
find a cargo to bring back.  Wouldn't want to gamble on finding two cargoes.  So, that's the plan. 
 
DM:  OK, Taro doesn’t feel comfortable bringing the spars along, and even with your spreading 
them across two wagons it doesn’t allow for much speed if needed.  Clethera, after you speak 
with Corran, will continue to negotiate and, with a Ch roll of 1, manages to drop the rental price 
to 200gp.  Clethera will pay the rental fee, if you decide to take that mode of transportation, from 
her own gems. Clethera has her ways. 

Ok, so you load up the Eve sailor to the brim.  You're cargo: 7 large spars-150gp, 1000 ft. 
of rope, 40gp, 12 smaller spars-120gp, 14 sails-280gp, 90 planks of wood-180gp.  Total price, 
and Clethera will cover part of this, 770gp. 

By the time you load up the ship, it is late evening.  As Corran is not accompanying you, 
you are captain.  You stay the night in the Captain's cabin? assuming you do, Clethera will stay 
with you. The captain’s cabin is the only one on board this boat, and Grisham will sleep with the 
crew.  Clethera will get her navigation tools from the cottage.  The next morning, after an 
uneventful night, you depart. 
 
Thumper: Yes, that all sounds good.  That's a lot of stuff!  Clethara is financing about 2/3.  So, 
she ought to get 2/3 of the profit (assuming, of course, we make a profit).  This is bigger stakes 
than I had planned on playing for, but as long as she's good for it, that's great.  We ought to do 
well.  I can't imagine where in Madra they are going to find enough spars.  Tolbi is only 
connected by land.  Dale's farther.  Lunpal is by land and there's a bandit war that's going to 
prevent cutting serious lumber.  Daila's the nearest available source. 

So, we are off!  Shouldn't be any pirates around; they won't be expecting ship commerce 
this time of year.  Glad this is a fast ship.  I really don't anticipate any problems though. 
 
DM:  So, you leave the next day.  The wind is rather light from the northwest.  You tack your 
way out of the port, and are soon far enough north of the Injuma Peninsula, that you can go 
around it.  The Ice is rather light, and not in large clumps.  You pass north of the Injuma 
Peninsula without a problem, and are soon east of the mainland.  By this point the wind shifts 
from NW to N, and gathers in strength.  It pushes you to Madra, and you arrive by the afternoon. 

The harbor is not very icy, and not very full.  The Vigilance is there, moored where it was 
before the invasion.  She has suffered some damage, but from the distance, you can’t tell 
anything in detail. You are directed by a rowboat to anchor near the Repair docks, so they can 
unload your cargo when you sell it. 

 
Wheeling and Dealing in Madra: 

 
The second you tie up, one man immediately comes aboard.  This man, Theo, after seeing 

your cargo, offers to buy one of your large spars, three sails, two small spars, and 20 planks of 
wood for 200gp.  (Do you decide to sell that?) 



You and Clethera go over to the Vigilance that same day.  The damage to the Vigilance is 
pretty bad. You'll have to replace the main mast and the bowsprit.  The damage to the rigging is 
fire based.  It appears that a flaming ballista shot caught the rigging around the main mast on fire, 
and they had to cut a lot loose.  Down below, the Galley hit on the Port Bow, and did some pretty 
bad damage.  There is a plug in the hole, but it isn’t something that will hold for the long term. 

The parts needed to repair the Vigilance are: 1 large spar, 2 smaller spars, 5 sails, 45 
planks, rope. 
 
Thumper: I tell Theo to hold his horses.  I haven't even had a chance to step ashore yet!  Besides, 
I have to check out damage to my own ship, and see what she needs, before I'm going to be 
willing to part with anything.  And, at that, what he is offering just covers my costs and 
overhead.  I had hoped to turn a profit on this cargo.  Spars in particular ought to be worth a good 
bit more under the circumstances.  I'll ask Theo to come back in a bit after I check out the 
situation. 

Here's what we will do:  Grisham and I will check on Vigilance.  Between us we ought to 
be able to figure out pretty quickly what we will need.  You have it listed above.  By "rope" I 
assume you mean that we need all of what we brought.  (Wish we could have gotten more!  Oh 
well, that's the commodity most likely to be readily available in Madra or brought in quickly 
from elsewhere.)  So, that means we will have 6 large spars, 10 smaller ones, 9 sails, 45 planks 
for sail.  

Meanwhile, Clethara will take a look around the harbor, visit the other ships, takes a look 
at their condition, and talks with their captains or owners and the various merchants and figure 
out what we can get for whatever we have extra.  After all, it's mostly her money, and she's got 
better wisdom and charisma than I, so she ought to be pretty sharp at figuring out what we can 
get.  She will know the numbers, so if we are to turn a good profit (and considering some of the 
cargo is needed to repair Vigilance) we would like to sell stuff at maybe twice what we paid.  
After all, we have to offset the cost of renting the ship, paying the crew, and our time is worth 
something too.  For the spars, especially the large ones, we might be able to do even better.  

However, it will all depend on how much demand there is, which Clethara will be trying 
to judge as she walks around and looks at the various ships.  She will particularly want to look 
for splintered masts and the like, since those are the large spars that we are hoping to make a 
good profit selling.  I had hoped to find the harbor jammed with ships, but maybe the less 
damaged ones have left, or quite a few were sunk in the battle.  When I have the chance, I'll try 
to find out.  

Meanwhile, Grisham and the men will start on repairs to Vigilance, and once that is 
started, Grisham can see if he can find several more crewmen for the trips home.  Later I'll see if 
I can find some cargoes.  We'd like to be able to send Eve Sailor off as soon as crew and cargo 
are available, even if Vigilance isn't ready yet, if making the repairs will take a while.  Of course, 
we sell the cargo we brought first; Clethara is busy with that.  If it looks like Vigilance will be 
ready enough for the trip soon, we will go home in convoy together. 
 
DM:  You and Clethera, the next day, take your tour of the harbor.  There are 7 other ships in 
port that are damaged: 

Pierce: A smaller vessel that looks like it took a pounding. In fact, with two holes in the hull, 
her owner, Aaron Pierce, is going to sell her for scrap. 



Crab: A medium sized cargo vessel, and also took a few punches.  She has two hits below the 
waterline, and her rigging is nearly gone.  Her owner is also planning on selling her. 

Clorinda: The largest ship present, she took her damage all in the rigging.  Her captain is 
looking for 3 large spars and 2 small ones. He has replacement sails, but can’t find any 
spars.  He is offering 600gp for the purchase of these spars. 

Rebuck: same size as the Crab, and didn’t take any more damage that a small hole that is 
only half under the water line.  Her captain need 15 planks of wood to fix the hole, and he 
is offering 60gp for those planks. 

Noakes: Same size as Crab and Rebuck, this ship is only afloat by the fact that she is stripped 
clean.  She is riding so high in the water that her holes aren’t touching the water line. Her 
captain is intending to sell her. 

Spendlove: The smallest ship present. Both of her masts are broken off, and her captain is 
Theo. 

Cobb: She is slightly larger than the Noakes, and is up for scrap. 
 
Thumper:  Not as big a market for nautical stores as I expected, with two ships being sold for 
what little scrap value they have. 

OK, if I understand correctly: 
Large spars:  7 purchased for 150gp (about 23gp each): 
   Vigilance needs 1  Spendlove needs 1  Clorinda needs 3 leaving 2 unsold 
Small spars:  12 purchased for 120gp (10gp each): 
   Vigilance needs 3  Spendlove needs 2  Clordina needs 2 leaving 5 unsold 
Sails:  14 purchased for 280gp (20gp each): 
   Vigilance needs 5  Spendlove needs 3  leaving 6 unsold 
Planks:  90 purchased for 180gp (2gp each) 
   Vigilance needs 45  Spendlove needs 20  Rebuck needs 15 leaving 10 unsold 
Rope:  1000 ft purchased for 40gp 
   Vigilance needs all 1000 ft. 

For sold goods: Spendlove(Theo) 200gp, Clordina 600gp, Rebuck 60gp = 860gp 
Expenses (not counting crew): 770gp (goods) + 200gp (rental of ship) = 970gp 

So, we are still 110gp + crew cost in the hole, but we have the benefit of Vigilance being 
repaired.  We still have for sale: 2 large spars, 5 small spars, 6 sails, 10 planks. 
 
Pierce: being sold for scrap, but in bad shape, probably nothing that will compete against our 
wares.  Crab: being sold, but not necessarily for scrap.  If rehabilitated, will need spars, sails, 
planks.  Noakes: being sold, but not scrap.  Will need planks; don’t know about rigging.  
Probably took some hits and will need some spars.  Cobb: being sold for scrap.  Small; wouldn’t 
be any competition for large spars. 

Our best bet is to see if we can sell to whoever is buying Crab or Noakes.  Second option 
is to sell to one of the merchants who would then resell later.  Would prefer to avoid that.  We 
don’t have to be in a huge hurry.  Clethara will see what she can do.  Meanwhile, I’m looking for 
cargoes for the return trip for Eve Sailor (as soon as we can) and Vigilance (after at least minimal 
repairs needed). 

Here’s an idea I will talk over with Clethara:  If we can’t sell the stores, maybe we should 
buy one of the ships being sold, repair it ourselves, and then sell it restored.  With all the ships 
sunk in the war or being scrapped after damage, there should be more opportunities for trade for 



the fewer ships remaining.  So, we ought to be able to sell for a profit.  With fewer ships around, 
there should be some willing owners and crewmen who would be interested.  The other 
possibility is to retain two ships (after returning the Eve Sailor); Grisham could captain one, we 
could take the other.  Or, at least until there is opportunity to sell at profit.  If we bought, there 
would be time before it would be ready to sail Eve Sailor back to Daila (hopefully with a 
profitable cargo) then return overland to Madra to be then able to take the other ship back.  Quite 
honestly, I don’t really want to be running two ships; one is enough.  But, it is an option.  How 
does she feel about it?  Think about it, and see what kind of deal can work either selling all the 
stores or making a purchase.  (In that case, we would still have to sell some stores, and might 
have to buy some too at inflated prices). 
 
DM:  Assuming you have the repair docks effect the major repairs, ie. replacing the mast, then it 
will take you a total of a week to completely repair the Vigilance. Gresham doesn’t have the 
ability to replace the mast, but one that is done he takes over and finishes the job. 

Yes, the masters off all three ships pay you the agreed upon amounts. 
Clethera finds a buyer who is interested in buying all of your remaining naval supplies. 

This man is actually buying the Crab, and is offering a total of 980gp for your cargo. His main 
interest are your spars, and if he can’t purchase the sails and planks, will pay 750 for the spars 
alone. 

The Captain of the Noakes is trying desperately to get rid of that hulk. He'll offer it to you 
for 500gp. Gresham advises against the purchase of the Noakes. If you bought it, you woudn’t be 
able to sail it anywhere until you patched up the holes, at the least, and you didn’t bring enough 
lumber to do that. Refitting it would take a while. 

While Clethera and you were trying to find buyers for your cargo, you were also looking 
for cargoes.  Apparently, no one is interested in shipping by water at this time of year.  The main 
exports used to be wood, and there haven’t been much of that recently.  Also, ever since the 
Invasion fleet left, most people had begun relying on wagons to transport cargo. 
 
Repairs and Cargoes: 
 
Thumper:  We gladly sell the rest of the stores to the buyer of the Crab.  That was the ship that I 
figured was most worth fixing up.  Glad to learn there's a buyer for it.  Given that we sell the 
supplies, I'm not interested in the Noakes.  Grisham's right. 

Not too surprised to find no cargoes.  Yeah, wood isn't easy to get now, hence the good 
profit on spars.  And, normally winter cargoes would go by wagon anyway.  Still, we are here for 
the week, I guess.  I'll help Grisham, and still keep an ear out for any word about possible 
cargoes.  We will recruit some additional sailors and plan on returning to Daila in convoy, with 
Grisham sailing Eve Sailor and Clethara and I taking Vigilance.  We'll split the crew from 
Vigilance and mix in the new help.  (Hey, some of those here in Madra might be from our 
original Vigilance crew!)  Need to be sure Gresham has a capable second in command.  So, 
there's a bit more crew expense.  (Another 10gp?) 

So, unless something unexpected happens, the next event is our trip back to Daila. 
Just by the way, I'm going to be trying to find out about whatever is going on in Madra.  

Was there a final resolution of the war?  Surely Oceana will want to settle before winter really 
sets in; you can't keep a war up during winter.  Are there still some extra ships in Naval service?  
Any other sort of news.  I guess I'll spread about 10gp in the taverns trying to find things out.  I'll 



also visit the mapmakers and harbormaster, and see if I can find any charts of the larger world, or 
at least one that shows all of Oceana, and any interesting points in the waters around.  I'd like to 
know what I can find out about the rocks and shoals that limit how far away ships can travel.  (I'd 
think Clethara would be interested in such things too.  I would guess she has some other things to 
do too.)  One point I'll try to determine: has a small port been built near Kibombo?  Sort of a 
Kibomboport equivalent to Kalayport?  Is anything much known about the Flame; was she based 
in that port?  Of course, I also have ears for anything else that seems interesting. 
 
DM: So, you are spending the week in Madra with the Vigilance. 

Gresham manages to scrounge up about 9 more sailors, for use getting both ships back to 
Daila.  He offers to take the six men you hired in Daila back with him on the Eve Sailor, and 
then have you and Clethera wait for the Vigilance and bring her back. 

During the week, you frequent the taverns.  The people in them are very open about 
what’s going on around here.  Not all the facts of the war have reached the ears of the general 
population yet, but rumors came in about a week ago that fight about the same time the invasion 
fleet left Madra, another, smaller one, left from Tolbi.  Also, someone says something about a lot 
of activity around the isthmus.  The general idea is that it was a three-pronged assault.  A naval 
invasion from Tolbi, another from Madra, and a land attack over the isthmus.  Not much has 
been heard since, except that the Capitol city Alhafra was captured in the invasion.  You hear 
that during the capturing of Alhafra, most of the naval ships stationed there, which had been 
secured for the winter, were captured at the docks, while some escaped.  During the week, you 
hear more rumors that the remainder of the Ocienian Army tried a recapture of Alhafra.  No 
word on the status of the battle yet, but everyone expects it to be a victory for Lumeria.  Morale 
all over the city is high, and everyone is expecting a quick end to the war. 

About a port near Kibombo, no one has heard anything.  One man comments, "There is a 
new one near Kalay, but that's the newest one I've heard of."  When you bring up the Flame, 
there is some acknowledgement.  For most people, they've heard of the ship, but not much more. 
It was rarely in Madra, and seemed to be based more to the North.  When you say that it’s been 
wrecked, they just nod and say nothing more about it. 
 
Thumper:  I'll talk to Gresham, and if he thinks that best, that's what we will do.  One or the other 
of us should stay with Vigilance.  He has carpentry skill, which I thought would be important.  I 
figured we would sail both back at the same time, so we could render help if need be.  I was also 
thinking each crew would have some of the sailors from the original Vigilance crew as well as 
some new ones.  I hope Grisham can vouch for the trustworthiness of these nine new men.  But, 
I'll go with his advice.  So, hopefully, we all get back to Daila without any trouble. 

[Re Kimbombo port] OK, Thanks.  Nothing I didn't know, and getting the negative 
information on a port for Kimbombo is useful.  Maybe it's hosted by the nomads.  Maybe it's a 
pirate haven.  Maybe it's nothing.  Would that sword that was to go to the Earl have shown 
artistic features typical of nomads?  That is, did it look like it might have been of nomad 
manufacture?  If so, it's odd that the Flame should circle all the way around to Injuma Bay.  
Direct into Daila Bay would make more sense.  Why would the Earl want the route of the sword 
to be so indirect?  Maybe he's in cahoots with the nomads as well as both sorts of dwarves.  Just 
speculation.  Maybe I need to pay a visit to the King's local naval authority when we get back. 
 



DM:  (Grisham) "Ok then Capt'n.  So you capt'n the Vigilance back, and I'll do the same on the 
Eve Sailor?  We can leave by the end of the week, and be back within a day of leaving, weather 
permitting. I dont get sailors who I dont trust.  So, if we're going to integrate the crews, then I 
assume we have 9 on the Vigilance, and 6 on the Eve Sailor?  With these new people, they will 
try to use the additional men to provide more manpower, and finish repairs a minimum of a day 
earlier." 

The rest of the week goes by without incident. The Vigilance is repaired and interestingly 
enough, you find two cargoes. The cargo is for the Eve Sailor is heavy cloth used for making 
winter clothing.  It is bound for Daila.  His convoy, which was going to carry it, was hired for 
something else.  He will pay you 450gp for the transport.  He has already been paid by his 
contact in Daila, and just needs to ship the cloth.  The Cargo for the Vigilance is rather more 
valuable.  Apparently when Lumeria captured Alhafra, they also captured a large storehouse of 
spices.  It's been brought back to Madra, and the Earl wants "his share."  One of his flunkies will 
hire you to take the Earl's Spice to him.  He will hire you for 900gp.  If you agree with this, you 
will rendezvous, when you take on the cargo, with the Return of the Flame, a ship in the service 
of the Earl.  It will escort you back to Daila and offer protection. 
 
Thumper: Very good!  We proceed according to plan.  Yes, Gresham understands what I had in 
mind, and apparently didn't see any problems with proceeding that way.  I am pleased to be able 
to carry the Earl's spices to him.  That must have been some valuable haul!  We sail in company 
with Return of the Flame and Eve sailor to Daila.  Hmm.  I'm going to keep a wary eye on the 
"Return of the Flame."  I wonder why the Earl didn't just have her carry this cargo?  We are 
starting in Madra, right?  The cargo is there.  No need to rendezvous anywhere, unless....  Oh, I 
suppose the Return of the Flame isn't in Madra at the moment.  Maybe she, for some reason, 
never comes to Madra.  I assume some rendezvous point is specified?  Is an agent (flunky) of the 
Earl accompanying us on this voyage? 

Hopefully, none of that matters and we all get back to Daila safe and sound.  If we put 
out and the Return of the Flame fails to show, we proceed anyway. 

 
We sail for Daila: 
 
DM: The day after those arrangements are made, and the Vigilance is finished with repairs, both 
ships are loaded with their cargoes. Mr. Flunky isn’t going to travel with you, and after he makes 
sure all the spice heading for the Earl is aboard, he disappears. The loading takes a while, and 
Gresham suggests that you wait until tomorrow for you to depart.  The night goes by fine, and 
the next morning, you awake to a rather strong breeze from the west.  The Eve Sailor and the 
Vigilance leave later that morning, The Eve sailor after Vigilance.  As you leave the Harbor, a 
ship comes towards you from the north.  You recognize it, but it can’t be.  It's the Flame...only 
it's not.  The ship sails towards you, and comes within hailing distance.  You hear a voice cry 
"Ahoy! Are you the Vigilance?" 
 
Thumper: I'll return the hail, and answer, "Affirmative!  We understand that you will accompany 
us to Daila."  (Do I recognize the voice?) 
DM: You don’t recognize the voice.  "Very well, we will be escorting you.  We heard nothing 
about a second ship.  Is this ship with you?" 
 



Thumper: I reply, "Yes.  Also bound for Daila." 
 
DM:  "Alright then. We will be defending your cargo from any sort of attack that might occur. 
Take up position to our stern as we head out." 

You do, and the three ships set off.  Most of the trip goes smoothly.  However, as you 
pass by Injuma Bay, a ship exits the bay and heads right for the Return of the Flame. It fires two 
shots, both fall short. The Flame then turns to engage the ship, and signals, "Head for Port."  The 
Eve Sailor immediately breaks formation and takes off to the north. What do you do? 
 
Thumper: We do likewise.  What manner of vessel is this that would challenge us?  It "fired two 
shots" - is that with two ballistae?  I would take a good look at the ship with my spyglass.  Might 
it be a repaired Flame? 

I'm not sure just where we are with respect to the Peninsula, but unless we are pursued, I 
expect to close with Eve Sailor then signal Grisham to come up, and we will head more up into 
the wind (heading N by NW maybe) on a long tack to the North.  We should be moving fast in 
this fresh breeze.  We have new rigging, some new spars, new sails, and a clean bottom.  We 
should be able to sail pretty fast.  I'll keep an eye on what's going on with Return of the Flame 
and the hostile vessel.  What time of day is it? 
 
DM: You are directly east, and about 7 miles away, from the opening of the Injuma Bay. It's 
mid-afternoon.  The ship attacking you is a two-masted vessel, built for speed, but not the Flame. 
The Return is turning to engage her, but the ship is coming from dead upwind.  The enemy ship, 
hereby dubbed "Hostile," is trying to get around the Return to get to you.  Return fires at Hostile 
with her ballistae, and shoots three shots. Two hit, and break off the mainmast. Hostile returns 
fire, and fires 4 ballista shots.  Three of them strike the Return, knocking over her mainmast. 

You and the Eve Sailor sprint NNW.  After losing her mainmast, Hostile seems to give 
up trying to get you. You soon get too far from the Return to be able to see much of what is 
happening.  The last you manage to see is Return shoot 6 shots, and completely dismast Hostile. 
However, that did not stop Hostile from removing the second, and last of Return's masts. 

You continue around the Injuma Peninsula? 
 
Thumper: Yes, we keep going.  Neither Return nor Hostile will catch us now.  We will come up 
into a stiff beat, as close to the wind as seems efficient for both vessels.  We only have a little 
daylight left.  Vigilance will rig lights at nightfall, and I assume Eve Sailor will do likewise.  The 
plan is (assuming that the weather and wind hold steady) to sail North West (or close to it) until 
an hour after midnight, then jibe around (easier than tacking, especially at night) and head 
Southwest.  We should show up somewhere around Daila Bay in the early morning, possibly as 
far west as Northwest Cape, but not so early we plow into land!  I expect Grisham to follow.  
Obviously, if the weather changes, so will my plans. 
 
DM: Night falls, and both you, and Gresham rig night lights in the rigging. There are no other 
ships that you can see. By morning, you discover that you have come as far west of Daila as the 
Northwestern Point, located to the south of your current position.  The Eve Sailor has drifted 
from you, but catches up to you soon. You're approach to Daila harbor is easy; the ice is pretty 
light. You make it into Daila Harbor. You haven’t seen Return since last night, and the port itself 
is relatively empty. 



A group of the Town guard and a large group of wagons await you, and make sure that 
all the spice that was on board is unloaded onto the wagons.  The Eve Sailor puts in beside you 
and begins unloading.  That transport fee was paid in Madra.  The leader of the Guards 
approaches you and asks, "You are captain of the Vigilance?" 

You respond with an affirmative.   
The Guard nods and pulls out of a sack on his belt a bag containing the money you get 

for transporting the spice.  After everything is secured, the wagons take off for Daila. 
 
Thumper: I will consult with the harbormaster and arrange for Vigilance to be returned to winter 
storage.  I will pay out a bonus to Grisham and the crew (I need to do some accounting).  For 
now, I give Grisham 50gp, and for the 15 members of the crew (right?) I will give them 5gp 
each.  I will return Eve Sailor to Corran.  He already got his 200gp, but I will give him an extra 
50gp, and thank him for the use of his vessel, which gave satisfaction in all ways.   

I will write a brief note to the Earl, 
 

"Your grace, 
On voyage here from Madra, we were to be escorted by "Return of the Flame."  

We made rendezvous with, and sailed in company with, that ship.  Mid-afternoon 
yesterday, a hostile vessel sailing out of Injuma bay attacked our convoy, and exchanged 
ballista shots with Return of the Flame.  We were instructed to sail on to this port.  We 
saw that the two vessels continue the engagement, and both were dismasted and adrift 
when last we saw them. 

Thumper, captain of the Vigilance" 
 

 I'll find someone who can take it to him (with a gp. for the trouble) and dispatch the note. 
Finally, Clethara and I will retire to our cottage.  I didn't get much sleep last night, and I 

doubt she did either. 
Thinking about the battle, that hostile vessel seems to have gotten pretty close before we 

noticed (?) Or, maybe we were making best speed, and she gained on us due to her upwind 
starting position?  Would I guess that, all things being even, we would be faster, or not? 

Seems I need to seriously arrange to have a ballista or two installed on Vigilance. 
Those two last-minute cargoes made the difference between a quite successful rescue of 

Vigilance that turned a bit of a profit, and a very profitable outing for the investors (Clethara and 
I).  Clethara should be very happy.  Hopefully her attitude toward Thumper will be positive as a 
result. 
 
DM: Corran thanks you and Gresham,for returning his ship, and keeping it from harm.  He says, 
that if you ever need to rent his ship again, just ask. 

You are able to find someone to take that note to the Earl, and retire to your cottage. The 
Vigilance will be taken to Winter Storage again without a problem. The ship (Hostile) was built 
for speed.  Clethera suggests that it used that factor to gain a quick surprise.  It's upwind position 
not only gave it a speed boost, but also the wind gave it an advantage in firing. 

The next morning, A messenger delivers a note from the Earl. 
 

Thumper, Captain of Vigilance. 



I thank you for your report of the Return of the Flame. I have dispatched another ship to 
deal with this hostile vessel. Once again, I thank you. Also, thank you for delivering my 
spice. 
High Highness, Earl of the northern Reaches 
(That is followed by an illiterate signature.) 

 
Thumper:  Whew!  That was wildly successful.  Those return cargoes made a big difference. 

I'm really curious about that "Hostile" ship.  Why would it be in Injuma Bay?  Is it 
wintering there?  Why would it expect there to be traffic past there this time of year?  Very odd.  
I might be interested in a quick expedition to a point overlooking the bay (maybe near the 
Shrine?) so I can see what's going on.  If there are others interested.  Not sure who is in town, 
and I'm going to need a few days' rest first anyway.  I also wonder what, and from where, the 
Earl would dispatch a ship to find Return of the Flame.  It's quite a ways, especially in winter, 
from Daila Bay. 
 
DM:  No one knows anything about a ship in Injuma bay.  There have been ships popping in and 
out of there all year, but no one can tell why. 
 
Thinking About the Future: 
 
Thumper:  Thinking about things and talking it over with Clethara: 
 “There is going to be a shortage of wood in Madra and elsewhere as a result of this bandit 
war in Lunpal.  Not that Lunpal Forest is the only source of wood, but it’s the best and most 
convenient source.  But, in addition to ships needing repair, everyone needs to burn wood for 
fuel during the winter.  Since it is winter, streams are going to be freezing up, meaning all this 
wood will have to be hauled by wagon, too.  And bandits make that more dangerous.  So, I’m 
guessing that if we really do get peace with Oceana (hopefully!) the King will make a priority of 
fixing the mess in Lunpal.  Likely to be ugly, and very likely he squashes both sides and installs 
a bastard son or some other toady, maybe rewarding the hero of the big battle at Alhafra or 
something.  So, Lunpal is probably a good place to stay away from.” 
 Let’s just review the other opportunities, and what’s needed: 
1)  There’s that next piece of the “Armor of God” somewhere in the mountains where the 

Perpendicular Range meets the Equatorial Range.  Coincidentally, that’s right next to Lunpal 
Forest.  So, given all the threats, this is an expedition needing maximum effort.  That means 
Logan, a cleric or two (perhaps Sister Priscilla or Stark, or someone the Bishop might 
provide), some sort of ranger, and at least one additional fighter.  A thief type would be a 
good idea too; Alias perhaps?  She seemed useful.  We have little information to go on so far. 

2)  We can return to Darthen and try to get to get into that lowest level.  We should have 
someone along who will be good finding traps and mechanisms.  We didn’t really have time 
to try and puzzle it out when we were there, and didn’t have a thief type either.  Without 
being able to get to the next level, we might not get anything.  Based on what we found 
above, there could be something very good down below.  Or nothing.  This expedition is 
likely to run into nomads, so we’d need good fighter support, preferably Logan. 

3)  There is some sort of port or hideout at the Northern tip of Northwest Cape, on the far side of 
Daila Bay, just some dozen or so miles away.  This was indicated on the charts and other 
records from Flame.  Is this a pirate outpost?  Is it connected to the Earl?  An overland 



scouting trip could encounter nomads (but not so likely as going to Darthen).  The best 
approach would be to go there by sea.  This might even be done in a small vessel rented out 
on a good day during the winter. 

4)  Expedition to the wreck of the Flame.  This would preferably be by small boat out of 
Kalayport.  The objective would be to retrieve the ballistae from the wreck, or the major parts 
of them.  Much easier by boat than by wagon.  The outing could encounter dwarves.  There is 
the possibility that a “hostile” ship could be visiting the bay, but it should be easy enough to 
see that from an outpost overlooking the bay, and arrange for someone to keep watch and 
signal if a ship comes.  This would be unlikely during winter.  We could also rent wagons or 
pack animals and go overland.  But we would need to be prepared for orcs and dwarves in 
some numbers. 

5)  Visit the dwarfhold near Lunpal.  Barful, Lori, and Fori with their three new friends may or 
may not have been successful in reestablishing a viable hold.  Good chance something nasty 
is still there and that they are all dead or gone, or need help.  Problem is, this is near Lunpal, 
rather out of the way, and a long way from Daila.  Something to look into, perhaps, if for 
some other reason I’m in the area. 

6)  We never finished exploring Dekator Plateau.  Probably not worth returning.  Any kobolds 
left there have almost nothing, and there was the “Road Closed” episode where someone, 
presumably the king’s men, went in and took anything that was worth taking, and turned the 
kobolds out into the wilds. 

7)  Explore at sea:  I’m very curious about what lies beyond the limits of what I have on my map.  
I have been utterly unsuccessful at finding maps of anything beyond, even a map of Oceana.  
So, maybe there’s money to be made by exploring, and making a map of what I find, 
bringing that knowledge back to Madra, and employing a mapmaker to copy and sell such 
maps.  Of course, such an expedition will need to wait for good weather, and would come at 
the expense of revenue earning cargo runs.  However, there may be times when no cargoes 
are available, and who knows what exotic goods we may find on hitherto unknown lands we 
might reach? 

 
DM: Clethera expresses interest in the place indicated on the Flame's charts.  She suggests taking 
a small boat from Daila Port and going there to investigate. 
 
Thumper: OK then, that would make a good "next adventure."  I'll see if there are people in town 
interested.  We are not doing this just ourselves!  I can visit the fisherman who supplied us with 
transportation to the Vigilance back several months ago, and see if he could take a small group.  
Shoot, he may even already know what's there.  I'll ask.  Point is, if we do decide to go ashore, he 
would have the boat ready to pick us up when needed. 
 


