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THE SEA OF
SORROW

BY STEVE KURTZ

When the magic runs
out, so does your luck.

Artwork by L. A. Williams

Steve is a graduate student studying
orthopaedic biomechanics in Ithaca,
New York. During the past few years, he
has been addicted to spelljamming but is
slowly recovering and is now writing
modules in land-based settings. He
would like to thank Wolfgang for play-
testing most of this adventure, along
with his crew of wacky gnomes and
giant space hamsters.

“The Sea of Sorrow” is an AD&D®
game SPELLJAMMER™ adventure for
4-6 neutral and good player characters
of 7th-9th level (about 40 total levels).
In addition to a spelljamming mage or
cleric, the adventure can be completed
by a party of resourceful fighters and
rogues with any type of ship or helm.
Having a gnome in the party could
prove useful but is by no means
necessary.

The Dungeon Master should have
access to the SPELLJAMMER boxed set
in order to run this adventure. Also, a
few ships, items, and monsters encoun-
tered here appear in the SJR1 Lost
Ships accessory and the first
SPELLJAMMER appendix to the Mon-
strous Compendium (MCT). A copy of
the Complete Psionics Handbook might
also be useful. Although it would be
handy for the DM to have access to
these resources, the module can be run
without them.

The adventure starts in Refuge, a
crystal sphere maintained by the Ar-
cane near Realmspace. The starting
point of the adventure can easily be
changed (the spaceport should be heavi-
ly influenced by the Arcane) and the
module incorporated into an ongoing
SPELLJAMMER campaign. For more
information on Refuge, see DRAGON®
Magazine issue #159, “Rough Times on
Refuge,’ by Ed Greenwood.

Adventure Background

Over three centuries ago, the galleon
Sky Ranger pulled out of port at Refuge
and never arrived at her destination in
Darnannon, a crystal sphere over two
months travel away in the Flow (see
diagram on page 44). Some tavern-
goers, speculating over half-filled mugs
of ale, suspected piracy to be the cause
of the galleon’s disappearance. They
were reminded by others that the Sky
Ranger had been captained by the fa-
mous privateer Brent Runner, who had
armed his vessel with enough bombards
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THE SEA OF SORROW

PIRTEL SYSTEM

Distance traveled given in SJD (Standard Spelljamming Days)

damage), and saving throws down by
two points. The cold penetrates into
every cabin aboard ship, and most crew
members spend their time warming
themselves by the oven in the galley.

Seven days pass in the numbing cold,
but to your relief, it grows warmer as
your travel closer to Pirtel’s sun. It is
well above freezing, but still cold
enough to bring mist unbidden to
your breath.

Suddenly, on the eighth day since
you entered Pirtelspace, your ship
plummets out of spelljamming speed.
In the distance, in the cold, ruddy
light of Pirtel’s sun, you can see a
winged creature approaching with
alarming speed.

Calling your crew to their battle
stations, you recognize the shape of a
radiant dragon, its coiled serpentine
body supported by vast wings that
blot out the distant sun. The dragon’s
scales flicker with wisps of ebony
flame, the result of some unholy
ward that no doubt protects her
against spell and sword.

When the PCs first spot her, Black-

light is 16 hexes away. The dragon’s
powerful wings can carry her roughly
one hex each round (a ship’s rating (SR)
of 10!) but she will take a gentle ap-
proach, taking three turns to work the
PCs’ crew into a terrified frenzy as she
slowly circles like a predatory shark
from Archin’s oceans. After she has
taken the time to size up the PCs crew,
she approaches to within 200 yards so
that she can hear the crew beg for mer-
cy. If they please her, she kills them all
quickly; otherwise, she attempts to
capture the ship with as much of the
crew intact as possible. They will be
saved for a lingering death in the Sea of
Sorrow.

Since this encounter is meant as an
initial battle with the dragon, only
Blacklight’s wildspace strategy is pre-
sented here. Her complete statistics
appear in area H6.

Before engaging the PCs’ ship, Black-
light casts the following spells on her-
self (at 17th level): protection from fire,
protection from lightning, protection
from good, 10' radius. These spells will
last over three hours, and the auras of
the three spells combine to give the
dragon her familiar name. Note that

the first two protection spells can ab-
sorb 170 hp of fire and lightning dam-
age before these wardings crumble.

If the PCs fire on Blacklight during
her fast approach (they should get only
one volley of missile fire before she
closes to 200-yard range), the dragon’s
first action is to cripple the PCs’ ship
armaments with her breath weapon.
She fires six 3d12-hp bursts of force
against all catapults and ballistas. Each
armament so targeted must save as
thick wood vs. crushing blow. Normal
catapults and ballistas need a 10 to
save; magical armaments purchased
from the Arcane get a +4 bonus, plus
an additional +1 per plus of the weapon
(for example, a catapult +2 has a saving
throw of 4 vs. Blacklight’s breath). Ex-
pecting all armaments to be disabled in
one or two rounds, Blacklight will be
surprised and angered when magical
armaments are not destroyed by her
efforts (this reminds her all too well of
her recent painful encounter with the
Retribution).

Since 200 yards is too great a range
for most spells and missile weapons
(except catapults and ballistas), the first
three rounds of a combat are likely to
involve the dragon and ship trading
blows until Blacklight has expended her
breath weapon for the first three
rounds, If the PCs still have armaments
surviving and have dealt out 40 or more
hp damage to Blacklight in those first
three rounds, the dragon flees at full
movement rate (SR of 10). She remem-
bers the months of constant pain after
the battle with the Retribution and will
return to her lair (see area H6) immedi-
ately to recuperate. Since she has no
access to healing spells, she requires the
standard one day per hit point lost to
recover (no hit points regained during
travel).

If she has destroyed all the PCs' arma-
ments and has not been too seriously
wounded in the process, Blacklight
closes to attack the PCs and their ship,
first sweeping the decks with her wing
buffet (everyone on deck takes 2d10+9
hp damage, and the ship suffers the
effects of a “ship shaken” critical hit).
She then uses her considerable spell
power to slay any spell-casters brave
enough to stand up to her, preferring to
neutralize a tiresome warrior with her
Bigby’s grasping hand.

Once all major PCs are slain, she
shape changes into one of their forms
and pilots the ship back to the Sea of
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