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THE SUNKEN SHADOW
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When the PCs discover the armband,
the lacedon-ghast appears and tries to
wrest it from them. Kirella attacks in
blind fury, shrieking, “No! It's mine!
Giive it to me!” and attacking the char-
acter who holds it. This time she fights
to the death, unless she can grab the
item and escape with it.

Kirella Shadowgale (lacedon-
ghast): INT very; AL CE; AC 4; MV
swim 12; HD 4; hp 29; THACO 17; #AT
3; Dmg 1-4/1-4/1-8; SA paralyzation,
stench (+2 to saves); SD immune to
sleep, charm; SZ M (5’ tall); ML: 14; XP
975; MM/131.

4b. Rear Cabins (g-j). A wide stair-
way down to two doors leads into the
rear cabins of the sterncastle. The cab-
ins follow the same arrangement as
those on the Ocean’s Call, except that no
trap door leads from the captain’s cabin
on this ship. The kelp has worked its
way into all seven of these cabins and
covers the walls, floor, and ceiling.
Hammocks float in the water, and mis-
cellaneous personal items can be found
among the seaweed. If the PCs did not
encounter weed eels in area b, they
should find 1-4 eels in these cabins. See
area 5 for the eels’ statistics.

4c. Poop Deck (k). Twin ballistae
are mounted on the poopdeck, rusting
and covered with algae. The tiller is over-
grown with kelp but otherwise empty.

4d. Lower Rower’s Benches (f). A
hole in the main deck at the level of the
sea floor leads below to the lower rowers’
benches. The corpses of eight more row-
ers lie hanging on the benches and piled
on the muddy sea floor. Their oars still
dangle out the sides of the ship, and the
oar-holes have admitted all sorts of scav-
engers in to feed on their flesh. Small
crabs, in particular, climb all over the
corpses, giving an impression of move-
ment. A single giant crab lairs in this
room, usually buried to the eyestalks in
the bottom mud. The crab much prefers
fresh meat to carrion and attacks the
PCs (with a —3 penalty to their surprise
roll) when they come within 5 feet.

Giant erab: INT non-; AL N; AC 3;
MV 9; HD 3; hp 12; THACO 17; #AT 2;
Dmg 2-8/2-8; SD -3 to opponents’ sur-
prise roll; SZ L (9'); ML 13; XP 65;
MM/50.

The crab has no treasure, but if
brought to the surface and packed
promptly, its shell and its meat could
bring as much as 50 gp.

de. Aft Cabin (I-m). A door to the
aft of the rowers’ benches leads to the
large air-filled cabin. (The Foaming
Wave has only one cabin here, where
the Ocean’s Call has three.) Opening
the door does not cause the room to fill
with water, since the air has nowhere to
go. Six portholes in the cabin, tightly
sealed, keep the air in; breaking any of
them causes the room to flood as the air
streams toward the surface in a rush of
bubbles. (This also causes the ship to
tip over, as the buoyancy of the air bub-
ble no longer holds it at this odd angle.)
Devek’s body lies on the “floor” (the fore
wall), with a light bed over it, propped
between the wall and the ceiling of the
cabin. As the PCs enter the cabin, they
witness a strange and horrifying sight:

A faintly-glowing image of the man
whose body is slumped on the wall
seems to sit on the actual cabin
floor—defying gravity by sitting on
what is now a wall. Propping himself
weakly up with one arm, and with the
other clutching his stomach that oozes
forth a constant flow of blood, the
image speaks in a hollow voice:
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The PCs should be able to find
secure shelter to keep them safe during
the storm, but they are left shaken and
exhausted as they survey the wreckage
the storm leaves in its path.

It is in the midst of this wreckage
that Arkos, if he is conscious, thanks the
PCs profusely for putting an end to the
armband’s curse, freely answering any
lingering questions they may yet have
about the train of events leading up to
this adventure. Arkos is willing to sail
the PCs anywhere they wish to go, and
he does anything else he can to help
them on their way. Again, he is willing
to go into custody to be legally tried for
his crimes (he is still lawful, after all),
but it is up to the PCs as to how they
want to deal with this situation.

If the PCs successfully recover
Devek Harpwind’s body and the golden
eel armband, they should receive a
story goal award of 1,000 XP. If the PCs
help Arkos lay Devek’s body to rest,
they earn an additional 500 XP, and if
they destroy the armband, they receive
another 500 XP bonus. The melted-
down gold from the armband is worth
only 50 gp. If the PCs manage to kill
Arkos Seatamer, they receive the nor-
mal award for defeating him in combat,
420 XP. However, if he is brought to jus-
tice (tried in a court of law, where he
will be punished for his crimes), the
PCs receive an award of 500 XP. If
Arkos escapes justice, he makes an
excellent recurring villain (progressing
farther down the road to corruption as
time passes) in future adventures.  Q
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