VisionVentures Module A -1

Dark Shore

By Jim Baney

An Adventure for Character Levels 1 -2

The good citizens of Orisa are caught up acrime wave of unprecedented proportions. Gang wars
have erupted, people are being kidnapped, and the scourge of drugs has taken a foothold in the
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find the root of problem and stop it. Are you up to the task?
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monsters and other free stuff.
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To help the Labyrinth Lord prepare for th is adventure,
we have prepared a quick guide to encounters. There are
also LL Notes to give the Labyrinth Lord further
information on encounters, monsters, etc.

Location Page Type Encounter
Island 4 Combat Crabmen
Island 5 Combat/Puzzle Mantrap
Island 6 Combat Skeletons
Island 7 Combat Slavers
Cave 9 Combat Green Slime
Cave 10 Combat Claw Worm
Cave 10 Combat Giant Leech
Cave 10 Combat Corsairs
Red Tide 11 Combat Corsairs

World of Ebonyr

If you are using the world of Ebonyr campaign setting,
the town of Orisa is located in the southern portion of
the Kingdom of Altalissia. The island can be located
anywhere the LL choices in the Ebony Isle chain.
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Back Story

Saphrax Kuldron was low-ranking sailor in the service
of a wealthy merchant, when a strong storm suddenly
came up and he was swept overboard. He eventually
washed upon the shores of Crosskey Island where he
was befriended by a group of jungle Halflings. While he
was living with the Halflings he discovered a flower
whose pollen they used to diminish pain during sickness
or surgery.

landed on the island looking for treasure. He joined this
group and persuaded them to help advance his plans to

sell his new found drug in the Five Kingdoms. He
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ground up, he had to scrape it off the bottom of the

barrel.

The corsair fleetlord agreed to his plan and

setup operations on Crosskey in a newly discovered sea

cave. To expand the operation Saphrax needed more
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kidnap and enslave several people to work the fields on
Crosskey. To humans, Scrape is vey addictive and very
profitable. TOwUT 1T wOT BT Y1 Uz wi UPOE U WEZ(
organizations throughout the Five Kingdoms Owbd Uz UwY I
profitable . Now the government officials want the drug

trade stopped and associated crime wave brought under

control, not so much for the human toll, but because it is
interrupting trade.

Adventure Summary

Hired by the several town officials of Orisa, in the
Kingdom of Altalissia, the PCs begin to investigate
several missing person reports and the recent surge in
gang warfare and crime wave. The officials point the

PCs to the dock area for more clues. After finding out
that possible corsairs are behind the violence. The PCs
head towards a mysterious island called Crosskey. There

cursed skdeton pirates. After discovering and rescuing a
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of a slaver camp, which will culminate in a battle with a

corsair crew, their captain and the self-styled drug lord,

Saphrax.

Get m in the Game!
Here are three ways to the get players initially involved
in this adventure:

A cleric is ordered by their church or faith to
assist the town officials in finding the missing
citizens and the source behind the drug,
?P2EUEXI] 2

The town councilor approached the PCs in a
tavern or inn and asked for their assistance. He
EOI U0z U wdwbhviatehupolice)w
Several wealthy merchants request additional
security guards on a ship traveling deep into the
Ebony Isles.

(Use this scenario if you want to skip the town
investigation and get right to the island.)



Act 1 - Investigation

If the PCs get hooked into this adventure and want to
investigate, they begin with meeting before Edric
Beechhome, a member of the town council and in charge
of trade in and out of the por t town. He pleads for help
in stopping the violence and the importation of this drug
that is tearing his town apart. He has already completed
some investigation on his own.

Edric has the following information via evidence and
rumors:
1. Heard rumors that cor sair kidnappers are
transporting people to a secret island for slaves.
2. The port master has evidence in his log of a ship
coming in from Corsaria with very little cargo
and leaving the next day. No one has ever heard

Street urchin said that she saw several thug sailors
pushing people onto a ship called Red something. The
x1 Ox Ol wWEPEOZz UwO OO swkregrumpyw E OE w

Port master will say thathe EO1 U0z Uwl YT wOU UL
on port business. He will hold out his hand, palm up,

looking at the PCs. (Until 10gp is placed into his hand he
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called the RedTide The customs tax was small onthe

wooden box cargo and heE O1 U0z OwOOOP wUT T w
the contents (was paid off). He knows they were going

to an island called Crosskey but E O1 kfogy the

location of the island (truth) .

LL Note: If the PCs want to locate Crosskey, they need
to talk to Edric again or the town mapmaker who both
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name.

3. Sailors have been overheard, in the dockside
taverns, saying that slavers have taken up
residence in the Ebony Isles andb Unpt$afeto
travel in small groups or unarmed.
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are bringing Scrape from the Isles and taking
slaves as payment.
Edric suggests the PCs start investigating the dock area
where the he believes most of the criminal activity
originates.
If the PCs investigate the dock and question folks in the
area they will say the following:

Dock worker saw several bound people being shuffled
aboard a ship called the Red Tide.

He helped unload the U1 P eaggdlof several wooden
boxes the day before. He overheard that the ship came
from an island called Crosskey.

Bartender overheard some sailors saying that several
corsair ships were being flagged as merchant vessels to
transport slaves to an island somewhere in the Ebony
chain.

Street vendor saw several people hustled toward a ship

master of a ship that plied the Western Sea for over
twenty years.

Act 24 The Island

Beach scene (if washed ashore ocome ashore in
longboat)

You land upon a pristine, white sandy beach with thick
jungle about 25 yards/meters from the shoreline. There
are several large rocky outcropping nearby.
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of the ship or where it was going.

Sail repair shop owner said that several sailors came in
to have their sails repaired. They were happy to be back
in civilization for awhile. He inquired of their  recent
journeys. They said they came from the Ebony Isles with
some cargo and were returning in a few days.

the jungle and rocky outcropping after the entire party

lands (washed ashore, etc) They will attack until killed

or wounded to 1 hp, then they will flee.

Crabmen |l Awg +w- Ow, 5WNYZ wepKkz AO0L
DG 1d6/1d6 (claw/bite), XP 55 each treasure: none]



Act 3 - Jungle trail

Name No. Enc Hp XP

Giant Bat 2 12,11 25 each
Giant 3 2,2,3 5 each
Centipede

Giant Fly 2 5,6 22 each
Giant Rat 2 4,3 4 each
Python 1 17 35

Encounter: Man Traps

The trail opens up into a small field with strange, tall
plants. There is a wonderful smell in the area that seems
to take over senses.

As you move towards the jungle you notice a trail,

which is more of an animal track than an actual trail. It
winds through avery thick jungle. You have to use your
swords, on occasion,to cut and slashthrough thick vines
and vegetation to make your way through.

LL Note : The island jungle can be a very dangerous
place and encounters with creatures and wandering
monsters are likely. There is a 30% chance, every four
rounds, while traveling through the jungle that the PCs
will encounter a wandering monster.

Man Trap (2) (AL N, MV 0, AC 6, HD 1, #AT special
attack, DG special, XP25+10 for problem solving]

Description: Man Traps attract prey by scent, entrapping
and dissolving its victims in acidic secretions. It is a
gigantic bush with towering stalks of purple b lossoms,
and huge green leaves at ground level.

During daylight hours the mantrap releases pollen
continuously; all creatures that approach to within 60
feet must make a successful saving throw vs. poison or
become attracted to the odor. Those attracted poceed to
the Man Trap and voluntarily climb into one of the
1d4+1 leaf traps on the plant. Once entered, a leaf trap
closes, firmly entrapping the victim . The PC will roll
every round to save vs. poison. The Man Trap uses
acidic secretionsto destroy its victims. The trapped PC
takes 1hp damage a round till dead. Metal items are not
affected by the acid. All other exposed items to the acid
mu st roll a saving throw once per round. The PCs that
fail to save vs. poison and waiting for their turn to be
swallowed by the Man Trap should save vs. poison
every round to see if they can shake off the effects of the
scent.




Act 4 ¢ The Blackstone

After along, hot trek battling mosquitoes, the jungle and
other creatures you come upon a very unusual sight. In
the middle of a marshy area sits a sailing ship! Its looks
rotten in places, for obvious reasons, however it has
remained largely intact. Its mast and crossbeams remain.
Large amounts of jungle vines and other vegetation have
covered large parts of the hull.

Five (5) Skeletons will attack from the ship if the party
comes near to investigate.

Skeleton Leader phuAZ + w- Ow, 5 whl Y hpupt Yz Aw

8, #AT 1, DG Scimitar 1d6, SV F1, ML 11 XP 20]
Treasure: +1 small shield, 10gp, 8sp, 23cp in a small
leather pouch hung from his belt]

Skeletons PK AwgZ + w- Ow, 5 wHD Yp @@t YZ AQw "

3,4,2, and 5,#AT 1, DG Scimitar 1d6, XP 7, Treasure:
none

LLnote: (| wOT 1T w/ " UwEOOz OwUEOT wlOi | WEED

ruined ship, you may want to use a high pitched female
YOPEI wal 00 m{(Heeu@navapstave@irl n,
description). Any lawful character would or should
attempt to investigate.

If the PCs fail to investigate the screams from inside,
Jeyshell will break her bonds and run from her captors
using the hole found in the cargo hold on the side of the
ship. The skeletons will not be able to run after her after
once she makes it out of the ship due to a curse. The
skeletons will quickly disperse back into the ship and
out of the PCs view.

Combat tactics: the skeletons will attempt to sacrifice
Jeyshell in the cargo hold of the ship if they PCs hear her
screams and run to investigate. The skeleton crew will
seek to defend their prize sacrifice. If more than two
skeletons are killed, the rest will retreat topside through
the cargo hold opening and wait for the PCs to attack.

Skeleton pirate background

fought against an evil wizard over 100 years ago and

was swept into the middle of this island by a massive

magical wave. The wizard also turned them into
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destroyed. Their minds have become crazed. They have
developed a belief that by sacrificing a living human,

one of them can become flesh again. There a only four
skeletons left including their leader Captain Pugwash.

Encounter areas of the Blackstone
Area 1¢ The cargo hold

You walk though a huge hole torn into the side of the
ship. Your eyes take a few moments to adjust to the
darkness. Smashed barrels and wooden crates litter a
rather large room. A large opening is in the ceiling leads
to a deck above.A large table is in the center of the cargo
hold with dried blood on top of it and on the floor.

Anything of value has long since been lost to the ravages
of grub worms and rot .

1w

Area 2 ¥ Forward locker

You enter a large gash in the side of the forward portion
of the ship. Smashed boxes litter the floor and the air is a
little foul. A door is opposite the hole in the ship.

There is a small tin can in a far corner of the room under
some smashed boxes. The tircontains 27gp and a silver
ring (40gp value).






