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This product is a Dungeons & Dragons 3.5 
adventure module offered as free bonus 
content for a Cartographers’ Guild September 
2008 Challenge Entry - the Archean League, 
created by Michael K. Tumey, aka “GP”  or 
“Gamerprinter” on the CG forums.

The purpose is to provide added enjoyment to 
help bring to life, challenge entry map, whose 
style and evocative nature, compelled the 
creator to add this additional material.

Wizards of the Coast OGL 2008 license 
applies, though this is a free product created 
for personal use, not intended for distribution 
in public or private.

 

This adventure module was designed for 3 to 
5 players, levels 6 through 8 of mixed classes 
set in a late medieval fantasy world. The 
module requires D&D 3.5 PHB, DMG, MM, as 
well as Adamant Entertainment’s Corsair: D20 
Compendium of Ships, as this module uses 
shipboard actions not included in the D&D 
core rules.

Note, if you have alternative RPG sea combat 
and movement rules, you are free to utilize 
them, instead of Corsair rules. A basic 
description of intended movements for 
combat scenarios will help guide DMs using 
this adventure for play.

PC party members should include spellcasters 
such as a wizard or sorceror, as well as priest, 
though alternative classes like bards and 
paladins may fill the roles as well. A balanced 
party of fighter, rogue, priest, and spellcaster 
is ideal for this adventure. Some PCs should 
possess sailor skills and or feats, as this 
adventure is centered activities aboard a 
sailing ship.

For ship’s weapons, this fantasy adventure 
uses ballistae instead of cannon, however, 
optional rules for appropriate sized 
gunpowder weapons have been provided for 
use in an “Age of Pirates” setting.

This adventure can fit multiple world settings.

The adventure party is currently residing in 
the port town of Baronton, a member town of 
the Archean Trade League of northwestern 
Cambre. The region is remote from the rest of 
the known world by thousands of miles of 
wilderness coastline - home to ogre, orc and 
goblin tribes, wild men, giants and dragons. It 
is the midway point along the Great Northern 
Sea Route between the orient and the west.

After several months occupied on excursions 
into the surrounding wilderness for various 
merchant and arcane houses, land-locked 
sources of income are becoming bleak. The 
adventure party realizes that there’s more 
gold at sea, so their going to need a boat.

Pooling their assets, they find the total just 
short for a downpayment on a small coastal 
vessel, with some negotiations they acquire a 
perfect ship for the parties needs.

Soon after the ship set’s sail into the Archean 
Strait, does the party discover the ship’s 
secret agenda.

After a successful early life as an anti-pirate 
boat for the first Archean navy, a tragic 
murder of its crew and abandonment of the 
craft from ruthless pirates the legendary ship, 
the Devil’s Daughter went mad and cursed 
herself to forever seek the blood of captured 
pirates and has become a vampiric ship.

The signed purchase contract has a geas 
placed on the signers to not abandon the ship 
under any circumstances - they must keep it, 
sell it, or destroy it, they can’t leave it.

Because the ship has a weekly diet of 10 
levels of live energy, preferable from pirates 
captured in boarding attempts, the crew must 
feed the ship, or face a bloody death of their 
own. This is one of the most feared and hated 
ships by the pirates of the Archean Straits.

Utilizing the special weakness of this ship is 
the only way the party can truly rid 
themselves of this accursed ship, though they 
will have to discover this secret based on 
clues provided as a final resolution to this 
adventure and the survival of the party.

D&D 3.5 Adventure Storyline for DM...
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Archean Trade League, NW continent of Cambre
The above map is the region this adventure 
takes place. Near the center on the mainland 
is the port town of Baronton, the location at 
the start of the adventure.

To the left is a closeup of the Baronton area.

The map on the following page is the setting 
at the beginning of the adventure, the Wharf 
District, along the Fisherman’s Wharf.

The party should be walking on the docks and 
coing around the corner from the building to 
the southeast corner of this map.
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Fisherman’s Wharf
Baronton, Archean League

Merling’s
Rest
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Of all the bustling port towns of the Archean 
League, Baronton is by far the largest and 
busiest. On any given day 500 or more sailing 
vessels of every class lay in the Baron’s Flood, 
as its bay is called - From 25 ton fishing 
luggers to 100 ton brigatine merchantman, 
sometimes larger. It is truly a buyer’s market.

Anyone with any real sense soon realizes that 
occupations on land offer less opportunities 
than those at sea. After several months of 
adventuring, employment and gambling, the 
adventuring party discover their pooled assets 
could be enough to make a down payment on 
a small sailing vessel (1500 gp).

Because there is no better ship marketplace 
than that of Baronton’s wharf, the party 
begins making quiet inquiries along the docks.

      Roll D6, on a 1, make contact with
      a rogue gang scout who leads party
      to a quiet alley between warehouses
      where they are ambushed by 5 thugs
      and their guide.
      [Warriors 3rd with saps x 5, Warrior
      5 Gang Leader with whip.]

All other inquiries direct party to a tavern on 
Fisherman’s Wharf, called the Merling’s Rest.

The Merling’s Rest is the most popular tavern 
and inn within the walls of Baronton. Sitting 
prominently on Fisherman’s Wharf there is 
always a crowd within and without. Although 
popular with all seafarers and visitors, ship’s 
captains, and agents are known to make this 
tavern there office while at port.

Noteably, all tables are enclosed on 3 sides by 
high wooden walls giving unusual privacy for 
each party despite the crowd in the room. 
Tables open to others are staggered and the 
crowd noise minimizes the chance of listening 
from across the aisle.

Western and oriental merchants, sea captains 
and recently paid crewmen, newly seafaring 
passengers going abroad and mercantile 
agents angling for a deal - more affairs of 
commerce go on here than the League Trade 
Council Hall, and that’s no lie! Gaily dressed 
serving wenches and fleet footed runners 
keep the flow streaming of food and drink, the 
Merling’s Rest is a harmony in chaos and a 
successful one at that.

An inquiry at the bar or to any one of the 
employees can arrange meetings with ship’s 
agents licensed to sell chartered vessels. The 
house earns a small commission doing so.

Baronton's Wharf The Merling's Rest
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Unexpectedly the first ship’s agent to arrive at 
the party’s table at the Merling’s Rest is a 
smartly dressed gnome with frosty blue hair, 
mustache and goatee. He introduces himself 
as Daef Glimmerstone, a league licensed 
agent, one of five agents in town, and the 
only one who gives a fair deal, says he.

“Vessels can be purchased on a 10 year 
contract,” says the Gnome agent, “with a 10% 
down payment, up front required. Contracts 
are at a 20% markup of purchase price, late 
fees will increase all monthly payments in 
increments of 10% of total price for each 
incident, no exceptions, don’t be late!”

He first offers a brigatine, the Flying Daphne, 
a 100 ton, well armed vessel with a crew of 
120 sailors, currently only half crewed. Price 
is 40,800 gp, (haggled down to 38,000 gp.)

Next he offers a fully crewed, sloop, the Gale 
Dancer, 80 tons and 18 guns, he won’t take 
less than 32,100 gp.

Of course both vessels are too rich for the 
adventuring party, not to mention keeping 
crews that size with their own incomes make 
these simply out of the question.

Daef will not take kindly to having to deal with 
“ship buyers on boat budgets!” and promptly 
tells them so.

      Unknown to the adventuring party,
      Daef Glimmerstone is the regional
      boss of the Gnomic Sydicate, the
      racial thieves guild that permeates
      Gnome culture, all gnomes are
      members, exploitation of everyone
      is their goal. The PCs are essentially
      placed on a Syndicate watch list.
      [Daef Glimmerstone, Rogue/Wizard
      8/5, Neutral AC:18, HP:60, +2 darts]

Daef will send his own agents in pursuit of the 
adventuring party to befriend and join them, 
if necessary, all in the pay of the Syndicate. 
To which their loyalties are absolute with 
threats to their families, if they expose the 
Gnomic secrets.

After two more “meetings” with licensed ship’s 
agents - offering overpriced retired warships 
or unarmed luggers and yawls only, from the 
fishing fleet, it seemed like nothing fit their 
needs and their budget.

As the party drains their cups and gathers 
their belongings to head out the door, a small 
elderly man stops the party, “Please,” he says, 
“a moment of your time,” then quietly, “I am 
not a licensed agent, but I have a ship for sale 
that may meet your requirements.”

The old man, calls himself Edgard the Elder, 
the ship is a 40 ton coastal bilander with 12 
guns, and crew of 8, the Devil’s Daughter. She 
was once a naval patrolboat for the first 
Archean navy, then retired as a fast armed 
merchantman. It has space for 7 passengers.

“It was my brother’s ship, he run it up and 
down the Archean for nigh on twenty years, 
but was killed last year in a drowning.” tells 
Edgard, “I don’t have the legs for it, I can’t 
manage it alone, I’ve got to sell.”

“The list price is 18,200 gp, but - and I don’t 
want to seem like a high pressure salesman, if 
you don’t buy, I am selling it to the scrappers. 
I need the money now. If you pay me 1820 
gp right now, I’ll sell you my boat on a 10 
year contract, no interest, for 12,000 gp - 
we’d still need an agent to notarize it...what 
say ye?”

Edgard offers a tour of the ship and meeting 
with the crew and captain, with a look at the 
cargo and manifest. There are 12 ballistae, 6 
per broadside, but no fore nor aft guns. “My 
brother claimed it was the most agile craft he 
had ever helmed in 40 years and it seemed to 
have its own survival instinct.”

If asked about the name, “The Devil’s 
Daughter? That’s because it was a warship at 
the start of its career, all warships have wild 
names like that.”

If asked about the 1820 gp down payment, he 
replies, “Its captain and crew back pay, and 
portage fees -- I’m not makin’ money here!”

Daef Glimmerstone

Edgard the Elder
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The Devil’s Daughter
Bilander
Small Coastal Ship

Draft: 1.5 fathoms
Structural Points: 2D6 (8 sp)
Hardness: 5
Maneuverability: +1/+3 (+1 size +2 feat)
Speed: 120’ / 12 knots
Turn Rate: 4
AC: 11/13/15 (+1 size +2 feat, +4 vs ship)
Wpns Fore: None
Wpns Aft: None
Wpns Broadside: Small Ballistae/Culverin x 6
Damage: Small Ballistae 2D4  / Culverin 2D4
Special Qualities: feats & special - see below
Crew: 8
Passengers: 7 (3 marines)
Cargo: 40 tons

A bilander is a small two masted merchant 
vessel, often used to ferry cargo in coastal 
waters, rivers near their mouths and inland 
canals. This is an ideal craft to ply the 
Archean Straits and to all member ports. It is 
not made for the high seas and incapable of 
handling storms at sea.

The Devil’s Daughter has had a long history 
with anti-pirate activity, as it had been 
commissioned for pirate patrol operations in 
the Archean Straits by the first Archean Navy 
a little over a century ago. Its legendary crew 
and captain at the time made a legendary 
ship out of her. She aquired 3 feats as 4th 
level legendary ship: wave dancer (Man. +2), 
evasive action (+2 AC vs. specific ship), 
improved evasive action (+2 AC vs. all ships)

After her decommission from naval service 
she was sold into the merchant service, 
where her first crew and captain, were 
captured and murdered by a vengeful pirate 
band, left to rot on the bloody decks. The 
ship was not taken as a prize, rather set 
adrift into a coming storm. The pirates of 
Cormaer did not wish to see the Devil’s 
Daughter in their waters again.

This murderous act drove the ship mad. The 
blood soaked into the deck giving it a dark 
life of its own and the ship became aware.

The ship has been given the vampire monster 
template (modified) and considered chaotic 
evil in alignment.

Rather than vampiric improvements to AC or 
speed, or defenses against non-magical 
weapons, the ship regenerates 1D4 structure 
points per turn, thus almost immune to 
sinking or other dire circumstance. This 
includes fire damage, though fire must be 
extinguished for regeneration to take place.

The ship is aware enough not to allow an 
incompetant or deliberate acting helmsman 
to drive it into reefs, shoals or shoreline. It 
will not allow lawful good priests nor paladins 
aboard her decks, as if within a protection 
from “lawful good” ward, at all times.

The ship will try to enchant the captain, crew 
and passengers aboard her. If successful, it 
will prevent them from causing damage or 
destruction, or have the desire to leave the 
crew or passage. They can leave ship while in 
port, but are all compelled to return, as if 
under Geas spell.

The vampiric ship must “feed” by consuming 
the blood and bodies of 10 HD of life energy 
each week. It prefers pirates, bucaneers, 
corsairs, privateers and all who prey on other 
ships at sea. If no preferred food available, it 
will consume passengers then crew until 
sated. All ship surfaces surrounding the 
chosen victim become toothy maws and 
begin to eat its victim as they scream in 
agony for all aboard to hear.

It has the power to give itself the appearance 
as the most obvious target for pirate assault 
by any passing vessel that would do such a 
thing. It hides its true appearance, as it has a 
reputation among pirates. Its desires pursuit 
and boarding attempts.

The ship’s favorite tactic is to draw a pirate 
vessel in to board it. Once 4 boarders make it 
onto her deck, she initiates Mist-Form. The 
crew and boarders are alone to fight, while 
those who hadn’t boarded yet, nothing but 
mist lies before them.

Weapon options based on GMs setting.
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Aside from the captain, the two other officers 
of the crew include the First Mate, who is also 
the Quartermaster, and the Ship’s Doctor, who 
is also the ship’s cook. The remaining five 
crew members are veteran seaman. Because 
the crew is small, everyone works the guns in 
a fight, changing sails, and driving the helm.

First Mate/Quartermaster
Fighter (Sailor) 5th LN

Ship’s Doctor/Cook
Fighter (Sailor) 4th N

Crew members 1st - 3rd, LN, Fighter (sailors)
All have feats in seamanship, and gunnery, 
skills of rope-use, climbing, carpentry, more.

3 Veteran Marines: Fighter 3rd LN

Crew members are men of Baronton and 
Fennish, though the Captain hails from the 
Isle of Gale Tor, formerly an officer in the 
Archean Navy, now serving in the Merchant 
Marine Service.

Ship’s Cpatain
Fighter (sailor) 7th, Lawful Neutral
Str14 Dex16 Con15 Int14 Wis13 Chr17
HP:54 AC:13 Ref:3  Fort: 1  Will: 1

Weapons: 2 each single shot flintlock pistols, 
Cutlass, Daggar.

Feats: seamanship, naval weapons, gunnery
Skills: Sailor, Ropework, Spot, Leadership

Although Captain Giles Epperson is an 
accomplished naval officer, his service aboard 
the Devil’s Daughter has left him mostly 
apathetic. 

Though enchanted, like his crew his apathetic 
attitude gives him enough liberties to record 
all actual events on ship in the ship’s log 
accurately. Leaving to clues for a revelation.

Captain Giles Epperson

The Crew
As per Corsair rules, the following is the Crew 
Roster as required to man a ship - used in 
combat, especially boarding actions, and 
group actions like changing sails, etc.

Ship: The Devil’s Daughter
Class: Fighter/Sailor
Lovel: 5
AC: 12
Fort: 3  Refl: 1  Will: 1
Seamanship: 5
Feats:

Crew Quality: Veteran (good)
Attacks: Cutlass, Belaying Pin, Flintlock Pistol, 
Flintlock Musket.
Damage:

Crew Wounds: 22

The Crew Roster
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Once both parties have agreed upon the final 
price, and how the party is expected to pay 
the difference from their pooled assets and 
the 1820 gp down payment requirement, the 
contract is drawn up.

The next morning a licensed ship’s agent will 
officially notarize the contract and the party 
will be delivered the contract for their safe 
keeping. The Devil’s Daughter is now the 
property of the adventuring party.

Captain Epperson lets the party know that the 
vessel is ship-shape, all supplies, and cargo 
has been checked and accounted for. All crew 
members are aboard and they are ready to 
set sail. The cargo on board are destined for 
the docks of Innsport in the Archean Straits. 
What are their orders?

Before 12 bells, the ship is underway in a 
headwind moving westward out of the Baron’s 
Flood and along the marshy coastline of the 
Fecid Salt Marsh. Two hours later, the ship 
passes the lighthouse and the port of Faraday.

After another hour the ship is just passing 
Heron’s Point, when a vessel is spotted 
eastward on the horizon. Captain Epperson 
raises all the sails and attempts to speed 
ahead hopefully reaching Brandy Bay, before 
encountering the ship.

No such luck. The vessel almost at gunnery 
range is determined to be a Schooner under a 
pirate flag of skull and crossbones.

Using 1 inch miniature ships and gridded open 
water use the Corsair ship’s movement rules 
and begin tracking the pirate attack on the 
Devil’s Daughter.

Although it is possible for the shp to both out-
speed and out maneuvar the oncoming 
pirates, the ship desires a confrontation and 
boarding attempt by the pirate crew.

Any shots by the enemy vessel will find a ship 
maneuvaring with evasive action to avoid 
taking fire, even if a party member is at helm.

When enemy boarding attempt succeeds, the 

The ship performs its Special Attack/Defense: 
Mist-Form. The ship does not desire the crew 
to be overcome by boarding pirates, thus it 
waits until 3 to 4 pirates successfully board 
the vessel before going into Mist Form.

This tactic is designed to entrap the boarded 
pirates, while becoming an insubstantial mist 
to those boarders who failed to reach the 
deck.

Rather than turning into mist themselves, 
those on board exist in a heavily misted 
pocket extra-dimensional plane for 1 to 3 
rounds, before doing a short range teleport to 
just beyond view on the horizon from the ship 
attempting to board it.

The boarding pirates only see themselves on a 
heavily misted deck, the crew is invisible to 
them. On the other hand, the crew also on a 
heavily misted deck can see themselves and 
the boarding pirates. Thus they can easily 
subdue the “blinded” pirates on deck.
The ship’s tactic requires the crew to secure 
the pirates in the brig below deck - manacles 
and chains in the main cargo hold.

When it becomes nightfall, the ship feeds. All 
surfaces surrounding the incarcerated pirates 
become toothy maws and literally consume 
the pirates into the ship itself.

The ship must consume 10 life levels of pirate 
each week in order to survive.

The adventure party may contest with the 
holding of the pirates, but the captain and 
crew will insist (until such time as the ship 
properly indoctrinates the party through 
enchantment.)

After this attack is complete, the ship will 
attempt to charm the party to comply with its 
requirements - which was just performed.

Those who succeed in a save against the 
charm effects are horrified with the final 
results of the pirate capture and will surely 
wish to reconsider the ship they just 
purchasesd.

All Sales are Final
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In order to enable the ship’s movement and 
attack rules from Corsair, the enemy ship’s 
stats and crew information is required.

The Scarlet Harlot (Freebooter Ship)
Schooner (medium sized merchantmen)

Draft: 1.5 fathoms
Structure Dice 4D8 (18 SP)
Hardness: 5
Maneuvarability Class: -2 (merchantman -2)
Speed: 120 feet, 12 knots
Turn Rate: 4
AC: 8 (merchantman -2)
Wpn Fore: 2 demi-culverins/heavy crossbows
Wpn Aft: 2 demi-culverin/heavy crossbows
Wpn Broadside: Culverin/Ballistae x 10
Wpn Damage: Demi Culverin 1D4, crossbows: 
no structure points only normal damage, 
Culverin 2D4, Ballistae 2D4
Special Qualities: None
Crew: 50 Passengers: 20
Tons: 100

The Scarlet Harlot
Ship: The Scarlet Harlot Class: Fighter/Rogue
Level: 5
Crew Size: 106
Levels 410
AC: 12
Saves: Fort:3 Refl: 1 Will: 1
Seamanship: 10
Feats: Gunnery, Boarding Attack

Wind speed and bearing is required for Corsair 
rules of ship movement, chase, shooting and 
boarding.

Since the lead ship, the Devil’s Daughter is 
traveling SSW, this is the top of the 32 point 
compass.

The wind is blowing at 37 knots, with a 
bearing of 6 points of aft of lead ship.

There are no major currents that will affect 
these ships in engagement.

Crew Roster
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Because the ship will reach Innsport before 
nightfall, non-enchanted party members may 
demand the pirates be taken to authorities in 
the halfling port town. The Captain and crew 
will insist, that pirates stand ship’s justice 
after nightfall, the Captain has rights afterall.

The party enchanted or not will be allowed 
along with members of the crew to visit the 
Inn at Innsport. A mercantile agent can be 
expected to speak with recently arrived ships 
to sell/purchase goods for trade.

If any non-enchanted party member reveals 
the day’s events and the actions of the ship to 
anyone in the inn, not of the crew. The locals 
will not be impressed and slightly unnerved by 
these words.

A sorceress will overhear this and reveal her 
suspicions once she learns the name of their 
recently purchased vessel. She will reveal the 
following information.

1. The Devil’s Daughter is more than a cursed 
ship, she is a vampiric ship, and the only such 
entity known to exist.

2. That ship is known and hated by all pirate 
kind, sailing in the Straits is askng for attack.

3. As a vampire, normal means will not 
destroy the ship, such as fire or running a 
ground onto shoals or reefs.

4. As a vampire, the ship must have some 
extraordinary weakness. The party will have 
to search the ship, captain’s quarters and log 
to discover what this may be.

5. A high level good priest may be necessary 
to try to bless and/or exorcise the ship.

6. Unless the party successfully destroys the 
ship, their sentence as its keepers may surely 
drive them mad and to evil ends.

7. There may be a way to exorcise the 
vampire from the ship, while not destroying it.

8. They party has the options to destroy the 
ship, try to exorcise the vampireness from the 
ship, or sell it, they cannot abandon it or jump 
ship, the contract is binding and final

Revealed in the Ship’s Log, found in the desk 
in the Captain’s Quarters on the gun deck of 
the Devil’s Daughter...

On the 19th day of the Broken Door (5th 
month), 948 C.R., at 6 bells, the Scarlet 
Harlot freebooter ship spotted and began 
a chase upon us. A poorly aimed ballistae 
shot found itself near the top spar of the 
Mizzen Mast, then turned and fell unto 
the deck at the waists. As if from a 
dream, I and the crew found our wits and 
realized our endless curse as keepers of 
a vampire ship. Immediately our 
thoughts turned to how to destroy this 
menace of a ship. However the bolt, 
imbedded into the deck also entangled 
itself into the yards of the Mizzen. Trying 
to unentangle the yards, caused the bolt 
to lift from the deck... we set sail in 
search of pirates to hunt...
 
The Devil’s Daughter has an extra-ordinary 
weakness - piercing its deck with a wooden 
stake-like weapon; a balistae bolt or harpoon 
for example quality. The harpoon or bolt must 
have been delivered by an enemy ship. PCs 
cannot simply drive a harpoon into the deck, 
by throwing it themselves. It must be 
successfully hit by enemy fire.

Piercing the deck of the ship with a stake-like 
weapon has the same effect as a humanoid 
vampire, it paralyzes it and prevents it from 
enabling any of its special powers (it cannot 
regenerate while so pierced.)

In order to successfully rid themselves of the 
accursed Devil’s Daughter, the party must first 
find a pirate vessel to spot it, sending bolts or 
harpoons towards its deck. Trying to force the 
ship into rocks or shoals while being fired 
upon may cause the ship to reveal its deck by 
trying to veer away from the obstruction.

Trying to get hit by a gunnery weapon and not 
get killed in the attempt is a challenge. If the 
lodged weapon does not affect ship’s movement 
while remaining pierced in the deck, the party 
have multiple options in how to dispose of 
their problem. Destroy the ship, or find a high 
level priest to properly exorcise it.

Clues Aboard Ship
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