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Jade Regent Session Summary 11/27/2011 

Attendance 

 Ernest is happy on two counts.  First, he no longer feels incredibly wretched 

thanks to a day of rest and lots of drugs.  Second, he just finished watching a very strange 

anime series featuring immortal S&M women inhabited by mutant Fruits of Yggdrasil.  

Paul suggests that the series might have been produced by the Animex studio – Anime 

from Mexico!  Chris does his best to avoid commenting too much on the subject.  Bruce 

satisfies himself by just recording the name of the series (Rin: The Daughters of 

Mnemosyne) for subsequent obsessive-compulsive viewing. 

 Patrick shows up later.  He notes the large number of canned vegetables Chris is 

stockpiling in his kitchen and asks after them.  Chris reassures him that all of the food 

was free.  Patrick mumbles something about no longer needing to subsist upon cat food. 

 Matt observes that while being a Boreal sorcerer is generally a really good deal, it 

depends upon having access to a lot of cold-descriptor spells.  Of which, tragically, there 

are not very many.  He mourns the uncreative nature of the Borealic sorcerous 

community. 

 Tim sends along email with his regrets: he will not be attending, owing to various 

family obligations. 

Character Player Description Level 

Harwynian Fallingleaf Bruce Elegant Elven Transmuter 1 

Yoshihiro Kaijitsu Ernest Tian Reckless Mounted Archer-Knight 1 

Jacob Frostfang  Matt Ale-Loving Kellid Party Sorcerer* 1 

V’lk Chris Mute Feral Elf Stabber 1 

Gobo Samarillian Patrick Blind Gnomish Fortuneteller 1 

Bjorn the Unlucky Tim Ulfen Woodsman 1 

*Kellids = Powerful barbarians from the Frozen North 

Walking-Around Money 

 As the group rests outside the rat-infested swamp shack that nearly killed them 

last session, Yoshihiro Kaijitsu distributes out some of the loot accumulated so far.  He 

hands each character (Bjorn, this means you too) 20 gold in walking-around money.  
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Harwynian Fallingleaf takes the masterwork steel dagger.  Gobo Samarillian takes all of 

the CL7 divine scrolls.  V’lk takes Chief Gutwad’s small masterwork composite longbow 

(which actually turns into a masterwork composite shortbow in his hands) and the five 

+1 Animal Bane arrows.  Two of the tindertwigs were used to light up fireworks; 

Yoshihiro confiscates the last on the grounds that he doesn’t want the others to have any 

further access to fire. 

 Each character takes one of the six masterwork shuriken.  The characters decide 

that they will use the shuriken as talismans for their group. 

Camping in the Swamp 

 The characters determine that the shack has a brick stove inside, and didn’t 

previously produce a swarm of dire rats.  It is damp and moldy, but better than the 

outdoors.  V’lk sets the shed (which did produce dire rats) on fire and then walks towards 

the shack with his burning brand.  He seems disappointed when the others stop him.  

Yoshihiro isn’t too upset about the shed: he reasons that the flames will keep the animals 

away. 

 V’lk sleeps outside in a tree.  He sleeps extremely well. 

 The others sleep in the shack.  They all have horrible nightmares, but suffer no 

other ill effects.  Except, of course, for Bjorn the Unlucky, who catches swamp fever and 

is unable to adventure for a little while. 

The Ancient Shipwreck 

 The next morning the characters take off into the swamp again.  They travel and 

they travel, and they meet a dragon.  And it goes “Raaaurgh!” 

 More seriously, they follow the trail until they find what turn out to be the moss-

covered ribs of a ship.  It is clear that the wreck happened quite a while ago: it only 

barely stands out of the gnarled swamp.  It is on its side, split down the middle, and half-

collapsed into the swamps. 

 Yoshihiro finds a verdigris-encrusted nameplate, so corroded it must be cleaned to 

be legible.  But as he picks it up several skeletons clad in Tian-style armor rise from the 

muck.  Harwynian finds himself surrounded by skeletons, so he casts Expeditious Retreat 
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and hides behind V’lk.  The others compare his performance to the classic antics of 

Scooby Doo. 

 Yoshihiro readies his glaive and wades in among them, slashing and cutting.  One 

of them manages to deliver a ferocious cut to him.  Gobo faces down another skeleton; 

the creature swings and breaks its blade against his stout armor.  He responds by putting 

on his cloak of many stars. 

 Harwynian casts Enlarge Person upon Jacob Frostfang.  One skeleton answers 

the threat by laying into Jacob with blade and claw, swiftly downing him. 

 V’lk brings his longsword cleanly through a skeleton’s ribcage, shattering it.  

Gobo dodges underneath a skeleton’s claw to cast a healing spell upon Jacob, bringing 

him back around.  Jacob engages the skeleton that was attacking Gobo, causing it to 

break an arm on him. 

 Yoshihiro blocks a skeleton’s attack with his glaive staff, breaking its rusted 

blade.  He drops his glaive, draws and slashes with his sword all in one smooth motion.  

The skeleton is cut in two and collapses.  Meanwhile, his warhorse Akumu shatters the 

skeleton that was facing Jacob and Harwynian. 

 Jacob steps back up to crush the final skeleton. 

 V’lk piles the skeletons’ bones and gear into a relatively dry location for burning.  

Lighting a fire proves to be quite challenging in the marshy environment. 

The Mysterious Nameplate 

 Yoshihiro shows the corroded nameplate to the others.  He explains that when he 

picked it up the skeletons attacked.  Harwynian uses a combination of Prestidigitation 

and Mending to restore it to legibility.  The nameplate reads Kaijitsu’s Blossom.  

Apparently the Kaijitsu family has had repeated bad experiences with the Sandpoint 

coast.  Yoshihiro doesn’t know anything about either ship: his father was one of the 

founders of Sandpoint, and was a glassmaker from Magnimar.  He doesn’t have any 

personal memories of family trading fleets. 

 Harwynian bores the other characters practically to desperation with his theories 

on where the two ships might have come from.  The others just make their way over to 
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the cave marked on the maps they’ve found: they deduce that the treasures from one or 

both of the ships might have been moved to the cavern. 

The Dark Nettle Caves 

 

 The cave on the map lies at the base of a fifty-foot cliff that separates the 

tablelands from the marshes.  A curtain of thick nettle vines covers the mouth of the cave.  

The characters carefully proceed inside, bearing torches made by V’lk.  They get about 

thirty feet inside, at which point V’lk notices a giant spider eating a giant lizard up on the 

ceiling.  He allows Yoshihiro to enter the chamber, only then pointing to the creature. 

 A brief conflict ensues, during which time Yoshihiro takes a poisonous bite that 

costs him 3 STR damage.  V’lk first manages to kill the creature (aided by a Magic 

Weapon spell from Harwynian), then proceeds to harvest the spider’s venom sacs (DC 14 

injury poison) and legs (good to eat!). 

 Harwynian grumbles, “If it is prepared properly, I can eat that.” 

 V’lk pantomimes, “That’s what she said!” and collapses on the floor laughing.  

Yoshihiro isn’t sure why the joke was so funny. 
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The Crystal Chamber 

 There is another passageway off the spider chamber.  The characters follow it to a 

T-junction and then take one arm to reach a small chamber filled with water.  A small 

island (more of a lump) in the center of the pool is dominated by a cluster of bright 

crystals.   

 Harwynian suggests, “I have Mage Hand.  Let me move a couple of rocks over to 

the crystal island and see if anything lives in the water.”  Jacob Frostfang and V’lk ignore 

him.  Jacob splashes through while V’lk leaps across.  It turns out that something does 

live in the water: a shapeless mass of slimy protoplasm that slams into Jacob and tries to 

envelop and dissolve him. 

 Harwynian tries firing a telekinetic fist at the amoeba, but it evades him in the 

water.  V’lk grabs at Jacob and pulls him out of the water.  The amoebic blob comes out 

with him.  The thing is about the size of a Halfling, and plainly trying to dissolve him. 

 Jacob struggles and frees himself from the creature.  Then the characters unleash a 

swarm of poorly-aimed attacks (“hit it in its mitochondria!”) that eventually lead to its 

death. 

 With the amoebic threat dealt with and Jacob and V’lk both standing on the 

island, the next step is to examine the crystals.  Detect Magic does not reveal anything 

interesting about them.  They don’t look like they should be too valuable, but Jacob 

resolves that he will chip them all out.  V’lk cooperates for a few minutes, but the noise 

starts to really bother him so he moves back down the passage to wait.  Once they’re all 

chipped out of the rock, Harwynian estimates that they are worth perhaps 20 gold: 

• Colorful crystals worth 20 gold 

Gobo points out that all of the casters are out of spells, and Jacob is still pretty badly 

wounded.  He urges caution, but both Yoshihiro and Jacob forge on ahead anyway. 

The Half-Submerged Cavern 

 The passage narrows down enough that the characters are forced to side-crawl 

through on hands and knees.  Harwynian is utterly miserable: he is getting covered in 

cave gunk and slime.  The passage opens up to a larger cavern half submerged.  Six 
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human skeletons lie upon the floor, some of them underneath the water.  All are equipped 

with Tian-style equipment. 

 Jacob steps over to one skeleton and crushes its skull.  The other five all spring to 

life.  V’lk takes a vicious hit that downs him.  Jacob casts Shield to complement his Mage 

Armor and evades their strikes very nicely.  Harwynian manages to hit one with his 

telekinetic fist and crushes its skull into dust; he celebrates his minor victory. 

 Gobo pulls out one of his high-CL Cure Light Wounds scrolls and casts it upon 

V’lk, instantly restoring him to full health.  Everyone cheers!  Then Jacob makes a strong 

hit against the last skeleton, destroying it. 

 Yoshihiro gives a hand to V’lk… one of the skeleton’s hands.  Such a jolly laugh! 

The Rest of the Caves 

 The watery portion of the cave (and a small beach beside it) stretches around to 

the other passage from the entry.  Gobo uses Dancing Lights to examine the water for 

either treasure or additional threats (more skeletons).  He sees nothing, but Jacob finds a 

set of engraved (and somewhat waterlogged) chopsticks.  They’re not in great condition, 

but could still be used.  Gobo and Harwynian compete to cast Mending upon them to 

restore their former condition.  As the only member of the group with the skill (and 

desire) to use them, Yoshihiro claims the chopsticks. 

 V’lk carries out the skeleton bones to dump on his fire.  He also picks up enough 

ashes from the first batch to paint himself white.  He gains a certain satisfaction from 

being covered with the ashes of dead men.  Then he wraps the spider legs in wet cloth, 

smears them with swamp spices, and cooks them over the fire.  Once they are done, 

Yoshihiro teaches Jacob how to eat them with chopsticks. 

The Final Cave 

 Rested and recovered, the characters return to the caves and proceed to the 

deepest chamber.  The chamber contains a chest marked with Tian ideographs.  A 

skeleton in armor sits upon the chest, a blade plunged into its own ribcage. 

 Yoshihiro introduces himself to the dead man as being of the Kaijitsu family.  It 

slowly rises up and issues him a wordless samurai challenge.  He faces it with his own 

blade at the ready.  As the two of them face each other, Harwynian casts Magic Weapon 
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upon Hiro’s sword.  Gobo heals the last of his wounds and casts a Bless on the group.  

The skeleton’s weapon is a wakizashi with incredibly beautiful design; though the blade 

is in suspiciously good condition, the hilt is loose and rotted. 

 The two warriors charge each other. The skeleton strikes first, slicing through 

Yoshihiro’s armor and staggering him with a single strike.  Yoshihiro responds with a 

dazzling display of swordplay that leaves the skeleton disarmed.  The creature answers by 

simply clawing at him, again wounding him desperately.  Yoshihiro expends Fate points 

to remain standing, even though his lifeblood is oozing out of his rent torso. 

 Yoshihiro responds to the skeleton’s vicious attacks with a desperate strike that 

hits true but only barely slows it.  The rest of the group decides that they’ve seen enough 

and rush to his aid. V’lk tumbles into position for a strike, but is unable to pierce the 

skeleton’s defenses.  Gobo reads another Cure Light Wounds scroll and Harwynian casts 

Protection from Evil on Yoshihiro.  But then the skeleton claws him and takes him down 

again, saving its second strike for V’lk. 

 Jacob steps over Yoshihiro’s supine body, allowing V’lk to flank the skeleton and 

deliver a very respectable strike with a borrowed morningstar.  Jacob’s own strike also 

hits it.  Harwynian piles on with another telekinetic fist.  And then Yoshihiro musters all 

his remaining resolve to rise up, blood-covered, from the ground and pry the skeleton 

apart. 

 Jacob confirms that the skeleton’s sword is magical.  The skeleton also has a 

necklace with a key that proves to unlock the chest. 

Tsutamu’s Seven Shrike Wakizashi 

 Analysis of the blade demonstrates that it is a +1 Wakizashi etched with images 

of seven shrikes perched on a coiling branch.  Once per day may be used to cast Shield 

Other on any creature touching the blade while it is wielded.  The hilt is loose, imposing 

a -2 penalty until it is fixed.  There is a hidden compartment in the hilt, containing a small 

scroll. 

 The scroll is written in Tian.  It is a letter from Rokuro Kaijitsu (Yoshihiro’s 

grandfather) to his son.  He indicates that he has many secrets, including that the Warding 

Box has been returned to the hidden third vault underneath Brinewall Castle.  The letter 
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was written some 24 years ago.  It seems like the messenger (Tsutamu) was traveling to 

Sandpoint to bear a message of Rokuro’s intention to reunite with his son, though he held 

many concerns about the unending commitment of his family’s enemies to seek them out. 

The Chest 

 The chest Tsutamu was protecting proves to contain a variety of interesting 

treasures, carefully placed into velvet-lined pockets. 

• 5 potions of Cure Light Wounds 

• 2 potions of Cure Moderate Wounds 

• 3 potions of Lesser Restoration 

• A Ring of Climbing 

• A Wand of Identify (18 charges) 

• A masterwork chain shirt 

• A masterwork cold iron wakizashi 

• 11 Desnan Candles (fireworks) 

• 4 Skyrockets (fireworks) 

• 3820 silver coins 

• 421 gold coins 

• Various pieces of fine jewelry worth upwards of 500 gold 

Yoshihiro and Harwynian immediately act to keep V’lk away from the fireworks, in spite 

of his obvious desire to possess them.  V’lk does get the Ring of Climbing and the 

masterwork chain shirt, though later he gives the shirt to Hiro.  Harwynian takes the 

Wand of Identify.  Each character takes one Cure Light Wounds potion.  Yoshihiro and 

Jacob carry the Cure Moderate Wounds potions; the others carry the Lesser Restoration 

Potions. 

 Yoshihiro, V’lk and Jacob each take one Desnan Candle.  Gobo and Harwynian 

each take four Desnan Candles.  These fireworks shoot a fire out once per round for four 

rounds.  Each flame inflicts one point of fire damage and one point of nonlethal damage.  

They have a range increment of five feet.  The attack is a ranged touch attack with a -4 

nonproficiency penalty.  A critical hit will also blind a target. 
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 V’lk, Jacob, Gobo and Harwynian each take one Skyrocket.  A Skyrocket inflicts 

2d6 damage in a 10’ burst with a DC 15 reflex save.  Anyone damaged by a Skyrocket 

will be blinded or deafened (50% chance of either). 

Messenger of Destiny 

 For finding the scroll from the past, the characters get the Messenger of Destiny 

badge (and one Fate point). 

 

V’lk’s Little Adventure 

 V’lk heads out in the night to collect his bone ash while the others are still resting.  

He finds a strange creature picking through his bone pile, selecting out the skulls.  It 

stands upright upon its doglike reverse-hinged legs and three-toed chicken feet.  Its jaw is 

side-hinged with strange toothy mouthparts.  He quickly determines that it is the Soggy 

River Monster. 

 V’lk quickly decides that even though it is stealing all of his skulls he will remain 

concealed so it doesn’t kill him.  It eventually lopes off into the darkness. 

 The others come along a few hours later.  V’lk isn’t really able to explain what he 

saw, but he is able to point out the tracks and persuade the others to help him follow it. 

The Soggy River Monster’s Lair 

 The trail leads to a ten-foot mound of mud, branches and logs.  It smells like 

carrion, so there is a good chance it contains more than just that.  There is large pile of 

animal bones heaped south of the mound, near the concealed, narrow opening.  Closer 
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examination of the mound picks out articles of shredded, bloodstained clothing built into 

the walls. 

 V’lk places his dagger between his teeth, draws his longsword, and prepares to 

enter the mound.  Gobo comments, “It’s been nice knowing you, V’lk.”  He sneaks 

inside.  He finds a mound of muddy spheres, each about eight inches across.  The 

creature is pushing its skulls into the walls of the mound, apparently as interior décor. 

 V’lk sneaks up to attack the creature.  Just as he closes with it, the creature scents 

him and turns.  V’lk dashes back outside, making gestures to the others to prepare for it 

to charge.  It turns out that the Soggy River Monster is faster than V’lk is, so the others 

also see it overrun him and bite him.  The bite doesn’t do much damage, but it does fill 

him with wrathful thoughts. 

 Yoshihiro challenges it, “Leave him alone, foul demon!”  Everyone gets a +1 

bonus to hit it.  Then he swings his longsword at it, like a Boss!  He hurts it very badly! 

 Gobo swings a morningstar in at the creature’s knees, breaking a kneecap.  

Harwynian casts Magic Weapon on Jacob’s blade.  Jacob swings.  The creature evades 

him, but isn’t fast enough to avoid V’lk’s strike.  It falls, leaving V’lk to slash the body to 

pieces (he is wrathful, after all).  He throws each body part far away, keeping the head 

and feet on Yoshihiro’s recommendation (to make collecting the reward easier). 

 Gobo investigates some of the muddy spheres.  He finds that they contain the 

heads of the monster’s victims.  The characters recognize some of the victims as folks 

who have disappeared from the area.  They package all eleven of them up to bring them 

back to Sandpoint so their relatives can know what happened. 

 Sadly, aside from decapitated heads there appears to be no actual treasure in the 

lair. 

Back to Sandpoint 

 The group heads back into town, with the hapless Bjorn atop Akumu. They stop 

briefly by Farmer Proudstump’s to tell him the Soggy River Monster has been 

exterminated. Yoshihiro is still confused about why the man seems to bristle at being 

called “Farmer,” as he thinks it sounds better than “shiftless swamp dweller.” 

 As they approach the Rusty Dragon, a batch of Sczarni punks loitering outside 

start talking smack about how the goblin parts should be handed over to them. V’lk goes 
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nuts and draws his sword; the rest of the party has to wrestle him inside the bar while the 

utes proclaim “He’s crazy, man!” 

 It goes only marginally better inside. Ameiko is playing the samisen for the 

patrons, but Jacob obnoxiously interrupts her. Hiro sighs and leads his horse and Gobo 

over first to Father Zanthus’ to drop off the sick Bjorn and then to Sheriff Hemlock’s to 

trade in the goblin ears and head for the bounty, and to deliver the duffel bag full of 

locals’ heads along with news of the end of the Soggy River Monster. The sheriff takes 

all this mostly in stride, chokes out something about “you done good” and then returns to 

his liquor. 

 Hiro and Gobo meet up with the others, who are headed to the Pixie’s Kitten, 

allegedly for baths. Everyone gets a bath, and then Hiro and Gobo stand out in the lobby 

for a while wondering where the heck everyone else is.  They finally give up and head off 

to dinner with Ameiko, where they share all the Kaijitsu family stuff they uncovered in 

their recent adventure. She says that this is all new to her, and that Brinewall is far to the 

north. She resolves to ask Sandru about it. We give her the red pearl-tipped hairpin and 

gold and ivory fan. Hiro and Gobo, since they showed up, get a Relationship Point with 

Ameiko.   

 Turns out Jacob hired both a boy and a girl to desport with all evening, and V’lk 

hired a girl for a handjob and then to read his favorite book, Gloom Bloody Hands 

Finishes the Murdered God, to him all evening. Harwynian, having gotten clean again, 

was pathologically unable to leave and potentially get dirty so paid for bath after bath. 

Pretty much all their previous money share is plowed into the coffers of the Pixie’s 

Kitten. 

 Before turning in, Hiro goes to his family shrine. He burns incense to honor his 

father’s spirit. The goblins who slew his father are long dead, but he hopes that 

eradicating the rest of the local tribes might bring his father peace. 

Convoy! 

 Ameiko talks to Sandru, a local Varisian caravan master, and they put together a 

plan. They want to take a caravan up to Brinewall. It’s north of Riddleport, and 

apparently everyone there died of some scourge in 4687, right after the letter in the hilt of 
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the seven shrike sword was sent. Apparently Shalelu the elven ranger and Koya the 

Varisian fortuneteller want to go as well. They have two drivers, Bovilek and Vancor. 

We all like this proposal and sign on.  

 They have scraped together 2000 gp to upgrade the caravan. We chip in the 500 

gp of jewelry from the chest in the Darknettle caves.  

 A long and complicated minigame of setting up the caravan ensues. We end up 

with two covered wagons, two supply wagons, and a fortuneteller wagon. Besides the 

aforementioned staff we employ a driver/wainwright, a cook/trader, a guard, another 

driver, and another cook. 

Sandru’s Caravan 

Wagons (people/cargo unit capacity) with crew (role) and load (cargo units) 

• Covered wagon (6/4) – preexisting 

o Sandru (driver/trader/wainwright) 

o Jacob (guard/trader) 

o Harwynian (guide) 

o Shalelu (scout) 

o Bjorn (scout) 

o V’lk (scout) 

o Stores (2) – 10 gp 

o Traps (2) – 1000 gp 

• Supply wagon (2/10) – preexisting 

o Bovilek (driver) 

o Gobo (guard/healer) 

o Repair materials (1) – 25 gp 

o Trade goods (1) – 10 gp 

o Stores (8) – 40 gp 

• Fortuneteller wagon (2/4) – preexisting 

o Vancor (driver) 

o Koya (fortuneteller) 

o Stores (4) – 20 gp 

• Covered wagon (6/4) – 500 gp 
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o Hireling 1 (driver/wainwright) – 20 gp/mo 

o Ameiko (entertainer/trader) 

o Hiro (guard/trader) 

o Akumu (guard) 

o Hireling 2 (cook/trader) – 20110 gp/mo 

o Hireling 3 (guard) – 100 gp/mo 

o Trade goods (4) – 40 gp 

• Supply wagon (2/10) – 300 gp 

o Hireling 4 (driver) – 10 gp/mo 

o Hireling 5 (cook) – 10 gp/mo 

o Repair materials (1) – 25 gp 

o Stores (9) – 45 gp 

• Total capacity: 18/18 people, 32/32 cargo 

The caravan is level 2. Upgrades plus first month salary for the additional hirelings 

runs 2085 gp, leaving 415 gp in the caravan war chest. We take the “Improved Damage” 

and “Enhanced Caravan” caravan feats, and get Offense 3, Defense 2, Mobility 2, Morale 

2. Which turns into Attack +14 (3 off + 5 guards + 6 heroes), AC 12 (2 def), Security +12 

(2  mob + 1 guide + 3 scouts + 6 heroes), Resolve +9 (2 mor + 1 entertainer + 6 heroes). 

Move 32, hp 110. Consumption 18 (18 people - 3 scouts + 7 wagons - 4 cooks). 

The End of the Session 

 Each character goes up to 2
nd

 level.  There is great rejoicing. 


