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AttendanceAttendanceAttendanceAttendance    

 Chris (Sindawe) observes, “It’s strange, but sometimes when I read the session 

summaries I find that the things I said end up coming out of someone else’s mouth.” 

 Bruce (Ox) defends himself, “Sometimes I just have no choice but to reassign 

words.  Or simply fabricate them entirely.  It’s more artistically true, and a lot easier 

when I simply wasn’t paying attention.” 

 Paul (Serpent) breaks into song, “Roland was a warrior, from the land of the 

Midnight Sun!  With a Thompson gun for hire, where there’s fighting to be done…” 

He seems confused, as if he was no longer in control of his own fate. 

 Ernest acts against character and quietly shuffles his papers.  He’s had enough 

stress in his life over the holidays and doesn’t need to draw unnecessary attention.  

Besides, the new medication is damping down the rest of his personality along with 

the Tourette’s. 

 Amber cries piteously from the top of her tower, hoping very much that 

someone will give her more of the addictive treats. 

 Patrick (Wogan) walks in just in time to hear people speaking to the virtues of 

Bruce’s droneomatic.com website.  Apparently the constant droning serves to reduce 

inappropriate carnal urges and joie de vivre. 

 

Player Character Class / Level Comments 

Bruce Melako “Ox” Chaalu Barbarian 2 Formerly-enslaved ship 

crew from Rahadoum 

Kevin Tommy “Blacktoes” 

Burrowbank 

Rogue 2 Riddleport halfling 

Paul “Serpent” Ref Jorenson Druid 1 

Ranger 1 

Northerner human with a 

southerner snake pet 

Chris Sindawe H’Kilata Narr Monk 2 Mwangi-Bonuwat 

(human) monk 
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Player Character Class / Level Comments 

Patrick Wogan Cleric 2 Human priest of Gozreh 

 

PartyPartyPartyParty----Crashing the BrotherhoodCrashing the BrotherhoodCrashing the BrotherhoodCrashing the Brotherhood    

 The characters open the session looking at the Brotherhood house, a cheap 

wooden structure with bricked-up windows.  They have their captive Enzo with 

them, along with the food package he was supposed to be delivering to his masters 

inside.  They have already extracted a key from him. 

 Before entering the house, the characters decide to gag and tie Enzo, and 

conceal him in a convenient pile of refuse.  Serpent drags him over to a nearby pile, 

then reports, “Can’t use this one – there’s already a body hidden here.”  The 

characters eventually find an unoccupied refuse pile. 

 

 The interior of the house is cramped, dark and ruined.  There were once some 

interior walls, but they have long since been destroyed (or simply decayed).  Sindawe 

ignites a sunrod and uses it to identify a trap door near the back of the house.  He 
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notes that the foundation of the place is clearly a lot more durable than the rest of the 

structure. 

 The characters pull up the trap door by the convenient attached ring and step 

down into a wine cellar.  The place seems old, but curiously free of dust and dirt.  

There are several casks in the room.  Wogan immediately works upon one that he feels 

is full while Serpent looks for secret passages.  Serpent is successful: he finds a catch 

that causes the front of a false cask to move aside, revealing a passage.  Wogan is 

disappointed: after a bit of hammering he manages to open a cask to discover… 

undrinkable sludge (also known as Natural Light). 

 Everyone else ignores Wogan and presses on into the passage, which swiftly 

becomes a stairway leading down, and then into a finished stone corridor. 

That’s aThat’s aThat’s aThat’s a Lot of Skeletons Lot of Skeletons Lot of Skeletons Lot of Skeletons    

 The characters turn a corner.  The corridor widens into a chamber with two 

doors leading from it.  Sindawe steps forward and vanishes… as he falls into a 

twenty-foot pit.  Thump! 

 

 Sindawe calls back up, “I’m not okay, but I think I can climb out.” 
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 Serpent calls down, “I’ll send the snake down for you!  It can wrap around 

your neck and haul you up!” 

 Sindawe replies, “That’s really okay, I’ll handle myself.” 

 At this point, the far door opens up and a sea of skeletons pours out.  They 

divide into three columns: one group engages Serpent, one group engages Ox and one 

group attacks Sindawe.  Uniquely, the skeletons attacking Sindawe fling themselves 

into the pit, a tactic that mostly proves fatal to the skeletons.  Sindawe listens to 

Serpent and Ox desperately chopping away at skeletons and twiddles his thumbs as 

ruined skeletons collapse around him.  He reflects that by cleverly placing himself in a 

pit he has accounted for more skeletons than either Serpent or Ox. 

 With the skeletons all destroyed, the characters make a search for valuables.  

They determine swiftly that the skeletons were all armed with broken scimitars and 

clad only in rotted black robes.  Ox observes, “Those robes seemed to do a remarkably 

good job of protecting those things.  Perhaps I should discard my chain armor in favor 

of one of those robes…” 

They Do Magic HereThey Do Magic HereThey Do Magic HereThey Do Magic Here    

 The characters try the other door in the room.  Beyond is a thirty-foot 

diameter octagonal chamber.  The walls are painted black.  The ceiling shimmers like 

night stars.  The center of the room is recessed.  There are a lot of ironmongery and 

various accessories (including a ritual table, some iron candelabra shaped like serpents 

and bronze incense burners) scattered around the edge.  The whole chamber radiates 

menace. 

 Serpent observes, “This whole place reeks of necromancy!” 

 Ox answers, “Really?  I thought that was actually mildew and rot…” 

 Serpent glares at the big desert native. 

 Sindawe notes that the candelabra and the incense burners are likely to be 

valuable.  Wogan comes up with a few small cases containing cubes of incense.  

Sindawe opens up his pack so the others can pile in valuable objects including: 

• Two silver serpent candelabra (50 gold each) 

• Two bronze incense burners (5 gold each) 

• Black candles 
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• Two small cases containing cubes of incense (30 gold) 

Serpent checks for magical auras.  He concludes that the central pit is slightly magical, 

but not in the good Las Vegas way.  It is actually tinged towards Conjuration, which 

surprises the characters who were betting for certain upon Necromancy.  With the 

portable valuables collected up, the characters forge onward. 

Dear God!  What Godforsaken Swamp Spawned These Things?Dear God!  What Godforsaken Swamp Spawned These Things?Dear God!  What Godforsaken Swamp Spawned These Things?Dear God!  What Godforsaken Swamp Spawned These Things?    

 Unfortunately, they don’t get far.  As they emerge from the door they are set 

upon by snake-like humanoids with spears.  Wogan breaks the surprise by blasting 

away with his blunderbuss, filling the room with acrid smoke and scoring a nearby 

wall with pockmarks. 

 Serpent exclaims, “Saluthra!  Crush them!”  He explains to the others that his 

snake is now named Saluthra, which in his language means “Awful Legless Crushing 

Thing.”  The others accept this explanation without comment as the snake grapples 

an unfortunate serpent-man. 

 The serpent-man demonstrates that he’s not out of the game yet by biting 

Saluthra.  Saluthra hisses in pain as the serpent-man’s venom courses through its veins.  

Ox responds by stabbing the creature, lightly wounding it.  Serpent follows up with a 

staff strike that only confuses the serpent-man. 

 The serpent-man facing Sindawe lashes out with its spear, striking him in the 

lung.  Sindawe gasps out, “Don’t fret!  Burble!  I’m fine!  Gurgle!  Really I am!  

Blurk!”  The others cannot help but notice that he is coughing up clinical volumes of 

blood.  The serpent-man follows up with another spear jab and a bite that leave 

Sindawe collapsed and unmoving. 

 Serpent-man venom continues to weaken Saluthra, making its grapple much 

less effective.  Serpent yowls like a frustrated jungle creature and cracks the grappled 

serpent-man on the head.  He is satisfied to see the thing lose teeth.  The serpent-

man responds by attacking Saluthra.  More venom reduces Saluthra to nothing more 

than a weakened mass. 

 Ox screams at the grappled serpent-man.  His boarding pike tears through its 

side, leaving it staggering.  Serpent follows up with a staff strike that fells the 

creature. 

 Wogan swiftly summons a riding dog to distract the remaining serpent-man, 

then casts Cure Light Wounds to rouse Sindawe to the point where he can drag himself 
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back from the serpent-man’s reach.  The creature lashes out at the suddenly-appeared 

dog in a feral manner, shattering its spine and tearing flesh from its face.  Acrid-

scented poison splashes across the poor animal’s head.  And then it vanishes back to its 

home plane.  Poof! 

 Serpent, eager to protect both Sindawe and Saluthra, moves forward to 

confront the surviving serpent-man. 

 Wogan casts another Cure Light Wounds upon Sindawe, bringing him back to 

his feet.  Always one for seeking out excitement, the monk moves back into the 

serpent-man’s reach.  Serpent curses, “That thing nearly killed you a second ago!  

Why are you back on the front line?”  The serpent-man seems to agree: it spears 

Sindawe again, sending him back to the ground. 

 Serpent’s frustration is palpable.  As Wogan moves in to heal Sindawe one 

more time, Serpent cracks the serpent-man in the ribs.  Sindawe gets up again.  The 

serpent-man gets the picture and moves over to spear Serpent instead.  Serpent 

staggers back but remains up.  Ox helps out by slashing through the creature’s neck 

with his boarding pike, spraying Serpent and Sindawe with snaky blood. 

 Wogan moves around to flank the serpent-man, creating an opening for 

Sindawe to land a solid punch.  The serpent-man seems unmoved, but Wogan feels a 

need to reassure the poisoned monk, “That was really good!  I could really hear scales 

crack just then!  You’re a winner because you try!”  Sindawe is not impressed. 

 The serpent-man is also not impressed: it bites and stabs Serpent, cutting him 

down.  Ox sees and opening and drives his boarding pike clean through the creature’s 

midsection.  It dies horribly. 

 While Wogan heals the horrifically maimed party members, Sindawe and Ox 

make certain that the serpent-men are completely dead.  After that, they creep back 

to the wine cellar and away.  They carefully close the wine cellar secret door and lock 

the house door back up.  Sindawe explains, “Maybe the Brotherhood are retards and 

won’t realize that anything happened.” 

 Serpent gasps, “They might think that the skeletons attacked the serpent-men 

and destroyed each other…” Nobody believes this, including Serpent.  The group 

picks up Enzo and makes its way back to the Golden Goblin. 
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Liquor Can Cure Any IllLiquor Can Cure Any IllLiquor Can Cure Any IllLiquor Can Cure Any Ill    

 The characters drink whiskey until their wounds stop hurting so much.  

Wogan spends his time treating Serpent’s lost Strength points.  And Sindawe’s lost 

Strength points.  And so on. 

 The next morning, Blacktoes shows up to find out what happened.  Serpent 

regales him with tales of how the characters almost got their butts eaten by serpent-

men.  After that, Serpent has Blacktoes go out to learn what he can about the 

Brotherhood.  Blacktoes returns to report that while he couldn’t learn anything about 

the Brotherhood he did find out that secret underground temples are actually very 

actively discouraged in Riddleport. 

 By the next day everyone is feeling much better thanks to Wogan’s healing 

skills.  Except for Ox, who spends the day being ragged upon by his comrades 

because he managed to get through the whole serpent-man disaster without being 

hurt. 

 Later in the evening, Serpent hears a knock upon his door.  Samaritha Beldusk 

shows up, all concerned that the characters got badly hurt.  Serpent regales her with 

the details, including the fact that Ox wasn’t injured at all because he spent the fight 

in the back ranks.  “He says he needs the distance because he’s using a boarding pike, 

but I’m not so sure…” 

 Serpent goes on to explain some of the surrounding detail of the situation to 

Samaritha, hoping that she might know something about either the Brotherhood or 

the serpent-men.  He shows her the various artifacts the characters brought out.  She 

indicates that the runes around the base of the candelabra are an ancient language 

called Aklo.  She can’t read it, but she does know that there is a lost Serpent God 

who was once served by serpents who walked as men.  There isn’t much detail known 

about either the god or his cult – legends say he was slain by another god, an Azlanti 

hero or demigod, but he still has followers who say that he will rise again.  She thinks 

that the candelabra are not magical, but are used in some kind of magical ritual.  The 

craftsmanship is exquisite.  She advises not playing with the artifacts or the site they 

came from, most especially not striking the gong.  However, she suggests that the fact 

that the characters have taken away some of the ancient ritual objects may interfere 

with the Brotherhood’s ability to conduct further rituals. 

 Serpent mourns, “If their magic is Conjuration and Summoning, then they 

might have an infinite number of those serpent-men around.” 
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 The characters eventually decide that they have to go back.  Samaritha 

volunteers to accompany them.  The characters are surprised, but accept the help on 

the notion that she might be able to draw upon horrific eldritch powers. 

Another Run Into the Serpent TempleAnother Run Into the Serpent TempleAnother Run Into the Serpent TempleAnother Run Into the Serpent Temple    

 The characters return to the Brotherhood temple.  They find that the pit trap 

is open, but the serpent-man bodies are gone.  They try searching the entire corridor 

up to the pit trap very thoroughly, convinced that there was a secret door that they 

didn’t find.  After twenty minutes, they find nothing. 

 Wogan decides to peer into the ritual chamber to see if anything that changed.  

As he does, all of the skeletons suddenly stand back up.  And when he does open the 

door, everything gets quiet for him and everyone else within 20 feet of the door.  

Instantly understanding that she is useless, Samaritha draws a dagger and tries to find 

cover behind Wogan. 

 The characters make short work of the skeletons, aided in no small part by a 

couple of blasts of holy power from Wogan and Samaritha’s Telekinetic Fist. 

 Wogan sweeps the destroyed skeletons into the pit while Samaritha and 

Serpent check out the ritual chamber.  Both of them think that the Silence was a 

magical trap effect: there are some chalk markings around the door.  She points out 

that the gong is now missing. 

This Room Is a TrapThis Room Is a TrapThis Room Is a TrapThis Room Is a Trap    

 The characters continue on down the corridor.  They test the first door and 

find it locked, so Ox is assigned the task of breaking it open.  He eventually manages 

to get through it, after quite a number of tries.  Sindawe helpfully advises, “Lift with 

the legs not the back, friend Ox!” 

 Ox piles into the room.  His eyes are immediately drawn to the garish purple 

curtains.  “This is one purple-ass room!” 

 Serpent takes this as good news, “If he’s noticing the décor first, then there’s 

clearly nothing dangerous in there.” 

 There are three good-sized chests in the middle of the room. 

 Serpent advises, “We should come back to this place, but first let’s tear down 

the curtains.”  He has the honor of discovering that there are skeletons hidden behind 

the curtains.  Sindawe bursts into a skeleton-destroying frenzy, shattering a skeleton 
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in a whirlwind of bones and splinters.  Samaritha demonstrates her utility as she 

telekinetically crushes a second one. 

 Sindawe falls into a strange fighting stance.  He cries out, “Ruptured monkey 

skull style!” and kicks a skeleton’s head off. 

 A secret door opens and a serpent-man pokes his head out, “Remember me, 

boys?  Time for some ass-cuttery!”  It moves out to engage, followed by two more 

serpent-men.  The characters’ sphincters tighten up in unison. 

 Samaritha gestures and one serpent-man falls into a confused daze.  Wogan 

flings alchemist’s fire onto a skeleton, roasting it and splashing cinders on just about 

everybody (including himself and Ox).  Samaritha rolls her eyes and shows how it 

should be done, using Magic Missiles to obliterate another skeleton with no collateral 

damage. 

 Serpent-men move in on Sindawe and Saluthra.  Sindawe takes a serious jab, 

but he gets off lightly compared to Saluthra, who takes massive injury and succumbs 

to Strength-draining poison as well. 

 Serpent announces, “We have to withdraw!  There are too many!”  He and 

Saluthra pull back towards the door.  Wogan follows, pausing to cast Cure Light 

Wounds on Sindawe. 

 Ox moves back slowly, trying to fight a defensive action as a serpent-man 

moves past him to strike at Samaritha.  For his trouble, he takes two spear jabs to the 

torso, leaving him pale and shaking.  Sindawe takes another spear strike, pushing him 

to the edge as well. 

 Samaritha fires a Burning Ray at the serpent-man threatening her.  The scent of 

scorched reptile fills the air. 

 Serpent takes one passing strike at the burnt serpent-man, then heads for the 

door, sweeping up Samaritha and dragging her to safety in the process.  One serpent-

man manages to bite him as he departs, leaving him poisoned.  Saluthra follows 

Serpent, but takes a serious strike from a serpent-man and falls unconscious in the 

doorway.  Sindawe, Wogan and Ox move out into the corridor. 

 Two serpent-men press the attack, one of them engaging Sindawe and biting 

him.  He manages to throw off the poison, perhaps because he has been dosed with it 

so many times that he is developing a resistance to it. 
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 Samaritha says something about the “Crimson Bands of Cytorak!”  A crimson 

tapestry wraps itself around a serpent-man, entangling it. 

 Serpent runs for the exit, taking a serious spear jab in the process.  He leaps 

the pit and clears to the corridor.  Ox, less burdened by armor, overtakes him swiftly.  

Sindawe hauls Samaritha along and flings her directly across the pit to safety.  She 

runs. 

 A single serpent-man and the surviving pack of skeletons clatter after the 

characters.  The skeletons overrun Wogan, but have to run far enough that they can’t 

attack. 

 Ox makes it into the wine cellar with Samaritha right behind him.  He waits by 

the secret door, ready to close it once the characters get clear.  She tells him, “Let 

one of them get through, then slam the door!”  Ox assumes she means, ‘one character’ 

and decides that she is a monster. 

 The pursuing serpent-man runs afoul of Saluthra’s attack of opportunity.  The 

snake grapples it, slowing it enough that it cannot strike Wogan.  Seeing that his 

snake is trapped, Serpent turns and attacks, delivering a substantial hit to the serpent-

man.  Saluthra helps by crushing the creature, inflicting even more injury. 

 Recognizing that Serpent has lost his mind, Wogan stops running and casts 

Cure Light Wounds on him.  Sindawe and Ox move back to help.  Sindawe scores a 

significant hit, breaking serpent-man ribs.  The serpent-man struggles but fails to 

break free.  Samaritha peers down the corridor and shoots the serpent-man with her 

Wand of Magic Missiles.  And finally Serpent manages to kill it with his staff. 

 Sindawe warns the others, “The second one is approaching!  The burned one!”  

The serpent-man is in the corridor behind all the skeletons.  The characters withdraw 

slowly down the corridor, with Ox stabbing at the serpent-man as it advances.  

Serpent cracks it with his staff twice, taking a bite and some venom damage for his 

trouble.  Wogan launches an icicle at the creature, killing it. 

 Serpent quickly casts Cure Light Wounds on himself and moves away.  The third 

serpent-man is on the move, having freed itself from the curtains.  It closes on the 

slower-moving Serpent.  Samaritha sends one last Magic Missile at the creature and 

moves into the basement.  The others follow her, allowing Ox to slam the door.  A 

spearhead slams through the door near Ox’s head. 
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 Ox yells, “Push heavy things against the door!”  Nobody listens to him, so he 

leaves along with the rest of them, clambering up through the trapdoor.  He finds 

Sindawe positioning himself to slam the trapdoor on the serpent-man’s head as it pops 

through.  He takes position with his boarding pike.  Samaritha aims her wand. 

 Sindawe pins the serpent-man’s head, allowing Ox to stab the creature to 

death. 

Quick, Grab the Treasure!Quick, Grab the Treasure!Quick, Grab the Treasure!Quick, Grab the Treasure!    

 Once the characters are convinced the serpent-men are dead they creep back 

down into the room with chests.  Sindawe checks the first chests and finds it to be 

locked.  The others are also locked.  He tries to pry one open with a serpent-man 

spear, but isn’t able to make any progress that way. 

 The secret door the serpent-men used leads to a rough-hewn stone corridor 

that goes into the darkness.  The characters push one of the chests up against it to 

keep it closed, then use serpent-man spears to bash open the other two as quietly as 

possible.  The chests prove to contain: 

• A pile of 3000 silver pieces 

• A Potion of Magic Fang 

• Another pile 2500 silver pieces 

• An arcane Scroll of Slow 

• Yet another pile of 2200 silver pieces 

• A Ranseur +1 

As usual, the characters sweep all the skeleton parts into the pit.  They decapitate the 

three serpent-men.  Their bodies go into the pit, their heads end up as trophies. 

Success Can Be Measured Many WaysSuccess Can Be Measured Many WaysSuccess Can Be Measured Many WaysSuccess Can Be Measured Many Ways    

 Once he is satisfied that everyone is ready to move, Sindawe calls out very 

loudly, “Vincenz!  Vincenz!”  He thinks he hears a cry from down the long hallway, a 

cry that cuts off suddenly. 

 Then a gong sounds from the depths of the chambers.  Samaritha comments, 

“Oh, that’s bad.  If he’s using the gong they might mean to sacrifice your friend.” 
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 Serpent offers his regrets, “Well, if that’s the case I don’t think there’s 

anything we can do about it.”  As the characters go up the steps they hear a second 

gong. 

 The characters make their way back to the Golden Goblin to lick their wounds 

and feel bad about Vincenz’s probable death.  As they’re healing, Saul Vancaskerkin 

comes in to ask the characters what they’ve been up to.  Sindawe explains, “We 

found a small snake cult that we’ve been bothering.  By the way, has anyone delivered 

a severed head to the bar?  We’re expecting one.” 

 Serpent adds, “Yeah, I hope you didn’t throw it away.” 

 Vancaskerkin is dubious, “There was a package delivered a few days ago.  I 

don’t know it was a severed head, but I don’t know it’s not.”  He hands the package 

over to Sindawe, then explains that he has a delivery coming in at the docks 

tomorrow.  The characters groan, but agree to handle it. 

 Before she leaves, Samaritha notes, “That was quite bracing!” 

 Serpent thanks her, “We couldn’t have made it back without you, especially 

that timely entangling curtain trick.” 

 “Sorry about your friend.” 

 Sindawe offers, “Well, it might not all be bad for him.  They might have 

turned him into a monster.  Or he might be enjoying some time in an alternate plane, 

perhaps in one of the layers of the Abyss.  Or several other things.  I don’t suppose 

you know what that gong does?”  Samaritha promises to look into it. 

 Serpent, Sindawe and Wogan spend some time appraising things and selling 

them off to random vendors.  Ox takes the Ranseur +1.  Sindawe takes the Potion of 

Magic Fang.  Each share of the treasure is 219 gold and 5 silver (divided five ways and 

giving Samaritha a share).  Several characters also had masterwork armor and weapons 

being made for them.  They go to the market and pick up these items. 

Braddikar Faje Gets What’s Coming to HimBraddikar Faje Gets What’s Coming to HimBraddikar Faje Gets What’s Coming to HimBraddikar Faje Gets What’s Coming to Him    

 The next morning the characters go down to the docks.  Saul Vancaskerkin 

tells them that he has a shipment of four barrels of rare liquor coming in on Captain 

Fizzgabin’s ship Foamrunner.  There is a significant festival coming up and Vancaskerkin 

wants the Golden Goblin to be well equipped.  The characters bring along a handcart 

and hire a porter to pull it. 
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 The characters arrive at the docks to find the Foamrunner already in process of 

unloading.  They note that Braddikar Faje is supervising the process. 

 

 Serpent starts out, “Braddikar Faje!  That’s our liquor!” 

 “I think it’s my liquor.  Captain already signed it over to me fair and square.” 

 Serpent points out, “But we brought a wagon and everything.” 

 “So did I, and I’ve already got two barrels loaded up.  It’d be a shame if we 

had to unload them.” 

 Braddikar Faje has four guards with him, plus some longshoremen.  Captain 

Fizzgabin is some distance away, supervising some other stevedores. 

 Ox yells at Faje’s men, “You men!  Unload those barrels!  You keep working 

and you’ll have nothing but bloody stumps on your arms!”  Faje’s longshoremen stop 

working.  Faje threatens them, but they don’t listen: they clearly don’t want to part 

of another brawl on the docks. 
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 Things quickly descend to the point where Faje’s men and the characters are 

drawing weapons on each other.  Faje’s men are armed with a mix of shortswords and 

clubs.  Faje is in his trademark Korvosan armor and carries a longsword. 

 It doesn’t take long for things to go downhill, and even less time for the 

characters to finish off Braddikar Faje’s four goons.  Then they press forward to 

engage Faje himself. 

 Sindawe crowds Braddikar Faje from the dock-side as Wogan launches a 

stormburst to disorient him.  He tries a bull rush to launch Sindawe into the water, but 

the monk sidesteps him and responds with a Stunning Fist.  Faje shakes off the fist, 

ducks underneath Ox’s ranseur thrust, and sidesteps Serpent’s staff swing.  Wogan 

continues to pepper Faje with stormbursts. 

 Serpent tells Faje, “We’re going to leave you bound and naked on the docks!  

I want that pretty metal armor!”  He and Ox punctuate this by each hitting him.  Faje 

collapses to the deck. 

 Serpent and Sindawe Braddikar Faje as quickly as he can (cutting straps to 

speed the process) while Ox supervises the process of unloading and reloading of the 

casks.  Faje’s equipment includes: 

• A masterwork longsword 

• A Heavy Steel Shield +1 

• A Cloak of Resistance +1 

• A suit of masterwork banded mail in the Korvosan style 

The characters are able to strip Faje’s armor in half a minute.  Serpent is certain that it 

will make a very nice trophy. 

 The Gendarmes arrive surprisingly quickly, but not so quickly as the characters 

are able to strip Faje.  They show up just as the characters are rolling off with their 

wagon of armor and liquor.  Vancaskerkin is happy to see them – he is planning a 

street festival. 

 Sindawe tells Vancaskerkin, “Oh, by the way: we killed Braddikar Faje.” 

 “What!” 

 “Oh, we just robbed him.  But we didn’t want you to be upset with us for 

what we really did.” 
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 “That’s okay, then.  We’ll need to have extra security against Clegg Zincher.” 

 Most of Faje’s items go in the “ransom” pile, except for the Cloak of Resistance 

+1, which Sindawe takes.  He figures +1 to all saves is a nice compensation for wearing 

a cloak that says, “Property of Braddikar Faje.” 

The End of the SessionThe End of the SessionThe End of the SessionThe End of the Session    

 The characters end the session with a moment of silence for their (probably 

deceased) friend Vincenz.  Everyone stays at second level, though there are some 

promises made to the effect that a new level might be on the horizon. 


