Benunus spun round in the crow’s nest of the
P

Grcy el The silt was thick in the air and his
gogg/cs were grimy with the stuff- [Je W/PCC/ his

goggles and squinted in the direction of the low
gr/'nal/hg rumble he /Iadjust heard. A// that met his
eyes were Ac//owing dust clouds in every direction.
From the deck Vepper hissed under bis broath,
“What was that?”

Penunus didn’t answer /@aring that it would give
the /Dos/flbn of the Graﬂ el away. [He strained his
cars, at first on/y /war/'ng the wfwist//ng of the wind,

then a 5/05/71}75 noise came to him.

7_/76 silt in the airwas so thick be could éarc/ﬂ make
out the deck below him. e tried to point starboard
to signalto \/epper the direction he believed the
sound came from, but the dust in the air was too
dense. /epper could make out motion at the top of
the main mast but could make no sense of it Jn a
horse whisper he asked, “What is it, what do you

”

sce.

Benunus heard a rhythmic lapping sound that he
was convinced was a giant striding towards them off
their port bow. [Fe shouted, “(Giant to port”
thinking it was still a few hundred yards off and they
might have time to lose it in the dust.

Betore Bernunus could take his next breath to
repeat his warning a gargantuan hand crushed him
from behind. e heard bis organs pop and at the
same time the G/‘aﬂ E el’s deck shattered under the
weight of the giants kick. [~ verything went black...

T he Wreck of the Graﬂ Fel /95 Ao Truvis

About Silt

When talking about the silt that fills the Sea of
Silt, the [~ stuary of the [Torked T ongue, and the
many dust sinks of Athas we are rchrring to afine
pearly gray powder that is lighter than water but
heavier than air. [t is so thin that almost nothing
naturally floats in it. T he creatures who live in it
either crawl along the rocky bottom or use innate
psionic abilities that allow them to swim through or

float on the silt.

As for where the silt comes From, some sages
believe itis a biprocluct of the use of cle]ci]ing magic,
while others say there is an entire Plane of
existence that is filled with silt, and itis spi”ing

across the Planar bounclary onto Athas.

Ba]ic and the Silt

The city-state of Palic has a complex relationship
with the Sea of Silt and the [ stuary of the
FForked T ongue. On the one hand the silt could
cause mass death to its citizens, via the gray death,
if the horns of the city ever failed. Also, the silt is
filled with many monsters, not the least of which are
giants. On the other hand, the silt protects the city
from invading armies on three sides and allows for
unique tracling oPPor‘hunities that no other city-

state can match.

Ncgativcs oﬂiving near the silt- First there is the
gray death. Tl‘uc gray death can kill the unwary in
just a few minutes. On winclg clags when there are

clouds of airborne silt blottirxg out the 51(3 it can be



hazardous to breathe. ]nhaling silt laden air can
cause the silt to stick to the moist tissues in the
throat and Iungs, clogging them. Once the gray
death has setin on|3 magical aid can reverse the
clcac”y condition. [Tor the purposes of tracking how
]ong a sufferer of the gray death has to live, if tlﬂcg
are unable to find effective helP, itis treated like
clrowning onlﬁ at one tenth sPeecl. Make a
constitution check every turn. After the first turn
the check accrues a -2 cumulative Penaltg. Wl"lCﬂ a
check is failed the gray death has suffocated the

sugering creature.

The gray death can be staved off by kccping silt
laden air out of yourlungs. T his can be
accomplished on a personal level, by keeping a
moist cloth tied over the mouth and nose. One half
ga”orx of water a c{ay is rcquircd to lccep the cloth
damp and clean enough to protect its user. City
wide the public inside the walls of Palic are
Protected by the Heilops and its many horns that
top the city’s battlements pushing silt clouds away
from PBalic using divine wind. The [eilops is the
largest of Palic’s air temples. [From its roof large

ceramic Pipes sprout. Th69 line the tops of the city
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wa”s, and every so often hugc ram like horns as tall
as a half giant extend from them. On winclg dags
they blast out Iong low notes that not only keep the
silt away, but also give silt caPtains something to
navigate bg. ]t is from the 5ounding of these horns
that Palic received one of its most common

nicknames, the singing city.

King Andropinis has a two-fold strategy for
dealing with the monsters of the silt. Most of the
monsters live exclusively in the silt and can’t
threaten anyone begoncl the reach of their barbed
tentacles. | he main exccption to this are the tribes
of giants, that make the islands in the silt their
e, frelivickuellly b e diemdly e, rtbdhes
thcg attack bg the dozcns, thcg can flatten whole

armies.

T he king’s first way of protecting his city is to fight
the giants in the sea of silt where thcg live. e has
invested heavily in the construction of his navy.

T here is afleet of wheel driven skimmers for
Patro”ing the area close to Balic, and a second
more Powchul flect of Psionica”g driven skimmers

that can Fight the giants wherever they may be.

If giants make it past Andropinis’ navy, he has had
a nearly impenetrable wall built around his city.
Palic’s walls are 40 feet tall and thick, making them
amPIc Protcction for anyone inside them. chentlg
Andropinis decreed that the wall would be
extended to encompass all the lands of his
patricians. Pefore this project could be completed
several tribes of giant’s band together and ran

amuck through the ranches and Plantations of the

nobles. " ven with their spccia] training in giant

Figl'xting tactics, it took most of Palic’s army more
than a month to Fina”g chase off the maraucling

menace.

Fositivcs of |iving near the silt- T he Silt Sea and
Estuary of the [Torked Tongue form a near
insurmountable barrier to the armies of the other
sorcerer monarchs. | he silt leaves armies only one
avenue of attack. T his makes any defense
strategjes that Ba]ic’s king and genera|5 conceive
of, much easier to P]an and imPlcmcnt‘ Balic’s army
on|3 has to defend a narrow Peninsula. (/lsing his
Navyj Andropinis can even droP troops behind his

enemy to attack their rear.

Because of Balic’s largc civilian port, the Singing
Citg is a hub of trade. (Goods from vi”ages in the
southern tab]clands, silt islands and sl'lorc, and
even city-states far to the north can be traded
egicientlg and more securelg than if the overland
route of the merchant’s road was taken. Taxes
from this trade have filled Andropinis’ coffers
a”owing him to fund the defense of his city.

Lastlg, Balic has a Privatcl3 own fleet of “Fishing”
skimmers. T hese are norma”y owned bg their
caPtain, who seldom has more than a single skimmer.
Not all the denizens of the silt are monsters, many
creatures are ciuitc delicious. T hese Fishing
skimmers collect the bount3 of the sea of silt to be
sold in the markets of many a vi”age and city.



About Silt Skimmers

Silt Skimmers are a type of vehicle used to
traverse bodies of silt. T hey are used for
everything from fishing to shipping goods,
exploring, to battling giants.

Skimmcrs are ]arge, ranging angwl’lcrc from tl—n'rtg to
one hundred feet in lengti'v, and rclativclg lightlg
built. Theg are often constructed of heavy hides or
chitin over a bone frame. T his is true of most
civilian oPcrated craft. T ven as frail as this may
seem t}-lcg do offer at least some Protection to their
passengers and crew. | he skimmers of the PBalican
Navy are made of s’crong wood imPor’cecl from far
off Nibenag‘ None, other than Andropinis, have
both the treasure and the knowledge to field more

than a sing]e wood hull skimmer.

Silt skimmers each use at least one of three means
of locomotion. T hese are wheels, sails, and or a
Psionic engine. Mang classes of silt skimmer have
two or even all three of these at their caPtain’s
disPosal. Wheeled skimmers have Iargc hollow
wheels that roll along the fHoor of the silt bodg theg
arc in. | hese wheels are filled with slaves or
undead that climb stairs that line the interior of the
wheels. T his PuSl‘lCS the skimmer in the desired
direction. Skimmers with Psionic engines use these
engines to allow their Pilot to use their Psionic
power to float the skimmer and move it about. Thc
last common method of Prope”ing a silt skimmer is
bg sail. While both wheels and Psionic engines can

be a skimmer’s sole source of locomotion, skimmers

with sails must have one of the other two oPtions to

kccp its deck above the surface. T his means that
sails are most often used as a backup way of
getting about when the Primarg is unavailable.
More information on each method of locomotion

will be given in the section, “| aws of Motion”

| aws of Motion

W]’rccl driven skimmers-~ T hese silt skimmers are
moved about via huge hollow wheels that are lined
with stairs. Slavcs or undead make up a skimmer's
wheel crew. As wheeled skimmers get Iargcr their
wheel crews must increase in size with them. For
every size category a skimmeris, it needs a wheel
crew of at least four. I:or cxample, a size catcgorg 3
wheeled skimmer would need a wheel crew of twelve
to oPerate oPtimaﬂg. ]F for some reason a wheeled
skimmer clroPs below its normal crew size it receives
a-1 Pcna|t5 to its movement rate for each missing
wheel crew member. Wheeled skimmers need at
least half their wheel crew to move. ]F theg fall below
FiFty percent manning in their wheels, the crew lacks
the combined strengtlﬁ and wcight to move the

skimmer.

|fa wheeled skimmeris running with at least one sail
that caught the wind its maximum movement rate is
increased bg i.[Toreach sail that caught the wind,
the Pcnaltg for one missing wheel crew member can
be ncgatecl. |nformation on catching the wind can

be found in the section on wind driven skimmers.

The normal maximum movement rate for a wheel

driven skimmeris 6, a little over 2 MFPH. For the



purpose of Figuring distance travclccl, i MR=0.24
MFH for a wheel driven silt skimmer.

A wheel driven skimmer’s caPtain can increase his
or her skimmer’s maximum movement rate to 250% of
normal bg ordering aforced march. While forced
marchingJ a skimmer that would norma”3 be cruising,
at a 6-movement rate, can increase to a 15~
movement rate. ] his rate may be maintained
throughout the next ten-hour marching Periocl at
the end of which the wheel crew must pass a
constitution check to continue to forced march for
another ten hours. T his check is made using the
average constitution of the wheel crew. [f the crew
fails this check, theg can no Iongerforcec{ march.
Theg don’t have to stoP comPlctclg; thcy can slow
down to their normal max spced and continue
marching. Foreach consecutive ten-hour clay of
forced marching, after the first, a -2 Penaltg is
apphcd to the constitution check made by the
wheel crew. Once a wheel crew has failed a
constitution check and been forced to end the
forced march bg exhaustion, tlﬁeg must have twelve
hours of uninterruPtecl rest per ten hour forced
march Perioc] thcg endured, before thcg can forced
march again. Captains who try to imPcI their wheel
crews to PUSl"I past exhaustion, risk the crew
members clging. E_aclﬁ hour tlﬁeg are Pushecl Past
exhaustion the forced marching wheel crew must
make a constitution check with a =3 cumulative
Pena]tg. This Pena]tg is in addition to any that had

been accrued Prior to Failing their first constitution

check. Thosc who fail die of exhaustion.

Ifa caPtain decides not to rest the skimmer's wheel
crew after a normal ten-hour march c]ay, the crew
must make a constitution check, using the crew’s
average score. }F tl’]C!j pass the c!’:eck, they may
continue for another ten hours at the normal
maximum movement rate before thcg have to make
another check. T his check and all after it are at a
cumulative -1 Penalty. FFailure of such a check
means the wheel crew is exhausted and can gono
farther until t}-lcy have had cight hours of
unintcrruptcd rest. |f tiﬁcg get this rest, theg are
reacly for a new clag of marching in the wheels. [f
tl’weg are made to Push on Past the Point of
exhaustion, then treat the crew the same as if
described above, where death is the result of a

failed save.

Wheel crews that are comPrisecl entirelg of muls
can be Pushcd for much longer before reaclﬁing the
need to make a constitution check. For them, treat
wheel crew cluty like liglﬂt labor and a forced march
like medium labor. They can PerForm light labor for
48+ their constitution score hours before thcg have
to make a constitution Cl’lCCl(, and for medium labor
tl‘}eg must roll a check after 36+ their constitution

score l’IOUFS.

]’:inaﬂg, there are a few more thir\gs that can
increase the movement rate of a wheel driven
skimmer. | he first is whether the cargo hold is
empty. An empty silt skimmer of any kind can move
one third faster than one laden with cargo, round all
fractions down. f:or these purposes the word cargo
aPPIies to non-crew passengers, or soldiers being

transported as well as trade goocls. Tl—lis means



that a wheel driven skimmer has an 8-movement rate

when empty, 20 while forced marci'ving empty.

T he other factor that can increase a wheel driven
skimmer's movement rate is if it is running with one
or more of its sails that have caught the wind. [f a
wheel driven skimmer has sails that have caugl’wt the
wind its maximum movement rate is increased bg
one. |fitis both empty and running with the he{P of
the wind, Figure the bonus movement for being

cmptg before adding the extra Puslﬁ from the wind.

To stop a wheel driven skimmer the wheel crews
can cease activc13 c|imbing the wheel stairs, in which
case it stops in two rounds, or ti—»eg can come to an
immediate halt bg climbing the stairs in reverse.
Angonc on deck who is not braced or lashed down
must make a clexteritg check to avoid being 5|ung

overboard when stoPPir\g in this manner.
& S TN o A NI N >~ N

Wind driven skimmers~ As their name imP]ies wind
driven silt skimmers use the wind for their
locomotion. | o do this tlﬁcg use sails to catch the
wind. [f the caPtain of the wind driven skimmeris

skilled enough, tlﬂcg can catch the wind in one or

more of the skimmers sails. If thcg are unable to do
this the skimmer must use some other means of
Propulsion or remain where it is.

For cach sail that is open the caPtain of a wind
driven skimmer gets one chance to try to catch, or
kccp, the wind bg either making a siltmenship check,
or a wisdom check with a -3 Pena[ty for those who
dort have that non-weapon Proﬁcicncg. Oncc the
wind is caught the wind driven skimmer may maintain
a movement rate that is cciual to one half the
si{tmcnslﬂip check score, round all fractions down.
Example, caPtain Kamo must roll a 1 J or less to
pass his siltmensl’lip check. When his skimmer
catches the wind its movement rate is 8. | 7/2=8.5
rounded down cquals 8. Non~ProFicient caPtains
divide the number theg pass their wisdom checks by
Four, round fractions down to calculate their
skimmers wind movement rate. Example, caPtain
A]cbon, having never set foot on a skimmer before
he bought his, attempts to catch the wind with his
single sailed skimmer. [ ]e has an 18 wisdom to
which he aPPIics the -% Pcnaltg, arriving ata 15 or
less to catch the wind. [is Plager rolls a 2 on his
wisdom check Passing by i3. T his will make his wind
movement ratea 3. 13,/4=3%.25 rounded down

cquals 3.

Spccd is not the onlg ac{vantage the siltmcnship
non-weapon Pro{:icicncy imParts. Proficient
caPtains may go ]onger before Potcntia”g losing
the wind. While a nonProFicicnt caPtain must try to
IcceP the wind in intervals equa] to one half his
wisdom score, as alwatjs, fractions are rounded

down, a ProFicient caPtain on13 needs do this 4



times in a ten-hour travel clay. This means that a
Proﬁcient caPtain must check to kecP the wind
once every two and a half hours, while a
nonproﬁcient user may have to check once an hour
ormore. |fa caPtain fails to kccp the wind, the
skimmer must use other means of Propulsion if theg
wish to move before the next check comes up-
Fro{:icicnt caPtains may check once every hour if

thcg lose the wind.

As with all silt skimmers, wind driven skimmers
increase their movement rate btj one third if tl-ley
are running with no cargo. |n addition, if the caPtain
is a wind c]eric, he or she may add one to their wind
driven skimmers maximum movement rate as well as

their chance to catch the wind.

To }Jring a wind driven skimmer to a halt the sails
must be furled, this takes two rounds. During the
Furling of the sail, the skimmer cleceleratcs, 50 by
the time tl‘xcg are Fu”g furled the sail driven skimmer

will be comPletely stoPPecl.

Fsionicallg driven skimmers- [Fora Psionica”g driven
skimmer to move or, even float on the surface of the
silt, it must have somcthing Fccding Psionic energy
into its engine. T o understand this process, you

must first know what a Psionic engine is.

A Psionic engine is a largc symmctrical Piece of
obsidian attached to the skimmer's keel. Jtis used
to take Psionic energy and convert it into lift and
ProPulsion for its skimmer. T hese engines often
take the form of sPlﬁeres or clomcs, but can be

almost any sl‘lape, as long asitis sgmmetrical.

As for the source of the energy, it can be from

near|9 any sentient creature that has some Psionic
power. Some magic or Psionica]ly cmPowerecl items
can be used to power a Psionic engine to varying
dcgrccs. E_xamPlcs of this could include the
obsidian orbs that have the consciousness of green
age Psionicists in them. Although a the most
common Psionic item used for this task is a
scpiebrem; a chunk of silt horror brain incased in
glass. Scpiebrcms are onlg used to float a
Psionica”g driven skimmer, to kecp it from 5in‘<ing

while the Pilots are resting,

|n order to use a Psionic engine, its power source,
be that person or item must be in Phgsical contact
with the engine. Filots usua”g sit on a stool or
bench and Place their hands on the engine,
altlﬁouglﬁ any direct contact with a large Portion of
the Pilot’s skin will do. T he skimmer then seems to
the Pilot to be part of their bodg, and thcg will it to

float or move.

The normal maximum movement rate of a Psionica”g
driven silt skimmeris dcpcr\clcr\t onits Pilot‘ Thc
two Eiggcst variables that contribute to the
differences between Pilots are whether theg are a
Psionicis’c or a wild talent, and their abilitg scores. |f
the Pilot is a wild talent, their silt skimmer’s maximum
normal movement rate is equa] to their wisdom
score. On the other hand, if the Pilot is a Psionicist
their skimmer’s normal maximum movement rate is
equal to the sum of the Pilots intclligcncc, wisdom,

and constitution scores.



| ike with wheel driven skimmcrs, a Psionica”g driven
skimmer’s maximum normal movement rate can be
exceeded bg one third when it’s running with no
cargo. Also, if any of the skimmer's sails are open
and have caught the wind, another Point is added to
the Psionica”g driven silt skimmer's movement rate.
Lastly, if any of the Pilots who are current]g clriving
the skimmer arc a Psgchol(incticists, then one more
Point of movement is added to the maximum
Possiblc movement rate of the Psionica”3 driven

skimmer.

Jn Previous rule sets given for Psionica”g driven silt
skimmers, the cost of movement was so higl’r that
on13 very short stretches of clccP silt could be
crossed, a few miles at best, before a skimmer Pilot
would exPencl all their PSPs. T o allow for
camPaigns that exP!ore decP into the unknown
reaches of the Sea of Silt, those rules have been

I‘CPIBCCd.

First the size of the skimmer matters. All the rules
below are given for size category I or 2 Psionica”g
driven skimmers. for larger skimmers divide the size
catcgor3 bg two, fractions rounded up, then
multiplg any formula given for movement 133 that
number. 50, size category 1 and 2 would be rules
as written, 3 and 4 would be times 2, and a size
category 5 skimmer like a Balican Drake would be

times 3.

| _et's start with F]oating the skimmer. Man3
Psionica”g driven skimmers have whecls, not onlg as
aback up means of Propulsion but also as a way to

lcccp their decks above the surface when no Pi]ot is

manning the Psionic engine. Jn shallow silt the

wheels can rest on the bottomjust like in a non-
Psionica”y driven skimmer. When such a skimmeris
in decP silt or if it doesn’t have wheels then it must
alwags have Psionic power fed into the engine orit
will sink in 1d% rounds. T o stay above the surface
without moving under power, the Pi]ot or sePiebrem
need on13 suPP]5 three PSFs an hour or one
twentieth of a FSF per round.

If the Pilot of a Psionica”9 driven silt skimmer wished
to move their stationary vehicle forward or
backward, maneuvering will be covered Iater, they
would exPcncl one third the number of FSFS as the
movement rate thcg wished to achieve to getup to
spcecl. E_g, (/ln&ra an 8% level Psgchokincticists is
Pi]oting a size category 2 Psionica”y driven skimmer.
5[’16 wants to accelerate to the skimmer's normal
cruising spced, a 15-movement rate, from a dead
stop. She must give the Psionic engine 5 FSFs to
overcome inertia and Push her skimmer to the

desired 15 movement in that round.

After getting up to sPeccl the Pilot or Pilots must
onlg pay FSFS cqual to the current movement rate

every hour, or one sixtieth of that every round.

f:urther acceleration then requires one quar‘tcr the
difference between the desired movement rate and
the current movement rate to be Paid. Accclcration

takes one whole round to comP]ctc.

To decelerate the Pilotsjust need to decrease the
number of FSFS thcy are Feccling the Psionic
engine to equa] the desired sPcecl. Over the next

two rounds the skimmer will coast a!ong, gradual]3



[.’,

slowing. To stop or decelerate suclclcn]g, the Pi]ots

must pay the full equivalent for the movement rate in
FPSFs to over come their forward motion. When
this is done the skimmer decelerates instantly. |f this

method is used to decelerate 10 movement Points

or more, anyone on deck who is not braced or
lashed down must make a clcxtcrit3 check. Thosc
who fail are Pitched overboard }39 their own

momentum.




Maneuverabilitg

Wheel or sail driven skimmers- Silt skimmers whose

wheels are resting on the floor of the silt sea move

mostlg in 5traig}1t lines, on]3 able to stray off center
starboard or port s[ightly. Because of this wheel or
wind driven skimmers have a two-mile turning radius.
Tl‘wis means that most wheel or wind driven skimmers
can turn no more than 10° per round. Therc are a
few sPecia]’cy build exceptions to this rule, like the
5corPion Fatro] Skimmer. Customization of this
kind adds signi\cicantlg to the construction Pricc of
the craft.

|f a wheel or sail driven skimmer has caught the wind
in their rear sail, the one used for staring, an
additional 10° can be turned in a round. This
halves the turning radius to one mile. Wheel and
wind driven skimmers can make these graclual turns
without the need to decrease their current
movement rate.

For wheel or sail driven skimmer caPtains who want
to turn sharPer than 20°, he or she must order the
crew to one side of the skimmer, causing it to list in
that direction. Tl’\e Iarger Por‘tion of the crew that
moves to the side the turn is Poir\ted the greater
the anglc of the turn can be. Largcr skimmers are
harder to turn in this way and thus require more
individuals. T he minimum crew, listed on a skimmers
ProFi]e, would all have to move to the cc]ge of the
deck on the turning side to add 10° to the turning
ang]e. |f Passengers or excess crew are abord, to
make an even tightcr turn, in increments of 10°, it

would rcquire the cquivalcnt of 50% of the minimum

crew moving to the turning side as well. A 50° anglc

is as tigl']t as a wheel or wind driven skimmer can turn
without caPsizing.

There are two dangers associated with turning
sharplg in this way. Number one, crew members
involved in the list, who are not lashed to the
skimmer must make a streng’ch check to keep from
being Pitched overboard. Number two, for every
10° bcyond the 20° of a normal turn that a skimmer
attempts, there is a cumulative 20% chance that the
skimmer will tiP over and caPsize.

Fsionica"_g driven skimmers- Psionic silt skimmers
can easilﬂ turn up to 70° without the need to make
a spccia] check or clroP their movement rates. To
turn tigi—ytcr then this the Pilot must succeed on a
modified siltmanship check. The modifier levied
against this check is equal to one fifth the skimmers
current movement rate. E‘g., a Psionica”g driven
skimmer trging to make an 85° turn while cruising at
a movement rate of 5 would roll their check at a -3
Penah:g. T he maximum angle a Psionica”g driven
skimmer can turn is 90°. I:ailing the siltmansl’lip
check or attcmpting aturn tightcr than 90° will

result in the skimmer caPsizing.
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Size/Cost: 1 Wheel 237210 gp details. These skimmer’s shape and odor is enough
MR: ¢ (8)/15(20) to drive off most largc silt Prcdators who fear the
Hull Type/AC: Chitin/7(6) live himic beetle.

Number of Sails: 0 T he main feature of himic beetle trawlers is their
Integrity: 71 unique way of snaring silt dwelling creatures. A
Minimum Crew: 5+ Captain heavg netis strung between the Probosciscs.

Max Silt Dcpt]'z: 192 These are attached to the drive wheels, a”owing
Max T uming Angle: 10 Degrees them to turn as one and dip into the silt. When the
Max Cargo: 1,000 Ibs. captain feels the net is full enough it is pulled back
Wcapons: None and emPtied into the hold.

[Himic Bcetle T rawlers are much souglﬁ’c after
Fishing skimmers that are made from the shell of
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the Estuarg of the ]:orl(ed Tonguc. Thca Patrol

i t: heel 30/340
SIZC/COS 5 Wheel 30,73 &p in Pairs guarcling against threats such as giants and

MR: 6 (8)/15(20)

Hull Type/AC: Wood/8(7)

Numbcr of 5ai15: 2

]ntcgrity: 8%

Minimum Crew: 7+ Captain

Max Sil’c DcPtI's: 17

Max T uming Anglc: 25 Degrees

Max Cargo: 5,000 lbs. of SUPP!ics

WcaPons: i Heavy Ballista Rotating, Ram
Scorpios Patrol Skimmers are a common sight in

silt Pirates.

The feature that makes the Scorpios Fatrol
Skimmers stand out is that theg are higl’:lg
maneuverable bg silt skimmer standards. T he drive
wheels are filled with undead each having a templar
assigncd to control. E_ach wheel can sPin Freclﬂ on
its axlc, a”owing a wheel to move fasterorin a
different direction than the other wheels. This is
what gives the Scorpios their suPcrior

mancuverabilitg.
the shallow silt near Palic and up and down
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Size/Cost: 3 Psionic & Dails 2,319 gp
Fsionic MR: Varies (Agis= 52)

Hull Type/AC: Wood/s(7)

Number of Sails: 3

Integrity: 105

Minimum Crew: 19+ Cap’cain

Max Sil’c DcPtl'n NA

Max Turning Anglc: 90 Degrees

Max Cargo: 5,000 Ibs.

Wcapons: 4+ Heavg Ba”ista, 2 Catapult
The Shadow Viperis one of the few psionically

floated silt skimmers outside of

Palic’'s Navy. [Her tarek captain K ester makes her
living as she can. Sometimes the Silt Viper is hired
to carry high value cargo, sometimes sheis
chartered to complete a mission for a wealthy
patron, but mostly K ester uses the Shadow \/iPer
for piracy.

The Shadow \/iPcr is fast, hcavily armed, and can
traverse deep silt, making it |deal for all three.
When battling giants and other huge denizens of
the silt sea, K ester coats the tips of her ballista
bolts in type “[_” poison to add extra punch to

each attack.
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Size/Cost: 4+ Wheel & Sail 55,/465 gp
MR: 6 (8)/15(20)

Hull Type/AC: Leather/9(s)
Numbcr of 5ai15: 2

]n’ccgrity: 104

Minimum Crew: 8+ Captain

Max Silt Dcpt]'x: 298

Max Turning Anglc; 10 Degrees

Max Cargo: 10,000 Ibs.

Wcapons; None

| ike cvcrytlﬂir\g created bg the merchant house

Wavir, Avwae Dust Cogs were

!
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i1 Open Deck Storage !
M — Y SR pp—— > e ", "t S N, e o

designed for bulk. Named after the Palican word
for eggs, these huge skimmers dwarf all but the
Iargest of the Balican armada’s drcadnauglﬂts. The
wheels are attached to the keel allowing the cog to
traverse silt deeper than other ships its size could.
T he whole skimmer is built around one large cargo
hold that can be loaded via crane bg a”owing the
main sail to fold forward and opening the doors of
the observation deck storage. [Jouse \Wavir
operates four Avwae Dust Cogs out of Palic,

that visit Points all along the coast.
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Size/Cost: 5 [sionic & Sail 3,224 gp
Fsionic MR: Varies (Agi5= 52)

Hull Type/AC: Wood/8(7)

Numbcr of 5ai15: 2

]ntcgrity: 160

Minimum Crew: 22+ Captain

Max Sil’c DcPtI'a: NA

MaxTurning Anglc: 90 Degrecs

Max Cargo: 20,000 Ibs.

WcaPons: 6 Hcavg Pallista Rotating, 4 Catapult
Rotating, Ram, Corvus
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other silt skimmers in Palic’s navy save the king’s
flagship Andropinis’ [Tist. So great is the cost to
build and maintain each drake that even a sorcerer
king can only afford three of them in his fleet.
Drakes are used as command ships of flotillas,
having several smaller skimmers accompangjing them
on any Patroi. Tl—ycg bring a hcavg complemcnt of
weapons to any fight they are involved in. On
occasion a balican drake can be used as a troop
transport, having space enough to ferry up to 50

soldiers a short way.



Silt Skimmer WcaPons

Weapon’s Namc BOF*

[ight Pallista 1/2
Heavy PBallista /3
Light Catapult 1/2
Heavy CataPu[t /3
Corvus /5
Palican [Fire /4
Ram na

*Rate of [Tire is given as number of attacks/rounds.

# Range is given in tens of feet.

Range#
30/50,/70

70/90/110
50/70/90
90/110/13%0
varies >=5
i0/%0/50

na

Minimum

Ship Size  Damage Thaco (Cost
i 2dé@ 12 10gp

2 sdio@ 14 20gp

2 2dio@ 16 8 gp

5 sdio@ 18 18 gp

4 ids 2" 4gp

3 3dios 16 35gp

3 & &  4ogp

@ Damagc given for ballista and cata[:)ults can be increased Bg spcciai shot or Poison bolts.

$ Ba;ican [ire can be used to attack up toa 45% arc ahead of the silt skimmer. Any targetin

this arc must be attacked bg ro”ing scparatclg‘

& Damagc done 135 a silt skimmer ram, in hit Points, is determined }33 ro”ir'.g idé and

multiP'Hing the result bg the skimmer's size category and then adding current 5Peed. (1déx

sizc)+spcccl

& corvus can only be used to target other silt skimmers and creatures of size (.
Y &

crewmen or an enemy sit sKkimmer ma € struc a ralling corvus i ey are on € part o
f yeilt oki y be struck bya falling corvus if they are on the part of

the skimmer that is bcing attacked and thcg fail a save vs. breath weapon.



Silt 5i<immer Wcapon’s Rules

A silt skimmer can have a maximum of two weapons

per size category. A\ ramis not counted in this total.

Most silt skimmer weapons require a crew to cock,
reload, and lose them. T he number of crew needed
to exclcectivelg operate a given weapon is listed in its
description below. Every weapon needs at least
half its crew to operate at all. l:or cach crew

member missing add one to the weapons

THACo.

Skimmcr weaPon’s crews may become Prolcicient or
even sPcciaIizcd in their weapon in the same manor

as any other weapon. Treat ballistae and catapults
like crossbows, and the corvus like a melee weapon,
for purposes of number of non-weapon ProFiciencg

slots and the combat modifiers aPPlied‘

Glacliators are treated cligerentlg than normal
when oPcratirxg skimmer weapons. Because these
weapons are outside the scope of theirgladiator
training, theg must sPend non-weapon Promciciencg
slots in the same manor as a Figl‘xtcr to become

Propicicnt with a skimmer weapon.

A skimmer weapon uses any bonuses or Penalties
its gunner has when oPcrating it. |n other words, it
doesn’t matter if the loader is sPecia]izcd in the use
of his l’xeavg catapu!t, the gunner is doing the aiming
and ]osing the shot.

Ballista Light/Heavg

Crew-1/2

Ballistae are Iargc weapons that tl-lrowjavclin like

bOltS great clistances much ]li(C enormous bOWS.

Ballistae can be used in skimmer-to-skimmer
battles, esPeciallg when the aim is to capture and
not sink the oPPonent’s skimmer. When Firing at
short range ropes can be attached to the rear of a
ballista bolt, a”owing it to graPPIe an oPPonent’s

skimmer.

Ballistae are the weapon of choice when Fighting
giants. Theirgreater accuracy and caPabilitg to
lose Poison bolts make them clcacug to almost any

behemoth denizens of the silt.

CataPult Light/ﬁ eavy

Crew-2/4

Catapults use tension stored in ropes or the power
of a Fa”ing weight to swing a Iong arm that s]ings

shot over Iong distances to smash into its target.

A]thougl‘x cataPults are norma”y used to throw
lneavg stones, tl-ncg have a great varictg of
ammunition oPtions. At short range ’cheg can toss
scores of sling bullets per shot to help clear an
enemy deck Prior to boarding. T hick ccramicjugs
full of rendered fat, with a burr\ing rag stopper are
sometimes used to start fires on enemy skimmers or

structures.



King Andropinis has even come up with a 5Pccia|

sPc” for his tcmPIars to use that allows them to
throw broad curtains of fire at their enemies, using

cataPults. The sPe” is called Tlﬂc Tears of the

Sun, see clcscription below.

lﬂotc- Friccs given for both ballistae and cataPu]ts

are for those with fixed mounts. Tl’]e costis triplccl

if tl—yeg have rotating mounts.

Corvus

Crew- 5

A corvus is a heavy boarding PlatForm thatis kept
hoisted up against a mast until needed. T hrough a
system of ropes and Pu”ics the corvus can be
swung out over the deck of an enemy skimmer and
drommdl The comms beo el umdsie
high end which pierces the deck of the enemy
skimmer making it difficult to remove. Once in place
the corvus can be used as a sturdg boarding Plank,
Any one crewmen of the enemy skimmer who is in
the area the corvus drops on may be run through by
the corvus’ sPike and Pinncd to the deck. A
combined strength of 301is requircd to dis]odgc an
empty corvus. Once boarding begins the strength
necessary to lift the corvus out of the deck

c[cPencls on the wcight of the boarders using it.

Palican [Fire

Crcw~ b}

Balican fire is the name given to a concoction

brewed up 133 Andropinis’ rogal alchemist. ts

formulais a closclg guarded secret, so itis almost
unheard of for any skimmer save a few sPeciaI

skimmers of the Palican fleet to use it.

T hese skimmers are equipped with sPecial vats,
Piping, bellows pumps and sPecial mast head nozzle
for unlcashing a narrow fountain of ﬂaming ]iquic{.
At short range, if the skimmeris quick]g turned, up
to a45° arc can be sPragcd with Ficrg death. The
Pi]ot must make a check to determine how wide an
arc was fired upon, while the gunner rolls to see how
many shiPs orsized | or Iarger monsters in range
were doused. Angtlﬂing hit bg the stream of
Balican [Fire suffers 3d10 c{amage.

Evergthing flammable struck bg Balican [Fire must
make a save vs. sPe” orignite. After being set on
fire, targets will burn for 1d4 rounds, suﬁzcring
idio damagc every round after the first. Onlg
comPIctc immersion, for one full round, under the
surface of the silt, or watergatecl in directly from
the elemental Plane of water, can extinguish such
flames. Ang flammable materials located within 5° of
a burning target must save vs. sPc” with a +2 bonus
or also be set ablaze. Urncur|ccl sails suffera -5
Penah:g to their save. [ires of this type can sPreacl,

cngulFing an entire skimmer injust a few minutes.

Kam

Crew~ NA

Aramis a Protrusion, usua”3 from the prow of asilt
skimmer, that can be used to Puncl—: into or even

right t]ﬁrough an enemy slﬁip or enormous monster.



A ram’s core is made from dense wood or bonc,

covered in sheets of bronze for added tougl'mess.
All Balican Navg Skimmers have their prows also
covered in sharP sPikes to deter the griPs of silt

l’:orrors, giants, and other behemoths.

Tousea silt skimmer's ram the Pi!ot/captain of the
skimmer must intentiona”g crash his or her skimmer
into its target. |n the heat of battle this may rcquirc
more than a little skill. Once the ram has hit, its
target c{amage clcPenc{s Primarilg on two Factors,
the size of the skimmer cloing the ramming and its
spced at the time of imPact. T o calculate the
clamage of a ram strike, mu]’ciplg 1dé6 to the size
category of the skimmer that is ramming, then add
that to the 5Pecc{ it Plowccl into its enemy. The
rcsu]ting numberis the number of hit Points clamagc
done bg the strike. E.g., A size 3 scorPion Patrol
skimmer orders ramming sPee& to attack a giant
dead ahead. His wheel crews gointo a forced
march uPPing the scorpion’s movement to 1 5.
When the scorPion smashes into the giant a déis
ro”cd, and the result is 4. 4x 3, the size categorg of
the scorPion, +15=27 hit Points delt to the giant.

E_gccts of Damage on
Skimmers

Silt Skimmers, no matter the type, are degraded in
their caPabilitics when damagccl. A skimmeris said
to fall into one of four classifications of damage,
T MR .
critica”g damagccl. E_ach clamage category covers a

certain Pcrccntagc of the skimmers undamagcc{ hit

Point total.

UHdamaged-As the category name implies this
damage classification aPPlies only to silt skimmers
that have not been clamagecl bg collision, weather,
or combat. An unclamagecl skimmer oPerates

norma”g.

Lightly Damage- Silt Skimmers that have taken
damage equal to 50% or less of their total
undamaged hit points, function well, but become
slightly harder to control or propel through the silt.
A” siltmanship checks are rolled with a -1 Pcnaltg.

Notc- SPecia| damage, like that caused bg
sPrcaclir\g fires may reduce a skimmers capabilities

rcgarc”css of damage classification.

Hcavilg Damagccl- Skimmers with between 49%
and 25% of their undamaged total hit points begin
to become sluggish and hard to control. At this
point the damage to the craft is great enough that
all checks, whether abilit3 checks, weapon or non-
weapon ProFiciencg, are made ata -2 Penaltg for

angone on board.

|n addition, each round that a skimmer takes 20 or
more hit Points of damage while heavila clamagecl,
the caPtain must roll on the system failure table

below.

Cn'ticallg Damagch B}j the time a silt skimmer has
taken over three quarters of its unc{amagecl hit
points in damage, it is in rough shape. When
el R ) o (IR

board are made at a -4 Pcna]tg, because of the



hcaving decks and stiff helm. Thc maximum

movement rate of the skimmer is reduced to one

quarter normal when critica”g damaged.

Minorsi,lstcm I:aﬂures
Ko" 1d20
- Minor [Hull Damage

2-Damaged Sails

3- Damaged Weapons *

4-Rollon Major System Failures T able
5~ ood Stores Spoiled

6- Water Storage | eaks

7-Important NFC lrjurcd *

8- Wheel Crewmen ]ncapacitated *
9-Cracked Keel
10~ Ro” on Ma_jor Sgstem Failures Tab]c

1 !—Scpiebrem is lost or clcstrogcd *

12~ Cracked Keel *

13- Damaged Sails *

14~ Minor [Hull Damage

15-Damaged Wheel *

16-Roll on Major System [Tailures T able
17-Damaged Weapon

18- ood Stores Spoiled

19- Water Storage | eaks

20- Wheel Crewmen lncapacitated

* Reroll on table once if first result is not aPPIicablc.

]mportar\t ship functions break down even faster at
this stage. Foreach round that 10 hit Points or
more clamage is taken by a critica”y clamagecl
si(immer, the caPtain must roll on the system failure

table below.

When reduced to 0 hit points a silt skimmer sinks as
much as the silt c!cpth will allow. Wl’:ecls may break
off causing the keel of the skimmer to Plunge to the
bottom.

MaJior System Failures
Roll 1di2

1-Psionic [ ngine Destroyed *

2~ PBroken K eel

3- Proken Mast *

4= Smashed Wheel *

5- Below Surface Hull Breach *

6~ Proken Axle *

7-Major Hull Damage

8- |mportant NFPC Death*

9- Over 50% of Wheel Crew Killed *
10- Weapon Destroyed or | ost *

11- ]:oocl Stores Destroged

12- \Water Storagc Destrogcc’

Note~ thn ma_jor systems failures occur, tl'leg are
bcgond Fixing on the move. T he skimmer must go to
a Port that has the resources and craftsmen to

rcPair such majomcaults in the skimmer.

* Reroll on table once if first result is not aPPhcaHe.



Minor System Failures
Crac]ccc] chl— The i«:el, the sPinc of the skimmer,

has dcveloped a crack. |f this result is rolled twice

before the keel is rePaired it becomes a broken

kee], s5ee }DCIOW.

Damagcd Sails- Ohne or more of the sails have
been damaged. Damaged sails can not catch the

wind until thcg are rcP]accd or rcPaircd.

Damagcd WcaPon— one of the skimmer mounted
weapons is clamagcd and will not function until

rePaircd.

Damagec] W]’!ecl- Onc of the skimmers wheels

have been clamaged causing it to turn slowlg or with
a |imP. -2 to Maximum Movement rate and any

siltmanslﬂip rolls until the wheel is rePaircd‘

r:oocl Storcs Spoilccl— ]n the commotion some of
the food onboard was ruined due to damaged
storage vessels or Eeing cxPosecl to the silt. Roll a
Pcrccntile to determine what Pcrccntage of the

food was SPoilccl‘
]mPortant NFC ]rjurcd~An NFC who PerForms a

vital role onboard the skimmeris irjurecl insucha
way that ti'zeg can’t do tlﬁcirjob untilled healed.
T his will require at least fourteen dags of bed rest

ortwo cure serous wounds SPe”S to rcmedg.

Minor Huu Damagc-A small portion of the
skimmer's hull is Puncturecl, crushccl, sPIit, or
burned. ]t does not affect the overall oPcratior\ of
the skimmer, but it can make it easier to be swept
overboard if a character is near the breach. Ro”ing
this twice before the minor hull damage is fixed will

resultin major hull damage, see below.




SePiebrem is | ostor Destroyecl-— Jn all the
excitement the sePiebrem that keeps your skimmer
ﬂoating when there’s no Pilot at the engine smashed
into the wa”, fellout a breach, or was stolen bg a

boarcling Part:g.

Watcr Storage Lcal(—-A PowerFulJ'oPc caused the

water barrel, casl(, or bag to crack or tear resulting
in the loss of up to half the water contained within.
Roll a Percentile, divide the result bg two, round

fractions up to determine the Percentage lost.

W]’)ecl Crewmcn ]ncapacitated- One of the wheel

crew has been badlg hurt. The same means must be
used to get him back on his feet as for the
imPortant NFPC.

Maior System Failures

Below Surface Hull Breach- A breach has

formed below the silt line. Silt and the creatures

that live in it come rusl’xing in to fill any compartment
up to the silt line. Angone in the compartment that
the breach formed in must make a dexteritg check
orbe swept out into the silt. Anyone not swept out
of the breach must roll for an encounter on the silt
encounter tables later in this chapter, to see what
denizens of the silt have come in with it. Large silt
monsters like horrors may only Push one
aPPenclage like a tentacle in, thus tlneg can attack

onlg once PCF rouncl.

Broken Axlo-A broken axle results in loss of
function in the Pair of wheels attached to the axle
to drive the skimmer. T his results in a -6 Pena]tg to

all siltmenship rolls involving the skimmer and a loss

of 60% of its maximum wheeled movement rate until

the skimmer can put into clr3 dock for rePairs.

5roken Keel-For every round a skimmer moves
with a broken keel it has a 50+ its current movement
rate percent chance of splitting in two and sinking.
A keel can be Patchecl while unclerwag given that
there is an amPle SUPP13 of wood or mekillot bone,
and crew with the skills to make the rePairs. A
Patchjob needs at least 2 crewmen with the
carpentry non-weapon Promciciencg per size
category of the skimmer who are suPervisecl bg
another crewman with the engineering non-weapon
ProFiciencg. T o avoid sP]itting in half the skimmer
must limit its sPeecl to one quarter its maximum
movement rate until it can be Properlg rePairecl in
dr3 dock. A second result of a broken keel rolled
before its Proper]g rePairecl, indicates that the

skimmer breaks up and sinks.

Broken Mast- [ ither in combat or in a storm one
of the skimmers masts was snapped off. The mast
falls into the silt takir\g anyone who was in the
rigging or manning the crow’s nest with it. \Without
that mast the skimmer loses its abilitg to use one of

its sails.

Food Stored DestroyecL Whether in battle, a
co”ision, or a terrible storm the skimmers pantry was
bac“g c{amaged. A” the food was 1ost,
contaminated with silt, or blown away bg Powencul
winds. There is no food onboard excePt what the
crew may have had on their persons at the time of
the destruction, and from the ProsPective of

lﬂamings and thri-kreen the other crew members.



]mPortant NFC Dcath— An NFC imPortant to
the oPeration of the skimmer dies. T his could
e combet by bengarerieveterrd er
having something heavy, like the mast fall on them.

Notlﬁing short of resurrection magic can bring them

back.

Major Huu Damagc— a large section of the hull has
been destrogcd, ]caving a gaPPing hole that spans
multiple decks. T his exposes portions of the
skimmer, that are normally covered, to the world.
Until this damagc is rcPaircd in clr9 dock, every
time a minor system failure roll is called for roll on
the major system failure table instead. Rolling major
hull damage, a second time before it is properly

rePaircc{ results in a broken keel.

Over 50% of thcl Crew Ki“c&— Thisis exactlg
what it sounds like. Roll a percentile, divide by 2
rounding fractions up, and add the result to 50.
This is the percentage of the wheel crew killed.
Wheel driven skimmers need at least 50% of their
crew to move. Another means of propulsion must
be uscd, or deck crew must take the lost wheel

crew’s Place.

Fsionic Enginc Dcstroycd— Psionic Engines are
very Fragile and very cxPcnsive to rePlace. There is
no way to fix one, short of a limited wish or
cquiva]cnt, in the field. |f the Psionica”3 driven
skimmer doesn’t have wheels oris in deep silt it
starts to sink. See the | aws of
Motion/Fsionica"g Drriven Skimmers above for

details on sinking Psionic skimmers.

Smashcd thcLA wheel was smashed leaving

any Purclg wheel or sail driven skimmer unable to

move and lis’cing bad!g. Ang attempt to move the
skimmer under its own power will cause it to caPsize.
The skimmer may be towed 135 another skimmer no
less than two size categories largcr than itself or if it
is Psionica”g driven it may use its Psionic engine to

joumcy to a c{rg dock for rePairs‘

Water Storagc Dcstroycd~ this is self-
exP!anatorg. I’c is a more extreme version of water
storage leak. I this case the main water storage
vessel has had a catastrophic failure. T he onlﬂ
water left on board is what the crew has if theg

keeP waterskins.

WcaPon Dcstrogcd or ]__ost- one of the skimmer
mounted weapons is either dcstrogec{ oris
swePt/Fa!ls overboard. |t cannot be repaired or
recovered short of tlﬁrough the use of lﬁithevcl
magjc or powerful psionics. Qutside of that it must
be replaced.

Repairing Damagc

RcPairing gcneral clamagc, that is not related to
any spcchcic major system of the skimmer, can be
done while under way given that the too]s, matcrials,
and Persor\nc] with the necessary skills are

available.

DcPcncling on the class of skimmer different

materials may be rcquircd to rcPair it. T his may be
as simP]c as running a spare sail up the mast, or as
comP]cx as replacing mekillot ribs that form part of

the shiPs frame. Finding the necessary materials



may be an adventure in itself. Going ashore on an

island to cut lumber or hunt monsters for their skins

are two Possibi]ities.

The non-weapon ProFiciencies that would be most
useful in rePairing a skimmer are armorer,
bower/Hetcher, carpentry, engineering,
]eathcrworl(ing, rope use, scamstress/tailor,

wcaponsmithing, and weaving,

Repairing major system failures will reciuirc sPecial
facilities, with cranes, drgdocks, and heavy
fabrication equiPment and may take several weeks
to comPIctc‘ If the caPtain of the silt skimmer
doesn’t own such a Port, then ti—yeg will have to go to
Balic’s Dust Yarcls, or to one of the small hand full
of other skimmer 3arcls in the larger silt port vi”ages
that are scattered a]or\g the western end of the sea
of silt. DcPenc{ing on the extent of the c{amagc
being rePaircd the cost of Fixir\g the skimmer may
vary wilc”g. T o determine the Price of the repairs,
make a Percenti]e roll. This is the percentage of the
skimmers’ overall Purchase Pricc, minus Psionic
engines, that it will cost to rcPair it back to an
unclamagecl state. | hisis assuming that the Psionic
engine is in good working order. [f it has been
c[cstrogecl, then a new enginc must be made and

installed.

Of course, some l’laggling may lower this Pricc, and
Parhia] rePairs may be done, leaving the skimmerin a

less than unclamagccl condition.

Silt Skimmer Design and

(_onstruction

At some Point the PCsin your game may both
desire to build their own silt skimmer and have the
means to do so. Tl’xe Fo”owing section will give them
the tools to design and build their own custom silt

skimmer.

The majoritg of this section aPP]ics to all types of
skimmers, no matter how thcg are driven, but there
are certain sPecial rules for creation of Psionic silt

skimmers as well.

As with evergthing else re]ating to skimmers, their
construction costs and methods will clcper\d on how
thcg are driven and their size category. T hese
categories and their associated characteristics and

costs are given then the tables below.



Silt Skimmer Size & (haracteristics

& | ength and PBeam

5

6

Max Cargo

Max Saﬂs Wheel Sizc/ Max Si[t Dc!:)t['l"' Minimum Crch

40'x 20’
50°'x25’
6O'x30O’°
7OX35’
8O'x40

1 00’x50

1000 lbs.
2500 lbs.

5000 Ibs.

10,000 lbs.
20,000 |bs.

40,000 lbs.

|

2

5

6

20/1 1
25°/1%’
30/17
35/19
40/22’

N/A

5+Ca|:>tain
6+ CaPtain
7+ Captain
8+ Captain
9+ Captain
12+ Captain

* These numbers oniy aPPIH to silt skimmers with wheels. Size category 6 silt skimmers are too Iong to be

suPPortccl 135 Wl‘lCCIS; thcy rcquirc the even support Proviclccl by a Psionic engine.

A T}']IS numbcr &OCS not il"\ClUC‘IC tl’lﬁ W}'ICC:] or WCaPOﬂ Crews.

T he size category dimensions shown in the above

table are maximum dimensions for each givcn

category. W!’]ilc almost all silt skimmers are at least

twice as long as thcy are wide and have taPering

bows and sterns, this doesn’t mean that tlﬂcg must

be clcsignecl this way. KeeP in mind that Particu|ar|9

blunt designs may increase resistance, egecting the

skimmers maneuvcrabilitg and increasing the

amount of silt the skimmer throws up in the air as it

PaSSCS.

As was stated earlier the word cargo, in the

context of a skimmers carrying caPacitg, aPPlies not

onlg to inanimate trade goocls, but also includes

passengers, livestock, or anyone or anything that is

not necessary for the basic oPeration of the silt

skimmer. T he only things not included in this wcight

total are the minimum crew listed on the above tab]e,

any additional sPecializccl crew, like wheel crew or

Psionic Pilots, and the basic stores of food, water,



Silt Skimmer Durabi[itg and (Construction (_osts

Size Pase Cost  SiltDepth*  Tuming”  Integrity/Jmprovement/Maxs ~ Sail# Obsidian [~ ngine
i 150 gp 5 gp 10gp 4d20/1 gp/80 5gp 15,000gp
2 250gp 5 gp 17 gp 5d20/2 gp/100 6gp 16,000gp
3 450 gp 9 gp 30gp 6d20/3 gp/120 7gp 17,000gp
4+ 700gp i5gp  50gp 7d20/4 gp/ 140 8gp  18,000gp
5 1100gp 23gp  85gp  8d20/5gp/160 9gp  19,000gp
6@ 1550gp NA  N/A  9d20/6gp/i180 10gp 20,000gp

* T|1i5 is the cost necessary to reengineer the skimmers basic design to allow an additional foot of max silt

dePtH Ti’le total amount of max silt dcpth increase cannot exceed 20% of that listed on the 5i]t Slcimmcr Size
and C?‘laractcristics table above.

A Tl‘lis is the Pricc to imProvc a silt skimmer’s maximum turning ang]c 55 one dcgrce.

$ T o use this column roll the given modifier for the size category of skimmer being built. This is that skimmers
base max intcgritg/ hit Points. If an increase is desired the Pricc given is the cost to harden the dcsign against
damage further. For every hit point of integrity that is added the price of construction goes up by the listed
cost. TI‘IC last numbcrgivcn in this column is the absolute maximum intcgrit5 a skimmer of the given size can have.
Integrity of existing silt skimmers can be increased but the costis 10% higher then the price on the table, whichis

for new skimmer construction.

@ Size category 6 silt skimmers are too largc to be suPPortcc] b_g wheels. The materials used to build them are
not rigid cnough to avoid major damagc to the keel without the even suPPor‘t Providccl ]35 a Psionic engine.



and ammunition that the skimmer needs to function

cgcctivclg.

T he base cost of a silt skimmer shown on the above
table is its Price without masts for sails, weapon’s
stations, or a Psionic engine. These things, as well
as clesign ngrades like imProvecl integrity,
maneuvcral:)ility, or max silt clepth all add to the

base cost of construction.

There are onlg 2 skimmer 3arcls capablc of building
or repairing silt skimmers of size category 3 or
]arger within three hundred miles of Balic‘ They
are [Tort Stillconc, which is an outpost of the
Balican navy, and Fort Jonaus, house Wavir's
skimmer 5ards. Of these onl3 Fort Stilfone has
the facilities and Persormel to construct Psionic
skimmers. Because cra\cting and enchanting the
Psionic engines, not to mention imPorting the hig}%
qualiiy obsidian from (Jric, is time consuming, and
exacting work, a singlc Psionic skimmer can cost as
much as a whole fleet of non—Psfonic ones. [Tor this
reason, the Palican navy has a near monoPolg on

their use.

]F some otlﬁergroup would want to start building
Psionic skimmers, or evenjust their engines, they
would need to have a P]ace to build a |arge
worksl—xoP and drgdock, as well as craftsmen who
are master stone workcrs/gcm cutters. Thcg would
also need a Priest, Prcxccrablg of earth orfire, that
could cast the sPe” (reate Enginc. At the
moment the Par‘ticu]ars of that spc” are a closelg
guarc]ecl secret amongst the temPIars of Ba]ic To

gain access to it would involve a hugc bribe to a

high level templar of Balic, or araid on either Fort
Stilfone or the tcmP]ar’s library in Balic.

Fort Stihcone

Fort Stilfone is the Palican Navy's skimmer yard.
[tislocated on the [sland of Stilfone, a rocky crag
in the southern arm of the estuary of the forked
tongue, about half way to Siren’s Song. The Fort
takes up most of the island that is not nearly
vertical cliffs, giving non-flying assailants few
options but a frontal assault. T he entire facility,
dr3 clocks, workshops, barracks, and lag down
yards are all protected by high walls, and catapults.

While the bulk of the work done at [Fort Stilfone is
for the Palican Navy, they will repair or even build
civilian skimmers for the right price. T he
skimmerwrights of the fort will not build a psionic
skimmer for a civilian, no matter the Price, unless

ordered to by Anclropinis.






#1 Drﬂdocks—— This largc enclosure is where silt

skimmers are constructed or rcPairecl. It can
accommodate even the fleet’s ]argest skimmers.

| ike the arena floor of the (riterion its basin can
be raised and lowered to facilitate whatever work
needs to be PerFormcd on the skimmers there. lts
172'x65 area is enclosed by tall curtain walls. T he
gate to the estuary can be closed bg raising the
floor between the ballista turrets on the curtain

walls.

#2 The Curtain Wall- This 14 thick stone wall

towers 35’ over the shore of Stilmconc island. lt

Protects the éryclock from attack bg enemy
skimmers and giants alike. T he curtain wall features
two turrets that stand 10’ highcr than the rest of
the crenelated wall. Tl‘lcsc turrets each hold a

heavg ballista, for Fighting off attackers.
#3 T he | zailcg— The Bailcg is an open area that

has been cleared of the stones that surround the
fort. ]t lies between the rear wall and the
skimmerwrigl—]t’s workshops‘ Therc are several small
buildings contained within the bai|63 such as the
cistern, warehouse, barracks, tcmplar’s office and

cnchanting workshop.

#4 | he Skimmerwright's Worlcshop& Thisis by
far the largest building in the fort. |t is where all the
components used in the construction of silt
skimmers are made before being assembled in the
drydock. Huge equipment such as saws, jacks, and
pneumatic hammers are all used here to fabricate
components 135 the skimmerwrights. This workshola

is one hugc room inside, that runs the 140’ lcngth of

the building. |t boasts a 30’ vaulted cciling, giving

the skimmerwriglﬂts Plcntg of room to do their work.

#5 T!':c Cranc T ower. Tlﬁis ]arge circular tower

extends 40’ above the roof of the skimmerwright’s
workslﬁops. A wide sPiral staircase Provides access
to its roof. Attachecl to the top of the toweris an
enormous, heavg, wooden crane. | his marvel of
Balican engineering is Powercd by a Pair of wheels
that are driven bg beasts or slaves walking their
interiors. Heavg giant hair ropes are coiled or and
uncoiled bg the action of the wheels a”owing l’xcavg
loads to be lifted, maniPulatcd, and lowered into

PlaCC.

#6 T he Cistcrn——Tlnis is where the water for the

fortis stored. [t is a round stone bui|cling that

stands two stories tall. T he cistern can hold many
tons of water. |n an emergency, with a full cistern,
Fort Stilfone could endure a three-month siege
before theg ran out of water. | he cistern contains

a cistern fiend.

#7 TI"IC Warcl"lousc~ ]n this tl‘wree—storg stone

structure cverythir\g from lumber, to canvas, ]cathcr,
to giant hair rope can be found. Almost angthiﬂg
you could need to build a silt skimmeris laging in

racks or stacked on shelves here.

#8 Tl')c Barraclcs—- ]__ikc the warchouse the

barracks is three stories. | he grouncl flooris where

the freeman workers and artisans ]ive, while the
second floor houses the slavcs, and the third the
templars and master artisans. The lower two floors
are open bags Fcaturing hammocks stacked three

high strung between rows of Para”cl Po"s. Thc



third floor has individual rooms for those of highcr

rank in the fort.

#9 Tcmplafs qu:icc and E_nchanting Worl(.s]—)op—
These are a Pair of small bui|clings, the worksEoP

being the ]arger of the two. |n it is where Guilous
Burons takes the Finclg worked obsidian and
enchants it so it can receive Psionic energy froma
Pilot and use that to float and maneuver a silt
skimmer. T hisis an exacting and time consuming

prosses and is only undertaken bg order of the
Dictator of Ba]ic, Andropinis.

thn not cnchanting obsidian engines, Guilous
Burons 5Pencls his time in his office managing the
business of the fort. [is office is small and only has
the necessities for his work. Angone wisl’wing to
commission the construction of a silt skimmer will be

taken under guarcl, to spcak with Guilous here.
Fort Stilmconc (Harrison Fcrsonncl

(Archcrs) Human Ma]c Fightcrs 20: AL LN,
AC 6(Hide Armor); MV 12; HD 5; hp 29;
THACo 13 #AT 2;Dmg 1 d8-1,/1d8-1
(Long bow); SF A_rr none; SF Dcmc none;
MR Nik SZ M; ML 15

(Opearmen) Human Male Fighters 15: AL I N;
AC é(Hide Armor); MV 12; HD 5; }1}3 29;
THACo 13 #AT 3/2;Dmg 1 dé6-1,/1d8-1
(Spear); SF AT T none; SF Def none; MR Nil;
SZM;ML15

(Craﬁ:smen) ﬂuman Mak SIS ALLN, AC 10;
MV 12, HD 1;hp 7, THACo0 20, #AT 1;,Dmg

1 dé-1/1d3-1 (Club), SFATT none; SFP Dc{:
none; MR Ni SZ M; ML1 1

(Slaves) Mixed Race and Sex 30: AL LN, AC
10, MV 12, HD 1;hp 5, THAC0 20, #AT 25
Dimg 1 or2/1 or2. (Fists); S ATT none; SP
Def none; MR Ni; SZ M; ML 1o

(Draft Beasts) Jnix4: ALLNN; AC 6: MV 15;
HD é;hp 32, THAC0 15, #AT 2, Dmg 1
dé/1ds (Claws); SF AT T Crush; SF Def
none; MR Nil, 57 H; ML 12

(Ovcrseer) Human Ma]e Templar 2; AL LE_,
AC 6(Hide Armor); MV 12, HD 7; hp 27;
THACo 16;#AT 1;Dmg 1 dé-1,/1ds-1
(Short Sworcl); SF ATT SPcu/Wilcl Talcnt;
SF Def none; MR Nil; SZ M; ML 14

(Mastcr Cra{:tsmcn) Human Male 2: AI_ LN,
AC 1MV 12;HD 1;hp 7; THACo 20;
#AT ];Dmg 1 dé/2d4-1 (Footman’s ﬂai]); SF
AT T none; SF Def none; MR Nil SZ M;
ML12



Guilous Burons
Tcmplar, E‘ctois of Fort Stil{:onc

Male Human, Neutral [ vil
| evel 14 Strio
A C 8 (+2 Ring of Protection) Dex 14
Movement 12 Coni2
[Hit Points 61 Int 16
THACo 12 (Pronze Daggcr) Wis 18
Chaisé
Damage/Attack: 5-M/1 1d4/1d3
Proficiencies
(WF) Dagger, |_ong Bow, Spear, Short Sword,
Whip (NWF) Appraising, [« ngineering,
[Ctiquette, |_ocal History Palic, Reading/\Writing,
Spellcraft
Psionic Summery: FSFs 110 (Wild T alent)
Telekinesis, T elekinetic [light, |_evitation
é&”s: (1% Bless, Curse of ] ongues, [Hand of
the Sorcerer-Kings, Sanctuary, Shillelagh (2)
Coat of Mist, [old Person, Might of the
Sorcerer-Kings, Steal Preathe, Wyvern Watch
(}'d) Animate Dead, Corjurc | esser [ lemental,
Create Smoke, Sand Spray 4% Cure Serious
Wounds x2, Sand Warriors, Whirlpool of Doom
(5%) Create [ ngine, Raise Dead (6*) Silt Tides

m (Cream colored toga with a grey hcm, Silver
Ho]g 53mbo| of Andropinis, Fine |nix Lcatlﬁer
Sandals, [ rdlu [_eather Belt, Blue Silk Belt
Fouch, Yellow Silk Belt Pouch Pronze Dagger,
Rina WL /o, 2, Dedllr l.siaa S
Withering, Potion [Fruit of [eal, 2 gp, 15 sp, 149
cp, 27 bits

Guilous Buronsisa tall midc”e-aged man with a
balcling pate. T he remains of his short hairis black

excePt around his tcmples where it has gone grey.

(uilous has been the [ ktois of [Fort Stilmcon, a

Position that rougl‘xlg equates to sPccia] Facihtg
commanclcr, for three years. A” that time he has
served Andropinis well. e has also been
cultivating many allies in the Palican Navy and
among the merchant houses. Guilous l’loPes to one
c{ay rePIacc Sorestuclcs Ba“)a and become the
| ord Architect. |t was his naked ambition that got
him assignecl to [Tort Stiﬁ:onc. [He was too useful
to kill, but too dangcrous to allow to continue
schcming in Ba]ic As Guilous Plots his return to
the city, heis alwags looking for sPics or

mercenaries.



For‘c Jonaus

Outsiclc their heaclquar‘ters in Balic, For‘t Jonaus
is the largcst post oPcrated bg House Wavir. ]ts
Primar3 function is as a skimmer 3arcl, building,
rePairing, and resupplging the skimmers of [Jouse
Wavir's skimmer fleet. Port Jonaus also serves as a

storage dePo, and in times of conflict a stronghold

for [House Wavir.

Port Jonaus is built on the [sle of K ardos near the
mouth of the [ stuary of the [Torked T ongue,
which has onlg one shole ]eading to it from the
north. T his I’ICIPS protect the port from giant
attack, and forces wheeled silt skimmers to

aPProach in single file.

All portions of Port Jonaus are surrounded by tall
hcdges of bramble trees. Thcsc serve a dual
purpose, thcg l‘ICIP kccp airborne silt out, and their
thorny boughs protect the port from attackers.

Within the hedge, the port looks like a collection of
large tents and fortified buildings. T he tents both
turn the harsh rays of the Athasian Sun and the
choking silt on windy days. Pecause [House Wavir
has taken these precautions, goggles and dust
cloths are usua”y unnecessary inside the Port’s

facilities.

Thereis an open marLctPIacc that non-\Wavir
traders can do business, but it is isolated from the
main Port, for sccuritg reasons. SUCI'I traders must

receive Pcrmission to dock and do business. All

non~Wavir Pcrsonncl must leave Port: before

sundown. [~ ven captains of skimmers bcing built or
rePaired are ferried back to [Fort Wemmer while

tl’weg wait for the skimmerriglﬁts to finish their work.

While Fort Jonaus lacks an inn, it has a tavern
where travelers can geta hot meal and wash the
dust from their throat with a mug of brog. [House
Wavir also runs a small casino, where sailors with
bellies now Fu”, can gamblc away their pay and
watch dancing girls. T his makes Port Jonaus a
Popular stop with many skimmer crews. [t is also a

steady source of Proxcits for House Wavir.

FPort Jonaus’ clrgcloci( can accommodate skimmers
as Iargc as size catcgor3 four. ]’c was here that
[House Wavir built its Avwae class dust cogs.
Antigineg, the port master of Port Jonaus, is
alwags happg to take on a commission for the
construction of a silt skimmer once she sees that
the party in qucstion has the means to afford the
work. She will offer maintenance contracts to silt
skimmer caPtains that allow them to receive rePairs
ata discount, s0 long as t!'lcy agree to have all such

work done at Fort Jor\aus.

The onlg limitations on the kind of skimmers that
can be built or rePairecl at Port _Jonaus are in the
size of their c{rgclock, they can not accommodate
size category five or six skimmers, and tl’163 cannot
build Psionic engines. Because of this few Balican
navy skimmers use the port. Although a Pair of
ScorPios Patrol skimmers visit about once a week

while Patro”ing the area.






#1 Marlcct ch» T his north most Portion of Port
Jonaus is where all silt skimmers, not oPeratecl bg
[House Wavir, dock. ]’c is at the end of a ]ong Pier
that connects a short chain of small islands. As its
name infers the Market ch is where skimmer
caPtains can bring theirgoods to trade with each
other and [House Wavir. T here is no ’cc”ing what
may be found here from one clay to the next. ]t all

depcnds on what the latest skimmers had in their

holds.

The Market Key has three docks that silt
skimmers can tie up to. There are also two tents,
one largc Pavi]ion 5tglc tent that has tables that, for
afee, can be used to displag wears, and one smaller
tent that houses \Wavir guards and functionaries.

Allfees orfines are Paid in this tent.

#2 T]wc Farchcd ]nix—this tent houses a tavern of

sorts. TI’ICI‘CS a largc stone stove at its center that
vents its smoke out the Pcak. Around thatis a bar
and tables. A wide variety of food is offered, but
the Farcl‘wec‘ Jnix is famous among skimmer crewmen
for its |nix stakes and brog. Such a meal will cost a
hungrg crewmen | cp 2 bits. A cup of broy or water
are §bits and 1 bit resPectivelg.

#% The Tcmp]c of the Moons- T he name of the
ports gambling house is a double entendre, that

refers to the adoration the curvaceous clancing
girls, who work within, receive from lonc!g crewmen
who may not have set foot off their skimmers for

weeks Prior to visiting For‘t Jonaus.

Dice games are PoPular with the patrons of the

Temp]c of the Moons, but the big money is won or
bt St Sl ke el
skill first played by the dwarves. [tis like dominos in
most respects, bcing P]agccl with tiles made from
animal teeth. T he Shufa tiles owned bg the
Temple of the Moons are made from the teeth of

tembo.

The clancing girls serve not onlg as an attraction,
encouraging Ionclg silt skimmer crewmen to stay and
continue gambling, ipgou are not gambling you must
leave, but they also distract gamblers from their
games, making it casier for the house to win.
Because of this each dancer has a house guard
assigncd to kecp patrons at a rcsPcchcu] distance.
Thcg will allow the patrons to show their
aPPreciation to the dancers by tiPPing themina
basket the same color as the ribbon theg wear in
their hair. T he house takes half this money.
Ou’csicle of the bulk trade that the rest of the Port
facilitates for [Jouse Wavir, the Templc of the

Moons is the most Pro{:itable venture on the lslar\c{.

#+T|1e 5lcimmer Yards— This is where [House

Wavir builds and rePairs silt skimmers, either its own

or customer’s. There is a six storg l’lexagonal stone
tower flanked 133 two docks. From the center of the
roof of the tower two I'lcavg ropes run out to thick
wooden Piles that have been driven clccP into the
bed of the silt sea to the west. Tlﬁcsc ropes have
heavg blocks with Pu”cgs for manipu!ating hcavg
timbers into Placc during construction or rePair of

silt skimmers.



#5 T]’wc Gatchousc and Wau— Thc gatc!—louse

guarcls the ]slancl from the non~\/\/avir Pcrsormc] on
the Pier. Only agents of house Wavir may pass the
gatel’zouse unescorted. ]t is a three—storg stone
tower with arrow slits all along its front wall. Thcrc
is a ballista mounted on the roof of the gatelﬂouse,
and all the other guard towers, to fend off attacks
on the Port‘ The wallis twcn’c3 feet tall and seven
feet thick. |t has threc, tl‘xirty-}coot guarcl towers,

and a wide catwalk all along its top.

#6 T he Agents | ower- | his l—‘lugc stone tower

houses most of the Personne| that live on the island.

]ts first floor is taken up most]y bg a Iarge open bag
barracks where the guards live. Thc port armory is
also on the first floor. T he second flooris a hive of
small rooms that serve as either quarters or offices
for the agents of House Wavir. Witlﬁ the cxccPtion
of a short haﬂwag and roof access stairs, the whole
of the third floor bclongs to Antigincg the port
master. She has a |arge office that is connected to
her Personal suite. [Ter quarters are quite luxurious
even by the standards of a Balican Pa’crician. On
the roof there are two swivel mounted hcavg
cataPults} to fend off attacks on the Port. There is
also space enough fora |arge unit of archers to

assist the cataPult batteries in this task if need be.

#7 T he Vault Tower- T his is the last of the

hexagona] stone towers in Port Jonaus. |tis used

for storage of two very different things. Startfng
on the second ﬂoor, this is where angthing of great
value is l(ePt. [ordes of coins,Jewels, and

forbidden magic items might be found here in a

series of mini vaults. Down on the first floor is the
Vault T ower’s Primarg security. Scores of zombies
are kePt here when not Pushing the wheels of
[ouse Wavir's skimmers. They have orders to
attack anyone who is not wearing the livcr3 of
[House Wavir, a]t]‘xouglﬂ thatis a c]osclg guardec{
secret. [or that matter so is the function of the
\/ault T ower. ]F visitors ask about the tower, thcg
are told that it is the ports kccp; a heavilg fortified

Place to fall back to if the |sland is overrun.

#8 | he Hospitality T ent- T his is as far as any
non-\Wavir visitors are likely to getin FPort Jonaus.

Angone wanting to discuss business with any of
the agents of the house will be led here to discuss
it. |n the case of someone wanting to order the
construction of a silt skimmer Antigineg herself will
conduct the negotiations. The Hospitalitg Tentis
aPPointed with several silken lounges, and low
tables that food and drink are served from 133
favored young agents. Antigineg rewards up and
coming agents with this clutg to show them how
business is done, and so she migl‘zt have an
oPPor’cuniiy to introduce them to imPortant

customers.

#9 T he Mess/Medicus T ent- About two thirds
of this large tent is taken up by the main kitchen for

the Port. The meals for everyone from a slave to
the port master herself are all prepared here. The
remaining space is cordoned off for the care of the
injured and infirmed. T here are high tables for
examining or Pchorming surgery on Paticnts, as well

as a dozen bcds for those who cannot leave under



their own power. Man3 herbs are kcpt here along
with all the basic medical suPPIics like linen
bandages, and such. T he Medicus is run by a wind
priest, who is assisted by three Wavir hirelings
skilled in healing and herbalism.

#1 O—r]'\c Storc Tent- This huge tent is where
bulk goods like bushels of grain, tuns of water, or

stacks of timber are ‘(ePt, while waiting to be
shiPPcc{ out or used. A]most any nonPerisl‘zch
bulk commoclit9 available in the tablelands can be
found here in tall stacks or casks. Becausc of the
nature of the goods stored here this Pavi]ion is not

as Frequentlg Patro”ecl as the rest of the Por‘t.

Fort Jonaus Fcrsonnel

(,Arc]')crs) Human Malc Fig]wtcrs 15: AL LN,
AC é(Hide Armor); MV 12; D 4; hp 23;
THACo 14;,#AT 2;Dmg 1 d8-1,/1ds-1
(Long Bow); SP ATT none; SF Def none;
MR Nil; 572 M; ML 15

(Spcarmcn) Human Malc Fightcrs 10: AL LN;
AC é(Hide Armor); MV 12; HD 4; hp 245
THACo 14;#AT 3/2;Dmg 1 dé-1/1d8-1
(Spear) SP ATT none; SP Def none; MR Ni
SZMML15

(Agcnts) Human Malc/ Female Tradcrs 12: AL
LN; AC 7(Padded Armor, High Dex); MV 12;
HD 1-7;hp 5-31; THACo 20-16; #AT 1;Dmg
1dé-1/1d8-1 (Short Sword); S AT T
SPcIL/WiH Talent; SF Def none; MR Nil; SZ
M;ML 14

(Cra&smcn) Human Male 27: AL LN, AC 10;
MV 12; HD 1;hp 7, THACo0 20, #AT 1; Dimg
1dé-1/1d3-1 (Club); SF AT T none; SF Def
none; MR Nil SZ M ML 11

(Mastcr Cramctsmcn) Human Malc 2: A]__ LN,
AC 1MV 12, HD 1;hp 7; THACo 20;
#AT 1;Dmg 1 d6/2d4-1 (Footman’s [Flail); SP
AT T none; SF Def none; MR Nil; SZ M;
ML 12

(Slavcs) Mixcd Race and Scx 30: AL ]__N, AC
10, MV 12, HD 13 hp 5 THACo0 20, #AT 2;
Dmg for2/1or2 (fzists); SPFATT none; SF
Def none; MR Nit SZ M ML1o

(Cooks/Dancers) Mixed Race and Sex 12: Al
NN; AC 10, MV 12, HD 15 hp 5, THACo 205
#AT 2; Dmg 1or2/tor2 (Fists); SF ATT
none; SF Def none; MR Nil; SZ M; MLs

(Draft Beasts) Inix 3: AL NN; AC 6 MV 15;
HD 6;hp 32, THACo 15, #AT 2; Dmg 1
dé/1ds (Claws); SF AT T Crush; SP Def
none; MR Nil, SZ H; ML 12

(Undead) Zombies 80: AL NN; AC 8; MV 6;
HD 2;hp 11, THACo 19, #AT 1;Dmg 1d8-1
(Spear); SE ATT none; SF Def Spell
Immunity; MR Nil SZ M; ML Special



Antigincy Pulcher
Tradcr, Mastcr of Fort Jonaus

Female Fuman, | awful Neutral
Levcl 12 Str 9
A C 7 (+2Ringof Frotection/Dex) Dex 15
Movement 12 Conii
[Hit Points 39 Int 16
THACo 14(Bronze Daggcr+ i) Wis 17
Chaiy
Damage/Attack: S-M/L id4+1/1d3+1
Proficiencies
(WF) Dagger, Harpoon, Short Pow, Short
Sword, Whip (NWF) APPraising, Bargain,
Bureaucracy, [ tiquette, | anguage Modern

Giant, s Language Modern Aarakocra, Language
Modern Gith, |_ocal History Balic,
Reading/\Writing (Common

Psionic Summery: FSFs 93

(Wild T alent) Mindlink, Contact, Sound | ink

T hief Skills: Ficlc Fockcts— 4y OPcn Locl<5~ 10,
Find/ Remove TraPs— 15, Move Silcntly -~ 20,
Hide in Shadows— 25, Detect Noise— i5, Climb
Walls- 60, Read Languagcs—- 40

Foison Tgpes: A, C, DF, ], K, N, O

ltems: Green Silk Robes, Silver Jewelry, [Tine

| ambskin Poots, Blue Silk Belt, White Silk Belt
Fouch, Bronze Dagger+1, Ring of Protection +2,
Hat of Disguise, Potion [Truit of Cure Critical
Wounds x2, 23 gp, 78 sp, 529 cp, 84 bits

seventh grandchi]c{ of Eupatriclae Pulcher the

matron of one of the most influential Patrician
families in Balic. Being tenth in line to her
grandmother’s seat on the Patrician’s counscl, in
her ear]g teens Antigineg decided to make her own
fortune as a trader. She used lﬁemcamilg’s ties with
the Mcrchant House Tomblador, and her wealth
to gain a Position asa caPtain of a silt skimmer.
When a high ranking T omblador agent Pinnecl the
blame on herfor unPaid taxes, Antiginegjumpecl
shiP and went over to [Jouse Wavir, bringing her
skimmer and crew with her. Over the next decade
she rose through the ranks to her current Position
as Master of Port _Jonaus. She has ambitions to
head [House Wavir someday.



E_stuarie, of the forked tonguc/
Dust Sinks
Razorwings

E)castl‘ucadcd Giants
Silt Kunner
Plains Giants

%cd Sile Horror
Silt Skimmer

C|ouc| Rag

Raktoi

Sil Spidcr
Faraclemental Byeast of Silt
) Plains Giants

i ”" Floabcr

] j Brown Silt Horror
16 SlitSpawn

i? Silt Skimmer

18 Beasthcaded Giants
i lack Silt Horror
25 ButAl

esert Giants

5w b

[

Roc!(g Jsland

Razorwings

Black Silt Horror
5|ig

5”(: 5 wn

Dune caper

Flains Giants

Red Silt Horror
E)castl\cadcc{ Giants
Rock Cactus
Aarakocra

Desert Giants

i 3 Brown Silt Homor
i4 Roc

i § Silt Skimmer

1 6 Flains Giants

1 7 PBeasthcaded Giants
18 Sit Spidcr

1o Cloud RSB

20 Desert Giants

5w FORW
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Silt F ncounters

Roll 2d10
Deep Sile

2 Graf, 5i|t Hon—or
5 Sinlc Worm
4 Raktoi
j Red Silt ﬁormr
6 Floatcr
7  SikDrake
8 Cloud Ray
b4 Sl 5Pawn
10 Sik Skimmer
i1 Roc
12 Black Silt Horror
% Razorwings
i4 Sand Vortex
15  AirDrake
16 Silt Spider
i 7 Ftcr'rax
18 Furple 5i|t Heorror
i 9 Wl’u’tc Si't ]'Iorror
20 E)rown 51": Horror
Sta rk Cra 25
2 Red Silt Horrer
2 T
4+ Silt Skimmer
5 Aarakocra
6 Raktoi
? Kazorwings
8 Silt Spidcr
9 CloudRay
10 lack Silt Horrar
ii terrax
i2 E_lcm:nta| b:ast oFEarth
I%  Razorwings
14 5] It Spawn
i 5 Hoatcr
16  AirDrake
i 7 Kcs’trclu:|
i8 Roc‘c Cactus
19 Aarakocra
20 PBrown Silt Horror
.Sca of .Sllt Wcathcr
oll 2d
Day/N"gMTeme %astislwt\Mnd
2 Wam Coodl None  None
3 Wam Coodl None  Nene
4 Hot (Codl Light None
5  Hot Codl Light  Light
& VeryHot Cool Mod.  Light
? Vcry ]—]ot Warrn Maci. Mad.
8 Very Hot Warm Strong Med.
90 Very Hot Warm Strong  Med.
IR ]=u mace ]'lot %x g:r:nr;s

12 Fumace [Hot Sirocco  Storm

SO®s b

ottt gredrupm

Se@ o b

Mud Flats

Desert Giiants

Roc

E)ca&thcadcd (iants
Brown Silt Horror
Sile SPiclcr

Bu mflower

Ftcrrax

Red Silt Horror
Camivomus Fla nt
Hoahcr

F'ains Giants

Silt Dralo:

Cloud Rag

Red Silt Horror
Brain Seed

B|aci< 5i|t Heorror
Sink Worm

Rock Cactus

R azorwin g5

Ruins
511': SPicicr
Krag
Staﬂdng Horror
F|oatcr
Razot'wings
Cloud Ray
Sink Worm

Rcci: Cactu s
Aa rakocra

Beastheaded (Giants
Desert Giants

Sun Drake

D"mot

Ftcrrax

Kras‘insa

Floatcr

Thrax

Roc
Flains Giants



Scpiebrcm
Discipline- P'sychokinetic PSP- %0
Sciences, Devotions, Defense Modes- NA
Wis- 12 Alignment- N/N
| anguages- None Ego-NA
Appearance- A sepicbrem is a large chunk of

brain matter, harvested from a live silt horror,

incased in a g]ass spl'lerc. ltis about the size of an
adult human head and is usua”y susPenclecl above a
Psionic engine via giant hair rope. When not in use
it c{imlg g]ows a Palc blue.

Constant Fowcrs- As mentioned above, when not

inuse a sePicbrcm glows blue, this shows that it is
recovering its FSFS, which it does at a rate of 2 an
hour.

!r\vo[«:cl ! owers- \When Placec] in Phgsica! contact
with a Psionic engine the sepiebrcm feeds it the
requirccl 3 FSFs necessary to kecp a skimmer
afloat

AEECarancc-A king’s eyeis a solid glass tube
about 18 inches long % 1,/2 inches in diameter at
one end taPering to 1 inch in diameter at the far

end.

Constant Fowers— W}'lcn the narrow end is Placcd

to the eye of its user, it both magnifies what is being
viewed and allows the user to see through some
things that would normally obscure vision. [f the
invoked powers are not used thir\gs viewed tlﬂrough
the king’s eye look 5x larger than with the naked
eye.

Invokcd Fowcrs- 63 taPPing the side of the king’s
eye, its user can increase and decrease the
magni{:ication of the image he sees. [~ ach tap
increases or decreases the magnification of the
image bg 5x. A tap with the middle finger increases

while a tap with the index Fingcr decreases.



New [riest Spe”

]:ourth-—chel Spc"

Thc Tcars of the Sun

Spherc: Fire

Range: [ight/[Heavy Catapult 900°/1300’
ComPonents: V, 5'M

Duration: 3 rounds

Casting | ime: 4

Area of [ ffect: 40’ arch/level above 8t

Saving Throw:

This sPe” is a c]oselg guardecl secret among
the mid to upper echelons of Andropinis’
templars. Qutside of the cadre of his
Priesthoocl it is unknown.

Bﬂ means of this sPc”, the tcmplar creates a
buming rain along an arching line in battle.
Tl’le material comPoncnts for the tears of the
sun is an alchemical concoction that is Pourecl
into the bowl of a cataPult and launched at a
distant target area, be thata group of giants
or a shoreside fortification. | he somatic
gestures are Prmcormccl, and AndroPinis’ name
is invoked while the concoction falls toward its
target area. Timing is imPortant, if igni’cecl too

earlg the sPe” fizzles, snuffed out before it can

have effect. |f initiated too late it lacks the air
to ignite. Because of this the casting templar
must make an attack roll to successxcully
activate the tears of the sun. [f they fail their
attack ro”, tlﬁeg invoked their king’s name
either too carlﬂ or too late.

Once activated the tears of the sun falls in an
area of effect 10 dceP b}j 40’ wide per level of
the caster over 8. Angthing in this area of
effectis sP]atterecl with a torrent of burning
liquic] that does 3d8 hit Points of fire damagc
on the first round 2d8 clamage on the second
round, and 1d8 on the third round, at which
Point it snuffs out. [~ ach round the target of
the sPe” may save for half clamage. Ang
flammable materials like cloth, wood, or leather
must also make a save vs. fire damagc or be set
a]ight and destroged. (nderthe right
conditions the tears of the sun could sParic a

comclagration, ingu”:ing a stockade complctelg‘



S

Caravan RoacL Caravan roads conect the far ﬂung c,it9~statcs. thcg are used bg
commoner an& ITlC".I'CI"IBﬂt l'IOUSCS a|il<e.

Shauow Silt‘Fath» Shallow patl’rs are approximatelt 10 feet c}cep. [ ven size category
i wheeled silt skimmers can navagate aths.

Medium Silt Fat!-w Mcc{ium paths are around | 5 feet dccP. fjizc category % and
arger wheeled silt skimmer can traverse these Paths‘

Decp Silt Path- Decp silt patl‘ls, bcing 20 or more feet dccp, can onlg be travled by

size catagorty 5 and & wheeled silt skimmers.
Silt No Fathw Most silt has no Pat!‘xs and thuse is onlg navigabic bg Psionic]g driven

silt skimmers.
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