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Chapter 1: The City of Sorrows
"Visira. Known as the city of sorrows. A city

whose narrow streets echo with tortured cries and the
cruel whippings from taskmasters, where the air is
thick with the stench of blood and decay. It is a haven
to the vile, the wicked, and the amoral. Where gold can
buy anything, and life has the least value of all..."
Nyn' Thuvir the Legender

Into Evil’s Heart

Yesterday, the sea had been ready to swallow
Thale's Lust. The storm had thundered its anger in
a blaze of brilliance that lit the horizon. The ship
had struggled through the night to remain atop
the waves that crashed across her aged decks.
With the dawn came the calm, and the sea rested
in silence as the Lust groaned her way southward.

Ahead, an ugly haze hid the coastline within
its veiled midst. As the ship drew nearer, the first
mate's snarled commands sent the lookouts
clambering into the rigging. The sharks' teeth,
coral reefs ringing Visira's harbor, were infamous
for claiming ships that failed to respect them. Her
mainsail furled, the Lust slowed, her bow rising
and falling gently with the cresting waves as her
captain guided her through the reefs.

From the foremast, Faron Lurcas clearly saw
the coral formations just below the surface. As the
ship eased into the outer harbor, he could identify
the green shapes of lizardfolk swimming in the
murky water. The morning sun was already hot,
and the fog stifling. Faron shook his head to clear
the sweat from his eyes, and turned his attention
forward. There were voices ahead, and, as he
watched, the Visira docks emerged from the haze.

Even as the sun burned away the morning
mist, fat droplets of water fell from the rigging
and spars. It was well past midday before the
hold of the Lust was emptied, and Faron was
tired, hungry, and drenched. More time passed as
the crew collected in a tight throng about the
boatswain for the few coins he dropped into each
eager hand. Clutching his meager pay, Faron
finally made his way to the dock, and for the first
time, surveyed the full face of Visira that stood
before him.

The long harbor wall stretched like a
horseshoe from its northern end at Tower Point

around to High Spur on the south. The whole of
the wall, roughly hewn and poorly built, was
green with lichen and heavily splattered with
seagull droppings. Faron could see men atop the
walls. Some were patrolling, some sat in what
precious little shade was offered, and a few talked
with women sitting in the open windows of
houses near the wall.

Adobe clay buildings were arrayed in chaotic
rows beyond the harbor wall. Where the ground
rose, Faron could see tiers of buildings encircling
a hill within the city. Near its top, adobe clay
construction gave way to buildings of cut stone.
The hill's crest was completely encircled by a
stone wall, and dominated by large estates.

Gallows Arch was the sole gateway from the
waterfront into the city. Faron easily spied the
gatehouse’s twin short towers at the center of the
harbor wall. Closer by, near the fishing boats,
seagulls dove and fought for whatever they could
steal. Packs of young boys chased the gulls with
stones, sending them screaming with pain into
flight. But as the boys ran back toward the city to
replenish their missiles, the undaunted seagulls
descended again to plague the fishing nets.

Faron did his best to navigate the chaos of
the docks. Ships were moored to each side of the
narrow piers, and many of them were a swarm of
activity. At several of the ships, men shackled in
chains labored to haul cargo to and from the piers.
Faron stepped past these quickly, and focused on
the gateway ahead. As he approached Gallows
Arch, he could hear the city guards. Their voices
thick with boredom, they entertained themselves
by challenging and inspecting the sailors and
other commoners trying to pass through the gate.

Faron nearly bumped into the outstretched
silver medallion that was suddenly thrust into his
face.

"You have been borne safely upon the
waves!" a voice bellowed.

Faron jerked back, staring at the disk that
twirled in the air, sunlight glinting from its shiny
surface. A cresting wave and a bolt of lightning,
symbol of the god Naultan, Master of the Oceans
and Seas, was emblazoned upon the medallion.

"You have tread upon the blood of the Lord
of the Depths, and he has blessed you with safe
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Chapter 2: The Waterfront
Of Visira’s seven wards, only Old Harbor is

smaller than the Waterfront. Ironically, the
Waterfront is arguably the busiest area of the city.
Nearly a score of docks stretch out along the span
of the wharf, but less than half their number can
support merchant vessels larger than a brig or
schooner. Small ships fill much of the docks while
the larger caravels and galleons anchor out in the
harbor. Visira does not see a large number of new
ships arriving and departing daily, but duties,
tariffs, and wharfage fees provide for reasonable
maintenance of the ward.

Most of the Waterfront was completed
less than fifty years ago, and is in better
repair than much of the city. It also
boasts a generous supply of cut
stone in its construction. Before
the rerouting of the Venom
River, the area was a low-
lying bog upon which the
Harvesters would beach
their small, flat-bottom
fishing boats when not in
use. When the riverbed
for the Venom was dug,
the earth and rock from
the excavation was used to
heighten the bog and to
build a levee around the
southwest side of Visira. The
city’s curtain wall was eventually
extended to span the entire levee, and
the beachfront was filled with stone rubble to
slow erosion.

Some twenty years after the Venom’s
rerouting was completed, it became evident
that the East Wash and Old Harbor (known at
that time as the East Ward and Harbor Ward)
were sinking. The discovery could not have come
at a worst time financially, and Visira was sorely
pressed for a solution. The answer came when the
Scarlet Veil and several of Visira’s most
prominent women merchants offered to fund the
construction of a new wharf district. Once the
negotiations were completed and the victor’s
permission secured, the group named themselves
the Mariners’ Bevy, and work began on the new
harbor.

The wharf edge of the Waterfront is
protected with a stout fieldstone retaining wall
five feet thick at its top. The wall stands almost
five feet above the sea at high tide, increasing to
about nine feet at low tide. The top of the wall is
even with the Waterfront streets, and most the
ward is paved with granite fieldstone and round
cobblestone. Buildings in the Waterfront are a
mixture of baked adobe clay, granite fieldstone,
and stone rubble. The height of the docks is even
with Waterfront’s streets. The docks are all
constructed from roughly hewn granite
fieldstone, faced with smooth flagstone, laced and

reinforced with tarred timber ties, and filled
with an interior core of loose rock and

stone rubble. Due to the cost of their
construction, few of the docks are

greater than ten feet in
thickness at their top.

A roughly hewn, low
stone wall of poor
workmanship, commonly
called the duck wall,
separates the Waterfront
from Huckster Sprawl. The
wall was constructed in

part to separate the wharf
from the city, but its main

purpose is as a retaining wall to
help reinforce the raised

foundation of Huckster Sprawl. The
wall’s full height faces the Waterfront,

where it rises to an uneven twelve feet, and is
noticeably thicker at the base than at its top. The
wall facing toward Huckster Sprawl is barely
five feet from the ground to the top of the wall.

In the center of “duck wall” is the
one gate that connects the Waterfront to the city.
A small gatehouse and guard post known as
Gallows Arch houses a wrought iron gate that
allows egress between Waterfront and Huckster
Sprawl. The gate entrance is at the base of the wall
facing into the Waterfront, but just inside the iron
gate the ground begins to ramp upward to
Huckster Sprawl. To the east and west the “duck
wall” meets with Visira’s city walls. The curtain
walls are of hewn stone, and are much more
solidly built. They rise another ten feet above the
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Astul Phalach
Day Barkeep, Red Cutlass Tavern

Astul Phalach is a solemn man whose
sentences rarely exceed three or four words. He is
known to smile on occasion, but those moments
are few. Astul is a gruff fellow whose dark eyes
glare out from an enormous beard that fills his
face. His thick frame bristles with coarse hair from
his chest to the tops of his palms, and he seems to
enjoy the effect he has on the local youths. Astul
gives the Gallows Arch day guards a free drink at
the end of their shift in exchange for their slowing
the foot traffic through the gate. After all, most
men would prefer a good drink and the pleasant
company of the Scarlet Veil to standing in the hot
sun while waiting to pass through the gate.

Male Human Warrior 6; CR 5; medium-sized
humanoid; HD 6d8+6; HP 40; Init +2; Spd 30;
AC 18, touch 12, flat-footed 16; Atk melee
+8/+3, ranged +8/+3; AL LE; SV Fort +7, Ref
+5, Will +4; STR 15; DEX 14; CON 12; INT 14;
WIS 9; CHA 11. Ht: 5' 8"; Wt: 200; Age: 33;
Hair: brown; Eyes: brown; Skin: tan.

Skills and Feats: Climb +11, Intimidate +9,
Jump +11, Swim +11; Iron Will, Power Attack,
Weapon Focus (Longsword).

Untrained Skills: Appraise +2, Balance +2,
Concentration +1, Craft +2, Escape Artist +2,
Forgery +2, Heal –1, Hide +2, Listen –1, Move
Silently +2, Scry +2, Search +2, Sense Motive –
1, Use Rope +2, Wilderness Lore -1.

Possessions: Cloak of Resistance +1, Potion of
Cure Moderate Wounds x2, Potion of Haste;
Chain Shirt Armor (Masterwork), Longsword
(Masterwork), Shield, large steel (Masterwork),
1,215 gp value in coins, gems, art and mundane
items.

Class Proficiencies and Abilities: All armors, all
shields, simple weapons, martial weapons.

Languages Spoken: Common, Draconic, Orc.

Shipwright
Hanging outside the door of this two-story

adobe brick building is a circular copper sign
bearing the painting of a ship. The shipwright’s
shop is in the corner of the ward at duck wall and
the outer curtain wall, next to the dry dock. An

adobe brick wall ten feet in height encloses a back
compound where lumber is stored.

Guinsel Kalfare
Shipwright

Guinsel is a short, wiry fellow filled with a
seemingly inexhaustible supple of energy. He can
be found at the dry dock during most of the
daylight hours, scolding his apprentices and
complaining incessantly about the quality of their
work. Guinsel does not like the Black Raiders, but
he wisely completes their ship repairs and hull
scrapings. Guinsel is married, and has two young
daughters, neither of whom, to his dismay, have
any interest in his business. Guinsel worships
Naultan, and will help the temple if he can.

Male Human Expert 3; CR 2; medium-sized
humanoid; HD 3d6; HP 14; Init +1; Spd 30; AC
13, touch 11, flat-footed 12; Atk melee +2,
ranged +3; AL CN; SV Fort +1, Ref +1, Will +3;
STR 11; DEX 12; CON 11; INT 14; WIS 16; CHA
8. Ht: 5' 3"; Wt: 128; Age: 28; Hair: black;
Eyes: brown; Skin: copper.

Skills and Feats: Appraise +6, Climb +4, Craft
(Carpentry) +9, Craft (Shipbuilding) +10, Craft
(Woodworking) +8, Handle Animal +4,
Profession (Sailor) +9, Ride +3, Swim +5, Use
Rope +6; Skill Focus (Craft: Carpentry), Skill
Focus (Craft: Shipbuilding), Skill Focus (Craft:
Woodworking).

Untrained Skills: Balance +1, Bluff –1,
Diplomacy –1, Disguise –1, Escape Artist +1,
Forgery +2, Gather Information –1, Heal +3,
Hide +1, Intimidate –1, Listen +3, Move Silently
+1, Perform –1, Scry +2, Search +2, Sense
Motive +3, Spot +3, Wilderness Lore +3.

Possessions: Potion of Cure Light Wounds,
Potion of Detect Thoughts; Crossbow, light,
Leather Armor, Mace, light, 1,600 gp value in
coins, gems, art and mundane items.

Class Proficiencies and Abilities: Light armors,
simple weapons, ten class skills: appraise, climb,
craft (woodworking), handle animal, profession
(carpenter), profession (sailor), profession
(shipbuilder), ride, swim, use rope.

Languages Spoken: Common, Aquan, Draconic.



Chapter 10: Deities

Naultan (the Furious)

Master of All the Oceans and Seas,
Cold Lord of the Endless Murky Depths,

Spitter of Lightning and Bellower of Thunder,
Terrible Envoker of Storms and Winds.

Alignment: Chaotic Neutral.
Domains: Chaos, Destruction, Water.
Symbol: living wave, lightning bolt.

Favored Weapon: Shortspear, Trident.
Favored Class: Cleric, Sorcerer.
Favored Race: Elf, Half-Elf, Human.
Associated Animal: gull.
Associated Colors: aquamarine.

Priests:
Alignment: any Chaotic.
Head Raiment: bare.
Body Raiment: no preference.
Preferred Armor: leather or none.
Preferred Weapon: any piercing.

Worshippers:
Alignment: any Chaotic.
Holy Days: full moon.
Sacrifice Times: full moon; during storms.
Sacrifice Forms: offerings, sunken treasure.

Role
Despite Ul’ty’s influence over the world’s

waters, Naultan is the accepted, and rarely
disputed, lord of the oceans and seas. He has
occasionally clashed with his mother Ul’ty, but
these conflicts are uncommon as Naultan simply
does not care about the people who die while
traversing his oceans.

Priests
It is said that a ship carrying a priest of

Naultan will never capsize. For this reason,
mariners often seek out clergy of the Furious One.
Naultan’s priests promote this belief by taunting
sailors and ocean-going travelers, and are
consequently mocked as preying upon the
superstitions of sailors and children.

Temples
The Furious One’s temples are normally

found in seaports. Some are located in small
fishing villages or in remote areas, but all are near
bodies of water.

General
To his flock, Naultan is rarely known to

assume humanoid form, and his visage is usually
that of a living wave of water. There are countless
mariners’ legends of Naultan, describing him in
his fury and in his benevolence, and the majority
of these sea tales ignore Naultan’s visage as a
living wave. Most depict the Master of the Depths
as a great humanoid who forms from a spiraling
column of water that rises out of the ocean amidst
gale winds, and he is said to walk upon the ocean
as if it were solid ground. In proper keeping with
the fabric of legends, his voice either roars as the
winds of a gale, or rumbles like thunder, and he
can summon forth bolts of lightning from his
fingertips.
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Roondi Aleheart
Illusionist of the Cabal

Jorge Amancer
Cannibals’ Shield Captain

Frond Arnhild
Barkeep, Skull and Dagger

Izmian Artollah
Cannibals’ Shield Lieutenant

Joddi Belchbelly
Farmers Market

Piddle Belchbelly
Farmers Market

Ulvar Berkael
Lord of the Lubbers

Farden Blacknuckle
Farmers Market

Omera Blackwell
Common Court Advocate

Marl Borith
Huckster Sprawl Sergeant

Randun Buzir
Hillside Lieutenant

Lorna Cagriel
The Scarlet Terror

Nurwen Carentil
Freeholder

Gilorn Cormane
Innkeeper, Gold Coin Inn

Terren Dalmuth
Visira Watch Captain

Mistrena Draide
Barkeep, Crab and Crow Tavern

Illean Dugras
Waterfront Sergeant

Rist Elsaen
Windstorm of Naultan

Navis Elwir
Talon of Isbri

Malaru Falthuk
Afflictor of Eteris

Surand Faranga
Master Court Inquisitor

Anarik Farl
SlaveMaster of the Whips

Cimorn Fildur
The Scarlet Terror

Birstocia Finegold
Farmers Market

Beackle Furdman
Common Court Inquisitor

Bogra Gamur
Hand of the Black Thumb

Ordma Genst
Waterfront Lieutenant

Uzug “Ugly” Gosvir
East Wash Sergeant

Sanzin Grayspirit
Taskmaster of the Whips

Suridin Gulfaer
Legate of Nurwen Carentil

Relok Halensted
South Levee Lieutenant

Brenn Heldur
Appraiser/Moneychanger

Rothurn Heldur
Moneychanger

Aerla Hesin
East Wash Lieutenant

Roc “Bruiser” Holg
South Levee Sergeant

Leit Herzarg
Innkeeper, Steel Shield

Kadon Ildraj
Waterfront Staff

Deng Indrati
Second Initiate, Abbey of Gouldakai

Virtrula Irvand
Master Court Arbitrator

Jorace Izilla
Old Harbor Sergeant

Kivet Jordurain
Lord of the Flags

Coreth Jotara
Leader of the Cabal

Raza Jurthan
Consulate of the Bevy

Guinsel Kalfare
Shipwright

Gulna Keddir
Barkeep, Royal Red Tavern

Arolius Kirmond
Common Court Arbiter

Sarul Krizas
Taskmaster of the Whips

Erandi Kurvarn
Tempest of Naultan

Dulg Largash
Arena’s Hold Sergeant

Kastoa Lazan
Farmers Market

Gir Loboll
Tongue of the Rake

Faron Lurcas
Cabalist; Priest of Lhuramni

Shira Majarn
Black Thumb Guildmistress

Festil Martin
Common Court Assessor
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following text is the property of Wizards of the
Coast, Inc. and is Copyright 2000 Wizards of
the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a) "Contributors" means the copyright and/or
trademark owners who have contributed Open Game Content;
(b) "Derivative Material" means copyrighted material including
derivative works and translations (including into other
computer languages), potation, modification, correction,
addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be
recast, transformed or adapted; (c) "Distribute" means to
reproduce, license, rent, lease, sell, broadcast, publicly
display, transmit or otherwise distribute; (d) "Open Game
Content" means the game mechanic and includes the
methods, procedures, processes and routines to the extent
such content does not embody the product Identity and is an
enhancement over the prior art and any additional content
clearly identified as Open Game Content by the Contributor,
and means any work covered by this License, including
translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) "Product Identity"
means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions,
likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations; names
and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or effects, logos,
symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by
the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) "Trademark" means the
logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the
Contributor (g) "Use", "Used" or "Using" means to use,
Distribute, copy, edit, format, modify, translate and otherwise
create Derivative Material of Open Game Content. (h) "You" or
"Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game
Content that contains a notice indicating that the Open Game
Content may only be Used under and in terms of this License.
You must affix such a notice to any Open Game Content that
you Use. No terms may be added to or subtracted from this
License except as described by the License itself. No other
terms or conditions may be applied to any Open Game
Content distributed using this License.

3.Offer and Acceptance: By Using the Open Game Content
You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to
use this License, the Contributors grant You a perpetual,
worldwide, royalty-free, non-exclusive license with the exact
terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are
contributing original material as Open Game Content, You
represent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights conveyed
by this License.
6.Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to include the
exact text of the COPYRIGHT NOTICE of any Open Game

Content You are copying, modifying or distributing, and You
must add the title, the copyright date, and the copyright
holder's name to the COPYRIGHT NOTICE of any original
Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except
as expressly licensed in another, independent Agreement with
the owner of each element of that Product Identity. You agree
not to indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly licensed
in another, independent Agreement with the owner of such
Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge
to the ownership of that Product Identity. The owner of any
Product Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You
must clearly indicate which portions of the work that you are
distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any
authorized version of this License to copy, modify and
distribute any Open Game Content originally distributed under
any version of this License.

10. Copy of this License: You MUST include a copy of this
License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or
advertise the Open Game Content using the name of any
Contributor unless You have written permission from the
Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of
the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open
Game Material so affected.

13. Termination: This License will terminate automatically if
You fail to comply with all terms herein and fail to cure such
breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the
Coast, Inc. System Reference Document Copyright 1999,
2000 Wizards of the Coast, Inc. Based on the original
Dungeons & Dragons ® game by E. Gary Gygax and Dave
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game designed by Jonathan Tweet, Monte Cook, Skip
Williams, Rich Baker, and Peter Adkinson.
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