Maroof al-Sayf Ben Zundrin Ben Madryk al-Tajar (City of Trade) is a stout dwarf sea dog with sweeping mustachios and a bristling beard. He stands some 4’5” tall and bulks 160lbs, most of it muscle. Although his skin is as dark as any other inhabitant of Zakhara, he has reddish brown hair and green eyes.

Although Maroof was born and bred in Tajar, he has strong ties to the far flung isles of Kozakura through his maternal grandmother, who was a korobokuru wise woman. The remainder of Maroof’s family background is rooted in the smoky markets and glittering guilds of the City of Trade.

Maroof is an outgoing and amiable fellow. In combat he weighs up the opposition and acts to ensure the best possible result. He is not given to rushing into combat, but neither will he shirk his responsibilities. He may counsel a timely retreat or a rear-guard action, rather than a frontal assault, but when the chips are down, he’ll meet his fate with a grin. He genuinely believes that any odds can be overcome with the right plan. Maroof enjoys meeting people, and his hearty good nature often changes the opinions of those who think all dwarfs are dour.

Maroof thinks himself something of a bard cum master of lore. His dream travel abilities usually involve Ancient Greece. Frequently he’ll end up with Argus on the Argo upon wine dark seas.

Strength.............18-95%.


Rugged Al-Qadim Dwarf Corsair.

Intelligence.........15.

Wisdom...............13.



Fighter..................9th.

Dexterity............17.

Constitution.........19. 


Hits to Kill.............105.

Charisma.............15 / 16.


Armour Class.............5.

Comeliness...........13 / 15.

Perception...........17. 


Neutral Good.

Dwarf Abilities: Move 6; 60' Infravision; +5 On Magical Saving Throws; +6 On Poison Saving Throws; +1 Attacks Against Goblins and Orcs; -4 Defence Against Giant-Kin; Detect Grade or Slope in Passage 5 in 6, Detect New Tunnel or Passage Construction 5 in 6, Detect Sliding or Shifting Walls or Rooms 4 in 6, Detect Stonework Traps or Pits or Deadfalls 3 in 6, Determine Approximate Depth Underground 3 in 6.

Corsair Abilities: Prefers Light Armour, Two Weapon Combat, Rogue Proficiencies at Standard Cost, Marginal Member of Society (Initial 2 Point Reaction Penalty), Station 9.

Wild Talent Psionics: Combat Mind at 11, Dream Travel at 09, Know Location at 15, Object Reading at 11, Sensitivity to Psychic Impressions at 09, Psionic Strength Points at 123.

Spells: Nil.

Saves: Paralysation, Poison, Death Magic 08; Rod, Staff, Wand 10; Petrifaction, Polymorph 09: Breath Weapon 09; Spell 11.

Experience: 250,000 (Fighter / Corsair) (+10% X.P. Bonus).

Luck Points: 5.

Knowledge Points: 5.

Middle Eastern Swords (2), Jambiya (2), Single-Weapon Style (2), Wrestling (1), Direction Sense (1) 11 (15 Underground), Display Weapon Prowess (1) 17, Endurance (0) 19, Engineering (0) 15, Gaming (1) 15 (16 with Dwarfs), Jumping (1) 18, Local History (Tajar) (1) 15 (16 with Dwarfs), Metalworking (0) 17, Navigation (1) 12, Rope Use (1) 17, Seamanship (0) 18, Swimming (1) 17, Tumbling (1) 17, Weather Sense (1) 12, Modern Language (Khuzdul) (0) 15, Read and Write (Dwarf Runes) (0) 17, Modern Language (Midani) (0) 15, Read and Write (Midani) (0) 16.

Jambiya:
+8  To Hit & +12 Damage, 1d4 Damage, 2/1, Speed 0, THAC0 12.

Thrown:
+10 To Hit & +12 Damage, 2d4 Damage, 4/1, Speed 0, THAC0 12.

Mithril Jambiya of Hurling +5 with Worked Brass and Leather Sheath.

Tied White Linen Keffiyeh, Worked Gold Ear Loop of Warmth (In Right Ear), Carved Black Hematite Astral Dragon Pendent (Periapt of Wound Closure) with a Lustrous Black Pearl in it's Jaws (Pearl of the Sirines) on a Braided Fang Dragon Hide Neck Thong, Worked Silver and Crimson Coral Ring of Feather Falling (Right Hand), Worked Silver and Crimson Coral Ring of Free Action (Left Hand), Wrought Red Gold Ring in the Form of a Shark with a Spherical Aquamarine in the Jaws (Left Hand), Worked Mithril Ring in the Form of a Laughing Marid with Tiny Emeralds for Eyes (Left Hand), White Linen Sash, Loose White Linen Pants.

Oil Cloth Pouch, Keoghtom's Ointment (6 Doses), Powder of Coagulation (10 Pinches), Powder of Coagulation (5 blow tubes), Stout Briar Pipe, Fine Rum Soaked Tobacco with Soft Leather Pouch, Flint and Steel, Flask of Heart of Wine, Whetstone and Oil, Seven Sembian Trade Bars (50 Gold Coin Value Each), 1 Small Emerald (100 Gold Coin Value), 7 Small Sapphires (50 Gold Coin Value Each), 6 Small Zircons (15 Gold Coin Value Each), 5 Small Rubies (10 Gold Coin Value), 9 dinars, 10 dirham.

An ornately carved box of oiled chestnut red Vundwood (Oil of Timelessness). The characteristic spicy cinnamon smell of the living tree lingers strongly about the box. The corners are reinforced with mithril silver filigree. The seemingly delicate hinges and lock are crafted from adamantite. Within are six receptacles shrouded in quilted blue velvet. Each holds an Old Salt (Gypsy Wise Woman, Roguish Old Corsair with Water Pipe, Whirling Dervish, Corsair with Scimitar and Monkey, Dwarf Lad with Rope, Mate with Turban and Spyglass).

Mustafa is a rugged hairfoot hobbit sea dog with swarthy skin tones, close cropped dark brown hair and bright hazel eyes (one stitched closed). He stands some 3’9” tall and bulks 75lbs. Once a village headman on the coasts south of Huzuz, Mustafa lost his people, his family and his left eye to Ishtar, during the dark mages quest for the Rose of Hiyal.

Strength.............17.



Tough Al-Qadim Hobbit Sea Dog.

Intelligence.........13.

Wisdom...............12.



Fighter.................3rd.

Dexterity............19.

Constitution.........18. 


Hits to Kill............35.

Charisma.............13.



Armour Class............0.

Comeliness...........13.

Perception...........12. 


Lawful Good.

Hobbit Abilities: Move 6; +5 On Magical Saving Throws; +5 On Poison Saving Throws; Silent Move / Surprise; +3 Bonus on All Sling and Bow Attacks; +2 Bonus on Reaction Rolls with Humans.

Corsair Abilities: Prefers Light Armour, Two Weapon Combat, Rogue Proficiencies at Standard Cost, Marginal Member of Society (Initial 2 Point Reaction Penalty), Station 5.

Wild Talent Psionics: Nil.

Saves: Paralyzation, Poison, Death Magic 13; Rod, Staff, Wand 15; Petrifaction, Polymorph 14: Breath Weapon 16; Spell 16.

Cutlass (1), Katar (1), Sling (2), Single-Weapon Style (1), Awareness (0) 12, Brewing (1) 13, Carpentry (1) 17, Display Weapon Prowess (1) 19, Heraldry (1) 13, Rope Use (1) 19, Seamanship (0) 20, Swimming (1) 17, Weather Sense (1) 11, Modern Language (Hobbit Thorass) (0) 13, Read and Write (Hobbit Thorass) (0) 14, Modern Language (Midani) (0) 13, Read and Write (Midani) (0) 14.

Cutlass:

+1 & +1, 1-8  Damage, 1/1, Speed 5, THAC0 18.

Katar:

+1 & +1, 2-4  Damage, 1/1, Speed 2, THAC0 18.

Sling:

+8 & +3, 2-7  Damage, 3/2, Speed 6, THAC0 18.

Cutlass with Greased Leather Back Sheath, Common Katar (Tucked into Sash), Sling with 12 Bullets and Oil Cloth Pouch, Leather Helm, Hoop Earring of Yellow Vendhyan Gold, Mummified Monkey’s Paw on Leather Thong, Red Velvet Cloak, Ornate Brooch (Field Daisy), Hoplite Armour (Bronze Breastplate, Greaves, Leather Skirt), White Linen Dishdashah, Red Linen Sash.
Jamal is a rugged stout hobbit sea dog with ruddy skin tones, close cropped sandy red hair with thick sideburns and sharp blue-green eyes. He stands some 3’6” tall and bulks 70lbs. Jamal comes from a long line of navigators and shipwrights. Born in Tajar, Jamal has wandered the sea lanes since the time he could walk and keep his feet on a heaving deck, initially with his father and later as master of his own fate. He has been with Maroof for many years.

Strength.............17.



Tough Al-Qadim Hobbit Sea Dog.

Intelligence.........12.

Wisdom...............13.



Fighter.................3rd.

Dexterity............18.

Constitution.........19. 


Hits to Kill............38.

Charisma.............12.



Armour Class............-1.

Comeliness...........12.

Perception...........12. 


Lawful Good.

Hobbit Abilities: Move 6; 60’ Infravision; +5 On Magical Saving Throws; +6 On Poison Saving Throws; +3 Bonus on All Sling and Bow Attacks; Silent Move / Surprise; Detect Sloping Passages 75%; Determine Direction Underground 50%.

Corsair Abilities: Prefers Light Armour, Two Weapon Combat, Rogue Proficiencies at Standard Cost, Marginal Member of Society (Initial 2 Point Reaction Penalty), Station 5.

Wild Talent Psionics: Nil.

Saves: Paralyzation, Poison, Death Magic 13; Rod, Staff, Wand 15; Petrifaction, Polymorph 14: Breath Weapon 16; Spell 16.

Cutlass (1), Katar (1), Sling (2), Two-Hander Style (1), Awareness (0) 13, Carpentry (1) 17, Display Weapon Prowess (1) 18, Navigation (1) 10, Rope Use (1) 18, Seamanship (0) 19, Swimming (1) 17, Weather Sense (1) 12, Modern Language (Hobbit Thorass) (0) 12, Read and Write (Hobbit Thorass) (0) 13, Modern Language (Midani) (0) 12, Read and Write (Midani) (0) 13.

Cutlass:

+1 & +2, 1-8  Damage, 1/1, Speed 2, THAC0 18.

Katar:

+1 & +1, 2-4  Damage, 1/1, Speed 2, THAC0 18.

Sling:

+7 & +3, 2-7  Damage, 3/2, Speed 6, THAC0 18.

Daftar (Family Heirloom), Rahmani (Tajar Waters), Cross Staff, Kamal, Cutlass (Reinforced Blade & Projecting Pommel Bar) with Greased Leather Back Sheath, Common Katar (Tucked into Sash), Sling with 12 Bullets and Oil Cloth Pouch, Red Turban Wrap, Skull Cap, Electrum Pin, Waterdhavian Back-and-breast with Tassets, Leather Gauntlets from Qudra, Common Red Waist Coat, White Linen Dishdashah, Red Linen Sash, Ochre Yellow and Vivid Green Kozakura Sune-Ate. Jamal always wears a delicate wrought silver chain about his thick neck. Depending from this is a small lodestone with an ancient rune chiselled into one end. Although it’s origin is lost in the sands of time, the rune marks ‘north’. It was a gift to Jamal, from his paternal grandfather, upon his coming of age.

Abdou, Anwar, Aziz, Diyab, Essafah, Fayiz, Hakim, Husam, Iqbal, Istiyak, Jamil, Karim, Khalid, Masood, Masum, Mehmet, Nabil, Najib, Rashad, Saud, Tayee, Umar, Waleed, Yezeed and Yusuf are all rugged hairfoot hobbit longshoremen cum sea dogs with swarthy skin tones, close cropped sandy brown hair, and bright hazel eyes. They stand some 3’8” tall and bulk 68lbs. They come from over a dozen villages along the Coasts of the Crowded Sea. They signed on, to survive and support their families, when Ishtar caused the yearly fish migration to fail. They are all crack sailors.
Strength.............16.



Tough Al-Qadim Hobbit Sea Dogs.

Intelligence.........10.

Wisdom...............10.



Fighter.................2nd.

Dexterity............16.

Constitution.........15. 


Hits to Kill............19.

Charisma.............10.



Armour Class............8.

Comeliness...........10.

Perception...........12. 


Lawful Good.

Hobbit Abilities: Move 6; +4 On Magical Saving Throws; +4 On Poison Saving Throws; +3 Bonus on All Sling and Bow Attacks; Silent Move / Surprise; +2 Bonus on Reaction Rolls with Humans.

Corsair Abilities: Prefer Light Armour, Two Weapon Combat, Rogue Proficiencies at Standard Cost, Marginal Member of Society (Initial 2 Point Reaction Penalty), Station 5.

Wild Talent Psionics: Nil.

Saves: Paralyzation, Poison, Death Magic 14; Rod, Staff, Wand 16; Petrifaction, Polymorph 15: Breath Weapon 17; Spell 17.

Cutlass (1), Katar (1), Sling (2), Awareness (0) 10, Carpentry (1) 16, Display Weapon Prowess (1) 16, Rope Use (1) 16, Seamanship (0) 17, Swimming (1) 16, Weather Sense (1) 09, Modern Language (Hobbit Thorass) (0) 10, Read and Write (Hobbit Thorass) (0) 11, Modern Language (Midani) (0) 10, Read and Write (Midani) (0) 11.

Cutlass:

+0 & +1, 1-8  Damage, 1/1, Speed 5, THAC0 19.

Katar:

+0 & +1, 2-4  Damage, 1/1, Speed 2, THAC0 19.

Sling:

+5 & +3, 2-7  Damage, 3/2, Speed 6, THAC0 19.

Cutlass with Greased Leather Back Sheath, Common Katar (Tucked into Sash), Sling with 12 Bullets and Oil Cloth Pouch, Red Felt Cap, Common Red Waist Coat, White Linen Shirt, Red Linen Sash, White Linen Pants.

~ Statue of Power (Old Salt) ~

There are several types of old salt statues of power. Each appears as a small statue of a sailor a foot or so tall. When the statue is rubbed and the command word (usually engraved on the bottom of the stand) is spoken, its power is activated.

If an old salt statue of power is broken or destroyed, it is forever ruined, all magic is lost, and it has no power. If it is slain in its human form, it merely reverts to statue form and can be used again at a later time. They can be used once per day, unless otherwise stated in the following text.

Medic with Bag (Gypsy Wise Woman): At a word, this statue grows to human size. It has AC 10, hp 8, and MV 12. The statue can cure light wounds five times per day, cure serious wounds twice per day, or cure critical wounds once per day. It cannot use more than one cure type in a single day. Alternately the statue can heal once per week, but this power replaces all other curative powers of which the statue is capable for that week. This old salt statue can only be used to cure an individual once in a single 24-hour period, which means that all five cure light wounds cannot be used on the same individual. The medic with bag has 7,500 gp value and is worth 1,500 XP.

Old Captain with Pipe (Roguish Old Corsair with Water Pipe): Once per day, this statue can be activated to give the ship's captain unerring advice. The advice the statue can give is limited to the direction toward an intended destination, or the advice on how to attack a ship better. (When the later advice is used, the ship gains a +1 bonus on all initiative and attack rolls for 1d4 rounds.) The statue has AC 4, hp 23, and MV 12. After use, it reverts back to its statue form, leaving behind a pleasant odour of beechwood (apple) pipe smoke. The old captain with pipe has 9,500 gp value and is worth 1,900 XP

Pirate with Peg Leg (Whirling Dervish): When this statue is activated all enemies aboard the ship must roll a save vs. spell or be forced to dance the pirate's jig for 1d6 rounds. During that time, all those who failed the save can not fight. Those who make their save have their attack rolls penalised by -1. The statue has AC 10, hp 2, and MV 12. If destroyed, its magical effects on the opponents are immediately dispelled. The pirate with peg leg has 7,000 gp value and is worth 1,400 XP.

Pirate Mate with Rapier and Parrot (Corsair with Scimitar and Monkey): Once per day. This statue can be activated to fight with the ship's crew. With an evilly aligned crew, the statue gains the following statistics: Int Average; AL LE; AC 4; MV 12; HD 6; hp 60; THACO 15; #AT 3/2; Dmg 1d8+3; SA +3 to hit and damage; SZ M (6' tall); ML 20; XP 650.

With a good or neutrally aligned crew the statue has the following statistics: Int Average; AL N; AC 5; MV 12; HD 5; hp 50; THACO 16; #AT 3/2; Dmg 1d8 +2; SA +2 to hit and damage; SZ M(6' tall); ML 20; XP 420. The pirate mate with rapier and parrot has 4,500 gp value, is worth 900 XP, and can be used once per day.

Sails-Boy with Rope (Dwarf Lad with Rope): This statue can be activated once per day for one hour each use. The sails-boy increases the Seaworthiness of any ship by 15% for that time: If killed while performing his duties, the sails-boy cannot be reactivated for one full week. Only one can be active on a ship at one time. It has AC 6, hp 12, and MV 12. The sails-boy with rope has 4,500 gp value and is worth 900 XP.

Skipper with Hat (Mate with Turban and Spyglass): When this statue is active, it directs the motions of the ship by yelling (often obscene) commands to the crew. As a result the ship is able to travel faster than normally. The ship gains a +2 to its Base Movement (both under sail and rowed) and Emergency Move. The skipper can be used once per day for one hour at a time. If more than one skipper is used on the same ship at one time, the number of skippers equals the penalty the ship receives to its Movement instead. With two skippers with hat statues, Move 5 turns into Move 3. This penalty arises from the skippers yelling different commands; thus confusing the crew. The statue has AC 2, hp 35, and MV 12. The skipper with hat has 5,000 gp value and is worth 1,000 XP

The Baghla -

The largest of the dhows are the great baghlas (or baggalahs). They are also the rarest and most expensive ships to ply the Crowded Sea. Most sail from Tajar, Jumlat, or Huzuz, where the great merchants dwell, but the caliphs of every petty state aspire to have one or two baghlas of their own travelling the trade routes. Not only can these ships carry great amounts of cargo, but they also reflect the power and influence of those who own them. Owning a baghla means more than just possessing a large ship - it is a symbol of membership in the elite ranks of the rich and powerful.

Baghlas range in size from 150 to 200 feet in length with an average beam of 25 to 30 feet. Only one deck runs the length of the ship. It is set, as in all dhows, low in the hull so that the hold below deck is quite small and cramped. Most cargo is carried on the main deck, especially since the hold tends to leak. At the stern, which is often elaborately carved, is a small poop deck set over a number of cabins. The square stern has a rudder mounted at its centre. The quarters beneath the poop deck are most often reserved for important passengers and dependent women. The captain and his mate, like the rest of the crew, sleep on deck under the open sky.

A baghla can carry cargo tonnage equal to its length, madly packed and crammed onto every square inch of deck until the crew must virtually walk and sleep atop their freight. Its passenger capacity is astonishing. Up to 400 souls can be pressed aboard a single ship although such loading threatens the sea-worthiness of the vessel. The ship requires a crew of 30 to 40 men. Any less makes handling the sails near impossible.

The baghla has a base move of 4 and an emergency speed (main, mizzen, and a topsail) of 5. Its seaworthiness is 50% when checking for foundering from storms and whirlpools, but rises to 60% if the check is for breaking up on a reef or shoal.

Cost:


40,000 gp

Base Movement:

4

Emergency Move:
5

Crew:


30-40/400

Armour Rating:

8

Seaworthiness:

50% / 60%

Saving Throw:

Thick Wood

Power Type:

Sail

Cargo Tonnage:

150-200 Tons

Keel Length:

150-200 Feet

Beam Length:

25-30 Feet

Standard Armament:
None

Ram:



None

Maroof’s ship has been “topped out” with additional rigging and has been subjected to stripping. Thus it has an armour class of 9 and requires a crew of 45. It’s base movement is 10 and its emergency move is 11. In addition, Maroof has had a 16th level wizard cast Preserve Wood and Ironwood upon the vessel. Maroof’s hobbit crew is crack rated.

Argus

[image: image1.jpg]


Argus is a man of middle years. Short and sturdy with a ropewise nature, balding and greying with a thick and curling beard. Olive skin, bronzed by the Mediterranean sun and toughened by the sweat of hard labour. Bright, watchful and weather-wise eyes – mellowed with good cheer and friendship.

Aboard ship, he wears naught but a folded loin-cloth. Adding a boldly patterned short woollen chiton on more formal occasions. He keeps a pair of light leather sandals handy, but only wears them in the roughest of terrain.

He never wears armour, nor does he carry a weapon. He is an expert at the sports of boxing (pygme), wrestling (pale) and pankration (regulated full-contact fighting, similar to today's mixed martial arts) however.

Argus is an accomplished sailor, seaman and shipwright. He is a master brewer and winemaker. He is a skilled cheese maker too. His soft goat’s cheese being particularly sort after.

The Argo is considered to be a Penteconter of exceptional craftsmanship. It is loaded with all manner of household goods and adventuring supplies (Age of Heroes, AD&D, Pages 69 & 70).







