
A: Wreckers’ light 
B: Lucky Helstrom 
C: The Fenric 

D: Wrecked sloop 
E: Wrecked ketch 
F: Maggoty clan’s shacks 

THE WRECK OF THE FENRIC SITS-HEAVY 
An adventure for 4-8 characters  of  level 3-5 by Roger S.G. Sorolla 

 Ten days ago: The merchant ship “Fenric Sits-heavy” 
(named after a famously fat shipping baron) sets sail 
from the port of Chandler’s Bay en route to the Free 
City of Harvender. Hired at great cost to travel day and 
night, its cargo includes a special load: the coffin of 
the vampire Kerneguin, who has been exposed by 
vampire hunters in his old haunts, with his hoard of 
centuries-old treasure. Fearing salt water, a bath of 
which is toxic to vampires, Kerneguin has taken pains 
to seal his coffins and chests watertight with lacquer. 
 
Seven days ago: The crew  of the Fenric begin 
muttering among themselves. Kerneguin has attracted 
an unusual number of ship’s rats on board, who have 
started behaving oddly. The sealed casket and the two 
additional caskets bearing Kerneguin’s grave earth 
are likewise food for speculation. Some of the more 
suggestible crew members have awakened from 
indelible nightmares. 
 
Three days ago: Thinking he has sighted the lighthouse 
at the mouth of Harvender’s harbor, the pilot of the 
“Fenric” turns landward under heavy mist. But the light 
was a trap laid by shipwreckers, the family of Maggoty 
Meg. It lures the ship into Split Pine Cove, a small bay 
two miles from the city, infested by giant shipworms. 
Their gnawing breaches the hull and the “Fenric” sinks 
in shallow water. Most of the crew are killed by 
voracious shipworms. One of them – Lucky Helstrom, 
the bosun’s mate – escapes with a maimed leg, and 
makes landfall on a beach at the mouth of the bay. 
 
Two days ago: The wreckers prepare to loot the wreck 
using their normal, dangerous procedure – dragging a 
log through the water to distract the shipworms. But 
they are interrupted by a delegation of the ship’s rats, 
bringing a purse of gold coins. Through an elaborate 
pantomime, the rats – controlled by Kerneguin - 
convince the wreckers that they will see to driving off 
the shipworms, leaving it safe to loot the ship. 
 
One day ago: Viciously, the swimming rats drive away 
the shipworms long enough so that three of  Meg’s 
sons can get to the wreck, dive, and recover  about 

half of the chests. Something about the coffins warns 
them off, though, to the dismay of the rats. A bad 
dream from Meg’s psychically sensitive fourth son, 
Eggwhite, further gives them the jitters. Meg is slowly 
seeking auguries on whether to open the rest. 
 
Meanwhile, the adventurers have been hired in  
Harvender to investigate the missing ship. Their patron 
could be the legitimate owners of the ship, a rogue 
company of treasure retrieval specialists, or an ally of 
Kerneguin who will caution most strongly against 
opening any of the chests. They are provided with a 
small sailboat and six water breathing potions that 
each last three hours. The initial instructions are to 
search the coast near the Free City itself, then cross 
open water to Chandler’s Bay and investigate there.  
 
Split Pine Cove may call their attention for any number 
of reasons. Most obviously, the mast and crow’s nest 
of the Fenric are sticking out above the waves at 
location C. Careful observation of point B will show 
something red behind a log on the beach – Helstrom’s 
red jacket. And there is the platform built high up the 
pine tree at point A. 

C D 
E 

F 

1000 ft 

A 

N B 

SPLIT PINE COVE 



KEY TO SPLIT PINE COVE MAP 
 

If the adventurers are in a wooden boat, as soon as the 
enter the range of the giant shipworms on the map, its 
hull will come under attack from d4+1 of them. When 
the boat sinks the worms will give a tougher fight than 
usual; they can come from all sides and have the 
advantage fighting underwater.  
 
If your system has no underwater fighting rules, 
inexperienced underwater fighters have an effective -
4 DEX, have -2 to hit and damage if using swung 
weapons and -1 if using piercing weapons; most 
missile weapons won’t work . 
 
Swimming through the bay, there is a 2 in 6 chance 
every 10 minutes of encountering d6 more shipworms. 
 
A: Barely visible from the sea, some 40 feet up a 50 
foot tall pine tree is a small wooden platform. Slung 
behind the tree is a large lantern with 4 flasks of oil, 
and a series of slats nailed to the back of the tree 
forms a crude ladder up. This is the wreckers’ light. 
 
B: Lucky Helstrom, a 0 level sailor with a serious worm 
bite in his leg, has washed up here, lone survivor of the 
wreck. He is hiding behind a log, ha drunk nothing but 
last night’s rainfall, and has eaten nothing but an 
overly bold seagull, raw. He will tell everything about 
the strange doings upon the ship, and has also seen 
Meg’s boys from afar as they launched their first 
salvage attempt. 
 
C: The “Fenric” sits in about 20 feet of water, listing to 
port. The cross section on p. 3 shows the rooms and 
holds of the ship. The shipworms have been gnawing 
on it, leaving holes in the hull, and access can also be 
had from the deck where hatches and ladders lead 
down, On the sea floor, the gnawed corpses of the 
ship’s 30 odd crew are scattered around. 
 
D, E: These are respectively the mostly-eaten hulls of a 
sloop and a ketch previously lured into the bay. 
Nothing of value remains, and the months-old corpses 
of a few crew can be found nearby. 
 
F: Screened from view behind a row of pines is the 
wrecker’s camp: three 10’x10’ shacks thrown together 
from ship’s timbers, pine logs and branches. 
 

GIANT SHIPWORM (TEREDO) 
HD: 2 
MV: swim  90’ 
AC: 8 [11] 
ATK: bite d4+1 
Shipworms are a bad enough threat to hulls, but the 
giant variety, five feet long, do their nasty work in 
seconds instead of days. Technically, they are not 
worms, but a species of clam whose shell exists only 
vestigially as a pair of sharp teeth. They gnaw wood by 
preference, and living creatures if those are nearby. 
They hit a small boat hull in the water automatically, 
and hole it the round they have scored a total of 5 
damage or more in that spot; the boat sinks if there 
are 2  more holes than persons bailing, and comes 
apart if there are more holes than its length in feet. 

Mother Maggotty and Egg White’s shack holds a 
cauldron, useless charms, and potions of poison, 
flying, extra-healing and strength. In a sack are rare 
herbs, total value 150$ (standard coins). Also here is 
a treasure chest. Like all others from the wreck, its 
seams are sealed in lacquer which must be chipped 
off. Its hasp is trapped with a spike (save or d8+1 
damage) with 300$ in gold and 500$ in silver coins. 
 
Widemouth and Chicken Toes’ shack has only a spade, 
crowbars, 10 days’ supply of food and water, and the 
gnawed log and rope for distracting the shipworms. 
 
Bristly Beard lives in the third shack, with four life-
sized marble statues of nymphs from an earlier wreck 
($300 each if you can move them), and 2 small brass 
boxes. One has 2 gold rings ($200 each) and a pack of 
painted playing cards ($100). The other, trapped with 
a poison needle, has 4 garnet and 3 jet gems wrapped 
in velvet, each worth $50. He has a hide coracle 
(round boat) leaning against the wall. 
 
The family buried the rest of the salvage in the woods 
some 300 feet from camp. This trove is 5 chests, one 
with only a swarm of zombie rats (as the rat swarm on 
the Fenric, but undead, and 40% chance of disease if 
bitten); two locked, one with 6 flasks of unholy water 
and 2000$ in silver, another with 2 broken and 10 
intact rare wine bottles (100$ each), and 1600$ in 
gold; and two unlocked, with Kerneguin’s spare 
clothes and boots, worth a total of 500$ per chest. 



Black line: 
 bulkhead  
(complete wall)      
Broken black line: 
  hatch (door)        
Brown line: mast       
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hull breach in 
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Red marks:  
hull breach in port  
(left) 

THE WRECK 
 

The hull of the Fenric has been breached in several 
places by the shipworms, but would certainly be less 
intact if it weren’t for the vigilance of the rats in ... 
 
The Nest: The only unbroken mast, the main (middle) 
one, sticks out from the sea at a 30 degree angle, 
broken arms and tattered sails visible. It runs for some 
nine feet, ending in a crow’s nest of some four feet 
diameter that is completely covered in a pulsing 
swarm of about 40 ship’s rats (AC 9 [10], HD 2, attack 
as ½ HD, 4 bites at 1 hp each with 5% disease 
chance, MV 12, weapons do only 1 hp; see my Varlets 
and Vermin pdf for details). These rats move as one, 
can dive holding their breath for up to a minute, and 
will jump in the water to attack if they feel anything 
disturbing the ship’s timbers. 
 
All rooms are water-filled unless stated otherwise. 
 
1. Captain’s cabin. Fine furnishings ruined. Under the 

bed is the paychest, locked, key with dead captain 
on sea floor, 350$ in mixed silver, copper and gold. 

2. First mate and bosun’s cabin. Bunk beds, minor 
personal effects including: horn knife, stuffed 
lizard, a silver tankard worth 40$. 

3. Crew quarters, hammocks and footlockers in 
disarray. About 10 small red crabs have moved in. 
Thorough search reveals scrimshaw porn, spare 
gold earring, narwhal peg leg, each worth 50$. 

4. Ironic fate of dry goods – onions, garlic, flour, salt 
fish.  Mess kettle and ship’s stove. 

5. Passenger cabin. Two dead sailors embracing float 
here... Hmm. Save or be diseased from foul water. 
 

6.  Drink stores – 10 saleable barrels of beer still here, 10 
bottles of fine wine (20$ each) for the captain, enough 
pewter mugs for 30 crew. 

7.  War room. Locked door, key with dead bosun on sea 
floor. In racks, 20 cutlasses, 20 crossbows with 50 
quarrels each, 15 pikes, 10 grappling hooks. About 6 
inches of air in top corner of room. 

8. Cargo hold. Nearly full with timber logs, bricks, sacks of 
grain. 12 inches of air in top corner. 

9. Stores hold. Large barrels of water, salt beef and pork 
(now with extra salt), soggy ship’s biscuit. Would have 
held more cargo but had to sail in a hurry. 12 inches of 
air in top corner. 

10. Special cargo room. 12 inches of air in top corner. 
About 6 lacquered chests, 2’ long, remain of 
Kerneguin’s treasure. One, trapped with a lightning 
glyph, is the magic store: chain mail +2, magic sword 
+2, pan pipes that cast sleep, oil of disappearance. 
The other 5 hold cash, each about 1000$ in mixed 
silver and gold. There are 3 coffins disguised as sets of 
3 treasure chests stuck together. Two are filled with 
grave earth; Kerneguin is in the other.   

      If the party opens the chest underwater, they have the 
vampire where they want him. Salt water is as bad as 
running water to a vampire; Kerneguin takes 2d6 
damage per round from exposure to it, more than he 
can regenerate. If it is day above he will be in a bad 
way, but will use a combination of gaseous and bat 
form to find the closest air-filled hiding space. 

 If they open the chest out of the water, Kerneguin will 
rise and charm one party member, intimidating the 
rest to serve him; he would rather bend wills than bite 
necks. He will enjoy forcing a conflict between the 
party and the wreckers, believing this the best way to 
determine who is strong enough to serve him. 

 
 
 
 



MOTHER MEG AND HER CHILDREN 
 

Maggotty Meg, the wrecker, is a witch who relies in her 
advancing age on her four grown sons. In earlier years 
she enjoyed many naked Walpurgis dances, accounting 
for the diverse appearances and powers of each brat. 
 
MAGGOTTY MEG 
Evil Cleric 5, can substitute spells of a Magic-user 3  
AC: 9[10] 
AT : Sickle (d6) 
MV: 120’ 
Spells:  Bestow Curse, Stinking Cloud, Hold Person, 
Cause Light Wounds, Sleep, Disguise. 
 
CHICKEN TOES (Likely father: Vulture demon) 
HD: 4 
AC: 6[13] including shield 
AT : Pick (stick with giant eagle beak, d6+1) 
MV: 90’ walking, can leap up to 20,’  
Special power: Cause darkness in 5’ radius once/day; 
climbs and hides as 8th level thief.  
Long nose and face, feathery hair on a skinny body. 
 
WIDEMOUTH (Likely father: Toad demon) 
HD: 4+1 
AC : 6[13] from tough warty skin 
AT : Wrestle (STR 17) and bite, d4+1 
MV: 90’ walking, 150’ swimming 
Special power: Can breathe underwater for up to 1 hour 
at a time. 
Short and powerfully squat, splayed legs, broad face. 
 
 
Meg and Egg White keep pretty much to the camp. The 
others may be located at any given time (d6): 
 
1-2: In camp, occupied or sleeping 
3:  In Bristle’s coracle, patrolling the cove 
4:  On the beach, looking fondly at the wreck 
5:  Hunting snakes and wild onions in the woods 
6:  At location A, keeping lookout 
 
There is conflict in the family on how to proceed given 
their misgivings about the wreck. Bristle Beard is all for 
going ahead and looting, while Egg White has bad 
dreams about the scary man (Kerneguin), and 
Widemouth and Chicken Toes think the rats are creepy. 
 
 

BRISTLE BEARD (Likely father: Boar demon) 
HD:  5+1 
AC: 5[14] 
AT :Two-handed axe, d8+1+ bonus (STR 18) 
MV: 120’ 
Special power: Roar for fear (as spell), 1x/day 
Hairy, tall and fat, thick brow, impulsive. 
 
EGG WHITE (Likely father: you tell me) 
HD: 1 
AC: 9[10] 
AT : None 
MV: 60’ 
Special powers: ESP within 60’, can send telepathy to a 
known person within a mile, can make victim in sight 
range save vs. spell or attack self once per round. 
Plump, childlike body, huge head, face of a happy idiot. 
 
 
If the party approaches from the land, the family will see 
an opportunity to use them as cats’ paws and bring the 
salvage up. They will try to strike a deal, which they’ll 
betray at the earliest opportunity, and use the party to 
open the dangerous chests they bring. 
 
If the party approaches the wreck underwater, they may 
get away without being seen, but are vulnerable on the 
beach. Spotting them taking chests away from the wreck 
will be the cause of great fury for the three active sons.  
 
The rats will pursue their interest of getting Kerneguin’s 
casket intact on land in the dark, threatening and biting if 
necessary. 
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