Scenario GR-1: The Curse of the Tarbela
“Tis said she only appears off the point at full moon,” Daniel whispered to his new-found partners, “So we’ll have but this one chance tonight, or we’ll be waiting a long four weeks.”

“We’ll get it right,” replied Cherry, her long red hair tossing lightly in the night’s breeze. “You just get us to the ship. Nothing will stand in our way...for long.”

“And I’m looking forward to a few new baubles myself,” spoke Arcanthus. “The Tarbela was reputed to be quite a treasure ship in its time, before it and its crew were cursed by the sea witch Magdalena.  I wonder what they might have done to deserve such a fate.”

“More than likely, there’ll be no crew left,” spoke Daniel once more, “for the legend is o’er 200 years old, and the wretches who sailed the Tarbela must have all passed on by now.  Right?”

“It looks like we’re about to find out,” whispered Cherry, “There it is!”

Ahead of them, the corsair Tarbela slowly came into view, its sails tattered, paint and varnish peeling and faded.  Off the stern hung the ship’s light, still mysteriously glowing a greenish-yellow.  A lone figure stood on the quarterdeck, hands clenched on the ship’s wheel.

Daniel’s black-sailed sloop cruised silently to intercept the raider.  When they were within a few yards of the ghostly vessel, a pair of ropes arced through the darkness and hooked the old ship’s fittings.

“We’ve got her,” Daniel cried, “now let’s get aboard and see what she’s carrying before she vanishes again!”

The three silently lifted themselves over the railing of the deserted ship.  The figure at the wheel made no move to stop them or sound an alarm.

“He hasn’t seen us!” said Cherry, “Let’s get to the captain’s cabin and find out what all the fuss was about.”

Just then, a low-pitched whine filled the air.  The ship creaked and shook like an old dog rising from a nap.  One by one, skeletal figures pushed open hatches and doors whose hinges screamed into the night for lack of lubrication.  The figure at the wheel raised his head, eyes glowing deep red, and pointed with an arm that ended not in fingers, but a large, rusty hook.

The skeletal crew moved toward the intruders, cutlasses and scimitars drawn.

“Well Daniel,” spoke Arcanthus, “it looks like you were partially right.  The crew has expired.  Unfortunately, they haven’t abandoned ship yet, and I doubt that they’re willing to have us poking around on their last resting place.  If we want their treasure, we’re going to have to fight for it...”

SETUP:The three characters start on any three level 1 space adjacent to the edge of the ship and each other. (They’ve just climbed over the side). Four skeletons start the game in spaces marked with a skull & crossbones. The wraith starts in the space marked with a ship’s wheel.

VICTORY CONDITIONS: The characters must either defeat all the skeletons and the wraith, or capture the treasure and remove it from the ship. The skeletons must prevent the characters from getting the treasure.

SPECIAL RULES:

1. The characters have the initiative on turn 1.

2. To capture the treasure chest, a character must move into the space marked cabin and use 2 movement points to open the door and move below. Each succeeding turn, roll 1 die.  On a 5 or 6, the character has discovered the chest (there is only one), and may carry it up from below on the next turn.  More than one character may “go below” to search, each may roll separately to discover the treasure chest.  If the cabin space is occupied by an opponent, the character cannot enter the space.  Fighting from inside the cabin is done as if the off-board space was at elevation 0.

3. Each time a skeleton is defeated, roll 1 die.  On a 5 or 6, a new one appears next turn on a level 3 entry space.

4. The ship’s captain is a wraith, armed with a hook instead of a sickle, but having the same characteristics, except that the hook cannot be broken or dislodged. He may not move from his starting place until a character enters a level 4 space or his cabin.

5. The characters may exit the board anytime through any of the same spaces they entered the game on.  The skeletons may not voluntarily exit the board, either to the character’s boat or to the cabin.

6. Any skeleton knocked overboard is eliminated from play. Any character knocked overboard loses whatever weapon they were using, but may climb back onto the ship through the original three spaces after waiting 3 turns (to swim around to a boarding spot).
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