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Warlock 5

CLASS & LEVEL

variant Human

Outlander

BACKGROUND

—

TK [046]

PLAYER NAME

Lawful Good 6900

y

Ral is a lean human wielding a leatherbound tome.
They smell of apricots, feel like feathers, and taste
like rainbows. They have an ehcaczcatl shell strung
around their neck, a hummingbird perched on one
shoulder, and a mastiff at their side.

The mastiff wears barding and is laden with
Cartographer's Tools, a hunting trap, and rope.

They live at The Hilly Fields Camp and work on
extending the road network Noreastwards. They
avoid Arkett when possible due to the lethal hazard
of exposure to the chronogriffon chick's gaze attack.
Civilised folk consider Ral unrefined and uncultured;
< Ral considers them out-of-touch with the real world.
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Weapons:
* Simple
« Unarmed Strike

Armour:
« Light armour

Tools:
 Cartographer's

Languages:

« Common

« Celestial

¢ Sylvan

« Infernal (via Familiar)
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Background Feature:
Eld. Blast +7 2d10 Force - Wanderer:
« « You have an excellent memory for maps and
geography, and you can always recall the general
Y,-staff +2 1d6-1 Blud layout of terrain, settlements, and other features
around you.
ona « « In addition, you can find food and fresh water for
Familiar 11 +5 1d4+3+3d¢€ yourself and up to five other people each day,

provided that the land offers berries, small game,
water, and so forth.

«+ Acts as a +1 bonus as if it were listed Directions tc
anywhere you have been.

Class Features:

« Otherworldly Patron: Celestial

« « Healing Light 6d6 (Bonus; 60ft)

« Eldritch Invocations:

« « Gift of the Depths (water breathing, swim speed)
« « Repelling Blast (push 10 away)

« « Voice of the Chain Master (plane-wide intercom)
 Pact Magic

¢ 2X 3rd-level spell slot

« Pact Boon: Chain (Celestial Familiar in Imp form)

« « flying invisibly delivers Touch spells within 100

« « Invisibility, Shapechanger, Poison

« « shares Magic Resistance (advantage on saves vs
Spells / Magic) with Master when within 10

« « shares senses with Master anywhere within same
plane as an action

« « attacks with reaction when Master Attacks with an
action

« « goes Invisible as an action

« « withdraws to pocket dimension or reappears
within 30 as an action

Feats:

* Lucky:

« « reroll and choose a d20 X3 / day (attack, ability,
save, incoming attack)

« Skill Expert:

« « Proficiency: Persuasion

« « Expertise: Survival

« Telekinetic:

« « Cantrip: hidden Mage Hand

« « Bonus: Str(spell save) or Shove 5 within 30

FEATURES & TRAITS
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30 Stunted Scrawny

CHARACTER NAME

AGE HEIGHT WEIGHT
2 Weathered Trim
EYES SKIN HAIR

CHARACTER APPEARANCE

« Bark: mastiff (1d8+1=5HP; AC14)
« Petrichor: imp (3d4+3=10HP; AC13)

e ———\_
Omet Trading Company

« Alchemist: Sarqg Trihopen

« Armour / Jewellery Smith: Danju Denca
« Dockmaster: Douglas Prau

« Librarian: Maryanne Cuthburthson

« Tavern Keep: Dorian Ceirn

« Weapon Smith: Weilda Iban

Omet Trading Company, Arkett, Temask north
island, Masaka archipelago, Lapin ocean
Akeula lake

Lamplit and Lost
https://sutekh.org.au/lamplitandlost
https://sutekh.org.au/arkettsun
https://discord.gg/agmZfHA7mc
https://discord.gg/uuTPpFC7Tg
https://forms.gle/Lk8jcvXFft7cu2Cz9
https://forms.gle/s6StzATsGvzD8fTk9
https://forms.gle/8tPIJFZHDEmNiyXeX9
https://docs.google.com/spreadsheets/d/1QwJEE
AaEo_se8Hf0-DETGanT27kF-41tLAKM1DJT5XNV
/edit?usp=sharing
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Ral was raised as a pickpocket in a slum
until, starving for a week with no sign of
parents' return, they followed a merchant
cart out of town in desperation. There
they discovered nature's bounty is
plentiful (certainly ample to feed natural
population densities) and that a
childhood of hardship was an
unnecessary burden imposed by
vaunted civilisation. With that realisation,
Ral began guiding others to forage in the
wilds and develop self-sufficiency,
gradually earning a reputation as an
outlandish bumpkin or an itinerant
witch-doctor.

When the Omet Trading Company
advertised a voyage bound for Arkett to
investigate the abandoned Masaka
archipelago, Ral booked passage with
expanded horizons in mind. En route,
couped up in the confines of the crowdec
vessel, hallucinations of Quetzal, a
couatl, became invasive. If the exotic
crooning wheezes were to be believed,
Quetzal had bestowed upon Ral the
matumbe: the prerogative to invoke the
couatl's supernatural influence over the
environment.

No doubt vermin had contaminated the
rations and some bad cheese was
behind such lurid delusions. Ral purged,
shivered in a hammock, and yearned for
landfall.

OOC: the couatl is majestic and
awe-inspiring to a warlock. The L&L
Pantheon's "the Wild One" reads like a
bland Bambi, not a source of power.

ikidot. 1

wikidot. :
https://5e.d20srd it
https://www.dndbeyond.com/monsters/16953-mastiff

https://5e.d20srd. htm
https://Se.d20srd. htm
https://dndSe.wikidot.com/spells:warlock
https://dndSe.wikidot.com/spells:ritual
ikidot.

wikidot.
https://forgottenrealms.fandom.com/wiki/Couat
hitps://en.wikipedia.orgiwiki/Quetzalcoatl

https://dnd5e.wikidot.com/feat:lucky

wikidot : o
https://dnd5e.wikidot.com/feat:telekinetic
hitps://dndSe.wikidot.com/featinspiring-leader
https://dnd5e.wikidot.com/feat:divinely-favored
https://dnd5e.wikidot.com/feat:war-caster

GM fiat:

. Outlander tool toC (was )
- reskinned Imp Familiar's polyforms to: hummingbird, cat, lizard to observe Lines & Veils

20230227: +3 Directions: Lake Akeula to Arkett river mouth; river mouth near Blue House hexapus; others (awaiting Nahtan). [Dekaying]
20230307: +3 Topographic: Blue Pride; glowing forest east; northern mountain ridge; glinting structure on island. [Nahtan]
20230308: +4 Topographic orest ive bank; Yowier nest learing. [copy from Hooter; Sam]

20230308: +1 Directions: Yowler nest clearing; Saved zombie ruins. [loot; S

20230306 +4 Topographic: marshiands souiheast of Lake Akeula. [copy from Hooter 20230227]

20230314: +3 Topographic: river mouth near Blue House hexapus; red aquatic goblin tribe trail caim; The Crags; northern oasis; southern sinkholes. [Nahtan]
20230316 +3 Directions: The Hilly Fields Camp; campsite 9km NNE; feywild portal ruins; three Hags cottage. [Dan]

20230321: TBD / +1 Directions: central island northern rocky cove; glinting structure (basin); domed ziggurat. [Nahtan]

20230321 the first step within the ziggurat. [Nahtan]

20230324: +1 Directions: feywid portal rins; tee Hags cottage: loot; Dekaying]

20230327: +3 Directions: Grippli Clearing; stone tower; estuary.

20230327: +4 Topographic: fortifications; red X; smugglers' den. [\ocl Giaan]

20230330: TBD / +1 Directions: central island; norwest river mouth; campsite up river; metallic cube crash-site. [Dan]

Work Points:
1: road East; 2: road East; 3: road East; 4: nominally Lost; 5: road Noreast; 6: camp North island; 7: camp North island; 8: camp North island; 9: road Noreast.

Downtime Points:
Week 7
Week 8
Week 9

ADDITIONAL FEATURES & TRAITS

CHARACTER BACKSTORY

ZSGIII\Ehg'c)ro[s‘sbuw X2; 2G dagger X2; 10G leather armour; 25G spell component pouch; 40G scholar's pack: (backpack; book of lore; bottle of ink; ink pen; sheet of parchment X10; little bag of sand;
small knife) [class]
2S staff; 5G hunting trap; » trophy from an animal you killed (ehcaczcatl); 2G set of traveller's clothes; 2S pouch containing 10G [background]
10G explorer's pack: (backpack; bedroll; mess kit; tinderbox; 10 torches; 10 days of rations; waterskin; 50 feet of hemp rope); « Tonic of Healing 1d4+1 [bonus]
+50G sell Light Crossbows; +10G sell Leather Amour; -15G Cartographer' Tools;-1G Map Case: -25G Mastif [pre-play]
-3 Boat hire; -Tonic of Healing 1d4+1; +empty Vial; » 2x dagger-length teeth from a Hexapus; +20G mission +30G Hexapus head [week 1]
-40G Barding (Hide: 12+Dex; 24lb); -4G Sadd\ebags -25G Navigator's Tools (ie, a compass and sextant)
-5S Boat hire; » Vial of Sticky Enveloper Ooze [week 2]
+ Yowler; » depleted clockwork hummingbird drone; +1 Directions to Saved Zombie Ruins; +50G mission +45G Grell nest [week 2]
-20G Fird Familier cast for Pact of the Chein Boon x2 (1 a5 a backup)
+ Sand-shark tooth [week 3]
+38G from sale of vintage firewater and fire extinguisher [week 3]
« implausibly long magical scroll; « severed zombie hand Familiar; 4x Saved Zombie corpses [week 3]
+ bottle of sticky dark slime; +18.7G loot -1.2G safety +70G mission [week 4]

« Pocket Of Holding + ancient
+ +1 Directions to Hag Cottage; +70G mission [week 4]
-45G Studded Leather; -10G Shield; -2G Map Case x2; -2G Empty vial x2
“\ial: + vial of Pitcher-Piant acid: » +4 topographical map of estUary (véllum); «chest with golden lock; -2G locksmith 2 houryfee [week 5]
+vial; - vial of Pitcher-Plant acid; « golden sextant; « chest; -5S boat hire; +112.5G selling phase-scorpion parts [we
[+15G g sack, -100G to Pin {0 broker buying 300G-worth of diamonds for Reviviy from banju Dench jeveicrafter | Totchantvia Katchka at 10% discount; -3 5G copying Atlas for Hooter, Pin, Core:
week 10]
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Eldritch Blast (1 act; 120; VS; instant) 1d10Force p10 x2

Light 1 (1 act; T; VM; 1h) 20 light; 20 dim

Mage Hand (1 act; 30; *; 1m) 10#s
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O Revivify 1 (1 act; Touch (fam); VSM: 300G of diamonds) 1m to 1HP

Fly (1 act; Touch; VSM; 10m) 60

Q Slotless casting:

Q Find Familiar (ritual) pact boon

O Water Breathing (1/day) invocation

O

Mind Sliver (1 act; 60; V; 1r) Int or 2d6Psi & -1d4 next save [TCOE] O
Prestidigitation (1 act; 10; VS; 1h) o
Sacred Flame 1 (1 act; 60; VS; Inst) Dex or 2d8Rad o
O
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E 1: Patron spell; ® Ritual spell j

Cure Wounds 1 (1 act; Touch (fam); VS; Inst) 3d8+Cha

QO Wishlist: Counterspell; Dispel Magic; Gaseous Form;
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Major Image; Remove Curse; Thunder Step [XGtE]

Find Familiar ® (1h; 30; VSM:10G)

Hex (bonus; 90; VSM; 8h) +1d6 nec; disadv (attr)
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O Wishlist: Borrowed Knowledge [SCoC]; Lesser Restoration 1; Suggestion o Wishlist: Greater Restoration {; Teleportation Circle O




	ClassLevel: Warlock 5
	Background: Outlander
	PlayerName: TK [046]
	CharacterName: Ral Pather
	Race : variant Human
	Alignment: Lawful Good
	XP: 6900
	Inspiration: 
	STR: 8
	ProfBonus: 3
	AC: 13+2
	Initiative: +1
	Speed: 30/30s/60f
	PersonalityTraits : I watch over my friends as if they
were a litter of newborn pups.
 
	STRmod: -1
	HPMax: 38
	ST Strength: -1
	DEX: 12
	HPCurrent: 
	Ideals: It is each person's responsibility to make the most happiness for the whole tribe.
	DEXmod : 1
	HPTemp: 
	Bonds: My family, clan, or tribe is the most important thing in my life, even when they are far from me.
	CON: 14
	HDTotal: 
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: +2
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 5d8
	Flaws: I am slow to trust members of other races, tribes, and societies.
	INT: 10
	ST Dexterity: 1
	ST Constitution: 2
	ST Intelligence: 0
	ST Wisdom: 5
	ST Charisma: 7
	Acrobatics: 1
	Animal: 2
	Athletics: 2
	Deception : 4
	History : 0
	Insight: 2
	Intimidation: 4
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Off
	Check Box 20: Off
	Check Box 21: Yes
	Check Box 22: Yes
	Wpn Name: Eld. Blast
	Wpn1 AtkBonus: +7
	Wpn1 Damage: 2d10 Force
	INTmod: 0
	Wpn Name 2: ¼-staff
	Wpn2 AtkBonus : +2
	Wpn2 Damage : 1d6-1 Bludgeoning
	Investigation : 3
	WIS: 14
	Wpn Name 3: Familiar 11DC
	Wpn3 AtkBonus  : +5
	Arcana: 0
	Wpn3 Damage : 1d4+3+3d6
	Perception : 5
	WISmod: +2
	CHA: 18
	Nature: 3
	Performance: 4
	Medicine: 2
	Religion: 0
	Stealth : 1
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Yes
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Off
	Check Box 30: Off
	Check Box 31: Yes
	Check Box 32: Off
	Check Box 33: Yes
	Check Box 34: Yes
	Check Box 35: Off
	Check Box 36: Yes
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Yes
	Persuasion: 7
	SleightofHand: 1
	CHamod: +4
	Survival: 8
	AttacksSpellcasting: Ral is a lean human wielding a leatherbound tome. They smell of apricots, feel like feathers, and taste like rainbows. They have an ehēcacōzcatl shell strung around their neck, a hummingbird perched on one shoulder, and a mastiff at their side.

The mastiff wears barding and is laden with Cartographer's Tools, a hunting trap, and rope.

They live at The Hilly Fields Camp and work on extending the road network Noreastwards. They avoid Arkett when possible due to the lethal hazard of exposure to the chronogriffon chick's gaze attack. Civilised folk consider Ral unrefined and uncultured; Ral considers them out-of-touch with the real world.
	Passive: 15
	CP: 
	ProficienciesLang: Weapons:
• Simple
• Unarmed Strike

Armour:
• Light armour

Tools:
• Cartographer's

Languages:
• Common
• Celestial
• Sylvan
• Infernal (via Familiar)
	SP: 7
	EP: 
	GP: 230
	PP: 
	Equipment: Ral:
• set of traveller's clothes
• trophy from an animal you killed (ehēcacōzcatl)
• Studded Leather
• Quarterstaff
• Spell Component Pouch
• Familiar incense
• Pocket of Holding [unidentified]
• • ancient shortsword
• • bottle of ink
• • ink pen
• • little bag of sand
• • small knife
• • pouch of gold
• • 300G diamond spell component
• • compass (from Navigator's tools)
• Backpack
• • Book of Lore
• • Dagger x2
• • Map case
• • • parchment crafted maps x5
• • implausibly long magical scroll

Bark:
• Hide barding
• Saddlebags
• • bedroll
• • mess kit
• • tinderbox
• • 10 torches
• • 10 days of rations
• • waterskin
• • 50 feet of hemp rope
• • Hunting trap
• • Cartographer's tools
• • Navigator's tools
• • apron of Acid Resistance
• Shield

Hut:
• Map case
• • maps obtained as Loot
• chest
• • Hexapus teeth x2
• • Sticky Enveloper ooze
• • depleted clockwork Hummingbird drone
• • Sand-shark tooth
• • severed zombie-hand Familiar (Crawling Claw)
• • Sticky dark slime
• • Golden Starlight Sextant

The Hilly Fields Camp:
• Yowler
	Features and Traits: Background Feature:
• Wanderer:
• • You have an excellent memory for maps and geography, and you can always recall the general layout of terrain, settlements, and other features around you.
• • In addition, you can find food and fresh water for yourself and up to five other people each day, provided that the land offers berries, small game, water, and so forth.
• • Acts as a +1 bonus as if it were listed Directions to anywhere you have been.

Class Features:
• Otherworldly Patron: Celestial
• • Healing Light 6d6 (Bonus; 60ft)
• Eldritch Invocations:
• • Gift of the Depths (water breathing, swim speed)
• • Repelling Blast (push 10 away)
• • Voice of the Chain Master (plane-wide intercom)
• Pact Magic
• • 2X 3rd-level spell slot
• Pact Boon: Chain (Celestial Familiar in Imp form)
• • flying invisibly delivers Touch spells within 100
• • Invisibility, Shapechanger, Poison
• • shares Magic Resistance (advantage on saves vs Spells / Magic) with Master when within 10
• • shares senses with Master anywhere within same plane as an action
• • attacks with reaction when Master Attacks with an action
• • goes Invisible as an action
• • withdraws to pocket dimension or reappears within 30 as an action

Feats:
• Lucky:
• • reroll and choose a d20 X3 / day (attack, ability, save, incoming attack)
• Skill Expert:
• • Proficiency: Persuasion
• • Expertise: Survival
• Telekinetic:
• • Cantrip: hidden Mage Hand
• • Bonus: Str(spell save) or Shove 5 within 30


	CharacterName 2: Ral Pather
	Age: 30
	Height: Stunted
	Weight: Scrawny
	Eyes: 2
	Skin: Weathered
	Hair: Trim
	Faction Symbol Image: 
	Allies: • Bark: mastiff (1d8+1=5HP; AC14)
• Petrichor: imp (3d4+3=10HP; AC13)

• Alchemist: Sarq Trihopen
• Armour / Jewellery Smith: Danju Denca
• Dockmaster: Douglas Prau
• Librarian: Maryanne Cuthburthson
• Tavern Keep: Dorian Ceirn
• Weapon Smith: Weilda Iban

Omet Trading Company, Arkett, Temask north island, Masaka archipelago, Lapin ocean
Akeula lake

Lamplit and Lost
https://sutekh.org.au/lamplitandlost
https://sutekh.org.au/arkettsun
https://discord.gg/agmZfHA7mc
https://discord.gg/uuTPpFC7Tg
https://forms.gle/Lk8jcvXFft7cu2Cz9
https://forms.gle/s6StzATsGvzD8fTk9
https://forms.gle/8tPJFZHDEmNiyXeX9
https://docs.google.com/spreadsheets/d/1QwJE5AaEo_se8Hf0-DETGanT27kF-4ItL4KM1DJT5XM/edit?usp=sharing
	FactionName: Omet Trading Company
	Backstory: Ral was raised as a pickpocket in a slum until, starving for a week with no sign of parents' return, they followed a merchant cart out of town in desperation. There they discovered nature's bounty is plentiful (certainly ample to feed natural population densities) and that a childhood of hardship was an unnecessary burden imposed by vaunted civilisation. With that realisation, Ral began guiding others to forage in the wilds and develop self-sufficiency, gradually earning a reputation as an outlandish bumpkin or an itinerant witch-doctor.

When the Omet Trading Company advertised a voyage bound for Arkett to investigate the abandoned Masaka archipelago, Ral booked passage with expanded horizons in mind. En route, couped up in the confines of the crowded vessel, hallucinations of Quetzal, a couatl, became invasive. If the exotic crooning wheezes were to be believed, Quetzal had bestowed upon Ral the matumbe: the prerogative to invoke the couatl's supernatural influence over the environment.

No doubt vermin had contaminated the rations and some bad cheese was behind such lurid delusions. Ral purged, shivered in a hammock, and yearned for landfall.

OOC: the couatl is majestic and awe-inspiring to a warlock. The L&L Pantheon's "the Wild One" reads like a bland Bambi, not a source of power.
	Feat+Traits: https://dnd5e.wikidot.com/lineage:human#toc1
https://dnd5e.wikidot.com/background:outlander
https://5e.d20srd.org/srd/equipment/equipment.htm#toolsAndSkillKits
https://www.dndbeyond.com/monsters/16953-mastiff

https://5e.d20srd.org/srd/classes/warlock.htm
https://5e.d20srd.org/srd/spellLists/warlockSpells.htm
https://dnd5e.wikidot.com/spells:warlock
https://dnd5e.wikidot.com/spells:ritual
https://dnd5e.wikidot.com/warlock:eldritch-invocations
https://dnd5e.wikidot.com/warlock:celestial
https://forgottenrealms.fandom.com/wiki/Couatl
https://en.wikipedia.org/wiki/Quetzalcoatl

https://dnd5e.wikidot.com/feat:lucky
https://dnd5e.wikidot.com/feat:skill-expert
https://dnd5e.wikidot.com/feat:telekinetic
https://dnd5e.wikidot.com/feat:inspiring-leader
https://dnd5e.wikidot.com/feat:divinely-favored
https://dnd5e.wikidot.com/feat:war-caster

GM fiat:
• customised Outlander Background tool proficiency to Cartographer's (was Instrument)
• reskinned Imp Familiar's polyforms to: hummingbird, cat, lizard to observe Lines & Veils

Maps:
20230227: +3 Directions: Lake Akeula to Arkett river mouth; river mouth near Blue House hexapus; others (awaiting Nahtan). [Dekaying]
20230307: +3 Topographic: Blue Pride; glowing forest east; northern mountain ridge; glinting structure on island. [Nahtan]
20230308: +4 Topographic: forest river bank; Yowler nest clearing. [copy from Hooter; Sam]
20230308: +1 Directions: Yowler nest clearing; Saved zombie ruins. [loot; Sam]
20230308: +4 Topographic: marshlands southeast of Lake Akeula. [copy from Hooter 20230227]
20230314: +3 Topographic: river mouth near Blue House hexapus; red aquatic goblin tribe trail cairn; The Crags; northern oasis; southern sinkholes. [Nahtan]
20230316: +3 Directions: The Hilly Fields Camp; campsite 9km NNE; feywild portal ruins; three Hags cottage. [Dan]
20230321: TBD / +1 Directions: central island northern rocky cove; glinting structure (basin); domed ziggurat. [Nahtan]
20230321: the first step within the ziggurat. [Nahtan]
20230324: +1 Directions: feywild portal ruins; three Hags cottage. [loot; Dekaying]
20230327: +3 Directions: Grippli clearing; stone tower; estuary. [Giaan]
20230327: +4 Topographic: fortifications; red X; smugglers' den. [loot; Giaan]
20230330: TBD / +1 Directions: central island; norwest river mouth; campsite up river; metallic cube crash-site. [Dan]

Work Points:
1: road East; 2: road East; 3: road East; 4: nominally Lost; 5: road Noreast; 6: camp North island; 7: camp North island; 8: camp North island; 9: road Noreast.

Downtime Points:
Week 7
Week 8
Week 9
	Treasure: 25G light crossbow X2; 2G dagger X2; 10G leather armour; 25G spell component pouch; 40G scholar's pack: (backpack; book of lore; bottle of ink; ink pen; sheet of parchment X10; little bag of sand; small knife) [class]
2S staff; 5G hunting trap; • trophy from an animal you killed (ehēcacōzcatl); 2G set of traveller's clothes; 2S pouch containing 10G [background]
10G explorer's pack: (backpack; bedroll; mess kit; tinderbox; 10 torches; 10 days of rations; waterskin; 50 feet of hemp rope); • Tonic of Healing 1d4+1 [bonus]
+50G sell Light Crossbows; +10G sell Leather Armour; -15G Cartographer's Tools; -1G Map Case; -25G Mastiff [pre-play]
-3S Boat hire; -Tonic of Healing 1d4+1; +empty Vial; • 2x dagger-length teeth from a Hexapus; +20G mission +30G Hexapus head [week 1]
-40G Barding (Hide: 12+Dex; 24lb); -4G Saddlebags; -25G Navigator's Tools (ie, a compass and sextant)
-5S Boat hire; • Vial of Sticky Enveloper Ooze [week 2]
• Yowler; • depleted clockwork hummingbird drone; +1 Directions to Saved Zombie Ruins; +50G mission +45G Grell nest [week 2]
-20G Find Familiar cast for Pact of the Chain Boon x2 (1 as a backup)
• Sand-shark tooth [week 3]
+38G from sale of vintage firewater and fire extinguisher [week 3]
• implausibly long magical scroll; • severed zombie hand Familiar; 4x Saved Zombie corpses [week 3]
• Pocket Of Holding + ancient shortsword; • apron of Acid Resistance (consumable); • bottle of sticky dark slime; +18.7G loot -1.2G safety +70G mission [week 4]
• +1 Directions to Hag Cottage; +70G mission [week 4]
-45G Studded Leather; -10G Shield; -2G Map Case x2; -2G Empty vial x2
- vial; • vial of Pitcher-Plant acid; • +4 topographical map of estuary (vellum); • chest with golden lock; -2G locksmith hourly fee [week 5]
+ vial; - vial of Pitcher-Plant acid; • golden sextant; • chest; -5S boat hire; +112.5G selling phase-scorpion parts [week 5]
+15G in a sack; -100G to Pin to broker buying 300G-worth of diamonds for Revivify from Danju Denca jewelcrafter / merchant via Katchka at 10% discount; -3x 5G copying Atlas for Hooter, Pin, Coren [week 10]
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