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Those Who Have Gone Before:

Rand (Litorian Unfettered/Litorian) -- slain by a chimze
in the Guild on the Chess

"Old Stones" -- On the morning of Ninthmonth 2nd, 175
the citizens of the village of Brookhollow gathétlze
ceremonial grounds for the funeral of Emil Lindémo
weeks ago, Emil was sent upriver to the town ofdHam to
buy and escort a load of lumber down the river GHieshis
father, the carpenter Norbert Linden. He nevenrnstd. For E=2
two weeks, the people of Brookhollow wondered what &
might have happened to him. Yesterday, they fowtd o
Emil's body was found on the banks of river witlo tarrows
in his back. He'd been dead for some time, andltheer
was nowhere to be found. Arrangements for a funeral
ceremony were quickly made with Duntner Pristia, t
owner of the town mill and the man most knowleddeab
about how to correctly conduct ceremonies.

To
Kirkwoall

Everyone in town and in the surrounding farms alseihe
funeral: the town's loresong faen healer, Phaimi

Laughing

Goldentongue and her brother Svain; Yonn the Staady \ Frseg I
town's sibeccai lawkeeper; Albur, the owner ofltheghing ‘ - Hrookhoflons
Frog Inn; the giant stoneworker El-las and his dieag out- : 3 _ G

,-. To Horsham

of-town visitor, the litorian Rand; young Tevirab\den,
recently returned from training as a magister; ewversitor to the town, the runethane calling hihBairathar.
Duntner Pristrat says the right words, conductduheral rituals, and leads the pallbearers tqtigeyard as
the funeral ends. It's not quite noon, and alreatgt day, so the village children eagerly prepargo
swimming in the river.

After politely paying his respects to Norbert, Yamspectfully asks His if he'd be willing to help with secur
in the village in this troubled time. El-las offéasdo what he can, and Yonn arranges a meetirighint and
any companions he cares to round up in the morieghen hikes out of Brookhollow north toward thens
that give Castle Grove its name to seek a stobe tesed as Emil's gravemarker.

Meanwhile, Svain, Rand, Tev, and Durathar introdhesnselves as they amble through town, discusb



sad turn of events leading to Emil's death. Suddéinéy hear a child cry out near the river. Thestrtoward
the sound and find that a pair of monstrous drdgmnére making their way upriver toward a group of
swimming children.

The heroes act quickly and move to the edge ofviiter to defend the youngsters. The dragonflieselehasty
bites to Tev and Rand, but between Rand's flaghledes, Svain's mastery of greenfire, and Tev's and
Durathar's spells, the creatures are defeated@wtlildren are hurt. The brave defenders limp taifis
infirmary, where she begins patching up the wourelatiadvises them to stay until morning so shepcavide
much-needed care. Even with magical healing, thends need a great deal of attention. During tme fithe
heroes hear that this is the third brazen attacyidayt dragonflies in a week, though the first tlsse to town.

While this battle takes place, El-las reaches #stle and begins hunting for an appropriate stdegyasses by
a dark room in the back and peeks in as is hid jlabs been startled more than once by a skuakaccoon
scurrying around in there). To his surprise, he sestrange purple glow. It is coming from a rostahe cover
that had been placed over an old well centuries @lgere is apparently some strange glowing writinghe
cover that had never been there before. El-lasrisws, but cautious -- he decides to head batévta to find
the runethane, Durathar, to help him solve thisterys

When he gets back, he learns about the dragonflgland meets everyone at the infirmary. Duragju@sses
that the glowing writing could very well be the Wwayf another runethane, and posits that it wasaistybplaced
there very recently (as El-las goes to the casth@st daily and hadn't noticed it before). He alsons that
while he could possibly erase the rune, this (ggéring the rune) would alert the runethane whgially
created it.

While he has El-las' attention, Durathar asks abdwmtumors that drew him to Brookhollow in thesfiplace:
rumors that a rune-marked stag wanders the woatbyeEl-las laughs; he explains that many runethdrave
come to Brookhollow looking for this stag over tfears, but it is no more than an local legend. &lean old
piebald stag in the woods, by the accounts of ni@cgl hunters, but it's nothing more than an aln¢rra
discoloration of the hide and in no discernibletgrat

The next day arrives and the wounded heroes aresalas good as new. They meet with Yonn as plarBiede
the dragonfly attack, Yonn wants El-las and theerghio spearhead a trip downriver to investigateons of
flooding. He thinks it might be related to why tihe@gonflies are making their way upstream moreueadly. In
the meantime, Yonn will send his deputies uprieedborsham to investigate the death of Emil. Whea advout
the strange runes at the castle ruins, Yonn suggastion but does not object to that being ingas#id first.

The heroes spend some time preparing for a lopddrihe Marshwood, and then head north to théecasibng
the way, Durathar reveals what he has learned dbeutistory of the region and the castle in patiic
Apparently, hundreds of years ago this region veas g a human nation called the Duchy of Nem. Tives
back before the dramojh had completed their invasaod well before the giants arrived. The rulethis part o
the duchy was one Lord Jorge Girsten. Once heagletsk at the castle, he's pretty sure that thisdeed Castle
Girsten, and that it was destroyed during the sveé¢ipe dramojh across the Central Plains.

The party arrives at the castle, and Durathar adriiove to investigate the rune-covered stone gaptbe old
well. As they approach, they trigger an invisibd@e of conjuring that summons a wolf to attacknénages to
get a bite in but is destroyed by the heroes. Daratecognizes the visible rune as a rune of wgrdind
manages to erase it. He notes that now the crefitbe runes surely is aware that his runes haea bigggered
or erased.

Working together, the group manages to pull thaestmver off -- and they find it was covering natall, but a
circular staircase. They head down and find sidresgreat struggle in the narrow passages benkaghruined
supply room they are surprised and attacked by satdé&e osquips; in a nearby jail they are likee/surprised
by a pair of darkmantles clinging to the ceilingitiier of these threats is too much for the herdesvever,
they are pressed to their limits when they sturobl@ horrifying sigh-- an undead human magister! A



moves to attack, is hisses, "You'll never find lyery dramojh devils! She's under earth and undéenvevhere |
sent her and the others. She's safe from you fiemtie spell-slinging corpse summons a trio ofiftigold-
energy vipers to attack, and then blasts the pattyfire and stone, but the heroes manage to trexkreature
into oblivion.

The room is obviously a magical laboratory, thougtotal ruin, as a thorough search reveals. Howeiie
same search uncovers a secret door. The partyngeathaustion and out of firepower and healingoéiep,
decides to head back to town before pressing onléBxes a door warning spell on the secret doat, a
Durathar puts a rune on the stone cap (which iaced over the stairway) before they leave.

Two days later, the party returns to the castlefants that nothing has been disturbed since tatyRand
opens the secret door and gets a spioaged spear in the chest for his trouble. Beysraismall treasure rool
A metal chest holds minor magical items, gold cogeveral gems, and some jewelry. Most unusualgkievy is
a long thin box lying on the floor opposite the shénside is an extremely well-preserved tapestigepicts a
young bearded man bearing a magister's staff, geanied by a beautiful young woman carrying an @nat
javelin and wearing a striking dagger. From hiswlealge of history, Durathar guesses that this tapésa
wedding portrait of Lord Jorge and Lady Ariel Gast Durathar examines the image of the daggerlglaseas
a rune on it. He has heard rumors that there a@ag'runic weapons" that are specially made @r benes,
and guesses that this dagger is such an item. &m @ore thorough search reveals, in tiny goldstitg, Lady
Ariel's truename woven into the tapestry fabric.

With Rand pretty badly wounded, and the cellahef¢astle thoroughly explored, the party heads batbkwn
for two more days of rest and preparation. Durlmag time, Durathar and Svain gather herbal ingradiand
concoct various herbal remedies using Phaimi's sfarg, and they buy other supplies for the journey
downriver.

On Ninthmonth 9th, then, the heroes begin the
trek downriver. They know they will have to
camp at least one night on the way and one o
way back if they find the source of the flooding
near the edge of the Marshwood, and maybe
more. On the way, they stay away from the ec
of the water (though keeping it in sight so they
can see where the flooding begins). As they p
through pastureland, they are attacked by a
burrowing ankheg. It is slain, but in the battle |
las is gravely injured. Magical healing restores
some of his wounds, and the bruises and batt
exchanged for his mortal wounds fade in a fev
more hours of walking. The heroes rest for the
night and continue on the next day.

It doesn't take long for them to find the floodedag and sure enough it seems to be a breedingdjfouthe
giant dragonflies. As the flooded area grows arndreds upriver, the dragonflies will eventually gktser and
closer to Brookhollow. The party heads into the $havood, hoping to find where the river has beecksd.

Before long, a female voice calls out for the paotgtop where they are and leave immediately.pargy tries
to talk to her, but she refuses to be baited. Ereds can see some damning evidence through # the
woman, an archer by all appearances, stands atamaly constructed dam blocking the River Chessofe
side, where the waters can't flow freely, the "newamp is growing deeper and deeper. On the oitier s
where the water has been kept away, the "old" swaaspeceded by several feet. Even more disturbitigp
archer pulls out an arrow that looks just like #tisat slew Emil. Farther along the dam stand fough-
looking crossbowme



El-las charges toward the woman archer, and a lfiggaks out. She shoots some folks, El-las suridgrbow,
Tev blasts the bandits with an enlarged firebanst] ultimately the heroes are victorious thougbedtof the
crossbowmen escape through the woods on the atleeosthe dam.

The archer woman is only disabled, and after beetyup is questioned. She doesn't lie very weblualvhere
she got the lumber and if she killed Emil (she dsrifi, but it's pretty clear). The heroes also tindé the archer,
though initially appearing human, is a disguisedikavoman with thick beige makeup on to cover feat skin.

She does reveal that she's not the leader of tw@tgn. Her employer, obviously, arranged to héveedam
built to uncover something. And now, atop the ddra,heroes can see a 20' square stone platfortme ifokd"
swamp, a ways from the edge of the water. In tidecef the platform is a stone plug set with aahptll ring.
The archer's boss, she knows, wants to get pasittvee plug, but it is sealed with some kind ofjimaAnd she
thinks that her boss put the runes in the castdedoe away anyone who would come to investigassihe
wanted to search the castle cellar for clues ahowtto bypass the magic sealing the stone plug.

So the heroes face a dilemma -- do they crossahe tbllow the fleeing bandits who are clearly hagdo get
their comrades and bring them back to defend th&dao they try to destroy the dam, covering theagrte to
the underwater hideaway? Do they take this prisbaek to Brookhollow with them? (Ends NinthmonthH)0

After a few minutes' discussion, the heroes deimdey to open the stone plug and see what liesvbeThey us
extra lumber found nearby to construct a crudegeriover some quicksand, and Svain approachesahe st
platform. He's hit with a blast of fire from an iaible rune placed there recently. The heroes speaks
truename, and the stone trapdoor opens, reveaB@gwide shaft leading 40' down into murky watérlas
tosses a large stone into the shaft and discolatsttfloats safely down thanks to powerful magerding the
area. The heroes rig a rope on the trapdoor in aweay that they can descend into the shaft ardhmul
trapdoor shut behind them, and then one by onedhsgyinto the shaft, bringing the verrik archethwthem as
prisoner, and close the trapdoor.

The water in the chamber is about knee deep, whialproblem for the diminutive Svain, so he ridasRand's
shoulders for a bit. The heroes make their way dawassage and are soon attacked by a pair of efaise
made of the muddy waters around them. The oozeesitais slam and burn the heroes with acid, but they
eventually prevail. The next area, a guard poshfieng ago, is guarded by a pair of undead humameaias,
who moan about "protecting Lady Ariel" as they ektthe heroes. Though they are heavily armoredpanty is
able to defeat them, though they suffer some damage

Beyond the guard post is a pair of sturdy doublarsithat are apparently barred from the inside.idrees huf
and puff for a while and finally burst the bar & tdoor and gain entrance to a wide hall that ®wanches into
a four-way intersection. Each of the three new patgins with a short ascending stairway, whichdsithe
heroes out of the murky water and onto dry stone.

The heroes pick a path and soon find themselvascircular room with a "core” made of stoneworlelike
surrounding walls. They hear the faint noise of sthimg metalic clanging inside this stone core. imes
search carefully and find a secret door leading ihé core. Rand opens the door; inside is a gmethl
contraption with metal tubes leading to the wallid aeiling. The contraption has a metal door oand it open:
suddenly. A little air mephit appears from withiretcontraption, screeching "free, free!" and atable heroes
with its airy breath weapon and defending itselfwa vision-imparing fog. This is a tough opponehb is not
easily harmed by mundane weapons, but eventualliebs the area, heading toward the now-sealedéitie
dungeon and hovering around the stone trapdoorhénaes, their resources drained, let the mephiThey
decide to re-bar the double doors and rest forieewh

Hours later the heroes continue their quest. Thayd the air mephit's chamber (which the heroesdigiust
have been a contraption to keep fresh air flowinthis otherwise &-tight hideaway) and return to the f-way



intersection. There, they spot a ghostly child pegks head "through” a wooden door. When it isted, it
disappears. The heroes, intrigued, approach theatabopen it. Beyond they see a long, narrow @ortin
which three child-shaped apparitions sit, playirgaee. They look at the intruders and attack.

Our heroes, at first, respond with force, but sbd@comes apparent that there are more ghostewhese
three came from. The party manages to convinceobtiee ghosts that they are friends and here o batly
Ariel. The ghosts seem to believe them and shuditioe on the party. The heroes decide to leave teifor
now.

There's only one more door to explore in the hallvea the party gets to it. Beyond it is a roont thrace serve
as a common area, combining the services of additclining area and a shrine to the goddess Hetnagar
Standing in the back of the room is a skeletalrigu none other than the undead remains of Ladsl Aerself.
She moans and weeps, saying, "Here, little onekdmp. You'll have good dreams, | promise. Our L@itsten
has defeated the invaders and will release us t@woSleep, little one ... sleep!” It is clear tisae is constant
reliving some horrible event from her life. RegasH, she is compelled to attack the living and doesith
gusto. Lady Ariel, it turns out, is a wind witcmdso blasts the heroes with a gust of wind andraisf herself
with a fire shield whirling about her like a windislvn flame. She wields an air-enchanted javelin eadies a
special dagger like the one depicted in the tapéstmd beneath Castle Girsten.

Our heroes eventually destroy the undead Arielrandver her dagger. Durathar recognizes it as ia dagger,
something that a runethane would prize highly. éldizes that, since their nemesis must be a runetfre'd
left a rune for them at the castle and again orsthee platform above), this must be what the had gvere
seeking.

They search an adjoining room, finding that it wase a storeroom for food and water, but find maghelse.

The heroes still feel like they might be missinghething, and so they want to get a look at the treyahave
yet to explore but don't know what to do aboutrttey ghosts they have seen there. They decidg to trick
the ghosts by having Teviral dress up in Arieltsluhg and accessories and bluff them.

It works! When he opens the door and speaks tgltbsts they believe that he is Ariel. "Ariel” teflem that it
is time to go, a dozen or so ghosts -- those d¢flidn as well as adult women (but no mennake their way ot
of their living quarters, through the ruined hadlad to the entry chamber. When they leave thegsesearch tr
area but find only sleeping chambers with many sespf women and children lying peacefully on theids.

"Ariel" leads the ghosts to the entry chamber, sipebks the secret password. A stone platform frises
beneath the murky water, carrying about a dozestghgward toward the trapdoor, which also begirsating
open (the air mephit immediately flies out and a8yt then disaster strikes -- sunlight streamsugh the
open trapdoor, and there's nothing ghosts hate tharethe sun. All of the ghosts in the area cryiopain.
Teviral repeats the password and the platformsstartiescend and the trapdoor swings shut. He fimdself in
the dark, surrounded by more than a dozen angrgtgho

The rest of the party has arrived in the area.rééeries out Ariel's truename again but not beforas attacked
by several ghosts and some of his lifeforce isnd@i Still, the sunlight reppears, making the ghosts powerl
and lifting the party out of Ariel's hideaway.

What they see when they arrive at the top is endoighake them wish they'd stayed with the ghosteven
crossbow-wielding bandits, a human mage blade nddagadr, and the runethane ringleader -- a mojh dame
Scathazar -- are at the dam and ready to launelttack on the party. Scathazar calls out, "Leaeedtigger
with me and we will let you live!" Durathar courgehat he wants to know the secrets of becomingja.m
Scathazar, gesturing to Dagar, indicates thatready has a protege but if Durathar is still indézd in a year (
so he might be willing to work with him. All thestiussion is to no avail -- combat breaks out and soe
heroes are fighting for their very lives.

Scathazar is taken out of commission for a few dsumhen he is hit with a ru-etched crossbow bolt that da



him, at the same time that he surrounds himself ismall globe of darkness as he stands at tlenthof the
dam. Svain distracts some of the crossbowmen Wwélphantom sounds of reinforcements approachimg fro
behind. El-las and Rand deal with the spell-sliggimge blade and then the heroes go to work on the
crossbowmen. Amid this chaos appears another camiata small wanavielding kobold, who scurries arou
shooting cold blasts from his wand but otherwiseh®ing too effective. El-las and Rand each areked
unconscious a couple of times briefly during thenbat and are subsequently revived by companionslif
Scathazar recovers his wits and begins slingintissfig-las is charmed so that he cannot diredtigck
Scathazar; he and others are blasted by Scathfeer'breath weapon and knocked down by gustsinéiw

The battle goes against the heroes for some tinmeigh so that they consider running away. Howewey,odd
occurrences swing the tide of battle back in tfeior. First, as the kobold lurks at the edge ef'thew swamp
a gigantic snake appears from the water and swsaltberlittle creature whole! Second, as the hebbattte
Scathazar and his henchmen, the sound of galldfmoges is heard in the forest behind the heroeshalgy,
piebald stag of unusually large size gallops ineawand approaches the dam. Only Durathar seestsmge
guite different -- a majestic creature, its coansiy like platinum, with golden horns and hooveseared with
runes and shining, flashing runes for eyes. It gag®mn the heroes and suddenly their many wourdsesied!
The rune-stag then disappears back into the forest.

Thus invigorated, the heroes press their attackthdzar spends a few moments inscribing a runeeground
within his globe of darkness; thus the globe arsdrtine block the end of the dam. No matter to Swalno
rushes forward and leaps into the globe of darkardsover the invisible rune to emerge ready fonlzat on
the far side. Likewise the rest of the heroes ®agr as well, following Svain's example. Scathamavwy with
only one henchman left, has a desperate look imhignan eyes, but he fights on, blasting the paitly more
fire and air. Finally, through teamwork, the heraes able to dispatch the last bandit and disatd¢h@zar.

After searching Scathazar's body and those ofdngpanions, the heroes prepare to depart with Scatlas a
prisoner. They discover that their verrik prisohas escaped, but no matter -- the ringleaderhamd. They
travel for two days back to Brookhollow and ture tihojh over to Yonn to be imprisoned.

Our heroes have found those who have dammed teand who were responsible for Emil's death, thoug
there remain a few unanswered questions and watk to remove the dam and restore the swamp toritger
state. In addition, Durathar, Teviral, and Svaimeheome down with some sort of minor sickness fep@nding
so much time in the filthy waters of Ariel's hidesw With any luck, Phaimi should be able to nuhsat back
to health within a few days. (Ends Ninthmonth 12th)

"A Mother's Curse" -- Three days later, Yonn the Steady and

his deputies leave El-las and the gang in chardgradkhollow

while they take a trip to Horsham to deliver Scatido the

authorities. That night, while they are whiling awthe hours

with a game of cards at Phaimi's infirmary, ourdesrcome to

Phaimi's aid when she hears strange noises comunyglfer

workshop. They investigate and find a bedraggledpant

farmer's wife, apparently insane and eating athefherbs she

can get her hands on. They manage to subdue healemter

into the infirmary. There, Phaimi recognizes heNasra, a

woman from an outlying farm who came in about thweeks

ago complaining of her first morning sickness aatleven "showing." Now she looks as though she vghe
nine months pregnant. The heroes have little toneohtemplate this mystery, for even as they spéaka's
body twitches and writhes -- and suddenly fromdadier a winged, black, two-headed hound bursts ford
attacks! Fortunately our heroes are able to destr@greature before it escapes from the infirnsary wreaks
havoc on the tow



As something clearly sinister is going on, our lesrgather what information they can on this Non@ laave
the next morning for her farm, some 20 miles toghst. They stop at a neighbor's house just béiesereach
her farm to find out more information. Turns owttiNorra was married to a farmer named Algis; Algigurn,
had been seen by the neighbors in a compromisisigjg@owith a beautiful young stranger about sixek&ago
and hasn't been seen since. The rumor going r@madheld as true by Norra, is that Algis left rmrdnother
woman shortly after getting her pregnant. Accordmg¢he neighbor, Norra did in fact see Algis onarentime --
about three weeks ago, she awoke in the middleeohight to find Algis standing over her in theldaf their
bedroom. He spoke harshly to her, gathered up semes, and departed. Norra later confided thatAtidn't
seem like himself at all -- even his voice wasetiht.

Our heroes continue on to the farm where Norralividney find that it has not been kept up for weeks
livestock have been left to wander, chickens an@ing about the yard, and the house looks as thblagta has
only attended to her most basic human functions thespast weeks.

A search of the barn is more fruitful, for undegsike of hay bales Rand spots a booted foot. A&h®owres the
bales of hay, he is surprised and paralized byaagé construct -a creature that looks like a skeletal snake
a human skull for a head. This creature is abjgetbform a mesmerizing snakk&e dance to daze onlookers, ¢
it is only through a tough battle that the heraesadble to defeat the thing. Afterwards they gieiok at the bod
under the hay -- it is Algis, dead about five weettsh his head smashed in. Nearby the heroesdiswhall but
heavy marble statuette depicting the nature anilitiegoddess, Niashra, smeared with Algis' blood.

The heroes want to use magic to learn some lore
about this murder weapon, so they stay the night
so the spellcasters can prepare to perform this
divination. It reveals that the last creature to
touch it was a "swamp hag" called "Savia" and
that the statuette is 2000 years old and was
created at a place called the "Niashra Cathedral.”
None of these names has any inherent meani
the heroes. So they stay one more night at the
farmhouse, and return to town the next morning,
hoping to uncover some more information.

And that they do. While they were gone, Duntner
Pristrat has taken it upon himself to send some
strapping young men into the tunnels beneath
Castle Girsten to investigate one rubble-choked
passageway. They've uncovered a bit of map
showing the ancient Duchy of Nem, and clearly
marked on it among many old sites is a place
called Niashra Castle. The heroes compare it to
the landscape they know of the region and decide
it must be in or near the marshy parts of
Marshwood. They gather provisions and supplies
and prepare to head back -- first to Norra's farm,
where some hired hands will watch their horses
and guard the farm itself, and then on into the
forest to seek the cathedral.

Their first night in the forest is a frighteningen

- they are assaulted near dawn by a quartet of

small goat-legged humanoids who seem to be

able to cloak themselves in shadows. These dadpers launch a devistating sneak attack upon #tmge
heroes, but they are fought off. As they nursertiweunds, the heroes see strange lights in the svoldte lights



approach the campsite, and with them is a ghostty bf a woman who looks like she might be a pegsif
Niashra from days of old. She beckons to the hetmésdlow her, and so they ¢

The phantom leads them deeper into the forestrandaisecluded glen ringed with strange mushro¥dinen
they enter the faerie ring they feel that their nadsiheal at an accellerated rate. The heroes,haxpended
much energy in the fight with the dark creeperst fer over a full day within the protective, nurhg ring.
When they depart, though, they discover to thamaiy that time has passed far more quickly outsiidiee ring
-- perhaps as much as a month has gone by, giegorévalence of fall coloring that hadn't been seen
previously. As they ponder this mystery, through titees they spot the ruins of the Niashra Cathedra

The heroes approach cautiously, noting that thest ol right on the edge of the swamp as the grbenodmes
muddy and slippery as they approach the open ftoots. The first room is a foyer with another ded@ors
leading further into the cathedral. A staircasel$e@pward, and Svain thinks it might be a good tdeget up as
high as possible to see if they can get a birdssvegw of the cathedral grounds. They ascend te¢lcend floor
but are attacked by a tenacious and strangely sgjgeeswarm of bats, which they defeat. They thakertheir
way to the partially collapsed third floor of theyer and get a good look at the rest of the caghe@nds
around Tenthmonth 19th)

The exploration of the ruined Niashra Cathedral
continues. Inside the nave, the heroes are attdnked
guard of six dark creepers waiting in the shaddwsthe
creepers are no match for the might of the proteaib
Brookhollow. They search a pair of smaller chajpeid
easily defeat a flock of hiddeous vargouilles ai.we

Beyond these is the main sanctuary of the cathedral

where rows of stone bleachers look upon a mucgfill

pool, a statue of the twin aspects of Niashra,amndltar.

From the murky pool emerges a horrifying sight -- a

winged terror that appears to be half fiend, hajagtic

centipede. This beast launches itself through ithenal

attacks the heroes, injecting a couple of them iusth

poison and dealing out a debilitating injury tol&$

before it is destroyed. The group searches thewsarycand finds some holy relics in the altar. Thegtemplate
dealing with a nasty violet fungi they find beyaih@ sanctuary on a walkway leading to a towertwfrnhain
cathedral, but instead decide to retreat backti@dorest to rest until morning.

The next day, when the heroes return hale andhyealtey find that nothing has been disturbed wthiey were
gone. They finish exploring the main body of théhedral, finding more religious artifacts, destrayihe violet
fungi, and discovering a magical staff. They thetum to the nave, where they take a side passageng to a

garden couryard they spied earlier from the fogerer. The hallway, as it turns out, is not safe Rand gets a
serious blow to the head from some loose stonbsddiom the ceiling.

Once inside the garden courtyard, the heroes tekady by masses of animated vines. They disdbe¢the
vines are being controlled by a human-shaped nfasees roaming the center of the courtyard. Wheayt
finally manage to destroy it, after suffering a¢ tthands" of the strangling vines, they are finalbye to safely
search the grounds, where they discover a magwaled. This battle severely drained the heroegres, so
they retreat into one of the smaller chapels flawahours to recuperate.

After this period of rest, the exploration contisuBeyond the garden courtyard, the party batt|esiraof
aggressive dire toads before gaining entry toitked portion of the cathedral. This squat buildimgds several
identical rooms. Each room was clearly some kindady "birthing chamber" long ago, for each hastas



stone steps leading down into a depression that hawe been a birthing pool, where a pregnant wopsh
could be attended by the finest midwives trainedhgychurch of Niashra. The heroes find nothingterest in
these pools except for one hungry crocodile thmbat makes lunch out of Svain. The little faenutiig
bravely forces his way even further into the croatsith while detonating his magical greenfire, aiitth a little
help from his friends the croc is slain.

Finally, the heroes make their way to the final
chamber, which features a much larger and more
elaborate birthing pool. Reclining in the murky
waters of the pool is Savia, a hiddeous swamp
hag; in the shadows behind her lurks her eldest
son, a dark stalker known as Belial. Savia is quite
clearly pregnant and seemingly nearly ready to
give birth. She is so hiddeous that the very sight
of her drains some of Rand's strength. Belial,
upon seeing the intruders, whispers, "You will
not touch my mother!"

The ensuing battle is viscious. Rand is poisoned a
couple of times by Belial and his strength is
sapped even further. El-las is likewise poisoned.
Savia creates an area of muddy ground that
causes no end of trouble to our heroes, who slip
and fall as they try to move across the floor.

Savia also burns a few of the heroes with an
acidic spray of liquid, but she is badly hurt by a
fierce attack from Rand as well as an animated
weapon of fire conjured by Durathar, and so she
retreats to her birthing pool and covers her escape
with a foggy cloud. Belial continues to attack
fiercely with his longsword, but finally Svain's
magical music manages to stun the dark stalker
momentarily, and ultimately he is destroyed.

Savia, meanwhile, can be heard crying out in the
fog cloud. The heroes approach and manage to
put her out of commission without killing her.
Then Svain and Durathar spring into action, using
their knowledge of medicine to help the
unconscious hag safely give birth ... to a peryectl
normal, healthy human girl. El-las and Svain then
quickly put an end to the hag's life.

Rand, as it turns out, gets weaker and weaker Behal's poison and within moments he can barelikkwauch
less carry his gear or initiate combat. The headd&ookhollow, then, decide to leave the cathedral move ¢
quickly as possible back to Norra's farmhouse.

It takes them all day to travel back to civilizatidNorra's neighbors are startled to see the hendes (by their
reckoning) have been missing for over a month,asad to see a little baby girl in their care. Tiegghbors
generously offer milk for the child and a horsetfoe heroes so they can head back to town as soposaible.

Late the next day, the heroes find themselvesgidito Brookhollow. Everyone except Rand is in gsbdpe,
but Rand is still severely weakened. As they apgrdhe outskirts of the village, they hear towngpeo
screaming in terror up ahead. (Ends on Tenthmao2riol’



The heroes rush the infant and the weakened RaRhdimi's infirmary, where she is already tendingaeid-
burned Yonn. Phaimi tells the party that a dragke-treature has been harrassing the town forakegeveral
days, flying into town, attacking (and sometimdsrig) townsfolk, and breathing an acidic cloudtbose who
fight back. The creature seems to be crying oatstrange language when it attacks, but no onédes able to
understand it. Armed with this scant knowledge,lteees of Brookhollow rush to the center of tHiage to
confront the creature.

There they find a large winged snake. Svain thihksoks familiar -- in fact, he's quite certairatithis snake
(minus wings and other half-dragon features) isstiae snake that swallowed Scathazar's kobold hearch
And in fact, this snake/dragon's face now somewdsegmbles that of the kobold. Durathar is the only who
can understand the creature's draconic rantingd@ad it crying out "Papa! You killed my papa!" Hishes uj
to the dragon/snake to speak to it but gets bitiehis troubles. El-las quickly joins the fray aaldo receives a
bite for his trouble. As much as Durathar triesdothe and talk to the dragon, it still fights baakd so the
heroes are forced to subdue it. They do theirtioesind it and confine it in a nearby shed, andt\iiit to
awaken so Durathar can question it.

It does eventually regain consciousness and wiarei so it does speak to Durathar for a few masnént
becomes clear that this dragon/snake is of limiteglligence. It indicates that it "knows" that ifather,"
Scathazar, is dead. When it becomes agitated artd &1 break free, El-las and Teveral put thetareaout of
its misery.

The heroes are able to question Yonn about thatgituand he confirms that Scathazar was takerotgham,
tried, found guilty of conspiracy to murder, ancexted. He mentions that one of his deputies, Rataged
behind in Horsham to find new employment, and thsbther deputy, Omas, was one of the first towolksf
killed by the dragon/snake.

There are other loose ends to tie up -- chief atlwis to determine what is to become of the hagtlafant.
She appears to be perfectly normal and healthyféweral is able to determine that she radiates faayic.
Duntner Pristrat suggests a cleansing ritual tpdyérmed by all of the citizens of the village,"teelcome" the
child. Later that evening, the ritual is perform@tithe climactic moment, Duntner says, "And whdl ware for
this child?" After a silence, the carpenter Norténden, with a newfound sense of purpose in hesegpeaks
up and offers to raise the child as his.

The villagers crowd around the heroes of Brookhelémd treat many of them to a night of revelryhat t
Laughing Frog Inn (though some want to stuff thegdn/snake, hang it over the mantle, and renamiavieen
The Flying Snake Inn). That night, each of the beroas a dream of Niashra, and receive a blessingHer.
(Ends Tenthmonth 23rd)

"Adventures in Horsham" -- The heroes of
Brookhollow rest for a few days and prepare for a
trip up the River Chess to the large town of Horsha
They have plans to sell some of the more valuable
items they've found, buy better armor for El-laz] a
attend to other matters.

On the way to Horsham, the heroes are attacked at
night by a gang of bandits. They are easily didpadc
and their leader is none other than the verrikerch
who was part of Scathazar's band. They capture her
(again) and this time they manage to get her (and
some stolen loot) to the authorities in Horsham,
where they are rewarded for their efforts.



Even before arriving, the heroes know quite a lbitud Horsham. Horsham is led by a steward -- atgsn
named lu-Darora, who has been the town's stewarabiout two years. She leads a council of Spediezse
are three, one to represent humans, another teseqprrlitorians, and a third to speak on behaitheffaen) in
governing the town, plus she acts as judge whenirtais need to be tried. It was she, for exampley found
Scathazar the Mojh guilty of conspiracy to murded ardered him to be put to death.

It doesn't take long for heroes to learn more ablmrsham. For example, the biggest single busimessvn is
lumber; there is a separate verrik "encampmentherwestern edge of town featuring dozens of teatsew
permanent structures; the "rich" part of town ishe wooded hills to the northwest; all mojh arguieed to
identify themselves to authorities and must staydm after dark; and all town guards and otherdhire
mercenaries are part of a guild called the RedI&hie

El-las knows that it is considered appropriatea g&nt, to present himself to the town's gianvate, so he
speaks to lu-Darora's sibeccai chamberlain, wheesgto arrange a meeting at a dinner at her hoahedme
night. The chamberlain instructs El-las to gathsmarty at Fairfield House, a swanky higlass inn where the
will be allowed to stay for a few days as guestthefsteward. There, he suggests, they can talentafye of
services such as a hot bath, a hair cut, and p#repnal grooming needs. He also directs the héoogsops
where they can find appropriate clothing. El-lasoalecalls that it's considered polite to bringfg go he
purchases a fine piece of marble and spends tbmatin crafting her a small statuette.

That evening, all cleaned up and in fresh new aigththe heroes arrive at lu-Darora's home. Oncerée=d
inside, they are required to wait a few minutea plushly appointed sitting room. El-las is staltle hear a
young woman's voice call out, "How dare you?" lthis steward, a beautiful young giantess (not y#teathird
level of the Shu-Rin), with a stern look on herdatHow dare you..." she repeatand then her face breaks i
a smile; "... live one town away and never comeisd me, honored elder?" El-las, keenly awareisf h
advanced age now, bows in respect. The stewardagribe bow and approaches for a sisterly embEddas
notes that she flinches for a second as she gets ehough to truly study his face. An observehtggiess that
she is startled by the burn scars on his face &adragedy many years ago; El-las senses, thougtshle has
either discovered, remembered, or confirmed somgthpon seeing him close-up.

In any case, the rest of the heroes introduce tbles and the steward asks to hear their tales&mas
impressed with their exploits and the defeat ofrtiegh Scathazar as well as the hag Savia. Convansat
continues in the dining room over dinner, with lafDra attempting to answer as many questions asashe
about the town. She does seem to be reluctanstoiss the special laws pertaining to mojh, nor dbesseem
to want to know "too much" about El-las' past. 8kks if El-las would be interested in witnessing an
participating in her final Shu-Rin ritual, whicheshopes to undertake in a couple of weeks, and beuose
agrees to do so.

Towards the end of the evening, lu-Darora seensedio asking the heroes if they would undertakeetp her
with a "delicate matter." A subtle cough from thverepresent chamberlain reminds her, however,dhigt
mercenaries registered with the Red Shields cafulgwbe employed in Horsham. She encourages theesetc
join their ranks and then return to her when thayehdone so. The evening concluded, the heroesdutaiito
the cool night air -though some of them sense that the sibeccai d@dg are watching them with suspiciol
their eyes.

"Test of the Red Shields"-- The night is still young, so the heroes headtoa tavern to try to speak with
some off-duty Red Shields about their guild. Theyiaformed about the guild's benefits (discoumswomor
and weapons, a limited amount of free room anddyatecent paying jobs) as well as the responséslia
mercenary band of up to six members can join f@gpQoer year; members can only turn down so many jo
assigned by the leadership of the guild before #tey getting job offers; must give fairly detailgersonal
information such as name, current residence, &arathar is also particularly interested in tatkio any mojh
who might be in the town; the guards can only trohkne, noting that he lives in the verrik encanepin

The next day, the heroes of Brookhollow (stylingrtiselves as a mercenary band known as the "Brdokh



Bashers") makes an appearance at the Red Shieldsajlu The lead recruiter, a human woman namediBa
Bostran, explains all of the details and is readiake the party's 200 gp. She seems to sensthiha a lot of

money for the heroes, and so she offers an alteen&t0 gp, plus the heroes are required to unklerd'test of
character and skill." She can't help but smirk whlea says this, and nearby guards also laugh. fdwkBollow
Bashers agree to meet back at the guildhall atigidready for action.

Midnight rolls around, and the heroes arrive faithest, only to be blindfolded and led from theldhall,
through the town streets, to an unknown locatidrerg, their blindfolds are removed and they firehtkelves
in a stone room with a mist-filled archway -- clgaa magical portal! Barrine smiles. "I'm actuaijiad you're
doing it this way - it will provide a lot more irggit into your character. | took the liberty of tkarg down some
information about you and you already have an isgue resume. This task should be trivial compéoesbme
of the dangers you've already faced. The tesmplsi go through the portal, take a look around, @me back
when you're done. This scroll” -- she hands thedgera small rolled-up piece of papetwill provide the detalil
on how to return. Good luck, and | hope to be welic you back in a short while as fellow Red Sha€ld

She departs, and her two Red Shield mercenary adonsamove to do likewise. As the last one files afuthe
room, ready to shut the door behind him, he tuatkho the group with a wink. "Don't worry about-iit's as
straightforward as it seems. It's mostly to testngrves, and | can see yours are made of stegdir Go in,
read the scroll, follow the directions, and comekbait really is that simple. See you in a few."

The scroll reads: "Cross the glowing lake, lookdarold ore cart, find a piece of andrecite (bdk like a
diamond), and come back. The return portal woréraig without that andrecite."

Seeing no other choice, the heroes step througpadfial. They have a nauseating sense of vertiga foomen
and then find themselves at one end of a long aktwmnel that slopes downward. They follow thenirand
sure enough, it opens into an immense cavern. &tepn a ledge about 90" above the surface ofemgre
glowing lake. Apparently some phosphorescent adgaw's in it. To one side of this ledge is a squanes
building with a contraption of wheels, pulleys, aifdhins attached to it. From this is strung a Idmegvy chain;
the other end of the chain is 90' down and aboQtd€ross the lake on the lake's shore at a sitnlidaling.
Attached to this chain is a rickety-looking metatlavood cage.

Rand approaches the building to get a better look
at the contraption but draws the attention of two
quick, tough giant cockroaches that eagerly attack
the party in search of fresh meat. They are
destroyed with some effort. Rand finally gets into
the building and sees that the contraption is
basically a big winch. A person could stand here
and turn the wheel in the stone building to send
the cage (loaded with several people) down the
chain and to the beach across the lake.
Presumably there is a similar contraption at the
far end.

The cage, however, is problematic in that it
doesn't look very sturdy. They decide to put
Svain and El-las in the cage and send them down
first. The cage makes it about halfway before the
contraption gets "stuck." Rand, certain that it's
not a problem at his end, cannot move the cage
any further. Durathar bravely volunteers for some
dangerous work. He fashions a harness out of
rope and uses it to slide down the chain to the
cage. He clambers on top of the cage, transfers



his harness over to the other side, and slides the

rest of the way down to the beach. He investigatesfinds that something has gotten stuck and nesni@gget
it fixes. He then brings the cage down to the be&bky send the cage back for Rand and Teveral,mdice it
across the lake without incident.

The beach is only about 40' deep, and ends abrwjitltya massive stone wall with several stone daOrsthe
beach itself is a broken ore cart. Supposedlyishighere the heroes can find some andrecite, leutdrt is
empty. Searching reveals that there are some saoweicks around the cart, almost like footprints befta
flaming creature, and that those footprints leadaral one of the doors in the massive stone wadlirfgelittle
choice, the heroes follow the footprints and opgendoor.

Inside is a guard of three humanoid creatures.r&hkaén looks like molten bronze and their hair &®eérds are
made of flame. Brandishing bronze spears and hamiezy demand (first in a foreign tongue and then
Common) that the intruders surrender immediateiye Brookhollow Bashers" at first refuse to comply,
demanding to know why they should surrender, whaild/happen to them if they did surrender, eta, tars is
met by an immediate attack from these fiery cremueeing that resistance would be met with veaethe
heroes surrender and are taken before their leader.

The leader of the fiery men angrily demands to
know what business brings the heroes to the area.
When he learns that they are mere explorers
seeking a piece of andrecite, his face shows
interest. He relates his tale:

We are the azers, masters of fire and the
forge. We are ... not of your world. We
came here through a fiery portal and
appeared in a magical foundry (he gestures
to the west) nearby. This foundry has a
forge that is always ablaze and never needs
fuel added, for in this forge is the portal

that leads to our fiery realm.

For a few weeks, we traveled freely
between our realm and this ruin, exploring
the mines to the north and south. We found
great riches there - a fine vein of what you
call andrecite as well as other minerals.
With no one here to claim this mine, we
began digging and gathering what
minerals we could, taking back load after
load to our fiery home.

About two weeks ago, our diggings brought

us to a previously unknown tunnel.

Through this new opening came a horrible

creature - sleek and somewhat catlike, but

with a glimmer of intelligence in its animal

eyes. What made it most dangerous to us is

that it radiated intense cold - so much so

that is mere presence within a few yards

could instantly kill many of my men. It

walked with impunity into the foundry area, climbetb the fires of the forge (which were
immediately extinguished), and lay there, snuf@ingthe eternal flames and blocking our ¢



through the fiery portal.

We need your help - and you need ours. We willypwea supply of andrecite if you can destroy the
cold creature in the foundry. What say you?

Eager to help the azers with their problem (an@ betmselves as well), the heroes agree to aksisgt they
do ask for a period to rest and recuperate. Thelambagrees, even going so far as to offer theagioal
healing.

When they are rested and ready, the azers ledtketbes to the entrance to the great foundry. They épen
the doors to see a huge room dominated by a langajar fire pit. Or itwasa fire pit --for now it is nothing bt
dead coals. Atop it lies an alien-looking, lankiirfe creature that radiates intense cold.

Our heroes hold nothing back, launching Durathradgical lightning, Svain's greenfire, El-las' madjiair
javelin and other ranged attacks while Rand wal@sthe fire pit itself to engage the creature glee. The ci-
like creature absorbs some of the body heat frondRaounding him severely. It doesn't take longyéweer,
for the "Brookhollow Bashers" to defeat this creatWhen it dies, the magical fires of the forgargpback to
life, catching Rand in its blaze, but he scramhbdesafety and puts out his flaming fur in shortestrd

The azers are delighted to have their forge (aadl gortal home) reactivated. They give the hegmepieces of
the valuable mineral, andrecite, to take back #im, and they indicate that they would like tolgetrade
relations with someone in Horsham if the Red Skigddrtal could be used to transport their minefBie party
rests for a while, contemplating if they want t@tidack to town right away er if they want to set off in a bc
to deal with a reptilian menace the azers have lsgkimg in the glowing lake. (Ends Eleventhmongt)1

The lure of the mysterious lake-creature is toorgjrto overcome any sense of self-preservatiowjtsolittle
hesitation the heroes head off on a large, mefialika boat found on the azer's beach. They getihalfway
across the lake, with Rand and Durathar mannin@dng, when El-las hears the sound of movemethigin t
water a few dozen feet away. The oarsmen starnhigp¥aster, hoping to reach a beach on the farcittee
cavern beforsomethingattacks them, but they are too far away.

From the water bursts a hideous sight -- a reptilia

octopus-like creature that has only four sharpetpp

tentacles and a pair of strangely intelligent and

menacing eyes. Floating into the air on invisible

waves of telekinetic energy, the creature appraache

the boat. The heroes manage to harrass it witrecang

weapons and spells, but it sends out a blast ofahen

force that stuns Rand, Durathar and Svain for a few

moments. The lurking mindrender manages to

momentarily constrict Teveral; but when Rand snaps

out of his stunned state he chops off the creature'

tentacle. Then the creature turns on Rand, likewise

entangling him in its tentacles and drawing the

litorian toward its hiddeous maw. Finally, with the

power of a madman, El-las charges at the creature

with his sword, slaying it but also knocking Ramaldimself into the waters of the glowing lakesltouch and
go for a few moments as El-las begins to sink déikstone, but a thrown rope and the help of lessrahered
swimmers allows the giant to crawl back onto thatbo

On the far beach the heroes are rewarded withureseft by a previous explorer, including platmaoins,
gems, a magic ring and a wand. The Brookhollow Beslright then and there, change their band's nambe



Clan of the All-Seeing Eye, and they vow to brihg torpse of the lurking mindrender back to ciailian with
them.

The Clan, upon their return to the azer beachhailed as heroes. They rest for a day and themré&tuhe
portal that brought them to this subterranean re@lmey activate the portal and toss the corpshebttopus-
thing through first before stepping in themselvigsere, Barrine and a few other Red Shield mercesatie
amazed and delighted to see the party safe andlsdwswear if I'd known there were dangerous anezt in
there I'd never have sent you!" she exclaims; "&e&nt dozens of men through that portal with Ino il
consequences."” To show her sincerity, she waivepdhty's initiation fee for the first year; shevaeds them
200 gp as a "finder's fee" for the rights to negfetwith the azers; and offers them a discounuturd andrecite
purchases. The Clan decides to hang on to thereaitel supply for now, as it can be used to augmeagical
spells. The Clan of the All-Seeing Eye is initiatethb the Red Shields and spends the evening elmev

Over the next day the heroes take care of severed of business. Durathar arranges to have '@ldre All-
Seeing Eye" patches made up (featuring the fearstsage of the creature they slew to gain that namnd to
have the lurking mindrender preserved by a taxiggriiihe Clan moves out of their rooms at Fairfidlolse,
taking up residence at Horsham Gardens. El-laspipkthe chain hauberk armor he'd ordered. Teveral
participates in his Focused Healing ceremony wviighrest of the gang in attendance. And Durathar puit
some feelers that he'd like to meet with a mojhvkmas Sharzak, who lives with the verrik in theicempmen
He learns that Sharzak won't see just anyone, betr&k named Nalaad offers to be their go-betw&rmathar
sends off a note asking how one becomes a mojh.

"The Missing Corpse" -- Now members of the Red Shields, the Clan cam axxept jobs from Steward Iu-
Darora. They meet with her for another dinner, after asking them about their latest exploits skis gown to
business. She explains that the night after Scathvaas executed by decapitation, his body wasntatfour
pieces (plus his head) and the pieces were plactiporary storage for cremation the next morninguard,
none other than Rugis (former deputy of Brookholkwvd a brand new member of the Red Shields), veagl
at this mausoleum to keep mischief-makers awayghahe door was securely locked. The next morrihng,
door was unlocked and the corpse was gone. Thaemeesigns of a break-in. Rugis reported that be&h
nothing strange, though he did eventually confleasite couldn't remember several minutes of hischdaty
the night before. It has been a month or more dimedody disappeared; this is not a hpylority mission as fe
as lu-Darora is concerned. El-las, on behalf ofpituey, accepts the Steward's mission -- to findwhat
happened to Scathazar's body.

The next day the heroes begin their investigatiénasit to the mausoleum turns up nothing. As mégad, there
are no signs of a break-in or even that the locklbeen forced. El-las follows up with lu-Darora absecurity
measures related to the keys that any guards méay& had, but no keys were missing. Meanwhile, Rand
Durathar and Teveral ask around the Red Shieldsdueaters for information on Rugis, and learn higent
residence. They find him there, very much hung éi@n a previous night's revelry. They take him tut
breakfast, and after careful questioning get hiroaifess that he took a bribe from four scruffy meho then
used a magical device to open the door to the nhewso They took the pieces of Scathazar's corpsepb
them muttered, "Vrovrek will be pleased," and thefy. Rugis never saw them again. The Clan memingys
Rugis to leave town with his ill-gotten gains aredgromises to do so.

For the remainder of the day and the next thres,dag heroes ask around town about this Vrovregqoe
They learn the following:

Vrovrek is the name of a mojh who was run out @frtseveral months ago for frequently breaking the
mojh curfew laws. He was even branded.

Vrovrek was a competent alchemist and had creatédald many alchemical items in the town.
Several rough humans from Horsham have mentioredhby work for Vrovrek. These humans haven't
been in town for a few weeks now.

Vrovrek has recently been seen on the road nortbvad in the company of some shady looking men.
There are tales of an ancient tomb in the hillgmof town. If Vrovrek has a lair, it's probablyoand



there somewhere.
Ah, the Great Tomb ... they say it predates the djfammwasion by thousands of years. (Rough idea of
location is gained).

In addition, Durathar puts his ear to the grountbtand up information on mojh in general: Knowledge
(Arcana):

The Basics about Mojh: All mojh were once humanjmawe genderless and infertile, mojh are longdive
compared to humans; mojh are thought to be a rehwfidne Dramojh invasion (common belief is thad
first mojh were unwilling victims); mojh are thougio be the distant relatives of true dragons, Wiaie
now so rare that they might as well be a mere légen

Advanced Knowledge: Mojh can spawn a small offgpialled a kobold, which is likewise unable to
procreate; some mojh have a fiery breath weapoih osually keep to themselves; there have been
reported cases of forced mojh conversion; many muama giant communities have laws to keep tabs on
mojh; while true dragons are rare, there are mapgnted cases of half-dragon creatures in wildsaoéa
the land; mojh have long sought a way for theieraxbe fertile but so far to no avail.

(Also in this time, Durathar gets a response bamifSharzak: "Time and coin can purchase the kriydef
how to become a mojh, but any mojh will also extemuch service from the potential candidateoasiple
before performing the ceremony." Durathar sendsi&ig question: "Will you help me become a mojh?")

Armed with as much knowledge as they can gatherhéroes head north of town toward the hills whieee
Great Tomb is supposed to lie. On their secondofiaravel the group is attacked by a hungry griffdn
masterful shot from Rand's bow is key to bringing treature down, though it manages to severgiplerthe
litorian before it is destroyed. The heroes hurd@wn to recover from this battle until the next day

The next day is marked by fruitless searching. Gheat Temple proves impossible to find this day Badd's
injury keeps the party moving at only a moderateep&nother night is spent away from the comfoftoan.

In the middle of the night the heroes hear the dafran old man crying out and a general ruckusalsmimble
Svain sneaks ahead to scout out the situationekle an old hermit being attacked by four blood+ugphriuman
skeletons. Svain uses the power of nature to lh@minnatural monsters with greenfire, and for sssvaoment:
he is the only thing standing in the way of thenhi&s untimely demise. Finally the other heroesvarand the
bloody skeletons are destroyed.

The hermit identifies himself as Griswold the Grigemd. A long-time resident of these hills, he nedi¢hat the
nature spirits were avoiding certain parts of tteaaHe suspects an invisible "black stream" ofitieg energy
is pouring from an underground opening that hag medently been uncovered. The Clan suspects tigistrne
the entrance to the Great Tomb they've been seeRingwold helps tend to Rand's injury that nigind by
morning the heroes are in good shape and ready ledito the Tomb. (ends on Eleventhmonth 12th)

The entrance to the Great Tomb is a simple workedédl in a large hillside. Broken stones outsigedhtrance
bear faint inscriptions - Durathar can barely maketwo words in ye olde Common: "curse” and "dragjo
Beyond the entrance is a short corridor with sixwaed alcoves, each containing many niches thdt hol
hundreds of humanoid bones. At the end of thedorriis a circular stone staircase descending h@alepths.

At the bottom of the stairs, the heroes emergeardeeat gallery,
40" wide and 120' long. The gallery is lit by faglimagical
glowglobes in the most remote corners. The mostesygive
feature of the gallery, however, is the fact tihéd tlevel” is really
just a 10" wide walkway surrounding a vast opercgp@he
heroes can see down ... and down ... and dowmperhaps a



dozen identical levels, each with a walkway arotinsl great
gaping drop, and each supported by rows of pillars.

The heroes don't have long to ponder as they amens@d by a flock of hungry stirges roosting in viaalted
ceiling of this level of the gallery. The stirgag @watted away without much trouble, however, thietheroes
continue exploring.

Along the walls of the gallery are dozens of stongots, stacked three high, each one a 3'x3' Inallee wall,
and deep enough to hold a human body. Many ofyscare sealed with stone caps, but just as raengper
El-las is able to determine that some of the crypree opened by force from the outside, while ctlserem to
have been opened from the inside. Some even cdneaim blood; the heroes speculate that the bls&dietons
they've seen may have emerged from this accursee . pbvain bravely searches one crypt and is redasther
he finds a pile of silver coins.

At each end of the gallery are two doors, eachihgaal different direction. It doesn't take the lesréong to
discover the symetry of this place, for each deadsk to a 40' long corridor ending in a 20'x30' soéaum with
more elaborate tombs for (presumably) more impogaonple. The mausoleums on this level have besedo
thoroughly. As the heroes search, they spot a sélariny, blue-black skinned humanoid lurking a¢ @f the
mausoleum doors. It scurries away when spottethdyarty. Svain, as possibly the least frightemnegnber of
the group, follows it and finds it huddled togetlegth three others, each armed with daggers orrsp@ame of
them croaks, "Go away or we attack!" They seentypfaghtened. Svain tries to convince them thahaom
will come to them, but they aren't convinced; arotven orders Svain and his companions to "go back
downstairs with the others and leave us alone!alRinseeing no other choice, the little creatdaesmch an
attack, with one of them crying "One of us mustaeay to warn the others!"

The boggles (as they are called) do not fight
particularly well, and they don't get much of a
chance to, for quick-thinking Svain slams the
mausoleum door on them to buy him and his
companions some time. Beyond the door the
party can hear the boggles frantically yelling; one
is saying "You must, there is no other choice!"
while another one whines, "l can't, it's too
dangerous!" Suddenly, the voices stop, and then
there is a heart-wrenching wail from one of the
creatures. Durathar throws open the door and sees
a hideous sight. Three of the boggles have
vanished into thin air, while a fourth lies ...
mangled ... on the ground, twisted, as if his body
had been taken apart and put back together all
wrong. An extra mouth and nose bulges from the
top of his head, an extra withered arm juts from
his chest, and one of his legs is now a twisted
stump. It breathes a last shuddering breath and
dies.

Teviral, though as shocked as the others, guesses
that perhaps these creatures can teleport
themselves but were (quite rightly) afraid to do so
for obvious reasons. The heroes don't yet know
why this happened or where the boggles have
gone to.

Seeing nothing more on this first level of the



Great Tomb, the group descends to the next level.

Already it is looking like fewer crypts have bedstdrbed; indeed, they find one mausoleum doorviloat't
open at all due to a magical seal on it. They léhaeone for the moment and explore the otherstider
mausoleum has no door at all; only rusted iron ésngnd bands lie on the ground before the passgdea@inc
to this mausoleum. In this corridor the party stleslupon a huge cube-shaped ooze that surgeddaetigulf
Svain but ultimately is destroyed. After searchanidpird mausoleum, the heroes emerge to spot angding of
boggles across the gallery and down one level. Taeysh and re-appear on the walkway a few feen fitoe
party. The heroes note that these boggles domit aéid or whiny; indeed, they seem tougher aruth éas a
strange mutation. One has spines (though is s&fré it can use them); another can climb the vaalls$ ceiling
like a spider; a third is rippling with musclesdatie fourth has poison oozing from its skin. They't prove to
be much of a match for the heroes, though one the@sge to teleport away (without fear and withlho i
repercussions as far as the PCs know).

Tempted by the magically sealed mausoleum on tensklevel, and also sensing that a spell to prefading
off the walkways may be needed, the heroes reiwemnearby mausoluem so Teviral can meditaterfdroar
and select new spells. After doing so, he is ablemporarily disable the seal on the magicallkéatdoor.
Rand discovers a magical trap on the floor, butrwDarathar tries to disable it he sets it off. Hogtely its
magic is weak, and it summons only a minor air &etal that is easily dispatched. In the mausoleayobd,
the heroes find treasures from ages past, inclugijegveled quiver holding magical arrows, a magheinet,
and a platinum bracelet.

The Clan of the All-Seeing Eye presses on and aelsct the third level. There, they disturb the ddithree
more of the horrifying bloody skeletons they'versbefore; their very appearance sends Rand, Swdiavira
running in fear. Teviral, unfortunately, managesuo right into the strong, sticky webs of a pditavge spider:
lairing right underneath the gallery walkway. SolelEl-las, Svain and Durathar battle the bloodpd®m Rand
and Teviral struggle against the giant spiders. @irieem manages to poison Rand, greatly weakdrnmgA
critical strike from Rand and a well-placed mudiiadm Svain help turn the tide, and ultimately thensters
are slain.

Wounded, weakened, and out of resources, the hegtreat fully from the Great Tomb several mile®ithe
wooded hills. There the rest the night and tenddad's wounds. By morning, after Teviral draws sn h
ceremonial healing powers, Rand is restored tchiegilth. (Ends on Eleventhmonth 13th)

Upon entering the tomb again, Rand discovers tfitst flight of stairs has been greased withgtfe goo" a:
some kind of crude trap. The heroes avoid thiseandr the first level of the tomb. They proceeth®third
level, where they finish searching the mausoleunasthen descend to the fourth level. Across the, wathe fa
staircase, the group spots a small flock of stifgasting on a boggle corpse. Durathar blaststit miagical fire
but they prove immune to it! They fly across théegg to attack, and when they arrive they surpegeryone
by spouting small gouts of fire at them beforerafiéng to latch on and suck blood. This battleoisgher than
the initial encounter with stirges, but eventualigy are all destroyed. Durathar examines oneeoétinge
corpses and is quite convinced that it is a hadfydn stirge. Strange!

The exploration continues. In the lair of the depdlers the heroes find some shiny trinkets. Inafrtbe
mausoleums, a pair of black ghosts rises up talattee party. Their touch drains Durathar of vitglbut
ultimately they ghosts are destroyed by variousioz@ttacks. There is little else of interest bis fevel.

As the heroes arrive at the fifth level, they sgyoggle who is gesturing to them to follow him imioe of the
side passages. They do so, and the wretched @datisra strange tale...

"Please ... don't hurt me. You seek dragon-man? hedm



"We are the ... boggles. We have lived here for ggioss. | was born here. It was a good home.
Only boggles could enter; only boggles could ledVe.can step into the space between the worlds
to travel. That is how we came and went from thasgy sealed from the outside world. There was
only one place in the tomb we dared not go - beybadnetal doors on the lowest level. All of us
were afraid to go near the door, it seemed ... bady ©ur leader, Yurgrun, the strongest and
bravest of us, dared to approach. He even ... steffpedgh a hole in the world ... to enter the
chamber beyond. He did not stay long, but he toddstory many times afterwards. He said the
room had hew-mon tombs. There was a throne witkaa thew-mon on it. And strangest of all,
there were two ... eggs. Yurgrun could smell thearettvas living, warm flesh in those eggs. Even
after all of the centuries... But something was wrionipat chamber, he felt, so he stepped back
through right away. And as brave as Yurgrun wasjide't have the courage to ... step ... into the
sealed chamber again ... until the dragon-man came.

"Not long ago, a skinny dragon-man and his thugsnagl this place to the outside world. They
brought in many boxes and supplies. At first wghothese intruders from the shadows. Our
leader, Yurgrun, spied on the dragon man, watchvhgt he was doing. He saw experiments that
made weak stirges into fire-breathing terrors. l&vshe dragon-man's weak offspring become
strong and tough. Yurgrun wanted that power. Sbdrgained with the dragon-man: the boggles
would leave the dragon-man and his hew-mons albiveirgrun could gain the power that he had
seen. We argued with him, but he insisted.

"What happened next is somewhat unknown, for Yardidimuch in secret. We know he was
presented with a large haunch of some kind of das=i meat. Yurgrun devoured it, and within
moments his flesh hardened and he began to loelalilkind of dragon-man himself. He was happy.
We, at first, were happy too - our leader had beeatnong.

"Because he was now so powerful, he decided to agai@ ... step ... into the sealed chamber, the
one with the eggs. We don't know much about whatdraed - through the metal doors we could
hear the terrible roar of some great beast, a giglast, stones breaking. Then Yurgrun re-
appeared. He fell to the ground and we could saehk had ... changed ... again. An arm ...
sticking out of his chest. He struggled, stoodTuen started to laugh ... like he had lost his mind...

"Those of us who were there, we could feel it ..a@evwof cold, of evil coming from the sealed
chamber. Over the course of days and weeks atftthis tomb. Then the dead hew-mons started to
rise from their graves. A few at a time. Shadowystihy bleeding skeletons. But worst of all ... the
space between the worlds was also tainted. When. wtep through ... darkness, madness, pain ...
sometimes that is all. But sometimes ... we chamgee hanges make boggles stronger. Some
changes kill us. The ones who became strongedatiemselves with Yurgrun. Others like me ...
don't want to change, don't want to die. We hidenfhim now, him and his twisted followers. They
serve the dragon-man now.

"Please ... Yurgrun is bad. Kill him. Find a way talehe curse on this place. Boggles aren't bad.
We leave hew-mons alone. But Yurgrun is bad. Dragan is bad. Help us..."

The group questions the boggle further to make thag understand the whole situation. They redha¢ there
are really two separate tasks: one is relatedet@tinse of the Great Tomb, somehow triggered byiNur's
intrusion there a few weeks ago; the other is tbghrirovrek, whose experiments are quite cleargating
half-dragon monstrositie



The party feels unprepared to head to the sixthl Jevhere Vrovrek has apparently set up a laboyatosome
caverns that attach to the mausolems, so theya@ézidead back to the surface. However, they albiahed b
none other than the half-dragon boggle, Yurgrud,fare mutant boggles. The mutants are tough eneutyh
their abnormal powers, but Yurgrun is a terror.9gews forth a shadowy scream that severely infaegsl, anc
follows that up with a brutal charge with his dralengsword. He apparently isn't much for a standigiut,
though; after being injured only once (by Teviralenmoned ice wolf), he snags a hank of Rand'stifau
mane before ordering his minions to "mop up" thenGf the All-Seeing Eye and simply vanishes ihia air.
The heroes, however, manage to beat back the mtggtes, forcing two of them to flee and slayihg bthers.

Magical healing gets Rand back up on his feet hacheroes beat a hasty retreat back into the woods
surrounding the Tomb. There they rest for a fuyl ttaregain their strength and renew their resairadter
much discussion, they formulate a plan to launtorstal attack on the hideout of Vrovrek and hist¢tamen or
the sixth level.

Rand, Teviral and Svain sneak down the stairs fewel 5 to level 6 and then wait for a signal fr&flas, who
swings down from level 5 on a rope to land on I&edurprising four human archers and a sibbeca tho
were waiting and watching for intruders. El-las mges to hurl a bottle of alchemist's fire at twahaf archers,
burning and distracting them. Durathar climbs dawope as well. A nasty brawl begins, with the arsh
peppering El-las with arrows, but in the end thaeghers are dead and the forth flees down one &pldlong
with a severely wounded sibbecai thug.

However, toward the end of this fight the heroesr ke sound of an invisible foe in another hallwagting a
spell. Rand can smell it -- it's a mojh! They sldma door to the hallway and wait for the inevitaldlbe door
opens of its own accord (Rand can smell that thga msdhe one who opened it) and a summoned sarkicey
emerges and attacks. Durathar fireblasts the awekéhe heroes manage to destroy the ankheg. Therdh
battle begins.

The mojh, Vrovrek, has many spells at his dispddalblasts Rand with f@rcebeamseverely injuring him and
knocking him down. He also manages to root Tevodhe floor with magic. Eventually, he is cornessdl
severely injured and forced to use magiflymver the party's heads. He can't leave the caraddoth ends
have been blocked by PCs who have shut the doorgré@rek is forced to do a dangerous thing: heéscas
dimensional dooand escapes.

The heroes can hear more talking and shoutingducbwn the corridor, past the mausoleum, and ghess
Vrovrek and more henchmen await. They decide tegpoa with their assault. (Ends Eleventhmonth 14th)

Further on into Vrovrek's lair the heroes encouateto of human archers -- they have packed thesjs for a
quick escape from the deteriorating situation. aes allow them to leave umolested. They soarodes an
intersection leading to four different natural cange One passageway is blocked by a newly constiudxor,
and is guarded by five hatfragon stirges which menace the party but are atéiy destroyed. Beyond this dc
is Vrovrek's laboratory. Within, Vrovrek harrasslks party with magic while cloaked in invisibilitiput
ultimately he reveals himself and severely woured®gal party members with his spells before héais s

Instantly, the mutant half-dragon boggle, Yurgrappears on the scene. He appears haggard and dhrasgfe
he were suffering from some kind of illness. He dads nothing more than Vrovrek's corpse, claimivag it
will make him strong again. At first the few parhembers who are still conscious try to fight Yurgoff, but
even in his weakened state he is more than a natthe wounded heroes. So they give in and legiur take
the corpse on the condition that he and his mddiawtleave the tomb forever. Yurgrun greedily agrdakes a
bite out of Vrovrek, grabs the corpse, and vanishes

After the wounded are tended to, the heroes spguada deal of time searching Vrovrek's lab. Thescaver
magical and alchemical items, plus they find somtes that indicate what he was up to. He had apfgiteeen



experimenting with using Scathazar's corpse toterealf-dragon creatures. His notes indicate thabinly
human trial was a complete failure; Yurgrun wasnted a success until his condition started to dwtge (and
Vrovrek wasn't sure if it was due to the mutatitims boggle had suffered or because the half-dragodition
wasn't "sticking" like it should); the half-dragstirges were a success; and someone named Draygalsoea
complete success.

Rand cautiously searches the rest of Vrovrek'slatifinds the other chambers empty though heles tab
recover an adamantine sword left behind by Yurgiime heroes decide they cannot stay here safdlyeso
retreat from the tomb and start travelling backamhtown. They plan on returning to deal with tiese on the
tomb soon but feel the need to report to lu-Daewrd buy supplies.

Late the next night the heroes arrive in town. magt day they take care of several errands. Thegrt¢o lu-
Darora, who is pleased at their success so farofées them payment for the information they cativer
about Scathazar's corpse, and then instructs theeturn to the tomb to take care of the curse.e&wasks El-
las to attend her Shu-Rin ceremony coming up ieisg\ays.

Durathar goes to the verrik encampment to try tetnagéth the mojh Sharzak about undergoing the mojh
transformation. Sharzak's verrik assistant, Nalggl$, Durathar that Sharzak wants to meet with &imd his
companions at the House of Fortune gambling hatlidhight tonight.

Meanwhile, Teviral and Svain get the idea that twvayt to do some research about the Great Tomgeso
head to the town's only sizable library -- a roonthie Liar's Club. This is a private club cateriogtorytellers,
musicians, actors, and other performers. The oveneeautiful loresong faen named Celia Chillcirolely
offers membership after Svain tells several trlestaf their adventures and presents the club avigbuvenir
(the stuffed lurking mindrender from which the goagets their name, The Clan of the All-Seeing E$ée
shows them to the club's library, which turns aubé woefully inadequate to the task of any resgaech. In th
library they meet a drunk spryte named Saul Corber.

After entertaining them with his "I'm a drunk” a8gqul has a brilliant idea. He
has long been the owner of some condemned proipeidyn, a stone fort
known as The Block. Below this fortress lies mapsasvling tunnels and
rooms. It was, in fact, a magic guild of some kimdenturies past. Saul
thinks that if the heroes can go investigate this,rclear it out of any weird
lingering magical traps and critters, he and theé® could once again
establish a real magic guild in the town of Horshdimey'd be able to recruit
more scholars, establish a real research libraye lalchemical and magica
labs, and so forth, and the heroes would all bedong members and equal
partners. The group is excited about this prospedtthey promise Saul that
they'll come back and see him after they returmftbeir mission at the tomb.
The heroes split up to finish up some more errantige Teviral stays to do
as much research as he can on the Great Tomb.aiéei¢o learn the
following: Near the end of the time of dragons, thousands e&ss before the Dramojh invasion, before the
rise of the Duchy of Nem, a great tribe lived inglegion of the Great Tomb. Their leader, Joab Dayord,
was known to be the ally of a female shadow dragamed Laelphia.

That night, at midnight, the heroes enter the mgtHouse of Fortune. They are led to a privaterrachere
Nalaad and two other verrik enter. One of the keevientually reveals himself to be none other tin@nmojh,
Sharzak. Sharzak asks Durathar why he wants taea@omojh, and the runethane gives an eloquenteainsw
about need more time to learn the secrets of nagicalso becoming closer to dragonkind and thtiseto
magical soul of the world itself. Sharzak explaimst he, too, needs more time -- time to learn atimigreatest
tragedy that has befallen the world, the dramoylasion. Through elaborate discussion and demoiwstrae
shows that reading historical books isn't enoughhfstory is tainted with lies and written by thietors. He
can't trust memory, for memory can be tampered (@itid he demonstrates this to Durathar by usingarag
mess with a few minutes of his memory). Even thenorg of the world, the akashic memory, can't betid,



for powerful magisters can erase short events fremminds of all living beings and purge eventscfeate
false events) from the akashic memory. The onlytgmi is to see it for himself -- first through ghetgips into
the akashic memory, or by means of the most poWwtnfie-travel magics possible. This, he feels, wake him
centuries to achieve, and thus for him becominggns merely a way of achieving long life.

Sharzak warns Durathar that the way of the mojtotseasy. Durathar will be giving up the greateshln
pleasures. Durathar says it will be a small pricpay, though Sharzak warns that it is indeed atgnece. But
Durathar is determined, and with the support offtieds he convinces Sharzak to begin the month-lo
ceremony in about a week's time.

The next day, with all errands completed, the hefmad back on the road toward the Great Tomb. Wiesn
arrive on the following day, they enter and headmto the lower levels. They eventually encounler leade
of the untainted boggles, who is glad to see thedseare going to try to deal with the curse og péce. He
leads them down into the lowest level. There thed®find a huge pair of metal doors. Those whoaggh it
must fight greatly to avoid a compulsion to stayagwn fear; Svain's musical magic helps the heovescome
their fear.

The door bears a carving of a great dragon anda nean, and these words in dracofimab Dragonlord, |
abjure thee and bind thee to this task: though thlay unhatched for 10,000 years, should my offsgyidie
before they emerge, you and your people and thesg lands will be forever cursed.” So spake Laelahi
dragon of shadowThey see no way to open the door from this sid&ldas touches it. This summons forth a
pair of strange frog-like demons that spit acithatheroes. After a mighty battle the guardiansdafeated, but
the heroes are wounded and still have no thoudfastdnow to pass beyond the doors. (Ends Eleventtimo
18th)

After resting through the night to recover thereagth, the heroes again face the impenetrablesddbough
they are loathe to do so, they decide there's amdyway to pass them -- by using the magic d@iheensional
door spell. Teviral, Svain and Durathar gird themselwed Teviral casts the spell from a scroll. Thesadpear,
and Rand and El-las prepare for the inevitable.

Though Durathar is unscathed, Teviral and Svairhargbly disfigured when the appear in the roonjdrel.
One of Teviral's hands has been deformed into astraus claw, while Svain's skin has become a warty,
leathery nightmare. These two cursed heroes alovi@spers of madness in their minds. It's alneostugh to
distract them from the sights of the tomb of Joaadonlord ... but not quite.

Joab's Tomb is a large diamond-shaped room wistisad platform at the far end and a number of tpstpne
sarcophagi lining the walls or standing in the eewnf the room. On the pedestal is the tomb of Jthaiking
his tomb are two short pedestals. One is emptyhaubther holds a large dragon egg on it -- whichatching!
The black ghost of Joab himself rises from his grand from some of the stone crypts emerge otiazad
servitors: a pair of akashic monks, a mind witeld a savage totem warrior with his brown bear cangra--
all zombified, and all out for blood.

Svain takes a moment to unbar the magical doors
from the inside, so Rand and El-las can join the
combat, and mayhem ensues. The mind witch
tries to daze the heroes with a mystical cloud of
energy, then casts other psionic spells at them.
The monks flank Teviral and pummel him until
they are destroyed. The undead bear tears into the
heroes with fury while the totem warrior hacks

with his mangler in hand. Most devastating of all
are an undead dragon wyrmling, hatching from its



corrupted egg, which flies across the room to

breathe shadows and screams on the heroes, arg gbast, which with a mere touch drains the \itdliom
Svain leaving him as weak as an infant. Durathas tdiery blasting spells and his energy blade torgood
effect, while Svain calls upon the positive eneofgreenfire to harm the undead creatures. Evdgtatlof the
ghoulish opponents are destroyed.

The heroes explore the crypt and see that a hugehbe been blasted in the wall behind Joab's ghagjus.
Beyond is a sickening, inky blackness, more daak thny of them has ever seen. It is evident tleattinse is
leaking from this "wound" in the wall. What is apeat only to the skilled stonemason, El-las, ig tha entire
chamber is built from a unique type of stone, drad the stones are held together with an unusugbmaéie
feels that he could make the appropriate mortan fitee canisters of bone meal the party had fouadl#ly
before in a chamber above, and with some time asidtance, he could fix the hole.

Three days of grueling work later (assisted byfitieds and an eager pack of boggles), El-lagligdast stone
into its place. Instantly, the curse on the Greahb of Joab Dragonlord is lifted, though those \ah® mutated
are not cured. The boggles are ecstatic and thenkdroes profusely. They will always be remembareide
songs and stories of the boggles. Satisfied, theelsedepart for Horsham.

"The Block™ -- Once back in town, the heroes have many task#éad to. They report right away to a
somewhat distracted lu-Darora. She delivers thenfged reward for taking care of the curse at theaGfomb,
and arranges to have a local magister remove thatios from Svain and Teviral the next day. Thegreng,
the heroes celebrate Durathar's last night of hitsnhyg visiting the Liar's Club and sharing thergts of their
adventures in the Great Tomb.

The adventuring life ceases for a few weeks afist Durathar leaves his friends and reports taZtkethe
mojh at the verrik compound for his month-long mojbal. Teviral, after his curse is removed, sgisshop
offering his services as a healer and spellcaStazin spearheads efforts to gather information loa Block, the
piece of real estate that the spryte Saul Corbetsaaeared out in order to use it as a magic palldEl-las
spends a day with lu-Darora as one of several gi@ding her with her Shu-Rin ceremony, and ElRiasself
undertakes the 2nd level of the Shu-Rin, growingdarly 8 feet tall and 500 Ibs. The others restover, buy
equipment, sell loot, and otherwise occupy themesel

On the subject of The Block, Svain is able to uzawnany rumors from those who live in the neighborh
People speak of strange sights and sounds onaftepppurple crystal "eyes" that seem to peerabuihe
doorways; and over the past 100 years or so awadety of creatures attacking innocent townsfolkhe
surrounding neighborhood. All agree that the piaarsed or haunted, and most feel a deep serbeard
upon approaching the place.

Saul provides the heroes with a rough map of tipeufevels, and a teeny, tiny key. His curiosityyad, Svain
rounds up the others (all but Durathar, still ugdéng his transformation), and they decide to phag Block a
brief visit.

The Block is a three story square stone buildingy Wwattlements on
the top. There are no windows or other openindberblack stone.
The grounds surrounding The Block are overgrowih wies and
other vegetation, and the paths leading up to &t® af double
doors (one on the east side of the building, therobn the west) are
overgrown as well. Clearly no one has been aronmsdime time. A
pair of sibeccai guards warns the heroes to stay d&em the
cursed place, but let the heroes go to their dotvenvthey explain
that they are working for Saul. (map Biaiineas Croyv

Teviral approaches one of the doors and startsnit ¢he steps



leading to it. He triggers a permanent fear runéd,though he is

able to fight the urge to flee he senses thatlitalways be a problem unless it is removed. Thabt®doors are
made of iron and have a large purple crystal lnitt them, shaped like an eye. The heroes areegkeitsurely
this is a promising omen for the Clan of the AlleBg) Eye? Teviral casts hibject loresighspell repeatedly ¢
the front doors and learns, among other things, they are made of iron with an adamantine coreaaad few
hundred years old. Teviral castd@or warningspell on the doors with the hopes of being alentxt time they
are opened.

After he does this, he notices that the crystaldones in fact appear to be looking right at him!rHakes a face
at the eye, and a ray of force shoots out ofrikiag and hurting Teviral. He hastily moves awayound a
corner so the eye can't continue to blast him.wksass he hears an evil laugh come from the eye.

Not satisfied, Svain levitates up the side of ThecB to get a look at the roof. He finds three peigrystal
statues, shaped like traditional gargoyles, attlofehe four corners of the flat roof. The fouctirner has a
shattered statue. Svain notices that one of thgoghas is sitting on top of a trap door that apptydeads into
the top level of The Block. Svain manages to grakeae of the broken statue and returns to thengtcafely.
Unwilling to put themselves at further risk, thedes leave.

Finally, the day arrives -- Durathar the humanasmore, and Drax the Mojh is here. After weeks of
excruciating physical and mental tests and transtion, Drax leaves the verrik compound. His fiesk is to
report to local law enforcement; they need his nasugent residence, and purpose for being in Horsfor
their records. Drax is reminded that as a mojhsHerbidden to be out on the streets at nightxDri&s to
preach a little tolerance but is met with silence.

Drax joins his companions, and the immediatelyoseto try to penetrate The Block. Their chief cemcis the
key -- it is tiny, while the keyholes on the doars much larger. They debate about whether theyldhcy to
go in through the roof. Ultimately they decide tp the key. But first, Drax uses his knowledge wies to
remove the fear rune from the steps in front ofdast doors. Svain approaches the door and brantsthe key
-- and it magically grows in his hands to beconeeloper size. The key fits perfectly into the loakd the
doors swing open.

The entryway is furnished with rotting tapestriesl anoldering furniture. As the heroes pass thrahghdoor,
the crystal eye again casts a spell at Tevirahgryo break his mind with whispers of madness.ife#g mind is
too disciplined, though, and the spell fails. Tlaety picks a door and heads toward it. Suddengy trear the
sounds of creatures behind them -- they turn aadgmir of dog-sized horned lizards passing thrdahg very
stone of the far wall. The lizards attack, and soon revealed that magic cast upon them is abdpohiealing
their wounds. One is killed quickly; the other pesto the floor for a few moments before surfgéma
different spot to attack again. Eventually the seklizard-like creature is killed.

The party makes its way down a long hall and ergarectagonal room at the corner of the buildirige Pparty
sees a well-made suit of armor come to life arac&ttand some of the party notes that there isv@nane of
the crystal eyes built into the ceiling of this nooThe suit of armor castsgaisting windspell to knock down El-
las and Rand, and pummels on the party with itatgveord, while the eye apparently castearthen clawspell
to attack as well. Quick-thinking Svain uses magitob a handful of mud at the eye, blinding it apgparently
keeping it from casting spells. The suit of arnseventually pummeled until it is nothing but seif scrap
metal. (Ends on Twelfthmonth 25th)

The heroes press on. In a nearby room they find
four small fey creatures, evil twisted things
wearing caps soaked in human blood. These
"redcaps” first fire magical sling stones at the
heroes, then lay into them with scythes. One of



the creatures nearly guts Drax in one blow, and

the others get in good shots too. Though small #neyunnaturally strong, and Svain recalls (toe)l#tat many
fey creatures are resistant to blows from all weapxcept those beaten out of cold, unforged Baly, no
one in the group has such a weapon. In a desparate, Teviral tries to leap over a table to confitbe little
fiends, but falls on his face in the process. Fnabells and weapons batter down their enemigbofough
search of the room reveals a small cache of treasur

As Drax is severely injured, the heroes retreanfiiche Block. On their way out, Teviral castsor warningon
the main door. When he does so, the crystal eyehdhe door blasts him with a ray of force as eféeviral
is knocked unconscious, but Rand drags him outeftay and Svain uses some nearby snow to temiyorari
block the eye's view of the party's retreating lsack

Over the next two days, Drax receives professitnreatment from a healer working for the Red Shieglaitd. In
that time the rest of the party recuperates ard seine loot. They also buy some tanglefoot bagsiitipation
of a return trip to The Block. Their plan is to uke tanglefoot bags to "blind" any sensors theg fnside, to
keep whoever is casting spells on them from domg s

Good thing they do, too - on their return trip,ytHied that the sensor Svain had covered with masibeen
wiped clean. One tanglefoot bag is all it takebliod that sensor, and the heroes press on baclkhatlair of
the redcaps.

The redcap room has a pair of ornate doors leadiaggrand staircase descending into the lowetdefehe
guildhall. Unfortunately, what is not shown on S&alrber's map is the fact that the entire stairbasebeen
filled to overflowing with huge chunks of stoneseme rough, some smooth, some twisted, some naaitkd
fused together. The heroes estimate that it wakld thany laborers several days to clear out theesi®o they
decide they have no choice but to continue expipitie upper levels of The Block.

A long, narrow hallway is the only exit from thedoap room, and it is lined with cullinary workroomusd
storage areas that the redcaps evidently useeéegisl) areas. Further in, the heroes hear the sefundny tiny
creatures scurrying. They enter a great messhdlaemattacked by a huge swarm of viscious ratsatieaclearl
not of this world. Several spells and powerful béofinom blunt weapons are required to break upstvisrm.
The interior of the room is so befouled with eviddilth that Rand instantly contracts a magicalecaf red
ache, and immediately feels weakened by it. Hestakene disease bane medicine in hopes of drivangetth
ache away in a couple of days.

Meanwhile, the exploration continues. At the nextner room the heroes find another sensor and anoth
animated suit of armor. The heroes manage to kiegensor with a tanglefoot bag right away. Timeoans
enchanted, like the other guardian, and fires @leoof icebolts and the party, but ultimately timepgy armor is
destroyed.

Continuing around the perimiter of the lower lexbE heroes find another foyer on the building'stvegde and
pass through it without incident. They decide tkta the third corner room right away. This timeg heroes a
not as lucky or mindful about the sensor, for theaen spellcaster gets the drop on them, summaniegergy
construct (an ice griffon) to attack the party lbefthey are able to splat it with a tanglefoot bEwe suit of
armor in this room uses magic to summon slippetgh@s of mud, making the floor a treacherous olestic
course. Rand is severely wounded by the ice gritbom the heroes make short work of it. The gidrBg uses
the mud as an opportunity to throw himself intceadliong slide through the muck, knocking the anea@rmo
back and allowing others to beat it into scrap meta

The heroes backtrack a little ways to explore
some side rooms they'd passed. One is marked
"Craft Shop" and was apparently a public shop
for townsfolk to come shopping for minor magic
items (potions and tokens) as well as herbal



remedies. A locked storeroom nearby has only a
couple of magical trinkets left; all other shelVes/e been cleared of merchandise.

Beyond the third corner guardroom the heroes fisdraes of connected rooms that together servadjassi-
public library. The books are in poor repair ani$ iuite evident that someone has taken seveakisioom the
shelves.

After some discussion, the heroes decide to pereatrd the huge central hall of the ground flotnere they
find many tattered banners hanging from the ceilkgythe party explores, two of the "banners" defaocm
their position and float toward the unsuspectingpls. Only Rand's keen sense of smell alerts tbean t
incoming attack. The two creatures, fiendish clogkirst moan in a most disconcerting way. Botim&and
Teviral are frightened and Rand even manages tthrongh a couple of doors to the outside befogaireng
his senses and returning to battle. Meanwhileclbakers engulf poor Teviral and little Svain ariig bhem
repeatedly. Though those trapped in the cloakersra&ce are injured by the attempts, the rest opéngy uses
weapons and spells to try to injure the cloakeventually El-las manages to rip the cloaker ofehin, while
Drax puts the one entangling Teviral to sleep witinagic rune. Rand, as if to make up for his temyofand
unintentional) cowardice a few moments before, thas himself at Svain's cloaker and keeps it frem r
engulfing the small faen witch. Finally, the heraésy the wretched beasts. Noticing that amongehEbanner
is another purple crystal sensor, the heroes tdiegk into the adjacent library to consider timekt steps. (en:
Twelfthmonth 28th)

Though somewhat tapped of resoures, the party eedids better to

press on than to let the unseen spellcaster centsmbave a chance to
recharge his spellcasting power each day. In dgegaom (apparently an
infirmary in its day), the Clan of the All-Seeing&is assaulted by a pack
of monstrous, disease-ridden rats. The creatuseguackly dispatched,
though not without infecting two party members vatdisease.

After some discussion, the heroes decide to taiksdlthern staircase
directly up to the third floor, where they hopectmfront their elusive
foe.

As they near the top of the staircase, Rand cathasff of some foul-

smelling creatures ahead. He pokes his head owt@otd three armored

demons known as dretches standing guard, and wetdke room has

been sealed with a magical wall of ice. Rand baftksand a tense battle

takes place on the stairs. Though the heroes arassad by the demons

and their magical abilities to cause fear and tarson clouds of noxious

vapor, they ultimately prevail. This, however, taips resources of the party so much that they agee retrez
from The Block to rest and recover.

After a couple of days of rest the party is oncaimgeady to return to The Block. They manage targand
back up to the third floor without incident, thougt they arrive at the top of the stairs they ace@gain
blasted with magic via a crystal sensor in the roBaentually Rand is able to toss a tanglefootdtate sensc
blinding it, and allowing the party the chance xplere some nearby rooms. As they finish a cursegrch of
the area, Rand's keen nose senses the approaganires. A pair of invisible imps launches dazykpheres (
light at the party, dazing some of them. Blows apélls are traded, but the imps are slain.

The next room to be explored is right in the cenfehe top floor. It has several exits leading otit, and
appears to be an old trophy hall. One of the tregpha preserved giant stag beetle, turns out &mhedead
guardian. While it shatters El-las's leg and Raadis with its mighty mandibles, the unseens spsiéraalso
manages to cast a spell or two before c-thinking Teviral uses telekinetic powers to lifslaield to cover th



crystal sensor. Eventually brawn and Svain's greeséve the day, and the undead beetle is destroye

Svain spends a few moments attempting to heatibisds; but less than a minute passes before toeshbear
familiar voice cry out, "It's time to end this!"dim a nearby room. The heroes ready themselvesftée bA doo
flings open -- in the doorway is a tall, vulturkdidemon wearing robes and carrying a peculiarstoagister's
staff. Accompanying the demonic magister is areEmental, summoned by magic. The magister créaks,
Only 53 years, 94 days, and 3 hours and | woule teeen free to return to the Wasting Tower! Youlsia be
the cause of my downfall'" And then he lets theoesrhave it.

The severely wounded El-las and Rand find themsdimging around to gain tactical advantage. Svasna
fairly small being, is targeted by the air eleméatad is even trapped inside its whirling vortexagffor a short
time. The spellcasters find that the demonic magistresistant to fire and spells in general, simattly
becomes immune to Drax's sonic energy blade as ek, though, manages to daze the fiend witkeepstun
for a few seconds, which allows the rest of theyptar dispatch the air elemental and surround thgister.
Eventually brawn wins out and the heroes slay ik $pelicaster.

The heroes explore the area from which the demwoaigister emerged and find the chamber where heablas
to spy upon the party via the crystal sensorsidichamber is a huge piece of this purple crystatlvserves as
a sort of "crystal ball" but only for the rooms lwigensors in place. This, combined with his nataipdity to cas
spells anywhere in his "sanctum” was the secrbistoemote spellcasting powers. The room is thanbug
searched, and the heroes find several volumesea&freagical scrolls, gold and jewels.

Not certain that all threats have been removed ttwarupper levels of The Block, the heroes contsmaewha
careful exploration. It is apparently not carefabagh, as Rand triggers a trap that teleports waydrom the
party! Drax, greatly concerned about his friendpasely triggers the trap to follow him. Both fitttemselves
high above a nearby street outside, and they plurtortee ground below (about 40"). Disgusted, thetyup an
head for the nearest bar. The rest of the party satches up with them and they agree that fugkploration
should continue only after the wounded warriorsggehance to rest. Teviral, however, chooses foistéhe
Block. He feels a great urge to carefully studydeenonic magister's stone staff; as an earth negeenses
that he might have an affinity for such an object.

Over the next several days, many activities takeel Teviral identifies some magical items, inahggdihe
Magster's Staff of Stones, a powerful artifact tdégws an earth mage to summon magical stonesloHim in
times of need. The heroes have their wounds atter8ul Corber encourages the heroes to careflipe
the rest of the upper levels of The Block; theydisabling a few more traps and finding a littleddiloot as
well as many fine masterwork weapons of cold irnd silver.

Saul also gives the group a map of the lower leokThe Block;
he again cautions that it might not be 100% aceutait his
research suggests that as interesting as the lgwe¢s have
been, the lower levels were where the true magessarch was
done. Saul also arranges for some hired handdpdheak up
and haul out the stones blocking the stairs leattinte double
doors at the end of the stairs leading to the Idesl. (map by
Phineas Croyv

Once the way is cleared, the heroes can see thdbthrs are
quite unusual. Where the two smooth stone doons gogreat
disk of purple crystal seals them; above the disk downward
pointing triangle of the same crystal. In the ceofehe crystal
disk is an oddly-shaped notch. And on the diskabed, in
silver, the outline of a six-armed angel. The argddls a
different object in each hand: a mace, a doublddaaaxe, a
trident, a shuriken, an open palm, and a hexagorsah



The party hems and haws over this wonder, untiirdéxealizes that his new magister staff -- the oecovered
from the demonic magister -- has an odd-shapedinusbone end. It turns out to be a perfect fibitite notch
in the center of the disk. He turns the disk t@apte of random settings, and gets zapped by poaWweidgic
that injures him and paralyzes him for many hours.

The party carries Teviral away, but during his paria the magister has a chance to really thinkuatice
situation. As he starts to recover, several ofpidugy get the same idea at the same time. Theydamully at
Teviral's new staff. Sure enough, as part of itsodative carvings they find a series of grooveseainto the
staff. These grooves, and the spaces separating then out to be the key to the combination. Haahd, they
realize, represents a number (the mace is 1, thések the trident is 3, etc.). By counting gragvdey know
which "hand" to turn the notch to.

A couple of days later, with the party fully restd ready to explore, the heroes give it anotiyetttworks --
the combination allows the doors to the lower lexfelhe Block to swing open. Beyond, the stonercisie
continues into darknes. (Ends on Lastmonth 13th)

"The Guild on the Chess" -- As they contemplate their imminent descent thi®
lower levels of the guildhall, Saul Corber and sas members of his rock-removal
crew gather round the heroes to witness the beggnoii their bold quest. One such
laborer, a young woman named Jara Toth, uses auahpower to help cut up the
rocks that were blocking the staircase: from herdhaeemingly with no magical
device to generate it, springs a glowing greenélafcdpure energy. Rand is so
intrigued by this that he touches Jara's bladeiddiein. She jerks it back as it singes
his flesh, and warns him that he shouldn't try #gatin. Rand shrugs and rejoins his
friends.

The heroes descend to the lower level. There tisepder a "power cyst" -- a place

where the magic of creation still flows stronggligools of water left as the tide

recedes. With a little practice, the spellcastéth® group are able to partially master the powfe¢he cyst, for
when they cast spells, the air about them is gk tlith magic that they can sometimes retain thegraised to
energize a particular spell. This must have beenddthe great treasures -- and secrets -- of thiel Gn the
Chess, and it would have made studying magic heehmore convenient and quick.

The party also find that magical circuitry, madetof
same mysterious purple crystal as some of theaatsifin
The Block above, can be found all over the floarthie
guildhall. Before they can explore these mystefresd
(scouting ahead) sets off a lethal trap, as it sanga
three-headed chimera and conjures walls of for¢eafm
him in a battle. Though his friends bash at theiosg
walls to try to reach him, they do so too late,Rand is
slain by fiery breath and the mighty jaws of the
nightmarish aberration. The magical walls evenyulll
to the furious blows of the heroes, and the chingera
slain.

Their heads bowed in defeat, the remnants of tha Gf the All-Seeing Eye retreat to the surfacéand's
body. Saul Corber and his workers are stunned. i8emédiately arranges for a proper funeral sertocake
place in a couple of days, and urges the heroesstprecuperate, and get their lives in order.

Two nights later, the heroes and many of Randadis and admirers attend his funeral at the ceriamnon
amphitheater. Rands body is cremated on a pyrephissent to the heavens, yet his companionscaoe



believe or understand that he is gone.

At the reception, Jara Toth introduces herselh®opgarty. She reveals that she has some kind chsy
connection to Rand and has since she met him anthde contact with her "soulknife" as she called the
blade of energy she conjured from the power ofmhied. She reveals details about Rand's adventutbsive
party. She even knows details aboutdd- past, as seen through a younger Rand's egescdount of the dea
of Jerichau Ellington (El-las’ human charge oh smynyears prior, whose death led to El-las beipgraéah
within the giantish community) is different than attEl-las recalls, though -- she seems to recatlttie corpse
that El-las rolled over in the burning house wad tf a homeless beggar they'd both seen a fevs timte
city. This beggar would have been the right heagid build to match Jerichau, but his face was giifferent.
She can see, in her mind's eye, two masked stmirgblack --they speak strange words of power. Drax rec
all too well, the night he learned that a persarmésnories can be altered, and shares his opinidnElitas. The
giant has reason, now, to believe that his membtigeodeath of Jerichau might have been alterethBw doe:
Jara know all of this?

In Jara's words...

| remember when | was growing up, | was a handfidly mother could hardly keep track of me most of
the time, and more than once | ended up way overlmegd. She was always there to help me when
those times came, and | always hugged her and psedithat | would be good from now on. Of course
that was never the case, but that's what little Idinen tell their parents.

| remember running across the fields near my honsgyord fighting with sticks against all the

imaginary creatures that leapt out of the foresto | would play and play until | could barely stand
anymore, then I'd fall on the ground and watch alset sky turned purple and the stars came out. Those
were good times; they were good memories.

And they aren't mine.

I've never been particularly happy with my own ljfso memories like these aren't so bad. But when |
think about what | was doing last week, or last nthnor last year | start to wonder. | know | was Mi-
Theron just two weeks ago, but | also know that &dsvhere in Horsham. | know that | hate the brothels
in this town but | also know all of the working dis by name. | know that I'm alive, and young and ¥«
years ahead of me, but | also know that I'm nothimgore than a pile of ash at the foot of a funeral
pyre. And | know that whatever forces conspireddo this to me must have a sick sense of humor.

My 'gift' is what did this to me, that and a chan@ncounter with a particularly brazen Litorian.
Frankly I never really asked for either but | endagp getting both, and in spades. All it took was fo
him to touch a part of me, a shard of my soul inethiteral sense. Just for a moment, just the brisfef
instants, did we come in contact with one anothéfd now, | find myself wanting to brush my mane.
Only I don't have one.

If it wasn't confusing enough to have someone etsaiemories along with my own, those memories
aren't even entirely real. When | told the Old Maabout that day in the fire, how things didn't happe
the way he thought they did, you would think | hdat him in the face. Maybe there isn't a difference
though. Pain is pain, whether someone stabs yolthvaitdagger or with the truth, you still feel it.didn't
want to hurt him, | just wanted someone to help nigat | did hurt him, and | can't take it back. | tink
about the look on his face, just like when | sawnnihammering at that energy wall with his sword,
trying to save me: Ashen, shocked, desperate. Ancs$ the cause of that look. Twice.

What really hits me, what wrenches me inside, ars feelings. | know Rand's friends. That El'ias kpe
his best barrel of ale behind his workbench, andathis exile hurts him more than he lets on. That
Drax forsook his humanity for a hope at a greateower and understanding of magic. That Svain
would braid my, no, Rand's mane when he rode on $li®ulders. That Teviral gets weak in the knees



when he sees the Innkeeper's daughter. | know thalnbut they don't know me. | care for them, b
I'm just a stranger to them.

| have to remind myself that | really am just a atnger. | just happen to have a piece of their frign
inside my head, and they keep me around becaudeatf | don't have any words to try and explain to
them what | feel, and | probably never will. Who gldl? So all | can do is be with them, and try to be
both the friend they knew and the friend | hope céae.

Despite the fact that she is a stranger, the gseages her good soul and invites her to join tlaa Gf the All-
Seeing Eye, which she readily does. The next deyexploration of the Guild on the Chess continues.

Upon returning, the group is able to more thoroygixplore the guildhall. The purple circuits arergag
strange energies from a generator room in the cehtbe guildhall out to various traps, devices] ather
gizmos in the complex. The generator room, in tappears to be powered by the death throes of smeuno
glowing beings of energy -- tadpoles of a mystesiotigin that remind Svain of his greenfire in camd
appearance, and others that look like they are robide opposite energy, black and angry red. Garef
examination of the generator room through a sedgingpenetrable wall of crystal reveals that thetight be
some kind of malfunction -- another crystal walybed seems to have disappeared and is lettinglalc& b
energy creatures float freely in another part efcbmplex. The party decides to try to reach thed,aand using
the map Saul has provided, they backtrack anathead that direction.

Along the way, the heroes battle summoned thougfiers, an alchemical golem, and animated topiamwytglin
their bid to understand and explore the place theg discover that they may need several cryseskto
travel between different sections of the guildibglimeans of a somewhat faulty/malfunctioning tramtgy
device. In addition, the explorers discover a nundbgieces of interesting information: a seriesagfestries
that seem to tell the pre-history of the land ofrdkal (now known as the lands of the Diamond Thjpand a
hidden fragment of a personal letter questionimg'thmpant pro-dragon propaganda” being spread guthen
guildmembers. They also discover wonders such'ssfr@shment room" that removes fatigue and cure®m
wounds; a kitchen full of still-fresh food; andrad bearing silver apples that allow Drax to leadditional
runes. Finally, the heroes feel that they haveapl all of one "section" of the guildhall and asady to try to
use a red crystal key to transport themselvesaméxt. (Ends on Lastmonth .



The Clan of the AllSeeing Eye retreats from the Guildhall for a wee&ttend to some tasks: Teviral applies
magical skills to the task of further enchanting&d' sword, while Svain and Drax conduct someaesteto
learn new spells they'd found in a book in the dhewrs of The Block's demonic magister. The lurehef t
unknown draws them back to the Guildhall on Lastth@b, and the exploration continues.

The first order of business is to make the jourinesn the green section to the as-yet unexploredestion of
the Guildhall. Teviral uses magic and his knowledfjthe earth element to repair some of the brakgstal
circuitry leading to the teleporter pad, thus emgua safe trip. By touching the red crystal keyhe red section
of the teleporter's control panel, Drax activatesteleporter, and on the count of three the hestagson it and
are transported to a similar room deeper in theptexn

Their first challenge is a room that is obstrudbgcanother summoning circle, like the one that ghduhe
wretched chimera earlier. Seeing no way arourtfiétparty girds themselves and activates the lrépings
forth a hideous, foul-smelling, slime-covered wdtnown as a ghoul worm. Its stench and horrific @ppece
are so strong that some of the party are left hgldheir guts while others are literally stunnedddew
moments while the horror strikes at them. Oncehtrees are back in top form, though, there is appshg
them as they blast it with spells and hack at ithwieapons until it is slain.

In the next room the heroes find what must have la¢®ne time a kennel for a strange kind of madgiea
Beyond a wire-mesh door, now ajar, the party fiagsle of weasel-like animal corpses, none deca$edin
and Drax search the corpses for cause of deatihjthst guess is that they died of natural causlesage) but
never decomposed due to the strange preservatigie wiethe Guildhall. Under the corpse pile is fdum
yellow crystal key.

Immediately adjacent is a room with more crackedutiry; and gathered around this area are thvesgli
specimens of the strange weasel-like animals. Bhegipping at the leaking magical energy as fildng from
a river. At first they ignore the heroes, but whieey approach too closely they attack. It soon beoapparent
that they should be called "spelleaters,"” for theyable to negate spells cast at them, dispetadralls
summoned by Teviral as a defensive measure, aind wnaast spell energy from spellcasters. Theythse
stored energy to generate shields of magical fdreal their wounds, and even fire magical forceklzdhe
party. Eventually, though, they are slain.

Beyond this area is a long hallway with severalrdo®he hall itself is of interest, for here thetbry of
Terrakal is continued in the form of more tapestaad descriptive plaques. Here the heroes leatreddirth of
the dramojh, Erixalimus' plea to the gods of the@bkolan for aid against the terrible demon-dragtns
destruction of the dramojh, the rise of the runkeicen, and the rise of the human kingdoms undesweay of
the ancient realm of Sennes.

The doors here are of particular interest, forgtobthem lead to fantastically well-stocked lilearon focused
topics. The challenge, however, is how to enterefxh is magically locked and only opens whemtioper
action is taken. To enter the Runic Library (topitses, writing systems, codes, record-keepirggarch
techniques, runethanes, runechildren, rune animatsething called The Cerulean Sign, etc.) Draxtitas
successfully remove a Rune of Fear. To enter thiarBa.ibrary (topics: fey, faen, nature, animalsgmain,
aberrations, plants, plant creatures, geographsthee, landforms, more references to The Cerulégm S
wilderness survival, herbalism, etc.), Svain neel¢ apply his greenfire to the door. To bypassttap on the
door to the forbidden Draconic Library, Drax spetiesword "forbidden" in Draconic. These librargge great
treasures in themselves.

The heroes spend some time doing some researich Runic and Nature libraries to learn more abdwat T
Cerulean Sign; all they uncover is that it is aniant (now lost) spell or rune that, when presembed
"aberrations” (slimy, tentacled, insectile, or othise unnatural creatures) drives them away or eeskhem.
Just as interesting is a tapestry found in the @racLibrary: an image of dragons flying toward (@it away



from?) the viewer -#'s hard to tell because the dragons are mdrewsktes. Drax, however, hears a voice ir
head as he views the tapestry: "The dragons mushrdor our world cannot be made whole withowrth"

As the exploration continues, the heroes use tteir yellow crystal key to bypass some of the yeltoystal
doors they encounter. One door leads, eventuallgntimpassable adamantine door that appears doatideur
crystal key types to bypass it. Another leads rrihto the complex. The heroes are again facdd avit
summoning circle and battle fire and smoke eleniemeorder to cross the chamber. Beyond they dimir of
magical infirmaries with healing supplies and penera healing runes. And beyond that lies a comimnat
Healing Library and Recovery Ward. In this chamiex wondrous device -- a chair-like contraptioat theals
"memory damage" (according to the various bookthersubject in this room).

El-las sits in the chair, falls asleep for an haund when he awakens has a look of both confusidrpaace on
his face, as if a great question had been answkeedipes not immediately share what happened dhranigme
in the chair, however. Drax does likewise, andhas his experience with his companions: the cbaersed
the effects of the modify memory spell that hadrbegst on him at Sharzak's gathering at the HouBertune,
back when Drax was still a human seeking the gathdjh-hood. It also reveals to him a dream heljesh
suppressing, a dream he had while in the mostydaimfoes of his mojh transformatioth huge blue pinnacle
of stone towers over a winter-bound forest. Therseeooms in, and | can see that the obelisk is cedenith
sheets of ice. From the top of the obelisk appeatdazing portal that rips the overcast sky asundieom it
stream dozens of dragons, roaring and screaming. Mpart is filled with joy, and then | awaken

The Clan has a frank discussion about the futorehiy can sense that destiny may be drawing tberard a
decision: do they help the dragons return fromrtegiradimensional exile should the opportunity arise2nvdir
the return of the dragons bring back the dramajlsomething even worse, sometime down the line?d@tesl
from Drax’'s dream causes them all to pause: ttgodsastreaming through the portal are neither umilip
chromatic nor metallic. A particular specimen mighte blue overtones with a prominent streak @&sibn the
underbelly and red facial markings, while anotisesin earthy brown with yellow highlights and coppleorns
and claws. Have the dragons themselves changeabdineir 6000 years away from Terrakal? And whdit wi
they want if they return? (Ends on Lastmonth 25th)

The exploration continues. The heroes find a fomdllection of tapestries outlining the most recEs®0 years ¢
so of history: the tragic and unexpected returthefdramojh in the year 170, the conquest of Tairakd the
enslavement of its humans for the next thousantsyége coming of the giants in 1228, the defedhef
dramojh by the armies of the giants and ex-slalveméns and faen, mostly) at the Battle of Serpéfaast in
1407, and the establishment of the Diamond Thrand;the birth of the Council of Magisters in 1420ey alsc
enter and explore a religion library and discovapels dedicated to four of the gods of the Derlatho
Niashra, Hetragarin, Vekik, and Jhord Ironthui

Eventually, further exploration reveals an engimeglibrary filled with volumes and workspace reldtto the
knowledge needed to keeping the guildhall itsefining. The heroes spend hours here reading abewatyital
circuitry, the power source, the crystal keys, Hrey see many references to a "control room." Nedhe
heroes find a storage room containing raw cry#ta purple crystal for the circuits as well astbe, yellow,
green and blue crystals for making keys) as wedl aggical tool for cutting them. El-las accidelytalices off
two fingers trying to activate the crystal cuttent a quick visit to Niashra's shrine restoreshiaisd to its forme
state. El-las is able to use the crystal cuttirgg to fashion a blue key, but the spellcasterhefgroup realize
they will need to have it magically enhanced by sone more experienced, like Saul Corber, beforlit
actually work.

After searching the engineering library thoroughihe heroes discover a secret door; it in turnde¢adc
staircase leading into a room above the centratrgeor room. The control room, as it clearly musstlas a
clear crystal floor where the heroes can obserwaémerator room below, and in the middle is areextly
complex control panel with dozens of crystal rotiiskéng out of it at different angles. Though thegn't know
how to use it, they sense that any mistake andwliégause a major catastrophe. What if they aeetdlly drog



the crystal walls between the positive and negatreas in the generator? Will they be able to sarthe
explosion? What if they accidentally flood anotieection of the guildhall with either positive orgagive
energy? Clearly, it is time for them to bring ire thxpertise of Saul Corber. Drax and Svain staynbletio
continue their research while the others head btlteoguildhall, round up Saul, and return.

Saul spends several hours enchanting the bluarkélye meantime, more research reveals that tmeefior
inhabitants of the guildhall were not themselva® d$bat the energy blobs being brought in to pawer
guildhall were not intelligent, thinking creatur&ome thought that they were mere energy constnoctging
with an appearance of life but without thought. @#hfelt they might have a glimmer of sub-animahoimal
intelligence, but no true sentience. And still otheere concerned that a |dexel intelligence might be at wol
Saul spends several quiet minutes observing: tegiy®and negative energy blobs appearing, rustawgrd
each other, smacking into the crystal walls, tdging energy flowing into the circuitry. He tellset party that
the most important task before them is to findwhéther the energy blobs are intelligent, and haelligent if
so. Jara notes that if she can get one to coopstatanight be able to establish a mental linkgiber mind
blade. Svain also has ideas about using mind-pgambiagic on them.

The heroes backtrack a ways and find a blue crystad. They use their new key to open it and ethiigloom
beyond. The blue area is infused with negativegndime has ravaged furniture, cloth, wood, aredlil alike.
Drax uses magic to help the party locate one oéttexgy creatures. They find it and two more likeovering
in a ruined room, and they are aided by the undedins of several guards. The nimble skeletonsedahout
with exotic daggers, trying to hack at the intrigjevhile the negative energy blobs fire rays otkiess at the
heroes to harm them, and at the skeletons to heal.tSvain, in the midst of combat, manages toetbé
surface thoughts of one of the energy creaturds avéipell, and can tell that there is a glimmantdiligence
there, though malevolent. "Destroy the living orfég.the undead tools.” The heroes have a touglelaid
both Svain and Drax are nearly slain, but ultimatbé creatures are destroyed.

So what to do, the party wonders. Drax uses a meggicfound in the religion library to probe thetipaays of
the future. He helps Jara envision what will hapip&mey continue on trying to find another eneggature.
Jara sees one path where a number of energy ltalsk them, but she sees another where an abngriaale
variety waits patiently for the heroes to arrivel@ommunicate with it. The heroes are resolve@r @atmuch-
needed rest, they will return and seek it out. genalstmonth 27



