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g Adventure Log: Bastion of Faith Campaign

Jump to Latest Entry Characters:
Campaign Concluded 8/3/2003 Father Cecelius Garfield(human cleric of Torm)
Brother Artimus Sendant (halfling rogue/fighter/cleric of
Chapters: lImater)
Austin Noland, Templar (half-elven ranger/druid)
Tears of llmater Badger, or Beaver(half-celestial dire wolverine
The Sunless Citadel animal companion)
Dead Magic Dunthar (dwarf psion)
Loose Ends Lorne (elf cleric/wizard cohort)
Protection Racket, Part | Vaspacian(human sorcerer/spellfire channeller)
Shadow Weave, Part | Gannon (human fighter/devoted defender)
Protection Racket, Part Il
Shadow Weave, Part Il Retired:
Interlude: Cyric's Dark Gift
Tears for Twilight Hollow Shara OdessesCatechist (human psion/cleric)
Hell on Earth Lia Odesses Templar (human fighter/cleric)
The Path of Duty Tandin (human wizard [abjurer])

Madigan (human bard/sorcerer)
Seybel(human paladin of limater)
Xvim (dog animal companion)

"Tears of llmater" -- On the morning of Eleint 30th, 1370, our herodsn@ with everyone else at the Bastion
of Faith) are informed that there are to be songamzational changes at the temple which has esnitome
for months or years. The affiliates, clerics anthg@ms which make up the temple's population afgetanixed
together into interdisciplinary "squads” with alimég-ranking Bastion member as their squad leadsselilis,
Artimus, Austin and Jaer are among those assignaddugh half-orc named Unglar.

Unglar's first unpleasant task is to inform Cecetitat his brother Geoffrey is dead. Seven days,p@eoffrey
and two other low-ranking bastion novitiates wesston a "simple" mission to just scout out a newly
discovered ruin a few days away. They never retliraed divination magic reveals that they are dead.
Furthermore, Unglar informs Cecelius that he wba'assigned to the team sent to find his brothedy.
Unglar then makes a suggestion that even thoudfas@t been assigned to the task, Cecelius mighbéaind
by a higher "duty"” to do so. He indicates that iaseand anyone else who wants to be involved shmdet at
the stable tonight. After Unglar departs from tHgst meeting together, a snooty paladin notes tthrglar was
once a paladin but couldn't hack it and is nowayavarrior.

Our heroes decide that doing what is right mightveigh any possible punishment (particularly sitiee
Bastion is pretty lenient with the affiliates), asmlthey agree to meet at the stable. There, Uhglarranged
horses and provisions for several days' worthafet. He describes how to get to the ruin that Qexdrother
had been sent to scout. Our heroes ride off irgathht during their "free time," but understandttbome
morning they are officially AWOL from the Bastion.

They ride until they get to the main road betweeddansyr and Westgate, and then rest for a fewshouil
dawn. By late morning they have spied the smali tiiat proved to be Geoffrey's doom -- a small sgua
structure on a slightly larger, raised stone plattoOn one side of the building several koboldsrdzen
entrance, while on the other side three rough hgrtethby a ha-orc load boxes of stolen goods into a wag



Artimus is able to read their lips from a distaacel determines that they are planning on headihghartly to
take their goods to Teziir, a nearby city.

The heroes decide to ambush the wagon and thetbasdihey come through the woods. They place adoms
the trail and hide in the trees. When the wagonesoaround a corner and is forced to stop, our beatiack.
Artimus fires his bow from high in a tree but iseetwally wounded by crossbow bolts from the kobofdsstin
battles the human guards until he is wounded intmaosciousness by them. Cecelius bashes the Italiéanter
with a mace. Jaer uses a spell to enhance higpkedsand uses this to get into position to firerafk of frost
and color spray spells. Eventually our heroes pretveugh one kobold and one human manage to eseayol
Austin is sorely wounded.

Cecelius heals up who he can, and the heroes tigeukpbold leader and the half-orc leader. Artireeigrches
the wagon and finds lots of stolen goods (minind earpentry tools, cloth, spices, armor, four lesttabeled
"antitoxin", a potion, and a bunch of silver coinBhey head to the nearby town of Reddansyr andthe
criminals in to the authorities along with mostloé stuff from the wagon, but not before questigriime
criminals. They gather that this was a simple baypdetup, with the kobolds raiding merchant cansvand
delivering the stolen goods to the half-orc andgaisg, who were going to deliver the goods to soreeon
Teziir. Cecelius is able to get the half-orc toatde where he last saw the bodies of Geoffreyrasd
companions -- inside the ruin on the lower levédie kobold explains that they were just using the as a
temporary storage facility, and that there's a wis@lction they never explored. Cecelius convineefiends to
return to the ruin the next day to gather the bodied finish Geoffrey's task of discovering what thin
originally was.

On the morning of Marpenoth 2nd, they arrive bactha ruin and enter. They find the building'stfiteor is
just one large room with a stairway heading downtindus fails to detect a tripwire on the stairsdiag down
and almost plunges into the darkness below buheathimself at the last minute. At the bottom e&f $kairs, thi
heroes find a storage room where the kobolds apfiateept their stolen goods, and where Geoffrey an
companions fought and lost their final battle agaavil. Cecelius and Austin carry the bodies upstahile
Jaer and Artimus explore an unexceptional nearbgnro

Eventually they come upon the locked door the kalhald mentioned. Artimus picks the lock and beyibay
find an old alchemist's lab, with broken furnitubeokshelves, and a pile of trash. Artimus pokdbkepile and
disturbs two monstrous spiders. They are easilit dén but one does manage to bite Artimus. Helkwms a
bottle of the "antitoxin" he found among the stoberoty from the bandits previously -- and discovbed the
antitoxin is in fact poison! Artimus is severely akened by both the spider venom and the arserdcam.
From the pile of trash the heroes do extract tp®ns (a cure light wounds potion, an antitodng one yet
unidentified).

Our heroes press on, eager to uncover the mystdribe building. The next room is an ancient imf@ry, wher
the slaughter of dozens of innocents took placg byyo. Rows of broken cots are accompanied by esrpls
patients who were brutally slaughtered by somedmgforce. As the heroes enter the room to ingasti, they
hear the sounds of movement at the far end ofatwr Two bloody sheets rise up as phantoms anc begi
float toward the heroes. One of the sheet phantooans, "l was sick and injured, and you murderetf me
Cecelius uses the holy might of Torm to turn thdead spirits away, and the others make short wittkeon
with bows and crossbows.

At the far end of the room is a winch/platform maaism that can apparently be used to access a leveadr
Though it takes some doing, the heroes managet @ogen to the next level, which is just one hugemaas big
as the whole upper floor. In the center is a degyooesvith amphitheater-type steps leading down,iaride
middle of the depression is a large statue of kmadn the walls are mosaic panels depicting linsateound
hands" symbol, but crudely painted over them issgrabol of Bane -- a black hand, palm outward. As&lius
inspects one of these hand symbols, he has a \a$i@mpair of menacing green eyes appearing ipéh@a of the



hand, but the vision soon departs.

From a dark corner of the large room, a grunt dndféng are heard. The heroes ready for battle, they soon
see a horrid creature left here by the invadingitBan- an ogre corpse animated as a zombie. Hate
staggers forth and pummels Jaer to unconscioudnatsthe others use strength of arms to smitedhkezombie.

The heroes split up and search the circumferentieeafoom. They see more dead bodies, this timarapty a
number of limatari priests apparently killed by theading Banites. Austin and Artimus have the uxgaead
toward the center of the room, and that's wheredbm's second menace -- a pair of darkmantlesixtbied
clinging to the ceiling -- attacks. They creatd@bg of darkness, and then drop down on AustinAmidhus.
Austin's head is engulfed by one of the octopus-tikeatures and is rendered unconscious as ig&tsahim.
Artimus is battered by the second but managesnit && strangulation just before falling uncons@dumself.
Cecelius and Jaer enter the darkness and drag-tivepanions out. Brought into the light, the ortacking
Austin detaches itself and flies toward the ceiliag does the one that Artimus dealt with. Cecdlaas Austin
and between the three remaining conscious heto@guse ranged attacks to slay the darkmantlesdahaes:
they created eventually disappears.

Austin heads into the middle of the room to invgestie the limater statue. It is covered with crudiging that
spells out the dogma and beliefs of the churchasfeB Closer investigation reveals that the statweseping
tears. Austin moves to clean off the statue, bggyérs another treachery left behind by the Baniesglyph of
warding that zaps him with a lightning blast. Hamin down for the count.

Out of resources and needing rest, the heroes hdoken for several hours of sleep. When morningesm
Cecelius heals up his friends. They again try éauclthe statue, this time with success (as théndigd been
triggered). They also clean the crude Bane synifbafs the mosaic panels on the walls of the chajiedr this,
they begin the grim task of carting out the bodiethe slain limater priests and the patients fthminfirmary.
They decide that the actual burial or burning efsehtwo dozen or more corpses should be left &ratso they
head back to the Bastion to report in.

By the middle of the next day (Marpenoth 4th) thaye returned. Abba Gaius and the others listesebtido
Cecelius's explanation of why he left against sdand what he discovered. They are pleased akethe that
the limater temple is cleared out, and that GepHrbody has been recovered. The heroes turn bggrdison
they took from the half-orc bandit previously. Afithe heroes are handed down light punishments for
disobeying orders, and after a couple of weeksariual labor, the affiliate novitiates are induciteio the
Bastion as full-fledged affiliates. (Ends on Marptdnl16th).

"The Sunless Citadel” -- In mid-Uktar, our heroes are called in to spgathe High Inquisitor, Ravenglass. He
explains that one of the vials of poison taken fitben half-orc bandit is resistant to magic. He dbksteam to
investigate, as such a poison could be a devagtatiapon in the wrong hands. Cecelius suppose shibraet
might be a dead magic region somewhere in theaarddhat someone might be using it as a placertoom a
magic-resistant poison. The team decides to heRa&dolansyr to see if they can find the half-ordhasis the
last place they saw him.

As they travel toward Reddansyr, they encounterrébty wounded dwarf who is dazed and incoherent a
reeks of body odor. His condition (including theedinhas been caused by a disease passed on toylamare
species of giant lizard, which infected him witbite. The lizard has been tracking the scent ofitharf and
our heroes spot it not too far away. They managgtdhe drop on the creature, and Artimus doessom
impressive shooting with his bow, slaying the I&arhe heroes heal the dwarf as much as possitléaée hirr
with them to Reddansyr.

When they arrive, they find a place to stay and terthe dwarf's illness. The next day is spenheyang
information. They learn that while the h-orc (nick-named "Brownie") hasn't been in town for some tier



local man named Thyrius might know something athdmt They find Thyrius in the Giant's Folly taveand
guestion him. He does recall Brownie talking alteuatagic-resistant poison and the fact that it wasd
manufactured somewhere between Reddansyr and WWedBgd that's all he knows. Our heroes, confidieat
they've learned all they can and having tendediterf long enough for him to make a recovery, det¢alhead
to that area to meet with one of Austin's fellowgers, a centaur named Rezzik.

During the next day's travel, a bard from Westgtdes the group on the road and informs them tiveg K
Azoun IV of Cormyr is dead, as is his heir, PrinGasalasta. Tanalasta's infant son, Azoun V, is kiog; the
country is ruled by a regent, Azoun IV's youngeuglaer, Princess Alusair Nacacia Obarskyr. Th ety big
news, as Cormyr is one of the few strong lawfuloret in the region. Some folks from the Dragon Coegion
believe that Cormyr might invade in order to stiqaqy and other illegal activities that affect Cgmmn

Later that day, the heroes arrive at a pool inftihest between Reddansyr and Westgate where Aastispoke
with Rezzik. Austin finds fresh tracks in the ligittow, and after the group sleeps they follow tf@nseveral
miles. Rezzik approaches the group and the herg#aie what they're looking for. The centaur doeknow
where the dead magic region might be but knows som&ho might -- an elderly druidess named Leeeaa th
Green. Rezzik brings Leena to the heroes the regxtahd she indicates that she does indeed knthe afead
magic region. She will tell the heroes where #i-ig they do her a favor...

Eight years ago, Leena's lover, a fellow druid naBelak, joined a company of adventurers to ingast
goblin raids in the region of Oakhurst. This compartiuded a novice paladin of Torm named Bradfasyvel
as a wizardess and some others. They enteredimathit earth near Oakhurst and never returnechd_bas
since used her scrying abilities many times, argddegn that Belak is still alive. In her visions,i&iin a very
dark place, tending a large tree. She has evenBreelfiord and this female wizard in her visions.a&filshe
views Belak, she senses great evil. She asks the$ o go to Oakhurst, enter the rift, and s@&=lék is there.

The team agrees and heads back to the Bastion.répeyt to Ravenglass, who indicates that Bradfoad
indeed an initiate several years ago and disapgednde on a mission to stop goblin attacks in Qakh Our
heroes decide to follow in Bradford's footsteps.

They arrive in Oakhurst late the next day and bagking around. They learn several interestingsfabbut the
goblins and the history of the area. In particutasgems that shortly after Belak and Bradforépeared, the
goblin raids stopped. In fact, the goblins stattading with the town. Each year they would bringnagical
apple and sell it for about 50 gp. This apple Hedgower to cure any disease, wound, or poisontdumesfolk
tried planting the apple's seeds each year td skeeyi could grow their own tree, but each springunmer the
tree would mysteriously disappear. Along with thdsappearances, livestock would be attacked bstgro
other than strange claw marks were left at theesoéthese attacks. As for the hole in the ealil, rift was
once the site of a great citadel. It was swallowgdn some cataclysm. This area was slaver coumtiye
distant past, with slaves being marched to theleitand then down into the Underdark. It's beerdheats of
years since the citadel was swallowed up by thargto

Things have changed recently, however. Kobolds baem encountered more frequently this year thanen
past. And the goblins did not appear this yearadéd their magic apple. Finally, a shady grouphafracters wa
spotted heading down the old road toward thenithe earth just a couple of days ago.

Our heroes head toward the rift. They find boatksamade by about ten people; Austin notes that ofdke
tracks are too shallow to be normal men. The trée&d right to the rift in the ground. At the rifix men stand
guard. The heroes try to sneak up but are spotted dozen yards from the guards. One guard tedstto go
away, and when the heroes refuse, a fight break$-our of the guards turn out to be skeletal veastiwho are
forced to flee before the might of Torm. The ottveo (a human and an orc), put up a fair fight. Thenan
attacks with a crossbow but is killed at a distamg@rtimus, while the mighty orc nearly kills Cédices before
being dazed by Jaer's magic and cut down by AuBkia.fellow clerics heal themselves and prepaenter the
rift. (ends on Uktar 23)



Using a rope ladder left by the very party whoseks they've followed, the heroes descend intachlasm. At
the bottom of the ladder is the top of a zig-zagrsase running along the chasm wall even deepethe
gloom. At one landing about 20 feet above the carfigor, the heroes are surprised by a pair oftstliieafles
bushes that animate and attack. One pushes Adktimededge to the ground below; our heroes ate &b
destroy the plant-creatures before they do too muate damage.

At the bottom the heroes see the remains of a &tragpdoned citadel that was apparently sucked etaliasm
during some sort of cataclysm. Artimus narrowly idgplunging into a pit trap before the door thegtds inside
The first room is a gutted tower, where severaitirgoblin corpses are found. From here, the heaxgesre a
room with a magically locked door that apparendlguires a special key. They backtrack and folldvala
leading to a guardroom where three kobolds andaldachampion astride a lizard mount put up a tgari
defense. T'saguul, the kobold champion, is woundeshconsciousness but revived by the heroes. \Waen
explains (in Draconic) that they are not here tetigy the kobolds, but to seek Belak (whom the kidboall
The Outcast), she explains that Belak has beermigetpe goblins of the citadel by providing thesanp-
creatures to assist in attacks against the kobata$that recently the goblins (with plant-creasunelping)
kidnapped a white dragon hatchling that was theoldsH ally. T'saguul agrees to bring the herodsetdeader,
an aged kobold female named Yusdray!.

As T'saguul leads the heroes into the audience lobgrthey spy another group already bargaining with
Yusdrayl. The spokesman is a bald human in bandell ne is accompanied by a drag@attooed elven wome
and four animated skeletons in robes. The bald megotiates successfully for a key to the magidaltked
door the heroes had encountered earlier, agreeirgrieve the kobolds' stolen dragon hatchlingeiarn. He
and his entourage depart, apparently without ewdicing the newcomers from the surface.

Yusdrayl is quite keen on allowing the heroes toventirough kobold territory unmolested in exchafggehe
possibility that they may rid the goblins of Bel&he explains that there are basically only twosaayo goblin
territory -- through a well-guarded hall, or thréug more abandoned "back way" that the koboldsféeaome
reason. She allows the heroes to rest in an eropty near the main guard area. (ended Uktar 24)

As our heroes are bedding down for some rest arttangobolds of the Sunless Citadel, T'saaguul tek
champion mentions that there are other human eptmong them and asks if the clerics of the Bastimuld
like to meet them. The two captives turn out td_lzeand Shara Odesses, sisters who were traveitimg
another church of Torm far to the west to trangfghe Bastion of Faith. Lia is a tremendously strevarrior-
priest, and Shara proclaims herself a simple ctdritorm. Shara immediately draws strange lookmftbe
heroes with comments about her "mothe’pparently the kobolds stripped her of a neckigitle a special ge!
on it, and Shara believes this gem talks to heaaluul is in fact wearing Shara's necklace. Asala this
theft, the kobolds return all of the gear belongimghe two sisters, and it is agreed that theyjwiih the heroes
in their quest to confront Belak.

They rest the night, but while on watch Austin dwears the bald man asking to speak with the kotpaden --
something about discovering a "game room" and meealibook that might have instructions on how t&ena
work. The next day the heroes get ready to entelirgterritory.

It's slow going at first, for the heroes discovéorag tunnel infested with a bubbly, crusty moldh&v they step
on it, it releases spores that have a hallucinageffeéct that makes them want to run away. Afteesal
experiments with it, Shara is selected to recdiegenefits of a prayer to remove her fear, andistretakes
several minutes to try to clear a path throughntioéd. She makes it to the end of the tunnel, ojethsor, and
an animate shadow shaped like a goblin attackarchases her out of the area back to her companibe
shadow attacks the group, but is finally turned teels back down the hallway. All of the heroes agmto
follow it for a bit through the moldy corridor, bitteludes then



Beyond the mold, the heroes find dead kobolds (a&mly slain by the shadow), a dry fountain, antligpo
tracks leading to a fairly obvious secret door. @&ythat door is a small room, and the door otriaggped with
bells. This alerts goblins guarding the caltromstn hallway beyond. Still, it doesn't take muctogffo kill one
of the goblins and chase the other off into thet geblin guard post. A short battle ensues and sopogoblins
have been slain by the heroes with almost no hartinemselves.

Nearby is a jail with three kobold captives. Thegwer a few questions put to them, and then eaganmlyff to
rejoin their tribe. The heroes learn that Belakdivoelow in an area called the Twilight Grove, t#at he is
providing the goblins with an almost endless sumblwarriors -- the twig blights.

Our heroes press on into goblin territory. Theyfandoor that is very cold, and assume the misshite
dragon is beyond. They then find a guard room dndall but one goblin guard; they get him to I¢lad group
past a trap and back to kobold territory. Here hées talk with the kobold queen and managettSlgara's
"mother" back by promising to retrieve the kobolahkite dragon.

Finally the heroes make their way to a room whieed@éader of the goblins, his cleric advisor, fgablin
guards, and six twig blights valiantly defend therritory -- but to no avail. Austin manages tspwne goblin
into a deep shaft in the center of the room, amdther monsters are destroyed by magic and nilghigh the
chief merely lies unconscious by battle's end. Jinadt is lined with vines suitable for climbing,daan eerie
light issues from it. Could the Twilight Grove below? (Ends Uktar 25)

Our heroes revive the unconscious goblin chiefevelhim of his masterwork longsword (made of the
transparent metal seen elsewhere in the citaddl)raarrogate him. They learn a bit more about Belad his
relationship with the goblins. They decide to timup and lower him down the shaft into the roortolaeso he
can't warn the nearby residents of "Goblinvillegdagrees to leave his rat familiar in the roorseive as an
early warning in case the goblins decide to comeafasit.

Artimus climbs down the vines around the shaft tamdls a large room below occupied by animate skekefn(
rooted twig blights. He climbs back up. Ceceliumbls down, draws the attention of the skeletond,cdimbs
back up -- with skeletons climbing after him. Thelstons make it to the top of the shaft, only eéalorned by
Shara and chased back down the shaft. The skeli#¢ensom the large room through a rough tunneht®
north. Our heroes are attacked, however, by thg blights, but they make short work of the weiidlst
monsters.

As they are finishing up with the blights, a newmaee enters the room and surprises some of th@ greu
fierce antler-crowned bugbear warrior and his daté’hounds." The ensuing battle is hard foughthwirtimus
tumbling into flanking position but ultimately uratio land a telling blow, and the bugbear contiguio back
his way into the cave from which he'd emerged. gilook grim for the bugbear until he has a paldidy
successful series of blows that takes out abotitheigroup. A wellimed critical hit from Lia ends the bugbe
hunter's pathetic life. As all of the heroes aggick (novices at least), it isn't long before plaety is revived.

Meanwhile, Jaer has sensed some fear from hisiéamaihd climbs back up the shaft. Once up toghdeas the
sounds of a fierce battle in Goblinville. He sneaksund and gets a glimpse inside the huge rodorca of
kobolds, along with their pet white dragon (whibley've apparently retrieved themselves), is slaargig the
remaining goblin warriors, women and children. "@omdance!" thinks Jaer, and heads back down &t me
with his fellows.

Our heroes search the brutish bugbear's body,\ksog a well-made morningstar crafted from the sam
transparent metal they've seen elsewhere in thdadjtas well as coins and a potion. They followther rough
tunnel out of his lair, but as it seems to slop@meard and take them away from the citadel, theyddeit must
lead to the Underdark, and turn bz



Our heroes then enter another long pillared hallthay has a series of partially-opened doors. Arsisneaks
around for a look. Inside most rooms off of thelwal are a pair of goblins undertaking various sa@kending
armor, tormenting a sickly dire rat, making boon¢ af potato-like tubers, sleeping). When Artimtig@npts to
close a door on the sleeping pair, he alerts thergoblins, and all eight attack. Our heroes' lugis dry for a
while, and it takes what seems an eternity to dggtre vile goblins. Finally, though, our heroes wictorious
(though one manages to run off into the Underdark).

Their healing resources tapped out, the party @sdid rest. (Ends Uktar 25th)

It's not exactly as nice as a feather bed badkeaBastion, but our heroes rest for several hoamsalested by
the goblins. They enter an area that clearly semges greenhouse for the lower level; in it thetgiddugbear
gardeners, twig blights of a slightly hardier varithan previously encountered, goblins who haveooted
some sort of plant-killing powder, and compost-agieg skeletons.

They press on and find a small shrine dominated tmagical statue of a dragon that can identify magms.
They ID a few items, but from the darkest areahefroom the undead shadow they'd previously erteceuh
above attacks. It retreats when turned, but retasrsoon as it can and nearly slays Jaer, sappmgflalmost
all of his strength. Our heroes have few toolsftecathe monster, but eventually manage to destroy

In a nearby ruined library, the heroes find scrgitstions to help Jaer, psionic devices for Sheamd,an
instruction manual for the "dragon chess room" a&dhoroughly drained of resources, they again audkwr
for a few hours' rest.

Finally, our heroes meander through halls untiytiscover the entrance to the fabled "last rodrour goblins
put up a fight, and one is questioned at lengthubihat he knows of the druid Belak and the twigltds. It is
determined that perhaps the druid and his comparaonunder the spell of a strange "tree" thasliaehe hug
cavern beyond.

Artimus uses a potion of invisibility and sneakw®ithe cavern to investigate. He sees a huge dsvisée that
gives off an aura of will-sapping power; the drBielak, with his skin transformed into bark; Belak's
companions Sharwyn the wizardess and Sir Bradfaeddllen paladin, also with bark-like skin; Bekagiant
tree frog companion; and several of the largerepaiof twig blight. Artimus returns, and the heroeseat
temporarily to round up as much of the plant-kdlipowder as they can, in hopes of somehow usiagainst
the evil tree.

Artimus sneaks in ahead of the party and managgsttaround behind the druid and the tree. Thepast into
an area thick with brambles and briars to apprd@seibk and the tree. He calls out to them, and explde
history of this place -- that it was once an emynt for slaves brought to the Underdark, thattthasparent
mineral "nephelium" was found only here in thisean and that a minor war broke out over it amdney t
Underdark races. Eventually the deep gnomes opeeniéicand sucked the citadel into the ground, thiemted
the tree to serve as a guardian. The tree genexdtese field that penetrates the Underdark ahaoutle out to
keep out intruders. Belak explains that the treedaned awareness over the years and seeks taluepron th
surface world. The druid has been helping thedes&lop hardier varieties of twig blight to make jhurney to
the surface world.

Belak then tries to charm Lia, but fails, and tthesfinal battle ensues. Belak manages to entangte of the
party for a few rounds while burning selected tésgath a flaming sphere summoned by magic. Shapwks
off heroes with magic missles and daze spells,eMdécelius and Sir Bradford get into a wrestlindanaTwig
blights eagerly approach and tear into our hergeentually, Lia and Artimus are rendered unconsciand Ja¢
nearly falls as well. Jaer manages to dump enotitftedherbicide powder around the base of thettrestart to
kill it. The twigs start wandering around in a coséd state, eventually collapsing into piles @iéés sticks, ar



finally, as the tree dies, so do its human suppt&aOur heroes, battered and burned, stand triantpfEnds
Uktar 26th)

Completely drained of resources, our heroes fipthee to rest for a while. They then make their wapugh
the lower level back to the vine room, up the vifweish the bodies of Sharwyn and Sir Bradford) artd the
goblin chief's throne room. Beyond, in Goblinvilkrtimus spies kobold warriors (including the katbol
champion) as well as a small white dragon. Artirtries to sneak in but is spotted, and melee breaksThe
champion charges Artimus and skewers him with ittée lance. The dragon flies out of range of meldacks
and breathes icy breath on Artimus and Austin.daags up on the other kobolds. Shara's astralrcmtshelp
battle on the ground and in the air. It doesn'¢ o much effort (nor too many arrows) to knoak taby
dragon out of the air and the kobolds are moppeguigkly.

They search the area and a nearby room that sasve dragon's lair, finding a few trinkets. Tleedes then
pick their way back the way they originally cantepugh goblin territory, through the shrine whereyt first
spotted the shadow, through the mold-encrusteddoorand back to the main guard room (which isaveic
One room from the exit they encounter the finalshated forces of the Citadelthe visiting Cult of the Dragc
party (including a cleric, a female elven monk/regseveral skeletons fortified by desecration mapckobold
warriors and the kobold sorcerer queen. Magic f@@aoelius saves the day -- he forces the clerite®ih fear
for a few moments, and he channels Torm's migtestroy the skeletons in a single effort. Agaitaktes little
effort for the PCs to wipe out the opposition.

While searching the visiting cleric's body, thedes find the nephelium key he'd been given by timld
gueen. They find the door nearby to which it g@esl enter. Beyond is a large game room with a arbdard
floor and halfling or gnome-sized chess pieces stidige dragons. Jaer uses the book he found etolie
command the chess pieces, and this keeps themaftanking the intruders as they move through tleeno

Beyond is a trapped corridor, but the trap is fobgpdirtemis. The next room along has a sealed door.
heroes solve four riddles in order to pass.

The next wide corridor is guarded by a devilishtgbat turns out to be an imp set here to guard tte great
betrayer.” Our heroes battle the little fiend, whweals his true form and uses invisibility to scmdeantage, b
who is eventually destroyed.

The "betrayer" he guarded lies in a sarcophagasaom at the far end of the wide passage; the isdiockec
by a 10" wide, 10' deep, spikaed pit. Our heroes rest another night in ordeodst prepare themselves for w
lies beyond.

The next morning, Lia tosses Artimus across thapa Austin jumps it -er attempts to jump it, he actually f:
in and hurts himself. Once Artimus is in the rodhg sarcophagus starts to shudder and shake, raadirg
sound can be heard within. Lia, too, jumps theagmt the rest of the heroes cast spells or othemvispare.
When the lid finally blows off, Lia and Artimus éstding next to the sarcophagus) can see that irssalbalf-
man, half-dragon humanoid, dressed in chain maiivaielding a nasty looking sword. Lia and Artimusadl
serious damage to it before it rises up and tdaata/ith a gout of flame. Shara creates an astrastruct to
carry her across the pit, while Cecelius drops theopit with Austin. The two eventually get outu@tin benefit
from a potion of jumping while the taller Ceceljust climbs up). Jaer nails the dragon-man withyaaf frost.
And finally the astral construct and Cecelius fmisoff with opportune attacks as it tries to et

Our heroes discover that the dragon man's swardllisd Goldblight; he also wears a symbol of thacdgod
Bane. These clues later lead them to believe ghatight have been involved with the Zhentarim, \&h® age-
old enemies of the Cult of the Dragon.

The heroes emerge from the Sunless Citadel, ardtiagtbodies of Sharwyn and Sir Bradford as wetha:



knowledge of the final fate of the druid Belakuret to the Bastion for rest and to report in bef@terning to
the woods to speak with Leena the Green. (Endskbar29th)

"Dead Magic" -- Our heroes rest up at the Bastion while prepgian the next leg of their quest. During that
time, each of them has private meetings with variolks both in and out of the Bastion. The growgloomes
new team member Tandin, a wizard who is contermgatihether to join the Bastion as a full-fledgetechist.
Jaer, in turn, stays behind.

The group travels to the pool where they last @M iena. She and the centaur Rezzik are nowhéee to
found. Austin tracks Rezzik for a while and findBesh grave where presumably Leena has been biiey
continue along Rezzik's trail, past dark, until paety hears Rezzik shouting for help. Austin ssestkead to
look and is spotted by strange beasts -- a leacesttl a boar, both with strange green-glowing apesglowing
green mist seeping from their mouths. A haordght battle ensues, with Austin taking nearlyé¢tdamage fror
the leucrotta's powerful bite, but Lia dealing tmd mighty critical hits and Tandin assisting wahvell-placed
web spell.

Our heroes rest the night, and find Rezzik's baghyrloy the next day. They follow the tracks of #ackotta and
boar until it crosses a fresh trail, made by huilaois and some sort of sled, heading south thrtugkenow.
The follow the new trail and come upon four memlime cloaks pulling a sled loaded with a couplerates an
a couple of barrels. The group approaches to patayhings go poorly -- the spokesman of the ldioaked
men is belligerent and tries to scare off our sglheroes. A fight breaks out, and one of theimkified, while
the rest are knocked unconscious or webbed. Fugthestioning reveals that they had just come frdacgity
for making magic-resistant poison not too far frbeme, inside a dead magic region; and that faglwerg the
trail is a cottage with a stable. Our heroes denctbaks of these men and approach the cottagesssfally
bluffing their way to a few new horses, and theg #reir prisoners head back to the Bastion.

Once there it is confirmed that the goods the @daken were carrying did include some of this magsistant
poison. Armed with a fairly precise knowledge ofest the facility must lie, our heroes set out thetrday and
arrive about noon at a hidden opening in a hillsl&imus locates and disables an alarm on thewiapinto
the facility. Inside is a tunnel heading into thelchess. Within just a few feet the party's magesarburning
torch goes out. Yet our heroes don't experiencéythieal dead magic headache they'd been warneaat adoad
Shara discovers to her joy that she can still k@p¥/eave with her psionic powers.

Artimus would scout ahead but can't see in therdzs¥, so the group proceeds quietly together. ahevidens
and the ceiling soars to about 15'. Down the tiadly see a pair of walled catwalks crossing thenagl about 8'
off the floor. Artimus and Austin sneak ahead;les/tdo so, they hear the sounds of someone maviag i
passage connecting to the first catwalk. Artimirsilst the wall next to the catwalk, peers over aaebs10 one,
then hops over the little catwalk wall. He thenss@nd is seen by) a pair of hiding hobgoblin vaas; who
upon spying him pull a pair of levers, droppingategto seal off the corridor. At the second catwaftother
gate drops. Thus Austin (on the ground level) anithAus (on the catwalk) are inside the caged avbde the
rest of the party is trapped outside.

A viscious battle ensues. Lia manages to lift taednigh enough for the rest of the party to slidder it, and
then she in turn gets under with additional hetprfther friends. Artimus battles hobgoblins atopdawvalk
with his sword and bow, and is burned with a thrdyettle of alchemist's fire. Shara summons a coapéestral
constructs to try to assist. More hobgoblins appédne far catwalk and shoot at our heroes. Almgl¢haos, a
very small door opens into the caged area, allowipgir of trained wolves in to attack the groupcélius and
Shara end up crawling through the wolf run, discmgethat the room beyond is occupied by more hobgs
and their half-orc leader, and retreating, whila,drandin, and Austin work very hard to get upatwalk level,
finally doing so in time to help destroy the hobljolsrossbowmen. The four hobgoblins and the twéve®
guarding this corridor are finally slain, but owarbes can't rest long -- the room next door isdtitnemies who
are surely preparing to receive company. (Endsightil 12



Artimus sneaks toward the room connecting to thea@# areas and spies a hobgoblin rogue but ipoited in
return. The halfling retreats and makes his waumddo the other side so he and Austin can botlslyss at it.
Artimus gets off a sneak attack, and the wounddxjbblin runs down the stairs into the kennel/b&sarea.
Within moments, a half-orc ranger wielding a maokat bounds up the stairs followed by a hobgobknrier
with a bastard sword. Another tense battle be@ihs.halforc catches Shara in the mancatcher, but Lia sma.
the device with her sword. Lia and Austin work be halferc for a bit while Shara and Cecelius make thaiy
downstairs to deal with the hobgoblin sneak andda®ois pals. Two are killed while one managesscape the
room through another door. Eventually, one by ¢ime heroes are pummeled to unconsciousness. Tandin
knocked out while holding a bottle of alchemisite,fand as he falls so does the delicate flagie-resulting
explosion just makes him that much closer to deattimus is disabled with a thrown axe from theffaic, anc
then slumps into unconsciousness as he valiantyytéahit his opponent with an arrow. Ceceliusrggemuch
of the battle holding off the hobgoblin warrioglffiting defensively and whittling away at it beftreis taken
out. Lia finishes off the half-orc but is in turearly finished off by the almost-dead hobgoblin naar Finally,
the last hero standing is Shara. She pounds thamerg hobgoblin warrior until he is dead.

One by one, Shara attempts to bind the woundsrdfleeding friends. She then drags them down the ma
hallway back toward the entrance and the edgeeofifad magic area. Here she begins reviving heractes

with healing magic. They, in turn, heal each othrethemselves with spells and potions. Bodies@vtet, and
the fun can continue.

In the kennel/barracks area, the heroes had manadrack the exit door after the hobgoblin snesgagped by
piling some of the many crates and pieces of furaitn front of it. As Artimus listens at the dobe hears a
laughing human voice. He calls out to it and ledias the voice belongs to a prisoner in a neadlly ldowever
hobgoblin voices can be heard shushing the prisdwémus taunts the hobgoblin guards, who rusthéoroom
break open the door, and get themselves killed.

Beyond is an area with six jail cells. Three areupsed. One holds an unruly hobgoblin; the nexhaal priest
of Cyric. The last holds a man in rags, his faceeced by a silk mask. He gives his name as Creofard
Westgate, and explains that months ago he enteeecbimplex looking for gold and glory. He knowsaaoivay
to be rid of the dead magic area. He explainstthdte north, past the main intersection, is ant@haple, locke:
up behind iron doors and a very complex lock. leglte temple is the means to destroy the dead raaggc He
had the key but it is in with his gear in the jg8eoom nearby. The heroes release him and bimgalong.

Seeing no option, they form a plan to enter therfjairoom. Artimus tries to use his knowledgeh& Goblin
language to bluff the guards beyond into openirgdbor. They do so but keep themselves hiddenieh Ibattle
follows, with our heroes slaying a human guard @iapia human mercenary, and the hobgoblin sneakhatio
fled the barracks earlier. A brief search of themareveals a locked annex containing prisoners', geauding
Crenard's boots. Inside a hidden compartment @dimon key.

The party heads back through the barracks to ttveaties, opens up the far gate, and proceeds tm#ie
intersection. Artimus sneaks across, spying ordwarf servant whose job it is apparently to go atbkeeping
the oil lamps lit. Beyond the intersection are short flights of stairs, ending in the iron doardhie temple.
The doors are decorated in a manner consistentietbhurch of Bane, a god dead for several yéatsnus
inspects the doors, and finding no traps, he iagentnard's key and opens them.

Our heroes make their way up to the doorway. Tleeyisside a huge temple, wide, long and high, leitig
banners, rafters, pews, an altar, and an idol tiegi@ane. All about are dozens of dead bodies, @ho
inspection wear the symbol of Bane. Crenard explthat all that needs to be done is to smash otleeajem
eyes of the idol, and the dead magic field will igan

Cecelius keeps his crossbow trained on Crenardgd@enses something is wrong. Artimus crossetethple,



climbs the idol, and smashes the eye. Severalgtiagpen all at once....

First, a shimmering field of force appears at titersection, blocking access to the temple by theralenizens
of the complex, but also preventing the heroes fiesming the area. Second, the doors start to sshog
Third, Crenard starts casting a spell. Ceceliwsfat him but misses, and Crenard vanishes. Fabtiut a
dozen of the dead bodies rise up to attack.

Shara manages to block open the temple doors tkeen from closing any farther. The
clerics are quite successful at using their reneagegss to the Weave to turn several of the |
animated corpses. A few, however, are tougher wresit- a little too tough, in fact. One by |t :
one, each member of the party is paralyzed byahett of these ghouls. Finally, only Artimus| 4888 A
still atop the idol of Bane, is left unparalyzedile the ghouls are not injured at all. He says "

fervent prayer to Torm, promising to do a bettér ¢ serving him unselfishly and aiding the '
poor. Torm's might fills him, and Artimus reducés ghouls to cinders with the positive energy cmmh
through him. As the god's power pours out of hirtjrAus sees a strange sight -- the long bannesnigethe
"black hand of Bane" symbol all start to move. Dheck hand sprouts glowing green eyes -- the maXvon
for sure -- and then the black hand closes inistawith streamers of green light showing betwtenfingers.
Artimus blinks, and the vision is gone.

Minutes later, the rest of the party is back tonmalras the paralysis wears off. They explore tlo@roArtimus
sets off a trap at the altar but finds some treathere. Shara finds some unusual markings nealcave
obscured by one of the banners -- she's certaia gortal. Tandin gets the urge to set fire tdodneners, and so
the rest of the group hops through the portal, Wahdin finally joining them.

The heroes appear in a domed circular room. Unhikedecrepit, damp, cold environment of the temple
complex, this room is warm and toasty due to aimgdire in a fireplace. A large table with a frésprepared
meal sits at a large table in the center of thew,cand wardrobes, liquor cabinets, and other fureitine the
walls. A pile of "Crenard's" rags lies in fronttbie wardrobe. One passage leads out of the atea similarly
shaped room.

An animated skeleton dressed in a butler's outétrsbles up to Tandin and greets him. "Another saesoon?
Good thing you didn't get here any earlier, wedehdueling wizard clones for sure! And my, thattgpad
disguise! Sit down, my lord, and let me get youiald" Tandin sits and eats a bit of the turkeyndinprepared.
He starts to question the skeleton, but the skelapparently detects some sort of deception oklyékgic,
and collapses into a pile of bones.

Tandin, turkey leg in hand, strides to the exitha room to see what lies beyond. He doesn't geasaa pit
opens up underneath his feet in the passage betheéwo circular rooms. He plunges 20 feet, setipou
injuring himself. As he hits the bottom, three dnaal elementals appear and attack the party.dsd take
much to decimate these weak opponents, however.

The room beyond has three portals leading froasityell as four open chests. The chests appeavleen
ransacked in great haste only recently. Insideadesv magical treasures, including a cloak, a ranggand, and
some potions and scrolls. (Ends on Nightal 12)

Our heroes, drained of resources and some graveked, rest for several hours. They discuss whethe wise
to follow this "Crenard" fellow, but have little olte, and so pass through the portal with traclssédered by
Austin) leading toward it.

On the other side is another circular room sepdiayea 20" drop from a larger circular room. Héoely
animated longswords attack the party. Only the treghof blows from Austin, Cecelius and Lia aréeai
damage them enough to eventually break t



The heroes climb down into the next chamber, evigenwell-stocked wizard's lab. Hundreds of boaksl
thousands of gold pieces’ worth of alchemical aadinal supplies are here, as well as a crystaldmalhored to
the ground and yet another portal. Tandin finds vafoiable spellbooks, and the party discovers petas well.
Another skeletal butler appears, and instructs fatadsimply use the crystal ball to visualize Ztieikeep, use
his teleportation powers, and vanish. When Tandtesithat he has no teleportation powers, the ingleals
the "back-up plan" -- drinking the potions and jpags$hrough the next portal. The party does so.

Beyond is a world beyond belief, beyond light, beygood. It is dark as night and hot as hell, amdheroes
find themselves on a rocky ledge looking out inenaky black void. A narrow stone bridge leads thi®
gloom. Along the edges of the bridge are crucifwéh the twisted, brutally mangled corpses of hamyaemi-
humans, and even some dduaibking creatures. Before they get too far, twantydemons descend from the
and attack; our heroes are able to fend them afth&y continue on, one of the crucified bodies @spand the
speaks. The heroes question it and learn thatdhalphey'd come through connects to many woddsl, that
the people who come and go as they please thrdwaglportal must go to the tower at the other enthef
bridge, gesomethingand return to activate the portal to return &irthomes. The tortured soul also warns
them that something evil waits in the tower to d@sthem all.

At the end of the bridge is the tower, and its daae unlocked. Inside is a short hallway. To aode s a map
room. To the other is a torture chamber completk tormented victim. Ahead is a lavishly outfittexbm,
inhabited by a devil -- a large humanoid with s&iretched over bones and a huge scorpion-likeltahckles
with glee and informs the party that it knows wtety want -- the key to the portal -- and thatkbg is the
devil's own blood!

The devil blocks the party's exit with a wall ofisummoned by magic, and a fierce battle take® pldwough
many are severely wounded, the creature is destrdyes adventurers gather up the devil's magiadl an
mundane treasures, some of its blood, and racedzaoks the bridge to the portal.

When they approach, the portal opens and theyaathat it leads back into the temple of Bane. Tdaysee
inside but are not spotted in return by a red wiess, her five human Zhent guards, and a guardQiagheroe
get a drop on the bad guys for a change -- Artimmgkes in and slays a guard with his bow whiledkewers
another; Tandin steps in and tries to web the wW&ss but fails. She, in turn, hastes herself wilgimand then
casts an electrical version of fireball on the panearly disabling Tandin and killing Lia outrigitandin
manages to get off another web, this time succlgsfatching the enemy spellcaster, before falling
unconscious.

The battle from here goes downhill -- though trapjpethe web, the red wizardess is still able tbajespells
like stoneskin (protecting her from further arroitaaks) and an electrical version of ice storm. Benoes
retreat with the bodies of Tandin (who is subsetjyeavived) and Lia, and Tandin manages to useiciag
lock the doors.

From here it is a frantic race to get outside. Baicthe gauntlet area with the catwalks where tdreymearly
met their fate earlier, a duergar psion and herdguase their advantage on the catwalks to firenagrand sling
the "invisible art" of psionics at our heroes. Grrseand Artimus make it to the exit and use tipeisition to fire
at the dwarves; Shara briefly engages the enenoy pisimental combat but makes little headway. Bmal
though, Shara gets in the last blow and kills thiemq causing her guards to retreat. Our heroegpesato the
night.

Their horses are nowhere to be found, so the géaitys hiking back toward the Bastion. Tandin usesnagic
to levitate Lia's body and that helps them makedgeoue for nearly an hour. Hours later the sunsiisend our
heroes spot one of their horses -- but with grdewigg eyes and green mist seeping from their moiikie the
leucrotta and boar they battled earlier. Artimusath with expert precision and brings the evil atswn with
two arrows.



Finally, the heroes arrive at the Bastion. Liagisurrected by the glory of Torm's might and gr&uer. heroes,
now ready to profess their vows, contemplate theture. [Ends Nightal 13]

"Loose Ends" -- During the next 15 days or so, Artimus takdsaofd heads for Westgate, while Tandin works
on scribing scrolls from "Crenard's" spellbooks #m&l others rest and recuperate.

On the first day of the new year, 1371 DR, Tandimtroduced by Jaer to Madigan, a sailor, bard,samcerer
from the Dalelands by way of Sembia. As both merelzackgrounds in the magical arts they hit itvedil, anc
Tandin invites Madigan to join the rest of the grauhen the head for Westgate as planned in a fga. da

Artimus returns from Westgate, and the companioestwith Dolacoth, the cleric in charge of appravihe
missions undertaken by the adventuring priestsaapfgoves the party's plan to visit Westgate toinaet
investigating the matter of the magic-resistanspos, asking them to do a few things along the (waake sure
the temple of Bane is really cleared out as regodeliver messages and monetary gifts to Wessgaeiples t
Tyr and limater, etc.).

The heroes head for the temple of Bane. The aamkeslay some more green-glowing-eyed animalsafat gi
snake and a giant wasp, lurking around the entjaht®de, they battle and defeat a small clanugfidears who
apparently had taken up residence in this now-atraeditemple. All personnel and valuables have bsen
from the area, and even the portal that had led@rtenard's" lab and treasure caches is deactivatedlheroes
do find, however, a stash of silver coins (enougfilltseveral chests) and about 18 barrels of éileebranded
with the "blue hand holding corn” mark of House dav in Westgate. The heroes rest the night, amdl se
Tandin and Austin back to the Bastion in the magrimbring back some way of transporting as manhef
goods as possible to Westgate.

Tandin and Austin reach the Bastion, sleep thetnayid start back to Bane's temple the next day thiee
mules in tow. They are ambushed by a trio of fishdipes apparently summoned by magic. As they thaul
two travelers, the apes speak with one voice, ddimgrithat Tandin drop "the spellbooks." He dropsgei@rd's'
spellbooks to the ground; they float away; andapes vanish.

They reach Bane's temple and our heroes load upeamisouth toward the road to Westgate. Alongvine
they pass by the cottage and stable where the ZAnertenaries had kept their horses. On a whinhéhees
investigate the cottage and are assaulted by Daharold man who took care of the horses. He stsea
something about "you killed my daughter!" but ibdued. He reveals that he had only been helping hleats
because they threatened to kill his daughter Larmthhis granddaughters, all residents of Westgdte,didn't
cooperate. Just a few days ago, as the last afréve left the temple of Bane, they left a note @anin's door --
indicating that his daughter and grandchildren vesrgood as dead. Darvin guesses, because thengvad
clerics of Torm were using horses stolen from Dasvstables, that he was now perceived to betartiend to
have gone back on his deal. Madigan indicatespiiditaps Darvin's kin are not dead yet, and thabhéhnees
would be more than willing to help out if they c@arvin is mollified, and urged to seek refugehr Bastion.
Darvin provides the address of his daughter's hexy@aining that her husband, Jackob, is ajood sailor whe
left her a couple of years ago.

Our heroes travel toward Westgate, arriving lateigiit and opting to stay at an inn outside the ditadigan
performs songs and poems to great acclaim, peghapag on one of the greatest performances ofifieis
Artimus, meanwhile, plies the crowds of merchamig tiavelers for news of Westgate.

The next day the heroes enter Westgate. They lggisiting the home of Lorna -- where they fingoum
cursory inspection, that there has been no fordil#ak-in, and no evidence that they packed upgefhdAn
elderly neighbor witnessed the fact that Lorna taken one way and the girls another, and all wetbe
company of black-clad rogues. "The Night Maskdies theory.



The rest of the day is spent on various tasks...
Austin does his level best to track down a paréicpbtion maker in town but has little luck.

Tandin purchases a scroll and a potion from theydhd&nclave outside of town, noting that it is atfyr big
operation (dozens of guards, perhaps a score arggzmany other kinds of craftspeople and spstsliand
sending his purchased goods off to the BastiolmabQatechist Cassante can study them.

Shara and Cecelius deliver the money and messageace to Tyr's and limater's churches as directed

Madigan visits the House Thorsar warehouses to@eiheir recovered barrels of ale and strikesad @wéh one
of the merchants there to provide a reasonable favbe future.

Artimus convinces the high priest of limater's atuto use a divination spell to try to help locaitter Lorna o
the girls. The whole group participates, and afe tlbbsurmise that Lorna and the girls are allglihat the girls
are being kept separate from Lorna; that Lornaé&r leath; that Lorna is being held by the Nighskéathat
the girls are being held on behalf of the Red Wigaand what general area of town Lorna is located

Artimus spends the rest of the day and into the day using his contacts to try to come up with enor
information, and reveals withesses that saw tHe b&ing taken toward the docks area. But othar tva
general locations, the heroes are, for the monsauntyped. (Ended Hammer 9, 1371)

The next day, Artimus convinces his friends to metio the scene of the crime and do a more thorseghch of
Lorna's home. When they do so, they find sometthieg overlooked on their first visit -- some clowkat have
been chewed up and spat out on the floor. Shasahesegpsychic powers to learn some facts aboyte¢bele
who were previously in possession of the clovesast recently, they were in the possession of drhaman
male, early thirties, who stole them from a manl tkéled. Artimus spends the rest of the day gatfter
information from his contacts and discovers thateachant named Rugan Demeter sells spices (ingudin
cloves) to some of the local spice suppliers, &atlhe's been "out of town" for a few months. He&ehouse is
in the area of town indicated by the priests ofaen in their divinations. Artimus scouts out tharahouse,
noting that it is guarded by human guards andwasapparent entrances. One of Artimus' contagiscane
named Jaree, also sets up a meeting between thesherd someone who might know about someone who
chews on cloves.

That evening, the heroes arrive at a dingy tavalied the Black Boot, where Jaree introduces themdrunk
sailor. This fellow sailed with Jackob, Lorna'srasged husband, for many years, and recalled sickbd often
chewed cloves to freshen his breath. Though Jalc&eb't sailed with his fellows for about two yearsither
has he apparently left town as Lorna assumedfadcit) the pirate sees Jackob at the Black Boot anyna night
when his ship is in port. He also reveals thatasworna who was first unfaithful to Jackob, arat the then he
an affair with a high-up woman in the Night Maskslgoined their ranks soon after, abandoning hisgdife.
Our heroes figure that maybe Jackob might showeunp tonight, so they decide to wait and see ifHoevs up.

While they're waiting, Shara spots a suspicioukilgpfellow enter the Black Boot, eye the groupd éeave
quickly. Artimus follows him out, only to be attask by a pair of Night Mask ruffians -- one acrdss $treet
with a hand crossbow, the other at his side withpger. Within moments, six more thugs appear meon
rooftops across the way, some around the corner fine@ Black Boot, and a fight breaks out. Among the
highlights of the battle are Cecelius crashingulgiothe window of the tavern to get to the thugside, and
Tandin's use of an acid-substituteéganazzar's ScorcheEventually, all of the thugs are defeated, anglien
captured alive and taken to the temple of Iimatetrfterrogation within a zone of truth. With sotit®axing”
and a promise that he'd be escorted from the aitgl & return promise from him that he would newene back
to Westgate), he reveals that it was indeed Jaskab(for unknown reasons) arranged to have his lileug
sold to the crew of a Thayan ship, and had his taen to the Rugan's warehouse. The heroes ¢seddight



Mask from the city.

They decide to act quickly, as divinations a cougldays ago revealed that Lorna was near deathhiByime
it might be too late, but they press on. The aratthe warehouse and, finding it now unguardedmirs
investigates the rear entrance. Inside, he hepas @f dwarves arguing and packing their thingseyl
apparently had a companion who hasn't been seenvibrle. They leave without incident, and Artinergers.
He discovers that this entrance leads to a smatftiment that has no doors leading into the reiiefarge
warehouse. He does, however, hear male voicesigailikside the warehouse, through the walls oflittie
apartment.

He returns to his companions waiting nearby, aeg ttecide to go through the front door quietly.sTtirns ou
to be impossible as those inside had stacked sermaen@c urns in front of the door as an alarm. Aeofight
breaks out -- Jackob himself, plus six Night Maskgs defend their territory against the heroicudérs. As the
battle ensues, it becomes clear that Jackob isteorgenther than human, as he can assume gaseous fo
summons a veritable horde of rats, uses a magicel&y summon a ghoul, shrugs off a sneak attadkaaay ol
enfeeblemenwith no effort, and can spider climb. He's a vampi

The battle takes place on the warehouse floor, stexgks of crates and barrels, on a ledge leadiagadther pai
of apartments on the second floor, and in the imfteventually, our heroes destroy the human Nifgutk
thugs, turn the ghoul, kill the rats, and wear dhaiown with magical weapon blows and spells undiflees fo
one of the apartments.

The heroes waste little time. Artimus picks theklta the apartment and opens the door, triggeritngathat
drops a load of alchemist's fire on him, setting lablaze. The others rush into the room. Cecdlifisst, and
finds a large coffin. He opens it and finds botbkédo and his wife, Lorna, who is also now a vampfiiee
throws herself at Cecelius and manages to bite dhianing him of some blood and weakening him. dackn
turn, goes after Madigan but is fended off, antlusos his attention to Austin, who is also drainédome
blood. Between magic missile attacks, attacks widlyic weapons, and a final well-placed burst oftpes
energy from a cure spell from Cecelius, both vaeypare forced to retreat to their coffin, wherey/thee staked
and burned (but not before looting the corpsespofse.

A search of the warehouse turns up the bodieseofnilssing dwarf from the downstairs apartment, Radan
Demeter himself, apparently killed by Jackob. Anthwhis part of the mission resolved, the hertdesights
turn to the missing girls. (ends in the wee hodildammer 11)

The heroes make their way to the temple of Iimbtesome healing, and after a wait are actuallgéehby
Grigor Khazar, a high-ranking cleric of Tyr. Thertes learn that the church of Tyr is indeed awéta®
presence of vampires in Westgate, and see themmagoa threat to the area.

The next day Artimus does some info gathering asdoders the name and location of the Thayan sbiigirig
the twin girls. He scouts out the ship and spiegise sailors, a first mate, a ships wizard witmsdattoos, and
a pair of ogres. Austin tracks down a potion mai@ned Audara Imryth, a harper and priestess of fdyand
introduces himself.

The group waits until evening, then devises a paake out the wizard with a silence spell andTgetdin and
Lia on board invisible, while Austin and Artimusme around the other side of the ship using the rasdking
powers granted by Austin's mooncloak. The plansaaess -- the silenced wizard goes invisibleftaw
rounds but is otherwise not a threat, and Tandstsdaaste on Lia, turning her into a death maclithes a giant
bee summoned by Madigan harasses one of the pifdtepirates are defeated, the girls are res@aretithe
wizard is captured alive.

Artimus, Cecelius, Austin and Lia decide to take gjirls and the captured wizard to the Bastionodpte of



miles out of Westgate, they are assaulted by twayd@h wizards -- the Red Wizard they'd encountesat n
the Dead Magic region, and another fellow. Thoughwizards assault the group with mighty spells ereh
kill one of the girls, the wizards, too, are slain.

At the Bastion, the dead girl is raised from thadland she and her sister are reunited with thairdjather.
They depart to live somewhere far from Westgate.

"Protection Racket, Part I" -- Upon returning to Westgate, our heroes ardeaviby Jaree, one of Artimus'
contacts, to dinner at the Well Mat Inn, where theyfed mildly poisoned fish stew. Though no ankilied,
only mildly incapacitated, the tavernkeep, Bagggthorrified to learn that his cook has been mredand his
food poisoned. He asks the party to help him stgntb the Night Masks, because he has been paying f
"protection” but clearly he's not getting what faedpfor.

The heroes talk into the night, planning ways toajleer nearby businesses to join the proteststdeyplans fo
protecting the businesses from inevitable attagksnst them, and so forth.

Jaree is able to convince two nearby businesgbs €rate and Barrel shop, owned by elderly JolBarokley;
and the Glowing Ember smithy, owned by the gnonmgg&aman Pip -- to stand up to the Night Masks, @d
heroes are able to round up one dwarven mercendrg@ne help from the church of Tyr (a monk and a
paladin). Jaree provides the half-orc Hiram Ferigllaw rogue.

The next day is the day when the collector comesutih the neighborhood to pick up the money froen th
businesses for their "protection.” Madigan putsadrardic performance outside of the Well Met Inadtaw a
crowd, while Cecelius casts enthrall on the gattiecrowd to keep their interest and zone of tratarisure that
his target will be honest in any replies. The adthe, a tall pale man called Paradox, arrives (&iftair of
tough-looking guards) and asks Baggitt for the nyoBaggitt refuses, and Cecelius jumps in to start
guestioning the collector. He does ruffle Paradfeashers, and Austin casts cause fear on oneeajubrds,
who runs away. Artimus, on the roof of the inn lg€INight Masks Suck!" The crowd, though intimiddtby
Paradox and his cronies, seems generally impregsedhis show of bravery. The owners of the Ciate
Barrel and the Glowing Ember, too, announce they thion't be paying for protection.

Paradox smiles and walks off without his money.&llias follows him for a bit, noting that Paradoxsha
apparently given up on collecting from the neiglttoad at least for the day, and Artimus trails hinatprivate
festhall. He waits outside for a long time but Blasanever exits, so he pays the doorman to takedBara note
indicating something to the effect that the Nighad¥s would be defeated.

Our heroes are now faced with the task of defenthirge buildings from what they assume will be aimo
instant retaliation -- probably in the dead of niggnight. (ends around Hammer 19th)

The attack does not come. When morning arrivegeJams off to contact her informants, and retwitis the
news that the attack is still imminent but not reseeily right away. Austin, along with the othetwaeers the
heroes recruited, stay behind to continue guartiagVell Met and its owner, while the rest of tlatp is
drawn into another investigation...

"Shadow Weave, Part I" -- Our heroes are summoned to the church of limeateere they are shown the body
of a young noble killed by a flock of ravens. Wises reported that these birds had green glowieg a&yd
wisps of green vapor emanating from their moutiee terrifying thing, at least to the limatari ptggs that thi
young noble's soul has been destroyed -- he camtdught back from the dead. The party recall®emi@ring
several creatures like this around the area optligonmaking facility near the Bastion, and assumetieliated
They head to the River Bridge, where the attack fgace, to investigate.

As they arrive in the area, they witness threedaygeen worl-like creatures attacking several innoc



bystanders. These carrion crawlers, too, haverdigdemark green glowing eyes. Our heroes defeatrtéveers,
and the heroes spot a familiar face lurking indfevd of onlookers -- the hunchbacked dwarf from ploison-
making facility whose apparent job it was to gousn keeping the oil lamps lit in that place. TheadiwvGrool,
tries to evade the heroes but is caught. He rezegrthem as the intruders who "made his boss nmatifoaced
them to leave the facility. Apparently, this alsstGrool his job, for his boss, one Urmano of Xvdismissed
him when his group arrived in Westgate. Angeredisitlismissal, Grool's parting shot was to steal jgaige out
of Urmano's journal.

Wracked with guilt, however, Grool soon decidedryoto return the stolen journal page to Urmano seel if
this cleric would take him back as an employee.oGroamed the streets of Westgate for days untdguted a
pair of Urmano's guards. Grool followed them thriotige streets, into a sewer tunnel emptying inéoriver,
through twisting and turning corridors, until heotpd them open a secret door. At that moment, IGvae
attacked by several green-eyed carrion crawlersy fibanaged to snag his cloak (where he kept thensto
journal page), and he barely escaped from the sealiwe. The crawlers followed him out, and thus aittack
took place that the heroes witnessed.

Grool doesn't think he could find his way backhe secret door, but he does agree to lead thedh&rdlee
sewer entrance he used. Our heroes make last-ngreparations, and the next morning descend ir@o th
sewers.

It is quite evident that the larger sewer tunnedseanot originally built to serve as sewers -- they large, level,
and have ornamentation like a fine hall or otheellimg. They methodically travel the length of t®wver main
until they reach a grating blocking their travélemn double back to explore side tunnels. Sharasteetaw male
voices whispering beyond a wall, and a search fts\esecret door. Our heroes open it and enter.

They find themselves in an ancient elven crypt, thiedfirst room is home to four dwarven ghasts atiack
fiercely. They manage to paralyze both Ceceliuslaador a bit before they are defeated. Furtherdang of
the corridors beyond the main room reveals angihgrof ghasts who are easily turned by Torm's migasel
down, and destroyed.

Artimus examines a sturdy stone door farther akomg) sets off a trap. Magical rays of black enetgyos out
and strike him and two nearby companions, damatiegn and dazing them momentarily. The door swings
open, and a dwarven vampire attacks Artimus, svdraining his very life-force from him. The ensgibattle
is fierce, but Torm is with Cecelius especiallyhis spellcasting and our heroes triumph over thmepiee,
chasing his gaseous form to a nearby coffin arkdrgiedhim when he rematerializes. Battered and &dnaf rest
our heroes loot the crypt and return to the surfacemus is tended by grateful clerics of lImaserd brought
back up to full health. (ends Hammer 22)

"Protection Racket, Part II" -- Early the next day the heroes are brought wioatlindeed the attack would
happen tonight, and that there would be both aaswhundead involved. The heroes spread themseatdetheair
hired or volunteer help out among the three busegand wait for nightfall while making preparation

The attack on theeighborhoodegins in the alleyway behind theate and Barret Madigan spots a cleric
leading a pair of ghasts and some ogre zombieshale a battering ram toward the gates ofGheving Ember
smithy (map of 2nd floo). From there, it just gets ugly.

Outside the Crate and Barrel, Shara spots somegdesals who just happen to stop and talk or labtheir
pushcart right outside the front doors -- she sapiers and studded leather underneath commones.réour
Night Mask thugs uncloak themselves and start llaungcoil onto the thatched roof of the building.ejtre
shortly joined by Paradox. Shara, Madigan, the sy dwarf Tace, and paladin elf Presmyr manage @
good job of defending the building, even aftesiset ablaze with thrown flasks of alchemist's fire



Meanwhile, at the Glowing Ember, the tiefling cteleads his band of undead to batter the doors dawstin,
Tandin, Glowing Ember owner Sangraman Pip, thei@frogue Hiram Feng, and the monk Kwalu of Tyr
battle the intruder fiercely. Tandin and Austineted from atop a wooden shed in the courtyard, Samamn doe
some shooting with his bow from the second storthefsmithy, Kwalu soaks up some damage from tlastgh
and Hiram climbs the courtyard wall and gets o@sidd around so he can fire his crossbow at theathd
creatures. Austin ends ineld momentarily but Tandin dispels the magic, andwimard also providebaste
spells that prove to be most effective.

Nearby, at thiwell Met Inn, Artimus patrols outside while Lia, Cecelius, tirome rogue Jaree and tavern-
owner Baggit wait inside. Artimus spots a ganghoéé Night Mask enforcers approaching and kills one
instantly with a sneak attack. Lia sees a drowsaésaneaking up on Artimus and crashes througmdow to
confront him in the street. Jaree and Baggit puntheeremaining Night Mask enforcers as they trgriter the
front door, while Cecelius, Artimus and Lia deatiwithe drow. He manages to escape into a globeagfaal
darkness he creates, then a few moments latetdreaseak up on Cecelius but is unsuccessful afidlaly
killed.

The three groups are linked together with magiodl @sionic means of transmitting thoughts overssadice, so
Lia informs Cecelius that he's needed at the GlgEamber to deal with the undead there. The otlrers the
Well Met Inn head toward the Crate and Barrel, whéey help finish off the attackers and some &igyut out
the fires. Shara in particular is helpful in pretneg the building from burning completely to theognd -- she
summons a small army of fire-resistastral constructgo put the fires out.

Cecelius stops midway between the Crate and Banckthe Glowing Ember, sees the building in flanaes|
decides to help by summoning a water elementaheiis casting the spell, Hiram Feng betrays ourdseand
shoots Cecelius, severely injuring him and paralyziim with poison.

At the Glowing Ember things are looking grim, as&wis paralyzed by the ghasts, who then run ugstai
attack Sangraman. He leaps from his window intacthetyard, but they leap after him and kill him.
Meanwhile, the cleric is killed with magic missilésustin is also paralyzed and knocked from thd oddhe
shed but Lia arrives fresh from the Crate and Bamd helps mop up the remaining undead creatures.

The Crate and Barrel is not too badly damagedcdadl the defenders, only Sangraman Pip is debd.riext
day word comes to Jaree that the cell of the Niggatks that did "protection™ on this neighborhood haen
severely disrupted, and she vows to recruit magit'l protectors to aid in guarding other busineseehe arec
Everyone in the neighborhood is impressed withvélieant victory over the protection gang. (Ends Haen 23)

"Shadow Weave, Part II" -- Our heroes rest, recuperate, identify loot thet/from the protection racketeers,
and prepare to enter the sewers again to contireusdarch for Grool's cloak.

It isn't too long before they spot a small grougrden-glowing-eyed carrion crawlers. Our herotckithe
fiends, only to discover a huge green-glowing-egsaigh lurking in the sewage nearby as well. The PC
destroy the monsters without too much trouble, meatby is found Grool's cloak. Inside is the stgdage from
Urmano's journal:

... bad luck or the disfavor of Xvim, | now sed foatune is still on our side...

... magic resistant poison is still too weak toaoeeffective tool for assassination, but | beliexee
will find a way to refine it, especially now thatvide of Shar has agreed to share the secrets of ..

... more luck comes our way -- my scouts have édoictite tomb beneath Westgate ... an ancient
portal that leads to a long-abandoned Zhent outhagh in the mountains of ... our lore mentions a
small dearmagic area inside ... a secure place to continueeligping the poisons



... gray dwarf woman proves useful yet again -‘sstrastering Olvine's lessons well, and should
soon be able to manifest the Invisible Art to cedaircane fire" within a dead magic region, as
prescribed ... Red Wizard. Our poisons, then, carefined and Thjodhilde can continue to study
new formulas and test them ....

... beasts of Xvim! Of course! They feed on thg seuls of those they slay, making it impossihbie fo
such a one to be brought back to life by the gBdsween these beasts | can create and the poisons
that no god can stop, we shall surely succeedarpthns to assassinate .... Then, there will Itie it

to stop our plans ...

Nearby they also find a secret door, and beyorsdatnarrow staircase winding its way downwareénds
Hammer 28)

The servants of Torm descend the stairs into a rolddr area of diggings beneath the sewers. Thaglsesom
tunnels and find an open pit trap containing tleendly deposited body of a cleric of Xvim insidén€ly snag hi
holy symbol before they continue exploring. Anothearby room fires off a magical trap, blasting gheup
with a burst of icy cold, but they are rewardedibging some potions hidden nearby. Finally, theoke enter
an ancient great hall, where a trap summons foaithg, who nearly kill Cecelius before they aretds®d.

Our heroes find the portal spoken of in the pagmfUrmano's journal, but seeing as Cecelius isregve
weakened they return to the surface for a few tlaget him cured and to make some magic items.rnguhis
time, each of the clerics has a disturbing or éidiging dream. Artimus reveals that he no longeships Torn
but is now a cleric of limater and has been forsadime. (As he put it, "I've always worshipped HinAustin
finds himself an animal companion, a hawk whomuiesequently leaves behind during this next patthef
journey. Shara speaks with the po-maker, Audaray Imryth, about the dream she hacedtays later, the
heroes are ready to return to the portal.

The key, the heroes surmise, is the holy symblvirin. They present it to the portal and *poof* thegnish,
only to appear in a cold, lighted tunnel. To eitbiele are some closed-off stables, obviously nedlurs a long
time. Ahead is an intersection with more stablggohd, the sounds of a dog barking to one side aaddunds
of men speaking to the other. At the end of thilitiba blank wall ... but a lot of footprints leéalvard it, so the
heroes assume it's a portal of some kind.

Artimus uses his new slippers of spider climbing aneaks down one side passage toward the speakoes.
He observes as an undercleric of Xvim and two gugadhuman and a gray dwarf) wrangling a couple of
fiendish stirges with green glowing eyes into a lbpeartable cage. The cleric mentions somethinguabo
Urmano "creating" these creatures, as they willenakood poison delivery system for an assassmatioe
dwarf mentions in passing that there is an antidodeind for the poison they're using. And one efftghters
ask, "Should we take the stairs, or should we th&egortal?" As they pack up and start to head tdwse main
corridor toward the stairs, Artimus decides tockta

The cleric is taken down quickly, but the guardsyqua little bit of a fight, and more guards anguard dog
show up from the other direction. They are dispadicithough it is evident that someone nearby hasddhe
alarm with a loud shout. A few moments later, adbeérlike creature with green glowing eyes attacks tiey
from another intersection down the corridor, antingere guards and more dogs approach. Artimusjrigetire
excited voices of humans from a nearby door, wetlggsloor shut, while Austin uses his powers oeturre to
turn one of the guard dogs into his new animal camygn (the dog is dubbed "Xvim" by the party). The
beholder-like creature severely wounds Lia witmisgical eye rays, but is destroyed.

The heroes search the bodies and try to figurevbat to do next. They don't have much time, aptuaple



from the room that Artimus blocked off use the otket from the room to appear far down the conrido
Leading the group is none other than Thjodhilde,Rled Wizard that the heroes had killed weeksezash thei
way to the Bastion of Faith. She has quite appbréeen resurrected, and is none too pleased theseald
foes.

She's accompanied by another undercleric, two hdighaters, and another gray dwarf. Thjodhilde hiiise
already buffed up with stoneskin, extended hasiie]d and almost instantly vanishes from sightwimproved
invisibility. The ensuing battle is brutal, witheiRed Wizard launching devastating fire, lightnamgl cold
attacks. Artimus manages to use a scroll to dispektoneskin, but she manages to slay both Cecaslid
Madigan before Tandin whips out his extra-buff dismagic scroll to wipe out many of her other defen
Between attacks from Shara and Lia, she and heueage are killed.

Our heroes find a scroll of raise dead on the clemd two scrolls of teleport on the wizard, astieen those
treasures think they can get Madigan and Ceceéak bn their feet relatively quickly to stop whatev
assassination attempt is underway. (ends Altursk 1

Tandin and Artimus teleport themselves and thedxodf their two dead comrades directly inside ¢émegie of
lImater in Westgate. Meanwhile, the rest of theyphunkers down in one of the many deserted statdas the
entry portal.

In Westgate, Tandin and Artimus have to wait a ¢®op hours before high priest Hunn Irlblast iseatd attend
to the dead heroes. During that wait, they leaah Westgate's Interim Croamarkh Durgar the Just, wlalso
the high priest of the temple of Tyr in town, h&eb assassinated by a team of poison-beaked siinges half-
dragon/half-manticore of Xvim. His soul has beenstoned and he cannot be raised. Hunn Irlblastsaise
Madigan and Cecelius to life and full health, pd®s a few magical goodies for the party (includingther
teleport scroll), and they return to the lair.

Artimus does some sneaking around and gets theadagout of the place and also finds that theeerent
many guards or other beings around. They decifieadaout where the Red Wizard had been hangingusiit
before she appeared. Nearby is what once mustlieerea feast hall of some sort, but has been cauvirto a
large laboratory where the magic-resistant poiseg® concocted. In an adjoining supply room, a paRed
Wizard wanna-be's feebly defend themselves; iretiteone is knocked out and the other surrendesslakter
reveals what he knows: the magic resistant poissmmade here, but then "finished off" in a deadicagion
found in the lower level; there are several porteishe lower level leading to a hill outside Wedé&g the sewer
diggings under Westgate, and a few other placesthat most open either only once a day or onceekwthe
portal on this level leads to the lower level;dlthe portals (to his knowledge) open to the ckeand the
guards due to a tattoo on their hands; and thathilde had developed an antidote to the dead-n@Emson
(though the antidote itself produces a mild stugmsn one who drinks it). The party leaves the @wmdssistan
tied up and leave the lab.

Though they haven't had a chance to rest up, teeige to deal with the few other creatures thefguad on
this level of the complex. Beyond a pair of douthd®rs the party had earlier heard some growlingraoding
about of a fairly sizable creature. They decide ithaight be another creature of Xvim that is toused as an
assassin's tool, so they burst in on it and discayevenile brass dragon -- normally a creaturteamtagonistic
toward humans -- infected by Xvim's might. It d@ssest to struggle against its compulsion totkid party,
but when the party doesn't back off it fights! Diesjits supernatural protection from most weapous,heroes
manage to pummel it with magical attacks, extighty blows from Lia's sword and Artimus' sneataeks, anc
it is eventually subdued. The party thinks thatelmight be a way to save this creature at soma o they
stablize it so it won't bleed to death and leavedked in the room.

Nearby, the party decides to deal with the remgifiendish stirges of Xvim they can find. With hdétpm her
friends, Lia manages to kill all of the stirgestvaiit being hurt



Confident that the creatures on the first floordnbeen dealt with, our heroes camp out next tetdievay that
leads to the lower level. Tandin usesstizne of alarnto trap the stairway. They don't even get an halesp
before an undercleric of Xvim, three human guaadsl, a pair of earth mephits of Xvim arrive and aeobattle
ensues. This entourage is wiped out fairly handilgugh it is yet another drain on the weary panyecious
resources. Artimus severs the hands of the deadsirhoping to use the tattoos on them to actesayeportals
they might encounter.

They move to a room a little farther away from stairs, this time using tretoneto guard an intersection near
their room, rather than the stairs from the lovesel. Artimus sleeps outside the room in a darkenrHe
awakens about three hours into his rest to heahangroup of people on this floor. When he sndakbe
intersection to look down the long corridor, hessarother undercleric, two more guards, two morghitg, an:
a gray dwarf fighter leading the wounded (but nastiplly healed) dragon away from the party andaithe
place where they'd found a probable portal leadimgnstairs.

Artimus purposely triggers tretone of alarnto alert Tandin and the rest of the party; he steps out into the
corridor and slays one of the mephits bringinghgrear of the opposing force. Another big battisues and
our heroestill haven't had a chance to rest. The guards, dwdnfrephit stay behind to try to stop the heroes
from interfering with the cleric, who leads the gloa toward the portal. Cecelius sees this as aaiargl so
nimbly tumbles around and through the oppositiotrytdo catch up; Madigan follows suit. Artimus na@es to
kill off the gray dwarf in another stunning snedtaek, and he, Shara and Xvim the dog stick araandop up.
Meanwhile, Tandin uses a magic staff to createreedsion door to bring himself, Lia and Austin righithe
portal! They do their level best to stop the untérc and the dragon from making it through the doit to no
avail -- he activates the portal with his tattooed hand,staps through, while the dragon just flies oherparty
and through the open portal.

The heroes don't hesitate -- they jump througtstitleopen gateway and find themselves in a longas with
several alcoves on each side. The dragon fleeslahetlLia catches up to the cleric and slays ht@anwhile,
Shara and Artimus take care of the rest of the sitipa. They take a chance and decide to find dhere the
stairs lead. Fortunately, they lead to the rooth@tend of the long corridor.

Our heroes end up together again at the bottodmeo$tairs, and are eager to continue to followdifagon into
the next room. But then they hear a deep, richevepreaking as if casting spells. Though they wafihish this
they are all exhausted and Lia knows in her heartf(a warning from Torm himself) that they cangotinto
the next room and expect to be victorious. Reluttathe heroes head back upstairs, find an engaiyn; and
rest unmolested for eight hours. (ends in the veegdhof Alturiak 2nd)

The heroes sneak back downstairs, but on the wam datimus triggers a newly-laiglyph of wardinghat
emits a loud sonic boom. This warns those in tlegbhetemple: Urmano, the cleric of Xvim behind targire
dead magic poison scheme, and his infernal altpraugon devil known only as The Assassin. These tw
villains are in the process of scrying on Caernaytbe second-in-command at the Bastion. Artimaddeoff
the battle with a devistating sneak attack agaimstano. The heroes spend much of the battle butfpgnd
hanging out on the wrong side ofvall of fire thrown up by the devil, and then they take a pgdtiom a
fireball and some spell-slinging mummies. In thd,ghough, the heroes are not able to keep Thes8sstom
teleporting away to his deadly appointment with i@aevon, though they do eventually destroy Urmamab las
mummies. Austin, however, does not survive thddatt

Deciding that it's probably too late to help Caevoa, and seeing that The Assassin had nearly ietpavie
defenses to both weapons and spells, the survienges search the temple and nearby rooms. Theafin
bunch of gold and some writings from Urmano thainseo tie together the Zhentarim, the Night Masks
Westgate in this scheme. Tandin uses the temglg/sg devices to find Caernarvon, and they seehbs
already been killed by pois-beaked stirges and The Assas



The heroes decide to use one of the portals oethed to go back to Westgate and then travel éoBhstion.
When they enter the portal corridor, they encouatdoppleganger (shaped like Artimus), the grayrfipsion
known as D'grina, and D'grina's new mistress, accté Shar called Olvine. Olvine and D'grina sigley
mightily to make it into an adjoining room, but theroes manage to ensnare them in webs, blindn2'grith
magic, and destroy all three threats. They leaahttiey were lucky -- the two women were strivingeach the
far end of a long room -- which had a dead mag@ an it. The heroes find more poisong making sepgiere
and posit that this dead magic spot is where tlimopdrewed by Thjohilde was rendered immune toimag

The heroes make their way through a portal batkéstgate and head toward the Church of limatersi@aith:
church is a crowd of people, some weeping, allelssied. In the street nearby is the dead bodyedfridss
dragon that had been corrupted by Urmano, along twid dead dopplegangers. The heroes learn thatvthe
shapeshifters approached in the guise of ArtimasLaa, convinced Hunn Irlblast (high priest of litag) to
come outside, where the evil brass dragon slewamidhdestroyed his soul. Now there are only six level
clerics of limater left in the city.

Now utterly disheartened, the heroes trudge bathad@astion. When they arrive they find that mahthe
lower-ranking clerics and clerics-in-training hde# the Bastion permanently, all with a varietyexfcuses. The
head Inquisitor, Ravenglass, is likewise gone wilexplanation. The heroes are greeted by a very sa
Dolaucoth, newly promoted to second in command &ternarvon's death, and asked to prepare to be
debriefed in a couple of days. In the meantimey #teend Caernarvon's funeral in the crypts bentth
Bastion, and Austin is raised from the dead byRhstion's high priest, Abba Gaius. Artimus doesesom
investigation and learns that some of the clerios Wave deserted reported strange dreams aboutguitie,
while some have simply found their connection terii dading or completely gone. Caervernon, appayenas
having a similar problem shortly before he was sssated.

The debriefing feels a bit like a trial, as alltbé heroes are lined up and made to answer qugesiibe panel
wants to know about strange dreams the heroes iméylet had and any plans to leave Torm's servicey $hek
confirmation that Artimus and Austin have alreatipeged religions. They wrap up any lingering questi
about the dead magic poison plot and the assassiadtll three of which were devastatingly sucfidss
Ultimately the heroes are invited to stay on agiBasnembers if they desire, with their next missio travel tc
several distant churches of Torm to see if thergsthave been having similar problem. But the mastaot
resolved.

After the debriefing, one of Artimus' inquisitor-training chums gives the halfling Ravenglass' dadd
spectacles. Ravenglass wanted Artimus to have $ioetimat he might better see things as they arenWhe
Artimus inspects them, he notices some weird seeston one lens. Tandin realizes that the scratuiees
crude map of the Bastion's catacombs, but onedwrextends far beyond where it should.

The heroes decide to sneak down that night to tigags. They find a cleverly hidden door in thepts/that
they'd never have spotted without Ravenglass' Baypond is a steep staircase heading further irge#nth. At
the bottom is a large, dimly lit room featuringgdd'ss" casket. Inside is the body of an armor-diattjescarrec
warrior whose face looks like every portrait of ffoever painted.

From the shadows of the room, a familiar voice kpedt is time to finish this." Dolaucoth and tlerether high-
ranking clerics step forward from the shadows. Fo@hind the party, on the stairs, comes anotheeveAbba
Gaius, who says, "l agree -- this secret has bephfkom us long enough.” With him are Cassanteaaoouple
of other clerics.

Dolaucoth invites all to sit as he tells a longgto
In 1358, on the evening of Eleasias (Aug) 13, Bame Torm -- as powerful mortals -- battled eacleoth

on the outskirts of the city of Tantras. A hugelegmn was witnessed even from miles away, anbait t
moment all clerics of Torm felt their tie to thgiod severed. Bane's followers were similarly aéddty



all reports.

On the morning after Torm and Bane had their hattte mid-ranking clerics were sent to investigie
battlefield. These were Caernarvon and MathiastiAsdather. They found no trace of Bane's mortal
remains, but Caernarvon found what he could onhclu@mle was Torm's mortal form, dead. At first it
radiated great power, so much so that it nearlyadeCaervarnon's flesh from his face when he
approached. Presently the radiation diminished) taded, leaving what appeared to be nothing niae

a dead body. The two clerics brought the corpsk tathe temple of Torm in Tantras. The high priest
swore the two to secrecy.

For weeks the three debated about what to do. Bdhis time, Torm's clerics suffered greatly at s

of their powers. Torm, it appeared, was truly dead.

Two months later, on Marpenoth (Oct) 15, cleric3 ofm all over Faerun felt the surge of power i@ith
souls and bodies. Torm was back, resurrected atoreel to godhood by the overpower, Ao, at theand
the Godswar. The Time of Trouble was over!

What few knew, however, was that some clerics adddins of Torm did not, in fact, get their powers
back. And some only felt their god's call dimlyn&mber of clerics and paladins left the order dkier

next months as they questioned their own abildies faith. Mathias was one such who felt far rendpve
though not completely severed, from Torm's might.

What was even more disturbing to the three who koeWorm's mortal remains was that those remains
did not vanish or show any change when Torm wasnmes to power. This became a great mystery of the
church in Tantras. A few other clerics were lebmthe secret -ene of whom was an elderly priest nar
Dolaucoth, who had come from the Dragon Coast retgiovisit. The high priest decided that for notw, i
would be best if Torm's mortal remains were sedratgay to a hidden location beneath the Bastion of
Faith near Westgate, and that a select few of Boloiowers would watch over the body in secret.
Mathias, Caervarnon, and Dolaucoth, then, werditstemembers of the Secret Fellowship. They spent
two months carefully traveling by ship and by ldaadard the Bastion, the body carefully hidden in a
large, long crate which they moved about on a hdrag/n wagon. Their travels took them past the home
of Anastrianna, an elf with whom Mathias had haéé¢hchildren. They'd been estranged for some years,
but he felt he could trust her enough to at lesktfar shelter. Somehow, though, one of Anastrianna
uncles managed to pick a fight with Mathias, areldleric was killed. It became obvious to Caervarno
and Dolaucoth that the fight was a cover for sottengpt to spirit away Torm's body by unknown agents
and so they fled with Mathias' dead body flung dt@wagon toward the nearest port, and sailedttijre
for Westgate.

The two clerics arrived at the Bastion, where thieged Torm's mortal remains in a secret room liénea
the catacombs. Shortly thereafter, the then-hedldeoBastion died of old age. Dolaucoth was ceittaén
he'd be named the next Abba, but instead an outsadeed Gaius was appointed. Bitter at first about
being passed over, Dolaucoth came to realize thiah§ high priest had made this appointment sohtbat
and Caervarnon could undertake a more importakt-tdsuilding a cadre of clerics who would studg th
mystery of Torm's death and rebirth.

Torm's body never did decay or rot or change ferrtéxt ten years. But three years ago, the Secret
Fellowship entered the chamber to find the corpsitiag a green light. It faded away by the nexy.da
They later discovered that this corresponded wighrise of Xvim as a god in 1368.

After the nephelium was discovered in the bowelhefSunless Citadel a few months ago, Caervarnon
ordered a casket fashioned from the clear metal.

Within the past few weeks, a number of clerics affitlates alike have been having strange dreams
suggesting that other gods might be better suitddegm. Some see Torm in a struggle with Bane. Some
few lost touch completely. Why this is happeningvradter 13 years of relative peace is unknown tihoug
most feel that the church is on the verge of sorapnthange.

The Fellowship itself is not of a uniform opinioa ® what is happening. Some guess that Torm rthger
come back; some think he did but was greatly dishied in power; some speculate that a sinister pswer
fooling them all.

Dolaucoth emphasizes this last point greatly -t tha mystery remains unsolved. From here, ourdsevall
need to decide what to do. Do they leave the Bastidravel the Realms, looking for further infortoa? Or dc
they each follow their own hearts and travel défarroads



“Interlude: Cyric's Dark Gift" -- Seybel, Dunthar and Vaspacian -- all heroeschio deliver ransom money
for kidnapped women in the Dragon Coast regioimé themselves captive at the hands of a cult afcCyhe
heroes escape their jailers and investigate thergnound lair. The cult's leader, a fey'ri stylmgself as
"Cyric's Spur,” has developed a human/demon crossding program and the captive women are in variou
stages of pregnancy. In fact, one gives birthdemon child just before she perishes. Our herokeatthe
clerics of Cyric, their orc-demon minions, and €igiSpur, and rescue the other two women. Seybkl fleat
the nearby Bastion of Faith would be a good pladedve the women, and so the three companionsl titaere
together.

"Tears for Twilight Hollow" -- Weeks pass, and spring comes to the Dragon (ddasShara, Tandin and
Madigan have departed to travel the world on tbein. In the meantime, Artimus, Cecelius and Austget the
new arrivals to the Bastion -- the paladin Seylé¢lnoater, the psion Dunthar and his henchman Land the
sorcerer Vaspacian. Austin departs to visit thedoldd Leena's grove and wander the Coast, whiethers
engage in research and craft magic items in théddés labs and forges.

On the 10th day of Tarsakh (April), our heroesaaked before Abba Gaius. He's known for some tinag this
group has been preparing to wander the realmsameis®f wrongs to right. He asks that the heroas dteir
journey by visiting the city of Assam, over 400 esilto the south in the Shining Plain. He recommeanasite
that follows the Giant's Run Mountains. When thehse get to Assam, they are to find a group of Tsinm
missionaries and inform them of what has been h@apget the Bastion. Before they depart, they &e a
warned not to share any information about whatberseath the Bastion.

On the morning of Tarsakh 11, the group (minus kustho has agreed to meet up with the party intnea
Reddansyr) departs. They ride for most of the day,as darkness falls they approach within a felesmaf
Reddansyr. Up ahead on the road they hear the saifradhorse -- it's Austin, riding from Reddansyth news
that he has just overheard some shady charactehe dmokout for the heroes from the Bastion. Thaup
discusses their next course of action, and theigldeo draw closer to the town, skirt it, and bypasltogether.

No such luck-- within a mile the heroes are ambushed by a gofiight Masks -- and what's worse, they're
vampire spawn! Our heroes, however, have littlalite defeating these minor minions of evil and igsthem
utterly, though Vaspacian is drained of his vefy force.

The party decides to camp out here by the tra€ascelius can pray for an appropriate spell to hefpore
Vaspacian to full health. The next morning, withsgall cured, they continue on their way.

They travel for two more days, heading west whenstbuth road from Reddansyr hits the River Redpassint
through Wyrm's Hamlet, and arriving at the mountaail heading south. On the fifth day of theirkirénhe
heroes discover a group of abandoned wagons anel dead bodies, and it is fairly obvious that adangmber
of captives have been led off by an even largerbarrof barefoot attackers. Austin leads the par&gking as
only he knows how, toward the foothills of the ramountains. They finally spot a dozen grimloaading a
half-dozen commoners up the trail.

Artimus tries to sneak up but the grimlocks' ungablndsight alerts them to his presence. A nagfiytforeaks
out, with some of the grimlocks racing farther bp trail with their leader and his pet giant lizgrdhile the
others stay with the prisoners. Vaspacian and Ltoih@wv the escaping grimlocks and see them entave.
However, the group is then attacked by four patrglperytons. The rest of the heroes mop up treetes
grimlocks and start heading up the trail towarddaee. The grimlock leader emerges from the cdwes, ihto a
barbarian rage, and attacks Vasp and Lorne. Wittaments, an even more dangerous figure em«- a mind



flayer! He rises into the air just before Austirstsaentangle on the rest of his entourage, andvieishes.
Moments later, he reappears on the far side di¢nees and blasts them with mental energy. Somstaneed
or otherwise affected, but Vasp, who was out ofearcalls upon the might of his spellfire and kdabe mind
flayer to cinders.

The heroes accompany the former captives dowrradiieldack to the wagons, and then seeing thaetaex no
horses to pull the wagons, accompany the commdragisto Wyrm's Hamlet the next day. En route, thi@és
discover that one of the victims of the grimloctaak carried a note from a cobbler in the next teauth,
Twilight Hollow. The note alludes to a great eViete. After the captives are delivered safely tamly Hamlet
the heroes resume their journey south.

Two days later, the heroes arrive in the town ofligiwt Hollow. There, they encounter a sad fungracession
Following it to the town's temple of limater, théigcover that it is for a fallen paladin, Shaunir#raater. The
service is led by the temple's high priestess, asslr

The priestess clearly has suffered a great deakrafent in her life. Her face is crossed with scaral she is
clearly quite distressed. Andress addresses thadcro

Nay, do not grieve tho' life be full of sadness,
Dawn will not veil her splendor for your grief,
Nor spring deny their bright, appointed beauty
To sweet blossom and green leaf.

Nay, do not pine, tho' life be dark with trouble,
Time will not pause or tarry on his way;

This day that seems so long, so strange, so bitter,
Will soon be some forgotten yesterday.

Nay, do not weep; new hopes, new dreams, new faces,
The unspent joy of all the unborn years,

Will prove your heart a traitor to its sorrow,

And make your eyes unfaithful to their tears.

"l say these words as a comfort to you. Yea, Itkayn as a comfort to me. The pain we bear, we velve fost
our blessed protector, our friend, our sistemdeed great.

"But our pain pales in comparison to the pain sh&ess right now. Even as you sit in a comfortaédsv, with a
roof over your heads and bellies full of food, wattveloved parent or child or friend to comfort y8haunra is
in torment." She goes on to describe in graphiaibitte torments that Andress has seen in herngsitAnd
what is worse, worse than the pain, worse thamtimeiliation ... is the sure and certain knowledge thwaill

go on ... forever!"

"l do not say these things to hurt you. But you nkum®w what she goes through in order to appretiae
gravity of the situation. After weeks of hoping gmdying that Shaunra's salvation might come from af you.
someone brave enough to help find her soul, | ki@egded to seek outside help."

Someone in the congregation gasps, "No! The prophec

Andress nods, "Yes. That is what has kept me froingdso until now. The prophecy. Let us speakgetber."

The crowd chants:

A day of darkness yet awaits the people of Twilidgitow. The day will come when a strang



arrives in town. This stranger comes for the inmd@mong us. This stranger has a handsome shell,
but inside this stranger hides a broken and warpeadl. This stranger knows us. This stranger has
watched us. This stranger knows the blessingsedbdast that plagues us. Death walks with this
stranger.

"Believe me, it is foremost in my mind. But we cahwait. Every day, every minute we delay bringgeater
risk that Shaunra's soul may not be recoverable.”

Upon learning that Seybel and Artimus, though sgfeas in town, are clergy of limater, Andress insitkem to
speak. She then asks to talk to the whole growp #fe service.

Not surprisingly, she asks the heroes to invegi§iaunra's death and try to rescue her soul. [Eaey tha
Shaunra has actually been dead for a couple oftrapand that this funeral service is repeated esreening to
remind the townsfolk of the dire need and greanhtot she's in. Shaunra and her squire, Andressaiagpbket
out on a mission to wipe out a band of brigandsaknas Harular's Claws in a foggy valley to the wé&kis
valley, Tempest Tower Valley, was home to a greaiple to Talos in ages past. A day later, Shauhoase
wandered back into town with the paladin's dead/stidl in the saddle. Andress tried to raise henf the dear
but to no avail. Shaunra's soul is trapped somexbetween life and death. The heroes agree to tiglp.

The next order of business is finding a place &y.sthe only inn in town, the Double Bolt Inn, lemsne rooms
available in the basement. It also has a buncbvafisgfolk, all of whom stare at the heroes as iftieethe deuvil
incarnate. Cecelius tries to persuade a teenageedMikiti that they're not dangerous and not tlzeped
stranger the prophecy warns of. He's not very canng. Meanwhile, Austin tracks down and interregahe
cobbler whose note the heroes found a few daysHgdenies ever writing it and seems scared toatiadlut it.

The next morning the gang undertakes an even mmrgual interview -- Austin uses his druidic powers
speak with Ruth, Shaunra's horse. Ruth, beingadpes mount, is a bit more intelligent than a ¢gbianimal,
and she's more than happy to help. Shaunra, skeway killed by a large undead creature; immelgiatier
Shaunra died, a smaller, warped version of Shaappaared inside the creature's ribcage. She egplz
Shaunra's squire, Marthos, was killed right aftea8ra was. She notes that this battle took pladempest
Tower Valley to the west, that it was very foggeri, and that they'd encountered an insane old weadier
that day in the valley. She's able to describatka near the battle -- particularly that there svégge black
metal caludron half-buried in the mud nearby. (Effi@gsmorning of Tarsakh 19th)

The heroes decide to wait one more day beforengattiit for Tempest Tower Valley, and Cecelius ubesstime
to pray for guidance. Seeking knowledge of thetareathat has Shaunra's soul, he learns that dawe is
using her soul to provide a source of magical gnérgits powers, including the ability to commaitid undeac
control or confuse the mind, cause paralysis bglipgummon planar allies.

The next day the heroes head toward the valleyooseback. As they approach, they see that it ierice a
gorge, filled with fog. They follow a muddy traiito the valley. Austin uses his druidic powersierge the vei
of fog, and he can see that the rest of the védlajures warm-water streams, boggy areas, and rsafnd
vegetation. Farther into the valley is a raise@dnat clearly once held a great structure. Thedsknow that
these are the ruins of Tempest Tower, once a tetoplee storm god Talos, and originally in the shapa hug:
man with arms upstretched. Now it is nothing buttdred stone in a wide section of the marsh,utethead
half submerged in the muck.

Before the heroes can move much farther into theywthey are assaulted by a pair of shambling ndsun
Seybel is grappled and almost dragged to a watsahdout our heroes prevail. A withered old craugely the
"insane old woman" seen by Ruth, appears and theKseroes for slaying the shamblers. She infdhes
that, yes, a paladin did appear here on horsebaoke of months ago, but it was a pair of "-0-wisps" that



killed her. She insists that the wisps can be fouear the center of the ruins in a stairway leathiegeath the
ground. This doesn't jive with what Ruth had sdidw a large undead creature, and this combinddangtrong
emination of evil sensed by Seybel causes the gidpubt her words, and after stern words frompiadin
she disappears back into the fog.

The heroes trudge on until they arrive at the rlilrey are intrigued by the giant head -- the théngasily 100
feet across and probably once held a number of so8sit is situated, one could either swim inte bead
through the mouth, or climb into the head throughdne eye socket that is above the waterline é2@ut
Artimus climbs through the eye, uses his spidenloing slippers to climb along a wall that was oad@or, ant
discovers a gargantuan centipede lairing withichiises him out, but Artimus is able to positiandelf for a
deadly sneak attack as it emerges, and betweearidahe help of his friends the creature is glfiaugh not
before poisoning the halfling).

The rest of the head's interior is inaccessiblessithe heroes want to swim through the murky watezy
don't. But they do send Vasp's familiar (Hobbesttlael) and Dunthar's ambulatory psi-crystal familiefor a
look. They discover that the interior is the homi@ green-skinned hag who looks a lot like the enéd old
crone they'd seen earlier. She seems to be hidingA\ier much debate the heroes try to use intatah to lure
her out. She finally agrees that if the heroestkal two "will-owisps" guarding the stairs in the ruin, she'll cc
out and answer more questions.

They agree, but need to rest. They camp outsitleeagiant head. During the night, an invisible "same"
moves through the water in front of the head amdexme can be heard running away.

The next morning the heroes head for the stairitay mostly blocked with a big slab of stone, thbuArtimus
can get through easily enough. Inside, sure enaughtwo floating, pulsating balls of colored lighs Artimus
entered invisible, they don't note his presenceeudiiately. The other heroes can't quite fit throtlghopening
and spend a while trying to move the massive stdbego. The floating lights, noting the sounds frabove,
head to the top of the stairs and begin firing magissiles at the group.

The creatures are not will-o-wisps, they're nyffteeir strategy is to fire a magic missile, and tgerinvisible.
They then reappear somewhere else and fire, tisapgear again. This proves to be a somewhat ftungtra
strategy. Vasp has the clever idea to use higglitist spell to reveal the invisible nyths, butrieavertently
blinds Cecelius and Seybel for several secondshé&umore, the heroes discover (the hard way) tyisn
reflect all magic missiles cast at them, and theyaatually fed by fire and electrical attacks. Heer they are
susceptible to normal weapon attacks (when visifle)make matters worse, Austin is ambushed b#gg
who sneaked up on the group invisible as well. igi@es take her down and then finish off the nyths.

Feeling pretty good about their success, the hatisesiss what to do next -- continue to hunt thiotinge ruins
above ground to find the caldron Ruth had descri{bed thus the place where Shaunra was slain)gsired
into the dungeons below the Tempest Tower ruingyTecide to head to the dungeons.

At the bottom of the stairs they find an octagawaim with four exits. Two are blocked off by caves.i One
leads to a room serving as a lair for carrion cessylwhich are easily disposed of.

The final leads to a partly flooded crypt. Insille trypt are 13 upright stone sarcophagi. Eachagmthe
moldy, mummified remains of former priests of Talegxcept one, which is trapped with an almostilea
burst of electricity that courses through the wafehis flooded room and zaps everyone insidBetind this
sarcophagus is a secret treasure room holdingpatiens, a magic spear, and a magic shield embéakzosith
the symbol of Talos. (Ends Tarsakh 21)

Seybel takes the spear and the party moves bdhk tmain octagonal chamber. Lorne's elven heriédiges
him to spot a secret door leading to a long halllaysing a number of exploding skeletons, and beyioat is



a room holding a smashed and broken machine shi&peal beholder but guarded by a still-functionaine
golem. The heroes have a tough time of it but exadlyt the golem is defeated and the heroes resirfother
night.

The next day, satisfied that they've searchedubt&eganean runs completely, the party heads luattiet
surface. Austin notes that the fog seems to benisiming and visibility is much better. The partysshes for
the cauldron mentioned by Shaunra's warhorse buffiols a muddy depression where the cauldron dence
Nearby they find the body of Shaunra's squire, Marand his journal (which mentions in the lastyetitat he
and Shaunra were headed to Tempest Tower Vall@kecare of Harular's Claws, the leader of whiels w
rumored to have dragon blood in his veins). Magbe'st appears and informs the heroes that Shawsmiat is
somewhere in some catacombs beneath Twilight To8eyrbel promises to save her and put his (andsber)
to rest.

The heroes head back to the village and approa&ctethple. The front gate is closed and the guaydrize
seems reluctant to let the heroes in, statingAhdtess has asked that they come back tomorrovhebe/able
to convince him to at least let him speak to onthefunderclerics. She, in turn, has little to eagept that
Andress now suspects the heroes of being the \lme’aof her prophecy. She doesn't know of anyagic to
catacombs beneath the town, though she admitslie&t at least heard that there were some in gearssby.

The heroes depart and head for the inn -- thalliexcept Artimus. Invisible and as stealthilypassible, he
climbs onto the roof of the temple, accesses adoap there, descends some stairs, and ends e iths
sanctuary. The opening door alerts two clericsetheho in turn alert the temple guards. Artimusi§i\ndress'
office/quarters and searches around quickly bug seéhing unusual. Guards see that the door toessdr
chamber is open and begin a systematic sweep téitimgle. Artimus keeps out of their way, gets adjlook at
as much of the interior of the temple as possHué, then beats a hasty retreat back to the inn.

Tired and dirty, the party heads for their basemeain at the Double Bolt and begins to settle udd&nly,
Artimus and Vaspacian hear a scraping sound oottex side of one of their walls. Artimus headstout
investigate. The other side of the basement hasgya common sleeping room, and he figures outlieae's a £
wide corridor between their guest room and the comsieeping room that they can't seem to access dir.
He does, however, find several small holes driltethe wall. Using a potion, he assumes gaseous, fpasses
through a hole, and finds himself in the secretidor with two thugs. One thug shouts an alarm devahaft at
the far end of the tunnel. Artimus rematerializ#guts that there's a ladder into this hideoutrthadt lead from
the ground floor of the inn above, and beginsdabtfi

Cecelius also uses a potion to assume gaseousdadrhe enters the secret tunnel to fight as Wwethe
meantime, the others run upstairs through the commoom into the kitchen, throw back a rug to unecave
magically locked trap door, and begin to beat oNa@spacian blasts the trap door with a lightniog bpell, anc
Dunthar finishes it off with his concussion pow8eybel drops down on one thug while Cecelius arioiniis
take care of the other. They manage to capturealve

Artimus and Dunthar waste no time -- they immedyaséart to climb down the shaft where the alarrd haen
raised, and the others soon follow. They batti®lhlharbarian and his pet lizards in a caverrhatliottom of th
shaft, and then wage an epic battle with membekaofilar's Claws -- including Harular himself (dfha
dragon), his young pet dragon, and various henchandrcronies.

By the end of the battle only one villain has sued and he surrenders and is questioned. He reWedls
Harular had a deal with someone known as the Mistoé Pain, who helped the bandits find their hidds@low
the town. He doesn't know anything about Shaunranbtes that there is a central temple to Loviatahort
way away that the bandits avoid when they can. |sle r@veals that he'd charmed the innkeeper and one
employee to keep them quiet about the trapdootladecret spyhole.

The heroes loot a few bodies, and Cecelius plaspaak with Harular's departed spirit using a spek scroll.
(ends Tarsakh 2



Harular's corpse reveals that the Mistress of Raepriestess in charge of the temple to Loviasan fact
Andress -- the high priestess of the temple of témal'he heroes are not all that surprised. Thegaeback to
the inn and rest the night.

Using other clues garnered from their prisoner, famich some investigating done by Austin during tbiagtle
under the inn, the party decides to pay a visihéoUhlstan farm on the northwest edge of town yTirel the
farmhouse deserted, but not so the barn -- it'sehimnseveral bugbear rogues, a gargoyle-like areatnd a
pair of acolytes of Loviatar. All are easily deaith, and indeed they find a shaft heading to #t@acombs
beneath the town. They enter and follow a tunnst pame traps and into an area guarded by orcsatium
mercenaries, a priest of Loviatar, some desecsMel@tons, and a walking acid-spitting urn. Clavse of a
silence spell allows the party to divide and comdhe opposition, though Austin is poisoned bypghest's
unholy scourge.

Beyond this area is a prison holding a homelesswiard been captured by Andress, a young boy who
wandered into the Uhlstan barn a few days ago naad supplicant of Loviatar who seemed to be enpgphiis
pain. The two lucid prisoners are freed and esddrgek to the farm, then the party presses ontlrganain
temple area.

Here, they find that many doors are locked andirequsacrifice of blood and pain to continue oheyl battle a
fire elemental in a forge, defeat some wraithsria torture chamber and some blue abishai in anathdr
disable some traps leading into the sanctuarydénshe heroes discover the devourer -- a tall acdeeature
that is using Shaunra's soul to power its arcargian@he heroes use long-range tactics to make slak of
its undead minions, and finally they defeat theadser. When it is slain, Shaunra's spirit is freedith a look
of gratitude, Shaunra's spirit soars into the Bfiéeior her eternal reward.

Our heroes are satisfied -- but they realize thattue test is yet to come, for they must confeortt expose
Andress. (Ends on Tarsakh 23).

The heroes explore a barracks area beyond thertyadétive the main temple and discover a hiddesdrea
room. While this is going on, Austin, who has b&erping watch on the temple below witnesses agpair
Loviatar clerics and several attending creaturedyding a pair of xill clerics, a red abishai figrsix
"paindead" skeletons, and -- invisible -- a paihelicats) entering the temple from an unexplorat €hey
head toward the cauldron, and Austin fires at tieti his bow. An epic battle ensues, with lotsexdping from
balconies and several party members almost meetitignely ends. The heroes manage to destroy tHetsks
but all of the other creatures manage to escapetidt cauldron under cover of an obscuring misli.spe

Badly battered and out of resources, the heroe niar way back to the surface via the old bahraake
their way to some nearby woods to recuperate. Quhis period of rest, Artimus scouts out the tamal learns
that all of the lower-level clerics and guards frima limater temple have either fled or been cautuHe spies
on the temple and discovers that it has new guatdslf-fiend minotaurs in the courtyard and kytamsthe
roof.

While this is going on, several of the other pamggmbers get a strong feeling they are being watelzed
magical scrying. Artimus returns, but then he andgth return to town after the party hears a dissaream.
They discover that Andress has killed the loweelelerics and guards of llmater and animated themwights
-- and, worse, they're led by a powerful wight fedrfrom poor Shaunra's corpse! Artimus and Austia these
undead into a patch of woods and make short wof&wfof the wights before Shaunra and the otHerslfack
into town to continue harrassing townspeople.

Artimus and Austin return and the group makes fpraparations to head to the temple to face Andardshel



minions. It is twilight as the heroes approachlibi#ding. They battle kytons on the roof, and sadirendish
hook horror joins them and just about mangles Seghdeath, but ultimately the heroes finish o# ttoof
guards and all but two of the minotaur guards endburtyard (the two survivors flee into the tengpleterior
while the others are first stunned by a mind biiest Dunthar and then killed with arrow fire whileus
incapacitated). The party catches their breathcangiders the next move. (Ends on Tarsakh 23)

The heroes catch their second wind and buff theraset/hile Artimus descends the stairs to the teroplew.
From there a great battle, worthy of songs andndgetakes place. Andress, now revealed as agsgesf
Loviatar, is there along with many henchmen, intlgda pair of xill clerics, a xill warrior, a paif half-fiend
minotaurs, a pair of tiefling clerics, Shaunra'ghtj and a trio of high-ranking Night Mask vampifesm
Westgate to join the fun. Austin finds himself weo his head shortly and perishes during the confogt
ultimately the party triumphs over evil.

The heroes return to town and inform all of the eong townsfolk that the evil has been eliminatitiare
saddened to think that they spent so many moniksrig Andress in her role as a priestess of limdtee only
thing they can surmise is that Andress must hadeahgreat loathing for the town that seemed to ratae
Shaunra more than herself, and that during heelsashe must have learned some dark secrets andniestec
into Loviatar's cult.

The heroes rest, assist with cleanup and burigsiiand the lone remaining acolyte helps the Iscfiod an
ancient scroll with the power to restore Austirifie.

"Hell on Earth” -- As the heroes leave town to continue their joursmythward, suddenly an earthquake
shakes the ground. To the north, massive dark sléardh quickly and unnaturally. Beyond the horizon,
something glows with an all-too-familiar green lighat surely marks the presence of Xvim. Ceceladizes
with a sickening start that he is now cut off frdiorm and that he must struggle mightily to reachduod to cas
spells, and that he cannot directly commune witinTat all. Our heroes wisely decide that they nust back
from their mission to investigate this new evil pbeenon.

As they ride northward, they continudt i
to experience minor earthquakes aloff
the way, as well as the occasional fig
rainstorm with green lightning. They
also encounter frightened commone
fleeing the region. Their talesare [ TeZ1IR
confusing -- they speak of a large

chunk of land now covered in some
sort of impenetrable "bubble” and als
of creatures emerging from the area
with green glowing eyes. Beasts of |
Xvim for sure!

Near Reddansyr the party can n
begin to see the source of the green|,
glow. As described by the commone 5
it does appear to be a miles high ang i

dozens of miles long bubble, not \\\‘n
perfectly spherical, that seems to be ¢ Twitlichr

trapping a swirling, glowing green mik | ] Sl
within. The bubble appears to be covering the Bastif Faith and its surrounding lands.
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Finally, as they continue to travel the party emttets a patrol of Bastion templars and clericddgdhe lon-



missing Ravenglass. They escort the heroes to pot@ry shelter at the Iimater shrine south of therto
Westgate. There, Ravenglass debriefs the parting@skparticular about Cecelius' spellcastingitibs.
Ravenglass is surprised to hear that Ceceliustdboast spells (albeit with some difficulty), fail Torm clerics
elsewhere seem to be completely and utterly cutroff their divine power.

Ravenglass informs the party that the "bubble" seteninave some breeches in it on the western &skrdo
Teziir. There, it has been reported, some of teemyfog has been leaking out of the "bubble" ardjtieen-
eyed creatures have been encountered. He alsdgd¢ipalr no one has been able to enter the bubldeyy
means, nor has anyone been able to magically comatarwith anyone presumably trapped inside. He
encourages the party to first travel to Teziir qoip themselves and then to explore the west etigedbubble,
enter the area if possible, and report back if tkayn what's going on inside. (ends on Mirtul 1)

The party travels to Teziir and spends about 13 dagfting magic items and weapons and buying segpphd
equipment. Artimus tries to gather information ba strange phenomenon but has little luck other tha
discover that of the fleeing peasants, no one laamed to have come from inside the bubble. Austin,
meanwhile, acquires equipment via his Harper cshggts Xvim the Dog free of his service, and spesatne
days in the wilderness finding a new animal compaiia dire wolverine).

Our heroes mount up on horses and travel from Tezthe west end of the disturbance where thenggesses
have apparently leaked out of the bubble. Onceimvitie green mist, they encounter a pack of zomdneksa
huge lizard-like behir, all with the green glowiages they've come to associate with "beasts of Xviine
battle is particularly challenging as the magic petfing the creatures into Xvim's service also nsatkem
tougher and more resistant to weapon blows. Cexehds up in the behir's gullet, but eventuallydieatures
are destroyed and everyone survives the battle.

They continue on into the mist. They eventuallyfthe transparent wall of force -- the "bubble‘ttesy now
call it -- and they discover several large cracki,isome large enough for the heroes and thegdsao fit
through. When they enter the bubble, they find dadd things. First, the mist here is thicker andbilisy is
much more obscured than outside the bubble. Setoadat grassy terrain of the surrounding regggone. Ir
its place is bare rock, sloping quickly upwards angy as if they were standing on a mountainside.

Our heroes press on into the oppressive greenNdbin a few minutes, they find a trail that makesvel
easier, and so they take it. It heads up the slopdurther into the mist. They then hear a greating from
some large beast in the fog ahead, and the fog #éfbem begins to swirl. From out of the fog lumbargigantic
lizard that stands on two rear legs and has twdl $amalegs. It is a tyrannosaurus rex -- a dinosauvorlds
lost to time -- and most frighteningly, its eyeswlgreen with the evil of Xvim. It is joined in cdrat by an
elemental composed of the green mist itself. Oundeagain battle for their lives. Seybel endsngide the
tyrannosaurus' belly and Artimus is snatched iheodreature's maw as well before it is finallyrslay a
combination of brawn and magic. Meanwhile, Aust@ppers the mist elemental with arrows from his elgi
bow but ends up inhaling part of the elementaliabédgins to claw at his insides. During the batflecelius is
only able to call on Torm's might intermittentlyh& rest of the party manages to finish off thengfeabeing.

After tending to their many wounds, the heroes oot up the mountain trail through the green fdgey
eventually leave the fog, only to discover a maestrmus sight. Ahead of them is not the forest thadld
surround the Bastion of Faith and its environstead, the entire region has been replaced by arbarountain
that could only have been spawned in Hell itseifeMahead the party can see a great wall, withallsower
poking up from its top. Circling it is some greahged creature. Beyond that the mountain continoese, an
there is another wall with another fortress. Beythat, even farther and higher, another wall. Aagdnd tha



lies a great chasm and the final peak of the mauntapped with some sort of fortified castle.

The section of Gehenna brought to the Realms. Thanbers indicate miles between structures or intetsens.

Our heroes, having seen enough for now, head lbaclugh the mist, through the breech, and make wweyrto
the shrine of limater where Ravenglass is stayiteghears their report, agrees that it does appaéattie lands
surrounding the Bastion have been scooped up andgorted somewhere, and that the hellish mountasn
brought here to replace it for some reason. Hefalslg that it is quite possible that the removdhe Bastion
from the Material Plane might be why Torm's clelacs having trouble receiving spells. Ravenglaggssts
that the party return to Teziir to do some researckhe planes, and then return to the hellish r@ono seek
out any inhabitants and see if more information lmamncovered.

Back in Teziir, our heroes learn that the regiaythaw is very reminiscent of a plane known as Geae- a
place of fire, mountains, and smoke. They alsai¢laat Bane's realm was known as the Barrens ofrDarad
Despair, and that it too was thought to be on thegof Gehenna when he was yet alive.

Our heroes debate greatly about what should be. Gome feel that it might be best to find magicabms to
fly over the many walls and toward the great fatratop the highest peak. Others feel that it cbeldeneficial
to approach the lowest wall's tower to see if amythrere can answer questions. They ultimately eégcighack
up two weeks' worth of food and go on horsebaclatovihe first wall's tower.

They leave Teziir and return to the bubble, passutjh the fog unmolested, and begin heading updhe
toward the first wall. As they approach within abathalf mile, they see that the tower is undeacktby a sma
force of humanoids. A dragon defends the towengaleith another force of humanoids. Artimus creepgard
the tower to get a better look. He sees a fordebtfiend hobgoblins led by a half-fiend fire gtdeading the
assault on the tower, and that they all have teergglowing eyes of Xvim's beasts. The defendetiseofowers
including the dragon and more of these hellborrglblins, do not have the green glowing eyes. Arimu
watches the battle; ultimately, those attackingtthveer are defeated.



When Artimus returns to the group, they decide thay probably should avoid the first tower. Thegva along
the wall about a mile off trail, then Dunthar usés psionic powers to polymorph into an umber hiilke great
creature easily burrows through the wall, and #®@és pass through to the other side. They makevihg
back to the road, and notice that from this siéevtiall tower isn't particularly heavily guardedtifrus uses a
potion to make himself invisible and sneaks towthredtower for a closer look. The patrolling dragbowever,
senses his approach and calls out to him. Artinetisrchines that the dragon isn't necessarily imnbelgtia
hostile, and strikes up a conversation.

The dragon indicates that he and the tower's itduaisi are enemies of Xvim's followers. They're tight spot
because they know something strange has happeti@d tegion of their home; they can't teleporptane shift
away; and when they try to pass through the grasnthey instantly become subservient to Xvim, tlegiemy.
The dragon agrees to take Artimus to the leadéreofower's forces, a yugoloth.

The yugoloth fills in more details. Thirteen yeago Bane was destroyed and his realm on Gehennamised
for a decade. In that time, fiends from all ovex thfernal realms arrived to stake claims: demons fthe
Abyss, devils from Baator, and yugoloths from Getaenhe Gray Waste, and Carceri. Three years agm,X
the son of Bane, suddenly appeared on the scemenBke a "normal” god, Xvim had little interest his
infernal realm. He spent a lot of time on the Priviegterial Plane, invigorating his new worshippessteey triec
to wrest control of the Zhentarim from the Cyrisistho had taken over in the past decade. Xvimepopulate
some of the fortresses in Bane's realm with caalré&syal followers -- hellborn clerics and sorceyand other
fiends -- but he did not fully claim Bane's realshas own. So the yugoloth and demonic intrudeagest and
guietly continued to claim areas of Xvim's realntlegr own.

Twenty days ago or so, this section of Xvim's realas ripped from Gehenna and brought to the Prersome
sort of "estate transfer" took effect. But Xvim, chuess lawful than his father, likely would notvbgust taken
the Bastion and its environs back to Gehenna. Geghdin't suit him. It is more likely, the yugologh
commander explains to Artimus, that the Bastionigsmdurround lands, have been taken somewhere""els
somewhere more to Xvim's liking. And from there,iddvcould start shaping a realm more to his liking.

Artimus thanks the yugoloth for the informationdaasks more about the layout of nearby fortressesy
defenses and creatures they may encounter, amiteoThe yugoloth explains that the next wall'smfartress
is a temple to Xvim which is currently held by aahtband of clerics and some other defenders, laaiitt
contains a great magical laboratory. Beyond thatrtoavs little. He suspects that the castle on thkdst peak
might hold some secrets, as it is where Xvim spdrat little time did while he visited Gehenna. Heoahinks
that might be the source of the green gas. Ultilpatiee yugoloth would like to have this section@®&henna
returned to its correct place, but if not at leastoving the gas would allow the fiends to leawvelhbbble and
then plane shift back to their homes.

As a token of goodwill, the yugoloth gifts the gantith powerful magic weapons. Our heroes plangieraach
the next wall, assault the temple of Xvim therej age what they can discover. (Ends around Midth)Y

Our heroes continue to trudge up the steep traiitd the next wall. During one night of rest on ey, they
are assaulted by a pair of fiendish scorpion-falkgers and their pet fiendish hook horror, buffigreds are
destroyed. Two days later, the party approachesry Shrine, the temple of Xvim that is builtarthe wall.
Artimus sneaks in and does some recon. He seesmat squads of half-fiend hobgoblin sentriesj@df
armored fiends mounted on nightmares, and a trf@nélish clerics of Xvim. He reports back, and kezoes



prepare themselves for battle.

Artimus returns to the temple, this time invisilled with a silence spell cast on a stone. Thisvallloim to get
off a number of sneak attacks against the hobgaklirries before the alarm is raised. Once theofebe
temple is alerted, the clerics seal themselvesdfieir chapel behind a whirling blade barrier anglobe of
darkness, while the mounted fiends approach toatiteb The opponents are tough but our heroes are than
adequate to the task, and eventually all enemedestroyed.

The heroes do a thorough search of the temple igndwér a veritable horde of magic items. They &lsd
various writings that shed some light on theiraiton. One recent note seems to indicate that >svuterics
throughout the Realms have become reviled not loyihe clerics of good gods, but even by the cdeoicevil
gods. The chief concern is the beasts of Xvim,leod they can destroy utterly the souls of thosg ®ikin
combat. The gods, apparently, are furious thasthes of their worshippers are being annihilatefdc@rse, to
Xvim's closest followers, this is a sign that tlaeg gaining great power and may be able to usdgarsand
hatred of Xvim to coerce other gods and their glengo allying themselves with Xvim.

Other writings (along with a crude map of this fencircled section of Bane's realm) seem to hettthere is
some way to manually lower the force field aroumel area should one decide to do so. And finally hibroes
discover an apparently unrelated shred -lost tale

Our heroes stay in the conquored temple long entugke the magical laboratory there to craft aiozhg
amulet for Artimus, and plan to leave as soon agddkk is completed. (Ends around Mirtul 28th).

After a couple of days of resting and using thepiers well-stocked laboratories to create a magia ifor
Artimus, the journey up the mountain continues. ames travel for two days before encounterirgjlapire-
like tower which is in a state of disrepair and pbetely abandoned. Artimus climbs the tower toabetter
look at the next landmark -- a small fortress theatgs like a bridge over a chasm that the heroes cnoss if
they are to reach their ultimate goal.

One more day of travel brings them to the bridg#réss, Vilespike Bridge. Artimus approaches irblisiand
does some scouting. He sees a few hellborn sosses@mne guardian chain golems, and notes thatnitherside
of the fortress seems to be home to a small swahage fiendish wasps of Xvim. The party decides to
approach invisibly and see how far they can getreethey are discovered. Turns out it's not faery first
steps onto the bridge set off an alarm. A gredtebtllows between the hellish defenders and gre@és. The
sorcerers bombard the party with spells of lighgramd fire and ice, but they are no match for tredgbe
Bastion of Faith.

The fortress is searched and the heroes find emsitof note: a device that, apparently, can loivehuge domnr
around this piece of Gehenna (presumably thengielgdahe green gas of Xvim that clings to it tceictfthe
surrounding countryside); and a teleporter padgbams like it leads farther up the mountain, magusan to th
pinnacle. The heroes rest for a couple of dayslaeal Artimus volunteers to be the first to stepodhe pad.

It is trapped! Artimus is sent back to the tallregike tower, and stricken with a foul poison. Hardy
constitution wards off the poison's effects, andibes a potion of flying to zoom back to the parkytation. In
the meantime, the heroes have experimented wittetéporter by dumping the dead bodies of theis f@eto it,
and are convinced that it is now safe. The hertgsanto it and are transported just outside theaeoe to the
Pinnacle of Hate, the huge fortress atop the maunta

The fortress is almost too big to comprehend. Timaediately obvious entrance is a huge tunnel |gpithto the
mountain itself. Artimus scouts ahead as usualabutie moves down the tunnel the very ceiling aaldsw
become like a giant mouth and start crunching Ivii@! He races toward the end of the tunnel onlfirtd a
locked iron portcullis in place. He hastily tri@sgick the lock as the other heroes rush in tesgsamnd he finally



opens the portcullis, and all are able to escapenthgical hallway, though none uninjured. Beyonithésinterio
of the fortress itself.

The heroes wander the empty, desolate halls d?itm@acle of Hate for hours. The place has the appea of a
rotten tooth -- decayed on the inside from lacktténtion and use. Eventually the heroes canheyl are
approaching a much larger room. Artimus again sahead to see what lies within.

He discovers a roughly rectangular room about €@0lbng and nearly as wide, decorated with pillstatues,
and raised platforms, and cut down the middle bgraow river of steaming black fluid. Atop the hégt
platform stands an armored corpse, and it is aceom by a pair of armored constructs known adebatt
horrors. Artimus retreats to inform the party, déimely prepare for an assault. However, they discthadrthe ev
power surrounding the Pinnacle prevents any of them becoming invisible, and so they abandon tae o
approach stealthily. Instead, Artimus, Dunthart{gil form), and Seybel approach the entrance ¢ortiom
boldly.

The armored corpse turns out to be a lich formenhfthe body of none other than Caernarvon, thedorm
second-in-command of the Bastion who'd been assdssi during the whole "dead magic poison" episbide.
sadly informs the heroes that he must prevent tinem using "the portal”, and explains that neaibyg h
currently non-functioning portal that leads to GarcUpon further questioning he reveals that XWias stolen
the Bastion because of "what lies in the secregredry” and that Xvim, while currently weakenecig
massive effort, is gaining power again as his ggrd beasts roam many Prime Material worlds fegsin
souls and sending that power directly to him. Admshouts that it is time for Caernarvon to DIE andther
battle begins.

There's something strange about the huge roomgkhelevery few seconds it appears to change Gze.
moment you might be five feet from your opponenaorally, and then suddenly you're 50' or 500" aways
forces the heroes to rely on ranged attacks argechmagic moreso than usual. A pair of earth eléaleand a
fiendish tiger appear during the battle, and theyage to do some damage to the heroes, thouglatte b
horrors go down fairly easily. The lich is fairlydestructable at first, as he has many roundssiodedensive
magic (though alternating with devastating spdis blade barrier and flame strike). Ultimatelyptigh, the
heroes make their way across the continually sigiftoom and finally destroy Caernarvon's lich.tim last
gasping breath, the old Caernarvon's good natemsé come through for a moment and he warnsdttg p
that they must lower the force field before theg aae the portal. The heroes, though, realize tigst do one
other thing first: find a way to stop the produatiof the green gas. (Ends around Kythorn 2nd)

The heroes investigate two adjoining rooms. Onéasos a free-standing arch of stone, with its kexyst
missing. The other is an immense library. Upond®ag it, they discover another copy of thag-lost tale
they'd previously discovered, but this one hastautdil notes. They indicate that the popular histarthe
gautiere is mistaken, and that the god of the ti@ckrecently been rescued from his prison andtexuwith his
people upon the plane of Carceri. There, he creafgtadise for them. A short while ago, this Itesidm shifte
away from Carceri, leaving the original barren desefinal note says, "Complete isolation - primeal estate -
perfect for our master's new home."

The heroes rest for a while, then continue on. Tdexmide that the source of Xvim's green gas musieddo the
vile black river coursing through the temple. Tliest explore a little way upstream but turn badken the rive
seems to split into several tributaries. They tgolore downstream, and find that the black sluéges into a
huge metal contraption that apparently turns d thie green gas and sends it on in a half-burigelipe. So
they head upstream again, hoping they can findliheate source of the black sludge.

While wandering through the halls of Xvim along tilack river, the heroes confront a gigantic fishdsnake
swimming in the murk, and this battle draws thergton of a pair of half-fiend fire giants who dhealls of
Xvim. Their evil powers almost destroy the partyt Quick thinking by Vasp allows the party to reeofor a



few moments inside a double-thick dome of ice cagurom a staff. The heroes ulimately defeat tiaatg,
though during the encounter Austin falls into thver and discovers (the hard way) that it is venispnous.

Finally, all tributaries join together again ane theroes find the source of the evil fluid: a largem where
dozens of celestial creatures (some humanoid, satere hung on hooked chains, where their bloat a
anguish are allowed to drip into holes in the fladnch in turn feed into the black river. Tendirng tcelestial
prisoners is a cerebrelith demon and a trio of ¢tmlpses. The heroes fight a tough battle agaiestvil
attendants and are victorious.

When the melee stops, the heroes can hear whigpeanrheir minds. The tormented fiends, who hasenso
visciously mutilated that they should by all righes dead, are sending telepathic messages to tttye-pd_et us
die!" It turns out that the chains upon which tegre hung had the power to sense when the cetesiak
close to death and could provide just a little imgphs needed to keep them alive and in tormerd.hEnoes
discover how to stop the chains from healing theomers, and one by one the celestials die. Theitsvisibly
leave their bodies, sink through the floor, anah tilne vile black river of evil into a pure whiteer of goodness.
One spirit finds its way to the body of Austin'srfeer animal companion and merges with it, bringtrizack to
life as a half-celestial wolverine.

The heroes follow the river back through the mdétunnels, and see that it turns into a white ghismately
the gas pipeline leads to the side of the mountelere it pours out into the air, changing the darfhgreen gas
clinging to the force field bubble pure white. Tineroes then return briefly to Vilespike Bridge the teleporte
and lower the force field. The white gas escapeslessly, and finally the heroes can see the lyeosFaerur
overhead.

This part of their task done, the heroes head tmackilization. They find that the makeshift campBastion
survivors is mostly deserted. Only Ravenglass asikkéeton crew are there. Ravenglass is thrilledl ttie
heroes have managed to succeed thus far. Hehtetis that Zhentil Keep has massed an army of Zhentar
preparation for an attack on Torm's holy city ohras, so all available clerics and warriors dedateTorm
have been sent there to fight. However, since Toctatrics (except for Cecelius) are cut off fronriits power,
there is little hope they can survive the onslaught

The party travels to Westgate to reprovision théweseand upgrade equipment. They also petitioreaccof
limater to divine the location of the keystone tioe currently non-functional portal (presumablydieg to
Carceri). They are ready in a day or two, and Hesauk to the Pinnacle of Hate with a clear picture/loere the
keystone must lie inside.

They converge on a circular room that turns oltg@ pair of concentric rooms (one narrow corrataund a
central circular room). Its guardians are a patoafyh vermin known as bonespears and a quartihlish
mummies, but the heroes defeat them in a hard-tcuagtle. Inside is the missing keystone.

The heroes return to the portal room, restore #ystone, and stand back as the portal shimmersands to
life. (ends Kythorn 10th)

"The Path of Duty" -- Our heroes step through the portal without delag find themselves atop one of three
tall stone spires in a desert. Somehow Seybel argtiifail to arrive at all, but on one of the atkpires
appears a stranger. The presence of the partpféets alarm, and several creatures appear anckatathree-
eyed dragon shoots paralyzing rays out of its eéeire, an asp-headed manticore fires spikes dtetees, and
a quartet of magma mephits rises out of a pochwd ko harrass the party. The heroes use a conairgit
might and magic to defeat these guardian creataresthey find a cache of magical and mundane geias
nearby cave.

The stranger is Gannon, a warrior from anotheregléte introduces himself, and the heroes do likewtdss



clear that they will need each other if they arsuovive here on Carceri. Cecelius tells the ptréy oddly
enough, he feels that Torm is closer now than lee leas been before.

The party, seeing no immediate clues as to howdoged, heads toward a rocky badlands area. Taegltr
along a worn path for a couple of days but seagrs2f life. Eventually, they leave the badlandd at the
edge of the desert is an abandoned village compadsetly of animal skin tents. Artimus scouts ahead
discovers it is being searched by a band of demidmsy have four decidedly non-demonic prisonetewm
Cecelius summons a trumpet archon to assist antktioes easily defeat the demonic slavers. Stranhgeé of
the demons has a weapon made of a clear metké-thie nephelium the heroes had seen in the Subitstel,
many months ago. This demon is captured and questidt explains that it found the weapon afteirthand
defeated a group of drow they encountered in tisertle

The freed captives, meanwhile, give what informatieey can. These folks describe themselves agitabl
prisoners” who were sent to Carceri years ago. Tieayd that one orb on the layer of Minethys hazbbe a
green, lush paradise created by the god of the haitisknown as the Tiere, so they travelled theend lo, it
was true. They lived on this orb for months, arehtbne day it was all gone, and so were the Tidrey'd
struggled to survive on this orb for months, arehtlvere captured by the demonic slavers to be asedldiers
in the Blood War. They also note that when thealsentered this village, they found the only Tika they'd
seen in months -- and promptly killed him, as hakéxd too old and frail to be a good soldier.

The party executes the captured demon and sendisrther captives on their way. They search thag# and
find the corpse of the Tiere. After a period oftrasd prayer, Cecelius uses Torm's might to spetktine
corpse. It answers the following questions as #dreyput to it:

Why are you the only Tiere here? stayed behind to deliver a message from my @ddé heroes of
Torm's Bastion of Faith.

Where did the Tiere go?God took them and his paradise with him to a nemdycas he promised.
What is the messageWhen our God was trapped in his temple by a termhirse put on him by his own
followers, the only way for him to escape was tlit $pps essence into several pieces and travebbtite
temple in the bodies of mortals. Each mortal wheeneed a piece of God was exalted to higher leokls
power, but this made God himself weaker. A Godoislike a person. A god can see things before they
happen, be in many places at once and yet be smedieing. This is my message to you. May you be
worthy to carry the essence of a God within you.

The party, satisfied that they have learned alf ten here and eager to find the remains of the gatrol
where the nephelium sword was found, head intalésert, backtracking the path of the demonic stavesr
the first few days the tracking is fairly easy, iliecomes more and more difficult as winds hasgun to
move the sand around. Austin's presence would ¢oimandy! Finally, the heroes find themselves im thiddle
of the desert with no more trail to follow and near direction of where to go. Cecelius commundhl Worm
and learns the following:

Torm is somewhere on Carceri.

Torm's essence is somehow split into pieces andithest be joined together again.
Joining Torm's essence together is no guarantesaaiping from Carceri.

The pieces of Torm's essence are fairly closec¢h ether and in the Bastion of Faith.
Finding the remains of the drow patrol will helgtheroes find the Bastion.

Cecelius then uses more spells to find the walieadtow patrol. Three days of travel later, theoberfind the
remains of the drow. They've been stripped of \aks&m-- and of most flesh, by a swarm of scaralliéethat
briefly harrasses the party. They continue to o#lyCecelius' divine guidance and plunge furthey the desert.

A couple of days later, the party begins to hearing noises like great beasts in the distancethést can see
nothing as far as the eye can see. They travelrmhsuddenly the whole party is overcome by an simo
palpable wave of dread. They have only secondsejogoe when the air in front of them ripples ardige



dragon, apparently made of molten rock, appeaifsp@ssing through a curtain in the air. The herfag# a
desperate battle to keep the beast from destralgamg, with Dunthar polymorphing into a pegasus sorn
can ride him into the sky to do battle and pro@etelius, and ultimately they use Vasp's speléivd multiple
cone of coldattacks to defeat it.

The heroes catch their breath and continue on tbés@ sounds. They pass through a wall of illusicthe
illusion that the desert continued unbroken toltbezon -- and find that, a few miles away andingson the
desert sands is the miles-high chunk of the Basifdraith lands. And around it fly dozens of dragdike the
one they just defeated. (Ends around Kythorn 19th)

The Bastion chunk appears to be somewhere aroundl@® away, and it takes the group 3 more dayssadh:
shifting sands to reach it. As they approach, tteysee that a smallish (800 ft long, 600 ft wik¥) ft high)
fortress is positioned on the desert floor nearctink's base. Oddly, though, the fortress appgedre mobile
for it is built on a pair of enormous rollers. Antiis scouts ahead and sees an odd irs@ct-blob floating abo\
the fortress, clearly keeping an eye on things,thad he sees a red slaad and a formian myrmasghrige
watch. Behind the fortress, high in the wall of thgantic chunk of earth, is a tunnel opening. §uttas is
where the drow had emerged from! Artimus sneak& bad describes what he saw. The more experienced
planar travellers recognize the slaadi as agenigtef chaos, while the formians are proponentsgfelding
law. Neither is considered particularly "evil" apet here they are, working together on Carceri. ko

The group decides to approach the fortress andypwaith the strange guardians. They never get aaehdor a:
the group approaches they are assaulted and abafiebegins. Demonic rat-men operate sonichalify
catapults and huge ballistae, while small squadsrafian myrmarchs (greatly aided by the hoveriogrfain
"observer"), red slaadi psychic warriors, and bdeels under the leadership of a slime-drippingdaatiemon
swarm out of the fortress to attack. The babaudemdclearly heard, in Common, ordering the vasittoops to
"target the cleric and the sorcerer first." Thera iot of flying and going invisible and telepagiand sneak
attacks and more sonicballs and several castinggoafcbrand” and amid the chaos appears from nvitre
fortress a familiar face Austin, along with his celestial dire wolverinengpanion. The battle is hard fought,
ultimately the heroes are victorious, destroying ¢htire contingency of guards and their leaderugih they ar
forced to retreat from some fiendish dire elepharite were nearby).

Austin explains that he has no memory of what hapg@eéo him right after he stepped through the ptota
Carceri. Some time later, he awoke and found hinmsgigry, thirsty, in pain, and bound up. He sligp&to anc
out of consciousness several times. Finally, heaawange sight: the babau demon conversed witie sort o
illusionary image of Xvim himself -a tall devil with black stoney skin, but coveretihacracks and with a gre
light oozing out -- presumably projected from sorhere. Xvim warned the babau demon that the retteof
party was on its way and that they needed to hgpstbfrom entering the Underdark tunnels that weedd up
to the lands near the Bastion. He specifically noseid Vaspacian and Cecelius by name, indicatiagttiey
should be the primary targets. However, Xvim fogdide demon to kill Austin; Austin notices thatidgrthis
part of the exchange Xvim seems to be struggling himself and his voice is different when the ordespare
him is given. Knowing that his friends were on W&y, Austin waited until just the right moment take good
his escape by using his druidic powers to turn @ntat to escape his bonds.

The heroes don't quite know what to make of this they propose that Xvim and Torm may somehowriet
together in some fashion and perhaps it was Tam@svention that spared Austin's life. (ends Kyth&2nd)

After resting on board the mobile fortress (knowraminatol), the heroes press on. Dunthar uses his
polymorphing powers to change into a pegasus amiésell of the other party members to the opemnintpe
Underdark, and they begin the long journey towheddurface. As they travel they note that the fearef the
chunk to Carceri apparently caused some seismiatgctor there are numerous fresh cave-ins altreggway.
They also find regions where the stone is not somtuoken as warped and twisted. Cecelius hasuglt



about using Torm's power to transport him to haaman the Bastion itself, but after discussing igseie with th
rest of the party they conclude that such telepiortas too dangerous given Carceri's penchantoiiting
transportation magic, the teleportation-blockindiasion of the Underdark, and the thought thategithe
warping they've seen in the stone, the Bastion tmghbe exactly where it once was or laid out éyaas it wa:
before and thus teleporting there might be thevademnt of teleporting into an unknown area (neveatally safe
option). So the heroe trudge onward.

A couple of days into their trip, they stumble ugonasty pack of super-intelligent spellcasting vao have
charmed a pair of huge spiders and grells. Itaigh fight, particularly as the room is not wigtlland the floor i:
treacherous, but eventually enough brawn is appdiede charmed minions and plenty of area-affgathnagic
obliterates the rat pack.

The heroes rest up after this draining confrontatfs their rest period ends and they begin todehe cavern,
Artimus spots a pair of beady eyes ahead in thie ¢t investigates and finds a fleeing deep gnonmemThe
gnome, once he's figured out that the heroes drevilanonsters, is pleased to see them and agtreadbgnizes
the holy symbol of Torm worn by Cecelius as beiglgted to the relatively nearby Bastion of FaithisT
gnome, Benko, tells his story: he is one of mansfresblin miners stationed in the nephelium minetty the
Sunless Citadel. After "the catastrophe” occurcethplete chaos errupted among the races in thepart the
Underdark that was transported to Carceri. All ralrlifie and trading ceased and fierce battles iaught
between small pockets of drow, kuo-toans, and duefithe svirvneblin miners holed up in their mif@asa
couple of days, but shortly a swarm of earth creat@arrived at the mines and chased the miners.aiegse
creatures included several normally-placid delveesgeral xorn led by a huge xorn elder, and maogdha.
They apparently arrived to devour any and all néphreore they could find, and were not above kdlin
anything in their way to get to it. Upon hearingsttale, Vaspaican surmises that a combinationas€€li's evil
and the unique mineral may have created some strtbming beacon” that called to the creatures@arthaps
drove them insane.

Benko offers to take the heroes to his leader, wilicsurely agree to lead them to the bowels of Slumless
Citadel. He leads them through tunnels, past wiaatonce a wellhade secret door but is now rubble, and ir
large worked cavern that clearly once served asratmant camp. There, the betrayal is revealed nk&ea
charmed slave, has led the heroes into an ambustirayflayers, gauth beholders, and grimlock bases:

The inevitable battle begins, with the gauths §riurning/inflicting/sleep/paralyzing/stunning/exiséing rays,
the mind flayers attempting (but usually failing)rind blast the group, the barbarians hacking axis and
subsequently getting killed, and the illithid widdeader hurling spells. But in midelee the wizard calls a trt
and the party reluctantly agrees. The mind flayleasjng seen (and felt) Dunthar wielding the "ifvis art,"
seek his help. These mind flayers, it turns ouwt,farmer prisoners. The only way to keep a mingdigrisoner
is to deny it its ability to plane shift via a @atof dimensional anchor. The illithids found a idevthat could
remove the tattoos -- but it could only be operdtgdomeone who a) had psionic skill and b) wadréady
bound by a dimensional anchor. So clearly they a@athar to release them. Very reluctantly the bsragree -
- and in short order the mind flayers and theiragmmg gauth companion are gone. Left behind ar&kBand
several other former mind flayer thralls, now foé¢heir mental slavery.

Benko is in tears and apologizes profusely abaitidception, however much unintended. He explaisisa|
of his story is true, and offers to lead the hetogbe Citadel. They agree. As the next few dasspthe heroes
learn from Benko all sorts of lore regarding dedyerorn and thoqqua.

As the heroes finally approach the nephelium mingke lower level of the Citadel, they hear aleafp ahead.
Artimus, mind-linked with the rest of the groupesaiks ahead and witnesses some thoqquas and Xatindig
with a barbed devil, a gladiatrix demon, and alsgedting wight. The earth creatures are defeatddiily short
order. Artimus hears the fiends discussing whettihey should go fight more earth creatures, bugthdiatrix
warns her companions that Xvim has ordered tha¢#nth creatures be left alone for the most pagariig
Xvim's foul name is enough -- Artimus retreats, tleeoes prepare themselves. In the course of daing
Cecelius once again attempts to summon the truarphbn as his planar al-- but he is informed that th



celestial never returned from the last time he seaesmoned! Cecelius has a sick feeling in the pitieistomac
after hearing that. The heroes complete their pegjpms and then attack.

The three minions of Xvim, in themselves, are notiuch of a challenge though the barbed deviliieq
resistant to magic and causes both Gannon and égtimflee in terror when it strikes them in meldewever,
in short order a bone naga, peering down from liaét $eading from the lower level to the upper lesfethe
Sunless Citadel, sends a projected image downstaspalls at the party while remaining perfectlies®ne of
its most devistating attacks is a spell that roaspacian of his mental capacity. Amid the chaaoatibat and
fleeing heroes, Austin turns into a rat and clirmpssome chains leading up the shaft and Ceceliwvgadks up
the shaft and the two of them confront the nagh witombination of might and magic. The naga usesliof
force to seal the shaft so others cannot joinridng fand is able to resist some spells cast byl{Dedaut
ultimately it is destroyed.

The heroes catch their breath, and after the Wétiroe wears off they all head back into the Unidek. They
hope to rest and then return to the Sunless Citadelsume their journey to the Bastion of FailEnds around
Kythorn 29th)

The "night" passes without incident and soon threé=return to the lower level of the Sunless @itafls they
search the bodies of the defeated guardians, Biekgnome spots a holy symbol of "the Earthcalber'one of
the corpses. He's convinced it belongs to a gndnadtain, a "burrowwarden” known as Droomso. Benko
assumed he'd been killed or driven into the Und&rdden the insane earth creatures arrived atépaelium
mines, but now he feels it's possible that hdisasstund here somewhere.

The party climbs the chains leading through thdtsbhahe upper level of the Citadel. They passtigh
familiar territory -- the large communal living sggaknown as Goblinville, the long hallway where kiodold
sorceress Yusdrayl once held court -- and make Wegy to the guardroom that leads to the outsitherd the
party confronts the last remaining guardians ofGitadel: more barbed devils, gladiatrix demons and
spellstitched wights, led by an undead knight medrn a nightmare that turns out to be formed filoen
corpse of none other than the half-orc Unglar. Sbese guards are joined by a pair of dragon-shsjoed:
golems who breathe ice and lightning at the pdiye battle is hard-fought, but eventually all oppos is
destroyed and in a nearby room the burrowwardeooso, is recovered.

Droomso tells the heroes all he knows, which isnith. He does know that a virtual army of fiendsasg
marshaled on the lands of the Bastion above, atdrtveling through those lands to reach the Bastiight be
suicide. However, Austin has a good idea -- if Dngo, a priest of the earth, can calm the insarta-ear
burrowing creatures, one of them might be abladdltkir way underground to the crypts beneatrBastion.
Cecelius points out that they need to go to thptsrgnyway because their first stop will be theeaeliquary
to visit Torm's body.

The burrowwarden is indeed able to remove the ihsénom the earth creatures, and he convinces ssiva
delver to begin digging a tunnel. For the next thags the heroes follow the delver as it burrowsugh the
earth. Finally, as it begins to near its destimgtsuddenly it screams and is disintegrated bgma tt has
burrowed into the crypts, and triggered a magiead that was waiting for it. As the dust clearg tieroes can
see that they have a "welcoming committee" -- fell-powered corpses led by the very trumpet archon
Cecelius had tried to call upon the previous daynow corrupted into a servant of Xvim. The heragsmore
than a match for the archon and his undead minanmthey are easily dispatched though, agairenbeunter
itself is another sign that they have been antiegha

The rest of the catacombs are empty, though tiie g¢lear that all graves have been defiled. Qesélies not
to think about the fact that the body of his broflé&eoffrey, was interred here somewhere and haseiiher
been devoured or turned into some undead credthecheroes travel through the crypts, find theetedwor an



take the narrow stairway down into the reliquary.

There, they find Torm's ageless body resting iclgsr casket, as before. The heroes are stumpmed what to
do. They discuss the various dreams and signshitaey had over the past few months, and finally Qece
summons up the courage to open the casket and kasigod. The body is cool, but seems to buzz emtbrgy.
The heroes think back to the notes they read aheuautiere, how their god was carried out ofphison-like
temple within the bodies of several mortals. Thisp a&amember their conversation with the dead pakthe
Tiere, and the questions Cecelius was able to ias&tly of Torm shortly after that.

All of the heroes arrange themselves around Tdoody and touch him, but only Vasp understands wheb -
- to him, Torm feels like a magic item waiting te drained. He absorbs Torm's waiting essence ditid him
like holy spellfire, but there is still more, so reeases it into his companions. Soon, each of lsorimming
with Torm's holy power. Vasp's eyes crackle witkrgy and he begins to float a few inches off theugd.
Cecelius grows in stature and sprouts angelic wibgsie becomes a shining, floating shield of ligftte other
characters all gain startling powers as well. Mxtgking, though, is Dunthar. He becomes a bapuwt light.
His mind is still there, but it has grown into sdlmeg more -- a nexus that joins the heroes togethéhought.
Dunthar can ride the waves of time and see a femembs into the future. With this power, he hopegumle
the group, warning them at just the right time ¢olgle this way or that, strike now instead of laé&d so forth.

The heroes know what they must do. Their missiaddehem out of the reliquary, across the catacpartzsup
the stairs leading to the temple in the BastioRath. At the top, Artimus flings open the door @hd heroes
stride forward to fulfill their destiny.

The temple as the heroes know it is gone. In ds@is a wide, high, long cavern of rough stone dinis filled
with a noxious vapor, and the floor is barely theri¢ is mostly a network of narrow stone walkwayeer pits
filled with boiling acidic lava, green slime anchet hazards. At the far end, standing before gitay tattered
tapestry, is a tall devilish-looking man, seemingdyved of black stone, with glowing green eyes. $kin is
cracked in many places, and within him lights fécland dance. It is the god Xvim, and he's beetirvgai

"At last you have arrived. I've know you were cogifor some time now. | knew you would find your way

the Sunless Citadel, | knew you would burrow ifte tombs below, and | knew you would come to cartfro

me. Sadly, you have failed to grasp one simple faoh a god' Artimus comes up with some defiant comment.
Xvim responds, "You don't see it, do you, blindl&®l am breaking down the barriers! Allies fromass the
planes are rallying to my cause. Soon ... law, chgosd, evil -- none of it will matter. All will bene, and all

will praise the name Iyachtu Xvim." And the finadtbe begins.

Xvim is not alone, as it turns out -- he summonthfthree huge hand-shape constructs made of ptoe, fand
conjures a pair of fiendish haliragon hydras as well. The heroes, though, now el by Torm himself, a
not particularly challenged by these minions. Skiatter this, the tattered tapestry reveals itselbe a huge
cloaker that also attacks the party, using its sitamg moan to put Cecelius out of commissiorafarhile.
Xvim himself is able to call upon fiendishly evpdalls, and he wreaks havoc with the heroes fronstarttce.
Still, the characters are mostly able to hold th&mn, especially with the warnings and help frormiar.
Artimus is able to launch devastating sneak att&cka the shadows. Vasp hurls a lot of spellfiran@on uses
Torm's might to appear anywhere on the battleidill and launch powerful attacks with his swaofghd
Austin assumes the form of a huge air elementaflgeglabout the battlefield buffeting opponents.

During the battle, Xvim taunts the heroes with pisea of endless torment. However, the heroes liegianse
that Xvim's greatest weakness is that he doesd&mstand what he is. The heroes even witness fkmgao
himself as if he had a split personality. At onénpbe says, in a completely different voice, "Borry, son.
Your time as almost come."” Then he shakes his aeddhouts, "Who said that?"

Suddenly, Cecelius has a vision -- a memory ofealr he had a few months back. Torm and another man
wrestling ... then wrapped in a cocoon of greehtlig Suddenly he realizes that not only is Toomshow
inside Xvim, as the party had been suspectingdorestime, but also Bane, Xvim's father and the



"destroyed" by Torm. Cecelius addresses Xvim ifearcvoice: "You're not a god. You're nothing bushell."

Xvim, now confronted with the reality of his existee, that he is not destined to rule the multiveitsa he is
nothing more than a seed carrying Bane's lifefarod, accidentally, Torm's, cries out in denial. glswing
eyes grow dim, and he becomes as "mortal" as drgr ot the room. The heroes press their advantatye w
physical attacks and spells. Finally, Vasp blastswith a disintegrating ray and Xvim's stony exeshatters
into dust.

The lights that were pulsating within Xvim are ntreed. They grow larger and brighter and become two
towering men locked in a death grip. One is cleBdye, looking stronger and healthier. The othdioisn,
looking weak. He turns his head and looks at thiey@and whispers, "Please..."

They know what to do. The heroes rush toward Vasptauch him, and he draws the splinter of Torreseace
out of each hero into himself. Then in a tremenddast, he fires the essence directly at Torm. Dagful One
grows stronger and larger and suddenly he givesat gry -- and hurls Bane up through the ceiliigi labove
and away from the battle.

Torm stands triumphant, finally whole again aft@8rykars of being split into two pieces. With therest¢
thought, he restores the lands of the Bastiondw tight place in the Dragon Coast of Faerun asthapes the
Bastion buildings to their former shapes. He tuothe heroes and thanks them for their stead&asiton to
duty. And then he departs to stop his followersftoeing massacred by an army of Zhentarim soldieas the
city of Tantras.

Torm is restored. His church, Cecelius knows, sk again, stronger and more faithful than bebarealso,
perhaps, with more humility and charity than it kaswn in some time. The path of duty is not easy,if the
cause is just it leads, in the end, to triumphdgéeRlamerule 2nc



