
[Back to Bastion of Faith Campaign Page] | Updated August 3, 2003 

 

Adventure Log: Bastion of Faith Campaign 

 
"Tears of Ilmater" --  On the morning of Eleint 30th, 1370, our heroes (along with everyone else at the Bastion 
of Faith) are informed that there are to be some organizational changes at the temple which has been their home 
for months or years. The affiliates, clerics and paladins which make up the temple's population are to be mixed 
together into interdisciplinary "squads" with a higher-ranking Bastion member as their squad leader. Cecelius, 
Artimus, Austin and Jaer are among those assigned to a tough half-orc named Unglar.  
 
Unglar's first unpleasant task is to inform Cecelius that his brother Geoffrey is dead. Seven days prior, Geoffrey 
and two other low-ranking bastion novitiates were sent on a "simple" mission to just scout out a newly-
discovered ruin a few days away. They never returned, and divination magic reveals that they are dead. 
Furthermore, Unglar informs Cecelius that he won't be assigned to the team sent to find his brother's body. 
Unglar then makes a suggestion that even though he hasn't been assigned to the task, Cecelius might feel bound 
by a higher "duty" to do so. He indicates that Cecelius and anyone else who wants to be involved should meet at 
the stable tonight. After Unglar departs from their first meeting together, a snooty paladin notes that Unglar was 
once a paladin but couldn't hack it and is now a lowly warrior. 
 
Our heroes decide that doing what is right might outweigh any possible punishment (particularly since the 
Bastion is pretty lenient with the affiliates), and so they agree to meet at the stable. There, Unglar has arranged 
horses and provisions for several days' worth of travel. He describes how to get to the ruin that Cecelius' brother 
had been sent to scout. Our heroes ride off into the night during their "free time," but understand that come 
morning they are officially AWOL from the Bastion. 
 
They ride until they get to the main road between Reddansyr and Westgate, and then rest for a few hours until 
dawn. By late morning they have spied the small ruin that proved to be Geoffrey's doom -- a small square 
structure on a slightly larger, raised stone platform. On one side of the building several kobolds guard an 
entrance, while on the other side three rough humans led by a half-orc load boxes of stolen goods into a wagon. 
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Artimus is able to read their lips from a distance and determines that they are planning on heading out shortly to 
take their goods to Teziir, a nearby city. 
 
The heroes decide to ambush the wagon and the bandits as they come through the woods. They place a log across 
the trail and hide in the trees. When the wagon comes around a corner and is forced to stop, our heroes attack. 
Artimus fires his bow from high in a tree but is eventually wounded by crossbow bolts from the kobolds. Austin 
battles the human guards until he is wounded into unconsciousness by them. Cecelius bashes the half-orc leader 
with a mace. Jaer uses a spell to enhance his footspeed and uses this to get into position to fire off rays of frost 
and color spray spells. Eventually our heroes prevail, though one kobold and one human manage to escape, and 
Austin is sorely wounded.  
 
Cecelius heals up who he can, and the heroes tie up the kobold leader and the half-orc leader. Artimus searches 
the wagon and finds lots of stolen goods (mining and carpentry tools, cloth, spices, armor, four bottles labeled 
"antitoxin", a potion, and a bunch of silver coins). They head to the nearby town of Reddansyr and turn the 
criminals in to the authorities along with most of the stuff from the wagon, but not before questioning the 
criminals. They gather that this was a simple banditry setup, with the kobolds raiding merchant caravans and 
delivering the stolen goods to the half-orc and his gang, who were going to deliver the goods to someone in 
Teziir. Cecelius is able to get the half-orc to describe where he last saw the bodies of Geoffrey and his 
companions -- inside the ruin on the lower level. The kobold explains that they were just using the ruin as a 
temporary storage facility, and that there's a whole section they never explored. Cecelius convinces his friends to 
return to the ruin the next day to gather the bodies and finish Geoffrey's task of discovering what the ruin 
originally was. 
 
On the morning of Marpenoth 2nd, they arrive back at the ruin and enter. They find the building's first floor is 
just one large room with a stairway heading down. Artimus fails to detect a tripwire on the stairs heading down 
and almost plunges into the darkness below but catches himself at the last minute. At the bottom of the stairs, the 
heroes find a storage room where the kobolds apparently kept their stolen goods, and where Geoffrey and 
companions fought and lost their final battle against evil. Cecelius and Austin carry the bodies upstairs while 
Jaer and Artimus explore an unexceptional nearby room. 
 
Eventually they come upon the locked door the kobold had mentioned. Artimus picks the lock and beyond they 
find an old alchemist's lab, with broken furniture, bookshelves, and a pile of trash. Artimus pokes at the pile and 
disturbs two monstrous spiders. They are easily dealt with but one does manage to bite Artimus. He swallows a 
bottle of the "antitoxin" he found among the stolen booty from the bandits previously -- and discovers that the 
antitoxin is in fact poison! Artimus is severely weakened by both the spider venom and the arsenic he drank. 
From the pile of trash the heroes do extract three potions (a cure light wounds potion, an antitoxin, and one yet 
unidentified). 
 

 
Our heroes press on, eager to uncover the mysteries of the building. The next room is an ancient infirmary, where 
the slaughter of dozens of innocents took place long ago. Rows of broken cots are accompanied by corpses of 
patients who were brutally slaughtered by some invading force. As the heroes enter the room to investigate, they 
hear the sounds of movement at the far end of the room. Two bloody sheets rise up as phantoms and begin to 
float toward the heroes. One of the sheet phantoms moans, "I was sick and injured, and you murdered me!" 
Cecelius uses the holy might of Torm to turn the undead spirits away, and the others make short work of them 
with bows and crossbows. 
 
At the far end of the room is a winch/platform mechanism that can apparently be used to access a lower level. 
Though it takes some doing, the heroes manage to get down to the next level, which is just one huge room as big 
as the whole upper floor. In the center is a depression with amphitheater-type steps leading down, and in the 
middle of the depression is a large statue of Ilmater. On the walls are mosaic panels depicting Ilmater's "bound 
hands" symbol, but crudely painted over them is the symbol of Bane -- a black hand, palm outward. As Cecelius 
inspects one of these hand symbols, he has a vision of a pair of menacing green eyes appearing in the palm of the 



hand, but the vision soon departs. 
 
From a dark corner of the large room, a grunt and shuffling are heard. The heroes ready for battle, and they soon 
see a horrid creature left here by the invading Banites -- an ogre corpse animated as a zombie. The creature 
staggers forth and pummels Jaer to unconsciousness, but the others use strength of arms to smite the foul zombie. 
 
The heroes split up and search the circumference of the room. They see more dead bodies, this time apparently a 
number of Ilmatari priests apparently killed by the invading Banites. Austin and Artimus have the urge to head 
toward the center of the room, and that's where the room's second menace -- a pair of darkmantles that were 
clinging to the ceiling -- attacks. They create a globe of darkness, and then drop down on Austin and Artimus. 
Austin's head is engulfed by one of the octopus-like creatures and is rendered unconscious as it strangles him. 
Artimus is battered by the second but manages to fend off strangulation just before falling unconscious himself. 
Cecelius and Jaer enter the darkness and drag their companions out. Brought into the light, the one attacking 
Austin detaches itself and flies toward the ceiling, as does the one that Artimus dealt with. Cecelius heals Austin, 
and between the three remaining conscious heroes, they use ranged attacks to slay the darkmantles. The darkness 
they created eventually disappears. 
 
Austin heads into the middle of the room to investigate the Ilmater statue. It is covered with crude writing that 
spells out the dogma and beliefs of the church of Bane. Closer investigation reveals that the statue is weeping 
tears. Austin moves to clean off the statue, but triggers another treachery left behind by the Banites -- a glyph of 
warding that zaps him with a lightning blast. He's again down for the count. 
 
Out of resources and needing rest, the heroes hunker down for several hours of sleep. When morning comes, 
Cecelius heals up his friends. They again try to clean the statue, this time with success (as the glyph had been 
triggered). They also clean the crude Bane symbols from the mosaic panels on the walls of the chapel. After this, 
they begin the grim task of carting out the bodies of the slain Ilmater priests and the patients from the infirmary. 
They decide that the actual burial or burning of these two dozen or more corpses should be left to others, so they 
head back to the Bastion to report in. 
 
By the middle of the next day (Marpenoth 4th) they have returned. Abba Gaius and the others listen closely to 
Cecelius's explanation of why he left against orders, and what he discovered. They are pleased at the news that 
the Ilmater temple is cleared out, and that Geoffrey's body has been recovered. The heroes turn over the poison 
they took from the half-orc bandit previously. All of the heroes are handed down light punishments for 
disobeying orders, and after a couple of weeks of manual labor, the affiliate novitiates are inducted into the 
Bastion as full-fledged affiliates. (Ends on Marpenoth 16th). 
 

 
"The Sunless Citadel" -- In mid-Uktar, our heroes are called in to speak to the High Inquisitor, Ravenglass. He 
explains that one of the vials of poison taken from the half-orc bandit is resistant to magic. He asks the team to 
investigate, as such a poison could be a devastating weapon in the wrong hands. Cecelius supposes that there 
might be a dead magic region somewhere in the area and that someone might be using it as a place to concoct a 
magic-resistant poison. The team decides to head to Reddansyr to see if they can find the half-orc, as that is the 
last place they saw him. 
 
As they travel toward Reddansyr, they encounter a terribly wounded dwarf who is dazed and incoherent and 
reeks of body odor. His condition (including the smell) has been caused by a disease passed on to him by a rare 
species of giant lizard, which infected him with a bite. The lizard has been tracking the scent of the dwarf and 
our heroes spot it not too far away. They manage to get the drop on the creature, and Artimus does some 
impressive shooting with his bow, slaying the lizard. The heroes heal the dwarf as much as possible and take him 
with them to Reddansyr. 
 
When they arrive, they find a place to stay and tend to the dwarf's illness. The next day is spent gathering 
information. They learn that while the half-orc (nick-named "Brownie") hasn't been in town for some time, a 



local man named Thyrius might know something about him. They find Thyrius in the Giant's Folly tavern, and 
question him. He does recall Brownie talking about a magic-resistant poison and the fact that it was being 
manufactured somewhere between Reddansyr and Westgate. But that's all he knows. Our heroes, confident that 
they've learned all they can and having tended the dwarf long enough for him to make a recovery, decide to head 
to that area to meet with one of Austin's fellow rangers, a centaur named Rezzik. 
 
During the next day's travel, a bard from Westgate stops the group on the road and informs them that King 
Azoun IV of Cormyr is dead, as is his heir, Princes Tanalasta. Tanalasta's infant son, Azoun V, is now king; the 
country is ruled by a regent, Azoun IV's younger daughter, Princess Alusair Nacacia Obarskyr. This is pretty big 
news, as Cormyr is one of the few strong lawful nations in the region. Some folks from the Dragon Coast region 
believe that Cormyr might invade in order to stop piracy and other illegal activities that affect Cormyr. 
 
Later that day, the heroes arrive at a pool in the forest between Reddansyr and Westgate where Austin last spoke 
with Rezzik. Austin finds fresh tracks in the light snow, and after the group sleeps they follow them for several 
miles. Rezzik approaches the group and the heroes explain what they're looking for. The centaur doesn't know 
where the dead magic region might be but knows someone who might -- an elderly druidess named Leena the 
Green. Rezzik brings Leena to the heroes the next day, and she indicates that she does indeed know of the dead 
magic region. She will tell the heroes where it is -- if they do her a favor... 
 
Eight years ago, Leena's lover, a fellow druid named Belak, joined a company of adventurers to investigate 
goblin raids in the region of Oakhurst. This company included a novice paladin of Torm named Bradford, as well 
as a wizardess and some others. They entered a rift in the earth near Oakhurst and never returned. Leena has 
since used her scrying abilities many times, and has seen that Belak is still alive. In her visions, he is in a very 
dark place, tending a large tree. She has even seen Bradford and this female wizard in her visions. When she 
views Belak, she senses great evil. She asks the heroes to go to Oakhurst, enter the rift, and see if Belak is there. 
 
The team agrees and heads back to the Bastion. They report to Ravenglass, who indicates that Bradford was 
indeed an initiate several years ago and disappeared while on a mission to stop goblin attacks in Oakhurst. Our 
heroes decide to follow in Bradford's footsteps. 
 
They arrive in Oakhurst late the next day and begin asking around. They learn several interesting facts about the 
goblins and the history of the area. In particular, it seems that shortly after Belak and Bradford disappeared, the 
goblin raids stopped. In fact, the goblins started trading with the town. Each year they would bring a magical 
apple and sell it for about 50 gp. This apple had the power to cure any disease, wound, or poison. The townsfolk 
tried planting the apple's seeds each year to see if they could grow their own tree, but each spring or summer the 
tree would mysteriously disappear. Along with these disappearances, livestock would be attacked but no sign 
other than strange claw marks were left at the scene of these attacks. As for the hole in the earth, this rift was 
once the site of a great citadel. It was swallowed up in some cataclysm. This area was slaver country in the 
distant past, with slaves being marched to the citadel and then down into the Underdark. It's been hundreds of 
years since the citadel was swallowed up by the ground. 
 
Things have changed recently, however. Kobolds have been encountered more frequently this year than in the 
past. And the goblins did not appear this year to trade their magic apple. Finally, a shady group of characters was 
spotted heading down the old road toward the rift in the earth just a couple of days ago. 
 
Our heroes head toward the rift. They find boot tracks made by about ten people; Austin notes that most of the 
tracks are too shallow to be normal men. The tracks lead right to the rift in the ground. At the rift, six men stand 
guard. The heroes try to sneak up but are spotted a few dozen yards from the guards. One guard tells them to go 
away, and when the heroes refuse, a fight breaks out. Four of the guards turn out to be skeletal warriors, who are 
forced to flee before the might of Torm. The other two (a human and an orc), put up a fair fight. The human 
attacks with a crossbow but is killed at a distance by Artimus, while the mighty orc nearly kills Cecelius before 
being dazed by Jaer's magic and cut down by Austin. The fellow clerics heal themselves and prepare to enter the 
rift. (ends on Uktar 23) 
 



 
Using a rope ladder left by the very party whose tracks they've followed, the heroes descend into the chasm. At 
the bottom of the ladder is the top of a zig-zag staircase running along the chasm wall even deeper into the 
gloom. At one landing about 20 feet above the canyon floor, the heroes are surprised by a pair of stunted, leafless 
bushes that animate and attack. One pushes Austin off the ledge to the ground below; our heroes are able to 
destroy the plant-creatures before they do too much more damage. 
 
At the bottom the heroes see the remains of a long-abandoned citadel that was apparently sucked into the chasm 
during some sort of cataclysm. Artimus narrowly avoids plunging into a pit trap before the door that leads inside. 
The first room is a gutted tower, where several fresh goblin corpses are found. From here, the heroes explore a 
room with a magically locked door that apparently requires a special key. They backtrack and follow a hall 
leading to a guardroom where three kobolds and a kobold champion astride a lizard mount put up a spirited 
defense. T'saguul, the kobold champion, is wounded to unconsciousness but revived by the heroes. When Jaer 
explains (in Draconic) that they are not here to destroy the kobolds, but to seek Belak (whom the kobolds call 
The Outcast), she explains that Belak has been helping the goblins of the citadel by providing these plant-
creatures to assist in attacks against the kobolds; and that recently the goblins (with plant-creatures helping) 
kidnapped a white dragon hatchling that was the kobolds' ally. T'saguul agrees to bring the heroes to her leader, 
an aged kobold female named Yusdrayl. 
 
As T'saguul leads the heroes into the audience chamber, they spy another group already bargaining with 
Yusdrayl. The spokesman is a bald human in banded mail; he is accompanied by a dragon-tattooed elven woman 
and four animated skeletons in robes. The bald man negotiates successfully for a key to the magically locked 
door the heroes had encountered earlier, agreeing to retrieve the kobolds' stolen dragon hatchling in return. He 
and his entourage depart, apparently without even noticing the newcomers from the surface. 
 
Yusdrayl is quite keen on allowing the heroes to move through kobold territory unmolested in exchange for the 
possibility that they may rid the goblins of Belak. She explains that there are basically only two ways into goblin 
territory -- through a well-guarded hall, or through a more abandoned "back way" that the kobolds fear for some 
reason. She allows the heroes to rest in an empty room near the main guard area. (ended Uktar 24) 
 

 
As our heroes are bedding down for some rest among the kobolds of the Sunless Citadel, T'saaguul the kobold 
champion mentions that there are other human captives among them and asks if the clerics of the Bastion would 
like to meet them. The two captives turn out to be Lia and Shara Odesses, sisters who were travelling from 
another church of Torm far to the west to transfer to the Bastion of Faith. Lia is a tremendously strong warrior-
priest, and Shara proclaims herself a simple cleric of Torm. Shara immediately draws strange looks from the 
heroes with comments about her "mother" -- apparently the kobolds stripped her of a necklace with a special gem 
on it, and Shara believes this gem talks to her. T'saaguul is in fact wearing Shara's necklace. Aside from this 
theft, the kobolds return all of the gear belonging to the two sisters, and it is agreed that they will join the heroes 
in their quest to confront Belak. 
 
They rest the night, but while on watch Austin overhears the bald man asking to speak with the kobold queen -- 
something about discovering a "game room" and needing a book that might have instructions on how to make it 
work. The next day the heroes get ready to enter goblin territory. 
 
It's slow going at first, for the heroes discover a long tunnel infested with a bubbly, crusty mold. When they step 
on it, it releases spores that have a hallucinogenic effect that makes them want to run away. After several 
experiments with it, Shara is selected to receive the benefits of a prayer to remove her fear, and she then takes 
several minutes to try to clear a path through the mold. She makes it to the end of the tunnel, opens a door, and 
an animate shadow shaped like a goblin attacks her and chases her out of the area back to her companions. The 
shadow attacks the group, but is finally turned and flees back down the hallway. All of the heroes manage to 
follow it for a bit through the moldy corridor, but it eludes them. 



 
Beyond the mold, the heroes find dead kobolds (apparently slain by the shadow), a dry fountain, and goblin 
tracks leading to a fairly obvious secret door. Beyond that door is a small room, and the door out is trapped with 
bells. This alerts goblins guarding the caltrop-strewn hallway beyond. Still, it doesn't take much effort to kill one 
of the goblins and chase the other off into the next goblin guard post. A short battle ensues and soon six goblins 
have been slain by the heroes with almost no harm to themselves. 
 
Nearby is a jail with three kobold captives. They answer a few questions put to them, and then eagerly run off to 
rejoin their tribe. The heroes learn that Belak lives below in an area called the Twilight Grove, and that he is 
providing the goblins with an almost endless supply of warriors -- the twig blights. 
 
Our heroes press on into goblin territory. They find a door that is very cold, and assume the missing white 
dragon is beyond. They then find a guard room and slay all but one goblin guard; they get him to lead the group 
past a trap and back to kobold territory. Here, the heroes talk with the kobold queen and manage to get Shara's 
"mother" back by promising to retrieve the kobolds' white dragon. 
 
Finally the heroes make their way to a room where the leader of the goblins, his cleric advisor, four goblin 
guards, and six twig blights valiantly defend their territory -- but to no avail. Austin manages to push one goblin 
into a deep shaft in the center of the room, and the other monsters are destroyed by magic and might, though the 
chief merely lies unconscious by battle's end. The shaft is lined with vines suitable for climbing, and an eerie 
light issues from it. Could the Twilight Grove lie below? (Ends Uktar 25) 
 

 
Our heroes revive the unconscious goblin chief, relieve him of his masterwork longsword (made of the 
transparent metal seen elsewhere in the citadel) and interrogate him. They learn a bit more about Belak and his 
relationship with the goblins. They decide to tie him up and lower him down the shaft into the room below so he 
can't warn the nearby residents of "Goblinville." Jaer agrees to leave his rat familiar in the room to serve as an 
early warning in case the goblins decide to come for a visit. 
 
Artimus climbs down the vines around the shaft and finds a large room below occupied by animate skeletons and 
rooted twig blights. He climbs back up. Cecelius climbs down, draws the attention of the skeletons, and climbs 
back up -- with skeletons climbing after him. The skeletons make it to the top of the shaft, only to be turned by 
Shara and chased back down the shaft. The skeletons flee from the large room through a rough tunnel to the 
north. Our heroes are attacked, however, by the twig blights, but they make short work of the weird stick 
monsters. 
 
As they are finishing up with the blights, a new menace enters the room and surprises some of the group -- a 
fierce antler-crowned bugbear warrior and his dire rat "hounds." The ensuing battle is hard fought, with Artimus 
tumbling into flanking position but ultimately unable to land a telling blow, and the bugbear continuing to back 
his way into the cave from which he'd emerged. Things look grim for the bugbear until he has a particularly 
successful series of blows that takes out about half the group. A well-timed critical hit from Lia ends the bugbear 
hunter's pathetic life. As all of the heroes are clerics (novices at least), it isn't long before the party is revived. 
 
Meanwhile, Jaer has sensed some fear from his familiar, and climbs back up the shaft. Once up top, he hears the 
sounds of a fierce battle in Goblinville. He sneaks around and gets a glimpse inside the huge room: a force of 
kobolds, along with their pet white dragon (which they've apparently retrieved themselves), is slaughtering the 
remaining goblin warriors, women and children. "Good riddance!" thinks Jaer, and heads back down to meet 
with his fellows. 
 
Our heroes search the brutish bugbear's body, discovering a well-made morningstar crafted from the same 
transparent metal they've seen elsewhere in the citadel, as well as coins and a potion. They follow another rough 
tunnel out of his lair, but as it seems to slope downward and take them away from the citadel, they decide it must 
lead to the Underdark, and turn back. 



 
Our heroes then enter another long pillared hallway that has a series of partially-opened doors. Artimus sneaks 
around for a look. Inside most rooms off of the hallway are a pair of goblins undertaking various tasks (mending 
armor, tormenting a sickly dire rat, making booze out of potato-like tubers, sleeping). When Artimus attempts to 
close a door on the sleeping pair, he alerts the other goblins, and all eight attack. Our heroes' luck runs dry for a 
while, and it takes what seems an eternity to destroy the vile goblins. Finally, though, our heroes are victorious 
(though one manages to run off into the Underdark). 
 
Their healing resources tapped out, the party decides to rest. (Ends Uktar 25th) 
 

 
It's not exactly as nice as a feather bed back at the Bastion, but our heroes rest for several hours unmolested by 
the goblins. They enter an area that clearly serves as a greenhouse for the lower level; in it they battle bugbear 
gardeners, twig blights of a slightly hardier variety than previously encountered, goblins who have concocted 
some sort of plant-killing powder, and compost-spreading skeletons.  
 
They press on and find a small shrine dominated by a magical statue of a dragon that can identify magic items. 
They ID a few items, but from the darkest areas of the room the undead shadow they'd previously encountered 
above attacks. It retreats when turned, but returns as soon as it can and nearly slays Jaer, sapping him of almost 
all of his strength. Our heroes have few tools to affect the monster, but eventually manage to destroy it. 
 
In a nearby ruined library, the heroes find scrolls, potions to help Jaer, psionic devices for Shara, and an 
instruction manual for the "dragon chess room" above. Thoroughly drained of resources, they again hunker down 
for a few hours' rest. 
 
Finally, our heroes meander through halls until they discover the entrance to the fabled "last room." Four goblins 
put up a fight, and one is questioned at length about what he knows of the druid Belak and the twig blights. It is 
determined that perhaps the druid and his companions are under the spell of a strange "tree" that lives in the huge 
cavern beyond.  
 
Artimus uses a potion of invisibility and sneaks into the cavern to investigate. He sees a huge, twisted tree that 
gives off an aura of will-sapping power; the druid Belak, with his skin transformed into bark; Belak's 
companions Sharwyn the wizardess and Sir Bradford the fallen paladin, also with bark-like skin; Belak's giant 
tree frog companion; and several of the larger variety of twig blight. Artimus returns, and the heroes retreat 
temporarily to round up as much of the plant-killing powder as they can, in hopes of somehow using it against 
the evil tree. 
 
Artimus sneaks in ahead of the party and manages to get around behind the druid and the tree. The rest pass into 
an area thick with brambles and briars to approach Belak and the tree. He calls out to them, and explains the 
history of this place -- that it was once an entry point for slaves brought to the Underdark, that the transparent 
mineral "nephelium" was found only here in this cavern, and that a minor war broke out over it among the 
Underdark races. Eventually the deep gnomes opened a rift and sucked the citadel into the ground, then planted 
the tree to serve as a guardian. The tree generates a force field that penetrates the Underdark about a mile out to 
keep out intruders. Belak explains that the tree has gained awareness over the years and seeks to reproduce on the 
surface world. The druid has been helping the tree develop hardier varieties of twig blight to make the journey to 
the surface world.  
 
Belak then tries to charm Lia, but fails, and thus the final battle ensues. Belak manages to entangle most of the 
party for a few rounds while burning selected targets with a flaming sphere summoned by magic. Sharwyn picks 
off heroes with magic missles and daze spells, while Cecelius and Sir Bradford get into a wrestling match. Twig 
blights eagerly approach and tear into our heroes. Eventually, Lia and Artimus are rendered unconscious and Jaer 
nearly falls as well. Jaer manages to dump enough of the herbicide powder around the base of the tree to start to 
kill it. The twigs start wandering around in a confused state, eventually collapsing into piles of lifeless sticks, and 



finally, as the tree dies, so do its human supplicants. Our heroes, battered and burned, stand triumphant. (Ends 
Uktar 26th) 
 

 
Completely drained of resources, our heroes find a place to rest for a while. They then make their way through 
the lower level back to the vine room, up the vines (with the bodies of Sharwyn and Sir Bradford) and into the 
goblin chief's throne room. Beyond, in Goblinville, Artimus spies kobold warriors (including the kobold 
champion) as well as a small white dragon. Artimus tries to sneak in but is spotted, and melee breaks out. The 
champion charges Artimus and skewers him with her little lance. The dragon flies out of range of melee attacks 
and breathes icy breath on Artimus and Austin. Lia gangs up on the other kobolds. Shara's astral constructs help 
battle on the ground and in the air. It doesn't take too much effort (nor too many arrows) to knock the baby 
dragon out of the air and the kobolds are mopped up quickly. 
 
They search the area and a nearby room that served as the dragon's lair, finding a few trinkets. The heroes then 
pick their way back the way they originally came, through goblin territory, through the shrine where they first 
spotted the shadow, through the mold-encrusted corridor, and back to the main guard room (which is vacant). 
One room from the exit they encounter the final marshaled forces of the Citadel -- the visiting Cult of the Dragon 
party (including a cleric, a female elven monk/rogue, several skeletons fortified by desecration magic, six kobold 
warriors and the kobold sorcerer queen. Magic from Cecelius saves the day -- he forces the cleric to flee in fear 
for a few moments, and he channels Torm's might to destroy the skeletons in a single effort. Again, it takes little 
effort for the PCs to wipe out the opposition. 
 
While searching the visiting cleric's body, the heroes find the nephelium key he'd been given by the kobold 
queen. They find the door nearby to which it goes, and enter. Beyond is a large game room with a checkerboard 
floor and halfling or gnome-sized chess pieces shaped like dragons. Jaer uses the book he found earlier to 
command the chess pieces, and this keeps them from attacking the intruders as they move through the room.  
 
Beyond is a trapped corridor, but the trap is found by Artemis. The next room along has a sealed door. Our 
heroes solve four riddles in order to pass.  
 
The next wide corridor is guarded by a devilish goat that turns out to be an imp set here to guard over "the great 
betrayer." Our heroes battle the little fiend, who reveals his true form and uses invisibility to some advantage, but 
who is eventually destroyed. 
 
The "betrayer" he guarded lies in a sarcophagus in a room at the far end of the wide passage; the room is blocked 
by a 10' wide, 10' deep, spike-lined pit. Our heroes rest another night in order to best prepare themselves for what 
lies beyond. 
 
The next morning, Lia tosses Artimus across the pit and Austin jumps it -- or attempts to jump it, he actually falls 
in and hurts himself. Once Artimus is in the room, the sarcophagus starts to shudder and shake, and a roaring 
sound can be heard within. Lia, too, jumps the pit, and the rest of the heroes cast spells or otherwise prepare. 
When the lid finally blows off, Lia and Artimus (standing next to the sarcophagus) can see that inside is a half-
man, half-dragon humanoid, dressed in chain mail and wielding a nasty looking sword. Lia and Artimus deal 
serious damage to it before it rises up and toasts Lia with a gout of flame. Shara creates an astral construct to 
carry her across the pit, while Cecelius drops into the pit with Austin. The two eventually get out (Austin benefits 
from a potion of jumping while the taller Cecelius just climbs up). Jaer nails the dragon-man with a ray of frost. 
And finally the astral construct and Cecelius finish it off with opportune attacks as it tries to retreat. 
 
Our heroes discover that the dragon man's sword is called Goldblight; he also wears a symbol of the dead god 
Bane. These clues later lead them to believe that he might have been involved with the Zhentarim, who are age-
old enemies of the Cult of the Dragon. 
 
The heroes emerge from the Sunless Citadel, and with the bodies of Sharwyn and Sir Bradford as well as the 



knowledge of the final fate of the druid Belak, return to the Bastion for rest and to report in before returning to 
the woods to speak with Leena the Green. (Ends on Uktar 29th) 
 

 
"Dead Magic" -- Our heroes rest up at the Bastion while preparing for the next leg of their quest. During that 
time, each of them has private meetings with various folks both in and out of the Bastion. The group welcomes 
new team member Tandin, a wizard who is contemplating whether to join the Bastion as a full-fledged catechist. 
Jaer, in turn, stays behind. 
 
The group travels to the pool where they last saw the Leena. She and the centaur Rezzik are nowhere to be 
found. Austin tracks Rezzik for a while and finds a fresh grave where presumably Leena has been buried. They 
continue along Rezzik's trail, past dark, until the party hears Rezzik shouting for help. Austin sneaks ahead to 
look and is spotted by strange beasts -- a leucrotta and a boar, both with strange green-glowing eyes and glowing 
green mist seeping from their mouths. A hard-fought battle ensues, with Austin taking nearly lethal damage from 
the leucrotta's powerful bite, but Lia dealing out two mighty critical hits and Tandin assisting with a well-placed 
web spell.  
 
Our heroes rest the night, and find Rezzik's body nearby the next day. They follow the tracks of the leucrotta and 
boar until it crosses a fresh trail, made by human boots and some sort of sled, heading south through the snow. 
The follow the new trail and come upon four men in blue cloaks pulling a sled loaded with a couple of crates and 
a couple of barrels. The group approaches to parlay but things go poorly -- the spokesman of the blue-cloaked 
men is belligerent and tries to scare off our fearless heroes. A fight breaks out, and one of the men is killed, while 
the rest are knocked unconscious or webbed. Further questioning reveals that they had just come from a facility 
for making magic-resistant poison not too far from here, inside a dead magic region; and that farther along the 
trail is a cottage with a stable. Our heroes don the cloaks of these men and approach the cottage, successfully 
bluffing their way to a few new horses, and they and their prisoners head back to the Bastion.  
 
Once there it is confirmed that the goods the cloaked men were carrying did include some of this magic-resistant 
poison. Armed with a fairly precise knowledge of where the facility must lie, our heroes set out the next day and 
arrive about noon at a hidden opening in a hillside. Artimus locates and disables an alarm on the doorway into 
the facility. Inside is a tunnel heading into the darkness. Within just a few feet the party's magical everburning 
torch goes out. Yet our heroes don't experience the typical dead magic headache they'd been warned about, and 
Shara discovers to her joy that she can still tap the Weave with her psionic powers.  
 
Artimus would scout ahead but can't see in the darkness, so the group proceeds quietly together. The hall widens 
and the ceiling soars to about 15'. Down the hall, they see a pair of walled catwalks crossing the hallway about 8' 
off the floor. Artimus and Austin sneak ahead; as they do so, they hear the sounds of someone moving in a 
passage connecting to the first catwalk. Artimus climbs the wall next to the catwalk, peers over and sees no one, 
then hops over the little catwalk wall. He then sees (and is seen by) a pair of hiding hobgoblin warriors, who 
upon spying him pull a pair of levers, dropping a gate to seal off the corridor. At the second catwalk, another 
gate drops. Thus Austin (on the ground level) and Artimus (on the catwalk) are inside the caged area, while the 
rest of the party is trapped outside. 
 
A viscious battle ensues. Lia manages to lift the gate high enough for the rest of the party to slide under it, and 
then she in turn gets under with additional help from her friends. Artimus battles hobgoblins atop the catwalk 
with his sword and bow, and is burned with a thrown bottle of alchemist's fire. Shara summons a couple of astral 
constructs to try to assist. More hobgoblins appear at the far catwalk and shoot at our heroes. Amid this chaos, a 
very small door opens into the caged area, allowing a pair of trained wolves in to attack the group. Cecelius and 
Shara end up crawling through the wolf run, discovering that the room beyond is occupied by more hobgoblins 
and their half-orc leader, and retreating, while Lia, Tandin, and Austin work very hard to get up to catwalk level, 
finally doing so in time to help destroy the hobgoblin crossbowmen. The four hobgoblins and the two wolves 
guarding this corridor are finally slain, but our heroes can't rest long -- the room next door is full of enemies who 
are surely preparing to receive company. (Ends on Nightal 12) 



 

 
Artimus sneaks toward the room connecting to the catwalk areas and spies a hobgoblin rogue but isn't spotted in 
return. The halfling retreats and makes his way around to the other side so he and Austin can both get shots at it. 
Artimus gets off a sneak attack, and the wounded hobgoblin runs down the stairs into the kennel/barracks area. 
Within moments, a half-orc ranger wielding a mancatcher bounds up the stairs followed by a hobgoblin warrior 
with a bastard sword. Another tense battle begins. The half-orc catches Shara in the mancatcher, but Lia smashes 
the device with her sword. Lia and Austin work on the half-orc for a bit while Shara and Cecelius make their way 
downstairs to deal with the hobgoblin sneak and two of his pals. Two are killed while one manages to escape the 
room through another door. Eventually, one by one, the heroes are pummeled to unconsciousness. Tandin is 
knocked out while holding a bottle of alchemist's fire, and as he falls so does the delicate flask -- the resulting 
explosion just makes him that much closer to death. Artimus is disabled with a thrown axe from the half-orc, and 
then slumps into unconsciousness as he valiantly fails to hit his opponent with an arrow. Cecelius spends much 
of the battle holding off the hobgoblin warrior, fighting defensively and whittling away at it before he is taken 
out. Lia finishes off the half-orc but is in turn nearly finished off by the almost-dead hobgoblin warrior. Finally, 
the last hero standing is Shara. She pounds the remaining hobgoblin warrior until he is dead. 
 
One by one, Shara attempts to bind the wounds of her bleeding friends. She then drags them down the main 
hallway back toward the entrance and the edge of the dead magic area. Here she begins reviving her comrades 
with healing magic. They, in turn, heal each other or themselves with spells and potions. Bodies are looted, and 
the fun can continue.  
 
In the kennel/barracks area, the heroes had managed to block the exit door after the hobgoblin sneak escaped by 
piling some of the many crates and pieces of furniture in front of it. As Artimus listens at the door, he hears a 
laughing human voice. He calls out to it and learns that the voice belongs to a prisoner in a nearby cell. However, 
hobgoblin voices can be heard shushing the prisoner. Artimus taunts the hobgoblin guards, who rush to the room, 
break open the door, and get themselves killed.  
 
Beyond is an area with six jail cells. Three are occupied. One holds an unruly hobgoblin; the next, a mad priest 
of Cyric. The last holds a man in rags, his face covered by a silk mask. He gives his name as Crenard of 
Westgate, and explains that months ago he entered the complex looking for gold and glory. He knows of a way 
to be rid of the dead magic area. He explains that to the north, past the main intersection, is an old temple, locked 
up behind iron doors and a very complex lock. Inside the temple is the means to destroy the dead magic area. He 
had the key but it is in with his gear in the jailer's room nearby. The heroes release him and bring him along. 
 
Seeing no option, they form a plan to enter the jailer's room. Artimus tries to use his knowledge of the Goblin 
language to bluff the guards beyond into opening the door. They do so but keep themselves hidden. A brief battle 
follows, with our heroes slaying a human guard captain, a human mercenary, and the hobgoblin sneak who had 
fled the barracks earlier. A brief search of the room reveals a locked annex containing prisoners' gear, including 
Crenard's boots. Inside a hidden compartment is an old iron key.  
 
The party heads back through the barracks to the catwalks, opens up the far gate, and proceeds to the main 
intersection. Artimus sneaks across, spying only a dwarf servant whose job it is apparently to go around keeping 
the oil lamps lit. Beyond the intersection are two short flights of stairs, ending in the iron doors to the temple. 
The doors are decorated in a manner consistent with the church of Bane, a god dead for several years. Artimus 
inspects the doors, and finding no traps, he inserts Crenard's key and opens them.  
 
Our heroes make their way up to the doorway. They see inside a huge temple, wide, long and high, with long 
banners, rafters, pews, an altar, and an idol depicting Bane. All about are dozens of dead bodies, who on 
inspection wear the symbol of Bane. Crenard explains that all that needs to be done is to smash one of the gem 
eyes of the idol, and the dead magic field will vanish.  
 
Cecelius keeps his crossbow trained on Crenard, for he senses something is wrong. Artimus crosses the temple, 



climbs the idol, and smashes the eye. Several things happen all at once.... 
 
First, a shimmering field of force appears at the intersection, blocking access to the temple by the other denizens 
of the complex, but also preventing the heroes from leaving the area. Second, the doors start to swing shut. 
Third, Crenard starts casting a spell. Cecelius fires at him but misses, and Crenard vanishes. Fourth, about a 
dozen of the dead bodies rise up to attack. 
 
Shara manages to block open the temple doors to keep them from closing any farther. The 
clerics are quite successful at using their renewed access to the Weave to turn several of the 
animated corpses. A few, however, are tougher creatures -- a little too tough, in fact. One by 
one, each member of the party is paralyzed by the touch of these ghouls. Finally, only Artimus, 
still atop the idol of Bane, is left unparalyzed, while the ghouls are not injured at all. He says a 
fervent prayer to Torm, promising to do a better job of serving him unselfishly and aiding the 
poor. Torm's might fills him, and Artimus reduces the ghouls to cinders with the positive energy channeled 
through him. As the god's power pours out of him, Artimus sees a strange sight -- the long banners bearing the 
"black hand of Bane" symbol all start to move. The black hand sprouts glowing green eyes -- the mark of Xvim 
for sure -- and then the black hand closes into a fist, with streamers of green light showing between the fingers. 
Artimus blinks, and the vision is gone. 
 
Minutes later, the rest of the party is back to normal as the paralysis wears off. They explore the room. Artimus 
sets off a trap at the altar but finds some treasure there. Shara finds some unusual markings near an alcove 
obscured by one of the banners -- she's certain it's a portal. Tandin gets the urge to set fire to the banners, and so 
the rest of the group hops through the portal, with Tandin finally joining them. 
 
The heroes appear in a domed circular room. Unlike the decrepit, damp, cold environment of the temple 
complex, this room is warm and toasty due to a roaring fire in a fireplace. A large table with a freshly prepared 
meal sits at a large table in the center of the room, and wardrobes, liquor cabinets, and other furniture line the 
walls. A pile of "Crenard's" rags lies in front of the wardrobe. One passage leads out of the area, into a similarly 
shaped room.  
 
An animated skeleton dressed in a butler's outfit shambles up to Tandin and greets him. "Another one, so soon? 
Good thing you didn't get here any earlier, we'd have dueling wizard clones for sure! And my, that's a good 
disguise! Sit down, my lord, and let me get you a drink." Tandin sits and eats a bit of the turkey dinner prepared. 
He starts to question the skeleton, but the skeleton apparently detects some sort of deception or break of logic, 
and collapses into a pile of bones.  
 
Tandin, turkey leg in hand, strides to the exit of the room to see what lies beyond. He doesn't get far, as a pit 
opens up underneath his feet in the passage between the two circular rooms. He plunges 20 feet, seriously 
injuring himself. As he hits the bottom, three small air elementals appear and attack the party. It doesn't take 
much to decimate these weak opponents, however.  
 
The room beyond has three portals leading from it, as well as four open chests. The chests appear to have been 
ransacked in great haste only recently. Inside are a few magical treasures, including a cloak, a ring, a wand, and 
some potions and scrolls. (Ends on Nightal 12) 
 

 
Our heroes, drained of resources and some gravely injured, rest for several hours. They discuss whether it is wise 
to follow this "Crenard" fellow, but have little choice, and so pass through the portal with tracks (discovered by 
Austin) leading toward it. 
 
On the other side is another circular room separated by a 20' drop from a larger circular room. Here, four 
animated longswords attack the party. Only the mightiest of blows from Austin, Cecelius and Lia are able to 
damage them enough to eventually break them. 



 
The heroes climb down into the next chamber, evidently a well-stocked wizard's lab. Hundreds of books and 
thousands of gold pieces' worth of alchemical and magical supplies are here, as well as a crystal ball anchored to 
the ground and yet another portal. Tandin finds two valuable spellbooks, and the party discovers potions as well. 
Another skeletal butler appears, and instructs Tandin to simply use the crystal ball to visualize Zhentil Keep, use 
his teleportation powers, and vanish. When Tandin notes that he has no teleportation powers, the butler reveals 
the "back-up plan" -- drinking the potions and passing through the next portal. The party does so. 
 
Beyond is a world beyond belief, beyond light, beyond good. It is dark as night and hot as hell, and our heroes 
find themselves on a rocky ledge looking out into a smoky black void. A narrow stone bridge leads into the 
gloom. Along the edges of the bridge are crucifixes with the twisted, brutally mangled corpses of humans, demi-
humans, and even some devil-looking creatures. Before they get too far, two flying demons descend from the sky 
and attack; our heroes are able to fend them off. As they continue on, one of the crucified bodies moves, and then 
speaks. The heroes question it and learn that the portal they'd come through connects to many worlds, and that 
the people who come and go as they please through that portal must go to the tower at the other end of the 
bridge, get something, and return to activate the portal to return to their homes. The tortured soul also warns 
them that something evil waits in the tower to destroy them all.  
 
At the end of the bridge is the tower, and its doors are unlocked. Inside is a short hallway. To one side is a map 
room. To the other is a torture chamber complete with tormented victim. Ahead is a lavishly outfitted room, 
inhabited by a devil -- a large humanoid with skin stretched over bones and a huge scorpion-like tail. It cackles 
with glee and informs the party that it knows what they want -- the key to the portal -- and that the key is the 
devil's own blood! 
 
The devil blocks the party's exit with a wall of ice summoned by magic, and a fierce battle takes place. Though 
many are severely wounded, the creature is destroyed. The adventurers gather up the devil's magical and 
mundane treasures, some of its blood, and race back across the bridge to the portal. 
 
When they approach, the portal opens and they can see that it leads back into the temple of Bane. They can see 
inside but are not spotted in return by a red wizardess, her five human Zhent guards, and a guard dog. Our heroes 
get a drop on the bad guys for a change -- Artimus rushes in and slays a guard with his bow while Lia skewers 
another; Tandin steps in and tries to web the wizardess but fails. She, in turn, hastes herself with magic and then 
casts an electrical version of fireball on the party, nearly disabling Tandin and killing Lia outright. Tandin 
manages to get off another web, this time successfully catching the enemy spellcaster, before falling 
unconscious.  
 
The battle from here goes downhill -- though trapped in the web, the red wizardess is still able to get off spells 
like stoneskin (protecting her from further arrow attacks) and an electrical version of ice storm. Our heroes 
retreat with the bodies of Tandin (who is subsequently revived) and Lia, and Tandin manages to use magic to 
lock the doors.  
 
From here it is a frantic race to get outside. Back at the gauntlet area with the catwalks where the party nearly 
met their fate earlier, a duergar psion and her guards use their advantage on the catwalks to fire arrows and sling 
the "invisible art" of psionics at our heroes. Cecelius and Artimus make it to the exit and use their position to fire 
at the dwarves; Shara briefly engages the enemy psion in mental combat but makes little headway. Finally, 
though, Shara gets in the last blow and kills the psion, causing her guards to retreat. Our heroes escape into the 
night. 
 
Their horses are nowhere to be found, so the party starts hiking back toward the Bastion. Tandin uses his magic 
to levitate Lia's body and that helps them make good time for nearly an hour. Hours later the sun rises, and our 
heroes spot one of their horses -- but with green glowing eyes and green mist seeping from their mouths like the 
leucrotta and boar they battled earlier. Artimus shoots with expert precision and brings the evil horse down with 
two arrows. 
 



Finally, the heroes arrive at the Bastion. Lia is resurrected by the glory of Torm's might and grace. Our heroes, 
now ready to profess their vows, contemplate their future. [Ends Nightal 13] 
 

 
"Loose Ends" -- During the next 15 days or so, Artimus takes off and heads for Westgate, while Tandin works 
on scribing scrolls from "Crenard's" spellbooks and the others rest and recuperate. 
 
On the first day of the new year, 1371 DR, Tandin is introduced by Jaer to Madigan, a sailor, bard, and sorcerer 
from the Dalelands by way of Sembia. As both men have backgrounds in the magical arts they hit it off well, and 
Tandin invites Madigan to join the rest of the group when the head for Westgate as planned in a few days. 
 
Artimus returns from Westgate, and the companions meet with Dolacoth, the cleric in charge of approving the 
missions undertaken by the adventuring priests. He approves the party's plan to visit Westgate to continue 
investigating the matter of the magic-resistant poisons, asking them to do a few things along the way (make sure 
the temple of Bane is really cleared out as reported, deliver messages and monetary gifts to Westgate's temples to 
Tyr and Ilmater, etc.).  
 
The heroes head for the temple of Bane. The arrive and slay some more green-glowing-eyed animals (a giant 
snake and a giant wasp, lurking around the entrance). Inside, they battle and defeat a small clan of bugbears who 
apparently had taken up residence in this now-abandoned temple. All personnel and valuables have been taken 
from the area, and even the portal that had lead to "Crenard's" lab and treasure caches is deactivated. The heroes 
do find, however, a stash of silver coins (enough to fill several chests) and about 18 barrels of fine ale branded 
with the "blue hand holding corn" mark of House Thorsar in Westgate. The heroes rest the night, and send 
Tandin and Austin back to the Bastion in the morning to bring back some way of transporting as many of the 
goods as possible to Westgate.  
 
Tandin and Austin reach the Bastion, sleep the night, and start back to Bane's temple the next day with three 
mules in tow. They are ambushed by a trio of fiendish apes apparently summoned by magic. As they maul the 
two travelers, the apes speak with one voice, demanding that Tandin drop "the spellbooks." He drops "Crenard's" 
spellbooks to the ground; they float away; and the apes vanish.  
 
They reach Bane's temple and our heroes load up and head south toward the road to Westgate. Along the way, 
they pass by the cottage and stable where the Zhent mercenaries had kept their horses. On a whim, the heroes 
investigate the cottage and are assaulted by Darvin, the old man who took care of the horses. He screams 
something about "you killed my daughter!" but is subdued. He reveals that he had only been helping the Zhents 
because they threatened to kill his daughter Lorna and his granddaughters, all residents of Westgate, if he didn't 
cooperate. Just a few days ago, as the last of the crew left the temple of Bane, they left a note on Darvin's door -- 
indicating that his daughter and grandchildren were as good as dead. Darvin guesses, because the invading 
clerics of Torm were using horses stolen from Darvin's stables, that he was now perceived to be a traitor and to 
have gone back on his deal. Madigan indicates that perhaps Darvin's kin are not dead yet, and that the heroes 
would be more than willing to help out if they can. Darvin is mollified, and urged to seek refuge in the Bastion. 
Darvin provides the address of his daughter's home, explaining that her husband, Jackob, is a no-good sailor who 
left her a couple of years ago.  
 
Our heroes travel toward Westgate, arriving late at night and opting to stay at an inn outside the city. Madigan 
performs songs and poems to great acclaim, perhaps putting on one of the greatest performances of his life; 
Artimus, meanwhile, plies the crowds of merchants and travelers for news of Westgate.  
 
The next day the heroes enter Westgate. They begin by visiting the home of Lorna -- where they find, upon 
cursory inspection, that there has been no forcible break-in, and no evidence that they packed up and left. An 
elderly neighbor witnessed the fact that Lorna was taken one way and the girls another, and all were in the 
company of black-clad rogues. "The Night Masks" is her theory.  
 



The rest of the day is spent on various tasks... 
 
Austin does his level best to track down a particular potion maker in town but has little luck.  
 
Tandin purchases a scroll and a potion from the Thayan Enclave outside of town, noting that it is a pretty big 
operation (dozens of guards, perhaps a score of wizards, many other kinds of craftspeople and specialists), and 
sending his purchased goods off to the Bastion so that Catechist Cassante can study them.  
 
Shara and Cecelius deliver the money and messages of peace to Tyr's and Ilmater's churches as directed.  
 
Madigan visits the House Thorsar warehouses to deliver their recovered barrels of ale and strikes a deal with one 
of the merchants there to provide a reasonable favor in the future.  
 
Artimus convinces the high priest of Ilmater's church to use a divination spell to try to help locate either Lorna or 
the girls. The whole group participates, and are able to surmise that Lorna and the girls are all alive; that the girls 
are being kept separate from Lorna; that Lorna is near death; that Lorna is being held by the Night Masks; that 
the girls are being held on behalf of the Red Wizards; and what general area of town Lorna is located in.  
 
Artimus spends the rest of the day and into the next day using his contacts to try to come up with more 
information, and reveals witnesses that saw the girls being taken toward the docks area. But other than two 
general locations, the heroes are, for the moment, stumped. (Ended Hammer 9, 1371) 
 

 
The next day, Artimus convinces his friends to return to the scene of the crime and do a more thorough search of 
Lorna's home. When they do so, they find something they overlooked on their first visit -- some cloves that have 
been chewed up and spat out on the floor. Shara uses her psychic powers to learn some facts about the people 
who were previously in possession of the cloves -- most recently, they were in the possession of an evil human 
male, early thirties, who stole them from a man he'd killed. Artimus spends the rest of the day gathering 
information from his contacts and discovers that a merchant named Rugan Demeter sells spices (including 
cloves) to some of the local spice suppliers, and that he's been "out of town" for a few months. His warehouse is 
in the area of town indicated by the priests of Ilmater in their divinations. Artimus scouts out the warehouse, 
noting that it is guarded by human guards and has two apparent entrances. One of Artimus' contacts, a gnome 
named Jaree, also sets up a meeting between the heroes and someone who might know about someone who 
chews on cloves. 
 
That evening, the heroes arrive at a dingy tavern called the Black Boot, where Jaree introduces them to a drunk 
sailor. This fellow sailed with Jackob, Lorna's estranged husband, for many years, and recalled that Jackob often 
chewed cloves to freshen his breath. Though Jackob hasn't sailed with his fellows for about two years, neither 
has he apparently left town as Lorna assumed -- in fact, the pirate sees Jackob at the Black Boot on many a night 
when his ship is in port. He also reveals that it was Lorna who was first unfaithful to Jackob, and that he then had 
an affair with a high-up woman in the Night Masks and joined their ranks soon after, abandoning his sailing life. 
Our heroes figure that maybe Jackob might show up here tonight, so they decide to wait and see if he shows up. 
 
While they're waiting, Shara spots a suspicious looking fellow enter the Black Boot, eye the group, and leave 
quickly. Artimus follows him out, only to be attacked by a pair of Night Mask ruffians -- one across the street 
with a hand crossbow, the other at his side with a rapier. Within moments, six more thugs appear -- some on 
rooftops across the way, some around the corner from the Black Boot, and a fight breaks out. Among the 
highlights of the battle are Cecelius crashing through the window of the tavern to get to the thugs outside, and 
Tandin's use of an acid-substituted Aganazzar's Scorcher. Eventually, all of the thugs are defeated, and one is 
captured alive and taken to the temple of Ilmater for interrogation within a zone of truth. With some "coaxing" 
and a promise that he'd be escorted from the city (and a return promise from him that he would never come back 
to Westgate), he reveals that it was indeed Jackob who (for unknown reasons) arranged to have his daughters 
sold to the crew of a Thayan ship, and had his wife taken to the Rugan's warehouse. The heroes escort the Night 



Mask from the city. 
 
They decide to act quickly, as divinations a couple of days ago revealed that Lorna was near death. By this time 
it might be too late, but they press on. The arrive at the warehouse and, finding it now unguarded, Artimus 
investigates the rear entrance. Inside, he hears a pair of dwarves arguing and packing their things. They 
apparently had a companion who hasn't been seen for a while. They leave without incident, and Artimus enters. 
He discovers that this entrance leads to a small apartment that has no doors leading into the rest of the large 
warehouse. He does, however, hear male voices talking inside the warehouse, through the walls of this little 
apartment. 
 
He returns to his companions waiting nearby, and they decide to go through the front door quietly. This turns out 
to be impossible as those inside had stacked some ceramic urns in front of the door as an alarm. Another fight 
breaks out -- Jackob himself, plus six Night Mask thugs defend their territory against the heroic intruders. As the 
battle ensues, it becomes clear that Jackob is something other than human, as he can assume gaseous form, 
summons a veritable horde of rats, uses a magic device to summon a ghoul, shrugs off a sneak attack and a ray of 
enfeeblement with no effort, and can spider climb. He's a vampire!  
 
The battle takes place on the warehouse floor, atop stacks of crates and barrels, on a ledge leading to another pair 
of apartments on the second floor, and in the rafters. Eventually, our heroes destroy the human Night Mask 
thugs, turn the ghoul, kill the rats, and wear Jackob down with magical weapon blows and spells until he flees for 
one of the apartments. 
 
The heroes waste little time. Artimus picks the lock to the apartment and opens the door, triggering a trap that 
drops a load of alchemist's fire on him, setting him ablaze. The others rush into the room. Cecelius is first, and 
finds a large coffin. He opens it and finds both Jackob and his wife, Lorna, who is also now a vampire. She 
throws herself at Cecelius and manages to bite him, draining him of some blood and weakening him. Jackob, in 
turn, goes after Madigan but is fended off, and so turns his attention to Austin, who is also drained of some 
blood. Between magic missile attacks, attacks with magic weapons, and a final well-placed burst of positive 
energy from a cure spell from Cecelius, both vampires are forced to retreat to their coffin, where they are staked 
and burned (but not before looting the corpses) of course.  
 
A search of the warehouse turns up the bodies of the missing dwarf from the downstairs apartment, and Rugan 
Demeter himself, apparently killed by Jackob. And with this part of the mission resolved, the heroes' thoughts 
turn to the missing girls. (ends in the wee hours of Hammer 11) 
 

 
The heroes make their way to the temple of Ilmater for some healing, and after a wait are actually tended by 
Grigor Khazar, a high-ranking cleric of Tyr. The heroes learn that the church of Tyr is indeed aware of the 
presence of vampires in Westgate, and see them as a major threat to the area.  
 
The next day Artimus does some info gathering and discovers the name and location of the Thayan ship holding 
the twin girls. He scouts out the ship and spies several sailors, a first mate, a ships wizard with some tattoos, and 
a pair of ogres. Austin tracks down a potion maker named Audara Imryth, a harper and priestess of Mystra, and 
introduces himself.  
 
The group waits until evening, then devises a plan to take out the wizard with a silence spell and get Tandin and 
Lia on board invisible, while Austin and Artimus come around the other side of the ship using the water-walking 
powers granted by Austin's mooncloak. The plan is a success -- the silenced wizard goes invisible for a few 
rounds but is otherwise not a threat, and Tandin casts haste on Lia, turning her into a death machine. Plus a giant 
bee summoned by Madigan harasses one of the pirates. The pirates are defeated, the girls are rescued, and the 
wizard is captured alive.  
 
Artimus, Cecelius, Austin and Lia decide to take the girls and the captured wizard to the Bastion. A couple of 



miles out of Westgate, they are assaulted by two Thayan wizards -- the Red Wizard they'd encountered back in 
the Dead Magic region, and another fellow. Though the wizards assault the group with mighty spells and even 
kill one of the girls, the wizards, too, are slain.  
 
At the Bastion, the dead girl is raised from the dead and she and her sister are reunited with their grandfather. 
They depart to live somewhere far from Westgate.  
 
"Protection Racket, Part I"  -- Upon returning to Westgate, our heroes are invited by Jaree, one of Artimus' 
contacts, to dinner at the Well Mat Inn, where they are fed mildly poisoned fish stew. Though no one is killed, 
only mildly incapacitated, the tavernkeep, Baggitt, is horrified to learn that his cook has been murdered and his 
food poisoned. He asks the party to help him stand up to the Night Masks, because he has been paying for 
"protection" but clearly he's not getting what he paid for.  
 
The heroes talk into the night, planning ways to get other nearby businesses to join the protest, devising plans for 
protecting the businesses from inevitable attacks against them, and so forth.  
 
Jaree is able to convince two nearby businesses -- the Crate and Barrel shop, owned by elderly Johann Buckley; 
and the Glowing Ember smithy, owned by the gnome Sangraman Pip -- to stand up to the Night Masks, and our 
heroes are able to round up one dwarven mercenary and some help from the church of Tyr (a monk and a 
paladin). Jaree provides the half-orc Hiram Feng, a fellow rogue.  
 
The next day is the day when the collector comes through the neighborhood to pick up the money from the 
businesses for their "protection." Madigan puts on a bardic performance outside of the Well Met Inn to draw a 
crowd, while Cecelius casts enthrall on the gathering crowd to keep their interest and zone of truth to ensure that 
his target will be honest in any replies. The collector, a tall pale man called Paradox, arrives (with a pair of 
tough-looking guards) and asks Baggitt for the money. Baggitt refuses, and Cecelius jumps in to start 
questioning the collector. He does ruffle Paradox's feathers, and Austin casts cause fear on one of the guards, 
who runs away. Artimus, on the roof of the inn, yells, "Night Masks Suck!" The crowd, though intimidated by 
Paradox and his cronies, seems generally impressed with this show of bravery. The owners of the Crate and 
Barrel and the Glowing Ember, too, announce that they won't be paying for protection.  
 
Paradox smiles and walks off without his money. Cecelius follows him for a bit, noting that Paradox has 
apparently given up on collecting from the neighborhood at least for the day, and Artimus trails him to a private 
festhall. He waits outside for a long time but Paradox never exits, so he pays the doorman to take Paradox a note 
indicating something to the effect that the Night Masks would be defeated.  
 
Our heroes are now faced with the task of defending three buildings from what they assume will be almost 
instant retaliation -- probably in the dead of night tonight. (ends around Hammer 19th) 
 

 
The attack does not come. When morning arrives, Jaree runs off to contact her informants, and returns with the 
news that the attack is still imminent but not necessarily right away. Austin, along with the other volunteers the 
heroes recruited, stay behind to continue guarding the Well Met and its owner, while the rest of the party is 
drawn into another investigation... 
 
"Shadow Weave, Part I" -- Our heroes are summoned to the church of Ilmater, where they are shown the body 
of a young noble killed by a flock of ravens. Witnesses reported that these birds had green glowing eyes and 
wisps of green vapor emanating from their mouths. The terrifying thing, at least to the Ilmatari priests, is that this 
young noble's soul has been destroyed -- he can't be brought back from the dead. The party recalls encountering 
several creatures like this around the area of the poison-making facility near the Bastion, and assume it is related. 
They head to the River Bridge, where the attack took place, to investigate. 
 
As they arrive in the area, they witness three large green worm-like creatures attacking several innocent 



bystanders. These carrion crawlers, too, have the trademark green glowing eyes. Our heroes defeat the crawlers, 
and the heroes spot a familiar face lurking in the crowd of onlookers -- the hunchbacked dwarf from the poison-
making facility whose apparent job it was to go around keeping the oil lamps lit in that place. The dwarf, Grool, 
tries to evade the heroes but is caught. He recognizes them as the intruders who "made his boss mad" and forced 
them to leave the facility. Apparently, this also cost Grool his job, for his boss, one Urmano of Xvim, dismissed 
him when his group arrived in Westgate. Angered at his dismissal, Grool's parting shot was to steal one page out 
of Urmano's journal. 
 
Wracked with guilt, however, Grool soon decided to try to return the stolen journal page to Urmano and see if 
this cleric would take him back as an employee. Grool roamed the streets of Westgate for days until he spotted a 
pair of Urmano's guards. Grool followed them through the streets, into a sewer tunnel emptying into the river, 
through twisting and turning corridors, until he spotted them open a secret door. At that moment, Grool was 
attacked by several green-eyed carrion crawlers. They managed to snag his cloak (where he kept the stolen 
journal page), and he barely escaped from the sewers alive. The crawlers followed him out, and thus the attack 
took place that the heroes witnessed. 
 
Grool doesn't think he could find his way back to the secret door, but he does agree to lead the heroes to the 
sewer entrance he used. Our heroes make last-minute preparations, and the next morning descend into the 
sewers. 
 
It is quite evident that the larger sewer tunnels were not originally built to serve as sewers -- they are large, level, 
and have ornamentation like a fine hall or other dwelling. They methodically travel the length of the sewer main 
until they reach a grating blocking their travel, then double back to explore side tunnels. Shara hears a few male 
voices whispering beyond a wall, and a search reveals a secret door. Our heroes open it and enter. 
 
They find themselves in an ancient elven crypt, and the first room is home to four dwarven ghasts who attack 
fiercely. They manage to paralyze both Cecelius and Lia for a bit before they are defeated. Further searching of 
the corridors beyond the main room reveals another pair of ghasts who are easily turned by Torm's might, chased 
down, and destroyed. 
 
Artimus examines a sturdy stone door farther along and sets off a trap. Magical rays of black energy shoot out 
and strike him and two nearby companions, damaging them and dazing them momentarily. The door swings 
open, and a dwarven vampire attacks Artimus, severely draining his very life-force from him. The ensuing battle 
is fierce, but Torm is with Cecelius especially in his spellcasting and our heroes triumph over the vampire, 
chasing his gaseous form to a nearby coffin and staking him when he rematerializes. Battered and in need of rest, 
our heroes loot the crypt and return to the surface. Artimus is tended by grateful clerics of Ilmater and brought 
back up to full health. (ends Hammer 22) 
 

 
"Protection Racket, Part II"  -- Early the next day the heroes are brought word that indeed the attack would 
happen tonight, and that there would be both arson and undead involved. The heroes spread themselves and their 
hired or volunteer help out among the three businesses and wait for nightfall while making preparations.  
 
The attack on the neighborhood begins in the alleyway behind the Crate and Barrel -- Madigan spots a cleric 
leading a pair of ghasts and some ogre zombies who have a battering ram toward the gates of the Glowing Ember 
smithy (map of 2nd floor). From there, it just gets ugly.  
 
Outside the Crate and Barrel, Shara spots some passing locals who just happen to stop and talk or look at their 
pushcart right outside the front doors -- she sees rapiers and studded leather underneath commoner robes. Four 
Night Mask thugs uncloak themselves and start launching oil onto the thatched roof of the building. They're 
shortly joined by Paradox. Shara, Madigan, the mercenary dwarf Tace, and paladin elf Presmyr manage to do a 
good job of defending the building, even after it is set ablaze with thrown flasks of alchemist's fire.  
 



Meanwhile, at the Glowing Ember, the tiefling cleric leads his band of undead to batter the doors down. Austin, 
Tandin, Glowing Ember owner Sangraman Pip, the half-orc rogue Hiram Feng, and the monk Kwalu of Tyr 
battle the intruder fiercely. Tandin and Austin defend from atop a wooden shed in the courtyard, Sangraman does 
some shooting with his bow from the second story of the smithy, Kwalu soaks up some damage from the ghasts, 
and Hiram climbs the courtyard wall and gets outside and around so he can fire his crossbow at the undead 
creatures. Austin ends up held momentarily but Tandin dispels the magic, and the wizard also provides haste 
spells that prove to be most effective. 
 
Nearby, at the Well Met Inn, Artimus patrols outside while Lia, Cecelius, the gnome rogue Jaree and tavern-
owner Baggit wait inside. Artimus spots a gang of three Night Mask enforcers approaching and kills one 
instantly with a sneak attack. Lia sees a drow assassin sneaking up on Artimus and crashes through a window to 
confront him in the street. Jaree and Baggit pummel the remaining Night Mask enforcers as they try to enter the 
front door, while Cecelius, Artimus and Lia deal with the drow. He manages to escape into a globe of magical 
darkness he creates, then a few moments later tries to sneak up on Cecelius but is unsuccessful and is finally 
killed. 
 
The three groups are linked together with magical and psionic means of transmitting thoughts over a distance, so 
Lia informs Cecelius that he's needed at the Glowing Ember to deal with the undead there. The others from the 
Well Met Inn head toward the Crate and Barrel, where they help finish off the attackers and some stay to put out 
the fires. Shara in particular is helpful in preventing the building from burning completely to the ground -- she 
summons a small army of fire-resistant astral constructs to put the fires out. 
 
Cecelius stops midway between the Crate and Barrel and the Glowing Ember, sees the building in flames, and 
decides to help by summoning a water elemental. As he is casting the spell, Hiram Feng betrays our heroes and 
shoots Cecelius, severely injuring him and paralyzing him with poison.  
 
At the Glowing Ember things are looking grim, as Kwalu is paralyzed by the ghasts, who then run upstairs to 
attack Sangraman. He leaps from his window into the courtyard, but they leap after him and kill him. 
Meanwhile, the cleric is killed with magic missiles. Austin is also paralyzed and knocked from the roof of the 
shed but Lia arrives fresh from the Crate and Barrel and helps mop up the remaining undead creatures.  
 
The Crate and Barrel is not too badly damaged, and of all the defenders, only Sangraman Pip is dead. The next 
day word comes to Jaree that the cell of the Night Masks that did "protection" on this neighborhood has been 
severely disrupted, and she vows to recruit more "legit" protectors to aid in guarding other businesses in the area. 
Everyone in the neighborhood is impressed with the valiant victory over the protection gang. (Ends Hammer 23) 
 

 
"Shadow Weave, Part II" -- Our heroes rest, recuperate, identify loot they got from the protection racketeers, 
and prepare to enter the sewers again to continue the search for Grool's cloak. 
 
It isn't too long before they spot a small group of green-glowing-eyed carrion crawlers. Our heroes attack the 
fiends, only to discover a huge green-glowing-eyed otyugh lurking in the sewage nearby as well. The PCs 
destroy the monsters without too much trouble, and nearby is found Grool's cloak. Inside is the stolen page from 
Urmano's journal: 

... bad luck or the disfavor of Xvim, I now see that fortune is still on our side... 
 
... magic resistant poison is still too weak to be an effective tool for assassination, but I believe we 
will find a way to refine it, especially now that Olvine of Shar has agreed to share the secrets of ... 
 
... more luck comes our way -- my scouts have located the tomb beneath Westgate ... an ancient 
portal that leads to a long-abandoned Zhent outpost high in the mountains of ... our lore mentions a 
small dead-magic area inside ... a secure place to continue developing the poisons... 



 
... gray dwarf woman proves useful yet again -- she's mastering Olvine's lessons well, and should 
soon be able to manifest the Invisible Art to create "arcane fire" within a dead magic region, as 
prescribed ... Red Wizard. Our poisons, then, can be refined and Thjodhilde can continue to study 
new formulas and test them .... 
 
... beasts of Xvim! Of course! They feed on the very souls of those they slay, making it impossible for 
such a one to be brought back to life by the gods. Between these beasts I can create and the poisons 
that no god can stop, we shall surely succeed in the plans to assassinate .... Then, there will be little 
to stop our plans ...  

 
Nearby they also find a secret door, and beyond it is a narrow staircase winding its way downward... (ends 
Hammer 28) 
 

 
The servants of Torm descend the stairs into a much older area of diggings beneath the sewers. They search some 
tunnels and find an open pit trap containing the recently deposited body of a cleric of Xvim inside. They snag his 
holy symbol before they continue exploring. Another nearby room fires off a magical trap, blasting the group 
with a burst of icy cold, but they are rewarded by finding some potions hidden nearby. Finally, the heroes enter 
an ancient great hall, where a trap summons four wraiths, who nearly kill Cecelius before they are destroyed.  
 
Our heroes find the portal spoken of in the page from Urmano's journal, but seeing as Cecelius is severely 
weakened they return to the surface for a few days to get him cured and to make some magic items. During this 
time, each of the clerics has a disturbing or enlightening dream. Artimus reveals that he no longer worships Torm 
but is now a cleric of Ilmater and has been for some time. (As he put it, "I've always worshipped him.") Austin 
finds himself an animal companion, a hawk whom he subsequently leaves behind during this next part of the 
journey. Shara speaks with the potion-maker, Audaray Imryth, about the dream she had. Three days later, the 
heroes are ready to return to the portal. 
 
The key, the heroes surmise, is the holy symbol of Xvim. They present it to the portal and *poof* they vanish, 
only to appear in a cold, lighted tunnel. To either side are some closed-off stables, obviously not used in a long 
time. Ahead is an intersection with more stables beyond, the sounds of a dog barking to one side and the sounds 
of men speaking to the other. At the end of that hall is a blank wall ... but a lot of footprints lead toward it, so the 
heroes assume it's a portal of some kind. 
 
Artimus uses his new slippers of spider climbing and sneaks down one side passage toward the speaking voices. 
He observes as an undercleric of Xvim and two guards (a human and a gray dwarf) wrangling a couple of 
fiendish stirges with green glowing eyes into a small portable cage. The cleric mentions something about 
Urmano "creating" these creatures, as they will make a good poison delivery system for an assassination. The 
dwarf mentions in passing that there is an antidote around for the poison they're using. And one of the fighters 
ask, "Should we take the stairs, or should we take the portal?" As they pack up and start to head toward the main 
corridor toward the stairs, Artimus decides to attack. 
 
The cleric is taken down quickly, but the guards put up a little bit of a fight, and more guards and a guard dog 
show up from the other direction. They are dispatched, though it is evident that someone nearby has raised the 
alarm with a loud shout. A few moments later, a beholder-like creature with green glowing eyes attacks the party 
from another intersection down the corridor, and yet more guards and more dogs approach. Artimus, hearing the 
excited voices of humans from a nearby door, wedges the door shut, while Austin uses his powers over nature to 
turn one of the guard dogs into his new animal companion (the dog is dubbed "Xvim" by the party). The 
beholder-like creature severely wounds Lia with its magical eye rays, but is destroyed. 

The heroes search the bodies and try to figure out what to do next. They don't have much time, as the people 



from the room that Artimus blocked off use the other exit from the room to appear far down the corridor. 
Leading the group is none other than Thjodhilde, the Red Wizard that the heroes had killed weeks earlier on their 
way to the Bastion of Faith. She has quite apparently been resurrected, and is none too pleased to see her old 
foes. 
 
She's accompanied by another undercleric, two human fighters, and another gray dwarf. Thjodhilde herself is 
already buffed up with stoneskin, extended haste, shield, and almost instantly vanishes from sight with improved 
invisibility. The ensuing battle is brutal, with the Red Wizard launching devastating fire, lightning and cold 
attacks. Artimus manages to use a scroll to dispel her stoneskin, but she manages to slay both Cecelius and 
Madigan before Tandin whips out his extra-buff dispel magic scroll to wipe out many of her other defenses. 
Between attacks from Shara and Lia, she and her entourage are killed.  
 
Our heroes find a scroll of raise dead on the cleric, and two scrolls of teleport on the wizard, and between those 
treasures think they can get Madigan and Cecelius back on their feet relatively quickly to stop whatever 
assassination attempt is underway. (ends Alturiak 1st) 
 

 
Tandin and Artimus teleport themselves and the bodies of their two dead comrades directly inside the temple of 
Ilmater in Westgate. Meanwhile, the rest of the party hunkers down in one of the many deserted stables near the 
entry portal. 
 
In Westgate, Tandin and Artimus have to wait a couple of hours before high priest Hunn Irlblast is able to attend 
to the dead heroes. During that wait, they learn that Westgate's Interim Croamarkh Durgar the Just, who is also 
the high priest of the temple of Tyr in town, has been assassinated by a team of poison-beaked stirges and a half-
dragon/half-manticore of Xvim. His soul has been consumed and he cannot be raised. Hunn Irlblast raises 
Madigan and Cecelius to life and full health, provides a few magical goodies for the party (including another 
teleport scroll), and they return to the lair. 
 
Artimus does some sneaking around and gets the general layout of the place and also finds that there are not 
many guards or other beings around. They decide to find out where the Red Wizard had been hanging out just 
before she appeared. Nearby is what once must have been a feast hall of some sort, but has been converted into a 
large laboratory where the magic-resistant poisons were concocted. In an adjoining supply room, a pair of Red 
Wizard wanna-be's feebly defend themselves; in the end one is knocked out and the other surrenders. The latter 
reveals what he knows: the magic resistant poison was made here, but then "finished off" in a dead magic region 
found in the lower level; there are several portals on the lower level leading to a hill outside Westgate, the sewer 
diggings under Westgate, and a few other places, and that most open either only once a day or once a week; the 
portal on this level leads to the lower level; all of the portals (to his knowledge) open to the clerics and the 
guards due to a tattoo on their hands; and that Thjohilde had developed an antidote to the dead-magic poison 
(though the antidote itself produces a mild stupor upon one who drinks it). The party leaves the two lab assistants 
tied up and leave the lab. 
 
Though they haven't had a chance to rest up, they decide to deal with the few other creatures they've found on 
this level of the complex. Beyond a pair of double doors the party had earlier heard some growling and moving 
about of a fairly sizable creature. They decide that it might be another creature of Xvim that is to be used as an 
assassin's tool, so they burst in on it and discover a juvenile brass dragon -- normally a creature not antagonistic 
toward humans -- infected by Xvim's might. It does its best to struggle against its compulsion to kill the party, 
but when the party doesn't back off it fights! Despite its supernatural protection from most weapons, our heroes 
manage to pummel it with magical attacks, extra-mighty blows from Lia's sword and Artimus' sneak attacks, and 
it is eventually subdued. The party thinks that there might be a way to save this creature at some point, so they 
stablize it so it won't bleed to death and leave it locked in the room. 
 
Nearby, the party decides to deal with the remaining fiendish stirges of Xvim they can find. With help from her 
friends, Lia manages to kill all of the stirges without being hurt.  



 
Confident that the creatures on the first floor have been dealt with, our heroes camp out next to the stairway that 
leads to the lower level. Tandin uses his stone of alarm to trap the stairway. They don't even get an hour's sleep 
before an undercleric of Xvim, three human guards, and a pair of earth mephits of Xvim arrive and another battle 
ensues. This entourage is wiped out fairly handily, though it is yet another drain on the weary party's precious 
resources. Artimus severs the hands of the dead humans, hoping to use the tattoos on them to activate any portals 
they might encounter.  
 
They move to a room a little farther away from the stairs, this time using the stone to guard an intersection near 
their room, rather than the stairs from the lower level. Artimus sleeps outside the room in a dark corner. He 
awakens about three hours into his rest to hear another group of people on this floor. When he sneaks to the 
intersection to look down the long corridor, he sees another undercleric, two more guards, two more mephits, and 
a gray dwarf fighter leading the wounded (but now partially healed) dragon away from the party and toward the 
place where they'd found a probable portal leading downstairs.  
 
Artimus purposely triggers the stone of alarm to alert Tandin and the rest of the party; he then steps out into the 
corridor and slays one of the mephits bringing up the rear of the opposing force. Another big battle ensues and 
our heroes still haven't had a chance to rest. The guards, dwarf and mephit stay behind to try to stop the heroes 
from interfering with the cleric, who leads the dragon toward the portal. Cecelius sees this as a danger and so 
nimbly tumbles around and through the opposition to try to catch up; Madigan follows suit. Artimus manages to 
kill off the gray dwarf in another stunning sneak attack, and he, Shara and Xvim the dog stick around to mop up. 
Meanwhile, Tandin uses a magic staff to create a dimension door to bring himself, Lia and Austin right to the 
portal! They do their level best to stop the undercleric and the dragon from making it through the door, but to no 
avail -- he activates the portal with his tattooed hand, and steps through, while the dragon just flies over the party 
and through the open portal.  
 
The heroes don't hesitate -- they jump through the still open gateway and find themselves in a long hallway with 
several alcoves on each side. The dragon flees ahead, but Lia catches up to the cleric and slays him. Meanwhile, 
Shara and Artimus take care of the rest of the opposition. They take a chance and decide to find out where the 
stairs lead. Fortunately, they lead to the room at the end of the long corridor. 
 
Our heroes end up together again at the bottom of the stairs, and are eager to continue to follow the dragon into 
the next room. But then they hear a deep, rich voice speaking as if casting spells. Though they want to finish this, 
they are all exhausted and Lia knows in her heart (as if a warning from Torm himself) that they cannot go into 
the next room and expect to be victorious. Reluctantly, the heroes head back upstairs, find an empty room, and 
rest unmolested for eight hours. (ends in the wee hours of Alturiak 2nd) 
 

 
The heroes sneak back downstairs, but on the way down Artimus triggers a newly-laid glyph of warding that 
emits a loud sonic boom. This warns those in the nearby temple: Urmano, the cleric of Xvim behind this entire 
dead magic poison scheme, and his infernal ally, a cornugon devil known only as The Assassin. These two 
villains are in the process of scrying on Caernarvon, the second-in-command at the Bastion. Artimus leads off 
the battle with a devistating sneak attack against Urmano. The heroes spend much of the battle buffing up and 
hanging out on the wrong side of a wall of fire thrown up by the devil, and then they take a beating from a 
fireball and some spell-slinging mummies. In the end, though, the heroes are not able to keep The Assassin from 
teleporting away to his deadly appointment with Caernarvon, though they do eventually destroy Urmano and his 
mummies. Austin, however, does not survive the battle.  
 
Deciding that it's probably too late to help Caernarvon, and seeing that The Assassin had nearly impenetrable 
defenses to both weapons and spells, the surviving heroes search the temple and nearby rooms. They find a 
bunch of gold and some writings from Urmano that seem to tie together the Zhentarim, the Night Masks, and 
Westgate in this scheme. Tandin uses the temple's scrying devices to find Caernarvon, and they see that he's 
already been killed by poison-beaked stirges and The Assassin.  



 
The heroes decide to use one of the portals on this level to go back to Westgate and then travel to the Bastion. 
When they enter the portal corridor, they encounter a doppleganger (shaped like Artimus), the gray dwarf psion 
known as D'grina, and D'grina's new mistress, a cleric of Shar called Olvine. Olvine and D'grina struggle 
mightily to make it into an adjoining room, but the heroes manage to ensnare them in webs, blind D'grina with 
magic, and destroy all three threats. They learn that they were lucky -- the two women were striving to reach the 
far end of a long room -- which had a dead magic area in it. The heroes find more poisong making supplies here 
and posit that this dead magic spot is where the poison brewed by Thjohilde was rendered immune to magic.  
 
The heroes make their way through a portal back to Westgate and head toward the Church of Ilmater. Outside the 
church is a crowd of people, some weeping, all distressed. In the street nearby is the dead body of the brass 
dragon that had been corrupted by Urmano, along with two dead dopplegangers. The heroes learn that the two 
shapeshifters approached in the guise of Artimus and Lia, convinced Hunn Irlblast (high priest of Ilmater) to 
come outside, where the evil brass dragon slew him and destroyed his soul. Now there are only six low-level 
clerics of Ilmater left in the city.  
 
Now utterly disheartened, the heroes trudge back to the Bastion. When they arrive they find that many of the 
lower-ranking clerics and clerics-in-training have left the Bastion permanently, all with a variety of excuses. The 
head Inquisitor, Ravenglass, is likewise gone with no explanation. The heroes are greeted by a very sad 
Dolaucoth, newly promoted to second in command after Caernarvon's death, and asked to prepare to be 
debriefed in a couple of days. In the meantime, they attend Caernarvon's funeral in the crypts beneath the 
Bastion, and Austin is raised from the dead by the Bastion's high priest, Abba Gaius. Artimus does some 
investigation and learns that some of the clerics who have deserted reported strange dreams about other gods, 
while some have simply found their connection to Torm fading or completely gone. Caervernon, apparently, was 
having a similar problem shortly before he was assassinated. 
 
The debriefing feels a bit like a trial, as all of the heroes are lined up and made to answer questions. The panel 
wants to know about strange dreams the heroes might have had and any plans to leave Torm's service. They seek 
confirmation that Artimus and Austin have already changed religions. They wrap up any lingering questions 
about the dead magic poison plot and the assassinations (all three of which were devastatingly successful). 
Ultimately the heroes are invited to stay on as Bastion members if they desire, with their next mission to travel to 
several distant churches of Torm to see if the others have been having similar problem. But the matter is not 
resolved. 
 
After the debriefing, one of Artimus' inquisitor-in-training chums gives the halfling Ravenglass' darkened 
spectacles. Ravenglass wanted Artimus to have them so that he might better see things as they are. When 
Artimus inspects them, he notices some weird scratches on one lens. Tandin realizes that the scratches are a 
crude map of the Bastion's catacombs, but one corridor extends far beyond where it should.  
 
The heroes decide to sneak down that night to investigate. They find a cleverly hidden door in the crypts that 
they'd never have spotted without Ravenglass' map. Beyond is a steep staircase heading further into the earth. At 
the bottom is a large, dimly lit room featuring a "glass" casket. Inside is the body of an armor-clad, battle-scarred 
warrior whose face looks like every portrait of Torm ever painted.  
 
From the shadows of the room, a familiar voice speaks: "It is time to finish this." Dolaucoth and three other high-
ranking clerics step forward from the shadows. From behind the party, on the stairs, comes another voice -- Abba 
Gaius, who says, "I agree -- this secret has been kept from us long enough." With him are Cassante and a couple 
of other clerics.  
 
Dolaucoth invites all to sit as he tells a long story... 

� In 1358, on the evening of Eleasias (Aug) 13, Bane and Torm -- as powerful mortals -- battled each other 
on the outskirts of the city of Tantras. A huge explosion was witnessed even from miles away, and at that 
moment all clerics of Torm felt their tie to their god severed. Bane's followers were similarly affected by 



all reports.  
� On the morning after Torm and Bane had their battle, two mid-ranking clerics were sent to investigate the 

battlefield. These were Caernarvon and Mathias, Austin's father. They found no trace of Bane's mortal 
remains, but Caernarvon found what he could only conclude was Torm's mortal form, dead. At first it 
radiated great power, so much so that it nearly melted Caervarnon's flesh from his face when he 
approached. Presently the radiation diminished, then faded, leaving what appeared to be nothing more than 
a dead body. The two clerics brought the corpse back to the temple of Torm in Tantras. The high priest 
swore the two to secrecy.  

� For weeks the three debated about what to do. During this time, Torm's clerics suffered greatly at the loss 
of their powers. Torm, it appeared, was truly dead.  

� Two months later, on Marpenoth (Oct) 15, clerics of Torm all over Faerun felt the surge of power in their 
souls and bodies. Torm was back, resurrected and restored to godhood by the overpower, Ao, at the end of 
the Godswar. The Time of Trouble was over!  

� What few knew, however, was that some clerics and paladins of Torm did not, in fact, get their powers 
back. And some only felt their god's call dimly. A number of clerics and paladins left the order over the 
next months as they questioned their own abilities and faith. Mathias was one such who felt far removed, 
though not completely severed, from Torm's might.  

� What was even more disturbing to the three who knew of Torm's mortal remains was that those remains 
did not vanish or show any change when Torm was restored to power. This became a great mystery of the 
church in Tantras. A few other clerics were let in on the secret -- one of whom was an elderly priest named 
Dolaucoth, who had come from the Dragon Coast region to visit. The high priest decided that for now, it 
would be best if Torm's mortal remains were secreted away to a hidden location beneath the Bastion of 
Faith near Westgate, and that a select few of Torm's followers would watch over the body in secret.  

� Mathias, Caervarnon, and Dolaucoth, then, were the first members of the Secret Fellowship. They spent 
two months carefully traveling by ship and by land toward the Bastion, the body carefully hidden in a 
large, long crate which they moved about on a horse-drawn wagon. Their travels took them past the home 
of Anastrianna, an elf with whom Mathias had had three children. They'd been estranged for some years, 
but he felt he could trust her enough to at least ask for shelter. Somehow, though, one of Anastrianna's 
uncles managed to pick a fight with Mathias, and the cleric was killed. It became obvious to Caervarnon 
and Dolaucoth that the fight was a cover for some attempt to spirit away Torm's body by unknown agents, 
and so they fled with Mathias' dead body flung atop the wagon toward the nearest port, and sailed directly 
for Westgate.  

� The two clerics arrived at the Bastion, where they placed Torm's mortal remains in a secret room beneath 
the catacombs. Shortly thereafter, the then-head of the Bastion died of old age. Dolaucoth was certain that 
he'd be named the next Abba, but instead an outsider named Gaius was appointed. Bitter at first about 
being passed over, Dolaucoth came to realize that Torm's high priest had made this appointment so that he 
and Caervarnon could undertake a more important task -- building a cadre of clerics who would study the 
mystery of Torm's death and rebirth.  

� Torm's body never did decay or rot or change for the next ten years. But three years ago, the Secret 
Fellowship entered the chamber to find the corpse emitting a green light. It faded away by the next day. 
They later discovered that this corresponded with the rise of Xvim as a god in 1368.  

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

� Within the past few weeks, a number of clerics and affiliates alike have been having strange dreams 
suggesting that other gods might be better suited to them. Some see Torm in a struggle with Bane. Some 
few lost touch completely. Why this is happening now after 13 years of relative peace is unknown though 
most feel that the church is on the verge of some major change.  

� The Fellowship itself is not of a uniform opinion as to what is happening. Some guess that Torm never did 
come back; some think he did but was greatly diminished in power; some speculate that a sinister power is 
fooling them all.  

Dolaucoth emphasizes this last point greatly -- that the mystery remains unsolved. From here, our heroes will 
need to decide what to do. Do they leave the Bastion to travel the Realms, looking for further information? Or do 
they each follow their own hearts and travel different roads? 



 

"Interlude: Cyric's Dark Gift"  -- Seybel, Dunthar and Vaspacian -- all heroes hired to deliver ransom money 
for kidnapped women in the Dragon Coast region -- find themselves captive at the hands of a cult of Cyric. The 
heroes escape their jailers and investigate the underground lair. The cult's leader, a fey'ri styling himself as 
"Cyric's Spur," has developed a human/demon cross-breeding program and the captive women are in various 
stages of pregnancy. In fact, one gives birth to a demon child just before she perishes. Our heroes defeat the 
clerics of Cyric, their orc-demon minions, and Cyric's Spur, and rescue the other two women. Seybel feels that 
the nearby Bastion of Faith would be a good place to leave the women, and so the three companions travel there 
together. 

 

"Tears for Twilight Hollow" -- Weeks pass, and spring comes to the Dragon Coast. Lia, Shara, Tandin and 
Madigan have departed to travel the world on their own. In the meantime, Artimus, Cecelius and Austin meet the 
new arrivals to the Bastion -- the paladin Seybel of Ilmater, the psion Dunthar and his henchman Lorn, and the 
sorcerer Vaspacian. Austin departs to visit the old druid Leena's grove and wander the Coast, while the others 
engage in research and craft magic items in the Bastion's labs and forges. 

On the 10th day of Tarsakh (April), our heroes are called before Abba Gaius. He's known for some time that this 
group has been preparing to wander the realms in search of wrongs to right. He asks that the heroes start their 
journey by visiting the city of Assam, over 400 miles to the south in the Shining Plain. He recommends a route 
that follows the Giant's Run Mountains. When the heroes get to Assam, they are to find a group of Tormish 
missionaries and inform them of what has been happening at the Bastion. Before they depart, they are also 
warned not to share any information about what lies beneath the Bastion. 

On the morning of Tarsakh 11, the group (minus Austin, who has agreed to meet up with the party in nearby 
Reddansyr) departs. They ride for most of the day, and as darkness falls they approach within a few miles of 
Reddansyr. Up ahead on the road they hear the sounds of a horse -- it's Austin, riding from Reddansyr with news 
that he has just overheard some shady characters on the lookout for the heroes from the Bastion. The group 
discusses their next course of action, and they decide to draw closer to the town, skirt it, and bypass it altogether. 

No such luck -- within a mile the heroes are ambushed by a group of Night Masks -- and what's worse, they're 
vampire spawn! Our heroes, however, have little trouble defeating these minor minions of evil and destroy them 
utterly, though Vaspacian is drained of his very life force. 

The party decides to camp out here by the trail so Cecelius can pray for an appropriate spell to help restore 
Vaspacian to full health. The next morning, with Vasp all cured, they continue on their way. 

They travel for two more days, heading west when the south road from Reddansyr hits the River Reddan, passing 
through Wyrm's Hamlet, and arriving at the mountain trail heading south. On the fifth day of their trek, the 
heroes discover a group of abandoned wagons and some dead bodies, and it is fairly obvious that a large number 
of captives have been led off by an even larger number of barefoot attackers. Austin leads the party, tracking as 
only he knows how, toward the foothills of the nearby mountains. They finally spot a dozen grimlocks leading a 
half-dozen commoners up the trail. 

Artimus tries to sneak up but the grimlocks' uncanny blindsight alerts them to his presence. A nasty fight breaks 
out, with some of the grimlocks racing farther up the trail with their leader and his pet giant lizards, while the 
others stay with the prisoners. Vaspacian and Lorne follow the escaping grimlocks and see them enter a cave. 
However, the group is then attacked by four patrolling perytons. The rest of the heroes mop up the lesser 
grimlocks and start heading up the trail toward the cave. The grimlock leader emerges from the cave, flies into a 
barbarian rage, and attacks Vasp and Lorne. Within moments, an even more dangerous figure emerges -- a mind 



flayer! He rises into the air just before Austin casts entangle on the rest of his entourage, and then vanishes. 
Moments later, he reappears on the far side of the heroes and blasts them with mental energy. Some are stunned 
or otherwise affected, but Vasp, who was out of range, calls upon the might of his spellfire and blasts the mind 
flayer to cinders. 

The heroes accompany the former captives down the trail, back to the wagons, and then seeing that there are no 
horses to pull the wagons, accompany the commoners back to Wyrm's Hamlet the next day. En route, the heroes 
discover that one of the victims of the grimlock attack carried a note from a cobbler in the next town south, 
Twilight Hollow. The note alludes to a great evil there. After the captives are delivered safely to Wyrm's Hamlet, 
the heroes resume their journey south. 

Two days later, the heroes arrive in the town of Twilight Hollow. There, they encounter a sad funeral procession. 
Following it to the town's temple of Ilmater, they discover that it is for a fallen paladin, Shaunra of Ilmater. The 
service is led by the temple's high priestess, Andress. 

The priestess clearly has suffered a great deal of torment in her life. Her face is crossed with scars, and she is 
clearly quite distressed. Andress addresses the crowd.  

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.  

 
"I say these words as a comfort to you. Yea, I say them as a comfort to me. The pain we bear, we who have lost 
our blessed protector, our friend, our sister, is indeed great. 
 
"But our pain pales in comparison to the pain she suffers right now. Even as you sit in a comfortable pew, with a 
roof over your heads and bellies full of food, with a beloved parent or child or friend to comfort you, Shaunra is 
in torment." She goes on to describe in graphic detail the torments that Andress has seen in her visions. "And 
what is worse, worse than the pain, worse than the humiliation … is the sure and certain knowledge that it will 
go on … forever!" 
 
"I do not say these things to hurt you. But you must know what she goes through in order to appreciate the 
gravity of the situation. After weeks of hoping and praying that Shaunra's salvation might come from one of you, 
someone brave enough to help find her soul, I have decided to seek outside help." 
 
Someone in the congregation gasps, "No! The prophecy!" 
 
Andress nods, "Yes. That is what has kept me from doing so until now. The prophecy. Let us speak it together." 
 
The crowd chants:  

A day of darkness yet awaits the people of Twilight Hollow. The day will come when a stranger 



arrives in town. This stranger comes for the innocent among us. This stranger has a handsome shell, 
but inside this stranger hides a broken and warped soul. This stranger knows us. This stranger has 
watched us. This stranger knows the blessings of the beast that plagues us. Death walks with this 
stranger.  

 
"Believe me, it is foremost in my mind. But we cannot wait. Every day, every minute we delay brings a greater 
risk that Shaunra's soul may not be recoverable." 
 
Upon learning that Seybel and Artimus, though strangers in town, are clergy of Ilmater, Andress invites them to 
speak. She then asks to talk to the whole group after the service. 

Not surprisingly, she asks the heroes to investigate Shaunra's death and try to rescue her soul. They learn that 
Shaunra has actually been dead for a couple of months, and that this funeral service is repeated every evening to 
remind the townsfolk of the dire need and great torment she's in. Shaunra and her squire, Andress explains, set 
out on a mission to wipe out a band of brigands known as Harular's Claws in a foggy valley to the west. This 
valley, Tempest Tower Valley, was home to a great temple to Talos in ages past. A day later, Shaunra's horse 
wandered back into town with the paladin's dead body still in the saddle. Andress tried to raise her from the dead, 
but to no avail. Shaunra's soul is trapped somewhere between life and death. The heroes agree to try to help. 

The next order of business is finding a place to stay. The only inn in town, the Double Bolt Inn, has some rooms 
available in the basement. It also has a bunch of townsfolk, all of whom stare at the heroes as if they're the devil 
incarnate. Cecelius tries to persuade a teenager named Mikiti that they're not dangerous and not the warped 
stranger the prophecy warns of. He's not very convincing. Meanwhile, Austin tracks down and interrogates the 
cobbler whose note the heroes found a few days ago. He denies ever writing it and seems scared to talk about it. 

The next morning the gang undertakes an even more unusual interview -- Austin uses his druidic powers to 
speak with Ruth, Shaunra's horse. Ruth, being a paladin's mount, is a bit more intelligent than a typical animal, 
and she's more than happy to help. Shaunra, she says, was killed by a large undead creature; immediately after 
Shaunra died, a smaller, warped version of Shaunra appeared inside the creature's ribcage. She explains that 
Shaunra's squire, Marthos, was killed right after Shaunra was. She notes that this battle took place in Tempest 
Tower Valley to the west, that it was very foggy there, and that they'd encountered an insane old woman earlier 
that day in the valley. She's able to describe the area near the battle -- particularly that there was a large black 
metal caludron half-buried in the mud nearby. (Ends the morning of Tarsakh 19th) 

The heroes decide to wait one more day before setting out for Tempest Tower Valley, and Cecelius uses this time 
to pray for guidance. Seeking knowledge of the creature that has Shaunra's soul, he learns that the creature is 
using her soul to provide a source of magical energy for its powers, including the ability to command the undead, 
control or confuse the mind, cause paralysis by touch, summon planar allies. 

The next day the heroes head toward the valley on horseback. As they approach, they see that it is more like a 
gorge, filled with fog. They follow a muddy trail into the valley. Austin uses his druidic powers to pierce the veil 
of fog, and he can see that the rest of the valley features warm-water streams, boggy areas, and mounds of 
vegetation. Farther into the valley is a raised area that clearly once held a great structure. The heroes know that 
these are the ruins of Tempest Tower, once a temple to the storm god Talos, and originally in the shape of a huge 
man with arms upstretched. Now it is nothing but shattered stone in a wide section of the marsh, its huge head 
half submerged in the muck. 

Before the heroes can move much farther into the valley they are assaulted by a pair of shambling mounds. 
Seybel is grappled and almost dragged to a watery death but our heroes prevail. A withered old crone, surely the 
"insane old woman" seen by Ruth, appears and thanks the heroes for slaying the shamblers. She informs them 
that, yes, a paladin did appear here on horseback a couple of months ago, but it was a pair of "will-o-wisps" that 



killed her. She insists that the wisps can be found near the center of the ruins in a stairway leading beneath the 
ground. This doesn't jive with what Ruth had said about a large undead creature, and this combined with a strong 
emination of evil sensed by Seybel causes the group to doubt her words, and after stern words from the paladin 
she disappears back into the fog. 

The heroes trudge on until they arrive at the ruin. They are intrigued by the giant head -- the thing is easily 100 
feet across and probably once held a number of rooms. As it is situated, one could either swim into the head 
through the mouth, or climb into the head through the one eye socket that is above the waterline about 20'. 
Artimus climbs through the eye, uses his spider climbing slippers to climb along a wall that was once a floor, and 
discovers a gargantuan centipede lairing within! It chases him out, but Artimus is able to position himself for a 
deadly sneak attack as it emerges, and between that and the help of his friends the creature is slain (though not 
before poisoning the halfling). 

The rest of the head's interior is inaccessible unless the heroes want to swim through the murky water. They 
don't. But they do send Vasp's familiar (Hobbes the toad) and Dunthar's ambulatory psi-crystal familiar in for a 
look. They discover that the interior is the home of a green-skinned hag who looks a lot like the withered old 
crone they'd seen earlier. She seems to be hiding out. After much debate the heroes try to use intimidation to lure 
her out. She finally agrees that if the heroes kill the two "will-o-wisps" guarding the stairs in the ruin, she'll come 
out and answer more questions. 

They agree, but need to rest. They camp outside of the giant head. During the night, an invisible "someone" 
moves through the water in front of the head and someone can be heard running away. 

The next morning the heroes head for the stairway. It is mostly blocked with a big slab of stone, though Artimus 
can get through easily enough. Inside, sure enough, are two floating, pulsating balls of colored light. As Artimus 
entered invisible, they don't note his presence immediately. The other heroes can't quite fit through the opening 
and spend a while trying to move the massive stone. No go. The floating lights, noting the sounds from above, 
head to the top of the stairs and begin firing magic missiles at the group. 

The creatures are not will-o-wisps, they're nyths. Their strategy is to fire a magic missile, and then go invisible. 
They then reappear somewhere else and fire, then disappear again. This proves to be a somewhat frustrating 
strategy. Vasp has the clever idea to use his glitterdust spell to reveal the invisible nyths, but he inadvertently 
blinds Cecelius and Seybel for several seconds. Furthermore, the heroes discover (the hard way) that nyths 
reflect all magic missiles cast at them, and they are actually fed by fire and electrical attacks. However they are 
susceptible to normal weapon attacks (when visible). To make matters worse, Austin is ambushed by the hag, 
who sneaked up on the group invisible as well. The heroes take her down and then finish off the nyths. 

Feeling pretty good about their success, the heroes discuss what to do next -- continue to hunt through the ruins 
above ground to find the caldron Ruth had described (and thus the place where Shaunra was slain), or descend 
into the dungeons below the Tempest Tower ruins. They decide to head to the dungeons. 

At the bottom of the stairs they find an octagonal room with four exits. Two are blocked off by cave-ins. One 
leads to a room serving as a lair for carrion crawlers, which are easily disposed of. 

The final leads to a partly flooded crypt. Inside the crypt are 13 upright stone sarcophagi. Each contains the 
moldy, mummified remains of former priests of Talos -- except one, which is trapped with an almost deadly 
burst of electricity that courses through the water of this flooded room and zaps everyone inside it. Behind this 
sarcophagus is a secret treasure room holding nine potions, a magic spear, and a magic shield emblazoned with 
the symbol of Talos. (Ends Tarsakh 21) 

Seybel takes the spear and the party moves back to the main octagonal chamber. Lorne's elven heritage allows 
him to spot a secret door leading to a long hallway housing a number of exploding skeletons, and beyond that is 



a room holding a smashed and broken machine shaped like a beholder but guarded by a still-functional stone 
golem. The heroes have a tough time of it but eventually the golem is defeated and the heroes rest for another 
night. 

The next day, satisfied that they've searched the subterranean runs completely, the party heads back to the 
surface. Austin notes that the fog seems to be diminishing and visibility is much better. The party searches for 
the cauldron mentioned by Shaunra's warhorse but only finds a muddy depression where the cauldron once lay. 
Nearby they find the body of Shaunra's squire, Martos, and his journal (which mentions in the last entry that he 
and Shaunra were headed to Tempest Tower Valley to take care of Harular's Claws, the leader of which was 
rumored to have dragon blood in his veins). Martos' ghost appears and informs the heroes that Shaunra's spirit is 
somewhere in some catacombs beneath Twilight Tower. Seybel promises to save her and put his (and her) soul 
to rest. 

The heroes head back to the village and approach the temple. The front gate is closed and the guard beyond 
seems reluctant to let the heroes in, stating that Andress has asked that they come back tomorrow. Seybel is able 
to convince him to at least let him speak to one of the underclerics. She, in turn, has little to say except that 
Andress now suspects the heroes of being the "betrayers" of her prophecy. She doesn't know of any entrance to 
catacombs beneath the town, though she admits that she's at least heard that there were some in years gone by. 

The heroes depart and head for the inn -- that is, all except Artimus. Invisible and as stealthily as possible, he 
climbs onto the roof of the temple, accesses a trap door there, descends some stairs, and ends up inside the 
sanctuary. The opening door alerts two clerics there, who in turn alert the temple guards. Artimus finds Andress's 
office/quarters and searches around quickly but sees nothing unusual. Guards see that the door to Andress' 
chamber is open and begin a systematic sweep of the temple. Artimus keeps out of their way, gets a good look at 
as much of the interior of the temple as possible, and then beats a hasty retreat back to the inn. 

Tired and dirty, the party heads for their basement room at the Double Bolt and begins to settle in. Suddenly, 
Artimus and Vaspacian hear a scraping sound on the other side of one of their walls. Artimus heads out to 
investigate. The other side of the basement has a large common sleeping room, and he figures out that there's a 5' 
wide corridor between their guest room and the common sleeping room that they can't seem to access via a door. 
He does, however, find several small holes drilled in the wall. Using a potion, he assumes gaseous form, passes 
through a hole, and finds himself in the secret corridor with two thugs. One thug shouts an alarm down a shaft at 
the far end of the tunnel. Artimus rematerializes, shouts that there's a ladder into this hideout that must lead from 
the ground floor of the inn above, and begins to fight. 

Cecelius also uses a potion to assume gaseous form, and he enters the secret tunnel to fight as well. In the 
meantime, the others run upstairs through the common room into the kitchen, throw back a rug to uncover a 
magically locked trap door, and begin to beat on it. Vaspacian blasts the trap door with a lightning bolt spell, and 
Dunthar finishes it off with his concussion power. Seybel drops down on one thug while Cecelius and Artimus 
take care of the other. They manage to capture one alive. 

Artimus and Dunthar waste no time -- they immediately start to climb down the shaft where the alarm had been 
raised, and the others soon follow. They battle a troll barbarian and his pet lizards in a cavern at the bottom of the 
shaft, and then wage an epic battle with members of Harular's Claws -- including Harular himself (a half-
dragon), his young pet dragon, and various henchmen and cronies. 

By the end of the battle only one villain has survived and he surrenders and is questioned. He reveals that 
Harular had a deal with someone known as the Mistress of Pain, who helped the bandits find their hideout below 
the town. He doesn't know anything about Shaunra, but notes that there is a central temple to Loviatar a short 
way away that the bandits avoid when they can. He also reveals that he'd charmed the innkeeper and one 
employee to keep them quiet about the trapdoor and the secret spyhole. 

The heroes loot a few bodies, and Cecelius plans to speak with Harular's departed spirit using a spell on a scroll. 
(ends Tarsakh 22) 



Harular's corpse reveals that the Mistress of Pain, the priestess in charge of the temple to Loviatar, is in fact 
Andress -- the high priestess of the temple of Ilmater. The heroes are not all that surprised. They retreat back to 
the inn and rest the night. 

Using other clues garnered from their prisoner, and from some investigating done by Austin during the battle 
under the inn, the party decides to pay a visit to the Uhlstan farm on the northwest edge of town. They find the 
farmhouse deserted, but not so the barn -- it's home to several bugbear rogues, a gargoyle-like creature, and a 
pair of acolytes of Loviatar. All are easily dealt with, and indeed they find a shaft heading to the catacombs 
beneath the town. They enter and follow a tunnel past some traps and into an area guarded by orcs, human 
mercenaries, a priest of Loviatar, some desecrated skeletons, and a walking acid-spitting urn. Clever use of a 
silence spell allows the party to divide and conquer the opposition, though Austin is poisoned by the priest's 
unholy scourge. 

Beyond this area is a prison holding a homeless man who'd been captured by Andress, a young boy who 
wandered into the Uhlstan barn a few days ago, and mad supplicant of Loviatar who seemed to be enjoying his 
pain. The two lucid prisoners are freed and escorted back to the farm, then the party presses on into the main 
temple area. 

Here, they find that many doors are locked and require a sacrifice of blood and pain to continue on. They battle a 
fire elemental in a forge, defeat some wraiths in one torture chamber and some blue abishai in another, and 
disable some traps leading into the sanctuary. Inside, the heroes discover the devourer -- a tall undead creature 
that is using Shaunra's soul to power its arcane magic. The heroes use long-range tactics to make short work of 
its undead minions, and finally they defeat the devourer. When it is slain, Shaunra's spirit is freed -- with a look 
of gratitude, Shaunra's spirit soars into the afterlife for her eternal reward. 

Our heroes are satisfied -- but they realize that the true test is yet to come, for they must confront and expose 
Andress. (Ends on Tarsakh 23). 

The heroes explore a barracks area beyond the balcony above the main temple and discover a hidden treasure 
room. While this is going on, Austin, who has been keeping watch on the temple below witnesses a pair of 
Loviatar clerics and several attending creatures (including a pair of xill clerics, a red abishai fiend, six 
"paindead" skeletons, and -- invisible -- a pair of hellcats) entering the temple from an unexplored exit. They 
head toward the cauldron, and Austin fires at them with his bow. An epic battle ensues, with lots of leaping from 
balconies and several party members almost meeting untimely ends. The heroes manage to destroy the skeletons 
but all of the other creatures manage to escape with the cauldron under cover of an obscuring mist spell. 
 
Badly battered and out of resources, the heroes make their way back to the surface via the old barn and make 
their way to some nearby woods to recuperate. During this period of rest, Artimus scouts out the town and learns 
that all of the lower-level clerics and guards from the Ilmater temple have either fled or been captured. He spies 
on the temple and discovers that it has new guards -- half-fiend minotaurs in the courtyard and kytons on the 
roof.  
 
While this is going on, several of the other party members get a strong feeling they are being watched via 
magical scrying. Artimus returns, but then he and Austin return to town after the party hears a distant scream. 
They discover that Andress has killed the lower-level clerics and guards of Ilmater and animated them as wights 
-- and, worse, they're led by a powerful wight formed from poor Shaunra's corpse! Artimus and Austin lure these 
undead into a patch of woods and make short work of four of the wights before Shaunra and the others flee back 
into town to continue harrassing townspeople.  
 
Artimus and Austin return and the group makes final preparations to head to the temple to face Andress and her 



minions. It is twilight as the heroes approach the building. They battle kytons on the roof, and soon a fiendish 
hook horror joins them and just about mangles Seybel to death, but ultimately the heroes finish off the roof 
guards and all but two of the minotaur guards in the courtyard (the two survivors flee into the temple's interior 
while the others are first stunned by a mind blast from Dunthar and then killed with arrow fire while thus 
incapacitated). The party catches their breath and considers the next move. (Ends on Tarsakh 23) 

The heroes catch their second wind and buff themselves while Artimus descends the stairs to the temple below. 
From there a great battle, worthy of songs and legends, takes place. Andress, now revealed as a priestess of 
Loviatar, is there along with many henchmen, including a pair of xill clerics, a xill warrior, a pair of half-fiend 
minotaurs, a pair of tiefling clerics, Shaunra's wight, and a trio of high-ranking Night Mask vampires from 
Westgate to join the fun. Austin finds himself in over his head shortly and perishes during the combat, but 
ultimately the party triumphs over evil. 

The heroes return to town and inform all of the cowering townsfolk that the evil has been eliminated. All are 
saddened to think that they spent so many months trusting Andress in her role as a priestess of Ilmater. The only 
thing they can surmise is that Andress must have had a great loathing for the town that seemed to venerate 
Shaunra more than herself, and that during her travels she must have learned some dark secrets and been initiated 
into Loviatar's cult. 

The heroes rest, assist with cleanup and burial duties, and the lone remaining acolyte helps the heroes find an 
ancient scroll with the power to restore Austin to life. 

"Hell on Earth" -- As the heroes leave town to continue their journey southward, suddenly an earthquake 
shakes the ground. To the north, massive dark clouds form quickly and unnaturally. Beyond the horizon, 
something glows with an all-too-familiar green light that surely marks the presence of Xvim. Cecelius realizes 
with a sickening start that he is now cut off from Torm and that he must struggle mightily to reach his god to cast 
spells, and that he cannot directly commune with Torm at all. Our heroes wisely decide that they must turn back 
from their mission to investigate this new evil phenomenon. 

As they ride northward, they continue 
to experience minor earthquakes along 
the way, as well as the occasional fierce 
rainstorm with green lightning. They 
also encounter frightened commoners 
fleeing the region. Their tales are 
confusing -- they speak of a large 
chunk of land now covered in some 
sort of impenetrable "bubble" and also 
of creatures emerging from the area 
with green glowing eyes. Beasts of 
Xvim for sure! 

Near Reddansyr the party can now 
begin to see the source of the green 
glow. As described by the commoners, 
it does appear to be a miles high and 
dozens of miles long bubble, not 
perfectly spherical, that seems to be 
trapping a swirling, glowing green mist 
within. The bubble appears to be covering the Bastion of Faith and its surrounding lands. 

Finally, as they continue to travel the party encounters a patrol of Bastion templars and clerics led by the long-



missing Ravenglass. They escort the heroes to a temporary shelter at the Ilmater shrine south of the road to 
Westgate. There, Ravenglass debriefs the party, asking in particular about Cecelius' spellcasting abilities. 
Ravenglass is surprised to hear that Cecelius can still cast spells (albeit with some difficulty), for all Torm clerics 
elsewhere seem to be completely and utterly cut off from their divine power. 

Ravenglass informs the party that the "bubble" seems to have some breeches in it on the western end, closer to 
Teziir. There, it has been reported, some of the green fog has been leaking out of the "bubble" and the green-
eyed creatures have been encountered. He also reports that no one has been able to enter the bubble by any 
means, nor has anyone been able to magically communicate with anyone presumably trapped inside. He 
encourages the party to first travel to Teziir to equip themselves and then to explore the west end of the bubble, 
enter the area if possible, and report back if they learn what's going on inside. (ends on Mirtul 1) 

The party travels to Teziir and spends about 10 days crafting magic items and weapons and buying supplies and 
equipment. Artimus tries to gather information on the strange phenomenon but has little luck other than to 
discover that of the fleeing peasants, no one has claimed to have come from inside the bubble. Austin, 
meanwhile, acquires equipment via his Harper cohorts, sets Xvim the Dog free of his service, and spends some 
days in the wilderness finding a new animal companion (a dire wolverine). 

 
Our heroes mount up on horses and travel from Teziir to the west end of the disturbance where the green gasses 
have apparently leaked out of the bubble. Once within the green mist, they encounter a pack of zombies and a 
huge lizard-like behir, all with the green glowing eyes they've come to associate with "beasts of Xvim." The 
battle is particularly challenging as the magic compelling the creatures into Xvim's service also makes them 
tougher and more resistant to weapon blows. Cecelius ends up in the behir's gullet, but eventually the creatures 
are destroyed and everyone survives the battle. 

 
They continue on into the mist. They eventually find the transparent wall of force -- the "bubble" as they now 
call it -- and they discover several large cracks in it, some large enough for the heroes and their horses to fit 
through. When they enter the bubble, they find two odd things. First, the mist here is thicker and visibility is 
much more obscured than outside the bubble. Second, the flat grassy terrain of the surrounding region is gone. In 
its place is bare rock, sloping quickly upwards and away as if they were standing on a mountainside. 

 
Our heroes press on into the oppressive green fog. Within a few minutes, they find a trail that makes travel 
easier, and so they take it. It heads up the slope and further into the mist. They then hear a great roaring from 
some large beast in the fog ahead, and the fog about them begins to swirl. From out of the fog lumbers a gigantic 
lizard that stands on two rear legs and has two small forelegs. It is a tyrannosaurus rex -- a dinosaur of worlds 
lost to time -- and most frighteningly, its eyes glow green with the evil of Xvim. It is joined in combat by an 
elemental composed of the green mist itself. Our heroes again battle for their lives. Seybel ends up inside the 
tyrannosaurus' belly and Artimus is snatched into the creature's maw as well before it is finally slain by a 
combination of brawn and magic. Meanwhile, Austin peppers the mist elemental with arrows from his magical 
bow but ends up inhaling part of the elemental and it begins to claw at his insides. During the battle, Cecelius is 
only able to call on Torm's might intermittently. The rest of the party manages to finish off the strange being. 

 
After tending to their many wounds, the heroes continue up the mountain trail through the green fog. They 
eventually leave the fog, only to discover a most ominous sight. Ahead of them is not the forest that would 
surround the Bastion of Faith and its environs; instead, the entire region has been replaced by a barren mountain 
that could only have been spawned in Hell itself. Miles ahead the party can see a great wall, with a small tower 
poking up from its top. Circling it is some great winged creature. Beyond that the mountain continues to rise, and 
there is another wall with another fortress. Beyond that, even farther and higher, another wall. And beyond that 



lies a great chasm and the final peak of the mountain, capped with some sort of fortified castle. 

 

The section of Gehenna brought to the Realms. The numbers indicate miles between structures or intersections. 

Our heroes, having seen enough for now, head back through the mist, through the breech, and make their way to 
the shrine of Ilmater where Ravenglass is staying. He hears their report, agrees that it does appear that the lands 
surrounding the Bastion have been scooped up and transported somewhere, and that the hellish mountain was 
brought here to replace it for some reason. He also feels that it is quite possible that the removal of the Bastion 
from the Material Plane might be why Torm's clerics are having trouble receiving spells. Ravenglass suggests 
that the party return to Teziir to do some research on the planes, and then return to the hellish mountain to seek 
out any inhabitants and see if more information can be uncovered. 

 
Back in Teziir, our heroes learn that the region they saw is very reminiscent of a plane known as Gehenna -- a 
place of fire, mountains, and smoke. They also learn that Bane's realm was known as the Barrens of Doom and 
Despair, and that it too was thought to be on the plane of Gehenna when he was yet alive. 

 
Our heroes debate greatly about what should be done. Some feel that it might be best to find magical means to 
fly over the many walls and toward the great fortress atop the highest peak. Others feel that it could be beneficial 
to approach the lowest wall's tower to see if anyone there can answer questions. They ultimately decide to pack 
up two weeks' worth of food and go on horseback toward the first wall's tower. 

 
They leave Teziir and return to the bubble, pass through the fog unmolested, and begin heading up the road 
toward the first wall. As they approach within about a half mile, they see that the tower is under attack by a small 
force of humanoids. A dragon defends the tower, along with another force of humanoids. Artimus creeps toward 
the tower to get a better look. He sees a force of half-fiend hobgoblins led by a half-fiend fire giant leading the 
assault on the tower, and that they all have the green glowing eyes of Xvim's beasts. The defenders of the towers, 
including the dragon and more of these hellborn hobgoblins, do not have the green glowing eyes. Artimus 
watches the battle; ultimately, those attacking the tower are defeated. 

 



When Artimus returns to the group, they decide that they probably should avoid the first tower. They move along 
the wall about a mile off trail, then Dunthar uses his psionic powers to polymorph into an umber hulk. The great 
creature easily burrows through the wall, and the heroes pass through to the other side. They make their way 
back to the road, and notice that from this side the wall tower isn't particularly heavily guarded. Artimus uses a 
potion to make himself invisible and sneaks toward the tower for a closer look. The patrolling dragon, however, 
senses his approach and calls out to him. Artimus determines that the dragon isn't necessarily immediately 
hostile, and strikes up a conversation. 

 
The dragon indicates that he and the tower's inhabitants are enemies of Xvim's followers. They're in a tight spot 
because they know something strange has happened to this region of their home; they can't teleport or plane shift 
away; and when they try to pass through the green mist they instantly become subservient to Xvim, their enemy. 
The dragon agrees to take Artimus to the leader of the tower's forces, a yugoloth. 

 
The yugoloth fills in more details. Thirteen years ago Bane was destroyed and his realm on Gehenna lay unused 
for a decade. In that time, fiends from all over the infernal realms arrived to stake claims: demons from the 
Abyss, devils from Baator, and yugoloths from Gehenna, the Gray Waste, and Carceri. Three years ago, Xvim, 
the son of Bane, suddenly appeared on the scene. But unlike a "normal" god, Xvim had little interest in his 
infernal realm. He spent a lot of time on the Prime Material Plane, invigorating his new worshippers as they tried 
to wrest control of the Zhentarim from the Cyricists who had taken over in the past decade. Xvim did repopulate 
some of the fortresses in Bane's realm with cadres of loyal followers -- hellborn clerics and sorcerers and other 
fiends -- but he did not fully claim Bane's realm as his own. So the yugoloth and demonic intruders stayed and 
quietly continued to claim areas of Xvim's realm as their own. 

 
Twenty days ago or so, this section of Xvim's realm was ripped from Gehenna and brought to the Prime as some 
sort of "estate transfer" took effect. But Xvim, much less lawful than his father, likely would not have just taken 
the Bastion and its environs back to Gehenna. Gehenna didn't suit him. It is more likely, the yugologh 
commander explains to Artimus, that the Bastion and its surround lands, have been taken somewhere "else" -- 
somewhere more to Xvim's liking. And from there, Xvim could start shaping a realm more to his liking. 

 
Artimus thanks the yugoloth for the information, and asks more about the layout of nearby fortresses, other 
defenses and creatures they may encounter, and so forth. The yugoloth explains that the next wall's main fortress 
is a temple to Xvim which is currently held by a small band of clerics and some other defenders, and that it 
contains a great magical laboratory. Beyond that he knows little. He suspects that the castle on the highest peak 
might hold some secrets, as it is where Xvim spent what little time did while he visited Gehenna. He also thinks 
that might be the source of the green gas. Ultimately, the yugoloth would like to have this section of Gehenna 
returned to its correct place, but if not at least removing the gas would allow the fiends to leave the bubble and 
then plane shift back to their homes. 

 
As a token of goodwill, the yugoloth gifts the party with powerful magic weapons. Our heroes plan to approach 
the next wall, assault the temple of Xvim there, and see what they can discover. (Ends around Mirtul 24th) 

 

Our heroes continue to trudge up the steep trail toward the next wall. During one night of rest on the way, they 
are assaulted by a pair of fiendish scorpion-folk rangers and their pet fiendish hook horror, but the fiends are 
destroyed. Two days later, the party approaches Xvimglory Shrine, the temple of Xvim that is built into the wall. 
Artimus sneaks in and does some recon. He sees two small squads of half-fiend hobgoblin sentries, a trio of 
armored fiends mounted on nightmares, and a trio of fiendish clerics of Xvim. He reports back, and the heroes 



prepare themselves for battle. 

Artimus returns to the temple, this time invisible and with a silence spell cast on a stone. This allows him to get 
off a number of sneak attacks against the hobgoblin sentries before the alarm is raised. Once the rest of the 
temple is alerted, the clerics seal themselves off in their chapel behind a whirling blade barrier and a globe of 
darkness, while the mounted fiends approach to do battle. The opponents are tough but our heroes are more than 
adequate to the task, and eventually all enemies are destroyed. 

The heroes do a thorough search of the temple and discover a veritable horde of magic items. They also find 
various writings that shed some light on their situation. One recent note seems to indicate that Xvim's clerics 
throughout the Realms have become reviled not only by the clerics of good gods, but even by the clerics of evil 
gods. The chief concern is the beasts of Xvim, and how they can destroy utterly the souls of those they kill in 
combat. The gods, apparently, are furious that the souls of their worshippers are being annihilated. Of course, to 
Xvim's closest followers, this is a sign that they are gaining great power and may be able to use this fear and 
hatred of Xvim to coerce other gods and their clergy into allying themselves with Xvim. 

Other writings (along with a crude map of this force-encircled section of Bane's realm) seem to hint that there is 
some way to manually lower the force field around the area should one decide to do so. And finally, the heroes 
discover an apparently unrelated shred of a long-lost tale. 

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

After a couple of days of resting and using the temple's well-stocked laboratories to create a magic item for 
Artimus, the journey up the mountain continues. The heroes travel for two days before encountering a tall spire-
like tower which is in a state of disrepair and completely abandoned. Artimus climbs the tower to get a better 
look at the next landmark -- a small fortress that hangs like a bridge over a chasm that the heroes must cross if 
they are to reach their ultimate goal.  
 
One more day of travel brings them to the bridge-fortress, Vilespike Bridge. Artimus approaches invisibly and 
does some scouting. He sees a few hellborn sorcerers, some guardian chain golems, and notes that the underside 
of the fortress seems to be home to a small swarm of huge fiendish wasps of Xvim. The party decides to 
approach invisibly and see how far they can get before they are discovered. Turns out it's not far -- very first 
steps onto the bridge set off an alarm. A great battle follows between the hellish defenders and the heroes. The 
sorcerers bombard the party with spells of lightning and fire and ice, but they are no match for those of the 
Bastion of Faith.  
 
The fortress is searched and the heroes find two items of note: a device that, apparently, can lower the huge dome 
around this piece of Gehenna (presumably then releasing the green gas of Xvim that clings to it to infect the 
surrounding countryside); and a teleporter pad that seems like it leads farther up the mountain, maybe even to the 
pinnacle. The heroes rest for a couple of days and then Artimus volunteers to be the first to step onto the pad. 
 
It is trapped! Artimus is sent back to the tall spire-like tower, and stricken with a foul poison. His hardy 
constitution wards off the poison's effects, and he uses a potion of flying to zoom back to the party's location. In 
the meantime, the heroes have experimented with the teleporter by dumping the dead bodies of their foes onto it, 
and are convinced that it is now safe. The heroes step onto it and are transported just outside the entrance to the 
Pinnacle of Hate, the huge fortress atop the mountain. 
 
The fortress is almost too big to comprehend. The immediately obvious entrance is a huge tunnel leading into the 
mountain itself. Artimus scouts ahead as usual, but as he moves down the tunnel the very ceiling and walls 
become like a giant mouth and start crunching into him! He races toward the end of the tunnel only to find a 
locked iron portcullis in place. He hastily tries to pick the lock as the other heroes rush in to assist, and he finally 



opens the portcullis, and all are able to escape the magical hallway, though none uninjured. Beyond is the interior 
of the fortress itself.  
 
The heroes wander the empty, desolate halls of the Pinnacle of Hate for hours. The place has the appearance of a 
rotten tooth -- decayed on the inside from lack of attention and use. Eventually the heroes can tell they are 
approaching a much larger room. Artimus again scouts ahead to see what lies within. 
 
He discovers a roughly rectangular room about 400 feet long and nearly as wide, decorated with pillars, statues, 
and raised platforms, and cut down the middle by a narrow river of steaming black fluid. Atop the highest 
platform stands an armored corpse, and it is accompanied by a pair of armored constructs known as battle 
horrors. Artimus retreats to inform the party, and they prepare for an assault. However, they discover that the evil 
power surrounding the Pinnacle prevents any of them from becoming invisible, and so they abandon the plan to 
approach stealthily. Instead, Artimus, Dunthar (in troll form), and Seybel approach the entrance to the room 
boldly. 
 
The armored corpse turns out to be a lich formed from the body of none other than Caernarvon, the former 
second-in-command of the Bastion who'd been assassinated during the whole "dead magic poison" episode. He 
sadly informs the heroes that he must prevent them from using "the portal", and explains that nearby lies a 
currently non-functioning portal that leads to Carceri. Upon further questioning he reveals that Xvim has stolen 
the Bastion because of "what lies in the secret relequary" and that Xvim, while currently weakened by this 
massive effort, is gaining power again as his green-eyed beasts roam many Prime Material worlds feasting on 
souls and sending that power directly to him. Artimus shouts that it is time for Caernarvon to DIE and another 
battle begins.  
 
There's something strange about the huge room, though -- every few seconds it appears to change size. One 
moment you might be five feet from your opponent or an ally, and then suddenly you're 50' or 500' away. This 
forces the heroes to rely on ranged attacks and ranged magic moreso than usual. A pair of earth elementals and a 
fiendish tiger appear during the battle, and they manage to do some damage to the heroes, though the battle 
horrors go down fairly easily. The lich is fairly indestructable at first, as he has many rounds to cast defensive 
magic (though alternating with devastating spells like blade barrier and flame strike). Ultimately, though, the 
heroes make their way across the continually shifting room and finally destroy Caernarvon's lich. In it's last 
gasping breath, the old Caernarvon's good nature seems to come through for a moment and he warns the party 
that they must lower the force field before they can use the portal. The heroes, though, realize they must do one 
other thing first: find a way to stop the production of the green gas. (Ends around Kythorn 2nd) 

The heroes investigate two adjoining rooms. One contains a free-standing arch of stone, with its keystone 
missing. The other is an immense library. Upon searching it, they discover another copy of the long-lost tale 
they'd previously discovered, but this one has additional notes. They indicate that the popular history of the 
gautiere is mistaken, and that the god of the tiere had recently been rescued from his prison and reunited with his 
people upon the plane of Carceri. There, he created a paradise for them. A short while ago, this lush realm shifted 
away from Carceri, leaving the original barren desert. A final note says, "Complete isolation - prime real estate - 
perfect for our master's new home." 

The heroes rest for a while, then continue on. They decide that the source of Xvim's green gas must be tied to the 
vile black river coursing through the temple. They first explore a little way upstream but turn back when the river 
seems to split into several tributaries. They then explore downstream, and find that the black sludge feeds into a 
huge metal contraption that apparently turns it into the green gas and sends it on in a half-burried pipeline. So 
they head upstream again, hoping they can find the ulimate source of the black sludge. 

While wandering through the halls of Xvim along the black river, the heroes confront a gigantic fiendish snake 
swimming in the murk, and this battle draws the attention of a pair of half-fiend fire giants who are thralls of 
Xvim. Their evil powers almost destroy the party, but quick thinking by Vasp allows the party to recover for a 



few moments inside a double-thick dome of ice conjured from a staff. The heroes ulimately defeat the giants, 
though during the encounter Austin falls into the river and discovers (the hard way) that it is very poisonous. 

Finally, all tributaries join together again and the heroes find the source of the evil fluid: a large room where 
dozens of celestial creatures (some humanoid, some not) are hung on hooked chains, where their blood and 
anguish are allowed to drip into holes in the floor which in turn feed into the black river. Tending the celestial 
prisoners is a cerebrelith demon and a trio of hell corpses. The heroes fight a tough battle against the evil 
attendants and are victorious. 

When the melee stops, the heroes can hear whisperings in their minds. The tormented fiends, who have been so 
visciously mutilated that they should by all rights be dead, are sending telepathic messages to the party -- "Let us 
die!" It turns out that the chains upon which they were hung had the power to sense when the celestials were 
close to death and could provide just a little healing as needed to keep them alive and in torment. The heroes 
discover how to stop the chains from healing the prisoners, and one by one the celestials die. Their spirits visibly 
leave their bodies, sink through the floor, and turn the vile black river of evil into a pure white river of goodness. 
One spirit finds its way to the body of Austin's former animal companion and merges with it, bringing it back to 
life as a half-celestial wolverine. 

The heroes follow the river back through the miles of tunnels, and see that it turns into a white gas. Ultimately 
the gas pipeline leads to the side of the mountain, where it pours out into the air, changing the dome of green gas 
clinging to the force field bubble pure white. The heroes then return briefly to Vilespike Bridge via the teleporter, 
and lower the force field. The white gas escapes harmlessly, and finally the heroes can see the blue sky of Faerun 
overhead. 

This part of their task done, the heroes head back to civilization. They find that the makeshift camp of Bastion 
survivors is mostly deserted. Only Ravenglass and a skeleton crew are there. Ravenglass is thrilled that the 
heroes have managed to succeed thus far. He tells them that Zhentil Keep has massed an army of Zhentarim in 
preparation for an attack on Torm's holy city of Tantras, so all available clerics and warriors devoted to Torm 
have been sent there to fight. However, since Torm's clerics (except for Cecelius) are cut off from Torm's power, 
there is little hope they can survive the onslaught. 

The party travels to Westgate to reprovision themselves and upgrade equipment. They also petition a cleric of 
Ilmater to divine the location of the keystone for the currently non-functional portal (presumably leading to 
Carceri). They are ready in a day or two, and head back to the Pinnacle of Hate with a clear picture of where the 
keystone must lie inside. 

They converge on a circular room that turns out to be a pair of concentric rooms (one narrow corridor around a 
central circular room). Its guardians are a pair of tough vermin known as bonespears and a quartet of devilish 
mummies, but the heroes defeat them in a hard-fought battle. Inside is the missing keystone. 

The heroes return to the portal room, restore the keystone, and stand back as the portal shimmers and comes to 
life. (ends Kythorn 10th) 

"The Path of Duty" -- Our heroes step through the portal without delay and find themselves atop one of three 
tall stone spires in a desert. Somehow Seybel and Austin fail to arrive at all, but on one of the other spires 
appears a stranger. The presence of the party sets off an alarm, and several creatures appear and attack. A three-
eyed dragon shoots paralyzing rays out of its central eye, an asp-headed manticore fires spikes at the heroes, and 
a quartet of magma mephits rises out of a pool of lava to harrass the party. The heroes use a combination of 
might and magic to defeat these guardian creatures, and they find a cache of magical and mundane gems in a 
nearby cave. 

The stranger is Gannon, a warrior from another place. He introduces himself, and the heroes do likewise. It is 



clear that they will need each other if they are to survive here on Carceri. Cecelius tells the party that oddly 
enough, he feels that Torm is closer now than he ever has been before. 

The party, seeing no immediate clues as to how to proceed, heads toward a rocky badlands area. They travel 
along a worn path for a couple of days but see no signs of life. Eventually, they leave the badlands and at the 
edge of the desert is an abandoned village composed chiefly of animal skin tents. Artimus scouts ahead and 
discovers it is being searched by a band of demons. They have four decidedly non-demonic prisoners in tow. 
Cecelius summons a trumpet archon to assist and the heroes easily defeat the demonic slavers. Strangely, one of 
the demons has a weapon made of a clear metal -- like the nephelium the heroes had seen in the Sunless Citadel, 
many months ago. This demon is captured and questioned. It explains that it found the weapon after their band 
defeated a group of drow they encountered in the desert. 

The freed captives, meanwhile, give what information they can. These folks describe themselves as "political 
prisoners" who were sent to Carceri years ago. They heard that one orb on the layer of Minethys had become a 
green, lush paradise created by the god of the humanoids known as the Tiere, so they travelled there -- and lo, it 
was true. They lived on this orb for months, and then one day it was all gone, and so were the Tiere. They'd 
struggled to survive on this orb for months, and then were captured by the demonic slavers to be used as soldiers 
in the Blood War. They also note that when the slavers entered this village, they found the only Tiere that they'd 
seen in months -- and promptly killed him, as he looked too old and frail to be a good soldier. 

The party executes the captured demon and sends the former captives on their way. They search the village and 
find the corpse of the Tiere. After a period of rest and prayer, Cecelius uses Torm's might to speak with the 
corpse. It answers the following questions as they are put to it: 

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

� Where did the Tiere go? God took them and his paradise with him to a new home, as he promised.  
� What is the message? When our God was trapped in his temple by a terrible curse put on him by his own 

followers, the only way for him to escape was to split his essence into several pieces and travel out of the 
temple in the bodies of mortals. Each mortal who received a piece of God was exalted to higher levels of 
power, but this made God himself weaker. A God is not like a person. A god can see things before they 
happen, be in many places at once and yet be one divine being. 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 all they can here and eager to find the remains of the drow patrol 
where the nephelium sword was found, head into the desert, backtracking the path of the demonic slavers. For 
the first few days the tracking is fairly easy, but it becomes more and more difficult as winds have begun to 
move the sand around. Austin's presence would come in handy! Finally, the heroes find themselves in the middle 
of the desert with no more trail to follow and no clear direction of where to go. Cecelius communes with Torm 
and learns the following: 

� Torm is somewhere on Carceri.  
� Torm's essence is somehow split into pieces and they must be joined together again.  
� Joining Torm's essence together is no guarantee of escaping from Carceri.  
� The pieces of Torm's essence are fairly close to each other and in the Bastion of Faith.  
� Finding the remains of the drow patrol will help the heroes find the Bastion.  

Cecelius then uses more spells to find the way to the drow patrol. Three days of travel later, the heroes find the 
remains of the drow. They've been stripped of valuables -- and of most flesh, by a swarm of scarab beetles that 
briefly harrasses the party. They continue to rely on Cecelius' divine guidance and plunge further into the desert. 

A couple of days later, the party begins to hear roaring noises like great beasts in the distance. Yet they can see 
nothing as far as the eye can see. They travel on, and suddenly the whole party is overcome by an almost 
palpable wave of dread. They have only seconds to prepare when the air in front of them ripples and a huge 



dragon, apparently made of molten rock, appears as if passing through a curtain in the air. The heroes fight a 
desperate battle to keep the beast from destroying them, with Dunthar polymorphing into a pegasus so Gannon 
can ride him into the sky to do battle and protect Cecelius, and ultimately they use Vasp's spellfire and multiple 
cone of cold attacks to defeat it. 

The heroes catch their breath and continue on toward the sounds. They pass through a wall of illusion -- the 
illusion that the desert continued unbroken to the horizon -- and find that, a few miles away and resting on the 
desert sands is the miles-high chunk of the Bastion of Faith lands. And around it fly dozens of dragons like the 
one they just defeated. (Ends around Kythorn 19th)  

The Bastion chunk appears to be somewhere around 20 miles away, and it takes the group 3 more days across the 
shifting sands to reach it. As they approach, they can see that a smallish (800 ft long, 600 ft wide, 100 ft high) 
fortress is positioned on the desert floor near the chunk's base. Oddly, though, the fortress appears to be mobile 
for it is built on a pair of enormous rollers. Artimus scouts ahead and sees an odd insect-eyed blob floating above 
the fortress, clearly keeping an eye on things, and then he sees a red slaad and a formian myrmarch keeping 
watch. Behind the fortress, high in the wall of the gigantic chunk of earth, is a tunnel opening. Surely this is 
where the drow had emerged from! Artimus sneaks back and describes what he saw. The more experienced 
planar travellers recognize the slaadi as agents of utter chaos, while the formians are proponents of unyielding 
law. Neither is considered particularly "evil" and yet here they are, working together on Carceri. How odd! 

The group decides to approach the fortress and parley with the strange guardians. They never get a chance, for as 
the group approaches they are assaulted and an epic battle begins. Demonic rat-men operate sonicball-hurling 
catapults and huge ballistae, while small squads of formian myrmarchs (greatly aided by the hovering formain 
"observer"), red slaadi psychic warriors, and bone devils under the leadership of a slime-dripping babau demon 
swarm out of the fortress to attack. The babau leader is clearly heard, in Common, ordering the various troops to 
"target the cleric and the sorcerer first." There is a lot of flying and going invisible and teleporting and sneak 
attacks and more sonicballs and several castings of "sonicbrand" and amid the chaos appears from within the 
fortress a familiar face -- Austin, along with his celestial dire wolverine companion. The battle is hard fought, but 
ultimately the heroes are victorious, destroying the entire contingency of guards and their leader (though they are 
forced to retreat from some fiendish dire elephants who were nearby). 

Austin explains that he has no memory of what happened to him right after he stepped through the portal to 
Carceri. Some time later, he awoke and found himself hungry, thirsty, in pain, and bound up. He slipped into and 
out of consciousness several times. Finally, he saw a strange sight: the babau demon conversed with some sort of 
illusionary image of Xvim himself -- a tall devil with black stoney skin, but covered with cracks and with a green 
light oozing out -- presumably projected from somewhere. Xvim warned the babau demon that the rest of the 
party was on its way and that they needed to be stopped from entering the Underdark tunnels that would lead up 
to the lands near the Bastion. He specifically mentioned Vaspacian and Cecelius by name, indicating that they 
should be the primary targets. However, Xvim forbids the demon to kill Austin; Austin notices that during this 
part of the exchange Xvim seems to be struggling with himself and his voice is different when the order to spare 
him is given. Knowing that his friends were on the way, Austin waited until just the right moment to make good 
his escape by using his druidic powers to turn into a rat to escape his bonds. 

The heroes don't quite know what to make of this, but they propose that Xvim and Torm may somehow be linked 
together in some fashion and perhaps it was Torm's intervention that spared Austin's life. (ends Kythorn 22nd) 

After resting on board the mobile fortress (known as Dominator), the heroes press on. Dunthar uses his 
polymorphing powers to change into a pegasus and ferries all of the other party members to the opening to the 
Underdark, and they begin the long journey toward the surface. As they travel they note that the transfer of the 
chunk to Carceri apparently caused some seismic activity, for there are numerous fresh cave-ins along the way. 
They also find regions where the stone is not so much broken as warped and twisted. Cecelius has a thought 



about using Torm's power to transport him to his room in the Bastion itself, but after discussing the issue with the 
rest of the party they conclude that such teleportation is too dangerous given Carceri's penchant for foiling 
transportation magic, the teleportation-blocking radiation of the Underdark, and the thought that, given the 
warping they've seen in the stone, the Bastion might not be exactly where it once was or laid out exactly as it was 
before and thus teleporting there might be the equivalent of teleporting into an unknown area (never a totally safe 
option). So the heroe trudge onward.  
 
A couple of days into their trip, they stumble upon a nasty pack of super-intelligent spellcasting rats who have 
charmed a pair of huge spiders and grells. It's a tough fight, particularly as the room is not well-lit and the floor is 
treacherous, but eventually enough brawn is applied to the charmed minions and plenty of area-affecting magic 
obliterates the rat pack. 
 
The heroes rest up after this draining confrontation. As their rest period ends and they begin to leave the cavern, 
Artimus spots a pair of beady eyes ahead in the dark. He investigates and finds a fleeing deep gnome miner. The 
gnome, once he's figured out that the heroes are not evil monsters, is pleased to see them and actually recognizes 
the holy symbol of Torm worn by Cecelius as being related to the relatively nearby Bastion of Faith. This 
gnome, Benko, tells his story: he is one of many svirfneblin miners stationed in the nephelium mines below the 
Sunless Citadel. After "the catastrophe" occurred, complete chaos errupted among the races in the portion of the 
Underdark that was transported to Carceri. All normal life and trading ceased and fierce battles were fought 
between small pockets of drow, kuo-toans, and duergar. The svirvneblin miners holed up in their mines for a 
couple of days, but shortly a swarm of earth creatured arrived at the mines and chased the miners away. These 
creatures included several normally-placid delvers, several xorn led by a huge xorn elder, and many thoqqua. 
They apparently arrived to devour any and all nephelium ore they could find, and were not above killing 
anything in their way to get to it. Upon hearing this tale, Vaspaican surmises that a combination of Carceri's evil 
and the unique mineral may have created some sort of "homing beacon" that called to the creatures and perhaps 
drove them insane.  
 
Benko offers to take the heroes to his leader, who will surely agree to lead them to the bowels of the Sunless 
Citadel. He leads them through tunnels, past what was once a well-made secret door but is now rubble, and into a 
large worked cavern that clearly once served as a merchant camp. There, the betrayal is revealed -- Benko, a 
charmed slave, has led the heroes into an ambush by mind flayers, gauth beholders, and grimlock barbarians.  
 
The inevitable battle begins, with the gauths firing burning/inflicting/sleep/paralyzing/stunning/exhausting rays, 
the mind flayers attempting (but usually failing) to mind blast the group, the barbarians hacking with axes and 
subsequently getting killed, and the illithid wizard leader hurling spells. But in mid-melee the wizard calls a truce 
and the party reluctantly agrees. The mind flayers, having seen (and felt) Dunthar wielding the "invisbile art," 
seek his help. These mind flayers, it turns out, are former prisoners. The only way to keep a mind flayer prisoner 
is to deny it its ability to plane shift via a tattoo of dimensional anchor. The illithids found a device that could 
remove the tattoos -- but it could only be operated by someone who a) had psionic skill and b) wasn't already 
bound by a dimensional anchor. So clearly they need Dunthar to release them. Very reluctantly the heroes agree -
- and in short order the mind flayers and their remaining gauth companion are gone. Left behind are Benko and 
several other former mind flayer thralls, now free of their mental slavery.  
 
Benko is in tears and apologizes profusely about the deception, however much unintended. He explains that all 
of his story is true, and offers to lead the heroes to the Citadel. They agree. As the next few days pass, the heroes 
learn from Benko all sorts of lore regarding delvers, xorn and thoqqua.  
 
As the heroes finally approach the nephelium mines in the lower level of the Citadel, they hear a battle up ahead. 
Artimus, mind-linked with the rest of the group, sneaks ahead and witnesses some thoqquas and xorn fighting 
with a barbed devil, a gladiatrix demon, and a spell-casting wight. The earth creatures are defeated in fairly short 
order. Artimus hears the fiends discussing whether they should go fight more earth creatures, but the gladiatrix 
warns her companions that Xvim has ordered that the earth creatures be left alone for the most part. Hearing 
Xvim's foul name is enough -- Artimus retreats, the heroes prepare themselves. In the course of doing so, 
Cecelius once again attempts to summon the trumpet archon as his planar ally -- but he is informed that this 



celestial never returned from the last time he was summoned! Cecelius has a sick feeling in the pit of his stomach 
after hearing that. The heroes complete their preparations and then attack.  
 
The three minions of Xvim, in themselves, are not too much of a challenge though the barbed devil is quite 
resistant to magic and causes both Gannon and Artimus to flee in terror when it strikes them in melee. However, 
in short order a bone naga, peering down from the shaft leading from the lower level to the upper level of the 
Sunless Citadel, sends a projected image down to cast spells at the party while remaining perfectly safe. One of 
its most devistating attacks is a spell that robs Vaspacian of his mental capacity. Amid the chaos of combat and 
fleeing heroes, Austin turns into a rat and climbs up some chains leading up the shaft and Cecelius air walks up 
the shaft and the two of them confront the naga with a combination of might and magic. The naga uses a wall of 
force to seal the shaft so others cannot join the fray, and is able to resist some spells cast by Cecelius but 
ultimately it is destroyed.  
 
The heroes catch their breath, and after the wall of force wears off they all head back into the Underdark. They 
hope to rest and then return to the Sunless Citadel to resume their journey to the Bastion of Faith. (Ends around 
Kythorn 29th) 

The "night" passes without incident and soon the heroes return to the lower level of the Sunless Citadel. As they 
search the bodies of the defeated guardians, Benko the gnome spots a holy symbol of "the Earthcaller" on one of 
the corpses. He's convinced it belongs to a gnome chieftain, a "burrowwarden" known as Droomso. Benko 
assumed he'd been killed or driven into the Underdark when the insane earth creatures arrived at the nephelium 
mines, but now he feels it's possible that he's still around here somewhere. 

The party climbs the chains leading through the shaft to the upper level of the Citadel. They pass through 
familiar territory -- the large communal living space known as Goblinville, the long hallway where the kobold 
sorceress Yusdrayl once held court -- and make their way to the guardroom that leads to the outside. There the 
party confronts the last remaining guardians of the Citadel: more barbed devils, gladiatrix demons and 
spellstitched wights, led by an undead knight mounted on a nightmare that turns out to be formed from the 
corpse of none other than the half-orc Unglar. Soon these guards are joined by a pair of dragon-shaped stone 
golems who breathe ice and lightning at the party. The battle is hard-fought, but eventually all opposition is 
destroyed and in a nearby room the burrowwarden, Droomso, is recovered.  

Droomso tells the heroes all he knows, which isn't much. He does know that a virtual army of fiends is being 
marshaled on the lands of the Bastion above, and that traveling through those lands to reach the Bastion might be 
suicide. However, Austin has a good idea -- if Droomso, a priest of the earth, can calm the insane earth-
burrowing creatures, one of them might be able to dig their way underground to the crypts beneath the Bastion. 
Cecelius points out that they need to go to the crypts anyway because their first stop will be the secret reliquary 
to visit Torm's body.  

The burrowwarden is indeed able to remove the insanity from the earth creatures, and he convinces a massive 
delver to begin digging a tunnel. For the next two days the heroes follow the delver as it burrows through the 
earth. Finally, as it begins to near its destination, suddenly it screams and is disintegrated by a trap. It has 
burrowed into the crypts, and triggered a magical trap that was waiting for it. As the dust clears, the heroes can 
see that they have a "welcoming committee" -- four hell-powered corpses led by the very trumpet archon 
Cecelius had tried to call upon the previous day, but now corrupted into a servant of Xvim. The heroes are more 
than a match for the archon and his undead minions, and they are easily dispatched though, again, the encounter 
itself is another sign that they have been anticipated.  

 
The rest of the catacombs are empty, though it is quite clear that all graves have been defiled. Cecelius tries not 
to think about the fact that the body of his brother, Geoffrey, was interred here somewhere and has now either 
been devoured or turned into some undead creature. The heroes travel through the crypts, find the secret door and 



take the narrow stairway down into the reliquary.  

There, they find Torm's ageless body resting in its clear casket, as before. The heroes are stumped about what to 
do. They discuss the various dreams and signs they have had over the past few months, and finally Cecelius 
summons up the courage to open the casket and touch his god. The body is cool, but seems to buzz with energy. 
The heroes think back to the notes they read about the Gautiere, how their god was carried out of his prison-like 
temple within the bodies of several mortals. They also remember their conversation with the dead priest of the 
Tiere, and the questions Cecelius was able to ask directly of Torm shortly after that.  

All of the heroes arrange themselves around Torm's body and touch him, but only Vasp understands what to do -
- to him, Torm feels like a magic item waiting to be drained. He absorbs Torm's waiting essence and it fills him 
like holy spellfire, but there is still more, so he releases it into his companions. Soon, each of them is brimming 
with Torm's holy power. Vasp's eyes crackle with energy and he begins to float a few inches off the ground. 
Cecelius grows in stature and sprouts angelic wings. Lorne becomes a shining, floating shield of light. The other 
characters all gain startling powers as well. Most striking, though, is Dunthar. He becomes a ball of pure light. 
His mind is still there, but it has grown into something more -- a nexus that joins the heroes together in thought. 
Dunthar can ride the waves of time and see a few moments into the future. With this power, he hopes to guide 
the group, warning them at just the right time to dodge this way or that, strike now instead of later, and so forth.  

The heroes know what they must do. Their mission leads them out of the reliquary, across the catacombs, and up 
the stairs leading to the temple in the Bastion of Faith. At the top, Artimus flings open the door and the heroes 
stride forward to fulfill their destiny.  

The temple as the heroes know it is gone. In its place is a wide, high, long cavern of rough stone. The air is filled 
with a noxious vapor, and the floor is barely there -- it is mostly a network of narrow stone walkways over pits 
filled with boiling acidic lava, green slime and other hazards. At the far end, standing before a flapping, tattered 
tapestry, is a tall devilish-looking man, seemingly carved of black stone, with glowing green eyes. His skin is 
cracked in many places, and within him lights flicker and dance. It is the god Xvim, and he's been waiting.  

"At last you have arrived. I've know you were coming for some time now. I knew you would find your way to 
the Sunless Citadel, I knew you would burrow into the tombs below, and I knew you would come to confront 
me. Sadly, you have failed to grasp one simple fact: I am a god." Artimus comes up with some defiant comment. 
Xvim responds, "You don't see it, do you, blind fools? I am breaking down the barriers! Allies from across the 
planes are rallying to my cause. Soon … law, chaos, good, evil -- none of it will matter. All will be one, and all 
will praise the name Iyachtu Xvim." And the final battle begins. 

Xvim is not alone, as it turns out -- he summons forth three huge hand-shape constructs made of pure force, and 
conjures a pair of fiendish half-dragon hydras as well. The heroes, though, now empowered by Torm himself, are 
not particularly challenged by these minions. Shortly after this, the tattered tapestry reveals itself to be a huge 
cloaker that also attacks the party, using its devastating moan to put Cecelius out of commission for a while. 
Xvim himself is able to call upon fiendishly evil spells, and he wreaks havoc with the heroes from a distance. 
Still, the characters are mostly able to hold their own, especially with the warnings and help from Dunthar. 
Artimus is able to launch devastating sneak attacks from the shadows. Vasp hurls a lot of spellfire. Gannon uses 
Torm's might to appear anywhere on the battlefield at will and launch powerful attacks with his sword. And 
Austin assumes the form of a huge air elemental and flies about the battlefield buffeting opponents.  

During the battle, Xvim taunts the heroes with promises of endless torment. However, the heroes begin to sense 
that Xvim's greatest weakness is that he doesn't understand what he is. The heroes even witness him talking to 
himself as if he had a split personality. At one point he says, in a completely different voice, "I'm sorry, son. 
Your time as almost come." Then he shakes his head and shouts, "Who said that?"  

Suddenly, Cecelius has a vision -- a memory of a dream he had a few months back. Torm and another man 
wrestling ... then wrapped in a cocoon of green light ... Suddenly he realizes that not only is Torm somehow 
inside Xvim, as the party had been suspecting for some time, but also Bane, Xvim's father and the god 



"destroyed" by Torm. Cecelius addresses Xvim in a clear voice: "You're not a god. You're nothing but a shell." 

Xvim, now confronted with the reality of his existence, that he is not destined to rule the multiverse, that he is 
nothing more than a seed carrying Bane's lifeforce and, accidentally, Torm's, cries out in denial. His glowing 
eyes grow dim, and he becomes as "mortal" as any other in the room. The heroes press their advantage with 
physical attacks and spells. Finally, Vasp blasts him with a disintegrating ray and Xvim's stony exterior shatters 
into dust. 

The lights that were pulsating within Xvim are now freed. They grow larger and brighter and become two 
towering men locked in a death grip. One is clearly Bane, looking stronger and healthier. The other is Torm, 
looking weak. He turns his head and looks at the party and whispers, "Please..." 

They know what to do. The heroes rush toward Vasp and touch him, and he draws the splinter of Torm's essence 
out of each hero into himself. Then in a tremendous blast, he fires the essence directly at Torm. The Dutiful One 
grows stronger and larger and suddenly he gives a great cry -- and hurls Bane up through the ceiling high above 
and away from the battle.  

Torm stands triumphant, finally whole again after 13 years of being split into two pieces. With the merest 
thought, he restores the lands of the Bastion to their right place in the Dragon Coast of Faerun and reshapes the 
Bastion buildings to their former shapes. He turns to the heroes and thanks them for their steadfast devotion to 
duty. And then he departs to stop his followers from being massacred by an army of Zhentarim soldiers near the 
city of Tantras.  

Torm is restored. His church, Cecelius knows, will rise again, stronger and more faithful than before but also, 
perhaps, with more humility and charity than it has known in some time. The path of duty is not easy, but if the 
cause is just it leads, in the end, to triumph. (ends Flamerule 2nd)  


