VIII. TIP OF THE ICEBERG
by Zebo
Eleasias 16, Morning
We met a strange man who does not seem to be evil, dressed in a desert warrior's clothing. He said "Kedrin Bale's Dreams are Real" We didn't follow the strange man after he told us to find a book called the Zzar'Kev'Till re Liba'karan in a drow outpost called Zzar'Kev'Till.

Eleasias 16, High-Sun
On the Elder Road towards Zzar'kev'till we are attacked by 1-foot long wasps called Stirges. They drain the blood out of D'Amico, Pony and I. 

D'Amico does what he likes very well. We run into an Essembran gaurd tower inhabited by two gaurds. We are allowed to pass but D'Amico offends them. Later, we gamble with a couple of Aediles and I call upon Sharess' glory to cure a woman of a disease she was afflicted with in battle.

Eleasias 16, Afternoon
We arrive at Zzar'kev'till and we burrow down into a cave. We save a Dwarf named Tiff Rednill who is a silver hunter. We fought spiders, including one large one. 

Tiff seems to have taken a liking to me. He agrees to investigate with us, all though we do not tell him why we are here. 

We find a secret passage in a stable and we go down and kill three drow. A powerful Drow sorceress uses a variety of spells to escape this tunnel. 

We locate several hidden doors, and, in the study of a dead dark elf, we find a large key and a mail chute. A vocal sparring takes place below us.

We go down into the mail chute. We witness the killing of a prophet named Kedrin Bale, who was murdered by a hulking fiend named Vezera. We attack him and his eleven clerics, killing three. We are all very injured when we climb up, and D'Amico is knocked unconsious. They start to cast a powerful spell to destroy the Library of the Forgotten, which contains the Zzar'kev'till re Liba'karan. We begin to run to the base.

Use the key to enter the main base. We meet a Drow and 'convince' him to lead us to the Library of the Forgotten. He leads us through a room of skulls an armory, we break down a door into a blacksmith's workplace.

The Drow falls into a pit and dies. We figure out the password to the Library. We kill two gaurds holding Hooked Flails, find the Zzar'kev'till re Liba'karan and flee out of the building...

Zzar'kev'till, the Drow structure, begins to fall. We reach the gate safely, however the two clerics Vezera sent after us were there, holding the door shut. 

We kill one of the Drow, the other is crushed by the falling walls, his body completely devastated. As the outer walls fall, we barely make it back underground, where we certainly didn't think we'd end up again.

We find our way back to Romerlu's study and we take the mail chute down to the room were Kedrin Bale's body is. We find a silver dagger, a valuable, obsidian-tipped key and a scroll down there. The scroll bears the mark of the same desert warrior who gave us this quest, and our first scroll.

After a misunderstanding, we use the gold key on a door. The tunnel below was a mile long and it led us to a ruined temple, which we were initially scared of. It turns out that the Aedile knew the temple was a forgotten temple to Mielikki. It is filled with guild members of the Ashen Compact. Opie meets up with an old courtmate, Laela. 

We talk to Laela about Kedrin, and she runs out. He was courting her. We talk to the two deep gnomes (Kervesem and Rendelin) and the octupus looking thingy (Reshei). 

Reshei is the lavender skinned man.

Argo is a derro dwarf.

We all fall asleep. In the morning, we pledge our allegiance to the Ashen Compact and will accompany Laela to the River Arkham, were a prophet named The Fallen One will tell us of Vezera's next move. We are now seen as an aligned party with the Compact. We name our division The Guild of Cormanthan Freedom, although it should have been Zebo and Company.
