D&D Game of 7/30/94











Chuck:  “Aurothor” -- human fighter


Mike:   “Fishergon” -- human mage


Roger:  “Lam” -- cleric/rogue


Rick C:  “Sparhawk” -- human fighter/mage


Rick W:  “Faz” -- dwarf fighter


Dana:  “Beaudan” -- human fighter


Herbert:  “Sir Andrew” -- human fighter








Game starts at the Quay Inn outside Partha.





A party of soldiers stopped at the inn looking for a rogue, Ror, who stole a silver-hilted dagger from one of the King’s Guards -- they described him as short, dark-skinned, probably Fornostian.





We leave mid-afternoon and head back to Partha.  Nightfall comes, and we stop at the Boxer Inn.  We hear rumors of plots in the castle, tales of things being confiscated, griping about taxes, etc.





Next day, we pass another caravan accompanied by hired guards who have little red tassels on their halberds.  Beaudan asks one of them what the tassels mean and is told that they are Mortney’s Guards, mercenaries hired by Mortney in Partha.  We continue on through farmland and sleep in a farmer’s barn that night.





The next day is warm and quiet.  Toward the end of the day we approach Partha.  Lam learns from the Thief Master that Ror is an invention of the Thieves’ Guild; several thieves dress up and say they’re Ror and pull of various heists.





We skirt Partha and camp that night near the road to the Village of Sages.  During the first watch, the horses get restless and then settle down.





The next day is cool and still.  We see a lone rider on the trail ahead of us.  Sparhawk casts armor on Lam and faints.  Lam does goodberry spell and Sparhawk regains consciousness.  We ride on through the Village of Sages.  Beaudan spots King loping along in the distance behind us.





Next day, we see King sitting on the road ahead of us.  King is sitting on top of what appears to be a female half-elf ranger-type with short curly brown hair and wearing greens and browns, obviously a traveller or adventurer.  King wants us to leave her for his lunch when we’re done with her.  She has a magic book in her pack and gems and coins in bags.  Lam does cure light; she regains consciousness immediately casts something like color spray.  Beaudan and Faz are blinded; everyone else in the party loses consciousness.  She gets away, taking her pack and magic book.  
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When everyone regains consciousness, Sparhawk uses the crystal ball to try to locate her.  He manages to spot her magic book lying open on the ground; it immediately vanishes.  Lam casts wyvern watch between her position and ours, and we continue on for the rest of the day.





When we camp (on the road, which is only place without broken rock), Lam casts wyvern watches on the road on each side of the camp.  King comes in; Lam creates food for him and tells him where the wyvern watches are.  King eats and then goes to sleep.  The night is uneventful.





In the morning, we continue on toward the circles.  As we near the ruins, we hear a feminine voice: “Hail, adventurers.  Welcome to my demesne.”  Sparhawk shouts back, reminding her that we healed her wounds and thanking her for not doing anything to us while we were out.  There is no response.  We continue on.  We notice that extensive stoneshaping work has been done to repair the bridge over the river; Lam is able to determine that it had been done by someone of 5th or 6th level.  The ranger/mage casts spook while we’re on the bridge and our horses panic.  She laughs as we get them under control.





We take the gold circle to the Temple of Many Ways, where we notice that the Atlantis frieze is blank.  At the Temple, we take the green circle to Xan.  We ride into town and stay at the Fair Tree House (other inns in town are the Sage Brush, the Big Barrel, Plowshare House, and Trap Door House.





The town is peaceful, and there are several rangers around.  We talk to people in the tavern and hear that the nomads will probably be moving south again soon. 





Lam goes to the CG temple and asks for any information.  The priest there, En, tells him that lots of adventurers go to Dragonshead.  Tells him to see Mogen in the temple there if we go, and asks Lam to take a little box to Mogen (something that En had borrowed from him years ago).





We go on the squares through Place #5 to #4 (Dragonshead).  We see a stone aqueduct that goes off to the east as far as we can see.  The aqueduct is supported by piers coming out from the mountains and then on graceful stone arches as it crosses open grassland.  There are no working marks or seams on the stonework.





We head north on the road to Dragonshead.  We travel all day and camp; the night is uneventful.





Day 2:  Road bends NW for first part of day and then N again.





Day 3:  Due N.  Mid-day, Sparhawk’s horse stops, sniffs, and lays back ears.  We see movement out in the grass about 100 yards ahead but can’t determine what it is.  We draw weapons and continue on, but don’t see anything.  We continue on till dark.  It’s getting very arid.





Day 4:  NE.  Hot, arid.
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Day 5:  Due N all day.  There is a largish lake off to the NW.  The road skirts the lake.  Next to the road, we see a skull as big as a house with big fangs sticking up from the bottom.





We go into town, and Lam goes to the CG temple to see Mogen (the only temple in town).  He gives him the box from En.  Mogen is a senile old guy.





The town of Dragonshead is 95% human; there is a small group of Fornostians.  Many fishermen make their living from Dragonshead Lake (the skull is said to be a dragon turtle from the lake).  There are no smiths or metal weapons available anywhere in town.  Traders hang out in the south part of town.  The Brush Tree Inn is the largest in town.  There is a school for rangers in the north part of town.  There is a road (called the Long Road) that goes east six weeks to Tarcirian.  A road goes north two weeks to Xan and south 3 weeks to Castille.





From an old ranger, we learn:  





There is rumored to be a huge old elven cave accessible only from the water somewhere from the south shore.  The road that intersects the Xan road at the crossroads is the Old Road.  The Old Road goes west, supposedly goes to a jungle with beasts as big as houses, cities of glass, etc.  Follow the Old Road to the end, climb the highest peak, look out and you will see the glitter of glass.  A trail that goes due west before the swamps goes to Telemnar.   





Umbardacil is a huge underground city.  There are supposed to be seven forges of ancient magic there, seven stones of magic, one for each type of magical power.  Originally a dwarven kingdom, it is supposed to be a port, but is not near water; heard it was a port for flying things.  The city goes very deep, down to where everything is warm.  The huge peak near Umbardacil is rumored to be hollow.  





The Iron Tower is near the Old Road, on a hill overlooking the road.  





Far in the north, a couple weeks north of Xan, this ranger had found a dagger in a dungeon (he pulls out a beautiful dagger with a carved ivory hilt and pushes it effortlessly through the solid wood table).  Take the north road out of Xan; it forks at the base of mountains -- east to Doriath; other goes eventually to Delven -- that’s the one.  





Another dungeon, Temple of Diana, has lots of long corridors.  There’s a mirror thing at the end of one.  You go in and something that looks just like you jumps out and fights you to the death.  Near Tarcirian on the inland sea, a river cuts a gouge through the rock.  Follow the river north to the mountains.  Look for twin 


peaks close together with a bowl between them.  Deep dungeon --
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spent a couple of weeks in there.  Night critters but no undead.  





Big tower in forest south of Xan.  Dig; trap door to big cavern.  





The aqueduct goes 200 miles east to a stone city carved into the side of the mountains.





We take the road north out of Dragonshead.  Due N for half a day, then due W at top of lake.  Camp.





Day 2:  Due W all day.  Arid; grass shorter, drier.





Day 3:  NW all day.  Road is just a well-worn track.  Flat, dry.





Day 4:  NW all day.





Day 5:  NW half day; NWW rest of day.





Day 6:  NWW all day.





Day 7:  NWW.  Reach crossroads mid-day.  We take the square to Xan and from there through to Place #5.





Sparhawk and Sir Andrew go onto gold circle.  They intend to toss a coin on each circle in turn; we will toss it back when it appears.  The circle at #5 goes to Xan; the Xan circle that goes to #5 is labeled “Mentarma.”





We take the horses back to Xan and leave them at the CG temple; we go back to Mentarma in the morning.





Beaudan has packed to take into the dungeon:  long sword, 2 daggers, 2 weeks iron rations, tinder box, 100’ rope, 50’ rope, spy glass, 6 oil flasks, 2 waterskins, 6 continual light rocks, 2 indoor grenades, map case, gems.  At the door as we enter the dungeon, he drops 100’ rope and 1 week iron rations.





There are signs of recent passage into the doorway.  They are roughly human-sized footprints; can’t tell anything else.  There is a faint unpleasant musty odor.





The arched corridor is 25’ high; lightly fluted half-columns along each side meet at the top of the corridor.   We see a glow further down the corridor.





Nothing in the first room.  Second room has very foul odor.  There is a month-dead body of a mannish creature.





The corridor bends to the right.  The light is coming from a sconce on the wall at the junction of corridors (continual light rock that we had rolled in on previous visit).
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Up the stairs, there is a huge open chamber.  Stairs are 40’ up and 40’ long (steep).  Vaulted ceiling is about 40’ high.  The sides of the room drop back 70’ left and right at the head of the stairs.  About 120’ across from the stairs is a wall with three 5’x5’ openings up on the wall, which are letting light into the room.





Faz goes left and Lam goes right, exploring the walls toward the windows.  Lam trips over a hobbit-sized ribcage.





On each wall are four sets of double doors.  Each door is 10’ high and 5’ wide (so double doors are 10x10).  First set of doors on each side is about 10’ into room.  Each set of doors leads to a 30x30 room.  We open the doors and explore the rooms in turn.





The following gives the sequence of the rooms by location, not in the order we opened them.





On the left side of the room, the first room appears to have been an armory.  There are racks of totally corroded human-sized armor.  The second room has a strange odor, like rotted leather.  Appears to be an armory.  Racks on the walls with swords, arrowheads, etc.  All the metal is corroded and all the wood and leather parts have rotted away to nothing.  The third room contains a single large human-sized skeleton lying on the floor, covered with the remains of rich cloth.  Remains of what may have been tapestries on the walls.  The fourth room has a bunch of uninteresting debris on the floor and a single 5x5 opening high up on the wall. 





Experience points for skeletons:  39/level








On the right side of the room, the first room emits a choking intense dust when the door is opened.  (This was the last door that was opened in sequence, and we left to go catch up with Sparhawk and Sir Andrew.)  The second room contains a 5’ high pile of offal in the center of the room.  The third room contains a pile of bones, which start to move.  We close the door.  Skeletons break through and Lam turns/dispels them.  Each of the ten skeletons was wearing a gold circlet around its neck (worth 10gp each, nonmagical).  The fourth room has a bunch of uninteresting debris on the floor and a single 5x5 opening high up on the wall.





Meanwhile, Sparhawk and Sir Andrew have gone down the stairs and straight ahead down the 40’ corridor.  They hear voices.  About 50’ in, they come to a 40’-wide cross corridor.  The tracks turn to the right, and so do Sparhawk and Sir Andrew.  About 80’ in, there are 20’ openings left and right.  They look to the right and see a 30’ long corridor leading to a 60x50 room.  They go in and find 5’ wide cubicles on three walls.  There is a 4’ diameter silver circle in the floor of each one.  Sparhawk puts his hands on one; nothing happens.  He drops a coin on one; nothing happens.  There are red and gold patterns on the ceiling, 
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the same 16-point sunburst pattern that is over the front door, but without the one elongated point.





They leave this room and go across the corridor to the opposite side.  The 20’ corridor goes in 20’ to a 40’ diameter round room, which has a domed ceiling with the sunburst pattern.  In the center of the room are two steps leading up to a 20’ diameter golden sparkly platform, similar to the opalescent transporter device we have seen elsewhere.  





Beaudan steps up on the platform, sparkles and disappears.  He finds himself on a similar platform in the middle of nothingness.  Coins tossed the platform in various directions disappear as the pass over the edge of the platform.





In the meantime, everyone else is having a battle with ogres.





Lam comes through to Beaudan’s location and attempts to bring both of them back by tapping into the ethereal plane and concentrating.  It doesn’t work.  He asks Beaudan to take off his helmet and turn around, which Beaudan does.  He saps Beaudan into unconsciousness, and Beaudan returns to the round room.  Lam is able to get himself back by concentrating.





We go back to the four-way intersection and turn right, trying to find where the ogres came from.  60’ ahead we come to a 200’ diameter lighted round room.  It is bowl-shaped, and the corridors become ramps leading down to the center.  There are half-pillars around the walls similar to those in the entrance corridor.  There are many biers in the room, flat white quartz slabs, 4x9, on jet black stone pedestals carved with animals, small at the bottom up to larger near the top, with paws/claws holding up the bier slabs.  There is an elongated sunburst pattern in the surface of each bier slab, thin silver around the outer edge, then red, then another thin silver edging, with blue in the center.  The ceiling has a sunburst pattern with light (looks like sunlight) glowing from above and around the sunburst.





We go out of the room to the right, following the footprints.  50’ in there are 20’ passages left and right.  The footprints continue straight ahead; we follow.  40’ beyond the 20’ passages, there are again 20’ passages left and right.  The main passage continues; so do we.





170’ ahead, the 40’ corridor ends in a 70’ diameter round room.  In the center is a 20’ diameter blood red circle.  Outside that is a 1” wide silver ring.  Outside the silver is a 10’ wide blue ring, and then another 1” silver ring.  Outside that is a 10’ wide gold ring, and then a final 1” silver ring.  The points of a sunburst pattern start outside the rings, go up the walls to a full pattern on the ceiling.  The center red circle is flat; the rest of the floor is on a gentle rise.  





Lam goes into the center circle.  It feels good.  He tries to tap into ethereal magic and goes into a trance.  Says it’s like a hospital.
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We go back to the intersection and turn right.  At next intersection, ten ogres attack.  They are 9’ tall, black hair, yellowish warty skin.





We kill nine of them.  One escapes and runs away.  He is joined by others, women and children, who flee, dropping bags when it appears that we are catching up to them.  In the bags we find 2,000 copper pieces and a small sack with two gems (5gp tiger eye and 1,000gp clear sapphire).





Sir Andrew goes up corridor they came from and finds a 50x60 room with bunks and a small chest.  He beats open the chest.  Glass breaks and fluids mingle; a green bad-smelling cloud forms.  He moves away.  After the gas dissipates, Sir Andrew finds a bag with 1500 gp and a chest with four scrolls.





Experience points for ogres:  226.3/level





We go back to Xan and end game there.











