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Ben:  "Saotome" -- half-elf fighter


Dana:  "Beaudan" -- human fighter


Blanco:  "Khorian Ironsword" -- elf fighter


Tara:  "Atar" -- human fighter/mage


Russ:  "Tauron" -- human cleric


Roger:  "Lam" -- human cleric/rogue


Rick C.:  "Sparhawk" -- human fighter/mage


Rick W.:  "Fazcorian" -- dwarf fighter








Start in Xan.  It looks like there's a gathering of rangers.  We hear talk that it's odd that the nomads haven't gone south yet; maybe they've taken a different route.  There are orcs out and about in forest.  We meet Duncan, an experienced ranger, who tells of a place between Delven and Doriath -- ruins and a spire, with rumors of a labyrinth under a big church.  (This is our Place #11.)





We hire the usual helper from Lam's temple to accompany us to the circles and hold our horses.  We leave him at the bottom of the hill, enter the temple and get on the circle for Mentarma.





We enter the dungeon, checking the rooms on the right as we go by.  In the second room, we encounter two big, ugly, bipedal creatures -- 13' tall, vaguely humanoid, deformed.  [We later determine that they were Fomorian Giants.]  They attack.  Khorian goes down to -8 hit points, Tauron dies, Atar goes down to -7.  Both creatures are finally killed.  We search the bodies and the room; we find gems and retreat to Xan.





50 gems for a total value of 22,500 gp.


Experience points:  444.44 per level plus 2,800 for gems.








While in Xan, we pick up Chacon the Curious, a gnome cleric who replaces our fallen comrade Tauron.  The two mages try to identify various items that we picked up in previous adventures.  No information was gotten on the battle axe; the amulet is protection from undead; the shield is magic but has no benefit (no other information on it); the ocre potion is an oil rather than a potion, but they get no other information on it; they get no information on any of the other potions.





Lam has gone up to 7th level, giving hiim the ability to imbue with spellcasting ability, which he gives to Beaudan and Saotome, giving them the ability to cast cure light wounds, protection from evil, or invisibility to undead.





We return to the dungeon, again leaving our horses with a cleric from Lam's temple at the bottom of the hill near the temple.  We go in, go past the bowl/ramp room, turn right, left at the corridor, right at the intersection into room with secret door, through secret door, through door on right wall, and open the door on the right side of the corridor.
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The room is full of minotaurs.  We quickly pull the door closed, and Atar casts enlarge on the door to jam it in the frame.  We go back outside.





Saotome and Lam climb the cliff over the dungeon entrance, finding a level place with partially ruined embattlements about 60' from the ground.  The rest of the party goes over to the circles, and Sparhawk uses the crystal ball to try to see what the minotaurs are doing.  He goes into a trance and is unable to talk [he saw one minotaur standing guard near the now-broken door, and five more coming after us].  While Sparhawk is entranced, the five minotaurs come out the dungeon door (about 100 yards from the circles).  They spread out and charge.  Beaudan and Atar pick up Sparhawk and go through the circle to Xan, waking Sparhawk at the other side.  Beaudan gets a grenade and lighter ready and goes back through.  Faz and Chacon are standing their ground; Lam has cast heat metal, and three of the minotaurs are starting to dance around confused because of the heat.  Saotome and Lam are shooting arrows from their high position.  Beaudan throws grenade at other two minotaurs.  Faz stays and hacks away; Chacon retreats through the circle when the minotaurs get too close.  We manage to kill three of the minotaurs, and the other two run away in opposite directions.





At this point, Sparhawk and Atar come through mounted on their war horses, Sparhawk with lance at the ready.  Sparhawk runs down the nearest fleeing minotaur and runs him through, then goes after the other.  He is thrown from his horse, but the horse continues on and kills the other minotaur.  We go back in the dungeon to try to find the minotaur who had remained on guard.  He's gone, and chests in the room are tipped over and empty.  We look around, but don't find him.





Experience points:  241 per level.








We explore some more, and find a room approximately 40 x 50.  Beaudan, Atar and Chacon enter the room.  Eight feet in from the walls is a rectangular platform about 4' high; on top of that another, smaller platform about 5' high; and on top of that another, smaller platform (can't determine the height).  After we're in the room for a few seconds, a huge stone slab crashes down over the doorway, sealing the room.  Shortly after that, the floor starts to rise.  When it comes level with the first platform, the floor and the platform start rising together.  We look up and see the ceiling getting closer.  As we rise, we can see that there may be a shaft opening above the innermost platform.  When the floor gets to the level of the center platform, we get onto the center, and it keeps going up.  The outer two levels stop 


when they meet the ceiling.  We keep rising on the center platform for quite some time, and then arrive in a round room, apparently made of bright white marble.  There is a domed ceiling above 20' walls, and there appears to be an opening in the center of the ceiling, through which very bright light (possibly sunlight) is coming.  There are 
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Grecian-type columns around the outer part of the room, and there are four corridors leading away from the room.





Chacon scans the area with detect evil, and finds strong chaotic evil, bored, coming from quite a distance down one of the corridors.  We get off the platform and it starts back down; we jump back on it and ride it down to our starting place.  We find that Lam had stoneshaped a large opening in the wall.  They report that when the floor and platforms rose they were able to see underneath, down into an apparently bottomless abyss.





Sparhawk had brought his horse into the dungeon, but had not been able to get him this far in, so was waiting in a room back a little way.  He yells, "Our friend is here!"  He then joins us, having left his horse when it became unmanageable with panic.  They had seen a hydra, which Sparhawk thinks was an illusion because of anomalies in its motion.  We go back to where the horse was, and find him lying dead with a broken neck.  We hear a slithering noise and follow it; we come to a room.  





There are rich tapestries on the walls, in good shape, burgandy embroidered with black representations of snake-like creatures with arms and small wings.   There is a statue, apparently obsidian with ruby eyes, of a snake-like creature with outspread arms and little wings.  Sparhawk finds a door behind one of the tapestries.  There is a dais in the room, which Saotome jumps up on; a huge stone door slams shut over one corridor.





We leave and return to Xan, planning to come back and explore soon.





