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Dana:  "Beaudan" -- human fighter


Rick W.:  "Faz" -- dwarf fighter


Ben:  "Saotome" -- half-elf fighter


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


Roger:  "Lam" -- human cleric/rogue


Herbert:  "Sir Andrew" -- human fighter








In Xan, we find shop with elderly dwarf, Grorlock.  Lam buys bow-shot grappling hooks; Saotome buys rope and chocks, etc.





Sparhawk uses the crystal ball to check on his dead horse, hoping to see what would drag it away and to where.  The horse is still where we left him.  He checks out the lair of the naga/lamia, but doesn't see anything living.  He sees lots of snake-like things -- murals, statues, etc.





Sparhawk does identify on shield and finds it's +1.  Does identify on blue potion and finds it's potion of water breathing.  The next day, he again uses the crystal ball to check on the horse.  It's gone, with pieces scattered around.  Faint marks on the floor go up to a wall.  Sparhawk moves his vision through the wall; there is a faint shimmering as if the wall weren't there.  The vision disappears; there is no light in that area.  He then does identify on the purple potion and learns nothing.  The next day, he does identify on clear potion and learns that it is a potion of invisibility.  Identify on oil of etherealness learns nothing new.





We ride up to the circles at night and get on the circle to Mentarma exactly at sunset, Lam with his back to the sun and Saotome facing the sun.  Both arrive facing the gold circle well after sunset (deep twilight).  Sun has set in the direction opposite the doors into the dungeon.





We go in through the left-hand doorway, checking out doorways as we go, and go to the room where the horse had died.  Faz puts his hand through the illusionary wall, and then Saotome steps through; we all follow.





A 20' corridor goes out of sight.  About 50' ahead there are rocks piled floor to ceiling blocking the corridor, and a rough-hewn corridor goes off to the right, sloping downward.  Saotome digs through the top of the rock pile and sees that the corridor goes on ahead and bends to the right at the edge of his vision.





We follow the rough-hewn corridor, which bends gradually to the right and ends with piled rocks.  Saotome finds that a 4' diameter section at the top of the rock pile is illusionary.  We go through (after the second person goes through, we see that the illusion has disappeared).  The corridor beyond goes on, bending sharply to the right.  There is a strong odor of rotting meat.   As we go around to the right, a bunch of skeletons attack.  Lam turns them, and they collapse to piles of bones.


Experience points:  21.6/level





The corridor becomes a large chamber.  In an alcove, we find tapestries on the walls (one showing the snake-like creature we have seen before with arms and small wings, and the others showing the starburst pattern similar to the ones over the front door), a 4' x 4' wooden platform 6" high, bookshelves, and a carved blue icon of the snake-like creature on a low credenza.





Sparhawk discovers that the platform is trapped with a needle, and springs it.  We take tapestries down off the wall.  Behind one of the tapestries (behind the credenza), there is a 4' x 4' rough passageway curving to the right as it descends.  Faz goes a ways down the corridor and then returns.  In the bookshelves, Sparhawk finds and takes three potions.  Saotome takes the icon and a few of the tapestries.  Lam finds a walnut box, detects a trap on it and tries to disarm it.  A cloud of gas comes out.  Lam is able to neutralize the poison.  He then picks the lock on the box, which is empty.  Further searching reveals eight other boxes of various sizes.  Sparhawk gently shakes them all, finding a couple that rattle.  Lam checks them all for traps, and finds most of them trapped.





Sparhawk does mend on several scrolls and books he has found.  An attempt to read the scrolls reveals faded writing; unreadable and unrecognizable.  He opens one book and finds that it's hollow and contains a small sack of gems.  The other book is uninteresting.





We head back for the entrance, noting on the way that the illusionary wall has disappeared.  We head back to Xan, where we meet up with Sir Andrew.  Lam disarms the traps on the boxes.  From one, he takes a poisoned needle in the forehead; he is able to neutralize the poison.  The boxes contain nothing but the trap mechanisms (the couple that rattled also had a few pebbles in them).





The next day, Lam does detect magic on the three potions and finds that they're all magical.





Saotome checks with a local priest about the icon; the priest vaguely recalls tales of snake-like flying demons from childhood.  Says that the name "Mentarma" sounds elvish.





Lam appraises the gems found in the book and finds them to be worth 5650 gp.  We split them up.





Saotome takes the icon to a jeweler; all he discovers is that it is finely made from lapis lazuli with ruby eyes.





We talk to an older elvish ranger, asking about Mentarma.  He says it's an ancient elvish word meaning something like "healing hall," having to do with bodies.  We get him talking about places he's been.  He tells us of rumors of dungeons under the mountains to the east, and rumor of Temple of Diana in the mountains.





The next day, we get on the circle to Mentarma exactly at noon; we arrive approximately one hour after noon.





We enter the left-hand doorway, go down the hall, turn right and go up the stairs.  We check out the rooms we have seen before.  There is nothing new, and we come back down and head for the morgue.  





In the morgue, Faz spots a piece of gold chain and takes it.  We head for the elevator room.  





In going into the room beyond the secret door, we are attacked by skeletal dog-like creatures.  Lam turns them and they collapse into piles of bones.


Experience points: 19.7/level





Lam, Sparhawk and Saotome go up the elevator and run into 10+ trolls.  After a fierce battle where they took significant damage, they manage to escape and ride the elevator back down.  We go back to Xan.





The following day, Saotome, Lam and Sparhawk enter the archery contest.  Afterwards, we talk to various rangers, seeking information about Mentarma, the icon, the starburst tapestry; no one is able to give us any information.





The next day, we go back through the circles to Mentarma and enter the dungeon.





When we get to the morgue, we hear slithering noises behind us.  We see nothing, and when we stop to listen we can no longer hear the noises.  We start to leave the room, heading for the elevator, and Sparhawk falls unconscious.  
