The Sunken Palace


  Game Session September 15th

The 24th of Enkilot


After foolishly jumping into the hole in the mausoleum floor after the undead Prince, the nearly fearless adventures find themselves in four foot of vile stagnant water in complete darkness.  Addrun hates it.  He is tired, has several untreated wounds from those horrible zombies, and just realized that his saddlebags are underwater.  And now that he thought about it, he was starving too.


Remembering the Drow’s remarkable vision, Addrun asks, “Balaam, what do you see?”


“Well it is a pretty unremarkable room- long with a doorway at the far end, and that is about it.”


Verrin says that he has one torch left and Spike, no, Lon-Di offers to light a candle.  It takes a few minutes, but the torch and candle finally get lit and provide very little light by which to see.  The group wades towards the doorway and argues about the direction to take when they see a fork in the corridor.  Addrun could care less, but during the silly debate, he reaches into his soaked left bag and pulls out the remaining health potion to drink.  These things are awful-tasting but work amazingly well.  


Lon-Di leads them around the right passage.  Addrun wondered what direction they are heading.  They entered the tomb from the east.  The stairs down to the mausoleum continued west with the door on the South side of the corridor.  The mausoleum ran lengthwise North/south, but now…  He had no clue.  He felt completely inadequate.  He didn’t realize how much he had used the sky to help him with his direction sense.  He wondered if dwarves know where they are going underground or just wander aimlessly.


The corridor turns left and they walk into a fairly dry room with a door on the opposite side and another corridor to the right.  They walk past the corridor and Verrin moves up to check the rotten door.  It crumbles in his hand.  The room beyond has a corridor on the opposite end of the room that goes underwater, and a set of double doors on the left.  Addrun could care less which way they go as long as they go and be quick about it.    He wants nothing more than to be running through the sun-filled prairie eating along the way.  He weakly forces the daydream away to try to keep sharp on the task at hand.  

Lon Di opens one of the double doors to a room with a lot more echo then the small ones that they have been through so far.  Addrun hears the sound of something slowly dragging.  Balaam tells us that it is an old ballroom, the center is filled with water, the Prince is standing on the other side, and the long-dead dancers are reanimating.  


“They’re what…?”  Addrun’s question is disrupted by a dagger pricking his throat and being held by a very slight elf standing on his rump. 


Xaphier’s eyes are glazed-over.  Verrin says that she is being commanded and tries a spell.  She falters a bit and very slowly lowers the dagger.  Addrun twists and gently lowers her onto the floor.  He takes a few steps away from her and turns to see that someone cast some light magic for him to see the insanity of the rising dancers and the insanity of LonDi, who is running across water again at the Prince.  Addrun looses an arrow into the Prince but it does not seem to affect him.  He then shoots one of the zombies attacking Lon Di.  Somehow the water magically recedes exposing four more zombies.  Addrun charges to Lon Di’s aid.  A dancer “asks the Bariaur for a dance” and breaks his left wrist.  The hardheaded Bariaur shatters the zombie with a severe headbutt in retaliation.  He then destroys another with a couple hoof kicks.  The heroes methodically destroy the undead dancers, but not without suffering wounds.   A luminescent blue elf-maiden spirit appears and shrieks with so much pain and anguish that they are momentarily stupefied.  Lon Di collapses in a heap and the Prince laughs menacingly and leaves through a portal.


The party’s main prey is gone and they quickly decide to leave the way they came rather than try to kill all of the undead.  Addrun starts to kill another zombie that is dangerously close but Balam tells him that he has control of it.  He sees the shock on the ranger’s face and adds that he can have it do dangerous tasks for them because it is expendable.  Addrun is too tired and too hungry to argue: he turns to leave.  Dragging Xaphier and Lon Di, they try the corridor that they had passed earlier.  It leads to a servant quarters and the servants are angry.  Four of the undead attack the party.  Addrun opens a door to look for a way out to the surface.  Behind the door are six more zombies.  He quickly closes the door leaving them in there, however one of the first four claws the side of his flank.  Addrun tries to turn and smash the zombie in the face with his horns but slips in the muck and falls.  It jumps on top of him but before it can bite, Ramiel ends it’s struggling.  Embarrassed, Addrun looks into a second door and finds five more but again leaves them in their room.  They party begins to discuss which way to go but Addrun orders them to head back to the room under the mausoleum and take the other passage.  


The corridor leads them through what is left of a music parlor.  They go through a door on the opposite end and find themselves in the great entrance hall to the palace.  Wide stairs spiral up to a balcony.  The entrance itself is completely collapsed and filled with swamp mud.  Addrun leads them up one of the huge staircases to a long balcony.  They hear the Prince’s voice to their right and so they head left.  At the first door that they come-to on the right, Balaam sends the zombie recruit inside with the torch.  It is a council war room with tables and chairs.  There are four zombies wandering around- one wearing shiny gold armour.  Verrin makes a noise on the opposite side of the large room and they head towards it to investigate along with Balaam’s zombie.  


Verrin sneaks quietly into the room to look at the large map table covered with small figures.  He whispers to them what he sees and Addrun boldly clomps into the room to have a look.  Verrin grimaces for some reason.  The others follow when they see that the five zombies are fascinated by the torch at the other end of the room.  The map and figures reminds Ramiel of a plan for a great battle or attack.  

Addrun whispers to the paladin, “Ramiel, look at this mural.”

Ramiel’s eyes widen as he sees a detailed- and intact- painting of the city on the map.  In the center of the city is a great onyx tower.   Verrin shushes the group as they begin speculating on the denizens of this ancient city with the symbol of Ramiel’s dreams in it.  Who were the Lanfennin preparing to attack?  Did those people find out and cause this palace to sink into the swamp by some powerful magic?  Where can this place be found?  Would Ambassador Yannilk tell us?  Xaphier, who has returned to her senses, has no knowledge of an ancient planned war.

Addrun wonders what Ramiel is feeling right now to get such a valuable clue to his quest.  The group gets restless but gives the holy man a few more minutes to think on it.  Balaam is mumbling something to himself.  Eventually they head to the other end of the large room to open a door there.  The zombie with the torch brings with it another.  As Addrun and Ramiel begin to kill it, Balaam says apologetically that he has control of both of them.  Addrun frowns, but in the gloom, no one notices.

The door opens into a kitchen storeroom full of ancient crates and shelves.  Balaam roots through a few of the crates and finds a torch.  He moves a box and his sudden intake of breath causes the others to ask what he has found.  There hidden secretly behind the crates were two bound corpses.  What could some sick-minded elf have been planning to do with those?  The idea boggled Addrun’s conception of the good elves.   He looks at Xaphier’s face and sees confusion and anger in her eyes.  Everyone is puzzled.

The door at the opposite end of the storeroom opens into a huge kitchen.  The group hears a great deal of commotion and prepares for a fight.  Balaam sends in the zombie with the torch and has the other stand guard in the doorway.  The stench of it is nauseating but Addrun is beginning to see its usefulness.  

The other zombie walks into the room bringing light to a very busy undead kitchen staff cutting-up and preparing their zombie companions.  Addrun just shakes his head.  All thoughts of hunger gone, he wishes that he had his spear.  In the center of all the commotion, a huge, four-armed zombie with two butcher knives cuts up one of his staff on the block.  Addrun shares a look with Ramiel who nods.  They charge.  Ramiel heads straight for the chef on the right while Addrun charges the undead on the left to make a path for the others to the door.  The first one he hits headfirst shatters into zombie parts.  Slipping on rotting flesh, Addrun engages another but keeps missing the headbutts.  Lon Di comes to Addrun’s aid while Ramiel finishes slicing up the chef.  The others wait by the door, which is blocked by a piece of the ceiling.  Ramiel bends down and slides it out of the way.

Leaving the kitchen zombies to feed on their boss, the group finds themselves in another storeroom.  There is a cage with two small corpses gripping the bars in death.  Balaam says that they look like Drow children.  Everyone wonders what sort of cannibal savagery was going-on in this place before it was swallowed by the Muck.  Everyone looks at Xaphier who shoots back an angry stare.  

There is a dumbwaiter at the end of the storeroom and Lon Di gets inside it and Ramiel pulls hum to the upper level.  The thought of climbing higher in the palace and closer to the surface appeals to every one as they wait for the monk to return.  He does and suggests that they all go up.  Everyone now looks at Addrun with an apologetic look.  He quietly walks over to it and looks up.

“I think I can squeeze through with your help.”

Addrun pulls the rope to get everyone up, one at a time.  They smash the dumbwaiter and take it out of the shaft.  They drop a rope.  Addrun ties his soaked saddlebags, weapons and armor to it and they pull them up.  Then they help pull him up the tight space.  He barely fits, but manages to slide into it on his hind feet.  He feels stuck and begins to panic.  They nearly pull his hands off but finally he kicks hard and they drag him out of the opening.  They rest in a once ornate bedroom as Addrun gathers his belongings.

There are window openings in this suit of rooms but every one has swamp mud pouring into it.  The group finds a large hallway and to the far left is an open set of double doors with firelight pouring forth.  They are drawn to it like moths.  It is the throne room and the undead prince no longer looks undead.  He appears in full health and welcomes them into his palace, but chides them for hurting his servants.  Balaam uses the prince’s own staff to close al the doors in the room.  The staff then flies into the prince’s outstretched hand. He thanks Balaam for returning it and keeps talking in a powerful, soothing voice and Addrun begins to wonder why they wanted to kill him.  He seems so nice and perhaps they should help him rebuild this sunken palace.  Why is Ramiel yelling at the nice prince?  Ramiel turns and slaps Addrun in the face.

Addrun shakes the spell out of his head as he realizes that several zombies are closing-in and Verrin wants to make friends with them.  Addrun destroys the nearest zombie with a couple well-placed hoof-punches.  As he begins to engage another, that transparent floating glowing-blue elf maiden appears again and shrieks in rage.  This time, it affects him the same way it did Lon Di in the Ballroom.  Addrun covers his ears and backs up trying to get away from the pain and bumps into the closed doors.  Pain, drowning, starvation, suffocation, fear, the loss of loved ones- all these emotions pummel Addrun’s brain.  It hurts but he comes to understand that it is the collective emotions of the elves that died when the palace suddenly sank into the swamp.  He feels empathy for them… then he wakes from the nightmare to see and feel a zombie hitting him and drawing blood.  He clocks it with a stiff headbutt, then shares jabs and punches with it for a time until he finally kills it.  More are near, but they keep blocking his kicks.  The group is outnumbered and losing quickly.  Addrun sees out of the corner of his eye Verrin tumble into the center of the room.  As three zombies whittle the Bariaur down to exhaustion, suddenly there is a loud explosion.  The glowing specter disappears and balls of fire begin shooting out of thin air in every direction.  Addrun gets a good kick in on a zombie, then misses but it bursts into flame right before him.  He doesn’t even care as his blood flows out of his exhausted body.  He sits down right there in the warmth of the burning zombie and thinks of sleeping.  Perhaps when he wakes up, all this will be over, and Addrun will find himself in a warm sunny field of green grass.  Someone is shaking him; it is hard to sleep when someone is shaking you.  He opens his eyes and sees bloody Xaphier trying to force a health potion down his throat.  He drinks heartily when he feels its warmth.  

Addrun stands up feeling much better and thanks her.  He sees Ramiel finishing up another zombie.  They exchange a look and charge at the prince.  Addrun fully intends to crack him in half with his horns.  As he is within a few steps of his target, a strange fear wells up in him and he falters.  He whacks the confused Bariaur with his staff.  Then everything is dark.  The fear is gone and Addrun can sense that he is very close.  He punches with a hoof (19) and hits.  The prince cries out.  Addrun swings again (20) and something cracks.  Addrun is then knocked back by some blunt object.  He hears his companions shouting that the prince is getting away. He backs out of the globe of darkness and sees a huge thing on fire with arms swinging out of the flames.  Ramiel runs into a whole in the back wall where the prince escaped.  

Lon Di says, “He’s alive but different.”

Addrun doesn’t know what that means but lays down to rest while the others talk about the prince and something about a wild surge of magic.  They coerce their exhausted Bariaur into crawling through the hole and following the prince down a secret tunnel.  They file through an open door into a once plush bedroom.  On the opposite side is a door that leads to another chamber.  Addrun stands there barely able to keep his balance as the others talk excitedly about secret things and finishing off the prince.  They file through another small doorway and see the prince with a broken back, trying to reach something.  Ramiel stabs him and Lon Di uses some scepter to shatter the prince’s skull who then quickly turns into dust.  Addrun closes his eyes as the others talk about books and bones and rings and things.

Finally they resume their hunt for an escape.  Verrin must feel as bad as Addrun because he has to lean on Balaam just to walk.  They find a lounge that was being used as an impromptu torture chamber.  A zombie writhes in the manacles.  As they stare at the monstrosity, Addrun urges Ramiel to end its misery.  

There are several small rooms nearby and on actually has a shred of light flowing into it.  Addrun gets a burst of energy as he helps dig away hundreds of pounds of mud.  He has the most trouble getting through the small window, but his friends help pull him through.  Addrun stands there bleeding and muddy in the sunshine with a smile on his face.  Lon Di finds Mac and Blutey who then lead the weary adventurers to the Cave of Emerald Joy.
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