Halloween 1

(??/??/1996)

The Planar Key

1.) Location

Pinky's parents basement in CR.  We setup in Pinky's incredibly spooky basement.  With only candles to play by the mood was perfect.  We were saved at the last minute from a horrible death when the head of the Knights of the Planes cast dispel game.

2.) Players

I.) ?  (Chris)


?

II.) Old Joe (Dan)


Big bad mage.  He wired himself to self destruct on death.  Created a chained contingency spell that fireball’d then created a dimensional rift.
III.) ?  (Pinky)


Knight of the planes

IV.) Lord Chocalatate (Scott)


An assassin guild head for the largest assassin guild in the country.  This guild spanned multiple cities, the amount of influence they had was scary.  He was accompanied by his best assassin, Vaden.

3.) DM

John the man Tschantz.  We were all newbies in some respects, the party itself was a distraction and we spent most of the night jumping towards any little clue, disintegrates primed in the chamber. 

4.) The Story
V.) Pre-Game Passed Out Info


None, this incredibly kewl concept didn’t come about till later.

VI.) Back history

A long time ago in a plane not to far away a great and mighty daemon came to our world began to destroy it.  An army of mighty knights gathered and challenged the daemon.  These knights were called Knights of the planes, for the freely walked between worlds.  In a brutal battle the daemon was defeated, however it proved too strong to destroy.  The brave worriers banished the daemon to a small plane and enacted a powerful planar seal.

Eons have now passed and with time, the planar seal is weakening.  The daemon stretched his will across the barriers and began to manipulate a powerful family.  With time he was able to control them completely.  With them as pawns, he now had the ability to seek a way into our world.

Over time the daemon discovered his only chance of escaping his planar prison was the same order of knights that banished him.  The daemon discovered that once in the life time of a Knight of the Planes, they can use their soul, their very essence, to open or seal any portal.  This was how they had sealed so powerful a daemon away for so long.  But the order of knights had weakened over time and few remained.

The family he now had complete control over searched out the strongest Knight of the Planes.  In order to avoid raising suspicions, they hosted a great ball on the night of the summer solstice and invited some of the most famous and powerful people in the land to come.

VII.) The Party

As the party continued downstairs, the group raced into the basement to stop the hostess from freeing the daemon.  As we rounded a corner we almost ran head into her, she had stopped to confront us.  With 3 flooding globes of pure silver in front of her the battle began.  The globes sucked up any spells we cast and prevented us from getting at her directly.  It became clear that she did not want us dead, but instead she wanted the Knight of the plane.  Our first thought was to kill the knight and prevent him from ever using his powers to open her portal.  We paused, considering.

As the hostess prepared to force our hand, the head of the Knights of the Planes dispelled the world and saved us all.  As we faded out of the battle Old Joe cast a wish that would remove the portion of (Pinky's character)'s brain that allowed him to open portals.  Thus should the evil hostess ever track him down again, the world will not be in peril.

VIII.) Aftermath

With the Knight of the planes out of reach the hostess was unable to free the daemon and the world remained safe.  The daemon was not destroyed however, and other Knights of the Planes will some day reach a sufficient level to use their portal ability.


Head of the nights of plains was pInkys’ mom


Deamon was Svargander


Hostess was Paradox

5.) Amusing side notes

Lord Chocalatate always tried to hide his true nature with nice looking cloths and by acting good.  Vaden however ALWAYS addressed his master by saying "Yes dark master" in a creepy voice.  By the end of the night Vaden was an inch away from getting a dagger in his own back.

As we were fighting the hostess and quickly dying, we learned why it was the hostess wanted (Pinky's Character) alive.  In a synergy that amuses me to this day everyone looked over at Pinky with the same thought in their head... "Lets Kill Pinky".  A wondrous tradition was born.

Halloween 2a

(??/??/1997)

Chateu D'Luminesse

6.)  Location

Ames?

7.) Players

IX.) ? (Post)

X.) ? (Sara Watson, AKA Physcho 1, Amy’s ex-roommate)

XI.) ? (Shawn “Y”, AKA Physcho 2, Amy’s ex-roommate’s boyfriend)

XII.) ? (Vald)

8.) DM

Dan.  Tschantz figured out how it would end only just before the game started so Dan was forced to do a bit of superb improv.

9.) The Story

All story was same as B

XIII.) Pre-Game Passed Out Info

XIV.) Back history

XV.) The Party

XVI.) Aftermath

10.) Amusing side notes

Halloween 2b

(??/??/1997)

Chateau D' Luminesse

XVII.) Location

Chris's parent's basement in CR.

11.) Players

XVIII.) Methos  (Chris)

Extremely old earth cleric (often noted to be the only earth cleric to break the century mark).  Age had robed him of his strength, his only possessions were a balsa wood staff (quarter staves were too heavy for him to carry) and a simple thin robe.  He refused a magic ring of waterwalk that Tschantz was trying to give him due to religious differences.  His costume for the party was to turn into a huge tree. 

XIX.) ?  (Zarcarsky)

Dressed as a barbarian i.e.  loincloth and belt.  Had a peon in his castle, cheeto boy.  ("Hmm, an invitation... Sage, tell me about this place." "I can't evil master" "Well get me someone who does know" "I can't evil master!" "Huh? Why not?!" "You killed him evil master...He knew too much!" ) 

XX.) Noir DuSoliel (Amy)

Huge evil mage/fighter that won a golden dart in the dart throwing contest. She walked around with a big Trident (of submission) and nearly impaled some partygoer on it when he tweaked her ass.  She had a cumliness of 18.

XXI.) ? (Maxwell)

The Witch/which King?  I think he was a bard.

XXII.) ? (Jake)

Dressed in illusion as a draconian, I think he was a 20th level mage.   Actually Jake was a human with an illusion of a draconnin on top of him.  Gold draconnin.
XXIII.) ? (NPC)

High-level mage that only knew cantrips.  He had lots of fun making people do stupid stuff, like (Jake's character) (while illusioned as a draconian) make kissy faces at the host of the party. 

XXIV.) ? (Aaron)

12.) DM

John.  This was really the first true Halloween game, we all died.  The characters at least pretended to enjoy the party as all the players searched frantically for clues.  All disintegrates were primed once again, two servants died due to hair triggers.  Invitations were handed before the game, we were invited to attend a ball at the "Chateu D'Luminesse".

13.) The Story

XXV.) Pre-Game Passed Out Info

"The Baron JuliusVonDarhausen, Defender of the King's Forest, Liege of Arysone requests you would join he and his guests for a celebration of the fall equinox. The celebration shall take the form of a private costume ball to be held on the eve of said fall equinox at the recently restored Chateau Luminess. The Cheateau is located at the head of a local valley near Des Porrin, the capital city of Arysone, known as Stag's Run. While customary to go directly to the site of this celebration, the road is in some need of repair & in order to prevent any strain to your mounts please wait in Des Porrin at the Charging Boar Inn. The local proprietor will stable your mounts & see to your comforts until the Baron's carriage can take you to the Chateau. The Baron would also request you send word with the bearer of this invitation indicating if you will be able to attend. Include any other needs or concerns you may have in your return so the Baron may see to them."

XXVI.) Back history

Long long ago the Baron JuliusVonDarhausen and his twin brother were born. When the Baron JuliusVonDarhausen came to power he was nervous about the close proximity of someone who could threaten his thrown.  So he exiled his twin brother, never again to return to his homeland.  Thus assured of his throne, the Baron, now king, began doing those things kings do best.  Eventually the twin brother learned of his exile and was filled with thoughts of vengeance and hatred for his brother.  

While his brother’s kingdom was in the middle of an especially brutal war he snuck back into the kingdom and used the castles resources to invite all the great leaders of the land to a party.  He also hired invisible assassin imps, his goal being to create hatred and distrust towards his brother.  His end goal being revenge.  When the day of the party came, the brother showed up impersonating the king (who was away at a great battle) and moved the party to a secondary castle some distance away.  From there he began his attempt at revenge.

XXVII.) The Party

At the beginning of the party, all the guests are informed that a battle is happening at the castle and that the party has been moved to a secondary castle a ways away.  Upon arriving everyone is given a great banquette to eat.  During the meal several people cast detect magic and true seeing.  It was revealed to them that most guests had a small blue imp hanging around them with a large knife to their throat.  (This was only Chris’s Char)
Living wall walks across the world after demon wipes out all the big heroes.  Jake has last wish and dissolves his soul in a teleport ward.

XXVIII.) Aftermath

14.) Amusing side notes

Zacarsky was after some poor smuck who was cantripping cuz he thought he was unbelievably powerful.  NO SVES TO SPELLS!!  Tries to dominate and the guy rolls natural 20.  Z was like “He can’t be dominate!!!”  Tries again and fails again, this time guy realizes someone is dominztnig him and freeks out.  Z knows hes made and fearing for his life charges down to ambush guy, that’s when he runs into the box.  The little guy realized someone tried to dominate him and hitailed it out of their.


At one point (Chris’s Char) sneaked off to do a little reconnaissance and found way more than he bargained for.  Not wanting to leave the big bad dude un-watched, he crafted a small box on wheels out of a stone brick.  Casting several animation and magic mouth spells he sent the now alive stone car to seek out another of the party and tell them, “Follow Me, Dirt”.  Meanwhile (Zacharasky’s Char) got himself in some trouble by stealing something from the hostess.  Fraught with guilt he began sneaking out of the main hall in an attempt to escape.  As he reached the door a small box on wheels rolled up to him and stopped.  It said “Follow M…” but before it could finished (Zacharasky’ Char) jumped out of his seat in surprise and fear… he’d been caught.  When the magic mouth was allowed to finish the sentence and say “Dirt”, he immediately realized who the message was from and his fear turned to anger and embarrassment.  

In one scene where we found the journal of the guy who wanted to know what was in the candy coated ball of evil that was in the basement.  The first pages, all very neat and orderly, very logical approach to the artifact. Then he says something like "Tomorrow I'll cast a spell to temporarily place my mind inside the sphere."  The next few pages are ripped and gouged by the quill, ink splattered everywhere with PAIN/HURT/AGONY/DEATH etc with the creepy-ness.  That part freaked me out big time.

Another scene that sticks out- (Zacharasky’ Char) charging down to the winecellar, convinced that whatever is making things happen is down there. Servant is at the bottom and when questioned, says he doesn't know if there's any doors down there, its very large and very dark. So (Zacharasky’ Char) says "There's no time!" and knocks a wine rack down...And it hits the one behind it, and the one behind that (domino style) while the servant whimpers "Each bottle of wine was worth more than I was..." Aghast, (Zacharasky’ Char) snaps his fingers in front of the poor shmuck "FORGET!" Blinking, the guy comes to and stares in horror at the wine. "WHAT HAPPENED?!" "Oh it was horrible, you went nuts and ran into the rack over there!" "I'm a dead man........" 

(Aaron’s Char) was getting pretty nervous at one point and was waiting in line for food.  The local succubus in a flower costume bumped into him in line.  He paniced and went around frantically asking for the party to cast detect spells on him to see what had been done to him.

There was a clock that sat in the corner of the hall.  For whatever reason the entire party was convinced the clock was the death insterment of the year.  At one point (Jake’s Char) silenced it.  As the hands came round to mid night jakes character mouthed the words “Hold Me” from within the silence, and (Zacharasky’s char) did.

Halloween 3

(??/??/1998)

Mania
15.) Location

Chris's parent's basement in CR.

16.) Players

XXIX.) ?  (Chris)


Blood cleric, 5th level.  This guy rocked, but eventually got seduced by a succubus and taken to hell.

XXX.) Morgoroth  (Chris)

Big bad evil mage, body snatcher

XXXI.) ?  (Maxwell)


Somebody with a Kobald

XXXII.) ?  (Amy)


Someone who can detect poison, griffin in disguise who was trapped in our plane.

XXXIII.) Hertasi (Amy)


A lizard type person who was a cleric.

XXXIV.) ?  (Dan)


A griffin who was trapped in our plane, accompanied by (Amy’s character).

XXXV.) Portfolio  (Pinky’s Character)

    
Small guy who didn’t talk much.  Always carried a book.  The book was a book of soul trapping, sign on the dotted line.
XXXVI.) Darkman  (Pinky’s Character)

 
Big huge guy.  His face was always shaded in shadow. His soul had been taken by Portfolio.
XXXVII.) ?  (Zarcarsky)


Could turn into an iron column for several hours each day.

17.) DM

John.  This was one of the best Halloween games ever.  The story line was extremely well developed and the players had made great characters.  Truly one of the top games in its field.

18.) The Story

XXXVIII.) Pre-Game Passed Out Info


None

XXXIX.) Back History


Long long ago a man and wife were married.  The woman was a great hunter of evil, slaying undead forces all day.  Eventually she looses a fight and is turned into a vampire.  Due to the incredible acts of good she had done during her life she was allowed to keep her soul.  Realizing the power she now posses the wife once again began hunting the forces of evil, but now only at night.  For during the day she was forced home to her coffin.  Over time her husband grew tired of his wife being gone all night and sleeping all day.  He decided that he would build her a new body.  But he knew it would have to be an incredible body for her to want to give up the power of the vampire.  He imbued it with all manner of defensive and offensive capabilities, and a shape to turn heads.  As he was finishing the body, he began to realize he did not care as much who inhabited the body.  Any old peasant girl would work, as long as she revered him and did anything he asked.  A far cry from the strong willed career woman he was married too.  First the man began by killing several of the household slaves in a vamperic fashion.  He began to tell his wife that she was loosing control of her body, and that at night she was slaying the innocent.  Aghast at what she had done, the woman asks the man to help her.  The husband constructs for her a metal coffin with several small “air” holes in the top.  Each night the wife would climb into her coffin and the man would bolt her in.  Next, the man hired a local impoverished church to bless their pool… to turn it all to holy water.  Bewildered by the request, the temple quickly agreed when the man paid them an exorbitant sum of money.  The next day the man levitated his wife, coffin and all and dropped her into the pool.  Holy water flooded in through the air holes and the wife quickly dissolved.  

In the coffin, the holy water did kill the wife.  But instead of dying, she turned into a crimson mist so that she could enact her revenge upon her deceitful husband.  Eventually the crimson mist slays several members of the party.

XL.) The Party

As (Zarcarsky’s Character) attempted to flee the party, he engaged his iron golom form.  In this semi-invulnerable form he attempted to flee the manor house.  However as he approached the castle wall ghosts came flying out of some defensive pillars and attacked him.  Much to his surprise the ghosts were unable to harm him in his iron golom form.  Grinning, he ran around the castle activating all of the pillars, supposedly neutralizing the threat.  As he finished his circle around the castle, he realized that his iron golom form was about to run out… and the ghosts had not fled.  He sat in horror as his form failed him and the ghosts aged him to dust.

XLI.) Aftermath

19.) Amusing side notes

Halloween 4a

(??/??/1999)

Castle Of Dreams

20.) Location

Chris's parent's basement in CR.

21.) Players

XLII.) ?  (Chris)

A paladin were-tiger.

XLIII.) ?  (Jake)


The last mage with wish in the world

XLIV.) ? (Dan)

Was a disguised lich who had possessed a paladin’s body.

XLV.) Peaches (Wedow)

A great worrier who would do anything for attention.

XLVI.) ? (Amy)

A succubus in disguise.

22.) DM

John.  This was a controversial game due to the large number of characters.  Some loved the vast array of characters, some found it distracting.  One advantage was that if one died off, you had a second character to fall back on.  This was one of the first games where the group shunned the plot because the character interaction was so strong.  

23.) The Story

XLVII.) Pre-Game Passed Out Info


None

XLVIII.) Back history


A great king and queen of a country tried for years to conceive a child.  More than just a heir, they wanted a child for themselves.  They preyed and wished for a child in any way they could.  One day the stars themselves saw their plight and thought it was worth.  The stars granted their request and a wonderful child was born onto the couple.  As time passed the child grew into a young man.  He was a good man who wished only to better the lives of those around him.  When he hit adolescence he began to hear the dreams of those around him.  He did not realize this was a special gift and so did not mention it to anyone.  After many happy years the king and queen stepped down, and their now fully-grown son took over the kingdom.  With his abilities to read the thoughts of others the kingdom flourished.  Whatever troubled the dreams of his people was quickly addressed.  If the peasants dreamt of better roads, they were built.  And all was great.  One day the new king realized that noone else had this ability, he began to realize how unique he was.  


Eventually a wonderful idea struck the king.  Instead of just receiving good dreams, he would broadcast them.  Then everyone would receive a happy, peaceful nights sleep.  The king ordered that a great white tower be built, and in it placed statues representing love and kindness.  He then had the clerics come in and magically bless the tower so that it was now capable of amplifying his abilities to read dreams.  On the first night he climbed into his white tower and sitting in a specially prepared seat broadcast wonderful dreams out to the populace.  Much to his surprise an even bigger wave of good dreams came echoing back from the people.  The next night, thrilled by his success he used the good dreams from the night before to send out an even bigger wave of “goodness”.  Once again the people took his wave of “goodness” and returned it to him several fold bigger.  He quickly became hooked on the waves of “goodness”.  Night after night he broadcasts until one evening the returning wave of “goodness” reached an uncontrollable point and when it hit the white tower it exploded.  The entire complex was leveled and the new young king was instantly killed.  


The next day his now retired parents awake to find the pride of their life dead.  Unable to live with the grief they begin to search for a way to return him to life.  Resurrection was unknown to them so they turned to an opportunistic necromancer.  The necromancer told them he could create a clone of their son and return him his memories.  The couple quickly agreed and the necromancer went to work.  Once paid however, the necromancer had little care for the project.  The clone he created looked and acted like the dead king, however he was subtly different.  One of these differences manifested in his ability to hear dreams.  No longer could he hear dreams, now all he could hear was nightmares.  Unaware of the problem the parents, now happy, once again stepped down allowing their son to run the kingdom.  


Things began to degrade slowly at first.  The new king undid many of the changes from the past, beginning to middle the kingdom after the nightmares of his people.  Happy that the people were getting what they wished, the king had an idea.  What if he could also broadcast peoples nightmares to them.  The tower he built this time was no white pillar but a spiky black structure with gargoyles and thrones.  On the first night after the tower was completed the king stepped into his machine, and a dream projection of himself began walking around.  Unaware of the change, the dream projection believed the machine had worked.  He quickly began sending out waves of nightmare to the surrounding lands.


The king also concluded that a high level PC will have better ‘dreams’ than a mer peasant will.  So he hosted a party and invited all the high level people he could get to come.  His goal was to convince the party to step inside his machine and power it.  Little did the king know, the nightmare realm was attracted by his machine, and slowly but surly was breaking into the real world on top of his new machine. 

XLIX.) The Party

L.) Aftermath

Our souls were dissolved in pure nightmare essence after we had been wiped out by our worst nightmares.

24.) Amusing side notes

Maxwell and his reloading kobald…

While we waited for the wagon ride up to the chateau, we were served a banquet.  As a precaution (Amy's character) checked the food for poison.  "Iocane powder, you'd bet your life on it".  Needless to say word spread quickly that the food was poisoned.  In order not to alarm anyone a group of characters discussed it in private.  They concluded that they were not strong enough to remove such a subtle poison and that they needed to teleport back to the main temple to get looked at.  The plan being to teleport back into the wagon, with none the wiser.  Unfortunately the conversation took longer than they expected, and they just began the teleport spell as the wagon pulled up in front of the mansion.  As the party began to teleport, a defensive ward on the castle was triggered and the center of the teleport, the front wagon, exploded in a massive blue shock wave.  The blast killed a PC and severely wounded many others.  

Halloween 4b

(??/??/1999)

True Love
25.) Location

Den of the Miller dorms.

26.) Players

LI.) ? (Jillian)


Uber-Ranger

LII.) ? (Maxwell)


Halfling Cook

LIII.) ? (Dan)

Probably an elf.  Tried to get the (Jillian’s Character) to escape with him before things got too desperate.  A social bard capable of talking any fair maiden out of her corset.  

LIV.) Doctor B.S.  (Scott)

A bard whose main focus was the performing arts.  Was lord of Milardia, had a pet duck.
LV.) Cervantes (Pinky)

To her dying day, (Jillian’s Character) thought it was her 5 or so arrows a round that caused this freak to explode in a puff of ashes as he charged her.

LVI.) ? (Amy)

Priestiess of partying

LVII.) Yo-Yo Gnome (NPC)

LVIII.) ? (Post)

27.) DM

?

28.) Story

LIX.) Pre-Game Passed Out Info


None

LX.) Back History

Their once was a world where the art of resurrection was well practiced and well known.  The clergy was so good at it that even any low-level politician could afford it.  Over time the god of death grew tired of having a line too and from his kingdom.  One day, as he was checking in a particularly high level person, they were resurrected from right in front of his nose, mid sentence.  He had had it… rising up to the mortal world he took a look around.  Holding up one finger he slowly touched it to the ground.  Instantly every cleric that knew how to bring someone back to life, died.  Next the god of death clapped his hands and every book that contained the spells and prayers of resurrection were destroyed.  Simultaneously across the world an illusion appeared to the high clerics…  “If a single person is taken from my domain again, I will destroy the world”.

The high clerics considered their options, trying to decide if the deity was bluffing or not.  They quickly concluded he was not and began stripping the world of any evidence about resurrections.  Walls were erased, references to books referencing books were wiped clean.  Time passed, and the world recovered… but never again were the arts of resurrection revived.  

One year an evil woman decided she needed more power to fulfill her goals.  She contacted the agents of evil and offered to make a deal with them.  They told her that if she can kill a pure and good man every year on Halloween for thirteen years, they would give her the power she requested.  For twelve years she successfully woe’d men into loving her, only to slay them on Halloween night.  After twelve years of brutal slayings, the guards of the land were onto her.  And when she went to her usual “hunting” ground, they were waiting.  She charmed a young good man and was starting to leave with him when the guards struck.  The woman was quickly subdued, but the man managed to flee back to the woman’s castle.  After a brief trial the guards shackled the woman to an iron chair, and tossing her into a small pond began to repeatedly cast lightning bolt into the pool.  As the man watched on in horror the woman died.  Grief stricken due to the charm spell, the man fled once again back to the woman’s castle where he discovered tombs of evil and ways to contact vile darkness’.  He summoned forth the evil and pleaded for the return of his love.  The evil told him that such things were possible… but difficult.  He must find newlyweds and kill one of them in cold blood.  The bond of love cannot be easily broken, and his love can ride back upon them.  

In another realm, the evil woman’s soul floated around other plains on its way to its final resting place.  It drifted into the realm of Cathulu and passed closely by a being known as Kathulel.  When the evil the man had summoned hit rewind, the soul of the evil woman began returning to the world.  The being known as Kathulel followed her back to our realm.

As the woman’s soul emerges into our world so does Kathulel.  A giant 6 mile tall, 30 mile wide pillar of green light.  So powerful was the creature that the life forces of those near it began to dissipate at a rate of 3 levels per round.  All NPC’s died immediately.  The party fled quickly to the temple, but on the way the cohorts of the guests die.  As they moved into the temple, a vain hope that the holiness of the place would protect them, they saw the priests of the temple erecting a shield to protect themselves.  Even as the party moved inside the sphere they could see the outer boundaries of the sphere shrinking slowly.  (Amy’s Character) joined the priests to bolster the shield.  But it was to no avail.  Eventually, the priests realize the futileness and jump out of the circle, making a quick end of it.  As the circle of protection shrinks several characters scuffle and several “Volunteers” are pushed out.  

At the last minute Dr. B.S. pulls out a book of Egyptian pleasure rituals and begins to relax.  Distracted by this, the (Amy’s Character) allows the sphere to shrink more quickly.  With a small pop the sphere of protection is gone, and all die.

LXI.) The Party

LXII.) Aftermath

29.) Amusing side notes

As the clerics pray and cast to hold back the darkness that is devouring the world, Doctor B.S. practices a ritual from his prized book “Rituals of Pleasure”, startling the clerics and allowing the circle of light to diminish significantly.

Unformatted Notes:

Crazy man kidnaps couple truly in love

Tortures woman to death with man watching

She loved her husband so much that with a little occult boost could bring her back from dead

Can’t send her to deaths realm cuz he’d freek out so sent her to Kathulus realm.  Sucked her back and Kathulu followed her manifesting himself as a 10 mile wide pillar of green light.

Halloween 5

(??/??/2000)

The Seventh Day

30.) Location

Chris's parent's basement in CR.

31.) Players

LXIII.) ?  (Chris )


Gargoyle salesman

LXIV.) ?  (Maxwell)


Actively neutral druid, kept alive much longer than is good for a person from potions of rejuvenation and such.

LXV.) The Inquisitor  (Jillian)


Mage with access to a massive information network known as "The Shadow."

LXVI.) ?  (Jake)

   
 ?  

LXVII.) Gizmo  (Sarah)

“A magic for the people” kind of person.  Walked around with a mechanical spider.

LXVIII.) Captain Jeeves (Scott)

A sea captain with an eye-patch, a peg leg.  A chronic liar and kleptomaniac.

LXIX.) ? (Dinna)

LXX.) Strisken (Sandy)

A thief/assassin with teleport stickers she’d slap on statues and paintings to steal back to her home kingdom.  
32.) DM

John.  This game was landmark in that it was the last ever 2nd ed Halloween game.  Though many heralded this as a breakthrough in Halloween game dynamics, some less chaotic individuals shed tears.

33.) The Story

LXXI.) Pre-Game Passed Out Info

None

LXXII.) Back history


The big bang, 2nd ed to 3rd ed , actively neutral druid

LXXIII.) The Party

Change over to 3rd ed

Green rock fell out of machine

Party in meusum.  Some random country says lets party

Maxwell = Acttive neutrality

“Germany” of isolationists expanding

Jake = general from “Germany”

G woulden’t trade, how we get stuff?

Ley Lines!  We’ll use magic to make stuff

Setup factories, could go to war with peacefull nation…

Expiditions send to find morer power… qotatas not being met

Find crossroads from first game

G makes straw to sucks Svanders power into ley lines to super charge ley lines

Evil starts poisioning planet

World calls up mawell and says fix me

Paradox searching andlessly for Svar

Shows up all happy… svar is coming back

Sarah was trying to convince Paradox Svar is bad

Dianna says “Paradoxs is sad poof
Paradox throws tantrom and throws herself to cent of worldl ike drill

Volcano starst oosing up

World was going to blow up so reet universe to save our world

Flosgthen leaking in twords sun, exlode eventually

LXXIV.) Aftermath

34.) Amusing side notes

Captain Jeeves telling people he had Elminster's head in his bag.  Reanimated even.

"I know that boat....I sank that boat!" - Maxwell
Many years ago there was a diplomatic incident where a visiting diplomat was supposedly eaten by a bear.  The bear happened to be Maxwell.

A druid and a mage, sitting at the bottom of the ocean, sharing stories of the old days, having stopped time to pick up a crystal piece from a boat the druid had sunk long ago.
As the druid in the form of an avariel, flies to the dome of creation to insert the missing crystal piece, he is annoyed to find that it won't fit because of all the wires and chains wrapped around it, and it almost gets stuck.  With some effort and much cursing, it is forced into place and the universe is remade.

Maxwell and Jillian, knowing that they were about to re-create the universe, looking over at the rest of the players saying "Spell jammer ship?  What the heck are they doing?"

Dianna and Sandy came dressed in character because John and Chris told them it was Halloween game so of course we dressed up.
Strisken had assassinated the king and when she saw (One-Kick’s Char) and thought he was the king, she talked (Dan’s Char) into giving her poison and poisoning (One-Kick’s Char)
Halloween 6

(??/??/2001)

In Memory Of Paradox

35.) Location

Scott, Jillian, Maxwell, Pinky & Rob's apartment.  This was the first game that moved to Ames, the new hub of life.

36.) Players

LXXV.) ?  (Pinky)

Man of goodness, spread peace throughout the land

LXXVI.) ?  (Chris)

A young balor whose parents were slaughtered when they lost control of the governing body.  He was captured and his soul was imprisoned in a broach as a form of eternal torture.  If he could acquire five souls he would have enough power to break free of his prison.  He was able to project illusions and create minor items.  (Pinky's char) was a means to an end, however when he meat (Scott's char) and (Jillian's char) he quickly sided with them as a faster route to freedom.

LXXVII.) ?  (Scott)

An instigator of chaos.  (Scott’s char) and (Jillian's char) were setting up a network of thieves as they traveled with (Pinky’s char) on his mission of peace, helping the thieves guilds to repair the good that (Pinky’s char) caused throughout the lands.

LXXVIII.) ?  (Jillian) 

An instigator of chaos

LXXIX.) ?  (Dan)

A big mage

LXXX.) ?  (Kat)

A pseudo-dragon of (Dan’s character)
LXXXI.) ?  (Kristen)

     A pseudo-dragon of (Dan’s character)
LXXXII.) Pinky's sword (Maxwell)

LXXXIII.) ? (Jon Peterson, Pinky’s Friend)

LXXXIV.) ? (Sandy)

Was an evil shaman who went around spreading the plague and raising the dead
LXXXV.) ? (Sara)

Was a queen
LXXXVI.) ? (Rob)

Was an advisor of a halfing necromancer

37.) DM

John.  This game marked the coming of age of Halloween games.  For the first time the characters melded together so well that the party was no longer a distraction, but the focus.  Though clues were interesting, it was the social dynamic itself that gave the game a life of its own.

38.) The Story

LXXXVII.) Pre-Game Passed Out Info

LXXXVIII.) Back history

Underwater city, spider teleport, evil gin magic, magic recording device that devours everything (All-Child), Pink ball 'o love, paradox

LXXXIX.) The Party

4 man chars

Dan + Kenny + Ckristen

All child = camera chrystal

man find jeanie bottle

Camel hearder wished for oasis everwhere man died of thirst

Let their be farms evewhere

On he eave of my nations greatest threat return to hel out

Half genies running around occaionally, only magic users in kingdom

Eventually started selling items

Big giant spider teleport machine

Taken to super-shieks boat

Spide equipment on all natives

Genie shows up and addresses king

Tells king hes here to help

Says made mistake to visit town undersea

Bubbly warped architecture…

Ntohing in city but items

Mining place for items for months

Got to center of city

Phrismatic sphere in center of city

Sphere starts going away

Christal floats up, says “High I’m all child”

Makes plasma body

Started flying around city absorbinb stuff

In another dimension hive spider minds .  Phisonlons

Exist.  Geat nation great wealth

One day one spider said “Well we be around forever”

Decide to record everything in indistructable wakling tape player

Make crystal to fly around and learn

Crystal continues to learn … not part of hive mind

Cyrsal decides its in a hurry cuz world might explode

So starts doanlowaidng people.e..

Decides people dying is ok, go record it destry it

Starts erasing people and all culture

Council says bad idea… comes up with psi crystals to draw all child here

Cut him off rom world with phrissmatic spheres while he absorbs crystals

Then hurl city into another dimension so someone elses problem

City lands next to arabs

All child long ago finished crystals

Sees 20th levels and realizes people are around and goes to tell them about psylons

Party talks spider into nuking itslef… spider was powered by black hole

XC.) Aftermath

39.) Amusing side notes

Before the game, Hill told a story of a nature show he saw on TV, showing this spider hiding out in some rubble.  The scene switches to a rat nosing around the rubble.  As he watched, awaiting the spider's impending doom, the vicious arachnid leaped out, grabbed the rat, tossed it around a bit, and drug it back into it's hiding place.  Needless to say, we were all set on edge when we saw the spider teleporter devices.

Halloween 7a

(10/18/2002)

The True Priest Of Lythander
40.) Location

Dan's apartment.

41.) Players

XCI.) ?  (Dan)

?

XCII.) Sinta Clause  (Sandy)

An evil druid with reindeer enforcers who enslaved a village of Halflings in the north.  She decided by making presents, she could become a deity through bribery for belief.  At the end, she was still wishing to be a deity rather than save the world.
XCIII.) ?  (Maxwell)

Frickin insane clone mage

XCIV.) ?  (One-Kick)

His brother mage was (Jake’s Char).  He was an enforcer.
XCV.) ?  (Jake)

His brother mage was (One kick’s Char).  He was a lore master.

XCVI.) ?  (Becky)

A shape changing dragon.
42.) DM

John

43.) The Story

XCVII.) Pre-Game Passed Out Info

None

XCVIII.) Back history

XCIX.) The Party

C.) Aftermath

44.) Amusing side notes

Undead brigade, cleric with bad past.  Unstoppable plague, Gantry vs. ?Red Wizards Of They?

Maxwell's original, or at least an earlier incarnation, had gone on the big expedition with the elves to kill the evil guys.  He died.  After a number of clonings, he forgot who he was and what he was doing, and he actually killed his own fiancée, the elf woman. (I think)

Halloween 7b

(10/19/2002, 6:45 - 1 PM)

The True Priest Of Lithander

45.) Location

Scott, Jillian, Pinky, Maxwell and Rob's apartment.

46.) PC Characters

CI.) Sir Fletcher Green (Chris)

Their once was an angel called Green who served a NN deity called (Insert deity here).  Over time this angel maintained the balance of power by starting some wars and finishing others.  Over time the angel began to realize the horrors he had done in the name of balance, the angel became good.  In time he confronted his deity, telling him that what he was being forced to do was wrong and that he refused.  The deity banished him to the mortal plane, stripping him of all his power.  The man, now known as Fletcher Green traveled the world, adventuring and righting the wrongs he had done.  In time he became wealthy and hired many adventurers to continue to travel the world destroying evil.  He began to look at the big picture and decided that it was trade and social interaction of all cultures that prevented wars and horrific deeds.  Green became knighted by a local king and began a program of trade.  However bandits and poor roads hindered free trade, so Sir Fletcher Green began a program of paving all roads (Some of the most advanced construction of its time) and hiring guards to regularly patrol such routes.  In this way he hoped to unite the countryside in peace, and help pay for the atrocities of his past.

CII.) ?  (Pinky)


Ogma, the god of knowledge, had been declining in followers for some time.  Eventually Ogma no longer had sufficient power to keep his deity stature and he was reduced to simply an avatar.  Ogma came to the party looking to re-acquire followers.

CIII.) Guiseppe  (Scott)

A mage of considerable power, Guiseppe does not get directly involved.  He prefers to be the preverbal puppeteer, driving others to do his deeds for him.  To this end he took on the name “The Puppeteer” and began amusing people with side shows and performances.  This allows him and his aid, Mr. Mortenson, to travel unmolested across the land.  Guiseppe created and controlled a number of puppets, which could take over a persons body by attaching magical strings to their limbs.

CIV.) Mr. Mordent  (Jillian)


Guiseppe's associate, a bard.

CV.) ? (Amy)


Fire crazy psionisist

CVI.) ? (Rob)


"I'm in Acquisitions"

CVII.) ? (Kristin)


8 class character into killing people for money.

CVIII.) Mirror (Sara)


Ex-Gisha girl now a VERY high paid performer.

47.) DM

John.  John added in several party entertainments this time round, making the characters more involved in the party.  They also allowed the characters to show off some of their vaunted power. 

48.) The Story

CIX.) Pre-Game Passed Out Info
None

CX.) Back history

Millennia ago a group of mages came together and created a mage state.  Their purpose was to purify the gathering of knowledge and strengthen their position in the world.  Eventually this mage state became divided over certain paths.  Two cities were formed from this division.  Gantry, who believed that control and rules were what created a good mage.  And (Second Town) which believed that mages should be free to pursue power in their own rights.  For as long as anyone can remember these two cities have been at odds with each other.  Though there is an unspoken agreement never to extend their war to the truly powerful spells, small spats and combats have occurred.  During one such event approximately one hundred years ago, a tailored plague was accidentally released from a Gantry research facility.  

Fortunately this plague never caught hold, however it was completely incurable and killed everyone infected.  The family of one boy in particular lost 4 daughters to the disease.  Because of this the boy promised to become a cleric and prevent such a disease from ever spreading again.  He grew up to become the greatest cleric the order of (Name of order) had ever known.  Unfortunately a second out break of the plague took the life of a favored pupil.  The amount of pain and suffering he had seen around him pushed the man over the edge, and he began seeking a way to prevent it.

A long time in the past a powerful mortal mage was reaching the peak of his craft.  Their was nothing any mortal could do that he could not do better.  However their was one thing the gods could do that he could not, create an artifact.  He could not stand this and began crafting an artifact of his own.  He did not have the power to fuel his creation, until one day he happened up to look up at the sun and realize that it was a massive source of energy.  So he completed his artifact, a hand clutching a small ball of fire.  It had the capability to grant massively powerful wishes, but at a terrible cost.  The sun is temporarily extinguished each time it is used.  After the second time such power was used the gods themselves took notice and plucked the item away from the mage.  They were unable to destroy it so they buried it beneath the ground where none would find it.

500 years ago a bandit known as the shadow lord began to terrorize the countryside with an endless series of raids.  Acting more like thieves than invaders the shadow lord’s army systematically pillaged.  The suffering cleric teamed up with the shadow lord, in exchange for knowledge of army positions and wealth, the bandits helped the priest find the buried artifact.  The priest planned on casting a powerful wish that would take all suffering and pain and transfer it to himself.  He would then teleport himself into the elemental plane of negative energy where the pain would be destroyed.  Unfortunately an army of elves descended on the undead horde and in a tremendous battle destroyed the bandits.  Rushed, the priest and the warlord used the wish, however in their haste the wish was done incorrectly, and the priest was banished to the elemental plane of negative energy for an eternity of torture.  

After several years the pain and torment had driven the priest insane and he began clawing his way out of the negative energy plane.  This caused a bulge, and eventually a leak into the prime material plane.  The old fortress, now a large holy temple, became the focus for a great deal of negative energy, it was quickly enveloped.

CXI.) The Party

Exactly 500 years have passed since the completely insane priest of Lithander ported himself into the elemental plane of negative energy.  Every year there is a ball to celebrate the shadow lords defeat.  The temple where the ball is held was built on top of the ruins of the shadow lords keep.  It is a grand temple with an artificial sun glowing approximately 50 feet above the curved roof.  The temple grounds are laid out like a compass rose.  Inside the main ball room is a large silver dais in the center with another small artificial sun hanging in the center.  The affect of that much light on the mirror like dais is amazing, their were no shadows in the room as the ambient light was too bright.  

Having arrived at the main ball room the adventurers began mixing and talking with one another.  Several NPC’s were their including a high jumping halfling with Thor’s hammer and a princess called Lady Bell.  The Queen of the Averiel was also their.  The Averiel are a race of winged elves that are quickly going extinct, her appearance was quite extraordinary.  After conversing and mingling for a while, (Amy’s character) and Mirror both noticed that beneath the ball room their was a void that should not naturally occur.  As an expedition prepared to go investigate, the entertainment began and the trip was postponed.  

Their were 5 contests, A trivia game, a spell contest, a sword contest a story telling contest and a dart contest.  The spell contest took place on the central dais of the ballroom.  When you stepped up on the dais half of your spells were removed from your mind to power the combat.  When a spell was cast it appeared in a box in the air and traveled forward, one box per spell level.  An NPC called (Gimp boy mage) stepped up against Lady Bell.  (Gimp boy) immediately began throwing (rays of frost) orson after orson at Lady Bell, the spells traveling very slowly across the room.  Meanwhile Lady Bell, put off guard by the slowness of the spells, cast a defensive spell upon herself, and then threw several offensive spells at (Gimp boy).  The duel was quickly hers, next up was Guiseppe.  Lady Bell immediately cast a defensive spell, (Scott’s character) however began casting a mammoth spell (meteor swarm).  After a moment a huge box appeared in front of Guiseppe and flew at lady bell at tremendous speed.  It exploded upon her, a meteor shower filling the entire room with illusion.  The duel ended quickly.  

The trivia game covered facts as obscure as the name of the first kings cat to the home town of the current king.  It was a dazzling contest, the highlight being when the avatar of the god of knowledge lost to a mere mortal.

The sword duel took place with a set of special “Momentum” wooden swords.  Each swing of the swords was like swinging through tar, only the very strong could move them at all.  

The story telling contest was a joy to listen too, experts like the Puppeteer and Mirror got up and told very rousing stories of love and betrayal.  The queen of the Avriel also got up and told the story of the origin of her people.  Long ago the Avriel were elves in a far distant land.  Out of nowhere a horde of black mechanical spiders began hunting and capturing the Avriel, in desperation the Avriel fled their land.  Eventually they came upon the land of clouds, a land where the spiders would not find them.  In time they grew wings to better live in their world.  However the spiders were relentless and eventually found the Avriel even their.  The Avriel retreated again, this time coming to our world.  In time, the spiders may come to our world as well.  We all stared on in awe.

The last duel was the duel of darts.  (Kristen’s Character), (Amy’s Character) and (Rob’s Character) took place in a grueling dart throw.  Though no servants were hit, several contestants did extremely poorly.  (Kristen’s Character) was easily the victor, she robin hooded several darts.

As the duels concluded the guests gathered together and began to discuss what to do next.  During this conversation someone noticed that our host was missing.  Several people were dispatched but no trace of him was found.  As a giant mob they “sneaked” out of the main hall, being careful not to let on to the three guests remaining that something was up.  The target was a grave stone that Mr. Mordent had identified earlier as having a drop of blue blood on it.  The Puppeteer used several pass walls to expose a chamber 30 feet beneath the ground.  The walls of the exposed chamber were coated in an alchemy hardened rock.  They asked (Halfling NPC jumper guy) to use his hammer and shatter the outside wall.  This was easily done and the party was given access to a most disturbing underground facility.

The chamber they had exposed was a simple and small, however hanging in the center was a small chrysalis.  Squeezed and twisted inside that chrysalis were the remains of a tortured celestial being.  Believing the celestial to hold the key to the party’s problems, some of the party remained to open it while the rest moved off down the main corridor.  After a bit of trying they managed to find a weakness in the chrysalis and opened it.  Suddenly the corpse of the celestial was released from the immense pressure it was under, blood and guts exploded outward painting everyone and everything in the room.  The clerics in the party used several spells in an attempt to return the poor creature to life, however each time the spells failed.  The body was completely repaired by the spells, but it seemed like the soul of the creature was gone.  In a novel idea (Pinky’s char) decided the original soul was gone, so instead he tried to photocopy the celestials soul.  The gamble worked and a slightly ‘damaged’ celestial came to life.  Almost immediately it shape changed to take on the form of our missing host.  It explained that some years earlier the real host had died, and his deity had decided to put a spy in his place.  He didn’t remember how he had gotten down here or what had happened to him, but he did know that he was unable to communicate with his deity.  After a brief conversation he returned upstairs to the party in order to keep everyone else from panicking.

Left with only one option the party continued down the only exit, into a very large main room.  The ceiling was vaulted high and the room was close to 200 feet across.  It was broken up into smaller sections by cubicle wall.  Carefully investigating the chamber the party came across an odd mix of pain killers, bandages and torture devices.  Further investigation showed a second chamber off to the left containing several conflicting alters and a large sealed door.  The door was bolted shut and covered in protective ruins.  Around it on the floor were a million fragments of life wood, a precious substance of the elves.  Their was also a protective circle around the door and fragments.  After some careful investigation the party concluded that the wood and circles had been designed to keep whatever was behind the door, sealed away.  Assuming the wards had failed the door was opened completely, a corridor of black lay beyond.  Though they could see nothing, the party could hear a woman chanting a mere 30 feet down the corridor.

In a valiant move (Rob’s char) dove through the blackness, coming out the other side alive.  Their he saw four immense goloms surrounding a woman chanting.  In the corner of the small box shaped room was a stone statue of an elf maiden.  Instantly the goloms reacted, turning and assaulting (Rob’s char).  The first golom reached him and after a brief parry plunged his claws into (Rob’s char)’s side and pumping acid inside his entire body.  He collapsed in a heap and the goloms advanced on the rest of the party.  Guiseppe opened up with a large fireball in the room with the casting woman, being careful to spell cast around the statue of the elven woman.  

As the spell casters continued to throw spell after spell at the walking goloms and casting woman, Sir Fletcher Green blocked the path of the goloms as best he could.  Blocking their first two attacks successfully but being his by the third.  The creature plunged its claws into him and pumped him full of poison.  Fortunately Sir Fletcher Green was immune to poison and was able to continue fighting.  Two rounds later the golom of cold nearly killed him, flinging his now useless body to the side next to (Rob’s char).  

Killed the woman

Found elf stone lady had soul sucking dagger stuck in her

Found uber-wish stone

Found out about hordes of undead surrounding the place

Found out about diminishing light from the ultra kewl glowy thing

Visions from evil priests life, plague and favorite pupils death

Found out about elf war to stop undead hordes

Found uber-wish maker

Found about the priests attempt to return home putting a hole in the fabric between planes

Found out about the leak of negative energy polluting our realm

Wished for giant positive energy leak to occur
True priest of lythander war between glantry and alfashia

Glandy – all spell books open for trade, hieracchy, hate clerics.

Alfasha – chaotic, all individuals trying to overdo everyone elese

Scott meteor showers town with meteorshowergun

Alfhas comes up with disearse that kills smart people only not from alfhasha

Rich family, brightest doughter dies

Son hasto watch sister die

Runs off and becomes a good cleric

Assistant dies

Runs off and tries to make deal for good healing with evil golk

Evil says “We don’t do that kind of deal”

Worlord only raids alfasha man helps

Worloards steal sol orb – history of orb… needs sun

Negative plane pushing into world but can’t pentrate temple
CXII.) Aftermath

Our party quite valiantly wished for a whole lotta good energy to come counteract the bad energy.  This exploded us, but saved the world from a slow death by hordes of undead.  Sealed off both negative and positive planes from leaking.  Killed us and all of the undead assaulting the temple.  Deities hid the uber-wish maker again.  Giant explosion and sun going out caused a nuclear winter, but eventually the world recovered and returned to normal.  The people of the world believed that Gantry and (Other mage town) were responsible for the long winter and rising up tore down both kingdoms.  
49.) Amusing side notes

One of Guiseppe's puppets used a wand of meteor swarm to destroy a mage town, escalating the war between the mage states.  A hot topic at the party was who could have destroyed the town.  Later at the party, the puppeteer (assumed to be a crazy old bard) opens his duel with Ms. Bell with a meteor swarm.


Within the first hour of the party, Mr. Mordent makes "friends" with an annoying little prince and gets him to use the bathroom, where Guiseppe's puppets are waiting to take control of him.  Once the puppet takes over the brat, he has him hit on the ugly princess from another country.  The best part, of course, is that the brat can see everything he's doing, but cannot act for himself.


Mr. Mordent, being a shadow-dancer as well as a bard, finds many of his skills diminished in the extreme bright of the party.  As soon as he gets outside, he summons 3 shades, and 6 come.  To his dismay, they don't seem to be under his control.  Mr. Mordent walks casually away as the shades run loose, eventually joining the army of undead that shows up later.

Exploding angel.  Pinky uses a wish to xerox the angel's soul and stick it into his newly resurrected body.

The gimpy mage was based on a smiling cardboard Luke Skywalker, used by the play-testers so they wouldn't forget the character.

The best and brightest gathered in one place, and when the Avariel queen tells of her people's plight they only listen in awe.  Not one of the supposed heroes offered anything resembling assistance.  As she got to the part about mechanical spiders hunting down and killing her people, everyone looked at Weidow.  Quite innocently she said “What?”.

Halloween 8a

(11/22/2003, 3:15 - 11 PM)

Avriel’s Revenge

50.) Location

Dan & Becky’s Apartment

51.) PC Characters

CXIII.) King Garus Gadora (Chris)

Gadora no longer remembers how he became immortal, he is human and as such is quick to forget past events.  Working his way up the many professions he eventually grew bored and tried a different one.  At some point he was a 20th level everything.  Over time those skills atrophied so that little remained. Eventually he decided that life magics were the way to go and started playing around with bestowing life on inanimate objects.  

By accident he learned about a near destruction of our planet and decided that he’s not ready to die and so that can't be allowed to happen again.  How do you prevent stuff like that?  You have one central authority where all information can be processed and gathered.  So he began using his golom army to carve out a worldwide empire.  With him as the immortal king forever and ever.  

The first 50 years were great, he’s a fair leader so most surrounding towns and such were glad to fall under protection.  Eventually of course the empire butt-ed into some of those pesky existing nations and the empire turned military to forcefully absorb them with some golom armies and some human normal armies.  The expanding armies have two goals... one is to unearth and claim/protect old ruins, magic items, temples... basically trying to destroy the "adventuring" part of the world by civilizing it.  Any powerful items or dangerous things would be made sentient, very specific intelligence in order to prevent anyone from ever using them again and then locked in a special building in the heart of the empire where a living vault would keep them safe.  The goal being that if everything in the empire’s territory is charted documented and in vaults, no chaotic elements will remain strong enough to destroy the world.  

When the party invitation arrived, Gadora shipped three iron goloms disguised as status to the party, that way his forces would be in place to wipe out any resistance he found.

CXIV.) Sol (Dan)


A solar-wanna-be.  Sol was faithful to Tempest, the god of war.  All Sol needed was to start one large-scale conflict with his army and he would be promoted to full solar.  

CXV.) Sir ? (Aaron)


This valiant night appeared to be the guardian of (Aaron’s Lady Character).  However in reality he was the true leader in the pair.  He used his anonymity as a shield of a different sort.

CXVI.) Lady ? (Aaron)


This delicate flower was guarded vigilantly by (Aaron’s Sir Character).  

CXVII.) ? (Becky)

CXVIII.) Aqua Man (Rob)


This NPC was the legendary Aqua Man.

CXIX.) ? (Shanon, Dan’s Friend)

CXX.) ? (Sandy)


Was a genie in a bottle that Aqua Man possessed.  Aqua Man hated her.

52.) DM

John. 

53.) The Story

CXXI.) Pre-Game Passed Out Info

 SEQ CHAPTER \h \r 1Planet: Forgotten Realms world of Foreign, just add in this island chain (The Old Isles) two weeks sail west of Waterdeep.

The Old Isles, Countries and Places:

Dorfheim - Capital of Islehaven, the most populated nation on the Old Isles.  The current and recently installed ruler is King Tyran the Fourth, having recently turned 18 and assuming the leadership of Islehaven when the regent (Sir Paris) who took over following Tyran’s father’s death stepped down.

Oxbrush - A small town in Islehaven, noted for it’s fine smoked sea fish and fine oxen.

Sanguingard - A fancy village, popular resort getaway for well to do Waterdeep nobles.  This is the location of the “Eve of the Sunrise” party (this years Halloween game).  This is also the capital of Anselvania, the small island country which is neighbor to Islehaven.  The leader of Islehaven and host this year is Baron Von Hausen, an elderly man of great wisdom and beloved leader.

Agate Keep - The product of a paranoid King, a fortress in the middle of nowhere to warehouse food and tools of war in the event of a cataclysm.

The Great Wasteland - a wasteland, what makes it great? .... why....it’s so very clean!  At least it is totally uncontaminated by anything edible.  The coastline has a few small settlements which are colonies from the desert nation of Calimsham.

Aravan - The most populated colony from Calimsham, it is currently ruled by the middle-aged Sheik Akbar.  Akbar is not expected at the party, but his ravishing daughter Talib is expected to attend.

HISTORY BITS FOR THE GAME ----------------------

· 50,000 years ago: Arctic Dwarves first invent dirt in the Frozen North

· 49,900 years ago : Arctic Dwarves involved in mighty war versus Dire Penguins over scarce resources caused by a series of harsh blizzards, Penguins win on most fronts and drive out the Dwarves

· 40,000 years ago: Avariel race founds its first village high in the mountains

· 30,000 years ago: Race of Aquatic Giants digs deep caverns under the sea and begin to form a mighty underwater nation

· 29,500 years ago: Aquatic Giants discover “crystallized magic” and quickly use the power to rise to power and control most of the ocean in just a few years

· 29,400 years ago: A mighty kraken in desperation captures a large store of the crystals and turns itself into a gigantic “bomb”, races to the heart of the underwater caverns taking out the whole place and the Aquatic Giants “Crystal Magic” mine, their culture quickly dies out after this

· 20,000 years ago: Avariel race has flourished and spread to many mountaintops, they also develop advanced glass blowing techniques which allow them to badly needed weapons, armor and decorations

· 15,00 years ago: Incredible population surge in the Arctic Dwarves, mount vast and brutal campaign versus the Dire Penguins, they lose again and many of the survivors become slaves to the penguins

· 10,000 years ago: Avariel (who were before very isolationist) reveal themselves to other elven and human settlements, elves welcome them as brothers, some primitive humans mistake them for Celestials

· 5,000 years ago: Human Argonauts sailing across the sea first discover the islands this game takes place on and establish a colony which is quickly destroyed by primitive descendants of the Aquatic Giant Race

· 2,500 years ago: For unknown reasons, the Dire Penguin society collapses overnight, few to no remnants of the culture remain, Arctic Dwarves rule the frozen north and drive the Penguins to near extinction

· 1,000 years ago: Human settlers from the area which would become Waterdeep sail out and start the colony of Dorfheim

· 500 years ago: The well settled and tamed island of Anselvania is suddenly overrun with vampires, no one really knows how this began but it swelled quickly

· 250 years ago: Vampire plague is ended almost overnight, a band of vampire hunters called the Blood Guard are credited by the locals as having risen up to destroy the vamps and named their finest village as a Memorial to their victory

· 200 years ago: Avariel begin to trade with elves and with fey living in the forests below their mountains, their glassware items are much sought after

· 150 years ago: a great burning rock falls from the sky and creates the “Great Waste”

· 100 years ago: Trogdor the Burninator settles on the southernmost island and begins breeding an army of half-dragons with his kidnapped harem

· 50 years ago: an exhibition from Aravan is sent to investigate a large plateau in the waste when strange lights are seen at night above them.  Only one member of the group returned with strange tales of blue skinned “ogres” with powerful magic who killed his team.  A follow up exhibition was sent who returned unharmed with naps of an old abandoned pueblo community on the plateau

· 25 years ago: Freak blizzard hits the isles in the middle of summer killing many crops

· 20 years ago: Agate keep is built as a bastion of safety and massive storage facility, its construction was ordered by a paranoid king who died in an almost comical assassination plot

· 15 years ago: Calimsham settlers arrive and form Aravan

· 10 years ago: Discovery an old mausoleum with tattered records of the Vampire’s Rise is discovered by a woodsman, a resurgence of pride for the Blood Guard creates a yearly event called the “Eve of the Sunrise Celebration”

· 5 years ago: King of Dourfheim dies in a boating accident, his young son Tyran is trained to take his place with Sir Phil becomes regent and rules well until Tyrans crowning

· 3 years ago: All the nations of the Old Isles pass the hat and collect enough gold to hire a team to attack Trogdor, none returned but the raids did slow for a while after this

· 1 year ago: Avariel race made a desperate plea for help, mechanical spiders were hunting them to extinction and none answered their call for help

· 6 months ago: Queen Ariel herself (last of the avariel) is believed to have died, making her race a thing of the past, no trace of the spider creations has been seen since, it is said with her dying breath she cursed the world for ignoring her plea for help

· 5 months ago: Sir Phil steps down and Tyran the Fourth becomes king

· 4 months ago: Calimsham claims it may have found the crater which caused the great waste

· 3 months ago: smoke began wafting from the top of an old volcano in the Old Isles

· 2 months ago: Kobolds wearing identical fancy rings began pouring out of the Great waste causing trouble for Aravan

· 1 month ago: Invites to the party are sent out.

· 2 weeks ago: a fishing vessel called the Oxmaiden is found adrift, her crew missing but cargo and sails intact.  The words “Which Way” were carved into the helm.

· 2 days ago: Waterdeep mourns the loss of Elminster whose severed head was found in a wicker basket outside their walls, spells confirm he is truly lost

· Today: Party time in the old isles

· One Day Later: You won’t be there to see it!

CXXII.) Back history

The world as it is known was not created by the deities as many suspect, but instead it was created by a group of beings far more powerful then them.  They are known as the celestial chorus and are responsible for the creation of everything, including the current group of deities.  Long before our world existed the celestial chorus grew tired of the way things were.  They combined their power and created a hemispherical room made entirely of green crystal.  This room was given incredible knowledge and power.  Its job was to create worlds, races, crystal spheres… over and over again.  Providing its users with an endless supply of entertainment and responsibility.  Unfortunately after several attempts the geode still did not function to its creators expectations.  After getting it to work and using it once the chorus grew disinterested and moved on.   

500 years ago the peaceful kingdom of Anselvania was overrun almost every night by a plague of vampires.  The vampires quickly overtook the established leaders of the island.  A powerful vampire was at the head of the invasion.  He quickly took over the main castle.  For close to 250 years the vampire plague controled the nation of Anselvania completely.  Then one night a small group of remaining fighters banded together in an attempt to retake their nation.  They fought bravely but as they neared the castle they quickly realized they would be unable to defeat the leader of the vampires.  In a desperate move the leader of the fighters pulled out a chunk of “crystallized magic” and unleashes a hellashious attack on the leader.  But even this powerful attack was unable to defeat the leader of the vampires.  As he closed in to finished off the remaining fighters, he was pulled forward in time.  The future actions of the green geode had disrupted things enough that events in time were crossing over.  The fighters, now known as the Blood Guard, were able to easily retake their kingdom.  From that day forward the group of fighters known as the Blood Guard were famous throughout the land.

The race of the Avriel had completely died out;  A race of mechanical spider beings having hunted them to extinction.  The last of their number to fall was their queen, Ariel.  As Ariel’s spirit floated onto the afterlife, the celestial chorus took pity on her and put her in the green geode room they had created.  Using the power they infused her with, Ariel broke off a piece of the geode and carved into it with her knife one word… “Revenge”.  Immediately the Geode began unmaking the entire multi-verse.  As things started to fall apart the barriers between dimensions began to fall, and some odd things happened.  Time changed, things vanished in and out with few remembering that it had ever been any different.  Even the phases of the moon were not immune.

CXXIII.) The Party

The small nation of Anselvania sent out invitations to celebrate the “Eve of the Sunrise”, a celebration of the cleansing of their island of the vampire plagues over 250 years ago.  Invitations were sent out by very well versed messengers.  All party guests were warned of a special “jail” that exists in the near by islands.  Anyone teleporting around not through very specific paths will be pulled into the jail.  Though the jail is no longer confining, it would be a great inconvenience for a guest.  Most of the party choose to go by boat, several guests teleported to Waterdeep and then through the proper channel to Anselvania.  Those going by boat were escorted on a great gallon with 4 masts.  The ship was being leased for the event and was worth more than the entire kingdom of Anselvania would sell for.  

Arriving at the island, the guests were escorted to a small newly constructed “mini-castle” in the middle of town.  Their was food available and some performers.  In the center of the structure was a tall white statue of an armored figure holding his fist up in defiance.  This statue was really one of King Garus Gadora’s iron goloms in disguise.  After a time the guests were asked to leave behind their cohorts and climb into the wagons to go up to the main castle.  Oddly, the distribution of the three wagons was one person in the first, four in the second and two in the last.  The drivers were most confused.  

By this time there was already some discontent rising among the guests.  The armies of King Garus Gadora and Sol were quickly approaching the others boarders.  A social battle was ensuing to sway the rests of the guests in favor of one or the other.  King Gadora was the winner of round one when he began badmouthing the honor of Sol to the other guests.  

As the wagons pulled up to the main castle everyone was led inside.  All but one of the guests was shocked to discover a gift was expected.  King Gadora snubbed the servant expecting the gift and strode into the waiting room.  Sol and several other characters set finally wrapped gifts onto the table.  The servant relaxed some and began bringing the guests food and refreshments.

Sol threatening my armies

Dinner talk about merging to fight dragon

King Gadora insulting guests

New king (marriage from alliance) was being dominated

Had taken cocktail that was caffeine/viagra

Sent up to bed… twin servants

Started to declare takeover of party

… got message from my troops that my kingdom was being destroyed…

Went to find goloms

Moon wrong… roses gone

AGAIN declared my dominance…

Vampires apeared through time

Started fighting party

Arther sucked them into his shield

Beds were recently rebuilt

Started running around looking for baron

Smashed into house… made of iron!! 

Saw fog coming up… all cohorts died

Fled from fog… found coffin and destroyed it

Fled from fog

Saw entire world being destroyed

Teleported to center

Killed kobalds

Found deity of illusion with ring

Genie’d us to geode

Found ariel with revenge stone

She beat the crap out of party, then returned

Beat crap out of deity… King Gadora got in the way

Blood got on becky… ariel unable to take becky’s power

Bleed deity of illusion.

All deities now… fought her.

Three died badly…

Three survived

Three became next celestial chorus

Three gave rules for world

CXXIV.) Aftermath

54.) Amusing side notes

Aqua man’s arrival…

King Gadora’s Kobald Killing Ring…
Unformatted notes:

At end of game in chrystal chamber, Sandy (a genie) tried to teleport out of chrystal chamber.  But failed.

The crystal chamber squashed all magic, since Sandy was 100% magic she suffocated quickly in the chamer.

Trogdor was big dragon on island.

Aqua man wished genie to fly around trodgors island, she did and came back.  QAwuaman says “What did you sse?”  Genie says “You didn’t ask me to look”
? Trogdor’s island with bikini-clad chicks and his gang enjoying pina coladas on the beach. ?

After a party of hostility between King Garus Gadora and Sol, King Gadora got a frantic call from his army, they were being attacked and destroyed.  King Gadora immediately confronted Sol and accused him of destroying his army.  Sol mocked him and did not change his belief but was secretly upset.  Without King Gadora’s army Sol could not start a war and be elevated to full Celestial status.  In reality it was the world being un-made that destroyed the golom army.

Halloween 8b

(11/21/2003, ?:?? - ?? PM)

Avriel’s Revenge

55.) Location

Ocken / Jillian House
56.) PC Characters

CXXV.) ? (Jillian)

A Diviner

CXXVI.) ? (Pinky)


A Dwarf

CXXVII.) ? (Jake)


A Cleric of bane

CXXVIII.) ? (Amy)

CXXIX.) ? (Rob)

CXXX.) ? (One Kick)


Fighter, general of banes army

57.) DM

John. 

58.) The Story
CXXXI.) Pre-Game Passed Out Info

None

CXXXII.) Back history

CXXXIII.) The Party

CXXXIV.) Aftermath

59.) Amusing side notes

Halloween 9

(10/23/2004 6pm – 12pm)

Might Makes Right

60.) Location

Ocken / Jillian House
61.) Players

CXXXV.) Fighter (Rob)

A fighter from 6-bit anime 
 USERADDRESS   \* MERGEFORMAT 
CXXXVI.) Dask (Jillian)

A half-kobald half-dragon commander, leading an army of 163 kobalds.  Arrived on land on a 400 crew galleon fleeing agiant sea serpent.  Invented the idea of a squirl hose down the pit trap.  Dask worked for the last silver dragon.
CXXXVII.) Siata Hikarai (One Kick)


A gnome monk who teleported into the island.  He was all about pressure points and chi.
CXXXVIII.) Morag Nox (Amy)

A cleric/fighter
CXXXIX.) Viceroy Shank (Chris)


Shank is an artificer who specialized in goloms.  He was frequently asked by kings to craft protectors for their inner sanctums.  He cared about people and the world, so when Nym’s message arrived about destroying the Avariel he was ready to help.  As he was leaving however, a diviner friend of his warned him that it was not going to end well.  Now Shank is a good man, but he is danger adverse.  So, wanting to do his part without going, he created a special quick silver golom to go in his place.  This golom was crafted in his own image and was almost a perfect clone.  He stuffed the golom with spells and wands and magic items.  Then, almost as an after-thought, he constructed a evocation bomb costing 250,000 gold (a minor artifact).  The bomb was set to go off if Shank became capture/trapped, saw a great many Avariel or if his life dropped too low.  Unfortunately the golom became sentient long before Shank had expected.  Seeing what the artificer had in store for him the golom rose up and captured Shank.  Using some memory spells he altered Shank’s memory to erase all memory of the golom experiment, and then implanted some magic items, including the bomb, in Shank’s flesh.  The golom then sent the real Shank off to fight the Avriel while he remained at home.
CXL.) Hat (Pinky)

A crappy detective and thief whose family had been hunting a serial killer named Geas for many generations.
CXLI.) Thessla (Sandy)
A human possessed by a gouled.  Looked like a harried looking middle age woman.  Had a homunculus dog and was possessed by an efrette.  Thessla found the efrette a few years before and wished for a way to get revenge upon the Avariel whose metallic constructs had killed her family.  The Efrette decided the best way for her to get her revenge was to be possessed by it.
CXLII.) Maeglis (Scott)
Ranger / archer with spells and a wolf.  The wolf survived, despite Scott’s best efforts to not-heal it.  He also saved twelve innocent grey elves before the game.  Something he sorta regretted later.
CXLIII.) Simmie (Kristen)

CXLIV.) Lord Protector Denny Applecart (Maxwell)

A Hobbit who was very particular about who called him a halfling.  He traveled with 8 invisible hobbit protectors that he spent most of HIS time protecting.  He was secretly trying to addict all the world leaders to a strain of pipe weed.  He kept offering it to the party but for unrelated reasons most people refused.
CXLV.) Misat Jifa (Jake)
A LN gnome like Siata Hikarai, he killed his own brother to take the leadership of the warrior clan.  Learned how to travel into mirror dimensions so could temporarily clone himself and do two things at once.  Moved extremely erratically.
62.)  DM
John.  This was an interesting game with several unforeseen plot twists.  This is a more and more impressive feat since we are all becoming avid “Halloween Gamers”.  Unlikely the previous 8 games, Halloween 9 had a large dungeon crawl component.

63.)  Pre-Game Passed Out Info
CXLVI.) Character Creation Guidelines

Concepts:  You can be just about anything you want as long as it fits in the D&D 3.5 genre. Fighter, Mage, Psion, Adept, Noble, Craftsman, Artificer, Construct, etc... Characters more suited to another genre such as MechWarrior Mech Pilots, Star Frontiers Computer Technicians, Boot Hill gun slingers or Monopoly guys with the monocle are gently pushed aside this year as they don’t quite fit the "high-fantasy adventure" feel I am going with.

The Game Lore (see the other attachment on this email) might give you some nudges on what sort of things are common in this new setting I am calling "TeraCota". It is based largely on the outcome of last years Halloween Game.

Guidelines:  I would prefer good or neutral characters, evil can be allowed but I request a chance to revue the evil characters motives before I give it a green light. Try to have some simple background ideas (a paragraph or two should suffice) along with a good grasp of what your character does in the world or may be looking to accomplish. Role-playing will be kinda heavy early on in the game this year.

On that note, please don’t suck in a fight. The later half of the story will involve a lot of fighting, very weak characters may get deep sixed in the cross fire. You can still play a Level One cook if thats your thing, don’t let this disclaimer scare you away. 2 NPC's will be standing by to get field promotions to PC in the event your character checks out early. Once those two NPC's are used, its time to join the cheerleaders and polish my dice or something for the rest of the eve.

Hard and Fast Immutable Rules Carved in Everlasting Stone  The following are the Maximums of what your character can be, less is always more at my table and characters with fewer options than presented below are welcome.

- Effective Character Level should be 20 or less including all modifiers for prestige classes and race.\par

- Your total bonuses from ability score cant be higher than 12 at first level. Example: at level 1 your half-orc barbarian had Str 20, Dex 18, Con 18, Int 10, Wis 10, Cha 8. This would give you 1 +5 bonus, 2 +4 bonuses, 2 abilities with no bonus, and -1 penalty from Cha for a total of 12 (5+4+4+0+0-1). After level 1 you get the 1 ability point per 4 levels of advancement to add as usual. You can use magic and other freaky class options to jack them through the roof after this point but this is the max you can start from.\par

- No Avariel or metal spider characters please, they represent the "opposing force" this year.

- You have 200,000 xp to generate your character levels and do "weird" things with. Such as item creation.

- You are allowed 760,000 gp to equip your character and any attached little dudes. A PC may purchase one artifact from the back of the 3.5 Dungeon Masters Guide (250,000gp for a minor or 500,000gp for a major). Any cohort or thrall you may have will get its own allotment of gp according to Table 4-23 on page 127 of the 3.5 DMG. Followers only get max 1st Level gold for their class, a followers class can be chosen from any non-prestige NPC class in the DMG.\par

- This years game will be run in D&D 3.5 edition rules, please do your best to comply, I will be bringing a host of books with me in the event folks need to browse some 3.5 before the game. You can also locate the bulk of the 3.5 rules from the Wizards website (www.wizards.com). search for the SRD homepage and it will let you download (free) a word perfect doc with the bulk of the 3.5 rules for characters and items. No pictures or flavor text, just the basic rules.

- SUPER IMPORTANT SETTING CHANGES

1) No actual deities. There are no super entities with portfolios and agendas. All clerics follow a set "philosophy" and the Name of the Diety they follow is actually just the founder or champion example of that philosophy. Each philosophy has its own take on various creation of the planet myths and concepts of the afterlife.

Example: If you want to be a cleric of Boccob, you follow a philosophy based on the research of magic founded years ago by a human named Boccob. There take on the afterlife is your "energy" is returned to the "source of all magic" if you lead a good life and your reward is total enlightenment. If your naughty, the source refuses you and oblivion awaits. An eternity of dark emptiness to mirror the shallow life your bad little character led.\par

2) On that same thought, no other planes exist as you know them. No plane of fire, no Elysium, no Abyss and so forth. Any of the creatures mentioned on the Summon Nature's Ally list exist as native creatures of TerraCota rather than extraplanr entities. The weird ones are just rare and hard to find.\par

To reflect this, replace all occurrences of Summon Monster with Summon Natures Ally. Remove all spells which involve planar travel from the spell lists (dimension door and teleportation is still cool). Mostly what I am targeting here is Plane Shift, Gate, Astral Projection, Planar Ally and Planar Binding spells. 

Etherealness is just the ability to act like a ghost so it still works. You just become invisible and incorporeal when ethereal, your not actually on another plane in this setting. Ethereal Jaunt is still acceptable.

3) The D&D rules assume their is a fairly substantial afterlife you can just "walk on back" from. This setting is a bit less clean cut in its after death scenarios. So, remove True Resurrection from the list, and change the time limits on how long the target can be dead on the following spells thusly:

Raise Dead, get to the stiff and start casting within one round per caster level after time of death.

Resurrection, get to the body(part) and start casting within one minute per caster level after time of death.

Reincarnate, kick start nature's great circle within one round per caster level after time of death (treehugger).

The casting times can be long on these spells, you don’t have to finish the spell in the time frame above, just get to the victim and start casting before the timer is up.

CXLVII.) Game Lore

This is a very incomplete history of the world. A number of details have been left out because they were just plain dull. What follows is the tidbits most folks of note would be chatting about at current social functions, depending on their particular field of interest.

Certain details have been left deliberately vague in order to allow you nutty players to work your characters into the history. For example, I know all too well two of you conspire even now to create a completely new race complete with its own country, political structure and impact on these events. For the rest of you thespians and history buffs, you can involve yourself casually (or more than casually) with any of the events listed here. 

Another copy of the lore will be sent out before game time reflecting changes necessary to accommodate the fruits of your fevered imaginations. Enjoy.

· Ultra Million Years Ago: The planet "TerraCota" forms. It has an abundance of mineral wealth in its more geologically active areas (mountains and hotspots and such) and an amazing variety of Flora and Fauna covers every inch of ground. The seas and oceans of TerraCota team with fish, crabs and plankton. The whole place is like a well tended chia-pet with gold and gems sprinkled on it.

· 100,000 Years Ago: Who cares, like two elven neanderthal’s struggling over a rabbit matters today. Sheesh.

· 99,999 Years Ago: Okay, after serious litigation by the Elven Neanderthal Anti-Defimation League, I retract my earlier statement and assure you all, that the very fabric of reality and course of the entire timeline for this setting is a direct result of the aforementioned conflict.

· 90,000 Years Ago: The beginnings of the Wild Elf Civilization. (druidic style elfs who dig woods for those new to the term)

· 80,000 Years Ago: A small group of the Wild Elves moves to another cont via makeshift rafts and will later become the High Elves. (High Elves are the 3.5 Players Guide default elven race)

· 70,000 Years Ago: Dwarves (again, 3.5 Players Guide default race) first begin digging into mountain burrows, the gnomes invent loincloths and quickly corner the market, halflings learn to smoke after witnessing a small forest fire and deciding they enjoyed coughing.

· 60,000 Years Ago: Humans (do I really need to describe this term?) take their first tentative steps towards society by forming packs.

· 50,000 Years Ago: The really interesting bits start. High Elves decide to start developing complex languages and begin experimenting with magic. Wild Elves develop are more nature centric view on the world and a social rift forms between the two groups. The sheer distance between them prevents any open conflict.

· 40,000 Years Ago: Dwarves begin to master their crafting skills and engage in a bitter war with the Kobolds (Monster Manual default race here). The better equipped Dwarves win out and hold their caverns, driving the Kobolds up to the surface where they become a servant race to some Dragons (mostly lawful evil chromatics from the Monster Manual, a handful of good aligned metallic). The kobolds suffer quite a bit under this reign but learn a LOT about sorcery due to their close contact with Dragons, renowned to be the most adapt magic wielding creatures on TerraCota.

· 30,000 Years Ago: Beholders (Monster Manual race again, creepy eye monsters with really paranoid minds) show up on the scene and claim a chain of islands as their own, sending horrible sea monster creations to sink any ships approaching their "Retreat". 

· 20,000 Years Ago: A discovery is made by the Dragons. By capturing some dwarven metal smiths, and with their Kobold Sorcerer slaves to help provide exp, the Dragons invent most of the foundation for modern magic item creation. The information was leaked to the world by a Kobold traitor named CheatPeek.

· 10,000 Years Ago: A falling star leaves several bits of itself in small craters around the globe, it also left a permanent haze in the sky. Sort of a new swirl in the northern lights at night. At the time it causes massive unrest in most of the "advanced" races (aka Dragons, Elves, Dwarves and Beholders). A great series of battles is fought between most races of this age lasting for about 20 years. Few records were being kept by any race really at this time, and almost none of those few records survive this upheaval. Kind of a worldwide Dark Age here.

· 5,000 Years Ago: Crabmen first walked up out of the sea and met the humans. It goes poorly, a battle is fought, no one knows who won, but the modern day humans of a certain coast refuse to eat sea-crabs based on the taboo of "if you eat too much seafood, the goddess of the sea will come an get you".

· 4,000 Years Ago: Another division in the elves, a group of knowledge obsessed elves move away from the High Elves to pursue "complete mental oneness" and form the basis of the Grey Elves (snooty elves with big brains, still a little woodsy but more into magic, science, and a little psionics).

· 3,000 Years Ago: The Gnomes begin to discover a higher method of socializing and begin laying the groundwork for the Bard class. The gnomes however are Divine in nature, rather than arcane. It becomes a sort of living philosophy for them.

· 2,000 Years Ago: Most of the big name races have mastered the bulk of what theyre famous for (magic for the dragons, diplomacy for the gnomes, pipeweed and pies for the halflings, metalwork for dwarves, terrier like barking and weird magic for Kobolds, etc) with humans bringing up the rear, they really have only mastered breeding like rabbits and traveling everywhere they can find.

· 1,000 Years Ago: The First Appears. A worldwide event known to most every race. A powerful glowing being appeared, shaped like a small white ball of light. It appeared on the same day to the leader of every "nation" and declared itself the first messenger of a "beautiful realm, which only wants to help and nurture the young cultures of this verdant world". It granted each leader a small boon and then vanished, promising to return every "2nd Cycle of the Beautiful Realm". This works out to about once every 500 years.

· 800 Years Ago: A volcano appears in the middle of a lush forest, peopled mostly by orcs and gnolls at the time. The folk legends of these tribes (they haven’t recovered as a culture to this day from the event and retain many strange taboos based on "not angering the earth") claim a mighty being of flame and tentacles rose from the volcano and demanded they serve as guards, keeping the volcano completely off limits to any trespassers forever.

· 600 Years Ago: A Renaissance of sorts begins for the humans. They begin formalizing their nations and boundries, trade begins with most of the other races and the humans learn a little of each cool thing about the other races and start to make it their own. The beginnings of serious metal work, magic research, and smoking.

· 500 Years Ago: Return of the First. Another worldwide appearance of the ball of light calling itself "The First". Every major leader gets a visit, short chat and a gift from the entity. Some got powerful items (certain artifacts came to be in this manner) which were passed down from generation to generation. Others got shiny rocks with moderate gp value. One group (the Beholders) must have gotten something rotten. Their entire culture dries up and mostly vanishes over the course of the next two years. The isles of "The Retreat" remain mostly barren to this day. Some of the sea monsters the Beholders used are about the only remaining relic of their efforts.

· 400 Years Ago: Been a calm hundred years mostly since the Beholders cashed in. The Grey Elves name "Grestario" the wisest among them and crown him their first King for Life. The Dwarves invent a new kind of stout ale (Garnetbrau by name) which gets them supper buzzed with little to no hangover (other races, less buzz and more hangover). The Wild Elves begin a culture exchange with the High Elves, but have no time for the uppity Greys. Gnomes and humans join forces to stop a push (motivated mostly by overpopulation) from the gnolls.

· 300 Years Ago: Worldwide trade begins when the Grey Elves "gift" teleporter circles to each of the major capitals. Each circle is basically under the control of the nations ruler and private citizens paid hefty sums in the early years of this effort.

· 200 Years Ago: Due to the samples of all the wondrous goods the cultures of this world had to offer each other, serious road construction and sea routes are developed to further the exchange of goods and ideas. Before this trade was little more than a curiosity as almost all countries had sufficient resources to be self-sufficient.

· 100 Years Ago: Horrible outbreak of a disease amongst the humans of this world, spread quickly due to all of the traders moving it around. Heavy loses and some small cities are completely burned to stop it's spread. A spell was developed by an order called the "Healers" (Miniatures Handbook class, totally playable) and distributed freely to all divine casting orders by the same means (trader caravans) that carried the disease and halted the plague.

· 80 Years Ago: Unrest amongst some of the human nations, certain petty rulers became convinced they were the victims of unfair trade practices (aka The City State of Damascus becomes convinced they are being overcharged for halfling pie filling compared to the price a neighboring country pays). A couple of short lived wars happen here.

· 60 Years Ago: A young gnomish diplomat called "Sorivar" shows up on the scene and over the next decade hammers out some beautiful treaties on a variety of disputes with many of the cultures on this world. Its rumored he worked out a small deal between the Dragons and the Gnomes, but no details were ever released on this. Of the Twenty Great Treaties of Sorivar, 12 are still upheld, 4 were re-written due to changing circumstances, 2 countries broke off relations after the trade items in question were exhausted (a specific rare Halfling pie-filling and a rare version of mithril that was green) and 2 of the countries are no longer intact. One, the Grey Elf Lands, is explained later. The other was a human nation called "Griffondale", they were so badly routed in a war with the orc/gnoll lot they broke up and joined other nearby nations.

· 50 Years Ago: The Avariel first reveal themselves to one single race, the Grey Elves. They claim to have lived in the clouds above for many millennia, and have only just worked up the courage to show themselves. They choose the Greys because of their "enlightened minds". The Greys of course eat this up without question and begin trade.

· 40 Years Ago: Dwarves have an issue with many crazed Delvers (large subterranean critters) trashing some of their better mining operations, this causes a bit of slow down in the Dwarf economy.

· 30 Years Ago: Gnomes "bail out" the Dwarves with many charitable acts. They provide a great deal of magic, food, and some machinery to help the Dwarves get back on track. A somewhat lasting friendship is formed, and the two nations worked closely together for a time.

· 20 Years Ago: Gnomes begin swapping with the Grey and High Elves trading some of the elven wood crafting secrets in exchange for some gnomish magic and machinery to help with forest conservation and fire prevention. Gnomes are becoming the world leader in magic and science at this point.

· 10 Years Ago:  Avariel have established very low volume trade with two or three of the richer nations of the world. Mostly with the Grey Elves, and a bit with the Gnomes and rumored to be dealing with the Dragons.  Dragons are horribly closed and don’t share most of their diplomatic issues with the public.

· 5 Years Ago: The first of the Avariel Flying Forests appears (large flying hunks of land with lush green forests of fruit trees) begin appearing in the sky. Dragon population takes a sharp downturn at this time and no obvious reason why presented itself to the outside world. If the Dragons knew what it was, they didn’t tell anybody.

· 4 Years Ago: Questions and whispers begin in certain courts about the "True Intent" of the Avariel. Some high level diviners and well positioned information peddlers begin noticing the Avariel are gaining quickly in military strength, population, magic, and resources. No major global leaders take any action as they have been getting very generous deals from the so far peaceful Avariel, if they have dealt with them at all.

· 3 Years Ago: A handful of surviving Dragons go into hiding. They claim the Avariel betrayed them and killed the bulk of their race off in just a few years. With an ominous warning of doom and harsh descriptions of Avariel attacks on their race, the remaining Dragons take their leave of the public scene. Most races begin to distrust or break off relations with the Avariel.

· 2 Years Ago: The Grey Elves determine the Avariel must be stopped and take advantage of their close political ties and access to Avariel installations and start a massive offensive, along with a few really torked off dragons. The Grey Elf Rebellion looses, big time. The only successful mission of any they tried was to crash one single Flying Forest. The retribution the Avariel handed back was terrible. They revealed their "Cloud City" this one and only time to the world. A city large enough to house thousands of Avariel on a foundation of luminous clouds. The clouds turned dark and covered the Grey Elf nation. Acid rain, lightning storms, and hail the size of soccer balls pounded the Grey Elf lands for a month and a day. In the end a massive toxic rubble wasteland is all that remains of a once beautiful nation. Grey elves teeter on the brink of extinction, only a handful survive. All heck breaks lose on the geo political scene. One or two countries immediately surrender to the Avariel and become slave nations. The Gnomes, most human nations, and one silver dragon stand against the Avariel expansion and form the Gnomish Alliance. The Dwarves offer to sell weapons, armor, and siege weapons to the countries opposing the Avariel, but decide not to directly participate in any open conflict.

· 1 Year Ago: The first large scale appearance of the metal spiders. They had been around for 5 or 6 years in small numbers as servants and messengers for the Avariel. This year an army numbering in the thousands of metal spiders lays seige to the major Gnomish nation, and wooden sky ships shaped liked hawks "Shrike Ships" harrass the capitals of other Gnomish Alliance nations with bombardment. The Gnomish Alliance takes heavy loses, the Dwarves declare themselves "Neutral" and break off relations. Retreating to their "safe" underground homes.

· 6 Months Ago: Metal Spider numbers increased dramatically. Almost every nation is reporting metal spider scout incursions. Shrike Ships pillage most of the sea trade lanes and Flying Forests stop a great deal of the land based trade routes. It is clear the Avariel intend to control as much of the world as they can.

· 3 Months Ago: Handful of reports about the collapse of the Gnomish Alliance. Most of the big members (Gnomes, the silver dragon and a human nation called Mondolia) have been defeated by the Avariel. Dragons and Gnomes are thought to be all but extinct.

· 2 Months Ago: Massive Flooding after far higher than average rainfall hurts crop yields in many nations, this coupled with the trade losses spells a tragic winter coming on soon.

· 1 Month Ago: Talks begin of the impending return of The First. Many hope the event will spell the doom of the Avariel and the salvation of the attacked nations. Many cite the time frame of the First as a sign the Beautiful Realm (the place where The First claims to be from) forsaw this event and always planned to intervene.

· Yesterday: Your character gets a Sending spell late in the afternoon. It says in a pleasant male voice "I am Nym, last of the alliance, come armed to the largest Beholder ruins of Retreat at noon. Please aid my destruction of the Avariel."

· Today: Noontime at the Isles of Retreat is coming up soon, grab your stuff and find a quick way to get to a remote set of islands. If your character wouldn’t go or bails out easily, get a new one or your gonna be bored.
64.) Back History
Millennium ago, while the galaxy was still young, three races emerged.  The Inevitables, an organic brain who rose up an army of goloms that closely resembled centaurs.  The Ba’Atsu, a daemon race with large leathery wings.  And the Avariel, a peaceful race of winged elves.  These three races had vastly different views and were incapable of sharing the vastness of space.  A great conflict began almost at once and raged for most of history.  Over time the Avariel began to loose ground, and eventually their home world was overrun and destroyed.  Before this happened however, they constructed a great flying city/ship and launched it out into space.  On TarraCota life began to develop and eventually all the races were born.  The grey elves begin to become the dominate species on the planet.  
The Inevitables are also busy during this time, they create a smaller subservient organic brain which they load on a ship and send out to TarraCota.  When entering the area of TarraCota however, something goes wrong and the mini-brain crashes to the planet.  The main brain considers the mini-brain lost and for a time ignores TarraCota.  However the mini-brain did survive the crash, though badly wounded.  It gathers around it a small group of gnomes which it begins to bend to its will.  For many generations this sub-culture of gnomes is turned more and more evil.

1000 years before the beginning of the game, the Avariel city/ship begins discussions with the Grey Elves, the goal being to purchase the airspace of TarraCota.  Eventually the “Greys”, whom the Avariel believe to be the master race of the planet, begin construction of giant floating forests for the Avariel to inhabit.  They also construct metal spider constructs to act as the Avraiel’s messengers.  In exchange the Avariel agree to dispense certain gifts of the “Greys” choosing to every race on the planet.  The Avariel used a friendly race commonly called The First to spread their message and gifts to all the races.  
The current king of the “Greys”, Grestario, secretly would like to take over the world and sees his opportunity in the Avariel.  Grestario ensures that his allies get the best gifts from the Avariel, and that his enemies receive the worst.  As king of the “Greys” he receives the knowledge of plague building and biological weapons.  The Avariel know of such things but have not used them for millennium.  With this successful plot Grestario is named king for life over the Grey Elves.  
50 years ago the Grey Elves announce to the world the existence of the Avariel, a race of winged elves.  The “Greys” tell the world that the Avariel had told them, that they were living in the clouds for years and just now have the courage to show themselves.  In reality the “Greys” and Avariel have been trading for hundreds of years, but the “Greys” have kept that secret until now.

Within a few hundred years, Grestario has used his knowledge of plagues to unleash a devastating plague of death upon the dragons.  The few remaining dragons raise the alarm, claiming to have been betrayed by the Avariel.  The few left retreat into hiding.  The Beholders are next as a purification plague wipes them all out in a matter of months.  Though the Grey Elves are at fault, the dragon’s mistaken message causes a wave of distrust to sweep the races of TarraCota.
The “Greys” then unleashed a horrible plague upon the human nations.  However a clever group later called “Healers”, produces a spell capable of curing the disease.  The death toll is terrible and entire cities are burnt to the ground to prevent the plagues spread, but it is eventually brought under control.
Unaware that the Avariel have anything but his flying forest to live on, Grestario goes to the Avariel and tells them that he has been secretly destroying their reputation in the world, and that the flying forests he built for them will be destroyed unless the Avariel agree to be his thralls.  After being routed by the Inevitables, and now lied to by an ally, the Avariel refuse Grestario’s demands.  Grestario takes advantage of the miss-information in the world and launches a massive offensive against the Avariel.  The only attack to succeed was the destruction of one of the flying forest.  The Avariel then reveal their flying city/ship, and fly it over the Grey Elven nation.  Converting their mighty ship into a massive weapon, they lay waste to the entire Grey Elf kingdom.
Chaos reigns on TerraCota.  Several nations immediately surrender to the Avariel.  The gnomes, most human nations and the remaining dragons band together and found the Gnome Alliance.  The Dwarves, also allies of the “Greys”, saw their cause destroyed and imediantly offered weapons to any who would oppose the Avariel.  However the refused to fight themselves and began retreating into the mountains.

Through-out the years the Avariel had been using metal spider constructs as messengers.  With the now deceased Grestario’s plan in action, the metal spiders begin to show their true color, as conquerors.  The metal spiders quickly cease responding to the Avariel and begin rampaging around TarraCota destroying anyone who was not a Grey ally.  With the Grey elves gone, the metal spiders begin to go unchecked and multiple in vast numbers.  An army of thousands of them decend upon the gnomish nations and lay siege to them.
The Dwarves saw their cause completely lost, and so retreated completely into their underground kingdoms.  Some of the last Dragons deduced the relationship between the Dwarves and the Avariel.  So they recruited the Kobalds with help of the Drovers, to go into the underground after the Dwarves.

Having been betrayed by their allies and routed from their homelands, the Avariel mourn the misunderstanding which brought them into this mess.  However time has made them angry and they decide that no one will ever again be allowed to put them into a bad situation.  The Avariel begin to earnestly conquer TarraCota, in as humane and fast a way as possible.  Using their flying city/ship they route the spiders from those races they believe to be friendly.

Over the next year the metal spider populations rise dramatically.  The Avariel begin to target the shipping and trading lines of the races they believe are their enemies.  This combined with the increasing spider incursions plunges the world further into chaos.  The Dragons and Gnomes are thought extinct.

The world now awaits the return of The First, hoping that it will change their fate.  They do not realize that The First are mearly messengers of the misunderstood Avarial, and will be no help.  The last and greatest Gnome, named Nym (Nym was the Gnomish god of illusions in Halloween 8), is fatally wounded.  At the last minute a living magic item of his in the form of an obsidian dog, pours positive energy into him, giving him a stay of death.  Crossing half into the spirit realm, Nym is able to enhance his diviner abilities and send forth messages for a select group of people.  It is his belief that these people will be able to stop the Avariel. 
65.)  The Story
CXLVIII.) Preface / Plot Hook: 

Late in the afternoon, Nym’s sending spell reaches all those he has forseen.  A pleasant male voice says to the PCs “I am Nym, last of the alliance, come armed to the largest Beholder ruins of Retreat at noon.  Please aid my destruction of the Avariel.”.  The PCs gathered up their belongs and followers and made their way to the Beholder island mentioned in the message.  Most of the PCs teleported onto the Beholder island either by paying the teleport guild or under their own power.  Their were some near misses as PCs appeared dangerously close to one another, but in the end all arrived safely.  As the teleporters began to look around, a great storm blew over the island and a storm giant reached down and dropped the detective Hat onto the island.  Dusting himself off, Hat waved to his good friend who promptly flew away into the sky.  Moments after the departure of Hat’s sky born friend a great gallon crewed by 400 sailors came flying around the bend.  It was zig-zagging back and forth, a great sea-serpent attacking it from behind.  From the crows nest a small figure could be seen firing large spells at the beast.  In a clever move the small figure unleashed several spells simultaneously, and succeded in stunning the sea-serpent long enough to get away.  Not losing any of its impressive speed the gallon charged for the island, and at the last minute skidded to a halt barely touching the island.  A 162 Kobalds start debarking immediately, their short leader being kicked off forcefully just as quickly.
CXLIX.) Scene 1 - Ruined Beholder City

With the entire party gathered, the party began to look around.  They were greeted by barren rock and broken masonry, the last vestige of the once thriving Beholder community.  The sun shines down on a dozen or so shattered statues, apparently of Beholders and Beholder-Kin, randomly placed about.  A small mountain of broken stone blocks sits next to this coastline, perhaps it was a building or temple of some sort. An entrance has been unearthed and its roof supported by crude stone pillars, it would seem to lead directly under the ruined building. Nearby you can see the light reflected back off a vast clear blue sea and smell the crisp cool air.  The island is devoid of life, no birds, gulls or rodents are heard anywhere.
Looking around further some of the party notices a fallen broken monolith.  It is covered in secret Beholder writing.  The linguists of the party quickly decipher a message that says “The Dominion of the Consuming Eye, Central Vault”.  The Consuming Eye had one tenant in life… “Want”.  They believed that wealth was everything, and that you were wealthy until someone took that wealth from you.  So even after death you could be the wealthiest individual.  This lead the Beholders of this clan to gather and hoard all forms of wealth.
 The party quickly descends down into the vault, noticing that someone has cleared out the tunnel and removed any fallen debris.
CL.) Scene 2 - Main Hall of the Central Vault

After descending 100 feet, the party emerges into a wide circular hall that has seven other tunnel entrances around its edge in addition to the one the party used, all of the other seven have collapsed.  Strait in front of the entrance they came in is a very large pit shaft leading down into the darkness.  The walls of this chamber are dimly light from four sunrods pounded into cracks in the marble floor and those walls show scenes of Beholders in a variety of settings.   The light from the rods shows the ceiling to be 30' at its domed peak and the arches supporting it seemed strained but intact.  Seeming very out of place is massive dog made entirely of sharp edged black glass.  The statue emits a ringing sound, like the ping of a small silver holiday bell, chimes out and echoes throughout the chamber.  A vaguely familiar voice calls out from the dark shaft in front of them "Welcome my stout allies; together we shall wreak a terrible vengeance on the Avariel."

Nym emerges from the darkness and for the first time the party sees the middle aged Gnome Illusionist (Level 12, no evoke or necromancy).  He wears a bright rainbow shirt, white waist sash, black knee breeches and leather sandals.  He has a bizarre look about him, filled with energy and listless at the same time.  Nym explains that deep within the Behorder vault lies the Red Mana Battery and the TelePad.  Nym believes he can convert the Red Mana Battery into a terrible evocation bomb.  His plan is for the party to use the TelePad to teleport past the wards and shields onto the Avariel flying city.  And there, to detonate the Red Mana Battery.  The party is hesitant at first, fearing that Nym plans to do more with the bomb then just detonate the Avariel.  However over time they are convinced he is sincere and despite their probable deaths agree to the task.  Throughout the conversation Nym fades in and out of clarity, he explains that he is already dead… yet is holding on to complete this one last task.  The party does not know that some time ago Nym was poisoned and is dying.  His obsidian dog pet used a one shot item of positive energy to temporarily restore him to life.  His ability to foresee the destruction of the Avarial and the specific people to contact is due to his half-dead state.

Nym explains that he has removed the dangerous glyphs from this first leg of the trip, but warns that further on the tunnel defenses will still be active.  Specifically, he says that he just kept summoning and throwing creatures down the tunnel until the explosions stopped.  The party discovers that only Nym has the knowledge to create the Red Mana Battery Bomb so they must hurry, before he expires.  Finally coming around to agree with Nym the party turns their attention to the Beholder maze.
CLI.) Scene 3 - Long Way Down

Moving past Nym, the party investigates the shaft descending into darkness.  They quickly determine that it is approximately 30 feet in diameter and 100 feet down.  There are no handholds or easy means of decent available.  At the bottom of the corridor is a room which opens out and the bottom appears to be filled some sort of brown material.  Taking into account his innate ability to fly, Viceroy Shank shrugs and leaps off the edge and down into the 100 foot shaft.  The party choose to remain at the top of the corridor and see how Shank did.  As Shank flies down the corridor he sees foot after foot of trap glyphs, all deactivated.  As Shank approaches the opening at the bottom of the corridor he begins to slow his descent using his flying ability.  Suddenly there is a bright flash of light from the side of the corridor and Shank begins to plummet down, his descent no longer controlled.  As the concerned onlookers gasped, he slammed into the bottom of the chamber.  
The bottom of the room was filled with wood chips, interlaced with a crystalline spore.  The second that Shank hit the wood chips he quickly sank to the bottom.  The crystals were inhaled into his lungs and he began to choke.  The rest of the party quickly decided to assist him.  Lord Protector Denny Applecart pulled out 150 feet of rope and securing it to some rock outcroppings began to descend down the rope.  Before he got very far however, Morag Nox stopped him.  She pulled out a magic paint set and painted for him a breathing mask and oxygen tank.  As she finished, the mask materialized.  Thanking him, Denny Applecart donned the mask and began descending.  Dask followed down the rope.  As Dask and Denny Applecart descended past the magical trap, it again flashed brightly.  Denny Applecart’s flying capability was eliminated so he held onto the rope that much harder.  Getting down to the wood chips, Denny Applecart flipped upside down in an attempt to reach into the chips and pull out Viceroy Shank.  
At the worst possible moment Denny slipped and his mask slid down, scooping up a full load of crystals.  He immediately began to choke and almost lost his grip on the rope.  The party at the top of the tunnel quickly hauled in the rope, bringing Denny to the top for treatment.  Siata Hikarai quickly stepped in, and using his ability to control the body, forced Denny to disgorge the dangerous crystals.  As Dask and Denny prepared to descend again, Maeglis took the time to examine the crystals that Denny brought with him in his mask.  His knowledge of nature immediately ruled out any natural origin of the crystals.  Further study revealed that the crystal spores were in fact created, likely by the Beholders as a trap.
As the party again descended the rope in an attempt to rescue their fallen comrade, Shank burst from the wood chips and quickly flew to the one other exit from the room… the entire way coughing uncontrollably.  The party quickly shifted gears and Siata Hikarai, Denny Applecart, Maeglis and Maeglis’s wolf companion slid down the rope to assist Viceroy Shank on the ledge.
As part of the party attempted to assist Shank in his recovery, and the other half of the party began descending the rope, a second trap was triggered.  A magic spell glued the party on the ledge to the floor, and within seconds the floor moved them 50 feet down the 100 foot corridor.  The entrance and the exit from the corridor quickly irsed shut and a green gas began spewing from both irsed ends of the corridor.  At the same time two very large earth elementals melded out o the tunnel walls in the center of the green gas.

Within seconds of springing the trap the portion of the party trapped springs into action.  Misat Jifa uses his knowledge of the mirror realm to effectively cloning himself.  As he draws his bow and turns to face the first earth elemental, a copy of himself turns the other direction to face the opposite earth elemental.  Maeglis also draws a bow and targets the first elemental, while Shank readies a lightning bolt spell.  A rain of arrow death falls upon both elementals and they quickly fall to the ground.  The poison gas however proved to be more of a problem.  As it quickly started to fill the corridor, Denny Applecart and Shank go ethereal to avoid the poison.  Both Misat Jifa and Maeglis fire a stream of arrows at the stone blocking their way in, in an attempt to bring down the door and escape.  
As they attempted to bring down the stone door with their arrows, Denny Applecart and Shank flew through the gas in their ethereal form and out the other end of the tunnel looking for an off switch of some kind.  They flew through several gas pockets and emerged suddenly into another large circular room.  Instantly, there was a flash of light and the flying spells Denny and Shank were using are nullified.  They drop to the ground and due to the lack of friction from their ethereal forms begin to slide quickly towards another large dark pit in the center of the room.  As they slide into the pit and begin to drop Denny grabs hold of the ledge and Shank, stopping their fall.  The moment they moved into the center of the room glyphs all around the corridor lit up as if partially detecting Shank and Denny’s presence.  Spinning around Shank’s head is a death glyph 10 times larger than any death glyph they’ve ever seen before.  Shank and Denny quickly worked their way out of the corridor and onto the flat area of the room.  They quickly realized that if the party members that were trapped tried to come this way they would be in grave danger from the same trap that almost took them out.  Denny and Shank confer and decide that the flash bulb must be destroyed first, then the glyphs disarmed.  
Denny Applecart quickly becomes material again and pulls out some shirkin to target the flash bulb.  As his first shirkin flies towards the flash bulb and destroys it, a high pitch whine comes from the glyphs.  Turning, Denny realizes that since he is now material the glyphs have been triggered.  What follows is a impressive dance of death, as 10 separate glyphs, all easily capable of killing Denny, detonate around him.  As the smoke clears Denny looks a bit tired, but otherwise unscathed.  Pausing to reconsider their next move, Denny and Shank conclude they now need to try and get back and help the trapped party members.  
At that same time, the gas reaches the trapped party members and begins to slowly poison them.  Maeglis, Misat Jifa and Siata Hikarai protect themselves from the poison, the only one remaining vulnerable is Maeglis’s wolf.  As the poison starts to kill him Maeglis realizes that he can cast spells.  He quickly summons a wall of wind to push the gas off of his friend.  The party members that are still in the main room unleash a powerful dispel magic and force the irsed walls to open.  Joining the once trapped party members they begin to move down the corridor towards Denny and Shank.
Denny and Shank first try to climb up the walls of the room, but discover that they are too slick.  Going ethereal again, Denny Applecart lifts up Viceroy Shank and attempts to toss him up to the ledge.  However at the last minute he trips and Shank ends up rolling around the room like a marble in a bowl.  At the last minute Shank grabs Denny’s ankle and stops his erratic movement.
Unfortunately the rest of the party, both those that were trapped and those that were not trapped, emerge from the tunnel lip and see the abortive attempt to reach the ledge.  The party descends down to the main floor and for the first time since leaving Nym are all joined back together (with the exception of 162 Kobald cohorts which waited up at the top with Nym).  The group begins to study the corridor going down.  The first item of concern is the barn sized death glyph circling around the corridor.  At the bottom of the corridor appears to be a well lit room with a dirt floor.  It occurs to Dask that Nym cancelled out the glyphs in the corridor by summoning creatures and having them jump into the corridor.  Warning everyone to take retreat to the ledge again, she uses her powerful wizard’s staff to cast Summon Monster 9, but specifies that she would like to summon squirrels.  Suddenly summoned squirrels began to pour out of the staff Dask held.  Pointing the staff-o-squirrel at the hole in the floor, Dask ordered her summoned minions down the shaft.  With more squirrels still pouring out of the staff, the first of the summoned squirrels reached the hole.  Explosions began to rock the room as the once living squirrels start detonating the glyphs guarding the shaft down.  Onward and onward the squirrels go, thousands dying at the command of their master Dask.  After twenty minutes or so the explosions ceased and were replaced by small sequels and splattering sounds.  The “Squirrel Hose” was shut off.
As the party regrouped around the shaft leading down, Dask looked very upset with the outcome of her spell.  Denny Applecart calmly walked over to her and said “Don’t ever do that again”.  Looking down the corridor the party was surprised to see that the pool of squirrel guts was not at the bottom of the room at the end of the corridor, but instead at the top where the corridor merged with the room at the bottom.  Dropping several medium sized rocks down the corridor, the party was shocked when a large side of the corridor rocketed out and crushed the rocks that were dropped.  They quickly concluded that there was no room at the bottom, that instead it was an illusion.  Misat Jifa quickly produces a detect magic spell, and informs the party that the trap at the bottom, as well as a 30 foot round panel on the ceiling are both magical.  Eager to reclaim his lost pride, Viceroy Shank quickly shouts out “I’ve got this one” and casts a dispel magic on the illusion generator on the ceiling.
The ceiling panel was not an illusion as some thought, instead the spell that Misat Jifa detected was a magical lock keeping a secret compartment closed.  As soon as the magic was dispelled the panel swung open and a giant 30 foot glob of goo began to flow out of the ceiling.  Embedded in the goo is hundreds of small gems.  As soon as it leaves the protected chamber in the ceiling the gems begin to unleash meteor swarms throughout the room.  The party reacts instantly.  
Morag Nox throws up a globe of invulnerability, which much of the party hides in.  Misat Jifa, Maeglis and Siata Hikarai begin to race down the horizontal corridor back twords Nym.  Denny Applecart unleashes a powerful wish spell and teleports his invisible Halfling guards back to their own homes.  As the chaos reigns down from the ceiling, the meteor swarms also travel down both corridors.  Misat Jifa, Maeglis and Siata Hikarai  are forced to duck and weave to avoid being harmed.  When at last the goo has finished firing off its last meteor swarm, the party returns to the now blackened room and glares at Viceroy Shank.  Quickly regrouping the party searches the circular room and finds a hidden panel on the opposite side from the tunnel in.  Examining it they find that the first switch behind the panel also activates the ceiling, and that a false panel behind it opens a new tunnel out of the room.  They all gather at the new tunnel, wary of traps similar to the gas trap several rooms back, they begin to traverse down the tunnel.  

CLII.) Scene 4 - Enter Domitia

With a small puff of dark smoke and a hint of brimstone a very interesting creature appears before the party.  A shapely woman with shockingly bright red hair flowing down her back strides confidently and openly toward you.  Her dark black leathery wings, a stark contrast to the tempting glimpses of creamy white skin visible through the gaps in a form fitting set of dark red leather armor.   Tiny black spikes poke out of the bracers, shoulder and knee pads.  A veil that seems to be made from smoke or shadows or both covers her face from the nose down, but her brilliant, catlike eyes are clearly visible.  "Greetings" she says in a calm voice.  "I am Domitia and I would speak with you about this trespass in what are now 'my' islands.  All can be forgiven and a portion of a great wealth yours if we can agree on this matter".  
The party quickly begins to talk with Domitia and discovers that she is of a race known as Batusi that has moved into this chain of islands after having been driven from their homeland.  Domitia believes that the entire vault belongs to her and her kin, but sees value in our aid.  She says that she is aware of Nym’s presence and goals, and is willing to let us into the vault.  There is a powerful creature inside the vault, a guardian whose essence is so strong he can barely be approached.  In exchange for slaying the best the party would be allowed to take the Red Mana Battery, the TelePad and one other item per person.  After some bartering the party agrees.  She warns us to prepare our selves well for the battle will be hard fought.  Simmie and Morag Nox begin to imbue the party with protective spells.  During the preparations, no one notices that Thessla is very agitated, she does not want to enter the vault.  
For years the villain Geas had been traveling around the world killing people in his relatively human body.  Hearing the description of the beast inside the vault he decides that it is time for an upgrade.  He secretly orders Hat to give the dimensional dagger he posses to someone more capable of wounding the beast.  Hat walks over to Fighter and tells him that the dagger has a great deal of power in it and will definitely be an asset in the coming fight.
After a time they tell Domitia they are ready.  
CLIII.) Scene 5 - Main Vault

Dometia leads the party to the end of the passage, which rounds a tight corner and dead ends at a wall with some strange sigils on it.  Stepping into the wall instantly transports the party to a brightly lite chamber of wonders.  Neatly ordered hoards of gold, artwork, statuary, glowing weapons and racks of potions.  The only unappealing thing in this room is the monstrous figure, wearing only a sturdy leather belt, striding quickly forward, its growling and agitated demeanor does not indicate a peaceful resolution to this encounter.  As the beast makes its final strides towards the party, the world quickly grays to black and white as a time stop comes into effect.  No one is aware at the time that the time stop was cast by the effrete that possesses Thessla.  Her interest in not entering the vault was so strong that it manifested itself as her second wish.
The party quickly used the time to prepare a strategy to fight the beast.  They spread out around it, several lining up behind it for sneak attacks.  Denny Applecart and Simmie began to search the vault, looking for anything remotely like a Red Mana Battery.  As the time stop wears off everyone attacking the beast is thrown back against the walls of the vault.  His essence pushing everyone away with an awful fierceness.  The hand to hand fighters rush in, finding their weapons primarily ineffective against the monster.  As fighter approaches and slashes the monster with Hat’s dagger an odd thing begins to happen.  With each slash the dagger gets hotter and hotter.  On the fourth slash it is as if the dagger bites into the fabric of the air itself and rips a giant tear in the dimensional boundary.  The vault itself was an extra-dimensional space, with the powerful dimensional dagger inside of it, its integrity was completely destroyed.  The dimensional space of the vault vanishes with a poof and everyone in the vault, including the beast, finds themselves in a barren wasteland.
Looking around in surprise the party finds themselves on a flat featureless plane with a single mountain far in the distance.  On the top of that mountain is a large castle with a gigantic flag.  The flag contains the face of a goblin.  All around the party are people wearing pajamas, bloody slashes on their chests.  As soon as they arrive the people begin to chatter nervously, saying that never have so many come at once before.  Hat gazes at the flag on the top of the mountain with wide eyes.  Fighter looks down and sees that the no-longer possess the dagger given to him by Hat.  Before anyone can react further Viceroy Shank cries out in pain.  Looking over the party sees a metal spider begin to dig its way out of his chest from the inside.  As the metallic contraption drops to the ground, Shank reels from the 200 points of damage he just took, his blood pouring away unchecked.  Studying the metal spider the party sees a numeric counter on top that is counting down from five minutes.

Viceroy Shank shouts out that the spider is a bomb that will kill us all, and then begins to curse under his breath something about “that damn golom”.   Morag Nox suggests running from the bomb as quickly as possible, but Shank informs the group that there is no way they can get far enough away in the five minutes they have.  Suddenly Hat shouts out that the goblin on the flag is Geas, and that he must kill him no matter the bomb.  Siata Hikarai walks over and slaps Hat in the face, and explains that Hat is Geas’s puppet, his horse.  That for endless years he has been used as a way to get Geas around so he can continue his serial rampage.  Infuriated by this, Hat begins running towards the mountain top.  Fighter grabs the spider bomb and he and the rest of the party charge towards the mountain top.  Entering the palace on top of the mountain the party quickly searches for the goblin Geas.

As the party enters one of the last rooms, they hear a voice from behind them that says “Looking for me?”.  Turning, they see the beast from the vault charge through a door, taunting them in the voice of Geas.  As the beast attacks the party realizes that it has been possessed by Geas.  Before Geas has time to do too much damage Fighter shoves the spider bomb down the beasts throat, and Siata Hikarai grabs a dagger hilt off of Geas’s belt.  Wide eye’d in shock, Geas attempts to pull the metallic thing out of him, but is unable to before he swallows it.  Siata Hikarai fiddles with the hilt for a moment, and then vanishes.  The timer reaches three seconds.  Looking around in panic, the party believes they are doomed.  Suddenly Siata Hikarai reappears and gathering everyone close teleports everyone out of the pocket dimension of the hilt and back into the Beholder ruins.

As we reappear in the dark corridors of the Beholder ruins, all of the dead people that Geas had imprisoned briefly appear before they are whisked off various directions.  Pleased at Geas’s destruction Hat sits down and relaxes.  Almost immediately Domitia appears and looks concerned.  She says “Where is the vault?  I can no longer since it…”.  Siata Hikarai steps up and explains that the vault has been destroyed along with everything inside of it.  Enraged, Domitia attacks the party to take out her revenge.  She is powerful but badly out numbered and after several minutes of combat is forced to retreat.  

Taking stock in their situation the party realizes they do not have the TelePad, only the Red Mana Battery.  Dask says that she has three wish spells that could probably retrieve the TelePad and repair it.  The first wish returns the TelePad to the party, but it is completely destroyed and unusable.  The second wish returns the TelePad to working order.  For the third wish however the party hesitates.  They want to know how to use the TelePad, but they do not want to all commit suicide if its not necessary.  Lord Protector Denny Applecart reluctantly offered to call his wife, a talented diviner.  He first cautioned everyone in the group to not mention the impending doom for fear of upsetting her.  Pulling out a small brass coin he dropped it, and with a small flare of smoke an equally small hobbit appeared.


Denny’s wife spent the next bit divining answers to our questions about the upcoming mission.  Some of that was spent verifying that Nym truly had no bad intentions for anyone but the Avariel.  Finally, her last divination spell used, the party concluded that they really did need to all go to the cloud city.  Waving goodbye to the small hobbit diviner the party worked their way back up to Nym.

Nym was thrilled when the party emerged from the corridor, however he did not look well and it was obvious he had little time left to live.  Working quickly he turned the Red Mana Battery into a bomb.  Unfortunately due to our many delays he passed on before he could impart to us knowledge of how to detonate the bomb.  The party began to stare at it nervously, thinking about the many ways it could be detonated… code word, action, damage...  The party was startled when it began to glow red from all the “mental attention”.  Quickly everyone stopped thinking about the bomb, realizing that they ahd inadvertently removed the mental “pin” keeping it dormant.  At last everyone was ready, it was time to teleport to the Avariel cloud city/ship.  Stepping up onto the TelePad, the party activated it.
CLIV.) Scene 6 - Cloud City Command

The TelePads function is instant and painless, their was no sense of disorientation or nausea.  Everyones eyes however seem to have a moment of discomfort as they adjust to the brightly light conditions.  They stand in the middle of a room with a "vaulted theatre" feel to it.  Very high ceiling, a great deal of seating surrounds the party and most of the chairs hold armored and armed Avariel, all of whom seem to have recently stopped some sort of heated debate.  A voice from behind breaks the defeaning silence.  "So, Ba'Atzu agents now litter the floor of my throne room.  Is the Avariel nation so cursed as to know nothing but hardship?"

Almost instantly the party leaps into action.  Denny Applecart turns and tosses a shirkin at the Red Mana Bomb, and Shank fires off a time-stop.  As time freezes around the party, Fighter stops the coin, and the party reconsiders the situation.  Avrial did not respond they way they expected, and the party is concerned that things are not as they should be.  It is agreed to hear what she has to say, leaving the bomb as a second alternative.  As the time stop ends the party turns to Avrial and begins a few minutes of tense debate.  Siata Hikarai asks Avrial why her people have been pillaging the land of TarraCota.  Avrial counters this by casting a time stop of her own.  As the party blinks, the Red Mana Bomb is gone, and Avrial is back on her throne.  She then explains her peoples history on this world, recounting the betrayal of the Grey elves and the rampage of uncontrolled metal spiders.  
CLV.) Scene 7 - Diamonds in the Sky

Peaceful talks have begun with Ariel.  She relates a tale of woe, a nation built on the promise of peace and cooperation, destroyed by treachery and aggression by outside forces.  Ariel blames the Ba’Atzu for the bulk of the issues, the Grey Elves for their current plight.   Through the entire conversation much of the party is swayed by her words, though some few die-hards still wish the Avariel harm.  
Partway through her tale a massive alarm sounds throughout the chamber.  Looking concerned, Avrial pulls out a magical display and scans the space around TarraCota.  She curses as she sees the incoming fleet.
CLVI.) Scene 8 - Metal Storm

It becomes clear the attack is too large and coordinated to be a Ba'Atzu attack. Ariel gets a grim looks and declares "The Inevitables have come, all is lost".  The Inevitables have indeed come.  The Ba'Atzu are defeated and scattered, the Inevitables have come to destroy the last bastion of power for both opposing empires.  The will claim a mighty resource prize and then finish their conquest of all planets.  

In the center of the invading armada their appears a giant moon.  Seeing this Avriel has an idea.  She proposes that they increase the power of the TelePad with the city/ship’s power and use it to teleport the party onto the death moon.  Their, the Red Mana Bomb can be detonated, killing the brain that controls all of the Inevitables.  
CLVII.) Scene 9 - Copyright Infringement on Many Levels

The party pays attention when the Avariel say there is ship larger than any they have ever seen.  They can enter the "sphere", they still have the TelePad and some decent manpower left.  They can try to sabotage the command ship of the Inevitables by detonating it.  Going around the room Avrial asks the party if they are willing to make this sacrifice for their world.  One by one they ask a favor and then agree to the terms.  Most party members asked for their species to be spared, Viceroy Shank asked for his laboratory where a certain troublesome golom resided to be bombed by the city/ship.  When Avrial turned for Thessla’s turn she paused, and waving her hand Thessla burst into flame and died.  Looking on in shock the party didn’t move.  Then Avrial reached in and pulled out a small fiery creature, and squeezing it, killed it.  Then turning back to the decaying body on the floor she returned it to life.  Avrial then explained that Thessla had been possessed by an evil creature very similar to an efrette.  She then asked Thessla what she wanted in exchange for completing this mission.  Thessla replied “For you and your entire species to be destroyed”.  Avriel shook her head and moved onto the next party member.
Climbing once again onto the now more powerful TelePad, the party activates it.  The TelePad blinks again, only this time an immediate sense of claustrophobia and bleakness sets in.  The air is very moist and cold stone walls surround them.  In the center of the room is a large organic brain surrounded by a glass shell.
CLVIII.) Scene 10 - It Ends Here

Immediately the brain begins to attack everyone in the room, attempting to psionically destroy the will of everyone in the room.  Some of the party immediately stops in their tracks, their brains damaged.  The rest of the party springs into action.  Morag Nox races forward and pulling out her magic easel paints a large hole in the glass protecting the brain.  Hat races forward the Red Mana Bomb in hand.  As Hat plunges the bomb into the brain and detonates it, Dask finishes a wish spell and wishes everyone but Hat away.  As the evocation explosion washes throughout the brains room Hat is completely obliterated, and the rest of the party suffocates in space… watching the Inevitables fleet stop moving as the controlling brain is destroyed.

Over the next thousand years, the only remaining source of organic life in the universe begins to reform itself.  The Avarial bring about a heaven on TarraCota for all species.  Eventually the entire planet is reformed into a lawful good paradise.  Many thousands of years after that, our cold lifeless bodies drift by the planet with the rest of the dead Inevitable fleet.
66.) Amusing Side Notes
When the party is first trying to descend down the Beholder tunnels, Viceroy Shank is almost killed by some flash-orbs that destroy all flying capacity.  Lord Protector Denny Applecart decides that climbing down some rope is a far safer alternative and quickly pulls out 50 feet of rope.  After hesitating for a moment he reached back into his robe and pulls out another 50 feet of rope, then another.  At the time, everyone was sure he had a robe of items, little did we all know it was his invisible guards giving him their rope.
When the party first appeared in the tunnel with Nym, he looked at Misat Jifa and Siata Hikarai and nervously said they were not the chosen ones.  When Denny Applecart heard this he drew his sword and prepared to fight them.  Nym finally quieted everything down but their as almost an in party fight five minutes into the game.
When Shank was choking at the bottom of the first Beholder tunnel, Chris knew his char would think he was choking, but also knew that because his character was a golom he wouldn’t actually be choking.  John came by and said “No you really are choking” to which Chris said “Yea yea I know he thinks he is choking”.  Throughout the night John kept trying to subtly tell Chris his golom abilities were all gone but he did not get it.  Finally when the bomb crawled out of his chest he realized with wide eyes what John had been trying to tell him all night.

We got the second best victory for the night, the brains death but ours as well.  If we had fought the brain and beat it hand to hand then we could have turned ourselves to stone and several decades later the Avarial would have revived us when the fleet reached TerraCota. We would have awaked and been worshiped as heroes.

The guardian beast in the vault was a modified Terasq which regened 40 hp a round, had 20 DR and had a host of one shot items in its belt that could counter most spells.
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67.) Location

Maxwell’s manor in C.R.
68.) Players

CLIX.) Martin (Maxwell)

Teacher, storyteller, old
CLX.) Emperor (Dan Greg)

Fair large and charming
CLXI.) Jax (Becky)

Arcane crafty justicar
CLXII.) Wolfram (Kevin)


Simple modest and honorable
CLXIII.) Grendel (Pinky)


Sage, passive and lost
CLXIV.) Cal (Pifer)


Dedicated family man
CLXV.) ? (Sandy)


?

69.)  DM

John.  
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74.) Location

Scott / Jillian residents in Ames
75.) Players

CLXX.) Gilbertas Albanz (Chris Hill)


A thief of good skill stumbles into an old abandoned temple and loots the place.  The thief didn't know that the temple was an abandoned temple of "Genrick" where a host of smaller not-deities gather as they fall out of repute and run out of followers.  One of the not-deities gets a bright idea and jumps into the thiefs head, hoping to use him as an avatar to regain his power.  Seeing this, all of the other not-deities don't want to get left out and jump in too.  As the thief wanders throughout the world the not-deities perform miracles whenever they can, however whenever anyone tries to thank the thief and ask him what deity he servers, the not-deities go into a frenzy of competition all trying to make the thief say there name, which generally causes him to collapse to the ground and froth at the mouth until people stop asking him.  Over the next few years as the thief wanders around "accidentally" performing miracles he gathers a ton of worthless peasant-followers which start to prevent him from being able to thief.  So he seeks professional help where he is informed of the problem.  Over time he learns to communicate with mass of not-deities somewhat but the problem of notoriety continues as his reputation spreads.  Several years later his thief skills have all but disappeared because he can't use them (I will pick his pockets, never mind the 150 people following me around).


Not-Deity Roster:

· Kohan - LG paladin, 1xd gives +5 sword paladins sword... which I'm not proficient with

· Suzzana-O - Evil plant necromancer (one of the stronger presences), 1xd animate dead plant, has plant minions following me around (as in dandelion size)

· OM - Cleric good.  Sees wounded or in pain and goes to help them, 2xd cure mod, 1xy raise dead

· Baakus - Gluttany, NN.  always goes for food and fun, flees danger, 10xd goblet of wine in all hands

· Vile Dread Lord Cra - Evil haughty.  All lights dim when hes around, fires eventually go out, 1xw cast darkness

· A'shing – Good, 1xd – heal, 1x2y raise dead

CLXXI.) NPC Walen (Dianna)

Walen is the tavern owner.
CLXXII.) NPC Ahna Parlfray (Dianna)


The daughter of the local lord.

CLXXIII.) Sir Roderick von Ponce Vontlebottom The Magnificent Bastard (Rob)

A thief.  Crazy Cthulu Alienst.
CLXXIV.) Sierra (Kristen)


A thief.  A vacuous gullible party-goer.
CLXXV.) Red Dirt (Scott)


Half halfling and half assassin when combined with Jillian.  Too many characters. 
CLXXVI.) Red Dirt (Jillian)


Half halfling and half assassin when combined with scott.  Too many characters.
CLXXVII.) Anoria Ahitcom (Sandy)


A snippy money grubbin mage.
CLXXVIII.) Bruka (Amy)


A really ugly half-ogre with a terrible temper.  In actuality was a fierce fighter whose magical monk fists did tons of damage.  Nasty old monk. 
76.)  DM

John Tschantz, this being the official 10th year of the game with him as the DM.
77.)  Pre-Game Passed Out Info

CLXXIX.) Character Creation Guidelines

Be all you want to be.  With the following limitations in mind:

Items:

· You may have any type and quantity of non-magic items you desire (rope, arrows, etc.)

· You may have one magic ring worth up to 100,000gp.

· You may have one magic weapon or carried item (like a sword, rod or staff) worth up to 100,000gp.

· You may have one worn magic item (like armor or clothing) worth up to 50,000gp.

· You may have one magic item of any kind worth up to 50,000gp.

· You may have 2,250gp worth of expendable items like arrows, tokens, elixirs, potions and scrolls.  This option may also include one wand.

· One artifact can be purchased by giving up some combo of the options provided above.  For a minor artifact give up 100,000gp of the items named above.  For a major artifact give up 200,000gp.

Ability Scores:

   Point buy system with 32 starting purchase points.  Add racial modifiers after purchase and then add your ability point gains from items and level - up bonuses.

Everything else about a character follows the basic D&D 3.5 guidelines.

Character History and Flavor:

   Your character must be somehow a member of the nobility, mystical or divine in some way.  A reclusive wizard, a devout paladin, a member of the kings court, or any combo of these are a good starting point for your character.

   You must also have a character who would "peacefully" attend (willingly or no) a celebration of the marriage of two small noble families.
CLXXX.) Game Lore

The game takes place on the world of Greyhawk.  A good distance southeast from Verbobonc past the area of the villages of Hommlet and Nulb, in an area called the Haranshire.  In this small and out of the way area, two minor noble families are soon to celebrate a wedding.  The striking heir of the Shrukien family is to wed the lovely young daughter of the Parlfray line.
The Shrukien family is renowned for their current house weapon smith and martial ability. They were recently granted a parcel of land in the area due to distinguished service in a small border war with some unruly trolls and orcs.

The Parlfray line has an unblemished past of devotion to the god St. Cuthbert.  Although they are a bit famous for being more on the "good" side of the lawful neutral dogma.  The Parlfray's originally settled this area and quelled a group of evil spellcasters who used it as a base of operations.
You have been invited to the reception of this marriage (you choose what family sent the invite).  The invitation basically states to head to the town of Thurmaster to enjoy festivities at the Hound and Fox tavern.

78.) Back History

Lord Artran was a villain. Born into a family with a history of at best eccentric behavior, Artran developed a massive sense of megalomania and paranoia after participating in a major conflict with trolls and humanoids.  Jealous of the Parlfray line, Artren decides to destroy them and add all of Haranshire to his family holdings... with much more to follow later.

   The Shrieken family had a gift for strategy.  So Artren seeks the most powerful enemy of the Parlfray's he can to help him, the deity Nergal.  Artren strikes a bargain where Nergal will send someone to destroy the Parlfrays and assist him in removing any potential "threats" to the expansion of the Shrieken holdings.  In return, Artren offers to make Nergal the official state theology, punishing all others with death.  Artren also seeks to secure as much support as possible in the mortal realm for his expansion.  A sorceress known to him as "Taura" and a devout follower of Nergal, helps ensure the diviners of the higher noble court sense up-coming upheaval and plants the idea of Artren becoming the only choice for continued leadership in Haranshire.

  So it came to pass that the “powers that be” urge a marriage between the Shrieken and Parlfray lines to solidify the area with Artren taking full control of the area.  During the week of the arranged marriage, Elman heads to Greyhawk City to make a last minute intervention and prevent the marriage.  This was the first in a series of un-expected events ruining the otherwise cunning plan Artren had set in motion.

   The plan was very clear.  Nergal would send a powerful and vile creature, his son Namtar, to wreak a final vengeance on the Parlfrays for the group of Nergalites destroyed by Lothar Parlfray years earlier, leaving only the daughter and the henchmen alive.  Taura had used fowl magicks to turn the chief of the orc tribes surrounding the keep to become a loyal thrall.  With all these factors in place, Artren would then wed Ahna and rule unchallenged from Spire Keep.

   Before the arranged wedding, Ahna and her paramour (a ranger and huntsman for the Parlfrays) slip out of the castle and begin their days long escape to the east.  Taura is in Greyhawk City keeping the court's favor for Artren and attempting to thwart Elman's pleas.  Parlfray's court wizard is in the middle of crafting a powerful ring and can’t interrupt the process to seek her, so Artren himself sets out with some of his retainers to find her.  Artren and his followers are ambushed by lizard men and in the end, Artren sinks into a mire and expires alone and helpless in the dark on the very eve of his plans culmination.

   Meanwhile, unknowing of Artrens fate, Taura uses dark magic’s to manifest Namtar at the Gleaming Glade, a semi-functional portal between the mortal and under-realm, and then teleports him invisible into Spire keep, where he begins sculling about, eventually finding his first victim, the court wizard fast asleep after have just hastily finished a brand new magic ring to protect him from demons.  The ring does not take immediate effect, but as Namtar breaks the wizards neck, it activates in a burst of magic driving Namtar temporarily insane.  With no will to control his blood-lust, Namtar begins killing everyone in the keep, and then moves on to destroy the orcs army stationed around the keep by Taura to ensure no interference would come to foil the plan.

  As we open this chapter of the story, Elman is in Greyhawk city, Artren is expiring in the mire, Ahna & Wren are nearing Thurmaster, Namtar is quickly decimating Spire keep and the surrounding area, and the PC's are just getting acquainted in the tavern.

79.)  The Story

CLXXXI.) Preface / Plot Hook: 

The party receives a wedding invitation to the marriage of Ahna Parlfray and Lord Artran Shrieken.  The invite is for the players to a reception at a tavern in Thurmaster.  The invitations read "courtesy of Lord Elman", but were in fact sent by Lord Artran Shrieken to draw the very powerful player characters to a place they could be "dealt with" so as to not be a problem to him later on.

CLXXXII.) Scene 1 – The Tavern of Walen
The wedding guests (PCs) teleported simultaneously into the center of the town and quickly located the only large building in the town, the tavern.  The tavern is rather well put together and has a delightful house specialty, Mutton Pie.  The proprietor is a rotund man called Walen who is very patient and accommodating to all who come in the door.  The tavern currently holds four attendants for the late dinner hour (two lumberjacks Tyv and Merl, an aged local farmer called Toothy, and a traveling merchant going by the name Simon).  Several features were recently added as "gifts to encourage more tourism and business" by a woman claiming to work for Lord Elman (Taura in disguise).  The first is a set of very large metal statues of male gladiator/wrestlers.  The second is an ornate chest of darkwood and iron fittings.  The party asks about the time and location of the wedding reception, noting that the tavern was surprisingly un-decorated.  Walen looks nervous at the question but says it will begin shortly and to just relax.  Several PCs immediately discern that Walen is lying to cover something up and that he knew nothing of the wedding reception.  We later learn that Walen is loyal to the Parlfray’s and was trying to cover up what he believed was a social fo-pa.  The PCs begin milling about and relaxing.  The only unique thing in the tavern is an unusual gold statue in one corner which held two gems in its hands.  Walen explains that the statue was delivered several days earlier and he does not know who gave it to the tavern.  Though it appears to be fake, careful inspection reveals that the statue is worth a considerable amount of money.  Also in the tavern is a shady looking merchant called Simon and his two guards.

As Walen entertained the guests as best he could night quickly fell.  As two of the guests closely examined the statue, Gilbertas Albanz detected a disturbing lack of noise outside.  Stepping outside to investigate he saw a long figure stumbling and running into the town as if in terror.  He also quickly heard an army of barking from outside the towns borders.  Returning to the inn quickly he ran smack dab into Bruka.  She was heading outside as well to see what the commotion was and the two of them ran smack dab into each other.  As soon as the second person attempted to leave the tavern the statues magical trigger was activated.  Unbeknownst to the wedding guests the statue was set to activate should a large number of people attempt to leave the tavern, or should someone utter the words “it’s the princess”.  Quickly, before anyone in the room could react the statue animated and tossed its two gems onto the floor.  As they struck they separated into a dozen small glowing balls.  People reacted instantly getting themselves out of the room or at the least ducking for cover.  An amazing effort was made to save Walen by three separate guests (Bruka, Anoria Ahitcom and Red Dirt).  But ultimately the merchant, his guards and the tavern owner were incinerated when the spheres detonated.  From outside in the street the guests watch the tavern disintegrate before there eyes under a series of explosions.
CLXXXIII.) Scene 2 – The dog days of summer
After emerging into the streets and watching the tavern explode, the party turned its attention to the raged figure of a woman who collapsed at there feet.  Ahna Parlfray was disoriented and mentally unstable, the story that came out made little since.  Several healing spells were cast and Bruka cast dispel magic on her, clearing the curse from her head.  As the sounds of dogs increased around the party, Ahna Parlfray explained that she had fled her castle in order to avoid a wedding she did not wish.  As she fled though, an army came out of the swamp and chased her to the town.  As the party listens they can tell the entire town is surrounded.  Thinking quickly, Bruka uses her staff to throw up a magical defensive sphere around the entire town.  A handful of the creatures managed to slip into the town before the field could be put up.  Charging into the town the party sees that they are two headed devil dogs roughly the size of a horse.  Their fur acts as if made of metal and files away parts of buildings as the dogs charge in.
Acting quickly the party spreads out engaging the dogs and trying to protect the peasants.  Unable to stop all of them two peasants are grabbed and mauled to gore.  The local ward of the Elman Parlfray bravely tries to defend the people as does the party.  Red Dirt pulls out a magical sword and leap upon one of the devil dogs.  With a whirring sound they plunge the weapon into the dog’s back and a torrent of gore comes flying out as the dog is quickly slain.  Bruka makes a massive swing and with a single blow crushes the head of one of the dogs.  After a fierce but brief combat the few dogs that got in are destroyed.  Moving the remaining peasants onto a roof of a building the party considers their next step.  They are surrounded by an army of the dogs and a quickly fading defensive shield.  Ahna Parlfray tells the group that she posses a magical power and can temporarily open a portal to her home castle for everyone to travel through.  The party agrees and as soon as the portal is opened everyone including the remaining peasants dives through.  
CLXXXIV.) Scene 3 – Castle Parlfray Deserted
Emerging from the portal the group finds themselves in pitch black, with no sounds around them.  Lights are quickly ignited and the party gets its first look at Parlfray castle.  They have emerged into the courtyard with no guards or family in sight.  The only sign of a disturbance is a nearby wall where a smear of blood is streaked across it, remnants of skull embedded at one end. Bruka walked over to the wall and using some divining magic projected onto the wall a picture of what happened.  As everyone watches an image of Namtar appears, emerging from a portal and descending to the castle.  He quickly dispatches the guards without making a sound and then proceeds to teleporting away.  The party ushers everyone into a central chamber that’s more defendable and begins a thorough search of the entire keep.  No one was found, however the family alter in the basement was desecrated to evil and the family crypt was magically sealed close.  As Ahna Parlfray tried to open the crypt door a celestial messenger of St. Cuthbert appeared in front of her.  The messenger was sent by her deity, and had a dogs head on a winged human body.  The messenger greeted Ahna and bowed deeply explaining that the crypt had been sealed to keep it also from being devastated as the alter had been.   The party questioned him a bit further and then he asked to be released so he could continue the battle against the two headed devil dogs a the nearby town.  The only room left un-searched was the family mage’s study so the party headed into the study.  Though it appeared undamaged from the catastrophe, it did look as the mage had recently been frantically crafting a magical ring of some kind.  There was a forge as well as an anvil in the study, the ring however was nowhere to be found.  His journal explained that he had been crafting some kind of daemon protection ring, but that a last component was missing.  The book also explains that the mage believed the last piece to be in a special rock glen, someplace Ahna appears to recognize.
At this point the party split its efforts, Sierra and Sir Roderick teleport to Greyhawk City to try and track down Ahna’s father, Elman Parlfray.  Teleporting almost blindly they end up in the seedy part of the city.  Working quickly they head to the main council chambers in the city and inquire about the location of the lord.  Finally reaching his room they inform him of the events of the day as well as the death of his wife.  Interested in any help they could get, they quickly talk Elman Parlfray into donning his armor and joining them.  As soon as he is equipped they all linked hands and Sierra teleported them back to the castle.  As the teleport spell was finished there was a wrenching and Elman Parlfray was pulled out of the spells effects.  Taura had cast a special one time enchantment upon his armor such that if he was wearing it the teleport spell would be prevented for him.  She did this to keep him from returning and interrupting the wedding ceremony.
At the back of his study was a sealed door that lead into his private chambers.   Ahna walked over and attempted to open the door but it was magically sealed.  Several party members attempted to bash it down but were unable to so Anoria Ahitcom dispelled the magic and opened the door.  Walking in the party finds a disturbing sight.  The mage lies sleeping in his bed on his back, with his head facing down, his neck snapped.  Closer examination finds several small dried blood points apparently from claws around his head.  The walls of the chamber are covered in claw rakings and scuffs but little furniture has been disturbed.  Ahna explains that the castle mage had an unusual fear of being assassinated by an elemental.  So his special sleeping chambers were magically sealed to prevent passage through the walls.  What the party is unaware of is how the mage was killed.  Several hours before, a fully sane Namtar teleported into the mages sleeping changers to dispatch him per the plan.  However as Namtar reached down and cleanly broke the mages neck, the defensive rink the mage had just finished building flashed out and struck at Namtar, driving him insane.  Namtar began to blindly strike out, tearing into the walls with his massive claws.  Eventually Namtar regained enough since to teleport back out of the chamber, leaving the room the way the party found it.

As they ponder this unusual mystery a massive booming voice echoes throughout, far outreaching the distance any normal voice should carry.  Once the party started to investigate they quickly learned about an army of shadows lead by recently re-created Areten is waiting in the courtyard, very peeved and looking for a place to vent and expound on the days misfortune.  At this point Ahna pulled out her magical bag of portal dust and opened us a portal to the rock glen.  With the portal open the party steps through, leaving the remaining peasants to their own fate.
CLXXXV.) Scene 4 – The Rock Glen
Emerging at the rock glen the party relaxes for a moment.  The glen appears to be a natural forest area with a small clearing.  The only unusual thing is a large crystal monolith about the size of a person.  The party pondered it for a while, trying to touch the mage’s ring to it as well as touching it indirectly.  It appeared to have the ability to destroy demon gore and Red Dirt used it to clean off the demon guts from the battle with the devil dogs.  When no one appeared egger to touch the stone, Bruka walked up and gently ran a hand along it.  The second that the touched it she was completely enflamed and burned to ash instantly.  As soon as the burning was completed it reversed itself and rebuilt her body anew.  Expending much of the energy of the stone Bruka’s body was rebuilt in the form of a celestial, wings and all.  As the party stood around and marveled at the now beautiful half-ogre an ominous blackness began to move inwards towards the group.  Finally catching sight of them Anoria Ahitcom summed a group of swarming insect like cameras to spread out into the woods and see what was happening.  Many did not return, but those that did reported a swarm of undead shadows converging on the party.  Now knowing instinctively where to go, Bruka asked Anha to open a portal to the gateway that had allowed Nerdal into the world.   Stepping through the party emerged at the source of the undead scourge and the demon dogs.
CLXXXVI.) Scene 5 – The Demon Portal
Emerging at the main demon portal the party surveyed the clearing.  In the center of the clearing was a deep pit almost 40 feet across.  Staring into the portal the party sees a glowing viscus tunnel extending down almost beyond sight.  At the bottom they see the depths of hell, with demon’s climbing up the walls of the tunnel even as they watch.  Also at the bottom they saw Taura, arms extended holding open the bottom of the portal.  As the mage who opened the portal she is cursed to remain in Hell and hold it open.  Instinctively aware of the ceremony required to close the portal the party begins to discuss plans.  Thirteen clerics must take position around the portal and chant for thirteen minutes in order to seal the portal.  Anoria Ahitcom summons three celestial balls of light.  Even as the party surveys the portal and prepares to begin the ceremony, the giant army of shadows begins to collect around the portal commanded by the undead form of Lord Artran Shrieken.  
CLXXXVII.) Scene 6 – A Portal Closing Party
 
The party concluded that their best bet was to have Sir Roderick and Sierra stay out of the ceremony to defend the party.  Anoria Ahitcom cast a spell allowing the entire party to talk telepathically to help coordinate during the battle.  Using Baruka’s staff they again put up a sphere of repulsion.  Sierra then called upon the power of the deities to cast a wish spell and modify the sphere of protection to repel undead.  As these final preparations were setup it became obvious to the party that motives of Lord Artran Shrieken, the leader of the undead army, were not entirely true.  As the shadows were itching to attack the party and beak up the ceremony, Lord Artran Shrieken appeared to be ordering them to wait.  It did quickly become apparent however that the shadow army could not be stopped by his word alone.  Moments after the sphere was enacted and the ceremony began most of the shadow army leaped forward and began to attack.  The modified shield wall successfully repelled the shadows.  For the first two minutes, the length of time the shield wall remained up, the ceremony progressed uninhibited.  Sierra and Sir Roderick began unleashing fireball after fireball from their own spells and Baruka’s staff.  Dozens of shadows fell in the wake of the attacks and the remaining backed off out of range.  The party knew this was a limited success however, since there were no remaining wishes to put up a second shield.  

After two minutes the first shield fell and Sierra promptly put back up a second shield.  A single shadow advanced to the shield wall, Sierra and Sir Roderick conceived a clever plan.  Using a ring of blasting and a vial of holy water Sierra and Sir Roderick attempted to make it look like the shadow was repulsed by the now useless shield.  Sierra was not up to it during the rigors of combat and gave a poor performance.  Followed by a delayed toss by Sir Roderick it became apparent to even the dumbest undead that the shield was a fraud.  Lord Artran Shrieken did is best to hold them back, proclaiming the powers of the shield as just witnessed.  But the shadows were not fooled and the army surged forth.
Sir Roderick and Sierra did their best to hold off the undead legions but they set upon the party performing the ceremony.  Ahna Parlfrey took a bad hit the first time and was dropped to here knees while the shadows attacking Gilbertas Albanz seemed to explode in a burst of light.  Red Dirt, split up to better perform the ceremony, was savagely attacked but managed to avoid all but the worst of the hits through artful dodging and good armor.  When the worst of the attacks were about to hit Red Dirt, they employed a special technique called shadow clone, to teleport themselves by Gilbertaz.  As the shadows continued to plague the ceremony, Sir Roderick and Sierra continued to slay them in droves.  Lord Artran, his hand forced, charged into the frey and set upon Ahna Parlfrey with a wickedly serrated sword.  Only the quick work of Anoria Ahitcom saved Ahna from a fatal blow.  The next instant disaster struck, the three summoned celestial balls of light concluded their time on our plane and returned home.  With three of the ceremony vanishing, Anoria Ahitcom had a brain storm and cast time stop.  Using the precious minutes she was able to counteract the loss of three of our members by changing for them.  As the time stop came to an end the ceremony was still intact, though it quickly became clear that it would take longer to finish it.  As if that weren’t enough, the vile demon child Namtar choose that moment to appear outside of the clearing.  Bellowing a roar he began to tear his way through the woods towards portal.  
Mustering his strength, Sir Roderick charged forth to challenge the demon.  Moments before he reached him however, he vanished with a pop and did not reappear.  Sir Roderick began to frantically scan for him, all the while returning to the demon portal to help fend off the shadows.  By this point Lord Artran was doing serious harm to several of the ceremony participants.  As he was preparing to deliver a coop-de-grace to Anha Parlfrey, one of the not-deities contained within Gilbertas Albanz flew out of him and intercepted the blow, vanishing with a small pop.  At the same time another not-deity flew out and destroyed a shadow preparing to attack Red of Red Dirt.  

Sierra, who had been fighting valiantly soon found herself being swarmed by shadows.  To protect herself she flew out over the portal, intentionally luring more and more shadows towards her.  Just before they prepared to strike she dropped down into the pit a ways avoiding there attack.  But as she prepared to fly back up she felt a hypnotic lure of hell.  Shaking it off this time, she flew back out of the portal to confront the shadows.  Looking down as she flew up, Sierra saw the rising tides of hell continuing to climb up the walls of the portal.  Red Dirt, also having problems with shadows, summoned forth a pet donkey they used as a pack mule.  The mule immediately began to kick at Lord Artran who was still assaulting Ahna Parlfrey.  With a mighty swing of his sword Lord Artran sent the donkey plummeting down into the portal to hell.  At the same time Sierra was again forced to dive into the pit to avoid the attacks of the shadows.  However this time the lure of hell was too strong and she did not even try to stop her fall.  Plunging down the pit towards hell, arms ready to embrace it.  
Suddenly Namtar pops into existence a few feet from the pit and prepares to lunge at the champion Bruka.  Thinking quickly, Red throws a miniature 1-inch rowboat at Namtar from across the portal.  When it was almost there Red spoke the command word and the rowboat sprung to its full size slamming into Namtar and then crashing down into the portal.  Stunned by this Namtar’s jump was aborted.   Seizing this opportunity, Sir Roderick leaps into the portal towards Sierra.  Quickly recovering, Namtar jumps again at Sierra, planning to slay her quickly.  Sir Roderick slams into Namtar in mid air with enough force to knock him aside, narrowly missing champion Bruka.  Both of them plunch down into the portal and quickly descend into hell.  At the same time Lord Artran continues his relentless attacks on Red Dirt.  This time he successfully lands a blow on Red, knocking her unconscious and into the pit as well.  She begins to fall down the pit occasionally bouncing off the walls.  And then, with little warning the ceremony comes to a conclusion and the portal begins to rapidly seal.  As the sides of the portal collapse in on the middle a gigantic magical explosion detonates at both ends of the now closed portal eliminating every participate of the ceremony.  With Namtar gone and the portal destroyed the Broken Spire Keep and the surrounding lands are safe once more.
80.) Game Differences

This years, unlike the ten before it had a few differences.  

· No succubus

· Teleporting is fine

· Wishes are safe

81.) Amusing Side Notes

Through all the Halloween games in the past the one class sorly missed was that of the thief.  Year after year the participants of the Halloween games were never thieves.  This year appeared to be little different.  Only Gilbertas Albanz looked and acted like a thief.  Seeming to covet all forms of wealth due to his inability to steal anything over the last five years.  As we were preparing to start the ceremony to close the portal to hell, the party went around and explained there skills.  It quickly became apparent that besides Bruka the warrior and Anoria Ahitcom the mage, everyone in the party was a thief!  Of the seven party members five were thieves.

When Sierra and Sir Roderick were trying to cast the second shield wall to protect the ceremony participants, they knew it would not really hold them back.  So they decided to try to bluff the surrounding shadows with a convincing act.  Sierra however botched her bluff roll and was not able to convince anyone as to the shields protection.  A lone shadow came forward to test out the shields defenses.  Grasping for straws Sir Roderick telepathically told Sierra that he would zot the oncoming shadows when it approached the shield and she would use her wand to make a convincing explosion illusion.  As the shadow approached Sir Roderick successfully pushed the shadow back from the wall with his magic, but Sierra critically failed her bluff check and the explosion effect went off several seconds after the shadow had been pushed back.  We made fun of Sierra the rest of the night for not being able to bluff her way out of a paper bag.
Deity falling out of favor, good sister was loosing but bad system found way around it.  Good sister set things in motion to spoil bad sister’s plan and to make sure she got whats coming to her.  Moved into Gilbertas Albanz.
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