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THE GREY CRYPT, LEVEL ONE 

No magic functioned here save for the spell Scry Site, a fact that had the two archmages worried. There 
would be no magical healing for the party, or teleporting out of the crypt. The party had decided to try to 
avoid encounters with hostile creatures; indeed, with any creature. 

After passing through a series of rooms, the party exited into darkness. 1. A magic mouth on the waII 
spoke. "Hear this, mortals: the sphynx asks a riddle with two answers, one which allows release, and one 
which brings you closer to the snare." As soon as the party received this message, S'imr-li's eyes became 
unfocused in trance. "The entrance stairs have been cut off," he said. "Retreat is denied us." A subdued party 
moved forward. 

In the midst of darkness, a teleport was discovered and taken (2 to 3) into more darkness. The party 
discovered a doorway in the north wall, and passed through, leaving the wizard darkness. After exploring a 
few rooms to the east they encountered more darkness, wherein lay deadly traps and dangerous creatures. Two 
of those creatures are worth mention here, as monsters to be given wide berth: a wizard creature known as the 
Wize One, and an animate weapon known as the Death Sword. 4. Here the party encountered a bodiless voice· .. · 
that told them, "In the days of wisdom's early reign, past years of fire, wrath and pain, a passage down you've 
yet to gain." Gethsah believes that this means there will be some sort of test or puzzle the party must face 
before the next level will be open to them. The party moved south, and utilized a teleport (5 to 6). Here the 
party traversed many switchback corridors, with a door every four paces. 7. They came upon this message: 
"Ask the wise of the Destiny Stone." The Sage will have more gold coming his way, if the party survives! 
Nearby was a door and a pile of bleached bones. Behind the door was a huge sphynx (8)! 

"Two answers here I will accept; each is a creature of the crypt. Name it!" After a brief trance, and a 
whispered conference, the two archmages decided that one answer would cause the entrance stairs to re-appear, 
and the other would allow access to descending stairs somewhere to the north. The only two creatures of the 
crypt whose names were familiar to the archmages were the two I have recorded. Gethsah cleared her throat 
and said, "Wize One." The Sphinx vanished, and the party returned to the northern section of the crypt via 
teleport (3 to 4). 9. And here they found descending stairs ... 
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THE GREY CRYPT, LEVEL TWO 

More wraparound magic. I would like to learn how these spells are accomplished; perhaps my Ma.ster· 
knows. 1. The party discovered this message etched upon the wall: "Be not bereft.first try lower left." 2. 
As they explored this L-shaped room, a voice whispered, "Past the tomb lies the true snare." 3. Written on 
the wall: "The snare is a calculated sequence; learn it quickly or perish!" 4. As the party entered this alcove, 
a voice said to them that "A central annoyance is fixable ." 5. On a wall in a room, the party discovered this 
message, written in blood: "Wherein wisdom lies, as the clock ticks, doorways to success can be uncovered." 
S'imr-li stated his conviction that the party will encounter a puzzle that must be solved by moving in the 
same direction as that of the hands of a clock. Gethsah scribes busily. 

6. The party moved through several connecting rooms, and found a sign attached to a door. "The tomb 
of the Vampire Dragon," it said. "Adventurers Beware!!!" Gethsah reminded the reluctant adventurers of the 
clue above, telling them that the snare would be found past the tomb. The party opened the door, and entered. 

7. The party encountered, and fought, the Vampire Dragon. Bested the foul thing without the aid of 
spells, and received no serious hurt. Meric put aside his cowardly habit of using for a shield his brother's 
sword arm, and rained furious blows upon the writhing monster. In an alcove just beyond the battle area, the 
party discovered a teleport (8 to 9), that transported them into a timed puzzle. A voice greeted them. 
"Prepare for your death, oh mortal fools. The sixth snare will beat you, and few are those who have ever 
solved its twisted pattern ... " 10. In a small room, a mage in a blue robe appeared before the party. "A 
sequence lost must now be found," he said. "With that I think I'll see you 'round!" He vanished. S'imr-li, 
his eyes focused on something unseen, said "Doors have opened, and doors have closed. Come." The mage 
led the party east, past a spinner trap (11), and into another small room. 12. Another mage, dressed in gray 
robes, appeared to the party and said, "The game you thrice must commit, and now I'll see you in a bit!" He 
vanished. "Again doors have opened, and doors have closed," S'imr-li said. His trance state deepened 
perceptibly, and suddenly he looked up and smiled. "I know what we must do!" And the mage led the way ... 

13. Here the party found and triggered the mechanism to disarm the spinner trap in the center of the 
snare. § 14. Remembering the clue about lower left, S'imr-li led the party to this room first. He then raced 
to the room occupied by the blue-robed mage (10), and then into another room (15). Back to the room of the 
gray-robed mage (12), and into yet another room (16). Again to the room of the blue-robed mage (10), and 
into the fourth room (17). And then, the obsessed Archmage began the sequence all over again, starting with 
the actions described after the mystical sign §. When the entire sequence had been completed a total of three · 
times, and the party stood in the last room wiping the sweat from under their helms, a familiar voice spoke. 
"Your skill is surprising, if not incredible, and yet the greatest snare lies ahead, and after that ... me." 

And to the party appeared the sixth segment of the Destiny Wand. Gethsah retrieved it, and felt its 
power, the Heal All spell. The party was teleported to the the stairs leading out of the crypt. 
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THE SAGE 

The Sage, when questioned about the Destiny Stone, delivered a cryptic message and poem. "A rock it 
is, in fact, yet much more. Ponder this, my friends: Never find and never fool, the last one drinks the poison 
pool, the first one reads tne ancient tome, the third one breaks the double dome." The party filed out of the 
hut. S'imr-li paused at the door. He hefted a double-stitched leather sack containing all of his gold, and threw 
it to the floor at the old man's feet. "Tell me what you know ofLagoth," he said. "Lagoth Zanta." 

The Sage's eyes narrowed and blazed as he regarded S'imr-li. I could not help but wonder what personal 
evil the old man had experienced at the hands of the evil Archmage Zanta. The terrible fury invoked by the 
mere mention of the name ... The Sage spoke. "An evil genius is Lagoth, else he'd not have posed the threat 
to the Land that he has. Yet, an enemy to be respected, I think. His whereabouts are unknown, but I'd not be . 
surprised to find him near." S'imr-li nodded once, turned, and joined the party. He told them of the Sage's 
words, and showed them a piece of parchment that he had kept hidden within the folds of this robe. Written . 
upon it were seven lines in a fine, bold hand, seven lines, or sets of ... arrows! Arrows pointing in different 
directions. "My Master gave one of these parchments to each of his apprentices, said S'imr-li. Some, farther 
along in their studies than I, received an entire tome, filled with information about our kingdom, l:agoth, 
spell casting, and many other subjects. I regret that I am not in possession of one of the books, but I am 
certain that this parchment will help us when we find the Destiny Stone." The party speculated as to its 
location. There is only one city the party has not thoroughly explored. In Colosse they will seek the 
Destiny Stone ... 

. ·· . .. 
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THE DESTINY STONE, LEVEL ONE 

The party reached their destination. No one in Colosse was willing to speak to the party, once it 
became known what it was the adventurers sought. They entered the Destiny Stone warily, and proceeded 
with great caution. 

1. At the end of this corridor, a voice whispered, "Hear the sphere, speak the truth, the plan is near, 
though quite uncouth." 2 to 3. A teleportation square transported the party into a maze of doors. Within the 
maze, the party discovered the following message written on the wall (4): "Seek the Nam Temple. He who 
approaches the altar may restore that which was broken." Perhaps even the Destiny Wand! 

5. The party escaped the maze, and came upon a bodiless voice, warning them that "It's a one way road 
to the final snare. Continue at your own risk." The party agreed that the only choice was to continue. 

Deciding to move east, the adventurer's discovered that, one way walls have sealed off the party's 
retreat. A final wall appeared behind them, and they are confronted by a mage, tossing a fiery sphere (6). 
"Okay, scumbags," he growled. "Tell me what the plan is, or you're going nowhere!" "Near," said Gethsah, 
consulting her notes. The party was immediately teleported to a huge silent room, filled with smoke, and 
traps (7). The party discovered and entered a small, isolated room (8). Within, etched upon the wall, was a 
message of great interest to the two archmages. "To call the Dreamspell, say ZZGO." S'imr-li told Gethsah 
that the elusive Dreamspell could teleport the party to the entrance of any dungeon, castle, fortress, or crypt. 
If cast during combat it would heal all of the company's wounds and illnesses (save those caused by aging 
spells); make it almost impossible for the enemy to land a blow on a member of the party; and conjure up 
the Mangar's Mallet spell. A remarkable find! 

9. A voice chuckled, "Late we were for the battle's crest, yet on the bronze shield we were blessed." 
10. The party discovers descending stairs ... 
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DESTINY STONE, LEVEL TWO 

The party descended into a square room. S'imr-li told them that to venture outside this room would be 
very dangerous. The party explores. 

1. In each of the four comers of this room, the party found statues. When examined, the statues came 
to life and attacked the party! After a mighty battle, the party defeated them: a powerful wizard, a strong and · 
deadly knight, a yellow dragon, and a basilisk. S'imr-li told the party that the killing of the knight (2) 
activated a nearby teleport. He was correct. 

3. The party is teleported one level down ... 
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THE DESTINY STONE, LEVEL THREE 

1. Wraparound magic here took the party to the northern section of this level. After much exploring, 
tl~e party entered a teleport (2 to 3) in a room in the northeast section of this level. The teleport brought 
them to the timed puzzle. A voice said, "Once again.foolish ones, you have sprung the snare. This one will 

·. beat you, though. The clock is running ... " S'imr-li and Gethsah smiled grimly at each other as Meric looked 
around nervously. 

· The party explored the area quickly. 4. A voice told the party, "There is nothing to be seen here ... yet." 
· · : ·. · 5 .. A message: "Only he of which we sing, can in good faith make use the ring." 6. In the comer of this 

. :· : · .room a ~agie mouth spoke, saying: "Of old portent the song will read: name the hands which did the deed." 
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Not even the.trances of S'imr-li helped the party to discover the correct answer . . After Gethsah incorrectly . 
guessed, "Zen Master ," the party was teleported into a room of darkness and traps (7). 

8. Behind a door the party discovered a magic mouth, which told them the following tale: 

"A tale to tell of ages gone, which Bards once sang in deep despair, of he who 
fought the evil one, and cast his fate within the snare. 

Past shuttered door and fractured glass, the dark one called into the gale, within 
the black and shadowed mass, the face of bold began to pale. 

As storm fists scored his broken back, and steel whirled in his bloody hand, 
the bold one screamed and then alack, his sword became as brittle sand. 

The one of pure and solid creed, was gone and bent to evil's task. Until by 
good he shall be freed, his name is all I truly ask?" 

Gethsah and S'imr-li exchanged glances, and then Gethsah spoke. "Zen Master?" she tried again. A 
Zen Master appeared, and joined the party! In deference to his great wisdom (and I think his excellent fighting 
abilities!) he was asked to lead the party. 

The party located a teleport (9 to 10) that brought them out of the darkness. 11. A magic mouth 
spoke to the party. "The ancient scribe had said it all: name to where went evil's call." "The dark one called 
into the gale . .. " muttered S'imr-li. "Gale?" A beautiful ring appeared as he spoke the word gale, and 
Bresian, remembering the clue about the ring, gave it to the Zen Master. 

12. As the party entered this area, S'imr-li stopped. "This is where it begins," he said. "My map of 
arrows fits here. Come." Following the arrows, the Archmage quickly directed the party through an intricate . 
maze that led to a teleportation square. The party was transported (13 to 3). S'imr-Ii guided the party back to 
the dead end corridor (4). This time, there was something there; a teleport that sent the party to another 
location, and another clue (14). "He's but a corpse without a past, until you call his name .. Arkast." The 
party discovered and took a teleport (15 tol6). S'imr-li directed the party back to the magic mouth in the 
north (6). Now, armed with the knowledge they had gained, they were able to answer correctly; "Storm 
Fists." Giving the correct answer activated a teleport which brought them near the beginning of the arrow 
maze (17). "We have no time to lose," shouted S'imr-li, running to the entrance of the maze. Following the 
second set of arrows, he again directed the party through to the teleport, and to the magic mouth to answer 
Storm Fists. Back and forth, a total of seven times, each time using the next set of arrows. The last time 
through the maze, the teleport sent them to a different location (18). A magic mouth challenged the party. 
"The one of whom is great in fame, restore to him his proper name." "Arkast!" the party cried in unison. A. 
door appeared on the north wall. The party entered a small room (19), and were greeted by the familiar 
rasping voice. "Curses, I'll see you soon foolish ones. Seek me at the hut of the Sage and meet your doom!-'' 
The final segment of the Destiny Wand appeared before them, its power that of the Brothers Kringle spell. 
As they retrieved it they were teleported back to the entrance of the Destiny Stone. I am concerned. If the 
evil Lagoth Zanta is to meet the party at the Sage's hut, then what will become of the old man? · 

The adventurers began their journey to the Temple of Nam, to see to the re-forging of the Destiny 
Wand. . . 
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LAGOTH ZANTA 

At the Temple of Nam, the party was treated with the deference and respect usually accorded only to 
royalty. The Destiny Wand was re-forged, the process adding a final spell to its power, Dragon Breath. Also 
with the re-forging came the creation of a new Destiny Knight. Meric thought himself the only one fit for 
the honor, and he was dismayed to learn that the Destiny Knight must be an Archmage! S'imr-li received the 
honor and the burden of becoming the Destiny Knight. And now a grim and determined party seeks the evil 
Archmage. 

Now, at the end of the most violent and bloody battle the world has ever known, the evil Archmage 
lies dead. The Sage ... and the Evil One who taunted the party throughout their quest, are one and the same. I 
cannot bear to think of it, nor can I set it down in words used by men. The enormity of the betrayal will be 
remembered until the destruction at the end of all things. 

The party survives. Arku and Selinar will fully recover from their injuries. Gethsah and S'imr-li were 
badly burned by wizard fire . Meric - he is untouched. Even his own brother despises him for his cowardice, 
and I am enraged at the liberties he takes with Gethsah while she is unconscious and unable to defend herself. 
The party returned to Tangramayne. The quest trance will soon disintegrate, and the adventurers will return to 
a waking state. Meric has left the Inn, and is walking toward the Temple where Gethsah was taken. A man 
is stepping out of the shadows to challenge him. A wizard, to judge by his clothes. Odd that I cannot see his 
face. Meric laughs, draws his sword ... 

And dies. Even could all the pieces be collected, the Healers could do naught to save him. So that is 
the irreversible outcome of the quest. The buildings seem to be melting ... 
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THE DREAM JOURNAL 

Aaron rubbed his eyes and blinked at his Master. He was lying in the shade of the awning outside the 
pavilion. The old man regarded him curiously. 

"Well, boy, what do you think of trance quests?" 
Aaron glanced into the pavilion, at the adventurers sprawled on the ancient rugs. 
"They're still asleep," said the old wizard. "I wanted to talk to you first. Where is the journal?" His 

Master held out a hand for the book. 
Aaron reluctantly passed it into his Master's hand. "I would rather send others on the quests, Master, 

than go myself." He watched his Master skim through the book, and read through the last few pages. A slow 
smile lit the old man's face. When he lifted his head from the journal he grinned at Aaron. 

"Aren't you curious about the mage who killed Meric?" 
Aaron grimaced. "I know all I need to. He is very powerful, and he has excellent judgement." His 

Master continued to grin at him. "No." Aaron frowned. "No. You couldn't...why ... why would you kill 
Merle?" 

The wizard shrugged, "No reason, boy. That's why I didn't. Won't." The grin broadened. 
"Me?" Aaron's mouth hung open. "I did ... uh, will? For Gethsah?" 
His Master nodded. "Except that now you won't. When the customers wake up, they're going to 

be ... dissatisfied with their leader's performance. It is unlikely that Meric will be asked to partake of any 
further adventures," the Master chuckled. "I think the team will split up. I think Gethsah is going to need a 
companion - a place to stay." He glanced at the sleeping people, who were beginning to stir. "Besides, it'll 
be pretty lonely out here by yourself. I'm taking your journal to Tangramayne. We have to make sure a lot 
of people see it. No way of knowing how long I'll be there." 

Aaron was staring into the desert, trying to swallow the lump in his throat. A gentle hand fell on his 
shoulder. "You're an apprentice no longer, lad. The business is yours." Aaron reached up to grip his 
Master's hand ... and it was gone. So was his Master. 

Aaron stood alone for a moment outside the pavilion. And then went inside so he would be there when 
Gethsah awoke. 
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