


TOKEN OF GHALL 
It was not a night to be abroad. 
Lighting silhouetted the trees, freezing them momentarily into looming, clutching ghouls 
- the wind twisting their grasping limbs and moaning through the grass. 
The traveller pulled his cloak tighter around him as he sheltered in the lee of an over­
hanging rock, hunched over a cold, spluttering fire. 
It was not a night to be abroad. 
With the night screaming around him, the traveller settled on his haunches and mulled 
over the old crone's tale. 
The night before had been much different spent as it was at a roadside tavern. There, 
for a few coppers he had joined a small company of fellow travellers in a mug of hot 
wine and a welcome bowl of gruel. 
One of the travellers, a bent old crone, had no money to pay, but the landlord was lath 
to turn her away. 
One of the party called for a story and the old crone gladly obliged in return for her 
board. 
They settled around the hearth, their bellies and their pipes full as the old woman began 
to talk .. ... 
The traveller shivvered as he recalled her story - then, in a warm room full of compan­
ions, merely a tale - but now, alone on a wild night, not to be taken so lightly. 
Her story was of a time long past, or was it still to come? The crone would not be certain 
It seems that at that time the land through which he was now travelling had been ruled 
by a great and good king - Ghall. His rule was just and the land flourished . 
There came a time when jealous eyes were turned upon this kingdom - jealous, covetous 
and evil eyes. 
From the mountains in the north came the invader - evil swarms of ill formed beings -
Devils, Demons and cavorting Imps all led by their dark Lord Ctullho. 
King Ghall and all his forces went against this horde, but mere courage and force of arms 
were no match for the evil magic of Ctullho and his band. 
-· ·ng a desperate rearguard actio , G a e e ed o the caves in the western borders 
There he invoked the aid of Ghunlhi - long dead warrior hero, entombed in the marshes 
to the east. 
Together the spirit of Ghunlhi and the hands of Ghall fashioned a Token of mystical 
aspect and instilled within it all that was good in the land - the spirit and soul of the 
kingdom. 
Ghall then went forth from the caves in order to hide the Token where Ctullho would 
never find it, and pray that sometime it would be recovered by a warrior with the 
bravery and cunning to restore it to the kingdom, and vanquish the evil Ctullho. 
Leaving the caves, Ghall's only daughter was enmeshed in an evil web of magic and imp­
risoned within the form of an animal. Not long after, Ghall himself was captured, but 
not before he had safely hidden the Token. 
Though he was taken to the castle of Shades and tortured , he never revealed the form 
or the whereabouts of the Token . 
To this day, Cthullho keeps his head as a trophy. 
The old crone had cackled with laughter as she stood and pointed at each one of them in 
turn . "who will recover the Token? ... will you? .... or you?" Her finger rested on the 
traveller, " Or you ?" 
The traveller remembered the look in her eyes as they bored into his. Was it the wine that 
made him stand and shout "Aye!"? If it was, it had now worn off. 
Here in the wilderness he had come to find a Token he was not sure existed and which 
he would not recognise if he saw it. Here in the wilderness, amid unknown terrors, he had 
come, alone. 
It was not a night to be abroad. 
Comes the morning, traveller, what will you do? 
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