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Attendance


Paul announces, “Good news!  I’ve decided that I’m going to take the game to a whole new level!  We’re going to explore the depths of human degradation and identity invasion, and we’re going to do it by subjecting individual characters to incredibly horrible experiences.  Let’s start off with Bruce.  Your character is dragged out of a food-line and has his hands chopped off by machete-wielding thugs.”


Bruce (Angaff) mourns, “I really didn’t want to play Sierra Leone the RPG.  Can I go home now?”


Chuck (Skellish) fiercely corrects, “No!  You can’t just walk away from having your hands cut off!  It’s going to be something you have to live with!  And you’re a poor campesino so you can’t get good quality therapy.”


Chris (Bone Gnawer) helpfully points out, “Yeah, and then there’s the risk of gangrene, too.  Oh, and my sandwich today was made by a girl with Marty Feldman eyes.  I like women like that.  I tell myself that they’re members of a subterranean race that are strangely affected by the lack of pressure in the surface world!  Best sandwich ever!”


Ed (Ray) mourns, “My sandwich was made by a normal person.  Why couldn’t I have gotten a freak sandwich too?”


Patrick (Doctor Cid) walks in and asks, “Why are people talking about severed hands and freak sandwiches?  I always miss the interesting parts…”


Ernest (Dakani Night Scream) staggers in somewhat later and offers, “I just finished moving in to my new house.  Why’s everyone standing around with severed hands?”

	Player
	Character
	Home Plane
	Race/Class

	Bruce
	Angaff
	Beastlands
	Fire Genasi Evoker 5 / Fighter 1 / Eldritch Knight 4

	Chris
	Bone Gnawer
	Prime Material
	Troll 10

	Chuck
	Skellish
	Prime Material
	Spellscale Sorcerer 10

	Ed
	Ray
	Prime Material
	Pixie (7) / Favored Soul 5

	Ernest
	Dakani Night Scream
	Acheron
	Bladeling Rogue 6 / Swordsage 4

	Matt
	Beilorveildothyx
	Prime Material
	Red Dragon 8

	Patrick
	Doctor Cid
	Prime Material
	Human Paladin 6 / Hunter of the Dead 4

	Tim
	Brakiel
	The Seven Mounting Heavens of Celestia (second layer, Realm of Bahamut)
	Trumpet Archon 7


There Are Things Out There.  Scary, Scary Things.


The characters are tromping through yet another 20-foot wide web corridor when Doctor Cid and Ray notice that something is coming.  Ray thinks that it sounds very much like a big spider chewing through the webbing above the characters: it’s a sound he remembers very well from his childhood.  There is a matching hole over the ceiling ahead of the characters.


Ray casts Bless, thereby making the entire party feel slightly better.  The spider demonstrates what a real surprise-round action is and envelops Angaff in a web.  Angaff complains, “I’m entangled!  And immobilized!”


Skellish offers, “Hey!  I can set you on fire!”


Angaff whines, “Nothing doing!  I can set my own damn webs on fire if I need to!”


Skellish decides that he’d rather not sulk.  Instead, he sends an Acid Lance clean through the spider’s body.  The creature twitches, drops Angaff, and runs for it.  The barrage of arrows the characters send at it finishes it off.  Ray flits up through the hole in the tunnel and realizes that there is a cross-tunnel just above them, and that the spider was trying to hide along it.  Given that the characters are looking for an intersection anyway, they decide that this must be the place.  Bone Gnawer hands folks up through the hole, then the group clambers along the outside of the upper tunnel.


The characters come upon an empty chamber that contains an entire temple with an arched cathedral-style ceiling and stained glass depicting spiders and their prey.  A huge spider-sculpture of Lolth hangs from the ceiling.  The statue appears to be made from hammered silver; it has a ten-foot diameter leg-span.


There are three inlaid symbols in the floor of the chamber: a bronze star, a silver sphere and a blue cube.


Dakani Night Scream asks, “How can this chamber be empty if it has a temple in it?”


Skellish explains, “I think it means ‘empty of creatures’.”


Bone Gnawer offers, “I don’t care.  All I care about is the fact that this statue is probably worth thousands of gold pieces and needs to be taken back to civilization and sold.”  He pulls it down, learning in the process that it is hollow and weighs only about forty pounds.  He crumples it up like aluminum foil, extracting the eight gemstones that formed Lolth’s eyes in the process.  Loot items are thus:

· Forty pounds of crushed silver; and

· Eight gemstones

The Secret Library Door


Doctor Cid announces, “I think one of the stained glass windows is a secret door!  We can open it and get into a passage beyond!”  The characters waste no time in opening it and passing through the secret tunnel behind it.


The characters walk for fifteen to twenty minutes.  Skellish complains, “Those drow must be in great shape: they have to walk everywhere.”


Bone Gnawer points out, “But work makes the muscles sweeter.  You’ll be much tastier for the spiders when they tear you apart.”


Ray ignores them.  He figures out that the wall ahead is illusionary and passes through it into the Library.  The place is lined with books and decorated with candelabra.  He sees a drow woman with an exotic tiara and a tiefling man with smooth skin and small horns talking.  They don’t see him (as he is Invisible) but their cat does.  The creature stares at him with three red eyes and hisses.


At this point, the rest of the characters enter.  The tiefling and the drow do notice them.  The drow comments, “Rule of Three certainly has an odd sense of humor.  Please hand over the books.”


Bone Gnawer whispers, “Guys?  Did we remember to bring the books?”


Angaff pulls them out of his pack, “Yep!  Here they are!  Enjoy!”


The drow woman Lasondra exchanges the books for a letter and tells the characters to deliver it back to Rule of Three.  She tells them, “Good luck surviving the Black Gate?”


Dakani Night Scream asks, “Do you have any tips for doughty adventurers on how to survive the Black Gate?”


Lasondra scoffs, “You must have me confused for some kind of tour guide.”


Dakani Night Scream licks his lips and offers, “No way!  You’re hotter than a tour guide!”  Lasondra doesn’t seem impressed.


Angaff notices that Bone Gnawer is salivating uncontrollably.  He concludes that Bone Gnawer is thinking of killing the drow.  Fortunately, the characters turn around and head back home before he finishes his thought process.

The Handmaidens of Lolth


The characters see two masses of tentacles and mouths ahead of them.  Angaff tells the others that they are yochlols, the Handmaidens of Lolth.  They’re demons that serve Lolth.  Dakani Night Scream calls out to them, “Blessings of Lolth upon you!”  This does not appear to impress them.


Doctor Cid whispers, “I think we’ll be okay here.  If they’re handmaidens, then they’ve probably got all their skill points tied up in things like seamstressing and midwifery.”


Skellish replies, “I think your idea of a handmaiden’s job doesn’t match up real well with Lolth’s ideas on the subject.”


Dakani Night Scream adds, “I can definitely tell you that they’ve got a fantastic Sense Motive rating.”


The first yochlol answers Dakani’s greeting with a Web effect that leaves most of the party (except for Dakani) entrapped and immobilized.  The other makes an unsuccessful attempt to mind-control Dakani.


Skellish decides that he’s not going anywhere, so he casts Draconic Might on Bone Gnawer and urges the troll to start slogging through webs.   Then he pulls out a Spider Climb scroll in (false) hopes of evading the webbing.  Angaff simply sets his square on fire.  He exults, “All campaign long I’ve complained about how my Fire Resistance was useless!  But now is my moment!  Huzzah!”


Dakani Night Scream realizes that he is totally exposed, and that the rest of the group will take some time to reach him.  He conceals himself with mystic mist and stands his ground as the yochlols close in and start hammering him.  Dakani Night Scream dodges to save his life, then executes a Comet Throw that fails utterly.  He evades their next round of attacks, avoids a Dominate Person attempt, then cuts at them some more.  Skellish helps out with a quick Snake’s Swiftness that gives him another cut at them.  One yochlol ends up quite badly injured.


One of the yochlols notices that Angaff has almost burned through the webs and refills the area with webbing.  Out of frustration, Skellish launches an Empowered Acid Bolt that burns the undamaged yochlol.


Dakani Night Scream evades the yochlols yet again, so they storm him and grapple him down.  Dakani squeals like a Japanese schoolgirl.  Then Angaff launches an Explosive Cascade that both burns a path straight through the webs and leaves Doctor Cid and Bone Gnawer badly burned.  Bone Gnawer stomps ahead, dragging Ray with him.  Ray flutters up and shoots the wounded yochlol with an arrow from the Bow of Theas, leaving it still alive but more wounded.  The characters pile out through the cleared path, straight at the yochlols.  This distracts the wounded one enough that Dakani is able to dispatch it with a Blessed Shortsword.


Bone Gnawer slams into the surviving yochlol, stunning it with Koschei’s Blade.  Doctor Cid follows up with a ferocious Smite Evil that leaves the yochlol a smoking corpse.  Dakani crawls out of the tentacles.  He is completely covered in foul-smelling ichor.  Angaff sniffs and comments, “I see you’re all primped up and ready to go bar-hopping in Sigil.”


Dakani responds, “Funny you mention that, that encounter reminded me of my last date with the marilith.  Time to head to the Styx Oarsman!”

Bar-Hopping in Demon-Town


The characters emerge from the Demonweb Pits and head over to the Styx Oarsmen to deliver Lasondra’s letter to Rule of Three.  He examines it.  “The reason, the excuse and the cause for why I spend my days at the Oarsman is because I can hear things here than I can hear nowhere else…”  He goes on to explain that an ally of Orcus is offering a way to get through the Black Gate and pick up three items that will be helpful to Rule of Three’s cause.  The letter describes a meeting of all the demon Lords where they will unite their forces to become a unified block of Evil that will be able to assail the very walls of Heaven.  For some reason, Rule of Three thinks that this means that the characters have been fated to kill the Queen of the Demonweb Pits.  First, they must procure the tools they need from Dawnat Samp, who can be found in Zeletar at the Sign of the Black Heart.


Angaff knows that Graz’zt rules the city of Zeletar with an iron fist and a cruel hierarchy.  The city is built upon all three Abyssal realms that Graz’zt rules (“That reminds me of my trip through Ikea this morning.”): the triple realm of Azzagrat.  The city is inhabited with lamia, rudderkin, vrocks and others in close proximity.  Graz’zt forbids melee combat within the city walls at all costs.  Most visitors hire tiefling natives as guides.


Rule of Three explains that the fastest way to reach Zeletar is to climb the ladder in the hayloft next to the Styx Oarsman with the image of a platinum piece in mind.  He notes that accidentally going through gates to other planes is just one of the risks of living in Sigil.


Before the characters leave, they sell the garnets from the (crumpled) statue of Lolth for 150 gold each and the silver for another 150 gold.  Total take is 1350 gold, so each character’s share is 225 gold.  Angaff uses his money to stop by Euclid’s 24 Hour Spell Supply to buy the Tongues spell (the better to understand people speaking in Abyssal) and to flirt with Euclid’s comely daughter.

Welcome to Zeletar


The characters enter the Abyss about 200 yards from the entrance to Zeletar.  The stone-strewn plain is windy and foggy.  Zeletar is a silvery palace in dramatic contrast to the grimy work parties of enslaved souls tormented by demonic wardens.  Armanite cavalry drills near the walls.  A cluster of slaves slogs along a road towards the city.  A frog-faced demon stalks along a line of crippled and wounded demons, slapping each of them in turn and shackling any who show resistance.  The characters notice that one of his slaves is a weathered, beaten tiefling.  They decide to walk forward and make an offer.


The frog-demon sees them approach.  He chortles in Common, his engorged throat-sacs throbbing and vibrating, “You came through the one-way portal from Sigil!  Wonderful!  You are my slaves now!  If you do not resist, I will not brand you!”


Doctor Cid invokes his Bolt Shirt and teleports to the attack!  The frog-demon takes a hit.


Bone Gnawer comments, “That’s what I love about you.  Most people would save that thing for escape, but you just use it to leap to the attack!”


Dakani Night Scream Invisibly sneaks up to the tiefling and whispers to him, “We’ll get you out of here if you agree to be a guide for us!”  The tiefling agrees.


Skellish yells out, “You will not be our slaves!” and hits the thing with a volley of Magic Missiles.


The hezrou demon responds, “Witness that the travelers attacked me first!  I offer blood and gold to all who will help me make them my slaves!”  Then he unleashes his Stench and nauseates Dakani and sickens Doctor Cid.  Then he unleashes Blasphemy upon almost the entire party, dazing Skellish, Doctor Cid and Dakani.


Ray notices that the Bow of Theas has suddenly turned on.  It fits itself perfectly to his hand and gives him access to its lesser powers.  He can now Sense Demons (60’ range) and use the bow as a Outsider Bane Longbow +1.


Bone Gnawer strikes the demon with Koschei’s Blade and inflicts a light wound.  He is deeply unimpressed with the blade’s performance thus far: for a demon-slaying weapon, it is doing a distinctly mediocre job.


One of the armanites decides to take up the hezrou slaver’s offer and charges the paladin, running him down with a lance.  Doctor Cid responds by hammering the hezrou into the ground.  He feels bones crack and shatter.  The creature howls in pain and teleports away.  The armanite apologizes and backs off.  The characters observes the armanite letting his compatriots lick the paladin blood off the head of his lance.


Dakani Night Scream takes an inventory of the characters’ potential loot, including the hezrou’s slaves and beasts of burden.  The characters designate the tiefling as Chief Slave and put him in charge of keeping the other eight slaves in line.  He indicates that he is from Zeletar and was running an errand for another demon when the hezrou captured him.  He knows the way to the Black Heart, but it is on a different layer of the Abyss.  He knows a direct route through the Greenfire Ovens.  As an additional warning, he points out that the trees flanking the city gates will attack if they sense any goodness in your heart.  This is primarily a problem for Doctor Cid; the tiefling assures him that he should be fine if he does not resist, but that if he does he will surely be torn apart.


The characters make it through the city gates okay, except for Doctor Cid.  He takes quite a bit of damage from the buffeting of the trees.  The tree pulls him up into the air.  The characters yell out, “Go limp!”  After a round, the tree releases him.  Bone Gnawer berates him in Common for being Good.  “I have an intelligence of six and even I know better than to be Good!”


The tiefling explains that his name is Risis and confesses that it might take him a couple of days to find the correct oven to the proper level of Zeletar.  In the meantime, there are lots of interesting things to see in Fogtown, the first layer of Zeletar (which is also the wind-swept forty-fifth layer of the Abyss).  The place is scattered with the miserable huts of dretches and manes, interspersed in rattletrap barrios between the massive mansions of the hezrou demons.  He shows the characters all the local sights, while explaining that before he was enslaved by the hezrou he was slave to a powerful demon in charge of a gladiatorial stable.  The centepiece of the city is Graz’zt’s miraculous Argent Palace with its 66 silver towers and 100 icy halls.

The Way to the Inn


Risis finally points out the proper oven to pass through to get to the layer featuring the Black Heart.  The process involves a certain amount of burning, which various of the characters laugh at by virtue of their Fire Resistance.  Angaff exults, “I’m starting to really like this place!”


The Sign of the Black Heart has a prime location along Viper Boulevard near the Gate of Hands in the Darkflame District.  Darkflame isn’t nearly so smoky and foggy as Fogtown, but all flames burn blue here and seem to burn cold.  The sun in the sky is blue, and flames do cold damage instead of fire damage.


The inn is built in a square around a central courtyard.  The characters enter the common room.  The staff consists of three tieflings in black tabards with embroidered hearts.  Several of the staff are being mistreated by the two demonic guests.


Doctor Cid asks after Dawnat Samp and is given the brush-off.  He agrees to leave a note.  Bone Gnawer tries ordering some grilled larvae from the menu.  He reports that it is very juicy.


The characters finally manage to figure out that Dwanat Samp, the Emissary of Orcus, is in the inn.  He is a bone-serpent living in a room up on the second floor.  Deep within its eyesockets, something glitters.  He gives the characters a map of the Demonweb Pits (at least more or less) and tells them that they need to get through the Black Gate and down to the council chamber.  When he says the password for the Black Gate, all the characters are shaken.  Angaff and Skellish take actual Charisma damage.  The word is in the Dark Speech and has a malign effect upon mortals.  He gives the characters the word as a written scroll and recommends that the characters’ wizard learn the spell.  Finally, he gives the characters an invitation designating one of them as Orcus’ representative to the Demon Council.  Orcus wishes to make sure that the council comes to no useful outcome.


Suddenly the bone naga turns, “I hear someone!  A spy!”  It wrenches open the door to find a lamia listening in.  It is plain that she is a favorite of Graz’zt.  She yells out a warning to the city, claiming that the characters are miserable spies.  The bone naga Dwanat Samp suggests, “The word of the lamia will trump that of an ambassador.  I think you had better run.”  Down the corridors of the inn comes the sound of doors opening.


The characters decide to roll initiative.  Dakani Night Scream flings a shadow garrote to quiet her down.  Skellish follows up with an Empowered Acid Lance, burning her into a mess of bones and char.  He also burns a hole through the wall behind her.


Dwanat Samp observes the demise of the lamia and comments, “Good thinking!  You can go through the hole rather than make your way back through the inn!”  The characters must make it out of the city and to the River Styx, a distance of 500 feet.  Angaff announces that he will Dimension Door out, along with Bone Gnawer and Dakani Night Scream.  Skellish turns Invisible and Flies out.  Ray is automatically invisible, so he follows along.  This leaves only Doctor Cid, who summons up his bronze griffon and flies out.


The characters can hear all manner of alarms going off, but none of the local demons appear to be spending that much effort on stopping the characters’ escape.  They pass a rudderkin standing on a fence post.  It mocks them, “The giants will bring you back and put your heads on pikes!  The giants will catch you and punish you for defying Graz’zt’s will!”


Dakani Night Scream is about to throw a knife at it when a vrock lands on top of the rudderkin, crushing it.  The vrock croaks, “The giants are hunters, you are their prey!  Run, run to the Styx and drown yourselves!”


The characters head to the Styx.

Hounds of Graz’zt


The characters hear demonic hounds approaching.  They set up an impromptu ambush, and Dakani Night Scream puts Bless Weapon on Bone Gnawer’s sword.  A bit later, a massive charnel hound lumbers up, undead flesh rippling over its shape.


Dakani Night Scream leads with a shadow garotte.  Ray follows up with an arrow shot.


The charnel hound charges.  Its fear aura washes over the characters, leaving Ray, Skellish and Bone Gnawer shaken.


Doctor Cid yells out, “I Smite Evil and Smite Undead!  I’m smiteriffic!”  He smashes it hard, but barely makes an impact.  He groans, “This thing is made of hit points…”


Skellish hits it with an Orb of Force.  Now it looks lightly wounded.


Angaff decides to be defensive: he puts Diamondsteel on Doctor Cid.  Doctor Cid exults in his newfound DR6/adamantine.


Dakani Night Scream attacks it with an Obscuring Shadow Veil, inflicting additional damage.  The charnel hound is looking really upset at the characters.  It flings itself at Doctor Cid, ripping and tearing pieces out of him.  Doctor Cid stands his ground, delivering another pair of smites, in spite of having only seven hit points left.  Skellish backs him up with a second Orb of Force and Dakani Night Scream attempts to draw its attacks away.  Skellish’s final barrage of Magic Missiles finishes it off.


As the characters draw near the river, they see an old woman with dark skin and scraggly hair emerge from the bush.  She tells them, “I saw you with that charnel hound.  The hound’s masters are two abyssal giants and they’re on your trail.  They’ll cut your heads off and mount them on pikes.  I can call you a ferry, but it’ll cost you a soul.  But it needn’t be yours!”  The characters debate the situation for a while.  It turns out that killing the old woman isn’t an option, at least if the characters want to have her summon a ferryman.


Angaff explains that abyssal giants are huge, much larger than most other giants.  They don’t have spell resistance, but they are immune and resistant to a number of other effects.  And they throw exploding rocks.  Plus they can alter the terrain of the abyss to their needs.  Their greatswords inflict vile wounds that can only be healed with magic.  They are also immune to slashing weapons.


The giants approach.  Bone Gnawer leads with a range of attacks that largely miss, but leaves one of the giants slightly injured.  Ray removes the other from the combat for three rounds with Otto’s Irresistible Dance.  Angaff determines that the giants are immune to cold damage by tricking out a Scorching Ray (appropriately modified by the local planar conditions).


One abyssal giant slams into Bone Gnawer, knocking him to zero hit points.  Bone Gnawer grumbles, “That was pretty good, but I’ve seen worse.”  He proceeds to rend the giant’s kneecaps.


Skellish lashes out with a Lightning Bolt, hitting both giants.  He learns that they do have some resistance to electricity, enough to let one of them avoid most of the damage.


Angaff sends Manyjaws at a giant, inflicting a bit more damage.  The giant responds by pounding Bone Gnawer into the ground.  Bone Gnawer groans, “I’ll be back… later…”


Dakani Night Scream launches an Obscuring Shadow Veil Strike, dishing out a measurable wound.  Skellish calls out, “I’m gonna see what acid does to them!”  He launches an Empowered Acid Bolt and learns that they are, in fact, immune to acid.  He utters some curses that should prompt Will saves for those of delicate sensibility.


Dakani Night Scream howls like crazy as the giant opens up on him.  He takes one strike that sends him reeling.  He gives thanks for his absurd armor class, then he gives the giant such a stabbing.  The giant falls, and everyone cheers until they remember that the other giant is no longer dancing.


Skellish casts Energy Vulnerability on the surviving giant, making it vulnerable to electricity damage.  He follows that up with a Lightning Bolt that leaves the creature looking moderately wounded.  Angaff’s Manyjaws spend some time chewing upon it to enhance the effect.


Ray makes a remarkable but quixotic attempt to intimidate the abyssal giant into going home.  The giant is not impressed.  It slams its great club down onto Doctor Cid’s head, sending him spinning.  In a desperate attempt to save the paladin, Ray casts Lesser Confusion, only to see the giant shrug off the spell with no effect.  The giant’s next round of attacks fell Doctor Cid.


Dakani Night Scream finds that he is running out of tricks.  He tries a shadow garrote, then curses because he’s doing as little damage as the magicians.  He dodges away, leaving an opening for Skellish to launch an Orb of Force.  The giant starts to look much more wounded.  Angaff shoots the thing with Force Missiles, inflicting enough damage to conclude that he’s picked a lousy fourth-level spell.  The giant lurches forward long enough to bash Angaff around a bit before it falls.


After the giant falls, the hag appears and thrusts her hand into its eye.  She pulls out a small, wiggling larva.  “The eyes are the windows to the soul!  This is a fine soul, more than enough to pay your passage!”  She summons a ferry to take the characters up the Styx and eventually to the fountain in the Salt Ward in Sigil.

The End of the Session


The characters gain:

	Character Level
	Bonus
	Experience Total

	9th
	20%
	5363

	10th
	0%
	3715

	10th
	20%
	4458
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