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THE LEGEND OF ALON D'AR

Game Story Treatment

By Christy Marx


JARIK stands at the edge of a practice area in his village of Hollow Grange.  He watches as LORD GRANDAR, along with the largest and most powerful of his clan’s warriors, show off their skills for a visiting party of KEMARRANS of the MOONCLAW (Amazon warrior-women) rank.  They have come all the way from THE KEMARR to discuss a treaty of alliance.  More specifically, they are Daggers of Virtue, the elite sect of Moonclaws who remain celibate, dedicated purely to their warrior ideals.


Amongst this party is a cold, proud woman (or so she seems), TYLONEE, and her very pretty younger sister, LEYALLA.  Leyalla instantly catches Jarik’s eye.


Eagerly, Jarik asks to join Lord Grandar’s men.  He has been practicing on his own and wants to show them what he can do.  But Grandar and his cronies send him off with a laugh.  He’s only a boy.  Come back when you grow up, they tell him.


Suffering from bruised pride, Jarik goes off alone.


Or so he thinks.  Leyalla has followed him.  She understands what it means to feel you’re not good enough.  Jarik draws close, infatuated with her, but he is rudely rebuffed when Tylonee arrives.  Tylonee reminds Leyalla of her vow.  If she wishes to join the Daggers of Virtue (as Tylonee has done), she must remain pure and untouched by a man.  Their business is done; it is time to leave.  The men of this village are arrogant and not worthy of an alliance.  Leyalla casts a lingering look back at Jarik as they leave.


Jarik remains there, daydreaming of Leyalla.  His daydream is abruptly shattered by the distant sound of weapons clashing.  Smoke rises from his village beyond the trees.  Jarik is about to rush back when he sees a DAGANI (Swamp race) running from the battle.  With a cry of rage, Jarik leaps upon him and dispatches him.  As the Dagani dies, he coughs up a strange stone.  As soon as the stone leaves his body, the Dagani transforms into his true shape -- a bat-eared monster (a Shadowspawn) such as Jarik has never before seen.


He picks up the stone which has an unknown Sigil etched into it.  It bursts into magical flame!  The stone is reduced instantly to ash and the Sigil is seared into the palm of Jarik’s right hand.  

Ignoring the pain, Jarik races to his village, which is nearly in ruins.  There he finds Grandar and his cronies aflame with rage, ready to launch a counter-attack on the Dagani.  Jarik shows them the Sigil burned into his palm and tries to explain what he saw, but they are of no mind to listen to an untried boy.  

Grandar even accuses Jarik of burning himself with this Sigil as a ploy to make something special of himself.  Jarik nearly challenges him on the spot, but NEFREET, Wise Woman of the village intercedes.  Being older and wiser, she can see there may be a more dangerous force at work.  She declares Jarik will go upon a Quest of Knowledge, to learn what this Sigil means and what may be the truth behind the attack.  


Grandar is outraged!  A seasoned warrior of noble blood is the answer, and the Dagani are the enemy. Grandar refuses to accept the word of Nefreet.  He is clearly afraid of the Wise Woman, who prophecies Grandar will die without honor, far from the lands he knows.  Snarling a curse, and with a few of his cronies at his side, Grandar storms from the village.


Nefreet turns to Jarik.  Until they know the truth, this incident must not lead to a foolish and bloody war.  She charges Jarik with the task of going to the Dagani and warning them of possible trouble.  If Jarik cannot find and stop Grandar, he will surely meet the fate she has prophesied for him.


Before he goes, draws upon the Wyrd for a vision.  She prophecies for Jarik, warning him that if he undertakes this quest, he will be irrevocably changed in body, spirit and mind.  He will never be the same man he is upon this day.  Will he still undertake the quest after hearing this prophecy, she asks him.  Jarik doesn’t hesitate.  Whatever his destiny, he will face it with courage.


Besides -- and he holds up his hand -- he has already been changed.


Before Jarik leaves his village, he requires certain necessities for the long journey.  There’s money to be had in the underground treasury room of the Keep, but with Lord Grandar gone Jarik has to figure out the secret way in. He can ask advice from Nefreet who, as Wise Woman of the village, feels she has the right to tell Jarik he may enter the treasury and take anything he likes, and also advises he go to the practice grounds for some training before leaving.


Having found the secret way into the treasury (which doesn’t amount to much, given this is such a poor village and Lord Grandar makes off with nearly everything) Jarik equips himself ready for the journey.  He also sees and takes a few strange, blue crystals that growing in this cave.  These will be needed later.


He stops off in the trading ground to gain skills he must call upon during his quest.


Jarik leaves his village with whatever he managed to acquire and heads for WHITEWATER GORGE, a major trading center where he hopes to seek answers and find his way to the land of the Dagani.


Along the way he encounters skurlings that appear to be more of a menace than usual, even occupying a cave once inhabited by a Sarojin hermit named SHADOWFIRE.

He encounters a terrified peasant, crying the dead are rising!  Jarik can decide that he should warn Lort Kort who is master of Pilgrims Hatch a village that lies almost on his path to Whitewater Gorge. If he does not, as Jarik gets closer to Whitewater Gorge, he is turned back by a rearguard of Grandar’s men left to prevent pursuit. 


When Jarik approaches Lord Kort for help, Lord Kort asks him to destroy a skirling mound that has appeared in the village of Pilgrims Hatch. In exchange, he will grant passage directly to Dagan via Rin Sa'Bal (a Sarojin translocation portal) located in Lord Kort’s lands. 


On his way to the Rin Sa', Jarik has his first encounter with SUNDEEP, a sapphire-colored mage of the SAROJIN (Lizard race), who is under attack by Tengus.  Jarik comes to his aid (he is also attacked by the Tengus).  SunDeep is friendly enough, but concerned only with own business.  He is supercilious and arrogant, convinced of his own importance.  He declines to join Jarik’s quest, for he has been sent on a quest of his own which is obviously of far greater magnitude than anything a poor village boy could be looking for.


SunDeep’s mentor, the powerful Sarojin mage, SILVERSCALE, has sent SunDeep in search of a scroll that may exist only in legend.  The scroll supposedly contains wisdom of the CHANDARATH, a race remembered as little more than an ancient myth.  Jarik has never heard of them.  Nor does SunDeep recognize the sigil Jarik shows him, though he barely glances at it in his disdainful way before moving on, leaving Jarik to continue alone.

Anyone may enter a Rin Sa’ which will transport him instantaneously to a restricted district within Sahn Su’Nesh, the hidden city of the Sarojin that is cloaked in illusion and can never be found by ordinary means.

Within this special trading district, the visitor may acquire objects, spells, training and other useful things.  But they may return only to the original Rin Sa’ from which they entered unless they have a special token to open another Rin Sa’, or are travelling with a Sarojin of sufficient status.

In this way, Jarik arrives at Rin Sa’Mir, the Sarojin portal in Dagan.  Upon exiting the Rin Sa’, Jarik runs into a Dagani Storyteller, RIFFIN.  Riffin is amused by Jarik’s awe at his new experience in Sahn Su’Nesh, especially after his experience with SunDeep.  Riffin also knows SunDeep and agrees he is vain, thinks the sun shines out of his tail.  Reminds him of another Sarojin who learned a tragic lesson.  Riffin tells Jarik about an ancient Sarojin hero, WHIPTAIL, who was flawed by a suspicious nature.  WhipTail died alone in battle, when he might have lived had he trusted others.  The Spire of Suspicion now marks his resting place in PALASH (land of the Sarojin).  Riffin tells Jarik to search him out if he should ever come to Whitewater Gorge, and Riffin will tell him more tales of interest.  Riffin then enters the Rin Sa’ and vanishes.


Jarik continues on and finds the Dagan village of Gomira burnt and destroyed.  There he is attacked by a massive Dagani warrior, TAHIR.  Jarik manages to fend off Tahir’s maniacal fury long enough for the ghost of MAHIR (Tahir’s twin) to appear between them, gesturing for Tahir to cease his attacks.  Startled by this apparition, they cease fighting.

 
Jarik insists he is not the enemy.  But Tahir saw his tribe decimated by ORIN warriors, men of Jarik’s race.  The description he gives of the leader matches that of Grandar.  Unhappily, Jarik admits he came to warn them that Grandar might attack, but the greater mystery is that of the false Dagani who caused this bloodshed to happen. 


Tahir bears a terrible burden.  His twin brother, MAHIR, identical to him in every respect, was killed in the attack. Twins are rare in the Dagan race, and their bond goes beyond death.  The loss of his twin is the same as losing half his soul.  As Jarik has just seen, Tahir is now haunted by his brother’s ghost, who cannot be put to rest until his death has been avenged.  And if Tahir fails, his soul will wither and die to join Mahir’s.  This is the blood-curse of the Dagani.


Jarik feels honor-bound to help Tahir track down Grandar and bring him to justice...if indeed Grandar was the attacker.  Tahir is no more inclined than Grandar was to believe the story of false attackers (the sigil means nothing to him), and this tension remains between Tahir and Jarik as they set out.


They are about to leave Gomira when the ghost of Mahir appears and makes dramatic gestures which Tahir instinctively understands.  It is customary for a Dagan embarking upon a perilous journey to consult the powerful Dagan Oracle of Prophecy, found at the Pedestal of Fate.  The direction Mahir indicated is where the Pedestal lies.  Tahir says it is vital they go there and consult the Oracle.


The way there is difficult. They must travel deeper into the swamps by raft, battling Gretchlings and avoiding other obstacles to reach the Temple of the Oracle.


Furthermore, they must arrive with a “tree-heart” taken from one of the predatory Amoreth, a roving carnivorous tree.  No easy feat.  


In their search, they can come across one or more stone circles scattered throughout the swamps, but nothing distinguishes one circle from another.


Once the “tree-heart” is given to the Pedestal of Fate, the Dagan Oracle makes its appearance, a magical head that hangs in the air before them.  The Oracle knows that Jarik seeks the origin of the Changelings and the cause of the evil that is overtaking every part of the land.


The Oracle tells Jarik that to find the answer to this, he must seek out the tombs of four mythic heroes.  One hero was DROMMAR 9-FINGERS of the race of ORIN (human) such as Jarik; one was ZONRA, a Kemarran; one a Dagan, CHARAK; and one a Sarojin called WHIPTAIL.   Each of these Heroes held within their grasp the power of the Eternal Blade.  Yet each was cursed with a fatal flaw and the Eternal Blade was lost, for only a true Hero can prevail in attaining this end.  Only the Eternal Blade can undo the growing evil.  The answer will not be complete until he opens all four tombs to find what lies within each one.


But how do I find these tombs, Jarik asks.  The Oracle foresees the future and directs him to particular location where one of the roving trees will be found.  This particular tree ate an unlucky Sarojin mage years ago and its “tree-heart” contains an object of power the mage had carried, a jade scarab that will set Jarik upon the path of discovery...and change.  The Oracle will say no more.


Tahir is indignant the Oracle has not spoken to him.  The Oracle is supposed to speak only to Dagani!  Tahir wants the Oracle to tell him where his brother’s killer is.  Your fate is entwined with the Eternal Blade; remember the Chant of Charak, the Oracle answers Tahir before vanishing.


Tahir vaguely recalls when he and his brother were supposed to learn the epic tales about Charak.  Tahir sheepishly admits he paid little attention.  It was Mahir who loved to learn such things.  If they could call forth Mahir’s ghost in more substantial form, perhaps they could hear the Chant from him. 


Jarik may notice a distinctive green crystal very near the Oracle, which looks exactly like the blue crystal he should have found earlier, save for the color.  But the green crystal is in the nest of a fierce dragonet and as soon as Jarik or anyone gets close, the dragonet simply vanishes and takes the crystal along with it.


As they leave the Oracle, they encounter an unfortunate Sarojin traveler in need of help. Tahir is impatient to continue, but Jarik takes pity upon the traveler. The Sarojin knows she set out upon an urgent mission, a life and death matter, but someone has cast a Spell of Forgetfulness upon her.  She doesn’t know who she is or who has done this to her.  She begs for help.  She is afraid to go the short distance to the Sarojin trading center of La’Shon in case her enemy is there.  She will remain where she is, hoping against hope to be cured.


Jarik and Tahir head for Palash in search of both the Amoreth as the Oracle predicted, and to find a cure for the hapless Sarojin.  They find and slay the Amoreth.  Having obtained the jade scarab, Jarik reasons that since it’s a Sarojin artifact, perhaps it means they should seek out the tomb of WhipTail first.  Tahir agrees; whatever Jarik decides is fine with him, as long as he doesn’t forget his vow to find Grandar as well.


On arrival in La’Shon, Jarik discovers that there is a magical bronze bell that will invoke a cure, but BRAMBLEFOOT, the Sarojin trader who owns it, won’t take money.  He wants a sacred relic, the magnificent Diadem of the Dreaming Beast, from the mummy of WhipTail, who lies under the Spire of Suspicion.  The Spire, in turn, lies in an area of the forest that is no longer safe.  The DARKFELL (evil versions of the Sarojin) have invaded from the forest depths and attack anyone who comes near the tomb.


Setting out in that direction, Jarik and Tahir encounter many enemies, especially the Darkfell.  Eventually, the tall, ornate Spire comes into view.  Smaller, similar markers indicate the path.  Darkfell guard the way, trying to keep them from reaching it.


Fighting past the Darkfell, Jarik and Tahir reach the Spire of Suspicion where WhipTail’s tomb lies.  Next to the tomb is BrightEye, a Sarojin Soothsayer.  As soon as the pair approach, the Soothsayer greets them with surprise.  BrightEye came to the tomb on a pilgrimage and has been trapped there by the Darkfell.  He is profoundly grateful to hear they’ve cleared the way, so he can go home.


As a way of thanking them, he gives them information.  You wish to speak with the dead, BrightEye knows, for his special talents allow him to sense the presence of Mahir’s ghost.  Go to the Matron of the Kemarr, who lives upon the far fringes of the Kemarran Highlands, guarded by her Windsinger shamans.  Earn from her a Tattoo of Spirit Wind by performing whatever task she sets.  She will then tell him how to use the power of the Tattoo to speak with the dead.


However, the Matron and her Windsingers are notoriously hard to find, for they keep themselves hidden with protective spells.  The only way to overcome this is to find a Kemarran Sphere of Calling that can be used to summon a Windsinger. He heard of a young mage, a student of SunDeep’s, who said she came across one.  Unfortunately, he hasn’t seen her around recently.  And now, the Soothsayer will make himself scarce as well.  He hurries off.


Jarik investigates the tomb.  WhipTail’s mummified body lies within, apparently open to the elements, as there is no lid on the tomb.  When Jarik comes close to the crypt, a set of four sigils suddenly appear at the head of tomb.  None are the same as the one on Jarik’s hand, yet they seem to be of the same language.  A warning?  A curse?  They glow for a moment, then fade away.


Jarik spots the Diadem upon the mummified head of the legendary hero. They quickly discover (when Tahir impulsively tries to reach inside) that it is protected by powerful spell.  Jarik can only breach this spell by using the jade scarab he took from the Amoreth.  


This temporarily dispels the protection over the mummy, long enough for Jarik to get the Diadem.  He raises the Diadem to look at it and a magical beam emanates from the Diadem to strike Jarik full in the eyes.  He staggers back and suddenly morphs into a new shape, that of a Juggernaut -- a muscular, immensely strong, naturally armored humanoid with equally powerful immunity to magical attacks.


Tahir leaps back, astonished, not sure whether he will be attacked by this bizarre new being or not.  Jarik quickly calls out not to be afraid, only his form has changed, he is still Jarik.


In the next instant, a strange translucent being (DRINDITHAR) appears and attacks.  With Tahir’s help and the power of Jarik’s new shape, they drive away this being.


Jarik reverts to his human shape. Though Jarik cannot understand how, it seems as though the spell in the Diadem has lain there for centuries awaiting his touch.  The spell did not give him the ability to take the new shape...it merely awakened it, as though he suddenly remembered a dream from ages past.


Jarik also needs to get a yellow crystal from the Spire.  The crystal is attached to the spire in such a way that Jarik needs to use his Juggernaut form to pull it free.


BrightEye, who was watching from a safe distance, comes forward saying he has never seen anything like this before. The bringing down of the barrier also allows access to a one way jump-node which BrightEye uses to return the party to La’Shon by way of a thank you.  


BrambleFoot eagerly takes the Diadem, then is angry with Jarik.  There’s no magic left in the Diadem!  His studies convinced him it had some great power locked within it.  Somehow Jarik has ruined it.  BrambleFoot tries to weasel out of the trade, but the twin threat of Jarik and Tahir is enough to make him turn over the bronze bell that will undo the Spell of Forgetfulness.  They head out of La’Shon and back into Dagan to find the Sarojin.


More enemies lie in wait.  Jarik and Tahir fight their way through them to take the bronze bell to the poor Sarojin waiting for them.  


One clear ring of the bell undoes the memory loss.  Now the Sarojin remembers: she is JADETHROAT, a friend (indeed, more than a friend) of SunDeep’s and must find him!  SunDeep has no idea that his revered mentor is not what he seems.  SilverScale has turned to evil.  She must warn SunDeep, who truly has a good heart in spite of the pride that has gone to his head.  It is SilverScale who has pushed SunDeep into such arrogance.  Jarik informs JadeThroat where he last saw SunDeep and warns her to return to La’Shon.  Traveling is more dangerous than ever.  They have just cleared the way, so it should be safe for now.  Jarik promises to keep an eye out for SunDeep so he can pass along the warning.


In gratitude, JadeThroat asks what she can do for Jarik.  Jarik hardly knows what to ask first.  A Soothsayer told him he needs a Kemarran Sphere of Calling and a young mage knows where to find it.


JadeThroat says she is the very one.  She gives him an Amulet of Revelation and tells him to search the wilder areas of Whitewater Gorge until he finds some ancient Sarojin markers.  When a stele inscribed with a glowing orb appears (the amulet will cause the stele to show itself) they have found the spot.  She hid the sphere in a cave nearby, but a Boggroat (a dangerous monster-guardian) lives in the cave.  If they can overcome this guardian, they can fetch the sphere.


In addition JadeThroat will speak to the Sarojin masters who control the Safe Havens. She is only a young mage, so she has little influence, but she can at least open the way for them from Rin Sa’Mir in Palash to Rin Sa’Dur (Whitewater Gorge portal).


Following JadeThroat’s instructions, Jarik and Tahir arrive in Whitewater Gorge where they can ask around for information both about Grandar and the possible location of the cave. 

Additional information can be gleaned by giving money to Riffin (the Dagani storyteller met earlier), or reading books in HIGHCREST’s library (a Sarojin scholar).  
Riffin can provide Jarik with a chance to learn more about the blue or yellow crystal he may have found by now.  Riffin knows a piece of Kemarran legend which says there are four of these crystals, imbued with a great power when brought together, but only a Dagger of Virtue would live to use them.  He heard a Windsinger recite an allegorical poem once and thinks it may contain secret references to the crystals: the cobalt sleeps in the earth and dreams of the west, the golden sleeps with the dead and dreams of the south, the emerald sleeps with the dragonet and dreams of the east, the crimson sleeps in ice and dreams of the north.

Or, alternately, Riffin can give them the legend of the ancient Orin Hero, Drommar 9-Fingers, so named after losing a finger in battle with a Hakar.  Ever after, he wore one of the creature’s teeth in a necklace, claiming it gave him magical protection. The Orin hero was unbeatable, but he was reckless and over-quick to pass judgment.  This created numerous blood-feuds which led to his death.  Because of this, his tomb was set about with traps by his numerous enemies, then covered over with earth to make a hill.  No one knows where it lies now.  When he died, this Hero had but one friend left.  This friend planted an acorn upon the crown of the hill and said, “When this has grown to a mighty tree, the Hero will be born again”.  That was 600 years ago.


En route through an outlying section of Whitewater Gorge, they come across a distraught courier who was delivering a valuable Kemarran brooch which was carried off by ratsprats. These annoying magical, creatures steal all sorts of things and carry them off to their caves. If Jarik chooses to take the time, he can search out some ratsprat nests and return with the brooch, but must  protect himself with a sound-blocking amulet. 

Following JadeThroat’s instructions, Jarik and Tahir explore caves and rooms throughout Whitewater Gorge until they find the stele she described.  They defeat the Boggroat and get the Sphere.

From here, Jarik and Tahir must travel through the Orin Territories to reach the Kemarr.  If Jarik decides to revisit his village, they will find Hollow Gorge being rebuilt, but will learn nothing there.  Grandar hasn’t returned.  ARLEEN, a village woman, informs them Nefreet is ill with a fever and cannot speak to them, though in her fever she has babbled Jarik’s name.  Jarik is treated scornfully for returning without achieving his quest.


Upon entering the Kemarr, Jarik can use the Sphere of Calling to summon a Windsinger.  She casts a Spell of Guidance that reveals a previously hidden bridge that will allows the party to cross a ravine and enter the Kemarran Highlands proper. 

They find the Matron’s camp and approach her for aid in summoning Mahir’s ghost. The Matron herself is a strong example of a Kemarran Dagger of Virtue of older age. She will grant the Tattoo of Spirit Wind, if they will find and kill the hakar monster that has been devouring their herds.  She tells them where it was last seen.  She wants them to bring back proof the hakar is dead, one of its teeth.


Having defeated the monster, they return to the Matrons camp only to find it nearly deserted. The Kemarrans have a more pressing matter to attend to, one so serious it required the presence of the Matron.  Tylonee has been found guilty of the murder of another Dagger, considered a sister in all but blood.  It is even more shocking that this woman was one of Tylonee’s dearest friends.  There can be no greater crime. 


Jarik and Tahir hurry to the Dragon's Maw where the trial is taking place. They encounter Changelings along the way and must convince the Moonclaw guards at the Maw gate to give them entrance.


Tylonee will say nothing in her defense, though Yil makes a lot of noise (which only Tylonee can understand).  Jarik comforts Leyalla, who is deeply grieved.  Normally, the punishment for this crime is death, but Yil refuses to abandon her bond with Tylonee.  The Matron will not cause the death of a Familiar.  The creatures are too precious and sacred to them.  It’s a problem the Kemarr have never faced before.  The Matron decrees the only course left to them, until such time as Yil abandons her bond with the murderess, is to make Tylonee an Outcast, a criminal who must never set foot in the Kemarran Highlands again.  They have tattooed a Mark of Shame on her face, so that any Kemarran who encounters her will instantly know she is Outcast and drive her away.  She must leave the lands of the Kemarr...now.


Leyalla whispers for Jarik to go; she will rejoin them as soon as she can.  


After the trial, Jarik presents his proof to the Matron that they have slain the hakar.  True to her word, the Matron grants Jarik his request.  Because the spirit to be summoned is Tahir’s twin, she gives the Tattoo to him.  To use it, they must return as closely as possible to the place where Mahir died and call upon the dead to return. The Tattoo will only work once, she warns, so use it carefully.


Tahir is eager to speak with his brother again and will badger Jarik to do nothing else but return to Dagan, to the place where Jarik and Tahir first met, for that was where Mahir died. 


As they leave the Kemarran Highlands they come across Tylonee.  Jarik takes pity on her and asks her to join his quest. Tylonee rejects the offer at first; she is not worthy of companions, and if she joins them they can never return to the Kemarr.  Jarik feels he cannot simply leave her to her fate in such treacherous times.  Come with me, he argues, and redeem yourself by heroic deeds.  Moved by his offer and the trust it implies, the outcast Dagger vows to be loyal to Jarik and true to his cause.  Tahir privately warns Jarik to watch his back around this Dagger of Virtue, or she may slip a not-so-virtuous dagger in it.  We must have trust or all is lost, Jarik replies.


Tahir thinks they should find the tomb of the Orin hero next, as it is closest.  Jarik is reluctant.  He was sent to find the meaning of the Sigil and who is creating the Changelings, and to stop Grandar.  He has accomplished none of these tasks.  His pride demands he not return to his land until he has succeeded.


But Tylonee counsels him not to let pride interfere with the quest.  Some evil is working its way into the land through the Wyrd, casting blight on the land, raising the dead, bringing war and death.  What is one person’s pride compared to the survival of all living things?  Jarik agrees. 

Jarik decides to seek knowledge from Nefreet and they return to Hollow Grange.  The wise woman has recovered and is very glad to see Jarik again, since Grandar has never returned.  Jarik admits he is still seeking Grandar.  She has had visions of Jarik combating an Ethereal inside a Sarojin spire.  Jarik says it is so, but what is it?


Nefreet knows little. They can only appear in particular places of power to which they have some connection.  She reveals she has seen one at the Hill of the Oak, speaking with a wandering Sarojin mage. 

 Nefreet sends them on a quest to find Drommar’s Necklace which she believes ShadowFire the Sarojin hermit from the cave in Orin has in his possession. The necklace is the key to opening Drommar's Tomb located under the giant oak.  Jarik must use Drommar’s necklace to open the invisible door in the roots of the massive oak tree, which leads into the hill and the stone chambers of the tomb.


Inside the tomb, Wyrd-stones spring to life to light the way.  The remains of Drommar are seated upon a stone chair.  They find the same set of four unknown Sigils carved into the back of this stone chair above Drommar’s head.  And lying across Drommar’s lap, held in his skeletal grasp, is a majestic sword.  Surely this is the Eternal Blade, Jarik says.  He has found it!  Jarik tries to take the sword from the skeleton’s grasp, but it does not relinquish the blade until Jarik leaves the necklace in exchange.


Jarik feels a peculiar sense of familiarity when he hefts it, as though he has held this sword before.


They are shocked when a smiling Leyalla suddenly enters the chamber of the tomb.  Jarik welcomes her with open arms, surprised that she found him so soon as she promised she would.  Leyalla doesn’t speak. Suddenly, the sword sends out a beam from the eye on its hilt that strips away the transmutation spell and reveals the true form of a Changeling barely in time for Jarik to sidestep a knife thrust at his heart.  


In a moment of combat, they kill the Changeling.


Afterwards, Tylonee wonders how Jarik knew to activate this spell in the Blade’s Eye.  He didn’t.  It just came to him instinctively.  But now that he knows, it will give them a much-needed edge in their quest.


When the party exits the tomb, more Changelings lurking around the hill attack and must be killed.


They prepare to make haste to Gomira but must first help Lord Kort defeat a zombie lord.  In gratitude, he once again opens the Rin Sa' from Orin to Dagan.

The burial totem marks the place where Mahir died and in this spot Tahir calls forth Mahir’s spirit. Tahir’s brother appears momentarily as he looked in life, solid and real.  Mahir recites the part of the ancient chant dealing with Charak’s tomb: he sleeps now in a ring of stone, watched over by the sign of the Eternal Blade.  Charak will sleep undisturbed until the Eternal Blade has been awakened, when sword of stone meets sword of steel.

Jarik wonders how this can help them find Charak’s tomb.  Mahir gives Jarik a ring.  Mahir says it will reveal the sign as told in the chant, which has been hidden by a spell of illusion. 


Mahir’s spirit starts to fade.  Wait, Tahir cries, have you no words for me, brother?   Mahir counsels Tahir not to let his rage blind him to truth and put his trust in Jarik.  This has a profound affect on Tahir’s attitude.


They prepare to explore the stone circles using the ring when Leyalla appears saying she has important news and had to seek them out.  Needless to say, the party is cautious of her at first, but quickly realize she is the real person.  Jarik is very relieved to see she is all right, but disturbed  that Yil hisses and spits at Leyalla.  This makes Tylonee scold Yil, who snorts and vanishes (temporarily).  Now Tylonee is able to embrace her sister.  Seemingly embarrassed by this display, Leyalla pulls back and laughs it off.  She tells Jarik she heard news she had to bring to him.  The one called Grandar was seen dealing with Brin the weapons-maker in Whitewater Gorge.  If they hurry, Brin can tell them where Grandar can be found.  But they need to go there at once or Grandar may move on.


Jarik worries about Leyalla traveling alone during such dangerous times.  He asks her to make a choice -- to give up her desire to join the Daggers of Virtue and come with him.  Leyalla will only say that her heart is already his, but it is a difficult choice.  She must have time to consider.  When next they meet, she will have an answer for him.  She gives him a farewell kiss and leaves.


Jarik would go after her, but Tylonee stops him.  She warns him to stay clear of Leyalla.  Jarik thinks Tylonee is being overprotective, that she finds him unworthy.  No, she says, I do not say this for Leyalla’s benefit; I say it for yours.  These cryptic words are all Tylonee will offer.


Tahir is desperate to pursue this latest lead on Grandar and Jarik agrees.  The stones have been there for hundreds of years.  They can wait a little while longer.


In Whitewater Gorge, there are less people around.  No one will be able to tell him the meaning of the Sigil on his hand, or anything about Changelings.

They consult Brin the weapons-maker who says that the arrogant Sarojin mage, SunDeep, was meeting Grandar in the Twisting Deeps.  SunDeep, Jarik growls, so that lizard is involved in all this.  He should have known. Tahir only cares about vengeance on Grandar; Jarik still has doubts about Grandar’s guilt.  Perhaps this SunDeep has been using him as a pawn.  But they will settle these as soon as they find both of them.  


By now the party should have recovered a Scarab Ring.  HighCrest will identify the Scarab Ring as the Palash key.  He gives them a token to let them travel from Rin Sa'Dur to Rin Sa'Mir so that they may enter the door to the Twisting Deeps that is located in Palash, near WhipTail's tomb.


Unfortunately, upon reaching the Palash door, the party finds that the DarkFell have been growing in power and have set up magical barriers to isolate Palash and part of Dagan.  They must battle the DarkFell in Dagan in order to gain the magical items need to destroy these barriers and reach the Deeps.


The last of these battles takes place directly outside one of the stone circles.  Jarik insists on investigating it since they are already there.  Mahir's ring reveals that this stone circle contains the carving of the sword spoken of in the chant.  This circle must therefore contain Charak's Tomb!  



Instantly, an Ethereal appears. The Eternal Blade must never return, it cries!  With these words, the Ethereal topples the stones like gigantic dominoes, then vanishes.  The party barely manages to dash out of the way.  One stone pins down Tahir’s leg.  Changing into his Juggernaut form, Jarik just barely manages to lift the stone enough to free his friend, but can’t budge it an inch more. 


Unable to do anything further at Charak's Tomb, they use the Scarab Ring to enter the Twisting Deeps and search for Grandar and SunDeep.  An ambush awaits.  They are hard-pressed to survive these attacks, for they are led by none other than SILVERSCALE, the powerful Sarojin mage.  

Faced with SilverScale's arrogance, Jarik says they will teach SilverScale and his claw-licker, SunDeep, a lesson in humility.  SilverScale scorns his idiot student’s name; the fool will never see the light of day again now that he has outlived his usefulness as bait.  He will die in a lightless cell.  SilverScale gives them one chance to bow down to him and he may let them live.  They answer that ultimatum with scorn.  SilverScale attacks.


They fight off SilverScale’s creatures and SilverScale retreats. With a new section of the tunnels clear, they find a cell in which SunDeep languishes, his once vibrant Sarojin skin reduced to an unhealthy gray pallor.  He is no longer the self-centered mage he once was.  He has been betrayed by his own revered mentor, who now serves some dark force.  The quest for the scroll of the Chandarath was but a ruse meant to lead to his death.  He has more to tell them, but he is too weak. 


Jarik wonders if the message that SunDeep was urgently seeking him was another ruse.  Not so. He has one of the answers Jarik seeks.  He realized much later what the Sigil is upon Jarik's hand.


SunDeep calls upon a small amount of the Wyrd to demonstrate.  First, he etches the Chandarath Sigil of Transformation upon a rock.  He passes a spell over Jarik’s branded hand and has him press it to the stone next to the etched Sigil.  When Jarik removes his hand, a second identical Sigil is now etched into the stone.  The Sigil was burned in mirror image into Jarik’s hand, but now they can clearly see it is the same.  SunDeep admits that if he had not been such a fool and looked more carefully, he would have seen the truth sooner.  SunDeep quickly erases both symbols.


SunDeep saw his former mentor using stones inscribed with this sigil to create the Changelings.  He knows SilverScale has a scroll that is a compendium of everything he has learned about the Chandarath.  It must contain information about this spell.  He is sure SilverScale has the scroll hidden in the tunnels.  They must find it!


First, they must get SunDeep into sunlight where his life force and power can be regenerated by the sun.  Had he lain any longer in the darkness, he would have perished.  Close by there is a sunroom that SilverScale has used to maintain his own powers and there they pause to let SunDeep recover.  


Unfortunately, SilverScale has stolen years of life from him.  Not even the sun can fully restore him and he is left gray-skinned as a sign of what he suffered.  However, he is still a strong warrior/mage and pledges to serve Jarik in his quest so that he may atone for his former behavior.  He knows nothing about Grandar.  That was SilverScale’s lie to lure them into a trap.

     
SilverScale has left monsters behind, but finally Jarik and his friends find the scroll.  Jarik turns the scroll over to SunDeep, for it’s written in the ancient Chandarath language that only Sarojin mages can read.  SunDeep will study it as they travel. 


Jarik mentions the stones at Charak’s Tomb and asks if SunDeep can help but there is nothing SunDeep can do.  Righting such stones is far beyond any of their ability.  They will have to find another means.  The only people who may help are the M'Ton, the elementals of rock.  SunDeep will lead the party to the Gateways area of the Twisting Deeps where they must try to gain entry to Oo'Pang Tulmus (land of the M'Ton) and talk to the M'Ton Stonemover.


SunDeep relates pieces of information from the scroll: it contains no spells, only pieces of history that he already knows.  The Chandarath were geomancers -- they controlled the Wyrd on a scale that is beyond imagining.  They shaped the land and all living beings at their whim.


Two factions fought for control of this ultimate power.  A mighty Chandarath Hero, named ALON D'AR, fought with ZAHARANAR, the greatest of the geomancers.  The forces they unleashed led to some monstrous catastrophe...but no record has been left of the exact nature of it and even SilverScale has not solved this mystery.  What is known for certain is that the Chandarath are extinct.  None of them survived the catastrophe.


SunDeep is left to wonder how SilverScale learned to use the Chandarath power, since the spell was not in this scroll.  There is nothing here that SunDeep did not already know from his own studies.


They reach the gateways, each exit of which is guarded by a member of the Elzar: a M’Ton (rock), a P’Gok (lava) and a K’Tik (ice).  The Elzar keep their distance from one another, for their clans are usually at war. 


Suddenly they spot Grandar running into the entrance to the Frost Peaks. Tahir insists on a hot pursuit and they finally track him down only to find it was another Changeling.  Tahir is furious.  The presence of his poor brother's ghost is a torment to Tahir, and drives him to continue searching for the real killer.  He must find the real Grandar.


Their pursuit, however, brings them to the Temple of the Ice Hakar where they take possession of the red Crystal.


Returning to the entrance to Oo'Pang Tulmus, Jarik barters for passage. The M’Ton is more than happy to allow SunDeep to pass.  The Sarojin are welcome to visit Oo’Pang Tulmus.  But not the others.


SunDeep speaks on Jarik’s behalf.  The M’Ton relents...a little.  Giving passage to an Orin requires something precious.  If the Orin can bring him the Crystals of Memory, he will let them pass.  


Jarik can try offering the colored crystals he has, but these are not what the M’Ton wants.  Those, the M’Ton says, are Crystals of Shattering and not of M’Ton creation.  He wants Crystals of Memory, by which the M’Ton record deeds of the past .  SunDeep has heard something of these M’Ton Crystals.  He suggests consulting HighCrest in Whitewater Gorge.


HighCrest has the answer, but will only give it when SunDeep gives him SilverScale’s scroll.  The Crystals of Memory are also known as the Tears of Zonra.  Tylonee understands.  ZONRA was a Kemarran hero of high renown, but it was said she lacked compassion.  She was a strong, but hard woman.  Then one day Zonra obtained a necklace of crystals.  When she touched it, a profound change came over her.  Zonra wept for days, then laid down in her own tomb and died.  The necklace became known as the Tears of Zonra and was buried with her.  


HighCrest adds more this: when Zonra laid herself down to die, she charged a powerful Windsinger to create a defense so that no one could loot her tomb.  The Windsinger carried out this wish--none but Zonra’s equal, a Kemarran with a Familiar, would live to open this tomb, and she must first reunite north, east, south and west.  This all happened 900 years ago.


They have all but the green crystal which Jarik remembers was near the oracle. Now Jarik must somehow get the green crystal from the dragonet.  


This time the dragonet is nowhere to be seen.  Unbidden, the Oracle speaks, distressed that its dragonet has been seized by a Boggroat and carried off to its lair in a cave.


The party must hurry to the rescue of the dragonet. The Boggroat provides them with a terrible battle.  When they finally overcome the monster, Jarik frees the dragonet.  Yil and the dragonet exchange sounds, after which the dragonet pops into the Wyrd and returns with the green crystal, which it gives to Jarik.


As they leave Dagan, Jarik releases Tylonee from her vow.  She cannot set foot in the Kemarran Highlands again.  Tylonee refuses to abandon him, no matter what the consequences.  He has been a true friend, and trusted her when no one else would.  Now she will fight her own for him, if she must.


Here SunDeep grows curious.  He had not wanted to ask about the Mark of Shame, but now it would be best if he knew the story.  Tylonee won’t speak of it.  Yil, however, has no such restraint.  She sings out in her strange tongue to the Sarojin.  To Tylonee’s dismay, SunDeep can understand the language of the Familiar.  Gently, he asks Tylonee why she keeps such a painful secret.  If these are friends, let them know the truth.  Tylonee begs him not to say another word.  In spite of Jarik’s entreaties, SunDeep respects Tylonee’s wishes.  Seeing how this disturbs Jarik, SunDeep says he will tell him this much--in all the decades SunDeep has observed and studied the dragonets, he has never once heard of a Familiar who would bond or remain bonded with someone who had turned to evil.


Furthermore, SunDeep knows one way to reach Zonra’s tomb without passing through the Kemarran Highlands -- by using the Twisting Deeps.  



Zonra’s tomb is a simple stone crypt above ground inside a maze, but it is solidly encrusted with sharp, impenetrable crystals that have grown outward from the crypt.  At the four corners of the crypt, the crystals form the shape of a dragonet with front claws held out as though to hold something (the 4 crystals).


They must find a way to get past the crystals and open the tomb.  Jarik must place all four of the colored crystals at the four corners of the tomb.  He is about to place them when Tylonee steps in and insists on doing this.  She makes them all step back.  Jarik protests, but Tylonee reminds him of the Windsinger’s curse.  The Eternal Blade may not be enough to protect him.  While the others stand back, Tylonee places the four crystals.  As each crystal is set in place, a resonance begins, building in intensity until the final crystal is put in place and the crystals on the tomb shatter explosively.  Only a shield created by Yil protects Tylonee from the deadly shards.


The bare stone of the crypt lies exposed.  Jarik points out the same four sigils he has seen at the other three tombs.  SunDeep knows them -- they spell out the name of the Chandarath hero, Alon D'ar...which in their tongue means “Eternal Blade”.


Jarik is confused.  Isn’t the sword he found the Eternal Blade?  Why would the sigils be here if the sword was elsewhere?  Puzzling over this, he is about to remove the lid of the tomb when another Ethereal appears, the one who stands guard over this place of power.


SunDeep is able to engage the Ethereal in a brief exchange, wherein the Ethereal warns Jarik not to tamper with the Balance of Power.  Jarik is angered.  He seeks to restore the balance, not tamper with it.   


Showing strong emotion for the first time, Tylonee angrily demands by what right does this spirit pass judgment on one as worthy as Jarik?  Instead, of answering, the Ethereal attacks. 


Once they defeat these attacks, Jarik opens the tomb and lifts the necklace of crystals from the dust of Zonra.  As soon as he touches the Crystals of Memory, Jarik weeps.  His companions are alarmed.  They listen with growing wonder or elation (in SunDeep’s case) as Jarik tells them what he has learned.  


Zonra died because the Crystals restored her memory of past lives as a hero doomed to be reborn until achieving redemption, and she knew she would never achieve it.  Now Jarik knows that he, too, has been reborn, that he has lived before as each of the heroes.  He is Alon D'ar reborn.  He is the Eternal Blade.


And now he remembers what he will find in the crypt of Charak, perhaps the key to his redemption at long last, and the rest of the answers they seek.


Returning to the gateway of the M’Ton, the companions trade the Crystals of Memory for entrance to Oo’Pang Tulmus, the tundra at the top of the world.  


The M’Ton Guardian gives Jarik right of passage that will work one time only.  When Jarik and party step onto the stone platform, it rises up the shaft, carrying them into Oo’Pang Tulmus.  It remains at the top, blocking the shaft, but cannot be used again. They have to find the Stonemover of the M’Ton at the Temple of Stonemasters.  There are signs along the way that something is amiss with the workings of the Wyrd and this has the M’Ton very upset.  They see a couple of M’Ton struggling with a whirlwind of unstable Wyrd inside a stone ring.  Now or later, Jarik can help them by using his Juggernaut form to withstand the whirlwind and plug the hole from which it’s emanating.


The party reaches the Temple.  It has such massive stone doors, the only way to enter is for Jarik to use the strength of his Juggernaut form.


Inside, the M’Ton Stonemover recognizes this form.  He wonders how it is that a form long extinct should return, one that was created by the Chandarath to entertain them as gladiators.  Jarik says it is because he is Alon D'ar, as the Crystals of Memory showed him.  Now the Stonemover understands, for the Juggernaut was one of the Alon D'ar’s favorite battle forms.  What can the reborn soul of a Chandarath want of the M’Ton?


Jarik asks for the means to raise the stones at Charak’s Tomb.  The Stonemover asks a boon of Alon D'ar first -- to stop up a whirlwind of Wyrd that threatens to grow out of control and destroy Oo’Pang Tulmus (if Jarik has stopped the whirlwind before arriving, the Stonemaster will already know it and agree to help).  

Once Jarik does perform this service, the Stonemover gives Jarik a hammer made of stone.  This will right the stones at Charak’s tomb.  The Stonemover likewise informs them he will open Rin Sa’Zar so that they may return to Dagan.  This Rin Sa', unlike all the others, is controlled by the M’Ton -- even SunDeep is amazed to find out it really exists.


The party returns to Dagan.  This time Drindithar, another Ethereal, and swamp monsters await them at the tomb of Charak.  They are driven away.



The hammer of the Stonemover makes the toppled stones right themselves and move away to reveal the crypt, which transmutes from an ordinary-looking boulder and vines to a stone sarcophagus.  The four sigils of Alon D'ar’s name burn in magical fire upon the tomb for a moment before fading away.


Drawing upon his newfound memory as Charak, Jarik retrieves the object they need -- the fingerbone of Alon D'ar.  When he was Charak, he was able to wield powerful magic using this relic.


But not even Jarik is prepared for what happens when he clutches the bone in his branded hand. The Sigil of Transformation flares up and Jarik morphs into his final shape, that of the ancient Chandarath race, strong and beautiful.  However, no one -- not Jarik, nor SunDeep nor the others -- has any idea this is a Chandarath form.  They assume it is another life form created to serve the Chandarath.  Jarik knows this never happened to him as Charak.

At that moment, Jarik/Alon D’ar hears a voice in his head and sees a glimpse that only he can see of a being who calls himself Alon D’ar’s ancient enemy.  The two exchange taunts and the enemy challenges Alon D’ar to face him in Karunesh.

Jarik reverses the morph and reverts to his human shape.  He relates this private exchange to his friends.  SunDeep recognizes Karunesh as the name of what was the most sacred city of the Chandarath.  And somehow Jarik/Alon D’ar knows how to find it--from within the tunnels of the P’Gok.  

They return to the underground gateways.  Jarik challenges the P’Gok (Lava elemental) gatekeeper who stands aside so they may enter.  Tylonee comments ruefully to Jarik that this is entirely too easy.  Tahir agrees, a more obvious trap has never been sprung.  Jarik has no choice, but they do, they may stay behind.  SunDeep answers for them all -- they will never abandon him.


They enter and are quickly ambushed.  They must fight their way through tunnels, past rivers and falls of lava.  SilverScale leads the P’Gok and other creatures against them.  


SunDeep calls for SilverScale to return to the path of light.  It is not too late.  SilverScale calls SunDeep a weak fool.  There is power to be had, the power of the Chandarath that still lives in ancient Karunesh.  Drindithar has promised it.  This time SilverScale does not retreat and must be killed.


In these hellish depths, they find Grandar at long last.  He is wounded unto death, held prisoner by SilverScale this long and painful time.  Jarik holds Grandar as the warrior breathes his last.  Alas, Nefreet’s prophecy has come true: he will die without honor and far from the lands he knows.  Grandar admits he was wrong, that Jarik is truly the best warrior. He asks forgiveness for his arrogance, which Jarik freely gives as Grandar dies in his arms.  


Even Tahir is moved by the man’s passing, for the continued presence of his twin’s ghost proves the neither SilverScale nor Grandar was ultimately responsible for Mahir’s death.  It is this Drindithar, SunDeep says, whom SilverScale called master and turned him to evil.  Drindithar must be found and destroyed before the blood-curse can be lifted.


A river of lava blocks their route and they must find a way to cross it before coming at last to the gate of Karunesh.


This is an unmovable gate of solid Wyrd set into the rock far beneath the earth.  Only one thing will loosen the Wyrd that keeps this gate in place, and that is the power Jarik wields in his Chandarath form.  If he tries the gate in that form, he can force the Wyrd to open and let them through.  


As soon as the party enters Karunesh, Jarik returns to his human form.  They see a particular display of concentrated Wyrd (magical effect) appear at regular intervals. Jarik can feel that this effect is somehow damping his ability, making it impossible for him to morph.  None of their power has an effect upon it.  Unless Jarik can find a place free of these damping spells (and he won’t), he will be unable to use either of his morph shapes.


Within the mystic ruins of Karunesh, all the Ethereals, including Drindithar, are arrayed to confront them, ready to stop Jarik from drawing another breath. The Ethereals reveal they are ghostly remnants of the Chandarath, seeking to redeem their kind for the catastrophe they caused.  They must maintain the balance of the Wyrd, at all cost. 


Jarik declares He is Alon D'ar, the Eternal Blade -- the balance is already undone, and if they do not listen to him, the world will suffer another catastrophe.  

Oh, we know you, Alon D'ar of old, Drindithar answers, that is why we placed spells to keep you shape-bound, and that is why we must destroy you.


With those words, the Ethereals attack.  Jarik cannot defeat them, but together with his companions, can battle them to a standstill.


Only then does Jarik have a chance to show them the sigil on his hand and ask: How can they be unaware of the evil forces bringing blight to the green places and eating away at the Wyrd?  How did SilverScale master the sigil of Transformation, if he did not receive this knowledge from one of them--the one called Drindithar!


The astonished Ethereals turn to Drindithar, demanding an answer to this.  Drindithar has no more use for them.  The greatest of the Chandarath, ZAHARANAR, has returned and he will give Drindithar a new life, just as he has given him new power!


Drindithar turns upon the others, blasting them to nothingness.  Come then, he taunts Jarik, meet my master and die.


Drindithar vanishes into another part of the ruins.  Jarik gives chase.  He is astonished to see Leyalla ahead of him, calling for him to help her.  Ignoring Tylonee’s warning, Jarik rushes to Leyalla.  A magical sphere of imprisonment surrounds Jarik’s friends.  They can see and hear what befalls Jarik, but cannot reach him, nor can he reach them.  There are damping spells here, too, making it impossible for Jarik to morph.


Leyalla reveals herself at last.  When Jarik speaks of love, she laughs coldly at him.  She serves a higher master than love of the heart -- she feels only the love of power.  Drindithar will give her everything she desires.  When Leyalla has finished with Jarik, she will kill her useless sister and force a Familiar to serve her.  The truth is revealed that Leyalla committed the murder to hide her alliance with SilverScale, and allowed Tylonee to take the blame in order to protect her.  It was Leyalla who led many of the ambushes against them, and conveniently gave Jarik false information when the ambushes failed.


Leyalla calls out a force of Shadowspawn to help her against Jarik, while Tylonee, SunDeep and Tahir can only watch helplessly.  In the end, Jarik has no choice.  To save himself and his friends, he must battle Leyalla.  Though he still cannot draw upon his Chandarath or Juggernaut forms, he has the power to defeat her.  When she is defeated, the rest of the creatures vanish, but Tylonee and the others are still trapped inside the sphere.  Tylonee cannot reach her sister.


Leyalla has fallen and Jarik can strike the deathblow...but holds back.  He cannot and will not kill her.  He holds out his hand, pleading with her to forsake this treacherous path she has taken.  He will do whatever it takes to heal her soul.  She has only to take his hand, branded with the sigil of Transformation.  Let the touch of it change her heart.  Tylonee begs Leyalla not to make the mistake she has made, to open her heart and trust those who love her.

 
Leyalla’s face reflects a terrible inner battle, torn between malice and love, between hatred and guilt.  Her hand begins to reach out, pulls back, hangs in the air halfway between them...she must make the choice.  But can she?


They will never know.  At the moment when Leyalla seems to have made a decision, Drindithar appears and utterly destroys her.  Zaharanar awaits, he intones, then flies ahead into the next chamber.  The sphere dissolves to release Jarik’s companions.


Tylonee and Jarik are pierced with grief, but there is no time for it now. Whoever Zaharanar is, he must pay for this and all his monstrous crimes.


Deep inside the ruins, they find the Chandarath geomancer, Zaharanar, inside the remains of a large arena-style dome.  At his side is Drindithar.  Behind him is a sorcerous matrix of world energies, being drawn away from the land and channeled into Zaharanar.


He has been awoken after millennia sleeping in a cocoon of Stasis by which he survived the Great Catastrophe.  He knows Alon D'ar at once, in spite of the inferior form in which he carries himself.  What a fool, to be reborn as a mere Orin.  He should have died when their world did.  Bit by bit, Jarik is beginning to remember all this and react to it.


Zaharanar sees the others don’t understand and conjures up an image of the floating world.  When Alon D'ar fought him thousands of years ago, their struggle destroyed the energy that held the world together and tore it apart, into many such floating worlds as this.  Zaharanar makes it seem entirely Alon D'ar’s fault that the catastrophe happened. Tylonee refutes this.  Whatever part Alon D'ar played in the destruction, he has more than made up for it in his search for redemption.


Zaharanar is utterly contemptuous of this.  Alon D'ar chose the lesser path, living as inferior beings.  Alon D'ar could not defeat him in the prime of his power; he cannot stop him now.  Soon he will draw all the magic from this floating world and remake it to suit himself, free of lesser beings except those Zaharanar will create to serve him.  But first, he will done what he should have so long ago -- kill Alon D'ar.


Zaharanar draws into himself the life force of Drindithar who is shredded to wisps as his reward for service.  All around him, Zaharanar conjures up creatures, transmuted out of inanimate objects.  Jarik and his companions destroy them, and others instantly take their place. 


Zaharanar taunts Jarik to face him as a true Chandarath.  With a gesture, Zaharanar undoes the damping spells.  Jarik raises his right hand.  The Sigil of Transformation flares up.  Jarik morphs into his Chandarath shape, strong and beautiful.  In comparison to Alon D'ar, it is obvious that Zaharanar’s form is a twisted and deformed version of a Chandarath.  This time, Alon D'ar says, I will not fail.


Alon D'ar does battle with Zaharanar.  As powerful as he is, Alon D'ar needs the help of his three friends to finish off the geomancer.  


As the vile being dies at last, his body releases the vast amounts of Wyrd he had devoured.  It flows outward in a wave of healing power.  

The remaining enemy are unmade by its touch.  


A wave of Wyrd washes across Tylonee’s face, leaving it unblemished by the Mark of Shame.  


It flows through Tahir and frees his brother’s spirit.


It flows through SunDeep, restoring him to full color and vigor.


It flows onward, into Alon D'ar, filling him, making him a bottomless vessel which can absorb all the Wyrd that exists.  For a moment, he is intoxicated with the power, this utter mastery of the very force that permeates everything around him.  It is the power of a god.  His companions watch in fear, not sure what he will do next.  Tylonee reaches out, struggling against the flow of the Wyrd to reach him.


Her touch is enough.  Alon D'ar has not been reborn many times and struggled in vain.  He has learned from his failings and grown stronger because of them.  In a final burst of will, he reverses the flow and sends the Wyrd outward, back into the land where it belongs.  He will be Jarik, a Hero of Virtue, not a god.


And that is as it should be.

