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Jade Regent Session Summary 01/22/2012 

Attendance 

 Patrick comments, “We‟ve only gotten three badges for this adventure path so far.  

It has been a while since the last one.” 

 Bruce is alarmed, “We must have missed one!  We need to go back and get them 

all!” 

 Paul is much less alarmed, “Actually, I think you still can get all of them.” 

 Ernest starts to contemplate, “There must be one for caravan travel, Drive-By or 

something like that.  We can get that.  I bet there‟s one for juicing that ettercap, Spider 

Fluids.  Do we still have the body to be able to do that?” 

 Tim suspects that this conversation is going down the path that so many more of 

them are, so he starts talking about Erik Estrada and the latest Stephen King novel, Under 

the Dome. 

 Matt shows up in time to ask, “So, who exactly was Erik Estrada?” 

 

Character Player Description Level 

Harwynian Fallingleaf Bruce Elegant Elven Transmuter 2 

Yoshihiro Kaijitsu Ernest Tian Reckless Mounted Archer-Knight 2 

Jacob Frostfang  Matt Ale-Loving Kellid Party Sorcerer 2 

V‟lk Chris Mute Feral Elf Stabber 2 

Gobo Samarillian Patrick Blind Gnomish Fortuneteller 2 

Bjorn the Unlucky Tim Ulfen Woodsman 2 

Time to Relax 

 After the yamabushi tengu Kikkonu (in our terms, “the red-skinned winged long-

nosed hellclown”) retreats to Brinewall Castle, the characters decide to head back to the 

cemetery to recover.  After all, most of them are out of spells, out of hit points, and out of 

patience.  Upon arriving, they quickly discover that the two ogrekin escaped in spite of 

the resident lyrakien azata (in our terms, “fairy”) Spivey‟s unenthusiastic efforts to watch 

over them.  She is able to report that she did manage to watch them break through the 

ropes and walk off. 
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 Spivey is able to heal everyone up to full hit points. 

 The characters go back to the caravan.  Shalelu Andosana is splitting her time 

between serving watch duty and acting enigmatic.  She reports no threats beyond a few 

animals she was able to scare off.  Ameiko Kaijitsu remains in a coma.   

 Yoshihiro Kaijitsu warns Shalelu and the other caravan people, “I don‟t want to 

sound like I‟m drunk, but you need to keep a lookout for black-feathered bird things.  

Dire corbies, they‟re called.”  He describes how there is nobody left in the town of 

Brinewall, but the castle is overrun with dire corbies led by a winged hellclown named 

Kikkonu who seems to be a fan of live theater.  “Does that mean anything to any of you?” 

The caravaneers eye each other warily. Meanwhile, the others hand over the reefclaw 

claws they took to the cook, who indicates that they‟re tasty when roasted. 

 Jacob Frostfang does his level best to irritate Shalelu by suggesting that her 

lookout duties represent a gross waste of time.  She doesn‟t rise to the occasion.  

Harwynian Fallingleaf tries to defend her by suggesting that she is also busy looking 

enigmatic.  She doesn‟t appear to appreciate his efforts either. 

 The consensus in the caravan is that Kikkonu sounds like some kind of demon or 

devil, though nobody has seen anything specifically like him before. 

 Koya has been taking care of Ameiko.  Ameiko remains in a fever dream, and has 

said some things.  Koya wrote them down in a notebook and shows them to Yoshihiro: 

 “One treasure beyond two seals in the third vault.” 

 “Beware the birds who wish to fly but cannot.” 

 “The key you seek lies in the grip of the ten-handed one.  His fear is your ally.” 

 “Beware the cuckolded cuckoo.  It is in his shattered silent love that you should 

seek aid.” 

This seems concerning and portentous to the characters, as the place is certainly full 

of birds that want to fly but cannot. The characters think upon the condition of the town 

of Brinewall.  There is a temple to Desna (goddess of travel, among other things, and 

quite popular among Varisians) in town.  It is quite dilapidated, but apparently not 
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desecrated.  Yoshihiro suggests, “We might be able to fix it up a bit.”  This suggestion 

was intended to repay Spivey (a cleric of Desna) for her kindness, but also pleases 

resident fortuneteller Koya (also a cleric of Desna). 

 The characters warn Shalelu about the two ogrekin in the area.  “If you hear 

grunting and meaty smacking out in the woods, don‟t just assume it‟s Jacob.” She assures 

them that she might be able to end them, and surely won‟t lead them back to the camp.  

“Ogrekin are like goblins.  They need not perform specific crimes, they must simply be 

destroyed.”  Shalelu is clearly old-school: it is a good act to kill evil people, even if you 

murder them in their sleep. Hiro decides not to argue the point. 

 Jacob spends his evening plotting how to get Sandru Vhiski to smile at him.  He 

doesn‟t manage to persuade Sandru that he‟s interested, but he does learn something 

about the history of Brinewall.  The early colony had a lot of problems, including a 

disaster early in the construction of the castle: one wall collapsed revealing caverns full 

of monsters.  Once Magnimar was founded and some important merchants moved to the 

town the area started to attract more trade, but it never gained the level of success seen by 

Sandpoint, or even Riddleport. Sandru does indicate that it has long been standard 

practice to build some secret passages into the castle, but he doesn‟t know of any specific 

entrances to Brinewall Castle. 

 Jacob asks if Sandru would like anything specific from Brinewall Castle.  “I 

would very much like any Varisian goods, or some brandy.  And if you could find some 

good food that would be very nice.” 

 Jacob responds, “We‟ll bring you some more reefclaws, and if I can find anything 

else I will surely think of you.”  He flutters his eyelashes at Sandru.  Sandru seems 

pleased. 

 The characters rest at the caravan. 

Underneath Brinewall Castle 

 The next morning the characters check in with Spivey.  She indicates that there 

were some dire corbies stalking around, so it is good that the characters didn‟t try to sleep 
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in the graveyard.  When they weren‟t able to find the characters they just hunted for a bit 

and took their catch back to the castle. 

 On the premise that there is a secret entrance to the castle nearby, the characters 

start looking.  Bjorn the Unlucky doesn‟t live up to his name when he is the one who 

finds it, down near the shoreline.  The characters enter the cavern, their way lit by Light 

spells cast by Jacob and Harwynian.  Most of the way is a natural tunnel, slightly 

widened to accommodate human-sized creatures.  The characters move around a bend 

and enter a larger cavern with several branching passages.  Hovering in the middle of the 

cavern is a horrible creature with ten tentacles and wings. This takes the first rank of 

characters significantly aback. 

 Bjorn asks from just around the corner, “What did we find?” 

 “A big ten-tentacled monster that flies.” 

 “Oooh, that‟s not good.” 

 The characters observe several horrific etchings on the walls of bird-beings killing 

people and reflect that stories of the dire corbies worshipping this thing might well be 

true. 

 Harwynian quickly casts Enlarge Person on Bjorn while Jacob launches a Magic 

Missile at the creature, blowing past its spell resistance.  The creature floats out of reach 

up to the ceiling and casts a spell, sending a cold, cloying miasma of damage down upon 

the characters.  This is enough to down Harwynian and cripple just about everyone else.  

Gobo Samarillian quickly heals him back to consciousness. 

 Yoshihiro notices that an alcove on one side of the cavern contains a crude altar 

with some offerings carefully placed upon it.  He also sees a tunnel leading to a crypt on 

another wall of the cavern. 

 Bjorn thinks back to his youth spent playing ulf-ball in the Ulfen Youth Ulf-Ball 

League.  He flings a vial of holy water at the creature and is rewarded with an inhuman 

howl and a puff of vile-smelling smoke.  He howls, “It hates the good!”  He thinks its 

expression changed from smiling to grimacing.  Harwynian staggers to his feet and flings 

another vial, with similarly good effects. 
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 Jacob tries a second Magic Missile only to see it fizzle against the creature‟s 

resistance to magic.  Yoshihiro realizes that they need to lure the monster into close 

contact and yells out, “Into the crypt!  Into the crypt!”  Jacob runs inside, finding a statue 

of a beautiful blue woman watching over several alcoves.  She is likely a representation 

of Pharasma, quite common in crypts. 

 The creature pulls a wand out of… somewhere awful… and fires a ray of burning 

flame at Bjorn.  Bjorn screams, “I feel very unlucky!  And very scorched!”  Bjorn falls.  

Fortunately, he falls right at Gobo‟s feet. 

 The creature laughs hysterically at the downed Ulfen as it wriggles its tentacles.  

It calls down in a strangely high-pitched voice, “That‟s what you get!” 

 Gobo heals Bjorn, but cannot bring him back to consciousness and then scampers 

into the relative safety of the crypt.  Hiro runs over and tries to haul Bjorn‟s enlarged ass 

into the crypt.  V‟lk comes to help; between the two of them they manage to drag the one-

ton barbarian out of the cavern. Once they arrive, Gobo casts a second spell and brings 

Bjorn back up.  Harwynian scampers into the crypt, swiftly casting Magic Weapon on 

Yoshihiro‟s bow as he does. 

 The monster casts a spell and ponderously flies closer to the crypt.  The characters 

can see the spell effect glowing on its tentacles. They all spend a round each adjusting to 

stand behind another party member. 

 V‟lk surprises everyone by healing Bjorn and scuttling off.  Everyone is surprised, 

“What the hell was that?  He just cast a healing spell!  Has he always been a spellcaster?”  

V‟lk remains mute, so offers no explanation. 

 Jacob steels himself near the crypt entrance, invoking cold steel upon his blade 

and waiting for the creature to approach.  Just as it appears in the crypt entry, Harwynian 

casts Web on it.  The creature evades the sticky strands, in spite of Harwynian‟s precise 

and elegant casting.  Yoshihiro flings holy water at it, failing to do much damage but 

sickening it with shimmery goodness. 
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 As the creature gets closer, Jacob takes a swing at the creature with his axe.  His 

swing goes wide, but leaves him close enough that the monster can bite him.  The bite 

also carries the creature‟s spell, Poison, leaving Jacob bleeding out CON points. 

 The tentacle beast lashes out with a tentacle (of course) and grabs hold of Bjorn, 

crushing him into unconsciousness.  But as it moves forward, the magical webbing 

catches it and entangles it. 

 Gobo rushes forward and casts Color Spray at the creature.  The creature ignores 

the spell, protected by its spell resistance.  Yoshihiro fires an arrow from his enhanced 

bow at the creature, lightly wounding it.  V‟lk moves back and heals Jacob. 

 Fortified with additional hit points, Jacob casts Enlarge Person on himself and 

moves to engage the monster with his longer reach; it has tentacles but they are all stubby 

little things.  Harwynian helps out with a Magic Weapon spell upon his blade.  The 

monster takes this opportunity to break free of the web and back off. 

 Gobo comments, “You know, I can call down the interstellar void on someone 

once per day.”  He proceeds to do so on the creature, only to discover that cold damage 

really doesn‟t affect it.  “Oh no!  It‟s immune to the cold vastness of space! Who could 

have guessed?” 

 V‟lk thinks, “It must be really easy to make a space suit for something that‟s like 

a head with ten tentacles.”  He heals Bjorn. 

 The creature cackles, “The cold upper air is the natural domain of my father 

Pazuzu!”  Yoshihiro fires an arrow at it, but isn‟t able to hit through the sticky web 

strands.  “Let‟s see how well you do without your healer!”  The creature launches a 

Scorching Ray at V‟lk, who dodges behind some web strands and avoids the attack. The 

ray also burns a five foot diameter hole through the web. 

 Yoshihiro takes advantage of the new hole through the webbing and takes a shot 

at the creature.  The creature evades his shot.  V‟lk follows suit and his shot finds a nerve 

center on its octopoid body, leaving the creature stunned but only mildly damaged.  V‟lk 

is quite upset to note that the creature is immune to the poison he put on the arrow. 
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 Bjorn lumbers up and strikes the creature with axe and shield.  It finally looks 

badly wounded.  Harwynian contributes by hammering it with a telekinetic fist.  Jacob 

slashes it with his enlarged, magically-enhanced greatsword.  He critically wounds it! 

 Oddly gloopy green ichor splashes as the creature howls, “Father Pazuzu!  Help!”  

It is stunned and shaken, so it is unable to act beyond shaking tentacles around in random 

arcs and twitches. V‟lk‟s next arrow, boosted with sneak attack, leaves it on the verge of 

falling. 

 Yoshihiro yells, “You are already dead!” He charges straight through the hole in 

the webbing at the creature and whips his wakizashi out, cutting it straight through the 

middle.  It falls, blood spraying in anime style.  Everyone cheers. 

There’s Loot Over Here 

 Harwynian drops the web so everyone can get out of the crypt.  The group tromps 

over to the smaller cavern in the south.  The first thing the characters notice is a large, 

leathery egg.  It has already hatched, but the pieces are still moist and pulsing.  V‟lk 

thinks it might be the egg of an aberration (but perhaps not of the decapus?).  Beyond it, a 

small hoard of treasure sits upon a flat rock further in the room. 

 +1 Light Fortification Small Steel Shield, decorated with an etching of Castle 

Brinewall (to Bjorn the Unlucky) 

 +1 Returning Starknife 

 Pearl of Power (1
st
 level) (to Harwynian) 

 Ring of the Ram (10 charges) (to Gobo) 

 Wayfinder (described in the Pathfinder Campaign Setting) 

 Wand of scorching ray (28 charges) (to Jacob) 

 Circlet of Persuasion (to Jacob) 

 1320 gold pieces 

 800 gold pieces worth of jewelry and gems 
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 Dark wood and silver disc with an etching of Brinewall under the midnight moon.  

The disc radiates faint transmutation magic.  It is not a complete magical item, but 

seems to serve as a key to something. 

 A magical stone statue of a four-winged bird man with a scorpion tail.  The statue 

appears to be of the demon lord Pazuzu, likely valuable to a worshipper of Pazuzu 

but probably a cursed item to most other folks. 

Pazuzu is the demon lord of all evil things that fly.  The characters‟ consensus is that 

if a non-worshipper of Pazuzu held it it would prevent them from flying and would give 

them bad dreams of being devoured alive by birds. Bjorn uses his magical flail to break 

the Pazuzu statue.   

 Bjorn enlists the help of a couple other characters to pull enough teeth from the 

monster to get himself a demon-tooth necklace.  Jacob severs a couple of tentacles from 

the decapus, hoping to use them for a practical joke on Ameiko. 

 A search of the crypt turns up nothing but empty, despoiled sarcophagi.  It looks 

like someone came through and took both the bodies and the treasure.  And the corgis. 

Who Is the Cuckoo?  Who Is the Cuckold? 

 V‟lk thinks for a while upon the creature the characters faced.  He has heard of a 

similar creature called a decapus, normally a creature found in the deepest ocean abysses 

and sometimes in jungles.  They are fond of gnome meat, but they don‟t typically have 

either wings or fangs.  He suspects that the creature might have been a half-demon 

decapus, leading to some questions about who its mommy might have been. We had 

heard that the people in the castle worshiped some kind of weird tentacle god; apparently 

by coming in through the secret door we got to the boss first rather than last. 

All Thanks to Desna 

 V‟lk tries to figure out how recently the dire corbies were down to deliver 

offerings, and from which direction they normally approach.  He isn‟t able to find much, 

so the characters retreat back to the graveyard to get healed by Spivey. 
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 Yoshihiro points out that Desna‟s holy water saved everyone‟s bacon and he (and 

the others) would like to give thanks to her.  Spivey is very happy to lead a short 

ceremony of thanks.  Jacob invites Spivey to come visit our caravan, in part so the two 

Desnan clerics can meet with each other.  Spivey indicates that she feels responsible for 

keeping the graveyard safe from the local monsters and needs to remain in place, but is 

willing to give the characters six more flasks of holy water from the fountain. 

 After the ceremony the characters head back to check on Ameiko, regain spells 

and plan their next move.  She is still unconscious.  Yoshihiro touches the disk to her.  

She starts speaking: 

 “Grandfather waits in the dark.  He knows not who he was.” 

This leaves the characters with more to think about. 

 After the characters check on Ameiko, Shalelu approaches them.  She tells them 

that the two ogrekin will no longer be a problem. 

The Secret Ogre Jail 

 The characters return to the caverns underneath Brinewall Castle.  Yoshihiro 

makes a point of pouring holy water on the demonic egg fragments until they burn into 

nothing. 

 Gobo transcends his blindness to find a secret door in the caverns.  The characters 

open it to find an ogre‟s jail and torture chamber.  The ogrish jailor leans against a pillar, 

chewing upon a leg torn from the nearby remains of a horse-sized giant centipede.  A 

woman in tattered war-paint is confined in one of the cages. 

 The characters do what comes naturally: they charge forthwith.  Bjorn leads the 

way with his new magical shield, hammering the ogre right in his stupid-looking mouth.  

This doesn‟t leave the ogre all that harmed.  Harwynian casts Magic Weapon on 

Yoshihiro‟s glaive, just in time for the samurai to rush forward and challenge the ogre, 

“Unhand that maiden, foul cretin!”  Unfortunately, he spends too much attention on the 

challenge and too little on his strike: the ogre avoids the glaive blade. 
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 “Hey!  You not s‟posed to be in here!  Unless you‟re in a cage!  Want to be in a 

cage?  Lemme soften you up first!”  The ogre hits Bjorn on the head with a great club for 

22 damage! 

 Bjorn spits out a tooth, “I‟m still up!” 

 Gobo asks, “That‟s what, your fifth concussion in three days?” 

 The characters notice that the ogre looks particularly big and nasty for an ogre.  

His club is just an uprooted sapling, the business end is just the root structure still caked 

in dirt, stone and tar. 

 Gobo heals Bjorn in time for him to move against the ogre again.  While V‟lk 

peppers the creature with arrows, Bjorn hammers the creature with his flail.  Harwynian 

observes that the ogre is almost certainly evil, so he casts Protection from Evil on Jacob. 

 The ogre swings again at Bjorn, who blocks the attack with his shield.  Bjorn 

yells, “I can‟t feel my arm!” 

 V‟lk slips past the ogre, acrobatically avoiding the swings of the creature‟s club, 

then slashing it with his shortsword.  Jacob moves in from the other side and cuts it with 

his broadsword.  Gobo comes in with his morningstar and cracks the ogre‟s shin.  Pow!  

And then Bjorn knocks it down with his shield!  Huzzah! 

Viking Women On The Moon 

We free the Ulfen woman, who stares at us suspiciously from her cell. “We mean 

you no harm,” says Hiro. “We saw the brave work your warriors did in slaying that sea 

serpent.”  

She warms to us slightly. The Ulfen woman is Kelda Oxgutter from Karlsgard. 

She says that she had a treasure map leading her straight to the treasure room of the 

castle, but she was captured by a horrible ten-tentacled monster.  

“Oh yes, we slew the beast,” Hiro tells her.  

She is impressed and tells us we must be mighty.  We invite her along to fight 

with us. She says that she has lost the stomach for adventuring in this accursed place but 

is willing to join our caravan as a guard.  Hiro gets her gear for her from a nearby cell and 

Jacob casts mage armor on her and writes her a letter of introduction to the caravan.  Hiro 
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tells her to not feel shame at being bested by the “tentaclor,” as it was a hard fight for all 

six of us. She is a woman of few words, but seems grateful for the thought.  

Harwynian has the vapors from fighting the ogre, so he volunteers to escort her 

back to the caravan and make sure she doesn‟t get shot by Shalelu approaching the 

caravan. She departs with him through the secret passage. We gain the Barbarian Friend 

badge!  One Fate Point for everyone! 

 

 We loot the ogre, and everyone is dismayed to find a masterwork dagger that it 

was obviously using for pimple care. He also has a magical stone of some sort we can‟t 

identify; it doesn‟t fit into the wayfinder. He also has 77 gold pieces, which we realize is 

the exact same number Matilda the ogress had. We meditate upon this truth for a moment. 

Into the Castle 

V‟lk sneaks down a tunnel that connects the crypt to the jail and listens at a door 

on the opposite end. Hearing nothing, he opens the door to find an abandoned kitchen. He 

comes back and tries to mime “kitchen” to the rest of the group for a while without 

success; we follow him eventually anyway.  

A metric buttload of doors are discovered; we pick one at random. It reveals a 

short hallway with another door that leads into a cavern full of stalagmites and stalactites 

with a narrow cleared path through it. Gobo finds a secret door that leads out into a maze 

of tunnels leading deeper down.  Hiro says, “Must lead to the Darklands!  Hey wait… I 

hope that „third vault‟ prophecy doesn‟t mean, like, the third vault of Orv because that 

would be f*cked up.”  
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We go back, hoping that is indeed the case, up to the more constructed part of the 

castle and Bjorn hacks on a reticent door.   V'lk paces nervously, growing more agitated 

with each axe blow.  He finally dives into an open cabinet and pulls the door nearly shut 

behind him; feral eyes peer out.   Bjorn continues swinging his axe until he falls into a 

mold and slime encrusted laundry room. The mound of mold and goo on the floor starts 

oozing towards Bjorn and shoots gobs of acid from its stalks. Bjorn gets a heaping 

helping of acid and spores in the face. He gargles goo!  

“Shut the door!” cries Hiro.  

“He chopped it down!” replies Jacob.  

We retreat and start shooting things at the mound of sludge. V‟lk starts shooting a 

Desnan candle at it; balls of flaming wax go everywhere. Jacob hits it with the scorching 

ray wand we got from the demonic decapus and burns it. Everyone starts tossing 

alchemist‟s fire and other missile weapons at it. Bjorn gets splooged by acid spores again. 

Jacob burns it down with the wand. Gobo heals the hapless Bjorn.  

He is tasked with searching the laundry room, but he just walks in, glances 

around, and comes back out saying “I didn‟t find anything!” 

V‟lk goes to listen at the other doors to see if anyone heard that, and there‟s some 

croaking voices behind one. We split up and set a hasty ambush. Jacob rummages 

through the kitchen looking for wine while the rest of us hide.  

Trog Time 

Four lizardlike humanoids that stink to high heaven come through the doors to 

look around and see Jacob, who quickly casts shield on himself. They advance on him 

and he zaps off a scorching ray while trying to look succulent. They run up and start 

Rodney Kinging Jacob with clubs, but a door pops open and Hiro sticks a glaive right 

into one, felling it. Their stench washes over everyone, sickening them. V‟lk emerges 

from his hiding place and snipes one with his bow.  Jacob brings a crushing blow down 

on another with his greatsword, staggering it. Gobo does his patented Blind Charging 

Gnome attack and fells it with one mighty point of damage. Bjorn vomits helpfully on a 

troglodyte. One of the two trogs cracks Jacob on the head with a club. Hiro cuts it with 

his glaive and V‟lk moves into flanking position and backstabs it to death. The last trog 

flails about till we murder it. 
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We go into the trogs‟ stinky lair, which is the old castle mess hall. We find nothing 

of special interest. We go into a cistern and determine it doesn‟t have a horrid beast in it. 

Happily, we are down to only two uninvestigated doors. The first opens onto a staircase 

leading up and the other reveals a forked tunnel ending in two doors. V‟lk listens at one 

and hears more trogs. We stuff our nostrils with wine-soaked rags over Jacob‟s objections 

(he wanted the wine as a man-whore gift to Sandru). Then we form a Rainbow Six line 

and storm the trog room.  

Bjorn goes first, singing the battle-song of his people (“I saw the sign, and it 

opened up my eyes; I saw the sign”). Jacob goes in and shows a decapitated trog head to 

them to intimidate them. Hiro is next in and glaives one down.  The trogs release their 

stink and Hiro chorks. Then they double-team V‟lk. One pulls out a cold iron morningstar 

and lays into V‟lk, as he is clearly a fairy creature. He hits him for a gruesome wound. 

We suspect he might be the troglodyte chieftain as he resists our attacks with some 

alacrity. We maneuver around and V‟lk gets a sneak attack in on him. The chief bites the 

elf with his filthy teeth. Jacob and Gobo take out the other normal trog, who tries to club 

the halfling, or human child, or whatever it is besetting him before he passes. We battle 

back and forth before Jacob takes down the troglodyte chieftain with a sweeping blow 

from his greatsword. He has a magical cold iron morningstar that V‟lk appropriates as 

well as two potions of cure light wounds. 

The area is some kind of arena, with a big depression for fighting and a large chair 

in the center heaped with rancid meat. The only other room on this level is a looted 

armory, though in it we find some halfplate, a masterwork steel shield, four heavy 

crossbows, 40 crossbows, and 10 alchemist‟s fires. We distribute the firebombs two to a 

man. 

We go deeper into the caverns below and it leads to a locked secret door.  Hiro 

takes out the skeleton key we found in the watchtower outside and it opens the door! It 

leads into a cavern that is mostly flooded; the water is going in and out like a sea cave. 

We reckon it must be all the way on the west side of the castle.  Hiro takes a rock, has 

Jacob cast light on it, and tosses it into the water.  It reveals a cave entrance leading out 

that‟s currently underwater. We note it as a possible escape route and head back up into 

the castle. 
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V‟lk listens at the door at the top. He hears troglodytes squabbling. He signs the 

number “two” and holds his nose to indicate the force disposition. We bust in; the 

argument seems to be over a tasty giant tick. Murder happens. Treasure – one tasty blood-

engorged tick. 

Stairs continue up. Jacob says, “The hellclown is probably up there!”  

Gobo replies, “But it was downstairs last time.”  

V‟lk signs “two.”  

“Oh, you think there‟s two of them?” V‟lk nods. 

“Makes sense – it takes two tengu to tango!” says Hiro.  He holds out his fist to 

V‟lk.  “Blow it up!” V‟lk declines grumpily. 

Everyone’s a Critic 

At the top of the stairs is a big trashed library, but there‟s a big desk piled with 

papers. Jacob goes over and sweeps all the papers off the table and yells, “Your play 

sucks!” Hiro notes that the strewn writing does indeed seem to be a play in Tien.  The 

noise has the desired effect as the castles‟ forces respond… Next time! 

 

 

 

 

 

 

 


