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[Z{) corpse hneels beside a well.

TR N TR

Mesmerized by the reflection of
Iy LT ) its living flesh; it wonders what
: could have been done and could

bave been.

B ’ . And for as long as the moon
) shines, the feeble illusion
will prevail.
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A light sparks in tha darh.
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Which flesh is your

flesh?
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Weware of the states that can permanently
damage your flesh and mind.

| A light cannot fade by darhness, it | Darhness is eternal, infinite, ﬂ"ﬁ&ﬂlt?
[ will shine even in the darhest corners | ‘ unrelenting. Yo one can escape it, we
| of the world. { are born in light and rot in the dark.

Blinoness  Possession  bite Hives

Obe world is brimming with death and horror, sometimes we cannot help
getting burt, but some wounds are more grievous than others.
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{ Gheir origins are yet

E
m

urthnown, some say thepre

some hind of cult, others say | ,

they're mindless minions to
an evil God.
~ Armor full of deadly

* infected spikes, their

W@anbeting Angel |

| | Faces noﬁﬁ—.owmno 9&&:%

bandcuffs don't allow them
to bold any weapons.

. Ohese devoted hnights are
{ on a journey to join their
* beloved goddess in death,

* they have to travel all the
| way to a sacred mountain
" and then pull the balo

© placed bebind their helmets
| to decapitate themselves.

Once a bero now a lost
soul without a purpose in
life. where are their beloved
ones, the people they once

£ fought for?

Ghey stood against many
indescriptible horrors but
always came bach.

| the stones tied to their heads.!
- | in constant pain but that
| | sacrifice grants them infinite

wisdom.

| f£xperts on mud sorcery,
* wiched smart and fragile
| body.

i ﬁxv»:»o ?o_z all the

villages.
Fated by everyone.
Flas been cursed multiple

{ times and committed many

crimes, but be shows no
remorse.

cn:. _ompzm r:o%m no

{ | limils.

. | OGhey're all their princess’s
" tools to achieve anpthing

" | she wishes for, the crown’s

enemies, unattainable
treasures, peace or war,
they will accomplish it or

| 1 die trying.

Ghey bave incredible mind-

. twisting powers, they can

create all kinds of .:..G_o:m
and play with their enemy's
mind. Ohe big metal head
worhs as a catalyst to their
powers. Obeyre completely
defenseless in the daplight.

] uﬁo&»« on a s:nm« to

retrieve ber lost child,

| tahen from ber by a witch.

On these lands the young
children disappear often,
the birth rate is very low
and witches are in a

| constant search for the
- precious delicacy.

m.
—
:
;

T %3

) o

-

-

v




—

Ratm

Become rat man.
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Ohese hnights are born and
- raised in the pestilent mines,
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that granted them a very
bigh tolerance to toxins and

sichnesses.

Oheir senses developed

greatly, they can bhear,
and see almost lihe a
creature of the night.

smell
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temporary:

Ghe last member of a
religion that was persecuted
and eradicated by the
crown.

Ohey worsbipped the old
world God that granted
them countless miracles and
showed them grim
prophecies of a darh future.

Fool
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A brave warrior who faced
a terrible loss.
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Ffe found a mysterious
whispering vochk that told
bim the way to bring bach
bis loved one from the dead.
Since then be’s been a
slave to the whispers.




A stoneless scholar is %

condemned to a miserable, pitiful
life.

Wnable to see or smell due o the |
scars from the rochs that were

tied to their faces for ages.

Stripped of their hnowledge and
powers, they crawl in search of

Stone

the enlightenment they lost.

walkh and cast
spells.

Staff made of tiny,
merged rochs, used
to belp scholars

Stone bone

Shaped like a

vertebra, this stone
is inserled inside
their bachs as a
sign of devotion.

Bl

Scholar

Intelligence

TWaste of Life

-

Sone say that this individual
Is not a buman at all, but the
very embodiment of all our
flaws, every single action is
driven by its madness and
qreed.
Was escaped from punishment
many times, but never learned

lesson.
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Meloved nechlace

Shiny nechlace
with the portrait
of a young boy
inside, probably
stolen.

Pone dagaer J

A dagger carved
out of a long
bone.
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Jurh sages are masters of the
illusory arts, bending shadows to
create all hind of nightmares,

When the darkness is gone, their
power shrinks greatly, they can
survive with the little darhness
inside their belmets, but without
shadows thepre defenseless.

b & ﬁlurk %agc casting a spell Y |

Soon murder g '&%en a murk sage cbants a spell, theys ralse their
: ; crosier and then swing it left to right while chanting the
Balisman for : words, in this process theyreivulnerablé to attachs, tbats

vanishing the moon
s siaht: why they always heep theit distance from the enenmiy or

When crushed, that : : - bide in the shadows where their' power rises greatly.
same night will be - An illusion is at its best when the victim doesn’t hnow
P o where is coming from or even if it's_real-or not, though
hnowing that something isn't real éoesnt mahe it less
frightening at times !
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fant Seeker

s

Obe loving mother will not rest
until she meets with her child
once again,

Jemories from brighter days
are her source of determination,
no matter how long and arduous
the journey is, hope remains
intact,

-

W purpose in life.

process the past, the old alory
ders through the dark woods |
forgotten villages trying to find §

i

Drohen badge

i Wikch tongue

A symbol of
pride and a
reminder of the
past.

Intelligence

Once separated
from the witch it
can determine a
nearby evil
presence by
vibrating.




Once they reached the peah of tbcg
sacred mountain, they will pull

the balo and their decapitated ;
heads will fall off the cliff. A pile
of belmets full of rotten flesh lies
on the other side of the mountain.
Ghylak's servants are in charge
of gathering all the equipment
from the bodies and bring it back
to the temple.
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Tanvering Angel

represented as a
coiled snahe with
a woman's bead.

; Snahe fang

: Obhe angels pierc
themselves with
the fang to releas
a poison that
mahes them go
berserh.

he princess berself ties a

ik of ber bair to ber loyal
flghts’ swords so they can
@l ber presence and love
hin them in every battle.
pmmitted to their princess’s
Ashes. the nails don't ever
flestion their duty.

A long sword

bandle with a lock
of hair tied tightly.

i Yone fermenter

A potion that

extremely fragile.

mahes one's bones
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Pumor bas it that their bhelmets
are actually full of spihes in the
inside, so they may not be chaotic
and hostile for the sahe of it,
instead theyre desperately seching
belp, in a constant torture.

Gbe pestilent mines were once a
ace that provided materials and

D05 to the capital, the lower

Willages and occasionally

owledge for those who dig

her in search of secrets from

old world.
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Covered with s;;ikes
effective for melee

minet’s lamp,
slightly alleviates
the smell of death.

Glowing spores

Wsed in the mines
to marh the
forbidden paths.
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¢ Nat man was once a man {
afflicted by a curse, but with i

time be ended up losing bis
bumanity, no memories of the
man be once was remains.

¥ Ile's been wandering in the
capital’s sewers for so many
gears that be became some sort
of fable to scare children.

traching any prey
in the darh.

Deast tongue

Infected with
numerous bacteria,
a single bite can
cause serious

Curged Fool

@ Whisper is hnown o be the g
ains of an ancient statue, i
edaes bave been polished by
bands of those who bave
oled it with mistrust.

me say the stone’'s whispers
guide its owner to achieve
It dcepest desires, while others
that those who listen to the
are cursed fools, slaves to
| whispers.

Strenath gauntlets

£nchanted gauntlets
capable of areatly

raising the owner's
strenath.

Obe whisper

Legends are told
about the
whispering stone,
only the people wh
desperately seeh th
unachievable can
bear it.




= The known Godsg

yweater beinas aredeities out of our hnowledae that demand devotion, punishment or
R ; ice, some are older than time, some are sitting on thrones and others are invisible to our
: Marho, old world BGod shared | they all shaped the world.
| bis hnowledge and propbecies R

i with bis devoled worshippers.

!

f£ven though JMlarko was

| decapitated long ago, bis
mummified head can talk to those
- who hnow how to listen;
eventually the visions started to
show them a future full of death

The Truth The Relentless

Since Mlarko's
head was defiled,
the cffigy is one of
the few remaining

“Incense bag

T

Contains incense
used in prayers
and uri?\gmg
rituals.

he Great The Oracle
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|l Also called the Deadman’s Garden, the remains of Gurveh the Great have grown
£ D AN & O e, " |l alongside the mountains and now remain as one of the relics of the old world.
gl ot e : ST i s considered sacred terrain by many, it is said that those who live in
Greengrave live longer due to the relic’s influence.

Flowever far your journey is from the rage of
hose with power, it begins in the depths of
Greengraves' forest.




e

s

=g

e

sasran W

S

The ficst stepsg

e st . o
o

i&at to the Gravepard

Isolated Crypt

Once you wahe up, you find |
yourself in a small cropt in the
middle of the forest, it's cold and

damp but feels somehow
comfortable, :




oL miaht encounter the
ollowing monstrosities

Graveyard
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Wlitch T, Shavotw Ghost Mother
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House of grep, houst of cold,
Iouse of a thousand doors.
i : " Touse of manp, house of none. ,
| Thouse of those no longer home. 'y ]
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A witch head s defenseless without ber tongue,
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tatues po;ttqyiné clothed ﬁgureﬁ stand next ‘tthbe“stai‘rs tbal‘"

lead to the bigher level of the gravevard.

-

?Brial Grounds

You bhear the f)edfgning noise of the ‘c‘olé‘ wind Véut’tingj tbrdugb ﬂje
summit as you get near the end; once you pass throuah, your eves

delight with the _‘m’ajestic view of the whole gravepard valley.

Soon you perceive a presence nearby.
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it cuts through the air.

lies an open coffin which contains the
Whistling Death. gripped tightly by its last

owner. ‘ L e
A unigue weapon that mahes a very

‘ Doep in yﬂ)e grayegar;s, far from the other tombs
distinct sound when
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Ohose who are
driven by sorrow

Yonely Knight
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‘Obe mourning, the longing for someone who is no longer, can be as deep and
painful as an open wound. Ghe lonely hnight was defeated long ago,

bis path bas been croohed since the
day be lost bis other balf, despite the
imposing appearance be is totally
barmless, be will not defend bimself
from any attach.

- character's equipment

R . : : :
P | merciless warrior helmet M
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umm? -Art thou among the
wing? JIf so, this is not a place
thee.

Me? T don't think that should
ern a stranger in the least.

am just offering my company
a fellow.
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severed finger [l
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e Casts Bk oo B o cotaoms

A place filled with the corpses of those who are not remembered,
anonymous warriors, disgraced nobles and mere peasants.

walls are overflowing with bones, the pitch darh corridors are constantly

leaking and the air is dense with a beavy smell of vot.

Webind the bigh burial grounds there's a salient with six tombs, one of
them is biding a secret path to the pauper’'s catacombs.

Obe following path is dangerous, be sure to be prepared for avoiding or
facing fierce enemies, the maijority of creatures wandering these catacombs
are not among the living.

“ Tahybhbo

i g
T

i ‘i‘})l il
il p

gy




Miother in Beath statue | 2 Qfmi'ttb Ziﬁlab

On one of the tnterscchons of the catacombs tberes a statue bepictmg a
motber. At the statues feet pou can read the following mscriphon

Our ca.ring mother guides us tbrough the darh, ber llps speah sweet tem)er i :
wo:bs and ber gaze reﬂects our S g e | L AL the bottom of the room lies an open
e sarcopbagus in front of which appears
| to be seven sheletal figures made of
| stone.

Ghose who encounter the gruesome
weaport might wonder how bones could
adopt such peculiar shapes, the tales
of this unusual relic talk about
warriors who wielded weapons made
of bone and eventually submitted to
them, merging their flesh and bones to
become one with the weapon.

(Ghere are only two of these items in
the world).

Pick the balf shull made of stone in
one of the ossuaries and place it on
the statue, it will reveal a secret
passage that leads to the treasure

Ghe ossuary that bides the shull will
be in an octagonal room at the end of :

o ballway, quarded by : Betware of the statues
a mad bones.
Once you gather the item,
the statues on the bach
I e % ‘ ‘ A i will come to life and try
w’? e e i M \ to hill you. Js it worth
! | v the rish?
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Orrun.ou.s looklng sculptures that may
come to life at some point.
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Once a prey is targeted, the statue
starts moving slowly towards them
when thepre not looking: the statues
mahe almost no sound at all when 3
moving despite their size and weight. 1‘ i

sy ";\:w"

e

If by any chance the statues catch
you off guard and grab you, their
excessive strength could crush you
in a matter of seconds.

e NN,

e
R

‘.,._._, o,
e AN

ne Scholar leaving the Capital behind;
journey to self-discovery and ,
wledge seeking.
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Ghe catacombs are lihe a labyrinth, all the ball\;vays

| look similar, covered in bones and impregnated with
the smell of death. £very corner is a threat and the
shadows never felt more alive, dancing in the corner
| of pour eye.

fear; bis voice is filled with dread.

Fuddled in a corner, shivering and muttering about the dead, you
find a hnight wearing a darh green armor, ornate and polished as
if be bad never faced any opponent before, but what probably

stands out the most is bis frog-shaped belmet which be clings to in

W O Gods please
belp me... the
borror.

J can't look at
them...rolten,
dismembered, torn to
shreds and yet
standing up...
looking at me.

Please go awaypl!
J can't,.. belp pou

.Stop this madness.

of the
Thousand €pes

Allows the bearer of the ring
to see those who are no
longer among the living but
also to be seen by them.

Wou come back to this point a few hours later pou will discover that the frightened
bt s row dead in the same corner you initially found bim, only this time he's
tely still; the hnight wasn't ready to face the horrors of the darhness and the
DWIL,
Jou loot bis body you will find:

Sentinel armor set from a far
away land.

Ohe armor is very heavy and
full of ornaments, all painted in
green with bronze delails.

A piece of written cloth is
stored inside one of the
gauntlets: “Do not dare return
without a cure’.

-
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if you

to use the breeze

The Stench Champion

LU TN

you must hold your breath or change position,

.

b L SR B

Ohe remains move in a strangely human way, trping to mimic the warrior they
once were, as if they are unconscious of their new body.
As the name sugaests, the smell coming from the champion is unbearable,

choose to fight
in your favor.

H
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the
you.

front of you

starts twitching and convulsing,
You notice how the remains are

clustering

elf in a long tunnel.

shadow over

S

casting a nightmarish

slightly alleviates B

pour

&
s

X
pile of corpses in

it bas 1o doors or

floor is full of rotting bodies and bones.
As you get closer to the end
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nd of the catacombs you will find

the

a pleasing cold breeze coming out of it which

e very e

- The kflrst tbiiig ym‘t( nctyi'ce‘ is the bhnblﬁg‘ligbt at thc’.y mé‘“wttb»

Bhe tunnel is }@mﬁurseé in silence,

~ corners,

At th
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notice how the air is getting warmer and more gentle like a summer breeze,

i feel the water soahing your feet, it's hard to distinguish due to the water being
lghtly warmer thar your body temperature. Soon pou distinguish a distant figure
isting below a tree.

s 4

Over bere friend!

= 3id not expect to find anyone in a
"~ place such as this, bowever T must
~ warn you about the swamp - it might
ook like a quict peaceful landscape

| o wander through, but it is far from
 that T'm afraid.

! Once you enter the mist there is no
" way oul, you will get lost or

" worse... you miabt fall asleep...

- which means certain death.

| Witcheraft 3 assume.

* But if you sech a place to rest

- pour bones, this is the perfect spot,
" close enough to enioy the bait

" without falling into the trap.

"" Wut if what pou desire is among
" those enchanted waters,J will not
hold you back.

Hands you the following item:

Night-watch Mushroom

Commonly used by the night
guarbsy to stagyawake »

e

Obe stone brichs on the ground sinh into the pearly waters of the
swamp as the path extends.

In front of pou, pou can only distinguish a flat landscape covered
in cloudy waters and weeping willows, all enveloped in a thich veil
of mist; the calm is almost haunting,

W
vou wish so, you can rest alongside the hnight below’, g e ot

tree, but remember that your journey must continue.




Once you cross the mist, the atmosphere is filled with a violent silence that only
ceases when your feet step in the water; your eyelids are getting beavier and’
your body feels tired.

Obe swamp is a land of illusions and apparitions, the ghosts of the ones who
never came bach from the mist are now damned to wander around these silver
waters for eternity.
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The Phantom Parade

JMarching shapes you might encounter along your journey through the mist

’ Smiling and

gigaling a little
bit, covered in
blach.

sorrowful look
she stands in
the distance,
staring at you.

A bdark cloak
with no one
inside, standing
ominously.

Ghe hood bides
a solemn
expression, she's
accompanied by
a small beast.
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Screaming and

shahing bis bead ;

violently while
the rest of bis
body is frozen.

Lying on the
waler, wearing
a chain mail full
of dry blood and
wounds.

He's always
looking bach,
even if you try
to meet bis
eyes.

Folding a
crying newborn
with care.

Wearing some
hind of
ceremonial
robes, covered
with a mash
with jewels on

§ Young woman
§ vomiling
t violently while

& moaning in

agony, she’s

completely

naked, leaning
i on the ground.

|

With a shill
expression of
absolute terror,
wearing a Oirty
froch with a

urine stain.

§ Webind a tree,
nahed and
emanaling a
threatening aura.
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Smoke and shadotws 0l ' The €meraing Pisac s
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. Shavotw Figure

When a shadow figure is nearby, pou will
start to feel uneasy, lihe a pressure on your
chest but if you bear their piercing scream,
it’s too late, the dread will fill your body.

7
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fEbe visage of an old man slowly emerges from the water, in complete
silence, bis eyes are hollow like a mash and bis jaw is detached from
bis head, poorly tied to bis beard.

s

You bear a voice inside your head.

S

52

= Tnside the mist your ears bear nothing but
your footsteps, but your eyes can distinguish
4 subtle silhouettes slowly moving around you,
%ﬁ' if you walk towards them to find out who's

et
SR o siens
e

\M; bebind the fog, you will find nothing but a
= whisper, 30 not turn your bach on the
# shadows.
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Ghe visage disappears,




| Mlushroom Con umpt

OGbhe more time you spend in the mist the more
ticed you feel, it gets to the point of being on a
constant fight to stay conscious.

JIf pou bappen to bave a night-watch
mushroom, it will help you to stay
awahe a little longer.

If that's not the case, pou can
always pinch yourself.

s
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A shadow stands near you, this is not like the others, this time pou 2
can clearly bear footsteps and armor bebind it.

Tt appears to be muttering, "Iy path is written, my sword is
unbreakable” as some hind of mantra.
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As pou get closer, the shadow notices your pt-e_sence‘ and draws its sword.
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¥ ogt Paladin

exbausted by the mist

Pegone shadow, return to the foa. ‘j
You won't fool me twice

Pl




i;avg ieﬁ. their tgnuous v.oum
they collapses on the water.

mutbzrs. "va is my armor so bmvv? tbm

[ Siluer ?Lullabp

[ A —

At this point it's becoming impossible to fight the sleep, vou bave brief
moments of consciousness within noddings and tumblings, imploring pourself
not to fall asleep.

At times you feel like pou're making it throuab the swamp, but pou can't
Otstinguish between reality and alimpses of dreams.
Once pou fall to the ground, you feel anger, defeated as if the long fight was

B e

over and now you wait for the certain death,

1

NMow that they are unconscious, you can choose to steal their
sword and perhaps end them right away or spare their life.

A
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The Pestilent Mines

e
it

Soms;

JIf gou look down you may notice how the sandy bottom has turned into a dismal
landscape, a sea of corpses far as the eyes can go, crunching at every step.

o Ohe Mirthplace of the curse is a forsaken labyrinth plagued with ==
= abominations and pure horror; only the mad and the accursed can = ===
e freely wander around the pestilent tunnels, the stench is unbearable e

s
i
i1

‘
i

and every shadow bides a blood-starved monstrosity. Ghe mines
bide secrets that should remain unknown to mankind for good.

Ii!
e
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[
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A twisted figure emerges from the shadows.

Obe Aspect of the Dream draws
its blade gracefully and

starts swinging it at inbuman speed;
to fight this oneiric foe, you

must find a momentum of exposure
and slice the slumbering visage,

the Aspect is as nimble as it is fragile,
one single bit can end the illusion

but its movements makhe it a
challenging tash.

Tf the Aspect's stinger crosses
vour heart, the dream will end and so will
vour life. Your body will be consumed by
the mist, never to be found.

“NMone bave awahened
from Ghe Dream.

NResist not and your
flesh shall be banished

so your soul can rest
under the peaceful waters
among many others.”




— Awakening

Thin Masked Man

Once the dream is shattered, you wahe up in a different place, the mist is
gone and the sounds of insects, water and nature surrounds pou completely,
you start to feel the cold of the breeze against pour soahed clothes.

he slim stranger is wearing a big cloak and bolding a wooden mash to their
wce, slightly peching tbrougb it.

low F've seen it all, wbat a pecuhar scene I am wttmssmg

hebbel vou surely are one of a
. Yot only did you survive, but
4 somehow vanished the fog.

bappen to be loolun for someone,
thought it was you %or a second,

the mist suddenly dissipated.

“““ R ' been entrusted to deliver an
portant message, I'm afraid T have
Illme to waste.

‘te quite an interesting fellow,
efully we won't meet again hababa.
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L = Into the Forest

I: n the top of the billock, the startling view of the whole flutewood forest mahkes you
| el minuscule, the landscape is filled with distant whistlings, mahing you wonder
bout the nature of this world. you go down the bill, ready to face the unhnown.

Pt e o . v

Ghe Fflutewoods trees
can grow up to 70
meters and its tree

trunhs are full of
boles from side to
side,
making flute-like
sounds when the wind

blows through.

On the wuthering
nights the whole forest
orchestrates a spine-

chilling melody, so
loud it could frighten

Slut d
even the bravest. tr;; et:::h

A Song of the @ccult




Pagrant’'s Croon

Mur

M

00’ Bomain

Fig.2

ﬂ_:Gbese stone structures are to be found all
il around the world, four stoic expressions
'i adorn each side but the erosion and time bas

made most of them unrecognizable.

: Ghose who respect the monuments leave a
‘; string of their bair/clothes tied to it, so those
i who come after can tell how manp had

ventured into the lands theyre about to meet.

Go be “shady as a bald crown” is common
saying, referring to how a vagrant’s crown
without strings announces a dubious or
dangerous place, not to be trusted.

e o

The BHoly Seeds

JMurgo's devolees, consecrated to protect
boly terrain and destroy possible threals.
Obey live for Ylurgo's grace, to prove
their trust they often rip their guts out or
cause lethal wounds to themselves just to
wiltness the miracle: their life will continue
as long as they're faithful to their God.

i Figl Sacred ground deacon.
I Fig2 Sacred ground priest,

P Hlurgo Shrines

Tt is hnown that every sparh
of non-buman life has grown
from one of Mlurgo's severed
limbs, be is the father of
everything that is green.

Obe shrines are scaltered
around the woods, and are
often filled with offerinas like
seeds, berries and oeccasionally

flesh.

Obhe trees always agrow taller
around the shrines.




OGhe Flutewood forest is full of L
its infamous reputation comes not only for being:
,for the little

brave souls who

the witches’
hnowledge man bas over it, the

venture

homeland but also

to tell.

ife and death,

into the woods don't usually come bach

»atrtb,@jﬁdﬁ D Pries

Iders around the woods,

rded by deacons and
aching Mlurgo's words.

Ghe btsembobleé bead of a
witch that uses her long hair as
wings, flies around ber prey
while chanting a sinister melody.

A nlgbtmare beast like no
other, not a single warrior who
faced this demon has made it
out alive.

Blind creatures with extensive
iaws and prebensile noses,
capable of detecting their prey
from very far away.

Ghese monsters set their nests
bigh on the top of the trees, and
bang in cocoons waiting to drop
and melt their prey in seconds.

£1derly beings from a lost
civilization. Ghey usually bids
to try cateh their victims off
guard, then stab them to dealh

0 resembling an elder; it
slowly in a baunting
er.

A spider-like creature that bides

underground and uses its 0ddly-
shaped abdomen to lure its prey
and also as protection.

Ghe most common type of witch,
named after their pale velvet shin
and hnown for their frightening hexes
along with their appetite for children.

Murgo's limb, a Foly Seed:
usually found escorting a
Sacred Ground Priest.

Made from mud and dirt by
the forest witches, to serve as
their minions.

Ghe goblin hnight is a
formidable foe, the last of the
Green Fland order.

0 called witch's blades since
‘e mere puppets, primarily
as a weapon for their

A mushman can belp the adventurer
if be wishes so with valuable
informaltion, but also mischievous
advice to belp you find death.

Ominously floahng over bodies of
water like lakes or ponds while
mahing a sound similar to a crying
womar; hnown to be a bad omen.
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Suddenly you wahe up soahed in sweat, a dazzling fire lights the whole room, the

ressure in the air feels overwhelming, mahking it difficult to move and breathe.

Obe muffled sounds slowly turn into a deep guttural voice violently chanting in

language you can't understand, filling the room and piercing your ears, you feel
¢ poure living a nightmare.

Your beart is racing: confused and Frightened,
you are not able to process the situation, you
try to get up quickly and run through the door.

g mte am . 2 Your legs tremble in fear while trping to stand
‘ . ' e e : up, while passing the fireplace pou realize
I You dream of lost ancient lands you have never seen, brimming with life and full of - il something truly bizarre.

| serenity, A clear shy mirrors on the crystaline waters.
Ghe mist from a distant waterfall dampens your shin, the lingering water shines lihe
diamond dust in the air.
Vou find comfort within the soothing view.




Hlopelessly trping to escape the room, you run to the door.
be front door is closed tight, but due to the wood being rotter and humid,
lamming into the door a couple of times will hnoch it down.

ARV AAMAAAAAAAAAARAAAANA
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- You fall to the ground outside along with the door, gasping for air while feeling
the wet grass under your fingertips and the forest's breeze chilling the sweat on
- your bach: you feel relief.

* After recovering from the situation, if pou look back you will see the room in
- complete silence and darhness, in the fireplace, among the ashes a small shine
* catches your eye.

You realize how despite the intense lighting you don't cast a shadow.
As the chanting aets louder pou feel more and more debilitated; as if
every word put more weight on your shoulders, crushing you under it.

Jf vou listen to this chanting for teo long, a curse will be inflicted
upon vou: the bearer of a curse will suffer a fale worse than
death and probably will carry it as long as the blasphemer wishes
regardless of their lifespan.

A punishment yet unworthy of thy sin,” said Jlarko before
inflicting the eternal curse upon Ghylak.

A A

s o e
ane




d WUpon closer inspection you mahe a gruesome discovery, the fireplace is

§

.1 cold, and the ashes were old, covered with spiderwebs and dust as if the fire
‘! wasn't really there minutes ago.

Ghe shining in the ashes is coming from a deep red gem.

Jf pou pich the gem up you will notice how it's attached to something
buried in the ashes, a mummified severed hand, missing the tip of a finger;
you can take the ring with you, if you wish so.

i
{l
H

i

=

e
Singing Fire

Ghe bearer of the ring will be
able to add burning flames to
a weapon upon touching the
steel for a few seconds.

Ghe effect only lasts about
five minutes, it can't be
applied again until the steel
loses all warmtb.

While inspecting the fireplace you might notice a strong
smell coming from the chimney.

Avoid looking up.

Jow somebow rested, you might continue your journey.




&/ Into the Forgotten Realm &)L

Feading two nights north, long after passing the house without windows you
will notice how the path is frequented by small ruins covered in moss: as you
ao deeper into the woods the small ruins become buge towers and castles

i engulfed by nature.

i

Forlorn Ringdom

!

Pou can look around, but you won't
MInd anpthing besides mossy brichs,
e ruins are as old as the forest
If. everything bas been consumed
nature long ago.

e —————— 5

all the ruins scattered around,

one that stands out is an

posing mausoleum: as you get
loser you will be able to discern
Wolses coming from the inside in
gtween the forest's whistles.
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N




@tff “ %u " 22560089011

fleccomancer

|| Obe necromancer is a darh-strichen creature that bides
| bebind bis many summons (crazy, mad even insane bones

PHemlet's Beast :
Ghe starving beast has remained in that pit for many pears, !
| constantly baying for food. resting on a nest of bones from
those who once fell.

‘ Light Gobbler |
| A Dwisted abomination full of limbs, a single look into Hheir |
| contorted face can mahe you go mad.

1 A couple of goblin guards are in charge of Flemlet's Yeast, {
| they mahe sure nothing comes out of the pit.

N

o 2o
iy

Ghe last of bis hind, the great goblin knight awaits next to
the princess’ chamber, bound by bis oath.

T ————————————

A long time ago the Goblin Princess’s life slowly faded away due to a rare illness, and
50 31 the Green Fand order. Ghe Green Sun mausoleum was built shortly afterwards
to preserve and venerate the body of the princess; very few goblins remain from the old

world, even so they still guard the beloved corpse. |
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Ohe main gdtc is guarded by a big red sheleton
equipped with sword and shield; the floor is stained
with fresh blood as is their sword,

Red sheletons are bigger and stronger than the mad

bones, if pou want to aveid a tough battle you can
always look around for more entrances or holes.

Gbe first thing you see when pou enter the
building is a horde of sheletons surrounding a
tall, hooded figure with glowing blue eyes, the
necromancer notices your presence instantly.
Fe slowly raises bis pointing hand while
stepping bach, a sheletal body starts coming out
of the ground, trying to reach your leg; in order
to defeat this foe, you should avoid fighting the
sheletons, instead slay your way towards the
creature and stab it with all pour strength; this
will bring it down.

Lm B AR L Al 4 T R s ) SRR

Mecromancer.

"JF pou manage to stab the creature, it will fall to the floor and reduce to ashes in |
a matter of seconds, leaving behind only the single-horned belmet; all the remaining
heletons in the room will then collapse, returning to their natural state.

Bbe Prince of Mones is a necromancer ceremonial belmet, it does not grant its
Owner any special attributes while they are alive besides changing the color of their
epes to blue, bul, if they die with the helmet on, they will return to life as a

Prince of Bones

necromancet cevemonial helmet




An ivory chest lies at the back of the room, at the feet of a dilapidated statue: the
chest is perfectly preserved and covered with beautiful ornamentation, likely housing
a valuable object of importance.

As you approach the chest, suddenly the floor opens beneath pour feet, you try to
grab onto the brichs bul pour fingers slips off the mossy surface and you fall
belplessly into the void.

Obis is the only way to access the underground chambers, it's a fall pou must tahe
to advance in your journey. Sometimes mistahes can lead us to the true path.

bed of slimy bones breaks the fall: the stink of death clouds pour senses. A pair of
low glowing epes casts a flimsy light into the macabre surroundings:

i ot . . :
Go survive this voracious beast you must

f:}

R

Jr N

avoid looking directly at bis eyes; a single
glance could petrify pour shin, leaving you
in agonizing pain and paralyzed for the
beast to feast on your flesh.

P

Lrith

e

hield of | Petrification

T

Obe nest is full of rusted weapons and armors from the
beast’s victims, but one stands out.

A blue shield with a big shiny gem, if you clean the
putrid blood from the surface you will notice your own
veflection as clean as a mirror. Gbis mirror is the hey to

escaping the nightmere,




= e e e : — The Alluting Shine

Bt

I pou mahe it out of the pit, you will find yourself in a dark room with a , o : S S -

beam of light coming from the trapdoor on the ceiling, you hear noises and

murmurs coming from the shadows. Following the Goblin

Garden you will find
a small room
connected to a long
ballway full of

arches.

Once you step into
the room a glowing
object at the bottom of
the room instantly
catches pour eye.

A chest glows with
an ominous. deep
green aura.

Obe qoblins are shoched to see someone coming out of the pit, they are
paralyzed with fear. Weah and old, none will dare face the warrior who slayed
the beast.

You now may mahe your way to the next room, covered in the blood of your
enemies or not, depending on the path you decide to choose.

e — o o o
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:hznse light coming ft'om tbur gaping moutb
nce you get close enougb the bewttcbmg hgbt tums into vwimt

these flashes wnll tum youL inscme for tbe rest of your life, if s you

ahe it out ahve. : sl ) ‘

bls cre ure moves extteme!y fast resemblmg an msect

oy o~ o s e RS

"Tfnsxée the chest lies the Royal Spine, a golé plated thrusting weapon
covered in jewels. Obis weapon is clumsy to handle and very heavy.
s as beautiful as useless,

T L P
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Vou walh throuah the

, the ruine

structure l'*k‘:‘.v the ::ur:b.»;M

ech through the walls
and ﬂowr casting its light
into the deep areen moss.

A delicate voice echoes
between the corridor

valls

Please, leave them be”

“Obis is not a place for
thy hind’

"Pegone, I beg




Last of the Green Fand blades,
protector of the grave and faithful
friend of the princess.

walhing towards you.

l
| A threalening presence stands in the middle of the room; their 00d looking armor |
E presents the main traits of a goblin, bub it doesn't match bis imposing stature, be I
i carries a pair of wavy war axes. As soon as he nolices ypour presence bhe starts i
i |
l !
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fatal.

Obis formidable foe fights
with slower vel aggressive
movements, a direct blow |
from one of bis axes could be

JIf vou carefully avoid or
bloch bis attachs for some
time you will eventually
exbaust bim and that would
be the optimal chance to
thrust your weapon into one
of the armor’s apertures.

Once you burt him enough,
be will fall to bis hnees.

ﬁxbaustcé the Goblin HKnight turns bis
head, staring into a dark ballway at the
bottom of the room.

Fle contemplates it for a few seconds, then
screams ab the top of bis lunas and rises
once again. Ohe blood pours from bis
wounds like a fountain due to the pressure,
be's qoing bersech.

Obe hnight won't last long, but he will battle

fiercely until the very end.

hright falls into a puddle of bloob and stops moving almost immediately, as if be

L drained of every grain of energy. Ghe long fight is over.
w can’t tahe bis armor or bis axes with you because they are extremely heavy, but
u can remove the upper balf of bis belmet and take it with you to alse reveal that

A

be was in fact a buman after all,




The Princess’s Q‘:bamber

Obe ruins are in absolute silence, the last room awaits pou. :

You stare into the darhness, your epes discern a dim light at the end,
probably coming from the crachs on the ceiling as well. e
Vou can feel the tension in the air as you walh through the ballway, it =
feels somebow wrong but also like the right thing to do.

Vou feel a light pressure on your chest, a feeling you cannot fully arasp.

the araceful dawsol

:',Limui.,‘“‘ ,:.“” Eivene Wiy

Obe princess reme .
ber most beloved possessions, she, thinks of t

icess slumbers i her cashet poacefully, ro ov
only lsose who's hasel-ls .

ft thelr bédy

e goblins and Her fath




You can tahe with you two relics from the princess: a rusted old crown: you can
appreciate that it used to have embedded gems on it, but now theyp're missing. Gbhe
other relic is a bighly decorated bronze box. Jt has an inscription in a language

you can't understand on the back. Ghe box is closed tight.

JIf you get back to |
the tree at the :
entrance you will |
find the dying s;
knight below, i
bolding bis last i
breath.

If pou carry the
box with you, be
will mutter the
following:

it & R A : = . ;
fig 1 fig.2 ] ) gl
B ] T cannot believe

Once pou exit the chamber to walhk the way back, you wilness an uncanny scene, mp eves. Ghank
a pale woman with a sad expression hneels before the Goblin FHnight's corpse, ber pou, pou are a
shin is lumpy and full of wounds and her hair floats as if she were underwater. faint”

Ohe vision lasts half a second.

RKeep the 'ﬁbnx‘l; “

be hnlgbt will grab the box netvouslv. be pulls “Obb 3 see...F should bave

t a hey from one of bis pockets and opens the expected il too nzmb to ash ofo -
¢ Inside there's a shiny areen ting: the hnight | stranger”.

'\> it tight and suddenly he bursts into ﬂames Jf at some point you f°"°“ it op

ce :ts extinguished onlp asbes wl!! be leﬂ o tb‘* 5‘”‘ will be cmptv.,‘

Biuve him the box

fow pou must continue pour journey,




@n the Tlap to the Highlandg

’ng past tbe ruins. beabmg to the nortb you will be mtermg the forest’s bighlands. Ghe colb
{ starts to get in your chest ané the ﬂul’ewoobs melody sounbs on a more violent pitch.

B

As you bike l)igl)er. a landscape starts to peek bebmb tbe
trees - a scintillating sunset mirrors on a lahe that splits the
vast bighlands in balf with just a flimsy wooden bridge !
between tbem swaying genl’l’g in tbe breexze.

Swords that took part in tales and legends, their blades are one of a hind and
also indestructible due to the magic that forged them once, each one bas special
abilities that are unique to them.

Some of these blades have tahen lives from demons and emperors across time and
now, they rest, hidden around the world.
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i While walking through the bighlands you
| reflect on the journey. Did you go far

| enough? Do you hnow where pou're

| going to? Perbaps you don't want to

| know. Js our path alreadyp decided and
we should walk mindlessly to eventually
reach our destination, or are we the
ones who mahe the path?

Qur way to the end is what truly
matters? Or does the value of a journey
depend on the destination?

Ohe flutewoods sing while the dry
leaves crunch beneath your feet, you
cross a vagrant's crown without bair or
strings attached to it, pour thoughts are
interrupted by this strange fact.

“In the distance you see a shadow sitting on a tree stump, wearing a lorg shirt and a
ointy bat. .As you approach it pou can tell something's off with their face, a long
ach tongue emerges from its wrinkled lips in a gruesome manner - it appears to be
‘wearing a mash portraying a witch. Ghe fact that the resting figure bears any
“resemblance to a witch makes pou instantly distrust them.

AAs they notice pour mistrust a quiet
gentle voice speahs bebind the mash.

L Please fear not, traveler,
L Despite one's appearance J am no

J am Vihura, daughter of Durma,
normally J don't wear this hind of
garment but the witches tooh my

pounger brother and I plan to tahe
bim back by infiltrating their coven.

Jt's far from being a perfect plan, but
B J am telling it to you because I need
b someone like vou to clear the path.

J would be very grateful.

Fands you the following item:

Crooked Fang

Commonlp used by the Wwandering angels to
achiebe inhuman strength and reflexes
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“ As you step onto the bridge, the menacing figure slowly approaches you from the
other side; the bridge trembles with every step while the hnight draws their axe and
points it at you.

W R AR ¥

i I . AL this point, while the foe =
Lk Pl R 6 i T ‘ R _ walhs pour way you have the

e ; ; : 2 e ' i ‘ ' | chance to use the croohed
fang and release its potent
venom into you.

You will start to feel how
your senses sharpen, you feel
the creaking of the wood

below vour feet and bear the
agitated breath of the enemy
fromt meters away.

OUr: surroundings move
slower and your eyes
perceive the air currenls as
clear as a spmpbonic score.

You can feel the arowing
tension in your muscles as
your blood warms.

All the effects will last for
five minutes and then you
will pass out instantly,




%babe %anctum

¢ of the Ung

- - SO e )
e S B e

The Falling Hiant -
Ghe hnight prepares to charge " An enormous structure ‘
against you, letting out a tises at the top of the
screeching war cry while * bighest bill, casting a
raising bis axe. " shadow that engulfs the
landscape.
Ghe next thing pou see is the Vou have made your way
hnight belplessly falling into the o the building as the sun |
clouds beneath. Ghe old wood | goes down. i
planks couldn't resist the "Obe gigantic sun with a
weigbht. L grim expression that
L decorates the main gate
Astonished by what just . makes you feel minuscule
bappened you compose yourself and uneasy.
to analyze the situation. ‘
"Ghe bigh contrast with
Jf you used the croohed fang, " the shy makes it difficult
the wisest choice would be to o discern whal's inside.
get to the end of the bridge as

soon as possible, before you
pass out and fall off the bridge. ‘

Phe sun is almost down and the pinhish shies have now turned into an intense orange.
You think about the false witch, did she crossed the bridge while you were
unconscious? Would she ever mahe it to the coven?

Ghe sloping bills mahe for an arduous
climb, but thanhs to being rested, you
don't feel any exbaustion, you even

get to enijoy the peaceful scenery.

AL the other side you notice how the oppressive flutewood landscape is replaced
: with clear shies and endless bills full of cedars. Ghe breeze blows gentle.

| After daps wandering around in the unrelenting flutewood melody. the absence
: of the whistles now creates a beavenly silence interrupted only by the chirping of
: tbe birds and tbe wind blowmg through tbe leaves.




The
Silent
Keeper
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Two
Coins
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Once arrived, as you approach the
gate your heart ships a beat when vou
see the large sheleton standing inside,
completely still and silent.

Obe gate bebind the sheleton is
abnormally dark, not a single shape or
dim light can be discerned from the
outside, as if the sunlight couldn't get

through the door,
Tts bones are covered in moss, its e ) e

unnerving presence mahes pour heart
go faster and the air suddenly feels
heavier.

As you heep eve contact with the
sheleton for some time the bones will
start moving,

Obe sheleton raises botl
arms to shoulder beiaht,
slowly opening its hand
to reveal a pair
of coins, bolding
one on each

If you try to look away
you will notice how
pour vision slowly fades
and a bigh pressure
starts pounding
in your head.

e band,
) "

Ghe two coins are presented to you, one is made of silver and the other
one is made of mud.

JIf vou take ecither of the coins, the building will disappear in the blinh of
an eye. Jn order to pass through the gate you must deposit a coin
depending on your “XUL” level, if your will is low vou should deposit a
coin made of silver or bronze on the left hand and if your will is bigh
deposit one made of mud on the right hand.

“Jf pou don't measure vour will correctly or place the coins on the wrong
band you will be inflicted with a curse.

U S—
Sitver Coln Mud Caoin



Shave Sanctum
A long dark corridor yoitb -a thousand e'ges greets
you inside, the air is filled with the distinct smell of the

cold bumid stone. Your eyes tahe a few minutes to get used to tbe

pitcb darh environment.
i

deadly traps, only l’be creatures of the dark and the msanc
have wanéereb around its mgbtmarisb ballways.

y

Vou will find this symbol numerous times around the labyrinth’s walls,
ceilings and small shrines, the meaning is unhnown to you.

Gbe first time you see the spmbol is on a mural at the end of the thousand-
eyed corridor, once you look directly into it pou don't notice anything
strange at first glance but soon you realize that every time you blink, for a
second, you can see the symbol, etched inside your eyelids, like an optical
illusion.




Defeated Enight

1 E.ymg in a niche/ near the beginning you will find a leering figure, dressed in an !
opulent armor full of emeralds, the hnight notices pour steps and says the
follow‘mg:

-

Near bim you can find o

b - it should be useful i
Someone pleo.se unsbackle me. from tbis o6 1 sherts be nadl

| i through t
tcrrible curse upon ﬂ)e living... .ﬂE,Afﬁ. ‘ ﬁ?l:) rﬂf ;}:M? rough be‘ .
'ﬁly miné is cloubeé wztb éuzatb camnot
tbmk '3 cannot act e teioy

W!)y sbculé 3 keep ﬁgbting... .
we're all doomed to turn :
into forgottm bones.

- Obe Shade Sanctum is separated in several layers, each level reaches
~deeper into the underground and its darkness becomes more and more
dense to the point where not even flames can pierce through the shadows. ,.

vl

o one bas found the bottom §f' the labprinth et it map not exist at all.
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The room seems empty-at first sight but for a palpitating lump of
flesh in the corner of the room; completely harmless but bighly
disturbing. JIf you inspect the whole room you will notice a slight
insect-lihe buzzing that increases as you get closer to the center.

Tn the middle of the room lies an 0dd-loching ring, the room is

now filled with a deafering buzzing. JIf you touch the ring you

will carry FHethereth's white bives for the rest of your life until it

consumes you, truly the worst of fates.
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13{. Obe room is guarded by an undead darh sorcerer, bis mummified body is fragile

and will fall apart with one blow. but bis powerful raps are deadly and fast.

>
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DI The Abpssal Garden

L An empty room full of briched-up windows. Bhis room hides a secret i

=== @ fidden garden deep inside the labprinth, <=

‘; from the ceiling silbouettes the flora around the room in a beautiful way,
: deep within the labyrinth lies a pale garden surrounded by ivory pillars.

~ TIn the middle of the room a Ea[ﬁmg Shull floats ominously, moving
 slightly from side to side; the shull will not harm pou in any way, if pou
l talk to bim the shull will answer with riddles and nonsense. Ghe shull

| enjoys your company: the company of someone who also ap;’:reciates the

Lgarben. e : ’

within its walls, pou must close your eyes or extinguish your torch and
walh across the room until you find a chest. ¢
;
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The Puppet Without St rmgﬁ X

Fidden in the shadows a wooden abomination lurks through the insides of the
labyrinth, endlessly wandering the long darh bhallways, crawling its walls like a spider.

JMade of bones and pine, the macabre marionette is an
invention of the witches in order to craft their own champion.
Go mahke the puppet inbumanly shilled they used the bones
from a great swordsman in the crafting the puppet’s shills will
be reminiscent of the life of its bones.

Pale Swordsman Marionette

Powered by the curse, the marionetle swordsman swings its sword
with inbuman speed, bis claws and steel are coaled in poison.

Ghe best you can 00 to avoid the creature is extinguish your torch ; s ulted i Wi ]
i , 2 ' , l ? ed ce with | ge cqlumns tbe room u‘perfectly LA
every time you bear the claching of tb.e wood near you. ©Oo defeat mtrror od In every “m fbl& ientie the B 609 ¢ you will fid iﬂf‘ d
this formidable foe you must smash its shull, once brohen the X Is u b ) .
puppet will collapse, bigh ? illuminated but also empty version of the labyrinth an@ ¢v¢ntually come
B & to face a sbabow vmlon of zoumlf , B it
"_ﬂ il B g |n




filled with the sound. of VERMIS q

The Infinite Mirage il

?% An amalgamation

a familiar voice echoing within i

of lengthy ballway
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Bubious Friend .
Jan-shaped figure
dancing and jiggling in the : i ; 1
darh, its feet do not touch b i
the ground. : 3: |
When light is shed over it, 4
the creature will be : il | ;
quichly pulled away to the f i |
next dark corner by some : §
kind of limb on its bach. b
(Ft is bere!) (T am me!) : 1
(T found itt) | 4 {
repeats endlessly. j s ,‘
I
I |
[l <\ ghoulish figure points their bony finger dragging your eyes to the ]
(] ghost of someone you thought you would never see again standing at t |
l‘ the end of the cave, casting their very own shadow. :
:i £motions bit your chest lihe a hammer, pour feclings take control [
I over your body and want to run towards the figure to never let them ‘
g g0 while pour rational thoughts try to fight the infinite mirage. |
|
|

‘“?.' I]




| TIn l‘l)e“benrt of tbe ﬂvst layer
of tl)e labgrmtb wu mll flmb

euée& up feastmg e bis.
bumamty and turning bim into
a blood-craving beast that

~ wanders around the labyrinth,
bowllng and screaming in pain,
searching for fresh bloob to
feed bis axe.

Obhe warrior attachs in a bysterical and
erratic manner; blow after blow swinging
bis axe in between screams. JIf you trich
bim to run into one of the room columns
the axe will get stuch in the stone. Ghat
is the moment when the warrior’s arm is
vulnerable to a fatal blow.

Once you perform the cut, the warrior
collapses to the ground motionless and
silent.

A creeping sound draws your sight to

the severed hand as you contemplate in

horror how the flesh twists and twitches

before growing limbs and rapidly crawling
into the shadows.
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You may enter into this
lengthy ballway without really
knowing since the position on
the map is provisional, the

~ ballway is constantly moving
~ and changing locations.

Hunz 34099700

Once you step inside, you will ﬁohﬁﬁe [
| the path appears abnormally long, th
~ ballway doesn’t seem to end and tbepé
no 6oors or corners in sight.

\

' Bbe wlm) starts to blow more violently an\é
your torch starts to flicker. Don't bother to
‘walk your way back to the beginning, the
ballway can extend in both directions.

You gradually start bearing steps bebind

_pou. every lime you stop tl)é sound also
stops. !

Tf pou shed light over where the footsteps are coming from you will see the
glimpse of a shadow quichly retiring into the dark. Jf you heep following the
shadow it will eventually get tired of this and face pou.

A monstrous visage looms in the shadows; the grotesque and threatening featv.res ]

of the visage instantly mahe pou want to pull your torch away just to heep the
horrific picture off your eyesight, but thinking of the monster freely lurhing in the
shadows is somebow more terrifying, so you heep the torch close to its face.

What an‘irkg&?ﬂ& little thing: v
that‘ ﬂlcker‘ing light 'of pours.

Bhou art welcome bere lost
traveler; extinguish thy fird and
join our home.

ot

Fast thou constbzmb joining tbe
shadows? A warm ‘and &
' comfortable lodaing regardless of

what it might seem.



'jf@ou dccept tbe tnyltation. vou will join the barkncss in etemttg. never to be
alone again cmb leavlng your mortal body bebind. ,

{ ¢ & \ ; i \ 1
'.’Jf pou klnblg refuse, tbed greq;tu" will go away without saylng a thing, the blowg.ng /
- wind will stop abruptlg\ and the illusion will eventually fade. 370u. now can élscem
Cin the 6lstanc¢ a big gate at tbe end of tl)e ballway. ,

3

Ghe woun@s inflicted by the butcher’s
firstborn will never fully beat:




'Labyrinth L

Stagnant underaround waters dominate most of the lower reaches of the labprinth,
it’s inevitable that at some point pou will haye to cross the flooded corridors of the
Shade Sactum,

Obe water redaches your calves and bhinders your passage. Ghroughout the cotribot‘s
you can hear disturbing echoes of something moving in the water from the distance.
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Once inside the room, you contemplate the space, its leaking walls, the rippling
reflection of your torch on the water and the glistening on the moisty stone
walls; you bave an unusual feeling about this room, different from the others.

As you approach the well in
the middle of the room a
pressure in your chest starts
pounding, you feel
uncomfortable but can't point
out why.

You bhesitate for a moment,
this well seems oddly familiar
somebow, but eventually the
urge for hnowledge will make
you step forward and look
into the reflection.

Ghe reflection stares back at you, deep hollow eyes you can't recognize, the
body of a stranger made of old bones and paper-thin shin; the image in the well
fills you with dread.

The IMlugion falters

4 feeble illugion ghatters in silence.
The void stwaddles pou gentlp, welcoming pou back;
a life has been lived and the Dream is no longer,

The old bones notw slumber, waiting for the moon to
ghine once again,
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