
The trio will be startled by some bizarre buzzing zap and a bright flash of light. They will discover that their Thiefly and magical friends are missing. In their place is another who appears to have been knocked unconscious. Scorch marks  and some red stone shards are all that remain of the spots where the other two were resting. A search check on the shards will reveal various tiny ancient symbols and runes inscribed on them. Looking around, it appears to have fallen from one of the many hanging dishe

The two missing members have come into contact with a strange red stone which now lies shattered on the ground. (They are in the deepest part of the underground city.)

A deep rumbling will shake the building they are in, as well as the rest of the city. In the center of the city, the landscape has changed, triggering a massive gate to rise up out the ground in the middle. A dozen massive glowing orbs hover around the gate, brushing trees and other plant life as they orbit the main structure. The gate itself appears to be at least 50 feet tall and is inscribed with a number of symbols and runes. 

The orbs surrounding the gate suddenly unleash jagged bolts of lightning over the city, striking various golden decorative emblems mounted on buildings with a considerable amount of noise. It appears to be bringing the city back to life, causing lanterns mounted around the town square to light up, though some of them explode in the process, dried out fountains begin , and several nearby vehicles begin to hum softly. 

Without warning, though, one of the more badly damaged vehicles begins to smolder, soon bursting into flame.

A search of 18 will reveal a golden emblem that has dislodged from a building and is now lying on the ground.

A bridge has risen up to connect to the island gate, but looks terribly damaged. Various large stones slip from the bridge into the canal, causing the water to splash up onto the road.

Anyone getting over to the island that isn’t covered in vines will be the target of a bolt of lightning. D% 49 or higher is a warning shot. A direct hit is 6d6 electrical damage. DC 20 reflex for half. 

The gate itself is sealed shut with a massive stone. There’s no telling how thick it might be.

If the emblem is thrown at the door, the electrical charge will surge from the orbs to it and melt a small passage through the door.

For a few moments, lightning blasts the emblem, causing the door to glow white hot just behind it. The stone itself begins to flow like lava, the molten material pooling on the ground. Moments later , the golden emblem is vaporized, causing the lightning to cease. Small heated area of the door slowly cools, revealing a hole small enough to crawl into melted right through it. What lies beyond is shrouded in darkness.

Inside, without a proper form of illumination, it’s nearly impossible to see where the ceiling might be far above you or where any of the walls are around you. Darkness threatens to close in and drown you all of any sight you might have. As a side effect of this, your other senses grow stronger. Drips of water in the distance patter on the cold stone floor, while the smell of  A cool breeze rushes past you, looking to escape this place through the newly formed opening in the stone gate slab. The air even smelled old, as if it had been in here for centuries, growing musty with a hint of decay. 

With a torch, you can see slightly better, though the thick darkness, but only just. The entry halls measured 15 feet wide with columns along the side reaching far up into darkness the torch could not get rid of. The darkness also makes the far wall unclear. Various small transparent insects and white salamanders slink along the floor and up the columns, escaping the light and smoke. 

Walking forward reveals the room having a length of about 30 feet.There is an iron door at the end of the room straight ahead. A thick coating of rust near the bottom almost obscures a inscription in ancient runes.

The door is locked, but not trapped. 

The next room appears to be a hallway. Ten feet ahead there’s an intersection to the left and right, as well as the main hall directly ahead. The hall is about ten feet wide and high enough the ceiling is not visible.

(All rooms are the same, but have not been used in over a thousand years. Everything is falling apart and decaying.)

Room 32 is replaced with the 600 foot central shaft.

Entering this room, you feel as if you’ve crossed into nothingness. Aside from the wall the door you passed through is set in and the floor, you are surrounded by darkness. You can see no other walls, or the ceiling. You hear no sounds in here except soft echoes of the movements the party is making.

Walking ahead, for some time, (DC 25 spot to not fall off the edge of the precipice.) You reach a shear cliff. It is slightly concave, and looking over the edge, it appears to be multi-leveled. There’s additional walkways beneath you. You cannot see to the bottom…
Go to the free map to continue to the forges and the fantastic inventions room.

Inside the fantastic inventions room is a longbow made entirely of some sort of metal. A series of rods and other fine mechanisms in the bow itself lend strength and power to the shot. A small notch in the bow seems to hold something, but the object is not nearby. 1d12 composite longbow. 


