Baldur’s Gate II: Shadows of Amn and Throne of Bhaal Walkthrough

The Journal of Peterond Silverbow

Day 1: Where am I? What’s going on? This day was busy, dear journal, maybe way too much for my liking. I woke up in a cold cell today. A weird man (seems to be a mage and captor of our party) appeared. He looked... scary. I would swear his face was attached to his head with many little metal rings... I’ve never seen anything more disturbing before. He babbled something about “power” and tortured me!!! If I was only free for a second I would kill this little ratstink for it, but the cage I was in was magically locked. Damn!!! His tortures rendered me unconscious once again. 

Imoen woke me up. She managed to get out of her cage somehow and found key to my cell. The wizard tortured her too. I’m sure to make him pay for it if I get the chance, that I swear. Only Minsc and Jaheira remained from my party in the jail I was in. Where are Khalid and Dynaheir, I wondered, but not for long. Minsc explained that our captor tortured Dynaheir and killed her. Another reason to track him down and make him pay. I made a bit of fun from Minsc and he got berserk, breaking bars of his cage. Heh, nothing’s better than a bit of psychology here and there. Jaheira’s cell was secured as much as mine was. We looked around for a key and found it on a table in the room to the north of the jail. A golem was there, but Imoen was correct that it’ll do only what is ordered to it. It did not interfere, stupid construct. I unlocked Jaheira’s cell. She doesn’t know where is Khalid, so we should find him. So now I’m in the middle of madman’s dungeon, but thank to the gods, not alone. Three of my best friends are here with me, and I feel that I’m responsible for us being here. There were some low quality weapons and armor in that room, too. Imoen said that our captor probably sold our equipment, so anything is better than nothing at this point. I don the studded leather (not very fashionable suit), Jaheira the chain mail and Minsc puts on the heavy splint mail and a helmet. Imoen doesn’t want an armor, as she couldn’t cast her spells in any kind of it. I took the katana and a longsword, Minsc got the two-handed sword and Jaheira took a simple quarterstaff. I found a trapped secret stash behind a painting in that room. After disarming the trap I found a magical dagger +1 and three potions of healing. Imoen took the magical dagger while I put the potions into my backpack. We decide to rest here. Imoen and Jaheira need to prepare their spells, and with the golem here being so dumb, it seems absolutely safe.

Nothing interrupted our rest. Imoen is worried about this place as much as I am. This place scares the hell out of us all. We proceed through the western corridor. A lot of bodies of my fellow thieves in black hoods lie on the floor. Judging by their clothing, Shadow thieves, for sure. There’s a room with a lightning mephits conjuring machine at the end of the corridor. I spot a switch on the right wall and turn it off immediately. Only one mephit got out so far, and we take care of it easily. The exit out of the room leads to a strangely beautiful cavern full of large crystals. A djinni appears. He says his name is Aataquah and gives me a hypothetical question: A mage holds me and my sibling in separate cages. Each of us has a button in his cage. If I’ll press it and he not, I will die but he will live. If he presses it, he will die but I’ll live. If both or neither of us press the button, we will both die. Aataquah asks me if I’d press the button. After a bit of consideration I say I’d do it. My conscience wouldn’t allow me not to press it. An ogre mage appears. He falls down after a fierce battle, injuring me and causing me to drink all healing potions. Aataquah appears again and tells me to seek out someone called Rielev. We go further west. A group of goblins attack us but Imoen clears the way with one fireball. The goblins have only some minor treasures, and a composite longbow which Minsc takes as his second weapon. There’s a room to the west with two mephits inside. It’s full of tanks filled with some kind of liquid and there are lifeless twisted bodies inside. Imoen says they used to be people... seems that this mage takes sadistic pleasure in torturing everything living. We found a quarterstaff +1 in this room, as well as a short bow. Jaheira takes the staff while Imoen takes the bow. There’s a room just opposite to this one through the corridor. We go inside and have to fight another mephit. There’s another golem. I interrogate it and it says it can open the doors in dungeon for me. There’s a long sword +1 too. Apparently it misunderstood me for his master. It said I need a wardstone to activate him and that it is in Rielev’s room. 

We go north and enter a sewer-like area. There are another two groups of goblins which we have to dispose of. There are three exits out of this sewer-like maze. We try the one which is closest to the jar-filled room. There are two inactive golems. We leave them be. The second door leads to the Rielev’s  room we searched for. Rielev is another creature in the tank. He asks me to give him release from his non-death-nor-life state by removing the power cells of his jar and use the cells to revive other servants. I do so, but none of them seems to hear me. I take the wardstone and sling and bullets for Jaheira from Rielev’s room. I give the wardstone to the golem and it runs somewhere deep into dungeon to perform its duties. We try the third door instead of following it. It leads to a library. Except a few goblins and mephits there are only a few of potions and scrolls here. We proceed north. We encounter some dark dwarves, duergar, says Imoen, that attack us despite my efforts for peace. Imoen casts web and they fall all easily. Jaheira picks up a club, helmet and the chain mail +2. There are a few potions and scrolls around here. The leader of the duergar carried acorns with him. I’ll pick them up, maybe they have some use. There’s a door which requires a statue to unlock there. We don’t have any so we proceed south. There’s a cambion there. I push the lever twice and he breaks free... oh no, my stupidity can be our one-way ticket to Abyss now. But we defeat the cambion easily. It carries a bastard sword +1. We return to the library and go south. The doors the golem opened lead to a large pit. There’s a huge otyugh there. We kill it and search the room. There is a wand key and helmet of infravision here. Minsc takes the helmet. We rest here.

Day 2:  We go east. After killing another goblins, we step into strangely civilized looking room. Must be the wizards room. I detect a lot of traps here. There’s Jaheira’s helm of Balduran and Imoen’s amulet of metaspell influence. We find an air elemental statue here. Surely it will unlock the door in the north. To the north is a portal, but it requires some kind of key we don’t have. To the south is another beautiful cavern... and there are three dryads here! They say that Irenicus (finally I know this guy’s name) keeps them as his concubines and that I should help them by taking the acorns I took from the dwarf to their queen in Windspear hills. I agree to do so. We go further south. There’s a very beautiful room there... Imoen is shocked that it belongs to the same person that tortures everything. When we enter an alarm rings and stops. I wonder what trouble could this cause and suddenly the inactive golems come to my mind... oh no. They’re here in a short time, and they fall in time even shorter... I thought golems are tougher opponents. There are many traps around, and I find a few scrolls, another wand key, a pommel gem of a sword and a strange key... perhaps the portal key? Well we go to the “statue door” and I prove correct as the statue unlocks the door. We step trough the door and suddenly we’re taken to a windy place high in clouds... seems like elemental plane of air to me, and Jaheira confirms it. We fight a lot of mephits here. Only thing we find (except a scroll of air elemental summoning, which Imoen scribes) is a flask... classical djinni flask like in stories. I touch it and a djinni appears. He says he’s Maalaq and has my sword and that he’ll give it to me in exchange for his real flask which would allow him to free himself from this prison. He suggests I check the dryads. I do so and they give me the flask gladly. Maalaq gives me Sarevok’s two handed sword +2, and Minsc snatches it immediately. We return to the portal and step trough it.

We run into a thief from the lands of Kara-Tur by the name of Yoshimo. He says he was trapped here too, and though Jaheira and Minsc’s Boo don’t trust him, I think he could be telling truth... the mage obviously keeps people here only to torture them. Yoshimo says we’re probably in Athkatla, the capital of Amn. Well... if it’s so. He earned my trust and joins us. He warns us that in the next room there are portals that spawn mephits and suggests that if we destroy them, mephits will die. We’re pretty messed up so we decide to rest. Imoen finds and scribes another scroll. 

Day 3: We storm into the room and wipe the mephits out. There’s... there’s Khalid’s body upon a table... looks like the madman Irenicus experimented on him... Jaheira is broken, despite Imoen says he did not suffer. We swear to track down Irenicus and make him pay... yeah, that’s the last and biggest crime so far... he killed my old friend, husband of Jaheira! This will not be over until I wipe his taint from the surface of Faerun. No. We do not disturb his body further and continue in our escape. 

We find some wand keys here as well as minor treasures and potions. We go north into the left door. There’s another “jar room”. This time there are clones of an elven woman or her body parts inside... disgusting even more than the non-living-nor-dead like Rielev. What monster must this Irenicus be? There’s one of the clones fighting an assassin. She kills him and turns on us, despite we try to convince her we’re not her creators... We have to kill her in self-defense. She carries another wand key. Yoshimo said they’ll come in use not far from here. We take the second door now and after fighting a few mephits, goblins and an assassin we reach a wooden plank. There’s a trap on it, but I disarm it. We cross the plank and enter the “wand room” Yoshimo was talking about. There are some dwarves fighting an assassin, but they all die when triggering the traps. I proceed along the northern wall and unlock all wands. I take them all (fire, frost, missiles, monster summoning, lightning and cloudkill). At the eastern end of the room there is a statue... nor I nor Jaheira know the god it pictures. That’s... odd. I find a Ring of protection +1 on the statue and put it on my finger. We enter the door to the north. There’s a vampire fighting some assassins. We kill the vampire but the assassins attack us!!! Some people are just weird... 

There are three corridors leading from the wand room to the south. We take the one most to the east... we run into a forge room and have to fight goblins and duergars. There’s Girdle of bluntness there, among other things. I take it. We try the middle corridor. There’s a prison cell (a luxurious one) where an old man is trapped. I find the key and release him. I allow him to follow us out of the dungeon. There’s a lot of traps here, but we find a lot of scrolls and potions too. We have no option but to try the western corridor now... we run into more assassins, but their leader babbles something about a “guild war” and doesn’t want to hear our reasons for being here and thinks we’re in league with Irenicus... funny. They fall, but the old man turns out to be a doppleganger and attacks us. We dispose of the silver-skinned fiend. There’s a sewer... or so it looks. A lot of thieves’ bodies lie on the floor, and we hear sounds of distant battle... We hurry trough the fragile bridge and run out of the dungeon as fast as our legs are able...

You’ll not believe me, journal, you’ll not...

We ran out and we had no time to look around when the passage behind us collapsed... Irenicus was fighting the Shadow thieves... he made short  work of my poor fellows. He called me a “godchild”... how does he know of my cursed heritage? He babbled more about power but Imoen attacked him with magic missiles. He responded with his own magic and some strange mages in cowls appeared. They said it’s an “unsanctioned use of magical energy” and said that Irenicus will come with them. But he attacked them and killed them all. More mages appeared and after some talk Irenicus decided to go voluntarily with them... if they take Imoen as well... and they do it!!! Damn!!! We’re alone in Athkatla, and though Minsc suggests we should chase after Irenicus quickly, I will follow Jaheira’s advice as always, as she’s the wisest woman I know, and proceed carefully. Yoshimo says we should find some allies in Athkatla. 

Day 4: We rest in the Mithrest inn. Then we decide to explore the place a bit. We go into nearby tavern called Den of the seven vales. On the first floor we run into a cheeky dwarf and his party. The dwarf insults me! He calls me “puny elf”. Suddenly I’m pretty sure this will end in bloodshed... We won!!! The battle was very hard. First we took down the mage’s familiar and the barbarian by luring them downstairs and killing them there. We do the same to the dwarf. Then we dispose of the mage and thief. They carry lot of good equipment: full plate, ring of invisibility, cloak of non-detection, wand of lightning, studded leather +1, short sword +1, cursed two handed sword of berserking +3, war hammer +1 and some potions and jewelry.

We decide to visit the circus in the middle of the promenade, but an amnish soldier standing in front of it says that nobody who entered it has gotten out... a mystery? We decide to investigate the tent. A boy is outside and says that his mother disappeared too. I promise him to find her. We enter the circus tent, and are struck by a magnificent sight... there’s a tall structure inside, way too big to fit in the small tent. A djinni appears and gives me a riddle. I’m correct, the prince is 30 and the princess 40. We go further inside the structure. There’s an ogre inside, but he has a voice of young girl... weird. He (or she?) says she’s a winged elf and it’s an illusion caused by gnome Kalah that makes her ogre and the tent the great structure. She says I should find a sword that’ll dispel the illusions on her. The sword is held by two “peasants”, which attack me and when killed they reveal to be orcs! There’s a spider here as well, and it’s the boy’s mother in fact. I give the sword to the ogre, and in few seconds he transforms into an elf... Aerie is her name. She joins us, and we go further both to stop Kalah and save her “uncle” Quayle (I’m pretty sure he can’t be her uncle, as I met this gnome illusionist in Baldur’s Gate). We are attacked by werewolves and shadows, but the werewolves are illusions. I find a few scrolls here. The djinni appears again and asks me if I’m ready to proceed. I say I am and go inside. There is an ogre mage (Kalah, in fact) and a mustard jelly (Quayle). We attack Kalah and when he dies the illusions are dispelled. Kalah lies dying on the floor of normal circus tent. He has a girdle of piercing and a ring of human influence. I don the girdle, Jaheira the latter. Aerie decides to join our party. I am happy to have a good spellcaster in my party. We find that the boy’s mother is here too and we talk to her. We go outside and the soldier thanks us on the behalf of Athkatla. The boy thanks us for saving his mum. 

We enter the nearby shop called “Adventurer’s mart”. The owner of the shop is an ex-harper and Jaheira knows him. We sell some things and buy a gem bag and two potions of master thievery. I drink the potions and pick Ribald’s pocket... I lift him of a ring of regeneration! I give it to Jaheira immediately. I buy a scroll case from a woman inside and a she also tells me that I can’t cast spells on streets, but I can inside, and that I can bribe Cowled wizards officers in government district to get “license” to cast spells out too.

We head out to the slums. A hooded man approaches us and reveals that his name is Gaelan Bayle as well that he knows about how to free Imoen... that his friends will be able to help me. I follow him to his estate and he gives me details: the help of this group will cost me 20,000 gold!!! Outrageous! He says I should raise the money whether by selling some goods or by getting some work. He suggests I go to see the shadow thief Renal Bloodscalp in the docks. On the first floor of his estate there’s another thief who sells some items... I buy glasses of identification. Outside Brus, Gaelan’s nephew awaits us. I tell him to take us to the nearest tavern. He leads us to the front of Copper Coronet and leaves. 

The recent events seem to weigh heavily on Jaheira’s mind. No wonder as she lost Khalid. She started to pick on me, but I can understand it. Yet she says it’s understandable but not acceptable, as we’re friends and should act like these. I would never think otherwise, she’s been with me since the very start when I began “adventuring”. Yes, Imoen and Jaheira have always been closest to my heart, one as sister and second as platonic unfulfillable love. 

Inside the inn a ruffian by the name of Amalas tries to pick a fight on me... he’ll get what he deserves. He almost kills me, but I win and Jaheira with Aerie heal me. There’s a young noblewoman Nalia. She wants us to help to save her father’s keep beset by monsters. I send her ahead and promise to come later while wondering what monsters might that be? Ogres? Orcs? Goblins? Maybe even gibberlings, heh, everything can be considered “monster” by nobles. Another noble makes me an astounding offer – 10,000 gold for killing ogres raiding his lands in Windspear hills. His name is Jierdan Firkraag, and we promise to come there to help later. The bartender here, Bernard, is another old acquaintance of Jaheira, maybe a former harper or so. We rent a room and rest.

Day 5: Lehtinan, the despicable owner of this inn, allows us to go look at “special entertainment”. We find cages where slaves are kept to fight as gladiators. Their leader, Hendak, asks us for help. We agree to retrieve the keys to cells from the beastmaster. The beastmaster attacks us with all his animals and a minotaur, but they all fall. We take the key and free all children, then Hendak. He attacks Lehtinan, and we help him and kill Lehtinan. Lehtinan carried quite a treasure. Hendak asks us to deal a blow to slavery in this city by freeing children held by slavers here in slums. I decide to approach their compound through sewers. The entrance to the sewers is behind a secret door in the back of the Copper Coronet. I talk a bit with Jaheira, this time about Gorion. I’m happy that I can draw away the dark thoughts from her mind. It is the least I can do for her now.

We enter the sewers. After dispatching of a group of hobgoblins, we turn left. An otyugh and some jellies attack us, but they’re no real challenge. In the sewer hole in the middle of this room I find an old hand... horrible, but I keep it. In a cave to the south there are two embraced skeletons on the wall. One of them carries a ring which I take. To the west is another cave with a few Myconids. We dispose of ‘em. Remnants of party which encountered ‘em before lie here. We bury them and rest here. 

Day 6: We encounter a group of kobolds, group of hobgoblins and a carrion crawler when we explore the sewers. I detect and disarm a few traps too. The kobold shaman carried a quarterstaff of stylish design, while one of the hobgoblins had a spear +3!!! There’s an old man here with a carrion crawler “friend”, and he gives us a riddle. There are pipes in other room, and when I enter the room a strange word rings in my head talking about the riddle. When I read the inscriptions on the pipes, I figure out I have to place four things inside in order. I talk with the old man and he tells me about the three things I have – the hand, the staff, the ring... what is missing? “Blood of true friend?” Jaheira’s or Minsc’s blood? No... I think I know which blood the riddle speaks of. I kill the carrion crawler and take some blood. Then I place the things in this order: hand, ring, blood, staff. A sword hovers from the pool and I take it. The sword is actually a speaking but mad two handed sword +3. When I talk to the old man again, he says he was dominated or so... by whom? I agree with Jaheira that it couldn’t be the sword’s presence... looks like psionic powers of the githyanki or illithids. Maybe we’ll find out someday...

We run into the slavers’ compound and kill a large group of slavers including their leader Haegan in the first room. We kill some trolls here using Aerie’s Melf’s acid arrows and free a girl here, and give her 100 gold. Haegan carried studded leather +2, good for me. Jaheira is concerned about me and my suffering in Irenicus’ dungeon as much as I am about her. We care for each other. Wiping out the remaining slavers is not too hard, despite two of them are mages and that Yuan-ti protect them. Web and fireballs work wonders. A cloak of protection +1, 4 composite long bows +1 and some minor treasures are our reward. We go outside. On our way to the Copper Coronet, we encounter two ruffians who attack us, but they pose no real threat. We go back to Hendak and he rewards us with bastard sword +1/+3 vs. shapeshifters and some other treasures. We trade with Bernard, and buy Blade of roses +3 for me and sling of seeking for Aerie. We rest.

Day 7: I had a dream, dream of Candlekeep, Imoen, Gorion, Elminster, Khalid and Sarevok... and Irenicus too. It was very weird. Imoen said she doesn’t remember Candlekeep or anyone of our old friends or foes. Jaheira had a nightmare too. I calmed her and comforted her. We talked a bit about Gorion and Alaundo. 

A dwarf by the name of Korgan is in the tavern. He asks us to aid him in retrieving an old book for a book collector Pimlico. The tome is located in a tomb in the graveyard. We join him for this quest, it seems to be easy. 

We meet a priest in the graveyard who looks for a caretaker for a little orphan girl. I’d take care of her, but I have to find Imoen first. Luckily, there’s a paladin here who blames himself for death of his son. I need not too convince him to take care of the orphan. We find a staff of curing in a tomb. Aerie and I speak about how was it to fly... I wish I could fly someday. 

There’s a shallow grave here, and muffled sounds come out from it. We dig out a half-conscious man who was apparently buried alive by kidnappers! I tell him I’ll track those men down and prevent them from doing the same again. The gravedigger knows only a bit, and I let him go despite he knew of it because he was forced to allow this. We search all the tombs and get Namarra - a long sword +2 and a battle axe +2. We are wounded a lot so we rest now.

We descend into lower levels through a pyramidal tomb. After coming through trapped corridors, we encounter hordes of spiders, and soon I see a structure very familiar to my eyes, a spider nest. I destroyed one way back in Cloakwood. Inside a drow summons the spiders. We kill both her and her pets. The loot includes a black spider figurine and a pale green ioun stone, good for me. Yoshimo and I discuss my parentage. He earned my trust so I reveal it. Korgan finds the entrance to the tomb we’re looking for outside the nest, so we rest and enter.

Day 8: The tomb is full of traps and undead. And we go through this all for naught!!! The tomb is looted by Korgan’s former comrades and we decide to track ‘em down. Only Halcyon – a spear +1 is worth mentioning as loot. Jaheira talks to me about fate, balance and Khalid, and says our talks make her feel better... I’m very happy to hear that. Aerie tells me a lot about Avariel, and it’s always good to increase man’s knowledge. We rest again in the graveyard. 

Jaheira had another nightmare... or just a dream? She says it wasn’t cruel, there was just Khalid walking with us, watching us from distance and smiling on us... just me and her. A messenger arrived and informed Aerie that Quayle needs her help. We shall go into the circus just after we find Korgan’s “friends”. A child spirit asks me to bring his little stuffed bear from his murderer who’s hiding at the Copper Coronet. 

We go to Pimlico’s home in the temple district, and on the way there we see a gathering of people, where a priest convinces people to pluck out their eyes and join the “cult of the eyeless”. The high watcher priest of Helm asks us to come to Helm’s temple. We come and he asks us to help him against the cult. I agree, as it’s absolutely horrible to force people to pluck out their eyes. Jaheira is happy that I do so. 

Pimlico’s home was looted and the collector killed when we came. Korgan bets that murderers are at the roof of Copper Coronet. We track them down and kill ‘em. In the Copper Coronet we sell the book and everything we have from our “tomb crusade”, and we have more than 20, 000 gold now!!! I kill the thief who murdered the boy and take his stuffed bear. We give adieu to Korgan. As we leave the inn, a woman approaches us and tells us to meet her mistress at graveyard. Brus appears just after she’s gone and tells us that Gaelan Bayle asks us to come. We go to the graveyard first. The mistress seems like a vampire, though I’m not sure in the dark. She says she has no deal to offer to a rogue like me and disappears. I give the bear to the spirit and go to Gaelan. He asks for 15,000 gold only and I pay it. He gives me key to shadowmaster Aran Lindvail. Maybe now will I get some answers.

Day 9: We head to the docks to see Aran. Yoshimo tells me he needs to see Renal Bloodscalp, another Shadow thieves leader. They don’t like freelancers like him... or me. That’s why we decide to go to him first and Aran second. On the way there we see three shadow thieves fighting a vampire. Two of them fall but the woman survives and thanks us. Jaheira discusses the land of Tethyr and Harpers with me. I decide we should go to Tethyr someday, together. We encounter a mad priest of Cyric. He asks us to convert to his faith. We refuse, of course, and he attacks. His death is fast. 

Renal wants us to find proof of one of his underlings’ betrayal. He gives me letter to allow access and offers the sub-guild leader position. Wow, that sounds rather great. Aran doesn’t have means to rescue Imoen yet. He gives us some cool magical items and tells us to help Mook guard the shipment in docks in night. Aerie and I talk about circus. 

We decide to look into a tavern here in docks. Inside a strange man talks to Jaheira. He says he’s a former slaver Ployer and that Jaheira and Harpers took him all his belongings. He apparently wants revenge, and three mages appear and curse her. We decide to look for her comrade Belgrade in the Copper Coronet. Bernard tells us he’s dead and his body was found in eastern slums. Jaheira talks to me about her childhood with druids, but doesn’t go into details. At least the talk eases minds of both of us. After a short search we find an abandoned looking house. Inside we encounter Ployer and he attacks us along with his hired mages. They all fall, and when I take lock of Jaheira’s beautiful hair from his body (I wonder how he got it), she starts to feel better. We go into the Copper Coronet and take a day of rest. I have another dream in which Irenicus continues his babbling about power.

Day 10: We go to Mae’var’s guildhall and get inside showing the letter to Gorch. We also buy a nymph’s cloak for me and a wakizashi +1 for Jaheira. On the first floor there’s a set of locked doors, obviously meant to test lockpicking ability of thieves. I pick ‘em all, and the reward behind each of ‘em is well worth the effort. In the basement Mae’var gives us his first task, to steal an amulet from weathermistress in Talos’ temple. Jaheira decides to tell me about her childhood and death of her family. I feel for her. That must’ve been horrible experience, but I think it’s no shame for her. She likes what I say.

We spot a secret door in the tavern here and get into a cave where pirates are hiding. They all fall after a ferocious battle, and we take the treasure from the pool here. A merchant in front of the temple of Oghma says he senses there’s romance afoot between me and Jaheira... how did he spot this? I know I love her, but how is it I never noticed that she has similar feelings for me? He offers me a locket as gift for her, and though she says she doesn’t want it, I take it and give it to her. She says it’s lovely and seems blushed but happy. This seems to start going the right way. We rest in the inn. After rest, a boy from village of Imnesvale in the Umar hills approaches Minsc and says he needs our help in solving the problems with something killing the villagers. We agree to go there soon.

Day 11: On our way to the Talosan temple we witness an assault. The assaulters attack us and die. The man assaulted asks us to bring him to his friends in big orange building in southeast of docks area. He’s poisoned so we should go quickly. Aerie talks to me about how she lost her wings and if she’s beautiful, and goes into an argument with Jaheira. Well, I tell her that she is beautiful and all, but it seems she hits on me while I’m in love with Jaheira. This is pointless. We run into a thief hunted by vampires in the docks and save him.

We deliver the man and our old “friend” Xzar approaches. He tells us they’re Harpers and that they captured Montaron. He asks us to go inside and find him. They allow us in after we do a task of killing two weak mages for them but warn us before going upstairs. All of ‘em wear amulets which seem strange to Jaheira. We find one along with a Helm of charm protection here. Jaheira talks to me about her Harper role in the world. Upstairs we find a note that suggests Montaron was polymorphed into a bird. We find the bird and catch it easily. We give Monty to Xzar and when he polymorphs him, it becomes apparent that Monty is not Monty, but a Harper assassin. She kills Xzar and leaves. At least we get a bit of treasure from his corpse. Jaheira talks to me about vengeance and the dead, and Aerie picks on her. This is slowly getting too far.

In the temple district, we decide to investigate a large house. Inside we run into a cheeky mage. He wants to “teach us a lesson” and teleports upstairs. We have to fight nasty demons and ogres on the first floor. The glabrezu and nishruu prove the most dangerous. On the first floor we fight the mage’s party using the same strategy as with the dwarf in the promenade inn. Leading them downstairs, we dispatch ‘em easily. The loot is great: lot of magical weapons, armor and helms, wands, arrows and other ammunition, jewelry, scrolls... the most important is the Celestial fury +3 and a rogue stone referring to bridge district. Aerie tells me of her capture.

I discuss with Jaheira about our old emotional wounds, and we come to conclusion that we have to stop to pick at them and go on with our lives. We sell all the equipment we don’t need at Adventurer’s mart and buy three great items: Bracers AC 3 for Aerie and Fortress shield +3 and Girdle of hill giant strength for Jaheira. Quayle tells us that one of his friends needs help, but it’s not needed to be quick. I agree to give it a look. We rest at the Mithrest inn.

Day 12: We get into the temple of Talos and steal the amulet from the chest when weathermistress sleeps. Mae’var takes it and sends us upstairs, where we meet Edwin, our old acquaintance from Nashkel. Minsc gets angry but does nothing. Edwin wants us to kill a Cowled wizard called Rayic Gerthras, and we go to his estate to do so. Jaheira talks to me about future... about *our* future. I say I’m not the only one involved and hope she gets it that I meant her in the first place. We kill the wizard using non-magical weapons against him, as he cast protection from magical weapons on himself. Aerie talks to me about Quayle and her worshipping of the gnomish god Baervan Wildwanderer. 

Edwin has another task for us. Pickpocketing a hapless merchant in the Sea’s bounty for some documents is easy. Mae’var gives us the final task. We are to kill a traitor. The ”traitor” proves as thief who was unfortunate enough to overhear Mae’var dealing with Night knives, a cutthroat guild, about assassination of Renal. We ask him for his dagger as proof for Mae’var that we killed him and let him flee. Edwin tells us where Mae’var hides his secret documents and gives us key to the strongbox. We take the documents and give them to Renal. He asks us to eliminate Mae’var, and we wipe out Mae’var’s entire guild. I don’t want traitors in my future guild. Mae’var’s armor was well worth the risk, and I take it. I also free an old man called Kamuzu from Mae’var’s prison. Renal appoints me as the new guildmaster. Whoa! I give my thieves orders to be quite safe and not to hurt people, and in five days I’ll have to check the guild for results. A female thief appears and tells me to help her in a scheme. She shows a signature of high ranked Shadow thief. Kamuzu tells me she’s a Night knife and she was dealing with Mae’var. I smell rat in her scheme and will go there well prepared. 

Day 13: It was a setup as I suspected. The Night knives assaulted us and fell. Just few seconds after them vampires attacked us. No big deal with Jaheira’s amulet of power. We head to the city gates. Some orogs attack us, but Holy smite comes in handy. 

A man near the gates asks us to solve trouble in city of Trademeet. Druids are attacking the town and both I and Jaheira find it suspicious and decide to go there immediately. Minsc is also very eager to go there. There’s a tavern here. Inside I spot a secret door. Behind it is a lich guarding a chest. I pick the chest, take what’s inside and run out before he can cast time stop or whatever alteration spell he tries to cast. I immediately identify the items and am stunned: the lich kept a very powerful anti-undead sword called Daystar and a scroll of protection from undead. Why would an undead lich keep such things? I am confused. But I use the scroll on myself, take the Daystar in one hand and Celestial Fury in the second and return to the lich. He can’t see me due to the scroll, and I dispel his mirror image via detect traps ability (I’m pretty skilled in detecting illusions). I attack him and not only he can’t see me at all, but nor his contingencies nor his Fire shield take effect. That’s very easy fight. He carried some wands, ring of invisibility and a Rod of terror. Aerie talks to me about travelling and gets into another sharp argument with Jaheira. 

We arrive into the town of Trademeet and help some militia soldiers. We immediately go see the High merchant. He tells us that he knows not the cause why druids attack and sends us to escort a druid Cernd who is currently held captive here. We join Cernd. Djinnis in a tent say that they monopolized trade in the town and will stop only if we hunt down a rakshasa for them. We agree to bring them her head and rest outside the city.

Day 14: Aerie had a nightmare about losing her wings. I calmed her and we head to the druid grove. A druid meets us and tells Cernd that shadow druid Faldorn took the leader position in the grove. I know that bitch from Cloakwood. We fight a lot of trolls (Yoshimo uses fire arrows to finish them once and for all) and spiders and reach a troll mound. Inside we fight an awful lot of powerful trolls. The loot is quite interesting, bracers of archery for Yoshimo and spear of unicorn. We’re pretty injured so we rest just outside. 

We awake in middle of night beset by bandits! Their leader took my dear Jaheira as hostage and wants all our items. I tell him to take me as hostage instead of her and I get a shot right into my throat. They attack us but we dispatch ‘em. Jaheira says I’m an idiot but says that in quite lovely manner. She says she lost Khalid and will not loose me as well. That finally proves the docks merchant‘s suspicions. We’re both in love, not only me. A harper woman appears and asks Jaheira to follow her to the Harper hold. I wonder why but she tells she’ll be back soon, so we rest and wait.

Day 15: Jaheira returns and tells me (apart from that she missed me as well as I her) that she needs me to go with her to the Harper hold. I will do so as soon as we’ll finish this druid task. We run into a party fighting trolls. We help them only to see them turn on us just as the assassins in Irenicus’ dungeon. We dispose of a party of shadow druids too with Aerie using two holy smites. We find two towers. One is almost empty except for a cow and Belm +2, a scimitar of speed hidden in the hay. Jaheira takes it. In the second tower is the disguised rakshasa. She recognizes that we’re there on the djinni’s bidding and attacks us with two other rakshasas. They fall and we take her head and the loot: a periapt of proof against poison, a quarterstaff +3 and a lot of bolts and arrows. Yoshimo’s arrows were running out so he’s happy. We proceed west and reach the grove entrance. Another shadow druids attack us, one of them being a former friend of Cernd but led down the wrong path by Faldorn. We dispose them and get Gnasher +2, a vicious club for Jaheira and strange sword with weird grip called Flame Tongue. I heard tales of such weapons being used ages ago to fight demiliches. I decide to keep it if we’ll ever be unlucky enough to encounter such evil creatures. 

Inside Cernd challenges Faldorn and beats her using his schapechanging abilities and summoning a nymph that holds Faldorn while he rips her apart. We shall go to Trademeet for reward. We leave Cernd here.

Upon arriving in Trademeet we immediately give the raksahasa’s head to the djinnis. The trouble with monopoly is solved and we get a scimitar +2 in addition as reward. The high merchant makes a ceremony for us, during which we are approached by two nobles wanting us to undertake a task for them. Logan warns us that these dueling families are only trouble. We get a large monetary reward from the guildmistress as well as a couple of gems and a shield of harmony +2 for Aerie. They have even built us statues near the city fountain!!! We decide to accept the mission of retrieving Mantel of Waukeen from the lady Luraxxol, as she was much more charming that Mr.Alibakkar. When we near the tomb, Logan asks us to bring the Mantle to him instead. We kill skeletons in the tomb and give the Mantle to Logan. 

In the inn here we run into a man who calls me a Bhaalspawn and disappears. Strange... We rest. 

Day 16: Aerie whines about having lost her wings and starts another argument with Jaheira. I tell her that she has to find strength to face life on the ground. We trade with a merchant and after selling all that we don’t need, we buy some very useful items: Tasheron’s bow +3 for Yoshimo, belt of internal barrier for me, Blackblood +3 for Jaheira and cloak of displacement for Minsc. We go to the Harper hold now. 

The leader of Harpers in Athkatla is Galvarey... seems to be a pompous idiot. He subjects me to loaded questions such as “What’s your favorite color?” and so. He wants to imprison me, but I will not allow it. He attacks me but Jaheira stands by my side. We have to kill him and his followers. Well at least they carry some good items. We go to my guild and rest.

Day 17: We travel to Nalia’s keep and are attacked by bandits on the way. Easy... We arrive late in night and let Nalia join us. She says the keep is full of trolls and snake creatures (yuan-ti?). The captain of her guard says we should get inside and open the drawbridge to let him help us. We rest.

Day 18: We enter through the secret entrance Nalia told us about. We find Daleson, a servant. He tells us that Nalia’s father is in the cellar dungeon, as well as that there are umber hulks there, which he fed with dog meat. They love the meat so much they even ignore people walking around when eating. We search this floor and find two interesting places. One is a forge with flail handle. It’s missing three heads. The second is kitchen, where we could cook something. We find only a ring of earth control which I equip, a flail head and some other minor treasures. We get out of this place to the courtyard and fight an otyugh there. Jaheira talks to me about the beauty in forests and we decide to take a tour when we’ll have time. Four dogs are running around, we kill them and make stew from their meat in the kitchen, so we can feed the umber hulks. We open the drawbridge by turning the wheel above the gate, kill a greater yuan-ti and help the soldiers, both outside and inside the keep. Upstairs we fight a yuan-ti mage, a troll that divides into two trolls upon death and other creatures, but they’re all too weak. Celestial Fury’s stun is wonderful!!! We find a keep key and clean the roof of the yuan-ti. The insane guard inside seems dominated but can’t be dispelled, so we have to kill him. He carries another flail head. We find Nalia’s aunt here, a haughty and dumb old bitch. In a large hall golems stand. We attack them and kill them, the iron and clay being quite tough, but Celestial Fury and Blackblood destroy ‘em. There are interesting items in the alcoves, Frostreaver +3, elven court bow +3, war hammer +1/+4 vs. giants and another flail head. I complete the flail with the forge. We enter the cellar. After fighting some trolls we hear the loud sounds of umber hulks from the next room. I hide in shadows and find their feeding place in jail, place the dog stew there and run out. They all go for lunch and I close ‘em in the prison. We search the rooms here but nothing too good can be found here. Only an orc leather +3 and shield amulet. In the chapel, we find the troll leader Tor-Gal. He refuses to tell us who’s his master and attacks us. We kill him along with other trolls. Nalia’s father’s body lies here. She’s sad and angry, of course. The stash here contains only some minor treasures. We get out. Nalia wants to stay with us as her keep will be taken by Roenals, but I don’t want to be responsible for her death in some adventure. She’s even more childish than Aerie is. Jaheira talks to me about the event at the Harper hold. We both regret what we had to do. 

Day 19: We arrive at the promenade and Aerie talks to me again. She apologizes and asks how to face life on the ground. I try to be as kind as I can to her. We go to Adventurer’s Mart and sell all we need. We buy plate and shield of Balduran and robe of Vecna from Deidre. We set off to Imnesvale.

Day 20: Upon arriving in Imnesvale we run into a meeting of people discussing the mysterious disappearances and killings. Mayor offers us the armor of his ancestors for solving the trouble, and says that even their ranger is lost and we should check her cabin. People are talking about three possible sources of evil: a group of ogres to the north, the witch Umar and wolves. Aerie suspects wolves. Three young boys ask us for a Baalor Ale and three bastard swords. I buy them from merchants outside the inn and give them to the guys. A man called Jeb tells us for 30 gold that farmers here are hiding a valuable gem in one of their chicken. I buy it from them for no less than 100 gold, I feel in generous mood today. Young man by the name Daar is sad because the father of his beloved doesn’t want to allow them to be together. I decide to speak with the father. He proves to be a Cowled wizard and working on a stone golem. I agree to bring him blood of a mimic, a small creature that often disguises as treasure. We find the mimic in a cave, kill it and take it’s blood. The mage gives us a magical short sword called Illbratha and uses the blood to awake the golem, but the beast of burden turns on him. We kill the golem and save the mage. Daar wades in and the mage gives him permission to take care of his daughter. They all leave.

Jaheira starts talking to me about cities and nature, but the chat quickly turns to Jaheira’s self-convincing of treachery. I tell her she made no betrayal and make her happy again. 

Short way to the north from the cave we meet the ogre Madulf and his company. They have missing people too and ask me to bring their word of peace to the village. I do so and the mayor agrees. We rest now. I speak to the mayor again and he says the arrangement with Madulf is done. Madulf gives us a magical shield as reward. He also recalls he saw the ranger fighting with a werewolf some time ago. We check the cabin and find Merella’s journal and a note. Both direct us to the temple ruins to the north. Merella was apparently killed and dragged out of the cabin. We go to the temple ruins.

Day 21: The forest here is dark and full of shadows despite it’s noon. We stumble upon a werewolf but he runs into a nearby cavern. The werewolf is a female, former leader of a wolf pack here. She says that someone called “shade lord” killed her pack and animated ‘em as shade wolves. We decide we’ll help her to destroy the shade lord. We are to meet her in the temple ruins to the east. 

We arrive and she’s able only to tell us to use the mirror here to get rid of the shadows before she dies. I turn the mirror and the gem starts to shine, killing shadows nearby. We go into the ruins dungeon. 

In the first part of dungeon we have to fight some shadows and skeleton warriors. A halfling warrior Mazzy is held in prison here. We free her and she joins us. She was here on the same purpose as we’ve been. We find a statue that asks us about some rituals. We should look for some clues and return later. We find a light gem and take it. Mazzy says we need it to dispel the doors made of shadows. We find a scroll with one part of the ritual and bones of a child too. 

We use the gem to pass the wall of shadows and reach a bridge and a lava pool. Several undead attack us in this part of dungeon, and I’ll not bother writing which sorts. We dispose ‘em all and find three interesting things: a pearly white ioun stone, another part of the scroll and the spirit of the child prophetess Amauna whose bones we possess. She gives us one part of holy symbol of Amaunator, the god whose temple’s ruins are these. She says we need to find the other parts to assemble the symbol and gain entrance to the lair of a shadow dragon!!! Thanks to the gods that she gave us a wardstone that’ll protect us from being seen by the dragon. 

We find a room with tiles with letters on ‘em on the floor. I walk only over those that form together the name of Amaunator. There are two rooms here. One contains a statue of woman. In her arms I find a powerful sling +3 for Aerie, the last scroll of rituals and another light gem. In the second room a shadow wants to bargain with me but I refuse and kill it. I find the second part of the holy symbol here. After studying the ritual scrolls carefully I think I know the rituals and go to the statue. My answers are correct and the statue gives me the last part of the holy symbol. The symbol forms itself immediately. I notice a gem in the eye of statue that could be plucked out yet I leave it be. Using the light gem we dispel another wall of shadows to the east and rest before wading into dragon’s lair. We rest uneasy. The wardstone might not work...

Day 22: The wardstone worked and the dragon couldn’t notice us, but I felt I should rid the world of it. And so it came that first dragon fell by our hands: Aerie casts two skull traps to the dragons far left. Aerie and Jaheira then cast haste, protection from fear, chant, bless and defensive harmony on us. I draw upon holy might. We surround the dragon so that Jaheira stands on one side and the rest of us on the other. We attack the dragon and injure it before it reacts and buffets its wings. Then it breathes on Jaheira, but she’s protected from its deadly breath by the amulet of power. We injure it badly despite the stone skins. It casts protection from magical weapons, but Aerie immediately breaches it. Few seconds later the dragon slips into oblivion, chopped into pieces with help of Aerie’s magic missiles while wasting his efforts against Jaheira’s iron skins, Aerie’s skull traps didn’t even come to use. I take some of its scales as well as the Crom Faeyr scroll and other treasure. I heard that the dwarven smith Cromwell living in the docks of Athkatla can forge armor from dragon scales. 

We return back to the dungeon and get out the way we came. I thought that the dragon was the shadow lord but when we leave the dungeon it’s still lots of shadows in the wood. There must’ve been an exit from the dragon cavern which we overlooked. Jaheira talks to me about Harpers, while Aerie about battles and bloodshed. I comfort ‘em both. Revianne, a Harper, and other Harpers arrive to wreak “justice” upon me and Jaheira. I let Jaheira tell her about my heritage, I’ll not hide anything if it could harm my beloved. We decide to keep weapons down and Revianne leaves, saying she heard only good things about me and that she’ll try to convince the others, but she doubts she’ll succeed. 

We go back into the dragon cavern and find the other exit. When we get out we find the shade lord and Mazzy’s beloved whom the shade lord turned into shadow. They attack us, but we easily win and destroy the shadow altar too. Light once again shines through this forest and Mazzy makes an inscription in honor of her friends on the cleaned statue of Amaunator. Merella thanks us for freeing her from the domination by the shadow lord and dies. We pick up her cloak and Patrick’s armor and halberd. 

The mayor in Imnesvale rewards us with a powerful leather armor, even better than the shadow armor, so I don it instead. We rest and depart with Mazzy. 

Day 23: We spend a boring day on the road to the Athkatla docks. 

Day 24: For 5,000 gold Cromwell forges me an perfect suit of armor. It’s a real thief’s dream, and I can give the magical leather from Imnesvale to Yoshimo. 

Apparently in the long time I’ve spent away from Athkatla my guild branch broke down and I have to buy back my guild for 4,000 gold from Renal. Some thieves are stealing from my pickpocket leader Kretor. I decide to dock their pay and we’ll see.

Upon entering the bridge district, an inspector tells us of murders that happen in this area. Someone kills poor people and flays them alive. Disgusting! We decide to investigate it. A courtesan called Rose tells us she smelled some berries near the last murder’s site. I ask the merchant nearby for things that smell so and he gives me three samples. Rose identifies the oak bark (commonly used by tanners) as the thing she smelled. An old beggar Rampah sells us a hide he found near another murder’s place. The merchant identifies it as elephant leather and tells us the tanner might have some. We visit the tanner and accuse him of the murders. The bastard confesses!!! He runs downstairs and escapes on a boat. A mage babbles about how important the tanner’s work is and disappears. We have to dispose two assassins and two ghasts. Searching the tannery proves quite fruitful. We find a shaft of the famous Gesen’s bow. Also a tunic made of human skins is here. A note tells us how to find the tanner’s complice. We put our five heads together (me, Jaheira, Aerie, Yoshimo and Boo) while Minsc stands on guard. Solving the riddle on the note ain’t that hard. We decide to visit the complice in the Umar hills later. Jaheira talks to me about trust and Harpers and it ends almost in an argument. The lieutenant rewards us.

There are two houses in the northern part of the district which no one inhabits. In one a party of evil adventurers attacks us. They’re no big deal and carry only poor equipment. In the other are only traps and a silver horn of Valhalla. I remember that a merchant called Maheer in the promenade can upgrade such horns. We rest at the Five Flagons inn.

We decide to search the southern part of the district. We find a man dressed in red clothing, fitting the description that the buried alive man gave us. He confesses and runs into a nearby house. We go inside and find his masters. They kill him and get out. We go outside, attack and kill both of ‘em. One of them carried boots of avoidance. Upstairs a noblewoman kidnapped thanks us for saving her as we release her. 

There’s a trapped door on a nearby house. I open it and the rogue stone starts to glow and pulls us into the nothingness behind the door. We find ourselves in a strange place. There’s a door and stairs, but no exit. I decide to explore the big room while the others stand as high upstairs as possible. A lich appears on the table in the middle of the big room, and decides to kill me just for fun. He calls for his Twisted Rune friends... I run back to my party. The lich teleports himself into the entrance room but can’t see us. I show myself and he starts to cast a spell. I run back and though he casts time stop, he does nothing during it as he doesn’t see us... dumbhead. I show myself again and casts a symbol fear on us, but Aerie’s remove fear spell is faster. I dispel his mislead with my thief ability. The lich starts to approach us, and we pepper him with ranged weapons. He comes close and we switch to melee. We break his first attempt to cast a necromantic spell, then one invocation, but he succeeds in casting Abi Dalzim’s horrid wilting. Aerie immediately casts mass cure. He casts protection from magical weapons, Aerie tries to breach it but fails. He succeeds in mazing me. Jaheira tries to summon insects against him, but his spell turning turns ‘em on her. His protection runs out just when he tried another to cast another spell, and my party chops him. I return just in time to see his chunky death. He had quite big sum of gold with him. Since there are supposedly his friends in the main room, I show myself so that only one sees me. It’s an unarmed human, and falls really easily. Then I scout invisibly (ring of invisibility is a good thing) to see a beholder and a vampire. Yoshimo sets three special traps in the entrance room, then Aerie casts a skull trap in the beholder’s direction. It sets off, beholder wades into the entrance room and gets killed by the traps. I pluck out its eye as trophy. I come close to the vampire (still invisible and hasted) and cast sunray from the Daystar. It badly injures the vampire. I run away and Jaheira attacks the vampire in melee. With her amulet she hasn’t to worry about his life draining powers. The vampire dominates her, but gets stunned by my Celestial Fury while Aerie dispels the domination on Jaheira. Only a female mage remains, and after dispelling her invisibility she falls before being able to cast a single spell. She carried an unbelievably powerful staff, usable only by mages. I’ll give it to Imoen when we find her. Aerie takes it for now into her backpack. There’s no visible exit from here, and this drives me so angry that I throw the beholder’s eye into a bubbling cauldron. To our big surprise a machine starts to hum. I pull a lever on it an we’re back in front of the house which pulled us here. 

Aerie asks me what can be worth living for on the ground and I tell her I’ll show her sometime. Jaheira apologizes for the previous argument we had and tells me she feels as traitor. I tell her she’s not and make her really happy. 

It seems our little love triangle has drawn to its conclusion. When we wanted to rest at the Five Flagons, Aerie started to cry that she wants to die, that she’s useless and insults Jaheira and Khalid’s memory as much as she’s able. The girls are so jealous at each other that I have to tell Aerie as gentle as I can that I have no feelings for her. She accepts this cruel truth more calmly than I expected, so we finally rest, with Aerie renting an extra room just for herself.

Day 25: We go downstairs to see Quayle’s friend. We see a play of an actor troupe he mentioned and apparently one actor is missing. The leader of the troupe, Raelis Shai asks us to help and find the actor Haer’Dalis who is held captive by a wizard called Mekrath who stole a planar gem from the troupe. Apparently the actor was going to take it back but failed. We should be able to access Mekrath’s lair through the sewers so we go to the Temple district and enter the sewers.

Upon entering the sewers we massacre a group of kobolds. We explore the sewers. In the north-eastern corner of the sewers, a cheeky party of two dwarves, two humans and two elves wants our money, but we kill them. They’re no big deal with Holy smite, Resist fear and Hold person being of big use here. The mage is effectively gagged by Aerie’s Silence spell. His protections run out and he falls. No great equipment they carried, but some of the items may yield a fine coin when sold. There’s a secret door here but we can’t open it. In the north we dispose of some goblins and find the secret door leading to Mekrath’s lair, but we explore the sewers further before entering. In the northwest a paladin called Keldorn informs us that the exit behind him leads to the cultists of eye-plucking lair. I don’t want him to join us right now and he tells us to come to see him at the Order of Radiant Heart. In the west we fight some gibberlings, and in the middle of the sewers we find a rakshasa and his pet kobolds, which we all kill. The rakshasa carried a nice cloak which Jaheira takes. In the south a thief is selling some goods. I promise to help him to kill a sea troll. I find the troll along with an otyugh in the south-western part of the sewers and kill it. The thief gives us 500 gold as reward. We sell him all the dwarfish party’s equipment, getting a lot of gold. 

In the wizard’s home we have to fight some nasty mephits. The wizard is located in the western wing and tells me that he’ll release Haer’Dalis when we bring him a mirror an imp stole him. We track the imp down in the south-eastern corner of the sewers. It apparently managed to summon an earth elemental with the mirror but broke it in the process. We kill the imp and the elemental. On our way back to Mekrath we are ambushed by kobolds. Laughable. Mekrath takes the mirror and leaves. In the oven behind him we find a wand of cloudkill and a rod of resurrection. The released actor is in the central room and because the tiefling made good impression on me I let him join us. We battle some umber hulks and a minotaur. The battle is tough but we win. In the many trapped chests here I find an amulet and some minor jewelry. The seeked gem is located in the trapped chapel here, on a trapped altar of course, along with a magical harp. We take it and head out of the sewers. 

Jaheira says me that she feels an ill wind in the air, and feels like if someone was walking over her grave. I tell her it’s no sign of coming death but change rather than that. She says she needs to walk close to me. I need it too. Just moments after our talk her former tutor Dermin appears. He tells her he’s been sent to kill us and makes Jaheira so angry she renounces her status as Harper. I tell her I don’t want to be burden, but she tells me I’m the reason of her life, as is she of mine of course. Dermin leaves.

We go to the promenade to sell some things and Haer’Dalis says we could sell Jaheira. She wins the words battle with him but my meaning of him falls nonetheless. I think that I’ll leave him with Raelis when we deliver the gem. I let Maheer upgrade my Horn of Valhalla with both the diamond and the beljuril gem from the farmers in Imnesvale. We rest in the Mithrest inn.

We deliver the gem and Raelis pays us. Haer’Dalis confesses he lied to us and that the gem was Mekrath’s. The troupe is hunted by bounty hunters hired by a powerful cambion lord from the plane of Sigil. They apparently irritated him with the play they performed. Raelis wants to use the stone to open a planar gate to leave the prime material plane. I agree to help by fending off any creatures the portal may spawn. We kill a quasit, lesser fire elemental and a shadow fiend. Then bounty hunters appear and take Raelis, Haer’Dalis and all the other actors with them. 

We step through the portal to free them and find ourselves in a planar prison. The bounty hunters attack us, but we prevail. They carried lot of nice stuff, especially a bard chain and boots of speed, and some magical weapons, shields and cloak. An escaped gnome slave tells us to take the eastern path, kill the master of thralls and destroy his orb to free all enslaved thralls and to avoid fighting them. After fighting some thralls we find a heat brazier. We know not what for can it be used so we go further east, avoiding the gelatinous traps on floor. We have to fight umber hulks, minotaur, a wywern and a fighter and mage thrall. To the north we find the master of thralls. He summons two air elementals to aid him in the fight with us. We kill him and the elementals, but I almost die in the battle. Luckily, Jaheira’s heal is here. The demon carried a staff of air and a mastery orb. A dwarven thrall tells us to destroy master’s orb by placing it into the brazier. I do so and we hear sounds of battle as the thralls turn on the warden. We run there but can’t save them. We kill the warden and his umber hulks and minotaur. The warden had the shaft of legendary halberd, the Wave. He also had a nice long sword, lot of gems and the prison key. We free Raelis and she thanks us. Haer’Dalis decides to stay on the prime material plane despite Raelis says it was she who wrote the play. She teleports us all back to the playhouse. Jaheira talks to me about leaving Harpers, and despite the sour topic I manage to make her laugh. I decide not to join Haer’Dalis, and he tells us he’ll be at the Five Flagons should we seek him again. 

Day 26: We sell all the loot from planar prison we can’t use in my guildhall and decide to investigate the “eyepluckin’ cult” now. We enter the catacombs leading to the cult lair through the passage in northwest of sewers, there where we met Keldorn. We run into an unpickable door so we have to go south. After disarming a trap, we fight some ettercaps and shadows. We run into a chamber, and the door slams shut, poisonous gas starts to fill the chamber and on top of all that two vampiric mists attack us. Turning the wheel in the middle causes the door to open, so we can get out and face the mists out of the gas. We kill them easily, despite they cast invisibility and try to drain Jaheira. They’re too stupid to realize that her amulet protects her from such attacks. Behind the chamber we meet the “high priest of the unseeing eye”. He asks us to retrieve a rod from lower levels of the catacombs for his “god”. He gives us the key that should open the upickable door we stumbled upon earlier. We agree to do so, maybe we can gain their trust, infiltrate the cult and then stab it in back. I search all the cultists’ room and take all I find, they don’t interfere, it’s good their eyes were plucked out. 

We open the door with the priest’s key, but not before we fight an ooze mephit, that somehow appeared in the corridor we went through before. I disarm the trap just behind the door. Some cultist deceivers are here. Their leader asks us to retrieve the half of the rod and use it against the beholder which found that “cult” after we complete it, and the second half is held by the beast. He also asks us no to open the sarcophagus here. I take everything from their room (they’re blind too) and decide to try what’s in the sarcophagus. Inside is a pair of golden arms and legs. A lich appears and attacks us, but he’s almost dead before he’s able to get out his protective spells. When he does I take him down with sunray from Daystar. I take the limbs. After disarming another trap and fighting some shadows we reach the stair that leads to lower levels.

We fight some spiders, and after examining the “screaming” statue we fight even more, led by a wandering horror. Remove fear is useful once again. The statue’s trapped mouth stash held some nice gems and scrolls. To the east we face a large group of yuan-ti. There’s a ruin of bridge with trapped first stair. Upon examining the roof a strange voice gives me three riddles, their answers being life, time and current step respectively. The bridge summons. Hidden in shadows, I spot some beholders behind the bridge. I go back, Jaheira takes the shield of Balduran and attacks them. They kill themselves with their own rays. Shadows attack us next, but they’re no match for us. After disarming another nasty trap we come into an underground city. It’s inhabitants are undead, suffering from some kind of disease while guarding a temple that they don’t even know whom is it dedicated to. They let us in and say they feel only hate and loathing for whomever is the temple dedicated to. Inside the temple there’s a demonic creature. It says that hate harms him not, so I heal it. It dies immediately. An avatar of the forgotten god appears, and after I explain him the situation of his “followers” he asks us to take the half of the device and complete it, then use it destroy the beast and return it back, so the undead people can be freed at last. I promise to do so and he gives us the half he possesses. On the altar I find some scrolls and gems. Jaheira seems happier, and we talk a bit once again. Outside I tell the guardian what we are up to but he doesn’t believe we’ll return the device. Well, I bet he’ll be surprised when we do. After a laughable ambush by gibberlings we get out again and the deceiver priest tells us to get access to the lair of the beholder where he stores the rod by telling “The eye is blind” to a man called Tad. I do so and he shows us the way through the “Pits of the faithless”. We descend into the hole.

We fight a lot of mummies and ghasts here, and a zombie runs into a cave. We decide to go after it. It’s a ghoul town, and even their mayor can’t stand the smell of us and attacks us. We have to fight an awful lot of undead here, and after the battle Jaheira has to cast heal on me. The loot consist of gauntlets of dexterity, good for Minsc, the mayor’s nice leather armor and a few lesser magical items. We get out.

In the beholder lair, Jaheira uses the shield once again to wipe out all beholders with ease. We fight a large group of blind priests here too. In the southeastern corner we find the beholder’s “room”. I take the second half of the rod and it forms itself. The beholder appears, but I use the rod on it and Jaheira hits it once, then it dies. The loot is an amulet of magic resistance which I take, a dragon-slaying halberd and a few other items. We leave the lair through a stair in the south and go to the underground city to return the device. The guardian still doesn’t believe I brought it back, and we all get into the temple. I tell him to call his god to show himself, and he calls our well-known Amaunator. The avatar appears, frees his guardians, takes the device and gives us a quite powerful shield. Jaheira talks to me about seeing me looking her way. The deceiver priest thanks us, and we kill Gaal and his guards then. They carried some cool stuff, especially the heavy crossbow of accuracy and girdle of fortitude.

Day 27: We sell everything we don’t need to Roger in the sewers and get out. The high watcher rewards us with money and a nice mace for Aerie. He also tells us to ask a nearby priest for another quest. We agree to help the temple to gain service of an artist called Sarles to make a statue for ‘em. We buy boots of grounding for Jaheira in the temple of Lathander and four scrolls of protection from undead both from Helm’s and Lathander’s temple (Talos’ was closed, we should come in daytime).

I remember a second door in the “Twisted rune” building in bridge district we haven’t examined yet, so we go there. I disarm the trap and we enter. In the cellar is a sarcophagus, much like the one near the beholder cult lair. We know what we might expect, so just in case it’ll be another lich, I and Yoshimo set some traps nearby. I open the sarcophagus to find a golden skeleton torso... and another lich of course. The lich babbles about something called “Kagnaxx”, attacks and gets killed by the traps almost instantly. With both the torso and the limbs I head to my guild. Some thugs attack us in the docks, and even when we try to get away from them without a fight, they follow us to my guildhall... where they meet their end, of course. We rest. Jaheira talks to me about future in an investigative manner. We go to Copper Coronet and buy sling of Everard from Joluv. The sling is capable of creating it’s own bullets. 

I know about another suspicious house, just next door of my guildhall. The door is trapped, and inside we have to kill three minotaurs to descend to the cellar, where we find another sarcophagus, of course. I and Yoshimo set all traps we can before Aerie opens it, while all of us stand in the room’s far corner. Aerie wields the staff of magi for the first time, as does Minsc with the Flame Tongue and Jaheira with the sling of Everard, normally used by Aerie. As Aerie opens the sarcophagus she finds a golden skull. The skull claims it’s called Kagnaxx and asks her to find missing skeleton parts for it, and she gives them to it foolishly (but very usefully in the end). A lich forms from the bones and as thanks for it’s freedom it attacks, falling to the traps in no time. It screams and turns into a demilich! It casts demilich howl, but Aerie survives. She casts immediately spell immunity: abjuration to protect herself from the imprisonment spells the demiliches are so well known to like to cast. Aerie, Minsc and Jaheira then start whacking the creature with their weapons. It casts repeatedly endless waves of imprisonment spells at Aerie, but her immunity protects her. When the immunity spell duration draws to a close, Aerie throws on a spell trap with the staff of magi. An imprisonment from the demilich restores her immunity spell, and she casts is again just as the former one runs out. In few seconds the demilich is heavily injured, and it’s morale fails. Cornered by Minsc and Aerie near the sarcophagus, it keeps running in the small place, constantly being hit by Minsc, Aerie and Jaheira. Aerie also casts haste, making the process of destroying the vile creature even faster. As it falls, I can pick up what he left behind. A spell shield scroll, a silver ring and... an extremely powerful ring of Gaxx, which I immediately don, giving my ring of invisibility to Yoshimo. We leave the house with the feeling we cleaned the Faerun of one of the most evil and powerful entities.

I go to Joluv in Copper Coronet, but buy nothing this time. A pompous idiot by the name of Anomen wants to join my party, but even his accent alone would prevent me from letting him in, not to mention this weird look in his eyes and somehow scary smile...

Upon entering the government district, we run into a bunch of idiotic fanatics trying to burn our old drow friend Viconia. I untie her from the stake, and those morons attack us. They get killed as fast as it gets. Viconia wants to join us, and though I’m tempted to take her with, I need to keep space in party for Imoen, so I regretfully decline. Viconia tells me she can be found in the graveyard if I need her. 

A gnome “merchant” called Jan Jansen tries to sell me some “flashers”, but a tax collector interrupts and wants me to confess that Jan was offering me illegal wares. I cover for Jan, and the man angrily leaves. Jan offers me his skills in my party, but once again I have to decline, this time with a bit less regrets. 

Jaheira apologizes for the questioning of me earlier. I assure her that I’m the same as I was, and tell her she’s no “Harper in my midst”, rather “Jaheira by my side”. How do such words come on my mind I wonder...

A servant approaches us, telling us that his master, a Cowled wizard has some job for us. The wizard asks us to hunt down a murderer called Valygar Corthalla... we shall see. I agree to do so, but I doubt the mage’s intents. Also I give 5,000 gold to another wizard here, and he gives us the permission to cast magic spells in the streets. 

Yoshimo lifts a ring from a nobleman standing in front of council hall while I’m talking with him, heh.

Sir Sarles is staying at the Jysstev estate and asks me to bring him 200 pounds of pure illithium for the statue. Aerie admires Jaheira’s hair, but Jaheira grounds her. Jerlia, the ore merchant at the promenade says she hasn’t so much illithium, but for 1000 gold tells me her source and for another 200 promises to make me an illithium alloy tomorrow. Her source is a duergar, staying at Copper Coronet. He says his ore got stolen by Neb. I know this dwarven child murderer from Baldur’s Gate. I say I’ll kill him and he says that Neb stays at a derelict house in bridge district. Neb tries to get invisible, but my Celestial Fury stuns him before he’s able, and he falls in no time. The spirits of children he murdered appear and thank us for release. I get four pearls from them. Also I search Neb’s house to find some potions and gold. I take his head and the ore from his body, as well as his nasty weapon. We go to Imnesvale, to kill both time until we have the alloy ready and the skinner’s complice. 

Day 28: We buy a History of Zhentarim book from the merchant and name him correctly Darcin Cole. He says he needs blood of silver dragon to finish the disgusting armor. We attack him and kill the fiend, ignoring his babblings about “rune”. The Twisted rune is wiped out nonetheless. I find the boys I bought the swords and ale in the cave, running from a diseased gibberling they mistook for a dragon in their drunkenness. I kill the gibberling. We are tired, so we rest. 

Day 29: We stop at Trademeet on our way back to Athkatla. A woman approaches us, asking us to come to her home and help her son. An annoying guy called Neeber pesters us, but gives us some bullets in the end. Jaheira talks to me about the last battle and trust. The guy asks us to save his girlfriend, captured by Reijek and another mysterious creature. So we can wreak justice upon the skinner at once. Near the southeastern gate, a man called Darsidian talks to me about the creature and says it stays near city entrance. He says he’ll meet us there. When we arrive, he says he and Raissa managed to kill the creature and make Reijek unconscious. I find it suspicious and talk to Darsidian, and he reveals himself as the creature, the “Raissa” actually being Reijek. I kill ‘em both. The unconscious man turn into Raissa and asks me for a restoration spell. I buy a scroll in temple and cast the spell on her. I talk to the guy’s parents, and buy a robe of good archmagi, so Aerie will have a robe when she’ll give the robe of Vecna to Imoen. 

Day 30: We meet Dermin again at the promenade, and he says he has a deal to Jaheira and leaves. Jerlia asks 500 gold for the alloy, and I pay, it’s little amount for me. We leave the real illithium on the ground, and offer the alloy to Sarles, but he recognizes it and leaves. I take the alloy to the church, and luckily the prelate thinks the chunk of alloy itself is the statue, so they give me a helm of glory as reward. I give also Neb’s head to the chief inspector in the council building and get some gold as reward. I got to my guild, and seems the Kretor’s problem is solved. The other thieves killed the guilty one. I pay the quartermaster and rest. 

Day 31: We rest near Nalia’s keep, and Jaheira disappears! A mysterious man appears and hands me over a note from her, that she left to the Harper hold. I pickpocket the man for a ring of protection +2 and amulet of protection +1. We head back to the docks.

Day 32: We have to fight some mercenaries in the hold. Upstairs I find Jaheira and join her back. We’re both unbelievably happy. She says that those in this place aren’t Harpers and that she feels no remorse for killing them. We have to fight more easy-to-kill mercenaries when we get back downstairs. We sell their equipment to Ikert.

In Valygar’s home his servant tells us he might be in Umar hills, and upstairs we find a tax notice about a cabin in Umar hills. Considering all the clues we head to the Umar hills. 

Day 33: We find Valygar’s cabin in the northwest of the Imnesvale village, and a ranger interrogates us, but doesn’t attack us. Inside we find Valygar. He says the wizards need his body to open the planar sphere that appeared in the slums some time ago. The sphere belongs to one of his ancestors, Lavok the necromancer. Valygar’s body, dead or alive is the key to the sphere. He refused to aid the wizards upon gaining entrance, and killed two of them in self-defense. He fled to his cabin soon after that. He joins us and we head to the sphere to kill Lavok as his family swore an oath to kill him (Lavok prolonged his life by killing his family members) and he has to fulfill it. 

Day 34: We enter the sphere, led by Valygar. Inside we find ourselves in a small round room. To the west we have to kill a clay golem. There are numerous chests here. Some laughable treasure and scrolls is inside, but the chests yield some weird items too: a key, a golem hand and coal (why does Lavok need coal?). The room to the east, aside from a dead-in-no-time mephit, contains a three-dimensional map of the slums of Athkatla. I open the door to the north from the entry room with the key, and suddenly we are informed that planar travel was initiated and we may not leave the sphere until the “Master” (Lavok comes to mind) allows us to do so (highly unexpectable from him). When I look back in the eastern room, I’m shocked. The map no longer displays Athkatla, but rather some demonic valley from some other hellish plane... this doesn’t look good. We go north, since all the doors in the sphere should be open, according to the information we received. 

Some “Knights of Solamnia” are trapped here along with us. They seem a good sort and tell us a lot of useful information. There are supposedly some “shark-fiends” to the north, and to the west, past hordes of cannibal halflings, there is a room with an unfinished golem. We shall take a look in every place they mention. The northern room is no big deal, despite the shark-things’ stunning bolts. The halflings to the west are much tougher sort, some of them being mages, clerics or even psionists. They have some nice things: gauntlets of ogre power and a long bow called “Ripper”. One of them had some coal with him too... most weird. We are all very fatigued, so we rest.

Day 35: To the north we fight some spiders and ettercaps. This is the golem room, and I attach the hand to the golem, but he still misses his head. Also more coal is found here. We proceed further north, and have to fight yet more obnoxious halflings. A stiletto is our only reward. There are three furnaces here, which I activate using the coal. Each of them spawns a fire elemental, which is rather laughable. There are some traps in the eastern part of the room and on the plank to the east. Behind the plank there are some golems, which make up for an extremely tough battle. The golem head and even more coal (for what I wonder, are there any more furnaces?) are found here. I connect the head to the golem and activate it. It says it detected an intruder and opens the door to the east we couldn’t before. I disarm the trap on the plank and follow the golem to help him kill an elder orb in the end. There’s an exit here, and we get through it.

We find Lavok here. He seems possessed. After a fast and furious battle he falls, and asks Valygar for the right to die under his own sun. He tells him how to get the sphere back to our plane... we need to find a heart of a powerful demon and get it in the engine room. We will do so, but we explore the rooms nearby first, finding some nice items after having to fight some poor myconids and lizard-men. 

We get out of the sphere through the main entrance, and wipe the entire demonic valley from the map out, sparing not a single demon. We acquire three of their hearts... I hope this will be enough. We are all very tired and messed up, so we rest.

We’re back in the sphere, and after pressing the runes on floor in the middle room in correct order (they all resemble numbers one, two, three and four, so I press ‘em in logical order), we get to the stairs.

Tolgerias and another mage attack us here, but they’re no threat at all. He carried a ring of the ram, nothing more. There are two elemental rooms here, one fire and one ice. We wipe ‘em both clean out of all the pest that’s in ‘em and take some nice items as loot. We go to the engine room. Fighting the hordes of golems here is quite easy, using their inability to cross some narrow planks and ranged weapons. At the end of the eastern plank, there’s a trapped treasure cache, hiding lot of gold and a ring of trap detection, which Yoshimo snatches immediately. I throw one of the demon hearts into the engine’s “mouth”, and the sphere shakes, as if landing. We head back to Lavok. 

We take Lavok out and he dies, and he leaves only a ring of acuity behind (Aerie gets it immediately). Jaheira thanks me for following her to the Harper hold and is very happy, both of us are. We return to the sphere and tell the knights they are free to go, but that they have to live here on our plane. They seem determined to bring good to our plane and leave.

Day 36: We go to Trademeet, sell our loot from the sphere and depart with Valygar. We head to the druid grove, so I and Jaheira may take a romantic walk there, heh. We rest here.

Day 37: Jaheira talks to me about dawn after we awake, and I flatter her and we both laugh. We decide to rest even more here, such is the beauty of the forest (and Jaheira, heh). When we wake up again, Dermin appears and attacks us. He and his lackeys are no big deal, and they carry no great stuff. Jaheira feels sorry that she had to kill them, but I make her laugh in the end.

Day 38: We get back to my guild, both to sell the treasure Dermin and his lackeys had and to pay the quartermaster. We rest in the guildhall. Finally a good bed after all. But not before Jaheira starts another saddened talk about killing her fellow Harpers. 

We head to the Order of Radiant Heart and witness an amusing courting to Lady Irlanna by our old friend from Beregost, Garrick. He seems even dumber now than he was those times. The paladins give us a task to find and investigate the fallen paladins that run illegal activities in bridge district. We find them just in time in the northeastern part of the district. They are fighting some smugglers, and we aid them, such weak smugglers are no match for us. The leader of the paladins, called Reynald, seems a good sort, being kicked of the order just because of some romance with a woman called Celestine. He asks us to retrieve a cup for their leader Anarg from the Order. We ask the paladins for it and they give it to us under promise that we bring it back. We show the cup to Reynald but refuse to join them when Anarg gives us the offer. Anarg decides to kill us, but Reynald proves his worth and leaves, leaving Anarg alone with his four lackeys. They pose no threat at all. The stuff they carried isn’t worth much, but that doesn’t matter. We return the cup and receive gloves of healing as reward. It’s time to get ready for journey to the Windspear hills.

Day 39: Upon arrival we are attacked by a group of three ogres, one gnoll and one wyvern. What a wyvern does have with ogres remains mystery to us, as their leader insists on “crushing our evil”. It’s no surprise that they fall quickly, but that their bodies turn bodies of knights, one of them being our old friend from the city of Baldur’s Gate Ajantis is a huge shock indeed. A man who witnessed the battle offers us shelter of his cabin, an we accept. He’s called Garren Windspear, the ex-lord of these lands. Jierdan Firkraag plotted his downfall, and took his lands. Seems like his intrigues targeted me this time. Garren says paladins will be after us for what we’ve done, but that he may go to the Order and clean our names. He leaves us with his daughter, and we rest. We are woken up by Garren’s servant Jum, who storms in screaming that bandits approach. We get ready, but they teleport in and their mage teleports out, taking Garren’s daughter before we can even react. They all fall, and a short time after battle Garren arrives. He cleaned our names by the Order and we promise him to rescue his child. Jaheira and I talk about her feeling of guilt for Dermin’s death, and short after that Jum arrives, handing me over a note from Firkraag, a challenge. We should find him in the ruins to northeast, and the note implies he’s a dragon... 

Day 40: We find the dryad queen near a crater lake in the southeast, and give the acorns to her. She frees the dryads from Irenicus’ dungeon and thanks us. We have to fight a few groups of orcs and some ankhegs here. To the west of the ruins we stumble upon some men fighting some gnolls. We aid them only to find out that they are werewolves, and hungry ones. They are, of course, not too tough opponents. We enter the ruins.

Big cavern where we have to fight some hobgoblins, ogrillons and vampiric mists, a small cavern with some minor treasure in the pool (and more mists guarding it), a big hole and an exit in the north guarded by a rakshasa and his kamikaze kobolds. The only thing worth mentioning is the ring of fire resistance the rakshasa carried. We proceed through the exit.

We are “welcomed” by an “assault team” of orc archers, firing from the rooms with secret doors. After picking the locks they fall rather quickly. I pick the exit lock and we may proceed further north. Another locked door leads to a fight with a group of golems, and in the narrow spaces it’s quite a hard battle. Two orcs begging for their lives to the west provide us with some useless information. I let them flee. To the east we meet a troll cook, who asks me to jump onto the grill. We have a little conversation and then have to kill the cook and his hobgoblin friends in self-defense. To the south from here we kill and otyugh. All the loot worth mentioning is an orcish cookbook. We fight some orcs to the north, and then run into a huge group of vampires, mummies and other undead. This could be extremely tough battle, but proper use of potions of invisibility, Aerie’s turning of undead, Jaheira’s amulet of power and my Daystar’s sunray win the battle for us easily. We find a few minor treasures in the trapped chest here. Further south we fight some shadows and wraiths, using the same strategy. A chapel key that allows us to proceed into the western parts of the dungeon is our reward. 

We meet a woman by the name of Samia, and she asks us to retrieve some books from king Strohm III’s tomb. She gives us a key that allows us entrance to the maze in the north. We find an old book almost immediately, but Samia says that ain’t the book she’s looking for. After killing six efreeti guardians and one weak beholder we get all the parts of Strohm’s mask and it forms itself. I don it and we are able to see the last guardian, a fire elemental. In Strohm’s tomb room we find a dragon-slaying sword and shield, but no books. Samia and her party attack us, confirming my suspicion that we’ve been used. They fall after a short battle, and we take their equipment. We need some rest, so we sleep. 

We enter the southwestern part of the dungeon and have to fight a greater wolfwere and some more wolfish creatures immediately. The greater one regenerates insanely fast, but we manage to destroy it by concentrating all our efforts on it. There’s an ancient well here, and I pull a dragonslayer’s helm out of it. An air elemental rushes out, but he falls immediately. A group of golems runs here through the bridge from the north, but they all die. To the southwest we meet some unarmed knights, who turn out to be wolfweres after intensive interrogation. One of them is the fearsome greater again. In the room where they wanted to lure us in are a few more of them, but none a greater one. We find some nice treasure around here, especially a horn of blasting. There’s a cavern nearby, and we save a hobgoblin and a troll from getting killed by a werewolf. Behind a secret passage in the north of the cavern is another cavern, and the golems here (one of them being a very powerful adamantite one) protect a cool treasure indeed. The Heartseeker bow is what Minsc waited for so long, and he can replace the elven court bow finally. We cross the bridge and after chunking some orogs we reach the prison. To my and Jaheira’s (maybe Minsc’s too) big shock there’s Tazok here. I wonder how did Firkraag manage to raise him from dead or summon him here. We kill Tazok, the orog chieftain and some orcs, and take the amazing loot from this room. Tazok also carried some kind of sewer key. The unpickable secret door in the Athkatla sewers comes to mind. Garren’s daughter warns us not to fight Firkraag, and thinks we should just get the key from his mage lackey. But we decide to take on the evil dragon, and rest to be ready for a big battle. 

Day 41: We enter Firkraag’s lair and immediately prepare us to battle, casting haste, defensive harmony, chant, bless and resist fear. I challenge Firkraag after finding out the dumbass did all of this just because I’m a child of Bhaal and that Gorion and Harpers injured him long ago. Aerie breaches his stone skin and Firkraag gets hit a few times before he can buffet his wings. He then breathes on Yoshimo, killing his own mage in the process. We surround him and start the hack & slash game while he wastes his efforts on Aerie’s stone skins. He falls short after he finally gets her first skin down. The loot is perfect, an incredibly powerful paladin two-hander Carsomyr (shame that none of us is a paladin) and his red scales. We take the key to prison cell from the mage’s scorched body and free Garren’s daughter. She thanks us and leaves, saying that we should catch her up at her father’s cabin. We dispatch a feeble hobgoblin ambush on our way back and get out. Jaheira says she cares for me, and this means she finally declared her love to me publicly. We have to squish some more orcs and ankhegs on our way to the cabin. Garren thanks us and offers us safe lodgings if we ever need it. We set a camp just outside the lodge, and in the morning I and Jaheira discuss the beauty of forests and our love, in a very happy manner. 

Day 42: We get back to my guild and sell almost all the loot from Firkraag’s dungeon. Only Carsomyr and Firkraag’s scales remain. Cromwell forges us an nice armor from the scales, but none of us dons it. Both Carsomyr and the armor join Flame Tongue and Flail of the Ages in Minsc’s backpack. Minsc “adopts” Aerie as his witch. We should search the sewers now.

But first we go on a “buying rampage” and buy all the scrolls of protection from undead we can find, as well as all the spells that Aerie doesn’t know yet, and she writes ‘em all after drinking a potion of mind focusing (we bought about five of them). Jaheira discusses vengeance on Irenicus with me and it ends in an outburst of laughter after I said that I will thank him when I will feed him his own limbs. We meet a man from Calimshan who is lost here and Boo points him the right direction. Amazing.

We open the secret door in the sewers using the Tazok’s key, and see many dead bodies on floor. Suddenly a strong wave of psychical force unleashes and stuns us for a moment. Hesitating, we enter. This is a truly alien dungeon. We have to fight some charmed humans, an umber hulk, and... the fearsome Illithid, a mind flayer, creature of most alien form and most evil intents. We prevail, but the really tough battle awaits us in the next room. Several mind flayers, ulitharids and umber hulks are here, and the only way to beat them is to set the corridor between the two rooms full of traps and lure them into them. We manage to win, but become rather fatigued. Time to rest, but it would be suicide to rest in Illithid’s lair. We get out and head for Nalia’s keep. 

Day 43: We arrive and go rest immediately. I, ahem... I and Jaheira spend this night together. 

What  a wonderful night!!! Forgive, dear journal, but I will keep the secrets of it for myself. 

Elminster arrives short after we wake up (still a bit tired from the busy night) and asks Jaheira if she regrets her actions. She does not, and he gives her a Harper pin. I pickpocket him on the way back, and again has he new ring of protection +2 and amulet of protection +1. Heh, the thieving blood in my veins prevailed again. We head back to the Illithid lair.

Day 44: Traps, traps, traps. We kill all the Illithids, resting once to regain the trap setting abilities. The loot is quite interesting: the famous hammer of thunderbolts, some note from the Illithids and also a nice wand of wonder. 

Day 45: We get out of the sewers. A few little quest and we go after Aran’s ones. 

The priest of Helm we gave the chunk of illithium alloy tells us we should go to temple of Lathander for another mission. The priest of Lathander tells us that their holy ring has been stolen and that Talosans want to buy it from the thief. We are to find the thief in the slums in the night and get the ring back. We meet the thief, Travin, and refuse to pay him, then make him reveal where is the ring actually hidden. Borinal’s house on the roof of the Copper Coronet is where we go. Borinal wants me to swear I am servant of Talos before he would give me the ring, but I refuse, so he and his weak thugs attack us... we’ve barely broken a sweat. I take the ring off his corpse and present it to the Lathander priest. The reward is poor, but so what? It’s time to get finally to work for Aran. 

