Wedding: Prayer, Joining of Hands, presenting of gifts. 

Sister's gift: portrait of the two, gold frame, worth 2000 gp.

Parents' gift: two bracelets, woven of oak (from a tree above Will's father's grave) and a lock of Kyra's mother's hair. While the two are faithful, they cannot be removed or destroyed.  But if one should betray the other, they will both disintegrate. If either dies, they only drop to zero, and the other loses one Con.

As soon as the wedding is over, 20 Dretch and a Babau should drop out of the sky, grab Kyra's mother in the ensuing chaos, and teleports back to the Abyss.

Dretch (x 20)

HD: 2  hp: 10  THAC0: 19  AC: 4  dam: d4/d4/d4+1  MR: 10%  XP:1400 x 20

Defenses: 1/2 from cold, magical fire, gas. None from lightening, regular fire, poison

Mekla the Babau

HD: 8+14  hp: 60  THAC0:  13  AC: -3  dam:  d6+6 (staff)  MR: 50%   XP: 17000

Attacks:  gaze effects 1 person/rd; save vs spells or ray of enfeeblement

               Dispel magic, fly, heat metal

Defenses: 1/2 from cold, magical fire, gas. None from lightening, regular fire, poison

                Half dam from S and P weapons due to jelly.

                +1 or better to hit, 20% chance corrode (lose one plus)

Once the initial disorientation of teleporting wears off, the Babau is nowhere to be seen. Nearby is an inn.

The realm is ic and barren, with thin air (-2 to Con). Spells: Alteration corrupted (see map),  Conj has 10% x level to summon tanaari, Div result in counterattack (see book), Illus at 1 level higher, Wild: Roll TWICE, choose worse, Elements fail. Priests lose 1 level. Any attacking spell might trigger an Abysmal answer (see book).

The Inn is the Last Meal. Half of the patrons are undead, feasting on souls.  Also here are Skranky and Chance. The innkeeper's name is Bloody Kala, a tiefling girl. Shortly later, the dracolich will attack.

Dracolich (60' body, 60' tail)

HD" 15  hp: 90  THAC0: 5  AC: -5  dam: d6+2d8/d6+2d8/4d8  MR: 20%  XP: 14,000

Attacks: all physical attacks chill: save vs paralyzation or par for 2d6 rds

   Dragonfear: 35 yds (-2 save vs spells or fight at -2)

   Breath weapon: 70' long, 25' wide cold.  8d6+8 damage

   Spells:  Magic missile (x2): 5 missiles

   Wing Buffet: targets at sides, d6 + dex roll or fall

Defenses: immune to charm, sleep, enfeeblement, polymorph, cold, electricity, hold, insanity, death

    Cannot be poisoned, paralyzed, or turned. Only affected by wizards of 6th level

Maurezhi Rider

HD: 5+8  hp: 28  THAC0: 15  AC: 0  dam: d6+5/d6+5/2d4  MR: 40%  XP: 6,000

Attacks: chill touch, hold person, invisibility; +1 or better to hit

Outside, there are 50 manes

Manes  (x 50)

HD: 1  hp: 2   THAC0: 20  AC: 8  dam: d2/d2/d4  MR: 10%  XP: 975 x 20

Defenses: killing one dissipates it into acidic vapor, save vs poison or d6 dam if within 10'

However, Chance and Skranky will join in!

The keep is actually a giant skull set in the hillside. The front door is guarded by two Alu-fiends on the backs of Nightmares.

Alu-Fiend (x2)

HD: 2  hp: 12  THAC0: 16  AC: 5  dam: d8+3/d12+3 MR: 30% XP: 5,000 x 2

Attacks: the fiends' long swords are vorpal. On a roll of 17 or higher (18 for large), sever

Defenses: 1/2 from cold, magical fire, gas. None from lightening, regular fire, poison

   +1 or better to hit

Nightmare (x2)

HD: 6+6  hp: 40  THAC0: 15  AC: -4  dam: 2d4+2/2d4+2/2d4  XP: 2,000 x 2

Attacks:  hooves ignite combustibles

   Gas surrounds in a 10' radius. Save vs par or -2 to attack and damage

The courtyard is guarded by 10 skeletons, the sky by 10 winged skeletons

Skeletons x 10

HD: 1  hp: 6  THAC0: 19  AC: 7  dam: d6  XP: 100 x 10

Defenses: immunities, 1/2 damage from edged weapons

    Regenerate 1 hp/turn

Winged Skeletons x 10

HD: 6  hp: 30  THAC0: 15  AC: 6  dam: d4/d4/d8  XP: 1000 x 10

Defenses: immunities, 1/2 damage from edged weapons

    Regenerate 1 hp/turn

Mekla will be sitting on the throne, which hides the passageway to a cavern.

Chest 1: 15,000 cp

Chest 2: 25,000 sp

Chest 3: 15,000 gp

Chest 5: 5,000 pp

Chest 6: 30 black opals, 3 scrolls, 4 potions

1 armor

1 weapon

Scroll One: Wizard spells

Polymorph Self

Detect Object (Cerebration)

Level: 1                    Components: V,S,M

Range: 0                    CT: 3 segments

Duration: Special           ST: None

AE: l" radius/lvl.

   Explanation/Description: By means of this spell, the magic-user can

detect the presence of one or more objects within the area of effect.  The

spell does not disclose the size, nature, or number of these objects.  It

lasts as long as the magic-user continues to concentrate.  The material

component for this spell is any object of convenient size, which must be

held just above the tip of the spell-caster's nose throughout the duration

of the spell.

Wall of Evil (Profanation)

Level: 4                     Components: V,S

Range: 3"                    CT: 4 segments

Duration: 1 turn +           ST: Neg.

          1 rnd./lvl.

AE: Special

   Explanation/Description: This spell creates a vertical wall of sheer

diabolical (or demoniacal) evil, l0' square per level of the spell-caster. 

Paladins and other minions of good who pass through this wall must save vs.

spells or feel distinctly unwelcome.  Aside from the fact that no undead or

creatures from the lower planes can be turned by clerics separated from them 

by this spell, this dweomer has no other function.

Scroll Two: Priest Scroll

Othertime (spells & Magic)

Scroll Three: Protection vs Petrification

Roll potions randomly in Enctclopedia

