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A Passage Through the Isles
The Journal of Corak the Mysterious

I am Corak, called the Mysterious, and these
are my scribblings as I journeyed across

the Isles of Terra in search of forgotten lore. Take
them as aid in the adventure before you, for these

isles are not all they seem to be, and behind
the shroud of legend, truth is often seen.
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From the corners of the misty Void
Rang loud the battle cry

The Elemental lords of four
Had sworn to fight and die

Fire, Water, Air and Earth
Did meet their might and force

And in their battles bloody mire
Found our land its source
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Second Day of the New Moon, 491
In the Town of Wildabar

It has been four years since last I set out to explore a new
land and discover the hidden lore and fables surrounding
its towns and castles. The swelling of spirit brought about
by the telling of these stories of heroism and bravery
beyond hope is the thread of magic woven in the minds
and hearts of all who long to answer the call of adventure,
and it is for this purpose, to preserve that magical spark,
that 1 have devoted my efforts to recording these tales.

From the rumors and murmuring I have heard passing
through Wildabar these isles are rich with such histories.
While talking to a town elder he told me of an ancient
rhyme once read before festivals that contained the legend
of the mysterious conception of the isles, a legend that
today circulates across the land, but altered through the
years since the original scroll's disappearance. He read to
me a portion he recorded before the original vanished and
told me what he could remember of the rest of the tale.
Other parts, he said, may be recorded across the islands.

The epic was written in three parts and the fragment he
gave me was from the first, in which is contained an
account of the birth of the isles out of a great battle
between powerful lords of the four elements who used
fierce storms to fight for supreme control of the Void, a
place where there was no land or sky or ocean. M'ater and
Fire and Air and Earth met in this empty Void to fight for
the right to fill it with their presence, but so matched were
they in this battle that none could defeat the others, nor
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could any stop fighting lest the balance be upset and he be
overrun by the others. They had become locked in an
eternal war none could turn away from. And as the war
raged on through the decades, in the midst of the Void
where the fallout of the mighty storms gathered and
settled, a rich land began to develop. From where, no one
knows, but beasts appeared to graze the fields of the new
land and take refuge in its forests and caverns. Little
notice did the Elemental lords pay to these dumb beasts for
there was little threat in their roamings. They were seen as
nothing more than the flies that gather around a fallen
animal. So the war raged on with intensifying storms that
added to the richness of the budding land.

But then a new creature mysteriously appeared in the Void,
not dumb like the beasts, but clever in ways of cultivating
the raw loam of the battlefield further into a rich provider
of food and shelter. Difficult and costly though it was in
the midst of the furious storms of battle, a continent was
forged in the misty Void.

In the forests and valleys settled
spry creatures of great

intelligence. Thin and
strong, the Elves were quite
at home among the trees
and fields of green.
Though weaker in
endurance than some, they
were possessed of a high

aptitude for the magical arts
and resistance to its power

and energy.
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And in the snowy areas of
bitter cold found the Gnomes
their home. Like the Elves,
they were strong of mind, not
body, and a little more prone
to the ways of magic. But
unlike the brooding Elf, the
Gnome was very jolly and
quick to make friends.
Because of the harshness of
the snowy land their

lr=s=~~ countenance was
i! toughened to the elements, and
even more so to magic.

Oojourned then in the desert sun
the Dwarf. Small but mighty they
survived in the turmoil of the
stormy war for little of the
elemental realm could do them
great harm. After all, it would
take a strong creature to find a
thriving life in the lands of sand.
With little power over magic,

Dwarves found their strength in
solitude among the dunes.
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And in the swamps and bogs
settled a tribal people of great
strength and endurance. So
strong were they that fire,
electric and cold could hardly
harm them. Because they
lacked the greatness of mind
for magic they had to rely on
their ability to fight to
survive, and that ability was
developed to great heights,
for the Half - Ore lived for
battle and saw the opposing
of men as the greatest of endeavors.

Dut scattered across the many
diversities of the new found land
Humans wandered and made
pla'ces for themselves among
all others. Able to resist all
the elements and magics,
and learned in the ways of the
mystical arts, they were well
equipped to settle where they
wished. Soon they thrived across
the land and with the others
began to tame the beasts and
cultivate the fields.
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With
the arrival of

these conquerors of land the Elemental lords realized that
while they fought among themselves the very prize for
which they were slain was being taken away from them by
little mortal beings who in their eyes were no better than
the dumb beasts. Each would try to vanquish the mortals
with a great storm, but because they could not remove too
much of their force from the war the mortals were able to
withstand them. In fact, the storms of the Elementals were
less severe than the effects of the war itself, so the
Elementals had to find another way to purge the Void of
these intruders. So an agreement was made to halt the
fighting for one day and devote all their powers to create
one great tempest of such destructive power that none
could withstand it for even an hour.

Air gathered together the strongest of its winds to blow the
sands of Earth with such force as to tear away the flesh
from mortal bone. And Water prepared a flood to wash
the fallen mortals to the center of the Void where Fire
would then bake the mire into solid stone. Even combined
in total unity the mortals could not survive a day of such
torrent. So little hope was there that in the darkest hours
before the great destruction all merely stayed in their
doomed homes and the helplessness in their hearts made
the greatest cry for mercy any world has ever known.
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Fourth Day of the New Moon, 491
The Quest Begins

After searching for the right opportunity I have finally
found a group to set across the isles with in search of the
lost parts of the legend. A band of four fighters and a
healer have enlisted me as their image, not knowing the
fullness of my power. We are to travel to Swamp Town
and receive a scroll which we will then deliver to Fountain
Head. The leader of the party, Asa Milchima, has agreed
to take a circular course to allow me a wider search for the
lost pieces. We will be travelling across most of the
islands, skipping only the smaller ones. I will be receiving
a smaller share of the reward for delivering the scroll, but it
is the search and hopeful discovery of forgotten lore that
calls me to this adventure, not the promises of wealth.

Assuming all to be in order we will set out tomorrow for
the Isles of Illusion where I will search the two castles said
to be laid out in ruins upon the sand. From there we will
travel to Buzzard Bluff where we will camp for the night.
The next day we will journey through the Evermoors and
north to Swamp Town, find the scroll and most likely
spend a pleasant night in a local inn.

From there I will lead the expedition to Serpent's Wood,
the original settling place of the Dwarves, and on through
the Frozen Isles where we will camp a second night. Then
we go to Leper Canyon and straight to Fountain Head.
Four days they plan, but it will likely extend to double.
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