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“Greetings, my fellow, faithful expeditioners!

I look forward to meeting you on the road. You get to buy the next
round when we see one another!

Duntiivt Ushenchisel
— From Temples of Faith: An Expeditioner’s Guidebook

by the renowned dwarven explorer
and author Dunkirt Ashenchisel
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The small village of Lessef is little more than a stopover in the

dirty fields off the coast of the Reaping Sea. It’s a bleak place

where dreams don’t just go to die; they are left gasping for air

in the choking dryness amid the endless fallow fields. But the

villagers | met were a kindhearted bunch led by a priest who
lived high on the hill. | found an old fomb as | was leaving the village, but
after three mapmakers went in and only one came out, | decided to leave it
be. [Make of it what you will.

—

TEDMITH HIEKEN
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Akruel’s Tomb |
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h, my cousins at Rnuil Plunge! They surely know how to host a
long-lost relative. WWe celebrated for days until we could barely
stagger through the halls of their home. Rnd not some dank,
deep cavern, mind you. [Ty dwarven cousins at Rnuil Plunge built
their home in the hills of Libynos under the blazing sun in the
fresh air. Why they built it on the edge of the vast Sin [Mire Swamp, I'll
never know. | traversed that swamp thanks to a waterlogged raft, but | don’t
recommend it. If you do, you'll find ruins and islands galore. The Sin [Mlire
is still swallowing the land as it expands.
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‘'ve never been in a seedier city than Bargarsport. It's a vile place, to be
sure, filled with gambling dens, illicit trade, and back-alley cutthroats. It is
not a place for the faint of heart or those with any morals. | sailed along
the coast of the Reaping Sea, and the crew of the Sunken [Tloon warned
me to keep my head down and my coins close when | disembarked.

And | found that the city floundering in the mud above was nothing compared
to the city buried below the streets. R whole world of thieves and beggars
lives right under their feet. But take care in those tunnels, my friends, as
other things live there as well.

CULVERT OPERATIONS
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'm not immune to beauty, and there’s nothing more beautiful to be found
than the flowering vistas of the Hanging Gardens of Iseleine. Before | began
searching, I'd heard wonderful stories of their flower-covered temple, but |
truly had no idea what to expect when | journeyed into the Rajaani Forest.
Rnything | was expecting was still so far from what 1 found.

Rnother garden surrounds the base of the pillar on which the upper gardens
are located. R staircase of hundreds of steps winds around the stone pillar
as it descends from the upper garden to the lower garden. | admit that |
walked down all those stairs with glee to discover the hidden garden at the
bottom of the chasm. [Walking back up them? Qefinitely not as much fun.
Those priests need to figure out a better system to get back to the top. (The
answer is always “magic,” my friends ... or at least hire a competent dwarf
to build you a working winch.)
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've walked for miles in the darkness underground, so it takes a bit to

rattle me. The Qu aine [Tlanor House was one such place. It took me

weeks after | wandered onto the manor grounds to excise those nightmares

from my sleep. The house is home to myriad spirits, some good, most bad,

and | saw things change from room to room. It was a horrid place, but |
felt the sadness permeating its walls. | hope someone can help those spirits
find their rest.
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braved the scorching Randeri to find the temple, traipsing through sand
that seemed intent on swallowing me whole, but I'm glad | didn’t approach

the pyramid once | found it. | crawled to the top of a dune of shifting

sands about a mile from the place. (llhat | saw chilled my bones, as if

| was still in the frozen tundra of the ailing Glacier. Packs of hyenas
patrolled in wide circles around the ziggurat, and I'm sure the creatures
standing in the shadows at the top of the temple were gnolls. Rt least, they
looked like gnolls. Rre there other dog-faced creatures out there? | hope not;
one gnoll is enough for me. From what | could see, the most fascinating detail
was a giant black sphere atop the structure.
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still feel the frigid cold of the [ailing Glacier and the frozen wastes
lingering in my old bones. Mo fire will ever make that chill go away, I'm
afraid. I'll never understand why the priests of the [Tlonastery of (World
Sundering live in such an inhospitable environment, especially since they
could travel any direction and be in more friendly environments. But
then again, after having met them, I'm not sure the motley collection of
worshippers of Woard would be welcome in many places. (Rnd to tell the
truth, | don’t even think Uoard is a real god; no one | asked afterward knew
anything about him.)
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he Shield Basilica of [Tluir was a marvel of engineering blocking
the mountain pass into the scorching Randeri Qesert. The
Shield's massive granite walls are emblazoned with a sword held
d aloft, the power of [luir on display for all who approach. The
knights within those walls are as disciplined and well-trained —
it was something to see them sparring in the open spaces under the blazing
sun while wearing their gleaming armor. The lands around the Shield are
unforgiving, with the desert to the north, and the sharp crags of the Hollow

Spire [Mountains all around. | saw flying creatures — wyverns, gargoyles,
harpies — soaring freely in the updrafts of the pinnacles. | advise caution
amid those sharp peaks.




LSJ\\’
/4
Shield Basilica
of _M_uir







LR Ay
Ihe Pinnacle of Pazuzu




AreaD:
The Pinnacle
Upper Levels

"Ny




- = :
LY - | ‘
> 4 £ .
oo R .‘I
o L
7 “ad . : :
I =5 :
¥

AreaD:
The Pinnacle
Lower Level A A

N
TRy |\




Area D:
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he Lady of the Searing llaters sits in the middle of a caldera
of blasting geysers of spray and steam. Stray from the path to
that temple, and you'll find your skin scalded from your bones.
The struggling village of Qoan overlooks the entire caldera, but
it's a fine place to hang your hat and find a well-cooked meal.
RAnd you'll need it if you plan to go deluing, for while the deep [Mlines of
Honn are tempting, l've since been told that forces of the vermin god now
claim those deep passages. And below them, still darker evils await.
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The Mines of Honn
- The Hunting Grounds
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must speak here of two disparate places: the enlightened
Theurgist Seminary of Thasizier and the unholy blight
that is Rbhor Brazier. Two temples separated by
distance yet linked in their hatred of the other. The
Seminary is on the storm-wracked island of Jah Sezar,
though the wild waters barely touch the magnificent
marble structures. Rbhor Brazier waits high in the Hollow
Spires, on the edge of the Phrygia Wolcano. | highly
recommend visiting the Seminary; | warn you to avoid the
frigid peaks of the Hollow Spires and Rbhor Brazier.
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Abhor Brazier Dungeons
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ander too deeply into the Beharrel alleys and you'll stumble
into RI1-Sifon, the City of Beyond. | remember tales from my
youth of this city of the dead, which the armies of Shah Rasalt
razed to the ground — and then salted the ground as a final
AL precaution. But 've heard rumors of undead rebuilding the city
brick by brick, reforming a pyramid of skulls and digging out collapsed tunnels.
You risk more than your life if you dare this horrible city.
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Area K: Nether
Sepulcher Crypts
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have held quartz crystals in my hand and marueled at the way the light

played off their edges. | never thought to stand inside such a crystal

towered over me. But | have done just that in the acidic swamp waters of

the Qedysh, where the caustic waters mutate the plants and animals, but

the crystal growths tower out of the muck. The light plays through them,
but the creatures there use that to their advantage.
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