DM (Ephesos)
So, to bring you up to speed.
When the rain of fish finally stopped, you all crawled out from under your shelter. It was impossible to step somewhere that wasn't covered in fish, but it had stopped raining. You thought it prudent to keep moving, lest the fish begin to smell.
You didn't get far before you stumbled upon a strange sight. Strange even for Jareth's realm. A rock outcropping with a plain wooden door on it. And the door was upside down.
After contemplating it, prodding it with sticks, and debating the underlying metaphysical implications, Thuja finally got tired of hearing everyone argue and chopped the door off its hinges (using the flat side of the axe, naturally).
Behind the door was a long hallway, lined with occasional torches. The torches were also upside down, somehow, their flames reaching down towards the floor as they burned.
The two of you were immediately interested, and volunteered to scout the passage. When you entered, nothing unusual happened. The reversal of gravity didn't seem to affect you. You began moving down the passage, which seemed to extend beyond the boundaries of the outcropping that contained it.
Then, to the puzzlement of all, the door slammed shut. When you turned around to look, you were just in time to see the door fall off the hinges, revealing bare rock.
You are left alone in the hallway, which stretches out ahead for a good hundred feet before turning. The only noise is that of the burning torches.
DM (Ephesos)
What do you do?
Temmyn
HP Recap: I'm at full HP, which is 14/14?
DM (Ephesos)
(Yep)
Kaval
(I dispute your assertion that weird doors are any kind of unusual here :P)
I carefully remove a torch from the wall. Does its gravity change?
Temmyn
"Huh. This kind of sucks."
DM (Ephesos)
The torch continues to burn in the wrong direction.
Temmyn
But we feel normal?
DM (Ephesos)
Aside from the little voice in your brains screaming that something is very wrong with the scene you're witnessing, you feel normal.
Kaval
"Yeah, I'm starting to miss those idiots already."
I take out the torch in my pack and light it. Normal or reversed?
DM (Ephesos)
Your torch is normal.
Kaval
I drop the torch from the wall, and observe which direction it falls.
Temmyn
"This reminds me of the portal that got me here. Different reference frames for gravity and so on."
Kaval
". . . maybe it's a way out, then."
Temmyn
"That's what I was thinking."
DM (Ephesos)
When you drop the torch, it falls to the floor (your floor). It begins burning normally.
Temmyn
Aha!
Temmyn
How high is the ceiling?
DM (Ephesos)
The ceiling is 10 feet high, which is how wide the passage is.
Temmyn
Meh. Too tall to reach, or I'd see if I can touch it and get turned around to the way the torches are...
Kaval
"I could help you. . . up, I guess."
"But first, let's test this." I take out a limp dagger, and throw it at the ceiling.
Temmyn
"Good point."
DM (Ephesos)
The dagger falls to your floor. It lands with a pathetic squish.
Temmyn
"Pity."
Kaval
"Hmm."
"Well, I'm out of ideas. We should probably just go forward."
Temmyn
"Well, I think we've exhausted the immediate area. Yeah, let's go."
DM (Ephesos)
As you walk, you pass by some sort of writing on the left wall. You can't make out what it says.
Kaval
I recover the dagger, and get another upside-down torch. (Carrying the normal torch in one hand and the upside-down in the other)
Temmyn
Wait, I'll take one of the torches off the wall. Might be useful.
Kaval
I look closer at the writing, and hold a light up to it. Can I tell anything useful about it?
DM (Ephesos)
Both torches remain burning downwards.
Roll for it. Basic Int roll.
Temmyn
I try to examine the writing more closely as well.
DICE
Kaval rolled 1 20-sided die: 2
Temmyn rolled 1 20-sided die: 20
Kaval
(Woo! And I was just about to start moaning.)
Temmyn
(YES)
DM (Ephesos)
Kaval stares mutely at the writing, as Temmyn very carefully tilts his head to the side.
The writing is just upside-down.
Kaval
"Can you read it?"
DM (Ephesos)
It reads, in your own language, "ABANDON ALL HOPE".
Temmyn
(What a surprise. On both scores.)
Kaval
"Oh, come on. Hell would be much worse than this."
Temmyn
"Yeah, that tells us nothing new. For all we know, this is an *entrance* to the Labyrinth."
DM (Ephesos)
You hear a loud crunching noise from up ahead, around the corner.
Kaval
I lie flat, and try to hide.
Temmyn
I whirl around and ready my wrench.
DM (Ephesos)
Occasionally, you hear another crunch, but nothing leaps out to attack you.
Kaval
Is the noise moving?
Temmyn
Also, I try to use divination to sense what is there (machinery, living creatures, etc.)
DICE
Temmyn rolled 1 20-sided die: 10
DM (Ephesos)
The noise is not moving, and it is not machinery, as far as you can tell.
Kaval
Whisper: "Let's check it out."
Temmyn 
I whisper back: "Okay."
Kaval
I get back up and move carefully toward the corner.
Temmyn
I move carefully forward, ready to attack or run.
DM (Ephesos)
The noises get louder.
Kaval
When I get to the corner, I peek around it.
Temmyn
I stick to the outside wall of the corner and try to slowly get a good view around it.
DM (Ephesos)
From where you are, you can see down another similar corridor. You think you can spot side-passages leading off from it, but it's hard to tell from here.
At first glance, the corridor appears empty. Then you look up.
Temmyn
"Oh dear"
DM (Ephesos)
You see a ghoul, similar to the ones you fought in the maze, crouched on the ceiling over the body of a dead goblin. It hasn't noticed you yet.
Temmyn
At ten feet, it could probably just about reach us.
Kaval
I lie flat on my stomach, and try to commando-crawl past it. Roll stealth, if necessary.
DICE
Kaval rolled 1 20-sided die: 3
Temmyn
Whispers: "Maybe if we crouch down low enough, we'll be out of physical reach."
Kaval
(Oh dear)
Temmyn
(This moves beyond dear and right into crap territory.)
DM (Ephesos)
As you approach the ghoul, you see it freeze.
It sits up, and appears to sniff the air momentarily.
Temmyn
I try to cast lightning while it's still surprised.
DICE
Temmyn rolled 1 20-sided die: 12
DM (Ephesos)
Temmyn bursts around the corner, just as the ghoul turns to see Kaval. An arc of lightning plays out of Temmyn's hands, and strikes the ghoul in the chest.
You briefly see the sinews trailing from its limbs glimmer.
The ghoul howls with rage, and leaps down onto the floor to attack Kaval.
Temmyn
"I suspected as much."
DM (Ephesos)
Kaval, however, rolls out of the way.
Kaval
I get up, and throw my new torch at it.
DICE
Kaval rolled 1 20-sided die: 20
Temmyn
I run forward and try to flank it.
(Oh wait, that's probably no longer needed. I hope.)
DM (Ephesos)
THWACK.
Kaval leaps to his feet and hurls the upside-down torch at the ghoul. The torch catches the ghoul in the face, and an interesting scene ensues.
First, the ghoul immediately catches fire, being composed mostly of highly-flammable decomposing flesh dried from being kept down here.
Temmyn
"BURN!"
DM (Ephesos)
Second, the gravity-defying nature of the torch somehow affects the ghoul, causing it to fly upwards into the ceiling.
Kaval
"Cool."
DM (Ephesos)
With a sickening thud, the pile of burning parts hits the ceiling and does not move.
Temmyn
"Man, now we can't loot the body."
Kaval
"Sure we can. Get on my shoulders."
"And be careful, it's still on fire."
Temmyn
"Yeah, let's wait." Also, I strain my ears to listen for any other noises in the area.
DM (Ephesos)
The fire quickly subsides, having consumed most of the ghoul's flesh already.
Roll for Perception.
DICE
Temmyn rolled 1 20-sided die: 1
Kaval rolled 1 20-sided die: 14
Temmyn
(Huh. a crit AND a fumble within about 3 rolls.)
Kaval
(Yeah, but perception fumbles are fun.)
DM (Ephesos)
The sound of the ghoul's demise is still too fresh in Temmyn's mind to hear anything. Kaval hears and sees nothing new.
Temmyn
(Nature fumbles are the funniest. BEAR! BEAR!)
Kaval
(Also, one of Kaval's crazy ninja-moves finally worked. We can quit now, I'm content.)
Temmyn
"I have this vaguest feeling that there was something I should have heard. Odd."
Kaval
"I think it's done burning. Come on, I'll help you up. Check the goblin, too."
DM (Ephesos)
Ahead of you, the passage stretches out for a few hundred feet. Occasionally, you see side passages.
Temmyn
"Thanks." I get on Kaval's shoulders and try to reach up to examine the ghoul.
DM (Ephesos)
All that remains of the ghoul is a charred skeleton.
Temmyn
And the goblin?
DM (Ephesos)
The goblin was carrying a crude longsword when it was killed, and that is still in decent condition. It also carries a small pouch of rocks.
Kaval
"I call the rocks!"
Temmyn
"Neat!" I take both down.
DM (Ephesos)
Who gets the longsword?
Temmyn
I carefully hold on to them to make sure they don't fall up. Does it feel as if they're going to?
DM (Ephesos)
The items do not fall up, nor do they feel like they will.
Temmyn
Okay. Then I get down and give the rocks to Kaval.
DM (Ephesos)
So you've got the sword, then?
Temmyn
(Does Kaval have a good melee weapon already? I'll hold on to the longsword, but I'm not too sure I need it.)
Temmyn
"Always good to have a backup, on second thought."
DM (Ephesos)
Alright, noted.
Kaval
(Kaval has a bone spear, and some other stuff. Plus, he can always find new weapons)
I put Temmyn down. "Straight on, or try a side passage?"
Temmyn
"Let's look down one of the side passages to see how complex it gets. I don't want to get lost right away..."
Kaval
"Okay." I take the closest one.
DM (Ephesos)
The first side-passage is on your left. It very quickly terminates in an immense vertical shaft.
Kaval
I get another torch from the wall.
Temmyn
"An upside-down pit."
Kaval
Does the shaft go up, or only down?
DM (Ephesos)
The shaft only goes up.
Temmyn
"Are you going to throw it in?"
Kaval
"Yes." I throw the new torch up the shaft.
DM (Ephesos)
The torch arcs up into the shaft, then falls back to the floor.
Kaval
I pick up the torch, and look up the shaft. Can I see anything?
Temmyn
"This gravity is broken. It doesn't make sense."
DM (Ephesos)
The shaft extends for maybe a hundred feet, and then bends, continuing in the same direction the side-passage was going.
Kaval
The torch I just threw, is it burning normally or still in reverse?
Temmyn
(After hitting the floor, I'd guess normally. But who knows, in this place...)
DM (Ephesos)
The torch is now burning normally.
Kaval
I discard it, and get another upside-down one. "Well, we could return to the main passage, or try to climb this shaft."
"Or we could try another side passage, and see if it holds something more promising."
Temmyn
"Thirty meters, vertically over bare rock... I'd try the other side passages first."
"Yeah, let's head back to the main passage."
Kaval
"Okay." I return to the main passage.
DM (Ephesos)
Nothing has changed in the passage. The remains of the ghoul are now smoldering quietly.
Temmyn
I look down the next side passage in the direction we were heading.
DM (Ephesos)
The next one is also on the left, and this one abruptly ends in a deep pit.
Kaval
I carefully look down it.
Temmyn
(By the way, which way was the first corner, behind which we found the ghoul? Left or right from our point of origin?)
I take a torch and throw it in again. This time it should work better I hope...
DM (Ephesos)
The torch falls down the pit, illuminating the rough-cut stone walls as it goes.
Kaval
Can we see it land?
DM (Ephesos)
Eventually it hits the bottom and goes out.
Temmyn
How far down?
Kaval
"You don't have any rope, do you?"
DM (Ephesos)
(If you leave the passage you're in, a right turn takes you back to the corner around which you first came, which is a left back to the start.)
Temmyn
"I'm a frayed knot."
DM (Ephesos)
(A glass ball rockets out of the pit and dings Temmyn in the head.)
Temmyn
(Thanks for clarifying my mental map. And OW.)
Kaval
(Paranthetical means it didn't really happen, right?)
DM (Ephesos)
(Right.)
Kaval
"Should we try another side passage?"
DM (Ephesos)
It's hard to pin an estimate on the pit's depth, but the torch fell for a good few seconds.
Temmyn
"I sense a pattern evolving, but maybe third time's the charm." I head back to the main passage.
DM (Ephesos)
The main passage is as you left it. The ghoul has stopped smoldering.
Kaval
"A pattern? What pattern?" I ask as I look down the third passage.
Temmyn
"A pattern that means we'll end up going climbing."
Kaval
"Ah."
DM (Ephesos)
The third passage leads to a square room, 20 feet to a side.
Temmyn
"Oh hey! New!"
What's in the room?
Kaval
"Shh!" I look into it without entering.
DM (Ephesos)
This room differs from what you've seen so far. There are no torches, just glowing runes in the corners of the room.
They illuminate the room adequately, and you can see a metal wheel mounted on the back wall.
Kaval
Quietly: "I'm not sure I like this."
"Can you divine anything about this place?"
DM (Ephesos)
Sets of gears seem to radiate off from the wheel, leading to chain-wrapped wheels whose lines disappear into cracks in the wall. There is a distinct crackle of magic in the air.
Temmyn
I try to do so. Can I combine my divination and artifice skill?
DM (Ephesos)
Sure, go for it. Still gonna need a roll.
DICE
Temmyn rolled 1 20-sided die: 4
Temmyn
(ugh)
DM (Ephesos)
There's a lot of magic in this room.
Temmyn
(yeah.)
DM (Ephesos)
And it probably has something to do with the machinery.
DICE
Kaval rolled 1 20-sided die: 18 (Artifice)
Temmyn
(And isn't that ironic.)
Kaval
(Hey, I have a point in artifice! It's entirely logical that I should be good at it.)
DM (Ephesos)
The first thing Kaval notices is that the machinery is broken. Several gears are missing chunks, and you can see at least one metal rod which has been unceremoniously jammed into the mechanism.
(You have two points in it, even.)
Kaval
(Oh, so I do.)
"A man after my own heart has preceded us here." From the way the metal rod is jammed into the mechanism, can I guess whether it was done from the ceiling or the floor?
Temmyn
(Yeah, Kaval, but I have 4, and 5 in int and 3 in divination. It figures I have to fail.)
DM (Ephesos)
You can't tell the angle from which the machine was sabotaged, just that they were thorough in their work.
Kaval
"Temmyn, can you tell anything about the runes?" As I ask, I move closer to the machine and try to learn more about it.
Temmyn
Is it possible to loosen the metal rod? Without meaning to be a packrat, those can be useful.
DM (Ephesos)
You can try.
(Strength check to yank it out.)
Kaval
"Wait, it could start up again."
Temmyn
First, I try divination on the runes.
DICE
Temmyn rolled 1 20-sided die: 16
DM (Ephesos)
The runes appear to serve two functions. First, they cast light in the room. Second, they are meant to stabilize something, some kind of force. You can't tell exactly what, but you have a hunch it has to do with the machinery.
Temmyn
"Huh."
DM (Ephesos)
As Kaval examines the machine, he notices a sturdy metal handle on the wheel. Apparently this is how one would turn the wheel.
Temmyn
"I'd love to know more about the purpose of this thing. I have a suspicion it's related to the gravity, but that's just a weak guess."
Kaval
"If it's broken, that would explain the strangeness."
Temmyn
"If we get it working, maybe we can turn the place on its side and continue along one of the pit/shaft corridors.
DM (Ephesos)
As you examine the room in greater detail, you spot a densely-packed field of runes on the left wall of the chamber.
Temmyn
"Although that seems to be a lost cause, really."
I walk over and see if I can find out anything about those. Do they look the same as the ones on the floor?
DM (Ephesos)
They do look different. Fortunately, the script is familiar enough that you think you could read them.
Temmyn
I try to do so.
DICE
Temmyn rolled 1 20-sided die: 17
DM (Ephesos)
You begin to read the runes, but feel a strange tugging feeling at the back of your mind. You soon find yourself unable to stop reading the runes.
Kaval
(Oh, crap.)
DM (Ephesos)
Fortunately, you identify their nature quickly enough that you are able to scratch out a few key loops.
(Can I say, you hit the save DC perfectly? That was fairly epic.)
Kaval
(And good thing, because Kaval was prepared to pull you away by force.)
DM (Ephesos)
With a little more work, you can finish scratching out the trapped portion, and try to fathom the rest. The trapped runes do not account for the entire block.
Temmyn
...wait. I... *almost passes out from relief at averted doom*
Kaval
"Um, are you all right? What do the runes say?"
Temmyn
(Also, it seems the most epic rolls are the ones that are not crits.)
"So, I almost blew us to kingdom come. Nasty." I try to decipher the rest of the runes very, very carefully.
DM (Ephesos)
Roll it. You'll get a small bonus from your last success.
DICE
Temmyn rolled 1 20-sided die: 6
Temmyn
(Hell. But with the bonus and int, I might just make it)
DM (Ephesos)
You go to work on the runes. The non-trapped ones are clearly written in a different style than you're familiar with, so it's difficult to intuit their purpose.
Temmyn
(Do I manage?)
DM (Ephesos)
However, you are able to figure out that the wheel does in fact have some very important purpose, judging from the character of the runes referring to it. And that the room is somehow shielded. Again, you can't tell from what.
Temmyn
"Hm. Kaval, do you want a go?"
Kaval
"At what? I don't know anything about runes."
Temmyn
(Oh, I thought you could roll int anyhow, with just a bad modifier)
DM (Ephesos)
I mean, you can. I guarantee nothing.
Kaval
"Fine, if you insist." I set about reading the runes, trying, somehow, to overcome my complete ignorance of the subject.
DICE
Kaval rolled 1 20-sided die: 1
Temmyn
(Amazing, the dice actually come out realistic sometimes.)
Kaval
(I was trying to dramatically set up a 20. Goddamn dice.)
(I sure hope you got all the trapped parts.)
DM (Ephesos)
Kaval stares at the runes for a while, and finds that he can't stop reading them.
Temmyn
I quickly pull Kaval away.
DM (Ephesos)
He starts uttering strange syllables.
Temmyn
(Sorry for goading you.)
I gag him. Quick.
DM (Ephesos)
You pull him away, but he continues reading the runes from a distance.
Even through the gag, the arcane syllables keep coming.
Temmyn
And turn him around.
Kaval
(God damn you, Temmyn, that's the last time I let you talk me into something.)
DM (Ephesos)
He continues chanting, building in intensity.
Temmyn
I want to at least know what is happening. What is he chanting?
DICE
Temmyn rolled 1 20-sided die: 13
DM (Ephesos)
You look back to the runes, and realize that the part you scratched out was just the part that triggers an explosion. The part that compels the reader to read the runes is still intact. Kaval appears to be stuck in an infinite loop.
Temmyn
I wipe out the rest of the runes, although I doubt that'll be of use.
DM (Ephesos)
You scratch out the rest of the trap, and Kaval stumbles, collapsing to the ground. He stops chanting, and momentarily faints. He quickly comes around.
Temmyn
"WHEW."
DM (Ephesos)
(Kaval loses 2 Stamina.)
Temmyn
"Sorry for that, Kaval. I should have known better."
Kaval
"Ugh. Why does my head hurt?"
"I haven't read that much in years."
"Anyway, should we look around some more? I don't want to tinker with the machine itself without knowing more about it."
Temmyn
"Okay, another catastrophe narrowly averted. Business as usual..."
Kaval
"Yeah, yeah."
Temmyn
"I'm almost sure now that the machinery is gravity-related, and that the runes balance and shield this control room from the machinery's effect."
Kaval
"Huh. But the machine's broken, so there's no way to test it."
Temmyn
"And if we do get it to work, it might go haywire..."
DM (Ephesos)
Looking at the machine closely, you're fairly certain that if you could find the right parts, you could get it working again. Whatever it means when it's working, that is.
Kaval
What parts would we need?
DM (Ephesos)
A few gears, fortunately of similar sizes. That should be enough to replace the damaged ones. Then, you would just need to remove the jammed rods.
Kaval
"Let's keep looking around. They'd probably have spare parts for something like this."
Temmyn
"Yeah."
Kaval
I return to the main passage, and if nothing has changed there I walk down the next side passage.
Temmyn
(This third passage was down the right, correct?)
And I follow Kaval.
DM (Ephesos)
(Correct.)
The next side passage, which comes up on the left, barely goes thirty feet before ending in a disorderly jumble of collapsed rock.
Kaval
Hmm. Anything interesting about it?
Temmyn
"If the rock's lying here, that used to be a shaft. Mh."
DM (Ephesos)
You can't see past the rubble, which has completely blocked the passage.
Temmyn
I poke around a bit in the rubble. Can it be shifted? (without risking a rock-slide?)
DM (Ephesos)
You can shift the lighter rubble with ease, but it looks like much bigger rocks are farther back. Clearing the passage is not a two-person job.
Kaval
"The right side seems more promising. Let's try another on that side."
Temmyn
Does it look like this rubble came from a shaft in the ceiling, or just the collapsed passage?
DM (Ephesos)
It's hard to tell because there's so much of it.
Temmyn
And yeah, I head back and try the next passage.
DM (Ephesos)
The next passage, which just happens to be on the right, goes a short distance before coming to another steep pit.
Though "pit" isn't really a genuine description. It looks exactly like the passages you've been exploring, just rotated 90 degrees.
Kaval
"Hey, I thought of something we haven't tried." I take out a limp dagger, and press it against one of the sides of the pit.
Temmyn
"Just when we thought it couldn't get more confusing, this turns into a THREE-dimensional maze. And a rotating one."
DM (Ephesos)
The limp dagger, having roughly the consistency of wilted lettuce, squishes into the side of the pit.
Kaval
I let go. Does it stay there or fall?
DM (Ephesos)
It falls into the pit.
Kaval
"Huh. I feel like we're missing something."
Temmyn
"Let's recall that there have been only two things in here showing weird gravity. The flame on the torches, and the monsters..."
DM (Ephesos)
A quick glance back out into the corridor finds that this is the last side passage before the corridor turns to the left.
Kaval
"True."
Temmyn
I want to examine one of the torch holders a bit more closely. Which way does the torch seem to be resting? Is it pressing upwards?
(Meaning that its gravity is reversed until we touch it...)
DM (Ephesos)
The torch is resting loosely in the bracket.
Temmyn
(So I can't tell which way it would go if the bracket wasn't there...)
DM (Ephesos)
It appears that it would fall towards the ceiling.
Temmyn
"So it seems that we correct these things' gravity, permanently, by touching it. On the other hand, the ghoul was able to simply change his gravity at will. Why can't WE do that?"
Kaval
"The corrected torch also reversed the ghoul."
Temmyn
"Which still baffles me."
Kaval
"But when you handed me those rocks, that didn't do anything to me. So it seems that the rules about changing gravity are different for creatures from here and for us."
DM (Ephesos)
A loud wail pierces the silence of the passage.
Kaval
Direction?
DM (Ephesos)
Roughly in the direction of the end of the main passage.
Temmyn
"Let's check it out."
Kaval
I move quietly to the juncture with the main passage, and look around the corner toward the wail.
Temmyn
I keep my shiny new longsword drawn while moving around the corner.
DM (Ephesos)
From the corner, you can't see around the bend in the main passage. The corridor is otherwise empty.
Kaval
I move to the bend, and carefully look around it.
Temmyn
I follow.
DM (Ephesos)
You see another ghoul, banging on a wooden door. The door is within twenty feet of the corner.
Kaval
Is it on the ceiling? The ghoul, I mean.
DM (Ephesos)
The ghoul and the base of the door are both on the ceiling.
There isn't anything else in the corridor, aside from a few bloodstains on the ceiling.
The ghoul appears to be too preoccupied to notice you.
Kaval
I step back behind the corner, and whisper. "We could try talking to it."
DM (Ephesos)
The pounding stops.
Temmyn
Whisper: "I doubt it'll listen, but I guess we can still kill it later."
DM (Ephesos)
You hear a sniff.
Kaval
I cautious look around the corner again. What's it doing now?
DM (Ephesos)
The ghoul is looking directly at you.
It wails, and charges.
Temmyn
"Yeah, surprise."
DM (Ephesos)
(Sorry, it rolled a 20.)
Temmyn
I fire lightning at it.
DICE
Temmyn rolled 1 20-sided die: 3
Temmyn
(Crap.)
Kaval
I throw my original torch at it. The one I had before we came in here.
DICE
Kaval rolled 1 20-sided die: 15
DM (Ephesos)
Temmyn's bolt misses, since the ghoul's charge caught him off guard.
Kaval's torch flies at the ghoul, and hits it, causing it to fall to the floor.
Temmyn
(So I didn't succeed in recharging the ghoul either. *Ducks*)
DM (Ephesos)
The ghoul catches fire for a moment, but it lands on the floor, rolls, and comes up charging at Kaval.
Temmyn
I lunge at it with the sword.
DICE
Temmyn rolled 1 20-sided die: 10
DM (Ephesos)
The ghoul slashes at Kaval with its claws, but he ducks out of the way just in time.
Temmyn's sword-blow is parried by the ghoul's charred left arm.
Kaval
I step back, and throw my other torch at it.
DICE
Kaval rolled 1 20-sided die: 9
DM (Ephesos)
The ghoul ducks the second torch, which arcs up to the ceiling. Then it slashes at Kaval, catching his left arm for 3 damage.
Temmyn
"These things are overrated." I hit it again, using my trusty wrench this time.
DICE
Temmyn rolled 1 20-sided die: 9
DM (Ephesos)
The ghoul barely dodges Temmyn's wrench.
Kaval
I duck behind Temmyn, grab another torch off the wall, and throw that.
DICE
Kaval rolled 1 20-sided die: 3
Temmyn
(At least you didn't fumble and set me on fire.)
DM (Ephesos)
The torch misses, and similarly arcs up to the ceiling when thrown. The ghoul advances and claws at Temmyn, dealing 4 damage.
Kaval
(Or crashing into the ceiling.)
I cross to the other side of the hall, grab another torch off the wall, and throw it.
DICE
Kaval rolled 1 20-sided die: 19
Temmyn
I hit with the sword again, using up two stamina this time. Might as well burn the fuel.
DICE
Temmyn rolled 1 20-sided die: 16
DM (Ephesos)
Kaval ducks and rolls past the ghoul, plucking a torch from the wall and tossing it at the ghoul.
The torch strikes the ghoul in the back just as Temmyn slashes the ghoul across its decayed chest. The net effect is that a flaming ghoul is sent careening across the corridor into the ceiling.
The ghoul, on fire, stops moving.
(Well played.)
Kaval
(Thank you.)
"The torches off the wall behave different when thrown. Did you notice?"
Temmyn
"Yes."
Kaval
I recover my original torch, and get a new one off the wall.
DM (Ephesos)
This portion of the corridor is significantly darker now, as the supply of torches here has been exhausted.
Temmyn
"They arc up to the ceiling, but fall down when thrown up shafts or down pits."
Kaval
I relight my original torch, if necessary. "Maybe the ceiling and floor exert an equal force, so that the torches are pulled toward whichever is closer."
Temmyn
Is the wooden door tall enough for us to reach it?
Kaval
"That would explain the ghouls- they can jump from one to the other.
Were the torches on the walls more than halfway up the side?
Temmyn
"You might be on to something there. But when you helped me loot the goblin, I didn't stick to the ceiling..."
Kaval
"Right, because the ceiling only exerts a force on objects from inside this area. That's why the dead dagger fell when I threw it."
Kaval
Can we reach the door from down here?
DM (Ephesos)
You can reach the door from the floor.
The knob is a bit of a stretch, but you can make it.
Kaval
I try to open it.
DM (Ephesos)
It appears to be jammed.
Kaval
"Help me force it."
Temmyn
I try to do that.
(Str roll?)
DM (Ephesos)
(Nah, you succeed by taking 10.)
Temmyn
Yay.
DM (Ephesos)
With a little bit of difficulty, owing to the awkward angles involved, you force the door open.
Kaval
What's on the other side?
DM (Ephesos)
Inside, the first thing you notice is the slumped-over emaciated corpse of a goblin.
You displace it by opening the door, along with a few chairs.
Kaval
"The ghoul must have wounded the goblin, which ran through the door and jammed it. But how did all that happen without us noticing?"
DM (Ephesos)
The rest of the room, which is a 30x30 foot square, is occupied by long tables covered in parts and tools.
The goblin looks like it's been there for a while.
Kaval
Oh, okay. Is all this on the ceiling?
DM (Ephesos)
Yep.
Kaval
I try to pull myself up and through the door, and if I succeed I help Temmyn follow.
DM (Ephesos)
A lot of the tools and parts appear rusted or tarnished. You can see a few cracks in the floor, from which drops of water occasionally fly up towards the ceiling.
Temmyn
"Then the ghoul must have smelled the goblin corpse."
DM (Ephesos)
You make it through the door without trouble.
Temmyn
I follow Kaval into the room.
DM (Ephesos)
The room is unoccupied, apart from the tables and yourselves.
Temmyn
(To clarify, when you say floor, you mean the thing we're standing on?)
DM (Ephesos)
(Yes.)
Kaval
"You're the tool guy. Is any of this stuff still good?"
Temmyn
I examine the tools. Do they look useful, particularly in combination with the machinery back there?
DM (Ephesos)
You almost immediately spot a pile of loose gears and chains. Most of the tools are either rusted beyond recognition or you already have something similar.
Most of the rest is just janitorial supplies. Mops, brooms, rags.
Kaval
Are the gears usable, and are there enough to fix the machine?
DM (Ephesos)
It appears so.
Kaval
"I'll help you up, and you grab them."
Temmyn
"Sounds like a plan."
DM (Ephesos)
You grab the gears without incident.
Kaval
"Oh, and we should loot the goblin."
Temmyn
"Yup."
DM (Ephesos)
The goblin appears to be unarmed, and without possessions.
Kaval
I head back to the machine room.
Temmyn
Any small interesting things in the corners of the room? If not, I head back.
DM (Ephesos)
If you want to do a serious search, roll Perception.
DICE
Kaval rolled 1 20-sided die: 18
Temmyn rolled 1 20-sided die: 13
DM (Ephesos)
Kaval stumbles upon a small panel in the wall, behind which is a small pile of silver coins and a glass vial, containing a bright yellow liquid.
Temmyn
(Jackpot!)
DM (Ephesos)
Aside from a wide array of mundane tools, however, that's all.
Temmyn
I try to divine the liquid's nature.
DICE
Temmyn rolled 1 20-sided die: 13
DM (Ephesos)
(If you want to find a specific tool, it's probably there.)
The liquid is more than likely a healing potion.
Kaval
"You take the potion, you're more likely to need it." I take the coins.
DM (Ephesos)
And there are 57 silver coins.
Temmyn
"Thanks."
Kaval
Are they of a recognizable kind?
DM (Ephesos)
They look completely unfamiliar.
Kaval
"While we're here, you should get a backup wrench."
Temmyn
"Great idea." I pick up a wrench, as well as a hammer as I don't have one of those in my tool-bag.
Kaval
I grab anything that might be useful for shaping wood into a weapon.
DM (Ephesos)
You find a wrench similar to your own, aside from the inscription "Durm Smithy".
You also find a file and a small saw.
Kaval
"Awesome. Let's go fix that machine."
Temmyn
"Shall we head back? I'm itching to see if we can fix the machine and find amazing new ways to almost die."
DM (Ephesos)
You return to the room with the machinery, parts in hand.
Kaval
"We're sure we want to do this, right?"
Temmyn
"I think we've explored all the tunnels we can reach now..."
Kaval
"Yeah, I guess you're right. Let's get to work."
Temmyn
Do we need to roll artifice?
DM (Ephesos)
Hm... no, you succeed by taking your time.
Temmyn
(I was tempted to say "What's the worst that can happen", but decided against.)
DM (Ephesos)
With great care, you remove the broken gears and replace them with new ones. Of greater concern is the metal rod wedged into the machine.
Fortunately, you are able to remove it without anything exploding, and you find and remove two similar rods.
Now the gears and wheel appear to be in working order.
Kaval
I grab the handle on the main wheel and start turning.
DM (Ephesos)
How much do you turn it? And in which direction?
Kaval
Huh, interesting.
DM (Ephesos)
Currently the handle is at the top of the wheel.
Kaval
"Help me out, here. Assuming the wheel reorients gravity, how do we want to turn it?"
Temmyn
"Let's start small..."
"I don't know about the direction. We need to experiment a bit and hope this room is shielded properly..."
Kaval
"Okay, let's just try something, then." I turn it 90 degrees clockwise.
DM (Ephesos)
The wheel turns easily, and the gears clank away.
Nothing immediately obvious happens.
Kaval
I go to the entrance to the room, and throw one of my dead daggers through it.
DM (Ephesos)
The dagger falls to the left.
Then, you hear an incredibly loud rumbling.
Kaval
"As we thought."
Temmyn
"Interesting."
DM (Ephesos)
A few pebbles and small rocks fall down in the same direction, coming from the right.
Temmyn
"I need to refresh my mental map..."
Kaval
"Do that. Keep in mind we need to exit the chamber, make our way to a shaft, and then be able to walk along it."
DM (Ephesos)
A few larger rocks start falling past the entrance to the room.
Temmyn
"Back when we entered, this passage was to the right off the main passage."
DM (Ephesos)
A very large rock plummets past the entrance, bouncing off the new walls.
Kaval
"Let's turn it back to normal while we think."
Temmyn
"Okay."
Kaval
Without waiting for an answer, I do that.
DM (Ephesos)
The wheel turns, and the gears clank. The rumbling stops.
Kaval
"Now, we need a 90-degree turn from the original in order to use a passage, assuming this thing affects our gravity in the first place, right?"
"Problem is, such a turn would make the main passageway into a shaft, as we just saw."
Temmyn
"Well, in the original setting, we need to head left down the main tunnel to explore one of the first two passages."
Kaval
"Maybe one of us could explore while the other works the machine."
Temmyn
"I have an intensely bad feeling about this, but it might be the only way."
(How far apart were the passages? Shouting distance?)
DM (Ephesos)
(Probably, yes.)
Temmyn
"Okay, it seems that the axis of rotation is parallel to the passage connecting this control room to the main tunnel."
Kaval
"Right."
Temmyn
"When you turned the wheel clockwise, its right wall became a ceiling."
"Which would mean the main passage turned counter-clockwise, from our perspective. The way we came became down, and the way further ahead became up..."
Kaval
"So I was right about 90 degree turns, right? Any turn that transforms a shaft into a usable passage also turns the main corridor into a shaft, thereby trapping whoever is in this room."
"On the bright side, no turn will render any side-passage unsuable, because they're all parallel to the rotation."
Temmyn
"Exactly."
Kaval
(I'm stretching Kaval's brain to the very limits of what good roleplaying will allow, here.)
DM (Ephesos)
(Fair enough.)
Kaval
"So to go anywhere new, one of us has to stay behind and turn the wheel while the other moves."
Temmyn
(We'll call it a temporary effect of straining your head on those runes.)
"How about a 45 degree turn?"
Kaval
"Hmm. Well, that would be dangerous, what with the smooth stone floors, but I guess it would work."
Temmyn
"I mean, it'd be hard to keep our footing, but it wouldn't be immediately fatal."
Kaval
"If we lost our footing, we'd keep sliding until we hit bottom."
"That's probably immediately fatal. But then, so are most of the things we do."
Temmyn
"You're right. It doesn't sound so safe now."
Kaval
"But the alternative is to seperate, and there could be more zombies."
"Between the two, I like your idea better."
Temmyn
"I wish we had some rope. With the 45° slope, it would be extremely effective."
Kaval
"Yeah, but there's nothing for it. Clockwise will take us back the first passage, which went up. Climbing is probably easier than descending."
Temmyn
(Don't forget the way back :P )
Kaval
(Well, climbing and descending both work, so we can't trap ourselves.)
Temmyn
"Okay, if you turn the wheel clockwise 45, then the main tunnel becomes a slope down toward where we came from."
Kaval
"Right, and the vertical shaft becomes a 45-degree climb."
Temmyn
"Yeah, to the left when seen from the side passage."
Kaval
"So, let's do it."
Temmyn
"After turning the wheel, we definitely want to wait for the rock-slide to end."
Kaval
". . . good point."
"Let's get started, then." I turn the wheel clockwise, 45 degrees.
Temmyn
"And then one of us should go out first, to see how easy the climb is... so we don't get trapped."
Good.
DM (Ephesos)
The wheel turns, the gears clank, and the rumble picks up again.
Rocks begin rolling past the entrance to the room.
Temmyn
(Also, how far away is the main tunnel from the door of this room?)
DM (Ephesos)
(Roughly twenty feet.)
Kaval
Okay, I wait until the rocks stop rolling.
DM (Ephesos)
The rocks continue rolling past.
Kaval
"What if they don't stop? We could block ourselves in."
DM (Ephesos)
It occurs to you that you have no idea how much rubble was in the blocked passage.
Temmyn
"We're sheltered from the rock slide while we're in the passage." I move out carefully, trying to keep my footing on the inside of the edge that is now the center of the passage's floor.
"Mh... can't we reverse the slide just be turning the wheel again?"
DM (Ephesos)
As Temmyn edges out, the new gravity takes hold, so to Kaval it looks like he's walking on the lower-left corner of the passage.
Kaval
"But we can't put it back where it came from, because we can't make that direction down.
"But if we turn it to 45 degrees counterclockwise, then we should be able to take our original route no problem, except up and down would be reversed. Let's do that."
Temmyn
"Good point. But wait, if we can't make that direction down, how come it's now up, so the rocks can fall out?"
Kaval
". . . good question."
Temmyn
(My memory says the blocked side passage is oriented the same as the passage I'm standing in. Weird.)
DM (Ephesos)
(Trust me, it works out.)
Kaval
(Me too. Maybe rotating it dislodged something, and now pressure from behind or above is causing the fall.)
"Come back inside, so I can fix the wheel."
Temmyn
I do so.
"Or maybe the passage was not quite at right angles, so turning it gave it a slight slope."
Kaval
I turn the wheel to 45 degrees counterclockwise. That should put the blocked passage "below" us, right?
DM (Ephesos)
The wheel turns, the gears clank, and the rumbling stops.
You hear a loud click, and a loud creak.
Kaval
I wait for more to happen.
DM (Ephesos)
Nothing else happens.
Temmyn
(... huh. Maybe we didn't quite figure out how the controls work, yet.)
Kaval
I venture carefully out into the passage.
(But they seem so intuitive!)
DM (Ephesos)
From the passage, you can see that the torches are now pointing up, relative to you.
However, the brackets have swiveled.
Which leaves the mystery of them being upside-down at first unsolved.
You can also see that a section of the wall to the left (so, up the main corridor) appears to be swiveling out.
You can now see a well-disguised hinge on the far wall.
Temmyn
"The two different directions might control different axes of rotation. Or something."
"Also, this is all WEIRD."
Kaval
The floor is straight down, then?
DM (Ephesos)
Wait, what?
Which floor, which "down"?
Temmyn
(I seriously wish I had a map.)
Kaval is standing in the side passage. Which way is he standing, relative to me?
Kaval
Okay. Whichever surface is beneath my feet, is it flat, like it was before we started messing with this thing, or at an angle, like after our first turn?
DM (Ephesos)
He's standing in the lower-right corner of the side passage.
Temmyn
(Okay, at least that makes sense.)
DM (Ephesos)
In the corner, so at an angle.
Kaval
Ah, okay, so it worked like we expected.
DM (Ephesos)
Yes. Sorry.
Kaval
Turning the hall made the door fall open. It all makes sense now.
"Let's check out that door."
Temmyn
Wait, where is the door? Is it in the side of the main tunnel, opposite our room?
DM (Ephesos)
Yes.
And it's only half-open.
Kaval
I move toward it, climbing if necessary.
Temmyn
"Okay, that seems like an easier target than the passages further up."
Kaval
Oh, and as I enter the main corridor, I examine it for changes.
Temmyn
I follow Kaval very carefully into the main tunnel, trying to keep my balance on the slope.
DM (Ephesos)
The walls are smooth enough that you're not sure you can keep your footing.
Kaval
I go slowly and carefully.
Temmyn
I get down on the floor and crawl, then.
DM (Ephesos)
Your intuition tells you that if the wall was weighted to fall open, a full 90 degree turn would probably bring it all the way out.
Kaval
Half-open, can we still look and/or move through the gap?
Temmyn
"That sounds too dangerous. Is it open wide enough to enter, now?"
DM (Ephesos)
You're still not sure what's on the other side of the wall.
It effectively blocks your path up at the moment.
Temmyn
"Wait, idea! Is the wall long enough to form a bridge with our side passage if it fell all the way open?"
Kaval
Quit asking Eph questions with in-character dialogue. :P
Temmyn
"I was just mindlessly rambling, sorry."
DM (Ephesos)
(Yes, it looks like it would.)
Kaval
"Rambling or not, that does seem like a good idea. Let's do it."
Temmyn
"It would be worth a try. We need to risk nothing by turning the wheel, the rocks would be below us."
Kaval
"Yeah." I go back into the wheel room, and when Temmyn gets in, I turn the wheel to 90 degrees counterclockwise.
DM (Ephesos)
The wheel turns, the gears clank, and a loud creak is followed by a loud slam.
Temmyn
"YES."
DM (Ephesos)
When you look outside, you see steps leading "up", or left.
Temmyn
(The steps are on the inside of the drawbridge/wall that just fell out?)
DM (Ephesos)
(Yes.)
Kaval
I don my sharkskin cloak and stride dramatically up the steps.
Temmyn
"That makes things considerably simpler than our original plan. Let's check it out!"
I head up the steps.
DM (Ephesos)
When you leave the machine room, you stumble as gravity pulls you to the right wall, but you head up the steps.
They are steep, but they lead you to one of the side passages.
Kaval
I've still got my gravity-torch, right? I want to play with it once we. . . um, we're not out yet? Dang.
Temmyn
(That would be the second passage on the left, counting from where we entered. The one with the "pit".)
DM (Ephesos)
(Yes.)
Kaval
(Ah. So now it'll just be a corner.)
I walk down the side passage.
Temmyn
As do I.
DM (Ephesos)
You walk down the passage, walking around and hopping over the torches that are on the "floor".
Temmyn
I keep my wrench readied, although I'm quite sure that if there are any more ghouls we've turned them into pulp with our gravity games.
DM (Ephesos)
Eventually, the passage bends to the left.
Kaval
(We should have done three complete turns, just to be sure. :P)
I peek around the corner. If nothing's there, I continue around it.
Temmyn
(As it is, everything outside the side passages has fallen at least once, probably twice.)
DM (Ephesos)
Around the corner is more corridor, eventually leading to a right turn.
Kaval
I peek and go.
Temmyn
I continue down the corridor further.
DM (Ephesos)
You also see the torch you dropped earlier, lying on the ground.
Kaval
(We could plausibly have failed to notice the door at the bottom of a 100-foot pit. :P)
DM (Ephesos)
Around the second bend, you see a wooden door, similar to the one that led to the supply room. The base of the door currently rests on the left wall.
Temmyn
(Okay, now we're back in a passage that will stay a passage while it rotates.)
Kaval
"Cover me." I pull it open.
Temmyn
"Watch out for ghouls that might have survived.
DM (Ephesos)
The door opens without resistance, revealing what appears to be "outside". You seem to be in another part of the maze.
Kaval
I step out, taking care of the gravity.
Temmyn
"I would have loved to explore the other two passages, but I can't see a way to do that."
(Well, aside from the splitting up we thought of before.)
DM (Ephesos)
You step out, stumbling despite your care, and land on the ground.
Temmyn
(Mental map update)
Kaval
"Me neither. Also, as much as I enjoy godlike power, I've had enough for now."
A pause, then louder. "Emphasis on for now!"
Temmyn
(Which way is "outside"? Lined up with the door?)
(I mean, which way is the outside oriented)
DM (Ephesos)
(Outside is lined up with the door, yes. So the ground outside is lined up with the left wall in the corridor, from Temmyn's POV.)
Temmyn
(And the left wall is what used to be down before we rotated, which is the way we came in too. So the outside matches, that's always nice. Though it seems to be a hundred feet lower than we started out.)
Kaval
I examine the area outside the door.
DM (Ephesos)
Luckily for you, a section of wall has fallen away nearby, affording an interesting view. You can see the forest stretching out far beneath you.
It appears that somehow, you are now above the forest in another section of the maze.
Kaval
"For some reason, I am unsurprised by this."
Temmyn
(Wait, confused. Didn't we travel DOWN what used to be a pit?)
Kaval
(Yes, but that whole section was upside d. . .wait, no, that doesn't explain it.)
DM (Ephesos)
You hear voices nearby. Familiar voices.
Temmyn
"Oh jeez, it's the others."
DM (Ephesos)
And that'll do it.
End side-session.
