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A rat in the sack is worth two in the sewer.
~ old Kobold addage
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By Way of Explanation

Role-playing games are, at their heart, about telling stories. When we play Dungeons & Dragons, 
we crawl inside the skin of an imaginary person and experience a fantasy world through their eyes 
and experiences. Some of these people are noble and kind, others selfish and cruel. Sometimes they 
are not even what we in the real world would recognize as people at all. 

Different gaming groups remember their shared adventures in a variety of ways. Some keep a 
detailed journal of their character’s activities, even going so far as to publish them on the internet. 
Other games become part of a group’s oral history to be shared as tall tales around the table or the 
warm glow of a computer monitor. Whatever the medium we choose, these creative undertakings 
all seem to stem from our innate need to share a good story.

When my gaming group decided to play the Second Darkness Adventure Path by Paizo Publishing, 
I knew that I had to try something different to preserve and share our collective adventures. Paizo 
produces some of the highest quality and most innovative gaming products on the market and I 
wanted to do something worthy of their stories. Hopefully, this comes close.

This campaign chronicle is told as a series of one page comic book style journal entries, mostly told 
from the perspective of my character, Zim the kobold bard. This is not a traditional comic book 
where the action progresses from frame to frame; it’s more like a highlight reel of each gaming ses-
sion. Some of the story may seem disjointed to a reader who was not embroiled in the plot, but it 
makes sense to the people who were involved, so there!

The actual drawings were sketched out in pencil, scanned and cleaned up in Photoshop, and then 
layered together to create the individual panels. Those were then put together in Illustrator and ex-
ported as jpegs to share with the group. I chose to do the chronicle in brilliant Darkvision Grey™ 
(Zim’s favourite colour) to cut down on file size and to create a dark, gloomy mood.

So, that’s enough preambles. With a final thanks to my fellow players, the DM and Paizo, let the 
Second Darkness begin!

Cheers!
Ian Pongray
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Zim



Chaine
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*Note that typeface has been replaced because I lost the original font file!
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Mogen



Taub
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* Please note that I altered the last couple of paragraphs because I confused Desna and Calistra’s portfolios. Oops!
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Epilogue

The Following is Geoff’s “Epic Box Text” Epilogue that he 
sent out at the end of the last session. It was so evocative, 
that I had to include it in this book.

“From the apex of the Cyphergate Thale offers a helping hand to waking Zim, assisting him to his feet, rising and 
dusting himself off. Together taking a moment to catch their breath, and survey the city from their rare vantage 
point. Tendrils of dawn light snaked through the sleeping streets, warming the cobbles, for a day’s enterprise. The 
morning folk, the fishers and merchants were about, getting to their business, those of the night sleepily heading 
to their homes or hovels.

Scanning the sky, the first thing they notice was what was suspiciously missing, the sky was clear, the blot absent. 
This shock barely having time to settle in before the next shock followed, from the far north a bright flash of light 
exploded in the northern sky.

From within the Goblin, Mogen had unceremoniously dumped the broken, shallow breathing body of Saul Van-
caskerkin, and was lending a hand to Elgan to set Elishia (the prostitute) to rest, wrapping and tending to a vicious 
gut wound, stable for now, but without aid soon fatal. The Goblin having been faintly illuminated with rosy light 
from windows of the copula suddenly was a lit with a great flash of light, Mogen and Elgan quickly raced outside 
to see what was afoot.

From the deck of the Mermaids Farthing the horrified crew is only too eager to be rid of its unexpected passenger 
and decapitate victim, the captain orders the helms man to turn back. All none essential crew stand ill at ease, 
weapons in hand giving Chain The Butcher a wide berth. From the crows nest the watchman calls out a warning 
to the north, as the sky lights up.

The bright flash fades from the sky, as your eyes adjust the come to focus on a large burning streak heading 
straight for the city. It streaks at an alarming speed from the North, leaving a burning trail across the sky. The 
serenity of dawn boils away in a fever of panic, screams can be heard throughout the streets and people run scared, 
one man grabs a stunned Taub shaking him by his tabard screaming “YOUR GODS HAVE FORSAKEN US 
ALL, WE ARE DOOOOOOOOOOMED!” before running off into the streets shedding his clothes in a contin-
ued act of senseless panic, and hollering foreboding pronouncements of terror and doom.

As the objects trajectory brings it deeper into the atmosphere the fires gives way and the object diminishes to a 
glowing red orb, its trail becoming less blackened ash. As terror crescendos in the streets below, Taub and Zim 
reflexively duck as the rock sails directly overhead. With no sure scale of the object you cannot tell if it is a thou-
sand feet or ten times that. Moments after it passes, the nearly silent phenomenon is followed by an ear splitting 
explosive sound that nearly brings you to your knees, followed by a sustained roar as if a choir of dragons had all 
roared in unison.

The rock continues out over the sea, in its wake a hail of small, hot stones rain down upon the city, clattering off 
cobbles, and lighting fires on thatched roof structures, and in the market square. The roar subsides to a dull thun-
der, and the rock seems to meet the southern horizon, it disappears from view bring a moments respite, this 



last all of a few heart beats before the southern curve of the ocean erupts in a giant fiery explosion. Flames lick 
high followed by a column of debris and smoke. Shortly there after the sound of the explosion reaches your ears 
chilling you with the thought of what would have happened if the sky rock had made landfall in Riddleport and 
not off shore.

The blast is followed by a tremor, the city rocks and shakes beneath you, Zim’s potion of spider-climb, and Thale’s 
years at sea, and the relative stability of the Cyphergate allow you to keep your footing. Other parts of the city fare 
poorly, loose shingles rain down on the city streets, and the more dilapidated of flophouses collapse. With the 
earthquake also come violent winds from the south.

Chaine’s bloody reverie is broken when the captain starts shouting orders, the ship turned about and heading for 
shore, is buffeted violently by the winds, but in spite of what should be winds carrying it to shore, it recedes, being 
pulled by some unknown force out beneath the Cyphergate. The captain seems to now be screaming for ors, and 
is dumbstruck crew slack jawed move mechanically to fulfill the orders, but not at a speed that satisfy the captain. 
You realize in
horror to late, the captain’s true fear as the deck lurches beneath your feat as the ship seems to fall into the trough 
proceedings a wave the likes of which only great wizards and gods could summon.

Instinctively Taub joins the press of bodies who had amassed near the shores to observe the sky stone as it passed 
over the city, many of which had misguidedly thought the danger had passed.

As the wave crests passing beneath the Cyphergate it caries with it all manner of flotsam, and the Mermaid’s Far-
thing, like a mighty hand it gathers all ships before smashing them against the docks of Riddleport. The tsunami 
make swift and devastating work of the shore lines, and port, the tidal-like surge traveling up river smashing itself 
against Overlord Chrosky’s island fortress. 
With is wroth spent the waters retreat, sluggish and murky with the filth of the city, carrying away the dead and 
injured too foolish to flee. Leaving at least one blessing, that of fire relief.

You wait a few anxious moments for a third and forth shoe to drop, before your realize it is done, the adrenaline 
keeping you alive drains from your body, your are emotionally and physically fatigued from your night of madness, 
and the realization of many a hard day ahead in Riddleport.”
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Rogue’s Gallery

I’m setting aside the back page to showcase other artist’s work and bonus material that doesn’t fit 
into the storyline of each adventure.

To kick things off, here’s a really great set of portraits drawn by Gworeth from the Paizo com-
munity boards. It’s nice to see what a real artist can do to make my character come alive. 
Please check out his DeviantArt page: http://gworeth.deviantart.com




