
Information from the Sundown Tablets 
Dec 18 2025, and February 7, 2026 

 
 Groa found Brother Sheth is in Guardraw staying at the tavern.  She askeds about what 
drew him back to Guardraw so suddenly.  He missed going with the party to see what was in the 
caverns beyond the iron doors to the north of the big sea cave.   
 

He told Groa, “I was called back to help translate the tablets, the ones that the High 
Priestess didn’t want Lady Kaykenyon to have.  There’s a big push to copy the contents onto 
parchment so that they can be returned to Sundown.  Lady Kaykenyon has been working hard on 
that with Sister Rahab, but Rahab suggested that I could help the effort.  A kindness to me, I 
suppose, but it did pull me away from what you were doing in the caverns there at Sundown.  
We have most of the tablets copied, as best we can, but the translation is difficult.  Normal 
magical spells to help read languages don’t seem to help.  Mistress Exzema says that’s because 
this language, ancient Sunnite, as Lady Kaykenyon calls it, is in glyphs rather than letters.  There 
are pictures for whole words.  Some of them we have been able to figure out.  For example, 
there’s a symbol that looks like an eye.  We figure it means ‘eye’ or ‘see’.  There’s one that looks 
like a boat or maybe a ship.” 

 
He then asked, “Speaking of that, did the party find that box that Lady Kaykenyon is 

looking for?  The one that has the glyph sequence on it.  The third glyph is the one for ‘boat.’  It 
has something to do with the portal it seems.  The portal by which Sundown was able to continue 
trading with The Kingdom of the Sun, at least until the catastrophe and the nomad attack. Oh, 
and here’s something interesting.  Apparently some of what was traded back to the Kingdom of 
the Sun was garnets.  High quality garnet gemstones.  If we have it right, these were a ‘light 
load’ for the trade shipments back.” 

 
(As far as Groa knew, no, the party did not find the box.) 
 
Sheth said, “If I was there, I’d try a Locate Object spell to try to find it.  I don’t suppose 

that dwarf cleric Elsapheth can do that.  Her background is so different.  What a strange way to 
grow up and yet be a cleric, nonetheless.  And a dwarf, at that.  Or part dwarf.  Wish I could be 
part of the exploration of those caverns.  But, what we are finding out about ancient Sundown is 
interesting.” 

 
Later, (Episode 27 April 26th a Wednesday), Brother Sheth traveled back to Sundown in 

response to an appeal from Oliver for reinforcements to deal with a demon and the Portal, which 
had been found.  He traveled there with a Sister Judith and also Lady Kaykenyon and her 
entourtrage.  At Lady Aliatha’s insistence, the copied and translated ceramic tablets were to be 
returned to Sundown, despite Lady Kaykenyon’s pleas that they might be needed for reference 
and examination later.  So, Lady Kaykenyon’s porters carried back about 20 of the tablets. 

 
After getting back to Sundown, Brother Sheth told the Party pretty much the same as he 

had told Groa in Guardraw.  Sister Rahab remained in Guardraw to watch over the remaining 
tablets and try to continue the copying and translation as best she could.  Brother Sheth might 
have remained too except for Mister Urtles’ insistence that he help escort Sister Judith.  Brother 



Sheth really didn’t think that necessary, since Lady Kaykenyon’s entourage included a 
bodyguard and two burly porters who could fight if necessary. 
 
 It turned out also that Brother Sheth knew more about this strange “Way of the Spheres” 
religion than anybody else, including Lady Kaykenyon and Sister Judith.  The Way of the 
Spheres was the religion of Circumbria, a Kingdom located roughly where Xrune is today, but 
much larger, extending to the northeast of the present Kingdom of Xrune.  Circumbria was 
destroyed by “The Coming of the Avenger” which devasted the kingdom, especially around the 
capitol, with huge projectiles thrown from the Heavens, presumably by the Masters of the Outer 
Spheres.  The inner spheres, dominated by the Sun, were places of warmth, joy and freedom, 
attended by women priestesses who were identified with particular stars or figures in the 
heavens.  The outer spheres were the abode of somewhat cold, reptilian deities of a regimented 
character who sought to rule rigidly and impersonally.  The Earth was both caught between these 
extremes, but also benefitted from the balance.  The Way of the Sheres was too sophisticated, 
though, for the ordinary peasants of the Kingdom of Circumbria.  The worship of Baileesh was 
crafted to appeal to those simpler folk, combining the self-interest of the outer spheres with a 
wanton carelessness that could be found in the inner spheres.  When Circumbria was destroyed 
by an avenger who used this chaotic evil power promoted by the Baileesh cult, the Way of the 
Spheres was eliminated except for rumors of isolated practitioners.  Worship of Baileesh was 
practiced in what is now Xrune until mostly wiped out by practitioners of the Way of the Cross.  
There were some Baileesh worshipers who fled to Aarbat, or what became Aarbat, and they still 
practice in secret their abominable rites of human sacrifice to this day. 
 
 At the time the Kingdom of Aarbat was established, there was already a colony of Sun 
worshipers established at Sundown.  Indeed, Sundown was one of the “petty kingdoms” that 
competed for territory and plunder among themselves before the wave of new settlers following 
The Way of the Cross came from the East.  Sundown was never really conquered as the territory 
seemed to be rather useless, with barely subsistence farming having to feed the population amid 
raids by the savage nomads of the plains further north.  Tonstol was established fairly early as an 
Aarbat town but Sundown just wasn’t seen as worthwhile.  The inhabitants of Sundown did their 
best to avoid attention.  They couldn’t hide the pyramid, but dismissed it to outsiders as a 
forgotten relic from antiquity.  They were evasive about religion and didn’t make trouble, so 
Aarbat had no reason not to leave them alone. 
 
 But, uniquely among the various petty kingdoms now forgotten, Sundown was founded 
by a heretical clique of priests from the Kingdom of the Sun and their followers.  They had 
adopted certain beliefs and practices from a more ancient religion, the “Way of the Spheres,” the 
religion of Circumbria, a country then to the East of the Kingdom of the Sun.  Circumbria was 
later destroyed by an enormous cataclysm.  Centuries before Aarbat, the settlers had made their 
way up the rivers of what is now Aarbat, looking for a place to settle where there was not already 
a formidable presence of nomads or other early inhabitants.  The relatively small shallow draft 
boats of 50 feet or less could be rowed or towed upriver, even through areas with rapids, and 
could be moved overland short distances on rollers (albeit emptied first).  There were also magic 
means that they employed, based on knowledge of such first learned in the Kingdom of the Sun, 
and known to some of the leaders of Sundown, as the town was named.  (The Kingdom of the 
Sun inhabitants were the primary seagoing peoples in the area at the time; the Norse had not yet 



become a menace then.)  The initial colony at Sundown was about 200 people, who had traveled 
there on five such craft. 
  
 The site for Sundown was chosen because of a unique geographic feature – an enormous 
river cave in the side of the cliffs connecting to the White River as it was named later by 
Aarbatians).  The cave was large enough to accommodate four or five vessels.  Furthermore, 
there were volcanic vents in some of the caves connected to this large water cave.  So, as 
Sundown developed, the sea cave (as it was referred to) was developed as well as the town 
above.  Sundown as an independent city state traded goods made with the help of the volcanic 
vents, certain magics practiced by clerics from the Kingdom of the Sun and their followers, and 
other resources in the area.  There was always a need for food imports. 
 
 It was perhaps a century prior to the Easterners, as the Way of the Cross invaders were 
called, that Sundown was very nearly destroyed by a massive nomad uprising.  As many people 
as could fled to the underground caves, and the routes back to the surface were blocked with 
magical stone walls to prevent the nomads from penetrating.  The nomads were not able to 
penetrate the massive bronze doors that sealed the sea cave from the river.  But the nomads did 
destroy most of the buildings in town, even using prisoners to drag rocks and stone ashlars from 
the destroyed walls and buildings to the edge of the cliff to tumble them down below.  The 
prisoners were later killed, of course, though a few escaped.  The nomads, for some reason, did 
not disturb the pyramid.  (The priests must have invoked some sort of protective magic, which 
might still be effective to this day?) 
 
 After the nomads completed their destruction and moved on (to eventually be defeated 
elsewhere), the survivors decided to keep a lower profile.  Some sort of defenses for the town 
would be needed, but not something that looked formidable enough to be a challenge to a 
powerful army.  The town was eventually rebuilt on modest scale.  People naturally preferred to 
live on the surface, and most of the access routes to the underground had been blocked or (later) 
forgotten.  Quite a few of the leaders of Sundown died in trying to defend the above ground town 
from the nomads, so spells and history and religious doctrines were gradually forgotten.  The 
survivors on the surface knew of the sea cave and other areas below, but those remained strictly a 
place of refuge in case there was another invasion. 
 
 The gates to the big sea cave had been blocked by the nomads dumping debris off the 
cliff.  While that might have been cleared, with a lot of work, the elders of Sundown decided that 
it would be best if the sea caves be hidden.  So, additional dirt was dumped so that the entrance 
to the sea cave was not apparent from the outside.  The use of the original ships on the White 
River was problematic anyway; smaller craft would be more useful.  Two ships that had 
originally come from the Kingdom of the Sun remained, as well as a couple of smaller craft, but 
all were abandoned and not maintained, eventually sinking and decaying on the bottom of the sea 
cave.  What was forgotten is that in some sealed chests clay tablets from the early days of 
Sundown recorded genealogy and historical records in Old Sunnite. 
 
 There is reference in the Stone Tablets to a “Portal” that was constructed by a wizard who 
was one of the original travelers to Sundown.  His intent was to provide a convenient destination 
for teleportation [DM: which was more practical in earlier editions].  After the nomad invasion 



the particulars were forgotten – how to use it.  There is mention in the tablets of trade with a race 
of fire using creatures prior to the nomad invasion.  This trading of minerals and magic items 
from Sundown was primarily for bronze that was used to construct the great doors of the sea 
cave.  Trade fell off after the doors were complete and there was no longer a great demand for 
bronze.  Also, the bronze was discovered to be poisonous.  So this trade disappeared. 
 
 There is also mention in the tablets about magic being used to travel to and from the 
Kingdom of the Sun, including the conveyance of considerable cargo on some occasions.  The 
wizard who had mastered teleportation was responsible for this.  Such traffic ended with the 
nomad invasion. 
 
 One question answered in the tablets was why there were so many undead in the sea 
cave.  A cleric created them from dead nomads or Sundowners to help fight the nomads.  But 
these particular undead did not get into the fight, but instead were trapped in the caves as 
defenders.  Initially they were considered “reserves” to use in an emergency.  Any control over 
these vanished over the years, and they reverted to an attitude of hostility to life. 


