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I A Susty tome i8 pulled from a neglected shop shelf. A blinding light radiates from its pages. The party vanishes as the Boots clatters to the ground.
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GI's Wote: You may treat the red trail that runs countercloctise around the page as the ‘pathy’ patf) z tf)g group comes fo a wonll.
1 the party must tragel. Suggested order of encounters is also described counterclocttuise along this
{ poge, beginning with The Maze and ending with An Escape. A bast;et [mz e{luugf] o f]ﬁ[ﬁ
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in return. Attempting to [eage causges Titivillus  The Harpy sets nbout trying to cut the twnll.
to attact. After escaping, they notice a rope and the group must fight it off tobile  f7 'I‘QHP A Sigembodied
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Hidden words: watch, learn, think, think
Reyword; think

To open door, insert keyword into both keyholes. ‘think twice’ www.goblinsandgrowlers.com
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