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IINNTTRROODDUUCCTTIIOONN

FFrroomm tthhee DDiiaarriieess ooff SSaaggee SSeerrggii DDeeGGaahh

My he a dstrong gr a ndson, Serg i D e G a h III, sh a res my thirst for knowle d g e but in a  d ifferent w a y. A b orn inv en-
tor, little Serg i sp ends m ore tim e se curing the b a ron's end less tre asure ro o ms with a  v a rie ty o f d e a d ly tr a ps then
he d o es studying! 

" G r a nd f a ther," h e sa ys, "In a ll your stud ies, why h a v e you not writt en a  b o ok on the orig in o f tr a ps? Wouldn't
my tr a ps b e le ft as a  t est a m ent to the b a ron's c astle a nd the c o m munity a round it? Wouldn't tr a ps le ft b ehind
fro m the world b e fore a lso te ll us o f the c iviliza tions a nd the p e o p le th a t built the m?"

My gr a ndson is, o f c ourse , c orre c t. Arro g a nt, for sure , but c orre c t! Und erst a nd ing a  c iviliza tion m e a ns a n a-
lyzing th a t which w as le ft for us to study. But w e c a n a lso study th a t which is N O T le ft b ehind! For a re not the
tr a ps o f a  p ast culture a  prote c tion a g a inst so m e thing th a t a lso existe d in the p ast? And it is these tr a ps a nd
wh a t they w ere built to ke e p a w a y th a t g iv es us insight into the le th a l le g a c ies o f the p ast.

The People of the World Before: Th ere h as b e en a  gre a t d e b a t e a m ongst sa g es a b out th e p e o p les o f th e
p ast. So m e c ont end th a t a g es a g o w e w ere but on e r a c e , on e culture a nd on e world . It w as this r a c e th a t
sp a wne d the hum a ns, e lv es, d w a rv es a nd e v en g o b lins. As the gre a t sa g e No bu A p erion onc e sa id , "We a re
a ll d esc end a nts o f history." Perh a ps then to o w e a re a ll d esc end a nts o f the gre a t r a c e th a t onc e rule d the
world .

But as a  m a n o f sc ienc e a nd m a g ic , I c a nnot m ere ly sp e cul a te . To truly know , one must unc ov er e vi-
d enc e , c ast d ivining sp e lls a nd c a ll forth the wisd o m o f one 's g o ds. It w as ov er my tr a v e ls o f the l ast se v en or so
d e c a d es th a t I d id just th a t a nd c a m e to the c onc lusions you now ho ld in your h a nds, d e a r re a d er.

Fro m the tr a ps le ft b ehind fro m the p e o p le o f the world b e fore (or as I c a ll the m , "the Be forers") two things
b e c o m e o bvious:

1) The Be forers w ere a  t e chno lo g ic a lly a d v a nc e d r a c e c a p a b le o f so phistic a t e d wo o d c a rving , m e t a l
forg ing , g l ass b lowing , c er a m ic cr a fting , stone sculp ting a nd sh a p ing o f m a teri a ls th a t still c onfound us to this
d a y.

2) The Be forers w ere a d e p t wiza rds in the ir own right, e m p loying p ow erful, p erm a nent m a g ic th a t h as l ast-
e d c enturies without f a d ing .

These a re two f a c ts th a t a re ind isput a b le . Where the Be forers truly shine , how e v er, is not in the ind ividu a l
a chie v e m ents o f the a rtisa ns th a t built the tr a ps or the m a g es th a t wov e the ir ench a ntm ents (a lthough e a ch
c ontribution is not to b e lightly d ism isse d). Inste a d , it is the c o m b in a tion o f these two a m azing p ow ers th a t se ts
the Be forers h e a d a nd should ers a b ov e m a ny o f to d a y's m ost l a ud e d a nd so phistic a t e d tr a p build ers. (Ev en
you little Serg i! Ha-h a !)

Here , then, a re so m e o f the le th a l le g a c ies o f the world b e fore .

TTRRAAPPSS OOFF TTHHEE WWOORRLLDD BBEEFFOORREE

TTrraapp ##11:: TThhee GGrraappee VViinnee

Appearance: D e c or a tiv e .
Type: M a g ic a l, Pl a nt.
Targets: Any.
Duration: This tr a p c ontinues to func tion as long as
the p l a nts a re in p l a c e .
Typical Placement: This tr a p is use d as a  p ort a l
b e tw e en two f a r lo c a tions.

Description: Sho fo g o Isl a nd a nd the Be forer strong-
ho ld in the Northwo o ds a re c onne c t e d by m a g ic
p ort a ls th a t a p p e a rs to b e e lv en in n a ture . These two
p ort a ls a re re l a t e d , but it to ok m e m a ny ye a rs to fig-
ure out how .

The Shofo g o Isla nd p ort a l d id not look like a  d oor-
w a y to m e . When I first sa w it, I c onc lud e d it w as
m ere ly a n int eresting w a ll d e c or a tion. But when I
s a w th e s a m e d e c or a tion in th e Northwo o ds, I
b e c a m e curious. 

The p ort a l is sh a p e d like a  b l a c k a rchw a y th a t's
10' wid e a nd 15' high, but there is no visib le d o or.
A g a inst the b l a ck o f the a rchw a y is a  d e lic a te sculp-
ture o f a  p l a nt th a t b e g ins a t the b ase o f the a rch-
w a y a nd rises to ne a rly m e e t a t the to p . Fro m the
b o tto m to th e to p o f th e sculp ture , th e p l a nt g e ts
incre asing ly b a rren a nd thin. The b ase o f the sculp-
ture b e g ins in wh a t rese m b les a  p ot. There is a  flow er
a t th e a p ex o f th e a rchw a y.

If the p ot is fille d with w a ter, the p l a nt b e g ins to
grow a nd the flow er b e g ins to b lo o m . The vines grow
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