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A Passage Through the Isles
The Journal of Corak the Mysterious

I am Corak, called the Mysterious, and these
are my scribblings as I journeyed across

the Isles of Terra in search of forgotten lore. Take
them as aid in the adventure before you, for these

isles are not all they seem to be, and behind
the shroud of legend, truth is often seen.
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From the corners of the misty Void
Rang loud the battle cry

The Elemental lords of four
Had sworn to fight and die

Fire, Water, Air and Earth
Did meet their might and force

And in their battles bloody mire
Found our land its source
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Second Day of the New Moon, 491
In the Town of Wildabar

It has been four years since last I set out to explore a new
land and discover the hidden lore and fables surrounding
its towns and castles. The swelling of spirit brought about
by the telling of these stories of heroism and bravery
beyond hope is the thread of magic woven in the minds
and hearts of all who long to answer the call of adventure,
and it is for this purpose, to preserve that magical spark,
that 1 have devoted my efforts to recording these tales.

From the rumors and murmuring I have heard passing
through Wildabar these isles are rich with such histories.
While talking to a town elder he told me of an ancient
rhyme once read before festivals that contained the legend
of the mysterious conception of the isles, a legend that
today circulates across the land, but altered through the
years since the original scroll's disappearance. He read to
me a portion he recorded before the original vanished and
told me what he could remember of the rest of the tale.
Other parts, he said, may be recorded across the islands.

The epic was written in three parts and the fragment he
gave me was from the first, in which is contained an
account of the birth of the isles out of a great battle
between powerful lords of the four elements who used
fierce storms to fight for supreme control of the Void, a
place where there was no land or sky or ocean. M'ater and
Fire and Air and Earth met in this empty Void to fight for
the right to fill it with their presence, but so matched were
they in this battle that none could defeat the others, nor
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