WIZARDS AND WARRIORS — unauthorized future history — Installment Five

by Lee Gold (310) 306-7456 or  leeway@mediaone.net

Note:  Shalizan was mentioned in Ep Five ("The Cannon").  

Vector began his activation of the poison canister by invoking "the wind and fire of Shalizan."  

THE CURSE OF SHALIZAN  

(Mid-January:  Skies are grey, with frequent snow flurries; gusts of wind occasionally, shaking the snowy tree branches.  Snow on castle turrets.  In  the North, there are snowdrifts piled up around trees, buildings, etc.)  


Vector is walking up a snowy path in the Mountains of Madness, using his elaborately carved staff to probe as he advances.  (His footprints fill in with snow again a few seconds later, so he doesn't leave any tracks.)   He comes to the top of the hill and looks down at a desolate landscape — the Ashen Plateau.  (There is no snow here; the flakes that fall melt as they hit the ground.  There's only an expanse of dark-grey rock — and in the center, the ruins of a city — broken pillars, blackened remnants of houses, etc.)  


Vector heads towards the ruins and stops at what seem to have once been the city gates.  Here he pauses and intones a spell, invoking the forces that brought ruin upon Shalizan thousands of years ago — and unleashing them once more, this time against Castle Greystone, in return for Erik's daring to attempt to kill him.  


And dissolve to Bethel watching the scene in the Vision Scope.  She seems amused at what she is seeing, until Vector turns his attention towards her. He tells her that this is her last chance to acknowledge his power.  She must cease protecting Dirk Blackpool from him — or risk her own true destruction. She tells him she'll do as she pleases, that she'll not take commands from him or from anyone.  And he raises his staff once more and sends the Curse of Shalizan against her too.  The scene in the Vision Scope fades out, and Bethel shivers.


"I have to find Dirk," she murmurs, and turns back to the Vision Scope. There's a glimpse of a black figure riding through the snow, but as Bethel tries to focus in, her fingers tremble and the image becomes lost in snowflakes.  She chafes her hands and tries again, but can't seem to locate Dirk.  

***


And turn the page to Castle Greystone, with Justin and his father (who's wearing a fur mantle) sitting in the king's bedchamber, by a small table before the hearth, playing something that's not quite cribbage. 


The king remarks that the room seems to be getting colder, and Justin goes over to the hearth and picks up the poker — and notices that the flames don't seem to be putting out any heat; he can put his hand in them and not get burned.  He picks up the throw rug by the hearth and drapes it over his father's shoulders, then calls in a guard (who doesn't seem affected by the curse) and sends off a message to Traquill at Castle Baaldorf.  

***


And turn the page back to the Ashen Plateau.  Vector has entered the ruined city and is heading along its streets (and being followed by a black cat). He finally reaches the heart of the city, a plaza with a white block of marble at its center.  The cat leaps onto the marble block and snarls at him.   He laughs at her. "So you've come back to haunt this place again, have you, Kaltrinnia?  Do you really expect me to fear you?  You have no more powers on this plane; you gave them all to Traquill when you chose to become mortal.  And now that you've died, you have even less power than a mere mortal.  Be gone with you.  Go stare at the Monocle that once was yours and now is no one's. And guard it well, Kaltrinnia.  Guard it as well as you guarded this city once — before I took it away from you a thousand years ago."   


The cat vanishes.  Vector puts an object on the marble block.  It's wrapped in black velvet embroidered with strange devices.  He unfolds the cloth and reveals the two halves of the Book.  He places his staff atop them.  Then he invokes the powers of the Altar of Healing before which he stands — and the powers of his staff — to unite the Book once more.  There is a flash of light (and the sound of thunder); Book and Altar disappear in a glow of light, which fades away to find staff gone, the altar veined with grey — and the Book whole once more.  


Vector folds it up carefully in the black velvet again.  He's quite pleased with himself.  He still can't Read the Book without a Monocle, but in the long run — he tells himself — that's only a minor inconvenience.  He will regain his own Monocle as soon as Dirk Blackpool dies — and that should be soon.  

***


And turn the page to Castle Blackpool, to find Bethel still vainly seeking to find Dirk in the Vision Scope.  She finally abandons her attempts and sets off towards King Saris Blackpool's bedchamber but finds she cannot enter there — as the men Neville has set on guard politely but firmly refuse to permit her to go in.  She fingers her Monocle a moment, shivers, then turns away.  

***


And turn the page to Castle Greystone, as Justin regretfully realizes that wine doesn't really make you feel warm, just sleepy.  And he doesn't want to fall asleep — or let his father fall asleep.  They go back to the abandoned card game.  

***


And turn the page to see Justin's messenger reach Castle Baaldorf, to be greeted by Erik (and Marko).  They set off looking for Traquill and find him in the castle library.  Traquill tells Erik that, judging by the symptoms, it sounds like the plague that destroyed Shalizan long ago, when the people set fire to their own city and burned it down in a vain attempt to warm themselves.  By using all his powers, Traquill can provide only enough antidote to help King Greystone and Justin.  And hope that nobody’s caught it from them.


Traquill waves a hand and the library's window flies open.  A few snowflakes blow in, borne on a gust of wind — and the wizard catches them in his white handkerchief.  Then he directs a ray from his Monocle onto them, giving them a golden glow.  Traquill hands the handkerchief to Erik (as Marko unobtrusively shuts the window), telling him to shake its contents over his father and brother — that's all he'll need to cure them.  


Erik tucks the handkerchief carefully away under his jerkin, as Traquill tells him to be careful not to drop it.  It'll take him days to get the power to pull that stunt off again — and it's almost impossible to identify a snowflake once you've dropped it in weather like this.  Erik and Marko set off.   

***


And turn the page to Castle Greystone.  King Greystone is in his bed, under a heavy quilt.  Justin sits next to the bed, another quilt wrapped around him.  Justin is shaking his father's shoulders. "And then what happened," he asks. 


"You know what happened then," his father replies sleepily. "You've heard me tell this story so often you probably know it at least as well as I do."


"Okay, do you want to listen while I tell it to you?"  His father sighs wearily and goes on with the story.  

***


And turn the page to find Erik and Marko riding homewards.  They stop to debate the best route across a river (ride over the rope bridge and hope it holds — or just cross the seemingly frozen river and hope the ice holds). And Vector's messenger (the demoness with fiery hair) appears to Erik once more.  She tells him that Vector has decided to give him a chance to make up for his folly.  Erik is to follow her northwards, and she will help him kill Dirk Blackpool, thus finally putting an end to Blackpool's attempts to conquer all Camarand.  And letting Erik win Vector's friendship into the bargain.  


Erik tells her that he doesn't know what Vector or Dirk are up to these days, but if he ever does kill Dirk it'll be for his own reasons, not to fit into Vector's schemes.  And certainly killing Vector has got to come first.  Only next time he's in a position to do so, he'll make sure he doesn't have any false allies around to get in his way.  The demoness tells him he's not thinking clearly and urges him once again to ally with Vector — and thus save himself and his family.  Erik tells her to go fly a kite — and to get Vector to help her.  She disappears in a shower of sparks.  

***


And turn the page as Dirk returns to Castle Blackpool (with no particular indication as to where he's been).  And gets a report from the guard about Bethel's attempt to enter his father's chamber.  He goes off in search of her and finds her sitting forlornly at a table overhung by a candelabra, running her fingers through the flames.  She turns as he enters and runs to him, clinging to him.  He pushes her off and asks her just what she's been up to.  


Eventually she manages to explain the situation, as Dirk eyes her suspiciously. She tells him that she needs his help to heal herself from Vector's curse, and he consents to join powers with her.  It would be unsafe for her to leave the castle grounds (and its protection against magic) in this state, so Dirk leads her (half carrying her) up a flight of stairs that lead to the top of a turret.  Finally they reach the top, join hands, and a ray of light lances up towards the falling snow.  Bethel visibly regains her vitality again.  She lets go of Dirk's hand, thanks him icily for being so kind to her, and sweeps off downstairs, leaving him still at the top of the turret — looking down over his castle and land.  

***


And turn the page to Castle Greystone, as Erik and Marko arrive.  Erik carefully unfolds the handkerchief and shakes the snowflakes over King Greystone's and Justin's heads.  Once the cure has taken effect Justin pours out glasses of wine all round...and proposes a toast to Spring, may it hurry up and come.  

and fade out    

