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Sacrifices of the Well
A Scenario for Conan
By Gareth Hanrahan

For Warpcon XVI
Sacrifices of the Well
There is a city on the coast in the Black Kingdoms of the south. Aeons ago, before the fall of Atlantis or even the rise of man, a race of sea creatures dwelt in the waters near the spot where the city would one day be. Over uncounted millennia, these sea creatures dwindled and died, all save one – a hoary and vile old monster called Yggorth. Man came to the southlands and built huts and farms and fished the waters once ruled by the sea creatures.  

Yggorth grew hungry, and rose out of the ocean, and devoured the people. To placate the beast, the villagers gave the sea beast sacrifices of their fairest daughters, and the monster was satisfied. A priesthood arose in the village, to oversee these sacrifices. The chosen ones were hurled into the Well of Yggorth, to feed the monster and keep him quietened. 

Then, after centuries, the monster vanished. The priests feared that without Yggorth, their power would melt away like dew in the morning, so they lied to the people and did not tell them that Yggorth had vanished from the waters around the village, that the sacrifices must continue. This lie was so successful that the priests grew greedy. Soon, they demanded that the sacrifices be dressed in gold and jewels to truly please Yggorth. The unfortunate youths from the village – now grown into a city – are hurled into the well dressed in their finery. The priests wait for them to drown, then dredge the gold and jewels from the bottom of the well. They even conspire with pirates from the Barachan Isles to sell their excess gold. 
So was it in the city, until the coming of six strangers.

The plot
The game starts with the characters being hurled into the well and nearly drowning. They fight their way out of the sacrificial well and deal with the priests who’ve been sent down to rescue the gold from their swollen bodies. Then there’s lots of sneaking through the monastery, and probably one of the following approaches:
· Reveal the treachery of the priests to the city

· Kill everyone

· Loot the temple treasury and escape

The major complication is that Yggorth is returning, and is just as angry with the priests as the characters are…
The characters

The characters were all captured by men of the city, and chosen to be sacrifices (the priests don’t care who gets thrown into the well, as long as they’re laden with gold). The scenario starts off with them all captives of the priests, seconds before they are hurled into the well. 
· Sun and Moon, twin Cimmerian barbarians and sellswords.

· Athenos, a Zingaran knight-errant and protector of…

· Mara, a Shemite scholar and demon-hunter
· Jan Three-Knives, an acrobat and thief from Aquilonia, here to steal the temple treasury

· Corac the Reaver, a pirate. His rival, Red Ubar, is in league with the priests of the well. 

Locations

There are three centres of action in this scenario. It kicks off in the caves beneath the cliffs. On top of the cliffs is the priest’s stronghold, consisting of a tower surrounded by a low wall and several rather pleasant villas. Finally, the characters may end up going to the city of Masa, which is a town surrounding a fishing harbour, dominated by its shining white walls, the king’s magnificent palace, and the holy Dancer’s Tower. The characters will likely only end up in the city if they try to overthrow the priesthood.
Events In The Scenario

1. The characters are thrown down the well

2. The characters escape their bonds and make their way through the caves

3. They either

· Loot the priests’ treasury

· Discover what’s really going on

· Steal Red Ubar’s pirate ship

· Reveal the truth to the people of the city 

4. Optionally, they confront and kill

· Red Ubar

· The High Priest, Salmar

· The sea-demon Yggorth itself
The Scenario Starts Here

Read the following to the players:

A cool breeze from the sea runs through your hair, and you can smell the salt in the air. The light of the noonday sun glitters with a blinding light off the gold and jewels hung around your necks. The heavy iron chains around your hands and feet, however, are still just as dull and grey in the bright sun as they were in your prison cells. You are standing beside a huge well, and you can hear the waves echoing up from deep below you.

You are surrounded by a crowd of people from the city, all wearing fearful and reverent expressions on their faces. Three robed and hooded priests preside over the ceremony, accompanied by six huge guards. One of the priests grins as a guard brings out a heavy lump of stone with a massive iron ring driven into it and chains it to each of you. (Whisper to Corac’s player that he recognises that priest as Red Ubar – if he tries to do anything, the guards whack him with cudgels).
The head priest turns to the crowd. ‘SINCE THE CITY WAS FOUNDED, THE PRIESTS OF MY ORDER HAVE KEPT THE SEA-DEMON YGGORTH FROM DEVOURING YOU! EACH YEAR, THE SACRIFICES OF THE WELL SATISFY THE UNNATURAL HUNGERS OF YGGORTH, AND PRESERVE YOU FROM HIS WRATH! LET THESE SACRIFICES NOW FEED THE DEMON!’

With that, he nods at the guard, who pushes the stone into the well. The chains slither over the brink of the well as it falls, and then you are dragged tumbling into the abyss…

1. The Well

The characters hit the water with considerable force – they must each make Fortitude saves (DC10) to avoid being stunned for 1d4 rounds. A character who is stunned cannot hold their breath, and must start making Constitution checks immediately. Unstunned characters can hold their breath for a number of rounds equal to 2x their Constitution. After this period of time, the character must make a DC 10 Constitution check in order to continue holding her breath. The save must be repeated each round, with the DC increasing by +1 for each previous success.

When the character fails one of these Constitution checks, she begins to suffocate. In the first round, she falls unconscious (0 hit points). In the following round, she drops to –1 hit points and is dying. In the third round, she suffocates.

The characters are also weighed down by considerable weight, with all the gold and jewels and chains and rocks and other player characters. Swimming up to the surface requires a DC10 Swim or Strength check, modified as follows:
· -10 if the character is still wearing all the gold and jewels – a DC10 Dexterity or Escape Artist check is needed to shuck the jewels while swimming

· -3 per unconscious or drowning player character

· -5 because of the stone weighing them down.

The characters are loosely chained at their hands and feet, giving them a -2 penalty to any Dexterity-based checks and Dodging, but can otherwise move fairly freely – as long as they stay within 15 feet of each other, as they’re still chained to the big anchor rock. 
If by some misfortune all the characters end up drowning, then have then spend a Fate point each, and they wake up on the shores of the well cave, being menaced by crabs – Yggorth dragged them out of the water to eat later. Several of the characters find they have strange claw marks on their bodies.
The well cave is a large underground cave, lit only by the light coming down the well from far above. The floor is littered with hundreds of bones from previous sacrifices. Hanging on one wall is a huge 12-foot-long iron billhook, which is used by the priests to hook onto the ring in the anchor stone to pull the bodies out of the water. Poking around the cave reveals no sign of the gold that should have been on the other sacrifices. Characters looking for weapons can improvise clubs from thigh bones or rocks. If any of the characters 
The well goes down another 15 feet into the water, where it connects to an underwater tunnel. Swimming out that way is impossible – it’s too far to the sea. If the characters think of climbing up the well, it’s theoretically possible (Climb DC25), but the well exits on the clifftop in plain view of both the city’s walls and the priest’s stronghold. 
The only exit is a single door, but this door is outside the light provided by the well shaft. Finding it requires poking around in the darkness or waiting until the priests show up. 
Once the characters have dragged themselves out of the well, they face three more problems:

· They need to get rid of the chains
· The well cave is inhabited by giant carnivorous crabs, which used to eat the bodies dragged from the well.

· There are priests coming to dredge up the bodies.
The chains: Breaking the rusted chains requires a DC22 Strength check, but they can also be bashed open with rocks (DR5, 5 hp).

The crabs: Will attack the characters, especially if they look vulnerable. 

Crabs; HD 1d8+1; Hp 5; Init +2; Spd 20 ft; Dodge 12, Parry 10; Armour DR1

SV Fort +2, Ref +0, Will +0; Str 10; Dex 14; Con 13; Int 1; Wis 10; Cha 3.

Skills and Feats: Hide +2, Move Silently +2; Blind-Fight

Attack: Claw +2, Damage 1d3
The Priests: The two priests arrive about ten minutes after the characters have been thrown down the well. Characters can make Listen and Spot checks (DC15) to hear their approach or see the light from their torches (it’s quite obvious as they approach the door to the cave.)

Priests; 1st level Scholars; HD 1d6+2; Hp 7; Init +0; Spd 30 ft; Dodge 10, Parry 10; 

SV Fort +2, Ref +0, Will +2; Str 10; Dex 11; Con 14; Int 11; Wis 11; Cha 13.

Skills and Feats: Bluff +7, Concentration +6, Forgery +4, Heal +4, Intimidate +7, Knowledge (religion) +4, Perform +5, Sense Motive +4; Persuasuive

Attack: Mallet +0, Damage 1d8, Crit x2, AP1 or Dagger +0, Damage 1d4, Crit 19-20x2, AP1 (Finesse)
The priests are here to dredge the characters’ bloated bodies from the well, and can be defeated quite easily. Each priest carries a large mallet (for dealing with the crabs) and a dagger.
2. The Caves

After escaping the bottom of the well, the characters need to make their way through the cave network beneath the cliffs. 

[image: image1]
A: The well cave. 
B: Heavy Gate. This gate was once used to ensure the Yggorth did not rampage up through the priests’ caves after devouring the sacrifices of the well. The gate is massive, reinforced with iron, and bears ancient scars on one side. It obviously hasn’t been used in decades, perhaps longer.
C: Guard Post. There are three guards here, in this small cavern. They are only present when Red Ubar’s ship is present in the harbour, just in case the pirates decided to try to take more of the gold than their deal with the priests stated. The guards are sitting around drinking and keeping an eye on the harbour cavern (F). They are armoured, but their pikes are leaning against the wall and so could be grabbed by characters who get the drop on the guards. The guards also have short swords at their belts.
The guards are all much more heavily armed and armoured than the characters, so stealth and guile are the other of the day here. One obvious option is using the priests’ robes to disguise two of the characters, and then stealing the guard’s pikes; another is drawing the guards into the darkness of the tunnel and killing them one by one.
Guards; 1st level Soldiers; HD 1d10+1; Hp 9; Init +1; Spd 30 ft; Dodge 11, Parry 13; Leather Jerkin (DR4) 

SV Fort +3, Ref +1, Will -1; Str 14; Dex 12; Con 13; Int 8; Wis 8; Cha 8.

Skills and Feats: Climb +4, Intimidate +1, Ride +3, Search +1; Parry
Attack: Pike +2, Damage 2d6+3, Crit x3, AP2, Reach or Short Sword +2, damage 1d8+2, Crit 19-20x2, Ap3
One of the guards has Moon’s bow and arrows. The bow is a Hunting Bow perfectly suited to Moon; it deals 1d8+ her Strength bonus in damage with AP1. 
Under the Conan rules, drinking a flagon of wine gives one hit point to a character who is at exactly 0 hit points, and there are plenty of flagons of wine lying around here.

D: Stairwell. This cave has rough stairs cut into the wall, leading up to the priest’s tower (see Section 3). There are several crates on the floor of the cave, containing fine wines and other luxuries. These were brought by the pirates from the ship in the harbour cave below. If you want to throw in another fight, then there are two pirates here carrying baskets of silks and other skimpy garments for the girls in the priests’ harem. See below for the pirate stats. There is also a large portable semicircular wooden platform, with three uneven fold-out legs. It looks basically like a wobbly stool for giants, and is obviously quite old. This platform is used to avoid the poisonous sea-snakes in the treasury room (E).
Optional Pirates; 1st level Pirates; HD 1d8+1; Hp 6; Init +1; Spd 30 ft; Dodge 12, Parry 11; Leather Jerkin (DR4); SV Fort +2, Ref +2, Will +0; Str 13; Dex 13; Con 13; Int 10; Wis 10; Cha 11.

Skills and Feats: Balance +5, Climb +5, Spot +4, Swim +5; Dodge
Attack: Cutlass +1, Damage 1d10+1, Crit 19-20x2, AP3
E: Treasury. Here’s where the ill-gotten gold and jewels of the priests are kept. The treasury is protected by a huge iron door. This door is locked (Pick Lock, DC25), and the High Priest Salmar and his aide Galak have keys. Forcing the door requires a Strength check (DC26).  There are also three traps – one in the room outside, one in the door, and one in the treasury itself. Finding each trap requires a Search check at DC20; the second and third traps can be disabled easily (DC10).
Firstly, there is a waist-deep pool of stagnant salt water directly in front of the door. Any character trying to pick the lock or force the door must stand in this pool – which is the home of half-a-dozen lethally poisonous serpents! These serpents attack anyone entering the pool. The priests avoid this trap by placing the wooden platform from (D) into the pool – its uneven legs fit perfectly with the rough base of the pool, and it allows characters to reach the door safely. 

Secondly, if the door is forced, then a clay pot inside the frame is shattered, releasing a cloud of choking dust. Characters near the door must make a Fortitude save (DC10) or begin to choke as the dust clogs their throats. They cannot breathe for 3d6 rounds – unless they drink something, and the obvious choice is water from the snake pool, which draws attacks from the snakes.

Finally, inside the vault itself, one of the chests of gold is actually keeping a spring-trap spear in place. If the chest is moved, the spear shoots out, probably impaling anyone touching the chest. The spear has a +8 attack bonus, cannot be parried, and deals 2d6 points of damage with an AP of 6. 

If the traps or dealt with (or the characters have done something like forcing the High Priest to open the vault for them), then they can loot the vault, which contains a king’s ransom in gold. If the characters look for weapons, there are some jewelled broadswords and daggers here, as well as a gem-encrusted breastplate and an ornamental shield. These weapons are heavy and clumsy thanks to all the gold and decorations, but they’ll do in a pinch. 
F: Harbour Cave Overlook.  This is actually a ledge overlooking the larger harbour cave below. The harbour is some forty feet  below (4d6 falling damage). There is a winch and pulley set up here, as well as a rope ladder going down to the harbour floor. There is a single guard here, watching two pirates pull crates up from below using the winch. The characters recognise the guard as the one who chained them to the stone and actually pushed them down the well. 
Big Guard; 3rd level Barbarian; HD 3d10+9; Hp 23; Init +9; Spd 30 ft; Dodge 15, Parry 18; Mail Shirt (DR5) and Shield; SV Fort +6, Ref +5, Will +1; Str 16; Dex 14; Con 16; Int 10; Wis 10; Cha 13.

Skills and Feats: Climb +8, Intimidate +6, Jump +8, Listen +5, Ride +5, Spot +5, Swim +8; Track, Endurance, Improved Initiative, Dodge
Attack: Broadsword +6, Damage 1d10+3, Crit 19-20x2, AP6
Pirates; 1st level Pirates; HD 1d8+1; Hp 6; Init +1; Spd 30 ft; Dodge 12, Parry 11; Leather Jerkin (DR4); SV Fort +2, Ref +2, Will +0; Str 13; Dex 13; Con 13; Int 10; Wis 10; Cha 11.

Skills and Feats: Balance +5, Climb +5, Spot +4, Swim +5; Dodge

Attack: Cutlass +1, Damage 1d10+1, Crit 19-20x2, AP3
G: Harbour Cave. This cave is open to the sea on one side; it is a natural hidden cove. There are several small boats here, which Corac the Reaver will recognise as being boats from Red Ubar’s ship, the Merry Crone. There are another four pirates here, unloading crates from the boats. There is also Red Ubar himself, standing on a rock and haggling loudly with one of the priests (the characters will recognise the priest as the second priest who presided over their sacrifice at the well). Red Ubar is a red-haired Vanir – play him as a Viking crossed with a pirate. He hews and cleaves things a lot, and swears by Ymir One-Eye.

Red Ubar; 2nd level Barbarian/2nd level Pirate; HD 2d10+2d8+4; Hp 25; Init +0; Spd 30 ft; Dodge 14, Parry 13; Mail Shirt (DR5); SV Fort +7, Ref +8, Will +2; Str 14; Dex 15; Con 12; Int 13; Wis 14; Cha 13.

Skills and Feats: Balance +7, Bluff +6, Climb +7, Disguise +6, Intimidate +6, Spot +5; Two-Weapon Combat Proficiency, Two Weapon Defence (+3 parry if he gives up a dagger attack)
Attack: Cutlass +2, Damage 1d10+2, Crit 19-20x2, AP4 and Dagger +2, Damage 1d4+2, Crit 19-20x2, AP3
If the characters slay Red Ubar, then they can convince both the pirates and the priest (Galak) to surrender to save their own skins. Galak is enough of a snivelling coward to betray his master Salmar if the characters hint that they are planning to overthrow the priests. He also has a key to the treasury vault.

If they get into trouble, then have Yggoth rise from the deeps and attack (see Yggorth Rises, below). 
3. The Tower of the Priests

The priest’s compound consists of a single tower and several smaller buildings, all surrounded by a wall. The priests pretend to live lives of solemn prayer and self-denial, while in fact they live in luxury bought with the gold from the sacrifices. 
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A: Storage Building. The staircase from the Stairwell cave (2D above) ends in a trapdoor here. 

B: Outbuildings: These buildings are used by the few lesser priests and the guards. All the guards are occupied with keeping an eye on the pirates down in the caves and various ceremonial duties, so the only people wandering around the compound are a few priests, who won’t dare put up a fight against the characters. The one exception are the guards at the door of the tower E.
C: Library: This is the archive of scrolls that Mara is looking for. It describes how the priests learned that Yggorth could be placated with sacrifice, but that the monster has not been seen in generations, and so the priests started removing the bodies from the water and keeping the gold, mwhahahaha and so forth. If presented to the king in the city, this evidence will mean the end of the priests of Yggorth.

D: Dining Hall/Seraglio. Lots of pretty girls and fine food.

E: The Tower. This is the private residence of the High Priest Salmar. There is are two guards at the door. After the sacrifice at the well, he retreated here to pray – or relax with a freshly purchased slave girl from the pirate ship. Salmar has some basic magical knowledge, notably a Domination spell that allows him to take control of one player character.  If alerted by the guards at the door, then Salmar has time to ready these spells; if the characters can take the guard out without letting him sound an alarm, then Salmar is distracted and is a much easier foe.
Big Guard; 3rd level Barbarian; HD 3d10+9; Hp 23; Init +5; Spd 30 ft; Dodge 15, Parry 18; Mail Shirt (DR5) and Shield; SV Fort +6, Ref +5, Will +1; Str 16; Dex 14; Con 16; Int 10; Wis 10; Cha 13.

Skills and Feats: Climb +8, Intimidate +6, Jump +8, Listen +5, Ride +5, Spot +5, Swim +8; Track, Endurance, Improved Initiative, Dodge

Attack: Broadsword +6, Damage 1d10+3, Crit 19-20x2, AP6
Salmar; 4th level Scholar; HD 4d6+4; Hp 22; Init +9; Spd 30 ft; Dodge 11, Parry 9; DR 0; SV Fort +1, Ref +1, Will +4; Str 6; Dex 10; Con 12; Int 10; Wis 15; Cha 16.

Skills and Feats: Bluff +13, Concentration +8, Decipher Script +9, Gather Information +10, Heal +9, Knowledge (arcane) +7, Listen +9, Sense Motive +9; Skill Focus (Bluff), Toughness 

Attack: None.
Magic Attack: +5. Power Points: 7
Defensive Blast: As a free action, he can spend power points to deal 1d6 fire damage per point to everyone within 10 feet. They are permitted a Fortitude save vs his magic attack roll to take half damage.
Entrance: 0 PP, Target must make a Will save vs the caster’s magic attack roll or be unable to act.
Domination: 2 PP, allows caster to control the actions of an entranced character. Victims get another will save to break free if forced to act against their nature.
Lesser Ill-Fortune: 2 PP, Target must make a Will save vs the caster’s magic attack roll or suffer a -1 penalty to all rolls for the rest of the scenario.
Salmar has a key to the treasury vault. Again, if the characters are in trouble, have Yggorth come clambering up the cliff and slithering over the temple walls.
4. The City of Masa

Players who are feeling especially diplomatic and inspiring may try travelling to the city of Masa and revealing the deception of the priests to the population. This requires finding a crowd – there’s the great market, and the fabled Dancer’s Tower in the centre of the town – or going to the King. The crowd is the better option, as the players are both back from the dead (many people saw them being thrown into the well) and not exactly dressed for entering a royal court.
Convincing the people of the priests’ lies requires a Diplomacy check at DC30, modified by +10 if the characters have evidence, and up to +10 for roleplaying. A successful attempt gets an angry mob marching out of the city to attack the temple – insert a Yggorth attack if the characters have had too easy a time so far.
5. Yggorth

Yggorth is the last of a colony of sea monsters. Its vile kin were like certain crocodiles and reptiles, never growing feeble and always growing as they age. Yggorth has grown very large indeed – now it is nearly twenty feet tall, a shambling mass of tentacles and scales and slime and teeth. 
The characters’ chances of killing Yggorth on their own is fairly slim, and certainly if they take it on in a straight fight, they’ll get slaughtered. However, coming up with something cool should give the characters a big bonus – knocking it down the well, for example. 
Yggorth; Huge Monster, HD 10d10+50; Hp 100; Init +5; Spd 20 ft; Dodge 9, Parry 18; Hide DR2; SV Fort +10, Ref -1, Will +1; Str 22; Dex 8; Con 20; Int 7; Wis 12; Cha 10.

Skills and Feats: Climb +10, Listen +6, Spot +6, Swim +20; Power Attack, Cleave.

Attack: Claw +12, Damage 2d6+6, Crit x2, AP9 (total)
Appendix One: CONAN RPG DIFFERENCES FROM NORMAL D20
Conan works fairly similarly to basic D20, with the following differences.

Initiative: Characters add their Reflex save bonus to Init too.
Dodge & Parry: Characters have two armour class-like values, Dodge and Parry. Characters suffer a -2 penalty to Dodge when they don’t have room to move. Characters get a base dodge and parry based on their class. Dex is added to Dodge, Strength to Parry.
Armour: Armour reduces damage, instead of making it harder to hit. Each armour has a Damage Reduction score. Weapons have an Armour Piercing score – if the weapon’s AP plus the user’s Strength bonus are more than the armour’s DR, then the DR is halved for that attack. 
Some weapons are Finesse weapons, which rely on Dex instead of Strength. Finesse weapons have no AP score, but if the user’s attack roll beats the target’s Dodge or Parry by a margin greater than the Armour’s DR, then the DR has no effect as the attacker finds a weakness in the victim’s protection.

Healing: Characters get (character level+Con modifier) hit points back with a successful DC15 Heal check after each fight. Drinking a flagon of wine restores one hit point to a disabled (0 HP) character. 
Fate Points: A character can spend a Fate point to be Left For Dead when slain – instead of dying, the character appears dead, but is actually clinging to life. A Fate Point can also be spent to deal a Mortal Blow – this deals maximum damage automatically, but breaks the weapon being used. 
Style: By Crom! Take up your sword and cleave some heads!
Weapons In The Scenario
	Type
	Damage
	Crit
	AP
	Notes

	Improvised Club
	1d8
	X2
	1
	-4 to attacks

	Giant Billhook
	2d6
	X2
	3
	-4 to attacks, reach

	Mallet
	1d8
	X2
	1
	

	Dagger
	1d4
	19-20x2
	1
	Finesse

	Pike
	2d6
	X3
	2
	Reach

	Bow
	1d8
	X3
	1
	Ranged

	Broadsword
	1d10
	19-20x2
	3
	

	Cutlass
	1d10
	19-20x2
	2
	


Reach: Can only be used on foes more than 5’ away
Armour

	Type
	DR
	Max Dex
	Armour Penalty*

	Leather Jerkin
	4
	6
	-1

	Mail Shirt
	5
	4
	-3

	Breastplate
	6
	4
	-4

	Shield
	+4 to Parry or Ranged Dodge
	-
	-4


Armour Penalty Applies to Balance, Climb, Escape Artist, Move Silently, Hide, Jump, etc.

HOW TO RUN Sacrifices of the Well IN FIVE MINUTES
Once upon a time, this big sea demon called Yggorth ate sacrifices thrown down a well. It stopped decades ago, but the priests kept the deceit going – the sacrifices are dressed in gold and jewels. Priests dredge bodies from well, take gold, sell gold to pirates in exchange for slave girls and wine. 
However, this time, their sacrifices are the player characters, and they’re fighting back. The game starts with the PCs being thrown down the well. They nearly drown, then fight their way through the caves, improving or stealing weapons from the guards. They discover that a pirate vessel is docked in the caves, captained by the rival of one of the player characters. The characters might try to expose the priests’ lies, or kill the high priest, or loot the treasury, or just escape. It’s a pretty open scenario.

· Sun and Moon, twin Cimmerian barbarians and sellswords.

· Athenos, a Zingaran knight-errant and protector of…

· Mara, a Shemite scholar and demon-hunter

· Jan Three-Knives, an acrobat and thief from Aquilonia, here to steal the temple treasury

· Corac the Reaver, a pirate. His rival, Red Ubar, is in league with the priests of the well. 

Optionally, Yggorth can show up, having returned for revenge on the faithless and greedy priests. He’s just a big fish monster. 

The important thing is to get the Conanesque mood – lurid, barbaric, bloody and lush. Lots of swashbuckling, maiming and blood. 
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