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ldred slipped from the yellow
grass, silent as a still breeze. The
hunt was nearing its climax, and

soon these daelkyr horrors would be

erased from this world. . . .

The halfling abomination hunter
glanced at the symbiont curled
around his forearm. It was
somehow fitting that Aldred used the
daelkyr’s own creation against them.
As the daelkyr approached the corrupt

mound, Aldred made his move. . . .
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