Gregor and the Curse of the

Warmbloods

In Gregor and the Curse of the Warmbloods, Gregor returns to the Underland on a
desperate mission: a deadly plague called the "Curse of the Warmbloods" is
ravaging the land, threatening humans, bats, and even his own mother, who falls ill

after joining him.

Guided by a new prophecy, Gregor and his allies—including Luxa, Ares, and Boots
—journey to the Jungle of Hadesland, a toxic region filled with lethal plants and
creatures. Their goal: retrieve a rare cure hidden in the treacherous Vineyard of
Eyes. But the jungle holds more than medicine—it reveals shocking truths about the

origin of the plague and the sinister forces manipulating the Underland’s fate.

As Gregor battles venomous creatures and moral dilemmas, he must confront a

harrowing question: Is the cure worth the cost?

Chapter 1

Gregor begins the chapter by secretly reading a cryptic, backward-written prophecy
titled "The Prophecy of Blood" in the bathroom mirror, given to him by Nerissa, the frail
queen of the Underland. The prophecy unsettles him, but he hides it from his family,
including his younger sisters, Lizzie and Boots, who interrupt him. The Underland, a
subterranean world beneath New York City, is home to giant creatures and humans
who view Gregor with mixed feelings after he spared the life of the Bane, a white rat

prophesied to bring destruction. Gregor’s actions have left his loyalty in question



among the Underlanders.

The chapter highlights Gregor’'s domestic life, contrasting his ordinary struggles with
the lingering trauma of his Underland adventures. His father, still recovering from
years of captivity by the rats, prepares breakfast while the family endures a freezing
apartment. Gregor’s interactions with Boots and Lizzie reveal his protective nature, but
his mind remains preoccupied with the prophecy and the fate of his Underland friends,
particularly Luxa, the young queen who may be missing or dead. The tension between
his responsibilities at home and his unresolved ties to the Underland weighs heavily on

him.

Gregor’s internal conflict is palpable as he tries to maintain a normal routine. He jokes
with his family about his frequent bathroom visits, using them as a cover to study the
prophecy, but his thoughts are consumed by worry for Luxa and others. The
Underlanders promised to update him through a grate in his laundry room, but the
silence deepens his anxiety. The prophecy’s ominous message and the uncertainty of

his friends’ survival leave him distracted and emotionally strained.

The chapter underscores Gregor’s isolation as he bears the burden of secrecy alone.
His family remains unaware of his turmoil, and his attempts to focus on school and
daily life are overshadowed by his dread of the prophecy and longing for news from
the Underland. The juxtaposition of mundane family moments with Gregor’s inner
turmoil creates a poignant contrast, emphasizing the emotional toll of his dual

existence and the looming threat of another dangerous journey.



Chapter 2

In Chapter 2, Gregor attempts to discreetly retrieve a mysterious scroll hidden in a
laundry room grate while under the watchful eye of Mrs. Cormaci, his nosy neighbor.
His nervous behavior and failed excuses arouse her suspicion, particularly about his
family’s unusual laundry habits. After a tense lunch, Gregor seizes an opportunity to
return to the laundry room alone, where he finally retrieves the scroll. The note, from
Vikus of the Underland, urgently summons Gregor to a meeting, referencing "The

Prophecy of Blood," a dire warning of impending crisis.

The scroll’s message leaves Gregor unsettled, as it reveals the prophecy is already
unfolding. Unlike previous messages, this one is a desperate plea for help, omitting
details about his missing friends, Luxa and Ares. Gregor’s dread grows as he recalls
the prophecy’s ominous verses, which foretell a deadly bloodborne plague threatening
all warmblooded creatures in the Underland. The cryptic language hints at a
catastrophic fate unless Gregor, the prophesied "warrior," intervenes alongside the

"princess," possibly his young sister Boots.

Gregor reflects on the prophecy’s recurring themes, including the need for unity
between humans and rats ("gnawers") to find a cure. The verses emphasize the
consequences of failure: total destruction of the Underland. He wrestles with his role
as the reluctant warrior, resentful of his combat skills yet resigned to his destiny. The
prophecy’s ambiguity frustrates him, particularly the repeated stanza about "turning

again," which offers no clear guidance.

The chapter underscores Gregor'’s internal conflict and the weight of responsibility
thrust upon him. The prophecy’s grim tone contrasts with his longing for normalcy,
leaving him to grapple with its implications. As he memorizes the verses, their
rhythmic cadence haunts him, symbolizing the inescapable pull of his fate. The chapter

ends with Gregor questioning whether the Underland’s survival hinges on his actions,



while the urgency of Vikus’s plea lingers.



Chapter 3

In Chapter 3, Gregor finds himself in a tense confrontation with Ripred, a rat who
ambushes him in a tunnel. Ripred pins Gregor down, criticizing his lack of
preparedness and failure to practice echolocation, a skill crucial for survival in the
Underland. Despite Gregor’s defensive protests, Ripred emphasizes the importance of
mastering this ability, especially in darkness. The scene is interrupted by Gregor’s
father, who initially reacts with panic but is reassured when Gregor identifies Ripred as

an ally, albeit a gruff and demanding one.

The conversation shifts to Ripred’s hunger and the dire conditions in the Underland,
where food shortages plague the rats due to human interference. Ripred reveals that
Vikus, a key figure in Regalia, will not be meeting them as expected. Instead, he
delivers urgent news: Gregor and his sister, Boots, are needed for a critical meeting
tied to "The Prophecy of Blood." Ripred explains that a deadly plague, "The Curse of
the Warmbloods," is ravaging the Underland, affecting rats, bats, and mice, but

Regalia remains relatively safe due to quarantine measures.

Gregor expresses skepticism about his mother allowing him and Boots to return, given
the plague’s dangers. Ripred downplays the risk, insisting their role is limited to
attending the meeting, where all participants will be tested for the plague. He stresses
that the prophecy only requires their presence, not active involvement in finding a
cure. Gregor's father, still processing his traumatic memories of the Underland, listens

intently, torn between concern and the urgency of the situation.

The chapter ends with Gregor and his father exchanging a knowing look, aware of the
challenges ahead in convincing their family to return. Ripred’s blunt yet pragmatic
tone underscores the gravity of the plague and the fragile alliance between humans
and rats. The tension between personal safety and duty to the Underland sets the

stage for difficult decisions, leaving Gregor grappling with his responsibilities as both a



warrior and a son.



Chapter 4

Gregor learns from Ripred that his bat, Ares, has contracted a deadly plague in the
Underland, likely transmitted by mites in the Waterway. Despite initial shock and
despair, Gregor clings to hope, reassured by Ripred that Ares is strong and may
survive with Regalia’s medicines. Ripred reveals that Gregor and his sister, Boots,
must return to the Underland to initiate a search for the cure, as the crawlers demand
Boots’ presence. The conversation ends with Ripred’s ominous warning that rats will
forcibly escort them if they don’t comply, leaving Gregor and his father anxious about

breaking the news to his mother.

Upon returning home, Gregor struggles to find the right moment to explain the
situation to his mother, who is exhausted from work but enjoying a rare family dinner
with Mrs. Cormaci. The cheerful atmosphere contrasts with Gregor’s inner turmoil as
he agonizes over the impending Underland journey. His attempts to hint at Mrs.
Cormaci’s departure fail, delaying the difficult conversation. When he finally reveals
the truth to his mother, her reaction is immediate and fierce—she adamantly refuses

to let Gregor and Boots return, traumatized by past ordeals in the Underland.

Gregor’s father attempts to mediate, appealing to their moral obligation to help the
Underlanders who once saved their family. However, his mother remains unmoved,
prioritizing her children’s safety over the plight of the Underland. The tension escalates
when strange scratching sounds emerge from the walls, suggesting the presence of
rats—a threat that blurs the line between the ordinary and the supernatural. Gregor’s
mother grows increasingly alarmed, realizing the rats may be a direct message from

the Underland, forcing her to confront the inevitability of the situation.

The chapter ends on a cliffhanger as the scratching intensifies, implying that the
Underland’s demands cannot be ignored. Gregor’s family is caught between fear and

duty, with his mother’s resolve tested by the unseen forces encroaching on their



home. The looming midnight deadline and the rats’ presence underscore the urgency
of their decision, leaving the reader anticipating the next steps in Gregor’s perilous

journey.



Chapter 5

The chapter opens with Gregor’s family in a state of panic after a terrifying encounter
with rats outside their apartment. Huddled in the lobby, they are visibly shaken: Lizzie
hyperventilates, Boots clings to their mother, and their father supports their
grandmother, who covers her ears. Gregor, braced against the door, fears the rats will
break through. The tension escalates when a rat’s paw bursts through the wall,
prompting Gregor’s mother to relent, shouting, “They can go!” The rats immediately

retreat, leaving an eerie silence as the family processes the threat.

Back in their apartment, the family debates who will accompany Gregor to the
Underland. Gregor’s mother insists on going, despite his preference for his father,
fearing her presence might undermine his warrior identity. Lizzie, recovering from a
panic attack, pleads for her mother to stay but eventually accepts the plan. The family
discusses moving to Virginia for safety, offering Lizzie hope. Gregor, feeling guilty for
his selfish concerns, shifts focus to preparing for the journey, gathering flashlights and

batteries while his father pries open the laundry room grate.

Gregor’s grandmother, aware of the prophecy, reassures him that he must fulfill his
destiny. The family proceeds to the laundry room, where a striped bat named Nike
awaits to guide them. Boots, unafraid, greets the bat with excitement, while the others
are more hesitant. Nike explains they must jump into the mist, promising safety.
Gregor, holding Boots, prepares to descend first, demonstrating the way for his

mother, who remains uncertain but determined to follow.

The chapter captures the family’s emotional turmoil and resilience as they face
another perilous journey to the Underland. Gregor’s internal conflict—balancing his
role as a warrior with familial responsibilities—adds depth to the narrative. The arrival
of Nike and the family’s tentative trust in the unknown highlight their courage and

unity. The chapter ends on a cliffhanger, with Gregor and Boots poised to leap,



symbolizing their leap of faith into the uncertain dangers below.



Chapter 6

In Chapter 6, Gregor, his mother, and his sister Boots descend into the Underland on
the back of Nike, a cheerful bat who reveals herself to be a princess. Despite his
mother’s initial reluctance, Nike’s friendly demeanor and compliments about Gregor’s
heroic status unsettle her. The journey through the misty stone tube is both eerie and
mesmerizing, with Boots delighting in the ride. Upon arrival in Regalia, the grandeur of
the stone city briefly impresses even Gregor’s skeptical mother, setting the stage for

their meeting with Vikus.

Vikus greets them warmly but appears worn down by the recent tragedies, including
Luxa’s disappearance. He expresses deep gratitude to Gregor’s mother, addressing
her as “Mother of Our Light,” though she remains guarded. The urgency of their
mission becomes clear when Vikus explains that everyone, including Gregor’s family,
must be tested for the deadly plague. Gregor recalls his close contact with Ares, the
bat who may have carried the disease, and realizes he could have been exposed

through open wounds.

The group is taken to Dr. Neveeve, a skittish but skilled physician, who tests their
blood for the plague. While Gregor’s mother and Boots are cleared immediately,
Gregor’s results cause tension as Neveeve scrutinizes his slide. Relief follows when he
is declared plague-free, but the threat remains palpable. The doctor then checks them
for fleas, which Vikus explains are carriers of the disease, underscoring the

Underland’s desperate measures to contain the outbreak.

Despite the all-clear, the chapter ends on a note of unease as Vikus invites the family
to rest before the impending meeting. Gregor’s mother remains protective, her anxiety
mirroring the Underland’s collective fear of the plague. The chapter highlights the
precarious balance between hope and dread, as Gregor’s family navigates the dangers

of a world where even a simple flea could spell disaster.



Chapter 7

Gregor is overwhelmed with nausea after witnessing the horrific condition of his bat,
Ares, who is suffering from a deadly plague. Ares lies severely ill, with burst purple
bumps oozing pus and blood, his tongue coated white, and his breathing labored. A
sympathetic woman named Susannah comforts Gregor and leads him to a bathroom,
where he vomits repeatedly. She reassures him that his reaction is normal, explaining
that even seasoned soldiers struggle with the sight of plague victims. Gregor,
embarrassed, worries about Ares seeing his distress, but Susannah assures him the

bat was asleep.

Susannah reveals her identity as Howard’s mother and a visitor from the Fount. Gregor
recalls her son, Howard, who accompanied him on a previous quest. As they talk,
Susannah tearfully discloses that Howard and his bat, Andromeda, have also
contracted the plague, though their symptoms are less advanced. Gregor reflects on
his own luck at being uninfected, speculating that his Overlander immunity or
vaccinations might have protected him. He expresses disbelief, given his close contact

with Ares, and Susannah suggests his immunity may be unique.

Gregor gathers his composure and asks to see Howard and Ares again, promising not
to vomit. Susannah takes him back to the glass-walled corridor, where he bravely
faces Ares’s suffering. The bat briefly regains consciousness, and they share a silent
moment of solidarity. Susannah then leads Gregor to Howard and Andromeda, who are
playing chess and appear less severely affected. Howard is visibly relieved to see
Gregor, asking about Boots. Their reunion is cut short when Neveeve, the dedicated

plague doctor, enters to administer treatment.

As Gregor leaves, he encounters Mareth, another familiar face, alive and well in the
hospital. The chapter ends with Gregor’s relief at seeing Mareth, hinting at the

emotional toll of the plague and the resilience of those fighting it. The interactions



highlight the bonds between characters and the looming threat of the plague, while

also underscoring Gregor’s growth in facing adversity with courage and empathy.



Chapter 8

Gregor reunites with Vikus, his mother, and Boots outside the palace, conflicted about
whether the cure for the plague requires a dangerous quest or can be found in a lab.
He avoids revealing his encounter with Ares by claiming he was sick, prompting his
mother to fuss over him. Vikus escorts them to an arena for a crucial meeting, where
Gregor notices the tense segregation between bats, rats, and cockroaches, each group
keeping to themselves. The arena’s layout and the creatures’ behavior remind Gregor

of a competitive sports event, setting the stage for a high-stakes discussion.

Boots immediately bonds with Temp, the cockroach who saved her life, while Gregor
struggles to reassure his wary mother about the giant insects. The roaches,
intimidated by his mother’s reputation as a "Most Fearsome Swatter," bow
respectfully, but she insists on being called Grace. Meanwhile, Gregor confronts
Ripred, the rat, who dismisses the idea of a prolonged quest and claims Gregor’s
presence at the meeting fulfills the prophecy’s requirements. Ripred’s sarcastic tone

and impatience hint at underlying tensions among the creatures.

The meeting stalls as Vikus questions the absence of the nibblers, a group of rats
affected by the plague. Lapblood and Mange, two other rats, openly refuse to
cooperate, revealing their disdain for the nibblers and their resentment toward
Ripred’s authority. The rats’ hostility and the flea powder incident underscore the
fragile alliances and deep-seated animosities among the species. Ripred’s restrained

reaction suggests a brewing conflict, leaving the meeting’s outcome uncertain.

Throughout the chapter, Gregor navigates his dual roles as a warrior and a son,
balancing his mother’s protectiveness with the Underland’s demands. The interactions
between the species highlight the challenges of unity, while Boots’ innocence
contrasts with the adults’ prejudices. The chapter ends on a tense note, foreshadowing

further discord and the difficult journey ahead to find the cure.



Chapter 9

The chapter opens with the dramatic death of Icarus, a bat whose fatal fall leaves the
group in shock. Gregor witnesses the gruesome scene as his mother stands frozen in
terror, clutching Boots. When Solovet orders the bat’s body to be torched, Ripred’s
frantic warnings go unheeded, revealing a swarm of deadly fleas escaping the flames.
Chaos ensues as everyone scrambles to flee, with Gregor pulling his mother and Boots
onto Queen Athena’s back to escape the infestation. The group retreats to the royal
box, where Neveeve, the doctor, distributes flea powder to prevent further

contamination.

As the group recovers, Neveeve instructs everyone to spread out and thoroughly apply
the flea powder. Gregor distracts Boots with alphabet games while ensuring she’s fully
covered. The tension remains high as Solovet orders the arena and tunnels to be
disinfected to prevent the fleas from spreading. Neveeve reassures the group that the
poison coating on the rats and roaches protects them, but insists everyone must be
examined for bites upon returning to Regalia. Gregor’'s mother, however, vehemently

refuses to go back, demanding to return home immediately.

A conflict arises when Vikus and Solovet clash over whether Gregor’s family should be
allowed to leave. Vikus insists they were brought under false pretenses—Ripred had
lied about their brief involvement—while Solovet argues their presence is essential for
the quest to find the cure. Gregor, torn by loyalty to Ares, proposes a compromise: his
mother and Boots would return home while he stays to help. Vikus supports the idea,

but Solovet remains skeptical, and Gregor’s mother refuses to abandon him.

The chapter ends with unresolved tension as Gregor’s mother rejects the compromise,
unwilling to leave him behind. The power struggle between Vikus and Solovet
highlights the moral dilemma of forcing the Overlanders to stay versus respecting their

autonomy. Gregor’s internal conflict mirrors the larger ethical questions, leaving the



reader uncertain about the family’s fate and the impending quest for the cure.



Chapter 10

The chapter begins with a tense moment as Gregor’s mother discovers she has been
bitten, likely by a plague-carrying flea. The group reacts with shock, and Vikus and
Solovet explain that she must be quarantined to prevent the plague from spreading to
the Overland. Gregor struggles to process the situation, clinging to his mother’s hand
before she is taken away on Nike's back. The urgency of the plague is emphasized,
and Gregor realizes the prophecy is unfolding, forcing him and Boots into a dangerous

quest to find the cure.

Gregor and the others undergo rigorous inspections for flea bites, highlighting the
Underlanders’ fear of the plague. Boots remains oblivious, giggling during the
examination, while Gregor grapples with the weight of responsibility. He reflects on
how the prophecy has ensnared his family, particularly his mother, whose infection
seems orchestrated to ensure his participation in the quest. Exhausted and resentful,
Gregor feels trapped by the Underland’s demands and the suffering it brings to his

family.

After being cleared of bites, Gregor and Boots are given new clothes and reunited with
Dulcet, their former nanny. Dulcet offers comfort, but Gregor internally battles guilt
and fear over his mother’s fate. He worries about her survival and blames himself for
her predicament. Meanwhile, Neveeve, the doctor, agrees to show Gregor his
quarantined mother, who is sedated and isolated. Seeing her vulnerable state, Gregor

fears it may be their last meeting, fueling his determination to find a cure.

Neveeve takes Gregor to her laboratory to share her knowledge of the plague. Along
the way, they discuss Ares’s isolation and illness, revealing Neveeve’s uncommon
sympathy for the outcast bat. Gregor appreciates her compassion, as Ares’s suffering
mirrors his own feelings of helplessness. The chapter ends with Gregor preparing to

learn more about the plague, driven by desperation to save his mother and fulfill the



prophecy’s demands, even as he resents the burden placed upon him.



Chapter 11

Gregor struggles to decipher "The Prophecy of Blood," a cryptic and backward
inscription on the stone floor, using a small mirror. Despite memorizing its content,
Vikus and Queen Nerissa insist he study the original for hidden clues. The prophecy's
tiny, ornate letters and awkward placement make it nearly illegible, frustrating Gregor.
He questions why the ancient seer Sandwich made it so difficult, to which Nerissa
suggests the prophecy’s meaning is intentionally obscure, mirroring its physical form.
The repeating stanza, with its enigmatic lines about turning and entwined remedies,

hints that their current understanding may be fundamentally flawed.

Gregor analyzes the prophecy’s stanzas, finding most straightforward except for the
recurring verse, which implies deeper misdirection. Vikus encourages Gregor to
interpret it himself, leading Gregor to conclude that their assumptions about the quest
are incorrect. Despite this uncertainty, Vikus argues they must proceed to the
Vineyard of Eyes to find a cure for the plague, as inaction is not an option. Gregor
hopes Vikus will join the mission, but learns Solovet and Ripred will accompany him

instead, bolstering his confidence in their chances of survival.

The group transitions to a council meeting where Vikus outlines the quest’s
participants, including Gregor, Boots, Solovet, Ripred, and the roach Temp. The rats
mock Temp, prompting Gregor to defend him with a sharp retort, earning Ripred’s
amusement. However, the rats hesitate to commit until their demands—access to
fishing grounds and flea powder—are met. The humans’ silence on the powder
frustrates Gregor, who recalls the plague’s horrors and fears the mission may collapse

over this refusal.

Tensions rise as the rats insist on the flea powder as a non-negotiable condition, while
the humans remain reluctant. Gregor, horrified by the potential failure of the quest,

impulsively interrupts the negotiations. The chapter ends on a cliffhanger,



emphasizing the fragile alliance between species and the high stakes of their journey.
The interplay of prophecy, politics, and personal loyalty underscores the challenges

ahead.



Chapter 12

The chapter opens with a tense debate among humans and rats over whether to
provide flea powder to the rats as part of their alliance against the plague. Gregor
observes the humans' deep-seated hatred for the rats, as some even prefer death over
aiding them. Despite the emotional conflict, the humans reluctantly agree, highlighting
the fragile nature of their alliance. The scene underscores the deep divisions between

the species, even in the face of a common threat.

The focus shifts to planning the journey to the Vineyard of Eyes, marked by the
unveiling of a detailed Underland map. Gregor notices the "occupied" territory, a river
formerly controlled by rats but now held by humans, which Ripred had accused them
of seizing to starve the rats. Solovet identifies the Vineyard's approximate location
deep in the jungle, near the Firelands, but warns of the cutters—hostile ants—blocking
eastern entry. The discussion reveals the logistical challenges and dangers of the

quest.

Nerissa surprises the group by announcing she has arranged a guide through a vision,
though her credibility is questioned, especially by the mocking rats. Despite
skepticism, Gregor publicly supports her, demonstrating loyalty and gratitude for her
past help. The rats depart immediately to meet the guide at the Arch of Tantalus, while
Gregor prepares for the journey, writing a heartfelt but brief letter to his mother,

expressing his determination to find the cure for the plague.

Gregor's interaction with Mareth, a wounded soldier, adds emotional depth to the
chapter. Mareth, still recovering from losing his leg, brings Gregor supplies for the
quest, showing his dedication despite his injuries. Gregor reflects on Mareth's past
strength and uncertain future, deepening the theme of sacrifice. The chapter closes
with Gregor preparing for the perilous journey, surrounded by allies whose trust and

motives remain complex and uncertain.



Chapter 13

The chapter opens with Gregor and his companions encountering a massive, iridescent
lizard in the jungle. Boots, Gregor’s young sister, fearlessly confronts the creature after
it swallows her ball, while Temp, the cockroach, attempts to intervene but gets tangled
in vines. The lizard reacts by hissing and expanding a colorful ruff, mirroring Boots’
own startled pose. Just as the situation escalates, a mysterious Underlander named
Hamnet slides down the lizard’s tail, diffusing the tension with laughter. He retrieves
Boots’ ball and engages her in playful conversation, revealing the lizard, Frill, as his

companion.

Hamnet's arrival triggers a sense of déja vu for Gregor, who notices striking similarities
between Hamnet and Luxa, a character from their past. The rest of the party,
particularly Vikus and Solovet, react with shock and emotion, hinting at a deeper
connection. Hamnet's calm demeanor and unusual attire—made of reptile skin—set
him apart from other Underlanders. Meanwhile, Boots and Temp resume their playful
antics, seemingly unfazed by the encounter, while Gregor remains puzzled by

Hamnet’s identity and purpose in the jungle.

The scene takes another twist when Hamnet introduces his son, Hazard, a boy with a
unique appearance blending Overlander and Underlander traits. Ripred, the rat,
sarcastically remarks on Hamnet's unexpected survival and fatherhood, dubbing
Hazard a “Halflander.” Vikus, visibly emotional, approaches Hazard and reveals
himself as the boy’s grandfather, a revelation that surprises Hazard and adds to the
mystery surrounding Hamnet’s past. The boy’s mixed heritage and unfamiliarity with

Regalia further deepen the intrigue.

Gregor reflects on the situation, questioning why Hamnet’s existence was kept secret
and whether he was banished for unknown reasons. The chapter ends with Vikus

overcome by emotion, leaving Gregor and the readers to ponder the unresolved



tensions and hidden histories within the group. The encounter with Hamnet and
Hazard sets the stage for future revelations, blending curiosity, familial drama, and the

ongoing adventure in the Underland.



Chapter 14

As Gregor hesitates about venturing into the deadly jungle, Hamnet prepares the
group for the journey. The Regalians provide glass lanterns with oil to minimize fire
risks, replacing traditional torches. Gregor’s flashlight dies, but he discovers an eerie
glow emanating from the jungle floor, revealing narrow streams with volcanic-like
flashes of light. Ripred warns him to avoid the streams, which are both tainted and
inhabited by dangerous creatures. Gregor quickly relays the danger to Temp and
Boots, though Boots initially misunderstands and tries to approach the water, forcing

Gregor to intervene.

The group organizes their supplies, with Gregor carrying first aid kits and fuel while the
rats haul food packs. Nike, the bat, plans to navigate the dense foliage by flying above
the vines when possible. Gregor decides to walk rather than burden Nike with carrying
him and Boots, opting to distribute their gear carefully. He equips himself with a

lantern, flashlight, and a sword left by Solovet, though he struggles to position it

correctly. Hamnet observes Gregor’s inexperience, leading to a tense exchange where
Gregor reveals his age and motivations for the journey, emphasizing his desire to save

his plague-stricken mother.

The interaction with Hamnet highlights Gregor’s vulnerability and determination.
Hamnet’'s skepticism shifts to a somber realization of Gregor’s youth and Solovet’s
influence. Gregor, though defensive, manages to defuse the tension, recognizing the
importance of unity in the dangerous jungle. The chapter underscores Gregor’s
growing responsibilities as a protector, both for Boots and the group, while navigating

unfamiliar threats like the luminous streams and hostile flora.

The chapter concludes with Frill, a massive creature, joining the group. Initially
perceived as towering, her true size is revealed to be slightly shorter than Gregor,

though still imposing. Her appearance marks the final preparation before the group



sets off into the perilous jungle, emphasizing the unknown dangers ahead and the
fragile alliances within the team. The scene sets the stage for the challenges to come,

blending tension, curiosity, and the looming threat of the jungle’s mysteries.



Chapter 15

The chapter opens with Gregor and his group encountering a deadly swarm of poison
arrow frogs. When a small lizard touches one and instantly dies, Gregor panics,
realizing the danger to his young sister, Boots, who is fascinated by the colorful frogs.
Despite his frantic warnings, Boots remains oblivious, mimicking the frogs' movements
and even bouncing among them. The tension escalates as the frogs begin to spread,
forcing the group to scatter in a chaotic retreat. Gregor’s protective instincts kick in,
but the situation spirals out of control when a frog leaps toward Boots, only to be

intercepted by Lapblood and Gregor’s swift, instinctive sword strike.

Gregor grapples with the aftermath of his uncontrolled "rager" abilities, which allow
him to act with lethal precision in moments of danger. Disturbed by his lack of control,
he confides in Ripred, who reassures him that mastering these instincts takes time and
experience. Ripred shares his own struggles as a rager, but Gregor feels overwhelmed
by the prospect of years of uncertainty. The conversation highlights Gregor’s internal
conflict—he views his abilities as a curse rather than a gift, fearing the unpredictability
of his actions. Ripred’s uncharacteristic patience underscores the gravity of Gregor’s

struggle.

The group reunites after the frog incident, and Gregor feels self-conscious, especially
under Hamnet's scrutiny. Ripred defends Gregor’s actions, acknowledging his lack of
control, though Hamnet remains uneasy. Boots, unharmed and still excited, continues
to mimic the frogs, oblivious to the danger she narrowly escaped. Gregor’s guilt and
anxiety linger, compounded by his inability to properly thank Lapblood for saving
Boots due to the rats’ hostility. The chapter underscores the group’s fragile dynamics

and the constant threats they face in their perilous environment.

The chapter concludes with Gregor reflecting on Ripred’s unexpected kindness,

contrasting it with the rat’s usual abrasive demeanor. This moment of vulnerability



reveals Ripred’s deeper understanding of Gregor’s struggles, offering a rare glimpse of
camaraderie. However, Gregor’s frustration and fear about his rager state remain
unresolved, leaving him feeling isolated despite the group’s support. The encounter
with the frogs serves as a stark reminder of the dangers lurking in their world and the

personal challenges Gregor must confront to protect those he loves.



Chapter 16

Gregor struggles with guilt after recalling his insensitive remark about rats not caring
for their pups, overhearing Lapblood and Mange’s grief over losing two of their own.
Determined to make amends, he publicly thanks Lapblood for saving Boots and
apologizes for his earlier comment, though the rats remain silent in response. The
group continues their journey through the jungle, with Gregor tending to Boots’
hygiene and longing for a chance to wash off the heat and grime. Despite the
discomfort, he focuses on keeping Boots entertained, aided by Frill, who carries her

and the others.

The children, including Boots and Hazard, engage in a playful language lesson with
Temp, learning Cockroach through clicks and English. Boots proves to be a quick
learner, while Temp’s patience shines as a teacher. By lunchtime, the trio effortlessly
mixes both languages, showcasing their adaptability. Meanwhile, Gregor’s hunger
grows unbearable, but a discovery of bubble gum offers temporary relief. He shares it
with Hamnet and the rats, who react with confusion and amusement, struggling to

understand the concept of chewing without swallowing.

Gregor’s physical exhaustion worsens as the journey progresses, his hunger and the
oppressive heat sapping his energy. Hamnet notices his struggle and takes over
carrying the heavy pack, offering much-needed support. Their conversation shifts to
Gregor’s controversial decision to spare the Bane, with Hamnet praising the choice for
fostering cooperation with the rats, despite its unpopularity among Regalians. Ripred’s
sarcastic interjections lighten the mood, though Gregor remains wary of the rat’s

unpredictable nature.

The chapter highlights themes of redemption, camaraderie, and resilience. Gregor’s
apology and Hamnet's approval provide emotional relief, while the group’s shared

experiences—like the bubble gum and language lessons—forge bonds amidst



adversity. The physical challenges of the journey underscore their determination, with
Gregor’s exhaustion mirroring the broader struggles of their mission. The interplay
between humor and hardship keeps the tone balanced, reflecting the characters’

ability to persevere through both conflict and fleeting moments of levity.



Chapter 17

The chapter begins with Lapblood and Gregor being attacked by carnivorous plants in
the jungle. Lapblood attempts to free Mange from a pod but is ensnared by vines,
triggering a violent reaction from the surrounding flora. Gregor, unable to summon his
rager abilities, is also captured and nearly suffocated by a tightening vine. As he is
dragged toward a pod’s slimy interior, his bubble gum accidentally lands inside,
causing a chemical reaction that loosens the vine's grip. Lapblood follows his lead,

spitting her gum into another pod, temporarily disabling both plants.

Despite their quick thinking, the group remains in grave danger as more pods turn
toward them. Gregor and Lapblood scream for help, and Nike arrives, valiantly fighting
the plants but is soon overwhelmed. Just as hope seems lost, Ripred appears,
shredding the vines with his spinning attack and saving them. Hamnet arrives shortly
after, rushing Gregor and the others back to camp for treatment. Gregor’s boots are
damaged by the pod’s acidic ooze, and Nike suffers a broken claw bone, highlighting

the severity of their ordeal.

Ripred’s fury erupts as he confronts the group for their recklessness, blaming them for
nearly getting everyone killed. He reveals that Mange is dead, and Lapblood, in grief,
tries to return to the plants until Ripred forcibly restrains her. Hamnet intervenes,
tending to their injuries while Ripred continues to berate them for ignoring warnings
about the jungle’s dangers. The tension underscores the group’s precarious situation

and the consequences of their impulsive actions.

The chapter ends on a dire note as Hazard accidentally empties the last water bag,
leaving the group without a vital resource. Hamnet’s reaction reveals the gravity of
their predicament, as water is essential for survival in the harsh environment. The loss
amplifies the stakes, leaving the characters—and readers—aware of how quickly their

fortunes can turn in the Underland. The chapter emphasizes themes of survival,



consequences, and the fragile balance between life and death in their quest.



Chapter 18

The chapter opens with the group facing a critical shortage of water after Nike loses
their supply while aiding others. Hamnet warns they won’t survive long without it, but
Gregor offers a quart of glacier water from his backpack, which Hamnet prioritizes for
the vulnerable pups, Boots and Hazard. The group’s dire situation is compounded by
the lack of food, though Gregor mentions edible fruit spotted earlier. Ripred’s sarcastic
remark underscores their desperation, while Hamnet praises Gregor’s foresight in
packing the water, revealing Mareth’s role in its inclusion. A brief exchange about

Mareth hints at Hamnet's past connections and unresolved guilt.

As the group prepares to move, Hamnet tends to the injured, including Nike, who
refuses pain medicine to keep her mind clear. Despite her injuries, Nike remains
cheerful, alleviating Gregor’s guilt. Boots and Hazard are settled on Frill and Temp for
the journey, while Hamnet gives Gregor his reptile-skin shoes to protect his acid-
burned feet. Lapblood, grieving the loss of Mange and possibly her pups, moves
mechanically, her silence reflecting profound sorrow. Gregor recognizes her trauma,

recalling his own past shock, and chooses not to press her further.

The trek through dense foliage becomes increasingly painful for Gregor, whose injured
toes ache fiercely. The absence of water amplifies his thirst, a stark contrast to the
Underland’s usual abundance. After hours of walking, Boots and Hazard wake, with
Boots demanding water incessantly. Despite Hamnet’s careful rationing, Boots drinks
greedily and becomes inconsolable when denied more, exhausting the group’s
patience. Gregor’s frustration peaks when he snaps at her, worsening the situation

until Hamnet relents with a small additional sip, finally calming her.

The chapter closes with Gregor enduring excruciating pain in his wounded toes,
aggravated by roots and sweat. Ripred’s taunting voice hints at unresolved tension,

leaving Gregor’s physical and emotional strain unresolved. The group’s survival hinges



on reaching water, but their physical and mental limits are tested by thirst, injury, and
grief. The chapter underscores their resilience amid adversity, while foreshadowing

further challenges ahead.



Chapter 19

The chapter opens with a tense confrontation between Gregor and Luxa in the jungle,
where Luxa accuses Gregor of aligning with rats, particularly the Bane, whom he
spared. Gregor defends his actions, citing Nerissa’s approval, but Luxa remains
skeptical. Ripred interrupts, revealing their desperate quest for a cure to a deadly
plague, which Luxa claims not to know about. The situation escalates as Hamnet
arrives, mistaking Luxa for his sister Judith, and chastises her for her inaction. The
group’s immediate danger—quicksand—takes center stage as Gregor and Ripred

struggle to survive, with Hamnet and Nike orchestrating a risky rescue.

The rescue effort becomes increasingly dire as Lapblood, a rat companion, nearly
succumbs to the quicksand. Despite repeated attempts to save her, Lapblood initially
refuses help, overwhelmed by her suffering and loss. Gregor’'s mention of her pups,
Sixclaw and Flyfur, reignites her will to live, and with collective effort, she is pulled to
safety. The emotional weight of the scene underscores the toll of their journey, as
Lapblood’s despair contrasts with the group’s determination to persevere. The
dynamics between characters—particularly Hamnet’'s anger and Luxa’s

hesitation—add layers of tension.

After escaping the quicksand, the group reaches a life-saving water source, where they
drink and recover. Luxa and her mice companions are absent, leaving the others to
tend to their wounds and hydrate. Gregor checks on his sister, Boots, who is weak but
alive, while Hamnet and Ripred oversee the group’s recovery. The physical and
emotional exhaustion is palpable, but moments of relief, like Gregor’'s immersion in the
pool, provide a brief respite. The chapter highlights the fragility of their survival and

the bonds forming among the characters.

The chapter closes with Gregor cleansing himself in the pool, shedding the sand and

dead skin that symbolize the ordeal they’'ve endured. His meticulous care for his



injuries reflects the broader theme of renewal amid adversity. Meanwhile, Hamnet’'s
resilience and Ripred’s gruff leadership underscore the group’s reliance on one
another. The unresolved tension with Luxa and the looming threat of the plague hint at

future conflicts, leaving the reader eager for the next chapter’s developments.



Chapter 20

The chapter begins with Boots, rejuvenated after a restful night, eagerly demanding
breakfast. Hamnet and Ripred return with an abundance of food, including fish, plums,
and mushrooms. Hamnet prepares a meal over a small fire, reassuring Gregor about
the safety of their jungle surroundings. The group enjoys a hearty breakfast, except for
Lapblood, who remains asleep. Boots’ playful energy leads Gregor to entertain herin a
nearby pool, while Hamnet tends to Gregor’s healing feet and Nike’s injured leg,

emphasizing the need for rest and care.

Tensions arise when Hamnet discovers the painkiller medicine is missing. Suspicion
falls on Gregor, but Ripred confirms his innocence by checking his breath for traces of
the medicine. The group is left puzzled about the disappearance until Boots’ ball leads
Gregor into the jungle, where he unexpectedly encounters Luxa. She reveals she took
the medicine for her injured bat, Aurora, whom she couldn’t leave behind. Luxa admits
her initial distrust of Gregor, believing he had allied with the rats, but Gregor dismisses

her suspicions as absurd.

Gregor learns more about Luxa’s struggles, including her scar from a rat attack and
her loyalty to Aurora, who is severely injured with a dislocated wing. Despite her
reluctance to seek help from Hamnet, Gregor persuades her to let him assist. They
return to the group, and Hamnet agrees to examine Aurora, though he warns that the
injury may have lasting effects due to its prolonged neglect. The chapter highlights the
growing trust between Gregor and Luxa, as well as the challenges they face in the

jungle.

The final scene focuses on Hamnet's attempt to treat Aurora’s wing, which causes the
bat significant pain. Luxa’s concern for her bond is evident as she comforts Aurora
during the procedure. Hamnet instructs Gregor to hold Aurora steady, underscoring

the gravity of the situation. The chapter ends on a tense note, leaving the outcome of



Aurora’s treatment uncertain while emphasizing the bonds of loyalty and the harsh

realities of survival in the Underland.



Chapter 21

The chapter begins with Gregor and his companions struggling through a dense jungle,
following a narrow path worn by mice. The thick vines make progress difficult, forcing
them to separate the foliage by hand. To prevent anyone from getting lost, Hamnet
assigns each member a number, and they periodically sound off. Boots enthusiastically
participates, while Temp, the cockroach, struggles with the concept. Gregor remains
vigilant, ensuring Temp and Boots stay close. The group’s dynamic is lightened by
Boots’ playful attempts to help Temp remember his number, showcasing their

camaraderie amidst the challenging environment.

As the journey continues, Gregor and Luxa reconnect, discussing recent events. Luxa
inquires about Hazard, Hamnet's son, who is revealed to be her cousin. Gregor
explains Hazard’s Overlander heritage, which puzzles Luxa due to his green eyes.
Their conversation shifts to Nerissa, the current queen, and Luxa expresses pride in
her despite others’ dismissive attitudes. Gregor recounts his decision to spare the
Bane and Nerissa’s role in deciphering the prophecy, which saved his life. He then
shares updates about the plague and their quest for a cure, prompting Luxa to recount
her own harrowing escape from the sea serpents and the rats, which led her to the

jungle.

The group eventually emerges from the jungle into the Vineyard of Eyes, a stunning
yet ominous valley filled with vibrant blossoms and a sweet scent. Despite its beauty,
the Vineyard is revealed to be a deadly trap, with the path itself designed to lure
travelers. Ripred reassures Gregor that survival is possible, citing historical records.
Hamnet advises strict precautions: staying close, avoiding contact with plants, and
never leaving the path. Gregor warns Boots using a fairy tale analogy, though her
curiosity remains undimmed. The group proceeds cautiously, with Frill and Hamnet

leading the way, while the eerie silence of the Vineyard heightens the tension.



As they walk, Gregor notices blinking eyes among the vines, realizing the Vineyard is
alive and watching them. The chapter ends on a suspenseful note, emphasizing the
danger lurking beneath the valley’s beauty. The group’s unity and determination are
tested as they navigate this treacherous environment, with Gregor acutely aware of
the threat to Boots. The Vineyard’s unnatural quiet and the presence of unseen

observers create an atmosphere of dread, setting the stage for the challenges ahead.



Chapter 22

The chapter begins with the group’s excitement upon discovering the starshade, a
plant believed to hold the cure for the plague affecting the Underland. Gregor is
overjoyed, recognizing the plant from a book and confirming its identity by its lemony
scent. Despite their eagerness to collect it immediately, Hamnet insists they rest first,
emphasizing the need for caution. Gregor, comforted by the leaf’'s aroma, falls asleep,

hopeful that the cure will save his mother, Ares, and others.

The next morning, Hamnet reveals the final leg of their journey will be perilous,
requiring a carefully planned formation for survival. Ripred and Hamnet organize the
group, assigning specific roles to each member, including Luxa, who reluctantly rides
Lapblood. Boots, curious and playful, interacts with Ripred, prompting a warning about
the dangers of trusting rats. Gregor reflects on the cycle of fear between humans and

rats but remains silent, focusing on the immediate task.

As they set off, the group encounters a beautiful yet treacherous corridor filled with
enchanting silver flowers. The flowers emit a euphoric scent that clouds their
judgment, making them laugh and lose focus. Hamnet shouts for them to run, but the
vines begin attacking, attempting to drag them away. Gregor, disoriented and
laughing uncontrollably, falls off Ripred and is nearly ensnared before being rescued.
The group eventually reaches the starshade field, where the plant’s scent helps clear

their minds.

In the aftermath, Hamnet explains the flowers’ deceptive nature, revealing their
deadly intent. The group, now recovering, prepares to harvest the starshade, with
Hazard eager to assist. Gregor and the others reflect on the close call, realizing the
importance of following Hamnet and Ripred’s guidance. The chapter ends with a sense
of accomplishment but also a reminder of the dangers still lurking in their quest to

save the Underland.



Chapter 23

The chapter opens with Ripred swiftly taking charge as an army of giant ants
approaches, threatening to destroy the starshade plants essential for a cure. He orders
Aurora to evacuate the younger children, including Boots and Hazard, while Gregor
protests. Luxa insists on staying with her bond, Aurora, but Ripred convinces her to
join the battle on Nike’s back. Gregor and Luxa prepare for combat by taping
flashlights to their arms for visibility. Ripred organizes the group into a defensive
formation, urging them to protect the starshade at all costs, even as Hamnet hesitates

before reluctantly joining the fight.

The battle begins as the ants, organized and relentless, advance toward the group.
Ripred instructs Gregor to channel his rage, emphasizing the life-or-death stakes.
Gregor loses himself in the frenzy of combat, fighting desperately but gradually being
forced back by the overwhelming numbers. The ants systematically destroy the
starshade, reducing the field to ruins. Despite their efforts, the group is overpowered,
and the plants are obliterated, leaving Gregor in despair as he realizes the cure is lost.

Ripred drags him away from the chaos, acknowledging their defeat.

In the aftermath, the jungle finishes off the remaining ants, as the delirious effects of
the white blossoms cause the insects to turn on each other. The battlefield is littered
with destruction: the starshade dissolved into lilac goo, Frill’s lifeless body, and
Hamnet mortally wounded. Luxa rushes to her uncle’s side, while Gregor, covered in
wounds, surveys the devastation. The chapter underscores the futility of their struggle

and the heavy toll of the battle, both physically and emotionally.

The chapter concludes with Hamnet on the brink of death, his injuries severe. The
group is left to grapple with their loss—the starshade, their companions, and their
hope for a cure. The scene is one of profound grief and exhaustion, highlighting the

brutal consequences of their failed mission. The ants’ victory leaves the characters



broken, setting the stage for the emotional and strategic challenges to come.



Chapter 24

Gregor discovers Boots' lost mirror in the aftermath of a brutal battle, reflecting on
how fortunate she and Hazard were to avoid witnessing the carnage. He questions why
the ants destroyed the starshade, the supposed cure for the plague, and Ripred
explains that the ants view all warmbloods as enemies, especially after humans
encroached on their territory. The group realizes the ants' attack was strategic,
leveraging their collective mindset to eliminate the threat posed by the warmbloods.
Temp and Nike highlight the deep-seated resentment other creatures hold toward

warmbloods for their dominance and disrespect.

The group grapples with despair as they confront the destruction of the starshade,
seemingly dooming their quest. Luxa questions why the prophecy failed despite their
efforts, and Nike suggests they may have misunderstood its meaning. Temp cryptically
hints that the Vineyard of Eyes might not be the "cradle" referred to in the prophecy,
sparking a glimmer of hope. Ripred latches onto this idea, theorizing that Temp's role

in the prophecy was to reveal this critical misunderstanding.

Ripred urges the group to reconsider the prophecy's wording, particularly the line,

"You see the what but not the when." Each member offers interpretations: Lapblood
ties it to the ants' attack, Luxa to Ares' unexplained infection, and Gregor to his own
inexplicable immunity. Ripred narrows the focus to Ares' movements, suspecting he
contracted the plague elsewhere. Luxa recalls Ares' likely return to the Labyrinth, while

Gregor fixates on a mysterious pool of blood, sensing a breakthrough.

As the group pieces together clues, Gregor's memory triggers a realization about the
plague's true origin. The chapter ends on a cliffhanger, with Gregor on the verge of
uncovering a pivotal connection. The team's renewed determination contrasts with
their earlier despair, as they pivot from mourning the starshade's loss to pursuing a

new lead. Temp's overlooked wisdom proves vital, underscoring the theme of hidden



truths and the importance of questioning assumptions.



Chapter 25

In Chapter 25, tensions rise as Luxa and Ripred debate the existence of a cure for the
plague in Regalia. Luxa initially denies its existence but reluctantly promises to
prioritize the gnawers if it is found. Ripred urges her to return to Regalia to resolve the
crisis while he and Lapblood follow the ants’ trail. Gregor struggles with leaving
Hamnet and Frill’s bodies behind, but Ripred reassures him that the jungle will reclaim
them. The group departs on Nike, with Ripred acknowledging Temp’s potential role in
their survival and urging Gregor to spread the word to combat prejudice against the

crawlers.

The group arrives at the nibblers’ land, where Hazard anxiously awaits news of his
father and Frill. Luxa gently breaks the devastating news of their deaths, drawing
parallels to her own loss. Hazard, overwhelmed with grief, initially resists leaving the
jungle but eventually agrees to accompany Luxa to Regalia, where he will be cared for
by his grandfather, Vikus. Luxa offers him familial comfort, promising him a flier and a
new home, symbolizing hope amid tragedy. Meanwhile, Gregor reflects on the urgency

of returning to Regalia to secure the cure for his mother and friends.

Before departing, Luxa expresses gratitude to the mice for their kindness, offering her
crown as a token of future aid. The group prepares for the journey back, though the
bats are injured. Gregor’s impatience grows as he calculates the time lost traveling on
foot, emphasizing the urgency of their mission. Nike reveals her attempts to decipher
the prophecy, and Gregor questions whether their theory about humans causing the
plague will be believed. Nike warns that the revelation could deepen divisions, with

humans facing shame and their enemies seizing the opportunity to vilify them.

Gregor grapples with the unsettling realization that Underland humans may not be
morally superior to the rats, recalling past injustices like the council’s refusal of flea

powder. This challenges his perception of the humans as inherently good and the rats



as villains. The chapter ends with Boots and Temp’s lighthearted chatter, providing a
stark contrast to the heavy themes of loss, prejudice, and moral ambiguity. The
group’s return to Regalia carries both hope for a cure and dread of the impending

fallout from their discoveries.



Chapter 26

After a taxing council meeting, Luxa, Gregor, and their companions retreat to a nearby
chamber to rest. Luxa, visibly exhausted and emotionally drained, expresses her fears
about impending retaliations and the weight of their collective shame to Vikus, who
reassures her with a plan of reconciliation and learning from past mistakes. Nerissa,
Luxa’s cousin, lightens the mood by returning the crown, humorously acknowledging
the burdens of leadership. Meanwhile, Hazard, a young boy newly adopted by Luxa,
tentatively adjusts to his unfamiliar surroundings, and the group mourns the loss of

Hamnet, a fallen comrade.

Gregor and Luxa, accompanied by Vikus, visit the hospital to check on their friends
and family recovering from the plague. Gregor warns Luxa about the distressing
appearance of the patients, particularly Ares, whose severe condition initially shocks
her. Despite his own injuries, Gregor supports Luxa as they witness the slow but
steady recovery of Ares, Howard, Andromeda, and Gregor’s mother. Vikus provides
updates on the plague’s toll, revealing the devastating loss of lives in both Regalia and

the Fount, while emphasizing the newfound hope brought by the cure.

The chapter highlights the emotional and physical toll on the characters, as Luxa and
Gregor grapple with the aftermath of their struggles. Luxa’s vulnerability surfaces as
she clings to Gregor’s hand for comfort, while Gregor, though injured himself,
prioritizes her well-being. Their bond strengthens as they face the harrowing sight of
their loved ones in recovery, underscoring the theme of resilience amidst adversity.
Vikus’s leadership and optimism offer a counterbalance to their grief, as he focuses on

healing and unity.

The chapter concludes with Gregor receiving medical treatment for his extensive
wounds, including stitches and a dose of the plague cure as a precaution. Mareth,

keeping watch over Gregor, reveals the shocking discovery of thousands of unused



cure vials in Neveeve’s lab, hinting at deeper betrayals. Gregor’s brief moment of
humor about his mummy-like bandages contrasts with the gravity of the situation,

leaving readers with a sense of cautious hope as the characters begin their journey

toward recovery and reckoning.



Chapter 27

Gregor reacts with urgency upon learning his mother must remain in the Underland for
months to recover from the plague. Ignoring his own injuries, he attempts to confront
the hospital staff but is forcibly sedated after reopening his wounds. Upon waking,
Vikus explains the necessity of his mother’s extended stay: her illness poses a risk of
spreading the plague to the Overland, and she requires specialized care unavailable at
home. Though frustrated, Gregor reluctantly agrees, recognizing the gravity of the
situation and Vikus’s exhaustion from the ongoing political turmoil involving Solovet’s

controversial actions.

Vikus reveals the strained dynamics within his marriage, as Solovet faces
consequences for weaponizing the plague to dominate other species. Their ideological
clash highlights the moral complexities of power in the Underland. Meanwhile, Gregor
questions Nerissa about the prophecy’s true meaning—it wasn’t the plague itself but
the potential war over withholding the cure that threatened the warmbloods’ survival.
The quest, though perilous, averted conflict by exposing Neveeve’s deception and

ensuring the cure’s fair distribution.

Gregor’s restlessness grows during his recovery, and he finally visits his weakened
mother, who insists he return home with Boots despite her condition. Their emotional
exchange underscores her determination to protect her children from the Underland’s
dangers. Gregor reluctantly promises to obey, though it pains him to leave her behind.
The chapter closes with preparations for his departure, as allies gather to bid farewell,

hinting at future visits.

The chapter explores themes of sacrifice, familial duty, and the consequences of
power. Gregor’s struggle to balance his mother’s wishes with his own fears mirrors
Vikus’s internal conflict over Solovet’s actions. The resolution of the plague subplot

reinforces the importance of cooperation over domination, while Gregor’s impending



departure sets the stage for future challenges in bridging the two worlds.



