Lylleth says:

good morning

DM says:

hi

Lylleth says:

did you check your e-mail?

DM says:

was doing it...

DM says:

thats the ugliest dog i've ever seen

DM says:

think dan will make it

Lylleth says:

come on

Lylleth says:

she's the cutest dog!

Lylleth says:

she's a Bug

DM says:

little dogs arent my style... especially if they're smaller than most rats...  and if they are smashed nosed... thats worse

DM says:

and whats with those freekin eyes

Lylleth says:

Hyper little thing

Lylleth says:

the blue?

DM says:

yes

Lylleth says:

it was from the flash

DM says:

oh so she gets blue eyes not red eye

DM says:

no button for blue eye reduction

Lylleth says:

It's weird

Lylleth says:

one cat's not sure about her, and the other one hates her

DM says:

bet she doesnt like them either

Lylleth says:

she's curious about them

DM says:

my large dog would think shes a cat

DM says:

and eat her...

DM says:

my little dog is a cat though

Lylleth says:

dad's cat batted her on the top of the head

DM says:

that wont help teacher cats are friends

Lylleth says:

does it use a litter box?

DM says:

no... but it catches mice and brings them into the house

Lylleth says:

our one cat hisses and growls at her

Lylleth says:

where's Dan?

Lylleth says:

I'll brb

Lylleth says:

I'm back

Lylleth says:

still no Dan

DM says:

nope

Lylleth says:

that bum

DM says:

we play on...

Lylleth says:

ok

Lylleth says:

is Arthur going into the caverns with Mason and Gar?

DM says:

yes

Lylleth says:

so Lylleth and Kimmari are going to the upper level alone?

Lylleth says:

ouch

DM says:

i dont know is that your plan still

Lylleth says:

they better not get caught

DM says:

they are going on a scouting mission

Lylleth says:

yes

Lylleth says:

a diversion is a good idea

DM says:

but could mean the entire fort attacks gar, mason, art...

DM says:

I'd be more worried about them getting into a mass fight

Lylleth says:

depends on what kind of diversion they come up with

DM says:

brians arent party of that idea...

Lylleth says:

I haven't really thought of anything yet

Lylleth says:

Arthur's with them

DM says:

you could just stick together for a while see wahts down there and then decide if a diversion is possible

Lylleth says:

he's not a complete moron

Lylleth says:

we do always get in trouble when we split up

Lylleth says:

of course we always get in trouble when we stay together..

DM says:

you managed to get on the citadel without notice...

Lylleth says:

if they find us now it was all for nothing

DM says:

not if the right people find you....  then you can win the battle kill the lords and take the jewel

Lylleth says:

But the right people aren't in the lower caverns - most likely

DM says:

true but someoone who knows exactly where they are might be...

Lylleth says:

I can only cast 4 improved invis. Does Kimmari have anything similar? - something that could turn her into a mouse or rat?

DM says:

she could turn into a mouse...

Lylleth says:

could we use clairvoyance to find the control room and sapphire?

DM says:

You could use clairvoyance to see any distance, but only to an obvious locale or one well known.... its not all powerful

Lylleth says:

maybe we should check the top room of the tower

DM says:

which tower... you saw lots of them

Lylleth says:

oh

Lylleth says:

the tallest one

Lylleth says:

or the central one

DM says:

each upper level has at least 6 or so... armed with ballistas

DM says:

the tallest tower or the highest one... the center tower is large round but not tall, but is still the highest point, but it has 3 towers of its own al lthe same hieght

Lylleth says:

does kimmari have to give anything good up to use clairvoyance?

DM says:

its a potion

DM says:

lyl knows it works k\like scying and could be detected

Lylleth says:

oh

Lylleth says:

okay, never mind

Lylleth says:

into the caves then

DM says:

coward

Lylleth says:

how long does improved invis last?

DM says:

only 1 minute/level

Lylleth says:

that won't do us much good

DM says:

nope its primarily for combat

Lylleth says:

can kimmari change others into mice?

DM says:

art has 1 silence too, but its the same thing 1min/lvl so only good for combat

DM says:

no she cant

DM says:

you're only hope is that most of the troops are on the ground and/or a sleep for a little while longer

Lylleth says:

okay.  Maybe we'll need the diversion.  Let's check it out

DM says:

so you enter the cavern ?

Lylleth says:

yep.  We'll try to figure out their numbers and locations first

DM says:

the night is pretty dark, so the cavern you enter is even darker... Art wont be mush good without a light source

DM says:

or darkvision

Lylleth says:

anyone have a potion?

DM says:

no...

Lylleth says:

we should have bought him something with a darkvision enchantment, even if it was only 3x per day

DM says:

could have added it to his eagle eyes

 Mason has been added to the conversation.

DM says:

bout time sleepy head

Lylleth says:

I wonder why this cave isn't lit

Lylleth says:

Good morning, Dan

DM says:

goblinoids dont need light niether do dragons.

Mason says:

hello

Lylleth says:

I thought they had human soldiers

DM says:

hobgoblin soldiers are thier rank and file

DM says:

human are the elite knights for the most part

Lylleth says:

Can a dragon fit into the cave we're in??

DM says:

not this one, unless it was really small

DM says:

but you can see others below you that are definately the dragon holes

Lylleth says:

good

DM says:

why... the engines are definately down there...

Lylleth says:

did Dan fall back to sleep?

Lylleth says:

we'll have to find a way down inside

DM says:

hopefully not a trap to a dragons lair

Lylleth says:

a food chute

DM says:

so what do you do about art

Mason says:

no I dident fall back asleep

DM says:

dan's just slower than usual at typin

Lylleth says:

if we light a torch we'll be discovered, and then our only hope is that most of the troops are on the ground

Lylleth says:

or we could let him go blind and hope that there is light further in

Lylleth says:

is the cave floor smooth?

DM says:

mostly yes

DM says:

at least in this cave

Lylleth says:

of course if he's bumping into walls the whole time, then we will be just as likely to be discovered

Lylleth says:

I guess we'll go in a few hundred feet so we are out of the view of the dragons outside, then we'll light up

DM says:

okay so you lead poor art into the dark cavern tunnel... the tunnel is realtively smooth, but is a bit curvy..

Lylleth says:

Dan, did you see my Bug?

Mason says:

no, what bug?

DM says:

it takes a turn after 50 feet or so to the right and ends in a door.

Lylleth says:

Arthur can hold Mason's hand

Lylleth says:

check you're e-mail

Lylleth says:

who has the best hearing in the group

DM says:

its a strong iron reinforced heavy oak door

Lylleth says:

oh

Lylleth says:

any gap under the door?????

Lylleth says:

or is it perfectly sealed like all of your doors??

DM says:

not much of one... its filled with sand...

Lylleth says:

can we clear some of the sand away?

DM says:

sure... you wanna stick your hand under the door ???

Lylleth says:

Gar will stick his ear against the door

DM says:

listen check

Lylleth says:

17 + 8

Lylleth says:

not too bad

DM says:

gar believes it is silent on the other side...

DM says:

it is only 2 am after all

Lylleth says:

he'll crack the door open

DM says:

the door is locked and probably stuck fast

Lylleth says:

doh

DM says:

lets go flying in the sky with a door that might blow open ???

DM says:

this mission will be really hard without pip and rix...

Lylleth says:

yep

Lylleth says:

knock might do the trick

DM says:

so you cast knowck

Lylleth says:

does the spell actually require that lylleth knock on the door?

Mason says:

thats quite the dog you have there

DM says:

i dont think so

Lylleth says:

is there an enchantment on the door

DM says:

no

Lylleth says:

it's a Boston Terrier/Pug mix - Bug

DM says:

at least not a detectable one

Lylleth says:

Uncle Duane gave her to us

Mason says:

I dident know he had one

Lylleth says:

Mason, do you see any stonework traps or secret doors?

Mason says:

I will look

Lylleth says:

she's 6 months old.  Partially house trained...  That's the catch

DM says:

besides the big stone death trap you're all floating in?

Lylleth says:

hehe

Mason says:

heah

DM says:

mason doesnt find anything out of sorts

Lylleth says:

okay.  Lylleth will knock

Lylleth says:

cast knock that is

DM says:

the spell blows away the sand and unfastens the simple lock... the door opens slightly

Lylleth says:

Could we have picked it?

DM says:

not without tools... even then not likely

DM says:

but a 1st level rogue with decent tools could have

Lylleth says:

ok

DM says:

but it still would have been stuck from the sand

Lylleth says:

Well, we don't have a rogues.  Maybe Gar should multiclass

DM says:

once a barbarian takes another class... i dont thiink he can go back

Lylleth says:

I was kidding anyways

DM says:

why conan was a thief

Lylleth says:

but he never picked locks

DM says:

mason would be better... especially in full plate

Lylleth says:

he was more of a thug

DM says:

so gar opens the door...

Lylleth says:

enough to see in

Lylleth says:

and enough for someone else to see out

DM says:

the hall way is lite by eeryblue flaming torches...

Lylleth says:

cool

DM says:

the hallway is paved stone and ceiling, much different from the 60' of tunnel you just travelled.

DM says:

the place smells oddily enough like a city sewer

Lylleth says:

I wonder if it was a sewer before the castle was ripped out of the ground

DM says:

in fact once gar un wrinkles his nose and gets a close look, he can see the telltale signs of slime on the walls

Lylleth says:

or maybe it's from dragon dung

Lylleth says:

uh oh

Lylleth says:

bad slime, or just old slime

DM says:

never can be sure with slime... 

Lylleth says:

who's our slime expert - would that be wilderness lore?

DM says:

yes but would require much closer look

Mason says:

how close?

Lylleth says:

well, there's only one was to find out...

DM says:

pretty close, you'll have to pass through the door way

Lylleth says:

is it on the floor, too?

DM says:

nope

Lylleth says:

ceiling?

DM says:

runs down the wlal... in narrow streams and then disappears at the joint wall/floor

DM says:

does gar stick his head out to look up???

Lylleth says:

ewe

Lylleth says:

there must be something about the torches.  Why would they be blue?

Lylleth says:

mood lighting?

DM says:

lyl can tell they are enchanted slightly

Lylleth says:

yeah, but why make them blue?

Mason says:

blue army blue lights

DM says:

mason remarks at the fact that he can see in both the darkvision spectra and the normal spectra...

Lylleth says:

oh

DM says:

hmm...  the erry lights allow the darkvision too

Lylleth says:

oo oi!

Lylleth says:

that reminds me...  I can't believe Pikel lost his arm!

DM says:

so someone with say 90' of darkvision can see you, but you cant see them

DM says:

you read thousand orcks...

Lylleth says:

haven't gotten much further than it getting cut off, though

Lylleth says:

yes

Lylleth says:

I'm on the lone drow, now

DM says:

that was a good series

Lylleth says:

so we only have 60' darkvision?

DM says:

yes

DM says:

actually only mason does...

DM says:

no one else has darkvision

Lylleth says:

who has 90?  drakma? drow?  duergar?

DM says:

all of the above

Lylleth says:

what does gar have?

Lylleth says:

low light?

DM says:

add dragon, some trolls

DM says:

yes you have lowlight

DM says:

sorry gar does have darkvision

Lylleth says:

okay, so the lighting is probably unrelated to the slime

DM says:

lyl and kim have low light

Lylleth says:

cool

Lylleth says:

gar will stick stick his foot out quickly

Lylleth says:

into the doorway

DM says:

nothing happens

Lylleth says:

ok, he'll stick his head in and look up at the slime

DM says:

there is no slime immediately above the doorway

Lylleth says:

any traps, mason?

Mason says:

yeah Arther is the only poor soul who cant see in the dark

Lylleth says:

if not, gar will step in

Mason says:

probably

DM says:

no lyl and kim cant either too far in... without the torches it would be complete darkness

DM says:

does mason check the area for traps

Mason says:

yes

DM says:

search roll

Mason says:

d20=8

Lylleth says:

are the slime patterns the same on both walls

DM says:

mason doesnt find anything...

DM says:

no the patterns are random

Lylleth says:

gar will step in a take a closer look, trusting that Mason did a thorough job searching for traps...

DM says:

mason is not a rogue... even his good job would suck against most traps...

Lylleth says:

I thought dwarves were good at finding stonework traps

DM says:

gar steps in and looks at the slime... it is ordinary... caused by years of seepage from above

DM says:

yeah as long as they are stone work traps... hmm powerful mage who makes buildings fly... would use common stonework traps.. right?

Lylleth says:

all that for regular sewer slime...

DM says:

this is a 14th level dungeon there is no common traps...

DM says:

so does the party enter

Lylleth says:

yes

DM says:

good.... 

DM says:

do you close the door behind you

Lylleth says:

floor drops out and drops us into the dragon pen?

DM says:

no

Lylleth says:

yes.  Otherwise someone might feel the wind from the open door

DM says:

remember troops exit from these caves... not likely its trapped

Lylleth says:

or they might actually walk down this tunnel

DM says:

so you close the door

Mason says:

yes

Lylleth says:

yes

Lylleth says:

quietly

DM says:

the door catches a small ring that mason missed

Lylleth says:

doh

DM says:

the ring pulls a chain...

Lylleth says:

not likely it's trapped, but it is

DM says:

the sound of a gate opening at the end of the hall can be heard fairly loudly...

DM says:

this is a sewer... its not a trap... its a flush....

DM says:

the slime thickens rapidly on the walls

DM says:

mason notices the floor seems to move

Lylleth says:

how does it thicked?  Running down from the ceiling?

DM says:

then notices the the widening gaps at the wall... the slime is pouring down a drain...

Lylleth says:

thicken

Lylleth says:

oh

Mason says:

mason and kimm begin running up the hall

DM says:

yes because the ceiling is doing the same as the floor

Lylleth says:

open the door

DM says:

the door doesnt open from this side...

Lylleth says:

even with knock?

DM says:

you wanna cast agin... mason and kim are half way down the hall...

Lylleth says:

we'll run after them

DM says:

Arthur gives chase too

Lylleth says:

we're all going to die!

DM says:

by the time mason makes it to the end gar has passed him...

DM says:

but in that same time the floor stops moving... only moved about 4" and then begins to close...

DM says:

gar sees the gate at the end closing!

Lylleth says:

he'll try to catch it

DM says:

knew you would...

DM says:

strength test

Lylleth says:

you're evil

Lylleth says:

rolled 8

DM says:

it makes sense for him to die this way

Lylleth says:

I need mason's help

Lylleth says:

slime pours out?

DM says:

gar falls to his knees under the weight but manages to halt the gate for now... mason is slow though

DM says:

quickly lyl, kim, art duck under the gate... mason cant fit though... plate spikes are holding him up...

DM says:

gar is losing his grip...

DM says:

slime covered the gate is slippery

Lylleth says:

everyone lift!

DM says:

quick mason what do you do...

Mason says:

mason pushes on the gate

DM says:

art kim and lyl try to help gar, but get more in mason's way than anything else

DM says:

strength test

Lylleth says:

does anyone have a potion?

Lylleth says:

strength test for who?

DM says:

mason

Lylleth says:

a potion of strength

DM says:

you are all benefiting from strength boosting gloves or belts

Mason says:

15

DM says:

mason is able to lift the gate enuf to slide through... jkust as gar slips off... GAR ref check to avoid being squahsed

Lylleth says:

gar's dead - 3

DM says:

oh no.... thats doesnt make the 17...

DM says:

gar takes 15(12) and is sorta stuck

Lylleth says:

damn it, mason, give me a hand!

Mason says:

mason pulls on the gate

DM says:

the gate moves freely now, but tears at gar as it pulls the spike from his thigh...  he takes another 7pts of damge

DM says:

but hes free...  although the wound on his thigh looks particularily bad...  gar make a fort please

Lylleth says:

11+

Lylleth says:

25tot

DM says:

gar grinds his teeth against the nasty wound and resists the urg to passout... the spike went into the bone...  and with all the rust and slime on it... infection is quite a possiblity

Mason says:

ewe sewer slime on an open wound. talk about infection

DM says:

Mason states -- I'd get that bound if I were you...

Lylleth says:

but we have arthur!

Lylleth says:

heal me!

Lylleth says:

cast antibiotic on me

DM says:

arthur looks at gar and laughs...  wimp... okay he pulls a scroll out and casts remove disease on gar

Mason says:

You might have to burn that one off

DM says:

then he uses the wand to heal him

DM says:

oops he uses spells... gun has the wand

Lylleth says:

oh

DM says:

gar gets 25

DM says:

okay you're inside the sewers of the Citadel of the Chaos Wastes

DM says:

where too

Lylleth says:

already had to use healing...

Lylleth says:

hopefully we'll have some time to rest in here

DM says:

the hall extends again in eerie blue light away from the gate... at the 50' mark it branches in a 4 way intersection

Lylleth says:

decisions...

Lylleth says:

which way leads towards the center of the castle?

Mason says:

lets go that way

DM says:

continue straight

DM says:

the castle is over 400' in you are barely 100' in

Lylleth says:

let's go straight

DM says:

do you proceed through the intersection

Mason says:

okay

Lylleth says:

look around the corners first

Lylleth says:

look both ways before crossing

DM says:

the halls are darker but because they have few torches but mason and gar see doors at all t\ends at 50'

DM says:

do you cross

Lylleth says:

ceiling/walls/floor all look normal?

DM says:

yes... smooth paved stone

Lylleth says:

do we hear anyone?

DM says:

listen check

Lylleth says:

20+

Lylleth says:

nice

DM says:

gar believes he hears the chintinous sounds of insects from both directions

Lylleth says:

how close?

Lylleth says:

big insects?

DM says:

probably beyond the door

Lylleth says:

what door?

DM says:

cant tell muffled by the doors but if they arent big theres alot of them

DM says:

down each of the right and left halls there are doors at 50'

Lylleth says:

kimmari can control insects, can't she?

DM says:

not without the spell she cant

Lylleth says:

Mason, can you make sure that walking through this intersection won't open the doors?

Mason says:

I can try

Mason says:

Mason serches the area for stone traps

DM says:

d20

Mason says:

2

DM says:

mason finds no evidence of anything wrong with the stone about the intersection

Lylleth says:

hmmm

Mason says:

Its fine walk on 

DM says:

so does mason walk on?

Lylleth says:

brb

Mason says:

which way do you want to go

DM says:

he had said straight across, but that was before he saw the doors

Mason says:

is there a door strait across too

Lylleth says:

still straight

DM says:

no more hall way at least in your limited view

DM says:

the light only allows you to see about 60'

DM says:

so you cross the hall and continue after about 20' you can see another 4 way interesection...

DM says:

do you continue towards it

Mason says:

so the light dosent enhance dark vision

DM says:

nope

DM says:

and actually limits normal vision to

DM says:

it casts eerie shadows that distort vision after 60'

Mason says:

does it limmit low light vision as well?

DM says:

almost acting as a light fog

DM says:

yes all vision is limited to 60' in this light

DM says:

which means you cant target spells outside of that range either... ;->

DM says:

or missile weapons

Lylleth says:

nice

DM says:

meaning mass combats will be close range fought... very bad for your mass damage spells

Mason says:

brb

Lylleth says:

we will continue towards the other intersection

DM says:

gar and mason move forward about another 2 steps... when gar states I stepped on something... <CLICK>

Lylleth says:

damn

Lylleth says:

check it out mason

DM says:

his foot sinks a bit and then the sound of doors openning... and a ravenous sreech...

DM says:

the sounds of bugs gets louder... and guess what they're coming from in front of you too

Lylleth says:

oh boy

DM says:

the first creature  rounds the corner behind you...

DM says:

its stands upright sortof...

DM says:

and its chitinous and covered in thick spines...

DM says:

it has crab claws... and huge yellow eyes..

DM says:

its maw is that of an ant --mandibles... and dripps salvia that sizzles as it hits the ground...

Lylleth says:

sounds familiar

DM says:

its eyes show malice and hunger... and an utter rage that consumes any sign of intelligence...

Lylleth says:

rage?  it's not just hungry?

DM says:

as it moves toward you its buddies... begin to brake the corner... 5 ,6, 7, 8 oh boy... Gar annouces a similar threat from in front of you

DM says:

they are 25' away at each intersection... art is in the back, lyl, kim in the middle and gar and mason are up front

Lylleth says:

gar on one side, mason on the other?

Lylleth says:

are we surrounded?

DM says:

no... gar and mason at both at the head of the party

DM says:

you will be they are both in front and behind you

DM says:

you are in a linear corridor

Lylleth says:

right, but one of us should move to the other side, so we have a fighter on each side

DM says:

okay so mason you back?
Lylleth says:

this way you don't lose everything for the recap

DM says:

why did you leave

Mason says:

stop moving 

DM says:

which window are we using

Lylleth says:

this one
