#2 The Erandoor Lighthouse

Game Session June 30, 2002

The 21tstof Tanot - Erandoor

Addrun Silverfleece was the first to waken in the makeshift camp of unheralded acquaintances hiding at the edge of the Geldyn Forest from the Erandoor authorities.  The big buck studied this motley group:  a demonic-looking tiefling, a handsome aasimar (ponaya), an ugly, scaly, bluish half-orc water-genesi (whatever that may be), a fair elf (kasa), a not-so-fearsome drow, and a scruffy half-elf.  His kayu back in the Eryn Guldor would never believe this adventure- they would love the telling of it though.  He leaves them sleeping to check on Verrin’s packhorse, Bill.  Addrun raced the now-sleeping horse a few days ago.  Bill never had a chance carrying Verrin and all those rugs.  Addrun thinks that it was good exercise for him though.  


The young ranger quietly leaves the group to tend to his four growling stomachs.  The grass tastes good.  It is more juicy than the dry stuff back home.  After an hour of eating and running, he returns to the camp to check on the others who are still slumbering even though the sun is nearly risen and the sky is now pink.  He wakes them with the thumps of his arrows hitting a nearby dead tree.  The half-elf, Spike, jumps up nervously until he sees that it is only the playful bariaur.  Addrun smiles playfully and notices that the elf is not waking with the others.  He is not in the camp.


“Not bad.  Practice on keeping your pattern tighter, but without damaging your arrows.”  Oama’s soft voice says from Addrun’s right.


The surprised bariaur looks at the experienced ranger with wide eyes.


Oama smiles, “Practice your other skills as well, young ranger.  I snapped a twig and you did not even hear it.  A ranger is always alert and it is his job to protect those unfamiliar with Nature.”  The elf smiles again and returns to the others to make plans for the day.


Leaving the drow magician in the care of Bill the packhorse, the others go into town to get information on the whereabouts of the prized starshine.  Verrin tells them that Gimbal, the owner of the Fishhead Brew is a member of the Thieves Guild and that they should question him.  Verrin leaves to go to that very guild, of which he is a member.  While Ramiel, the aasimar paladin, and Spike, the half-elf street-tough, talk to Gimbal, Addrun and Mac, the half-orc druid, temporarily forget their duty and go right into the kitchen to fill their bellies.  Hearing Ramiel yell at the man in the common room reminds Addrun that he is supposed to be helping.  He finishes the potato and walks out to back up his new friend.  Gimbal seems to have the upper hand and Ramiel seems to be flustered with his role as questioner.  Addrun thinks that the man needs to be intimidated a bit.  The 740-pound bariaur rears up stomping his front hooves onto the bar right in front of the little human.  With his horned head touching the floor joists, Addrun warns the man that they mean business.  Just at that moment, a small black dart sticks into the man’s neck killing him almost instantly.  They turn to see a person in black running away from the window.  


“Let’s get him!”


Addrun throws the small half-orc onto his back and tries to run down the crowded street after the quick assassin.  Addrun cannot close the distance with so many people in the street.  Grabbing an old helmet off of a hawker’s table, Addrun throws it at the man in black hitting him squarely in the back (19).  The man cries out and stumbles but is able to keep running and maintain his lead.  The chase leads to an open area where the bariaur quickly closes the gap.  Addrun throws his spear at the man’s feet but just misses.  He keeps running, grabs the stuck spear as he passes it and prepares to tackle the man who runs right through a line of the King’s guards at the edge of the city park.  


“HALT.”


“Addrun barely gets stopped in time to keep from running them down.  “What do you mean, ‘halt’?  I almost had that assassin.  Let me pass!”


“No one is allowed to enter the city park at this time.”


“What about the man in black who just killed the owner of the Fishhead Brew?”


“No one is allowed to enter the city park at this time, please leave the area or you will have to be arrested.”


Mac whispers in Addrun’s ear “Forget it, bariaur, let’s go back.”


Addrun is not done yet.  “Do you know who has the starshine?”


“The Caniard House has it safely protected.”


Addrun rudely thanks them in Rapochi and turns around.  He asks Mac to get off his back and they return to the Inn.  Verrin is there with Ramiel and Spike.  Addrun tells them what happened.  Verrin learned that the starshine is in the lighthouse.  They work on a plan to get to the lighthouse island.  Spike offers to pilfer a boat.  They wonder how to get Addrun across the water when Oama suggest using a pair of barrels as floats to help the bariaur swim across the channel of the Mooncleave River.  They need a diversion, however.  Addrun does not mention that he cannot swim but does suggest starting a riot in the poor district.  The others like the idea; Verrin and Oama finish the rest of the plan and they head back to the camp to get the drow.


Verrin, Ramiel and Addrun take Bill around to the west gate to start the riot while, Oama and Balaam and Mac wait at the riverbank for Spike to bring a boat and the barrels.  


Verrin says, “Addrun, you stay here with Bill so that we can have a quick getaway.  I’ll ride on you and Ramiel can ride Bill.”


“I am not a horse, Verrin…”


The sly tiefling swindles the young buck.  “I don’t weigh much, and it’ll only be for a few minutes.  C’mon, buddy.”


“Well, just don’t start expecting it.”


Verrin and Ramiel disappear through the small west gate.  Addrun waits very impatiently, which is rather typical for a young bariaur, for what seems like days.  He wonders if it will be as difficult to retrieve the starshine this time- or perhaps more difficult.  He worries a bit about “swimming” in the huge river at night, but the floating barrel idea of Oama’s seems like it would work.  


An hour later, Addrun’s grassy feast is interrupted by a loud clamor coming from behind the city wall.  He wonders if his new friends are getting killed.  Do they need his help?  He should run in there, but Verrin told him to wait.  Verrin is very skilled in the city environment.  He should be all right.  Then they were there running with smiles on their faces.  As they ran north out of eyesight of the city walls and then turn east, Ramiel relates to Addrun the effect that Verrin had on his voice.  The crowd was ready to be drummed up like that.  All he had to do was remind them of their miserable lives.  Addrun didn’t exactly follow the entire confusing story but returned the paladin’s smile anyway.


It was nearly dark when the trio reunited with the others.  They had a row boat and Oama was making a harness in between the pair of barrels.  Verrin and Ramiel related their story and soon all was ready.  

Addrun hands his saddlebags, spear and bow to Spike who is already in the boat.  With the barrel-buoy in the water, Addrun steps over the harness, and then bravely walks forward until the flotation lifts his feet off of the bottom of the river.  He was floating.  The others embark and toss the silly-looking bariaur a line.  Spike had to keep shushing the excited group who did not realize how well sound traveled over water.  Instinctively Addrun tried running and it seemed to push him forward.  He wondered if he could learn to swim without the help of empty barrels and rope slings.  

Addrun was not really listening to the others whisper but thought it odd when Mac slipped into the water with a rope tied around his middle and swam in front of the boat.  Then everything went completely dark- just like when they were fighting the guards for the starshine a few days ago.

Addrun could not see how close they were getting to the lighthouse, but it seemed to take forever.  He concentrated on kicking to keep his mind busy.  Finally his feet found river bottom again and he bumped into the back of the boat.  Mac’s voice said that all was clear.  The strange darkness went away and they could now see the lighthouse rising above them on the rocky island.

No guards were visible nearby.  Addrun untangled himself from the barrel sling and asked the others to hand him his belongings.  Everyone prepared silently for battle and then stalked towards the front door.  After giving each person a quick look, Ramiel opened the door and burst into a large room with the others right behind him.  A magician wearing a robe and standing between two sword-wielding guards shoots purplish rays of light at Ramiel, burning the paladin.  Addrun charges, leaps over the large table and crashes into the three of them.  Verrin tells the magician to stop in a commanding voice which makes him just sit there.  Ramiel and Oama run around the table to engage with the surprised guards and easily dispatch them.  Addrun turns to see three more guards run down the stairs to the right across the room.  Verrin moves to engage with them and Addrun draws his bow.  He misses his target with the first shot but accidentally hits the one behind him.  With Verrin in the way, aiming is tricky and the second arrow ricochets off the stone wall.  Addrun’s third arrow (20) perfectly pierces the third guard’s neck taking him out.  Then right before the bariaur’s eyes, Verrin shimmers and looks like a guard.  The sly tiefling turns and gives Addrun a dramatic wink and heads up the stairs with daggers drawn.  Addrun had never seen anything like that before.  

Spike follows Verrin up the stairs.  Addrun moves to help Ramiel with the remaining 2 guards.  Addrun bonks the wounded one on the head a little too hard (20) with a hoof and Ramiel slays the first one.  Addrun follows the paladin up the stairs but cannot help but think that the spiral corridor is very confining causing him to duck his horned head and climb carefully.

The room at the top simply leads to a ladder and a hole filled with light.  Verrin and Spike wait impatiently for the others.  Spike is the first to climb up.  Oama is the last and gives the huge bariaur a sympathetic look as he climbs.  Addrun sighs and runs back down the stairs to make sure no reinforcements come in through the front- and to keep an eye on the mage who is just standing there looking miserable.  Balaam is talking to him quietly.

Several minutes later the group walks down the stairs carrying a badly wounded Oama.  Addrun is very upset to see his role model injured so.  Mac says that he cannot do anything to abate the poison coursing through the elf’s veins.  The mage, Osprey, asks if the have the star.  Ramiel says that he does.  Osprey says that since they spared him, he will delay any would-be pursuers.  The group takes that as a signal to leave.

They tow Addrun across the river again hearing another boat south coming from the harbor towards the lighthouse.  The group of thieves keep rowing north to meet with the packhorse.  They set the skiff and barrels afloat, load Oama onto Bill and walk for the rest of the night into Geldyn Forest.  Mac knows a safe place to hide in a swamp and leads them to it in the dark.
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