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Gaming session July 7, 2002

The 22nd day of Tanot

Addrun awakes early as usual and eats.  The have escaped the twisted chaos of Erandoor and slept in Mac’s home swamp.  Not a lot of room to run, but the murky place was vastly interesting and questions to ask the Blue druid flew through the young Bariaur’s mind.  More important to him however, was his newfound elven idol laying in wracking pain.  Oama, Deamleaf Ranger of the 6th rank, lay gravely wounded.  Although Addrun barely knew the proud elf, he admired and respected his honour, courage and dedication to the cause of the Dreamleaves. The group must get him and the Star to the Elven city of Cirall.  Oama speaks briefly and tells Addrun to head NW through the dark Gelden Forest.  Addrun informs the group but defers to Mac being that the half-orc knows these woods like few others.

Addrun notices that Mac leads them flawlessly to the NW and decides to pay more attention to the new surroundings.  Spending most of his childhood on the plains, Addrun is fascinated by any forest, knowing that as a Flock pathfinder, a “kayu-garimapa”, he will be expected to be able to lead the flock through such places to better pasture.  Not for the first time does he remind himself to talk more with the druid, but circumstances have not allowed the time for reflection and play.  Life away from the safety of the Flock is much more serious and demanding than he ever could have imagined- but never boring.

Halfway through the day he notices unusual things like single decaying ground plants amongst many others, a gray squirrel chases a red fox, and vegetation visibly leans away from the group.  The others notice this and begin to ask about it.  Mac says that the flora does not like the Star.  Addrun wonders if the Star is having as adverse effect on the forest.

Mac finds the group a place to camp well after dark.  Addrun passes out after requesting morning watch and leaving Spike on guard.  His dreams of chasing pretty does across fields of alfalfa and clover are interrupted by someone calling his name, and not a female voice.  Spike needs him to awaken.  Addrun leaps to his feet with spear in hand and shakes off his slumber.  The camp is surrounded by the oddest-looking wolves that Addrun has ever seen.  He shares a look with Mac but sees that the druid has never seen the creatures either.  Addrun sizes them up trying to discern the leader as they enter camp and sniff the baggage.  The horses are completely unperturbed by them. He tells the group to show no fear or make any threatening gestures.  Shushing Spikes’s nervous chatter, Addrun tries to communicate with a wolf who has a chattering squirrel on his head.  He tries to verbally stress that his pack will be out of their territory in a few days.  The wolf stares back blankly but the red squirrel looks the towering Bariaur in the eye and asks for nuts.  Addrun absently tosses a bit of oats to the side and reaches out with his hand low to signal to the wolf that he means no harm.  Asking the others what the commotion was behind him, Addrun waits patiently as the wolf walks up and sniffs.  Addrun barely pulls his hand back in time before being bitten.  The wolf backs out to the edge of the camp and Addrun notices that he has a very friendly and very hungry squirrel on his shoulder.   Turning to the right just enough to keep the single wolf in the corner of his eye, Addrun sees that the wolves have separated the group from the horses but Verrin is trying to circle around to Bill.  

Oama is awoken by a wolfy-lick on his face and tells the group that they are Wylde wolves, the protectors of Geldyn Forest.  The wolves have surmised by this time that the object that distresses them so is held by the half-elf.  Spike then nervously tosses it to Ramiel who barely catches it with 2 wolves hitting him in the chest.  He calls Spike a fool but knows not what to do.  Addrun tells him to show them the star.  The group knowingly shields their eyes as Ramiel displays its radiance to the curious wolves.  Satisfied for the time-being, the wolves depart with a warning growl.  The begging squirrel stayed on Addrun’s shoulder as he decides to get a little rest and wonder what that owl was thinking.

The 23rd day of Tanot

By midmorning, Mac leads the group to Woodglen villiage.  The forest gnomes there are extremely friendly and attack the newcomers with a barrage of questions about their race and their occupations and their skills and their favorite thins to do and their favorite things to eat and so on and so on.  Addrun being a very friendly and talkative creature himself cannot help but be a bit concerned for his elf friend when gnomes quickly take Oama into their care.  The village delegate welcomes the group to enjoy their hospitality as they take care of Oama.  Verrin tells them what poison Oama is inflicting Oama and Addrun goes to see how they are treating him.  Satisfied with their well-meaning care of the wounded elf as they applied poultices to his wounds, Addrun wanders off to see what Verrin is up to.

Finding Verrin shopping, Addrun asks him to buy him a dozen broadheads and two ash shafts of a similar weight to Rameil’s two swords, which Addrun describes to him.  Later, Addrun learns that the arrow smith charged 1 gold coin for the broadheads and the carpenter only charged a few silvers for the shafts.  Addrun asks Verrin if Bill could carry these presents for Ramiel.  

(This is where Addrun starts to show some leadership)  Addrun once again goes to the healers to check on his Ranger friend wondering if the elf would live to teach Addrun the Elvish way of the path.  The head healer takes Addrun aside and quietly explains that Oama wished to be left behind to die so that he would not slow the group from reaching Cyril with the Star.  The little healer tells Addrun that the druids plan to have a council later for they have spoken with Mac and know of the groups noble purpose.  They want the group of adventures to stay the night.  He also tells Addrun that the Wylde wolves will not allow the Star to pass through the deep forest.  Addrun asks if they would send one of their druids to lead the group to Cyril of which he says no.  The gnome then leads the Big Bariaur back to Oama who is awake.  Addrun pleads with Oama to fight the poison and let them take him home.  He comes up with the idea that he and Oama would make haste for the Elves and the others would take the Star around the deep forest.  Oama smiles with blood trickling out of his mouth and passes out.  Addrun quickly explains the situation and his idea to Verrin, Balaam and Mac and then again to Spike and Ramiel.

The council is called and plans are made.  The overfriendly gnomes offer much help but not until everyone has a good nights sleep.  Addrun feels some weight lift off his back and follows his ears to the sound of music of which he is very fond.  He finds most of the younger village members dancing and singing around a huge bonfire.  Addrun decides that he needs to play a bit and pulls his “rena” drum out of his saddlebag and joins in the mirth.  They all sleep untroubled by fear or worry that night.

(Addrun learns that he does not need the doe shamans and priest to make decisions.)

The 24th day of Tanot

In the morning, the group gathers along with Oama’s litter.  The village druids, aged gnomes with huge noses and some with strange barriers growing out of their beards, form a circle along with Mac.  They chant and a small two-legged creature appears magically seemingly made of vines and having jewels for eyes.  They called it an Earth Child.  It would lead the group through the hazards of the deep forest and speak with the forest creatures. (Addrun learns a little about the thing called magic everyday but needs someone to explain to him.)  The group leaves with smiles and many thanks for the kindly silly gnomes.  Addrun really liked them.

The group travels through the impossibly thick vegetation with the Earth child leading the way and Addrun right behind it.  The squirrel seemed to find him and after exploring the earth child, settled on top of Addrun and chattered away throughout the journey.  Addrun shared a bit of his grain occasionally.  Not far from the village, Addrun thought he heard a commotion and stopped.  They ask him what it is and he says that he is not sure but it came from the village.  They continue walking and Addrun clearly hears the sound of fighting but is not sure what to do.  Spike becomes immediately worried for his new little friends and suggests that he and Addrun run back real quick to investigate.  Addrun likes the idea and tells the others to go on.  They could catch up.  

“Jump on Spike.”  Spike barely gets on Addrun’s rump and he is off at full speed.  The odd pair explodes back into town only to see grief and tears from the happy little people for their slain comrades.  Evidentially something called the frog monster attacked again and the villagers were not even able to hurt it before it ran off.  

“Can we help in some way?”

“No, your mission is too important.  You must go.”

“Ok, but when we get to Cyril we will ask the elves to send help.”

The pair sadly runs back down the trail towards their friends.  Addrun loses the trail in his emotional state and tells Spike to get off so that he can concentrate.  Before long he finds it and they are reunited with the group a couple hours later to tell of the sad tale.

The eerie gloom of the dark forest along with the fate of the gnomes put a damper on everyone’s mood.  Later Addrun notices Mac picking different ground plants along the way and asks him about them.  He simply says that they are not familiar to him but he might find some use for them later.  Addrun wonders if they are good to eat.  

As the group prepares to rest, another pack of Wylde wolves interrupt their needed sleep.  They tell the Earth child that the group cannot go any further except for Oama.  They hate the Star and it must leave.  The group tries to reason with the snarling beast through the earth child but only those of the forest could pass.  Oama wakens from the noise sweating blood and tells the group to become one with the forest by offering the wolves a small token of blood from each member.  Addrun and Verin are first and Mac asks someone to help him.  Addrun cuts Mac’s palm for him so that he can let a wolf lick it.  The wounds are gone in a matter of seconds and the forest protectors are pacified with those who sacrificed.  A horrible cacophony of anguish begins to assault Mac and Addrun while the others are confused by the strange feelings, except for Ramiel.  He stubbornly refuses to follow suit, even with the entire pack of wolves surrounding him.  Finally with help from Verin’s persuasion and some internal decision, he slices open his leg and allows a wolf to have its blood.  A thunderclap like none other momentary deafens everyone and the wolves depart.  Addrun mumbles that it could be Triag but doesn’t really believe it.  Addrun and Mac are overwhelmed by the cries of the forest in their heads.  They cannot sleep from the tumult.  The others fall into restless nightmare-ridden sleep.  The two can later feel the clawing hatred emanating from the Star.  Addrun pets the little squirrel for comfort and names him “Samaraba” because he talks so much.

(Addrun learns that the power of druids is impressive, but the power of the forest is even more so, and the power of a Star is immeasurable.)

The 25th day of Tanot

The next day, the group is quiet and forlorn as they listen to the wailing of the forest.  Addrun can barely stand it but forces himself to keep going, be strong, must be so determined and push himself on.  Mac has ceased to pick any plant life.  Eventually they walk into a clearing with thousands of large mushrooms of varying species.  Then the group feels their hair stand on end as the air becomes electrified.  Wolves howl in the distance and the forest screams even louder as a ball of blue energy begins to form and expand in the center of the clearing.  Oama says that the Spirit of the wood has awakened.  They run like hell as the earth child disintegrates.  They run for hours until they leave the forest and enter the Southern plains.  They collapse with relief as the wailing in their heads cease.

Eventually they discuss their options, and press on while it is still light under the storm clouds.  Except for Ramiel, the usual banter returns as they discuss what has happened recently.  Addrun happily munches on the tall grasses as he leads the group NW.

As they set up camp, Addrun warns the group about the stories he heard as a kid about creatures called “oda yeoga-para”, or what the humans call, stormlings.  

The 26th day of Tanot

The rain and lightning comes in the early morning to the disgust of the city folk.  Mac seems to love it with his face turned up towards the sky.  Soon the weary travelers hear the first “woops”.   Then little furry balls of teeth begin haphazardly flying through the air.  The group stops to fight.  Bill screams from a nasty bite on his flank.  One oda yeoga-para latches onto Addruns left arm but jumps off before he can gore it with his horns.  (His very first wound in battle.)  He manages to weakly prick a couple in midair with his spear, but finally urges to run for the road.  They run as fast as they can pulling Oama’s horse and avoid more fighting.  Addrun steps on a few with an apology for their deaths.  Before too long they realize that they are nearing the road for they can see a great roofed structure.  An arrow whizzes past and the group stops.  They can hear men shouting about the stormlings.  Spike calls out, “don’t shoot.”  

A leader of the men shouts an order and the travelers warily walk out into the vast swath of cleared prairie surrounding the main road.  The men turn out to be friendly and curious about the travelers and offer food and drink.  The captain even brings a few rain cloaks but apologizes to Addrun for not having anything his size.  Then he once again return with appropriated random potions from the stopped caravans to help the bleeding elf.  The group is surprised by the generosity and tells a far-fetched story about a failed camping trip.  Later, they sneak off north extricating Spike from the liquor and veer West as soon as they are out of sight.  They enter the Bornegrove Woods a little after sundown and pass out.

The 27th day of Tanot

They follow the rivers through the woods and come across Cyril by midmorning.  The elven guards act threateningly until Addrun calls out that they are with Oama and he needs help quickly.  Adddrun sees a red arrow fly into the vast city and an escort quickly takes Oama and urges them into the city.  Except for Balaam who must remain outside.  Addrun marvels at he beauty of the Elvish city.  The group meets three important people:  an elf named Lanfennen Ambassador Yannek wearing ridiculously gaudy robes, a human Dreamleaves druid named Corris Lorrin and a gray-skinned elven dreamleaf of the 8th rank who takes the Star from them and quickly leaves with it.  The group tells their tale and asks about other stars and the sky wardens and Oama and learn much.  

The group is begged to rest and relax at the great pavilion.  Addrun walks onto his very fist boat and stumbles from the movement but is very excited.  They are lead to food and drink and music and discuss more with the elven ambassador.  Addrun learns that three astern continent human kingdoms are attacking a Dwarf kingdom over the 6th Star.  The group seems to truly relax for the first time since Woodglen.  Later that night, Oama stumbles into the pavilion with his healer nurses and thanks every one of them personally.  Then he announces that he would like for Addrun to join the Dreamleaves as a first rank ranger.  Addrun is completely stunned and barely keeps his feet.  He thank the great elf and bows, but then explain that he is on a quest to return that which was stolen from his Flock, and he cannot give up his mission so quickly but is deeply honoured to be asked.  Truly he would love to be a dreamleaf ranger and travel across the world righting wrongs, but in his heart, he knew what he had to do.  The elves said that they would keep the Dreamleaves broach for his return.  Addrun then excused himself to take food to his lone flock member out in the forest.  Balaam could use some company, and Addrun needed room to think.
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