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Gamming Session July 14, 2002


Addrun wakes early on the 4th day of Enkilot next to Balaam in the Bournegrove Forest across the river from Cyril.  As he stretches and delves into his trusty bag of soggy oats, he begins casually walking north along the riverbank enjoying the scenery.  In his mind, he convinces himself that he did the right thing by politely not excepting Oama’s offer to join the Dreamleaves.  Eventually, however he is distracted by not only the beauty of the forest but the immeasurable quantity of ground plants that he had never seen before.  Reaching down to pluck one, he sniffs it and grimaces at the pungent odor.  Then he notices a pretty rock and picks it up.  It is rounded from the river and has muted colors amongst its earthy overall color, so he decides to keep it to remind himself of this beautiful place.  


Another thing that goes through his mind, is his Mi-goka quest.  He cannot stay here very long for he has a mission to accomplish and a thief would not have come to this place.  But then, it would not hurt to ask either.  Voices interrupt his thoughts.  Happy little voices.  He looks across the small river and sees that he has come across children swimming.  He does not understand the Elvish that he hears but then one of the older ones asks him in common to join them.  


“Yea.”  He removes his saddlebags and lays-down his weaponry.  “I’m not a very good swimmer, is it deep?”


“Only right in the very middle.”


“I bet he could touch, look how tall he is.”  Many of them swim across to greet him as he wades into the cool water.


“Hi, my name is Addrun Silverfleece of the Dalabnankor Flock; buck of Lirin Silverfleece, head Pathfinder, who killed the frost giant, Friggedorr, bare-handed; buck of Kyan Silverfleece, paladin of Nomolos and chosen flock protector, mated to Tiffur Whitehoof head Shaman, doe of Zul Whitehoof, Dalabnankor Chief during the Slave Trader War.  What are your names?”


The children tell him too many names to remember, but play is the only thing that matters.  He played and splashed and finally mastered the “dog-paddle” as the children call it.  Several of the older children are called to help with chores and Addrun cannot ignore his stomach much longer.


Nearly finishing his food reserves, he wanders back over to Balam to see how he is.  “Hi, Balaam.  How goes it?”


“Greetings, Addrun,.  I feel as if I am being watched.”


“Oh yes, one over there, and another that way.”  Addrun points up into the trees to the elven sentries.


“I see.”


Balaam asks Addrun to go for a walk with him.  They get to know one another better by asking about each other’s home.  Addrun cannot picture what the Underdark looks like but listens intently to the description, and asks what people eat underground without the sun to make plants grow.  Balaam asks Addrun about the Dreamleaves offer and Addrun replies that he was honored and would love such a responsibility but cannot except because of a quest that he is undertaking.  He explains to Balaam about a thief stealing something precious from the Dalabnankor Flock.  


 Addrun learns that Balaam is nearly 400 years old and can barely believe such a tale.  He tells Balaam that the priests and shamans, who incidentally happen to be does, can live nearly 100 years but most of the fighting bucks leave the flock before their 50’s when they think that they are no longer useful in battle.  They usually leave to go fight the giants.  Of course Balaam then asks why they fight giants, and Addrun tells him that the Rapochi Damagami live in the plains right under the giants territory and they are bitter adversaries.  


Balaam notices some fungus that he needs for spells and collects it.  That then leads to Balaam telling Addrun about herbs and spell components and magic.  Balaam tries to explain to the very ignorant Bariaur about what the word magic entails.  This discussion leads to Balaam healing the minor bite wound left from the oda yeoga-para along with a detailed explanation and display.  Balaam then has Addrun watch as he magically lifts a large stone and move it.  Addrun is amazed and much wiser than he was the day before as he makes the connection to Mac’s ability to heal and make grass grab people’s legs.  Magic can do wondrous things.  Balaam uses the metaphor of a spell being an invisible arrow and his mind is the bow with which he uses to shoot the spell.


As their discussion continued, Addrun found an ash tree from which to cut small lengths of stem to use for arrows.  

Then a nervous elf came up to them and bowed.  “Ah, most honorable prospective member, Corvis wishes to see you at the banquet… as well as you too, ah, Sir.”  Then he ran off as fast as he could.

“Excellent!  Let’s go get something to eat, Balaam.”  Balaam had a very amused look on his face as he followed the huge Bariaur.

Addrun led Balaam to the pavilion where the companions ate the night before.  Addrun’s eyes were aglow as he saw elves dancing and making music: his friends  and Oama motioned them over to him.  Corvis Lorin nods to Balaam before he departs the festivities.  Oama asks Balaam to sit next to him and then tried to talk to his young ranger friend who was Very distracted by all the dancing.  Then the food came and Addrun had to be the first to sample the delightful Elven dishes.  He emptied several of the trays entirely, to the amusement of the young elves bringing them out.  Then after setting down his weapons and saddlebags, he joined the dancing, careful not to step on any toes.  Pulling out his “rena” drum, he kept a beat with the music.  He saw Spike dancing for a short time, up until right after he spoke to an elf maiden.  Then he sat down at the table with Oama and most of the others.  Addrun noticed that Ramiel seemed to be in better spirits and Addrun said as much, but when the paladin tried to start making plans and such, Addrun was already back into the movements with 3 to 4 youngsters on his back.  

Later while the rest of the group busily talked rather than danced, Addrun challenged some of the elven children to a game of tug-of war.  Eleven little ones were no match for the big Bariaur but ten more gave him a little more competition.  Then all of a sudden, they seemed much stronger as Addrun struggled and started to lose ground.  But when he saw Corvis watching with an amused expression, Addrun summoned his reserves and held all twenty-one children at a tie.  Hoping that Tirag Thunderhooves was watching, Addrun was unprepared as the children let go sending him sprawling to the ground.  Before he could stand, however, they all jumped on top of him giggling hysterically.

Enjoying this harmless contest far more than the life and death struggles in which he has been involved recently, Addrun asked who had horses and then challenged a couple of the older children to a race.   Addrun thought that he could hear Tirag laugh as he lost miserably to the slim elven horses in the dark.

After a bit of night-time archery and lost arrows, Addrun and the children passed out in the mud.

5th of Enkilot

Addrun wakes completely starving but lets the children talk him into washing the mud off in the river first.  He thinks that he could get used to living like this.  After getting a few pounds of food in him, he hears that his companions are gathered in the stables choosing horses.  Addrun asks Oama to tell him a little about the local flora.  He tells of a carnivorous vine of Gorkin, the sentient trees of Pardoth and the wise treants.  Treants!?  To Addrun’s disbelief and amazement, Oama describes the forest protectors and compares their role to that of the wylde wolves of Gelden.   

Corvis tells Addrun that the Bariaur and the Plains Barbarians have banded together to fight a giant army at Blindeye in Durot Gurid (“the giant’s footprint”).  Corvis thinks that the disturbance could be caused by another falling star.  Corvis tells Addrun that the Dreamleaves headquarters are in Warryling Woods.  

“Who are the Skywardens?”

“They are the good protectors of all of Azolin’s skies and they work closely with the Dreamleaves on the ground.”

“But what race are they, noble Corvis?”

“Any person who happens to have the ability to fly and is true of heart and noble in purpose can become a Sky Warden, Addrun.  The same prerequisites that we have seen in you, noble, Bariaur.”

Addrun feels a bt abashed and ends the conversation but quickly begins thinking about the Dalabnankor.  He should be there fighting along side of them.  Hopefully he can return soon with the horn.

His thoughts are interrupted as Corvis asks the troupe to join him in the council pavilion.  

Corvis gives them a little information before they depart to save the wood gnomes.  The Lanfennin Elves hold the center of the Bournegrove Forest but young ones fight the gnolls to the north.  Elven beasts have begun congregating around Ciryll.  Addrun marvels at this and misses the next few things.  The northeast corner of the forest is full of giant tree spiders that catch and eat nearly anything.  The great Treants live just south of the spiders.  There are harmless stormling cousins called tribbles, I mean fuzz.  The eastern part, called the Muck, is controlled by the fierce crested dragons.  

The Spirit of the forest that the companions nearly encountered is told in the ancient legends.  The Caern is where the spirit and physical worlds meet.  It is dangerous and three Dreamleaves have already been sent to investigate it.  Addrun asks Corvis about the frog monsters attacking the woodgnomes but the druid has never encountered them and offers no help.

The rest of that afternoon, Oama takes Mac and Addrun on a walk and tells them of the local plantlife.

The 6th of Enkilot

The next day the companions ride towards Woodglen avoiding the deep forest and make it through the fields and well into the Gelden forest.  Addrun (rolls) knows exactly where the village is but cannot take another step as it is well after midnight.  He collapses in a sprawled-out mess.

The 7th of Enkilot

They awake midmorning and Addrun does his usual routine of checking around camp with the use of the morning light.  He sees several tracks of web-footed creatures and many broken braches.  The tracks could not be more than a few hours old but he was never awaken by anything, but that could be because of his exhaustion.  He asks the group and none of them heard anything either.  They then pack up and ride into Woodglen pondering this little mystery.

In town the terrified little guys are cloistered inside and give very help or advice.  Addrun scouts around the village and notices many more of the web-footed tracks.  One large set heads west then turns north.  Another set is perhaps 5 days old and came in from the South.  He reports his findings and the group decides to wait it out for the time being.  

After losing a couple arrows in the dark at Cyril, Addrun decides to sit down and try to make a few more with the shafts that he found in Bournegrove.  In two hours, he managed to make three that could fly true to a very close target. 

The group argues about the course of action.  They decide to plan an ambush even though Addrun is sure that the frogmen know of their presence.  Verrin states that he will pretend to be a helpless gnome to be bait for the monsters.  Addrun asks him how he is going to do that and a yellow butterfly appears on Addrun nose and Verrin gives him a sly wink..

“Verrin, you can shoot magic too like Mac and Balaam?  Wow.”

They set up all the spare firewood in the middle of the square and hide Addrun in a building across from the healer’s.   Balaam climbs the lookout tree to watch but before Verrin can prepare his disguise, Balaam yells as 13 frogmen jump into the village.  Ramiel, Mac and Verrin all get tangled in magic weeds.  Four magical balls of light form and light the area pretty well.  Addrun hears the chaos and shatters the door in his excitement as he enters the square with bow drawn.  With all of the confusion, he misses the first 2 but kills one just knocked down by Ramiel.  Shoots another next to the woodpile.  Sees that they seem to be ganging up on the completely entangled paladin and so moves around behind his horse to get at the three on his right side that just made the brave man scream.  Nerves on edge, he misses an easy shot and so charges head first (19) and knocks over 2 of them and trample them into the dust.  Still standing on the corpses, he barely misses one attacking Balaam, Mac and Spike.  Then as he loses his balance whilst trying to loose another arrow, Addrun hurts his right hand painfully and an arrow flies into the forest.  Another frogman attacks the dying paladin and Addrun attacks with his natural weaponry and then finished him off with another hoof punch.

By this time someone had lit the fire and a huge animated mound of leaves and branches grows arms and starts attacking.  Addrun moved away and noticed its creator, which looked a lot like a gnome.  Addrun shoots the conjurer before it escapes through the undergrowth.  Addrun then wondered how to fight this growing mound of forest litter and fell unconscious after getting hit 3 times by the beast’s animated arms.
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