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Game Session Aug 5, 2002

The 10th of Enkilot


The fateful companions are still captured by the Seelie in the magical 40’ diameter enclosure.  As Ramiel talks to the 2 Dreamleaves about what has transpired, Addrun paces around and around the confined space.  His agitation overflows into the others.  They try to distract him but to no avail until Verin suggests that he teach Addrun to play dice.  He grumbles about not being very playful but consents to try.

At the first dice roll an even smaller wingless fairy appears and catches a die.  He looks at it for a bit then throws it to hit Verin in the head for .027 points of damage.  Verin picks him up and asks him questions.  His home is called Failieluna.  His name is Blutey.

Ramiel speaks of being thirsty and Mac asks for a wineskin.  Addrun loans him his and Mac has Ramiel help him dig a small hole.  After some incantations water begins pouring out of Ramiel’s hand like a fountain and overflow their little hole.  Another tiny fairy swims to the surface and gets scared by the sight of the captives.  Mac makes a tiny boat out of one of the mushroom caps that he had been eating.  The fairy crawls inside and peers over the edge at them.   

Addrun in his agitation head butts the invisible wall and hurts his neck.  He then goes back to pacing.  Then he starts digging near the barrier.  Gets a foot or so down only to realize that the magical wall keeps going down through the earth.  Disappointed, he humbly states that he has to defecate.  One of the humans says that they have a spot over there that they keep covered.  Addrun turns around and pops little pellets into the hole and then quickly fills-in the hole.

Some of the group had been eating mushrooms after Mac’s lead.  Addrun tried a couple but still had oats in his saddlebag.  As Ramel plucks the last one, the enclosure dissipates showing that it is in fact nighttime.  Everyone jumps up and readies their weapons.  The watching fairies scream and yell and fly into each other in the confusion.  The booming and shrieking in Addrun’s head is deafening again.  Addrun decides to lead the group towards the noise, SE.  He takes off nearly running but soon realizes that he is alone.  He reluctantly stops to let only Mac catch up to him.  

“Where are the others?”

“I though they were coming also.”

“Should we go back to rescue them?”

“Yea, probably.”

Addrun leads the way back at a pace that Mac can maintain.  He stops short of the clearing and whispers to Mac to hide in the shadows incase another barrier goes up, then they might be able to rescue them.  Verin is talking with a tall beautiful fairy princess.  Addrun feels something odd and is distracted from Verin’s conversation when he looks back and sees the fairy Blutey swinging on his little bobtail.  Several other tiny Seelie appear and start pestering the “hiding” Bariaur.  He tells them to shush because they are hiding.  Blutey makes himself invisible but continues swinging and singing some fairy song.  Some of Blutey’s playmates are chattering about their new king named Samaraba.  Addrun doesn’t know whom they are talking about, but then the ranger’s furry little buddy comes bouncing into the scene.  He leaps onto Addrun’s back and says something about good food.  He is wearing a tiny gold crown and the silly fairies stare in reverence.  Who ever heard of a king squirrel?

The princess fairy speaking to Verin says something about the berrybeards heading in the direction of the so-called Uthraki.  There is a big stump in that direction.  Realizing that he is not really hiding and that the companions are not in any real danger at the moment, Addrun and Mac walk into the clearing and discuss plans about the stump and he Uthraki and the portal that it guards.  It is time to sharpen our horns and prepare yet again for a fight.

With Samaraba on his back and Blutey sitting casually on his head between his horns pointing the way, the group finds the giant jagged hollow stump.  They see no gnomes.  Blutey sneezes and tells the group hiding in the dark that the Uthraki is close.  Addrun readies his spear.  Verin and Mac sneak up to the stump without stepping on too many branches.  Blutey sneezes again and takes off afraid.  The gnomes are indeed inside the stump glad to be rescued but unable to move…

Just then a huge purple hairy monster comes loping into the clearing and sees Samaraba run away.  It chases the brave squirrel without a second glance at the stunned companions.  Addrun races after the pair and actually sees the beast turn into an exact copy of his little friend complete with a tiny crown.  The nimble creatures quickly lose the big Bariaur and so he gives up the chase and returns to the group.

The gnomes are lying awake but immobile on the ground when Addrun returns to the clearing.  They load three of them up onto Addrun’s broad back and the others each carry either a gnome or a fairy back to the Seelie.  The fairies are delighted to see their lost companions and return them and the gnomes back to health so that they can play.  Samaraba returns panting and exhausted.  Addrun mothers the little hero while Verin complains that he will not be able to sleep with all that racket in his head.  All of the companions are shot by tiny Seelie sleep arrows.

The 11th of Enkilot

Addrun and most of his friends wake the next day at noon in the midst of a fairy battle.  The fairies attacking the Seelie are ugly little things that more resemble walkingsticks than tiny humans.  Right next to Ramiel lies Blutey pierced by an arrow.  He calmly picks up the dying fairy, pulls out the black arrow and lays his other cupped hand over Blutey.  Addrun sees a small light pour from between Ramiel fingers.  He wonders that it must be the little fairy dying or the like.  When he raises his hand, Blutey stands up and gives the big man a bigger smile, then rejoins the battle.

“What did you do Ramiel?”

“I healed him.”

“Now you can shoot magic too?”

“Just that.”

“Wow.”

The raging battle gets closer and Addrun is the first to urge everyone to get out of harms way when Verin gets shot by a painful tiny arrow.  

Eventually, the battle subsides and the Unseelie, as they are called, leave for the day.  The dead are counted and mourned. The injured are tended and for a couple hours the silly fairies are serious.  

The group talks about attacking that purple monster and decide to wait until dawn the following day.  Addrun goes off by himself and does some much-needed hoof trimming.  His left rear was starting to hurt from being too long.  The jovial Bariaur is saddened by the fact that Sheka is normally a monthly flock event in which games and dancing are involved.  He misses his family and he wonders how they are fairing against the giants at Durot Gurid.  He considered asking Verin to join him but feels as though the urban tiefling would not understand the significance of family and ritual.  He wonders how Verin’s hooves are doing.  He doesn’t want to see his friend lamed by lack of hygiene.  He then wonders if magic healing would trim hooves.  

He thinks about that wonderfully useful tool called magic.  Ramiel heals; Mac heals and makes plants grow and water appear; Verrin makes fire and butterflies; Balaam does just about anything that he wants it seems.  Balaam explained that learning a new spell was akin to making a specific arrow.  It took time and patience.  The mind was then the bow to shoot the spell and aim was just as important so that the spell would not go awry.  Addrun had no desire to make fire like Verrin does, but that spell that Mac used to entangle people was very useful at Erandoor against the guards.  They surrendered at the sight of Addrun’s bow and gave up their weapons.  The ability to make food would sure be a fantastic spell.  Again he reminds himself to try to drag some information out of Mac about how one learns a new spell.  Well, Addrun has seen Verrin and Balaam reading out of books but Mac never has.  He wonders why there is a difference.

  The companions finally head out towards the portal.  Verin sets Blutey on Addrun’s head between his horns.  He can sense the portal and points the ranger in its direction.  Mac shows Addrun a bush that the deer find tasty, and Addrun breaks off a small branch and tries it on the way.  It is a bit bland but definitely nourishing.  When Blutey is satisfied that Addrun is heading the right direction, which Addrun could probably find anyway because the pounding in his head was growing increasingly louder, he jumps down to Addrun’s lower back to sleep with Samaraba.

Addrun finds the place sure enough.  It is a small creek running out of a tiny gully from a spring.  As the group walks down into it, they see a familiar face.  Spike is there, drawn to the pounding noise.  For a moment, everyone forgets their danger as they all talk excitedly and try to fill him in on current events.  He thinks they are all crazy talking about fairies and the like.  

Finally the focus on the task at hand, which is too attack the purple beast when it comes out of the portal by surprise.  Verin masterminds a worthy plan where Addrun, Agek and Embald stand up at the gully’s opening to shoot while the others stand on each side of the rim down by the spring.  Mac casually walks down into the spring and seems to melt into it.  Everyone is stunned with disbelief.  Ramiel stands with the three rangers to “guard” them.

After a few minutes the big purple uthraki steps out of midair right into the pool.  It smells something and looks into the water and slaps at it with its big hands.  Verrin scatters some powder onto the monster and it immediately starts coughing and rubbing its eyes.  A dreamleaf shoots first.  Addrun misses his first arrow in the excitement.  The next 2 stick in the beast with little effect.  The third (20) stuns him senseless for a moment.  The next two of Addrun’s hit but the one after that misses.  The Dreamleaves keep sticking arrows in the thing as Spike leaps into the gully to kick it but misses and gets ravaged by the beast.  Addrun calls his battlecry and charges in spear first.  He slips on some slimy rocks and when he enters the stinging cloud, accidentally pierces Spike instead to his utter horror.  He becomes blinded by the dust and starts backing out, hoping that he doesn’t get smashed by the beast while he is blind.  Everyone is attacking from the rim as Addrun runs around to join them with clearing vision.  He misses his first thrust from above.  The second goes right into the creature’s head and Addrun watches as the wound heals in seconds.  He flips the spear over and tries to bludgeon it like he saw the reappeared Mac do.  Misses twice as Mac smashes its head like a pumpkin.

As Verin and Balaam inspect the corpse, Addrun wonders why the thing with dozens of arrows sticking in it could only be hurt by Mac’s wood staff.  As he starts to run down into the gully to retrieve arrows, the Unseelie show up and shoot first and don’t care about questions.  The group runs out of there but all suffer from at least one tiny poisoned arrow.  They do eventually get to the Seeie camp and pass out from exhaustion.

As Addrun wakes late in the morning, he notices that even though the steady forest heartbeat thumps still in his head, the infernal shrieking and booming are gone.  The dutchess thanks the group for slaying the dreaded Uthraki, which hunted them and tells them of other things.  She asks one favor from them- that they find a parasitic shrub called Verbina, or witch’s root that completely repels all fairies.  Blutey could help the group find it.

The group argues about plans and timing for hours.  Addrun gets frustrated and target practices on an old stump- he misses one in seven.  Later Verin is very excited about finding the witch’s root all of a sudden and wants to leave immediately.  The group heads SW on into the night.

The next morning, Spike is gone with Verin’s horse.  Even though he left the axe, Verin is extremely upset.  Ramiel chastises himself for not knowing Spike’s true nature.  
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