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Game Session of August 11, 2002

13th of Enkilot

As the companions minus one travel towards the Wood woe tree following the bullywug tracks, Verrin is fuming about the loss of his horse, supplies and money.   When Balam and Ramiel’s argument gets too loud, Addrun orders them to be quiet, because they are scaring all of the animals away.  Addrun’s supply of grain is all but gone, but instead of complaining, he aggressively looks for food in the mostly unfamiliar forest.  Finally he finds a blackberry bush loaded with berries.  He scares the birds away and tells the others to load up on the tasty sweets.  

Later they find the site of the fight that they fought against the frog creatures.  Addrun circles around and besides their old tracks, he sees a bullywug trail heading SE.  After much {and growing habitual} discussion on the next course of action, they finally agree to follow the trail to see where it goes.  A couple hours later, Verrin asks Addrun to boost him up so that he can climb a tree.  When he gets to the top, he sees the most miraculous thing- a lot of trees.  Not for the first time did Addrun wish that he could climb things like trees and ladders.  While waiting on the silly, whiney tiefling, Addrun finds a bunch of acorns and starts collecting them.  The others follow suit with grumbles.  Ramiel is taken aback when Addrun tells him to watch for wormholes before he eats.  

Up in front, Addrun hears some odd but familiar thumping and crashing of breaking branches.  Addrun asks Blutey to turn invisible and go spy on the frogmen that they now see through the foliage.  The bullywugs are randomly jumping and complaining about their leaderless predicament.  A few moments later, Blutey comes running past them screaming about monsters; half dozen bullywugs framed in purple flames land around the surprised companions.  Addrun begs Mac to try to speak with them and tell them that they do not want to fight.  There is no time, however, before they start attacking.  One nearly kills Balaam in one bite.  Addrun stabs another with his spear.  As Ramiel runs past to try to heal Balaam, Addrun stabs another in the back as it rakes Ramiel’s back with its claws.  Then everything goes completely black.  

Addrun carefully defends himself and backs out of the magical globe of impenetrable blackness.  He gets out while most of the battle is still inside.  A bullywug jumps out and Addrun misses as it jumps back in.  He draws his bow and waits patiently.  Finally the blackness disappears and Addrun shoots one attacking Verrin and then kills another behind it.  The battle is over.

 Addrun, Ramiel and Blutey leave the carnage and walk towards the clearing where they saw the frogmen initially.  Corpses of varying states of decomposition litter the area- mostly gnome.  Addrun had noticed that a couple of the bullywugs had been wearing tattered Lanfennin cloaks but there were no elven bodies to bee seen.  Perhaps these have traveled from the Muckwoods.  How queer.  Blutey is on and inside a medium-sized tree and talking about being able to go home to Failyluna.  The trunk seems to be a portal for him.  Addrun notices a writhing, growing cocoon hanging about eye-level on the tree.  It is the woodwoe tree.  Addrun cuts down the disgusting thing and Ramiel picks it up to take it to Verrin and Balaam who stayed at the battle site.

THEY ARE CUTTING PARTS OFF OF THE BULLYWUG BODIES!  Ramiel is outraged and lectures them thoroughly.  Addrun is disgusted and upset as well.  Balaam holds up a large section of frog skin and claims that they can use it to make bags.  Addrun doesn’t really listen to the two but tells them that Blutey has found the witch’s root.  Verin asks to be shown it.  Ramiel storms off to pray.

Addrun and Verin walk over to the strangled bush and have a heated argument about how best to get the parasite off of the bush.  Addrun was going to just cut off pieces but Verrin argues that it has to be alive to work.  Finally Addrun is persuaded to pull the entire pathetic bush out of the ground.  Blutey also shows them two more, which they retrieve and take back to the others.   When Addrun and Verrin return to the mutilation, the carnage is overlooked   because of the robed human sitting next to Mac who is no longer unconscious.  Because of Balaam’s disgusting dissection, Addrun cannot remember what actually happened to Mac, but it was pretty bad, and now he is completely healed.

The strange human introduces himself as Lon-Di.  The companions take turns pelting him with questions.  He has followed the bullywugs from Bourgroves eastern Muckwood.  He was trying to figure out why they would leave their swamp.  He also talks mysteriously of the Lanfennin acting queer.

By this time, Mac has gotten up to investigate the Woodwoe’s cocoon.  Balaam has several ideas for carrying the noxious thing, but Mac raises his staff and stabs it down into the quivering thing repeatedly.  A large bud magically appears on the woodwoe.  As the group discusses the fairies, Addrun scouts for a new campsite away from the stench.     

The 14th of Enkilot


The adventurers wake in their less fragrant campsite and discuss the day’s plans.  Balaam urges that if given a day, he can remove the witch’s root from the host plant without killing it.  Verrin, Mac and Lon-Di make a pyre to burn the frogmen bodies while Addrun teaches Ramiel the rudimentaries of spear throwing.  Later Addrun also teaches him how to shoot a bow.  They lose several arrows, but Ramiel does hit the target log a few times.  By this time Lon-Di is beating a tree with his bloody hands.  The group members look on with brows furrowed, shake their heads and continue what they were doing.  


Later in the afternoon, Balaam explains to a small audience how he was able to separate the parasite.  Addrun worries about the giant greasy fire and moves any stray leaf litter or branches from the fire’s vicinity.  The group wants to leave but Addrun refuses to budge until the fire has burned out.  Mac walks over to the barbeque and creates water to extinguish it.  Appalling plumes of greasy, black smoke drives the group from the area.  Addrun leads the way back to the fairies with Blutey, Verrin and Ramiel.  The others walk behind so that the witch’s root does not hurt the little green fairy.


They have to set up two camps.  Blutey snores in-between Addrun’s horns, keeping Addrun awake for a few minutes until he also falls asleep.

The 15th of Enkilot


 Addrun wakes to find Samaraba sleeping on his rump curled up with Blutey.  They finish the trek to the fairies and discuss what to do with the Unseelie.  Addrun asks to have Samaraba’s crown removed.  Addrun sees Verrin trying to barter sugar for fairy wings with a tricky fairy who ends up shooting him with a sleep arrow and taking the sugar anyway.

The 16th of Enkilot


The next morning, they prepare to heard the Unseelie towards the woodwoe tree/gate.  Addrun, Ramiel and Lon-Di each take a branch of witch’s root and form a reverse phalanx to drive the Unseelie in front of them.  The others follow behind.  Addrun takes the middle to direct the other two and they head towards the portal.  The effect is surprising as the Unseelie are caught completely unawares.  Mac tells the Unseelie to head for the woodwoe tree as they drive them away from the cairn.  


The Unseelie are easily forced into the tree-gate and ramiel chops it down.  The victorious companions once again return to the Seelie and are greeted with a celebration.  The pretty little duchess gives them gifts:  one pair of mice-skin boots, 10 brambles, pink potions, a blue potion and a coin with the Duke on it.  Ramiel gives Addrun the coin to carry.


As the group happily begins the tedious process of making new plans… Blutey wants to go with them.  Addrun happily accepts and the others do not seem to mind.
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