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Game Session September 1, 20002

The 16th of Enkilot


As the fearless adventurers look for the lost Dreamleaf ranger in Gelden’s deep center, they discuss their future plans.  The Seelie know exactly where the Unseelie had made their “base” and Blutey lead them to it on his usual “captain’s chair” between Addrun’s horns.  They find the comatose ranger lying in the leaf litter that the Unseelie had piled-up.  He was alive but covered in the ugly red veiny marks left by he poisonous Unseelie arrows.  As Addrun scout the area, Ramiel tries to revive the poor man.  A glow emanates from his hands and the ranger’s eye’s open.   Too weak to talk and very confused, the ranger once again falls back to sleep.  Ramiel easily picks up the wasted man and places him onto Lan-Di’s horse.  As they walk back towards camp, Addrun tells Lan-Di to never try to barter with the fairies when sugar is involved.  Verrin gives an annoyed harrumph.  


The companions head out of Gelden towards Hillstride.  The starving Bariaur notices a large walnut tree full of fruit and recklessly charges, headfirst at full-speed.  Blam!  The impact does not knock him out but does make him light-headed for the rest of the day.   Addrun has just fed everyone for the next couple days.  They all place the fallen nuts into their empty sacks.


As they leave the heartbeat of the forest behind them and the wyldewolf guardians, Addrun’s face lights up as he sees the sea of grass.  Pulling out his sickle, he slows the group down as he begins harvesting.  They wait impatiently as he forms bails and tried to lash them onto his rump.  After the third one, he has to ask someone to help him tie the last one onto his back.  


The heavy cumulous clouds look down threatenly with their dark faces but hold back the rain, perhaps saving up for another huge storm.  The group hears the oda yeoga-para whoop in the distance, begging for another storm to ignite their thirst for blood.  Blutey imitates them, but when asked what they are saying, he says he does not know.  They finally reach the Field Trade Road and camp under one of the big shelters.

The 19th of Enkilot


The group heads towards Hillstride early and begins seeing well-tended crops on both sides of the road.  The morale perks up when the first road-side stand selling fresh vegetables appears.  Addrun keeps looking for someone selling oats while munching on walnuts.  As they get closer to the ugly stone ramparts of the heavily fortified city, Verrin stops and buys everyone some food and a couple bags of oats for Addrun.


They approach the front gate and the two-dozen armed guards.  There is a large sign stating the city’s rules and the military etiquette.  Addrun notices that their rangers are called “farstriders” and their symbol is, appropriately, the arrow.  The Burly Dwarven gatemaster, Ryran Tofer, lets the party into the metropolis.  Verrin asks him where a quiet inn is located.  He laughs and says that the only quiet inn is the White Flame.  The group splits up.  Addrun follows Ramiel and Lon-Di to the Temple of Heironeous with the wounded ranger.


Being the tallest building in Hillstride, the Temple of Heironeous is easy to find.  The trio walks up the marble stairs to the guards and priest.  Ramiel happily greets a priest and tells him that they wish to have the wounded Dreamleaf healed.  The priest says that that is a wise decision and asks Ramiel his name.  Upon hearing the faithful paladin’s name, the priest orders the guards to keep the disfavored man from entering the temple.  Ramiel tries to explain but is rebuffed.  He then turns to Lon-Di and the very confused Bariaur and tells them to go on without him, for he must remain outside.  Addrun tries to plea with the arrogant priest who turns his back on him.  Ramiel again urges them into the temple of his god.  They do as he asks but not without looking back.  Addrun carries the comatose ranger into the temple.  


They are greeted by another priest who calls for others to come and get the wounded man.  Addrun tells him that the poison just needs to run its course and when he starts to go on about the Unseelie and the priest acts irritated, Addrun decides to make the story very simple.  They have caused enough trouble already.  The priest says that the injured man will be cared for and that they could come back tomorrow if they would swear to uphold one of the erroneous virtues.  (()   Addrun is completely perplexed by this but wants to understand so that the ranger will be healed.  After much confusion and false smiling, Lon-Di eventually swears to his own god that he will remain truthful.  Addrun swears that he will always be courageous and feels a strange tingling as his fur stands up.


After that confusing ordeal, they head back outside to rejoin with their fallen friend.  As they head for the nearest blacksmith shop- across the street- Addrun fill-in Lon-di about his quest and asks him if he is familiar enough with the crisscross ways of the city to help ask questions.  Lon-di says that he would not know where to start.  They enter the Smithy of Heironeous.  Ramiel asks a middle-aged human man about the cost to repair his banded armor.  He admits to the blacksmith that he does not have the money now but could return later; the man says he won’t touch the piece of shyte without the money up front.  Ramiel frowns and wishes the man a good day.  He then drags the pair to a couple other smithies nearby before finally walking into a Dwarven-owned shop.  Ramiel is immediately impressed by the stout little fellow and promises to return shortly.


Addrun asks a passerby if they know of the local Dreamleaf headquarters and the person says that there is not one.  The fabled rangers only pass through Hillstride.


After talking to Lon-Di whilst waiting for Ramiel to conduct his business, Addrun urged the monk to show him the library so that they could learn of the Sunken Prince and possibly Ramiel’s onyx tower.  They find it soon enough and find a feathered tiefling in charge at the desk.  Addrun is impressed by the collection of books and scrolls and papers.  The librarian gladly helps them and finds that the Thunderrock Mountains used to be mined extensively for onyx before the Giant Wars 326 years ago in which Addrun knew that the Rapochi Damagami fought fiercely.  All onyx is now imported from the South.  Though listening intently to the librarian, Addruns keen alertness (rolled) heard two familiar voices enter the building.  


“Verin, Balaam, over here.”  Shouted Addrun.


Balaam tells the others that Verin sold the fairy wings for a great profit and begins to hand out money for resupplying.  Ramiel is irritated at Verin’s greed and forces him to hand over 15 gold for his armour.  Verrin sighs and gives him 3 platinum instead.  Ramiel states that he shall donate the extra.  Balaam gives Addrun 3 platinum.  


As Ramiel heads to the Dwarven smithy, Verin has the librarian look up information about the Sunken Prince.  There is very little on records about the prince or the ancient kingdom but there are records of battles with the crested dragons.  Addrun asks about tactics.  He learns that because of the poisonous volatile breath of the lizards, it is best to not make any sparks and not use steel weapons against their rough sales which make very good, albeit, expensive armour.   
Addrun wonders aloud what that armour is like and how cumbersome and noisy it is.  


When the librarian is done, the four head to the single enchanter in town to have the fairy items appraised.  They find the eloquent home and gain an audience after Addrun blurts out to the doorman that they have lots of money.  A very irritating, rude, speciesless, well-dressed man enters and asks them what they want.  Verrin does all the talking acting like a colleague and the man does inspect the items.  He says that the “kitty boots” will always make the wearer land on his feet.  Lon-Di smiles.  He looks at the coin with the Duke’s picture on it and states that it is merely a coin of luck.  As he passes it back to the Bariaur, Addrun notices that it has a bucking rapochi Damagami on the back where it was once blank.  Curious.  As Verrin embarrasses himself by begging for tutoring to the snobby man, Addrun and Lon-Di leave him and find the White Flame inn.


Later that night, Addrun finds out just how much fun cities can be at night.  The fantastic magical bards at the White Flame played better than any Bariaur, even the one Bariaur song that they knew.  Addrun was surprised to see the noble paladin in a dashing blue outfit dance for a while.  Addrun danced all night long and some of the hundred other people were trying to get him to drink.  He liked the ales but passed on most of the stuff that burned his nose.  They were perplexed as to why he didn’t get drunk.  


Finally in the wee hours of the morning, the weary country buck stumbled upstairs to sleep with a huge smile on his face.  

The 20th of Enkilot- late morning


Addrun wakes up late on the floor not far from Verrin’s sprawled form.  Blutey is pass out on top of Verrin’s head.  Addrun is elated yet a bit out-of-sorts when he realizes that this was the first time that he slept inside a building, and on the second floor to hoof!  Addrun heads towards the door to the suite and is greeted by two of his favorite things: Ramiel and food.  The starving Bariaur engulfs a few loaves of fresh bread.  He tries to say thank you with a mouth full of bread.  Before going outside to perform his morning routine, Addrun wakes the sick tiefling and bugs him about asking for the damned Raku.  Verrin agrees but waves the hyper behemoth off.  


Later Verrin takes Addrun directly to the Shining Gem and immediately starts flirting with a very lovely elf maiden.  Addrun formally introduces himself to Ssasa but is cut off by his impatient friend.  Addrun is fascinated by all the sparkling pretty gems in glass cases and doesn’t even notice when Verrin disappears.  


“Is there anything that I can show you, Master Silverfleece?”


“Pardon me?”


“Is there anything that strikes your fancy?”


“Well, I do like that ring that reminds me of one my father had.”


Ssasa tells him that it is a signet ring of a Hillstride officer and asks if Addrun’s father was once in the army.  Addrun says no and clarifies that it was different but reminiscent.  She says that she will gladly give him the ring if he would tell her about his tiefling friend.  For some odd reason, Addrun was a bit perplexed and had trouble talking when she looked at him right in the eye.  He blurted out a few disjointed phrases attempting to describe his oldest companion.  She pressed the ring into his big hand and thanked him in the most pleasing way.  He remembered his manners enough to say that he could not take the gift without proper payment.  He embarrassedly asked if she needed any chores done and she assured him that he had already paid for it.  The elf ladies of Cyrril were nothing like this businesswoman.  


Verrin rescues the bewildered Bariaur by introducing a Thieves Guild member.  The man would not give Addrun his name but Verrin gave a reassuring wink.  Addrun described Tirag’s jade war Horn and asked if a Bariaur had come through here with it.  He said that he would have heard if such a rare item came through Hillstride for sale.  Perhaps the thief went to Glensay.  The man returns to the back room.  Addrun whispers to Verrin that Ssasa was asking about him.  The polite Bariaur waits outside for his friend.


On the way back to the White Fame, the pair stops by a bower and buys 60 sheaf broadheads for 25 gold and pay 5 silver for glue and thread.  Addrun talks to the gentleman for a few moments about bows and such.  Addrun inspects one heavy longbow and complements the man on it.  He says that he admires the Bariaur bows for their power.


They meet the other three in the common room and fill them in.  Addrun tells them all about the pretty elf and Verrin admits that she is headed this way tonight.


Addrun starts to feel achy from the lack of exercise and asks Lon-Di if he wants to spar.  The monk and the ranger go out back and fight for a while.  Addrun finds it odd that Lon-Di take no effort to dodge or parry but takes the pulled blows willingly.  Addrun hooves actually cut him up a bit.  


When they finish, Lon-Di shows Addrun their new draft horse and asks the ranger to take a good look at him.  Addrun concentrates and is able to communicate with the horse.  He says that he feels good and wants to be out in the fields.  Addrun smiles and says he knows exactly what he means.  He says his name in Rapochi is “Lunap”, which in common means “Valley”, of course.


When Addrun goes back in to join the others, they are discussing tomorrow’s plans.  Balaam wants Addrun to drink some noxious liquid called whiskey but Addrun refuses when it singes his nose hairs.  Addrun is excitedly waiting on the bards to start.  Balaam dares Addrun to drink a few drops from Blutey’s tiny bottle.  He agrees with a shrug and Blutey climbs up on his face and spills only two drops into Addrun’s mouth.  The world spins.  The big Bariaur crashes into stuff and remembers nothing.

The 21st of Enkilot


A bit late the next morning, Addrun finds himself sleeping on a broken table with several people leaning on him.  Except for the setting, it sort of reminds him of when he was a kid.  There just wasn’t much broken furniture out on the prairie.  He feels great from the coma-like sleep and tries to wiggle out of the sleeping partiers.    Ramiel brings him several loaves of bread of which Addrun is extremely grateful.  

“You tried to dance on that table last night.  You were crazy.”


“Really?”


Addrun tries to listen to the stories of his fairy-induced drunk but can only think of all the beautiful does that he left behind…


“Ah… I’ll be outside for a few minutes.”


The group finally gears up, readies Lunap, pays for their stay and the damage, and heads towards Cyrill.  Addrun is loaded down with his dwindling bales of hay, a couple dozen walnuts and to bags of oats.  He lets Ranger Bob Doden lead the way but walks beside him and hounds him with questions.  The thin man seems irritated when he scouts ahead.  Addrun wonders how he is feeling.  They make it to one of the roadside pavilions to spend the night.

The 22nd of Enkilot


Gruff Bob Doden wakes everyone at dawn.  Balaam mumbles about his weird dream of blue hands and horses.


They reach Cyrill by midday.  Addrun still wonders at its beauty and reaches inside his pouch with his lucky coin, silver and Cyrill rock.  It’s still there.  Cyrill does not seem as different as they had all imagined.  


They find Corvis who is very grateful for them rescuing his three rangers.  He fills them in on current events.  The Cult of the Halfmoon are growing powerful and probably have our former friend as a member.  The gray-elf former Dreamleaf stole the decay starshine.  Ramiel is furious and yells at Corvis, “Do you know what I lost for that?!”


Corvis gives the paladin a polite bow and continues.  Another starshine fell in the eastern Bourngrove recently.  Addrun has trouble paying attention when he sees Blutey entertaining the children.  They talk about Lanik being evil.  Corvis said he has known for years but it has made little difference.  Finally the bariaur can take it no more and runs off to join his playmates.  He finds a length of rope and takes turns swing children into the river.  Blutey occasionally runs up to Balaam, rams into his shin, and runs back to show the staring kids that he is all right.  Addrun plays all day while the others make plans.


When the dinner bell rings, Addrun races to the pavilion.  He eats more quickly than is polite and has to wait for the dancing to start.  He hears something about a great Dreamleaf named Artimis Windfeather.  Later he talks to a Dreamleaf, named Leofsenn, a little about using magic through nature.
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