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Game Session November 3, 2002

24th of Belot

 
A tremendous clap of thunder jolts the comatose, battered Bariaur sprawled in the dirt with a death grip on the spiral jade horn.  Addrun jumps up and staggers, mumbling about getting back to his flock.  He falls down again and begins to awaken.  Chenwell lightly heals his bruised and cracked ribs sending a chill down his spine that refreshes his troubled mind.  The rest of Marulama are discussing going back to the crystal-winged butterfly field before they head north.  Verrin and Aidan bully the still-groggy ranger saying that it will only take a moment and it might stop all those pursuing hillgiants from killing them.  He agrees and gets his bearing.  They ran nearly due south from Gorgosh’s encampment so they need to circle around to the northwest.  He thinks that he can hear the Eyebiter contingent marching their way as he leads the group in a wide arc to the west and then north.  He picks up Gorgosh’s wide trampled trail and they follow back eastward.  

3rd of Chardot


After four days of grueling travel eastward knowing that the Eyebiters are close behind, Marulama finally reach the wide arc in the trail where Gorgosh avoided the deadly field of butterflies.  Addrun has to rein in Verrin and Aidan from heading straight east into the field.  


“That would be too easy for them to trail us.  Let’s pretend like we are going around it and then head in from the north.”


“But if they follow us into the field, they will be entranced and we can easily escape.”


“Perhaps, but I would prefer to lose them.” Addrun insists.


At dusk, Addrun picks a place to leave the trail.  


“Aidan, lead them in slowly in single file.  I shall do my best in the dark to cover or tracks and repair the bent grass.”


Verrin and Aidan had already planned to walk backwards into the field and have blindfolds ready.  Addrun works diligently for a couple hours trying to repair the grasses and plants from the horses’ passing.  Verrin begs Addrun to catch him a cricket.  When the ranger asks why, the mage simply replies that he needs t for something.  Addrun decides that the sacrifice of one tiny insect couldn’t hurt Naneigh too much.  He finds a small one soon enough and holds it out for Verrin to get it.


Aidan reins up and says that they are probably close enough now to stop with the horses.  Addrun, having no desire to get put to sleep by the glittering butterflies again says that he will stay and keep the horses quiet.  Lon Di, who is still in a great deal of pain after nearly dying from the ogre spear though his mid section, Chenwell, Ramiel and Balaam all agree to stay out of the field as well.  Addrun gets the horses to lie down and keep quiet.  Lon Di takes a little nap.  As the ranger diligently keeps watch northwards, he communes silently to Naneigh and is calmed by the harmony and flow of her voice.  He speaks to the three horses sending them calming thoughts of safety and freedom.  He makes sure that no centipedes wander over and start nibbling on the horses or Lon Di.  He sees only a couple, which he tosses away.  He is worried that Verrin and Aidan are making too much racket as they search the dead bodies for treasure.  

After a while, he notices that he no longer hears them at all.

“Balaam, I think they might have been entranced.  Is there anything that you can do?”

“Yes, I can form a globe of darkness around them.”

All of a sudden, the two start talking excitedly again and Addrun whispers a loud “shush” in their direction.  They spend a couple hours in the field making the Bariaur more and more nervous as he feels a nearly overwhelming need to return Tirag’s Horn to the Dalabnankor.  

They finally return, winded as if they had been running, with a few weapons and a bit of coinage.  Addrun has to again remind them to keep quiet.  Then he hears something and he hssssts.

He whispers very quietly, “They have found our trail leading this way, nobody move.”

The group stares north into the near darkness of the new moon.  Addrun sees a huge silhouette stand up at the top of a rise.  Probably the Eyebiters’ tracker, he looks their way with the glittering butterflies behind them.  He disappears.  Over the next few hours, Addrun sees his dark shape appear several times in an arc to the west and southward.  

Then when the giant tracker gets to the far southeast, he calls loudly in Giant to his leader.  The Eyebiters march around the east side of the field in a clamor of armour and thunderous footfalls, and then eventually disappear towards Penitent.  After what seems like an eternity, the calm ranger leads the group of exhausted adventurers northeast towards the edge of the Bournegrove forest and eventually to the Elven trade town of Andrion.  Addrun tells them that they will want to leave the protection of the forest before they get into gnoll country to the north of Rainy Lake.

Later that morning, Addrun hears a tiny voice yawning.  Chenwell tells everyone to look at Blutey who now has fairy wings.  Addrun stops and walks over to his tiny friend.   

“It looks like you went through a metamorphosis.”

“Huh?”

“Like when the caterpillar changes into the butterfly.”

“I don’t know.”

“You are older now?”

“Uh, huh.”

“Ask Verrin about the time he had wings a few days ago.”

He leaves Blutey with Chenwell as the little fairy tries to figure out how to fly.  Addrun continues leading the group northeast.

At noon, they reach the Bournegrove but Addrun keeps pushing them until dusk when even the horses collapse.  Aidan suggests that he and Addrun should do a little scouting into the trees before they settle in for the night.  Right away, Addrun sees a strange set of old footprints leading into the forest.  He shows the man-sized print to Aidan who cannot see it in the darkening light.  The print shows a naked foot with long toenails.  Aidan asks if it could be gnoll and Addrun is not sure.  He does not think so, but his fatigued mind does not really remember what gnoll prints look like.  


 As Addrun stands there thinking, he hears a low whistle right before he feels something hit his right rear thigh.  He looks back to see a crossbow bolt still quivering in his flank.  Then he looks up to see dark, wide shapes leaving the darkness of the forest.


Aidan says under his breath, “Bugbears.  I might be able to buy them off.”


As Aidan stood to talk to them, Addrun turned around and walked back to the others.  “We have company.  Aidan says they are bugbears.  He is going to try to reason with them.  Chenwell, can you pull this out of me?”


As the others prepare for a fight and take a few steps forward, Chenwell pulls out the bolt and stops the bleeding.  Addrun moves to back up his friends.  The leader tells Aidan that he wants everything that they own.  Suddenly two of the eight bugbears collapse snoring.  The leader, named Dread, sees them, raises his huge stone hammer and orders them to attack.  Crossbow bolts fly as the companions charge.  Ramiel and Aidan head for the leader who gets protected by two of his men.  Addrun decides to take on the far right one since he is already wounded and still has cracked ribs.  He charges with his spear and nearly skewers the ugly creature.  His momentum carries him past and behind the monsters, so he grabs his bow.  He sees the bugbear leader now glowing in green light as Ramiel and Aidan try to get to him.  The other bugbears have dropped their crossbows and drawn their scimitars.  Dead purposely smacks the ground with his huge stone hammer causing Aidan and Ramiel to both cry out as the earth tremors.  Aidan falls and Addrun misses his easy shot spraining his right shoulder.  Addrun drops his bow and charges Dread head-first knocking the air out of the bugbear and giving Lon Di an easy chance to kick him.  Verrin uses a spell to terrify one bugbear into throwing down his sword and running into the woods.  Addrun kicks Dread once but misses the following kick when Lon Di starts grappling with the muscular beast.  Lon Di gets him down and holds him with a foot on his neck.  Addrun pulls away the huge hammer.  The remaining three bugbears surrender and their leader starts trying to talk his way out of being killed.   Addrun sees Chenwell and Ramiel leaning over the very bloody Aidan.  Aidan sits up and says that Blindeye not only pays for bugbear pelts but has a reward in gold for turning in Dread.  He urges the group to skin the dead and lead the rest to Blindeye.  Addrun says that Blindeye is now weeks out of their way.  Aidan says that surely Andrion will have a smaller reward for the brigand.  Addrun does not want to deal with captives and Ramiel refuses to let any pelts be taken.  They argue heatedly for a few moments as Dread looks on smiling.  Finally, to Aidan’s disapproval, they decide to tie-up the brigands to trees leaving them for their friends or other brigands.  They gather all the weapons and extra bolts and leave.  Verrin goes right for his tent but Addrun tells him that they need to get some distance from the bugbears tonight.  Verrin complains but agrees.


Seeing how the travel is killing Aidan, Addrun sops the group after only a couple hours.  They sleep well into late morning.

7th of Chardot


Addrun wakens fairly late and realizes how injured he is.  He politely asks Chenwell is she has the strength to give him a little of Idun’s healing magic.  She does and with a surge of dizziness, Addrun feels almost 100%.  He doesn’t push everyone to get moving, giving them a little extra time to rest after the hard journey and fight last night.  They eventually get moving and before too long, Addrun notices that the birds have disappeared.  He tells the others that something may be ahoof.  It is a beautiful day however, which makes it difficult to not feel at ease.  Eventually they hear a low rumble like a constant thunder.  Aidan says that it reminds him of cavalry.  Soon a large herd of wild horse gallops over a hill heading south… followed by a huge black dragon spitting something at them.  Addrun orders everyone to get down as they watch in horror as the mythical beast rends horseflesh.  It stops flying and consumes the fallen nearly whole.  Addrun feels that being a half-mile away should offer them enough protection for the time being.  They watch and wait for the beast to leave as a huge black humanoid walks up to it.  Then they see a wagon train top a hill and heading right for it.  The group is shocked and does not know what to do.  Lon Di however, jumps on his horse and tells everyone to stay as he gallops towards the train.  Addrun cannot decide if he should stop him or let him go.  He puts a hand on Ramiel’s arm to keep him down.  They watch the black shape mount the dragon and then fly towards the wagons.  Lon Di gets to the train first and waits.  It lands in front the train sending human shapes running.  They think they see Lon Di standing in front of the tall black biped and they wonder what is being said.  They see the shape load items from the wagons onto the dragon and a woman be eaten by the huge monster.  Ramiel fights Addrun to go and avenge her but Addrun keeps him down.  Finally the shape mounts and flies the dragon northwest.  The group is astounded and speculates on the event as they wait for Lon Di’s return.  Addrun wonders if it has anything to do with another fallen star.  


Lon Di returns with a lathered horse and tells them that he tried to bargain with the very intelligent ogre who is looking for them.  Ramiel wants to know about the woman and Lon Di says that it was a small sacrifice for the lives of all the others.  Addrun understands but can tell that his paladin friend has trouble accepting it.  


As Addrun gets them moving again, Lon Di says that the dragon spoke common and seemed to be more of the master than the ogre did as it requested the girl.  That disturbed Addrun.  For how could one fight such a formidable opponent that could also outwit you?   Verrin wants to go see the carnage of the horses that the dragon left behind.  Addrun does not want to stop.  Ramiel takes Verrin to the site for a few moments and catches up.  


They reach Andrion at dusk.  Addrun wants to go into the elven city but when he hears that all the other fighters are going in, he offers to stay with the two mages.  He gives the heavy hammer to Lon Di.  Aidan, Lon Di and Ramiel go into town.  Addrun watches a group of beleaguered soldiers ride in from the west.   He keeps a close watch all around as the mages have their noses in their books.  Verrin look up once to ask Addrun to find some rhubarb for him.  The ranger makes a small circuit of the camp looking for some and finds non but does find a little woodrose, which helps cheer people up.  He puts a little in a belt pouch for some other time.


 The three come back in a couple hours and Aidan immediately starts arguing with Verrin about selling the magic daggers that they found in the butterfly field.  Verrin goes into town with the three leaving Addrun to protect the Drow.  Later, they return to talk Balaam into sneaking into town and staying in an inn.  Aidan checks-in with the small Hillstride garrison and returns with a new horse, a pack pony and a promotion.

9th of Chardot


Addrun wakes everyone earlier than they wanted after drinking the night before and wants to head out.  Verrin whines about staying in town for another eight or nine hours to work on another spell that will help the party get out of trouble.  Addrun argues but everyone else agrees, tired from the hard travel.  Anxious Addrun heads out of town to do some scouting.
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