CHAPTER TWO – KOBOLDS IN THE MONASTERY

9 January 1002 (afternoon)
Duvergne is a large town, home of Michelle. Michelle guides us all to an inn, then Michelle and Takashi go shopping for clothes. Gregory gets forcibly put to sleep by Llewella and Gecko.

Michelle takes us all (except Llewella and Gregory) to the castle, where we meet the Lord Louis. They get brought by a litter. The Lord speaks to us all and gives us lodging.


“Does the castle have a pond?


Does the castle have a moat?


Does the moat have crocodiles?”
Dr Seuss ???

Llewella, Gecko, K’slar, and Orion spend the time to converse in the confined quarters of K’slar. 

11 January 1002
Gregory goes into town shopping. Others spend their time around the town.

Arrangements get made for horses, ponies that evening. getting ready to leave 13 January.

13 January 1002 (23/3/01)
The journey is to chase up any clues on the cure for the plague, going to a peninsula that was the subject of books in the sage’s tower - these clues include bats, birds, and the like ... (Heading for Belfort) The peninsula is to the north of Tortuga.

We go along the road to Belfort and spend four days uneventfully (about half-way there).

17 January 1002
In the mid-afternoon, we enter a cutting, and suddenly are attacked by a rain of spears; all are hit. After splitting up, we tackle creatures about 3ft  high, pink, with horns, armed with clubs and short spears (“horny little rats”) - they speak Draconic.

All get killed or run away except one, which was charmed by Takashi. At the beginning of the evening, we get to a small village, where the villagers seem happy to see us and hiss and spit at our prisoner. All except K’slar go to the inn for the night. Takashi and Vinnie aiming to speak to the innkeep/mayor. We find out that the “rats” have been attacking people, burning farmhouses, taking or killing travelers and farmers.


“Some think they’ve been holed up in the old monastery up in the hills ...”

The prisoner is kept in a makeshift cell at the blacksmith’s. The innkeep is very helpful and effusive. We find out about a farm that was burnt out last night.

18 January 1002
Takashi interrogates the kobold to try to find out where the kobold’s lair is. The kobold prisoner “agrees” to lead us to his home. We head west for 45 minutes before getting to a path where Orion picks up the kobold scent. After tramping on a little more, we get to the end of the forest with building ruins 1/4 mile off. We hug the edge of the forest until we get around closer to the old gatehouse. After entering the ruins, we see small predatory creatures (guard thylacines) before entering the RHS ruins. In the LHS ruins K’slar finds an altar with stone artifacts.

K’slar keeps searching around to the left, finding nothing. Vinnie goes to a hall that he has spotted, finding nothing. The rest, led by Gecko, find a trapdoor behind some rubble.

We all proceed down, and a big spider lands on Llewella’s back, getting killed eventually. There is a maze of corridors. After finding the forge, Takashi talks tot he kobolds, trying to find out where the leader is.

The kobolds sound the alarm “FIRE! FIRE!” Kobolds swarm out of a room, and we engage them.

(6/4/01)
We wipe out all the kobolds except 2, who are tied up. We then explore the kobold underground tunnels. We find equipment, and a female half-elf (name: Corin), who was incarcerated in a cell in the dungeon.

(We take down the kobold leader, we think.) However, in combat at the throne room, Takashi gets taken down in battle, with others looking rather battered. We decide to go back to the village.

(14/4/01)
We take the two kobold prisoners and Takashi back to the village. The villagers want to execute the prisoners immediately but we hold them in custody. We send Corin to the local lord with a message that the kobolds are being held in the town, and that some haste may be required. She returns with the message that the steward will be sent.

The week spent at the town is involved with training and rest.

25 January 1002
We head back to the monastery to Pelor (sun god) and back down to the kobold dungeon. After walking around we find a secret door which leads to a previously unexplored part of the dungeon. A lot of undead and nasties (including grimlocks) showed up, causing more than a little trouble ...

(20/4/01)
Walking, walking, walking ...

We find an altar to Erythnul (war, trickery) behind a secret door deep in the monastery. Soon after we find a stairway leading up to a trap door out into the chapel behind the altar, in the midafternoon.

After we go back down, we fight a shadow, and a floating eye. We then find a cache of remnant stuff.

After going back to the town, and selling stuff, we head on north.
