CHAPTER FIFTEEN – THE SAILORS’ SHRINE

15 September 1002

The party (minus Corin, who has diappeared) set sail. The captain eventually mentions that we are sticking close to the land because we will need provisioning due to the adverse wind.

19 September 1002

The captain is confronted by the mate, who says “We’re going south. That’s where Sudwig is.” The captain faces him down.

20 September 1002

We dock at Bjarholm, in the land of Sudwig. As we get off the ship we spot Corin. The locals are light-haired and tall – Swedes. Fritz describes them as brutes and ingrates.

We order food at a local inn. Takashi, Fritz and Ulmor hear that the locals are up in arms because they haven’t been able to sail – the shrine of Shonne that is typically visited by sailors for good luck is apparently plagued by goblins.

Errol starts teaching a local musician a Beduin song.

(21/6/02)

Skald, the musician, tells Errol a story about a local hero (Olaf) who was blessed by Shonne – hence the significance of the shrine. We decide to investigate this goblin problem, since our sailors may not want to leave otherwise.

We spend the evening doing various individual activities. While Takashi is studying in his room, the captain visits and tells him not to interfere in local problems. He warns Takashi that as soon as the locals can sail again they are likely to be a danger to both him and us, although Takashi argues that they will be grateful and leave us (and our ship) alone. The two of them have a moral and political debate, which fails to resolve anything, and the captain leaves again.

When Fritz comes up to the room, Takashi tells him about the captain, but they still come to no definite conclusion. Ulmor staggers in, roaring drunk, and collapses in the corner, attempting to sing (“GOLD!”) – so Fritz and Takashi decide to experiment on him. Lili comes in and sees what is going on. Fritz hypnotises Ulmor, who now believes he is flying (whenever Fritz gives him a gold coin).

Then Fritz and Takashi are distracted by a ‘disembodied’ voice, commenting that it’s never seen a flying dwarf. They fail to locate the source of the voice. Corin tries to make them believe that Wiley is talking, but they decide it must be something to do with Lili, and question her. She is evasive, but Gustav lets go at Fritz’s feet (“Missed!”). Fritz sends a colour spray straight up (“Yawkes!”), but Gustav is not blinded and successfully lets go on Fritz’s shoulder, then lands on Lili’s shoulder. Takashi asks Lili about the bird, but she is still evasive. Fritz tries to attack Gustav with a spectral hand, but misses, at which point order goes out to lunch.

Takashi makes Ulmor believe that Gustav is gold, Gustav hides behind Lili’s head, Fritz misses again with the spectral hand, Errol fails to make Corin believe that Wiley can talk, Ulmor throws himself past Lili in a drunken attempt to catch Gustav, Gustav tries to hide under Lili’s arm, Lili tries to distract Ulmor with a gold coin, Ulmor is more interested in the gold bird and once again lurches past, Lili opens the window for Gustav, Wiley joins in but misses, Fritz puts an arcane mark on Gustav so that he can spot the raven in future, Ulmor misses again and nearly falls out the window, Lili dazes him (magically, but no one else can tell), Gustav flies out the window and the fracas is over.

Fritz puts Ulmor to sleep to keep him out of trouble. Corin takes Wiley and leaves to find somewhere to sleep (it’s too noisy here!), and ends up sleeping in/on the swedes.

21 September 1002

It is decided to take the captain’s advice and leave in the morning. Corin joins the others on the ship. Errol taunts Ulmor some more with visions of gold. While he does so, one of the sailors steal’s his (Errol’s) money pouch!

Corin spots the thief and goes to stop him (not out of love for Errol, but because she’s bored and doesn’t like robbers). He threatens her with a knife, whereupon she threatens him with a bow, but is stopped by someone else coming up behind her with a knife, and so backs off. The person who stopped her then attempts to liberate Errol’s money from the thief for himself – Errol still completely unaware.

Meanwhile, Lili (who wants to go to the shrine) charms Ulmor into being her friend and agreeing with her. They talk the others (who were mostly non-commital) into going as well, but they have a lot trouble convincing the captain. Some of the sailors make lewd suggestions to Corin, who decides she doesn’t want to travel on this ship and stalks off. After further argument, during which Errol threatens the captain, the party (except Takashi and Fritz) leave the ship.

(6/7/02)

Takashi wanders off the ship, followed by Fritz. Errol and Ulmor argue over whether they need a reward to fight the goblins. Ulmor goes to negotiate with the headman, the olthers tagging along. The headman agrees to pay a weregild, and the party sets off, picking up Takashi and Fritz along the way.

We walk until dusk, at which point we make camp, Corin makes a fire and Lili reveals that she can cook. Takashi creates flavoured gruel, which most people ignore in favour of cooked deer.

22 September 1002

Late in the afternoon, we reach a wooden building (the shrine). Corin spots some dire weasels in front of it and alerts the rest of the party. The weasels notice us and run into the shrine, so Ulmor suggests we lay an ambush for them when they come out. When five minutes go by and no weasels appear, Corin, Errol and Takashi break cover and approach the door. Errol casts light through the doorway, which wakes a bunch of nine-foot tall skeletons, who come to see us. There is a short battle, which ends with Takashi heading into the shrine to investigate, while the others wait for Corin, who is thoroughy enjoying beating up the last skeleton. Takashi returns and destroys it (after asking Corin’s permission), and the party heads inside.

Corin hears weasels in the next room, looks in and discovers that the weasels are not alone – something in there is shooting arrows. Takashi calls out to surrender, whereupon someone inside starts playing panpipes. Wiley and Ulmor become very afraid and flee from the shrine. Takashi casts an illusory fireball, then the music changes and actually injures people. The weasels emerge and we engage them. Someone throws a pike through the doorway at Takashi and misses, and then it becomes very foggy in the other room. Takashi toasts the weasels with one burning hands.

Takashi and Errol go through the fog and discover four goblins, a regenerating troll, and a horned creature playing the pan pipes. Takasi magic missiles two goblins to death and engages the troll, who splats him very effectively. Corin gets bored and comes through the fog, while the invisible Fritz finally acid arrows the troll. After further fighting, one more goblin has fled and the troll is paralysed (and Takashi and Corin are pretty close to death), when the tree in the middle of the shrine apparently comes to life and starts putting out vegetation to entangle people. The tree catches Fritz, Corin, the troll, the remaining goblin and, ironically, the horned person who cast the spell. Errol kills the goblin and the horned person (a tiefling). Takashi performs a coup-de-grace on the troll, which, because it is regenerating, merely knocks it out. After a lot more work, Takashi finally kills the troll.

Finally arriving back at the shrine, Ulmor fails to kill the last goblin, who heads into the sunset.

(13/7/02)

Fritz looks for magical items and effects. Apart from the usual, and the ambience of the shrine, the only magical item is the set of panpipes that Errol just happens to have picked up (and stashed in his pack). He then does the rites on the dead. Ulmor does his work. The tree has a hoe in its branches, which Errol investigates.

In the next room, there is a large statue of Shonne and a wooden bed, with a chest at its foot. In the chest, amongst other things is a pouch that contains three magical raisins. Ulmor eats one before Errol notices that they are magical. When he finds out that the raisins are magical, he runs out and vomits behind the tree. He then quarters the inner room.

Takashi convinces Errol to eat a raisin – he says that “they help you find things”. Errol starts searching for “stuff”.

Ulmor finds a pouch under a loose rock, but makes a little noise when he drops the stone back into the cavity. This rouses Takashi from his meditation. After a bit of bantering between the two, Takashi intimidates him so well that Ulmor tells him everything.

After the revelations, Takashi and Ulmor discuss the current financial arrangements and Ulmor agrees on splitting the loot evenly.

We set up camp for the night. Fritz studies the goblins carefuly, then goes to sleep.

Ulmor takes middle watch and plays with the goblins. At midnight, a thunderclap voice rings out, “Come out, foul demonspawn.” It repeats. It issues from a figure with a staff at the edge of the trees.

Ulmor replies, “Who are you calling demonspawn?”

A bright light flares up centred on on Ulmor. The newcomer asks for the Shalm (the pan pipes). By this time, the rest of the party except Fritz is awake, and Takashi shows the gent around. Errol hands the panpipes to the gent after a short conversation, where he reveal he is a priest of Shonne. He hands over a magical bugle to Errol.

Errol takes the gent aside and questions him about the hoe and its condition, and is given an explanation that satisfies him.

The gent does rituals in the shrine, presumably to reconsecrate it.

23 September 1002

Most of the party tries to sleep in, although the sun makes that difficult. We decide to deal with the bodies, then head back to the village with assorted goodies.

At dusk, we are halfway back.

At midnight, Ulmor gets a sending: “You must go to Leukish and speak to the Sage.”

Ulmor and Corin discuss this, as well as the ultimate quest (which neither of them really seems to care about).

24 September 2002

When Ulmor tells the party about his sending, Errol makes Wiley appear to speak with the voice of the priest.

We get back to Bjarholm, hand over the goodies to the headman, and collect our weregild – a big bag of silver (7500 SP weight). We get a mule to carry the money – Ulmor bumps into Corin, who is also looking for transport. The pony and pack saddle costs 450 GP.

We go to the inn to look for the Skald. Erik and Laif walk into the inn, and speak to Ulmor and Errol specifically regarding great exploits, then propose a trip to the West to look for gems. Erik tells us that he has Harold the Brave, accompanied by Henning. We drink to the success of the mission.

