CHAPTER SEVENTEEN – THE LIZARDMEN’S SWAMP

13 October 1002 (11/10/02)

We are invited to see the Duke. He gives us:

· medallions giving free food and board in Leukish, and the ability to see the governor

· documents (two each) for free travel on Murnau shipping

· a chest of local produce

· offers of service with the Duke, King’s (of Murnau) warrants, or a letter of mark (the Duke’s representative on the High Seas)

Errol hears rumours of ‘Southern barbarians’, who managed to successfully loot a number of towns upriver and escape. Other rumours include:

· lizardfolk attacking on the outskirts

· ogre mages

· trouble at a fort near the mines

· strange figures in the lake district

Errol also stumbles across a rumour of special armour at the leathersmith. He looks for Takashi and finds him on top of a hill dancing with another man (practising sword poses).

We stay in Leukish and train.

31 October 1002

This night, Fritz et al are busy keeping the dead at rest.

1 November 1002

Takashi’s companion declares to Takashi that today is New Year’s Day.

(19/10/02)

The party decides to go after the lizardmen.

3 November 1002

The party leaves town and heads North-West.

4 November 1002

Mid-morning (11-ish), we come across three lizardmen menacing a teenage boy and girl. Takashi talks to the lizardmen and they go away. Once the boy comes to, he asks Errol to take him to his farmhouse. There is a forty-year-old man at the door, who talks to the boy. The boy tells the story of the lizardmen attacking them. Errol then converses with the farmer.

We run into Corin on the way into town. The village has a mixed population of ‘Southerners’ and ‘Indians’. In the village, we find an odd statue in front of the church. We speak to the priest, Father Ernest, who then takes us to see the village Council. The councillors are from a variety of backgrounds. The mayor’s name is Werner Appleblossom. We explain our story to him, and he agrees to look into the situation. We are told that two men, Cain Goodmoss and Stuart Trimble, are dead. There is a rumour that the lizardman leader came under a truce, but farmers were attacked. There has been a dry spell for the past year or so, and farms have been under attack during the last few months.


Corin goes for a walk around lunchtime, and finds a generic wilderness near the swamp, which she hides in. Father Ernest takes the rest of the party on a tour of the burned farms, and we ask many questions. We find out that the ex-mayor is the seed merchant, Herman.

That night, Takashi, Corin and Lili go in search of the village witch (a native). At first they go the wrong way, and must ask for directions. They eventually find the right place. The witch doesn’t have much idea about the lizardmen. She tells us that an islander set up a water mill in the swamp years ago. The villagers say that it is haunted. The witch thinks there are water spirits there. Corin buys some mosquito repellent for use in the swamp. Everyone sleeps at the inn, except Corin, who sleeps outside the village.

5 November 1002

The party heads out to the swamp, taking the North-East road. Corin isn’t there. She shows up a couple of hours later, having been waiting at the other road. The party enters the swamp, which has a bad smell. Suddenly, two lizardmen throw spears at Takashi and Corin, and Takashi is hit. We carry on and come across some bulrushes. A gigantic spider attacks Corin, and a fight ensues. Takashi eventually toasts it.

After a while, we come to river with stepping stones. On her way across, Corin slips and falls into the water. A crocodile attacks her and fighting happens. Another crocodile joins the fight, the first is killed, then the second swims away. Takashi and Corin are both badly hurt.

(2/11/02)

After regrouping and doing a round of healing, we send Errol across with a rope, all cross over, then Errol gathers the rope. We get to a branch in the path and look for tracks, but we don’t see any recent tracks. After continuing to the North-West, we see a hill to our right. Since it is getting late in the afternoon, we head back, and check for tracks along the paths that we did not take.

Just after the river, Corin gets attacked by small blue lizards. Takashi, Errol and Wiley run to the rescue and get shocked by the lizards. They then run off.

We continue back, but stumble into another nest of the blue lizards. After avoiding taking any hurt, we go back to the inn, arriving after night. We bathe, then get the last round of the night.

6 November 1002

People rest up. Fritz goes to see the witch, and is greeted with “What do you seek, dark one?” She is an old Atraugin lady with raven feathers in her hair. Fritz gets told that “the girl” has already come. He asks about local wildlife to beware of, and is told about:

· shocker lizards

· crocodiles/ancient crocodiles

· moving plants

· spiders and reptiles

· buffalo

Fritz is told about a poorly family, and goes to give aid.

Errol explores farms.

7 November 1002

We go to set off, with Fritz giving a brief on local wildlife. Corin notes that she could have told us almost all of the information and has a hissy fit regarding her failure to volunteer information AND being accused of not being a local.

We go to the western entrance to the swamp, then Takashi ghosts himself and moves upwards. He spots a large area of cleared land and a dam, upstream of the swamp. We decide to skirt the swamp to the west and have a look at the dam.

The dam is being busily worked on – men and horses are putting finishing touches to the dam. A dwarf approaches with a number of henchmen and asks us to clear off. After disabling them, we leave and head back to town.

After lunch, we go to the council chambers. The council meets tomorrow, but we get told where to find the members.

· the sheriff works at the smithy (Trond)

· innkeeper

· brewer

· priest

We go to the sheriff and try to get him to convene a council meeting. We tell him about the dam and find out that he is unaware of its presence. We try to convince him that the issues of the dam and the lizardmen are linked, and he agrees to convene a meeting soon to discuss the issue.

We then head into the swamp, cross the river, and head North. We continue North and Corin spots a large cloud of flies. Gustav reports a dead dwarf. We go to investigate and find a dead gnome, but before we can get closer, we are attacked by a moving plant.

Fritz and Takashi get swallowed, but Takashi escapes as vapour and Fritz attempts to reduce the acidity in the stomach. Eventually, after Takashi rescues Fritz by ghosting him, they kill the plant (and liquefy it).

(9/11/02)

Fritz communicates with signals from a spectral hand to tell Takashi to cast water on him when he materialises. The gnome looks like he has many thorn cuts on him. Apart from his belt pouch, he has a piece of paper with an architectural design and some sums on the back. Fritz does the rites.

Corin asks for Wiley to be drenched and then gets sprayed with eau de wolf.

As we continue, we get to the top of a hillock with a blackened tree stump. There is a cave at the base of the stump, in the roots. Corin spots tracks leading up the path to the cave, as well as tracks from the swamp, where there are also scrape marks (possibly from a boat).

There is a ‘slide’ inside, but the entrance is rather narrow. Ulmor goes inside and finds the slide the hard way. He runs into darkness and real trouble. The rest of the party except Fritz run in to help out. Fritz tries to dispel darkness spells, while the others fight flying squids. Two lizardmen throw spears and run away down a corridor.

Takashi scares the last flying squid away, and as Ulmor tries to take a potshot at it against the protests of Corin and Takashi, Corin and Takashi knock the crossbow. Ulmor continues to take the shot, and Takashi accidentally hits him, knocking him unconscious. Takashi then magically heals Ulmor, who complains bitterly.

While  this is going on, Fritz tries to mark Gustav, but fails.

A lizardman sticks its head out of the passage and looks around. Ulmor waves at it, Corin says, “We mean you no harm”, and Takashi says, “Can we talk to you?” The lizardman disappears, and appears a short while later, gesturing for us to follow it. It draws a cross on the ground very lightly. Takashi steps on it and gets attacked. He steps back in response and the lizardman has an ironic laugh. Corin slaps her forehead in disgust.

We continue on in, and enter another chamber. There are three lizardmen at a table. Our guide and one from the table continue on with us.

Moving on, we enter a large chamber with many lizards on chains (‘guard lizards’). We pass through, the rear lizard pulls a lever, and we continue on in. We see a pool of water. The lizardman dives in, disappears, then reappears, gesturing for us to follow.

We figure out that the swim is difficult for us. Corin goes through first, Takashi follows, then Fritz goes through. They see a huge lizardman and a snake. There is also a blue shocker lizard in the water.

Fritz returns, tells the others of the lizardman and the snake. Corin returns, and tells us to be nice to the blue shocker lizard. Fritz goes through with a rope tied to him and pulls it taut whilst bracing.

After a lot of thrashing, the rest of the party get through, leaving a lot of equipment behind.

(1/12/02)

Corin speaks to the snake regarding our interest in the conflict between humans and lizardmen.  The snake verbally points to the mayor as the culprit responsible for the dam and the mill. We also find that the two humans in the room have loyalties to the snake, and that they are at least part of the intelligence network.

We then go back through the water pick up our equipment and proceed out. A boat comes across the swamp to pick us up and take us to the village of the lizardmen. We get taken to the village in two trips. On the second trip, Takashi finds out that the naga (snake) is a water spirit that acts as “The Protector” of the tribe.

The village is made of rudimentary huts, and from there, the lightning-struck stump is clearly visible. In the centre of the village are four stone axes with their hafts broken, with various personal effects hanging from them. Next to each is a spot fire. Each is a memorial to a dead lizardman.

Corin and Takashi try to work out information about local lizardman culture, and are partially successful. We then get shown a path out of the village. After Errol does the splits (between two trees), we reach a stone bridge. Ulmor complains about someone trying to cast a spell on him.

When we’re on the bridge, Errol ‘decides’ to go for a swim after taking his pack off. This is greeted by giggles from an underwater pixie. Takashi jumps to the rescue and convinces Errol to surface by charming him. Corin yells out “Thank you good spirits. That was the most entertainment I’ve had all day.” She then shakes off the sprite’s attempt to cast magic on her.

We continue on and after Takashi scopes out the area, we go off to the right. After a little way, we find a rotting hut on stilts, in a clearing surrounded by trees. Errol goes into the hut followed by Krugnut, but before they enter, the ivy growing on the hut comes to life and attacks them. The rest of the party rescues them, although Krugnut ends up unconscious.

We decide to let Corin look in his backpack for the healing salves, but she finds none. We carry him back along the main path and get back to the village. We go to sleep for the night, after Takashi tries to convince Corin to stay inside for the night. Corin refuses.

8 November 1002 (13/12/02)

Lili, Fritz and Errol wake with fever and get up late. Takashi and Corin notice that Lili hasn’t got up yet at breakfast. Ulmor goes to look for her, finds her asleep, and leaves her there. He tells Corin that Lili looks sick. Ulmor and Corin go looking to see if everyone else is OK, accidentally waking Errol. Errol screams, waking people up. Lili tells us that she is not feeling well enough to heal us.

Errol goes downstairs for a drink, and Fritz goes to join him. Corin and Lili decide to go to a healer, and Takashi joins them. Ulmor starts drinking with the guys.

At the wise woman’s hut, Lili gets manhandled by the wise woman. She offers Lili the “poison poison”. Corin expresses her reservations in Atraugin, but the wise woman assures them that the “poison poison” will not kill the patients much. Corin buys three doses for 7 GP each. Lili gets beckoned in and swallows a dose. The old woman tells Lili to send the others.

When they get back, they find the three singing “A wizard’s staff has a knob on the end”. Takashi and Corin decide that the quickest way to sober them up is to head out to the swamp. Errol goes and arms himself visibly with more weapons than we normally see.

We find out where the mill is from the priest, after a number of accusations that the wise woman is in cahoots with the ‘savages’. The priest tells us that the mill has been abandoned for five years.

Corin tells the wise woman that her two patients might be delayed. She asks about the mill, but the wise woman says that she doesn’t know. As she speaks, she mentions the ghost of the swamp inhabiting a small hut. When Corin mentions that we have been there, she gets dismissed abruptly.

Corin sets a brisk pace. Before we get to the swamp, we stop for Fritz to take a leak, but Errol vomits, then passes out in his own vomit. After Lili says that bedrest is what he needs, Fritz wakes Errol by slapping him around, then cleans him up.

We head back to the wise woman. After she notices that there seem to be four of us ill, she inflicts the “bucket cure” on Ulmor, after creating dancing lights in front of him. Then Errol gets the poison poison, as well as a pot of mud to smear on himself. Fritz gets the poison poison.

Ulmor passes out from the bucket cure. Fritz heals him and wakes him. We head back to the inn, secure a drink and then the sick three go to bed. Takashi and Corin go asking around town about the mill. They ask the blacksmith, and he refers them to Rider, the seed merchant. He also mentions that Rider and Hamish are up in arms about the meeting since they want to be a part of it. Apparently, Rider is upset because he is not mayor anymore.

Takashi and Corin go to speak with Rider, and establish that he dislikes Appleblossom intensely. He tells them that the mill is at the South end of the swamp. They head off on their own into the swamp. They find a mill looking pretty rundown, but decide to investigate more with the rest of the party.

While they are there, they notice that the mill pond is dry, water plants are dying above the water line, and the water wheel is above the water line. There is also a rich brown soil above the water line. They reason out that the swamp might have been higher in the past, and the draining could be because people want to plant crops on it.

Takashi and Corin get back into town, and people rest.

9 November 1002

We go to buy more mosquito repellent from the wise woman to prevent swamp fever. After applying the repellent and becoming resistant to electricity, we go to the mill. Ulmor looks at the door and sees spatters of blood on the door. Corin hears flies inside the mill.

Inside the mill, we find lots of flies, four skeletons, two matching daggers, darts, and a white flag. The skeletons seem to have signs of blows and dents – signs of sword and axe blows. We decide to head back to the village and try to elicit evidence with the daggers.

(19/12/02)

The first person we consult is the priest. He says that Trond is the only person that he can think of, who might have owned the dagger.

We then visit the blacksmith and show him the dagger. After appraising the blade, he tells us of two strangers, “peas in a pod”, of whom he is reminded. However, apparently they were here a couple of months ago, and left to the North. He could not place their accents, but definitely distinct, and not from the two southern islands.

After a late lunch, we go to the dam by bushbashing around the edge of the swamp. We get met by the dwarf and entourage again. When they threaten us, Takashi intimidates them, and Fritz scares them. Lili puts most of them to sleep, and Takashi takes care of the rest. The leader surrenders to Takashi, while the entourage are tied up. When Ulmor tries to tie up the dwarf, the rest of us watch the two dwarves go at each other. Fritz stops them in their tracks, Errol disarms them, then Corin literally disarms the dwarf when he demands his axe back. The dwarf passes out.

We take our prisoners to the rest of the workers and have a chat. After nominating a representative, Takashi and Ulmor survey the dam. After the worker fails to be helpful, Fritz marks him, then Corin scores. As a result, some of the workers start grizzling. A number threaten Lili, but with Corin’s help, she handles them without a problem, intimidating them by brandishing her crossbow.

Takashi produces an illusion of samurai encircling the camp. Corin starts taking potshots at them. Fritz calls out, “Takashi, these are allies, aren’t they?”, with a reply “Yes, that’s right.”

To drain the dam, Ulmor reckons that we will need to breach the eastern wall. The pump at the end of a trough seems to be rather effective at pumping water. It is trapped to be unusable with poisoned fishhooks.

After interrogating the dwarf overseer, we find out that he has been here for a year, that none of the workers have been here for longer than a few months. A human woman (a different one every time) brings food and money about once a week.

(3/1/03)

We decide to stay at the camp. Corin and Lili go hunting for dinner. After Takashi contributes rice tot he cauldron, Lili cooks up a duck stew.

10 November 1002

We watch through the day, but see nothing special. The workers continue as normal.

11 November 1002

Corin goes to get more insect repellent.

12 November 1002

Ulmor wakes up with the sickness. Luckily, Corin has bought some “poison poison” the day before, so Ulmor pours some down his throat. Fritz takes his watch.

In the afternoon, Fritz (on watch) sees a lone figure coming down the path. He hustles back to warn everyone except Errol, who is also on watch. Takashi changes his form to that of the dwarf, and we wait. Everyone hides except Fritz. Takashi tells her that Fritz is here to tend some of the sick men. She gives money to Takashi. Fritz convinces her that he is a good healer, and gives her some mosquito repellent. However, his talk of disease scares her off. As she turns, Takashi and Fritz send her to sleep.

Ulmor tries to tie and search her, but wakes her. She tries to cast at him, but fails. The rest of the party except Errol gets involved, with Fritz pretending to be on her side. She transforms herself into a lizardman, casts a fog cloud, and then a flurry of actions occur. Fritz takes down some spells, and Takashi tries to stop her in her tracks. She manages to escape into the dam with Takashi and Corin in chase. She legs it, and Takashi is the only one who keeps up with her (except Gustav). After Takashi hurts her lots, she slumps, and then continues on. Takashi knocks her out while Gustav tries to distract him.

The rest of us (except Errol) arrive after the action, and find that Takashi has killed her. Lili checks her and tells us that she is dead. Lili then goes off at Takashi. Corin says, “Well, let’s find out where she was from, anyway.” Fritz does the rites, fending off Ulmor for a moment to preserve the body. He then explains to Ulmor that the bracers are to be left alone for the moment, because the situation is unresolved.

The party goes back to the camp with the body, and the workers pepper us with questions.

(11/1/03)

After Fritz fails to appease the crowd, Takashi addresses the rabble. Errol returns, covered in mud. While Takashi disperses the crowd, Corin becomes invisible, and she and Wiley go to start tracking the lady’s trail.

Takashi and the rest of the party follow at a distance. We go South out of the swamp, following the path. We enter orchards. The only visible members of the party are Takashi and Wiley (and Ulmor). The tracks lead to an outhouse containing a cart. From here we continue on into town, but lose the tracks.

We go back to the farm, Errol and Corin getting invisibled again so that they can find hiding spots and keep a watch on the farm. The rest will take the cart in to the dam. When Takashi goes in to claim the cart he gets challenged by a farm worker, but manages to get away with a glib reply. He gets to the outhouse, but realises that he doesn’t know how to attach a horse to a wagon. Corin and Lili eventually get the horse and wagon hitched. The party makes a bad attempt to motivate it to get to the dam, with Corin telling Lili off for spooking it. Takashi leads the horse into the swamp.

Errol stakes out the main farmhouse, but falls asleep. Corin spots no one all night.

Most of the party gets back to the dam with the horse and cart. After the horse is uncoupled from the cart, Fritz tries to tie the horse to a tree. It escapes a number of times through the night until Takashi succeeds in tying it.

13 November 1002

We load the wagon up with the dead lizardman, and Corin and Errol’s packs, and set off for the farmhouse.

Corin and Errol continue to stake out the farmhouse. Corin gets spotted and is asked to leave, after giving an excuse. Errol skulks around, spots nothing, then openly walks up to the farmhouse. He says that he is a bounty hunter searching for an Atraugin woman, but gets chased off the premises.

We meet up at the edge of the swamp. The party with cart (and disguised pile of baggage/lizardperson) go to the town. We check in at the inn. About half an hour later. Trond comes in with some of the people from the farm. He accuses us of stealing a horse and cart.

After we protest our innocence, Takashi allows Trond to lead him to the cells, with the rest of the party following. Corin legs it, and Fritz disappears. The rest get shown into cells – one for the males, and one for Lili. Lili’s cell is really a room with a locked door, not a cell.

Errol starts performing derogatory-type songs.

Corin finds a nice place to sleep at the edge of the swamp.

After Fritz visits the prison and gives a quill and parchment to Takashi, he leaves for a quiet night out if town.

Errol makes the guard fall asleep. Ulmor opens the lock, then Errol casts feather fall on the bar and Ulmor removes the bar. However, this wakes the guard. He replaces the bar.

Lili breaks down her door. When the guard goes to investigate, he grabs her arm and hustles her down the corridor. As the guard tries to put Lili in the cell, Takashi puts Lili, Ulmor and the guard to sleep.

Errol wakes Ulmor and Lili, puts the bar inside and locks the door. Unfortunately, the guard raised an alarm before he got put to sleep. Another guard and Trond turn up. Eventually, Ulmor, Errol, Lili and Takashi get locked in, but Takashi wafts off into Lili’s old room and gets some sleep.

Ulmor criticises the remainder of the cell inmates for ruining his escape plan. Errol slides the wooden bar out of the window. Lili sleeps on the floor after the offer of a share of Errol’s bed.

14 November 1002

Early in the morning, Trond yells at his guards about the fact that Takashi is not in the cell. After much shouting, Takashi volunteers that he is there and gets slammed into the cell with the rest.

Fritz continues with his reconnaissance. He goes to talk with the prisoners, but leaves when they start arguing.

Fritz gears some interesting rumours:

· Appleblossom is running a house of ill repute

· Trond is a werewolf

· The witch has a pet demon (raven) that she dances with (naked).

(17/1/03)

The three mages sleep for the morning, while Ulmor spends time removing bars from the outside window.

Around lunch, Takashi, Errol, Ulmor and Lili discuss the merits of leaving AND returning. Takashi proposes a raid on Appleblossom’s house tonight. Errol casts aspersions on Appleblossom’s family.

Fritz returns in the late afternoon and learns of the plans. He tells the others that he doesn’t know where Appleblossom’s house is. After dinner, Errol is invisibled, and escapes through the outside window. At the forge (trying to get Errol’s pack), they discover the expected problem – that the forge is locked. They go back to get Ulmor, but he cannot get out of the window.

Instead, Errol disguises himself with various of Fritz’s things, and tries to find out about Appleblossom at the inn.

Fritz and Errol go back to the cell and report Errol’s lack of success. Lili leaves the cell as a cloud of mist, asks the witch where Appleblossom lives, and finds out that he lives at the disused theatre. Apparently, the theatre has been disused since before the mayor arrived in the town.

At the same time, Takashi breaks Ulmor out of the cell with magic. They wander reasonably quickly to the back door and out. The party reforms outside the cell.

We go to the theatre. Fritz tries to send the dogs to sleep, but they start barking. A man comes out and investigates, but when Fritz tries to send him to sleep, he slams the door closed. A little later, another man comes out and wakes up the dogs.

Takashi goes for a float through the house, then emerges. Errol takes a potshot at a second floor window, but misses. Ulmor tries to enter the garden, but the dogs respond.

We decide to wait until things settle, then work in concert to put the dogs to sleep. At the front door, Ulmor fails to open the door, while Takashi succeeds. Ulmor leads the way. We run into two pretty tough blokes and take them down, though Ulmor gets very badly poisoned.

(27/1/03)

Gustav finds Corin and Wiley. After Corin verbally identifies Gustav, Gustav leads Corin and Wiley to the theatre. She sees that the front door is open and that the gate is shut. When she opens the gate, an alarm sounds. She runs to the door and closes it once she is inside. Trying to find a light source, she opens a shuttered window, then closes it when the dogs outside respond. She eventually joins up with the party.

We check the ground floor and first floor, finding them deserted. On the second floor, Errol gets shot, then the party charges after him. Half the party follows the enemy through the trapdoor in the bedroom (Takashi, Corin and Errol). Fritz puts out the fire under the bed, heals Errol, then Fritz and Lili run down the stairs to the stage. Ulmor takes potshots at the enemy, while Takashi engages him at close range. Corin deals aerial hurties. The enemy, after trying to hide and then evade in the rafters, dives into the cellar. Takashi eventually runs him down in the outside garden. We find out that he is Appleblossom.

We loot the place. Appleblossom’s safe is opened (setting off the electricity trap) and the documents inside include title deeds, plans for the dam and other papers.

We discuss our options and decide that we will leave the documents with Rider so that he can incriminate Appleblossom. A note is left with the papers advising Rider to hand the papers in and not keep them. The papers are left on the other side of Rider’s door.

The party minus Fritz and Corin return to the cell. Fritz and Corin stay to guard the big burly man and Appleblossom.

15 November 1002

A ruckus starts upstairs in the municipal building in the morning. Appleblossom and associates get picked up early in the morning and taken to the municipal building. Corin and Fritz follow, then leave town individually.

Around lunch, Takashi, Errol, Lili and Ulmor are summoned to see Trond. He tells them that the weregild for taking the horse and cart is 100 GP. He also tells them that the council is divided over whether or not to pay them the reward or burn them at the stake for being witches. He advises them to leave town. The party leaves town towards the North-East. They find Corin at the edge of the swamp.

(8/2/03)

Errol, Takashi and Corin go to the village of the lizardfolk. They ask to speak to the headman, but don’t get to speak to him. Instead, they are greeted by a very large lizardman. They tell the lizardman that Appleblossom has been arrested and suggest that the lizardmen take down the dam.

The lizardman says that there are still people at the dam. Takashi finds that the lizardmen are ready to deal with the dam if the people leave.

Takashi, Errol and Corin get to the dam after getting lost (and attacked by a crocodile). They tell the workers that the pay and supplies won’t be coming any more. They find out that the workers are happy to leave if they don’t get paid. They also mention that tools have been going missing recently.

As Takashi, Errol and Corin turn to leave, they get confronted by some strong-arms, asking what scam they are running. Errol convinces them that there is money to be collected in town, and that they will get a cut. When he gets challenged by one of them, Errol lays him out, and they leave.

The party except Fritz camps for the night, with Fritz out on his own.

16 November 1002

Gustav and Wiley (with Corin) try to find Fritz. Gustav finds him first, but is scared away by the spectral hand. Corin and Wiley find Fritz soon after. The party reforms in an orchard. In the middle of the day, some farm workers run us out of the orchard. We remake camp a number of miles East.

17 November 1002

We rest all day. Takashi, Errol and Fritz go looking for the undead creature. They arrive at the hut and magically open the door. A ghastly undead creature comes out and combat ensues. Well, Takashi casts two lots of magic missiles and the creature collapses. The hut looks rather homely, even furnished. They leave and rejoin the party.

18 November 1002

We go back to Leukish.

During the next few weeks, we train and do other activities.

21 December 1002
Festival of Pelor

People take part or not, depending on who they are.

