CHAPTER FOUR – THE EYE OF TRALDAR
4 February 1002 (4/5/01)

We leave. By midafternoon, we enter mountainous terrain. The afternoon sun beats down on us as we walk. In the evening, we set up camp.

5 February 1002

After a day’s march, we set up camp. We hear the screaming of an injured horse approaching. It turns out to be a person on the back of a horse which dies when shot. He is followed by four people on horses, who are evil. We take them out, noticing that there was an orcish creature (strange possibly half-orc) to the west, who shot a crossbow bolt at Takashi.

We end up keeping the “unknown soldier” alive, with Takashi to keep him company.

When we finally get back, we talk to him. His name is Alexander, and he was heading to Luln with the following bad news:

“Bandits of the Iron Ring have stolen a jewel and are taking it to Belfort.”

(They are bandits and slavers.) The jewel is possibly powerful.

Apparently, if the Duc de Belfort gets this jewel, he may get increased sway over the land.

6 February 1002

We head back the way we came with Alexander, toward Luln. Another day passes, with us pushing the pace to the limit.

7 February 1002

The day is muggy and overcast. We really try to push to make Luln before lunch, but only the envoy, Takashi, Vinnie and Gecko get there by that time. The rest of us get there at lunchtime.

The forward party gets ambushed from inside the store by soldiers already inside. After dealing with the soldiers, they find a dead cobbler. From there Takashi and Gecko proceed with Alex to the Growling Griffin (Vinnie waiting back to direct us to the inn).

They meet Desanne (Lady Sasha’s chaplain) who looks in a bad state - he has a bad wound that is diseased. He is waiting for Leith, one who is educated in lore. “The Eye of Traldar has been taken to the Duc de Belfort.”

Apparently, the Eye allows the user to perceive things that are unseen and possibly take over the minds of men.

The rest of the party rejoins the forward group (without K’slar) just after the storm breaks.

The chaplain recognises the Lady of Calais. He asks Llewella whether she has been to the island of Carnutis. After she says yes, he hands her a staff of healing. He describes the jewel as one in a claw setting. We need to contact a fellow called Petronius in Belfort.

(18/5/01)

Discussion continues about ways of getting into Belfort, especially in the disguise of K’slar. Ideas include putting K’slar in the bottom of a cart and covering him over.

8 February 1002

At about 4am we get supplies, the mule, and wagon, full of turnips. We head toward Belfort. We get stopped by a group of farmers and an armed leader. They demand a payment to pass the roadblock of 6 silver pieces. After a payment of 2 silver, 2 copper, and a cursory inspection of the cart, we pass.

We then get to Belfort and get let through the gate. After going to meet Petronius, we get ushered into a warehouse. He shows us to Leroux, our main contact in the town. He describes the Eye of Traldar to us, telling us that it’s likely to be in the fort.

The Duc is away with his court, including Arellian, who is reputed to be “quite an evil chap”. While they’re away, the Eye is with Steen, who is studying the Eye outside the main fort. He also mentions that the catacombs and then the dungeons may be a good entrance.

“There are things in the catacombs that I don't want to know about.”

We proceed down into the catacombs, with Alex in the lead. We wander around, encountering creatures undead and magical of many kinds.

(25/5/01)

We are in the catacombs, in a room with a trapdoor in the ceiling. We rest for 3 hours before heading upwards. After forcing the trapdoor open, we end up in a maze of corridors and doors, presumably in the complex we wanted to find.

After opening a door (into the torturer’s room) we overhear the torturer, and hear the words “...end...cell...stone...” from the dying prisoner (a hobbit). The torturer is sacrificed after being tortured for a minimal amount of information by K’slar and Takashi (and Llewella does a ritual sacrifice).

In some of the other cells, we find prisoners, strange monsters etc. We free one of the prisoners who comes with us, initially, then other prisoners who do not obviously have the plague. They are apparently going to try to escape through the catacombs.

We also find a secret door with steps behind it leading upward, apparently to some stables.

We wander around a little more, and find the guardrooms, where we take out the guards but lose Orion permanently.

(2/6/01)

Alex mutters prayers to Mithras and Venkelos over Orion’s body, while Llewella cries into Orion’s fur. Michelle and Gecko have a prisoner who they question, especially about the layout of the Keep.

After the questioning, Alex suggests some improvements to our battle order:

Alex

Michelle
<--- front rank with long polearms

Gecko

Vinnie

<--- second rank with crossbows

Llewella
Corin

<--- carrying wolf


Takashi


K’slar

The front half of the party take tabards and helmets to disguise themselves, and we head up the stairs toward the tower. We take the initiative of heading into the next guardroom, and slaughter the guards up there.

We pass the guard post and exit the dungeons into a dark night, looking for the lieutenant to write us a pass. We obtain a pass after charming the lieutenant (and drugging him with the sleep potion). We also get a pass for horses.

Using the pass, we enter the tower. At the base of the tower, Gecko, K’slar, Llewella (and dead Orion) wait at the bottom while the rest chase two others up the stairs who called out “Previn!”

An alchemist (Nicholas) emerges on the first floor, and after taking note of the situation, retreats into his room accompanied by Michelle, who (somewhat slowly) befriends him after telling him that she will take him out of this tower.

The group of Alex, Takashi and Corin (followed later by Gecko who was newly healed by the staff of healing) head further up the stairs, encountering some people upstairs. After slaying them, a search reveals equipment and stuff. However, we find no Steen - we have killed Previn and a few underlings. A few notes refer to Steen and the Eye.

Apparently the Eye:

· can do a small few detections

· depends on power using it

· can be used several times a day

· must be studied further by other mages

Also found is a pile of papers containing intelligence on the party and the organisation (in Auvergne).

After doing a thorough search, we go to the watch house (under instructions in one of the notes) to “deliver” the required stuff to the mage. The mage just happens to be in the watch house, with a whole pile of guards - we slaughter them, of course, and find the Eye of Traldar. We ride out of the fort, the town, and escape the town at dawn.

9 February 1002 (15/6/01)

We ride up the road for a few hours, with our “distraction” of a fire in the city of Belfort behind us. After 3 hours, we notice horsemen behind us. We hide in the forest until after the Belfort guardsmen pass us. We rest for 4 hours.

We place two scouts: Corin and K’slar on either side of the road. A little longer along the road, we note the Belfort guards coming back and hide again. After they pass, we again head for Luln, except K’slar who hunts (and stays outside Luln).

At Luln, the party is ushered through the gates. Warwick greets the party and leads us to a baker’s, where we meet Leith, a Healer of Avalon. Leith greets “Princess Llewella”.

Leith tells us of the Eye - it comes from the Lake of Lost Dreams, and will be returned there by Leith. He also asks to see “Princess Llewella” afterward. After thanking us, he leaves.

The party heads to the Growling Griffin to rest and meet about (and divide) party treasure.

10 February 1002

The party arranges to get training and equipment. Some go to the castle, others go into the forest to bury or otherwise deal with the body of Orion.

During the day, and over the next week, stuff happens to individuals in and outside the town.

(22/6/01)

To Takashi:

- gets training from Nicholas, and as a test, is trying to brew a Change Self potion, requiring chameleons’ tails and mistletoe

To Michelle:

- she gets “training” (goes hunting) in arms and learns diplomacy from the Lady (of Luln). Her test is to take out an (undead (?)) beast in the dungeon of the castle in an effective manner.

To Gecko:

- gets training in unarmed combat and agility. His test is to jump from battlement to battlement, climb the tower, deflect arrows and walk a tight rope - basically an obstacle course.

To Llewella, K’slar and Corin:

- Leith trains us on tracking, wilderness lore and general survival. Our tests: K’slar and Llewella are asked to find Leith, while Corin is asked to try to stop Llewella from achieving her task.

(Llewella befriends an owl, Alba)

16 February 1002 (29/6/01)

To Vinnie:

- a performance at a seedy inn, followed by a hasty retreat after the content becomes clear. The content involves various libelous statements about the Lady of the town. He manages to evade capture, and after a few beers at the tavern, leaves with other denizens.

17 February 1002

The party heads west out of town. After several miles, Llewella notices an unusual quietness, accompanied by clouds to the northeast that appeared suddenly, and oppressive conditions. We see a tiger running full speed along the road towards the cloud (and us). It turns out to be Leith, who warns us that a hurricane is coming. Corin, Gecko, and Vinnie get to the inn. Michelle, Takashi, and Llewella make it to the castle. K’slar digs into a hillbank in the forest.

18 February 1002
The hurricane eases into a very heavy storm.

19 February 1002
The hurricane further eases to a light storm. Corin and Vinnie grab horses and head out. Gecko heads to the castle and meets Llewella and Michelle. They all discuss the plight of K’slar, and decide to search for him.

Luln is quite badly damaged, washed out or blown down. However, the orchards are absolutely devastated.

Llewella detects K’slar magically, and we regroup.

After a slight diversion where K’slar tries to carry Llewella to the river, we hear a rendition by Gecko of his newest work and rest for the afternoon and night.
