…the Forest for the Trees





Party Members	


Danarho Morosil	—  8th level 1/2Elf Ranger


Marco	—  9th level Human Stalker (sub-class of Ranger)


Kent “Flynn” Flyntwood	—  10th level 1/2Elf Thief


Nikki Pellertenn	—  6th / 7th level Gnome Illusionist / Thief





Adventure Summary 1 (9/25/98)	


A Usual Friday Night…


It all began on a quiet Friday night at Alpha-Zed’s field office at Owarhi.  Flynn was on guard duty in the secure area due to a complaint filed by his Team Lead after his last assignment.  Danarho and Marco were researching maps and spells, respectively, in the private library.  And Nikki was convincing Buck, the short human Quartermaster, that following her advice had made him taller.  Naturally, Buck didn’t know that she had made a deal with his laundry to shorten his clothes.


Despite the fact that no one was expected, two humans suddenly materialized in the Teleport Chamber.  Buck immediately recognized the elder as Marshak, a wizard that “retired” from Alpha-Zed ten years earlier.  His previous employ also explained why he knew the secure Teleport Chamber’s glyph.  With him was a young man in his twenties called Austin.


Marshak immediately hired the four AZ members present to come back with him.  Any qualms were immediately quashed by the high quality gem stones he distributed.  The wizard easily manipulated Buck into signing-off on the mission, even though its objectives were unstated.  To smooth things over, Marshak overpaid for the only copy of a scroll that later turned out to be Stone to Flesh.  Austin volunteered to track down more copies of the spell and return later.  Nikki also collected her payment for “making Buck taller”:  A Bracelet of Useful Items.


As Marshak cast his return Teleport spell, Nikki observed Austin in the shadows, casting a spell from a scroll…





Destination Unknown


The party arrived at another Teleport Chamber, this one made of wooden logs.  Immediately, Marshak collapsed to the floor, gibbering from the results of a Feeblemind spell.  The room contained little except for a well-used walking stick made from a very hard pine.  Other than the scroll, the only significant items Marshak had with him were a ring with his Wizard’s sigil and the pouch with the remaining gems (not many).  Nikki took possession of all three, though Flynn ended up with the pouch of gems a few minutes later…


Outside of the one-room structure, the party found an incinerated skeleton.  It lay in the center of a large circle of fire.  After determining that whatever attacked the person was gone, the party investigated.  The rangers studied the tracks leading up to the body and identified them as Wyvern.  The bones were that of a human or half-elf male.  The only possession that survived the fire blast was an untarnished gold ring with a Wizard’s sigil.  The design was different from Marshak’s, but similar enough to likely be a student of his.  Nikki observed that the fire’s blast radius was large enough to be a Fireball and that the person died within the last hour (the bones were still smoldering).


A careful examination of the surroundings was also made.  The party found themselves in a forest of pine trees with a well-used path running both directions in front of the building.  Nearby, the lapping of a large body of water could be heard.  Flynn and Danarho investigated and found the coastline about 50 yards from the building.  No lights could be seen, nor other land, implying they were on a peninsula or an island.


Nikki cast a Detect Magic on both rings and the staff.  Only Marshak’s ring was magical, which begged the question of why the other gold ring wasn’t damaged by the fire.  Since the footprints passed by the body, one hypothesis was that the Wyvern had somehow put the ring on the body.


The party decided to travel counter-clockwise along the path.  Marshak was tied to Nikki, who also took the staff.  Due to the almost full moon, traveling on the path was easy, though it became very dark under the trees.


�
Into the Woods


Along the road, the party began making some observations about the forest they were in.  The trees seemed to be pine, but their leaves were more like oaks.  There was no underbrush.  All the trees were the same type, but as they traveled, different patches had different characteristics (size, leaf shape, coloring, etc.).  The wood looked like pine, but was hard as walnut.  Also, there were no birds or any other animal life.





Questions, but Few Answers


The party arrived at another clearing with a small building in it.  The structure had one heavy door and many small, barred windows.  Lights came out of some of the windows.  Flynn peeked in the windows and found that the building was filled with cells.  Four were lit, but only three contain people.  A half-orc / hairy man and a young elfish girl were each in small cells.  The third person, an elderly human woman, resided in a much larger cell that was added later than the rest of the building.  Her room was well furnished with a rocking chair, pictures, books, and knitting.


After a lengthy discussion, it was decided that the half-orc is probably the least likely to successfully lie to them.  Marcos went to question him, with Danarho going along to give him a leg-up to the window.  When asked, the man immediately identified himself as Cobb, a farmer from near Owarhi and begged to be let out.  He claimed that people are doing painful experiments on him and the others (Amelia (the girl) and Lydia).  The empty cell belonged to the human Hekker, who was taken away two days ago and hasn’t been seen since.  Cobb said that he has been on the island for over two years, that Marshak brought him here, and was involved with the experiments on him.  As evidence of the harm they have done to him, he showed long inch-wide welt on his palms perpendicular to his fingers.  He repeatedly begged to be let out, saying he will take his chances outside.


Meanwhile, Nikki crept up to the building and started questioning Lydia, or Dame Lydia as she identifies herself.  At first, Nikki claimed to be lost, but Lydia called her a liar and demanded that she tell the truth.  Nikki was evasive and instead asked for Lydia’s story.  What Lydia told didn’t not conflict with Cobb’s story.  In addition, she said that they are on an island call Isengard (hence her knowing that Nikki hadn’t just wandered by) and gives a full listing of the residents (see the Org. Chart).  The leader was identified as Sir Thomas Hower. Danarho was familiar with the name.  Hower was a successful merchant that liquidated his holdings about ten years earlier.  Occasionally, he would turns up in society, claiming that he would soon be immensely rich, but never explains how.


After another discussion, it was decided to let the prisoners free.  When they started to let Amelia free, Nikki noticed that Amelia’s hair was hiding a tattoo on her shoulder.  Amelia would not allow the party to see it or even acknowledge it was there.  Finally, Nikki cast Sleep on her.  When checked, it was found to be a condemned prisoner tattoo from Owarhi.  When asked if he had one too, Cobb went berserk, kicking at the door and yelling to be let out.  He rage was extreme and feral.


When asked, Dame Lydia acknowledged that Cobb, Amelia, and Hekker were are condemned prisoners, though she was not.  Nikki check her and found no tattoo, so Lydia was released.  Dame Lydia was careful not to touch the wooden bars as she left her cell.  Nikki quickly searched Lydia’s cell and found a picture of Austin that had been turned face down.  Reluctantly, she confessed to being his mother and that she was the wife of Sir Thomas Hower.  Her husband came to this place years ago to create a new weapon, she claimed.  With the aid of a wizard, a druid, and an alchemist, they eventually bred trees whose wood was poisonous.   According to her, she objected and was jailed for it.


Upon being released, Dame Lydia was asked to lead the party to a way off the island.  She agreed and set out immediately down the path.  The party was still in the process of placing Marshak into a cell (for his own safety).  Lydia actually had a head-start before Flynn started after her.  To his surprise, she left the path and walked rapidly uphill.  As Flynn started running to catch up with her, she sped up too and then started running on all fours.  To Flynn’s dismay, Lydia shape-shifted to a werewolf and disappeared into the woods.


Flynn returned to the cells and reported on what he saw.  To keep Lydia from freeing Cobb or Amelia, or possibly attacking Marshak (who was now locked in a empty cell), stakes were formed from the “poisonous” wood and used to spike the door shut.





�
Road-Kill


As the party continue in the direction Lydia was originally walking, they come across a dead Chimera. Danarho determines that six human-sized booted forms attacked it, with a smaller form staying back.  Under the Chimera was found a tin golem wielding a lumber ax (as opposed to a battle ax).  The golem had been damaged beyond the point of functioning by the Chimera.


In the distance, a building with lights could be seen.  The party continued…








Adventure Summary 2 (10/9/98)	


Midnight in the Forest of Good & Evil


On the way to the building in the distance, a Manticore & a Chimera  attack the party.  Both are slain efficiently by Nikki, Danarho, & Marco.  Flynn unfortunately spends the battle sneaking up on creatures he then proceeds to miss.  Between the Manticore spikes and the Chimera’s breath, all of the party (except Nikki) is injured, but not so badly that they turn yellow and run.





There Goes the Neighborhood


Upon reaching the clearing with the building, the party discovered that a corner of its ground floor wall (and the dinning room within) had been destroyed.  More specifically, something appeared to have destroyed it going out, not in.  Several Manticore spike were embedded in the walls.  Also significant was that a second building had burned down earlier in the day (the embers still glowed).


Flynn, “for the security of the party”, decided to hide in the shadows along-side the door while Nikki knocked.  An injured human (soon identified as John Grumby) warily answers the door, but was brushed aside by Sir Thomas Hower, who demanded to know what took them so long in arriving.  Nikki, Marco, & Danarho entered and John re-bared the door, leaving Flynn outside to investigate.  Within, the party was introduced to an injured Halfling physician / alchemist named Hickly. Danarho makes his first non-personal use of Cure Light Wounds to help Hickly regain consciousness.  When asked where Austin, Marshak, & Vladimir are, the party withheld the truth, instead pushing Sir Thomas for the story.  He explained that around noon that day, a group of monsters flew onto Isengard.  John’s best estimate was that were two Chimera, one Manticore, and a Cockatrice.  Nikki asked if they came from outside, why did it look like the Manticore broke out of the dinning room.  To this, Sir Thomas had no answer.


John reminded Sir Thomas Hower that John’s daughter Marion was guarding the smithy / secondary residence (another quarter way around Isengard) where the Cockatrice had petrified Hamberg and Ricker.  She was using the remaining five tin golems as guards.  Sir Thomas asked about the scrolls of Stone to Flesh and was unhappy to find there was only one.  When ask who else was on Isengard, Sir Thomas said that he sent Thyme, the apprentice druid, to the center of the island to find Rosemarie.


Meanwhile, Flynn searched upstairs and found a trapped box in Austin Hower’s room.  Inside he discovered a letter (see Appendix 1) detailing an elicit agreement between someone on the island (probably Austin) and a pirate named Etrick Fells.


John & the party decided to help Marion with the Cockatrice.  Flynn skulked out of the residence and followed at a distance (so that John won’t hear him).





Getting Stoned


At the workshop / secondary residence, the party found Marion Grumby, a 17 year old fighter-in-training.  She wore the rings that controlled the remaining tin golems.  The automatons were surrounding the building.  Marion has looked inside enough to see the dwarf Hamburg petrified.  The half-elf Ricker was also presumed inside since he hasn’t been seen in hours.  The party checked the windows in order to locate the monster and to determine where to put a trap.  They sew Hamburg’s petrified body next to some “exploded” floorboards.  Similarly uprooted floorboards were seen in the main house.


Unbeknownst to the others, Flynn (unwisely) entered the building through a slightly open door that lead to the wood-shop.  A little while later, Marco and Marion made a patrol around the building.  Marco noticed Flynn’s footprints entering the building, but didn’t mention them to his partner.


Danarho choose a sleeping room with a closed door to set up his rope trap.  Once in place, he planned to open the door, exit through the window (so the Cockatrice couldn’t petrify him with its touch), have Nikki cast Audible Glamour to attract it, and then pull the rope tight when the Cockatrice steeped into the noose.


Flynn continued quietly searching the building.  He entered the kitchen and was surprised to find a lethargic Basilisk resting on the floor.  His reflexes saved him, and he escaped without making calcifying eye contact.  Diving out a window, he yelled a single time for Marco.  John & Marion were startled by the voice, which Nikki explains away as part of her Audible Glamour.


Marco slipped off and met Flynn on other side of the building.  Flynn quickly explained the situation, which resulted in Marco sprinting back to the unaware ambushers.  Flynn could hear the noise from the spell and took a chance that the Basilisk would be attracted to it.  Bravely (but unwisely, he dove back into the building.


Marco made it back to the other side to warn Danarho just a moment before the Basilisk entered.  All the ambushers dove below the window sill, but Danarho held onto his rope.  The Basilisk steeped in the well-placed loop, which was immediately yanked tight by the immensely strong Danarho.  As the monster pulled back against the rope that held one of its feet, Flynn recklessly charged up behind it and ran his sword through its ribs.  To everyone’s amazement (including Flynn’s), he pierced the creature’s heart, leaving it dead.


A thorough search of the building revealed that only Hamburg was petrified.  There is no sign of Ricker.  John stated his confusion as to how a non-flying monster crossed the waters to Isengard.  The party decided not restore Hamburg with the scroll at that time (in case there is another Basilisk on Isengard), so the golems carry his fossilized form as the whole party returns to the main residence.





Stealing Home


As experienced adventurers, the party was alarmed to see the door ajar when they arrive at the main building.  Inside, they found Hower under the effects of a Hold Person spell and Hickly knocked out by a Sleep.  Once mobile, Hower said he didn’t see who cast the spell on him (which is consistent with the Cloak of Elvenkind).  Nikki determined that the door was probably opened with a Knock spell.  Hower was  furious, saying that the intruder stole the Silver Acorns.  He explained that after ten years, only a few trees had been successfully grown that could affect Lycantheropes.  All the available acorns had been in his possession.


Suddenly, the building began to shake.  Nikki, the gnome, immediately realizes that it isn’t the building, but the island that was shaking.  Sir Thomas, in a bit of a panic, exclaimed, “We must find Rosemarie!  She is the only one who can calm…” and then tapers off.


Looking out a window, the party saw that much of the forest was on fire!  The night sky was lit with the flames.


Those present broke into two groups.  The first, made up of Danarho, Nikki, Marco, & John would attempt to work their way through the burning forest to Rosemarie.  The second, containing Flynn, Hower, Dr. Hickly, Marion, and the remaining golems, would collect the patients and start constructing a way off Isengard.  Hamberg was unpetrified with the scroll and added to the second group.  He confirmed that Ricker was not at the secondary residence when he was attacked by the Basilisk (which exploded out of his floor).





That Sinking Feeling


On the path to the center of Isengard, the first party found the rended remains of the apprentice druid Thyme.  A short ways up the path they were ambushed by two Displacer Beasts, whom they quickly defeated.


Isengard continued to shake as the fire spread.  The party had to force its way through flames and smoke to reach the clearing at the summit.  On all side, the forest burned.  In the dwelling, they found the semi�conscious Rosemarie being soothed by a middle-aged human who identified himself as Hekker.  He stated that she has cured him of Lycanthropy, but she was feeling the pain of Isengard, which wasn’t an island, but a giant turtle.  Through her pain, Rosemarie wept that her deity has stripped her of her magic since she hadn’t fully guarded Isengard, who was one of her deity’s avatars.  To keep from burning to death, she explained, Isengard had to submerge itself.


�
… without a Paddle


The second group collected the patients, whom they shackled with silver chains, and Marshak.  Then they continued to the Teleport Chamber, which they couldn’t use since there was no wizard available to cast the spell.  There, Flynn gave instruction in constructing a raft.  The “tin-men” were put to use and the Teleport Chamber was disassembled for its logs.


The first party arrived at  the water’s edge and Nikki used one of her charms from her Bracelet of Useful Items to create a row-boat.  Using it, they paddled to the other group.


As they are working, a look-out noticed a cloud of mist moving unnaturally along the water towards them.  Clearly something was moving to the island under cover.


Flynn started running uphill.  Along the way, he came across the portable dock, which had been tied to two trees in the middle of the hill-side.  Flynn immediately took cover and crept around.  Nearby, he spied a figure covered by a heavy robe.  Although tempted to go back for help, he knew that there wasn’t much time before Isengard sunk to the point he was currently standing at.  He instead quietly moved towards the figure and slew him with a single skillful thrust of his blade.


Flynn got the others to the dock’s location and had the body identified as Vladimir.  Although it was assumed that he had been burned to death outside the Teleport chamber, it seemed that instead, he must have incinerated Ricker and put a copy of his ring on the corpse.  More importantly, Hickly indicated that Vladimir was a werewolf, which would explain his conversion to evil behavior.  Vladimir had on him the Elven Cloak, his Sigil ring, the Boots of Wyvern Tracks, an empty Wand of Fire, and the sack of Silver Acorns.


Still the fog cloud was approaching.  Clearly, this was the arrival of Etrick Fells.  The party decided that an ambush was their best chance.  Fells had the only good boat.  If it could be captured, then the experienced sailors in the group (Flynn, Grumby, etc.) could sail them back to the shipping lanes.


The plan developed quickly.  Flynn would don Vladimir’s cloak and use ability at disguise to assume the role of the conspirator.  Nikki would cover the rowboat with an illusion of a floating tree, allowing her, Danarho, and Marco to stay close.





Hell and High Water


The fog cleared as the boat approached.  It turned out to be a small galley named The Shrike with a crew of four:  the pirate captain Etrick Fells; Rhinna Fells, his wife and cleric of Freya; plus two Minotaurs.  While still a number of yards away, one of the Minotaurs stepped out of the boat onto the waves (using a Ring of Water Walking).  From there, he covered the shore with a cross-bow.  The other three exited onto the now-floating dock.  As Etrick strode towards the man he thought was Vladimir, the remaining Minotaur uttered a command word and The Shrike folded itself into the size of a crate.


With trees burning around them, Fells asked the faux-Vladimir if he had the Acorns.  Flynn produced one to show in his ungloved hand.  Etrick indicated surprise that “Vladimir” could hold one in his hand without harm (since Vladimir was a lycanthrope).  Moving quickly, Flynn palmed some oil and explained that it gave his fingers some protection.  Satisfied, Fells reached for the pouch of Acorns.  Using the moment of distraction, Flynn drew a dagger, but it slipped out of his oily hand.  Taking his queue, the remainder of the party attacked:  Marco charged down the dock toward the Minotaur with the boat, Danarho attacked Rhinna, and Nikki prepared to cast spells.  To the party’s surprise, Rhinna ordered a Water Elemental (which had been pulling The Shrike like an ox) to rise onto the shore and defend her, forcing Danarho into a life-or-death struggle against the body of water.


Marco’s long-bred hatred of Minotaurs showed through, as he slayed one and then the other of the bull�men with no more difficulty than if they were goblins.  Although in danger of drowning, Danarho slowly disassembled the wave around him, quart by quart.  Nikki picked up the slack and kept Rhinna busy, while Flynn dropped, rolled, and spared around the still-uninjured Etrick.  Finally, Rhinna was slain by three-for-three Marco.  Danarho, coughing up water and lung as he did, vanquished the Elemental back to its own plane.  As the last one standing, Etrick bellowed that he would have his revenge and dove into the still-rising water.  Moments later, they saw him speeding off in the form of a Sea-Wolf.  He weapons and armor were retrieved from the sea, and everyone started piling into the Folding Boat.


�
Into the Sunset


With all the party members, the researchers, and the “patients” on-board, The Shrike prepared to leave.  Only one person remained on Isengard.  As the smoke thickens, Lydia exited the confines of the forest, begging to be rescued.  Sir Thomas shackled her in silver and placed his wife safely on the boat with a blanket to keep her warm.





The Spoils of War


As the group sailed back to Owarhi, the booty was dived up.  It included:


 2 Silverwood Staffs — non-magical, but act as silver


 Cloak of Elvenkind


 Boots of Wyvern Tracks


 Vladimir’s Signate Ring — +2 Protection


 Folding Boat — The Shrike


 Long Sword +1, +3 vs. Lycanthropes


 Trident of Fish Command


 Ring of Water Walking


 10 +2 Quarrel


Flynn pocketed a single Silver Acorn (out of the dozen in the pouch) and Danarho claimed another as part of his reward (for reasons that he was not at liberty to share).


As for the fates of Etrick Fells and Austin Hower (who walked out of Alpha-Zed’s office and disappeared into Owarhi), well that is another story…











�
Appendix 1 — Player Aids	





Partner,


  You are a slave to your accounts.  That will change when you join my crew.  We have a more laissez-faire attitude.  Since you wish a receipt, here it is:





1 scroll of Feeblemind


1 wand of fiery destruction  The command words are Firefly, Salamander, Dragon, & Effreet 


6 dragon’s teeth


1 cloak of hiding, with a stain of elf blood on the inside that won’t come out


2 boots of wyvern footprints





  I expect the cloak and the boots to be returned to me when we make the pick-up after you send the fiery signal.





  May Freya smile upon us.








	Etrick Fells


	Captain of The Shrike


	Black Naga Armada








  PS:  If you run, you’ll wish you had stayed on Isengard as she sank.





												





Org Chart


Hower	—  sponsor	—  human male


	Rosemarie	—  druidic research	—  human female


		Thyme	—  assistant + cook	—  human male


	Marshak	—  magical research	—  human male


		Vladimir	—  assistant	—  human male


	Hickly	—  alchemical research	—  halfling male


	Grumby	—  operations	—  human male


		Marion	—  golem operator	—  human female


		Austin	—  quarter-master	—  human male


		Ricker	—  carpenter	—  half-elf male


		Hamburg	—  black-smith	—  dwarf male





“Patients”


Lydia	—  human female


Amelia	—  elf female (adolescent)


Cobb		—  half-orc male


Hekker	—  human male�
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