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Sea Season, 1621 ST


  
    	Stasis/Freezeday:


    	Expedition to the Copper Sands begins.


    	Illusion/Waterday:


    	Reach Copper Sands. Attacked by whirlvishes.


    	Illusion/Windsday:


    	Reach oasis.


    	Illusion/Godsday:


    	Meet sable riders. Invited to raid morokanth camp. We
    refuse their invitation.


    	Truth/Waterday:


    	We enter morokanth camp. To our surprise, we are welcomed
    and fed.


    	Truth/Clayday:


    	All of us except Zarina leave the camp to scout.


    	Truth/Windsday:


    	Encounter Cwim.


    	Truth/Fireday:


    	Back to Bog. Get our last water for some time.


    	Truth/Wildday:


    	Meet Slagstone the dark troll.

  


  
Fire Season, 1621 ST


  
    	Disorder/Clayday:


    	Find Storm Kahn. Arrive Only Safe.


    	Death/Wildday:


    	Zarina arrives Only Safe on River Horse.


    	Death/Godsday:


    	Ambushed by broos.


    	Stasis/Waterday:


    	Gorfang arrives Only Safe, leave for Mostal's
    Graveyard.


    	Stasis/Clayday:


    	Ambushed on way to Mostal's Graveyard.


    	Truth/Clayday:


    	Leave for Plateau of Statues.


    	Truth/Fireday:


    	Bats drink all our water.


    	Truth/Wildday:


    	Boggle Castle. Jaranx gets a foot-long nose. Meet Eiritha
    man. Fight chaotic dwarfs. Find iron weapons and
    thundersticks.


    	Truth/Godsday:


    	Slagstone becomes the first orange dark troll. Leave boggle
    castle.

  


  
Earth Season, 1621 ST


  
    	Disorder/Freezeday:


    	Our loot gone, Gorfang recovers some of it from the
    marauding gremlins.


    	Death/Windsday:


    	Leave for Mostal's Graveyard.


    	Death/Wildday:


    	Arrive Mostal's Graveyard.


    	Death/Godsday:


    	Returning from Mostal's Graveyard, ambushed by three
    scorpion men. Varn knocks two of them unconscious with his
    shield.


    	Movement/Freezeday:


    	Thingol and company leave Nochet.


    	Movement/Clayday:


    	Shark attack.


    	Movement/Godsday:


    	"Fish for water" incident.


    	Illusion/Waterday:


    	Leave for scouting expedition.


    	Illusion/Clayday:


    	At a strange building in the middle of a plain, we fight
    broos underground. Slagstone kills a party member.


    	Illusion/Godsday:


    	Ergolin the trollkin mistaken for an elf.


    	Truth/Freezeday:


    	Thingol and company arrive Only Safe.

  


  
Dark Season, 1621 ST


  
    	Death/Waterday:


    	Leave to scout unknown areas.


    	Death/Windsday:


    	Harpies overhead. Jaranx swallows chips. RIP.


    	Fertility/Waterday:


    	Expedition leaves for Plateau.


    	Fertility/Windsday:


    	Ambushed while climbing up to the Plateau. Zarina
    dies.


    	Fertility/Fireday:


    	Encounter Brow at dusk. Run like mad.


    	Fertility/Wildday:


    	Atop the Plateau, we meet the morokanth Grosko.


    	Fertility/Godsday:


    	Meet Eiritha man again.


    	Stasis/Freezeday:


    	Encounter Urrquong. After encounter, we find ourselves back
    in Pavis, the Rubble.


    	Stasis/Waterday:


    	Stay at Rowdy Djo Lho's.


    	Stasis/Fireday:


    	Leave for Ogre Island.


    	Stasis/Wildday:


    	Inside an abandoned Thanatari complex, accidentally release
    a vampire.

  


  
Storm Season, 1621 ST


  
    	Harmony/Freezeday:


    	Explore the Puzzle Canal.


    	Harmony/Waterday:


    	Leave for Jrustela.


    	Illusion/Waterday:


    	Arrive Barlinn, Jrustela.


    	Illusion/Fireday:


    	Meet the dwarfs who live in the hills. We are shown their
    gigantic (censored, see Log).


    	Truth/Freezeday:


    	Try to find the Old Man of the Mountains.


    	Truth/Waterday:


    	Encounter Old Man. Defeat him fairly and we converse.
    Gorfang acquires avalanche.


    	Truth/Wildday:


    	Meet Thorkal Doomquester and his party.


    	Truth/Godsday:


    	Leave for island to explore.

  


  
Sacred Time, 1621 ST


  
    	3:


    	Dungeon crawl.


    	4:


    	Thorkal pays his party and ours for services.


    	5:


    	We leave for Barlinn.


    	8:


    	Have 19 Divinations performed.

  


  
Sea Season, 1622 ST


  
    	Disorder/Freezeday:


    	Leave for Rettlesch.


    	Disorder/Windsday:


    	Arrive in Rettlesch, Jrustela.


    	Disorder/Fireday:


    	Meet Eranthropupp, make deal.


    	Disorder/Godsday-Harmony/Godsday:


    	Ask Eranthropupp many questions.


    	Harmony/Godsday:


    	Learn of Thorkal's death.


    	Fertility/Freezeday:


    	Leave for Barlinn.


    	Fertility/Windsday:


    	Arrive in Barlinn. We learn how Thorkal Doomquester died.
    Slagstone recovers his son, the bison. Harmast makes his
    speech.


    	Fertility/Fireday-Stasis/Wildday:


    	We sail to Pamaltela, specifically Nikosdros.

  


  
Spring, 1622 ST


  
    	6/Witch:


    	Arrive in Nikosdros. Switch calendars.


    	6/Witch-9/Pamalt:


    	Language lessons in Nikosdros.


    	9/Witch:


    	Sail for Ouori.


    	10/Six:


    	Arrive in Ouori.


    	11/Gata:


    	We start our voyage to the Mari mountains.


    	11/Pamalt:


    	Attacked by hydras. Simon the Fanatic sorely wounded.


    	11/Six:


    	We are welcomed in the village of Riverbend.

  


  
Summer, 1622 ST


  
    	1/Empress:


    	We leave Riverbend behind along with Simon, Tim the
    Encounter, and Ferric. With us now are Enkavar the duck and
    Mars the Merciless.


    	3/Six:


    	We encounter Mad Meg. Miles gets splashed by her horrible
    brew.


    	4/Empress:


    	Captured by jungle trolls.


    	8/Pamalt:


    	Slagstone has his conversation with the jungle troll queen.
    Here he learns of their plans to interbreed with dark trolls
    and become resistant to cold. He believes this to be his
    destiny.


    	9/Six:


    	We escape the clutches of the trolls.


    	11/Six:


    	We get our first glimpse of the Mari mountains.

  


  
Autumn, 1622 ST


  
    	3/Gata:


    	Mars is carried off by a dragon. Tira and Worfang join
    us.


    	3/Empress:


    	We are attacked by yellow elves.


    	3/Witch:


    	We are welcomed at Worfang's village.


    	7/Gata:


    	We leave Worfang's village accompanied by Gunnar.


    	10/Six:


    	We are attacked by mountain trolls.


    	11/Empress:


    	We fight Miles. who we learn was an ogre. During the fight,
    the Cacodemon appears.


    	11/Pamalt:


    	Meet Norac, Borax, and Jankali. Learn of the plight of the
    menials oppressed by the exigers.


    	11/Six:


    	Arrive at Mistvale and are welcomed.


    	12/Ga:


    	The men-at-arms attack Mistvale as we hide underneath a
    pile of hay.


    	12/Gata-2/Six:


    	Learn the language of the valley.

  


  
Winter, 1622 ST


  
    	3/Ga:


    	The men-at-arms plunder Mistvale again.


    	5/Pamalt:


    	The Old Shaman of the Hills comes to Mistvale and tells us
    of the prophecy.


    	5/Six:


    	We ambush the raiding men-at-arms in a valley and destroy
    them.


    	6/Ga:


    	The Shaman of the hills returns. We ask him to seek out
    Simon, Tim, and Ferric.


    	6/Gata-7/Empress:


    	We begin to train the villagers in the use of weapons.
    Worfang Discorporates and searches out useful spirits.


    	7/Pamalt:


    	We discover one of our guards murdered. Norac goes alone to
    investigate. He meets and fights(?) Iul, an exiger scout. In
    the battle, Norac loses 19 POW.


    	7/Witch:


    	In the early morning hours, the rest of us combined defeat
    Iul. We discover the homing pigeons and send a limerick.


    	9/Empress:


    	Parley with the exigers. A truce day is established but
    communication comes harder. Harmast is allowed to visit the
    exiger stronghold. A mock battle is set up for the first week
    of next year.


    	9/Pamalt:


    	Harmast and two others sets out for the exiger
    stronghold.


    	10/Ga-11/Ga:


    	Harmast stays at the exiger stronghold, regaining his Rune
    magic.


    	12/Ga:


    	Harmast returns safely from the exiger stronghold.


    	12/Empress:


    	Slagstone arrives in Mistvale with 26 trolls.

  


  
Holy Week, 1622 ST


  
    	Prayers and rituals.

  


  
Spring, 1623 ST


  
    	1/Ga:


    	Worfang Discorporates in preparation for the mock battle
    with the exigers.


    	1/Empress:


    	Mock battle against Fevral and Yanvar. We kill Fevral and
    ransom Yanvar for 35 swords.


    	2/Gata:


    	Gorfang, Borax, and 9 Harmasti leave to find the dwarf
    stronghold and ask for help.


    	2/Empress:


    	Exigers deliver the swords as promised.


    	3/Ga:


    	Worfang returns in a men-at-arms body and with another
    shaman, Mugamma. In the afternoon, a body of 16 exigers plus
    the Grey Man assault Mistvale. We kill 9 exigers but lose 13
    trolls and 14 Harmasti. Battle ends inconclusively. Enkavar
    notices resurrected exigers. We retreat to our outposts.


    	3/Empress:


    	Supply train comes to Mistvale.


    	3/Pamalt:


    	Exiger expedition leaves for Crystal Lake.


    	3/Witch:


    	Early in the morning, we attack Mistvale again. Against 5
    exigers plus the Grey Man, we kill 4 and force the Grey Man and
    the last exiger to flee. Our other force killed 16 men-at-arms
    and forced the rest to flee. We lose 4 Harmasti, 6 militia and
    2 trolls. We capture their wagons.


    	3/Six:


    	Blue creature riddles with Gorfang's party.


    	4/Ga:


    	Harmast has a strange visitor. Worfang travels to Crystal
    Lake and sees the palisade.


    	4/Gata:


    	We head off to Crook Halt with Grokk and the 7 Harmasti
    remaining, minus Mugamma, Enkavar, and Grokk.


    	4/Empress:


    	Sit all day spying on Crook Halt. Men-at-arms come and
    start to build their palisade.


    	4/Pamalt:


    	We attack Crook Halt. We force a rout but many of them
    escape to warn Orange Fire. We recover 6 bags of the tar that
    the exigers use. Harmast recruits 12 men to join us. We head
    back to Mistvale.


    	4/Six:


    	Blue creature joins Gorfang's party in return for 50% of
    all food caught.


    	5/Ga:


    	Arrive back at Mistvale.


    	5/Gata:


    	Harmast initiates 12 new Harmasti.


    	5/Empress:


    	We leave for Silvereyes with the 12 new Harmasti.


    	5/Witch:


    	Gorfang's party goes dragon-egg hunting.


    	5/Six:


    	As we head for Silvereyes, we hear a column of men marching
    ahead. We all hide except for 2 Harmasti who are captured.


    	6/Ga:


    	Arrive at Silvereyes at night. There is a palisade built
    here. Harmast sends in Jorj and Acari to scout. They are
    discovered and do not return until the next day. Gorfang's
    party sights dwarf citadel from atop a mountain.


    	6/Gata:


    	Acari and Jorj return. We head back to Mistvale.


    	6/Empress:


    	Arrive back at Mistvale. Grokk leaves after talking with
    Slagstone.


    	6/Pamalt:


    	Harmast, Thingol, Slagstone, Acari, Jorj, and 4 other
    Harmasti leave for Halfwing.


    	6/Witch:


    	Arrive at Stormwood on way to Halfwing. Headman tells us
    that the men in the fort haven't been down for some 11 weeks.
    Says that there are about 20 men-at-arms and 80 slaves. We
    decide to go through the mountains instead of through the
    gorge.


    	7/Empress:


    	Gorfang's party arrives at the dwarf citadel. Conversation
    with the dwarf leader.


    	7/Witch:


    	Gorfang's party leaves the citadel with 17 dwarfs.


    	7/Six:


    	Arrive at Halfwing. We explain the situation and we believe
    this to be an ideal spot to train Harmasti.


    	8/Ga:


    	Leave for Mistvale.


    	9/Ga:


    	Arrive at Stormwood.


    	9/Gata:


    	Arrive at Mistvale. We bring all the remaining un-owned
    swords and 10 militia.


    	9/Empress:


    	Arrive at Stormwood. We leave the 10 militia and 1 Harmasti
    to guard the pass. We think that maybe we can get by the fort
    unnoticed.


    	9/Pamalt:


    	We see the fort and how it is perfectly placed. We go back
    to Stormwood.


    	9/Witch:


    	We leave Stormwood for Halfwing over the mountains.


    	11/Pamalt:


    	Arrive at Halfwing. As we arrive, we see 12 men leading 7
    pack animals. We give chase and 5 slaves run away. Harmast
    chases them and nearly gets killed. We capture 3 prisoners.
    Harmast kills 2 and we question the 1 remaining. We ask about a
    back door to the fort. The slave Baanan has no information. We
    imprison him.


    	11/Witch-12/Pamalt


    	We rest.


    	12/Witch:


    	Harmast and others search in vain for a back entrance to
    the fortress.

  


  
Summer, 1623 ST


  
    	1/Empress:


    	A palisade blocking the entrance from the gorge to Halfwing
    is finished. It is some 20 feet high.


    	1/Pamalt:


    	We leave for Mistvale.


    	2/Gata:


    	Tortho arrives in Mistvale.


    	2/Empress:


    	Arrive at Stormwood. We pick up the 10 militia and the 1
    Harmasti.


    	2/Pamalt:


    	Arrive at Mistvale to find a palisade inside.


    	2/Witch:


    	We make it back to our outposts. Inside one of the caves is
    the dwarfs! But all except for Gorfang and 2 others attack us.
    We kill them all and discover that they are hollow!


    	3/Gata:


    	The two dwarfs are missing but return later.


    	3/Six:


    	Meeting with the village headmen and the old shaman.


    	4/Witch:


    	We assault the palisade around Mistvale. We win but lose a
    total of 49 men. We recover 10 crossbows, 40 packets of the
    tar, and four magic-point storing crystals. Harmast is caught
    in a trap on the Hero Plane by Khanda. He escapes the trap and
    steals a Bladesharp 10 spell from him.


    	5/Gata:


    	Victory worship service for Humakt.


    	6/Ga:


    	The palisade at Mistvale is destroyed.


    	6/Gata:


    	Messengers are sent to block the passage to Halfwing with a
    palisade.


    	7/Ga:


    	The messengers return saying that palisade is built.


    	7/Gata:


    	We leave for Silvereye.


    	7/Witch:


    	Arrive in Silvereye, attack the palisade.


    	7/Six:


    	Harmast leaves for Turn's Drop. The rest of us explore the
    tower. The two new dwarfs are captured. The tower becomes
    inhabited by men-at-arms.


    	8/Ga:


    	Harmast returns with 6 new recruits.


    	8/Empress:


    	We leave Silvereye to try to trick the men-at-arms in the
    tower.


    	8/Pamalt:


    	We return to Silvereye to find the tower still full.


    	8/Witch:


    	Leave for Turn's Drop to scout out Orange Fire.


    	8/Six:


    	Arrive Turn's Drop but detour to Crook Halt on account of a
    column of smoke.


    	9/Ga:


    	Arrive Crook Halt. The smoke we saw actually came from the
    exiger fort!


    	9/Gata:


    	Arrive at the exiger fort to see that it was assaulted but
    apparently not taken.


    	9/Pamalt:


    	Arrive back in Mistvale.


    	10/Empress:


    	Humakt Holy Day. Harmast holds services.


    	10/Pamalt:


    	The old shaman returns.


    	10/Witch:


    	March to Orange Fire.


    	11/Ga:


    	Arrive Orange Fire. We attack at night but are
    repulsed.


    	11/Gata-12/Ga:


    	We train in Orange Fire.


    	12/Gata:


    	We leave for the Brand stronghold to talk to the
    Kujerungs.

  


  
Autumn, 1623 ST


  
    	1/Ga:


    	We arrive at the Brand stronghold. Harmast talks to the
    Kujerungs.


    	1/Gata:


    	We head back to Orange Fire.


    	2/Empress:


    	Some of the Brands come to Orange Fire. We discuss the
    situation.


    	2/Pamalt:


    	Conference with the village leaders. We call a truce with
    the Brands.


    	3/Empress:


    	We occupy the Brand forts.


    	4/Empress:


    	Humakt Holy Day. Khanda steals the Globe from Harmast.


    	4/Witch:


    	Harmast, Slagstone, and 10 Harmasti leave for the Brand
    stronghold.


    	5/Empress:


    	Messengers from the stronghold tell us of an attack by the
    Kujerungs on the Brand stronghold. Trolls are aiding the
    Kujerungs.


    	6/Ga:


    	Simon, Tim, and Ferric rejoin us.


    	6/Empress:


    	Assault by the Kujerungs on the Brands. Harmast regains the
    Globe, then uses it to gain power.


    	7/Empress:


    	Leave for Silvereye


    	7/Witch:


    	Arrive Silvereye. We discover that the tower has one less
    floor. Preliminary progress is made to destroy it.


    	8/Ga:


    	Leave for the exiger stronghold.


    	9/Ga:


    	Arrive exiger stronghold with the avalanche.


    	9/Gata:


    	During a Kujerung assault, the avalanche is released. As we
    head back to Mistvale we learn of the slaughter of the Brand
    men-at-arms and slaves.


    	10/Gata:


    	Arrive back in Mistvale. We ask about accepting the Brand
    refugees. A scouting force is sent to the Brand stronghold with
    hopes of occupying it. The rest of us leave for Orange
    Fire.


    	10/Witch:


    	Arrive Orange Fire to find gallows set up with all the
    men-at-arms dead. They ask if they can stay. Harmast
    tentatively says yes. We learn the Brand exigers may have
    teleported out of trouble.


    	10/Six:


    	Arrive Crook Halt. Still no word from Silvereye. The
    scouting force arrives to say that the Kujerungs have occupied
    the stronghold. A small force is sent out to release the
    avalanche again.


    	11/Pamalt:


    	The avalanche is released upon a Kujerung supply train.
    Over a third of it is destroyed.


    	12/Gata:


    	They return to Crook Halt. Still no word from
    Silvereye.


    	12/Pamalt:


    	15 trolls arrive at Crook Halt. They tell us of an
    impending Kujerung assault. Harmast makes a bargain with them
    to trap the Kujerungs in return for Halfwing.


    	12/Witch:


    	Harmast has a conference in Mistvale. Finally it is decided
    to accept the troll's help.

  


  
Winter, 1623 ST


  
    	1/Ga:


    	Back in Crook Halt, we learn that 400 Kujerungs will be
    attacking us. We begin making preparations.


    	1/Empress:


    	The Kujerungs attack. We successfully defeat them.


    	4/Six:


    	Humakt High Holy Day. Simon becomes a Sword of Humakt.


    	5/Ga:


    	We leave for the plains.


    	6/Witch:


    	Arrive at the trading post. We stay to learn Arbennan, the
    training of which was paid for by Thingol making a matrix for
    the teacher.


    	10/Witch:


    	We head for Three Pines oasis with Mr. Man as guide.


    	11/Empress:


    	Arrive at a Trickster shrine. Mugamma initiated.


    	12/Empress:


    	We encounter firespouts. We lose our pack animals.


    	12/Witch:


    	Arrive Three Pines.


    	12/Six:


    	Divination at the Yanmorla temple.

  


  
Holy Week, 1623 ST


  
    	Prayers and rituals.

  


  
Spring, 1624 ST


  
    	1/Ga:


    	Divination at the Cronisper temple.


    	1/Six:


    	We head off to the east, towards the land of Kresh.


    	2/Ga:


    	Meet up with the Dolmanyei. We leave the next morning.


    	2/Six:


    	At the next oasis, we meet the Dolmanyei again. We decide
    to stay with them for a while.


    	3/Ga:


    	The Dolmanyei stay at the oasis to plant sweetgrass.


    	3/Gata:


    	We chase after rapists and witness justice.


    	10/Ga:


    	Harvesting of the sweetgrass begins.


    	10/Witch:


    	Thingol learns the spell Transform Water to Beer.


    	11/Ga:


    	With the Dolmanyei, we leave for a meeting of the Arbennan
    confederation.

  


  
Summer, 1624 ST


  
    	1/Ga:


    	Arrive at the meeting.


    	1/Gata:


    	Kresh and Arbennans intermingle.


    	1/Empress:


    	Mugamma wakes up to find his legs detached and both of his
    halves suspended over porcupine quills..


    	3/Pamalt:


    	Grosko the morokanth shows up at the meet.


    	4/Pamalt:


    	We leave with the Kresh wagon train.


    	6/Pamalt:


    	We come upon a patch of lagniappe and sweetgrass. We stay
    two days to harvest some of it.


    	8/Six:


    	A Kresh Doraddi tribe gives us food.


    	10/Ga:


    	We come upon a cairn of supplies.


    	10/Pamalt:


    	Coming to a wide gully, we find some remains of previous
    wagon trains.


    	10/Witch-11/Witch:


    	We camp near the gully, continuing the search.


    	11/Six:


    	We travel again.


    	12/Six:


    	We meet a Veldang who leads us to buried supplies.

  


  
Autumn, 1624 ST


  
    	1/Ga:


    	The first cloud is seen. A two day celebration
    follows.


    	1/Empress:


    	We travel again.


    	3/Pamalt:


    	A ghost appears to warn us. Before he can complete it, he
    is devoured. We head towards the danger. A few hours later we
    see a pillar of smoke. All the warriors leave to investigate as
    do us. We are ambushed by four TOUGH broos. Slagstone is
    possessed and left behind.


    	3/Witch-4/Ga:


    	We hide to escape detection from the broos which have
    decimated the train.


    	4/Gata:


    	We emerge from our hiding place and begin walking.


    	4/Empress:


    	We come upon a tribe of Kresh Doraddi. They will take us to
    a Kresh wagon meeting place so that we can tell them our
    tale.


    	5/Gata:


    	We arrive at the meeting place, under a tree some hundred
    feet high.


    	5/Six:


    	A Kresh wagon train arrives. We tell them our story.


    	6/Gata:


    	We leave with 10 wagons to head to the Veldang empire.


    	7/Pamalt:


    	We arrive at a Veldang encampment. One wagon stays for a
    few hours, then departs without us.


    	7/Witch:


    	This evening, we are attacked without warning. We leave
    hastily to prevent further bloodshed.


    	8/Six:


    	Low on supplies, we kill an infant rhinoceros and spend the
    next day preparing it.


    	10/Gata:


    	Tortho is nearly killed by a pack of hunting spiders.


    	10/Empress:


    	Find Veldang camp and are welcomed.


    	10/Witch:


    	Expedition leaves for the swamps.


    	11/Gata:


    	Expedition finds Howling Tower.


    	11/Witch:


    	Expedition arrives back in camp.

  


  
Winter, 1624 ST


  
    	2/Pamalt:


    	Thingol creates his familiar, a giant rat.


    	2/Witch:


    	We leave the camp.


    	2/Six:


    	We blunder across a snake migration.


    	3/Empress:


    	Meet hoolar.


    	3/Pamalt:


    	Ferric receives his 25.5 kilogram solid tempered silver
    axe.


    	3/Witch-5/Six:


    	Stay with hoolar, who makes us items out of a strange
    purple metal.


    	6/Ga:


    	Big meeting. Mugamma becomes leader.


    	6/Gata:


    	Meet Jmijie man.


    	6/Pamalt:


    	Into the swamp. Hoolar Mugamma-friend leaves.


    	6/Six:


    	See light off in the distance.


    	7/Ga:


    	Mansion. Meet the Philosopher.


    	7/Gata:


    	Ghoul hunting. That night, we help summon Sreng of the
    Seven Swords. Tortho, Cimex, and Maac die.


    	7/Empress-12/Six:


    	Train and research.


    	10/Witch:


    	Meet Martlet.

  


  
Holy Week, 1624 ST


  
    	Prayers and rituals.

  


  
Spring, 1625 ST


  
    	1/Ga-5/Empress:


    	Continue training and research


    	5/Pamalt-5/Six:


    	Thingol creates Homing Circle. Mugamma summons and binds a
    salamander.


    	6/Ga:


    	Leave for scouting mission. Ambushed by goblins.


    	6/Gata:


    	Encounter gorp.


    	7/Gata:


    	Sight dry land. Pass through curtain. Ambushed by 2
    razor-edged, 6 meter diameter iron disks. Captured by Ir, we
    are enlisted to help him. That night, Ir and Thingol return to
    the Philosopher's manor. He says that he will invade in 4
    days.


    	7/Pamalt:


    	With an undine, we determine the width of the space warp at
    150-180 meters.


    	7/Six:


    	Ir enlists Thorazon, another sorcerer. We are blackmailed
    into going on with the assault.


    	8/Ga:


    	Assault by the Philosopher on Engure. Assault by us on the
    Grand Palace of the Master. After a struggle, we manage to
    break the gongs holding hostage to Engure's sorcerers. We then
    leave the swamps as quickly as we can, heading west.


    	8/Empress:


    	The whole swamp turns white. Just before nightfall, the
    swamp returns to its proper color. Encounter magic path. Take
    path to the oasis Othneal where we meet Mr. Man. (Groan)


    	8/Pamalt:


    	Leave oasis, heading northwards along with Mr. Man's 12
    jelmres and Lutro. Encounter hunting spiders.


    	8/Six:


    	Holy day for Mugamma and Boo-boo.


    	9/Pamalt:


    	Encounter totally virgin oasis. That night, we are attacked
    by a grue.


    	10/Gata:


    	Meet Doraddi tribe.


    	10/Empress:


    	Boo-boo begins his 8 1/2 week long ordeal to regrow his
    arm.


    	10/Pamalt-12/Gata:


    	Stay with Doraddi.


    	12/Empress-1/Pamalt:


    	Walk.

  


  
Summer, 1625 ST


  
    	1/Witch:


    	Meet Kresh train heading northwards. We hitch on.


    	1/Six-3/Six:


    	Travel with the Kresh.


    	3/Six:


    	Arrive Gujelmre. Martlet's intelligence partly restored for
    half of Thingol's pinkies.


    	4/Ga-4/Witch:


    	Boo-boo pays for his crystal in luxury.


    	4/Witch:


    	Leave Gujelmre.


    	5/Empress:


    	Crossing a river, Lutro drowns.


    	5/Six:


    	Meet with Lutro's brother, Tudor.


    	8/Empress:


    	Encounter Kresh wagon. It has 50 foot diameter wheels and
    is completely plated over with gold.


    	8/Witch:


    	Ambushed by 10 broos.


    	8/Six:


    	Arrive at Kor-Sofal. Meet Gorfang and Ir.


    	9/Ga-9/Six:


    	Stay at Kor-Sofal. On Six-day, Boo-boo becomes a
    shaman.


    	10/Ga-6/Six:


    	Train to use boats.

  


  
Autumn, 1625 ST


  
    	7/Ga:


    	Set off for the Tortugax Archipelago.


    	8/Ga:


    	Lose two boats. Martlet attacked by a merman.


    	9/Gata:


    	Large birds attempt to steal our food. We manage to drive
    them off.


    	9/Six:


    	Arrive at Tortugax Archipelago.


    	10/Ga:


    	Meet on an island an old man who will take us to Gartoch,
    the nearest large center of population.


    	10/Gata:


    	Arrive Gartoch. We ask the old man if he will take us to
    Sofli, a port where ships from Charth dock. To get the boats we
    need, Joseph gets married. The old man returns to pick up his
    son.


    	10/Witch:


    	We depart for Sofli.


    	12/Pamalt:


    	We are attacked by a grandfather turtle. It swallows
    Lutro's turtle, then departs.


    	12/Witch:


    	Arrive Sofli. There is a ship from Charth here. For a
    matrix, a scroll, and Gorfang's crossbow, we arrange for
    passage back to Charth.


    	12/Six:


    	Depart for Charth.

  


  
Winter, 1625 ST


  
    	2/Ga:


    	Arrive Charth.


    	2/Empress:


    	Make deal with Fusial, an Issaries trader. We will use the
    staff to make magic items which he will pay for.


    	2/Pamalt-12/Witch:


    	Finish. Boo-boo successfully makes one item.


    	12/Six:


    	Fusial offers us a deal. If we can make it through to
    jungle to Neuteboom, he will hire us, which is perhaps the best
    way for us to get to Tarien.

  


  
Holy Week, 1625 ST


  
    	1:


    	Boo-boo convinces his ancestor to let him join the cult of
    Pamalt.


    	2:


    	Thingol finds a Malkioni sorcerer, a Sedalpist, to perform
    Worship Invisible God.


    	3:


    	Boo-boo unsuccessfully tries to get married.


    	4:


    	Meet Ancellus and hire him as guide.

  


  
Spring, 1626 ST


  
    	1/Ga:


    	Leave Charth. Back at the village, Boo-boo convinces
    Gulblomst to get married to him.


    	1/Gata:


    	Boo-boo is dragged away and taught the tribal secrets and
    is initiated.


    	1/Pamalt:


    	Wedding ceremony.


    	1/Six:


    	Off again.


    	2/Gata:


    	Encounter leech lizard. Ancellus killed. Fenric drained of
    blood.


    	3/Gata:


    	Meet Tor. He tells us of the Chaos tree that is spawning
    leech lizards. We decide to investigate.


    	3/Empress:


    	See tree. Meet Alfarson the elf. He decides to help us
    defeat the tree. We use Tanglethicket and wood to start a fire
    at the base of the trunk. The fire burns inwards 8 feet around
    half of its circumference.


    	3/Pamalt:


    	About half of the pods have dropped, leaving only piles of
    disgusting stuff.


    	3/Witch:


    	More pods have fallen. Rest are withered. We decide to
    continue our journey.


    	4/Pamalt:


    	Encounter runner who demands toll. Alfarson negotiates our
    trade of the stone branch. We receive many elf plants.


    	5/Empress:


    	To cross a crocodile-infested river, Boo-boo Discorporates
    and possesses one of them, then ferries us across in it. Only
    Tor is injured, by Gorfang.


    	6/Ga:


    	Encounter Tanglethicket. Inside, a tree is found that is
    burning but does not burn. We take 28 kilograms of the
    wood.


    	6/Six:


    	At night, ambushed by 6 elves. Gorfang is killed.


    	7/Pamalt:


    	Meet the Aichee. We are invited to their village after we
    pay tribute. Tudor loses his voice after speaking to the
    village shamaness.


    	7/Witch:


    	Tudor regains his voice at the price of three drops of his
    blood. To pay for 2 long canoes and 2 guides, we pay one
    special healing packet, one regular healing packet, and 3
    sticks of the wood.


    	8/Gata:


    	Travel along river. That night, reach the big lake.


    	8/Empress:


    	Find other river, begin to travel down it.


    	8/Pamalt:


    	Encounter braided vine and elf clearing.


    	8/Witch:


    	Reach village of Garrath. Encounter Mik and his goons.
    Wishing to keep Thingol, we fight a duel with them, vanquishing
    Mik.


    	9/Pamalt:


    	See elephant. Hunt Sorc down. Kill Sorc, but Alfarson is
    killed too.


    	9/Six:


    	Leave on catamaran with guides.


    	10/Gata:


    	While stretching our legs, ambushed by elves. Many arrows
    fly, but we escape.


    	10/Empress:


    	Encounter island of translucent material, docked by ships
    of black glass. That night, reach Neuteboom.


    	10/Pamalt:


    	Find Fusial again. He hires us as troubleshooters.


    	10/Six:


    	Leave Neuteboom for Wendo.


    	11/Gata:


    	Arrive Wendo.


    	11/Pamalt:


    	Leave Wendo.


    	12/Ga:


    	Fight monster. Fusial offers to buy the staff, promising
    that it will eventually reach the Kresh, who are powerful
    enough to hold onto it. We accept his offer and receive 7000
    pennies.


    	12/Empress:


    	Arrive Sil-Pallo.


    	12/Six:


    	Fusial learns what the globes do.

  


  
Summer, 1626 ST


  
    	3/Empress:


    	Leave for Kimos.


    	4/Ga:


    	Arrive Kimos. See giant rock spiraled mountain.


    	6/Gata:


    	Thingol makes two matrices for an iron bastard sword for
    Martlet. Uller buys his own iron shortsword. That night, within
    the mountain, Gorfang is reborn.


    	6/Empress:


    	Leave for Banamba.


    	7/Empress:


    	Arrive Banamba. Gorfang gets an Enhance SIZ 4 for four
    years in return for a Binding Enchantment from Boo-boo.


    	8/Gata:


    	Leave for Tondiji.


    	9/Ga:


    	Arrive Tondiji, Kareeshtu. Ambushed on shore, Fusial is
    killed. Thingol kidnapped. Boo-boo, Martlet, Asmoufr, and Tor
    arrested.


    	9/Gata:


    	Find out from Judge Eks that they were charged and jailed
    illegally. Implication that it is the guard captain. Eks tells
    us to meet him tomorrow morning.


    	9/Empress:


    	That morning, Eks is assassinated. Ask for protective
    custody.


    	9/Pamalt:


    	Early that morning, a guard helps us to "escape" once he
    learns that Chalana Arroy High Priestess is dead. Decide that
    the prisoners are in mortal danger. Make plan to break them
    out. Break out.


    	9/Witch:


    	Arrive at sorcerer's tower. Reach agreement.


    	10/Empress:


    	That night, expedition into dungeon.


    	10/Pamalt:


    	Return to tower with loot.


    	11/Pamalt:


    	Return to dungeon. Kill thieves.


    	12/Witch:


    	See dark troll in slave auction. Needing money to escape,
    we return to the dungeon.


    	12/Six:


    	Visit a Lhankor Mhy temple to inquire about maps. We are
    told to return tomorrow.

  


  
Autumn, 1626 ST


  
    	1/Ga:


    	At temple, find maps to City of the Dead. Purchase sorcery
    spells and follow map into City. Meet wazeen and run for life.
    Meet old guy who helped us before. He takes us to Erlik's area.
    Encounter vampires.


    	1/Gata:


    	Go back into Erlik's place with more people. Fight
    horrendous monster. Find some treasure, including iron
    scimitars and gemstones.


    	2/Empress:


    	Purchase a Turn Undead matrix from the Humakt temple.


    	2/Witch:


    	Back to Erlik's. Discover guarded stairway down. Witness
    the decimation of 16 heavily armored mercenaries by some
    unknown enemy. Encounter vampire who escapes.


    	3/Ga:


    	Back again. Fight huge creature with three torsos. Run when
    it begins regenerating from chaotic crystal.


    	4/Empress:


    	Discover Thingol. He had been held prisoner by the King of
    the Dead in the same dungeon. He had been forced to make magic
    items and then freed when his POW was 1.


    	4/Witch:


    	Take ship to Vralos. We bring the homunculus-making machine
    with us.


    	5/Witch:


    	Arrive Hanonel, Vralos. Switch calendars.

  


  
Dark Season, 1626 ST


  
    	Disorder/Fire:


    	Arrive Hanonel, Vralos. Switch calendars.


    	Disorder/Wild:


    	Begin learning language and keep watch for persons from
    Rokari college.


    	Harmony/Freeze:


    	Meet someone from college. Offer to sell machine. Leave
    scroll for them to inspect.


    	Harmony/Water:


    	They ask if we can leave them the machine to perform some
    tests on it. We agree.


    	Harmony/Wild:


    	The college agrees to purchase the machine from us. They
    will grant us free use of the device whenever we want it and 9
    "wishes".


    	Death/Water:


    	Leave Hanonel and Thingol behind. Arrive that evening in
    Moon. Encounter Lunar Empire.


    	Death/Clay:


    	An Orlanthi named Argus recruits us to help him kidnap a
    Lunar priestess.


    	Death/Fire:


    	That night, we (except for Gorfang and Subius) attack the
    inn. Successfully capture priestess. Send Lem back with ransom
    demand.


    	Death/Wild:


    	Receive ransom from Lunars. Flee for safety.


    	Death/Gods:


    	Arrive Monia and meet up with Gorfang.


    	Fertility/Clay:


    	Arrive Dwarf Dam.


    	Fertility/Fire:


    	Part company with Argus the scumbag. Arrive Blue Horse Inn.
    Make arrangement to spend worst part of winter at the inn.

  


  
Storm Season, 1626 ST


  
    	Fertility/Gods:


    	Last day spent at Blue Horse Inn. Hear from Vrala priest
    and priestess that Lunars have captured a hoolar.


    	Stasis/Freeze:


    	Lem and Jihad investigate. It is the same hoolar that
    Gorfang and company had met earlier. Leave to recruit Argus's
    help.


    	Stasis/Winds:


    	At night, attack the inn where the hoolar is kept. Of
    eleven Lunars, 3 are killed and 2 captured. Subius is killed. A
    magical protection surrounds the cage. We must wait for it to
    dissipate.


    	Stasis/Wild:


    	The magical protection is gone. With a blacksmith's aid, we
    free the hoolar from the cage. We retreat from the Blue Inn to
    the Blue Horse Inn.


    	Stasis/Gods:


    	The hoolar has built himself a forge. Lem and Agrian return
    to the blacksmith to get his help to knock the cage to pieces.
    They are captured by the Lunars. They join the masonry
    guild.


    	Movement/Water:


    	With no word yet from Lem and Agrian, we move westwards to
    escape any pursuit. Reach Blue Inn at dusk.


    	Movement/Clay:


    	Keep going, just in case. Reach Armed Elf Inn. That night,
    an elf warns us that the Lunars have reached the Blue Inn. We
    leave immediately.


    	Movement/Winds:


    	Arrive Holy Treasure Inn in the middle of the day. There
    are two options: head east to an Orlanthi shrine atop a
    mountain, or head west across the ferry to the village of
    Blackthorn. Minx heads to the village to get support while the
    rest head to the shrine. That evening, all reach their
    destination. At the shrine are two priests, an acolyte, two
    berserks, and five guards. They are assaulted by a Lunar squad,
    which included a large flying creature. After four assaults,
    all the party are captured, except for Zim, Ri(?), and Torie,
    who die.


    	Movement/Fire:


    	The hoolar runs away, pursued by the flier. Then, the
    Lunars all leave, leaving their captives behind, who quickly
    free themselves.


    	Movement/Wild:


    	Find the hoolar holed up in a cave, covered by a solid
    metal door. That night, Minx and 50 Orlanthi arrive. They had
    been delayed by two squads, but managed to cross the river.
    Take hoolar back.


    	Movement/Gods:


    	Bring hoolar to Hummel. Orlanthi declare war on
    Lunars.


    	Illusion/Disorder-Truth/Gods:


    	Hoolar building something.


  

  
  
Sacred Time, 1626 ST


  
    	14


    	Hoolar finishes object. Resembles a large spike stuck in
    ground, with long chain attached. At end, a large metal ball is
    attached.

  


  
Sea Season, 1627 ST


  
    	Disorder/Freeze:


    	Elect Jihad leader of our group.


    	Harmony/Freeze:


    	Tell Orlanthi chief that we will not be participating in
    their war with the Lunars. Make bargain to stay longer in
    return for the hoolar making things.


    	Harmony/Water-Truth/Freeze:


    	Stay with Orlanthi.


    	Truth/Water:


    	Head westwards.


    	Truth/Wind:


    	Arrive at an inn. We learn that they are being robbed by a
    group of bandits. We decide to help them.


    	Truth/Fire:


    	Three bandits show up. We kill one and capture two.


    	Truth/God:


    	Capture one more in the woods. We kill him and disguise one
    of us as that man. We capture the remaining two.

  


  
Fire Season, 1627 ST


  
    	Disorder/Freeze:


    	We discover the bandit's treasure cache, 8546p. We make a
    deal with the villagers nearby. We receive 6000p as a reward.
    We decide to stay for a week.


    	Harmony/Freeze:


    	Continue to the west.


    	Harmony/Water:


    	Purchase a wagon and supplies.


    	Harmony/Clay:


    	Purchase a pass that will let us by any elves. Continue to
    the west.


    	Fertility/Water:


    	Arrive at the city of Adakk. Discover that there are Red
    Vadeli in the city. The resident sorcerer tries to purchase the
    hoolar from us. Hire boat to sail us to the big bay in Enkloso.
    The hoolar will be put to sleep for the journey.


    	Fertility/Clay-Stasis/Freeze:


    	Sail.


    	Stasis/Water:


    	Arrive Tsirra.


    	Stasis/Clay:


    	Hire barge to take us upriver. Purchase more supplies.


    	Stasis/Clay-Movement/Fire:


    	Barge.


    	Movement/Fire:


    	Arrive at a lumber camp near the head of the river. Decide
    to stay here while the hoolar makes things for us.


    	Illusion/Freeze:


    	The hoolar makes a shield of air for Jihad.


    	Illusion/Water:


    	The hoolar makes a sword of sound for Terion.


    	Illusion/Clay:


    	The hoolar makes a dagger of light for Ivasti.


    	Illusion/Gods:


    	The hoolar makes rings of light for Ingirid, Terion,
    Ivasti, and Jihad.


    	Truth/Clay:


    	The hoolar makes mittens and shoes for Ingirid.

  


  
Earth Season, 1627 ST


  
    	Disorder/Freeze:


    	The hoolar makes a glowing helmet for Ivasti.


    	Harmony/Clay:


    	Argus shows up at the camp minus his followers.


    	Harmony/Winds:


    	The hoolar makes wooden armor for Asmoufr.


    	Death/Freeze:


    	Early in the morning, we are attacked by a Lunar
    contingent, including what looked like a demon. Asmoufr and
    Terion die. One Teleports away, one is captured, the rest die.
    We interrogate the prisoner, then the Orlanthi hang him. Learn
    name of their leader, Yor. Argus and Harvard leave immediately
    to locate a healer.


    	Death/Water:


    	That evening, Argus and Harvard return with a healer. Make
    a deal for 2 Resurrection and 3 Regrow Limbs -- the hoolar
    makes an amulet, and Ingirid gives up her boots. Asmoufr and
    Terion are resurrected successfully.


    	Death/Clay:


    	The hoolar finishes a sword for Argus.


    	Death/Gods:


    	The hoolar makes an amulet for the healer. Argus and Ivasti
    leave to purchase supplies for the trek inland.


    	Fertility/Water:


    	The healer returns and takes her amulet.


    	Fertility/Gods:


    	The hoolar makes another set of boots.


    	Stasis/Clay:


    	Argus and Ivasti return with supplies.


    	Stasis/Fire:


    	The hoolar makes horseshoes with sylphs bound in them for
    Harvard.


    	Movement/Freeze:


    	Head south.


    	Illusion/Clay:


    	See pine tree with Aldryami carvings on it.


    	Truth/Gods:


    	Hunt for food. Two deer are "presented" to us.

  


  
Dark Season, 1627 ST


  
    	Disorder/Freeze:


    	Begin smoking one deer. Hunt some more. Seven rabbits are
    presented to us.


    	Disorder/Water:


    	Gather plants. Food Song is cast at a distance.


    	Disorder/Clay:


    	Continue south.


    	Harmony/Clay:


    	Fish in the river.


    	Harmony/Winds:


    	Fish in the river.


    	Death/Water:


    	Fish in the river.


    	Fertility/Clay:


    	Hunt. Kill a (something). Smoke it over the next two
    days.


    	Stasis/Fire:


    	Discover road. Follow it to a large tree on the side of the
    road. Hoolar declares he would like to stay here. Bush produces
    berries whose taste does not go away. Animals here want to be
    captured. Ingirid senses manna pools. Argus finds a huge
    crystal which stores magic points. Deduce that this area must
    not have had any intelligent life since the Godtime. Begin
    expanding spiral search pattern. Argus sees a trail of slime
    and is frightened by it, but will not tell the rest of us what
    he is concerned about.


    	Stasis/Wild:


    	In the morning, a big slime trail covers Argus's sleeping
    roll. He is perturbed. Following the slime trail, it disappears
    yards away. Find pool of completely transparent water.


    	Stasis/Gods:


    	Find ring of verdigris copper pillars. In the center, a
    spiral staircase descends 60 feet to water.


    	Movement/Freeze:


    	Encounter a fence that straddles the road as well as
    continues along it on both sides. The fence is made of iron
    wire strung along the trunks of trees. Asmoufr senses it as
    Chaotic.


    	Movement/Water:


    	Encounter another greenberry tree. Find a tree on which
    grows a red fruit which produces water for as long as it is
    chewed.


    	Movement/Clay:


    	Encounter a deep depression which makes musical notes when
    objects are thrown in. With Harvard flying his horse down, he
    discovers a series of poles across the hole which produced the
    sounds. At night, something long, red, and thin crawls all over
    Argus's sleeping roll.


    	Movement/Winds:


    	A wagon wheel-shaped object (with POW) rolls past us.
    Encounter a stream which burbles in a human voice. A creature
    with 4 short legs, jelmre-like limbs and a short body sees us,
    squeaks, then runs away.


    	Movement/Fire:


    	Find a tree with an Aeolian harp in it. See a python which
    regurgitates baby pythons, then slithers off.


    	Movement/Gods:


    	See a field apparently plowing itself. Ingirid can sense
    POW where it is being plowed. Could be a gnome? Find a table
    (with POW) with a feast laid out on it. The table keeps
    replenishing itself. Find a tree with blue watermelon-sized
    fruit on it. The fruit does not taste good.


    	Illusion/Freeze:


    	Terion disappears during the night. The crystal now has
    blackened areas. The hoolar goes to look for material for tools
    to work the crystal. Enter along gate "corridor". Discover
    Terion's "headless" body -- he is still alive, but has no POW.
    We kill his body.


    	Illusion/Water:


    	Discover a headless snake. Encounter many other animals.
    Argus notes that they are all approximately the same size.
    Discover a solitary head (with POW) atop a fence post.
    Encounter a bunch of animals perched atop them. They signal for
    us to join them. From down the road comes a creature with many
    heads atop his own. Converse with him. Discover that he can
    "remove" the heads of the creatures. He goes on. The animals
    jump off and disperse. A weasel tells us to never let the
    masters see our magic (weapons). Have the masters caused the
    creatures to evolve to a size where their heads are about the
    same size?


    	Illusion/Clay:


    	Another creature (with 4 extra heads) comes to us. He
    notices our weapons and prepares to administer punishment.
    After a long battle (non-resistible Befuddles!), we kill him
    and take two magic items from him. The animals bring us some
    food. They explain that they are under a compulsion to never
    leave the fenced area. We try to leave the fenced area, but by
    the gate we entered is another master. While trying to go
    through the fields, we are attacked by very vicious squirrels.
    We defeat them. A frog leads us to an underground hideout which
    is inhabited by a humanoid. He explains that the masters came
    about 20 years ago. They killed all of one of the two sexes of
    all the creatures here. They tend to stay to the road except at
    night. The squirrels do not come out at night. That night, we
    leave, taking the magic items that were in the hideaway. We
    head back towards the entrance gate. Near it are several large
    silvery bubbles. The fences somehow warp space so that one
    remains inside the enclosure. Using Havard's flying horse, we
    escape.


    	Illusion/Winds:


    	We decide not to further interfere with the masters but to
    remain here until Sacred Time.

  


  
Storm Season, 1627 ST

  
  
    	(During the entire season, we train)

  


  
Sacred Time, 1627 ST


  
    	9 (1 in Pamaltela)


    	The hoolar turns into a pile of dirt. At noon, with the sun
    directly overhead, it stops moving. All of the various sites
    begin to increase their activity. The magic crystal liquefies.
    All organic material that touches it disintegrates. All metals
    are turned into gold.


    	10 (2 in Pamaltela)


    	While investigating the areas, we enter an area that
    disrupts all long-term spells. Gorfang regains his former size.
    In addition, Asmoufr's stats return to the values they had
    before he had died.


    	14 (6 in Pamaltela)


    	The sun sets, leaving a glowing red trail behind it. The
    crystal begins to solidify. We try to separate bits of it, but
    they try to return to the mother. Nevertheless, we manage to
    isolate bits of it. They turn out to have diverse magical
    powers.

  


  
Spring, 1628 ST


  
    	1/Ga:


    	An old lady in rags comes down the road from the east. She
    ignores us completely. Everywhere she steps, she leaves
    flowers. She walks through us as though we were insubstantial.
    As she gets to the fence, she vanishes.


    	1/Gata:


    	Investigating, we notice that the fence has a new set of
    wires on it.


    	2/Ga:


    	Gorfang has a new set of canvas-backed ringmail.


    	2/Gata:


    	Gorfang sets up a meeting with the animals at night. That
    night, we attempt to get some of the animals out. We can carry
    them over the fence. Ingirid can possess them and remove the
    compulsion, placing it in a wraith she has bound.
    Unfortunately, the wraith can only take 14 before
    disintegrating. Nevertheless, we begin a ferry service.


    	2/Empress:


    	That night, more animals are waiting to be transported
    outside the fence.


    	2/Pamalt:


    	That night, more animals are waiting to be transported
    outside the fence.


    	2/Witch:


    	No creatures appear this night: there are squirrels
    patrolling the fields.


    	2/Six:


    	During the day and night, thousands of squirrels stay in
    the fields. We reluctantly admit that the Masters are onto us.
    We have however, liberated 227 animals.


    	3/Ga-4/Gata:


    	We scout out the shape of the Master-controlled area. It
    turns out to be roughly oval-shaped, perhaps 160 kilometers the
    long way, 40 kilometers across.


    	4/Empress:


    	Early in the morning, the hoolar faints. Wary, we spot a
    group of creatures herding a wagon towards the fence. We run to
    intercept them. They turn out to be a group of Chaos monsters.
    There follows a savage fight. Ivasti dies from a basilisk.
    Gorfang and Argus die from wounds. Foxell kills three, Asmoufr
    four. The wagon is empty. Obviously, they were heading into the
    area to collect the magic items found in there. Gorfang turns
    into a red stone. The hoolar says that he could be resurrected,
    but he "needs life". We interpret this to mean a source of INT
    and POW.


    	4/Pamalt-12/Six:


    	Asmoufr and Foxell embark on a daring plan. They will train
    to become a shaman, go through the dangerous initiation, then
    donate their fetch to resurrect Gorfang. Training begins
    immediately and full-time.

  


  
Summer, 1628 ST


  
    	1/Ga-11/Witch:


    	Continue training. It looks as though Asmoufr will make the
    attempt.


    	11/Six:


    	Asmoufr attempts to become a shaman. However, he is
    possessed by the Bad Man. With no other alternative, we kill
    his body. Asmoufr's soul calls on the Storm Bull for Divine
    Intervention. His miracle is granted and he calls on the Storm
    Bull to renew the Quest. His request is granted, and Asmoufr's
    soul goes off to join Storm Bull's entourage. Before he leaves,
    he tells us of the Three Types of Chaos that are returning: 1)
    Gbaji (Lunars) 2) From the Nargan Desert (Wakboth) 3) Kajabor
    That evening, the hoolar brings a stone which he says fell from
    the sky. He calls it the "Seven Eyes of Despair". Inside it are
    7 opaque splotches. Also that evening, three humans walk into
    our camp. They are Talker, Starfall, and Dropped.


    	11/Six-12/Six:


    	We begin to learn their language.

  


  
Autumn, 1628 ST


  
    	1/Ga-3/Six:


    	We continue to learn their language.


    	4/Ga-4/Witch:


    	They learn our language.


    	4/Witch:


    	That evening, the hoolar faints. We spy another wagon
    train, with two wagons. There is a mounted rider, two walking
    along side, another inside, and a creature flying high cover.
    We attack. One two-headed creature drains magic points. The
    flying creature has no POW and immediately flies off with
    Harvard in pursuit. Dropped is killed. Foxell kills the
    two-headed creature. The slug creature weaves a shimmering
    curtain around it and the remaining two. The mounted rider
    charges out and is chased and killed by Harvard, who also
    killed the flying creature. The circle of light, which is pale
    blue, gets darker as damage is applied to it. Fire lightens it,
    spells are "defocussed" when they hit it. We force the curtain
    to turn black when we spot two masters coming. With Ingirid
    applying Countermagic and Harvard firing arrows at long range,
    we manage to kill both of them with no losses. One of the
    "Seven Eyes" is now open. That evening, four pale spheres roll
    towards us. They contain four masters. Using Disruptions rather
    than Befuddles, they kill Starfall, Talker, and Foxell. Harvard
    kills two and Jihad kills two. When the last one dies, the
    crystal pulses and a light covers us all. Those who are alive
    gain 1 point each in STR, CON, INT, POW, DEX, and APP.
    Additionally, there are only 6 eyes left.


    	5/Ga:


    	Through the leaf, nothing is visible. Though the fence
    still remains, the iron wire has crumbled. The animals no
    longer have their compulsion. We speculate that we have broken
    their power. Using the fence posts, we manage to penetrate the
    dome, which pops. All we find is a hole in the ground. Flying
    over the area, all of the masters' domes have cracked and
    split. Three new people arrive: Bandobras, Big Rock Falling,
    and Gasp.


    	5/Gata-12/Six:


    	Train.


    	5/Six:


    	Two dead creatures are found near a hole in the ground.
    Tracks lead off towards the Nargan Desert.

  


  
Winter, 1628 ST


  
    	(During the entire season, we train)

  


  
Sacred Time, 1628 ST


  
    	1:


    	The "hobbits" build a large cup, some 30 feet tall and 10
    feet across which surrounds the crystal. Inside, the liquefied
    crystal spurts through an opening, making a lovely fountain.
    Gasp touches the stream, manages to survive, but becomes
    gold-colored. Big Rock Falling begins carving a shield-shaped
    depression in stone. The hoolar, of course, is a pile of
    dirt.


    	4:


    	Big Rock Falling completes his carving. Jihad dumps
    Gorfang's body into the healing pool. It turns into a key
    again.


    	5:


    	Grosko the morokanth rejoins us!

  


  
Spring, 1629 ST


  
    	1/Ga:


    	The shield solidifies. It has a VERY high POW. We begin
    heading south, into the Wonggaressi Desert, following a
    stream.


    	1/Pamalt:


    	Hunt a dinosaur. As it is cooking, we are attacked by 11
    midget slashers. In the course of the fight, Azzoo loses his
    right arm.


    	2/Ga:


    	We reach the source of the stream. It is a marsh, with some
    trees in it. Under the water is a hemispherical glowing yellow
    sphere some 8 feet in diameter. Grosko senses chaos at the
    oasis. Suspecting the object, Bandobras manages to make a crack
    in the "shell", which oozes a viscous orange liquid. We finally
    fill up with water and continue.


    	3/Pamalt:


    	Notice a pillar of smoke on the horizon, head to it.


    	3/Witch:


    	Arrive at the source of smoke - a large fire with tents
    around it. The inhabitants appear human. We engage in a meeting
    contest. In exchange for food, Ingirid gives them a Shimmer 3
    spell.


    	3/Six:


    	More trading with the people here.


    	4/Empress:


    	Reach the Broo Water Oasis. There are stakes around the
    oasis, topped by skulls of broos and slarges. As we approach
    the oasis, a five-headed monster rises from the water and
    attacks. We kill the hydra, but its poison and acid kills
    Havard's flying horse and destroys two of the four horseshoes.
    The hydra has a brass collar on all five of its necks. There is
    a strange rune carved on each (modified Chaos?). One of the six
    eyes opens. To the south, a finger of stone can be seen. Along
    the way, we find an abandoned campsite which contains cracked
    human bones. The tracks of one slarge and one other creature
    head towards the spire.


    	4/Witch:


    	Arrive at the finger. There are no tracks. It is a 500 yard
    diameter stone pillar, perhaps a volcanic plug. Jihad and
    Bandobras climb up it. At the very top is another pillar and a
    rasculu! Bandobras dodges off the cliff and falls to his death.
    Jihad managed to climb atop the smaller pillar. At the top is a
    large crystal bubble floating in mid-air. Looking through it in
    different directions he discerns: North - A glowing red pillar
    Northwest - A pale white web-work East - A huge image of a man
    gloating South - A large face (recall the Kresh defeat) West -
    A huge swamp whose center is huge, yet dead, full of creatures
    Eventually, Jihad slips off of the pillar and is killed by the
    rasculu. By this time, Gasp, using the two remaining horseshoes
    reverse rappels up the larger pillar and attempts to rescue
    Jihad's body. Jihad's body falls (taking 96 points of damage!)
    and Gasp escapes. Gasp and Ingirid immediately set out back to
    the oasis to try to get Jihad Resurrected.


    	5/Gata:


    	Arrive at the oasis with Jihad's body. In exchange for 35
    points of magic-point storing crystals and the see-in-the-dark
    crystal, Jihad is successfully resurrected.


    	5/Pamalt:


    	Jihad trades his sylph shield in return for the
    see-in-the-dark crystal. Azzoo trades the Detection crystal
    plus a golden breastplate and greave for a Regrow Limb spell
    (which will take 7 weeks).


    	5/Witch:


    	Leave the oasis. We see two rasculu (without collars).


    	5/Six:


    	Successfully hunt a stegosaur. Head towards a nearby salt
    lick. Hopefully it will not be guarded by a Promalti
    (fire-spout).


    	6/Ga:


    	Arrive at the salt lick. After gathering salt, we head
    south. We come to a dry riverbed running NW/SE. We decide to
    head south. That night, we hear what sounds like drums coming
    from the south.


    	6/Pamalt:


    	We see a glow to the south. Continuing through the night,
    we come to the end of the riverbed, which drops off of a cliff.
    Down below is a large swamp in which we can see puffs of
    glowing gas and can hear the drums emanating from it. That
    night, a wailing spirit passes our camp, headed away from the
    swamp.


    	6/Witch:


    	We can see spirals of smoke from the swamp. Half the party
    hunts while the rest scout out the swamp. The scouting party
    discovers eleven creatures cooking something over an open hole
    in the swamp, from which a lot of heat and drumming noise
    emanate. They send a message to the scouting party, who later
    join them. We attack and kill the chaos creatures, but
    strangely suffer no ill effects from their wounds. Firebird is
    killed. They do not have collars, but do have a large tattoo on
    their chest, an oval with a line along the short axis. That
    night, we are attacked by four creatures. They are easily
    killed.


    	6/Six:


    	We enter the swamp, (following the trail of the eleven
    creatures backwards?). We reach another wadi along the
    periphery of the swamp. At the top of the wadi are a huge
    number of creatures. Forty or fifty give chase, but we escape
    them and then head back towards the wagon.


    	7/Ga:


    	We move the wagon away from the lip of the wadi.


    	7/Pamalt:


    	With Grosko guarding the wagon, we decide to backtrack
    along the tracks of the eleven creatures. Later in the day, we
    see a pale white wall that crosses the "path". Just then we are
    attacked by three highly chaotic creatures. We manage to kill
    them with no fatalities. We head back to the wagon after the
    fight.


    	8/Ga:


    	Rest and recover.


    	8/Gata:


    	Ingirid makes a magic point storing matrix for Jihad.


    	8/Witch:


    	We are at the white wall. It is four feet high and travels
    as far as we can see in both directions. On the other side of
    the wall is an endless salt flat on which we can see tracks. We
    cross the wall and continue to follow the tracks.


    	8/Six:


    	Perhaps 20 to 30 miles off to the right, we can see what
    looks like a squat brown pyramid. We head towards it and see a
    black road leading to it. Surrounding the pyramid is a ring of
    something and there seems to be a blank space at the bottom of
    the pyramid. That evening, something huge flies overhead. It
    looks like a huge serpent with eight sets of bat wings. At
    night, Jihad and Gasp decide to try to sneak into the
    encampment. They discover that the road completely encircles
    the 5-sided pyramid. Jihad heads towards the pyramid and
    discovers the "moat" to be composed of many crystals. He
    manages to climb the pyramid, which looks like it was woven of
    large fibers. Gasp checks out the bivouac fires, which are
    actually large volcanic craters. He is questioned, but since he
    is not a member of either the immaterial burrowers, the spirit
    battalia, or the emotional skirmishers, he is imprisoned with
    the pantry battalion! He uses a message stone to tell us of his
    capture. We use the stone to relay Gasp's message to Jihad. At
    the top of the pyramid, Jihad discovers that it is inhabited by
    Godtime Veldang who are being besieged by the chaos army. Upon
    receiving the relayed message, he tells us to rescue Gasp and
    then join him at the top of the pyramid. Using the message
    stone and despite Gasp giving wrong directions, Big Rock
    Falling manages to find where Gasp is being kept. He is unable,
    however, to affect his rescue. The rest of us try to sneak past
    the guards surrounding the pyramid but fail. Chaos spirits
    attack us as we run for the pyramid. The crystals in the moat
    attack us, draining magic points from us and the spirits. Then
    they mark us as they had marked Jihad. When we reach the top,
    we discover the Veldang society has existed since the Godtime
    and that the oldest Veldang cannot ever remember not being
    besieged. At one time the citadel had had 15 to 20 poles
    holding it up, but now there is only one. The mark on us allows
    us to pass the crystals without being blasted. The society is
    divided into six separate groups, of which two at any time are
    on watch. Harvard notices two green-sashed soldiers leaving
    suspiciously. He follows them and watches as they attack Jihad,
    who had been locked up. Harvard dispatches both of them, saving
    Jihad. Upon closer inspection, it is discovered that two
    Veldang were actually ogres. Big Rock Falling DI's and manages
    to rescue Gasp.


    	9/Gata:


    	We meet their Conclave - 49 masters of various schools. On
    a map they have, there is a huge area where the chaos things
    are bred. They want our help to fight the chaos. To verify that
    their masters are not "replacements", they have a
    tournament.


    	9/Witch:


    	The tournament ends with none of the masters or acolytes
    being ogres.


    	9/Six:


    	Ingirid becomes a master of the 50th school, Shamanism. All
    receive special shirts of armor, which will work until stained
    with blood. Gasp, Big Rock Falling, Jihad, and Harvard leave to
    scout out the swamp.


    	10/Empress:


    	Attacked by broos. Jihad dies. Harvard DI's to bring them
    back to the tent. They resurrect him for the sound sword and a
    6-point MP storing crystal.


    	11/Witch:


    	Leave for another expedition.


    	12/Six:


    	After a fierce battle, the expedition is captured.

  


  
Summer, 1629 ST


  
    	1/Ga:


    	Imprisoned, they nevertheless make their escape. They have
    learned where the mountain seeds have come from.


    	1/Empress:


    	Living in a fallen meteor, the expedition finds a group of
    jelmres.


    	1/Pamalt:


    	Using the message stone, a "rescue mission" starts out from
    the tent.


    	2/Gata:


    	"Rescue mission" arrives at meteor. All set out to location
    of mountain seeds.


    	3/Six:


    	Encounter a huge flaming mass (Promalti?) who wants toys.
    Distract with crystal spheres.


    	4/Gata:


    	See Enmal mountains far in the distance. Jihad meets a
    strange group of people on a mesa. He trades for some items.
    Discover that one of them "holds" a spell indefinitely.


    	4/Witch:


    	Discover an obviously artificial geological artifact: a
    staircase. Use another of the items to summon the Bird of
    Gifts. Engage in Riddle Game and win "Living Water".


    	4/Six:


    	Continuing on, find gigantic crevice that is too far to
    cross and has fire burning at the bottom.


    	5/Gata:


    	Return to "Bird Rock" and again summon the Bird of Gifts.
    Win an apple and vial of water. Learn more of where home of
    mountain seeds are.


    	6/Gata:


    	Arrive at home of mountain seeds. Discover lush valley.
    That night, giant humanoids climb out of the mountains
    surrounding the valley. There are also normal-sized
    humans.


    	6/Empress:


    	Meet a girl. Harvard goes into their abode and does not
    return. That night, we attempt to enter the human's hill.
    Attacked by "guard dogs". Jihad dies in attack.


    	6/Pamalt:


    	Meet another girl.


    	6/Witch:


    	Another girl. Big Rock Falling goes inside. Just before
    nightfall, he returns with Jihad, alive! BRF said he saw
    Harvard while inside, but that he did not have a soul
    anymore.


    	6/Six:


    	Another girl.


    	7/Ga:


    	Offer truestone shield for Harvard. She declines.


    	7/Gata:


    	Jihad goes in with a special cap exchanged for a shuriken.
    After a bit, Harvard comes out, with his soul. Later, Jihad and
    the Hulden woman come out. An outcast now, apparently mortal's
    blood is like acid to them. Also, light turns the Trulden, the
    giants, into stone. That night, Jihad tries the light ring on
    one. It works. He talks to the Trulden king, after making
    himself STR 1548 (with the potion). The Chaos forces trade
    blood for mountain seeds. Jihad makes a (stupid) deal: a potion
    to let the Trulden survive in light in exchange for not giving
    out mountain seeds.


    	7/Empress:


    	Leave again for Bird Rock....


    	8/Witch:


    	After two days wandering, we find the plateau. Jihad again
    climbs the plateau and after some difficulty, trades for
    another "cigar".


    	9/Witch:


    	Back at Bird Rock. Gasp summons the Bird. Win three gifts:
    a ring to let the Trulden survive in light, a ring to turn
    things into gold, and a soul rock (for Lulu the Hulda).


    	10/Witch:


    	Arrive back at the valley. At night, give the ring to the
    Trulden King, who demands proof.


    	10/Six:


    	The ring works! But the Trulden king also wants gold before
    he'll keep his bargain. Lulu informs us that the Trulden will
    not honor any oath unless there's a Hulda watching. She
    suggests the Hulden King, a literal talking head.


    	11/Ga:


    	That night, Jihad and Lulu come to terms with the Trulden
    King.


    	11/Gata:


    	Kreilos and Lulu meet with the Hulden King. He says that in
    return for the ring that turns things into gold, he will keep
    supplying the Trulden King with enough gold and enforce the
    deal. With that, the second Eye of Despair closes and
    disappears. The Hulden King tests Kreilos, who wins.


    	11/Empress:


    	Gasp and Lulu enter to deliver the ring. However, Gasp
    comes out without Lulu, who is now trapped in the maze.
    Harvard, Jihad, Gasp, and Big Rock Falling enter the maze to
    recover Lulu. Kreilos will wait two days, then try to make it
    back to the Veldang tent. In the maze, Jihad loses both hands.
    Rapiers are Healed onto his stumps. Two demons start following
    us.


    	11/Pamalt:


    	Teleported out of dungeon. Jihad is no longer with us.


    	11/Witch:


    	Begin heading north.


    	12/Ga:


    	Arrive Dancing Bead Oasis. The demons, we learn, are called
    "mud skin parchbringer demons".


    	12/Gata:


    	Gasp initiated into Trickster cult.


    	12/Empress:


    	Leave oasis with Tradespot as eventual goal.

  


  
Autumn, 1629 ST


  
    	1/Ga:


    	Continuing towards Tradespot (hopefully)


    	5/Empress:


    	Meet humans. They decide to come with us to Tradespot.


    	7/Empress:


    	Ambushed by crossbowmen. Fletcher and Gren killed.


    	7/Six:


    	Arrive Tradespot. Mr. Man is there....


    	8/Gata:


    	Head into the Qualyorni Pass. When questioned about the
    "old gang", we are taken to Mistvale.


    	8/Empress:


    	Meet Harmast again. Begin the tell.


    	8/Pamalt:


    	Finish the tell. Harmast wants to wipe out the Viter exiger
    clan and wants our help. Offers to escort us to Orlanthi temple
    for Havard's benefit. We leave for the river.


    	8/Six:


    	Buy one boat for river ride.


    	9/Witch:


    	Encounter huge beast in water.


    	9/Six:


    	Arrive to a village. Buy more food.


    	10/Ga:


    	A man makes us an offer for the demons.


    	10/Gata:


    	Deep in a volcanic plug, we find a guarded stone pillar.
    Defeating the guardian, we find it was all a trick.


    	10/Empress:


    	We return to find the boat smashed. The demons had tricked
    us. Begin to repair the boat.


    	10/Pamalt:


    	Begin traveling again.


    	12/Ga:


    	Arrive at village. Trade for food.


    	12/Gata:


    	Attacked by hydra. Big Rock Falling killed. Lanter
    possessed. We turn around.


    	12/Empress:


    	Arrive back at village.


    	12/Pamalt:


    	Big Rock Falling Resurrected, but succumbs to poison.
    Lanter exorcised. Head down river again. Attacked by hydra, but
    we kill it with no casualties.

  


  
Winter, 1629 ST


  
    	1/Ga:


    	Arrive at village. Buy food.


    	1/Witch:


    	That evening, arrive at village.


    	2/Ga:


    	That evening, arrive at Ouori.


    	2/Gata:


    	Harvard talks to the Orlanthi priest. He can become a Wind
    Lord if he can prove himself by getting another piece of the
    object the demons had us get.


    	2/Empress:


    	From the sack we had brought along comes Mr. Man.


    	2/Witch:


    	We talk to the demons. They look in sad shape. The river is
    too strong for them to dry up!


    	2/Six:


    	Begin trek up-river.


    	3/Ga:


    	Arrive at village #1.


    	3/Six:


    	Arrive at village #2.


    	4/Empress:


    	Attacked by two hydras. Lanter poisoned and dies. Later,
    arrive at village #3. Raise Dead spell fails. We buy food and
    also receive poison purgative.


    	4/Pamalt:


    	Demons lead us through jungle.


    	4/Six:


    	At noon, arrive at place. Looks like a hollow tree. Fight
    the Dark Man and find a long gray metallic pole.


    	5/Empress:


    	Return to the village. Attempt to summon a sylph to carry
    us back to Ouori. Szyzygy is possessed, but the sylph is
    exorcised.


    	5/Witch:


    	Second try. Again Szyzygy is possessed.


    	6/Ga:


    	At last, the sylph is ours. Leaving Staymar behind, the
    rest of us ride the sylph.


    	6/Gata:


    	Arrive at Ouori.


    	6/Empress:


    	Harvard becomes a Wind Lord and marries Lulu. As a wedding
    present, Lulu presents Harvard with a 20-point blank
    Truestone.


    	6/Pamalt:


    	Szyzygy fights the Bad Man and becomes a shaman.
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