Trangston eyes the crossroads. "Looks like these two side passages don't see much use," he states. "Perhaps we should use them to hide for a few minutes and give everyone a rest. Possibly tend to a few wounds as well,"  he says looking with concern on Dyrano and Terdon.

Stalvag spits. "We should move on Warder. Sure as Chido's a goatherd the snouts 'ill be sendin' a tracking party." Stalvag speaks haltingly, obviously trying to keep the usual colorful metaphors from his speech in front of Peddlewin."

"Interestingly enough, the orcs probably won't pursue. Their mind set dictates they only do what they have to. I doubt we'll see any from the fort unless a commander takes interest in finding us." Invobat was a longwinded know-it-all by his own admission. Before he could continue Dyrano holds up a hand.

"We rest," he coughs. As he wipes his mouth he sees more blood on his hand. It hurt to breathe. "Trangston, find the tunnel least used and take us up that. We need to take an inventory of weapons and equipment. Emmondark gets a decent burial even if we must do it here. Give his equipment to Gwapo if he'll have it." Dyrano coughs again. Garl that hurt! "And try to cover our tracks." 

Trangston nods and moves off down the east passage way.  The group rests just off from the main passage to hopefully avoid the orc patrols, if they patrol.  Trangston is gone for about 30 minutes, Dyrano getting more and more anxious as the minutes drag on.  Finally the scout returns saying. There is a chamber just ahead, but if we keep going the tunnel loops and a light shouldn't be seen from the main tunnel! 

Deciding that this is the best course the battle weary group heads up the passage, using a couple torches to light the way ahead. 

When the group stops for rest, Peddlewin sees the skin and bones of the former slaves and turns towards Dyrano with a worried expression, "Please take stock of your food supplies also. We need to get some nourishment to the humans and to gwapo as well." 

Dyrano has all the equipment piled before him and finds the following:

Emmondark's armor (red shirts were in leather or chain?)

5 Gnomish long spears

4 daggers [OOC: Rest lost in throws or with equipment]

10 torches

food for 5 days after everyone eats their fill at this rest

Peddlewin and Dyrano still have their personal weapons and armor

Red shirts still have their armor

Gwapo, 2 daggers

Hank, orc breast plate and halberd

Andre, orc breast plate and 2 long swords

Peddlewin immediately sets about the task of bandaging the wounded, starting with Terdon and working his way down to the least wounded (such as Invobat's splinters). he will use healing and herbalism skills to the best of his ability, and will probably change out the dressing on Andre. "Dyrano, if you will allow, I would ask that Yeldyrr help me with the food and healing, we will also most likely need more cloth for bandages, so some cloaks will need to be donated. May I also recommend setting up a watch from the fort entrance, since there is still going to be a changing of the guards soon at the guard post up ahead. I only hope that they will postpone it for a few minutes due to our presence. Please, Dyrano, have a seat and I will see to your ribs as soon as I have Terdon's leg wrapped up." Peddlewin will hand over ALL of his food (that he was carrying) to Yeldyrr and ask that it be dispersed among the group.

Guards are set and Transton goes off to explore the tunnel they are in. Hank takes a turn at guard and with the others notices very little activity. He hopes that since the he was rescued during the 'rest' period the orcs don 't have many slave groups in the mines digging right now.

Gwapo says, "I'd love some rations. I never thought I'd say that, but then I've never eaten orc gruel crap for 3 months before. " Speaking to Dyrano, "I'll use Emmondark's equipment to the best of my ability. I wish he were still alive to use it." Turning to the others, "OK, no more dying alright! I'm really not worth it and I hate feeling like this."

As he and the others eat a cold meal of travel rations, Transton returns. He has an old miners pick over his shoulder and sits it next to Dyrano saying quietly, "Well the tunnel forks up ahead and ends.  There are small holes continuing but there is no way any of us would fit through them.  This was all I found beside some bones, kobold and goblin most likely."

The group decides that this is as good a spot as any to rest and decides to stay at least long enough for Peddlewin to regain his magical energies.  The rest period is uneventful and the party wakes somewhat refreshed and ready to move on.

As the move out, they head south and stop just beyond the barred gates of the Orc check post.  With their torches extinguished the group can just make out Orc guards patrolling behind the gate and these look to be professional soldiers and ready to handle anything!

Trangston whispers to Dyrano, "Remember, we need to take that east passage and find that tunnel that we used to get in here the first time!" 
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As Peddlewin and Dyrano plan the next stage of the exit, the party rests and regains their strength.  As talk turns to casting darkness, Trangston's mouth sends him scouting once again.

The party gathers around as Dyrano draws a rough map to the next downward tunnel. [See attached].  The biggest concern of the gnomes is the hidden tunnel past the orcs that they found.  Peddlewin barely fit through the narrowest section and even if Hank and Andre take off the breastplates, it is a toss up whether they will make it through without widening the path.

The party quietly moves out after burying the Emmondark and staying just outside the light cast by the torches of the orc guard, they contemplate their options.

Hank readies his halberd, and follows the Gnomes. He says to Dyrano, "do you think that we can make it past the gate without anyone noticing?"

Hank moves towards the end of the Gnomish line to talk to Peddlewin. "Hay 'Uncle' is it? Do you think that you can provide some type of 'whiz-bang' distraction to mask us passing by the gate?"

Hank is not sure of much, but he is sure that he is out of ideas besides rushing the gate, but he is positive that it would be suicide. He will wait and see what kind of brilliant idea that the Gnomes come up with. If they can make it to the hidden passage without a fight, and there is time, he will help with any digging needed to widen the passage; otherwise, he can suck in his "gut" and possibly squeeze through. Hank has to be thinner than Peddlewin.

Dyrano feels better if not rested. They'd escaped again. He looks proudly at his gnomes. Never had a Warder commanded a finer group, of this he was sure. He would compose the ballad to Emmondark and hear it sung in every tavern among the clans. This was his oath.

Dyrano eyes the humans. Small noses they had but he feared they would never make it through the small escape path. Maybe if they removed their armor. He takes Peddlewin to the side.

"Uncle, if we force the humans through, to the point to breaking bones and tearing skin, can you heal them? If so I say we gag them to prevent screams, slick them down with with water or some of you coveted food stuffs and ram them through then heal them on the other side. If worse comes to worse you and Gwapo will head out with the majority of the Red Shirts while some of us stay here and try to figure another way out." The ones staying behind would be he and Chido of course. A slave rebellion might be formed.  Death wasn't certain. With luck he could coordinate supplies coming through with the clans and start a proper underground war. It would be glorious indeed.

Transton look upon Dyrano and shakes his head. He knew the look all to well. The warder was hatching another scheme. May Garl have mercy on their souls. Uncle Peddlewin looks simply aghast at Dyrano, "Great Garl's Nose!!!!! You can't honestly think about forcing the small noses through that opening and break their bones. It's absolutely ungnomely!! We will simply have to widen the path." Peddlewin calms himself by smoothing out his robes and straightening out his belt. After only a moment's hesitation, he perks up a bit, "I have an idea." Peddlewin summons Terdon and Stalvag (the other, more sensible leaders) and Gwapo (to translate for the humans, if necessary), then addresses all four as a group, drawing a map on the cave floor for emphasis. "What if we used our cloaks to muffle the sound of the mining on the other side of the tunnel and used Orcsplitter here with the pick, to widen the path. The guards would only hear the noise coming from one direction. I have a spell that can increase Orcsplitter's strength in order to help speed him up. If we set up an ambush on this side of the guard post we could effectively hold them off until Orcsplitter finished. I have the spell capability to either create a louder noise down a different passageway to allow us more time, or use a few illusions to make the ambush more effective." Peddlewin leans towards Dyrano, " I can make your entire squad look like the stone walls until the guards get to the ambush point and 'ZOW', you leap behind them with a surprise attack. You know very well it's been done before. I'm confident I can do it. I can create a pit with spikes to slow them down. All you have to do is tell me your battle plan and I can insert the illusions where you need them. These small noses have assisted us several times in our rescue of Gwapo, and Orcsplitter even risked his life to go back and retrieve Emmondark. I feel that getting them to the surface without having them suffer any more than they already have is a proper way of returning their generosity. I am confident you will make the right choice." Peddlewin looks imploringly at Stalvag and Terdon for some sort of support in convincing Dyrano.

Whatever decision is chosen, doesn't stop the fact that the group will be moving to the room that has the hidden passage. Peddlewin will cast Phantasmal force to mask the group (making the view look like an empty cave and thereby hide the passing of our troupe. He will ask gwapo to warn the humans so that they do not make noise or react to the illusion.

With all this talk about setting up ambushes and making noise, Gwapo thinks it might be prudent to take a closer look at the guard post to see what may come after us. "I'm going to take a closer look at the guard post.  I'll be back in a minute." With that he will head around the corner. With the utmost caution and using the full extent of his sneaky skills he will creep up to the guard post in order to determine the extent of the orc/ogre defenses, numbers and weaponry if possible.

As the party moves out Peddlewin chants and suddenly as the group moves into the main passageway, they seem to be passing through ghostly sheets and rocks.  The uncle has cast the spell centered on himself and is using all his concentration to simply walk while putting up multiple 'sheets' that appear like the tunnel masking the gnomes movement.  Moving at a slow walk, Terdon moves up and puts a steadying hand on the gnomes shoulder.

Andre, with enough sense to stay quiet never the less seems quite amused with 'jumping through sheets' and watching his friends arms and heads appear.  Needless to say the illusion is a great success with him.

The others simply shake their heads and quietly and slowly move into the empty chamber containing the hidden passage.  You all surmise that escaped slaves must have dug it to get away from the orcs.  The chamber you are in is empty save for many skeletons and broken rocks on the floor.  Trangston points out to the others, "Looks like most died with smashed skulls, I'd watch what you walk under." The gnomes nod knowingly and let Andre and Hank know about piercers.

At the shaft, Hank tries to worm his way through, but sure enough; the narrowest spot defeats him.  It isn't so much that he is wider than Peddlewin; but the added 2 feet of height just makes it impossible for him to bend properly to get through.  None of the remaining gnomes are minors but they figure that 7 hours of digging should do it.  Each gnome can take about an hour shift till it's done.

Peddlewin continues to hold the spell in his mind and the way they came suddenly is blocked by a pit trap with spikes.  Whether the orcs will believe this in their own tunnel is yet to be seen.

Gwapo stays behind in the shadows as the illusion passes him by.  In no hurry he simply waits and watches.  There always seems to be a squad of 5 orcs visible.  These orcs carry short swords and light crossbows.  The one he takes for the leader carries a longsword and shield.  He also has a basket quiver of javelins but you can't get a count. 

After watching for about an hour, you notice that digging sounds have started up.  The caverns make the sound echo strangely and you can't really tell the direction for sure; however you assume your companions are attempting to dig out.

The orcs listen and the leader shouts back through a door.  Another 15 orcs come out and line up with the other 5.  The new orcs are buckling into their armor and seating weapons, but you get the impression that they are part of the professional army.  The leader points to a 5 man squad and yells into the room once more.

A pair of unarmed ogres wearing leather gloves come out and each grips one side of the southern gate.  Grunting with effort they lift it 6 feet into the air and the squad moves out.  As the last man leaves the ogres let the gate go with a crash and it blocks the passage once again.

Gwapo returns to the party and reports.  He wasn't sure but the squad seemed to be travelling straight for quit a ways.

Trangston moves to discuss their situation with Dyrano in whispered tones. Terdon and Stalvag move into range and are brought into the conversation. In fact all the Red shirts seem to be discussing things in hushed tones. The others in the group get the definite  feeling something bad has happened.  After a brief discussion with Trangston , Dyrano approaches the Humans.  "Orcsplitter. I see you can't make it through the hole on your own but do you think you could stretched out with your hands above your head. We gnomes could pull you through that way. If the Uncle is as wide as you but you can't make it through based on your height the we should be able to slip you through lengthwise"

"Orcsplitter, if you would also ask the Uncle to change his illusion somewhat. Either to that of a stone wall between us and the orcs or may some fierce yet sleeping monster. Be creative. Something the orcs will believe more than a pit trap."

With that the Red Shirts stop work and wait for one of the humans to attempt a crossing being pulled by gnomes.  The Red Shirts have rounded off a few of the roughest edges in the narrowest part of the tunnel.

Hank only catches a little of what the Gnomish warriors are talking about. He does not feel that it is a good idea to wait for the orcs to come back with reinforcements, and is willing to try being a human pretzel. Even it he ends up getting hurt in the process, at least he will be out of this  "Garl forsaken place" as he has heard the others call it. But he does not feel that Andre can withstand the pain of being forced through the bends  and twists of the tunnel. After all, he was badly injured in the earlier battles. "Is there any other option that we can use to get through this? If we can keep them out of here for a while longer, we may be able to excavate enough to be pulled through with less damage to Andre and I." 

The red shirts think for a second then shrug their shoulders. Trangston replies, "I don't think it will be that bad.  The worst is you wouldn't be able to move out on your own.  That hole is small for you small-noses." 

Andre listens on and seems to think that it would be great fun to be pulled through the tunnel.  Hank can do nothing but shrug as the attempt is made.

Andre strips to a pair of pants and his bandages and lays down after two of the stronger gnomes enter the tunnel in front of him.  Two others bring up the rear and begin maneuvering him down the hole.  You hear periodic chuckles of laughter as Andre calls out, "Hey that tickles."

At the narrowest point Hank strains his ears and hears a hiss of indrawn breath and some references to Garl and eating too much that wouldn't please Peddlewin.  After about 15 minutes a quiet shout informs the group that Andre is through.

"Uncle Peddlewin, can you alter your illusion to look like a rock wall?  And maybe you can alter the sounds we are making by our digging to sound like a Giant Rodent. Then at least if the orcs are fooled by the illusions, they will be waiting outside in the hallway for the Giant Rodent  to breakthrough, and that may be just the diversion that we need to escape the other side. Oh, Oh, better yet, how about the sounds of a Giant Badger? Do you think you could do that?"  Hank asks Peddlewin as the faint sounds do make it back to his ears.

Peddlewin hears Hank's suggestions. He would applaud Hank for his creativity, if he could spare the concentration, but he can't. If he were to try another spell for sound, he would lose concentration upon the illusion and both spells would be wasted. So he does the next best thing. After a moment of concentration, the illusionary pit fades and he refocuses the illusion to become a total blackout of light. Peddlewin figures that the orcs have been subjected to darkness once before, so the odds of them believing in it are pretty good. He will also use Terdon as support again and move towards the back of the cave where the digging was taking place (in order to give the crew some semblance of protection).

A slight glisten of sweat begins to form upon Peddlewin's brow as a reminder of how difficult spellcasting can be when carried out this long.

Hank follows with another group of gnomes.  The tunnel is little more than a hole, obviously designed for creatures much smaller than humans.  Hank begins to feel a bit claustrophobic as the narrowest part of the passage closes in on all sides.  With only a few minor scraps he manages to be pushed, pulled, and contorted through the opening to the other side.

As he is helping Andre into his breastplate, and fitting his own on, he stops and listens.  "Let's check down here.  I heard something."

Hank looks to the six redshirts that are with himself and Hank and wonders what now... Hank is thinking to himself that something bad is about to happen. He does not want to usurp authority from Dyrano, but he is not here now. Someone has to take charge, and he does not think that his friend Andre can handle the task. Follow commands, Yes. Give them, No. One of hanks drill sergeants once said "When put in a position to lead, Lead." Hank thinks to himself, "Here goes nothing."

Hank, speaking in Koboldish and in hushed tones, tells Invobat "Go tell Dyrano that we have to go NOW. There is something going on over on this side, and now is the time to move his little ass. GO." 

Invobat nods and heads back through the narrow tunnel.

Hank says to Trangston "Go on up there (southwest) and see what is happening. Get back here as quick as you can, and don't get caught. Don't take chances, it sounds like a lot of things out there."

Trangston looks at Hank and takes a sturdy spear and dagger and slips up the passsageway and is soon lost from sight.  Hank shields the light as best he is able to keep it from shining up the passage after the gnome.

To Kerwyn, Hanks says "Run down that way  and see what lies in that direction. Only go about 100 yards, as we don't know what is down there. Don't take chances, and get back here FAST. Go."

Kerwyn takes off at a quick run down the southeast passage.

To the rest of the Red Shirts, Hank says "Stand ready to fight, we must defend this spot until the rest catch up. Red Shirts in front, and Andre and I will stand in the back."

Hank relays in common to Andre what he needs to do, and takes his position behind the remaining 3 Red Shirts. To himself he says "Now we wait."

When Peddlewin hears Invobat telling Dyrano that the humans made it through, he will wait for Terdon to go to the other side, then cancel his illusion and do his best to squeeze through the secret passage quickly. Before he goes, he will make sure that all the supplies have been carried through.

The remaining gnomes are just starting to exit the tunnel when Kerwyn comes back from the north east passage.  "It loops around about 100 - 150 yards down the passage.  It looks like the passage continues but we need to go the other way to get out if I remember right."

As Peddlewin finally squeezes out of the tunnel saying that his illusion is ended, Trangston returns a bit breathlessly.  "It's that orc patrol.  There are 5 of them and a sergent it appears.  They are debating about coming down this way.  If I had to bet, they will.  And they are moving forward with their crossbows armed."

The redshirts look to Hank, then realizing Dyrano is back with them turn their attention to him.
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Peddlewin will remain in the middle of the group. "Dyrano, I can cast a darkness spell upon the leader and effectively blind the entire group with crossbows. They will most likely start to spread out and we could run right down the center of them, or simply flank and run past them."

Dyrano takes stock of the situation quickly. "Get an ambush set up at a corner in the passage. We have to remove the crossbows advantage. We'll head a little further down the passage. Two gnomes will go back up the secret passage a bit and come out to attack from behind. Gwapo, you'll be one of them. If things go badly you know what to do. We'll make a small noise from down the passage to make sure the snouts don't investigate the hole but not large enough so as they think its a whole host of gnomish warriors. If necessary we'll let Orcsplitter play the bait again."

Gwapo nods and moves up the passage with two gnomish spearmen. Since the spears are harder to conceal, the spearmen will wait a little farther down the looping passage. Daggers engage first, make them drop the crossbows and switch to swords. Spearmen charge in as fast as possible. Small noses, you're with the spearmen since you are visually impaired and can't see heat."

Dyrano considers the small noses non-nasal impairment. "We'll have to have a torch back by the spearmen so the small noses can see. The rest of us will use our heat sense. The snouts shouldn't be able to see heat if they are using torches. Garl bless us all they aren't."

Listening intently to what Dyrano has to say, and relaying the info to Andre, Hank agrees that this is the best course of action. Hank is willing to be the bait, and if that is what is needed, he will leave the Halberd with the Gnomish Spear bearers to retrieve when the fighting starts. If the small noise works, he will rush into battle once the dagger throwers launch their missiles.

The troops move down the northern branch of the passage, Trangston occasionally tapping the pick on the rocks making it sound like someone is digging.  Gwapo hides at the edge of the secret passage and watches as torch light approaches.  He sees five orc crossbowmen go by and as they hear the tapping up ahead they ready their crossbows.  Behind them an orc captain barks out orders to move slowly and stay spread out in the cavern.  He gathers up the torches and holds them aloft with his shield hand so the others can fire accurately.

As they come to the fork in the passage, the leader stops his troops and signals a pair to watch each avenue.  Gwapo watches as the captain seems to explain that the two passages come together farther along.  He hands his torches to one of the larger orcs, and after lighting a third has the orc toss one as far as he can down each passage. As the torches land about 20 yards away they light up a pair of empty tunnels.

The ambush party waits tensely as the passage lights up just around the bend, but nothing further happens.  Hank leans his halberd up against the cave wall and acts as bait.  Poking his head around the corner, he looks back up the cavern until there is a shout "There" followed by a quick fired crossbow bolt.  The bolt caroms off the passage walls wildly and doesn't come near Hank.

As Hank ducks back around the corner you hear a commanding voice call out, "Just a slave.  We'll leave him for the bears and falling rocks."  In a loud voice the captain calls out slowly, "Give up.  Die in Caves or Return to Food."

After waiting for about 10 minutes the troop turns and begins heading back out of the tunnel.  As the ambushers wait nervously, about 20 minutes later you hear Gwapo calling out, "They left, we're coming through, don't throw anything at us!"

The party continues back up the tunnel and comes to the next downward

passage, deeper into the mines.
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Dyrano surveys the area. Normally his gnomish curiosity would have him open one or both doors but the loss of Emmondark weighs heavily on the Warder. "Stalvag, get the lads moving down to the next level. Peddlewin, Gwapo and the Small noses will take up a position at the back of the formation with Yeldyrr and Terdon behind them. Chido, Trangston and I will be just out of torch light ahead of the group to try to spot any ambushes using our heat sight."

"We're actually leaving and not investigating the doors? Maybe there's hope for us yet," mumbles Trangston.

Peddlewin turns towards Dyrano, "a wise decision" and follows along with the group. Hank fills Andre in on what is going on, and follows the orders of the little Warder. He is ready for any action, and will use his halberd to defend and fight if necessary. Onward and outward!  Gwapo will go along with Dyrano's plan. Although he's not too happy about not being able to help with the scouting. After the party gets 100 feet down the passage way out he says whispers to Hank. Then he says, "Hey I forgot something back at the intersection give me a second. Hank do you mind coming with me?" Then he heads back to the intersection gets what he forgot then comes back to the group snickering a little and we head on.

Terdon overhears the young gnome conversing with Hank. "I'm just an old country farmer young gnome but I know the Warder's been impressed with ye. He told me so himself. I'm sure if he wasn't under orders to bring you home you'd be up there with the rest of them."  The old veteran gives Gwapo a smile.

Yeldyrr Oakleaf, the squad cook, snorts a little. "I'm grateful to be in back. I'm not afraid of a fight but only a fool puts himself in harms way. As Uncle Rastin always told me, 'Cousin Yeldyrr, you've a mind for food not fights. If you must fight make sure its on a full stomach.' Hmmm. Maybe onion and potato stew when next I can build a fire." The cook trails off in a mental inventory of his supplies.

Terdon looks sidelong at Yeldyrr. Not matter what the cooks original thought his mind always turned toward food. Terdon thinks to stop the young gnome as he heads back up the tunnel but decides against it. If something happened the Warder would rightly have his hide but with Orcsplitted present the could likely outrun anything in the mines.

As Gwapo and Hank head back to get something the rest wait at the bottom of the spiral ramp for them to return [Level 5]

 [Gwapo and Hank]

"Hey, I've got an idea." Gwapo start whispering to Hank, "Whatever's behind that huge door is probably something the orcs don't want to deal with. Sooo, why don't we go take the bar off those doors VERY QUIETLY and drop it just inside that cavern. If something comes out of there we'll be long gone. Maybe we can cause the orcs some headaches, hmm? You up for it? Let's go."

Hank says in his pidgin Gnomish, "Absolutely!" with an evil grin. "This has got to be the best idea I have heard since I got stuck down here.  Maybe we can cause some havoc with the ugly beasts."

The two get back to the heavily barred gate and look back the way they came. Seeing nothing, they grunt and groan, with Hank doing most of the work due to his size and they lift the heavy bar off the door.  As the quietly lift the bar, it slips and bangs on the ground with a thud.  The two vandals freeze, then they hear an unknown, hissing language and see a man sized webbed hand begin pushing the doors open.

"Holy crap" Hank exclaims as he grabs Gwapo and leaving the halberd behind. As he makes the bend a wickedly barbed harpoon tugs at the clothes on his back and passes through Gwapo's kicking feet.

The pair come charging down the ramp calling to the others, "lets get out of here!"   Dyrano and Peddlewin look up from contemplating a door and seeing the near panic in the pair, continue west down a series of branching tunnels to the rubble plug that the red shirts had removed to enter the orc mines proper.

Trangston comments at the rubble, "Remember them zombies with flowers comin' out of their heads.  They didn't know fear and ignored the father."

As the group contemplates it's next move, you all hear a sound like wet flippers slapping the passage behind you and what you think must be some sort of language.

Level 5 warrens  On the way in you followed the narrow (single file) passage around the main cavern.  You are in the NE corner of the map, just entering the first cavern from the rubble plug]

"I DONE PEED IN MY CHILI !!  Looks like we really did it this time, Hank. Sorry you dropped your halberd. Uh, it seemed like a good idea at the time" Gwapo shrugs innocently while his nose is turning beet red from embarrassment.

Dyrano turns on Gwapo. "What... did.. you... do?" The other Red Shirts back away from Dyrano.

"Well uh, you see uh....you know that really big barred door? I thought that if we unbarred the door whatever was behind it would break loose eventually and cause the orcs some grief. Well, we made a small error.  While we were removing the bar it kind of......slipped. Big heavy things like tend to make a lot of noise. So, it looks like we got some kind of man fish thing's attention. Now it's chasing us. So we ran like hell.  Currently, I'm still in favor of that strategy." Gwapo replied quickly.

"Holy Crap Batman!  Who's got an extra halberd? How 'bout an extra Long Sword Andre?  That was a BAD Idea. Anyone have any GOOD ideas?", Hank calls out as the group pounds down the passage.

Andre turns at the hole and sees a dozen the walking fish armed to the gills and flashes back to his days in training. He and his teacher would go fishing once a week. They would catch the big one - some of them as big as he. They were good cooked over an open flame! He starts to salivate. Then he turns and yells out "Lunch!" as he charges the walking fish with both swords flashing. He wonders if he should tell someone to start a cooking fire, but decides they're smart enough to figure that out on their own.

Dyrano tries to get Hank to restrain Andre from charging. It wasn't time for a suicide plunge yet. If he can't then he'll keep everyone on this side of the plug.

Peddlewin sees the situation and moans to himself, "these small noses must live really short lives." Thinking as fast as he can, Peddlewin remembers one of the small noses' phrases and yells it to Andre, hoping it will work, "Andre, COVER ME!!!!!".

Peddlewin looks over at Dyrano's questioning glance and says, "no, I don't know with what. I'm just hoping it works. Now hold still why I heal you. I have this bad feeling in my nose that you are going to jump into the front line and kill yourself. I already have one funeral to perform, I don't need more."

Andre halts and wonders who he is supposed to defend. As he does, the fish lob spears towards him.  However the creatures misjudges the warriors rush as they impact in front of Andre skittering towards him on the rough stone floor.

When Hank hears Peddlewin say "cover me" it takes him a second to realize what Peddlewin is trying to do. Once he realizes that he is just trying to distract Andre from attacking the fish thing, he says very loudly to Andre in common, "Come on Buddy, we don't have time to play with the fish, we have to get out of here now." He waits for Andre to come running back to the party and then ducks through the tunnel.

The Redshirts haven't been waiting to see what happens.  As fast as they are able they dash through the opening in the rubble and quickly dig it bigger for the 'small noses'.  Dyrano and Peddlewin dive through as Hank hurries Andre along.

Andre pauses in the center of the tunnel as the fish come cautiously down the tunnel.  Hank sees them about 50 yards away with two swinging weighted nets over their heads.  He remembers seeing some other creatures in rags stooped under heavy loads and can imagine his fate if he is caught.

Planting a firm boot in Andre's behind, Hank pushes him through and dives through the hole yelling, "PULL".

Dyrano barks orders in a low tone. "Unless the Uncle can give us some cover we'd best make a stand here. We'll set up on this side of the plug so only one of the beasts can come through at a time. Spears behind daggers. Orcsplitter and Andre will help at the front as well."

Hank looks around for a suitable weapon and takes a spear from one of the dagger tossing red shirts. Dyrano takes a few swipes with his rapier. His injuries still bother him a great deal. Peddlewin, seeing the warrior's predicament, casts a cure light wounds spell on Dyrano.  The gods are smiling on the gnomes this day as Dyrano feels completely healed.

"Trangston, our mission is to get Gwapo back to the clans. Your mission is to see that that occurs. Get some blankets over this hole so they won't see what they're up against."

The blankets are quickly in place and you all smell dead fish and her a language unheard in millennia on the surface of the world.  Unfortunately, the creatures are not stupid and soon spear points are poking at the blanket.

Some of the gnomes and Hank poke spears back but neither side is willing to stick a head through the hole.  Dyrano is in a quandary as too what to do next when Chido moves up beside him saying, "We're getting close, the chamber ahead isn't quite pitch black.  Unfortunately, the smell and noise is bringing the zombies towards us!  We have about 10 minutes."

As Chido finishes, the group can hear low moaning coming from west passage. It seems your cavern is going to be very crowded very soon! 
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Hank says "Uh, guys, to the south?"

"Hey, he's the one that got us into this mess.  Let Gwapo decoy them!" Transton adds.

"Yea, Trangston, and he's the one who can bloody well get us out." Hank replies.

Trangston continues, "If he had the sense of mushroom he wouldn't have gotten captured in the first place. but since you were there with him I wouldn't expect you to recognize that fact!"

Hank says to Trangston "You may be right, but what do we do about it now?  I can stop a few of them, but there is no way I can stop all of them. We need to quit arguing and come up with a definitive plan!" To Dyrano, he adds, "If we go south now, maybe the fishies will come through at about the same time that the zombies get to this area, and they can try to beat the stuffing out of each other. We could be long gone by the time they finish beating on each other. I say we head south! Now!" 

Peddlewin adds his thoughts to the plan, "We have to hold off the fishes until the zombies get here. Otherwise, we will be fighting both. we need to get the fishes and zombies to fight each other. The fishes probably don't know about the zombies. this is our advantage."

After a slight pause he continues, "I have an idea. What if you light the blanket on fire to distract the fishes.  then everyone moves into the south passage. I will cast Darkness on the main entrance. that will slow them down to 1/4 speed. After that, I can cast audible glamor and make them think we have retreated to the West.  By the time the fishes get out of the darkness to the West, the zombies will be waiting for them. I realize that this isn't exactly military tactics, but I think it could work. what do you say???"

Dyrano speaks to the Uncle in a stiff tone. "Nonsense Uncle. We bring illusionist along for just such stratagies but we're not waiting on the Zombies.  I fear the fish men may have spell casters."

Dyrano considers Peddlewin's plan. His original idea was to time their departure around the time the Zombies showed up in hopes of Zombies and Fishmen fighting it out but he didn't like the idea of staying by the plug long enough for them to arrive. He'd once seen a snout witch doctor cast a ball of fire at a group of gnomes killing the lot.

He turns to Gwapo. "How big are those things? Bigger than Orcsplitter and Quickblades?" Gwapo shrugs saying, "About the same size, though they seemed a bit wider?"

“Orcsplitter, if you don't mind giving me a lift, you I and Andre will give the others about a minute head start. I'm going to try to blow the Orc commander's horn through the at the hole right after we throw a flaming blanket through.  Hopefully no one outside will here it.  We'll set these blankets covering the hole on fire and hope it delays them enough for us to make an escape. Hopefully the horn will bring the Zombies here as well as alert a snout patrols to come deal with the fishmen.  It might show the snouts the plug but it looks like we won't be back for a while. The gnomish invasion of Glittergem will have to wait." Dyrano ends.

Dyrano swallows his pride about being carried. "Orcsplitter will then carry me and we'll rejoin the group."  Looking towards Peddlewin he continues, "You're with Orcsplitter, Quickblades and I. I need you to tell me how long it takes you to case darkness. We'll time the horn sounding to the end of the spell. Cast it at the head of one of the Fishmen. Hopefully they'll stay together and always be in the dark.  Quickblades will carry you back to the group."

To Gwapo: "You stick with Trangston. You deserve worse than his tongue lashing but it will have to do for now.  If there's no more discussion and panic... get them moving Stalvag. And next time we bring oil and caltrops."

Agreed!" says Hank

Peddlewin nods to Dyrano,"It's a sound plan. It takes me less than half a minute to cast darkness and I will target one of the fish men as the center."

Andre nods approvingly when he hears the plan. He thinks "burn the blanket, blow the horn, and run before the Zombies get you" is much more fun than hide and seek. He will carry the nice little gnome away as quick as he can. 

The group is ready and the red shirts begin moving off to the south.  Taking one of the torches, Dyrano gets one of the blankets the group carries burning and the flickering flames begin to light the cavern they are in with dancing shadows and smoke.

Moving up to the hole, Dyrano stands slightly to one side and attempts to toss the blanket in.  As he throws, one of the creatures on the other side thrust through with a wicked barbed spear and the two meet at the opening. The burning blanket rolls down the side of rubble slowly setting the blanket covering the hole aflame.

As the flames slowly start to burn, Dyrano lets out a massive "Blattttt" from the captured horn and looks towards the west opening and sees the first zombies with flowers in their hair start to stagger into the cavern.  There are four of these creatures and they seem hesitant to come much farther than about half way into your cavern.  Three appear to have been orcs in leather armor (2 handed sword, spear, crossbow and dagger) and the last seems to be a goblin with a short sword.

The four (Peddlewin, Dyrano, Hank, and Andre) back slowly down towards the south and Peddlewin, not seeing any fishheads yet decides to cast darkness on the lead zombie.  The northern area of the cavern goes pitch black and the burning blankets can no longer be seen.

As the southern exit of the cave the group rejoins the red shirts as moans of zombies and the hiss of a fish head can be heard in the darkness.  You also hear the clash of weapons in the chaos.

Gwapo and the red shirts head west when the passage branches and continue forward. Hank and Andre grab the gnomes and high tail it down the southern passageway and turn west as well.  As the pause to put down the gnomes, the red shirts come back up the passage with Gwapo saying, "There are 4 zombies in front of us.  They must have heard the horn and come up the side passage. They are just milling around up ahead.  I think they saw our lights but didn't come much farther than 50 yards up the passage after us."

As you consider what to do next you hear a hissing fishy voice from the way you came.  It sounds like angry orders, but it might just be your imagination.

Gwapo still feeling rather foolish for his prior actions, says "Seems like our best option is to hit the zombies in front of us hard and fast. I know I'm not interested in dealing with those fish things.  Yeah, yeah I know that's my fault, blah, blah.... Well it would have worked if that bar hadn't slipped. "

Hank confers with Dyrano. "looks like we are between a Rock and a Hard Place. I say we make our stand here. The Flower Thingies are not coming further down this tunnel, and there are only a few of the Fishies left following us down this way. If we prepare for them here, I think we have the best chance of defeating both. If we attack the Zombies, there is the chance that the fishies will attack us from behind and we are bound to loose a lot of people that way.   The only thing we have to worry about is their harpoons. We need to figure some way to get the jump on them.  Besides if we can defeat the Fishies, I can go back and get my friend the Halberd." Hank ends with a big Grin.

Peddlewin listens to Hank. "Orcsplitter has a good sense about him. If the zombies, truly are not approaching, then I see the Fish as the bigger threat. If they have a spellcaster, then we could be subjected to a ranged attack. I can blind him with a light spell at 120 feet, if I can spot him. Hank, take my staff. It has enough reach to let you attack from the second line."

With a wink at Hank, Peddlewin whispers, "When we succeed, you will have your choice of several weapons from the Zombies, and Fishes. By the looks on these Red Shirts, I think the Fish people are about to discover how the Badger Clan got it's name"

Hank looks at the staff, then at Andre as if to borrow one of his long swords.  However he decides to keep the spear as the best weapon to keep the zombies at bay.

Andre wonders out loud, "Why are the flower thingies staying away? What are they scared of?"

Dyrano gets the Red Shirts moving back toward the zombies. "We charge the Zombies ahead of us. We lack sufficient daggers to take them out with missile weapons. I have my darts and might do enough damage to get the to retreat. Damn our planning in not bring oil."

Invobat interjects: "Sir, my family is makes its living on underground plants and we know these well. Interestingly enough, they are creations of the yellow musk creeper. The creeper bores into the brain and takes the victim over. The 'zombies' are being controlled by the plant are used to bring more victims to it. Once implanted, the poor soul can't travel more than 100 yards from its 'parent'. We could use this to our advantage."

Terdon says, "Much as it pains me to say it, the cave farmer could be right Warder.  I'm just an old country farmer, a proper farmer who uses sunlight,"  Terdon says in Invobat's direction, "but I say if we can get past these things without killing all of them the would have to stay near their parent plant and would attack the fishmen in stead of pursuing us."

"Very well, we'll try to wedge past the plant zombies. Spears in front. Orcsplitter and Quickblades have more mass so they and I will lead with spear gnomes doing what they can to keep the beasts at bay.  The rest will do what we can to get the Uncle and Gwapo safely to the other side. Objections? Options?"

"Ok, Dyrano, we fight the Flower folk. You are the leader, I hope you know what you are doing." Hank says with a look of concern on his face. "I don't like the idea of fighting Undead. I haven't ever seen Undead, only heard what a horrible thing they are. Maybe they are really good guys... I will give them the benefit of the doubt, they may be pretty good conversationalists after all."

Dyrano to Orcsplitter "Don't be shy about killing them. If you can shove them out of the way do so. Otherwise mow them down as quickly as possible. These aren't undead, they are living beings under control of the plants." 

Hank explains to Andre, "This is like a game.  Try to get by the Flower People without buying anything."

Andre nods enthusiastically as he has played this game before. He was very good at it and wants to show everyone. With his pretty long swords in front he charges the flower people's center.

To himself he says, "Come over, come over...Come over, come over...doh! I can't remember the rest."

Peddlewin shakes his head and mumbles, "more of this running stuff! I'll be happy when I am finally sitting down. Preferably with a good meal in front of me.  Chickenfoot Uncles aren't quite built for this activity. Maybe Garl is trying to tell me something? I will have to talk to the Great Uncle about this. it could mean some very unhappy Uncles. The thought of many chubby Uncles running around the clan grounds isn't pretty, but for Garl we will run til our legs give out. then run some more."

The party quickly moves down the cave and comes upon the zombies.  There is an orc with a long sword and shield; a peeling and smelly fish-head with a spear; a bear like creature wielding an oversized axe; and a fresh kobold with a dagger.

Andre watches the first gnome go through, then another, then the cook makes his run for it and the Kobold takes a dagger swing at him.  Good old Yeldyrr doesn't even try to strike back, just puts on a burst of speed outdistancing the clumsy creatures.  Andre is jumping up and down by this time and shouts, "I GOT IT"

He pulls out his two long swords and moving as fast as his legs will carry him shouts , "RED ROVER RED ROVER, I'M COMING OVER !!!!" as he runs directly at the bear-like creature.

His voice ringing from the cavern walls, the warrior hacks into the beast with all his strength. Thunk, Thunk, Thunk.  Three hits into the creatures body causes it to moan and retaliate with a clumsy axe swing as all the other zombies converge on the noise.

The rest of the group dashes through the opening, leaving Uncle Peddlewin to waddle through and hear excited fish sounds from behind him.  "Keep going!" he calls out.

The swinging of the axe brings Andre back to the current situation [OOC: and he rolled his Intelligence <G>] and he shouts, "I MADE IT TOO" as he runs by Peddlewin.

The party continues towards the twilight opening at the other end.  You pass a couple other entry ways into the main chamber and in the very faint light notice the outlines of moving figures and what appear to be vines.  As you run you begin to hear the roaring sound of water rushing over a cliff and the red shirts realize that they are almost to the cliff they scaled to get

into the mines in the first place. 

"Quick look for the ropes!", Chido shouts.  As the red shirts spread out along the cliff edge looking for the ropes, Andre and Hank see a pair of shambling creatures rising from a plant just outside the radius of their light.  Staggering out behind them is a fish-head that looks like he has seen hard combat.

"Let's find them quick!" Hank shouts as he notices a final fish-head coming out the passage you just exited.

"Got it!" yells Stalvag, "Get out of here, I'll hold them." Stalvag stands above a pair of well secured ropes that lead into a misty twilight below.  Chido explains to Hank and Gwapo.  "We came though a large cave following the exit point of an underground river.  At the bottom of the falls is a natural cistern that we must swim across, though there is a narrow ledge at the bottom of the ropes.  Then all we need to do is follow the stream out of here.  Look, there is actually a bit of light coming in now!"

Dyrano turns to the group. "We're finished running. From here Gwapo knows how to get out and home. With that our duty to the clan coucil nears an end. We now turn to face our pursers and show them folly of attacking Red Shirts." With that he marks the Red Shirt lighten bolt into the stone with his rapier. "He we stand!"

Hank Yells "Rock On! 'Bout Damn time we stood our ground! Andre.  Be prepared to Kick some Fishy Ass! We have to make sure that the fish don't hurt our new friends.  Let's you and I take out the less injured ones first, then we can help the others. We have to work as a team here, and each attack the same fish. Are you ready? WE CAN DO IT !" Hank will use the spear to attack at a distance while Andre uses his swords up close and personal.

Andre sighs. The games are over. It's time to kill the smelly ones.  Then he brightens up. They may have time to play after the smelly ones are dead. "Climb down the rope without burning your hands" could be fun.

"OK Hank. You pick the Fishy Ass to kick and I will slice it off for you."

Pedlewin halts his progress and spins around, "guess you'll be needing a bit of help from Garl...and the wizards guild for that matter. Gwapo, get your sticky hands down that rope!! I'm coming down the rope after you...fast...and you don't want to be under me if I slip. So get your head start now!!!" Peddlewin will throw a Light spell upon the eyes of the biggest and strongest looking fish-head as a range attack (120ft). Once the fish-guys are within 30ft, he will throw the Spook spell on another fish-head. Once done, Peddlewin will slip down the rope after Gwapo.

The party halts and battle lines are drawn.  The fish-heads charge forward with hisses of delight at finally cornering their foe.  Gwapo begins decending the rope as Peddlewin gestures at a large fish head getting ready to throw a spear.  Immediately light blossoms behind his head lighting the cavern and providing illumination for all combatants.  The creature simply adjusts his aim and throws the spear at Peddlewin.  However, the light must have made the gnome look taller as it sails over the priests head and into the dark waters below.

Hank and Andre move forward to engage the fish leader while Chido and Stalvag ready spears along with Trangston and Invobat who ready daggers against another fish.  Dyrano moves to engage the final fish-head along with Yeldyrr and Terdon who wield daggers. Belrip and Kerwyn guard Peddlewin as the forces move to engage.

Peddlewin advances threateningly and the spear wielding fish-head hisses in fear and quickly runs back towards the creeper cave.  The other creatures engage.

The first creature bites into Chido's shoulder after missing with it's dagger [Chido -2hp]  However the creature pays for the bite by taking two spear strikes to the body. The second creature strikes at Terdon with dagger and fish teeth as well. Terdon is struck by the dagger as he ducks the bite of the creature [Terdon -5hp].  All three of the gnomes return the favor and the fish head falls.

Andre runs after the fleeing fish head and catches him just at the entrance to the zombie room.  As the fish head turns around, Andre readies his two blades as he sees a human wearing plate and wielding a well polished sword. He also notices about 8 other zombies moving forward towards his battle with the Fish-head.  Hank, swearing runs after Andre.

Two zombies crash into Chido and Stalvag's spears.  However, they are unable to inflict any damage as Invobat raises a shallow gash on the leg of an ogre zombie.  The ogre misses smashing Invobat with his club but the orc zombie strikes Chido with a longsword [Chido -3 (5 left)]

Peddlewin begins going down the rope after Gwapo.  Belrip and Kerwyn looking between Dyrano and Peddlewin seem to come to a decision and stow their weapons to follow the priest down the rope.

Dyrno leads the two gnomes with him in an attack on the zombies.  Targeting the ogre zombie all hit with shallow blows.  Trangston manage a solid dagger blow against the orc.

Andre attacks the fish-head with gusto and a pair of longswords.  One of his blows penetrates the fish-heads guard and rocks the creature back.  Hank thrusts with the spear around Andre but fails to strike a blow.  The fish head thrusts with his spear at Andre but it slides off the breast plate the warrior wears.

The final fishhead ignored in the zombie attack slashes at the orc zombie with his dagger, killing it while he attempts to bite down on Chido again but misses.

The fishhead engaged with Andre once again misses with his spear thrust as Andre scores another telling blow.  However, as the attack finishes the sword blade snaps at the hilt [OOC: Rolled a 1] as Andre tries to pull it free.  Hank shouts, "Those zombies will be here in a minute, we better leave!" as he drives his spear into the leader causing him to fall to the ground.

Scooping up the leader's three spears the two back up quickly towards the rest of the gnomes.

The last fishhead hisses something like, "sdsssdat Kou-Tou" and bites and slashes at Chido with abandon.  Chido once again dodges the teeth of the creature but it's teeth clamp on to his shoulder just as Stalvag's spear kills it. [Chido -5 (0hp)]  The gnome falls unconscious under the creature.

Dyrano's Rapier is knocked loose by the zombie and goes sailing over the cliff with a shallow plop as it hits the water.  The ogre takes a pair of dagger blows but still manages to crush the fish-head a bit more.

As the human's return they see the zombies stop short of the group and the human warrior in ancient looking, but shining, plate salute with his sword and move back into the creeper room.

The gnomes finish off the ogre zombie and after binding Chido's wounds, the party moves down the ropes.  Andre and Hank wait until the Gnomes are clear then, begin down the ropes as well.  The party makes it to the bottom of the cliff and they can definitely see a faint silvery light ahead.  Moonlight? Each thinks as they move along the edge of the pool towards the sandy beach.

Just before reaching the beach, Gwapo calls out.  "Hey, this floor is worked stone!" The party rests on the sandy beach contemplating the final dash out into the dawn's light.  Hank asks about the smell and Stalvag answers, "Bat droppings.  Bats must have laired in that first cave.  Though when we came through in the night, there were none there."

His shoulders slump as he finishes for something huge seemed to temporarily flutter over the light from outside.
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