Unicorn Mission Report

Introduction
The objective was to recover a stolen Unicorn Horn from the Drow and return it to the Barony.

Patrol Members

The patrol consisted of the following members:

Name
Affiliation
Race

High Master Tarack Ironheart 
Priest of Might 
Human

Marshal Caffery 
Priest of Justice 
Human

Marshal Mathonwy 
Priest of Justice 
Human

Fidlo 
Guard 
Human

Jordell 
Warlock 
Elf

Turnip 
Witch Doctor 
Barbarian

Pathfinders

The patrol gathered in the evening and was given orders to recover the Unicorn Horn. We were informed that the Pathfinders had recovered the Horn and we were to escort them back to the Barony. A very elderly and slightly mad Mage teleported the patrol to the last known location of the Pathfinders. After a rather odd spell casting where we were given sticky labels to wear we arrived in a very dark forest. The barbarian Turnip began to wake up after being put to sleep by a potion and so the Mage hurriedly departed.

Having no scouts we advanced slowly in the direction the Mage had suggested. It wasn’t long before we found the first bodies of the Pathfinder patrols. One was still alive and said that the Drow had recovered the Horn. We carried on to find the Drow. We were then attacked by a variety of Undead which were quickly and efficient dispatched even though it was extremely dark and we had difficulty distinguishing friend from foe. The Undead showed a surprising amount of intelligent by laying an ambush and fighting cohesively. In one such ambush a Ghoul paralysed most of the party. Fidlo escaped and began an excellent display of swordmanship by defeating the remaining Undead. However, some of his efforts were misdirected as we found out later that he had hacked apart the paralysed body of the elf Jordell. Having inspected Jordell’s body it was concluded that he was probably dead any way from the attacks of the Ghoul. No further action was taken against Fidlo as this was deemed a misfortune of combat. 

The patrol had no means of resurrecting Jordell so we cut of his head in the hope that we could get him resurrected back at the Barony after we had completed the mission. We advanced through more Undead until we met a Vampire which Caffery recognised the creature who had killed his friend Bunty. We overhead a heated discussion between the Vampire and a Drow over the Unicorn Horn. The Vampire had the Horn and bargained for some lands of the Underdark in exchanged for the Horn. The deal was done and suddenly out of the darkness a figure charged the Vampire. He bounced of a life ward in front of the Vampire. We knew that the Vampire was beyond our talents, as we could not get through the ward either so we made a tactical retreat dragging the enraged warrior with us.

Followers of Jesus and Lord Amen

After the warrior had calmed down and we explained who we were he offered the hospitality of his camp. He was a follower of a God called Jesus and the Lord Amen. We eventually reached the camp and were introduced to the followers of Jesus. After pleasantries were exchanged they said they would guard us whilst we slept and they may be able to resurrect Jordell in the morning.

Morning came far too quickly as the patrol was exhausted. The followers of Amen then proceeded to tell us all about their religion including the story of Lord Amen and how a particular sect called the flagellants wanted Death and Glory. They seemed to want to die in useless noble gestures and not get good enough to be able to crush their enemies. They would make very good additions to the temple of Might if some discipline could be instilled. However, the priests are a different matter, they were slightly insane, far too happy and had no grasp of reality. However, they did manage to resurrect Jordell although he did have a slight personality disorder upon coming back to life. 

Earth Mage
They said they could tell us where the Horn was if we rescued a Holy Artefact from an Earth Mage. They had tried and lost many warriors in the attempt. We agreed and after preparing a battle plan we advanced in search of the Earth Mage. 

At a gate we encountered some bandits who demanded a Groat to pass. Having been given some Groats by the Baron and wanting to save our selves so we could defeat the Drow we agreed. Shortly afterwards we met a crying Goblin female whose processions had been stolen from her by some “bad men”. The Marshals decided to investigate and tried to enlist the help of the bandit we met at the gate but being true to form the bandits attacked. They were quickly defeated and the Globin called Glub processions were retrieved. Turnip showed sympathy for the Goblin who instantly took a liking to the strong (relatively) tall barbarian. Turnip wanted to kill the annoying Goblin but was not allowed to by the Marshals.  Glubs friends arrived and somehow after a confusing conversation Turnip agreed to marry Glub who then disappeared into a tree to make the preparations.

The Patrol went though a newly converted village called “No Riding” of happy-clappy followers of Jesus. Their Justice Priest was not too happy about this and promised to aid us if we defeated the mage.

Before long we encountered some of the Mage’s creations; a stone creature and one made of slime. The stone creature was easily dispatched but the slime creature was more difficult as they engulfed their target in slime making it very difficult to move. Only very strong people could rip out of the bonds. After another attack from similar creations where Fidlo was sorely injured we came across the Mage himself. With him he had more power creations as the slime monster now only (as we found out to our cost) took damage from sharp weapons absorbing blunt weapons into its body. The patrol was split and we lost 2 staves and 2 maces to the slime creature. Without an effective weapon I used my body to shield the Justice Priest Mathonwy who had the only weapon that could damage it. After a long time and some very battered armour the slime creature was defeated and we were able to recover our absorbed weapons.

After a brief search a casket radiating powerful miracles was discovered and we headed back to the followers of Jesus. 

Wedding

The wedding preparations had been completed and the bride and family appeared out of a tree. After some more discussion as to whom was going to conduct the ceremony it was agreed that two were required; one goblin and one barbarian. The goblin ceremony was performed which involved hugging a tree. Turnip invited the entire Goblin tribe to meet his family so that the Barbarian marriage ceremony could be completed. Turnip accepted the dowry of 10 Groats from Glub’s father and said he looked forward to seeing them in the barbarian lands. All was not well with Turnip’s response as he plans to kill the entire Goblin tribe. 

This could be a good opportunity for the Temple of Might to claim the newly cleared land by being the first to occupy them although I suspect that the Marshals will want to stop the slaughter and come up with a diplomatic solution.

Arriving back at the camp of the followers of Jesus we had to listen to some insanity whilst Mathonwy reassembled the Artefact (a wooden ball). Once completed it turned into a shoe and the followers of Jesus were very happy indeed singing and clapping the praises of their Lord Jesus. Some traders, Dell and Rodney, arrived and after inspecting their goods I purchased a ”Dagger of Death” confirming that it did radiated Death miracles first. Other members of the party bought other items including an ignition wig and a healing mask, After another sermon we were given vague directions to the Drow camp.

Drow Necromancer

After resting we set off to recover the Unicorn Horn. As darkness was falling we met some more Undead and a terrifying ghost going by the reaction of the fleeing Jordell and Turnip. We eventually encountered the Necromancer who was guarded by a large skeleton. Leaving the skeleton to the Justice priests I charged the Necromancer before more Undead could be created. He didn’t last long and we advanced up the hill were he had tried to flee. It wasn’t long before we met the first, easily defeated, Drow patrol. Jordell recognised something about their demeanour and suspected they were the equivalent of the Elven Thorn Knights. This seemed to inspire him and he fought with great heart in the next few battles with his strength enhanced by the power of Might. After a couple of hours fighting Drow patrols we came across a village with rather arrogant villagers who mocked our defeat of the Drow. However, they offered us shelter and food in their village for the night so any indiscretions were overlooked.

The following morning the Drow attacked early with a spider and the villagers fled. Fidlo bravely fought but he was unarmoured and was overcome by the Drow. Eventually the Drow were defeated and we regrouped. Jordell had purchased a hat called “Dead Men Walking” from the Traders Dell and Rodney that they claimed would enable him to bring Fidlo back to life. The rest of the patrol were sceptical but if did radiate life miracles and we had no other option. The hat worked but it gave him a head of vibrant red hair and a strange accent. 

We were then given directions to the where the Drow were going to perform a ritual with the Horn. After negotiating with a Troll to pass over his bridge (2 Groats) we encountered a destroyed village. The Drow had killed around fifty villagers apparently for no reason but maybe they needed the deaths to power their ritual. The ritual was to take place during the day so the Drow must have been desperate for whatever power the Horn could convey.

Following the directions of the surviving villages we climbed up the hill and came across some goblin children playing who invited us to join in. We carried on with our mission and met another couple of Drow patrols who were much easier to defeat in the daylight.

Drow Ritual

We finally arrived at the ritual site were the Drow were preparing to start the ritual. We advanced having previously prepared a battle plan involving the forces of Might driving the Drow back. We attacked and the plan went well driving the Drow away enabling the Horn to be recovered by Marshal Caffery. The Drow regrouped and attacked forcing us back with Magic and arms. Most of the patrol were afraid of a female Drow making it difficult to make a counter attack. I was immune to the best efforts of the Drow female being strong of mind and pressed forward. The Drow then murdered their own and sent the newly created Undead off to find the Horn that Marshal Caffery had recovered. During my counter attack I was sorely injured after being attacked by the powers of Chaos (Curses) and Magic (Ice Darts) and had to be healed by Mathonwy before re-entering the fray. Killing the Drow female was of the utmost importance to allow the rest of the patrol counter attack. Cornered, the Drow female felt the force of Might (several Unholy words) and died and the rest of the Drow were then killed easily. Jordell was happy after recovering a Drow Shadow Master Talisman as a Trophy.

We returned to the camp and were met by the Mage who had sent the patrol here in the first place. He told us to remove the magic labels and we returned to the Barony.

With the Unicorn Horn recovered the mission was a success.

Fidlo and Jordell should be mentioned for their willing and courage in battle. Marshal Caffery for his single-minded pursuit of Undead, Marshal Mathonwy and Turnip for good support.

Tarack Ironheart 

High Master Priest of Might

