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Day 14


We woke up early this morning, probably because we went to bed really early last night.


Upon leaving the inn, we met a man who knew a bit of alchemy. He said he made sleeping potions and he needed mushrooms for ingredients.


We checked the rest of the town and found lots of people with many talents. A guy named Matis had a very nice skill in painting. A girl named Marily had some great clothes she designed. A wine maker who had a huge collection of various wines. And a researcher who constantly studys.


We also met a drunk named Louis. Apparently, he used to be a soldier and he was involved in a masacre that happened a long time ago.


After talking to him we headed out for the castle. It was very large and elegant. Clean too. Not a speck of dust anywhere.


We started searching the castle for clues. The far west wing had the soldiers’ quarters and the dungeon. The far eastern had the kitchen. In the storage room under the kitchen was a magirock!


Through the middle door was a huge hall with stair going up to the bedrooms, we weren’t allowed in though, a library with lots of books on Norfest and the Campaign on Storkolm, and a guest room.


Upstairs was a guard who told us to go to wait in the right room. (Heh, he yelled at me cause I tried to go in the other one.)


In the eastern waiting room, we met a real jerk by the name of Royd. Seems that he only wants the riches of the kingdom and not the Princess.


Ark was called in and I had to wait for him.


When he came out he was a bit upset.


“The princess looks like Elle.” He said.


I raised an eyebrow. “You mean the one in the underground who made the cape for you?”


He nodded. “Only her hair is different and she doesn’t want to talk… not even to me. I need to find a cure for her muteness.”


“Interesting…” I said. “She was from Storkholm in Norfest Forest. Perhaps a item she cherished might make her speak. If we can find it there.”


We started out. But first, in a mountain range to the northeast of Loire was a magirock.


Then we went North and found a small cottage with a man there named Molly. He told us about the Mush forest and the mushrooms there.


We stopped by mush and picked up a mushroom as well as a two chests hidden near some trees. 500 Gems, and an L. Bulb.


Then we went to the Norfest Forest in Scandia.


Royd met us outside and told us how dangerous it was. We went in and got lost so we turned back.


I then remembered about the alchemist who wanted a mushroom. We went back to Loire.


The alchemist offered to make us a sleeping potion in exchange for the mushroom. We agreed and he said to return later.


We decided to take a nap since there was no charge.


We woke up about an hour or two later and went to see the alchemist. He gave us the Sleep Potion and told us that we could make the whole castle fall asleep by putting it in a pot.


“A wise idea.” I told Ark.


We went into the castle and entered the kitchen. The three girl cooks talked about Elle was an orphan and other stuff we knew. Apparently one wanted a boyfriend and wanted Ark and me to forget about the princess. I distracted the girls with a bit of flattery while Ark slipped the potion into the pot.


We then were told to leave since it was dinner time. Geez.


We re-entered the castle and found everyone dozing.


I headed for the jail to help White Wind and Ark decided to search the bedrooms.


After I got the key from the sleeping guard next to the jail and unlocking the door using it, the thief told me that there was a treasury behind something in the king’s room.


I met up with Ark up there, and I helped him push the large guard blocking the entrance out of the way.


I told him about what White Wind told me. A statue on the right side of the King’s room was blocking a hole leading to a hidden tower. Inside was a Magirock and the Protect Bell.


“This is the item the book said that leaded the guards to Storkolm
