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APLs 6-10

This is table 1 of Medi-Vac.  Estimated running time 1.5 hours.

Encounter One: Jaegers

DMs note: At this stage hand out the Jaeger unit Ids to the players.  The PCs will remain in these units for the entirety of the interactive

Your Jaeger has been assigned the following objectives

1) Being quite obvious to enemy eyes head back up the Kershane Pass to St Cuthberts as a decoy medical evacuation.  The plan being that this will draw enemy attention away from the true evacuation train.

2) Wreck as much havoc amongst the enemy as possible, before withdrawing towards St Cuthberts.

3) Discover what you can of enemy dispositions, formations and possible plans on the path ahead.

Supplies of food and equipment can be requisitioned form the quartermaster.

DMs note: Players are free to choose any standard equipment, weapons or armor they like from the PHB to the value of 100gp per APL of the table, although sadly no mounts are available.  Each person can also get 5 days of trial rations at no charge.  

In addition at each APL the following special equipment has been made available to the PCs at no charge.

Treasure:

APL 6: loot - 75gp, magic - 1 x Oil of bless weapon per PC (50gp), 1 x Potion of cure moderate wounds per PC (150gp).

APL 8: loot - 75gp, magic - 1 x Oil of bless weapon per PC (50gp), 1 x Potion of cure serious wounds per PC (375).

APL 10: loot - 75gp, magic - 1 x Oil of bless weapon per PC (50gp), 1 x potion of cure serious wounds per PC (375gp), 1 x potion of non-detection per PC (375gp).

Encounter Two: Setting out

The clear and crisp weather of the morning almost seems to be mocking you as you set out on your mission.  For the better part of the day you make your way towards The Ford of Nestor at times in the distance you see large groups of the enemy more than a hundred strong camped upon a strategic location and avoiding these troops takes you much out of your way.  With night descending you quickly realize that you are going to have to find a suitable location to hold up for the night least fatigue gets it grip upon you.

Development:  Get the PC to make survival rolls to find a good camping spot, this will play a deciding factor in how close the enemy scout get before it is detected.  Allow the PCs to determine watches, cast spells, set traps etc.  These factors could play an important roll in determining if the PCs get surprised or not.

<DC10, the PCs cannot find a good spot to camp, they are surprised by the approach of the enemy scout. The spot or listen DC to detect them and avoid being surprised is DC20.

>DC10, the PCs find a good place to camp, they are forewarned about the approach of the enemy scout. The spot or listen DC to detect them and avoid being surprised is DC20.

DMs note:

A lone enemy scout has located the PCs.  This gargoyle has decided to try and sneak upon the PCs and attack them.

APL 6 (EL7)

Succubus (1): hp33; see Monster Manual page 48.

APL8 (EL9)

Vrock (1): hp115; see Monster Manual page 48.

APL10 (EL11)

Bebilith (1): hp 150; see Monster Manual page 42.

Encounter Three: Findings

The mishaps of the night behind you, your journey continues into the mountains.   You are hopeful that more of the enemy find you, for if they are finding your group they are not finding the real wounded and those unfortunates may have a chance to make it to St Cuthbert’s where they will be safe.

As you round a bend in the trail, you can’t help but scratch that spot in the small of your back – the one that tells you you’re being watched.   Try as you might, you can’t spot whoever, or whatever, is watching you but you know they are out there somewhere.    But that’s a good thing, isn’t it?

Let the PC’s take whatever precautions they want at this time – the White-Eyes are well out of detection range and are only keeping half a lookout on the party – for now.  When they are done with their precautions, continue.

Still not able to shake the feeling you’re someone’s idea of lunch, you nevertheless continue your climb into the Kershane Pass.   After an hour of heavy slogging, you hear some faint groans coming from up ahead.

This is a group of real Perrender wounded, survivors of the assault on the Ford of Nestor.    They are suffering wounds and cold damage, and are in need of assistance and an escort.   They are just out of sight at the moment, a mist having limited visibility to no more than 40 feet.   Assuming the PCs check things out, continue.  Run this as a dialogue if you have time, otherwise make sure the PCs get the important info at least.

The pitiful group of six soldiers huddled on the trail in front of you makes you want to cry.   How many more times will this happen before the whole thing is over – one way or the other?   One of the soldiers struggles to his feet and hails you.

“Halt!   State your business in these parts.  I am Gunther Gundrigen - Roodberg of the first armie and I am the protector of these wounded.”

Brave and tough as he is, Gunther is no match for anyone right now, though is companions are much worse off.   If the PCs choose to talk, Gunther will reveal the following information:

This group was part of the defence of the Ford of Nestor, but they were overrun by the enemy and were lucky to get out alive, and certainly not unscathed.

They have had no food or shelter for almost 24 hours, and they have no cold weather gear (it got left behind as they fled).

The commander of the Ford defences, Gutherie Roodberg, fled the field just before the assault began.  Without a leader, the defenders were in disarray and were massacred.

Gutherie should get an appointment with the Paleen rock (this is Gunther's opinion rather than fact – but it’s a fair bet Orgus would agree) – if he can be found under whatever rock he’s hiding beneath.

The group are in need of food, healing, and warm clothes.  

They can move slowly on their own, and even with healing they will not be able to move quickly for long.   NB:   they are fatigued, and what they need most is rest – which they won’t be getting just yet.

The other five soldiers (all Roodbergs, all human bar one) are Fillen Thyme (half-elf), Katenka Karla Kristensen, Barrig Kaad, Hans Uberdenies, and Andren Andrenson.

Allow the PCs to do whatever healing and such that they want, and then have Gunther beg for an escort to the monastery if it hasn’t already been offered.  The PCs must NOT leave these people to fend for themselves.  If the PCs refuse, Gunther will curse their names, and five minutes after they leave the wounded the PCs will hear some chilling screams cut off in mid yell.  If this happens, make sure to tell the CES DM what they did (Patrick, we need something REALLY bad, but short of removing the character from play, for any group this callous).

When the group is ready to leave, set up a marching order.  The soldiers would like to be in the middle, or even riding if that’s possible with the group you have, but they will go anywhere they are told except the front rank of the group.

With your mission no longer a decoy but a real medical evacuation, your somewhat larger band moves at the best speed you can manage towards the lake and the monastery.  It’s still about three days, maybe four if the wounded take a turn for the worse.

Have everyone make Spot rolls vs the White Eyes Hide checks.  The White Eyes can take 10, and get a +4 circumstance bonus for setting an ambush, albeit a hasty one.

In the surprise round, only PCs who beat the hide check get an action.    Charging isn’t an option, unless the PC has some kind of freedom of  movement.

Tactics:

The White Eyes will ignore the wounded and go after the PCs.  They know the wounded can’t get away on their own.

The White Eyes will taunt the PCs at every opportunity, daring them to flee like the so-brave commander at the ford, and leave the wounded.  The White Eyes just want to invite the wounded to dinner (evil laugh as the sword or spear thrusts at the target).

The White Eyes will flank if they can, and will concentrate on taking down one PC at a time (at APL 6) or two at a time at APL 8 and APL 10.    Spellcasters are the preferred targets unless a fighter type is doing big damage in which case as many White Eyes as can will gang up on the damage-dealer. 

The white Eyes begin the combat split evenly on both sides of the trail.

Creatures:

APL 6 (EL5)

White-Eye Bugbear (3): Medium humanoid (goblinoid); hp 22, 22, 22 (see Appendix one).

APL 8 (EL6)

White-Eye Bugbear (4): Medium humanoid (goblinoid); hp 22, 22, 22, 22 (see Appendix one).

APL 10 (EL7)

White-Eye Bugbear (advanced) (4): Medium humanoid (goblinoid), Fgt 1; hp 29, 29, 29, 29;  (see Appendix one).

Treasure:

APL 6: loot - 21gp, magic – 250 gp

APL 8: loot - 21gp, magic – 250 gp

APL 10: loot - 21gp, magic – 250 gp 

Once the White Eyes have been defeated, a quick looting of their bodies will discover a single mithril tube on one bugbear in addition to the loot in the appendix.

Development:    If the PCs think about the mithril tube (which is how it should be described to them), they may wonder why the White-Eyes would want such a device.   Good.   The White-Eye group were supposed to use it to gain access to the lower levels of the monastery from the outside.   How fortunate this group were stopped, but could there be other groups on a similar mission?

Conclusion: Reporting

For the next few days you continue back up the Kershane pass.  The enemy although not coming into contact with you again you know is not far behind.  As you climb higher into the pass you encounter other parties and groups of fleeing refugee’s.  The snow capped mountains begin to send a chill breeze down the valley and staying warm and fed becomes as much a priority as keeping a look out. Eventually, weary form your trek you crest a rise and below you the broad lake of Granol with the island fortress of St Cuthbert’s in its middle spreads it majesty.  The roar of the three falls that feed and empty the lake almost take your breath away.  In the distance you can see the flag of Perrenland flying over the bridge gates that lead into the fortress.  The flag of the Roodbergs also stands prominent upon their keep in the heart of the fortress.

Eventually you find yourself before an officer of the watch, his breastplate boldly displaying his membership of the Grafgardt of the Roodbergs.

Development:  Move the PCs over to the gate commanders’ table at this stage so that they can report in.  DMs proceed to the CES table and make report to the CES judge.

The End

Items for the Adventure Record

Chime of Opening (Adventure).

Appendix One

APL 6 (EL5)

White-Eye Bugbear (3): Medium humanoid (goblinoid); CR 2; HD 3d8+6, hp 22; Init +1; Spd 20 ft; AC 21 (touch 11, flat-footed 20), (+1 Dex, +5 Breastplate, +3 natural, +2 large wooden shield); BA/G +2/+4, Atk +5 melee (1d8+3, longspear) or +5 melee (1d8+3 19-20x2, longsword), or +3 missile (1d6, javelin); Full Atk +5 melee (1d8+3, longspear) or +5 melee (1d8+3 19-20x2, longsword), or +3 missile (1d6, javelin; SQ Darkvision 60ft, scent; AL CE, SV Fort +5, Ref +4, Will +1; Str 16, Dex 12, Con 14, Int 10, Wis 10, Cha 9. 

Skills and Feats: Climb+0, Hide +0, Listen +4, Move Silently +0, Spot +4; Power Attack, Toughness.

Possessions: Breastplate, longspear, longsword, 3 javelins, large wooden shield (spiked), backpack, 3 days trail rations, waterskin, flint and steel.

APL 8 (EL6)

White-Eye Bugbear (4): Medium humanoid (goblinoid); CR 2; HD 3d8+6, hp 22; Init +1; Spd 20 ft; AC 21 (touch 11, flat-footed 20), (+1 Dex, +5 Breastplate, +3 natural, +2 large wooden shield); BA/G +2/+4, Atk +5 melee (1d8+3, longspear) or +5 melee (1d8+3 19-20x2, longsword), or +3 missile (1d6, javelin); Full Atk +5 melee (1d8+3, longspear) or +5 melee (1d8+3 19-20x2, longsword), or +3 missile (1d6, javelin; SQ Darkvision 60ft, scent; AL CE, SV Fort +5, Ref +4, Will +1; Str 16, Dex 12, Con 14, Int 10, Wis 10, Cha 9. 

Skills and Feats: Climb+0, Hide +0, Listen +4, Move Silently +0, Spot +4; Power Attack, Toughness.

Possessions: Breastplate, longspear, longsword, 3 javelins, large wooden shield (spiked), backpack, 3 days trail rations, waterskin, flint and steel.

APL 10 (EL7)

White-Eye Bugbear (advanced) (4): Medium humanoid (goblinoid), Fgt 1; CR 3; HD 3d8+6 (bugbear) + 1d10+2 (fighter), hp 29; Init +1; Spd 20 ft; AC 21 (touch 11, flat-footed 20), (+1 Dex, +5 Breastplate, +3 natural, +2 large wooden shield); BA/G +3/+5, Atk +6 melee (1d8+3, longspear) or +6 melee (1d8+3 19-20x2, longsword), or +4 missile (1d6, javelin); Full Atk +6 melee (1d8+3, longspear) or +6 melee (1d8+3 19-20x2, longsword), or +4 missile (1d6, javelin; SQ Darkvision 60ft, scent; AL CE, SV Fort +7, Ref +4, Will +1; Str 16, Dex 12, Con 14, Int 10, Wis 10, Cha 10. 

Skills and Feats: Climb+0, Hide +0, Intimidate +2, Listen +4, Move Silently +0, Spot +4; Cleave, Power Attack, Toughness.

Possessions: Breastplate, longspear, longsword, 3 javelins, large wooden shield (spiked), backpack, 3 days trail rations, waterskin, flint and steel.
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