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This is table 1 of Race Ahead. Estimated running time 2 hours.

Encounter One: Jaegers

DM’s 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) Race ahead of the main column back up the trail to the monastery of St. Cuthbert’s. Along the way you are to clear any threats to the rest of the retreat.

2) Wreak as much havoc amongst the enemy as possible, before withdrawing towards St. Cuthbert’s.

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

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

DM’s 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 2: loot – 75gp, magic – 1 x Potion of cure light wounds per PC (50gp).

APL 4: loot – 75gp, magic – 1 x Potion of cure moderate wounds per PC (150gp).

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

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 as you make your way towards <insert location> 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 falling you quickly realize that you are going to have to find a suitable location to camp for the night lest fatigue grips you.

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

Survival < DC 10+APL: 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 20+APL.

Survival > DC10+APL: the PCs find a good place to camp, they are likely forewarned about the approach of the enemy scout. The Spot or Listen DC to detect them and avoid being surprised is DC 15+APL.

DM’s note: A lone enemy scout has located the PCs. This creature, confident in its superiority, 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.

Tactics: The Gargoyle and Wyvern will rely on surprise through a sudden airborne assault. The Succubus, on the other hand, prefers to use wiles and, if possible, will lure PCs off one-by-one.

Encounter Three: Findings

Movement in the mountains can be strenuous and time consuming enough under the best of circumstances. When combined with the presence of a dangerous enemy such travel soon becomes stressful. Thankfully it appears that the enemy is arrogant, convinced of their strength and their grip on the area. Because of this their scouts are not as attentive as they might be, an advantage for you, certainly. You pass unnoticed through the region, taking care to avoid the many hideous Vrock that stalk the area as well as shying from larger groups of humanoid soldiers. What you need is a plum opportunity for a quick strike that will hurt the enemy the most.

It is not the intent of this particular encounter to have the heroes in battle with something so dangerous as a Vrock. Thus whilst the PCs should make Hide and Move Silently rolls on a number of occasions they should not come into contact with any of those nasties. Assume that the enemy rolls 1 for their Spot and Listen checks, since they are looking for something else. Should the heroes be foolish enough to do something stupid or take no effort whatsoever to be stealthy then by all means let them be detected (see below).

Note: If they are so inept and attract attention then lead them into the encounter. Instead of spying and ambushing, though, they will suffer the attack. Have the Vrock spot them and seem about to deal with them itself until something attracts its attention and it abruptly departs after ordering the White-Eyes to dispatch the heroes.

Optional Events

To maintain the tension, allow the characters to see some of the following (optional) events, designed to be too powerful to wisely approach if combat is possible:

· A number of Vrock equal to APL gather in a group and seem to be squabbling. Anyone who can understand them learns that they have a bet on who can kill the most of each type of racial type in the scattered Perrender army.

· APLx20 White-Eye bugbears are in a large group and seem to be receiving orders from a Vrock commander. They are instructed to take prisoners where they can, which seems to annoy the bugbears slightly (though their discontent only shows in body language).

· The remains of some Perrenders are found, dismembered and mutilated, and obviously used in some sort of foul ceremony.

· A disfigured dead Vrock lies near an obvious abandoned campsite next to a sign (in the language used by the army) that says “Do Not Forget Who Leads!”

The Opportunity

The chances to do something useful have so far been limited. Wisdom has dictated that you keep your distance from most of the enemy groups you have encountered so far. Then your luck changes when your lead scout nearly stumbles over a wooded cliff edge. Thankfully alertness counted for something, as did the warning from the sounds of broken conversation below. Hello! This might be something interesting…

Eventually the PCs will come across the chance they need to strike back at the enemy in however small a fashion. Whilst traveling through light woods they come to the edge of a small cliff edge which runs around a natural amphitheatre. At the base, a small group of White-Eye bugbears have made a temporary camp, where they have been joined by a Vrock that has brought a prisoner along with it.

If the PCs are smart they will hide at the cliff edge and spy on what is happening below. They should make Move Silently and Listen checks. Due to the cover of the woods and the rustling of wind in the leaves they get +4 to each of these tests. In addition, the enemies suffer -2 to their Spot and Listen tests because of the effort they are putting into their own conversation. Thus only the most bumbling scouts are likely to be noticed.

The characters arrive just in time to witness a conversation between the Vrock and the bugbears, and with a successful Listen (DC 10+APL) they can pick up the details of what is being said. Because of conversation difficulties they are conversing in a language they both share, in this case Common. Neither of the parties is particularly fluent in the tongue, making the talk stilted and repetitive. The PCs can listen in as the Vrock slowly and painstakingly repeats that it wants the bugbears to take its prisoner – seemingly someone important – back to headquarters via a nearby road, for interrogation.

Once the Vrock is happy that the bugbears understand its orders it will depart, leaving the cowering humanoids alone with the prisoner. After a time, once their nerves recover, the bugbears will start grumbling amongst themselves, as all servants are prone to do. Despite growling at the prisoner and threatening to make a dinner of their captive, their threats are empty. After a quick meal and drink they will set off (assuming the PCs haven’t jumped them by then).

The amphitheatre is 45 feet high at its tallest, in the middle. The cliff face slopes down on each side, curving some 150 feet around on each side, to be about 200 feet across at the wide mouth of the canyon. The main road is about half a mile away through broken terrain. There are many, many suitable ambush points.

Assuming the PCs don’t completely muck things up they have an ideal opportunity for a surprise attack. If this is the case they have the obligatory surprise round to get some good hits in. After that the bugbears hit back as best they can.

What if the PCs are spotted?

Assume that if the bugbears spot the PCs the Vrock notices their reaction and uses force of personality to shut them down. If it is the one to notice them then it plays along as if it hadn’t. The presence of the PCs is in line with its plan anyway, so it will give no indication of having seen them and leaves them be. If attacked it will, of course, defend itself ruthlessly. Any PCs foolish enough to attack get what they deserve – pull no punches.

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), Ftr 1; hp 29, 29, 29, 29;  (see Appendix one).

Treasure:

APL 6: loot – 21gp, magic – potion of barkskin +5 touch (221gp), Ring of Feather Falling (366gp).

APL 8: loot – 21gp, magic – potion of Barkskin +5  (221gp), Ring of Feather Falling (366gp).

APL 10: loot – 21gp, magic – 2 potions of Barkskin +5 (421gp), Ring of Feather Falling (366gp).

Note the Bugbears do not use these items.

The Prisoner

Êddyl Eckberg: Female half-elf Rog4/Rgr1, hp 28, see Appendix One.

The prisoner is Êddyl Eckberg, a half-elven woman who acts as a courier in the local region, taking news between the various settlements. She is actually a plant. Some time ago Êddyl was captured by agents of the Old One and turned. Initially she was threatened with the theft and destruction of her very soul by a servant of the Boneheart. In time she came to accept her role in a resigned way, and decided to do the best she could in hope of rescuing herself. Thus she is now a somewhat willing agent of the enemy.

The Vrock’s plan was to send the bugbears along a route likely to have Perrender scouts in order to have the spy ‘rescued’. The price of a few bugbears is one easy to pay.

The rescued ‘prisoner’ will act shocked and fatigued, keeping conversation to a minimum. This act will be maintained for several days as the spy fakes ‘combat fatigue’, remaining withdrawn and quiet. PCs will get replies if they are particularly pushy, but play up on the sympathy factor and hint that the poor person suffered badly at the hands of the Vrock. “I just want to forget it, it was… horrible,” is a good reply if the PCs ask what happened.

If asked why the enemy would want her she will admit to her role as a courier between the various town authorities. She will not willingly confess to being a double agent, and nothing in her manner should suggest this. The PCs should believe they have rescued her from an ill fate. Given Êddyl has had plenty of time to prepare she can take a 20 on her Bluff, resulting in a Sense Motive (DC 31) test to see through her act. Only allow this if a player specifically asks to do so.

Note: The bugbears have Êddyl’s possessions, which she will identify as hers.

Conclusion: Reporting

For the next few days you continue back up the Kershane pass. You know that the enemy, whilst not coming into contact with you again, is not far behind. As you climb higher into the pass to begin you encounter other parties and groups of fleeing refugees. 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.


Finally, weary from 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 in 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. Now you can report your findings and rejoin the other brave defenders.

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 report to the CES judge.

The End

Items for the Adventure Record


Potion of Barkskin +5 (12th level, Adventure).


Ring of Feather Falling (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.

Êddyl Eckberg: Female Half-elf Rog4/Rgr1; CR 1; Medium human; HD 4d6+1d8+5, hp 28; Init +2; Spd 30 ft; AC 14 (touch 12, flat-footed 12), (+2 Dex, +2 Leather); BA/G +4, Atk +4 melee (1d6, 19-20/x2, short sword), +6 ranged (1d6, x3, short bow), Full Atk +4 melee (1d6, 19-20/x2, short sword), +6 ranged (1d6, x3, short bow);  SQ Evasion, Favored Enemy (Humans), Low-light Vision, Sneak Attack +2d6, Track, Trap Sense +1, Trapfinding, Uncanny Dodge, Wild Empathy; AL LN, SV Fort +4, Ref +7, Will +2; Str 10, Dex 16, Con 12, Int 14, Wis 12, Cha 15.

Skills and Feats: Balance +4, Bluff +11, Climb +1, Decipher Script +6, Diplomacy +10, Disguise +5, Forgery +5, Gather Information +10, Hide +9, Jump +1, Knowledge (Local ​– Iuz Metaregion) +8, Listen +8, Move Silently +9, Ride +6, Search +4, Sense Motive +5, Spot +11, Survival +5, Swim +1; Alertness, Persuasive.

Possessions: Leather Armor, Short Sword, Dagger, Short Bow, 20 Arrows, Boots of the Winterlands, Potion of pass without trace, potion of cure light wounds, oil of magic weapon.

Appendix Two ​– Player Handout

The 1st Armie has been shattered and scattered by the overwhelming might of the forces of Iuz. You and you companions have witnessed the rout of the bold Perrender companies at the Bridge of Nestor by the demon Vrock that were unleashed upon them. Vicious companies of white-eye bugbears quickly finished off any opposition to the advance of the main Iuzian army. 


The cold crisp morning of the following day finds you with a smattering of survivors at Forgardt, where your ill-fated adventure started. Several hundred troops from mixed formations have been gathered under the leadership of one of the few officers of the 5th to have survived the destruction of that Auszug, Herzog Roodenhuis. Yet the battle standard of the 5th flies proud and defiant from the keep of the small fort and troops well used to discipline have responded promptly to his commands to prepare for the withdrawal back to St. Cuthbert’s, two to three days’ journey back up the Kershane Pass.


As the troops begin to assemble and the wagons of supplies and wounded are being hitched Herzog gathers together the remaining fighting strength of the 1st Armie in the small courtyard of the keep. As you look around you can see that this is a dishearteningly small number.


“Comrades, it seems that we are the lucky few who have survived the disaster at the bridge of Nestor. Yet for us the real test is about to begin. Some of you no doubt are wondering what will become of hearth and home, kith and kin if this evil spreads across the pass behind us into the Quaglands. This is also at play in my mind. 


We have been taken by surprise and given a rude awakening. The enemy has been planning this for some time, that much is obvious. Now we lucky few must secure a chance for our nation to make a fight of this war. As such the nation calls on you once more to place your lives at risk. It is for a few small victories that we reach for this day, little victories that I hope once combined will level the playing field.


The enemy has made only a single mistake that I can see; he has let his forces scatter to pillage and plunder. Scouts report small bands of goblinoids and Vrock attacking the stadts and villages within the valley. It seems that for now they have forgotten their advance but this will not last so we must exploit the time the gods have given us.


As a fighting force we are pitiful when compared to the combined might of our enemy. Yet we will not fight a stand-up fight, it is not the time and we are too few. Instead we are going to knuckle down and fight dirty, hit and run, quick and merciless.


So, my friends, as the bulk of the wounded and supplies make their ponderous way up the valley we are going to strike a blow for Perrenland. In small groups we are going to scatter and for the next few days hunt the enemy wherever we can, find him, and create as much havoc as we can. 


This will be a fighting withdrawal that we make, so after you have hit make sure you head back up the pass. We need to draw the attention of the enemy towards the high pass of St. Cuthbert’s, our final destination. This will buy time for the folk of the settlements in the valleys around us to evacuate. At St. Cuthbert’s we can make a stand against a much greater army, even one with demons will break if we hold fast to our purpose.”
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