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This is table 3 of the Flying Column.  Estimated running time 2 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) Scout towards the enemy in the southeast to determine the location of the main body and whether any Perrender units have survived and become isolated behind enemy lines (see map).

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.

Supplies of food and equipment can be requisitioned from 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 trail 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 8: loot - 75gp, magic - 1 x Potion of bless weapon per PC (25gp), 1 x Potion of cure serious wounds per PC (187gp), 2 potions of fly per PC (750gp).

APL 10: loot - 75gp, magic - 1 x Potion of bless weapon per PC (25gp), 1 x potion of cure serious wounds per PC (187gp), 1 x potion of non-detection per PC (187gp), 2 potions of fly per PC (750gp).

APL 12: loot - 75gp, magic - 1 x Potion of bless weapon per PC (50gp), 1 x potion of cure serious wounds per PC (187gp), 1 x potion of non-detection per PC (187gp), 1 x potion of good-hope per PC (262gp), 2 potions of fly per PC (750gp). 

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 southeast. At times in the distance you see large groups of the enemy (more than a hundred strong) camped upon a strategic location. Avoiding these troops takes you far out of your way.  With night descending you realize that you are going to have to find a suitable location to hold up for the night, lest fatigue get its 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 DC10.

DMs note:

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

APL8 (EL9)

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

APL10 (EL11)

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

APL12 (EL13)

Nalfeshnee (1): hp 175; see Monster Manual page 45.

Encounter Three: Findings

At this stage, find out how the party are approaching their scouting – marching order, scouts, use of concealment etc. 

In the morning, you set off hunting again. Scouting about, you see a number of enemy groups, most too large to approach.

Around mid-morning, you hear a Staamtaal yell that chills you to the bone:

“Look at that spear! What sort of a way is that to hold a weapon, you limp-wristed excuse for a warrior! I hear your sister beat you in an arm-wrestle!”

Invective like that from a female voice could only mean one thing … a Skâmtèguler! Sure enough, moving forward through the brush you see three bugbears staring enthralled at a small Flan woman in grubby, but once fine robes.

If the PCs watch further, they will note the following:

“Were you the first in your family born without a tail?” the Skâmtèguler screams

However apart from the three mesmerised bugbears, there are <total bugbears for APL less three> more bugbears creeping around behind the Skâmtèguler, looking only angered by the tirade. 

Stola is a Skâmtèguler attached to the 5th Auszugen. She is the last of her group left from the fighting over the past few days, and for the last 10 minutes has been fending off this patrol of white-eyes with sheer abuse and a judicious use of her fascinate ability. She is conserving her spells and will not use them unless the PCs are looking desperate. She will continue her performance, giving the PCs a bardic music bonus though.

Tactics: The fascinated bugbears will break out of the effect as soon as combat is joined. They will be surprised. The other bugbears may also be surprised if the PCs succeed in an opposed hide check.
Creatures:

APL 8 (EL6)

Stola Brockenbôrd: Female Human (Flan) Brd 5 (see Appendix One).

White-Eye Bugbear (5): Medium humanoid (goblinoid); hp 22, 22, 22, 22, 22 (see Appendix one).

APL 10 (EL7)

Stola Brockenbôrd: Female Human (Flan) Brd 5 (see Appendix One).

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

APL 12 (EL8)

Stola Brockenbôrd: Female Human (Flan) Brd 5 (see Appendix One).

White-Eye Bugbear (advanced) (6): Medium humanoid (goblinoid), Ftr 1; hp 29, 29, 29, 29, 29, 29;  (see Appendix one).

Treasure:

APL 8: loot - 105gp
APL 10: loot - 84gp

APL 12: loot - 126gp 

Development:

Should the Skâmtèguler be rescued and brought back to St Cuthbert’s, her presence will have a +1 moral effect on all the defenders in part 3.

Encounter Four: Off Like a Shot

DMs Note: This encounter should be curtailed if the group is out of time by having the orc trip over in the first round.

Just as you are catching your breath form the last combat, you hear a sharp crack and spot a stooped grey figure speed off though the brush.

The brush counts as difficult terrain for all involved.


Tactics: The orc will run. It is affected by a Haste spell from the boots for the first 6 rounds (the other 4 have already been used). The orc should have a head start of about 100’. The orc will try and hide if the PCs look faster than him, particularly if the boots have run out.

Creatures:

All APLs (EL0)

Orc (1): hp 5; see Monster Manual page 203.

Treasure:

APL 8: magic – Boots of Speed (1000 gp)
APL 10: magic – Boots of Speed (1000 gp)

APL 12: magic – Boots of Speed (1000 gp)


Development: The orc is an Iuzian scout who picked up a nice pair of boots. He knows little aside from that he was supposed to regroup with his company later that day.

Conclusion: Reporting

For the next few days you continue back up the Kershane pass.  Despite not coming into contact with the enemy again you know they are not far behind.  As you climb higher into the pass to begin to encounter other parties and groups of fleeing refugees.  A chill breeze picks up, flowing down the valley from the snow-capped mountains, and staying warm and fed becomes as much a priority as keeping a look out. Eventually, weary from your trek you crest a rise and see below you the broad lake of Granol, with the majestic island fortress of St Cuthbert’s in its middle.  The roar of the three falls that feed and empty the lake almost takes 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

Item Access


Boots of Speed (Adventure)


Potion of good hope  (Regional, Caster Level 5)
Appendix One

ALL APLs

Stola Brockenbôrd: Female Human (Flan) Brd; CR 7; Medium HUMANOID; HD (7d6); hp 30; Init +6, Spd Walk 30'; AC 16 (flatfooted 14, touch 12) [Dex: 2, Natural: 0, *+1 Studded Leather: +4, : , ]; BA/G +5/+5; Atk: ; Full Atk: +6 0'/P (1d6+1 18-20/x2 Rapier +1) or +8 80'/P (1d8 19-20/x2 *Crossbow (Light/Masterwork)); SA: Bardic knowledge (+10), Bardic music 7/day, Countersong (Su), Fascinate (Sp) - can affect 3 creature, Inspire Competence (Su), Inspire Courage (Su) +1, Suggestion (Sp); SQ: ; SR: 0; Vision: Normal; AL: NG; SV: Fort +2, Ref +7, Will +6; STR 10, DEX 14, CON 10, INT 12, WIS 12, CHA 17.

Skills and Feats:  Balance +10, Bluff +15, Concentration +5, Diplomacy +15, Disguise +5, Gather Information +4, Intimidate +9, Jump +2, Knowledge (Geography) +3, Knowledge (History) +6, Knowledge (Local - Metaregion - Iuz' Border States) +6, Knowledge (Nobility and Royalty) +3, Knowledge (Religion) +3, Listen +3, Perform (Comedy) +7, Perform (Oratory) +13, Sense Motive +7, Spot +3, Tumble +10; Alertness, Improved Initiative, Persuasive, Run

Possessions: +1 Studded Leather, Rapier +1, Crossbow (Light/Masterwork), Outfit (Courtier's)

Bard Spells Known: (3/ 4/ 3/ 1), Base DC = 13 + spell level): 0 - Dancing Lights, Ghost Sound, Light, Lullaby, Message, Prestidigitation; 1 - Charm Person, Cure Light Wounds, , Remove Fear, Tasha’s Hideous Laughter; 2 - Crescendo, Eagle's Splendor, Enthrall, Heroism; 3 - Good Hope, Haste.

APL 8 (EL6)

White-Eye Bugbear (5): 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.

APL 12 (EL8)

White-Eye Bugbear (advanced) (6): 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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