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APLs 6-10

This is the supply train mission.  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) You are to covertly ship out 4 crates of very valuable bless weapon vials (200 in all) back to the monastery.  They will be vital for the defence.

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 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 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 scouting mission.  For the better part of the day 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 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 creature 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 nightmare of the previous evening could almost have been no more than that, as the dawns brings light and a clear sky.   It’s still colder than you’d like – even for hardened Perrender mountain folk.  As you prepare breakfast a lone soldier stumbles into your camp.   “Ah, thank the Kerk I’ve found you.   You need to get back to Forgardt – Herzog has a job for you”.

The soldier’s name is Arman Bordenflind, and he is a member of clan Rosrijder.    He doesn’t know any more than what he’s told the PC’s and he doesn’t show up as lying, being under a compulsion, or anything else.  He is what he appears to be.

Assuming the PCs go back to Forgardt (they can do it in half a day if they push), Herzog does indeed have a job for them.

“Friends, I have some sad news.   The squad I had sent to St Cuthberts with the blessed oil was ambushed.    They were cut down and left to die in the forest, but the attackers either didn’t know or didn’t care what was in the crates the soldiers had with them.   We have recovered the crates and they are needed at St Cuthbert’s now even more sorely than before.   You are to take them there at your best speed, and stay out of sight.   No scouting, spying, sidetrips, or anything else.   These crates MUST get through.    You can leave now, and use the darkness as your friend.”

Herzog will answer any questions you think are reasonable, but in the end he is the senior Auszug rep here, and even non-Auszugen should respect his authority.    The crates are not large, but each holds 100 vials, and each vial is an Oil of Bless Weapon.   Herzog was not understating their importance to the monastery – they are vital.   When the players are ready, continue:

You set off with your precious cargo, the journey to St Cuthbert’s is only three days ride, five days walk.    If you travel at night and hide in the day, you should be hard for the enemy to find.

Depending on what the PCs are doing to avoid detection, and what time of day they are travelling, read or paraphrase the next bit.   Remember, the enemy has all kinds of divine power available to locate even the most inventive party.

The first part of the journey went well, another few days of this and you’ll be at St Cuthbert’s, where a hot meal and a cold ale no doubt await.    Or, is that the other way around?   The adventuring life can be confusing sometimes.   As you ponder that thought, you can’t help but notice a set of rather large footprints in the mud.   

A Survival check (DC 9) will identify the prints as Hill Giant, but it will take a DC of 20 to identify how many (4).    As the PCs are looking at the tracks, or if they decide to ignore them and keep moving, continue:

Suddenly, there is a yell from the sparse trees to your left as a bugbear charges at you, his longsword raised to strike!

Have everyone make Spot rolls vs the other two bugbears Hide checks.  The bugbears get +4 circumstance modifiers due to the distraction of their noisy colleague and the fact they are on the other side of the path.   If anyone specifically states they are looking the other way, have them make a Concentration check (DC 10) to not be distracted by the decoy, and if they succeed the bugbears don’t get the +4 against that PC.

This is the surprise round.  The decoy bugbear will do his charge (he starts 30 ft from the chosen party member – someone in front).  The other two bugbears will partial charge from the other side of the trail at a single member in the rear of the party if they can do so, or against separate targets if ganging up isn’t possible, or if the first one to act drops his foe.

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 – Chime of Opening (250gp)

APL 8: loot - 21gp, magic – Chime of Opening (250gp)

APL 10: loot - 21gp, magic - Chime of Opening (250gp)

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 begin to 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 lookout. Eventually, weary from your trek you crest a rise and below you the broad lake of Granol with the island fortress of St Cuthberts in its middle spreads its 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 

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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