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This is the right flank 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 Jaeger is to move along the right (Northern) side of the Kershane valley up the slopes a little and intercept any of the enemy who may be moving along the upper trails.

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:

      All APLs: 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 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.

      A roll of less than DC 10, means the PCs cannot find a good spot to camp, and they are surprised by the approach of the enemy scout. The spot or listen DC to detect them and avoid being surprised is DC 20.

      A roll of more than DC 10, means 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 DC 20.

      DMs Note: During the night (choose whose watch), a lone enemy scout locates the PCs.  This creature decides to try and sneak up on the PCs and attack them whilst they sleep.

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

    As dawn breaks, you discover that the air is thick with the smell of burning stadts, as well as the flesh of those unfortunate enough to be trapped within them. It is a somber thought to realize that Iuz is having some major victories. But you have been ordered to press on, regardless. 

      As you are moving towards what must be the ridgeline of the northern valley, through the mist you hear the unmistakable sound of wagons moving towards you.  What do you do?

The PCs should move to investigate or take cover.  Get them to make move silently and hide check etc if this is appropriate.

Coming along the road is a special Iuzian supply wagon that has become separated from its companions.  It is being driven by a Drow warrior (see Monster Manual page 102-103) who will defend it contents to the death.  With this Drow are the following number of White-Eye guards.  Read the following after the PCs have had a round to prepare.

Out of the mist you can see a two horse covered wagon.  Driving it is a deeply hooded figure.  Several other figures of what could only be “White Eye” bugbears are walking on either side of the wagon.  Suddenly the figure on the wagon shouts something and with a crack of a whip the wagon jolts into a run towards you.

Creatures:

APL 6 (EL5)

White-Eye Bugbear (advanced) (2): Medium humanoid (goblinoid), Fgt 1; hp 29, 29;  (see Appendix one).

APL 8 (EL6)

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

      Tactics: The bugbears will simply try and kill the PCs. The Drow will attempt to flee with the wagon, but should be able to be chased down.

Capturing Consequences: 

If the PCs manage to capture one of the bugbears they will learn little and the creature will taunt a lot.  It will say that it was given the job of baby-sitting Eclavdra’s lackey at one point but nothing more of use.

If the PCs manage to capture the Drow himself they can learn a few more things but will have to resort to strong arm tactics or magic to get this information.

· That Eclavdra is honoring the alliance she has with Iuz.

· That the wagon is part of a special gift she has made to help Iuz conquer Perrenland.

· That he is became separated from the rest of the supply wagons when the Gray-Elves attacked last night. 

 A search of their bodies will reveal two different potions.

Treasure:

All APLs - Potion - good hope (88gp), Potion – Barkskin+5 (200gp).

A Search of the wagon will reveal the following.

Inside the wagon are size 3 foot by 2 foot crates neatly stacked.  They do not appear to be locked.

DMs note: These crates are magically locked with Arcane Lock Spells.  They are also very well constructed, thus treat as a strong wooden door in terms of break DCs etc (page 61 DMG).  Furthermore even if the PCs break a create open this sets of a Glyph of warding spell.  The Glyph is in the form of a blast (acid) glyph and will do 5d8 points of damage to all PCs within 5ft of the crate.  More importantly it will destroy the contents.  The captured Drow does not know how to bypass or unlock the crates.

Inside a crate

If the Glyph went off: Inside the crate are the sticky remains of what could only be described as some form of cocoon.  Yellowish ichor fills these cocoons.

If the Glyph was bypassed: Inside the crate are 6 1ft round cocoons made of silk.  It is impossible to see what is inside on of the cocoons.

If PCs cut their way into on of the cocoons they discover that it contains a medium monstrous spider, it will not attack the PCs as it is in a dormant state.  If the PCs captured the Drow he will confirm that these are spiders from Eclavdra’s own pens.

At this stage proceed to Encounter Four

Encounter 4

About a half a mile up the road ahead, you hear the sounds of a terrible skirmish break out.

The PCs must investigate in order to know what's going on. Ask them to tell you what they're doing [yeh - make 'em paranoid]. Once they've told you, read the following [or paraphrase appropriately].

Coming toward you is a skirmish of great proportions. Nearest you is a battalion of Elves, most probably from the province of Kershane. They are forming ranks, shooting, falling back, forming ranks and repeating. There are at least a hundred of them. Ahead of the elves is their enemy: a battalion of around 200 white-eyed bugbears. Although they appear outnumbered, the elves look like they're handling things pretty well.

      Suddenly, out of the frakkas rides a beautiful elf, her armor glowing, and her sword bloody. She rides toward you, as if she instinctively knew where you were. 

This elven warrior is Tessera Qualnessarean. She is aloof, but helpful. She will ask the PCs what they are doing out here. If asked, she will tell the PCs that she is the Commander of the 8th Kershane Auszug. Tessera’s command are trying to interdict the supply lines of the Iuzian army and bring in survivors from the shattered 1st Armie.  A few hours ago they came across a large number of wagons being driven by drow, over fifty of them.  As they moved to engage them however, a large company White-Eyes moved in to protect the wagons.  Now she is trying to withdraw back into the mountains before her force takes too many casualties. Tessera question the PCs, she will be interested to know what they found out about the wagon they came across.  She will ask the PCs to use the protective cover of her troops to fall back to the Monastery of St.Cuthbert as they have valuable information.  She also asks them to tell the commander of the fortress that the 8th will be falling back to Kershane to re-equip and pick up reinforcements.  Any orders can be sent there. Once PCs agree to trust the elves and return to the Monastery then read:

As the battle between the elves and the bugbears rages around you, you set out to return to the Monastery Of St Cuthbert.

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 to begin to 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 Cuthberts 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

Item Access

Potion - good hope (DMG)

Potion Barkskin +5. (DMG)

Appendix One

APL 6 (EL5)

White-Eye Bugbear (advanced) (2): 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 steal.

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 steal.

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 steal

