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APL 6-10

This is the left 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 left (Southern) 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

Make sure PCs tell you a marching order as they traverse a narrow 5ft trail which runs along a narrow precipice overlooking a valley.

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. 

      Eventually your flanking task brings you to the top of the southern slopes of the Kershane Valley and quite a view unfolds before you.


Below and to the East you can make out the small fortress of Foregardt, a tall column of smoke now rises from its location.  In ordered ranks marching up the valley are many battalions of humanoids, even though they are far away you can see the banners of the white-eyes and other banners you do not recognise.  Above this army are a score or more flying creatures that can only be Vrock.


To the West the Valley climbs to the lofty heights of the Monastery lost in the clouds many miles ahead.  Small parties of what could be men are moving up the valley towards the Monastery.


On the opposite side of the Kershane Valley is another valley vista.  A large and silent forest fills this valley for as far as the eye can see but is separated from the Vesve by a ring of low mountains.  A river and a small lake towards the far side of this valley sparkle in the light.  None of you have ever heard mention of this place.

DMs note: PCs with some form of unnatural long sight can pick up more detail.  In this situation they also see the following.

To the East and the Army of Iuz they can see that the army is comprised of mostly Orcs organised into large battalions.  At least two regiments of White- eyes (2000) make up the Van of the army.  To the rear are several score hill giants and many wagons some with siege engines built on top.  Mingled throughout this army are literally hundreds of Iuzian clerics, driving the army forward.  Several score Vrock fill circle above the army or walk in its ranks.

To the West up the Kershane valley the small groups are mixed Perrender troops and refugee’s fleeing in front of the Iuzian army.  Quite a number of small bands of White-Eyes are skirmishing with companies of the shattered 1st Armie.  The banners of the 8th Kershane Auszug stand out.

In the forested Valley below on the reverse slope near the lake is what could only be described as a city.  Its size is difficult to tell yet it seems clear that it is not a ruin.  What or who this city belongs to you are not sure.  Towards the western end of this valley you can see another smaller town hidden within the woods, plumes of white smoke and the orange of angry flame indicate that this place has been attacked.

DMs note: This hidden valley is the home of the Guurhok hobgoblin nation.  The city near the lake is their capital and indeed it is a city of nearly 20,000 inhabitants.  The smaller town is Hragcek one of three other settlements within the borders of the Guurhok nation.  This one has been sacked by the White-eyes.  The Guurhok are enemies of not just Iuz but by tradition the White-Eyes of the Vesve hinterland.  The White eyes have come to conquer the Guurhok and bring them under the sway of Iuz.

Once the PCs have exhausted the view they clearly hear the following

Suddenly in the forested slope just down to your left (east) of this valley the sounds of fighting breaks out.  You clearly hear the battle cry of the White-Eyes, only this time it seems to have a desperate edge to the tone, more of a rallying cry than a battle chant.  What do you do?

DMs note: A large company of White-eyes flush with victory after surprising and sacking the Guurhok town of Hragcek have set out to round up survivors for slaves, sport and conscripts.  Instead they have run into an even larger company of Guurhok returning to their capital Guurdof after fleeing a battle near Forgardt.  A bloody and vicious fight is now in progress in the woods not more than a few hundred feet from the PCs position, a fight the Guurhok are winning.

PC options: Well the PCs can’t actually see what is going on.  If they go and investigate run them through option A. If they decide to stay put, hide and wait or flee then run them through option B.

Option A: In this option the PCs move to investigate what is going on.  Let them do so with any plan they decide is a good option.  They need to move a couple of hundred yards down the slope and into the forest to be able to see anything.  Build suspense as much as you can by getting them to make hide checks, the noise of battle is great enough to cover any sound the PCs make other than shouting themselves.  Once they have moved this distance describe the following to them.

Once you have moved down the slope into the woods you arrive over-looking a broad trail that seems to run along the rim of the forest just below the crest of the slope you where on.  A hidden highway would be the best description for it.  About fifty feet from your position is a brawling tangle of out-numbered White-Eyes desperately trying to hold formation against several hundred hobgoblins who are attacking them from both sides of the highway.  As you watch a small group of White-Eyes breaks off and starts running up the trail towards you.  What do you do.

Give the PCs a round to prepare before rolling initiative.  PCs who opt at doing something spectacular like sending a fireball into the middle of the white-eyes can do so without harming any of the hobgoblins if that is their intent.  Such an event will shatter the White-Eye formation and they will rout.  Such an action by the PCs will greatly increase the standing of the PCs in the eyes of the Guurhok.

Either-way the PCs will face the White-eyes listed below in battle.

Option B: In option B the PC don’t see the White-Eyes fighting the Guurhok but instead some White-Eyes who have broken away from the battle attack the PCs.  Play this out however you like.

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 front bugbear will use his longsword to attack; whilst the bugbear behind him will use his longspear (with 10ft reach) to attack the rear.

 A search of their bodies will reveal two different potions.

Treasure:

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

Regardless of the option the PCs now see the following.

      From where you are standing you now see several hundred hobgoblins chasing and hacking to bits the remaining White-eyes.  At times individual hobgoblins pass very close to you, they look at you with a mixture of caution and curiosity.  As the mop up ends they all raise their weapons into the airs and shout

“Regas Rig Hextor” (goblinoid “Hextor is Great”).

One of the hobgoblins then approaches your group.

This is Kayjak a hobgoblin Captian. Kayjak is also a fist of Hextor, a knowledge (religion) or legend lore check DC10 will reveal the Hextor bit.  A knowledge (religion) or legend lore check DC20 will reveal that he is a high ranking member of the “Fists of Hextor” an oath bound “true believer” sect of that church. A knowledge (religion) DC20 or legend lore check DC30 will reveal that he is a Kensai.

The players will know little about the Guurhok.  PCs however may be better informed.  As such give the PCs an opportunity to make some connections by using knowledge (local), bardic knowledge etc.  Pick the best roll and the PCs get all of the information equal to and below the DC they make.

DC10: The Guurhok are a large hobgoblin tribe known to inhabit the southern areas of the Clatspur mountains around the Kershane pass.  They have recently been responsible for trouble in the Kershane pass and Sepia Uplands, but have never been associated with Iuz.

DC15: The Guurhok are very well organised along military lines and where responsible in part for the fall of Kershane in the past.  Kershane and the Vosser their traditional enemy.

DC20: The Guurhok are dominated by the religion of Hextor and follow a code of law and rule via might of arms.

DC25: The Guurhok have a capital city called Guurdorf that few have ever seen.  It is said to be the plundered sister city of Kershane.

DC30: The Guurhok are oath bound to an individual called the Great Father.  This individual is said to be of a hereditary bloodline that is bound to the church of Hextor.

DC35: The Great Father is rumored to be the Pfalzgraf of the Roodbergs.

DMs notes: 

If the PCs played option A Kayjak will be well pleased with their actions, especially if they did something spectacular.  He will salute them for their efforts and be quite friendly for a hobgoblin fanatically sworn to the service of Hextor.  

If the PCs played option B he will be colder and demand to know why they are in the lands of the Guurhok.  He will in all situations explain who or what the Guurhok are in the most complimentary fashion possible to the PCs if he is asked.  

He will not attack the PCs unless they do something really stupid.  In which case they are beaten up, loose all their gear and arrive at the monastery butt naked with a warning to stay out of Guurhok lands in future.

Kayjak will question the PCs extensively about what is going on.  He will in the course of this questioning make reference to the perversion of the White-Eyes to the corruption of Iuz.  Whilst he is doing this more and more Guurhok arrive until many thousands are stretched along the highway.  The PC can clearly see that they have been in battle, many (two score) cleric’s of Hextor are moving amongst them healing the wounded.  If the PCs did something spectacular in option A he will offer them these healing services (a cure light wounds for any PC in need) whilst he is questioning them.  He will concentrate on two kinds of information gathering.

A) How big is the army of Iuz and what is its disposition.

B) How will the Perrenders fight such an army.

PCs should be cautious not to give away too much in the negative as they should quickly realise that the Guurhok could represent a significant possible ally in the war with Iuz despite their Hextorian connections

Special DMs note: If a PC is from Kershane they will be treated with absolute disdain and Kayjak will make subtle jibes about the lack of true courage in the Kershane people.  If a PC is a Roodberg and is openly displaying their clan identity he will instantly turn to this PC as a matter of priority when he begins questioning the PCs and ask the following.

 
“Have you been sent by the Great Father?”

This is because Kayjak is very interested in finding out the location/fate of Gutherie Roodberg.  The correct answer from the PCs should be no.  If they attempt to bluff a yes then this PC will be questioned very intently by Kayjak about everything that happened in A Nation Mocked, before he quits with a thoughtful frown.

Kayjak will give the PCs the following information if they ask the right questions.

· That he is returning with the Vanguard of the Guurghok army from a great battle with the army of Iuz in the Vesve near the Bridge of Nestor.

· That many small groups of Perrender soldiers are in the surrounding countryside fleeing for their lives in most cases.

· That in some way the Guurhok have been betrayed and one of their cities called Hragcek has been sacked whilst they where away.

Eventually a large procession of Guurhok in full battle dress will arrive and Kayjak will excuse himself.  The PCs see the following.

Kayjak heads over to this very impressive looking group of Guurhok and quickly goes to one knee in front of a very large older looking Guurhok.  For several minutes he talks gesturing often in your direction and on several occasions the older Guurhok turns his gaze upon you all.  Eventually the Older Guurhok says some quite words to Kayjak who listens nods once and returns to you.

“My father the Great Chief Karaz-Nor’s has asked that I accompany you back to your Perrender leaders.  He has empowered me as his envoy to speak for the Guurhok nation to your leaders.  Will you take me?”

The PCs should say yes at this point.  If they say no they are simply allowed to go free and Kayjak makes his own way to the Monastery.

Move to the conclusion at this point.

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 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 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.

If the PCs have Kayjak with them read the following.

“The eyes of the guards widen at the sight of Kayjak.  Kayjak himself does not seem overly impressed by the guards, and announces quite blandly, take me to your leader.  As he is led away you see one of the Roodberg guards running flat out over to the Roodberg keep.”

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

All APLs: 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
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