A NATION MOCKED PART II “THE SILENCE OF THE DAMNED”

DRAFT FOR WES

HOW IT ALL HANGS TOGETHER (DM’s only)

Premise: The original intention of this interactive was to stage a battle concept for LG Perrenland.  This has morphed somewhat over time into a set of mini and maxi scenarios that cover in part the invasion of the Kershane Pass by the forces of Iuz.  The PCs in this interactive have an opportunity to see if this invasion succeeds or fails.  The “battle” section of the interactive occurs in the end where the PCs after several adventures will literally have to fight to save the key strategic point of the Monastery of St Cuthberts from a surprise attack by the forces of Iggwilv and Iuz.

Strategic perspective: With the cancellation of the Non-aggression pact by the new Voormann Orgus Bildgear a state of war was declared by Perrenland against the Empire of Iuz and its allies.  As a result both sides of this disagreement had decided to launch a rapid assault against the other in order to gain a strategic foothold outside of their own dominion.  One month after the declaration of war significant portions of both sides’ forces sent to achieve this early objective met on the border of Perrenland and the Perrender army was defeated. Or so it seems.

After the disaster that befell the Perrender army at the Bridge of Nestor the forces of Iuz seeing the Perrender army in tatters are pushing into Perrenland to exploit the collapse of what they suspect is the main Perrender army.  From a strategic perspective the forces of Iuz need to get over the considerable obstacle of the Clatspurs or Sepia Uplands in order to invade the heartland’s of Perrenland.  They need to do this to support the forces of Iggwilv that have broken out of the Kir-Russ region and invaded the sparsely populated Mounds of Dawn area after sacking some sections of Nederboden.  

Iuz is aware that the failure of Iggwilv to conquer Perrenland before hinged on the inability of her generals to draw humanoid reinforcements from the tribes east of the Clatspurs.  This failure hinged upon the unexpected resistance encountered from the folk within the Kershane Pass who had their headquarters at the Monastery of St. Cuthberts.  It is therefore the highest priority to the commander of the forces of Iuz to capture the Monastery of St. Cuthberts.  Its capture will open three invasion routes into Perrenland.  These invasion routes will allow the army of Iuz link up and support the army of Iggwilv and effectively cut Perrenland in two so that NorthEastern Perrenland (Clatspurgen, Traft and the Sepia Uplands) can be subjugated in isolation.

In order to facilitate the fall of the monastery the army of Iuz will assault in force, from the east.  In the meantime a small covert Drow force lent to Iuz by Eclavdra has used passages in the underdark to circumnavigate the Mountains and will attack the monastery at a critical point in its defense from the west.  This force of Drow have at their disposal a large number of special monstrous spiders and will use them to attack the west gate in an unexpected way.  It is hoped that this will catch the defenders off guard and the west gate of the monastery will fall.  This will allow a third force of undead led by a general of Iggwilv to pour into the monastery and overwhelm the defenders. 

It will be the battle for the West gate that the PCs will be have to face in the finale of the interactive.

The layout of the interactive

ACT ONE (Assembly, Roll call and General briefing)

The interactive begins where a Nation Mocked Part I “Tonder Flosh” ends, with the PCs at the small Fortress of Forgardt the day after the disaster at the Bridge of Nestor.  For here the PCs are introduced to the current situation and the interactive begins.

In this Act the PCs will do the following

· Be given a group address by the commander of Forgardt (Patrick).

· Be organised (already partly done) into groups and have to appoint a Jaeger leader to be the groups spokesperson for the interactive.

· The Jaeger leaders will then participate in a short question and answer session on the current situation with questions being fielded by the Jaeger leaders to Patrick who will represent the commander at Forgardt.

· Be assigned their first Jaeger missions.  Of the twelve tables in the interactive 8 of these will play their first mini-mission but 4 will be assigned to more extensive (maxi) missions that run for the length of Acts 2 and 3.

ACT 2 “First Jaeger Cycle”

In this act the following tables will play the following missions


MISSION NAME
APL RNG
LENGTH
DM

TABLE 1
FLY COLUMN 1
8-12
MINI
WES OR PATRICK

TABLE 2
FLY COLUMN 2
8-12
MINI
JAMES

TABLE 3
FLY COLUMN 3
8-12
MINI
DEAN

TABLE 4
MISSION TO SEDHANE
4-8
MAXI
AMBER

TABLE 5
RACE AHEAD 1
2-10
MINI
JOHN

TABLE 6
MISSION TO ILLANOFF
4-8
MAXI
KARL

TABLE 7
MISSION TO SHINGLERS DELL
4-8
MAXI
BOB

TABLE 9
SNAGGER'S GANG
2-6
MAXI
MARK

TABLE 9
MEDI-VAC 1
2-10
MINI
DEREK

TABLE 10
SUPPLY TRAIN
2-10
MINI
GREG

TABLE 11
RIGHT FLANK
6-10
MINI
BRUCE P

TABLE 12
LEFT FLANK
6-10
MINI
KEITH

These tables will have to opportunity to achieve the following objectives that have the following impact on the finale.

<insert Table>

ACT 3 “Second Jaeger Cycle”

This act begins with 8 of the tables having completed their mini-mission arriving and debriefing at the Monetary, 4 tables will still be playing their maxi mission.  

It has the following components

· The eight tables will be allowed to mingle and swap stories for a while.

· The Jaeger leaders of each table will be called to attend another briefing session with the commander of the situation (i.e. Patrick), this commander will either be VanOotsl if he survived the critical events summary from A Nation Mocked Part 1 or Roodenhuis if he did not.

· Each table will be assigned a two act maxi mission.

In this act the following tables will play the following maxi missions


MISSION NAME
APL RNG
LENGTH
DM

TABLE 1
UNHOLY ALLIANCE
12
MAXI
PATRICK

TABLE 2
THROUGH THE SHROUD
12
MAXI
DEAN

TABLE 3
INTERCENINE STRIFE
6-12
MAXI
DEREK

TABLE 5
INTERCENINE STRIFE
6-12
MAXI
GREG

TABLE 9
INTERCENINE STRIFE
6-12
MAXI
BRUCE P

TABLE 10
INTERCENINE STRIFE
6-12
MAXI
KEITH

TABLE 11
INTERCENINE STRIFE
6-12
MAXI
JAMES

TABLE 12
INTERCENINE STRIFE
6-12
MAXI
JOHN

These tables will have to opportunity to achieve the following objectives that have the following impact on the finale.

<insert Table>

ACT 4 “Third Jaeger Cycle”

In this act the original four table who where assigned maxi-missions return to the monastery and are debriefed.

It has the following components

· The four tables will be allowed to mingle and swap stories for a while, and will be able to hear some rumors and draw some conclusions.

· The four Jaeger leaders will each be assigned the command of a floor of the West Gate and a small detachment of troops.

· The four tables will begin their duties with the West-Gate and play 2 short encounters each.

· The West gate will then suffer the sneak attack by the Drow and Spiders.

In this act the following tables will play the following missions


MISSION NAME
APL RNG
LENGTH
DM

TABLE 4
DEFENSE OF THE MONASTERY
4-12
MINI
AMBER

TABLE 6
DEFENSE OF THE MONASTERY
4-12
MINI
KARL

TABLE 7
DEFENSE OF THE MONASTERY
4-12
MINI
BOB

TABLE 8
DEFENSE OF THE MONASTERY
4-12
MINI
MARK

These tables will have to opportunity to achieve the following objectives that have the following impact on the finale.

<insert Table>

ACT 4 Finale

In the Finale the 4 tables who are defending the West Gate quickly find out that they are isolated and completely outnumber in their little bastion.  A horde of Undead now arrive to complicate the situation.  These four tables will be hard pressed to hold all of the gate and the front gates themselves will be opened allowing the undead to begin their entrance.  In the meantime the 8 other tables will begin to complete their maxi-missions and will begin to arrive, 6 of these tables from within the monastery and 2 on the outside.  A general battle will commence in which the tables need to work together against massive number of low CR creatures and a few high CR ones to close the gates.  If they succeed in doing this the undead army of Iggwilv is destroyed and the forces of Iuz are hit by a surprise assault by the rapidly re-deployed 2nd Armie backed by remnant formations of the thought to be shattered 1st Armie.  If the PCs fail to do this they can either escape or go down with the monastery, Perrenland is invaded and the situation for 2005 is much more dire.

In the finale the following tables will play the following missions.


MISSION NAME
APL RNG
LENGTH
DM

ALL
FINALE
4-12
MINI
ALL

