Fort Jorvive

The Shield

“Lupine Confusion”

By Tim White

This is a mini scenario for use with the “Charn Castle Duty” Interactive set at the second to southeastern most Charn castle, Fort Jorvive (nicknamed “The Shield”).

It should take between 30 and 45 minutes to complete, and should be ended immediately if it exceeds one hour in length.

Overall Synopsis

The PCs are assigned as gate guards, responsible for checking the credentials and cargo of everyone going in and out of the Fort.

After hours of boring duty, a large cage wagon arrives carrying what appear to be large vicious wolves, to be released across the river.

In truth, the wolves are actually elven slaves under an illusion spell.  They are being shipped across the river as slaves for mysterious purposes known only to Iuz and his minions.

Once the wagon enters the castle, something will go wrong, and the “wolves” will be released.  Since they look dangerous, the PCs will probably try and kill them.  Once the illusion is dispelled, the PCs may suspect that the elves are part of a disguised elven invasion force, and still attack them.

Once the combat is over, the PCs will have to discover all they can about the situation and report their findings to their superiors.

Preparation

Make note of each PCs Willpower saving throw for use in the Wolf Wagon encounter.

Print out the Gate Area map and the counters for the wolves and the wagon.  Cut out the counters and have them ready to use.

Notes

Time: Be sure to give the PCs plenty of time to role-play, but keep an eye on the time.  Once the wolves are loose, you should run things quickly, to fortify the impression of chaos as the wolves go running everywhere.

The Fort: Fort Jorvive is the least well-maintained of all the Charn castles, and it tends to be the final assignment of various “troublemakers”.  Thus, the other guards and such won’t be much help, and may in fact hamper the PCs efforts.  The guards will do their job, but not necessarily in the most helpful way. 

Give the impression that the PCs are the only ones who really care about what is going on, even though there might be others more competent.

The Setup

In this encounter, you set up for duty, and used to their job.

You have all been assigned one of the most boring jobs at the castle.  Gate guard.  You are responsible for making sure that everyone going in and out has a reason for doing so.

The past few hours have been extremely boring, and your superior officer, Sergeant Joidre, hasn’t made things any easier, as he is constantly grumping about your “approach”, “demeanor”, and “attitude”.

You’ve see all sorts of things go in and out of the Fort, including wagons of supplies, new contingents of volunteers such as yourself, and entire companies of mean-looking mercenaries.

In general, everything has been pretty straightforward.  Ask them their business, check their papers, and let them in or out.  Boring.

At the moment, Sergeant Joidre is taking care of “important business” on the other side of the castle and didn’t say when he’d be back.  So you are on your own for a while.

Give the PCs a chance to role-play amongst themselves.

Map Setup: Put out the map of the gate area, and have the PCs put themselves on it.

What’s The Plan?: Have the PCs determine what their typical general approach is going to be to handling operations.  They will need to be able to deal with people and wagons approaching from either side of the gate.  Don’t let them spend more than a few minutes on this.

Previous Plan?: The PCs are free to come up with their own plan. If they ask what the previous plans were, tell the PCs that they have been through so many changes in the last few hours, they honestly don’t remember.  

The Right Way?: If they ask, the sergeant has criticized every method they have come up with so far, but hasn’t suggested anything else in particular.  If they ask if what they come up with would meet approval, tell them that they are pretty sure that no method they come up with would meet Sergeant Joidre’s approval, since he is so grumpy.

Summary:  The PCs should be set up on the map, and have a general plan on how to handle people approaching the gate from either side.

Rewards: None.

More Wine

This encounter is meant to get the party used to their standard mode of operation.  It’s a humorous role-playing encounter that should not involve combat.  It should only take 5-15 minutes.

A wagon carrying wine will approach the gate, with the driver clearly drunk.  The PCs will have to make sure that he is cleared to enter the fort, which is a bit challenging because he is so drunk.

Approaching the gate is yet another supply wagon. It is weaving slightly as it approaches the gate, but otherwise seems normal.

Map Setup: Place the counter for the wine wagon on the map.  It should be on the far end of the road approaching the gate from the outside. 

The Driver: The driver of the wine wagon (Froedre) has been sampling his own wares, and is a bit drunk.  He has also misplaced his papers (they are sticking out from under the seat cushion).

PC Duties: The PCs will need to stop the wagon, help the driver find his papers (which are in order), lecture him on drunkenness, and send him into the Fort.

Help: All of the Officers and Sergeants are drinking on the other side of the Fort, so the PCs are on their own.

Ad-Lib: Feel free to ad-lib the driver’s drunken antics for a little bit, but don’t get carried away.  This encounter should only take 5-15 minutes.

Summary:  The PCs should have a general feel for how they want to handle gate encounters, and be amused.

Rewards: None.

Wolf Wagon

This is the main encounter of this mini-scenario.  The wagon full of “wolves” will approach the gate, and just after the PCs let it through, the wagon will throw a wheel, killing the driver, and spilling the wolves out into the gate area.  

The PCs must ensure that the “wolves” (really elven slaves) are all rounded up and dealt with.

Approaching the gate is yet another wagon.  From this distance it appears to be a cage wagon filled with livestock of some sort.  There is one person driving the wagon, who waves jovially in your direction.

Let the PCs do whatever they decided is their standard operating procedure.

The Driver: The driver is a nasty fellow by the name of Frudi (hm exp. 4, CN) who is responsible for transporting these Veiled elves to Salfrayfields across the river.  He does his best to seem like friends of the PCs.  He has a pleasant, jovial manner.  He seems very calm, and the PCs should not have cause to suspect him.

The Wagon:  The wagon is about 10 feet wide. The wagon is drawn by two stout horses. The back of the wagon is completely taken up by a very large cage. The bars are about 6 inches apart, and the floor of the cage is about 4 feet off the ground, and 8 feet high.  

The Cargo: In the cage in the back of the wagon are what appear to be 6 viscous wolves, but are actually 6 elves that were captured by a slaver gang that Frudi belongs to.  

See “The Illusion” below for information on how they are disguised, and “Talking With The Elves” below for more information on the elves themselves.

The Illusion

A wizard working with the slavers cast Veil on the elves, making them appear to be particularly vicious large wolves.  If the PCs interact with the wolves directly (touch them, sniff them intently, poke at them, etc.) they need to make a Willpower Save (DC 19). If the save is made, the PC will see through the illusion on all of the wolves. The elves will regain their normal appearance once slain.

DM Rolls Saves: It might be a good idea to roll the save yourself, and perhaps hand any players that see through it a note.  

Frudi’s Warning: Frudi will try and warn them from touching the “dangerous animals” if they get too close.

Revealing the Illusion: Try and describe what they see as a transformation, so PCs suspect that they might be werewolves.  

Duration: The illusion is only supposed to last 10 hours (and was cast 2 hours ago).

Sound: The spell translates the gagged grunts of the elves into wolven growls.

Q&A For Frudi

Frudi has a Bluff skill of +10.  If the PCs wish to use Sense Motive, they make checks opposed by his Bluff.

Q. Can We See Your Papers?

Frudi has his (forged) papers completely in order.  Only PCs with Sergeant rank or higher in the County Military can try and detect the forgery with a Profession (Soldier) check (DC 17).  Otherwise they look just fine.

Q. Why Are You Transporting Wolves?
They were harassing farmers near Dideln.  The mayor sent me to take them over the border and release them there, since the local druid didn’t want them killed.  We figure they can harass the fiends across the border for a while! Heh, Heh.

Q. How Are You Going To Release Them?

I’m just gonna use a rope to pull open the door and start driving!  Hopefully they will just fall out.

Q. Are They Dangerous?

Not as long as you don’t poke them, and they don’t get out.  That cage is very strong though!

Q. How Long Will You Be Here?

I’m just passing through – I’m hoping to catch a barge to the other side of the river this afternoon, and be back home by tonight!

Reasonable?

If the PCs ask, the only access to the docks is by passing through the fort. There are barges for hire at the docks that could take someone across the river tonight. (And Frudi already has passage booked on one, and he can show the PCs the documents).

Make up whatever you need to convince the PCs that this is reasonable.  This has been done before, and Frudi is confident and competent.

Letting The Wagon In

The PCs should let Frudi in.  They really have no reason to suspect him, unless they saw through the illusion somehow.

Crash!

As the heavy wagon goes through the gate, it will hit a large bump, and the weak axle will finally break.  The wagon will topple over on top of Frudi, killing him instantly.  The cage will burst open, and the “Wolves” will rush out, trying to escape.  The PCs need to deal with the escapees.

What The Elves Do: The elves’ hands are bound, and they are gagged and disoriented, but know that the PCs see them as wolves.  Some of them will run into the Fort, trying to seek help from the soldiers there, while others will just try and run.  Some of them may try and help each other.

What The PCs See: Try and make the wolves actions as suspicious as possible to the PCs.  For example, one of the younger elves, seeking help from a soldier, might run right at them, screaming through her gag, which to the PCs will look like a vicious wolf moving in for the kill.

Seeing Through the Illusion: As soon as a PC physically interacts with one of the “Wolves”, they need to make a Willpower Saving Throw (DC 19), as described under “The Illusion” above.  You are encouraged to roll this yourself, and to give the player a note with the results.  Once one PCs has told others of the illusion, the others get +2 on their saves.

Note that the elves regain their normal appearance once slain.

Untiered

“Wolves” (6),  CR 1/2, Medium Demi-Humans; HD 1 (4 hp); Initiative +1 (Dex); Spd 30’; AC 11 (+1 Dex); Attacks: Unarmed +1 (1d2-1) (no AoO because of Illusion); Face/Reach: 5’ x 5’; SQ: Veiled; AL CG; SV Fort +0, Ref +1, Will +0 (+2 racial saving throw bonus against Enchantment spells or effects.)

     Str 9, Dx 12, Con 10, Int 10, Wis 10, Cha 10
What the PCs Should Accomplish

Maybe One Elf Death: The PCs are probably going to end up killing one of the “wolves” before they realize what is going on.  Since they might suspect that they are werewolves (if you are doing your descriptions properly), they might keep killing them after they see through the illusion.

Free Most of the Elves: At some point, level heads will prevail, and the PCs will notice the gags and rope binding the hands of the elves.  (Spot DC 10 during combat once the illusion is gone for that PC).

Back to Dideln: Then the PCs should try and help the elves, and get them all rounded up for safe transport back to Dideln.

Talking With The Elves

The elves are: Deeny (42, f), Felloo (29, m), Kanna (27, m) , Dey and Cey (twins, 26, m), and Vella (24, f).

If alive (you decide), Deeny will try to speak for the group, and tell the PCs their story.  He tries to look tough and important, but his voice cracks, and tears stream down his face.  If you don’t want to use Deeny, you can use the twins, or your choice.

We were playing in a grove just outside of Dideln.  Suddenly, there were at least 20 men in yellow hoods surrounding us.  We tried to resist, but they just kept hitting and hitting!  

Finally we couldn’t move, and they bound and gagged us , and they stuffed us into that wagon.  

A wizard came and cast a spell on us o make us look like wolves! We overheard that we were going to be sold as slaves in Salfrayfields!

These elves are the children of a family of elves that emigrated to the County from the Nutherwood to escape religious persecution from the Church of Pholtus.  They emigrated about 15 years ago.

Scavenging

The PCs can find a pouch on Frudi’s Corpse with 60gp in it.  There is nothing else of value or interest in or around the corpse or wagon.

Follow-up

Barge Captain: The barge captain that Frudi was supposed to meet got word of the accident and left quickly, never to return.

Escorting the Elves Home: Sergeant Joidre will assign the PCs to escort the elves back to Dideln. 

Back in Dideln: The mayor and townspeople know nothing about wolves, but are happy to see any surviving elves returned to them.  Although deeply saddened if any of the elves are killed, the parents are understanding about illusions and such, and tearfully thank the PCs for returning as many of their children as they did.

The Rest Of The Week

Passes without incident, and is crushingly boring.  The PCs do get to tell their story over and over though.

Experience Point Summary

Each Wolf Killed

5 XP

Each Elf Saved


30 XP

Role-Playing


0-50XP

Total Possible XP

230 XP

Treasure Summary

Frudi’s Cash


6 gp

Reward From Elf Parents        10gp/Surving Elf
Salary

10gp/Soldier Metagaming Level
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