GRMI1-01

A Day at Fort Endurance
A One-Round D&D Living Greyhawk® 

Gran March Regional Interactive

Round 1

by Brett King 

The road through the Dim Forest on which Fort Endurance lies is still being widened for military use.  When complete, it will allow the Gran March military to more easily supply Geoff with troops and supplies.  However, construction of the road is behind schedule, in large part due to sabotage.  Some sylvan elves in the forest are apparently unhappy about the road construction, and they have been stealing and damaging equipment in the work camps to the east.  The army has sent road-building specialists here from all across Gran March in an attempt to put this project back on schedule.  The Warden of the Dim March is recruiting scouting parties to assist in those responsible.  Who will show a display of patriotism and valor by assisting in this effort?  A Gran March Regional Interactive for characters of all levels.

A Day at Fort Endurance

A Living Greyhawk Gran March Interactive

By Brett King

NPCs

-----------------------------------------------------------

Name:   Gault Stalmir

Player:  Pete Winz

Class/Occupation:  Warden of the Dim March


Description:  Human male

Role-Playing Info:  Personality is up to you.

Rumors/Important Information

· The road-building project is behind schedule.

· The project is behind because the sylvan elves are hampering the efforts through minor acts of sabotage.  These acts include encouraging road-gang members to run away, stealing or damaging equipment, etc.

· The elves have not been caught due to their extensive knowledge of the forest.

· The Gran March army has put you in charge of getting the project back on schedule by starting the second leg of road-building here at the fort.

· Road-building specialists have been sent from other locations to assist in the effort.  You will be officially evaluating their capabilities tomorrow; you are informally evaluating them now.  You expect to use any that help that is suitable.

· Any other campaign-oriented rumors you’d like to spread.

-----------------------------------------------------------

Name:   Verath of the Root

Player:  Michael Eshleman

Class/Occupation:  Druid


Description:  Human middle-aged male, wearing very rough, wild clothing.  Fairly dirty and unkempt.

Role-Playing Info:  Short-tempered, terse.  Obviously this is a very important character.  If asked who you worship, say Beory, the Oerth mother, but don’t discuss it further.  Try not to draw suspicion on yourself.

Rumors/Important Information

· You heard of the road-building project and decided you would try to save some trees.

· You persuaded this treant to “ask” the trees to move out of the way so that the road could be built.

· You hope that the warden prefers your solution and will not take the more destructive paths.  You will be sad (but not angry) if he chooses otherwise.

· The sylvan elves should recognize that the road must be built in order to protect the forest from those who will cause it more harm.

· The treant’s name is “Great bow”.  You have not known him long, and he is rather suspicious of people who live in a home made from his dead relatives.

-----------------------------------------------------------

Name: Specialist Reginald Mercurium

Player:  Jason Starin

Class/Occupation:  Musician/Bard


Description:  Human male, dressed in fine clothing, playing a lyre.

Role-Playing Info:  Arrogant beyond belief.  Considers himself to be famous (which he isn’t) and an extremely gifted bard (which he is).  You’ve been sent here from Hookhill.  You deride anyone who interrupts you when you’re speaking or performing (feel free to spout poetry or stories, if you’d like).

Rumors/Important Information

· The road-building project is behind schedule.

· Road-building specialists have been sent from other locations to assist in the effort.

· The project is behind because the sylvan elves are hampering the efforts through minor acts of sabotage.

· The other “pretenders” here are wasting the warden’s time.  You are the only one needed to build the road.

· You have a magical lyre capable of performing a week’s worth of work by a hundred men for every hour you play.

· Only you can play the lyre.

· The lyre can only be played once per week; you’ll demonstrate it tomorrow by clearing the woods for a mile.

· The road will probably be named after you when its completed.

· The gnomes’ machine is hopeless.  The male is a charlatan and the woman is incomprehensible.

-----------------------------------------------------------

Name:   Bikko Nilst

Player:  J. Mark Brooks

Class/Occupation:  Otis Trainer


Description:  Bikko is a young man in his 20’s.  He’s very strong.   He stands next to a gray render that is currently held in a clearing by four chains.  Be sure to describe this out-of-character to people as they approach you.  

Role-Playing Info:  Bikko is strong but not very smart.  He speaks slowly and thinks like a young child.  

Rumors/Important Information

· Your “friend” is Otis.
· You don’t know what Otis is.  He’s just Otis.
· You used to work in the work gangs on the road, until Otis found you singing while cutting trees.
· Otis liked your singing and followed you home.
· Otis will only do things for you.  He sometimes kills animals and brings them to you as gifts.
· Otis is great at pulling up trees.  They sent you here to have Otis pull up trees.
· Otis scares some people, and you’re not supposed to let anyone get near him.

-----------------------------------------------------------

Name:   Specialist Farbiddle Tuppernucker
Player:  Brett King

Class/Occupation:   Siege Engineer


Description:  Uniformed Gnome
Role-Playing Info:  You’re a brilliant idea-man.  You create great inventions and are a valuable specialist in the army.  You talk like a snake-oil salesman and never stay on one idea very long.  Your wife is Billina.

Rumors/Important Information

· The road-building project is behind schedule.

· Road-building specialists have been sent from other locations to assist in the effort.

· The project is behind because the sylvan elves are hampering the efforts through minor acts of sabotage.

· You wish your wife would hurry up and get this prototype working so she can start producing the 20 that will be needed.  Perhaps they could be assembled by multiple people, with each person working on only one part?

· Hopefully this will work better than the three-armed catapult.

· The refugees aren’t getting enough food because the big gray creature is eating everything the hunting parties bring back. (exaggeration)

-----------------------------------------------------------

Name:   Specialist Billina Tuppernucker

Player:  Robyn Lewis

Class/Occupation:   Siege Engineer


Description:  Female gnome, wearing carpentry apron

Role-Playing Info:  Billina stutters.  She has difficulty getting words out, so she often doesn’t talk.  She uses a lot of hand gestures to try to communicate.  Your husband is Farbiddle.

Rumors/Important Information

· The road-building project is behind schedule.

· Road-building specialists have been sent from other locations to assist in the effort.

· The project is behind because the sylvan elves are hampering the efforts through minor acts of sabotage.

· Your husband Farbiddle is the one with the ideas, you’re the one who makes them reality.

· This wagon will cut through trees like butter.

· It still has a few kinks that need to be worked out before the demonstration tomorrow.

· You’ve been sent here from Orlane, where you were building siege equipment.

· You have concerns about the strength of the chains holding the gray render.

-----------------------------------------------------------

Name:   Gustav Grim

Player:  James Lee

Class/Occupation:  Lumberjack


Description:  Human male, burly lumberjack
Role-Playing Info:  Rough, hard-working lumberjack from the work gangs.  Thinks all these other ideas are crazy; muscle is what will get this road built.  You should wander around the interactive mocking other NPCs solutions.

Rumors/Important Information

· The road-building project is behind schedule.

· Road-building specialists have been sent from other locations to assist in the effort.

· The project is behind because the sylvan elves are hampering the efforts through minor acts of sabotage.

· If you catch the elf who stole your favorite saw, you’ll rip his ears off.

· There are refugees in the camp who are from the Gran March, but have never served in the military or the work gangs.  Deserters!  If you see one, you’ll beat him silly.

· The bard’s lyre is magical and shouldn’t be trusted.  It could kill everyone.

-----------------------------------------------------------

Name:  Dispatcher Galvaren Hirst, Watchful Manticore (Activity Center) 

Player:  Nick Perch

Class/Occupation:  


Description:  Human male.

Role-Playing Info:  Personality is up to you.  Galvaren is selling goods to raise money for the war effort.

Rumors/Important Information

· The road-building project is behind schedule.

· Road-building specialists have been sent from other locations to assist in the effort.  A second leg of the road will be started here while the first leg continues.

· The project is behind because the sylvan elves are hampering the efforts through minor acts of sabotage.

· The Warden of the Dim March, Gault Stalmir, will be evaluating the road-building specialists tomorrow.

· Any other campaign-oriented rumors you’d like to spread.

-----------------------------------------------------------

Name:   Specialist Soren Rapatia (Assistant to Galvaren Hirst in Activity Center)

Player:   Taylor Davenport

Class/Occupation:  Engineer/Architect


Description:  Human male, young, in uniform
Role-Playing Info:  Bitter, but helpful to people not involved in road-building

Rumors/Important Information

· You were originally sent here to put together plans to expand Fort Endurance into a stone fortress.  However, all the available stone is being put into the road.

· There’s reportedly a bard in camp with a magical device that could put up a stone wall in no time, if only the stone were available.

· The wooden palisade walls will not be sufficient to hold back giant siege engines if needed.

· You’re helping your friend Galvaren, since you have nothing else to do at the moment.

· The tent city surrounding the fort is a mistake which compromises the security of the fort.  These people should be sent further east.

-----------------------------------------------------------

Name:   Wallace Lynbrah

Player:  Matt Wegner

Class/Occupation:  Deserter


Description:  Young human male (age 23), hand-made leather clothing

Role-Playing Info:  You’re a native Gran March resident who is the son of a deserter.  You were raised in the forest and have never served in the military.  You were driven out of the forest by advancing goblin parties.  You’ve come here seeking refuge, but you know the penalty for not serving in the military.  Your father raised you to hate the military, so you won’t join it.  You’re very nervous and scared.  Carefully question people about their military involvement before talking to them.  You’re looking for a tent to sleep in and some food.  Eventually, you should let some PCs figure out that you’re a deserter and take you to Nick or Pete to be arrested.

Rumors/Important Information

· There are a lot of goblins in the Dim Forest.

-----------------------------------------------------------

Name:   Lieutenant Ennister

Player:  Matt Wegner

Class/Occupation:  Caravan leader


Description:  Human male, Blond hair, cut short, fine clothing, chain mail

Role-Playing Info:  Gruff, very direct.  You should just roam around and stress the importance of getting the road built.

Rumors/Important Information

· The road-building project is behind schedule.

· Road-building specialists have been sent from other locations to assist in the effort.  A second leg of the road will be started here while the first leg continues.

· The project is behind because the sylvan elves are hampering the efforts through minor acts of sabotage.

· The caravans you lead are still getting through, but they would do much better with a completed road.  The condition of the current trail is getting worse.

-----------------------------------------------------------

A Day at Fort Endurance

Encounters

Encounter 1 - Introduction

When the players arrive, they will each be assigned to a “tent” (a table).  The DM should compute the Average Player Level (APL) for the party, basing it on even-numbered increments (APL 2, 4, 6).  Round up.

The DM will read a short introduction (below) and allow them to introduce themselves.  After that, the players should be encouraged to leave the tent to explore Fort Endurance.  The DM will then step into his role as an NPC.

Fort Endurance is a wooden palisade on top of a hill in the middle of the Dim Forest.  Its towers guard over the trail below, protecting the Gran March from humanoid invaders to the north.  The fort has been subject to recent goblin raids, has found many new inhabitants arrive seeking protection.  The Gran March military has also recently added some reinforcements to the fort.  Tents fill the cleared area around the fort, and a new observation tower is being built.

The road through the Dim Forest on which Fort Endurance lies is still being widened for military use.  When complete, it will allow the Gran March military to more easily supply Geoff with troops and supplies. 

There is no room inside the fort walls for visitors, so you are camping outside the fort walls with many other new arrivals.  The army has kindly provided large military tents for housing visitors.  There is no entertainment in the fort itself, so people seem to be entertaining themselves around the tents.

Encounter 2 – Exploring Fort Endurance

As the players walk around the “fort”, they will encounter various NPCs.  These NPCs all have bits of information to impart that the PCs will have to extract through good role-playing.  Feel free to ad-lib some here and really role-play your character within the bounds of the plot.  You can make up rumors if you’d like to throw PCs off the scent of what’s going to happen later.  You don’t need to give everyone who approaches you all of your information; make them come back twice or get it from someone else.

Encounter 3 – Return to the Tents / Chaos Ensues

After about an hour of mingling, the warden (Pete) will call curfew and ask people to return to their tents.  At this point, allow the PCs to relate information that they’ve found to each other for 15 minutes or so.  The PCs should get settled in for the night, removing armor and such.  PCs should not be permitted to leave their tents – any attempt to do so will result in a stiff warning from the tower guard outside.  After going to sleep, they will be awoken by sounds of destruction.

Outside, the following events have occurred:

· Nazhaka, the kobold sorcerer, has used an alter-self spell to make himself look like a sylvan elf with a red band tied around his leg.

· Nazhaka cast sleep on the guard in the partially built observation tower and slit his throat.

· Nazhaka sneaked into Reginald Mercurium’s tent and stole his lyre of building.
· Nazhaka picked the lock on the tree-cutting machine and set it on maximum speed toward the gray render.  He found out the command word by spying on the gnomes earlier in the day.

· Farbiddle Tuppernucker heard his machine start and ran out of his tent to try to stop it.  He was able to get aboard, but he was unable to reach the power box before it encountered Bikko.

· Bikko Nilst was sleeping on the ground next to the gray render when he was awoken by the sound of the machine approaching.  He sat up just in time to be cut in half by the whirling blades.

· Seeing this, the gray render went into a rage.  Farbiddle was knocked off the wagon by the render, and is lying near death (-5 hp) within the render’s chained area.  His wife is standing nearby, begging someone to help save him. 

· The gnome’s tree cutter, meanwhile, has had its steering mechanism broken by the render and is out-of-control and out of reach of the render.  It comes spinning through the tent area.

· Nazhaka moves to the other side of the fort and casts fireball from a scroll at the treant.  The treant goes into a rage and begins attacking people.

· Nazhaka escapes into the woods, leaving witnesses claiming they saw an elf commit these acts.

For APLs 2, 4, and 6, the PCs will be awoken by the gnome’s tree cutting machine ripping the canvas off their tent (Encounter 4). 

Encounter 4 – Berserk Tree Cutting Machine

Tree Cutter Wagon:  Dex: 14 (+2), Most parts (wheels, blade arms, etc.) have Hardness 5, hit points 20 (most parts, such as wheels, blade arms, etc.), and AC 12 (+2 Dex).  The wagon is Size Huge: 5 ft. x 10 ft.  The wagon takes up two five-foot squares.  One is the front (with the blades), the other is the rear.  Use the front square for movement purposes, with the rear square always behind in the direction of the last movement.

Run Over:  To avoid being run over when in the path of the moving wagon, a reflex save (DC 12) is required.  Failure causes 1d6 points of damage for APL 2, 2d6 points of damage for APL 4 or 6.

A PC that saves vs. a Run Over but is in a square occupied by the cart is assumed to be prone. 

Mud Trail:  The wagon leaves behind a trail of mud.  Anyone attempting to move through (but not out of) a muddied square must make a reflex save (DC 12) in each square or fall prone.

Blades:  Anyone within a 5 ft. reach of the front 5 ft. square of the wagon at the end of the wagon’s movement must make a reflex save (DC 11) to avoid taking damage from the blades (1d6  points for APL2, 2d6 for APL 4, 3d6 for APL 6).  The blades are 2 ½ feet off the ground, so lying or crawling prone will prevent a PC from getting hit by the blades.

Movement:

Each round roll a random direction (d8) and distance (d4 x 5 ft.) and move the front of the wagon in that direction.  Anyone within a square the wagon crosses must make two reflex saves, one to avoid the blades and one to avoid getting run over.  Anyone within 5 ft. reach at the front of the wagon at the end of the move must also make a reflex save to avoid the blades.  A PC does not have to make a particular save more than once on the wagon’s initiative. 

Any PC riding the wagon when it moves must make a reflex save (DC 8) or fall off.  A PC who falls off must make another reflex save (DC 8) to avoid the blades as they fall, taking 1d6 points of damage.  If they fail this save, they take damage as described in the Blades section.

Boarding the Wagon:

On the PCs initiative, they may attempt to board the wagon as a standard action.  This requires a reflex save (DC 11) to avoid the blades if within the 5 ft. reach of the front of the wagon and a successful climb check (DC 13) .  Failure in either prevents the PC from boarding that round.  Failing the climb check requires another reflex save to avoid being Run Over.

Stopping the Wagon:

The wagon’s controls are broken.  It cannot be steered, and the wheels and blades cannot be disengaged with the controls.  Disable device will not work, though enough damage to an appropriate support part (see stats of wagon parts, above) will allow either the wheels to be disengaged (stopping the machine’s movement) or one of the blades to be stopped (all saves against the blades are at +6).

There is a small chest on the front of the wagon that contains a scroll with the command words for the decanter.  The chest is locked (DC 20), has an AC 14, hardness of 5, and 1 hit point.  All skill checks while on the moving wagon are at –2 due to instability.  Billina has the key to the chest.  If someone seeks her out, they will find her standing anxiously near the Render as other adventurers try to save her husband and kill the beast.

The power box for the machine is on the back half of the wagon.  The power box is locked (DC 20); Billina has the key for this as well.  It contains a decanter of endless water which powers the tree cutter.  The decanter must be touched and the command word spoken to turn it off.  Billina knows the command word, but she will have great difficult saying it (at least two rounds).  Someone could find it out through read thoughts.  She can also use charades to indicate the command word is in the box on the machine.  She can also write it down if given something to write with.  Writing in the dirt here will be difficult due to the darkness and the condition of the ground.  The command words are:   Serphra (stop), Rwoala (stream), Qenar (fountain), and Plori (geyser).  The actions are labeled in gnomish.  “Fountain” slows down the device enough to remove its dex bonus, and “stream” slows it to a crawl, where reflex saves and climb checks are not required to board it.

Another option is to break the decanter out of the box that’s holding it in.  It is mounted in a sturdy wooden box attached to the top of the cart so that it can’t be stolen.  Atop the moving cart, the AC of the chest is 14 (+2 size, +2 dex), hardness 5, hit points 10, ½ damage from ranged weapons (calculated before hardness is applied).  This will break the box open, causing the metal decanter to shoot out the top.  It will fly into the air and eventually hit the ground, where it will behave like an out-of-control garden hose.  It has a move of 40 ft. (random directions and distance).   Anyone approaching within 30’ must make a reflex save (DC 12) or take 1d4 points of damage.  A successful touch attack will let someone grab it.

Decanter of Endless Water:  Caster level 9 – Saves +6, AC 19 (+2 size, +3  dex), ½ damage from ranged weapons, hardness 10, hit points 2

Encounter 5 – Finale

After the PCs defeat their challenge, they can wander around Fort Endurance and interview various NPCs and see the signs of destruction.  This still takes place at the table with the DM.  They can find out the following information:

· Bikko Nilst was killed by the tree-cutting machine.

· Farbiddle was knocked off the machine and nearly killed by the gray render.

· Billina saw an elf with a red band on its leg running away from the machine.  A weasel was running along side the elf.

· The gray render was killed by the army with a ballista and assistance from adventurers.  The render killed four people before it could be brought down.

· The treant was fireballed; the druid saw an elf cast the spell and run away.

· The treant went berserk and killed several soldiers and civilians before being brought down.

· Reginald Mercurium’s magical lyre was stolen.

· A guard was killed and his throat was slit.  He had a note pinned to his chest which read, “The stones of your road will mark the graves of your people!”

After players are done, they are free to get up and meet with other PCs again.  At the end of the interactive, Gault Stalmir (Pete) will get up and give the following speech:

“As you know, the road through the Dim Forest on which Fort Endurance lies is still being widened for military use.  When complete, it will allow the Gran March military to more easily supply Geoff with troops and supplies.  However, construction of the road is behind schedule, in large part due to sabotage.  Some sylvan elves in the forest are apparently unhappy about the road construction, and they have been stealing and damaging equipment in the work camps to the east.”

“As some of you know, the army has sent road-building specialists here from all across Gran March in an attempt to put this project back on schedule.  The road-building specialists were the targets of tonight’s attacks.  We have evidence that the elves who have been sabotaging the road to the east have now sabotaged the road-building efforts here.”

“These elves are no longer a mere nuisance.  They have made a direct assault on a fort of the Gran March army.  Lives were lost.  More lives would have been lost if not for the heroic acts of many of you.  This was a cowardly act of terrorism, and, if organized, an act of war.  It is my intent to take whatever actions are necessary to eliminate this threat.”  

“However, to confront an enemy one must be able to locate and identify that enemy.  This has proven to be difficult in the past incidences due to the cowardly way these elves slip back into their precious forest.  We do not know the location or the size of the enemy we face.  Therefore, I am recruiting scouting parties to assist in locating these elves.  Who will show a display of patriotism and valor by assisting in this effort?”

(hopefully cheers and calls to arms)

“Thank you, thank you all.  I assure you, we will prevail!”

Treasure:

There is no treasure, but Gault Stalmir will thank the PCs for their efforts.   If the PCs successfully stopped the gnomes’ machine, they each earn 250 XP, which should be recorded in log sheets.

The End
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