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The city of Orlane has fallen into the hands of the enemy.  The 20th Battle is besieged within the city and you are the nearest reinforcements.  Do you have what it takes to repel the invaders?  A Gran March regional battle interactive for APLs 2 through 10.  Militarily oriented characters are highly encouraged.

DUNGEONS & DRAGONS, D&D, GREYHAWK and RPGA are registered trademarks of Wizards of the Coast, Inc. LIVING GREYHAWK is a trademark of Wizards of the Coast, Inc. Scenario detail copyright 2001 by Wizards of the Coast, Inc. ALL RIGHTS RESERVED. This scenario is intended for tournament use only and may not be reproduced without approval of the RPGA Network. 

This is an RPGA® Network scenario for the Dungeons & Dragons® game. A four-hour time block has been allocated for each round of this scenario, but the actual playing time will be closer to three hours. The rest of the time is spent in preparation before game play, and scoring after the game. The following guidelines are here to help you with both the preparation and voting segment of the game. Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario. 

Preparation

First you should print this scenario. This scenario was created to support double-sided printing, but printing it single sided will work as well. There is enough room along the inside margin to bind the adventure, if you desire. 


Read this entire adventure at least once before you run your game. Be sure to familiarize yourself with any special rules, spells, or equipment presented in the adventure. It may help to highlight particularly important passages. 


When you run an RPGA D&D adventure we assume that you have access to the following books: the Player’s Handbook, the Dungeon Master’s Guide, and the Monster Manual. We also assume that you have a set of dice (at least one d4, d6, d8, d10, d12, and d20), some scrap paper, a pencil, an RPGA scoring packet, and your sense of fun. It is also a good idea to have a way to track movement during combat. This can be as simple as a pad of graph paper and a pencil, as handy as a vinyl grid map and chits, or as elaborate as resin dungeon walls and miniatures.


Instruct the players either to prepare their characters now, or wait until you read the introduction, depending on the requirements of the scenario as described in the introduction. 


Keep in mind that you must have at least four players (not counting the DM), for the game session to be a sanctioned RPGA event. As well, you cannot have more than seven players participating in the game.


Once you are ready to play, it is handy to instruct each player to place a nametag in front of him or her. The tag should have the player’s name at the bottom, and the character’s name, race, and gender at the top. This makes it easier for the players (and the DM) to keep track of who is playing which character.


The players are free to use the game rules to learn about equipment and weapons their characters are carrying. That said, you as the DM can bar the use of even core rule books during certain times of play. For example, the players are not free to consult the Dungeon Master’s Guide when confronted with a trap or hazard, or the Monster Manual when confronted with a monster. 


Some of the text in this scenario is written so that you may present it as written to the players, while other text is for your eyes only. Text for the players will be in gray boxes. It’s strongly recommended that you paraphrase the player text instead of reading it aloud. Some of this text is general and must be adapted to the specific situation or to actions of the player characters.

Scoring

Normally, after the players have completed the scenario or the time allotted to run the scenario has run out, the players and DM score the game.

However, interactives always use the “No Vote” scoring method. 

1. No-vote scoring: The players write their names and RPGA numbers on the scoring packet grid. You fill in the top of the grid. That is all. No one is rated. This method is used for people who are just playing for fun.

This is a Living Greyhawk Adventure. As a Living™ adventure, it is expected that players will bring their own characters with them. If players do not have a Living Greyhawk character generated, get a copy of the current Living Greyhawk character generation guidelines, a character sheet, and a Living Greyhawk log sheet from your convention coordinator or the RPGA Web site, and then have any players without a character create one. Once all players have a Living Greyhawk character, play can begin. 


Along with the other materials that you are assumed to have in order to run a D&D game, it is also recommended that you have a copy of the Living Greyhawk Gazetteer. 

Living Greyhawk Levels of Play

Because players bring their own characters to LIVING GREYHAWK games, this adventure’s challenges are proportioned to the average character level of the PCs participating in the adventure. To determine the Average Party Level (APL):

1. Determine the character level for each of the PCs participating in the adventure.

2. Add one to that average.

By following these two steps, you will have determined the APL for this interactive. Throughout this interactive, APLs categorize the level of challenge the PCs will face. APLS are given in even-numbered increments. If the APL of your group falls on an odd number, use the high APL.


APL also affects the amount of experience you may gain at the end of the adventure. If your character is three character levels or more either higher or lower than the APL this interactive is being played at, that character will receive only half of the experience points awarded for the adventure. This simulates the face that either your character was not as challenged as normal, or relied on help by higher-level characters to reach the objectives.

Time Units and Upkeep

This is a standard one round Regional adventure, set in the Gran March.  Characters native to the Gran March pay one Time Unit per round, all others pay two Time Units per round.  Adventurer’s Standard Upkeep costs 12gp per round.  Rich Upkeep costs 50gp per round.  Luxury Upkeep costs 100gp per round.

Is it a Full Moon?

The night of the Battle of Orlane is indeed a full moon.  Any characters exhibiting signs of Lycanthropy will be subject to the regional rules detailing how lycanthropes are dealt with in the Gran March.

Adventure Summary and Background

Orlane has been attacked by the forces of a Death Knight from the Stark Mounds.  His attack on the city of Orlane has been aided by the Giant Armies of Geoff in an attempt to disrupt the supply lines feeding the Gran March and allied armies currently campaigning in Geoff.

Setup

The characters are divided into 8 man files.  LT Characters will be given special assignments to reflect their command status.  Some will be assigned to manage the Yeomanry Units.  This will be done using the pre-registration information.  Each file will be as well balanced as character submission permits.  All characters will be issued 1 healing potion based on their rank within the Gran March military.  These potions will only be usable during the battle interactive. Any potions not used by the characters will be reclaimed by the Gran March military.

Potion Issue Table

Recruit


1 CLW 1st LVL

Soldier/Veteran


2 CLW 1st LVL

Corporal/Specialist
1 CMW 3rd LVL

Sergeant

2 CMW 3rd LVL

Staff Sergeant

1 CSW 5th LVL

Line Sergeant

2 CSW 5th LVL

Senior Staff Sergeant
2 CSW 5th LVL





1 CLW 1st LVL

Higher Ranks as SSS



Characters will also be handed random rumors.  The number of rumors they receive will be a direct result of their Charisma scores.

CHA 
10 or less
1 rumor

CHA 
11-12

2 rumors

CHA 
13-14

3 rumors

CHA 
15-16

4 rumors

CHA
17+

5 rumors

Consult the rumor table in Appendix A.

Introduction

(Key Ideas of this encounter:  Give the characters a sense of the militaristic nature of  Gran March.  Give them a little background and a structured setting for the interactive.  Task some specific PCs for a special mission)

<Narrator>The time is 9am.  You find yourselves assembled into a military formation on a grassy field just outside the city of Orlane.  Makeshift corrals and mismatched tents mark the assembly area of the rapidly forming pikeline you have become a part of.  You have answered the call for all able-bodied persons to come to the aid of  Gran March in this time of need.  The sun has just risen, but it sheds little light through the smoke still rising from the many smoldering buildings in Orlane.  You have heard many rumors since your arrival, and none of them were good.  The assembly this morning is supposed to serve two purposes. The first is to brief you on the current situation. The second is to introduce you to the man who has assumed command of the makeshift battle.  The bugler sounds “formation.”

{XO walks up to center stage and comes to attention.}

<XO> Pikeline!

<Two table GMs> Platoon!

<XO> A-ten-SHUN!

{All characters and GMs come to attention}

<XO> Report!
<One of two designated Table GMs respond in order.  They salute before they start their response, and hold it until the XO returns it> # Platoon all present and accounted for, sir!

{After the last platoon reports, the XO executes an about face and waits.  The CO walks up to the front of the formation in front of the XO.  XO salutes and holds it.}

<XO> Sir, the pike line is formed and waiting for instructions, sir!

{CO salutes XO.  XO drops salute}

<CO> Very well captain.  Post!

{XO executes a  right face, walks to the side of the stage and faces the troops.  He then returns to attention.  Once the XO reaches his post, the CO continues.}

<CO> Stand at…

<Two Table GMs> Stand at…

<CO> Ease!  Soldiers, let me welcome you to the 31st provisional battle.  For those of you who do not already know me, I am Lord Janos Vandradson, commander of the militias of Farvale.  To my left is my XO, Captain Trevor Myrell.  We have conflicting reports of the exact chain of events, but I can confirm that the city of Orlane is indeed in enemy hands.  The exact disposition of the 20th battle and Dispatcher Magnus Therestell remain unknown at this time.  We know that the 20th battle was able to fight a delaying action to allow the majority of the civilian population to flee Orlane prior to its encirclement But, we have not had contact with the 20th Battle since some of you helped lead the civilians out of harms way.  We know that at least a portion of the 20th battle was able to make its way into the fortified keep inside of Orlane.  Given the defenses of the keep, there is a very good chance they are still holding out there.  My aim is to fight our way in, and allow the remnants of the 20th battle to escape their siege.  By the end of this week, we will have tested the mettle of our enemies, as well as our own limits.  Make no mistake, for some here in this formation, this will be the longest battle of your lives, for others, it will be your last.  I do promise you this.  If we all give everything we have to this effort, we will succeed.  The fields will run red with the blood of our enemies, and the flag of the March will again fly over Orlane. As Heironeous is my witness, we will prevail!  For Commandant!

<All GMs>  For Commandant!

<CO> For Country!

<All GMs>For Country!

<CO> Pike line!

<Two GMs> Platoon!
<CO> A-ten-SHUN!  

{All characters and GMs come to attention}

<CO> Captain Myrell, bring the following soldiers to my tent.  When I call your name, fall out with your gear and fall in on Captain Myrell.  {Reads list of player names selected for Recon Special Mission}  The rest of you, on command, fall out and report to your Platoon Leader.  Fall out!

{XO leads selected players to CO’s tent.}  Selected players proceed with encounter 1A.  All players not selected for the special mission proceed with encounter 1.

Encounter One: Probe

TIME:  1 hour.  The last 15 minutes of this slot will be used for the GMs to total player results and report them.  The characters can interact with each other in a freeform manner.  At the end of 45 minutes the round is over regardless of where the PCs are in the mission.  This time limit will be denoted by the Bugler sounding “Recall.”  Any live PC may continue with the event.  If a PC is unconscious or dead at the end of the round, and one of their companions is capable of dragging them to safety, they may be healed/raised and continue with the next round.  If a PC is dead or unconscious and not recovered by their comrades, they must report to the “Ghost File.” 

(Key ideas of this encounter:  Give the PCs their first taste of the enemy.  Allow them to find out the nature of some of their opponents.  )

Each file is sent to a table.

<GM as  Platoon Leader> OK troops!  The CO wants to find out some intel on the enemy.  So, here is your mission.  Advance into the city.  Report back what kind of troops you encounter, their skill, their armaments, basically, anything you think we need to know. But, the most important thing is to find out if the bridges in the city are still intact.  Once you do that, you mission is complete.  Return to the rallying point and report your findings to your platoon leader.   The CO is having multiple files attack from different directions to keep the enemy from massing troops against any one file, so stay in your assigned attack corridor.  He also wants this to be a test of the enemy’s command and control capabilities for dealing with a complex attack, so do not deviate from the plan.  Any questions?  The GM can answer any questions he feels relevant, but the military is not inclined to waste too much time on needless banter.  Begin the battle encounter.  This should last no more than 45 minutes.

SETUP/ENEMY TACTICS:  The PCs begin on the front edge of Map 1 in any formation they choose.  The “Attack Corridor” is their map sheet in width.  The PCs have initiative and may move about freely.   The goblins will engage the PCs immediately after they move onto the map.  The obstacle on the map represents sharpened sticks that have been buried in the ground.  A Jump check DC 20+APL or a Climb check of 14 +APL , or Escape Artist check DC12+APL will clear the obstacle without problems as a move equivalent action.  Failure of these checks by 5 or more indicate the PC injured themselves in the attempt, and they receive 2+APL points in damage.  Once the PCs have advanced to building 10, they have met their objectives and are free to leave or face the tougher troops at their own discretion.  The goblin groups are on the flat rooftops 3,6,9,10 in observation positions.  The PCs may climb any building Climb Check DC 15 to engage them, or may do so with missile fire.  Climbing any building gives the PCs greater filed of vision, and any PC advancing on a rooftop to building 7 or 8 can see the bridges and complete the objectives.  The Goblins have no cover on the rooftops.  The goblins simply harass the PC with missile weapons until the PCs retreat or time is up.  Describe the hail of missile fire from the goblins in a cinematic form to instill fear in the PCs, but only actually have 6 goblins attack per round.  Goblins cannot attack anyone within the 5’ next to their own building as they must lean over too far to use their bows effectively.  The Goblins avoid melee combat whenever possible.  For PC Spot checks, assume the goblins have a Hide check of 16+APL.  Goblins have a Spot and Listen bonus of 1+(1 per APL.)

APL 2:   
Goblins (4): hp 4; see Monster Manual page 107. Change Javelin to Short Bow.  They each have 20 arrows.  +3 ranged (3pts dmg, shortbow)
APL 4:
Goblins (6): hp 4; see Monster Manual page 107. Change Javelin to Short Bow.  They each have 20 arrows.  +3 ranged (3pts dmg, shortbow)

APL 6:
Goblins (8): hp 4; see Monster Manual page 107. Change Javelin to Short Bow.  They each have 20 arrows.  +3 ranged (3pts dmg, shortbow)

APL 8:
Goblins (10): hp 4; see Monster Manual page 107. Change Javelin to Short Bow.  They each have 20 arrows.  +3 ranged (3pts dmg, shortbow

APL10:
Goblins (12): hp 4; see Monster Manual page 107. Change Javelin to Short Bow.  They each have 20 arrows.  +3 ranged (3pts dmg, shortbow

After the final “Wave of enemy” or when time is running short, read the following:

Having moved a considerable way into the city and completing your objective, you watch anxiously as a very large mass of bodies begin to advance in your direction.  As they near you can see that they wield no weapons and bear obvious mortal wounds.  Some of the forms are goblins, some orcs, some are even Gran March soldiers.  Even larger forms are intermingled within their ranks.  The smell of death and decaying flesh assaults you as they advance on your position.

If the PCs stay and fight, hit them alternately with 20 Small and 20 Medium Zombies every round until they retreat or time is up.

<KEY ELEMENT> Be sure to describe the last wave of creatures, as “Moving slower” with “Obvious mortal wounds” to give the PCs a clue to their undead nature.  Do not simply say “Zombies.”  
Encounter One A: Into the Heart of Darkness

TIME:  1 hour.  The first and last 15 minutes of this mission are reserved for the setup of the mission with the CO and the conclusion of the mission with the PCs reporting their results to the CO.  As a result, the main portion of this encounter should run no longer than 30 minutes.  At the end of 1 hour the round is over regardless of where the PCs are in the mission.  Any live PC may continue with the event.  If a PC is unconscious or dead at the end of the round, and one of their companions is capable of dragging them to safety, they may be healed/raised and continue with the next round.  If a PC is dead or unconscious and not recovered by their comrades, they must report to the “Ghost File.” 

(Key ideas of this encounter:  Give selected PCs a chance to do some covert reconnaissance of the enemy headquarters)

{XO Leads selected players into the CO’s tent}  He stands at attention, salutes and holds it}

<XO> Sir!  I have brought you the troops you have requested sir!

{CO returns salute and XO drops his}

<CO> Very good captain.  You are dismissed!

<XO> Sir?

<CO> I said dismissed!  I wish to talk to these soldiers alone.

{XO does not look happy, but salutes, and does an about face and leaves after the CO returns his salute}

{CO, walks to tent flap looks around and returns to tent}

<CO> Stand easy soldiers.  I have your military records here in front of me, and you seem to have some skills I am in need of.  You are here because I have conflicting intelligence reports on the enemy forces and that has me troubled.  All the hard evidence I have personally seen leads me to believe that the enemy commander is professional, disciplined, insightful, organized, resourceful, and determined.  Yet, the first hand reports I have received from Captain Myrell indicate a complete opposite assessment.  Now, the captain has had an outstanding military career.  He is a capable leader, and has been decorated for valor in the field on more than one occasion.  He also has family in very high places.  Normally, I would not second guess his judgment, but right now, I have too much contradictory information that simply makes no military sense.  I want to know hard facts.  So, here is your mission.  I want you to do a covert infiltration into Orlane. 

{Hands PCs one potion bottle each.  Then he shows PCs a map of Orlane as he gives them their instructions}

These potions that will allow you to breathe underwater, but they only last for so long.  You have about a 45 minute swim underwater there and back.  That will leave you only 30 minutes to look around.  I need you to uncover as much information as you can in those 30 minutes!  I want you to go to this building.  {CO points to a building on the map}  This is the Mayor’s manor.  All reports tell me differently, but I think the enemy HQ is there.  It is where I would put mine.  Coming up from the river next to the manor should give you an edge.  The smoke from the fires still burning should help hide you as well.  Once you get in, find out exactly what is going on inside there.  Who is their leader?  What troops does he have at his disposal?  Any information you can find out will be helpful.  Above all, do not engage the enemy unless absolutely necessary and do not alert the enemy to your presence in any way.  The best thing you can do for us is to get in, get any information you can, then get out without leaving a trace. One last thing, once you return, you are to report to me, and only me.  Discuss your findings with no one else.  Am I clear?  Questions?  {At this time the CO will field questions, but his answers will be short.}  

PCs are then sent to their respective tables divided up into recon files of 2-4 men each.  This number can be altered by the pre-registration results.  Once at the table, the PCs begin the mission.  From the time they sit down, the have 30 real minutes to complete their objectives.

This is a freeform encounter designed to test the characters decision-making abilities.  There are several “Tests” listed for the PCs to go through.  If time is running short, feel free to skip one, but you must make sure they go through the last test.  Also, be sure to inform the players that once the mission begins, they are assumed to be “In 
Character.”  Any talking they do, their character does.  The only way to avoid this is to say, “DM, this is out of character” BEFORE saying something.  This will help set the mood.  If players talk to each other out loud, then so do their characters and you should actually make opposed Listen / Move Silently rolls to see if they are discovered by guards.

TEST 1:  As the PCs emerge from the tall grass surrounding the river, a patrol of goblins with worgs walks by.  Have one of the worgs stop and sniff the air.  It’s goblin handler will ask it in goblin “Do you smell something boy?”  Have the PCs roll Hide checks.  Their results are unimportant, only their actions matter.  If the PCs simply wait, the pair continue to move away with several others and nothing happens.  The river combined with the smoke has clouded their scent from the worgs.  If the PCs panic and give themselves away….proceed to the untiered combat encounter in this section.

TEST 2:  Nearing the manor, the PCs can see a horse corral.  The horse corral has women and female children cooped up inside it.  Various humanoid guards are currently “abusing” and taking liberties with the captives.  Be descriptive enough to appeal to characters pity, but be mindful of the composition of your group.  Do not offend anyone.  A good idea here is to ask the group what kind of description they would like in movie rating terms, and provide it.  If the PCs intervene on the behalf of the victims, they may try to rescue them in a running combat with the untiered monsters in this section.  However, they fail their mission if they do so.  If they proceed past the distracted guards or start to move toward the corral to free the captives, they notice that one of the women has also noticed them.  Have the PCs make Move Silently and Hide rolls here.  Again, the results are not really important here.  The rolls just set the mood, the PCs actions are the only thing that matters.  When the PCs move forward, either to pass or attack the guards, have one of the guards appear to “hear” something.  As it appears that the guard may turn to see the PCs, the blonde-haired woman flings herself at the guard causing a distraction for the PCs.  The PCs can learn from the screaming guard that her name is Llylyn.  If the PCs move away, they see the guards have clubbed her into submission and knocked her to the ground on her stomach.  She will look up at the escaping PCs smiling weakly through the blood flowing from her head down onto her face.  As one of the guards moves behind her to “teach her a lesson” {Again, be mindful of your group, this statement can mean many things from a beating to much worse…} she gives the PCs one last look, winks, then shuts her eyes against the pain and abuse. The PCs should feel really bad about leaving her, but such is the harsh reality of war.

TEST 3:  Moving up to the manor, the PCs very easily spot a roaming guard patrol consisting of some very large hobgoblins.  The patrol is not alert at all though, and unless the PCs do something stupid to draw attention to themselves, they may easily avoid the guards as they look around.  Again, feel free to require the PCs to make Hide and Move Silently rolls to set the mood.  The PCs can find one open window where they may make their entrance into the manor.  The other windows have shutters locked tight!  The doors are guarded by 2 Devourers each. (A good description would be “Very large ghouls?”  Upon closer inspection, feel free to give the PCs the MM description for them). Lucky for the PCs, the Devourers are bored and not paying much attention (only +7 to Spot and Listen.)  The PCs may correctly surmise that “Something” important must be here to merit all these guards.  Once inside, they find themselves in a library of sorts.  Moving into the hallway is easy as there are no interior guards.  Once in the hallway, the PCs hear voices coming from a room at the end of the hallway.  Investigating the voices will take the PCs past another room where the door is open.  Looking into the room, the PCs can see that there are several chests with Gran March military markings.  Some of them are open and reveal many hundreds of gold coins.  The chests are trapped though.  Any PCs touching the chests, set off an audible ALARM spell that draws the attention of all the guards and other inhabitants of the manor.  PCs who fail their mission due to being greedy will receive a demerit and be busted in rank if in the Gran March Military.

Alarm Spell Trap: Search (DC 25); Disable Device (DC 35).
TEST 4:  Moving to investigate the voices, the PCs will be able to move unnoticed into the room at the end of the hall.  The room is the enemy HQ’s “War Room” where the leader is planning his next move.  In the room on a table, the PCs can see a large map of Orlane and the surrounding area.  Troop dispositions are clearly marked by small flags bearing heraldry.  From the map, the PCs can learn the extent of the enemy’s knowledge of their own forces.  [The enemy has VERY detailed information on the Gran March’s current deployment in the area, including file numbers and attack vectors in the current Probe attack.  The enemy also knows where all the cavalry prides are located, the GM HQ, field hospital, supply status, etc.  There are also several places marked ‘onyx deposit’.  Make the PCs nervous with the amount of info the enemy has.  The only thing missing from the enemy’s information is the location of the special RECON files.  They are currently marked “unknown.”  The PCs can also learn that the 20th battle is indeed in the keep from their current counter location on the map.]  The PCs can also learn the same amount of information on the enemy from same map.  The heraldry on the counters, if copied down, will provide enemy force composition, numbers, supply status, etc.  However, if the PCs “Touch” the map or counters, they set off an audible Alarm spell.

Alarm Spell Trap: Search (DC 25); Disable Device (DC 35).

If the PCs want to further investigate the voices, they see that another door to the room is partially open.  Listening at the door, they will overhear parts of a conversation.  Feel free to make them roll Listen checks, but they will get the information regardless of the results.  The conversation is…

Voice 1: {Deep booming voice, sounds kind of like an echo} Your information was not accurate!
Voice 2:  {Voice sounds very familiar to PCs.  Intelligence checks of DC10 or better reveal the voice is that of Captain Myrell.}  My information was accurate!  Do not blame me because your troops did not follow your orders correctly.  I have given you everything required.

Voice 1:  You did not inform me of the exact amount of resistance to expect.  You delivered to me only military troop strengths.  
EVERYONE in this blasted country from a beggar to a Nobleman has fought us, not just the soldiers.

Voice 2:  Your lordship, you know full well the history of the March, I didn’t think it necessary to point out the obvious to you. If you wish to blame someone for your incomplete success, place the blame where it belongs…at the feet of your giant commander. 

Voice 1:  {Grows soft and menacing.}  I already have.  And, if you do not wish to share his fate, I suggest you take a more civil tone.  You are not immune to my vengeance, and remember, you can serve me just as well dead as you do alive.

Voice 2:  {Slight tremble in the voice} Yes your lordship.  I am very sorry your lordship.  Please forgive me.  Is there anything else I can do for you before I return?

Voice 1:  Yes, these missing scouts concern me.  Let me see their files again.  Yes…{PCs hear shuffling of papers} (Read PCs names aloud) Hmmm.  And you have no idea where Lord Vandradson sent them?

Voice 2:No your lordship.  He probably sent them to find the missing scouts of the 20th battle.  Or the sentimental old fool could have sent them to search the refugee camps for his wife and daughter.
Voice 1: Well they will find their scouts soon enough.  And I trust we are still making his family comfortable in the holding pen? 

Voice 2:  <giggling> Yes your lordship.

Voice 1:  And if he thinks to send them looking for my headquarters?
Voice 2:  I have convinced the trusting fool that your headquarters is located in a shop near the fort.  Have you taken the necessary precautions?
Voice:1  Yes, some of my… pets are waiting for anyone foolish enough to come looking there.  Never the less, until these scouts are located, I want you to inform the guards to double their patrols on your way out.
Voice 2:  Yes your lordship.  Anything else?
Voice 1:  Yes.  You are sure that this attack is nothing but a probe?
Voice 2:  Yes your lordship.  Absolutely certain.

Voice 1:  Good.  Because your life depends on it.  I have concealed my best troops from their attack.  If I can lull them into believing they have seen my real strength, victory will me MINE!  By nightfall, we will have completed the ritual at the temple and will have mined all the onyx we need.  We will open the gate and summon as many reinforcements as we need.  Come show me on the map where the next attacks will occur, I want to be sure to keep Lord Vandradson off balance until my reinforcements arrive.

At this point, the PCs will hear footsteps coming in their direction.  If they do not leave immediately, they will have to hide from the Death Knight and the Doppelganger.  Roll opposed checks.  After a couple of minutes, if the PCs have escaped detection either by leaving or hiding, the Death Knight will leave to give orders to his troops.  The PCs are free to make a run for it to the stream and swim to safety.

Any PC actually looking in on the conversation should receive the following description:

The two voices come from what appear to be a couple of soldiers conversing.  One is obviously Captain Myrell whom you have met earlier.  The other is a large man wearing ancient-looking full plate armor.  He is tall and well muscled.  All other features are concealed by his armor except his glowing red eyes.  The armor is blackened and dented.  He is wearing the various accoutrements of a well- traveled soldier and has a powerful presence.  Just looking at him, you feel something primal within you that makes you want to flee.

Allow anyone with the proper Knowledge areas to know that the heraldry is from an ancient Geoff coat of arms.  Any bards will automatically know that they are looking at one of the 13 original Death Knights.

When the slot time is over, the GM will tell the players to stay at the table.  He will then find the “CO” and tell him the results of the table.  After the “CO” is ready for the players arrival, the GM will return to the table and tell them to report to the CO.  As the PCs go to report to the CO, they will be stopped and questioned about their activities by the XO.  This will be a free form role-playing encounter.  The XO will try to get information out of the players any way he can starting with persuasion “Hey you can tell me” and ending with Intimidation, “I order you to tell me!”  As the players are accosted outside the CO’s tent, he will intervene before the PCs get in too deep.  He tries to use his “Detect Thoughts” ability on the PCs, but darn it all, they all make their Will Save (depending on their actions) and he is too busy to try and read them again later.

Possible Conclusions:

A:  Total success.  PCs found all the information possible.  This includes enemy troops, numbers etc from the map.  PCs also found out that the XO is a traitor.  PCs reported their findings to the CO without revealing them to anyone else or tipping the XO that his cover was blown. 

Rewards:  The CO will thank the PCs for a job well done and will provide all PCs with commendations, and recommendations to any knighthood they wish to join, or a recommendation to join the Pathfinders if they so choose.  He will also award them an influence point with the GM military for doing such a fine job.  The leader of the file will be awarded a permanent field promotion subject to a maximum designated by the GM Triad.  

Developments:  The CO will tell the PCs to tell absolutely no one of the information they have uncovered.  He will tell them that he has plans for the information and will be counting on the PCs to help him with the XO when the time comes. The CO will use the information the PCs gained to feed the enemy misleading information through the XO and lead the enemy forces into several ambushes.  As a result of the ambushes, the PCs may call on a Full Quiver of Archers 1 time during the final battle for fire support. 

B:  Partial Success.  PCs didn’t find out all the information, or they found out the information, but tipped the enemy to their presence somehow.  Or the PCs alerted the XO somehow that his cover was blown.

Rewards:  None: The CO will berate the PCs for their failure.  If they failed the mission because they rescued his wife he will still give them the influence point.  If the rescue attempt failed and his wife was killed, then the PCs will earn infamy with Lord Vandradson instead!   If the PCs alert the XO to his blown cover, he will escape and cause problems later.

Developments:  The CO was unable to fully utilize the intelligence from the PCs because of their partial failure.  In the final battle, the PCs may call on ½ Quiver of Archers for fire support 1 time.  PCs must also use the augmented tier in the final battle as the CO was unable to lure enough enemy forces into ambushes to seriously deplete their numbers.

C:  Complete Failure.  PCs did not find out all the information AND tipped the enemy to their scouting mission.

Rewards:  None!  The CO will berate the PCs on their shortcomings and award them 1 demerit each.  If they got his wife killed, he will also threaten to bring the PCs up on charges.  They will receive 1 infamy with Lord Vandradson regardless.  The leader of this file will be removed from a position of command either by a lateral transfer or demotion.

Developments:  Due to the PCs complete failure, the enemy has ambushed a significant amount of Gran March military personnel.  The PCs may not call on any archer support during the final battle as the XO has led them all into an ambush.  The PCs must also use the augmented tier in the final battle because of the serious losses inflicted by the enemy.  

COMBAT/Untiered, may god have mercy…

Have the monsters arrive as you see fit.  The goblins and worgs are on patrol.  The orcs and hobgoblins are in the stable area guarding and amusing themselves.  The ogres are in nearby buildings hiding.  The ogre magi are flying invisible above the city to stop would be spies.  The Devourers are guarding the doors.  As soon as combat begins, the goblins will sound alert horns to summon help.

Goblin, Worg Riders (20): CR 2; small humanoid; HD 1d10+1; hp 9; Init +1; Spd 30ft: AC 16 (+2 Dex, 

+1 size, +3 studded leather); Atk +3 melee (1d8+1, morningstar), +6 (7) ranged (1d6 shortbow); AL NE; SV Fort +4, Ref +2, Will +1; Str 12, Dex 14, Con 12, Int 10, Wis 12, Cha 8.


Skills and Feats: Point Blank Shot, Weapon focus shortbow, Precise Shot.

Worg (20): hp 30; see Monster Manual page 184.

Orcs (20): hp 4; see Monster Manual page 146.

Ogre (10): hp 30; see Monster Manual page 144.

Ogre Mage (2): hp 40; see Monster Manual page 144.

Hobgoblins (20): hp 7; see Monster Manual page 119.

Devourer (4): hp 80; see Monster Manual page 53.

DEATH KNIGHT-stats pending

Doppelganger (1): hp 28; see Monster Manual page 60.

Interlude Speech

Behind the Scenes Paperwork:

GMs for encounter 1 total dead and wounded PCs and “estimated” enemy deaths.  They report the results to 1 of the 2 designated “Platoon Leader” GMs. “Platoon Leader” GMs compile the results and have them ready to report during the next formation.

CO adds up points for mission success or failure of mission 1a.  

· 3 points for total success 

· 2 points for partial success

· 1 point for failure

The results are averaged and the final total determines the “Overall” result of the mission to determine what developments will impact the PCs down the road.

<Narrator> The time is now 12 noon.  You see that the flag for another mass formation has been raised and you rush to your place in formation.  The bugler begins sounding “Formation.” 
{XO walks up to center stage and comes to attention.}

<XO> Pikeline!

<Two table GMs> Platoon!

<XO> A-ten-SHUN!

{All characters and GMs come to attention}

<XO> Report!
<One of two designated Table GMs respond in order.  They salute before they start their response, and hold it until the XO returns it> # Platoon # dead, # wounded.  # estimated enemy casualties, sir!

{After the last platoon reports, the XO executes an about face and waits.  The CO walks up to the front of the formation in front of the XO.  XO salutes and holds it.}

<XO> Sir, the pike line is formed and waiting for instructions.  1st Platoon has # dead and # wounded.  2nd Platoon has # dead and # wounded.  We estimate we have inflicted 1st#+2nd# casualties on the enemy.

{CO salutes XO.  XO drops salute}

<CO> Very well captain.  Post!

{XO executes a right face, walks to the side of the stage and faces the troops.  He then returns to attention.  Once the XO reaches his post, the CO continues.}

<CO> Stand at…

<Two Table GMs> Stand at…

<CO> EASE!  Troops, the probe mission has given us a good deal of intelligence on the enemy’s strengths and weaknesses.  Good job!  While my commanders and I decide how best to use this information in our upcoming attack, we have other tasks for you to attend to.  <Smiles>  Don’t worry, it’s nothing too strenuous.  Some of you will be tasked to replace our guards at some of our supply depots.  These troops are needed elsewhere.  Also, some of the senior clergy among you will have some special work to do.  If I read your name, fall out with your gear and fall in on Captain Myrell.  Captain, take them to my tent for further instructions.  <Reads PC Cleric names off list> As for the rest of you, report to your platoon leaders for further instructions.   Pike line!

<Two Table GMs>  Platoon!

<CO>  A-ten-SHUN!  Fall out!

PCs are directed to return to their tables. Special mission personnel are escorted to the CO’s tent by Captain Myrell.

Encounter Two: Supply Detail

TIME:  1 hour.  The last 15 minutes of this slot are reserved for the GM to total results and report them to the “Platoon Leader” GM.  The players are free to socialize in a freeform manner for this time.  At the end of 45 minutes the round is over regardless of where the PCs are in the mission.  The end of the mission will be denoted by the bugler sounding recall.  Any live PC may continue with the event.  If a PC is unconscious or dead at the end of the round, and one of their companions is capable of dragging them to safety, they may be healed/raised and continue with the next round.  If a PC is dead or unconscious and not recovered by their comrades, they must report to the “Ghost File.” 

(Key ideas of this encounter:  Give the PCs a supply site to defend.  Give them something to worry about as they should know by now that some of the enemy are undead, and they have just had their most powerful cleric reassigned from their file to perform a special mission for the CO.)

Each file is sent to a table.

<GM as Platoon leader>  Ok troops.  This is a real simple assignment.  Don’t screw it up!  All you have to do is guard this supply dugout.  Don’t let anyone in without proper authorization.  Unless they have one of these passes <Shows PCs a pass> they shouldn’t be let in.  If someone gives you a hard time, you send ‘em to see me.  Got it?  You will be relieved in one hour.  Any intelligent questions?

After 5 minutes of real time to familiarize themselves with area they are to defend, begin the attack.  

The enemy tactics are real simple.  Waves of goblin and other zombies will arrive to try and capture the supplies.  A goblin sniper will also be on hand to give the PCs something to worry about.  The sniper will try to blend in with the zombies, but he is the only one with a bow.  He will try to stay out of melee.  The zombies will only attack the PCs if they are in the way of the supplies.  Otherwise, they will simply take the supplies and leave.  Start the Zombies in waves on the edge of the map.  1 wave arrives every other melee round.  The sniper will attack with the first wave.  He will attack from 90’ away from the PCs and will not close distance.  Only one sniper will attack per combat.  If reduced to less than 50% HP or if engaged in melee combat, the sniper will flee.  The PCs have the initiative.

APL 2:   
Zombie, small-Goblin (9): hp 8; see Monster Manual page 191.

Sniper, small-Goblin Ftr3(As taken from “Under Siege”

HP:32; SPD:30; AC:17

+9 Ranged; DMG 5(6) if within 30 ft.

Feats: Weapon Focus (Mighty Composite Shortbow),Point Blank Shot, Precise Shot, Far 

Shot (Range increment 105 feet)

Equipment: Standard plus Mighty Composite 

Shortbow +2 and 20 Masterwork Arrows.

AL: NE; Saves Fort +7, Ref +7, Will +3

APL 4:
Zombie, medium-mixed orc/hobgoblin/March folk/soldier (6): hp 16; see Monster Manual page 191.

Sniper, small-Goblin Ftr3(As taken from “Under Siege”

HP:32; SPD:30; AC:17

+9 Ranged; DMG 6(7) if within 30 ft.

Feats: Weapon Focus (Mighty Composite Shortbow),Point Blank Shot, Precise Shot, Far 

Shot (Range increment 105 feet)

Equipment: Standard plus Mighty Composite 

Shortbow +2 and 20 + 1 Arrows.

AL: NE; Saves Fort +7, Ref +7, Will +3

APL 6:
Zombie, large-hill giant (6): hp 29; see Monster Manual page 191.

Sniper, small-Goblin Ftr6(As taken from “Under Siege”

HP:53; SPD:30; AC:17

+12/+7 Ranged; DMG 8(9) if within 30 ft.

Feats: Weapon Focus (Mighty Composite Shortbow),Point Blank Shot, Precise Shot, Far 

Shot (Range increment 105 feet),Rapid Shot, Quick Draw, Weapon Specialization (MCSB)

Equipment: Standard plus Mighty Composite 

Shortbow +2 and 20 +1 Arrows.

AL: NE; Saves Fort +7, Ref +7, Will +3

APL 8:
Zombie, large-hill giant (12): hp 29; see Monster Manual page 191.

Sniper, small-Goblin Ftr8(As taken from “Under Siege”

HP:67; SPD:30; AC:18

+15/+10 Ranged; DMG 9(10) if within 30 ft. Critical Range 19-20

Feats: Weapon Focus (Mighty Composite Shortbow),Point Blank Shot, Precise Shot, Far 

Shot (Range increment 105 feet),Rapid Shot, Quick Draw, Weapon Specialization (MCSB), Improved Critical (MCSB)

Equipment: Standard plus Mighty Composite 

Shortbow +3 and 20 +1 Arrows.

AL: NE; Saves Fort +8, Ref +7, Will +3

APL10:
Zombie, huge-various giant (12): hp 55; see Monster Manual page 191.

Sniper, small-Goblin Ftr8(As taken from “Under Siege”

HP:67; SPD:30; AC:18

+17/+12 Ranged; DMG 11(13) if within 30 ft. Critical Range 19-20

Feats: Weapon Focus (Mighty Composite Shortbow),Point Blank Shot, Precise Shot, Far 

Shot (Range increment 105 feet),Rapid Shot, Quick Draw, Weapon Specialization (MCSB), Improved Critical (MCSB)

Equipment: Standard plus Mighty Composite 

Shortbow +3 and 20 +3 Arrows.

AL: NE; Saves Fort +8, Ref +7, Will +3

As PCs are getting the upper hand or time is running out, read the following:

Looking around at the piles of bodies the end of the fight seems near.  However, movement from along the ridge draws your attention.  At least twice the number of foes you have already fought approach in a single wave that crests the ridgeline.  They are so numerous, they begin to shake the very ground beneath your feet.  Yet, as you watch, the enemy seems to stop its charge, seemingly confused.  Then a bugle sounds as the cavalry appear.  The horsemen charge over the hills on either side of the enemy, catching them in the valley between the two closing forces.  It is over very quickly.  The surprised enemy is massacred with very little loss to the cavalry.  After dealing with their foes and helping you mop up your remaining enemy, the cavalry regroup.  A lone cavalryman approaches your position.  “Is everyone ok?  Did they destroy the supplies?”  After listening to your reply, he says, “We are leaving a file here to relieve you.  Report back to the rallying point.”

Possible Conclusions:

A:  Total Success.  PCs were able to keep the enemy troops from destroying any supplies. Rewards:  Successful PCs will receive one commendation and one influence point with the Gran March Military Quartermaster’s Office each.  Also, the PCs will be able to re-supply themselves with any mundane gear they wish.  They will also each receive 1 flask of Alchemists Fire to use until the end of the battle. 

B:  Partial Success.  PCs were unable to completely save the supplies

Rewards:  None. The PCs will be unable to replace any mundane gear that costs more than 75GP.  Also, the enemy will have taken the Alchemists Fire and will use it later on the PCs.

C:  Complete Failure.  PCs allowed the enemy to destroy or capture all the supplies.  The PCs will receive no re-supply of any goods for the remainder of the interactive.  Additionally, the enemy will have recovered enough of the supplies and will have plenty of Alchemists Fire to use on the PCs in the final battle.  Also, add 1 to the average APL in the final battle to reflect supply status.

Rewards:  None!  The CO will berate the PCs on their shortcomings and award them 1 demerit each.  The leader of this file will be removed from a position of command either by a lateral transfer or demotion.

Encounter Two A: The Battle of Hospital Hill

TIME:  1 hour.  The last 15 minutes of this slot are reserved for the GM to total results and report them to the “Platoon Leader” GM.  The players are free to socialize in a freeform manner for this time.  At the end of 45 minutes the round is over regardless of where the PCs are in the mission.  Any live PC may continue with the event.  If a PC is unconscious or dead at the end of the round, and one of their companions is capable of dragging them to safety, they may be healed/raised and continue with the next round.  If a PC is dead or unconscious and not recovered by their comrades, they must report to the “Ghost File.” 

(Key ideas of this encounter:  Give the PCs a supply site to defend.  

{XO Leads selected players into the CO’s tent}  He stands at attention, salutes and holds it}

<XO> Sir!  I have brought you the troops you have requested sir!

{CO returns salute and XO drops his}

<CO> Very good captain.  Ok, listen up.  We have set up a few field hospitals and some small labs in secluded areas nearby.  We are running very low on medics and healing supplies, so I need you to do whatever you can to help out here.  The Hospitaler in charge of each site will brief you there.  Any questions?

Again, the CO will answer any quick and simple questions, but will not waste any time.  As soon as he can, he will send them to their duties.  

PCs are directed to their tables.

DM Note:  In reality, the CO is using the PCs as bait to make sure the XO is the traitor.  He has two cavalry prides waiting to attack any enemy who show up to destroy the hospitals.

Once at the hospitals, they are met by a Hospitaler named “Glarvind.”  

He will show the PCs around (IE. GM orients the PCs to the map explaining what is where).

After 5 minutes of real time to familiarize themselves with area they are to defend, begin the attack.  

<GM as  Glarvind>  “Well, over here is the hospital area.  We don’t have many wounded yet, and what we do have I have already tended to.  But, over here, is my pride and joy…a complete potion lab capable of manufacturing healing potions very rapidly.  Are any of you skilled in manufacturing curatives, because…”  Glarvind is cut off by one of the only two guards at the entrance to the fortified area screaming, “We are under attack!  Here they come!”  He then proceeds to blow a long note on a bull horn that is cut off abruptly as an arrow slams into his throat.  The remaining guard swings his sword at what appears to be a giant cockroach.  As soon as his sword hits the creature, it dissolves into a pile of rust, and he looks forlornly at the rack of long spears near the hospital door.  As he turns to retrieve a spear, he too is struck down as an arrow slams into his head.

Begin combat.  The PCs have one partial action before initiative begins.

The enemy tactics are real simple.  Kill the clerics and destroy the lab and hospital any way they can. Waves of enemy show up every other combat round.  The Goblin sniper will stay at 90 feet away from the PCs off the edge of the map.  He will not close to melee range.  If engaged in melee combat or reduced to ½ HP, he flees.

APL 2:   
1. Sniper, small-Goblin Ftr3, wounded (As taken from “Under Siege”) HP:15; SPD:30; AC:17 +9 Ranged; DMG 5(6) if within 30 ft. Feats: Weapon Focus (Mighty Composite Shortbow),Point Blank Shot, Precise Shot, Far Shot (Range increment 105 feet) Equipment: Standard plus Mighty Composite Shortbow +2 and 20 Masterwork Arrows. AL: NE; Saves Fort +7, Ref +7, Will +3 Rust Monster,wounded: hp 11; see Monster Manual page 157.

2. Goblins (8):  hp 4;  see Monster Manual page 106
3. Orcs (4): hp 4; see Monster Manual page 146.
4. Ogre: hp 26; see Monster Manual page 144
APL 4:
1. Sniper, small-Goblin Ftr3(As taken from “Under Siege” HP:32; SPD:30; AC:17 +9 Ranged; DMG 6(7) if within 30 ft. Feats: Weapon Focus (Mighty Composite Shortbow),Point Blank Shot, Precise Shot, Far Shot (Range increment 105 feet) Equipment: Standard plus Mighty Composite Shortbow +2 and 20 + 1 Arrows. AL: NE; Saves Fort +7, Ref +7, Will +3 , Rust Monster: hp 27; see Monster Manual page 157.

2. Orcs (6): hp 4; see Monster Manual page 146.
3. Ogres (2): hp 26; see Monster Manual page 144.
4. Ogres (2): hp 26; see Monster Manual page 144
APL 6:
Sniper, small-Goblin Ftr6(As taken from “Under Siege”

HP:53; SPD:30; AC:17

+12/+7 Ranged; DMG 8(9) if within 30 ft.

Feats: Weapon Focus (Mighty Composite Shortbow),Point Blank Shot, Precise Shot, Far 

Shot (Range increment 105 feet),Rapid Shot, Quick Draw, Weapon Specialization (MCSB)

Equipment: Standard plus Mighty Composite 

Shortbow +2 and 20 +1 Arrows.

AL: NE; Saves Fort +7, Ref +7, Will +3

1. Rust Monster (2): hp 27each; see Monster Manual page 157.

2. Digester, wounded: hp 48; see Monster Manual page 54.

3. Ogres (3): hp 26; see Monster Manual page 144.

4. Ogres (3): hp 26; see Monster Manual page 144

APL 8:
Sniper, small-Goblin Ftr8 As taken from “Under Siege”

HP:67; SPD:30; AC:18

+15/+10 Ranged; DMG 9(10) if within 30 ft. Critical Range 19-20

Feats: Weapon Focus (Mighty Composite Shortbow),Point Blank Shot, Precise Shot, Far 

Shot (Range increment 105 feet),Rapid Shot, Quick Draw, Weapon Specialization (MCSB), Improved Critical (MCSB)

Equipment: Standard plus Mighty Composite 

Shortbow +3 and 20 +1 Arrows AL: NE; Saves Fort +8, Ref +7, Will +3,

1. Rust Monster (4): hp 27each; see Monster Manual page 157.

2. Digester: hp 68; see Monster Manual page 54.Ogres (2): hp 26; see Monster Manual page 144.

3. Ogres (5): hp 26; see Monster Manual page 144.

4. Ogres (5): hp 26; see Monster Manual page 144.

APL10:
Sniper, small-Goblin Ftr8 As taken from “Under Siege”

HP:67; SPD:30; AC:18

+17/+12 Ranged; DMG 11(13) if within 30 ft. Critical Range 19-20

Feats: Weapon Focus (Mighty Composite Shortbow),Point Blank Shot, Precise Shot, Far 

Shot (Range increment 105 feet),Rapid Shot, Quick Draw, Weapon Specialization (MCSB), Improved Critical (MCSB)

Equipment: Standard plus Mighty Composite 

Shortbow +3 and 20 +3 Arrows.

AL: NE; Saves Fort +8, Ref +7, Will +3

1. Rust Monster (9): hp 27each; see Monster Manual page 157.

2. Digester (4): hp 68; see Monster Manual page 54.

3. Ogres (12): hp 26; see Monster Manual page 144.

4. Ogres (12): hp 26; see Monster Manual page 144.

As PCs are getting the upper hand or time is running out, read the following:

Looking around at the piles of bodies the end of the fight seems near.  However, movement from along the ridge draws your attention.  At least twice the number of foes you have already fought approach in a single wave that crests the ridgeline.  They are so numerous, they begin to shake the very ground beneath your feet.  Yet, as you watch, the enemy seems to stop its charge, seemingly confused.  Then a bugle sounds and the cavalry appear.  A full platoon charges over hills on either side of the enemy, catching them in the valley between the two closing formations.  It is over very quickly.  The surprised enemy is massacred will very little loss to the cavalry.  After dealing with their foes and helping you mop up your remaining enemy, the cavalry regroup.  A lone cavalryman approaches your group.  “Is everyone ok?  Did they destroy the lab?”  

After receiving the PCs briefing, he tells them a file of cavalry will be taking over guarding the hospital, and that they are needed back in the pike line and should report back immediately.

Possible Conclusions:

A:  Total Success.  PCs were able to keep the enemy troops from destroying any lab equipment. Rewards:  Successful PCs will receive one commendation and one influence point with the Hospitalers of Gran March each.  Also, they will also each receive 1 Potion of CMW at 5th LVL to use until the end of the battle. Everyone else will receive a CLW potion at 1st level due to their success.

B:  Partial Success.  PCs were unable to completely save the lab.

Rewards:  PCs saved enough of the lab to allow everyone to receive 1 CLW potion for use during the rest of the interactive. 

C:  Complete Failure.  PCs allowed the enemy to destroy or capture all the lab.  Additionally, the enemy will have recovered enough of the healing supplies to have significantly improved troop strength in the final battle.  The enemy will be under the effects of “Bardic Inspiration” during the final battle.

Rewards:  None!  The CO will berate the PCs on their shortcomings and award them 1 demerit each.  The leader of this file will be removed from a position of command either by a lateral transfer or demotion.

Interlude Speech

Behind the Scenes Paperwork:

GMs for encounter 1 total dead and wounded PCs and “estimated” enemy deaths.  They report the results to 1 of the 2 designated “Platoon Leader” GMs. “Platoon Leader” GMs compile the results and have them ready to report during the next formation.

CO adds up points for mission success or failure of mission 1a.  

· 3 points for total success 

· 2 points for partial success

· 1 point for failure

The results are averaged and the final total determines the “Overall” result of the mission to determine what developments will impact the PCs down the road.

<Narrator> The time is three PM.  Reporting back to your files from your supply mission, you see that the flag for another mass formation has been raised.  Gathering your gear, you hasten back to your file and form up for inspection.  Looking around, you see that a pride of cavalry and a half quiver of archers has arrived.  Soon you will be up to full battle strength.  The bugler sounds “Formation.”
{XO walks up to center stage and comes to attention.}

<XO> Pikeline!

<Two table GMs> Platoon!

<XO> A-ten-SHUN!

{All characters and GMs come to attention}

<XO> Report!
<One of two designated Table GMs respond in order.  They salute before they start their response, and hold it until the XO returns it> # Platoon # dead, # wounded.  # estimated enemy casualties, sir!

{After the last platoon reports, the XO executes an about face and waits.  The CO walks up to the front of the formation in front of the XO.  XO salutes and holds it.}

<XO> Sir, the pike line is formed and waiting for instructions.  1st Platoon has # dead and # wounded.  2nd Platoon has # dead and # wounded.  We estimate we have inflicted 1st#+2nd# casualties on the enemy.

{CO salutes XO.  XO drops salute}

<CO> Very well captain.  Post!

{XO executes a right face, walks to the side of the stage and faces the troops.  He then returns to attention.  Once the XO reaches his post, the CO continues.}

<CO> Stand at…

<Two Table GMs> Stand at…

<CO> EASE!   Troops, I believe the time has come to take the fight to the enemy.  We are going to take some of the key avenues of approach into Orlane.  By taking and holding these objectives, we cut off all supply line for the enemy and provide ourselves with a way to attack the enemy on multiple fronts.  These areas are heavily defended, so be sure to watch each other’s backs. I also have need of some very brave souls who are good with horses.  If you have the fire in your veins  to volunteer for a very hazardous mission, please step forward now.

{Waits for PCs to volunteer, if no one does, he prods would be knights into volunteering}

XO, take these brave soldiers to my tent.  As for the rest of you, report to your platoon leaders for further instructions.   Pike line!

<Two Table GMs>  Platoon!

<CO>  A-ten-SHUN!  Fall out!

Players are directed to return to their tables.  The XO escorts the volunteers to the CO’s tent.

Encounter Three: A Bridge Too Far

TIME:  1 hour.  The last 15 minutes of this slot are reserved for the GM to total results and report them to the “Platoon Leader” GM.  The players are free to socialize in a freeform manner for this time.  At the end of 45 minutes the round is over regardless of where the PCs are in the mission.  The end of the mission will be denoted by the bugler sounding recall.  Any live PC may continue with the event.  If a PC is unconscious or dead at the end of the round, and one of their companions is capable of dragging them to safety, they may be healed/raised and continue with the next round.  If a PC is dead or unconscious and not recovered by their comrades, they must report to the “Ghost File.” 

(Key ideas of this encounter:  Give the PCs a an objective to assault.  Show the PCs some of their allies in the war against the Giants in Geoff.

Each file is sent to a table.

<GM as Platoon leader>  Ok troops.  This is a real simple assignment.  Don’t screw it up!  All you have to do is take and hold this bridge.  The CO is expecting reinforcements to relieve you, so keep an eye out for friendly forces behind you.  When the bugle call sounds charge, follow the cavalry in at your best speed.  Good luck!  Are there any intelligent questions?

The Platoon Leader will answer any questions to the best of his ability.  He does not know what type of reinforcements the CO is expecting.  After the PCs have familiarized themselves with the map, give the “Ready” signal to Lord Vandradson by holding up your hand.  Once all the files are ready, Lord Vandradson will yell “Charge” and the bugler will sound “Charge!”  After the bugle call, read the following.

You have advanced to within sight of your objective.  The bridge seems to be heavily defended with troops and obstacles.  As the bugler sounds “Charge,” several horses pass your file at full speed.  You see them charging forth through the smoky haze and a blinding flash and deafening explosions rock the bridge in their path.  Burning bodies and debris are still falling as the cavalry charge over the bridge and into the city. The enemy forces who survived the magical assault on the bridge seem to be turning to pursue the cavalry.  You suddenly realize that your objective is now undefended…

From this point, give the PCs 3 full rounds of actions before the enemy forces return to occupy the bridge.  After three rounds, move the enemy forces back onto the map sheet in waves of troops.  A wave will arrive every 3rd round.  Flaming debris on the bridge may be used to do fire damage to any enemy forces.  To retrieve a stick from the flaming wreckage without taking damage requires a Reflex save of 10+ the PCs APL.  Failure gives the PC the APL in damage.

APL 2:   
1. Goblins (8):  hp 4;  see Monster Manual page 106
2. Goblins (8):  hp 4;  see Monster Manual page 106
3. Orcs (4): hp 4; see Monster Manual page 146.
4. Ogre: hp 26; see Monster Manual page 144
APL 4:
1. Orcs (4): hp 4; see Monster Manual page 146.
2. Orcs (4): hp 4; see Monster Manual page 146.
3. Ogre (2): hp 26; see Monster Manual page 144 
4. Ettin, wounded: hp 30; see Monster Manual page 89.
APL 6:
1. Ogre (3): hp 26; see Monster Manual page 144 
2. Ogre (3): hp 26; see Monster Manual page 144 
3. Ettin: hp 65; see Monster Manual page 89. 
4. Troll: hp 63; see Monster Manual page 180.
APL 8:
1. Ogre (4): hp 26; see Monster Manual page 144 
2. Ogre (4): hp 26; see Monster Manual page 144 
3. Ettin: hp 65; see Monster Manual page 89. Troll (2): hp 63; see Monster Manual page 180.
4. Ogre Mage: hp 37; see Monster Manual page 144
APL10:
1. Ogre (5): hp 26; see Monster Manual page 144 
2. Ogre (5): hp 26; see Monster Manual page 144 
3. Ettin (3): hp 65; see Monster Manual page 89. Troll (3): hp 63; see Monster Manual page 180.
4. Ogre Mage (2):hp 37; see Monster Manual page 144
As time runs out or the PCs accomplish their mission, read or paraphrase the following.

The battle for the bridge has been quick and brutal.  The enemy forces before you have been neutralized, when you see another large wave of enemies charging in your direction.  You can just make out the forms of dozens of Trolls, Ogres, and Ettins when arrow fire from behind you streaks into the enemy lines.  Wherever an arrow strikes home, a huge fire ball erupts within the enemy ranks.  Within moments, the enemy lines are decimated, and the bridge appears to be secure, at least for now.

PCs can now see that numerous Elven soldiers have joined them on the bridge.  They seem to appear out of thin air.  The Elves bear the heraldry of the DoU.  Behind them, the PCs can see and hear a score of Dwarves also advancing on the bridge.  They march in an orderly fashion to the sound of bagpipes.  The leader of the DoU elves tells the PCs that his unit was helping with the fight in Geoff.  They heard about the plight of Orlane when they came here for resupply and decided to volunteer their help.  The same holds true for the Dwarves.  The Dwarves bear the heraldry of the PoU.  The reinforcements then tell the PCs they are to report back to the assembly area while the Elves secure the bridge and the Dwarves inspect it for serviceability.  

Encounter Three A: The Gauntlet

(Key ideas of this encounter:  Cover 10 map sheets without getting killed) 

Note:  All monsters will only engage the PCs who currently occupy their map sheet.  They will not pursue.  If, however, the PCs stop to fight...

{XO leads volunteers to CO’s tent, and they exchange the usual salutes}

<CO> Ok troops.  This will be the most dangerous thing you have ever done.  The chances of living through this are very slim.  If any of you wish to back out now, you may return to your files with no negative consequences.  {Waits for anyone to leave and then continues}  Ok then.  I have sent all my couriers out to request reinforcements and I need replacement riders to carry dispatches through enemy lines to the 20th battle.  These dispatches MUST get through.  Everything depends on it!  We have tried to send messages magically and through the air, but nothing has gotten through. This is our last shot.  All of you are to mount up and ride for all you are worth straight for the keep inside Orlane.  We have picked the least defended route for you to take.  Each of you will be carrying these special fire-trapped dispatch satchels.  If you fall, the dispatches will be destroyed if the enemy opens the case.  Getting through is your only priority.  Any questions? 

The CO will answer any questions he can.  The real mission is simply a diversion to lure the enemy forces away from the bridges.  He is counting on the XO to carry news of the dispatch riders to the enemy commander (which he does.)  REWARDS:  Any GM PC volunteering for this mission is automatically awarded the Commandant’s Shield, an influence point with the GM Military, a commendation, and recommendation to any Knighthood or to the Couriers Meta-organization.

Any PC that dies on this mission will be brought back at the expense of Lord Vandradson.  They will be awarded the Sign of Trilesimain Posthumously.

Any PC that actually succeeds at this mission will also  be granted a field promotion subject to a maximum designated by the GM triad, and awarded the Sword of the March.

DEVOLOPMENT:  If any PC opens their dispatch case, no trap is set off.  The case contains crumpled blank parchment.

MAP 1

Bridge:  Orcs and Ogres.  No real threat.  Syrlock destroys the bridge/obstacle as the PCs cross.

MAP 2

Obstacle:  DC10+PC Lvl Ride Check to jump and stay in saddle.  If fail, mount takes 1 point of dmg.  If fail by 5 or more, mount takes ½ PC level in dmg.

Zombies, medium(4 times # of PCs)

Goblin, Archers (20)

The goblins fire at the mounts.  Divide attacks evenly among riders.  The zombies are milling around the obstacle.  They move to attack the nearest living targets.

MAP 3

Trolls(1 per PC) attempt to block the road. 

MAP 4

Obstacle:  DC10+PC Lvl Ride Check to jump and stay in saddle.  If fail, mount takes 1 point of dmg.  If fail by 5 or more, mount takes ½ PC level in dmg.

Ogres(1 per PC) attempt to block the road.

MAP 5

Ettins (1 per PC) attempt to block the road.

MAP 6

Obstacle:  DC10+PC Lvl Ride Check to jump and stay in saddle.  If fail, mount takes 1 point of dmg.  If fail by 5 or more, mount takes ½ PC level in dmg.

Hill Giant, lineholder(# of PCs/4, minimum of one) stands behind the obstacle.  He/they has/have combat reflexes and a dex of 14, giving him/them 3 AOOs.  He/they will attempt to club all riders jumping the obstacle, then throw rocks at those who make it and flee.
MAP 7

Absolutely nothing happens here.  Talk about paranoid PCs...

MAP 8

Obstacle:  DC10+PC Lvl Ride Check to jump and stay in saddle.  If fail, mount takes 1 point of dmg.  If fail by 5 or more, mount takes ½ PC level in dmg.

Ghouls(1 per PC) man the obstacle

Ghasts(1 per PC) man the obstacle

MAP 9

Swordwraith(1 per PC)6th level fighter, on foot.

HP:47; SPD:20; AC18; Attacks +12/+7 Longsword 9pts +1 pt STR as dmg; DR:10/+2; +2 Turn Resistance; Bolstered +4 Turn Resistance; Fort +6;Ref +6; Will +6.

Combat Reflexes (2 AOOs per round), Alertness, Expertise, Improved Initiative, Iron Will, Lightning Reflexes, Rower Attack, Sunder, Weapon Focus (LS), Weapon Specialization(LS)

Possessions: Thunderstone, Potion of Inflict Serious Wounds, Cloak of Resistance +1
The swordwraiths will attempt to block the road and utilize their combat reflexes as the PCs pass, then move to finish them off.

MAP 10

Obstacle:  DC10+PC Lvl Ride Check to jump and stay in saddle.  If fail, mount takes 1 point of dmg.  If fail by 5 or more, mount takes ½ PC level in dmg.

The obstacle is set on the bridge and guarded by four Ettins.

Ettins(4)

Interlude Speech

The dead and wounded are tallied.

<Narrator> The time is six PM.  Reporting back to your files from your bridge assault, you see that the flag for another mass formation has been raised.  Gathering your gear, you hasten back to your file and form up for inspection.  Looking around, you see that a contingent of musicians and Syrlock specialists have arrived to strengthen your battle.  It looks as if you’re at now up to full strength.  Large explosions on the horizon mark the area where your allies are currently holding the line.  You find yourself wondering what price your allies are paying to buy your army this valuable planning time.  The Bugler sounds “Formation.”
{XO walks up to center stage and comes to attention.}

<XO> Pikeline!

<Two table GMs> Platoon!

<XO> A-ten-SHUN!

{All characters and GMs come to attention}

<XO> Report!
<One of two designated Table GMs respond in order.  They salute before they start their response, and hold it until the XO returns it> # Platoon # dead, # wounded.  # estimated enemy casualties, sir!

{After the last platoon reports, the XO executes an about face and waits.  The CO walks up to the front of the formation in front of the XO.  XO salutes and holds it.}

<XO> Sir, the pike line is formed and waiting for instructions.  1st Platoon has # dead and # wounded.  2nd Platoon has # dead and # wounded.  We estimate we have inflicted 1st#+2nd# casualties on the enemy.

{CO salutes XO.  XO drops salute}

<CO> Very well captain.  Post!

{XO executes a right face, walks to the side of the stage and faces the troops.  He then returns to attention.  Once the XO reaches his post, the CO continues.}

<CO> Stand at…

<Two Table GMs> Stand at …

<CO> EASE!  Ok troops.  We have come a long way today.  Many of you here have played key roles in our successes.  In particular, I would like to single out Captain Myrell for his special contributions to efforts.  Captain Myrell, front and center!

{XO steps in front of the CO with a confused look on his face and comes to attention.  From the side of the stage, an NPC cleric steps up and casts HOLD MONSTER.  The XO sees the cleric and briefly tries to flee, but is held fast.  The CO then draws his sword and approaches the XO}

<CO> Who you truly are we may never know.  But, you are NOT Captain Myrell.  For the crimes of treason and murder of a Gran March military officer and noble, I hereby sentence you to death.  To be carried out immediately…by me!  

<Narrator> Lord Vandradson beheads the foul creature with one sure stroke.  Upon death, the creature you knew as Captain Myrell changes into some gray skinned humanoid.  Many of the adventures among you whisper “Doppelganger…”

<CO> I have known about this spy for some time now, and have used him to feed the enemy commander false information.  I have also learned that the enemy has found an onyx deposit in Orlane and is using ore in conjunction with a foul ritual to create a gate in the temple of Merikka. From this gate, the enemy will be able to summon an unlimited amount of support directly from the abyss.  We must not allow this gate to be completed.  I have sent plans to the 20th battle, that our time has run out, and we must strike now.  Today.  Before nightfall.  I know many of you are weary and wounded.  But, we have no choice.  We must fight now, or the enemy’s numbers will sweep us away by dawn.  This is our time.  This is our test.  And by Heironeous, this is our land.  We will not fail!  Let us pray…

{NPC Cleric steps forward and reads the blessings of Heironeous from Appendix A.}

<CO>Amen.  Here we go.  Form up into your units and prepare to charge.  We will pass though our allies and into Orlane.  This is it.  May Heironeous watch over us all.  Pikeline!

<Two table GMs> Platoon!

<CO> A-ten-SHUN!

{All characters and GMs come to attention}

<CO> When the command is given, Fall out into your units, form up and prepare to charge.  Fallout!

Encounter Four: The Battle for Orlane

TIME:  2 hours.  The last 15 minutes of this slot are reserved for the GM to total results and report them to the “Platoon Leader” GM.  The players are free to socialize in a freeform manner for this time.  At the end of the allotted time, the round is over regardless of where the PCs are in the mission.  The end of the mission will be denoted by the bugler sounding recall.  

(Key ideas of this encounter:  The big final fight.  Break through to the 20th battle and liberate Orlane.

Each file is sent to a table.  The setup is simple.  Start the PCs on the near map edge, and the first wave of enemy on the other.  Let them fight it out to the death.  Advance a new wave of enemy onto the enemy map edge every third round.  Play the monsters as they are found in the PHB.  DO NOT take it easy on the PCs!  If the PCs survive through all 4 rounds of combat, they have succeeded in linking up with the 20th battle.

APL 2:   
1. Orc (4): hp 4; see Monster Manual page 146 
2. Ogre (2): hp 26; see Monster Manual page 144 
3. Ogre (4): hp 26; see Monster Manual page 144 
4. Ettin, wounded: hp 30; see Monster Manual page 89. 

APL 4:
1. Ogre (3): hp 26; see Monster Manual page 144 
2. Ogre (6): hp 26; see Monster Manual page 144 
3. Ettin: hp 40; see Monster Manual page 89. Ogre Mage: hp 25; see Monster Manual page 144
4. Swordwraith(2)6th level fighter, on foot.HP:47; SPD:20; AC18; Attacks +12/+7 Longsword 9pts +1 pt STR as dmg; DR:10/+2; +2 Turn Resistance; Bolstered +4 Turn Resistance; Fort +6;Ref +6; Will +6.Combat Reflexes (2 AOOs per round), Alertness, Expertise, Improved Initiative, Iron Will, Lightning Reflexes, Rower Attack, Sunder, Weapon Focus (LS), Weapon Specialization(LS)Possessions: Thunderstone, Potion of Inflict Serious Wounds, Cloak of Resistance +1
APL 6:
1. Ogre (6): hp 26; see Monster Manual page 144 
2. Ogre Mage: hp 37; see Monster Manual page 144 Troll: hp 63; see Monster Manual page 180.
3. Swordwraith(2)6th level fighter, on foot.HP:47; SPD:20; AC18; Attacks +12/+7 Longsword 9pts +1 pt STR as dmg; DR:10/+2; +2 Turn Resistance; Bolstered +4 Turn Resistance; Fort +6;Ref +6; Will +6.Combat Reflexes (2 AOOs per round), Alertness, Expertise, Improved Initiative, Iron Will, Lightning Reflexes, Rower Attack, Sunder, Weapon Focus (LS), Weapon Specialization(LS)Possessions: Thunderstone, Potion of Inflict Serious Wounds, Cloak of Resistance +1
4. Devourer: hp 65; see Monster Manual page 89.
APL 8:
1. Ettins (3): hp 65; see Monster Manual page 89 
2. Troll (6): hp 63; see Monster Manual page 180.
3. Swordwraith(3)6th level fighter, on foot.HP:47; SPD:20; AC18; Attacks +12/+7 Longsword 9pts +1 pt STR as dmg; DR:10/+2; +2 Turn Resistance; Bolstered +4 Turn Resistance; Fort +6;Ref +6; Will +6.Combat Reflexes (2 AOOs per round), Alertness, Expertise, Improved Initiative, Iron Will, Lightning Reflexes, Rower Attack, Sunder, Weapon Focus (LS), Weapon Specialization(LS)Possessions: Thunderstone, Potion of Inflict Serious Wounds, Cloak of Resistance +1;Ogre Mage: hp 37; see Monster Manual page 144
4. Devourer (2): hp 65; see Monster Manual page 89.

APL10:
1. Ettins (6): hp 65; see Monster Manual page 89 
2. Troll (10): hp 63; see Monster Manual page 180.
3. Swordwraith(6)6th level fighter, on foot.HP:47; SPD:20; AC18; Attacks +12/+7 Longsword 9pts +1 pt STR as dmg; DR:10/+2; +2 Turn Resistance; Bolstered +4 Turn Resistance; Fort +6;Ref +6; Will +6.Combat Reflexes (2 AOOs per round), Alertness, Expertise, Improved Initiative, Iron Will, Lightning Reflexes, Rower Attack, Sunder, Weapon Focus (LS), Weapon Specialization(LS)Possessions: Thunderstone, Potion of Inflict Serious Wounds, Cloak of Resistance +1;Ogre Mage(2): hp 37; see Monster Manual page 144
4. Devourer (5): hp 65; see Monster Manual page 89.

Possible Conclusions:

A:  Total success.  PCs defeat all the enemy and still have at least one live PC. 

Rewards:  The CO will thank the PCs for a job well done and will provide all PCs with commendations with recommendations for promotion and one permanent influence point with the Gran March military.  The leader of the file will be awarded a permanent field promotion subject to a maximum designated by the GM Triad.  In addition, all GM active duty military participants will receive 2 weeks of extra leave in reward for their heroic efforts.  This is reflected by 2 additional TUs that the PC can use to play non-military scenarios.  THESE ARE NOT ADDITIONAL TIME UNITS, JUST REALLOCATED ONES.

Developments:  PCs get full treasure and XP.  Dead PCs can be raised with “Raise Dead” spells.

All needed spells for PC recovery may be purchased without the need for influence points.  If the PCs turned in the NPC cleric of Zilchus, then PCs may also purchase any clerical spell up to 4th level at ½ cost.  

B:  Partial Success.  PCs are still alive when time runs out, but did not go through all the waves of combat to link up with the 20th battle. 

Rewards:  If the overall mission still succeeds, then the PCs will still get a commendation and a regular influence point.  If the overall mission fails, they receive nothing. 

Developments:  After determining the final result of the combat, apply the results from that result.  Ie. The players will either get the developments from “Total Success” or “Complete Failure.”

C:  Complete Failure.  PCs all died or retreated.  

Rewards:  None!  If any of the PCs survive, the CO will berate the PCs on their shortcomings and award them 1 demerit each.  The leader of this file will be removed from a position of command either by a lateral transfer or demotion.

Developments:  Dead PCs will have to be brought back with “Resurrection” spells as too much time will have passed before their bodies are recovered.  All needed spells by PCs will have to be purchased at 2 times the normal cost.

Conclusion A: Success!

<Narrator> The battle was tremendous.  Losses were heavy on both sides.  However, with courage, resourcefulness and dedication, the forces of good have prevailed.  Looking around, you see some of your fellow soldiers are bloodied, some are gone forever, and some survivors will never be the same.  You have been to hell and back and emerged victorious.  There is much work to be done rebuilding Orlane, but with the same determination that led your forces to victory, you know the job will be done quickly and efficiently.  However, troubling rumors continue to emerge after the battle.  Some rumors have named the leader of the enemy forces as one of the 13 original Death Knights.  These same rumors say that he and a host of his undead soldiers slaughtered the cavalry unit containing the enemy retreat and made their way into the Dim Forrest.  You wouldn’t normally believe these rumors, but, the 3rd Medium Cavalry Platoon of the 10th Battle who had that task has gone missing, and no one is “Officially” talking about it... One last formation has been called for the survivors of the Battle of Orlane to award those among you who have proven themselves exceptionally valiant.  The Bugler sounds “formation.”

{CO walks up to center stage and comes to attention.}

<XO> Battle!

<Two table GMs> Platoon!

<CO> A-ten-SHUN!  Parade!

<Two table GMs> Parade!

<CO> REST!  If I call your name, come forward. {CO will read names of PCs put in for special awards and promotions.}  The rest of this is pretty much free form as he will award the PCs the appropriate awards.  The he will do the same for posthumous awards, and ask the Bugler to play “taps” to honor the fallen.  The will then call everyone to attention and give the command to fallout.

The interactive concludes here.
Conclusion B:  Failure!

<Narrator> The day long battle turned into a week long siege.  Gran March reinforcements poured in from every direction, but the enemy continued to summon reinforcements from the cursed temple.  With a tremendous effort, the forces of  Gran March were finally able to push the enemy out of Orlane and into the Dim Forrest.  Along the way, your enemy finally has revealed his true nature.  He is one of the 13 original Death Knights created on Oerth.  His purpose in the March and his future plans remain a mystery.  The losses on both sides were catastrophic.  Orlane was burned to the ground.  Of the 31st provisional battle, losses were 75%.  The 3rd Medium Cavalry Platoon of the 10th battle has been decimated.  It will be a long time before things return to normal in this section of the March.  As for the Death Knight...he has nothing but time.

The End

Experience Point Summary

Total possible experience: 

Conclusion A


APL2 ZZ xp;  APL4 ZZ xp; APL6 ZZ xp;

APL8 ZZxp; APL10 ZZxp

Conclusion B


APL2 ZZ xp;  APL4 ZZ xp; APL6 ZZ xp;

APL8 ZZxp; APL10 ZZxp

Treasure Summary

Player characters may keep items from the scenario that are listed on the treasure list below or which meet the following conditions: 

1. The item must be non-magical and specifically listed in the text of the adventure (e.g armor on foes). If it is not listed in the text, the characters cannot keep it. Items of this nature can be sold for 50% of book value, or recorded on a log sheet. 

2. Animals, followers, monsters, henchmen, and so forth (any living being, basically) may not be kept from a scenario for any reason unless the treasure summary lists the being specifically. It is okay for the player characters to form relationships with NPCs, but these will not be certed and cannot bring material benefit to the character. Contacts (sources of extra information) must be specifically certed.

3. Theft is against the law, but may be practiced by some player characters. Items which are worth more than 250 gp that are of personal significance to the owner (including family heirlooms), and all magical items, will be discovered in the possession of the character by one means or another. The character must return the item and pay a fine equal to three times the value of the item stolen. In addition, the PC caught receives campaign-decided penalties for being known as a thief. For other stolen items which meet the criteria in #1 above, use your judgment and the circumstances within the game to determine whether a PC thief gets away with the theft or not. 

Any item retained according to these rules, which does not have a certificate, will not ever have a certificate issued for it. 


The campaign staff reserves the right to take away any item or gold acquired for things which it later finds unreasonable but which were allowed at the time.

Conclusion A

APL 2–loot(xx gp), coin-(yy gp),magic item name- (value gp).

APL 4–loot(xx gp), coin-(yy gp),magic item name- (value gp).

APL 6–loot(xx gp), coin-(yy gp),magic item name- (value gp).

APL 8–loot(xx gp), coin-(yy gp),magic item name- (value gp).

APL 10–loot(xx gp), coin-(yy gp),magic item name- (value gp).

Conclusion B

APL 2–loot(xx gp), coin-(yy gp),magic item name- (value gp).

APL 4–loot(xx gp), coin-(yy gp),magic item name- (value gp).

APL 6–loot(xx gp), coin-(yy gp),magic item name- (value gp).

APL 8–loot(xx gp), coin-(yy gp),magic item name- (value gp).

APL 10–loot(xx gp), coin-(yy gp),magic item name- (value gp).

Appendix A: Rumors

Rumor Table


The 20th Battle was wiped out to the last man!


The shadows from the Dim Forrest have invaded.


Some Gran March soldiers deserted and now serve the enemy.


The enemy has inserted a spy in our midst.


A group known as “The Brotherhood” from the Principality of Ulek is responsible for this whole mess.  First they stole all the cavalry horses, and now they have an alliance with the enemy.


A cult of Vecna is helping the enemy.


The enemy leader is a huge Cloud Giant.


The enemy leader is an armored warrior with glowing red eyes.  An ancient-looking, defaced symbol of Heronious is said to be displayed on his armor and shield.  Some have said that flames lick the  hooves of his huge black steed as it runs!


Some of the enemy fought on despite having mortal wounds.


The bulk of the enemy forces have already left.  Even now, they march on Hookhill.


One of the Arch Deans from Syrloch will join us here shortly.


The mages and sorcerers of Syrloch have refused to help us.  Some believe they are in league with the enemy.


Keoland is behind this whole mess.  They want to make us dependant on them again.


This is only an exercise.  No one would be foolish enough to invade the March.


Martial Law has been declared in the area.


Somehow, the halflings are behind this whole mess!


The commandant was visiting Orlane when it fell.  He was killed by the enemy.


The commandant was visiting Orlane when it fell.  He was captured by the enemy.


A whole pike line of knights were massacred by the enemy.  They didn’t even inflict a single casualty before they fell.


This is all just an illusion to test our abilities.


A whole group of evil gnomes has joined the enemy.


The military supplies in Orlane were blown up to prevent their capture.


The military supplies in Orlane were captured by the enemy.


The military supplies in Orlane were accidentally blown up  by the enemy.


The military supplies in Orlane were
evacuated by caravan before the city fell.


Some evil druids from the Dim Forrest have joined the enemy.

Appendix B: Prayer to Heironeous

For years now, the Army of the Gran March has fought the minions of evil in a great crusade to free our neighbors from the Tyranny of the Giants.  By the will of Heironeous, Sterich has been liberated, and great strides have been made in the retaking of Geoff from the Hoards of Chaos.

The Enemy has seen this, and has stabbed at us with a most horrible knife, a cowardly sneak attack upon an unsuspecting populace.  The souls of our citizens, our families, recently departed so violently from this world, now watch us from the heavens, and have asked the Champion of the Righteous to avenge their wrongful and sudden deaths.

The Lord of Battle has entrusted Us with this responsibility. 

Through his Hand, our swords and axes will cleave through the tainted flesh of our Enemy.  

Upon his Righteousness, we will find that any enemy can be defeated, no matter how horrible or strong.

By his Will, courage from the untouched depths of our souls will spill over, for victory and vengeance will be ours.  

And if you should fall, watching that final blow from the giant’s club, fear not, The Champion of Valor has not forsaken you, but has welcomed you into his halls.  For if you fight bravely and with honor you will find yourself wading on the shore of Mount Celestia, where you will most certainly be among friends.  

“Oh Lord of the Righteous, lend these Soldiers of Justice your strength, your courage, and your protection as they avenge the murder of the Citizens of Orlane.  

Accept the souls of those who are about to fall in this battle into your host, for they fight for freedom, righteousness, and to put at rest the souls of those whose lives were cut short by Evil.  

May our actions bring your most Glorious Court one more pennant of honor and victory. 

In your name we fight, oh Great Lord of Battle, Heironeous the Unconquered.

DM Information

Ghost File:

The ghost file exists to allow “Dead” PCs to continue to play in the event despite the loss of their character.  The players still uses his character, but plays it as a NPC.  If their character is later raised or resurrected, they may gain no benefits from their actions while playing with the ghost file.  Likewise, any expendable items used are not lost to the real PC if they are brought back.  However, do not tell the player this information as it may have a drastic effect on the way they portray their PC(NPC) in the event.

Initiative:

Initiative should be resolved using the “Round Robin” method starting at whoever has the highest modifier.  Seat the players in order around your table based on that.  The enemy’s initiative status will automatically be determined per round by the PCs actions the round before.

Rolling Dice:

GMs will be provided pre-generated d20 rolls on a sheet of paper.  Use these instead of rolling lots of dice.  In the case of any other variable rolls for damage and such, average the damage.  For instance a 5d6 fireball would inflict 5x3=15 pts of dmg.  A 3rd level magic missile would be 2d4+2 which averaged would be 2+2+2=6 pts of dmg.  Use this only for the enemies.  Let the players roll all they wish to.  Bottom line, players roll, DMs do not.

Cohorts/Animals:

Cohorts may only be used by PCs when their file is not at full capacity.  Cohorts playing in the final battle automatically are assigned to the “Reserves.”

Animals and animal companions do not fit well in the highly structured formations of the Gran March military and are not allowed to participate.

Calling in Help

Arrows:   If the PCs were successful in certain previous rounds, they may call for archer support in the final battle.  Some PC groups may be able to call for fire twice.  The support consists of 20 attack rolls of +(APL) to hit.  The arrows do 4 points of damage.  If the PCs have gained Bardic Inspiration, the arrows are APL+1 to hit and do 5 points of damage.  Assume the archers have precise shot if it applies.  As the DM, you will determine where the fire goes. The archers will fire on whatever THEY feel is the biggest threat.  Calling for fire is a full round action that provokes an attack of opportunity.  Gran March soldiers and veterans automatically succeed at the check to make the appropriate flag gestures.  All other PCs must make a Profession (soldier) check of DC 10+APL or a default Wisdom check of the same DC.

Medics:  As a full round action that provokes an attack of opportunity, the PCs may call for a medic from the HQ reserve unit.  If a medic is available, they arrive at the end of the initiative phase on the following round and can act normally.  The medic arrives at the rear map edge.  The medic stays for APL/2 rounds.  The medic then may leave the combat by moving to the same edge of the map from which they arrived, and returns to the reserve unit.  Every Medic is issued a wand of CLW that cures 5 points of damage per application.

Syrlock:  If things are going very poorly for the PCs, they may call in fire on their own positions.  This is a Maximized fireball that hits everything on the board (except inside buildings). It deals (APLx6) damage to everything on the board.  Reflex save DC 19 for ½.

Victory/Failure

Failure: In the final battle, if a file is wiped out or retreats, everyone immediately looses bardic inspiration if they have it.  The tables nearest the destroyed file immediately raise two APLs  This can create a cascade effect.

Victory: If a file is victorious, then everyone immediately gains a +1 circumstance bonus to hit and damage rolls, and the victorious file must then move to help another file engaged in combat.  To simulate this, tell all adjacent table DMs that their APL just lowered by 2.  This takes effect immediately.  The victorious file then moves into the “reserves” section to be administered by Lord Vandradson.

Medals and Promotions

As judges, be on the lookout for GM military characters that perform above and beyond the call of duty.  GM military characters can receive a variety of benefits including...

Commendations

Influence points.

Favor of Lord Vandradson

Field Promotions

Medal: Baronial Medal of Valor

Medal: Commandant’s Shield

Medal: Sword of the March.

Medal: Sign of Trilesimain (Usually Posthumously)

Don’t give these away, but don’t be stingy either.  If you note an act that you feel deserves one of these, make a note on the back of their character sheet, and bring it to the attention of Lord Vandradson(Derrel Weaver) who will then discuss the matter with our attending triad member.

On the flip side, this is a “Threatened” military environment.  Be sure to read the GM military doc for what this means exactly.  But, in essence, any violation of orders or behavior not conducive to complete and total GM military victory will be looked upon VERY harshly by TPTB.

Timeline:
8-9: Rehersal

9 Begin Interactive, Intro/Organization

9:15 First Formation

10:15 Second Formation

11:15 Third Formation

12:15 Fourth Formation

2:00 Final formation/awards ceremony- Leads directly into “Real” Awards Ceremony.

Time Line/Flow Chart for The Battle of Orlane
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Probe Mission


For all PCs





Recon Mission


Special Stealth Mission





Interlude #1





Supply Detail


For all PCs





Hospital Mission for all senior clergy








Interlude #2





Bridge Assault for all PCs





The Gauntlet for volunteer PCs





Interlude #3


XO dilemma resolution





Final Battle








�PAGE \# "'Page: '#'�'"  ��Veteran is not a separate rank.  When veterans are reactivated they serve in the same rank they had when they mustered out.  The majority will be soldiers, however it is possible to be promoted after mustering out, and these characters are reactivated at a higher rank.  They should receive potions according to that rank.  Also, reactivated veterans are eligible for all awards (commendations, promotions, etc) that military characters are eligible for.


�PAGE \# "'Page: '#'�'"  ��This number should be modified by ranks of Gather Information somehow.


�PAGE \# "'Page: '#'�'"  ��Why?  Also, does this include the Resurrection spell?





The Battle of Orlane
Round 1
Page 21

