GRM7-IN5

Hammerstrike

A Two-Round D&D® Living GreyhawkTM 

Gran March Interactive Adventure

Version 0.9.0

by P. Dennis Waltman

Reviewers: Gran March Triad


Playtesters: Dave Brainard, Paige, Michael Roderick, Sr., Al Degenaar, Stef Degenaar, Adam Dittmer

“Cavalry, “ Knight Colonel Jabbar began, “is a  force that can disrupt communication, supply and reinforcement should it be allowed to wander unscathed behind the lines  We won’t be unscathed for long, but disruption is the goal.  We will fill the GMS Lortenford with so many fighting men and woman that there will be barely room for a few rats and weasels. Then we will stealthily make our way near the first target.  Small teams will be unloaded along a fighting front.  The teams will make their way a shore and push past any resistance on the bank.  They will march to a logistics base where they will take their mounts and then the disruption and havoc can truly begin…….. . A Gran March Interactive Missions adventure for APLs 2-8. 
Interactive Missions events may be run as an Interactive, or by individual tables like a regular event.  In the non-interactive versions the table will stick to a particular APL and will not affect other tables at the same time.  How it is run is decided by the convention coordinator(s).

Note: This adventure will be of particular interest to Gran March military and veteran characters.  Please note that small characters may have difficulties in some portions of this event.  The Knight Colonel has made arrangements for all standard sizes of Centaurs.  This game should be played before GRM 7-IN6 Hammerfall.

RPGA® Sanctioned Play

Most likely you ordered this adventure as part of an RPGA even from the RPGA website, or you received it from your senior gamemaster. To play this adventure as part of the Living Greyhawk campaign—a worldwide, ongoing D&D campaign set in the Greyhawk setting—you must sanction it as part of an RPGA event. This event could be as elaborate as a big convention, or as simple as a group of friends meeting at the DM’s house. 


To sanction an RPGA event, you must be at least a Herald-Level gamemaster. The person who sanctions the event is called the senior gamemaster, and is in charge of making sure the event is sanctioned before play, runs smoothly on the date sanctioned, and then reported back to the RPGA in a timely manner. The person who runs the game is called the table Dungeon Master (or usually just DM). Sometimes (and almost all the time in the cases of home events) the senior gamemaster is also the table DM. You don’t have to be a Herald-Level GM to run this adventure if you are not the senior GM. 


By sanctioning and reporting this adventure you accomplish a couple of things. First it is an official game, and you can use the AR to advance your Living Greyhawk character. Second player and DMs gain rewards for sanctioned RPGA play if they are members of the Dungeons & Dragons Rewards program. Playing this adventure is worth two (2) points. 


This adventure retires from RPGA-sanctioned play on December 31, 2008.


To learn more about the Living Greyhawk character creation and development, RPGA event sanctioning, and Dungeons & Dragons Rewards, visit the RPGA website at www.rpga.com.

Players Read No Farther

If you are planning on playing this adventure, stop reading now. The rest of the information in this adventure is for the DM only. If you read farther than this section, you’ll know too much about its challenges, which kills the fun. Also, if you’re playing this adventure as part of an RPGA-sanctioned event, reading beyond this point makes you ineligible to do so.
Preparing for Play

To get the most out of this adventure, you need copies of the following D&D books: Player’s Handbook, Dungeon Master’s Guide, and the Monster Manual. 
Throughout this adventure, text in bold italics provides player information for you to paraphrase or read aloud when appropriate. Sidebars contain important information for you, including special instruction on running the adventure. Information on nonplayer characters (NPCs) and monsters appear in abbreviated form in the adventure text. Full information on NPCs and monsters are given in the Appendices. 

Along with this adventure you’ll find a RPGA Table Tracking sheet. If you’re playing this adventure as part of an RPGA-sanctioned event, complete and turn in this sheet to your senior GM directly after play. You’ll also find a Living Greyhawk Adventure Record (AR). 

Living Greyhawk Levels of Play

Because players bring their own characters to Living Greyhawk games, this adventure’s challenges are proportionate to the modified average character level of the PCs participating in the adventure. To determine this modified Average Party Level (APL) follow the steps below:

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

2. If PCs bring animals that have been trained for combat (most likely dogs trained for war), other than those brought by virtue of a class ability (such as animal companions, familiars paladin’s mounts) or the warhorse of a character with the Mounted Combat feat, use the sidebar chart to determine the number of levels you add to the sum of step one. Add each character’s animals separately. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately. 

3. Sum the results of step 1 and 2, and divide by the number of characters playing in the adventure. Round to the nearest whole number.

4. If you are running a table of six PCs, add one to that average.

Throughout this adventure, APLs categorize the level of challenge the PCs face. APLS are given in even-numbered increments. If the APL of your group falls on an odd number, ask them before the adventure begins whether they would like to play a harder or easier adventure. Based on their choice, use either the higher or the lower adjacent APL.


APL also affects the amount of experience and gold a PC can gain at the end of the adventure. If a player character is three character levels or more either higher or lower than the APL at which this adventure is being played, that character receives only one-half of the experience points and gold for the adventure. This simulates the fact that either the PC was not challenged as much as normal or relied on help by higher-level characters to reach the objectives. 


Furthermore, a PC who is four or more levels higher than the highest APL supported by the adventure may not play the adventure.

 SHAPE  \* MERGEFORMAT 




Living Greyhawk adventures are designed for APL 2 and higher. Four or five 1st-level characters may find the challenge of an APL 2 adventure difficult. Suggest the following to these groups to help increase their chances of success: 

1. Enlist a sixth player.

2. Advise characters to buy riding dogs to help protect them, and fight for them.

Time Units and Upkeep

Time Units are no longer being used.


Adventurer’s Standard Upkeep costs 12 gp.  Rich Upkeep costs 50 gp.  Luxury Upkeep costs 100 gp. Characters that fail to pay at least Standard Upkeep will retain temporary ability damage until the next adventure, must buy new spell component pouches and healer’s kits, and may suffer other in-game penalties (or possibly gain in-game benefits) as may be detailed in this adventure.


A character who does not pay for at least Standard Upkeep may also avoid the above-described penalties by living off the wild.  If the character possesses four or more ranks in the Survival skill and succeeds at a Survival check (DC 20), the character will heal temporary ability damage as if he or she paid for Standard Upkeep, may refill spell component pouches and healer’s kits, and may restock up to 20 arrows or bolts if the character has at least four ranks in Craft (bowmaking).  The player is allowed to Take 10 on this roll.


More information about Lifestyle and Upkeep can be found in the “Lifestyle and Upkeep” section of Chapter 3 of the Living Greyhawk Campaign Sourcebook.

Adventure Background

As a result of negotiations between the Principality of Ulek and Gran March, it was decided that if Gran March could take and hold the fortress known as the Hammer, that they may have it and the surrounding lands by Right of Conquest.  In return, Gran March agreed to allow follows of Ulaa to become one of Gran March’s standard churches and begin convert its residents.

Commandant Magnus Vrianian had the declaration of Ulaa made to his people, and commissioned the first Ulaa temple with his money.  Since Keoland had sent 5000 men to the battles in the Bissel-Ket war, it was safe to send part of the Army of Security to the Disputed Territories.  Leaving KFM Envian In charge, he tasked the KFM to take the fortress of Hammer as his primary goal and separated his command from the other Army working with the Principality.

Teleportation Circles were used to get troops in the area quickly and the Army plans to strike quickly.  If a long siege is needed, then the Army of Victory and PoU allies will be needed, but while the enemy believes the Army is still making its way to the region, the KFM plans to start with irregular forces in irregular attacks.  This initial cavalry raid will force the garrison of the Hammer to expend resources to protect their supply lines and reinforcement.  In addition, while the cavalry is wreaking havoc, pathfinders in the area can investigate other aspects of the enemy’s forces and fortifications more closely.

Preparation for Play

Non-interactive DM Note:  The time deadlines in this game are intended to be enforced during Interactive play only.  Players are not restricted to those times in table or non-interactive play.  As DM you can use those time periods as a guideline, but there are interactive elements in this game that might take 30 minutes for an interactive and 5-10 minutes (or less) for a non-interactive session.  That leaves more time to complete the general sections.

Interactive Experience and Gold

Make sure all players know that this counts as an interactive even if played as individual tables.  Characters gain gold and experience based on their level not the APL they are playing, with odd levels going down.


This is also a no-item access interactive game, so there will only be non-item/feat/prestige class related specials and no items found on the AR.


The game is officially a 4 round interactive 4/8 TU, but with the limits on TUs lifted this makes little difference.  A consequence however, is that this game gives the same experience and gold possibilities as a regular scenario two round game.


Also, the AR may show up to APL 16, but this game is only APL 2 to 8.  Characters above 8th level will only get experience and gold for APL 8.

GMS Lortenford

This longship has its full complement of crew and the additional persons going on the Hammerstrike raid.  There is just room for equipment and the people.  No mounts or animals are allowed unless they are tiny or small (obvious animal companions fall in this category).  It does not matter if they fly or swim, they are not allowed and are considered slain if the PCs have them come along anyway.  The blurb makes this clear, the PCs know the conditions and should bring characters that can function without special animals.

Organizer note:  the maps are possible to generate without the NPC positions labeled if a large scale map printing was desired for battle maps.

Encounter Length and rage

Many encounters are quite long with several waves of attackers.  All the waves of attacks count as part of the encounter.  Barbarians who rage too early in an encounter will very likely find themselves fatigued when their rage runs out.  The players may not be used to that ever happening before, so keep a close watch on the length of barbarian rage.

Introduction

Encounter Time: 30 minutes

The characters are on shore at this time, they are gathered not far from their ship in anticipation of leaving.  While it is possible that tables may have been pre-mustered, there may be players who, upon hearing the conditions of the game, may wish to bring in other characters.  An interactive might be able to accommodate level changes, where a non-interactive might only be able to make APL if the player has another character of similar level range.  This is allowed as some characters only really function with a special mount or creature that will not be allowed along.


DM Note: All veterans are activated at their last rank.  Characters that started the game as at veteran at 1st level have the Soldier rank


DM Note:  All members of the Principality of Ulek Military or Navy get a +2 insight bonus to Knowledge checks in this game due to their experience with the area.


This section gives the tables a chance to gather, introduce themselves, and for DMs to gather needed information.


As players gather, they should have an idea of the character they plan to play.  Gather them into general APL groups.  If they talk have them do so quietly.


A person playing Knight Colonel Jabbar should read Player Handout 1 out loud to all players (Non-interactive tables should provide Player Handout 1)


This time is thus set aside for tables to muster and for DMs to gather the information needed to play.   DMs should caution all players to pick their spells at this time.


It is quite possible a player might decide to play a different character after hearing the briefing. 

Team Leader

Each table also needs to decide upon a team leader.  By default this falls to the highest ranking Gran March active duty military character.  


However it is possible a player might allow someone else to be team leader, especially if the other is cavalry and they are something not very cavalry-like.  Or perhaps the player is not comfortable in that role.  If a lower rank person is becoming team leader that choice is not up to the table but up to the higher rank person.  If more than one person has the same rank, whoever in real time has held the rank the longest has highest rank.  If it is the same, then if there is a disagreement, use the non-Gran March table disagreement rules.


It is also possible there are no Gran March active duty military characters at the table, or there is a disagreement between people of equal rank.  If the table does not come to a team leader decision by the time this encounter is over the default leader will be the character with the second highest un-buffed diplomacy modifier.


In the case of veteran or active military characters of less than Sergeant rank becoming team leader, the Knight Colonel will make the character a brevet-Sergeant (Sergeant for the mission duration).

APL 8 Special


Tables of characters above 8th level should be offered the Special Mission APL 8.  The rewards are no different, but the encounters are more challenging.  .  There can be more than one APL 8 Special tables.  In such a case a majority success would be needed for benefits.


When calculating victory conditions related to completing an encounter set on time, DO NOT include the failure of APL 8 Special in these calculations,.  This is an APL 2-8 game, and characters capable of playing the APL 8 special would wipe the floor of normal APL 8.  That they have chosen a tougher road to follow should not impact their or their fellow team rewards.  You do count their successes in the calculation.


For example, if all teams must finish an encounter set in 90 minutes, and the APL 8 Special table is the only one that did not, then this still counts as all teams, because their failure does not count against it.  If however, the APL 8 special succeeded, and the victory conditions were that three fourths the tables must succeed, then they do count towards meeting this number.

MR. Karr

If a table only has 4 or 5 people, then an NPC can join the party, if this is OK with the players.  Someone at the table will need to run the NPC.  Sight unseen they can be told it is a Paladin.  Appendix 1 has the APL 2-8 versions of Mr. Karr.   Mr. Karr in all versions has a cure light wounds wand with much less than full charges.  In this way the NPC can help with fighting and healing.


This is also an option for characters not playing the game interactively.


Under no circumstances will this NPC replace a player wanting to play their cohort.


Mr. Karr has had his paladin mount die on him recently.  He is past the point of penalties but for some reason no mount comes to him when he calls it.  He knows this and will not call it.


Mr. Karr does not add to the APL of the table UNLESS the table wants him to do so.  A table short of people should not play up.

Housekeeping Matters

Character Introductions

This is the time for character introductions.  

Timed Encounters

The DM should inform the players that parts of the game are timed.  Failure to complete the encounters in the time allotted means a partial failure in that part of the game, and can contribute to a more difficult situation later on in this game, or in year 8 games.  The timing is aggressive and each player needs to be ready with what they are going to do.  Arguing rules just delays the situation. 

Average Damage

The DM should also inform the characters that the author has provided an average damage chart.  If the players agreed, the DM would take average damage and not spend time on dice rolls.

Players also have that option but it must apply to the table as a whole and they cannot change their mind.  Player Handout #2 contains a copy of the average damage chart.  This option is available even if this is run Missions style (i.e. not interactive but by individual tables). 

In all cases D20s will still be rolled, but average damage can significantly speed the execution of this game.

Receiving Help

The DM should ask the table how they feel about receiving help from other tables at the times when such cross table action is allowed.  The Organizer should have some sort of easily visible sign, or keep a good record, of which tables indicate they do not want to receive help (they also will not be able to provide help to other tables).

Some groups of players do not want other players coming into their fights, this would accommodate them.  It also removes the necessity of the organizer or lead DM to come and ask at each encounter.  If a table is OK with help, then help may come to them.  If a table is not OK with help, then they will not give help nor receive it.

Favors

The DM should learn if any of these characters have played any of the following games: 

· GRM 6-SI1 Exigency, 

· GRM 7-2 Gullet, 

In each of the games the PCs may have gained a favor of Azar Taloan at different ranks in his career.  Note - they may also have used those favors in previous games.

Timing

The DM should find out if any one has already played SHE 7-7 “Prophecy.”  If so, they need to be told that the events of that game take place after this game.

Knights and Seekers

Find out if any characters are Knights of the Watch or Dispatch, and if they played GRM 7-5 “Currents”.  If so, ask if they are Seekers.

If Knight characters have not played SHE 7-7 Prophecy, and are Seekers, record this, as it will be important in the Warrant Officer Deeds section.

Gathering Information

Before the game, the Interactive Organizer should have designated which rumor/information items are unique to each table. Having some of those items unique gives characters something to talk about in later sections, and there is a consequence of information lost if not enough people make successes.  DM Aid #7 has the rumors and lies for this section.

Have each character make a Gather Information check (this was before the characters officially gathered, so they cannot assist each other)

If anyone at the table makes a DC 10, then give the table one piece of unique information.

For each DC 15 check made at the table (the Mr. Karr NPC does not roll), give another piece of information, starting with that table’s unique information.

Note: Not all the information is accurate.

Encounter 1: Gathering

Encounter time: 45 minutes

A single Interactive DM should read this to the group:

You have gathered on the GMS Lortenford and begun your journey on the river.  It is the early dark before the dawn. The order is to keep quiet, speak not much louder than a whisper, and be careful moving about the ship.  There are far more men and much more equipment than this ship is designed to carry, so a sudden shift of men could lay the ship on its side and end the mission swiftly.  


A Warrant officer moves through the packed ship to deliver orders.  “Team leaders are ordered to the stern to meet with the Knight Colonel.  The stern is the back of the ship, to those who don’t know it.”

At this point the Team Leaders should move to the Command Group area.  If there is an available NPC, a Warrant Officer can come to each table get the team leader from that table and go to the next, so the room as a whole can see the team leaders.  This might not be practical but if possible can add a good interactive element to the game.  The Warrant Officer Deeds can tell each team leader to move carefully through the men so as not to make excessive noise or cause trim issues.

The Command Group section deals with what happens with the Command group people.  What little they know of their team in the introduction team will affect how they best use their time.

Warrant Officer Oliver Deeds will leave the command group to begin his NPC role.

If the Introduction took less than the full 30 minutes you can add that time here.

Post Command Group Mechanic for Characters moving about

One the team leaders have been gathered, a DM should tell the PCs the mechanic to move from table to table.  A DM should also note that some Lortenford crew might be moving about on their own.

The PCs are on a crowded boat and an excessive shifting of people from one side to the other could cause problems and excessive noise. 

A PC can move from his/her table only when there is an open seat at the adjacent table or someone will swap seats with them.  This will allow PCs to move about the ship talking with others, and depending on if there are extra chairs, 

You can have the NPCs use the same process (though that may take too long if a PC does not want to switch).   

While the Leaders are Talking

There are a few NPCs that will be making the rounds, while they don’t have to wait for empty seats to open up, it could add to the essence.  


Note that some of the NPCs are selling items and those limits are per table.  A crafty individual could exceed those limits by being at different times.  Original table members get first shot at table limited items, but if the original table members do not object a person could bypass the limits in that manner.


Read aloud text is provided for each section, mostly for the non-interactive tables, but if NPCs are in short supply judges at the table can fulfill these roles, and they too would need this test.  NPCs filling these parts should use the read aloud text as guidelines for their roles.

Lieutenant Azar Taloan

PCs may have met Azar Taloan as a Corporal in GRM 6-IS1 Exigency, or as a Sergeant in GRM 7-2 Gullet, or as a Lieutenant in GRM 7-IS2 Surrounded.  In each of the games it is possible Azar owes them a favor.  Characters may redeem these favors but they have to bring them up.  For those characters that have played those three games the DM should indicate they recognize him from those games.  Interactive NPCs should take their role cues from the non-interactive read aloud text.

For non-interactive games:

In the dim light a five and a half foot tall Baklunish man in studded leather armor and bearing a falchion approaches your part of the ship.  He bears the tabard of a River Guard Lieutenant, but before you can react, he says, “Stand easy.”  He sits in your cramped area and continues, “My name is Azar Taloan; perhaps we have met before.  I am making rounds to the landing teams to see if they perhaps might want to buy a few trinkets I have picked up in my travels to aid themselves in the coming assault...


I have a list here:


Show Player Handout #3 


To give everyone a similar chance of buying from my wares I’ll sell at most four of any one item to each group. 

Player Handout #3 has a copy of this list.  All scrolls are divine scrolls unless they say arcane.


As people offer to buy them, he will pull them out of his haversack.  If there is someone present who outranks him (only likely through time in grade as he has only been an officer for 4 TU or since November 2007) he will not give stuff out for free; these are his items and he is just taking a little time to see if anyone needs anything.


If any character mentions that Azar Taloan owes them a favor, he will acknowledge the favor and he will “lend” them 1000 gold in items per favor the character wants to redeem.  He expects any un-used item to be returned to him  (they do not count against treasure and they will not leave the game). He will still limit each team to 4 of any item in this lending.  The long list of very odd things is partly in case most players at the table redeem their favors.


DM Note: If the player calls in the favor make sure each favor is crossed off used on respective ARs.  

Senior Oarsman Kobern

For interactive tables, play the character as if you were a halfling, except of course you are a half-orc.  SO Kobern was once a halfling and he got reincarnated into a half-orc.  So he is a decent intelligence and charisma.  He was turned down for River Guard as a halfling and he loves being an Oarsman in his new body.  A Senior Oarsman is a similar rank to Corporal. 

For non-interactive tables:

It is hard to believe on such a crowded creaky boat that this half-orc snuck up on you, but he was among you sitting down before you realized he was there.

(If there is anyone of Sergeant rank or higher present): He took care to salute those of higher rank than he.

“Hey lubbers, “ the half-orc began, “what battles are you from, or units or whatever,”

He will listen to replies.  If asked why he wants to know:

Some guys did a favor for me once or twice or three times and they said just to treat the fellows from their units well the next I saw them.

Any Gran March active duty character that says they are from the 3rd, 13th, or 19th,  Battle gets a False Life (CL 10) potion from Senior Oarsman Kobern (who takes it from a Haversack).  He will thank them, have them tell their fellows that he repaid the debt, and move on.  He WILL not tell them what battles he is looking for but if someone asks, he will say only that it is bad to be so far from home (bluff +16; sense motive +16, Hide +16, Move Silently +16; he is 10th rogue)   If he is asked what it is he will tell them it is a False Life potion, but he will not tell them its level. 

Rumors and Lies

Warrant Officer Deeds and Marine Sergeant Cooper will make the rounds of the tables.  See DM Aid Rumors and Lies for the information that they can spread.  

Marine Sergeant Cooper

Marine Sergeant Cooper is a human (Flan) member of the Corporation, but a player will have to be very secretive in catching his attention without letting the other characters know.  If they blurt out loud anything, Marine Sergeant Cooper will pretend not to understand.  To PCs that make the Corporation connection there are a couple pieces of information he can pass along (see Rumors and Lies).

Warrant Officer Deeds

Warrant Officer Deeds is a human (Suel). To noticeable Knights and Squires of the Watch, he will introduce himself as Shining Light Warrant Officer Dispatcher Oliver Deeds Pious Behir (Monster of the Earth, a relatively high knight rank) (DC 15: Knowledge Religion check to know that Shining Light represents a relatively high ranking cleric of Pholtus in Gran March; same DC Knowledge: Local Sheldomar Valley MR or royalty and nobility that Pious Behir is a relatively high Knight rank).  

Warrant Officer Deeds does not openly display his holy symbol or the knights symbol, but turning his collar can show a pin for each.  He also has information to give, but he limits his key information to Knights and Squires of the Watch, worshipers of Pholtus, and persons of Sergeant rank or higher.  

To Squires of the Watch or Dispatch, or members of the Pholtus meta-org (or to the highest ranking original person at the table if these other two are not present), he will offer a Greater Magic Weapon spell; it will last ten hours, so if the ship voyage takes less than that time until the landing they will have the benefit.  He only has one per table, and if there are a lot of tables, he will end up using scrolls (as he only has 10 levels of cleric casting; Rng4Clr6 ChInq4).

To Knights he will ask if they are Seekers (see Housekeeping section), and if the character has not played SHE 7-7 “Prophecy” pass a note or whisper “A Wyvern is known; He who was sought shall be.”  It has absolutely nothing to do with this game, but is related to other things in the world.

Command Group Meeting

This only take place a full interactive version of this game, A DM or Organizer should fill the role of Knight Colonel Jabbar.  For the non-interactive game the DM can let the PC Team Leader know what was told to him but there is no trading or spell assignations is possible.


This goes on during “While the Leaders are Talking” for the rest of the tables.  If it does not last the full amount of time, the Knight Colonel keeps the leaders until just five minutes are left.  The Knight Colonel has some information he can provide (See Rumors and Lies).


Each team will be dropped off near the bank from the Lortenford around dawn.  The teams will remain stationary in the river until the ship gets further downstream, and then move to the bank.  He expects they will find forces along the bank at intervals. The resistance gets heavier as the ship gets closer to the Hammer.


Once past any resistance they will make their way inland.  The Pathfinders who scouted the area said that the column of smoke is visible from quite a distance, but most teams will head north by north-east.  The target is a logistics base for the Pomarj.  The smoke is from forges and repair facilities at the core, but the core is not the target.  In an outer ring are a series of corrals where the horses for the forces are kept.  Each team will attack a corral’s defenders and take mounts.


From there you will go east to rendezvous point making sure nothing can follow you there. 


The Knight Colonel presents each team leader with a bag.  He explains it contains hopefully useful supplies that each of them might find difficult to carry with them on the first stages of the mission. In their bags is a case.  In the case is a yellow gem, it will glow brighter as you make it closer to the camp.  It will be under some stealth as it was setup by pathfinders with syrloch assistance.

By the time you get there, we should have more detailed targets.  In general teams you will use the mobility of cavalry to wreak havoc among the supply lines forcing the commander of Hammer to send out more troops, and thus weakening the garrison at hammer.

He will give them a list of what is in the bag (Player Handout #4).  And give them time to trade among themselves.  If is possible that some might not need the items in the bag or need other things.  This is time for them to make these decisions, and then the first of the unloadings will occur.

This gives the team leaders a chance to give items on their list to other teams.  Also team leaders may share spells with team leaders.

Regarding other spells that might be available, the Knight Colonel will tell them what is available (Player Handout #5).  The team leaders, without consulting their tables, need to decide among themselves what teams get which spells.  This is a test of the leader’s knowledge of their team.  If there are complaints about not knowing, the Knight Colonel will not be impressed; saying something like, a leader needs to know his team to be effective.

The Knight Colonel does not know what sort of resistance the river landing will have.  He believes, contrary to the intelligence reports he has received, that there will be resistance as the troops climb the steep bank roughly two hundred feet from the river’s edge.  There is forested terrain between the river and bank.

.A few minutes before the end of the session, an NPC will travel to each table and cast the spells the team leaders have agreed to go to the tables.

Only when that is done and the final briefing is about to begin are the team leaders allowed back to the team tables.

Final Briefing

A DM will announce to the room that all tables have two hours to complete encounters 2 through 3.  This is a white lie; Encounter 4 is an interactive encounter, so tables that do run long count against victory conditions but if they complete their session before Encounter 4 is over it is not as much as a failure.. In addition, the time allowed is two hours and fifteen minutes (this can fluctuate based on how long the other portions of the game take.

.

Bonuses

Team Leader

IF all tables choose a team leader without resorting to the default method (second highest diplomacy) the Organizer/lead DM should announce that all tables for Encounter 2 get a +1 morale bonus for skill checks.  They should not announce what the first challenge was.  If the challenge was not successful, then no announcement for this is made.

The first challenge was met with a 100% success on all tables:  For encounter two, all characters receive a +1 morale bonus to skill checks.

Command Group

If the division of spells and items in the command group was mostly in character and fair (KC NPC in best position to know this):  The Organizer/lead DM should announce either:

The Command Group met their challenge; all tables receive a +1 morale bonus to saving throws for the rest of the game day.

Or

The Command Group failed their challenge, so no Command bonus is given.

Non-interactive Games

If the table chooses a leader without resorting to the default, they get the first bonus.  They do not get the Command Group bonus.

The Briefing

This text is read by a single interactive DM, or by the table DM in non-interactive missions.


With dawn’s early light peaking over the horizon the GMS Lortenford, chock full of men, slows so only the current moves the ship.  The stern and bow are wrapped in silence as anchors are lowered, and halting the ship’s progress.  The landing team is off-loaded into the three and a half feet deep water essentially sliding off the end of the forward oars with a special rope contraption (centaurs are off-loaded differently). After less than a minute the ship moves slowly and quietly down steam to the next drop off point.


You begin in the water, about 3 and half feet deep, a hundred feet from land.  There is a couple hundred feet of swampy forested land before the bank rises sharply where you can expect resistance (or so you have been told, the bank is not visible through the trees).  Your orders are to wait until the ship drifts from view, and soon the early morning gloom consumes it.  Time to begin.

Encounter 2: Swimming Lessons

The characters start in the water (or possibly on it if they cast Water Walking) a 100 feet from the shore.  Moving in the water means traveling at half speed (no running or charging) for medium and large creatures, and swimming for small creatures.


Moving to 80 feet from the shore drops the water depth to 3 feet, which it remains until 20 feet from shore where it shallows to 2 feet deep.


Assuming all people do is move; characters can get within 60 feet of the shore without fighting anything.  The creatures have orders to only fight things close to shore, but once people start spellcasting, all bets are off.


Besides the creatures in the water, there are creatures in the swamp waiting for the PCs, they will have seen the ship and the off loading, but they will try and catch the PCs by surprise by hiding 100 feet from the shore.  There is enough cover by bushes and trees to give the Swamp hiders total concealment but they also cannot see (only hear) what goes on in the water.  Once the PCs have dispatched the “In the Water” wave or moved away from them (some of the water creatures cannot come out of the water easily) 20-30 feet out of the water, then give spot checks to see the second wave “In the Swamp” creatures.  If the PCs force the issue of fighting both sets at once, then let them.  


On the other hand, if the player characters delay three rounds out in the water after dispatching the water wave, those enemies with spell like abilities or spells can begin casting and the creatures can expose themselves to fire missiles and the like.  This does not kick in, if the player characters spend the time moving towards shore unless there is a lot of spell casting along with the movement.


The creatures on the bank can see from the bank to about 50 feet from the water (from water to 50 feet on shore is total concealment, from 50ft to 100 ft from river, just concealment (20% miss chance).  Unless the PCs involve the bank creatures in the fight do not engage until the second wave “In the Swamp” are taken care of.


The APL 8 Special tables are the closest to the Hammer fortress.  Earlier the Pomarj troops captured two Pathfinders scouting the area so they believe people are coming soon, which is why this has a different mix of people.  One of the Hill Giants has the pathfinder body draped over his shoulder (it is dead).  The other was taken prisoner into the Hammer.  The Giant knows this if he is questioned.  The body knows this as well (Speak with Dead).

DM Note: Characters that received the Greater Magic Weapon spell from Warrant Officer Deeds had three hours go by between the spell and their landing.  

DM: Note:  Spells gained through team leader negotiations area applied to characters a minute before they go into the water.

In the water:

All the “Large” creatures in this encounter are “long” rather than “tall.”  They are 10ft/5ft type creatures.  All creatures start out hiding in the water.  All large creatures must use their land speed in the last 20 feet of river (most will use their half-speed land speed in the water unless they have a swim speed).

The green hags have submerged themselves and are holding their breath (total concealment until people are within 20 feet of them).  They will surface 3 rounds after the start of the encounter or until something moves through the water within 20 feet of them.

The chuuls and tojanidas start in the deeper water but do not bother anyone unless they start casting spells or get within 60 feet of land.

At the special 8, the dark naga starts on shore, hidden, but will quickly use her fly for mobility.

APL 2 (EL 4+1)

Crocodile (1): hp 24; see Monster Manual, page 271 (CR 2)
Skum (2): hp 13 each; see Monster Manual, page 228  (CR 2)
APL 4 (EL 6+1)

Tojanida, adult (1): hp 60; see Monster Manual, page 243 (CR 5)
Ooze Mephit (1): hp 22; see Monster Manual, page 185 (CR 3)
APL 6 (EL 8+1)

Chuul (1): hp 60; see Monster Manual, page 35  (CR 7)
Green Hag (1): hp 60; see Monster Manual, page 143  (CR 5)
APL 8 (EL 10+1)

Chuul (2): hp 60 each; see Monster Manual, page 35  (CR 7)
Green Hag (2): hp 60; see Monster Manual, page 143  (CR 5)
APL 8 Special (EL 11+1)

Tojanida, elder (1): hp 135; see Monster Manual, page 243 (CR 9)
Green Hag (2): hp 60 each; see Monster Manual, page 143  (CR 5)
Dark Naga (1): hp 68; swim +5 instead of  intimidate +5, see invisibility instead of invisibility, fly instead of displacement; see Monster Manual, page 191  (CR 8)
In the Swamp 

(+1 EL for not much time between)

APL 2 (EL 4+1)

Lizardfolk (4): hp 13 each; see Monster Manual, page 169 (A,B,C,D) (CR 1)
APL 4 (EL 6+1)

Green Hag (1): hp 60 ; see Monster Manual, page 143  (CR 5) (A)

Lizardfolk (3): hp 13 each; see Monster Manual, page 169  (CR 1) (B,C,D)
APL 6 (EL 8+1)

Annis Hag (1): hp 52; have 3 javelins (+8 hit, 1d8+7); see Monster Manual, page 143 (B). (CR 6)
Green Hag (1): hp 60 ; see Monster Manual, page 143 (A) (CR 5)
Ooze Mephit (1): hp 22; see Monster Manual, page 185 (C) (CR 3)
APL 8 (EL 10+1)

Dark Naga (1): hp 68 ; swim +5 instead of  intimidate +5, see invisibility instead of invisibility, great thunderclap instead of displacement; see Monster Manual, page 191(A)  (CR 8)

Annis Hag (2): hp 52 each; have 6 javelins (+8 hit, 1d8+7); see Monster Manual, page 143 (B,C)
(CR 6)

APL 8 Special (EL 11+1)

Seven-headed Pyrohydra (1): hp 77 ; see Monster Manual, page 143 (B) (CR 8)

Dark Naga (1): hp 68 ; swim +5 instead of  intimidate +5, see invisibility instead of invisibility, mirror image instead of cat’s grace, fly instead of displacement; see Monster Manual, page 191 (A)  (CR 8)

Will O’Wisp (2): hp 53 each;; see Monster Manual, page 255  (C,D) (CR 6)
Pursuit

Once the PCs break through this line of NPCs, the NPCs will pursue up to the bank and then return to their positions.

On the bank

On the far left side of the map, the row of plants corresponds to the same row on the previous section’s maps.  The dash-dot line on the far right represents 100 feet from the river edge and the point that concealment ends.  The plants still require half-move to move though, and while in them, provide cover against those on the raised bank.  In general terms, the Bank creatures will not open fire until the PCs pass the dash-dotted line and have dealt with the 2nd line of creatures, until the PCs fire or attack the NPCs.  Generally the first two lines of creatures are all mercenaries, with the Pomarj forces themselves on the bank.  If the mercenaries get cut back some, perhaps they will be cheaper to hire.


The grey parallel lines represent a ditch at the start of the earthen bank.   It is 5 feet wide and 5 feet deep.  One could jump across ditch or climb down the 5 feet, wade the stream and climb up 5 feet (both climb checks are DC 5, but doing so further slows movement).


The bank itself (between the dash line and the dotted line is a steep bank, requiring a DC 5 Climb check (unless they crawl in which case it is DC 0).


The dashed line is an earth wall that provides cover for medium creatures behind it.

Pursuit


If the PCs kill or disable all the creatures in Encounter 2b, then the “On the Bank” creatures will only pursue 200 feet past the bank.  If the Enc 2b creatures are not so dispatched, they will follow 400 feet.

Breakthough


If any APL 2 or APL 4 table completes all three parts of Encounter #2 in 60 minutes or less, then the Organizer or Lead DM should call out to the assembled players:


A breakthrough at the far end begins to turn the flank of the enemy.  The enemy is faltering and an extra push will shatter resistance.

All tables still involved in Encounter Two get a +2 morale bonus to melee damage rolls, and their foes get a -1 save versus fear affects.  The APL 2 or APL 4 table that completed this first gets a +2 morale bonus to initiative rolls for the remainder of this game.  ALL APL 2 and APL 4 tables that complete Encounter 2 in 60 minutes or less get the Baronial Medal of Valor.

APL 2 (EL 4)

Bugbear (2): hp 19 each; long bow and 40 cold iron arrows (1d8 dmg) in addition to javelins; see Monster Manual, page 29 (A,B) (CR 2)
APL 4 (EL 6)

Bugbears (2): hp 19 each; long bow and 40 cold iron arrows (1d8 dmg) in addition to javelins; see Monster Manual, page 29 (A,B)  (CR 2)
Wererat (1): hp 14; see Monster Manual, page 172 (C) (CR 2)
APL 6 (EL 8)

Ogres (2): hp 31 each; large long bow and 40 large cold iron arrows (2d6 dmg) in addition to javelins; see Monster Manual, page 199 (A,B) (CR 3]
Weretiger (1): hp 60 each;; see Monster Manual, page 174 (C)  (CR 5)
APL 8 (EL 10)

Ogre (6): hp 31 each; long bow and 40 cold iron arrows (2d6 dmg) in addition to javelins; see Monster Manual, page 199 (A,B,D,E,F,G) (CR 3)
Weretiger (1): hp 57 each;; see Monster Manual, page 175 (C)  (CR 5)
APL 8 Special (EL 12)

Hill Giant (2): hp 109 each; long bow and 40 large cold iron arrows, 5 large adamantine arrows (2d6 dmg) in addition to rocks, also add a Mage Armor spell CL 10 instead of Hide armor giving +1 AC 40ft move; see Monster Manual, page 123 (A,G)

 (CR 7)

Fire Giant (1): hp 146 each; long bow and 40 large cold iron arrows, 5 large adamantine arrows (2d6 dmg; +10h) in addition to rocks; see Monster Manual, page 121 (C) (CR 10)
Weretiger (2): hp 57 each;; see Monster Manual, page 175 (B,D) (CR 5)
.

Landing Complete

Once all pursuit has broken off, the landing is complete, and the characters can push off to their objective.  They are 1-2 hours away from their goal depending on the slowest member of the party.  (Move of 15 or 20 feet, 2 hours; move of 30 feet 1.5 hours; move of 40 feet or more, 1 hour).  The PCs might also delay to do curing and such healing.  This time differential is for long duration spells.

Encounter 3: Horse Thieves?

This encounter can be run several ways, and how it is run and played can depend on the makeup of the party and how much time is left.  Characters with special mounts, Mount spells or centaurs might perform complex maneuvers and attacks from multiple directions (for example).  The DM should work with the players on allowing them to devise a strategy.   There are up to four waves of creatures that can accost the PCs but for most parties they will experience two or three waves (the latter most likely)


This need not be an outright smash and grab encounter, but if that is what the PCs want, this can be done.


DM Map #4 shows the general large scale layout of the logistics base.  The PCs will arrive through the grasslands.

This read-aloud should be read by each DM at each table as different tables will reach this part at different real times.


The sun is high in the sky when you first spot your target to the east..  It is clear that the ground you have been traveling has been well grazed.  Piles of hot fresh dung from the night prior make it clear that this area is most active at night. From this distance it is clear there are two main paddocks.  One, circular and roughly 70 feet across consists of a high fence and holds at least a dozen, probably more, light horses.  There is a north gate and a south east gate in this paddock.  There seem to be a patrol here.


The other paddock is an oblong shape over 120 feet long, and the fencing covers not only the sides, but completely encloses the space.  Inside are many large (at APL 6 or 8 add and huge) giant centipedes with great saddles strapped on them.  Most of the giant centipede mounts have a cloth over their head and odd hammers in holsters beside their head.  This paddock has one large gate on the due west side of the paddock.  Something stands guard here.


Beyond both paddocks (east of the horse paddock and south of the east end of the centipede paddock) is a building.  It looks a lot like a barn with many wide doors around its perimeter, but nothing waits outside its doors.

1)
Centipede Paddock.  At APL 2 & 4 there are ten Large Monstrous Giant Centipedes with saddles and “bridle hammers.”  At APL 6 & 8, there are two huge Monstrous Giant Centipedes, and six large ones.

2)
Horse Paddock:  There are fourteen Light War Horses in this paddock.  On the railing near the south east gate there are three military saddles for light war horses.  Two have cracks in their straps that can be discerned by a Profession (Horse Trainer) or Profession (Ferrier) check DC 15, or a Craft (Leatherworker) check DC 20.  If these saddles are used there is a 1 in 6 chance that any round that the horse and rider attacks in the same round that the strap will break and the rider will be dumped from the saddle.  After twelve rounds of such combat, it happens if it has not happened already.  If the problem is discovered before the saddles are used, a mending spell can take care of it.  DM Note:  Unless a character looks to check out the saddles no check should be made.

· 3)
Building where the 2nd and 4th wave start out.  Basically these are the 1st and 3rd shifts of guards.  Ten rounds after the alarm is sounded (or combat begins) the 2nd wave will exit and move to attack.  

DM Note: If the PCs start killing extra mounts or damaging infrastructure roll out the damage and count the rounds.  The 2nd and 4th waves may make appearances.

Riding Vermin

Vermin creatures have no intelligence score, thus the giant centipedes have no tricks.  For example, they cannot be commanded to attack, defend, guard, etc.  If they are attacked and their attacker is within reach they will attack back, otherwise they basically do not fight.


Riding a giant centipede requires a different method for directing it to move in certain directions.  This adds +5 to the DC on all Ride skill checks while riding the centipedes (a fast dismount from a Huge Centipede is +10 to accomplish).  One essentially uses the hammers on either side of the head to tell it which way to go.  If the Centipede begins fighting something and the rider wants to move away, a DC 25 control mount in battle check can force it to stop fighting and move away.


Note: in order to ride the centipede while it uses its Climb speed the centipede must be at no more than light encumbrance.


The saddles are fixed to the shell/skin of the centipedes and are designed for one rider.  The Huge saddles are designed for one large rider, but there are straps that will allow a medium rider to ride effectively.  These saddles/hammers count as military saddles for effectiveness and weight (Huge creature saddles cost and weight twice as much).

Note:  Light Encumbrance on a Large Monstrous Centipede is 150 pounds; Medium Encumbrance is up to 300 pounds (move 30 feet).  Heavy Encumbrance is up to 450 pounds (move 30 feet). 

Note: Light Encumbrance on a Huge Monstrous Centipede is 516 pounds; Medium Encumbrance is up to 1038 pounds (move 30 feet); Heavy Encumbrance is up to 1554 pounds (move 30 feet).
Note:  Light Encumbrance on Light War Horse is 228 pounds; Medium Encumbrance is up to 459 pounds (move 40 feet).  Heavy Encumbrance is up to 690 pounds (move 40 feet).
Also note, that doubling one’s size, such as from Enlarge Person, multiplies the weight by 8.  Characters enlarging on a Huge Centipede might slow it down indeed.

Saddle Up and Go:

Although the horse enthusiasts will probably curse this as unreasonable, it takes a minute (10 rounds) to saddle a horse, this time is halved with assistance.  These animals are unfamiliar with the PCs so a handle animal check, DC 10, will be needed to keep the animal still (failure delays the start of the 1 minute clock). 

A character could attempt a rush job on saddling the horse.  A DC 20 Handle Animal check (rolled after the time is taken) means the saddle is on well.  Failure means one chance in 6 in any time the horse runs, or the attack fights when the horse fights, that the saddle will slip sending the character to the ground (DC 15 reflex save to avoid being prone).

Saddling an animal familiar to you gives you +5 to the check (using Speak with Animal spell or DC 10 Wild Empathy check counts as being familiar but adds to the time required) .  

A military saddle takes an extra round to put on a horse.  The PCs don’t have to saddle the horses to ride them, but riding bareback subtracts -5 from ride checks.

Waves and Guards

It is possible to complete encounter 3 with only two waves - the Initial Guards and the 3rd wave.  It is likely that the 2nd wave will become involved for many parties.

Initial Guards


The grassland around the paddocks is well grazed and quite short so there is not really much way to hide, but the guards are not hyper-vigilant either.  Visibility is technically 300 feet, but mechanics not withstanding, the guards are not paying that much attention.  As long as the characters are all medium sized or less and are being cautious and quiet they can get the PCs within 150 feet of the horse paddock (from the west) [quiet means no one calling out orders to people (such as marshals) or singing glorious songs or playing instruments, or casting non-silent spells.  The characters could come from a different direction than the west that they start; however this will mean the third wave will arrive much sooner (if they come from the North or South third wave will 20 rounds from when combat begins or when the normal location for third wave; if they circle around to the East, they will meet the third wave FIRST, which will alert the guards and second wave (and could get very dangerous).


From 150 feet they must have some way to mask their visibility or the guards will set the alarm.


This is only an EL listed encounter if the PCs make a move towards either harming or taking the Centipedes, or if it is attacked (blocking its vision counts as an attack).  The guardian at the centipede gate makes no effort to help those guarding the horse paddock and general areas unless these conditions are met.

2nd wave

Ten rounds after the sighting of the PCs or the start of hostilities if a successful sneak was made (there is no cover or concealment for hiding unless they used the paddocks themselves) the 2nd wave will exit the building and move to attack the PCs.

3rd Wave

The 3rd wave will normally only be encountered after the PCs have left the compound.  The 3rd wave creatures are on patrol well outside the visibility area.  Once the PCs are done in the compound and leave do they face these creatures.


However, if the PCs go around to the North or South sides, the 3rd wave could arrive 20 rounds after start of hostilities (or if the PCs are faster than 20 rounds, they are met where they are normally met).


If the PCs circle around to the West side, then they meet the 3rd Wave first, which alerts the guards and 2nd wave that something is coming.


While it may be possible to outrun the third wave, their orders are to not allow anyone to follow them to the rendezvous, so they should prevent this wave from following.

4th Wave

After the 2nd wave leaves their building there is another watch of guards.  These will stay out of what is going on, which are their orders.  


The 4th wave has orders to remain in position in case the first attack is a diversion or in case they are needed elsewhere.  Only in certain narrow circumstances will the 4th wave come out to fight.  These are:

· The PCs begin attacking/damaging infrastructure (paddocks) after the initial guards and 2nd wave have been dispatched.

· The PCs attack the building with the 4th wave inside.

· The PCs remain in the area for 50 rounds after initial combat contact

INITIAL GUARDS

APL 2 (EL 4)


Krenshar (4): hp 15 each;; see Monster Manual, page 163 (A,B,C,D) (CR 1)

(Note one Krenshar remains at the centipede paddock no matter what, so if PCs only go after horses, they face one less)

APL 4 (EL6)


Worg (4): hp 36 each;; see Monster Manual, page 256  (A,B,C,D) (CR 2)

(Note one Worg remains at the centipede paddock no matter what, so if PCs only go after horses, they face one less)
APL 6 (EL 8)


Barghest (4): hp 40 each;; see Monster Manual, page 179  (A,B,C,D) (CR 4)

(Note one Barghest remains at the centipede paddock no matter what, so if PCs only go after horses, they face one less) 
APL 8 (EL 10)


Annis Hag (2): hp 52 each; have 6 javelins (+8 hit, 1d8+7); see Monster Manual, page 143 (A,B) (CR 6)
Dark Naga (1): hp 68 each; swim +5 instead of  intimidate +5, see invisibility instead of invisibility, fly instead of displacement; see Monster Manual, page 191 (D)  (CR 8)
(Note one Annis Hag remains at the centipede paddock no matter what, so if PCs only go after horses, they face one less)
APL 8 Special (EL 13)


Ogre Mage (1): hp 41 each; t; see Monster Manual, page 200 (C)  (CR 8)

Dark Naga (2): hp 68 each; swim +5 instead of  intimidate +5, see invisibility instead of invisibility, fly instead of displacement; see Monster Manual, page 191 (A,D)  (CR 8)
Hill Giant Dire Were Boar (1): hp 189 each; Indomitable Soul in place of Improved Sunder, Improved Critical: Great Club instead of Improved Bull Rush ; see Monster Manual, page 124 starts in animal form (B)  (CR 11) 
(Note one Dark Naga remains at the centipede paddock no matter what, so if PCs only go after horses, they face one less)
2nd Wave – Reinforcements (and 4th wave)

APL 2 (EL 2)


Krenshar (2): hp 15 each;; see Monster Manual, page 163 (E,F,G,H) (CR 1)
APL 4 (EL4)


Krenshar (4): hp 15 each;; see Monster Manual, page 163 (E,F,G,H) (CR 1)
APL 6 (EL 6)


Worg (4): (E,F,G,H) hp 36 each;; see Monster Manual, page 256  (CR 2)
APL 8 (EL 8)

Barghest (4): (E,F,G,H) hp 40 each;; see Monster Manual, page 179  (CR 4)
APL 8 Special (EL 10)


Annis Hag (2): hp 52 each; have long bow, 40 arrows (+8 hit, 1d8), wearing boots of striding and springing; see Monster Manual, page 143 (E,H) (CR 6)
Dark Naga (1): hp 68 each; swim +5 instead of  intimidate +5, see invisibility instead of invisibility (and pre-cast), fly (pre-cast) instead of displacement; see Monster Manual, page 191 (G) (CR 8)
3rd Wave – Reinforcements

APL 2 (EL 2)


Krenshar (2): hp 15 each;; see Monster Manual, page 163  (CR 1)
APL 4 (EL4)


Worg (2): hp 36 each;; see Monster Manual, page 256  (CR 2)
APL 6 (EL 6)


Worg (4): hp 36 each;; see Monster Manual, page 256  (CR 2)
APL 8 (EL 7)

Weretiger (2): hp 60 each;; see Monster Manual, page 174  (CR 5)
APL 8 Special (EL 11)

Hill Giant Dire Were Boar (1): hp 189 each; Indomitable Soul in place of Improved Sunder, Improved Critical: Great Club instead of Improved Bull Rush, also as a Mage Armor spell CL 10 instead of Hide armor giving +1 AC 40ft move in giant, +4 AC as a Boar ; see Monster Manual, page 124   (CR 11)
Victory Conditions

Completion

If all tables complete all of Encounter 2 & 3 in 2 hours and 15 minutes, then this is a Complete Success.

If all tables complete all of Encounters 2 & 3 before the end of Encounter 4 or three fourths the tables complete Enc 2 & 3 in two hours and fifteen minutes, then this is a Partial Success.

If three quarters of all tables complete Encounters 2 & 3 before the end of Encounter 4, then this is a Marginal Success.

If none of the conditions occur, then this portion of the mission is a failure; though tables that were successful get neither success nor failure credit for this section.

Non-interactive tables get a Marginal Success if they get to encounter 4.  

Followed?


If all tables prevented the 3rd Wave from following them to the rendezvous, then this is a Complete Success.


If this did not happen then this portion of the mission was a failure; though tables that were successful get Marginal Success credit for this section.


Non-interactive tables get Complete Success if they prevented the 3rd Wave from following them.

CENTIPEDES?


If any APL 6 or APL 8 (or 8 special) tables retrieved Huge Centipedes then those tables get Baronial Medal of Valor  (Baroness Hammer will eventually be giving them).


If any table retrieved centipedes as mounts at the interactive, then the Centipede mount item on the AR is accessible to all tables.  If no Huge centipedes were captured then that option is not present.


The paladin opportunity for special centipedes mounts are not tied to whether PCs retrieved centipede mounts.


For the non-interactive tables, if they got centipedes from Encounter 3, then they have access to the Centipede item (only APL 6 and 8 have access to Huge Centipedes).

Encounter 4: Rendezvous

You’ve ridden for hours when the yellow gem began a faint glow.  It took little effort to determine which direction made it glow more and eventually you came upon a low hill with a scattering of trees.  A human, Gran March Pathfinder, made his presence known to you from his hiding spot, and he led you to the camp hidden among and below the trees.  Knight Colonel Jabbar took note of your arrival and his aide pointed out the leomond’s secure shelter casting that would be your own.  A few pathfinders took control of your mounts and led them to an underground facility.

The players should be directed to that portion of the gaming space for this interactive portion.  This will be the command tent for Knight Colonel Jabbar.  Once at least two tables have arrived the events within can proceed.


The knight colonel will thank those attending and let them know that a feast would be arriving for them.  His assistants (played by on NPC who represents a group of Holy Liberator brothers) will move about the room Removing Fatigue from the PCs.  Food and drink will be brought in (in game terms, unless food is provided to the real players as well).  The HL and food discussion will be repeated as each group of new arrivals enters.


The Knight Colonel will ask members of each team to describe what they saw and what they did.  He will ask that the team leaders not be the spokesman for their group but that others speaks.


This encounter is intended as a chance for characters to talk to characters and discuss what they have done or seen.  It is a buffer time for tables with difficulty.


The River Guard Lieutenant Azar Taloan will be here with the Knight Colonel (Syrloch teleported them) and he can circulate the room in case more people want to redeem their other favors, or others have favors to redeem.  He has a much smaller stock of items (only those with an asterisk on the list are in his possession now).


This encounter might be cut way short depending what happens in the game, but the opportunity to describe in character is an opportunity people often do not get.  IF anyone has spells left, and others need things like remove curse and the like, this would be a time for using such spells.


The Knight Colonel’s staff can do Raise Dead for those who can help pay for it (half price) .


When the PCs leave encounter 4, they will be told by the Knight Colonel to go back to their camp location and get ready in case we are attacked tonight.

At this point if there is a dinner or other long break it can be taken.  Indeed encounter 4 could be cut short to allow people to spend more time on break.

(MID-GAME BREAK)

Encounter 5: Orders

Note:  From this point forward the PCs will have mounts.  The Table APLs are NOT to be recalculated.  They found the mounts in game and are part of the treasure that they are using.   The fact that everyone is mounted should make the last encounters easier than they appear.

Encounter Length:  15 minutes

Before the sun has even risen, Warrant Officer Deeds is at your dwelling. He calls out, “Team Leader’s are required to report to the Knight Colonel’s tent.  The rest can sleep an extra hour if you would like when breakfast is served.

The Command Group before dawn is called to the Knight Colonel’s tent.  

ONLY team leader gets this benefit, though the team leader can share any potions they receive.

Complete Completion Success:

Each member of the Command group (each Team Leader ONLY) receives, all of MARGINAL and PARTIAL SUCCESS plus:

· an extended greater magic weapon (+2 bonus, 22 hours duration, CL 11) on a weapon they brought with them, 

· Two Cure Moderate Wounds Potions (return them if they are not used)

· One Neutralize Poison Potion (return it if it is not used)

Partial Completion Success

Each member of the Command group (each Team Leader ONLY) receives all of MARGINAL plus:

· The Hero’s Feast is extended (24 hours; 12 temporary hit points) 

· An extended delay poison spell (22 hour duration).  

MARGINAL Completion SUCCESS

Each member of the Command group (each Team Leader ONLY) receives 

· a Hero’s Feast (12 hours; 12 temporary hit points) 

Codes

The Team leaders will be given the codes for the day.  They use the W, SW,S,SE,E,NE,N,NW directions.

· Dire Bat means counter clock wise, Cave Troll means clock wise.  The number of times each word is said is the number of direction changes.

· Thus if the orders are Dire Bat Dire Bat, Go East, two steps counter clockwise (NE, N) would be go north.).

· Another code is “Shuffle and Dance.”  This means to regroup in a central area, the Knight Colonel will identify his location by using a Dancing Lights spell in the form of a red diamond made of 4 red lights, straight up into the air over his position.

While the Team Leader is at the Knight Colonel’s tent another NPC will be by to check on the characters left behind.

Orders

Each team will be sent in a slightly different direction but generally south east.

Teams

COMPLETE FOLLOWED SUCCESS

Each member of the team, except the team leader receives all of MARGINAL followed success plus:

· All ability damage is cured

· A Healthful Rest Spell is cast upon them (24 hour duration, CL 11)

MARGINAL FOLLOWED SUCCESS

Each member of the team, except the team leader receives:

· A cure light wounds potion (CL 5). (return them if they are not used)

The favored soul(s) of Pholtus that show up to provide the spells and/or potions will let any clergy know, who need to pray for their spells, that Shining Light Warrant Officer Deeds was holding an ecumenical prayer session behind the Knight Colonel’s tent if they wish to attend.   He will confirm, if the PCs don’t already know it, that the Warrant Officer is a Shining Light in the Church of Pholtus.  Food is not being served at it (if anyone asks); food is at the mess tent.  Anyone who prays for their spells at this joint service receives a +2 sacred bonus to Skills checks, double this to Ride if they have no ranks in ride skill..

When all such activities are done, the Knight Colonel will address the assembled characters.


Soldiers and allies, you have achieved a feat that your grandchildren’s children will long remember.  And with the success for this day and the next days your grandchildren’s children will be reciting in the night to their grandchildren of your exploits.  Today we strike at preparations and reinforcements of the enemy.   


I have received a sending from the Knight Field Marshall that the Army of the Hammer is poised to strike against that fortress before this week is done, well ahead of schedule.  The enemy is reacting to this sudden arrival but we are in place to stop reinforcement of creatures and supplies.


Your team leaders have directions to take to intercept a massive supply and siege train making its way to the Hammer.  You will use the power of cavalry to cross the open land and smash them when they least expect it.  My druids have told me there will be a bit of fog remaining on the ground when you begin your attack.  Not dense fog, but halting visibility beyond a hundred feat or so.  This should halt waves of arrows in your direction.


Be swift, be valiant, be strong, let the enemy die for his country but you are soldiers who will live to fight many more days.


For Commandant and Country!. 

Encounter 6: Siege Train

Announce to the tables that Encounter 6 and 7 have 90 minutes allotted to them.

One person can read this text to all tables:


A fog indeed covers the ground as the druids had predicted, or was that caused?  It has been quite dense but the sun has begun its destruction of the fog until it barely blocked visibility beyond 150 feet.


You have not seen any of the other teams for more than ten minutes, but there are signs, sounds, and indications that they are out there.


Suddenly, from the mist has again grown dense, two great shapes come into view - the dense patch of fog had separated you until the last possible moment.  Two great catapults each pulled by six heavy horses in a very spread out team formation.  There are guards of course, and signs that these great wagons were carrying supplies in addition to being great siege engines.

Have all tables make Spot Checks, DC 45  (DC 25 if they have See Invisibility up), to see a pathfinder moving into the fog as they enter the area.

At 45 minutes of the 90 minutes, have the people still at Encounter 6 hear battle horns and their fading in the distance, but do not stop the fight.

Enviroment


There is up to 150 feet of visibility (0% miss chance) and then total concealment in the fog (LESS if the Battle Map is smaller than this).  Above 15 feet above the ground the mist is basically gone.  


Each round a character is above 10 feet up have 1D4+rounds up in this space of arrows doing 1D8 damage each and APL +5 to hit, critical 20/x3 (APL 8 special gets APL +10 to hit).  They can see there are a lot of forces around the engines they are fighting. (For example, if a person was up there three rounds they would get 1d4+3 arrows shot at them.

The Siege Train

Once the PCs are seen, each driver will take their first action to set the brake and move action to halt the horses (+5 to check if the brake is set).  A & B are the drivers.


The creatures will defend the pair of siege engines as long as they can, bellowing for help all the time.


These engines are massive partly because they are using woven copper/steel cable instead of just ropes.  It is easy for someone (with adamantine weapon) to cut the main line, but the siege engineers can just rig more cable.  Real damage to the swing arm, or to the cable on the turning spool will be needed to disable it, though setting it on fire with APL number of Alchemical Fire will also do the trick (assuming there is no one left alive to put out the fire).

Main cable:  Hardness 8, hit points 15.

A similar strike on the reels of cable on the main torsion drums will cut them.   The catapult is not under tension, though there is a little in the system always.

Wagon Wheels can also be broken for a temporary but annoying fix.  5 Hardness 20 hit points.

The mechanism of the catapult requires three successful Disable Device checks of 12 + APL (three rounds).  A Profession (Siege Engineer) or Profession (Catapult Gunner) check can be substituted for Disable Device.   Just breaking part of the mechanism delays delivery but doesn’t really muck things up permanently.

Killing the Heavy Horses pulling the Engine would also delay things, but they are in a loose arrangement to allow them to fight effectively if attacked.  Once they take damage any PC or mount that comes within AOO range of the horses will be attacked.  Under no circumstances are the pulling horses friendly to either side except the drivers.

APL 2 (EL 4)

Bugbear (1): hp 19 each;; see Monster Manual, page 29  (E) (CR 2)
Goblin (4): hp 5 each; short bows & 40 arrows instead of javelins (+3 h, 1d4 dam); see Monster Manual, page 133 (C,D,F,G) (CR 1/3)
Goblin in green (2): hp 5 each; Handle Animal +2 instead of Hide +5 see Monster Manual, page 133 (A,B)  (CR 1/3)
APL 4 (EL 6)

Bugbear (2): hp 19 each; masterwork long composite bow (STR +1) instead of javelin (+4 hit; 1D8+1 dam); see Monster Manual, page 29 (C,G)  (CR 2)
Ogres (1): hp 31; Glaive instead of great club (+5 feet reach; slashing not bludgeoning); see Monster Manual, page 199 (E) (CR 3]
Goblin in green (3): hp 5 each; Handle Animal +2 instead of Hide +5; see Monster Manual, page 133 (A,B,D) (CR 1/3)
APL 6 (EL 8)

Ogres (2): hp 31 each; Glaive instead of great club (+5 feet reach; slashing not bludgeoning); see Monster Manual, page 199 (F,G) (CR 3]
Troll (1): hp 63; Has a masterwork Large Long Composite (str +4) Bow and 60 arrows (+5 hit, 2d6+4 dam);  see Monster Manual, page 247 (E)  (CR 5]
Bugbear (3): hp 19 each; Handle Animal +2 instead of Hide +4; see Monster Manual, page 29 (A,B,D) (CR 2) 

APL 8 (EL 10)

Troll (1): hp 63 each; has a Large Long Composite (STR +4) Bow with greater magic weapon making it +2  (CL 8) and 60 arrows (+7 hit, 2d6+6 dam);  see Monster Manual, page 247 (E) (CR 5]
Ettin (2): hp 75 each; 8 javelins each; see Monster Manual, page 106 (F,G) 

(CR 6]

Green Hag (2): hp 60 each; Handle Animal +8 instead of Craft +7; see Monster Manual, page 143 (A,B) (CR 5)
APL 8 Special (EL 12)

Hill Giant (2): hp 109 each; also as a Mage Armor spell CL 10 instead of Hide armor giving +1 AC 40ft move; see Monster Manual, page 123  (CR 7) 

Stone Giant (2): hp 126 each; see Monster Manual, page 124  (CR 8) 

Green Hag (2): hp 60 each; Handle Animal +8 instead of Craft +7; see Monster Manual, page 143  (CR 5)
2nd Wave

One round after the PCs disable, incapacitate or kill the 1st wave, or ten rounds, whichever is sooner, the second wave will come to the map edge.  If the PCs are on that side of the board, DMs can move their direction or allow some combat sooner to take place (depending on how the PCs are).

APL 2 (EL 2)

Goblin (6): hp 5 each; see Monster Manual, page 133  (CR 1/3)
APL 4 (EL 4)

Bugbear (1): hp 19 each; see Monster Manual, page 29  (CR 2)
Goblin (4): hp 5 each; short bows & 40 arrows instead of javelins (+3 h, 1d4 dam); see Monster Manual, page 133  (CR 1/3)
Goblin (2): hp 5 each; see Monster Manual, page 133  (CR 1/3)
APL 6 (EL 6)

Bugbear (2): hp 19 each; masterwork long composite bow (STR +1) instead of javelin (+4 hit; 1D8+1 dam); see Monster Manual, page 29  (CR 2)
Ogres (1): hp 31 each; see Monster Manual, page 199  (CR 3]
Goblin (3): hp 5 each; see Monster Manual, page 133  (CR 1/3)
APL 8 (EL 8)

Ogres (2): hp 31 each; see Monster Manual, page 199  (CR 3]
Troll (2): hp 63 each; Has a masterwork Large Long Composite (str +4) Bow and 60 arrows (+5 hit, 2d6+4 dam), and a Mage Armor Spell at C 8 (+4 AC);  see Monster Manual, page 247  (CR 5]
APL 8 Special (EL 10)

Ettin (4): hp 75 each; 8 javelins each; see Monster Manual, page 106  

(CR 6]

All Waves and damage done

Once the party finishes off the enemies and does some damage to the catapults (searching the bodies and catapults takes serious time; they will not have such time).  A pathfinder (one recognized when they arrived at camp, but wasn’t around the next day) will arrive with new orders for team leader (the PCs might have seen him earlier; he will break invisibility to show up).


As well, the second highest ranking character after the team leader will get a sending telling them to move to the next objective, pathfinder should be making his way to you.

VICTORY CONDITIONS

If all tables eliminated their opponents and damaged or disabled the catapults, then it is a Complete Victory.

If half the tables eliminated their opponents and damaged or disabled the catapults, then it was a Marginal Victory.

In a non-interactive game, if the table was successful then they get Complete Victory, if they were not then it was a failure,

Encounter 7: Wrong Way Train

The table DM will read this:


The pathfinders, while watching this supply train, learned of another smaller group of enemy forces moving from the Hammer to a point north of the fortress. The leaders of this train were to supply them with goods as they needed and any support.  Apparently these forces were moving away from Hammer to secure the services of some mercenaries for further activities.


Your orders are to intercept this supply train and prevent them from interacting with the mercenaries.  The last forces were expecting them soon, so they should not be too far away. It is said these are special troops and could be identified by red scarves and red hats.


You headed east at a reasoned pace, when a raven swooped down to your position saying “Dire Bats, Dire Bats, Dire Bats, Go South” in Common before flying away.  If the team leader does not lead the party North East, then give him a DC 5 INT check to remember   If he still takes them in a different direction, they will run into reinforcements instead of the Wrong Way Train (repeat Encounter 6 with both waves together and no siege craft).  If they defeat their targets, then they count towards marginal victory only.

Note:  Light Encumbrance on a Large Monstrous Centipede is 150 pounds; Medium Encumbrance is up to 300 pounds (move 30 feet).  Heavy Encumbrance is up to 450 pounds (move 30 feet). 

Note: Light Encumbrance on a Huge Monstrous Centipede is 516 pounds; Medium Encumbrance is up to 1038 pounds (move 30 feet); Heavy Encumbrance is up to 1554 pounds (move 30 feet).
The Bugbears make the Large Monstrous Centipedes Medium encumbered 

The Ogres, Trolls, and Hill Giants make the Huge Monstrous Centipedes Medium encumbered 

The Stone Giants make the Huge Monstrous Centipedes Heavy Encumbered.

All the riders know their mounts.  They are all wearing red scarves and red hats.  If enemies get in close to them, they will strike their own mounts, doing only a little damage, but then the mounts will likely attack any enemy forces that come within range (if the rider remains mounted, or will wander the battle field if they dismount).


At APL 2 -6, the first lance charge at the party will be aiming at a mount.  However, depending on the battle map size, the 30 foot move of the mounts may not allow a full charge.

APL 2 (EL 5)

Bugbear (2): hp 19 each; light crossbows with 30 bolts in addition to morning star; Have Ride +4 instead of Hide +4; Mounted Combat instead of Alertness; see Monster Manual, page 29  (CR 2)
Large Monstrous Centipede (2): hp 18 each; studded barding +3 AC; see Monster Manual, page 29  (CR 1)
APL 4 (EL 7)

Bugbear (4): hp 19 each; lance & light crossbows with 30 bolts; Have Ride +4 instead of Hide +4; Mounted Combat instead of Alertness; see Monster Manual, page 29  (CR 2)
Large Monstrous Centipede (4): hp 18 each; studded barding +3 AC; see Monster Manual, page 29  (CR 1)
APL 6 (EL 9)

Troll (1): hp 63 each; Has a masterwork large lance; masterwork Large Long Composite (str +4) Bow and 60 arrows (+5 hit, 2d6+4 dam); replace Listen +5 with Ride +5; replace Track with Mounted Combat; see Monster Manual, page 247  (CR 5]
Gargantuan Monstrous Centipede (1): hp 81 each; studded barding +3 AC; see Monster Manual, page 286  (CR 6)
Ogres (2): hp 31 each;8 javelins each; see Monster Manual, page 199  (CR 3]
Huge Monstrous Centipede (2): hp 39 each; studded barding +3 AC; see Monster Manual, page 286  (CR 2)
APL 8 (EL 11)

Stone Giant (2): hp 126 each; Has a large lance with +2 greater magic weapon spell (CL 11) [2d6+14]; replace Climb +11 with Ride +11; replace Power Attack with Mounted Combat; see Monster Manual, page 124  (CR 8) 

Gargantuan Monstrous Centipede (2): hp 81 each; studded barding +3 AC; see Monster Manual, page 286  (CR 6)
APL 8 Special (EL 12)

Stone Giant (3): hp 126 each; Has a large lance with +2 greater magic weapon spell (CL 11) [2d6+14]; replace Climb +11 with Ride +11; replace Power Attack with Mounted Combat; see Monster Manual, page 124  (CR 8) 

Gargantuan Monstrous Centipede (3): hp 81 each; studded barding +3 AC; see Monster Manual, page 286  (CR 6)
Helping Others

The limited visibility fog is still here, but there are sounds of battle closer.  If the tables at the beginning indicated that they would generally welcome help, members of completing early tables can shift and help other tables.  No more than two people (only one if the APL they are moving to is lower than they are) from any table can arrive and only if directed by the Organizer.


The table being helped MUST be at least two rounds into Encounter Seven before help can assist.


The table being helped MUST have indicated they are willing to be helped.


The player spends one full round running his mount  (or two if double moving) to the next battle, and enters at the top of the round coming into view only for his arrival  (thus NPCs can attack him right off).

Obvious Loot

Enemy B has a large chest of gold and gems on his person.  It is under a cloak but once he falls it is pretty obvious and does not require searching.  The chests will burst when the enemy falls spilling the coins and gems, and a document..


The document is a letter of introduction (written in Draconic and Sylvan) to the Black Star Mercenaries in a Lord Talbazz’s name.  The letter lets them know that the Hammer fortress is executing their option on their services and that these couriers have the funds for 


Half APL number of Weretigers


APL number of Dark Nagas


APL number of Hags


Lord Talbazz expects that they will set off for the point previously discussed for deployment.

More Orders:

Once the PCs have dispatched all the Encounter Sevens, or the 90 minute time period elapses, the DMs still fighting his table in encounter 7 will pause combat.


Suddenly a brisk wind stirs and in a few seconds the remaining bits of fog and mist flee in the face of it.  The battle field is stark and glistening with the liberal spilling of blood.  More than a hundred feet above the ground, in the distance, a green gassy sphere forms and then slowly rises higher in the air.  That same raven, or another one, flies by saying “Shuffle and Dance.”  A few mounted Gran March Cavalrymen wheel their horses from their planned attack and move towards the space under the sickly looking cloud.

If the players who are still fighting encounter 7 break away from the monsters, the monsters will flee as well.  The players can alternatively take some of the Encounter 8 time to finish off their monsters.  

Victory Conditions

Completion

If all tables completed the appropriate Encounter Seven in the 90 minute time allotted then it is a Complete Victory (tables helping each other to meet this goal is appropriate).

If all tables completed their Encounter Seven before moving on to encounter nine (with or without help), then this is a Marginal Victory (i.e. they complete the fighting during the interlude

Encounter 8: iNTERLUDE

ENCOUNTER LENGTH: 15 minutes

While the numbers of combatants gathered are fewer than those loaded into the ship, the reduction of numbers considering the challenges is a very good sign of the expertise of your fellows.  A few of the Knight Colonel Staff moves among the assembled men, casting curative spells as they do.

Complete Completion Victory:  All team members and leaders receive 20% of their total hit points in healing each (minimum 10)

Otherwise all team members and leaders are cured 10 hit points.

Teams and characters that are still fighting Encounter Seven at this point do not get any of this healing.

 
Knight Colonel Jabbar addresses the assembly, “It seems we have much information regarding these mercenaries and where they will be tomorrow.  While one approach would be to try and dispatch them, it is my intent to have you negotiates with their leaders to go home and not intervene at all.  My understanding is that they may have a significant number of powerful forces that might degrade our ability to fight our direct enemies.  We have a significant amount of gold that was to be their pay, and now can be their pay to go home.

If anyone in the game have centipede mounts:


We also have the centipede mounts that we could trade if they are interested.

Continuing


And they have to wonder at our overall effectiveness in the operations to this point.


For those of you concerned about negotiating with beings that are not good, or worse, remember that our Commandant, a Knight of the Watch and Cleric of Heironeous, sent his negotiators to the Lich Queen to set up a peace treaty.  He did it for the greater good of Gran March and I am asking you to be as righteous as he is.  Half of the money found will go to this purpose, and the other half will be split among you all, with a double share going to the heirs of the fallen


DMs should let the PCs know this works out to be at minimum (whatever max gold for the APL is for that table at game start).


All continuing of Encounter Seven stops.  The teams come to hear the rest (and their DMs can fill them in what they have missed).  Whatever creatures they did not dispatch, escape.


You will leave at dawn.  I will be going with the pathfinders and a small contingent to meet up with Knight Field Marshal Envian who is already assaulting the Hammer.  I understand that the Army of Victory will also be present in the next couple days.


After a short ride to the west, a cold camp is formed.  The Knight Colonel’s staff keeps watch while the rest sleep or rest.  At dawn, you are awakened; spells are refreshed, and mounts (or re-mounts) are readied.


Each team leader receives sealed orders, several bags of gold for their bag of holding and a bundle of cloth to open once they leave the camp.

Provide Player Handout #6

Have all long buffs cast.  There is not enough time for a Hero’s Feast if there is anyone that has such a spell or scroll.

Encounter 9: Negotiations

ENCOUNTER LENGTH: 45 minutes.  End any fights that continue and apply conditions for victory.

The Organizer or Senior DM should know what the APLs of each table are, and they should add up all the creatures from all the APLs in the “Things Go Very Badly” Section, and add 4 Annis Hags, 4 Krenshar, and 2 weretigers.

Read by the Senior DM or Organizer


Together you ride - each team a distinct unit, but each unit as part of a larger pattern, an arrow head pointing at the task at hand.


It takes but three hours to come upon the first sign, a pair of annis hags  Each team leader takes out the bundle which turns out to be a crude red banner with a white star upon it.  The two hags motion the teams to enter a small valley, where two more annis hags wait with large heavy crossbows covering the entrance.


Before you lay quite a few creatures of a variety of times


X+4 Krenshar


Y+2 Hybrid form Weretigers with Great Swords


Z+2 Annis Hags with Bows


W Dark Nagas


V
Six Headed Hydras


T Giants (Fire Giants)


Where the letters above represent the total that was added up.


For example:  If the tables were APL 4, APL 4, APL 4, and APL 6, then the numbers would be:


13 Krenshar


7 Hybrid form Weretigers with Great Swords


8 Annis Hags with Bows

And no mention of Dark Nagas or the other bad things.

For Non-Interactive tables, list their APL plus the APL above theirs (for APL 8 special, just double the numbers).


One of the Weretigers transforms, into a human form and says, “Come, let us talk”, and points to a tent nearby.


This is the cue for the team leaders to get up and move to the table representing the tent.  They will not be with their party when one of the fights breaks out here.


It is possible that at this point one or more of the team leaders will not leave his group and join the command tent.  DMs should remind them of their orders and the consequences, likely death or outlawry since this could be called treason, but more likely just a long work sentence.  Out of region team leaders may not care.  Any team leader that does not join at the Command Tent forfeits their ability to get the Hammerlord, Order of the Silver Hammer, or Citizen of the March AR items.

Command Tent

First the Command Tent DM (likely the Organizer) should figure out the table APL, openly.


The DM can play the part of Osino, the designated leader for this band at this moment.  This encounter is not one where diplomacy and such rolls will be made.  The Team leaders will need to speak to Osino, and make their play.  If people want to make Diplomacy rolls they can, but it only gives a bonus for the final tally.  What they say and offer is what is important.


At an early point, Osino will say, “My fellows are restless - how about a little harmless sport, a little sparring, nothing lethal unless you would prefer it, all sides can yield and stop of course.”  If the team leaders do not want to do this, Osino will say, “We must test your mettle in battle.  We have heard things, but I must see.  This is a deal breaker if you say no, and I will work for the other side for far less pay when I know what sort of cowards their opponents’ leaders are.”  If the majority of team leaders still say no, then Osino will show them out and ask them to leave.  The team leaders will return to their teams and if they do not leave, then the section things go very badly begins.  Alternatively, they might leave and then come back in force with an organized plan.  Orsino will be gone and the PCs will face the “Things go badly section”


However, much more likely will be that the majority of the team leaders will agree,.  He will ask non-lethal only or lethal until yield, their choice.

At which point he will stand and address the tables.


The first part of the negotiations has completed successfully.  We will now have a simple sparring competition between you and my forces while we continue to talk,  your leaders have asked that this be… 

Either non-lethal or lethal with yielding (unconsciousness means yield)
…combat, so my forces will do likewise, and likewise it will not be held mounted,

If non-lethal:  Dispel Magic counts as lethal spell as it will remove spells that we both cannot afford to lose.
Begin

He then will return to his table, have the flaps opened so the team leaders and he can watch, and he can listen to what they say.

Negotiations

There are many ways to make enough negotiation points to be completely successful:

A Total Success:  The Black Star will not fight for the Pomarj forces if Gran March takes the Hammer  (he and his clan will  even apply for residency if they will allow natural lycanthropes).. All benefits of complete success are also gained.  This is a success that is not gained in negotiation points alone, but has specific conditions.  

Give them the centipede mounts the PCs have (they will lend them heavy war horse mounts to replace the centipedes until they return to Gran March), and qualify for complete success.

· Agree to fight their people in lethal or non-lethal combat

· Hand over the gold the Knight Colonel sent.

· Give the centipede mounts the player characters have (The Black Star will lend them maximum hit point heavy war horse mounts replace the centipedes until they return to Gran March)

· Score 20 negotiation points.


Complete Success (20 points):  The Black Star will not engage their option; they will require a renegotiation of terms with Pomarj forces, and will remain outside of the fighting a minimum of two weeks.  If the characters hand over the centipedes  as a part of a complete success then they can get the Black Start Mercenaries AR item.


Partial Success (12 points):  The Black Star will be unable to be found for at least four days, and they will demand payment up front for any future work for the next two weeks after that.  The Black Star Mercenaries AR item will not be gained.


Marginal Success (6 Points):  The Black Star will demand payment up front for any future work in the next two weeks.  They will turn away all other visitors for a day, and skip using cook fires to make it look like they are not here.  The Black Star Mercenaries AR item will not be gained.


Failure (5 or fewer points):  The Black Star does not like their tone or demands.  They are to leave the area, but really they are not given that chance.  Once the team leaders get to their teams, begin: Things Go Very Badly.  At this point other team members can begin to speak using Diplomacy, if they make a DC 35, they and they alone will be allowed to leave without being attacked if they do not help the others.  No team leader can get the Hammer Lord, Order of Silver Hammer or Citizen of Gran March AR Items, Favor of Knight Colonel Jabbar (the latter can go to any team member who fights), unless they agreed against their fellow members for a sparring fight for their team.

Points for Actions:

+1
Giving them all of the gold the Knight Colonel provided

+1
If at least one table stabilized dying opponents in encounter two.

+1
For each additional 400 gp the team leaders put of their own money in the pot.

+1
Complete Completion Victory in Encounter Four.

+1
If they provide a tea service and good tea for their discussion.

+1
Someone scores a DC 20 + two times APL Diplomacy check.

+2
Complete Completion Victory in Encounter Seven

+2
At least one team leader agrees to the sparring for his group in the face of a general vote against it.

+2
For each table that is successful in their fight

+5
Agreeing to non-lethal sparring with their forces

+10
Agreeing to lethal with yielding sparring with their forces

+12
Giving them all the centipede mounts the PCs took earlier (they must have taken mounts or these points are not possible); (Osino will lend them maximum hit point heavy war horse mounts with studded leather barding to replace the centipedes until they return to Gran March)

An extra benefit oF not screwing up. 

For anything except a Failure, Osino will tell the PCs that major reinforcements to the Hammer are on the move.  He can tell them where they will be passing through if they agree to get in their way.

If the PCs do not follow through on this they will miss encounter 10.

Osino will also give each party one Cure Light Wounds Potion per three negotiation points they earned, including going over the minimums.

If the teams scored a Complete or Total Success, he will give the LOWEST level Team Leader a Short Composite Bow (+1 str) with a Greater Magic Weapon +3 (CL 15; 6 hours left) enchantment, and say that this is a personal gift from him to the character.

The Simple Sparing Match

DMs should have recalculated the APL (not counting the mounts) when the team leaders left.  There should be no three person tables as short handed tables should have gotten Mr. Karr.


The first round the forces of the sparring match will move to the PCs, giving them a round of buffing if they wanted to do so.


If the team leaders chose lethal with yielding (unlikely but possible), the NPCs will yield at 5 hit points left.  None of the NPCs will break the non-lethal combat restriction except against PCs that break it themselves.  The Pyrohydra will not breathe in non-lethal combat unless a PC clearly breaks the non-lethal combat and then only on violators.  Note that the Pyrohydra has a healthful rest spell so its Fast Healing Rate is doubled.

APL 2 (EL 2)


Krenshar (2): hp 15 each; see Monster Manual, page 163  (CR 1)
APL 4 (EL 4)


Krenshar (4): hp 15 each; see Monster Manual, page 163  (CR 1)
APL 6 (EL 6)

Annis Hag (1): hp 52 each; large long bow with +2 greater magic weapon on it (CL 11)(+8 hit, 2d6); see Monster Manual, page 143  (CR 6)

APL 8 (EL 8)

Annis Hag (2): hp 52 each; large long bow with +2 greater magic weapon on it (CL 11) (+8 hit, 2d6); see Monster Manual, page 143  (CR 6)

APL 8 Special (EL 10)

Annis Hag (3): hp 52 each; large long bow (+8 hit, 2d6); see Monster Manual, page 143  (CR 6)


Six-headed Pyrohydra (1): hp 70 each; healthful rest has been cast on it (CL 11); see Monster Manual, page 143 

Things go very badly

This is a very bad situation and a very possible TPK or TIK (Total Interactive Kill).  Some tables will be very effective against these foes, but others will have a hard time.  All the team leaders had to do was agree to non-lethal combat and hand over the Knight Colonel’s gold to avoid this.


Any character knocked unconscious in a TP situation will be stabilized and ransomed back to Gran March after 10 TUs (these are not game TUs but outside of Game TUs), they characters will receive half gold, and cannot get many of the AR items listed. 


Any character that yields, will have the yield accepted, they will be told to drop weapons sit down, hands over eyes and wait.  If they do not interfere in combat, they are ransomed back to Gran March, see above.  If they help after yielding, they will be killed (if possible) and the character will be irrecoverable.


Once a table completes their section they may go and help other tables if the table was open to help.  No more than two people from any other table can go help.

APL 2 (EL 6)

Weretiger (1): hp 57 each; adamantine greatsword with +2 greater magic weapon on it; see Monster Manual, page 175  (CR 5)

Krenshar (3): hp 15 each; see Monster Manual, page 163  (CR 1)
APL 4 (EL 8)

Weretiger (1): hp 57 each; adamantine greatsword with +2 greater magic weapon on it; see Monster Manual, page 175  (CR 5)

Krenshar (3): hp 15 each; see Monster Manual, page 163  (CR 1)
Annis Hag (1): hp 52 each; large long bow (+8 hit, 2d6); see Monster Manual, page 143  (CR 6)

APL 6 (EL 10)

Weretiger (2): hp 57 each; adamantine greatsword with +2 greater magic weapon on it (CL 11); see Monster Manual, page 175  (CR 5)
Annis Hag (3): hp 52 each; large long bow with +2 greater magic weapon on it (CL 11)(+8 hit, 2d6); see Monster Manual, page 143  (CR 6)

APL 8 (EL 12)

Annis Hag (3): hp 52 each; large long bow with +2 greater magic weapon on it (CL 11) (+8 hit, 2d6); see Monster Manual, page 143  (CR 6)


Dark Naga (2): hp 68 each; swim +5 instead of  intimidate +5, see invisibility (pre-cast) instead of invisibility, fly instead of displacement; see Monster Manual, page 191  (CR 8)
Six-headed Pyrohydra (1): hp 70 each; healthful rest has been cast on it (CL 11); see Monster Manual, page 143 

APL 8 Special (EL 14)

Annis Hag (3): hp 52 each; large long bow (+8 hit, 2d6); see Monster Manual, page 143  (CR 6)


Dark Naga (2): hp 68 each; swim +5 instead of  intimidate +5, see invisibility (pre-cast) instead of invisibility, fly instead of displacement; see Monster Manual, page 191  (CR 8)
Six-headed Pyrohydra (1): hp 70 each; healthful rest has been cast on it (CL 11); see Monster Manual, page 143 

Fire Giant (2): hp 126 each;; see Monster Manual, page 123  (CR 10)
Early in the fight, the Dark Nagas will get Fly spells put on Pyrohydras to make them more effective.

Frontal Assault

There is a rare possibility that the PCs will come into the game in frontal assault mode.  In such a case  give the next higher APL (APL 4 gets APL 6, etc)  with APL 8 special just getting DOUBLE the number of their normal numbers


The monsters will have three rounds of spell casting to get prepared, plus all will have had a Hero’s Feast earlier that day (15 temp hit points; CL 18), and each will have 3 cure moderate wounds potions.


Bad guy NPCs can move to other tables to assist their fellow bad guys, but people who fall unconscious or surrender will get the same terms as above.


Assuming there is not a Total Interactive Kill the PCs will not know about the events of Encounter 10, so skip to the conclusion.

Encounter 10: Reinforcements

ENCOUNTER LENGTH 1 HOUR

As you ride swiftly south to meet the oncoming wave of reinforcements, the fog of the day before creeps onto the ground.  If the numbers that are supposed to be arriving are true, perhaps some cover would be useful.


Osino said that the reinforcements were arriving in a series of narrow columns spread over a wide area.  Some of his folks were supposed to work some security on the movement but a mix up on the option and the delay of payment prevented him from sending troops.  He gave each team leader a point where his forces were supposed to be able to meet up with a unit, and gave you a blessing of Obad-Hai.


Four hours of hard riding brings each of you to what you believe is your area.  The fog is dense enough so visibility is not more than 150 feet.  You do not hear nor otherwise sense your fellow teams, when enemy reinforcements come into view.

DM Map:,  Use an open map with no obstructions what so ever.  PCs can not see beyond the Battle Map.  They are on one side, the NPCs show up on the other, but not in a neat line for Arc of Lightning (though that spell has a much shorter range than most GMs realize).

This encounter comes in three ways, a full round of non-fighting occurs between each group of NPCs that arrive, unless the PCs go forward to confront them.  Remember that things like marshal’s commands only go 60 feet, and in this fog a bard’s song only goes 90 feet.

WAVE 1: VANGUARD

APL 2 (EL 3)


Krenshar (3): hp 15 each; see Monster Manual, page 163  (CR 1)
APL 4 (EL5)


Worg (3): hp 36 each; see Monster Manual, page 256  (CR 2)
APL 6 (EL 7)


Dire Wolves (3): hp 36 each; see Monster Manual, page 256  (CR 3)


Worg (2): hp 36 each; see Monster Manual, page 256  (CR 2)
APL 8 (EL 7)

Weretiger (2): hp 60 each;; see Monster Manual, page 174  (CR 5)
APL 8 Special (EL 11)

Hill Giant Dire Were Boar (1): hp 189, Improved Critical: Gore instead of Improved Bull Rush; see Monster Manual, page 124   (CR 11)
WAVE 2: REINFORCEMENTS

APL 2 (EL 5)

Bugbear (2): hp 19 each;; see Monster Manual, page 29  (CR 2)
Goblin (4): hp 5 each; short bows & 40 arrows instead of javelins (+3 h, 1d4 dam); see Monster Manual, page 133  (CR 1/3)
Goblin in green (2): hp 5 each; see Monster Manual, page 133  (CR 1/3)
APL 4 (EL 7)

Bugbear (2): hp 19 each; masterwork long composite bow (STR +1) instead of javelin (+4 hit; 1D8+1 dam); see Monster Manual, page 29  (CR 2)
Ogres (2): hp 31 each; Scythe instead of great club (2d6 +7) (slashing not bludgeoning); large masterwork long composite bow (str +1) instead of javelin (2d6+1 dam); see Monster Manual, page 199  (CR 3]
Goblin (6): hp 5 each; see Monster Manual, page 133  (CR 1/3)
APL 6 (EL 9)

Ogres (3): hp 31 each; Scythe instead of great club (2d6 +7) large masterwork long composite bow (str +1) instead of javelin (2d6+1 dam); see Monster Manual, page 199  (CR 3]
Troll (2): hp 63 each; Has a masterwork Large Long Composite (str +4) Bow and 60 arrows (+5 hit, 2d6+4 dam); under a Delay Poison spell CL 10;  see Monster Manual, page 247  (CR 5]
Bugbear (3): hp 19 each; see Monster Manual, page 29  (CR 2) 

APL 8 (EL 11)

Troll (2): hp 63 each; Has a Large Long Composite (str +4) Bow with greater magic weapon making it +2  (CL 8) and 60 arrows (+7 hit, 2d6+6 dam); under a Delay Poison spell CL 10;  see Monster Manual, page 247  (CR 5]
Ettin (4): hp 75 each; 8 javelins each; see Monster Manual, page 106  (CR 6]
Bugbear (3): hp 19 each; 6 javelins each; see Monster Manual, page 29  (CR 2) 

APL 8 Special (EL 12)

Hill Giant (2): hp 109 each; Has a large spiked chain with greater magic weapon making it +2, instead great club (2D6+); under a Delay Poison spell CL 10; see Monster Manual, page 123  (CR 7) 

Stone Giant (2): hp 126 each; see Monster Manual, page 124  (CR 8) 

Troll (2): hp 63 each; has a Large Long Composite (STR +4) Bow with greater magic weapon making it +2  (CL 8) and 60 arrows (+7 hit, 2d6+6 dam);  see Monster Manual, page 247  (CR 5]
All Tables to finish early decide if they want to help other tables.   No more than one person from each table can move to help another table, and no table can be reduced to fewer than 4 people (counting Mr. Karr).  In the course of the second wave they will have heard combat.  It will take two rounds to get there.

Once the PCs leave their tables and the new arrangement is known, spring the read guard on them.  Once PCs that moved are done on their new tables they can return to their old tables.

WAVE 3: REARGUARD

APL 2 (EL 4)


Krenshar (2): hp 15 each; see Monster Manual, page 163  (CR 1)


Worg (1): hp 36 each; see Monster Manual, page 256  (CR 2)
APL 4 (EL 6)


Dire Wolves (3): hp 36; see Monster Manual, page 256  (CR 3)
APL 6 (EL 8)

Weretiger (3): hp 60 each; has six javelins; see Monster Manual, page 174  (CR 5)
APL 8 (EL 11)

Hill Giant Dire Were Boar (1): hp 189, Improved Critical: Gore instead of Improved Bull Rush; is in were boar form ; see Monster Manual, page 124   (CR 11)
APL 8 Special (EL 13)

Hill Giant Dire Were Boar (2): hp 189, Improved Critical: Gore instead of Improved Bull Rush; has 10 javelins; one starts in were boar form (with mage armor spell CL 12); see Monster Manual, page 124   (CR 11)
Character Reinforcements

If the negotiations went well (Total or Complete Victory) at least well enough to convince the mercenaries to stop working for the Pomarj leaders, a few of the mercenaries will show up to help the PCs if it looks like they need help.

Green Hag (1 APL2 & APL 4, etc; 2 at APL 6 and APL 8): hp 60 ; silver great axe; haste potion (which they will drink while still invisible); see Monster Manual, page 143  (CR 5)
These will only appear into the third wave.

Conclusion

ENCOUNTER LENGTH: 15 minutes


The last few days have been brutal and so the appearance of a full Pride of Gran March cavalry was a welcome sight.  The Army of the Hammer had begun their assault with the Army of Victory almost here, and its cavalry not protecting the lines came out to complete what you started.


When you returned to more friendly territory, Knight Colonel Jabbar hosted a most excellent party at the Army of Victory headquarters. He thanked each one of you personally for your service.  The Knight Field Marshal of the Army of Victory was at hand, Alicia Hellenasdottir, but the Knight Colonel introduced her as the Baroness Hammer to be, to which she smiled.  She bestowed a special honor upon some in your gathering, and may others have received the Baronial Medal of Valor (or will, when Hammer falls, and the agreement with the Principality about a new Gran March Barony comes to be).


As the party winds down, the Knight Field Marshal once again catches your eye, “Colonel Jabbar has made some promotion recommendations, and I plan to confirm most of them.”

The End

Special Mount

If any centipedes were gained in Encounter 3, even if they were given away in the negotiation, then the characters have access to acquire them again (the military knows where they are).  Cross off the huge option if no one took a Huge Centipede and there was an APL 8+ table present (if there is no APL 8+ table, then if anyone took a centipede the mount is available).


The paladin options for mounts are available whether centipedes were taken or not.

Favor of Knight Colonel Jabbar 

Characters that fought in Encounter 10 get this favor.  Any promotions from this favor have to be done at this AR, and the favor crossed off.

Baronial Medal of Valor: 

There were certain special ways to earn a Baronial Medal of Valor in game.  Each team leader may nominate a member of his or her team or another team leader that did not get a medal, to get one and Baroness Hammer will agree

Knight of the March and Hammerlord: OR CITIZEN OF THE MARCH

Team leaders (ONLY)  that completed this mission, and obeyed orders, will receive one of these honors depending on what type of character.  Note that Knights of the March are minor Gran March nobility.

As a game note, at least one Knight of the March in the Critical Event Period will be promoted to Elector designate and a new Electorship named after them in the Barony of Hammer.  The character must retire before character takes on the Elector-ship.  Until they do so there will be a steward, and they are Elector-Designate.  This will be handled by the triad.

Order of the Silver Hammer.  

All members of the team qualify for this honor.

Black Star Mercenaries

This favor is only possible with Total or Complete Success with the Black Star.

Conclusion: FRONTAL ASSAULT OR THINGS GO VERY BADLY

The last few days have been brutal, with the last the worst of all.  Those of you not captured or killed wandered the plane until you came upon the remains of a Gran March cavalry pride butchered not four hours prior.   You make your way back to the original pathfinder base, to find it wrecked, or without shelters, but a few pathfinders remain.


In time you make your way back to the Army of Victory headquarters.  Knight Colonel Jabbar is missing as is most of his staff, but you are made welcome.


The Siege of the Hammer has begun, apparently massively reinforced while you were returning to duty.

Special Mount


If any centipedes were gained in Encounter 3, even if they were killed, then the characters have access to acquire them again (the military knows where they are).  Cross off the huge option if no one took a Huge Centipede and there was an APL 8+ table present (if there is no APL 8+ table, then if anyone took a centipede the mount is available).


The paladin options for mounts are available whether centipedes were taken or not.

Baronial Medal of Valor: 

There were certain special ways to earn a Baronial Medal of Valor in game.  All team leaders are also awarded it if they did not get one through special action.

Campaign Consequences

If this game is being played as a part one of a two round BI, then consult Hammerfall for aspects of gains in this game that affect some characteristics in the next.

Otherwise, contact Gran March Plot Coordinator at grimnim@yahoo.com with critical event summary information.

Playing Hammerstrike & Hammerfall out of order

While the games recommend the two games be played in order, and the ARs assume such play, there will be people who play the games out of order.  Mostly likely this will be because Hammerfall is offered as an interactive in an area that does not offer Hammerstrike.

Persons who would have accepted The Pride or the First on the Hammerfall AR if they had played Hammerstrike first should contact grimnim@yahoo.com. With the name of their DMs for Hammerfall and Hammerstrike and any contact information they might have.

The End

Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished. Then assign the experience award.  Award the total value (objectives plus roleplaying) to each character.

Encounter 2

Complete Encounter 2


APL 2: 
200 xp


APL 4
300 xp


APL 6
400 xp


APL 8
600 xp

Encounter 3

Complete Encounter 3 and have mounts for entire party


APL 2:
100 xp


APL 4
150 xp


APL 6
200 xp


APL 8
300 xp

Encounter 6

Defeat forces in Encounter 6


APL 2: 
100 xp


APL 4
150 xp


APL 6
200 xp


APL 8
300 xp

Encounter 7

Defeat forces in Encounter 7


APL 2: 
100 xp


APL 4
150 xp


APL 6
200 xp


APL 8
300 xp

Encounter 9

At least a Partial Success was attained; or defeated “Things Go Very Badly” or “Frontal Assault” encounter


APL 2: 
100 xp


APL 4
150 xp


APL 6
200 xp



APL 8
300 xp

Encounter 10

Defeat forces in Encounter 10


APL 2:
150 xp


APL 4
225 xp


APL 6
300 xp



APL 8
450 xp

Other Awards

Avoid using the default method to choose team leader


APL 2: 
50 xp


APL 4
75 xp


APL 6
100 xp


APL 8
150 xp

Successfully damage siege engines in Encounter 6


APL 2:
50 xp


APL 4
75 xp


APL 6
100 xp



APL 8
150 xp

Discretionary Roleplaying Award


APL 2:
50 xp


APL 4
75 xp


APL 6
100 xp



APL 8
200 xp

Total possible experience


APL 2: 900 xp.


APL 4: 1350 xp.


APL 6: 1800 xp.


APL 8: 2300 xp.

Treasure Summary

During an adventure, characters encounter treasure, usually finding it in the possession of their foes.  Every encounter that features treasure has a “treasure” section within the encounter description, giving information about the loot, coins, and magic items that make up the encounter’s treasure.


The loot total is the number of gold pieces each character gains if the foes are plundered of all their earthly possessions.  Looting the bodies takes at least 10 minutes per every 5 enemies, and if the characters cannot take the time to loot the bodies, they do not gain this gold.  If you feel it is reasonable that characters can go back to loot the bodies, and those bodies are there (i.e., not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve loot.  If the characters do not loot the body, the gold piece value for the loot is subtracted from the encounter totals given below.


The coin total is the number of gold pieces each character gains if they take the coin available.  A normal adventuring party can usually gather this wealth in a round or so.  If for some reason, they pass up this treasure, the coin total is subtracted from the encounter totals given below.


Next, the magic items are listed.  Magic item treasure is the hardest to adjudicate, because they are varied and because characters may want to use them during the adventure.  Many times characters must cast identify, analyze dweomer or similar spell to determine what the item does and how to activate it.  Other times they may attempt to use the item blindly.  If the magic item is consumable (a potion, scroll, magic bolts, etc.) and the item is used before the end of the adventure, its total is subtracted from the adventure totals below.


Once you have subtracted the value for unclaimed treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure.  Write the total in the GP Gained field of the adventure certificate.  Because this is a Regional adventure, characters may spend additional Time Units to practice professions or create items immediately after the adventure so this total may be modified by other circumstances.


L = Looted gear from enemy; C = Coin, Gems, Jewelry, and other valuables; M = Magic Items.

NOTE:  This is a non-item access adventure, so no equipment looted may be retained.  There is  therefore no Item Access list either.

Total Possible Treasure (Maximum Reward Allowed)

APL 4: 900 gp

APL 4: 1300 gp

APL 6: 1800 gp

APL 8: 2600 gp

There is 5000 GP of overcap per table (from the earnings from the mercenary funds, where much of the gold above also comes from)

Items for the Adventure Record

Special

Special Mount: 

Large/Huge Monstrous Centipedes, trained, as much as they can be, as mounts were captured in the battle and you have the opportunity to purchase.  The Large mount costs 1000gp to attune it to you, plus special herbs costing 25gp per game so it will remain docile.  The Huge mount costs  twice as much for each cost.  Gran March cities will not allow these creatures within their boundaries.  Vermin have no tricks, and Ride checks require a +5 to DC to perform on these centipedes (with control mount in combat check to stop mount from fighting when it has been attacked).  The centipedes can only use their climb speed with rider when they are at light encumbrance.


 Paladins of 5th level and more may summon a Celestial Large Monstrous centipede as a paladin mount without a purchase.  Paladins of 8th level or more may summon a Celestial Huge Monstrous Centipede as a paladin mount without a purchase. 

Favor of Knight Colonel Jabbar 

You have the favor of Knight Colonel Jabbar (cross off favor when used). This favor will be useful in the future,. Active Duty military, on this AR, may use the favor immediately to secure a promotion to the next non-commissioned rank up to at most Senior Staff Sergeant (waiving time in grade or promotion limits); if you are less then Sergeant rank you are promoted to sergeant rank instead of a single non-commissioned step.

Baronial Medal of Valor: 

You were awarded the Baronial Medal of Valor (BMV).

Knight of the March and Hammerlord: 

A Gran March military, veteran or citizen team leader is made a Knight of the March.   You are inducted into the Order of the Golden Hammer, and can use the title Hammerlord (lady) as a result.  A Hammerlord gets a +2 insight bonus to their leadership score and gets a +5 luck bonus to Gather Information checks in the Sheldomar Valley.  

Citizen of the March

A team leader not qualified for the Knighthood above is offered Gran March citizenship by Commandant Fiat. In such a case you are also inducted into the Order of the Silver Hammer (see below)..

Order of the Silver Hammer.  

You are inducted in to the Order of the Silver Hammer.  You can use the title Hammerstrike as a result.  A Hammerstrike gets a +1 insight bonus to their leadership score and gets a +5 luck bonus to Gather Information checks in Gran March. 

Black Star Mercenaries

The Black Star mercenaries are thankful that your mission both got them out of their contract and provided them with excellent new mounts.  The mercenary band owes you a favor which can be redeemed at another time.  Until you redeem the favor you will always have the use of a maximum hit point (black with white socks) heavy war horse at the start of any Gran March game (this is a borrowed animal, and cannot be converted to special mount or animal companion.

 Appendix 1: NPC Paladin

APL 2

Foster Karr (NPC Paladin)
CR 1

Male Human Paladin 1

LG Medium Humanoid (human)

Init +1; Senses Listen +1, Spot +1

Aura Good

Languages Common 

AC 18, touch 11, flat-footed 17


(+1 Dex, +5 armor, +2 shield)

Miss Chance - 

hp 11 (1 HD); 

Fort +3, Ref +1, Will +1

Speed 20 ft. in chainmail armor (4 squares), base movement 30 ft.;

Melee Longsword +4 (1d8+2) 

or

Ranged Longbow +2 (1d8)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +3

Atk Options Smite Evil 1x/day

Combat Gear two Longswords, Chainmail, Heavy Steel Shield, Longbow, 20 arrows, Two Potions Cure Light Wounds, Holy Symbol of Ulaa

Abilities Str 14, Dex 13, Con 12, Int 10, Wis 12, Cha 12 

SQ Aura of Good, Detect Evil, Smite evil (1x/day)
Feats Weapon Focus (Longsword), Toughness 

Skills Handle Animal +5, Heal +7, Ride +5

Possessions combat gear plus Healer’s Kit, Wand Cure Light wounds (10 charges), 14 gp

Description This paladin stands an even six feet tall and has strong Oeridian features. He wears the holy symbol of Ulaa prominently..  He is not argumentative on religion, he is a veteran but cannot be team leader.

APL 4

Albert Karr (NPC Paladin)
CR 3

Male Human Paladin 3

LG Medium Humanoid (human)

Init +1; Senses Listen +1, Spot +1

Aura Good

Languages Common 

AC 19, touch 11, flat-footed 19


(+1 Dex, +6 armor, +2 shield)

hp 25 (3 HD); 

Immune Disease
Fort +6, Ref +6, Will +3

Speed 20 ft. in chainmail armor (4 squares), base movement 30 ft.;

Melee Longsword +7(1d8+2) 

or

Ranged Longbow +4 (1d8)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +5

Atk Options Smite Evil 1x/day

Combat Gear Chainmail+1, two masterwork longswords, Heavy Steel Shield, Longbow, 20 arrows, two Potion Cure Moderate Wounds

Abilities Str 14, Dex 13, Con 12, Int 10, Wis 10 Cha 14

SQ Aura of Good, Detect Evil, Smite evil (1x/day), Divine Grace, Lay on Hands (6 points), Aura of Courage, Divine Health
Feats Weapon Focus (Longsword), Lightning Reflexes, Mounted Combat

Skills Handle Animal +8, Heal +6, Ride +7

Possessions combat gear plus Healer’s Kit,  Wand Cure Light Wounds (20 charges), 14 gp

Description This paladin stands an even six feet tall and has strong Oeridian features. He wears the holy symbol of Ulaa prominently..  He is not argumentative on religion, he is a veteran but cannot be team leader.

APL 6

Micca Karr (NPC Paladin)
CR 5

Male Human Paladin 5

LG Medium Humanoid (human)

Init +1; Senses Listen +1, Spot +1

Aura Good

Languages Common 

AC 21, touch 11, flat-footed 21


(+1 Dex, +7 armor, +3 shield)

hp 41 (5 HD); 

Immune Disease
Fort +7, Ref +6, Will +4

Speed 20 ft. in banded mail armor (4 squares), base movement 30 ft.;

Melee Longsword +9 (1d8+2)

 or

Ranged Long Composite Bow +7 (1d8)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +7

Atk Options Smite Evil 2x/day

Combat Gear  Banded mail+1, two masterwork longswords, Heavy Steel Shield +1, masterwork Long Composite bow (Str +0), 40 arrows, two Potions Cure Moderate Wounds, Potion of Lesser Restoration

Paladin Spells Prepared (CL 2nd):


1st— Bless Weapon

Abilities Str 14, Dex 12, Con 12, Int 10, Wis 12 Cha 14

SQ Aura of Good, Detect Evil, Smite evil (2x/day), Divine Grace, Lay on Hands (10 points), Aura of Courage, Divine Health, Turn Undead, Special Mount (dead)
Feats Weapon Focus (Longsword), Lightning Reflexes, Mounted Combat

Skills Handle Animal +10 Heal +9, Ride +9

Possessions combat gear plus Healer’s Kit, Holy symbol of Ulaa, Wand Cure Light Wounds (30 charges), 14 gp

Description This paladin stands an even six feet tall and has strong Oeridian features. He wears the holy symbol of Ulaa prominently..  He is not argumentative on religion, he is a veteran but cannot be team leader.

APL 8

Tomas Karr (NPC Paladin)
CR 7

Male Human Paladin 7

LG Medium Humanoid (human)

Init +1; Senses Listen +1, Spot +1

Aura Good

Languages Common 

AC 23, touch 11, flat-footed 22


(+1 Dex, +9 armor, +3 shield)

hp 58 (7 HD); 

Immune Disease
Fort +8, Ref +7, Will +5

Speed 20 ft. in Full Plate armor (4 squares), base movement 30 ft.;

Melee +1 Longsword +11 (1d8+3) or

Melee Full attack +1 Longsword +11 and +6 (1d8+3) or

Ranged MW Long Composite bow (Str +0) +9 (1d8)

Ranged Full attack MW Long Composite bow (Str +0) +9 and +4 (1d8)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +9

Atk Options Smite Evil 2x/day, Mounted Combat.  Will take cover behind horse for +4 AC if make a DC 15 Ride Check.

Combat Gear Full Plate mail+1, longsword +1, masterwork longsword, Heavy Steel Shield +1, masterwork Long Composite bow (Str +0), 40 arrows, Two Potions of Cure Moderate Wounds

Paladin Spells Prepared (CL 3rd):


1st— Bless Weapon, Protection from Evil

Abilities Str 14, Dex 12, Con 12, Int 10, Wis 12 Cha 14

SQ Aura of Good, Detect Evil, Smite evil (2x/day), Divine Grace, Lay on Hands (14 points), Aura of Courage, Divine Health, Turn Undead, Special Mount (dead), Remove Disease (1x/week)
Feats Weapon Focus (Longsword), Lightning Reflexes, Mounted Combat , Skill Focus: Ride

Skills Handle Animal +10 Heal +9, Ride +12

Possessions combat gear plus Wand Cure Light Wounds (25 charges), 4 gp

Description This paladin stands an even six feet tall and has strong Oeridian features. He wears the holy symbol of Ulaa prominently..  He is not argumentative on religion, he is a veteran but cannot be team leader.

DM Aid: Map #1 – ENC 2a: Swimming Lessons (in the water)
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The swampy ground is soft with pools of standing water and clumbs of vegetation.  Balance check DC 5 or move at half speed the swampy ground close to the river (within 30 feet).  Moving through vegetation (bushes above) is at half speed. (if most of a square has no bushes, then it is not a reduced moved square)

DM Aid: Map #2 – ENC 2B: Swimming Lessons (in the Swamp)
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Balance check DC 5 or move at half speed the swampy ground close to the river (within 30 feet).  Moving through vegetation (bushes above) is at half speed. (if most of a square has no bushes, then it is not a reduced moved square)

DM Aid: Map #3 – ENC 2B: Swimming Lessons (On The BAnk)
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DM Aid: Map #4 – ENC 3: T
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DM Aid: Map #5 – ENC 6: 
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DM Aid: Map #6 – ENC 7
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DM Aid#7: Rumors and lies

This document is assembled assuming no more than 8 tables for the interactive.  In such a case of more than 8 tables, then the organizer can take some of the general rumors for table only rumors and lies.

There are eight pieces of information that only a single table will start the game with.  These are gained from the start of game gather information checks.  For each success of DC 15 Gather Information checks beyond the first check, a different rumor is heard.  GMs should mix the truth and the false rumors given for these extra items.  Note that some of the “lies” don’t apply to this game but might be true for other games.

The numbered and bold information items are the unique items.  Any unique items not used by tables should be spread by Warrant Officer Deeds or the other NPCs as they move from table to table.  They are things they have heard, but have not had official confirmation..

Not interactive games, run is missions style, receive the underlined unique rumor and then other rumors from the general list.  Warrant Officer Deeds will pass along the italicized rumors from the unique list.

The eight unique items

1.
The Hammer fortress leaders has been recruiting mercenaries for outlying defenses

2.
A unit of scouts was killed almost to the last man by a unit of mounted giant archers 

3.
A pathfinder officer was captured by the enemy two days ago.  His team said he was trapped in a cage made with bars of force that they could not break.

4.
The enemy has been using trained tigers and dire wolves to guard less sensitive areas

5.
The graveyards around the Hammer fortress have been unearthed and the corpses transformed into undead to help protect the area.

6.
The Pathfinders have scouted the landing site extensively but it was a week ago

7.
The enemy has been training hydra clergy who cast Healthful Rest upon themselves before they go into battle.

8.
Ghosts of long drowned sailors inhabit the river and near dawn sometimes drag those near the banks deep in the river to have company.

Other items people can find with Gather Information checks


Knight Colonel Jabbar is one of the alternative identities of Nolar Thotec.

A black dragon, half the length of a longship, lives in the river not far from the fortress

Winged trolls were seen in the air over the river during the daytime hours

Knight Colonel Jabbar does not like the Knight of the Watch and he disowned his son, Norris Jabbar, over his joining the organization as a squire. 

Ghosts of long drowned sailors inhabit the river sometimes dragging the living deeper into the river to have company.

The enemy has been training hydra clergy who cast Healthful Rest upon themselves before they go into battle.

The enemy has been using trained tigers and dire wolves to guard less sensitive areas

The Knights of the Watch want the Hammer attack to fail because they believe Gran March has no business in this area.

 Player Handout #1 – Knight Colonel’s Speech

Knight Colonel Jabbar NPC reads this:

Greetings Soldiers, Sailors, and Civilian Specialists

You have been chosen or asked to be here, because you are among the best in your areas of expertise.  The Battle for the Hammer begins with us.  It will end with a general assault and siege of the fortress itself.  When that day comes I fully expect your service will have much to do with the victory.

Cavalry is a force that can disrupt communication, supply and reinforcement should it be allowed to wander unscathed behind the lines won’t be unscathed for long, but disruption is the goal.  We will take our mounts from the enemy and smash their rear area arrangements making it difficult to resupply and reinforce their fortress ahead of the arrival of the Army of the Hammer..  
We will fill the GMS Lortenford with so many fighting men and woman that there will be barely room for a few rats and weasels. Then we will stealthily make our way near the first target.  Small teams will be unloaded along a fighting front.  The teams will make their way a shore and push past any resistance on the bank.  You will, be landed along a shore where the enemy cannot expect us to arrive in force.  Pathfinders in those areas have said the banks are defended but not by excessive forces.  It is after all, a long river and there is little reason to expect what is coming.

In stealth and decisive application of combat prowess we will make our way to the first target, an Enemy logistics base.  There, you will take your mounts and begin the real focus of this mission.  Other forces will disrupt those complexes, but your task is to get your mounts and not be followed to the muster site deep in enemy territory.

I understand that many of you prefer to be mounted in all your battles, yet Gran March cavalry is used to being used however the battlefield needs them.  Yes, you will begin on foot, in a landing from water to land, but with the spoils of the enemy you will defeat many times your numbers of foes.

Each team should select a team leader.  In many cases there will be an obvious choice in the highest ranking Gran March military member in the team.  I, however, admire a leader who recognizes herself or himself as being less effective in the methods of a mission and allows a person of technically lower rank to lead the team.  So, it is not necessarily the highest military ranking member of the team, if that person suggests someone of lower Gran March military rank in his or her place.  For you civilian specialists, I need you to follow the orders of the team leader, and if your team is all civilians then I need a team leader from you as well.

Player Handout #2 – Average Damage Chart
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Player Handout #3 – tALOAN LIST

He speaks this list out loud and shows a written version:


cure light wounds scrolls for 25 gold,


arcane tensor’s floating disk scrolls for 25 gold, 


cure light wounds potions for 50 gold,


mage armor potions for 50 gold 


oils of magic weapon for 50 gold, 


oils of Shillelagh for 50 gold


see invisibility scroll for 150 gold,


arcane resist energy scroll for 150 gold,


arcane fog cloud scroll for 150 gold


elixir of swimming for 250 gold


cat’s grace potions for 300 gold,


bear’s endurance potions for 300 gold,


cure moderate wounds potions for 300 gold 


delay poison potions for 300 gold


cure serious wounds scrolls for 375 gold


invisibility purge scroll for 375 gold


cure critical wounds scrolls for 700 gold


neutralize poison scrolls for 700 gold

Player Handout #4 – knight colonel’s bag of holding

All items are to be returned to the Knight Colonel if not used or not destroyed.

In this bag are:

Three sets of studded light horse barding

Six riding saddles

Three two man tents

Six sleeping bags

Two cook pots

Adamantine light mace

Cold Iron light mace

Silver light mace

Wand of Cure Light Wounds with 10 charges left

A locating crystal

A tea chest, with eight types of tea

A teapot and tea service

Two well wrapped shovels (so it won’t cut the bag; takes a minute to unpeel them)

Two well wrapped masterwork lances (so it won’t cut the bag; takes a minute to unpeel them.)

One well wrapped bundle of 20 cold iron masterwork arrows  (so it won’t cut the bag; takes a minute to unpeel them.)

One well wrapped bundle of 20 cold iron masterwork bolts (so it won’t cut the bag; takes a minute to unpeel them.)

One well wrapped bundle of 10 silver masterwork bolts (so it won’t cut the bag; takes a minute to unpeel them.)

One well wrapped bundle of 10 adamantine masterwork bolts (so it won’t cut the bag; takes a minute to unpeel them.)

Two Oils of Magic Weapon (CL 1)

Two Cure Light Wounds Potions (CL 1)

One Potion of Water Breathing (CL 5)

One divine scroll of extended delay poison (CL 12)

One divine scroll of remove blindness/deafness (CL 5)

Two arcane scrolls of cure moderate wounds (CL 4)

One arcane scroll of sound burst (CL 3)

One divine scroll of tree shape (CL 3)

200 gold pieces

Four 40-pound bags of mixed oats and barley (horse feed)

Player Handout #5 – knight colonel’s spell choices

For each Table in the Interactive, the Organizer chooses two spells to be available plus the ones in bold.  Multiples are only possible if there are multiples shown.  For the non-interactive tables they get the bolded and italicized-underlined spells only.

Aid (CL 5)

Bull’s Strength (CL 5)

Bear’s Endurance (CL 5)

Extended Bear’s Endurance (CL 5)

Extended Bless (CL 5)

Extended Cat’s Grace (CL 5)

Extended Bless (CL 5)

Endure Elements (CL 5) 

Endure Elements (CL 5) 

Endure Elements (CL 5) 

Endure Elements (CL 5) 

Endure Elements (CL 5) 

Lesser Vigor (CL 5)

Lesser Vigor (CL 5)

Levitate (CL 5) 

Levitate (CL 5) 

Shield of Faith (CL 5)

Mass Lesser Vigor (CL 6)

Magic Vestment (CL 6)

Resist Energy (CL 6)

Greater Magic Fang (CL 7)

Magic Circle vs. Chaos (CL 7)

Misdirection (CL 7)

Player Handout #6 – knight colonel’s special orders

It is imperative that the mercenaries do not conclude their contract with the defenders of the Hammer.  You should use the resources at your disposal, especially including any of the bounty we have already liberated from our foes, to negotiate a settlement where they stay away for the entire siege and assault of the fortress. I have provided you the bulk of the captured gold and gems for this purpose.  Please do not try to retain the money at the risk of not completing this mission. I do not expect them to join our side, and I’m not sure I’d like them to even if they offer.

Still, this is a task that needs negotiation, skill and leadership.  I am confident in your ability to do this.

I do not expect a suicidal attack on their stronghold.  If you are unable to gain their cooperation through negotiation, then you have my permission to withdraw and return to me empty-handed.  I cannot afford to lose the bulk of this raiding force attacking mercenaries that might not even enter the fray.

A change to the normal chain of command, I expect, indeed order, the team leaders to work as a committee of equals in this negotiation process.  There are many points of view in such situations and I have found such arrangements useful in the past.  You are. of course, free to protest these orders to the Commandant upon your return to Gran March, but I expect these to be followed now.

Knight Colonel Jabbar

HQ Army of the Hammer

Critical Event Summary: GRM7-IN5 Title

For use only before March 31, 2008

1. Please list those characters (and PC names, and RPGA numbers) of those who became Knights of the March

2.
Was this game played as an interactive, and if Yes how many tables?








Yes

No

3.
Did the characters recover centipede mounts from Encounter 3?








Yes

No


If so, list player names/PC names here:

4.
Did the characters convince the mercenaries not to help their former emloyersr (total or complete success)?








Yes

No 

Notes: (Add anything that happened that might be considered out of the ordinary – Strange occurrences, results that may not fit the above, etc):[image: image8.png]
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