Land of Confusion: Interactive

Preparation

Prior to this interactive a few random players are handed a note, containing a rumor  they heard during the past weeks. They are encouraged to use this during the talks after assigments have been made (see below, Rumors).

Introduction

People gather in a common room, where they have some time to meet and greet, until the commanders for this battle (including some DMs) appear, accompanied by count Kestor  (Bas or Pieter), as well as his chaplan, a man named Jezven Goodheart (Pierre or Wouter).

One of the commanders (Krishna or Kim) briefly addresses the people gathered, ordering them to calm down and stand to attention. He/she then briefly introduces Kestor, who holds a rousing speech.

Hail, aspiring heroes of Sunndi and the lands around us. We are gathered today to stop an evil foorm encroaching on our turf. To end the march of the menace from the swamp. To stand tall to defend or loved ones from the hatred and pain that the Wastrians threaten to engulf us with.

Never before have these thugs been so bold and come so close. Never before has the village of Calgen, for years a bastion of faith against the evil of the swamp, benen threatened by such a host as we will face today.

But also, never before, will that host face a horde of heroes as I see gathered before me now. Never before, have they felt the righteous wrath of those whose lives they threatened. Never before shall they suffer such a defeat!

For here are gathered those who despise the evil machinations of the racist hopping prophets, who cherish in their heart the bright light of hope and compassion. And this light will lead them – will lead us - to victory.

At dawn, the Wastrians will rise to crush us.

At dawn, they will also realize their mistake.

At dawn, we fight!

For the olven king. For the people. For Sunndi. But more than that, for justice! For life! And for freedom!

Assignments

After the speech, the commander that introduced Kestor explains the battleplans in more detail. These plans should include the need for speed in the battle, and the basic assignments in the battle to come.

“The battlefield will be run in the area shown on this map [should ideally be a map present]. We have designated five areas where we expect skirmishes to occur. These are at here at the entrance into the valley from the swamp, at the two hills that flank the river, in the river valley itself, and at the valley exit, leading to the keep and village.

We will be posting groups at the entrance, on the two hills, and at the valley exit. One other group we will try to move behind enemy lines.  

You will be called in a minute and assigned posts. Once you have your group organized, present the name of your troop – so we know who your are – to Jezven Goodheart, who will also write one of you down as the group commander and one as the group communicator – we expect reports after each skirmish.

About the fights: the Wastrians are in great numbers, and we expect that moral is of great import. You, the commanders of your units, lead bye example. The first minutes in a fight will determine your success. If you do well against your own opponents, your men will take heart and fight like lions. Do badly, or delay the enemy's defeat, and your men might loose their confidence. So strike quickly. this battle may rage all day, but the first minutes in a battle may decide its victory or defeat!”

The PCs are then called forward by name by the commander, and ordered in groups. Kestor gives the assignment to each group.  A he calls out the assignments, explanation for the battle follows.

The Door:

“Your task is to defend the valley entrance, at the edge of the swamp. Now, we do not expect or even want you to hold a tide of onrushing berserking bullywugs. We cannot defeat them that way. To win, we need to drive them in a place where we can surround them and fight them from all sides. This is here in the valley. Therefor, we initially want you to fight valiantly, and kill as many as possible, but make sure your retreat so the army can pass and enter the valley. Once this has happened, you will need to reconquer the entrance, and hold on to it till the end, so the bullywug army will find no place to retreat. If things go bad for one of the hills, which we need for support, you may be called on to aid in those fights, but we hope that is not needed.”

The Western Hill:

“You are stationed here on this hill, where you will give aid to our forces once the bullywugs are in the valley. We expect the Wastrians to try take these hills for themselves, so expect resistance. You cannot loose this hill! Whatever happens, if you are driven back, reconquer it at all cost! Your support is essential.”

The Eastern Hill:

“You are stationed on this hill, where you too will give aid to our forces. We expect the Wastrians to try take these hills too. Now we expect that if they fail to conquer at least one hill, the Wastrians may not push on into the valley, but instead stay at the entrance until they have secured more area. Therefor, you are ordered to strategically retreat when they attack. Kills as many as possible though – moral is impoiratnt, and we need you to reconquer the hill as soon as the bullwyugs push on into the valley, because holding these hills is essential for our victory. Whatever happens, reconquer it at all cost!”

The Anvil:

“As the most capable troops when it comes to traveling the swamps, you have a special assignment. We will send you behind enemy lines to find out as much as possible on troop movements and the enemy's camp. Go in, come out, and report what you found. Kill any opponents you meet – we do not need to provide them with information. Once you return, we will send you to reinforce the avlley's exit against the Wastrians, and to push into the valley once we send then a crushing blow.”

The Hammer:

“You are stationed here on the exit of the valley. You are the best forces we have, and we need you to stand firm when hordes of bullywugs try to flood out of the valley, and to hold back any suprise attacks the Wastrians may have planned. We may also call upon you for duty behind enemy lines as soonw as we find out about troop movements from the Anvil. As our strongest and most mobile force, you may be needed to attack the enemy's army  from the back, or to support elsewhere should things go wrong.”

Once this has happened, PCs are ordered to regroup, and to assign a commander and a communication officer, which they need to file with Jezven. In the mean while, the PCs may talk with some commanders and learn some gossip. 

Rumors

One of the DMs (Erno and Donjin) is wandering around, spreading some rumors he heard. In the meanwhile, other PCs who have heard rumors may also spread them.

The DMs have the following rumors:

“I heard Ahlissa has released the last folk from their mines. Seems not everyone was accounted for though... rumors talk about people who got moved just before the mines were closed... coincidence? I think not...”

“Something's up in Viceroc. They closed one of the mines but nobody seems to be willing to say why. Odd sightings in the hills too. Someone said he was attcked by a dragon. Now, really!”

The following rumors are what some of the PCs may have learned:

“This battle is doomed. Doomed I tel you, and Kestor knows it, too! You are all just pawns in a game that nobody has probed the depths of yet.”

“The olves are acting weird. There's something going on. The fey seem angered, something is amiss. Dark omens – if the fair folk turn against us, that 's bad news...”

“Seems Count Donner of Pelsand has fallen ill. Hasn't been out of his castle for months. Some say it's just old age, but what I have heard it is all due to that quarrel with Hazendel... I am pretty sure the Halls know more...”

“Kestor asked Stalward for forces, but they refused. Seems the relation between  Eyedrinn and Nondrinn soured, after one of their officers died... some say murdered by the Tritherionites!”

“I heard the Wastrians are supported by the forces of darkness... undead in huge numbers... some say this is no coincidence, and that the “Academy” is now involving itself in the war...” 

“My sister's neighbour's brother heard it from her father's valet, so I can't decide it's true, but they claim that Osson has a child... now... if that is true, why isn't he come forward?”

Print and cut out the above list and hand them to random players at the start of the game. Inform them that these are rumors they heard the last few days. Let the players decide how to handle the rumors. You can possibly give the same rumor to more players.

The Missing Count

At some point during the interactive, Kestor and his commanding officers retreat to a private room to discuss strategies.  Jezven remains to collect the information on the troop's commanders.

A few minutes after the retreat, someone stumbles out of the room, in panic, to relate that Kestor and most of the commanders have dissapeared.

[for the story, see the DM special]

After a few minutes of people asking questions (and likely shouting and whatnot),  Jezven takes charge and after calming people down, suggests people continue to their posts, while command will look into the worrying development...

“People, people, calm down! There is no sense in panic, nor is it the time to take action for you. We have capable people who will look into the matter. Trust us that we will take the right steps.

Meanwhile, we have other things to consider. There is an army that may break through the swamp at dawn. Your men are to get into position soon, and while the news we heard is grave, we cannot have this distract us too much – the Wastrians will come, whether the count is here or not. So I implore you, be calm. There is nothing you can do now but fight, as that is what kestor would have desired you to do were he here.

Now, we have bno idea when the exact attack will take place. For this, we will need some of you to perform some reconnaissance tonight. Be ready. Now, please go to your men, and direct them to their posts. You will hear from us as soon as we need you.”

People are sent to their posts, and the battles begin.

