Bandit Attack

By CanThyFly

There is a fair bit of stuff in this quest is campaign specific, but it should not require a lot work to get it to fit in nearly any campaign. There is no hook included in this quest as the group that I am writing this for already know about the existence of the bandits, so you will just to come up with one on your own. Come on its bandits it cant be THAT hard. 

Oh, I did not right this with a specific party level in mind, as this is not the way my campaign works. It would properly be in the vicinity of 2-3 though the party can make it a lot harder or easier on themselves by making certain choices. To understand this quest better I advise that u read the entire thing carefully before trying to run it.

BTW if the party has a rogue they are going to have a field day.

General description

Bandits have been raiding caravans between the towns of Vevos and Eltar; the groups of heroes are to stop them. The bandits are different however as they are not leaving the clues normal bandits do. They leave no one alive and let no one escape so there is no clue to how, or what they are and where they are located.

The bandits: There are 21 bandits in this group. There is, Captain Dermoor, his four sergeants, and sixteen privates.

They are divided into 4 squads.

1. Flying company: Led by Captain Dermoor, also contains one horsemen and Sergeant Munril. (These are the same as below, armed with heavy lances and longswords; the heavy warhorses are wearing padded barding).

2. Archer company: Led by Sergeant Greeves, also contains 6 archers (These are the same as below but use Longbows and daggers).

3. Sword Company: Led by Sergeant Duntran, also contains 6 swordsmen (These are as below but wield longswords and have AC of 19 due to large wooden shields.)

4. Pike Company: Led by Sergeant Johnson, also contains 3 pike men (These are as below but wield long spears.)

 


Captain Dermoor was once a sergeant in the Vevos Town Guard and made himself wealthy by accepting bribes from smugglers. However his activities were discovered and he fled Vevos with a noose chasing him.

Being angry with the town of Vevos from forcing him to leave his comfortable position he started a gang of bandits. They where wiped out about a month after they appeared by the guards of Eltar. Unfortunately Dermoor escaped, he did however learn a few things after his brush with the guards.

His second group was formed from disgraced guards and mercenaries, thus they were handled with military precision and his new group is very effective, as they don’t let anyone escape and give away their strength or position.

The base description of a private is as follows:


The man is of average height and build, he wears well maintained breastplate and wields a longsword with some degree of skill. The only distinguishing mark on this man is a small crimson fist etched into his breastplate.

Change parts of it to suit.

Ways of finding the Bandits.

1. Joining a caravan that is attacked.

2. Hiring a lot of men to sweep the woods for their base. (The subsequent fight).

3. Find out the bandits supply of food.

4. Sweeping the woods for their base by themselves. (Good Luck)

When (if?) the heroes find the bandits base they will find Captain Dermoor ready for them. We are fortified inside the remains of the red saints temple. It is heavy trapped and guarded.

1. The Bandits will attack the caravans that leave on the 3rd, 7th, 11th, 14th, 17th, 22nd and the 23rd. If the heroes join one of these caravans they will be attacked on route.

2. If the heroes hire men to sweep the North wood then roll a d6 on this table:

1: Your men find nothing of the bandits.

2-4: Your men have found traces of the bandits but have not yet located their base. (Add one to the next roll if the heroes bother)

5-6: Your men have located the bandit’s base and pulled back waiting for orders.

The heroes need at least 20 men to make a proper check of the woods. For every ten less then this take 2 of the d6 roll. For every 10 men over 20 add one to the roll.

3. The bandits are buying food in the town of Eltar and if the heroes pass a skill check, gather information DC 15 to find out that the men from the Lumber camp in the north wood are not only eating a lot of food but are also spending a lot of money.

If it take a lot of tries to get information about the bandits Captain Dermoor will send the sword company into town to get rid of the heroes. They will attack the heroes when they are asleep in their inn. From this information the heroes should get there hands on one of the lumber camp members or go to the camp itself and squeeze them for information. They will tell the heroes, without too much pressure that the bandits come to there camp once a week on Tuesdays to buy provisions. The heroes can then lay in wait for a squad (This contains sergeant Johnson 2 archers and 2 swordsmen.) of bandits to turn up and either follow them back to camp or capture them and get information out of them.

4. To find the camp themselves the heroes are required to make a track check of DC 29, due to the large area covered and the fact that the bandits are hiding their tracks. If the heroes go to one of the caravans that was attacked the DC will drop to 19, however it is a +1 penalty for every day that passes after the attacks, also it will rain on the 5th, 12th, 16th, and 20th and this implies another +1 penalty if it rains on the tracks. Lastly tries will take a day due to the area covered if not looking from a caravan. This means that to retry it will take an entire day.

Once the camp has been found it location can be turned into the officials in Eltar or Vevos for a 20 gp reward. Or the heroes can wipe out the bandits themselves and get 50 gp rewards each. {They also received a grant of land and there reputation rose 5 points in my campaign.} They can also keep all the equipment of the bandits but the goods off the caravans have to be returned.

Finding the camp is far from destroying it. At this point the bandits are unaware of the heroes intent. However there are several things the heroes can do to tip them off.

1. Approach the camp without checking for sentries the sword company and the archer company takes shifts to guard around the camp. They can be avoided however. Also they will not attack but rather report to the captain that there are men approaching. This will set the base to alert 1. If the heroes spot the leaving sentries and pull back for a full day the base will set itself to alert 2. If the heroes get spotted twice however the bandits will go back to alert 1 for 6 hours and after this time they will disband.

2. If the heroes kill the party getting food at the lumber camp but either don’t get the location of the camp or don’t follow it up imminently. Then after 12 hours the bandits will go to alert 1 for another 12 hours before switching to alert 2. They bandits will not decamp they assume that the group has fallen foul of something but if another alert 1 is triggered they will disappear in 6 hours.

3. If the heroes get the sword group sent after them in town then the base will go straight to alert 2 and if the swords don’t return to base then they will go to alert 1 for twelve hours before going back to alert 2. The heroes assume that the heroes have killed the sword company, but will not leave but if switched to alert 1 they will decamp in 6 hours.

4. If the heroes directly assault the bandits when a caravan they are traveling with gets attacked then the base will go to alert 1 for twelve hours then go to alert 2. If alert 1 is triggered again then the bandits will decamp in 6 hours.

5. Using the second choice of sweeping the wood with a large amount of men will set the bandits to a alert level 1 and they will evacuate in 6 hours. The bandits cant miss that amount of men moving through the woods.

When the heroes get inside of the base any significant or out of common noise, prompts a listen check by the closest bandit of varying DC depending on the sound, your judgment. If tipped off the bandits will try and go to alert 1.

Failure.

Depending on where the heroes failed there are different results.

If the heroes failed to find the camp at all the bandits will finish their attacks and disappear with their riches.

If they find the camp but fail to destroy it for some reason (eg they die or the bandits decamp) then the attacks will stop, as the remaining bandits will bail while the going is good.

In either of these cases the heroes will run into Dermoor later or if he is killed on of his sergeants.

The Base

The sentries (All privates) around the base work on this schedule.


0000 – 0600: 4 men from archer company.

0600 – 1200: 4 men from the sword company.

1200 – 1800: 2 men from the archer company and 2 men from the sword company.

1800 – 0000: 3 men from the pike company and 1 man from the flying company. 

They are set about 100 meters from the base itself and as such there is a large gap between them. They are spread evenly. Therefore an approaching party has a 70% chance of running into a sentry. The sentry must take a spot check at DC 10 to spot them, if they are moving silently then it is opposed checks. If the characters are not spotted then they can continue on to the base and it will remain on alert 3. If they are spotted the sentry will try to warn the base. The heroes must pass a spot check DC15 to see the fleeing sentry. If they don’t the base is shifted to alert 1. If they do they must chase him down before he can get back to the base and warn the bandits. If he does get back the bandits will attempt to go to alert 1.

Therefore if the party was extremely lucky, or well led they could do this.  On a Tuesday get the sword company to attack them in town and kill them. Then go and kill the food party, sneak past the sentries and when they get inside the base there will only be 6 bandits left out of 21. I very much doubt that this will happen though.

Room Descriptions and Rules

A: 
The room measures 20ft wide and 25ft in length, the room is piled in a haphazard fashion with miscellanies items of worth. The scents of spices are in the air, raw iron stock is piled in the corner next to which looks to be a neat stack of gold bars.

This is the bandits store their loot; there is never any guards in here. There is a secret door on the west wall that the bandits will attempt to flee through should they take to many casualties. The secret door has a DC 20 to find and has a arrow trap installed on it.

Arrow Trap: CR 1; +10 ranged(1d6/x3 crit); Search (DC 20); Disable Device (DC 20). Note: 20ft max range, target determined randomly from those in its path.

B:
This twenty-foot corridor smells slightly of spices. The walls of stone are crumbling under the weight of the mound above. Moss is thick upon the floor, indentations in this moss shows that this passage has been used recently.

The heroes should take a spot check DC 10 to notice that 10ft into the corridor there is a patch of moss that is not imprinted with footprints. The reason for this is there is a trapdoor here that the bandits found before they tripped it.

Pit Trap (20ft deep): CR 1; no attack roll necessary (2d6); Reflex save (DC 20) avoids; Search (DC 20); Disable Device (DC 20).

C:
This huge room that measures 35ft wide and 45ft long has three exits, one on each of the east, west and south walls. The room itself has rotting green carpet running up the center to a large alter upon which stands the awesome figure of Kandish the lord of nature carved out of wood. To either side of the statue what is left of the rotting pews of the temple have been pushed up to form a crude barricade. 

This is the main room of the temple and if the alarm level is set at 1 then the bandits will have set themselves up in here. The archers will hide behind the barricade with the swordsmen between them. They will attack anyone that comes through the door. The pike men will stand behind them using their long reach to good advantage. The flying company will be in E and will emerge to attack the enemy’s flank when they hear fighting. If the base is set a alert level 2 then half of the bandits will be based in this room al all times arranged as above, the rest will be in the other specified positions. If the bandits at alert level 3 then this room will only contain a forth of the bandits.

D:
This very short 10ft corridor smells of earth, most of he roof has caved in making walking in this passage a slow process. Vines run over the walls and they seem to be the only thing holding them together. The floor at the end of the corridor seems slightly depressed.

There is nothing special about this corridor, I had to put the last sentence in just to make the heroes search for traps :P

E:
This twenty five foot by twenty five foot room appears to be have been made habitable by the bandits. A makeshift bed has been set up in one corner and there is a desk and a table set up in the other. A chest sits at the foot of the bed.

This is the room of Captain Dermoor, depending on what time of day it is he will either be sitting at his desk or if it is night he will be asleep in his bed. Either way if he has not had at least five minutes warning he will not be wearing armor.

There is a secret door on the south wall of the room it requires a DC 27 search check to find. This is high because of what lays behind it. The heroes should not really find it, except by fluke. 

There is a poisoned dart trap on the captain’s chest.

Poison needle trap: CR 2; +8 ranged (1, plus greenblood oil poison); Search DC 22; Disable Device (DC 20)

Greenblood Oil: Injury DC 13; 1 Con; 1D2 Con; 100gp.

F:    For the passage:
The walls of this short five foot passage covered in flowers of all types all bent towards the far door as if supplicant before their master. A hint of caution hangs in the air.

        For the room:
Past the door the heady perfume of the flowers only increases. Flowers cover the floor and walls in a carpet. A part of the roof has fallen in, which allows a ray of sunlight to fall upon a statue of Kandish Lord of Nature carved out of the finest mahogany. The statue face is carved in such away that it appears to be frowning upon you with distain. However unlike the statue in the Temple this one does not go unadorned. Upon his back rests a clock of the finest white fur, the like of which is encountered rarely and upon his head he wears the antlers of a stag, these antlers however are made out of pure gold.

This room the Great Temple of the god of nature. The ordainments that the statue wears will allow a person of the right type to take up his aspect, however they posses no other magical properties. They can be sold in a near by town for 800gp that cloak and 400gp for the antlers. This will piss Kandish off however.

{These rooms are kind of campaign orientated so if u don’t want to use them just cut them out completely, it makes no different to the rest of the quest}

G:
The smell of roasting meat hangs heavily in the air. This room appears to be a kitchen. There is a fire in the middle of the room above, which hangs a large pot. Loaves of bread and other foodstuffs litter the room. It is 20ft square and there is another door on the south wall.

If the heroes just open the door: 


As they see who you are, or rather who you are not the two serving women flee to the corner of the room, begging for their lives.

If the heroes oil the door and the sneak in passing a move silently check DC 10: 

Two women move around this room cutting foodstuffs and adding them to a pot that hangs above the stove.

The two women are wives of the two bandits and as such if the heroes let them leave they will run and warn their husbands, which will prompt the bandits to go to alert level. If the heroes are of good alignment then if they do not wish to kill the women they can be shut in the pantry to the south and then the heroes can wedge the door shut.

Otherwise there is nothing of interest in this room; there is enough food around to make up twenty rations however.

One interesting thought I had would be if a rogue could sneak into the base undetected and add something harmful to the stew before the heroes attacked, it would make the following combats a lot easier. I doubt it will happen but it is a good thought.

H:
This 20ft long passage way is falling to bits. The walls, which once depicted scenes of stags and a forest, are crumbling under there own weight. Vines cover the walls and the floor and moisture is heavy in the air. There is a door in perfect condition to the north.

The floor of this room is more difficult to travel on then most and requires a balance check DC 5 to stay upright if ran across or fought on.

The new door should hopefully tip the heroes off. It is new because the trap that the bandits set would not work on the old door it was too rotted. Also a spot check DC 10 will spot a section of wall next to the door that has been cleared of vines. The reason for this is that the bandits have set a Scything Blade trap, it will however not be activated unless the bandits are in stage 1 alert.

Scything Blade Trap: CR 1; +8 melee (1D8/x3 crit); Search (DC 21); Disable Device (DC 20).

I:
This twenty-five foot long and twenty foot wide room in crammed full of makeshift beds each with a chest at the foot. Judging from the smell this is where the majority of the bandits sleep. Some attempt has been made by the inhabitants to clear the vines off the walls; they have not been very successful however.

This is the bandit’s quarters, depending on what time it is there will be varying amounts of bandits asleep here.

At stage 3 alert there will be half the bandits asleep at night and about one-third asleep in the day. Their weapons and armor will be stored in their chests at the foot of each bed.

At stage 2 alert there will be one third of the bandits asleep at anytime, they will have weapons, close to hand however.

At stage 1 alert their will be no bandits asleep here as they will all be in the temple behind the barricade.

None of the chests are locked and all the items in the chest a normal (eg oil, whetstone etc). There is 13sp and 32 cp in chests however.

If there are bandits in here they will not be awaken by the heroes entering unless they make excessive amounts of noise, so the heroes can coup de grace them all without to much difficulty..

J:
The L shaped corridor runs twenty feet west and then 20 feet north. Along the length of it runs vines and moss in all form, there is however patches on the ground were the moss has been scraped away by heavy traffic. The air smells slightly of food cooking.

There is nothing special about this corridor.

K:
This is the food locker of the bandits; inside this small room are rows upon rows of foodstuffs. From bread to wheels of cheese it is here. Unfortunately there appears to be nothing of worth here.

Again this room in not special there is nothing here. The heroes can get as many rations as they carry (a limit of about a hundred or so).

L:
This room is about 35 feet wide and 20 feet long and appears in great disrepair. The once stonewalls are covered in vines, in fact that seems to be the only thing holding it in place. The floor is covered in a carpet of moss and the air is heavy with water. There are tracks in the moss however that lead from the door on the west door to the door on the east wall. There are lesser amounts of tracks leading to the northern door. The doors themselves appear to be half rotted.

This room contains nothing of value, if the heroes listen to the east door they will here the sounds of men making merry.

If entered in daytime the heroes have a 40% chance of encountering a bandit going about his business. 

M:
This passage runs 20ft to the east. The floor has had nearly all the moss worn off it by constant traffic. Sounds of men getting drunk can clearly be heard coming from the eastern door, there is another door to the north.

If the heroes listen to the northern door they will hear snoring DC 7.

N:
This room 20ft wide and 25-foot long room smells of stale ale and tobacco smoke. Several tables and a lot of chairs are here all of which are covered in liberal amounts of spilt ale.

This is perhaps the most dangerous room in the bandit’s base unless it is on alert 1. Half of the bandits will be in here getting drunk and eating. At night there will be a third of them. All of them will be fully armed and armored. Thus the heroes might find it rather difficult, if u think it might be too tough then I advise putting in rules for the bandits being drunk as lords (eg –2 to all bandits rolls or some such).

The heroes cannot tip the base off by making noise in here as the rest of the base will assume the bandits are just being rowdy, the silence afterwards might tip them off however.

The actual map of the Temple is below.

{Just a note- it is called the Temple of Saints because it once belonged to a sect of priests of Kandish, called the Red Saints that are featured in my campaign. The artifacts of Kandish that can be found in the temple are a part of that story.)
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The bandit allocations are somewhat confusing so I will sum them up here:

Before the heroes attack the base work out first what day, time and what alert the base is at. Then look below.

If it is Tuesday before midday then 4 bandits plus a sergeant will be missing as they are getting food. They will not go however if the base is at alert 1.

If alert1 then all of the bandits are in C.

If alert 2 then half the bandits are in C, one forth are in I asleep and the remainder are in N getting plastered.

If alert 3 then a forth of the bandits are in C, half of them are in I asleep if it is night and if it is day then a third of them are asleep. The remainders are in N.

You chose what types go were.

Conclusion
So in conclusion the heroes can be counted a success if they managed to kill Dermoor and over half of his command. If they miss Dermoor or he escapes he should reappear at some stage again in the campaign right were the heroes don’t want him to, this will teach them to never leave a enemy behind. 

Anyway thanks for taking the time to read one of my somewhat overly complex quests, I toned this down some as it’s the first one I have committed to paper and I hope it is understandable. You can use and copy this however you want but please leave my name on it; it took me a fair while to right. (I hope I haven’t missed anything) – CanThyFly

Btw- I have not had the chance to run this quest yet so any comments will be useful.

Any comments please e-mail me at jamd@iinet.net.au
Sergeants, Human Male Ftr2: SZ M (Humanoid); HD 2D10+7 (Toughness) Hp21; Init +2 (Dex); Spd 20ft; Ac 17 (+5 Breastplate, +2 Dex); Atk: weapon +5; Face 5 x 5; Reach 10ft; SV Fort +5, Ref +2, Will +1; Str 15, Dex 14, Con 14, Wis 12, Int 13, Cha 14; AL NE; CR 2


Skills: Climb +3, Ride +7, Jump +3, Craft +3, Spot +3, Search +4.


Feats: Toughness, Weapon Focus: Weapon, Expertise, Alertness.


Possessions: Breastplate, Weapon, D8 gp, D20 sp, 2D20 cp, Gold Ring (3gp).





Privates, Human Male Ftr1: SZ M (Humanoid); HD D10+5 (Toughness); Hp12; Int +2 (Dex); Spd 20ft; Ac 17 (+5 Breastplate, +2 Dex); Atk: Weapon +4 (damage+2/critical); Face 5 x 5; Reach 10ft; SV Fort +4, Ref +2, Will +1; Str 15, Dex 14, Con 14, Wis 12, Int 13, Cha 14; AL NE; CR 1;


Skills: Climb +2, Ride +6, Jump +2.


Feats: Toughness, Weapon focus: weapon, Expertise.


Possessions: Breastplate, Weapon, D10 sp, D20 cp.











Captain Dermoor, Human Male Ftr3; SZ M (Humanoid); HD 3d10+9 (Toughness) Hp 30; Int +5 (Dex + Improved); Spd 20ft; Ac 21 (+8 full plate, +1 Dex, +2 large wooden shield); Atk: Lance +6 (1d8+3/x3), Longsword +7 (1d8+3/19-20 x2); Face 10 x 5; Reach 10ft,5ft; SV Fort +3, Ref +3, Will +2; Str 15, Dex 14, Con 14, Wis 12, Int 13, Cha 14; Al NE; CR 3


Skill: Climb +3, Ride +8, Jump, +3, Craft +4, Spot +4, Search +5.


Feats: Toughness, Weapon Focus: Heavy Lance, Weapon Focus: Longsword, Mounted Combat, Ride by Attack. 


Possessions: Full plate, Masterwork Longsword, Heavy lance, Scale Mail Barding, Heavy Warhorse, Large Wooden Shield, Military Saddle, 28 gp, 7 sp, 4cp, moonstone (59 gp).
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