Session/Game: D&D 4e, Irongate 22

Date: May 31, 2009

EPISODE 2
:  Rise of the Venture Legion

Campaign Date: Uncertain,  Year 115, 4th Age of Time
Characters:
Wulfred O’ The Woods, human, ranger-8 (Bob LaForge)

Smack ‘Em, kobold, warlock-8 (Marlon Kirton) 

Athalric of Tudrin, human, warlord-9 (Dave Nelson)

GM:  Jason Leibert

Prologue:

The Venture Legion has been hired, via magical communication, by Irongate to immediately head to one ‘Hill Watch Fort’ north of Irongate city, on the border with Ahlissa.  Hill Watch Fort is located in such a location that it overlooks the largest, easiest coastal path between Ahlissa and Irongate, and would be the first obstacle any invasion force would have to overcome.

The fort hasn’t been heard from in over a week, and scouts have revealed that the ‘Orb of Winter’ (a powerful artifact kept in the keep for emergencies) has been activated.  The orb of winter channels frost/ice magic, creating blizzard-like conditions in a one-mile radius, and was only intended as a delaying tool if invasion forces from Ahlissa had been spotted in the area.  Further scouting has revealed no troop movements from Ahlissa, but the extreme weather conditions generated from the ‘Orb of Winter’ makes extended scouting inside the fort impossibly dangerous.

All that is known about the fort currently is this:

-The bulk of the fort is basically intact.  The front gates have been destroyed, and the main barracks (built into a large cave beside the main watchtower) has been thoroughly demolished.

-Movement of humanoids has been noted, but their identity has proven impossible to verify.

The Venture Legion’s contract reads as follows:

1) Head with all haste to Hill Watch Keep.

2) Retake the keep, destroying any hostile forces encountered (minimizing further damage to keep and equipment), deactivate (or destroy) the ‘Orb of Winter’and return it to Irongate personnel, recover any captured Irongate military property and return it to Irongate personnel, and (if possible) rescue any survivors from the fort’s garrison.

3) Hold the keep against any further hostile action until a military relief column from Irongate arrives (expected within half a week).

4)  Plunder is limited to items taken directly from invaders.

Upon being relieved by the commander of the column from Irongate, the Venture Legion’s commander will be paid a sum of 10,000 pieces of gold, or it’s equivalent, by the city of Irongate.

Session:
The Mighty Get ‘Em Gang arrives near the fort, finding an abandoned transport vessel which Wulfred easily discovers had been piloted by a number of dragonborn.  

Cautiously they leave behind their ship, with it’s collection of marines.  Smack ‘Em, Athalric, Wulfred, and ‘The Brute Squad (consisting of henchmen Alfred, Balfred, Calfred, and Dalfred’ head into the fort.  They discover a large group of white dragonborn happily butchering and cooking horses.  Taking them initially by surprise, the gang attacks.  The dragonborn are quickly reinforced by another group of dragonborn, including a mouthy demagogue claiming ‘Don’t let them wake the young master!’.  The battle raged for quite awhile, but the dragonborn were whittled down faster than the ‘The Brute Squad’ and the gang.  The horribly mangled ‘Brute Squad’ heads back to the ship while the dragonborn leader ran into a nearby cave while the gang finished up the last few dragonborn, only to be thrown out of the cave in pieces followed shortly after by the young master:  an angry young white dragon.  The dragon attempted to fight the gang, but it was just too small, too young, and too inexperienced to fight a group of hardened adventurers.  Rapidly hiding after slaying the dragon, the gang hears the dragon’s mother lament finding it’s dead young, but lamenting that it had to leave it’s hoard of loot behind someplace so it could investigate.
Searching the outside of the tower, the gang finds many, many dead guardsman with heads exploded or removed entirely.  They quickly decided to head into the tower to shut off the ‘Orb of Winter’ and figure out what to do when an angry momma dragon shows up.  Upon shutting down the orb, the storm outside stopped, and a mysterious groan echoed throughout the area.  As the gang was making it’s way down the stairs, they were attacked by a horde of demonic tadpoles, which were rapidly dispatched.  At the bottom of the stairs the gang encounters three slaad, horrible demon-frog-monster things.  The first, and most horrible, of the frog-demons were killed in short order, but the rest required a considerable more effort.  After a heroic effort, including tactical withdrawals by Athalric and Smack ‘Em to leave Wulfred facing down the last demon-toad, the Mighty Get ‘Em Gang proved ultimately victorious.  The horrible disease they were infected with was ultimately cured by a hiding cleric.
Eventually the surviving guards and cleric were killed in their sleep, in order for the Gang to shift blame on the killing of the young dragon in time for the arrival of the dragon’s mother.  Being really quite stupid, the dragon fell for the Gang’s ‘Pelor did this’ trick and flew off to extract vengeance on whoever it could find wearing Pelor’s symbol.
The next morning the relief caravan arrived and the gang was paid.  They took the transport boat they captured, along with their regular ship, back to Irongate to collect their earnings.  The gang decided to use some of their earnings to recruit new trades folk and settlers for Kendall keep.

Upon their arrival back home, they discover that the keep had been raided by ‘Antarcus the Pirate’.  He had stolen the tax box out of Athalric’s room, but also through the course of his looting had unearthed a cache of information about a lost ‘Elephant’s graveyard’ in far off ‘Hepmoland jungles’.  Supposedly ivory as far as the eye could see, covering the ground so earth couldn’t be seen.  At 50g a pound, this tweaked the interest of all.  But a slight is a slight, and Antarcus was quickly determined to be a grave threat that should be dealt with first. 
