It Takes A Pillage

Burlapenstein. 

A small village straddling the unclaimed land between the Earl of Brickenshire’s fiefdom and the dark mountainous forests of the wilds, Burlapenstein has always remained aloof from local power struggles.  Renowned for their sack-making industry, the village has always curried favor with all of its neighbors, and engaged in a vigorous and healthy trade with any and all peoples and races.  In times of conflict, their equanimity and famous line of “Pillaging Sacks” has kept them safe and well.  Even through the last 4 years, as humans and nonhumans have battled each other for dominance of the region, Burlapenstein has fluorished.

But all of this is about to change.

Lately there have been rumors in the inns about a new and fearsome weapon.  The story has it that a ranger was walking through some of the mountain passes near Burlapenstein, and stumbled upon a weapon that had lain hidden for eons and eons.  He brought it down from the mountain, but was mysteriously killed as he was bringing it to the Earl’s keep.  His cold dead body, and the weapon beside it, were found by a young boy from Burlapenstein who happened upon both where they lay in the forest.  He dutifully mentioned the deceased ranger to the local constabulary, but it seems he failed to mention the weapon.  Instead, he found himself fascinated with it, and kept it for himself, taking it back to his village, and sneaking off into the surrounding forest daily to play with it.

Now, this story might have remained a secret had not a wandering merchant stirred up his typical brand of trouble.  For recently a gallant and handsome peddler committed some indiscretions with the daughter of a Burlapenstein sack-sewer.  This buxom beauty happened, by chance, to be the little boy's sister.  In a moment of passion, she let slip the fact that there was a map and key in the village, both of which are needed to locate and obtain this weapon from its hiding spot.  It was only a matter of time until the peddler told all in a tavern, and the story spread like the plague itself.
It’s now a race between the races, as men and unmen converge on the unsuspecting town of Burlapenstein.  Small raiding parties from the earldom and the dark mountains have been sent with a singular goal; to obtain the weapon that can bring their side victory in the ongoing war!  The town awaits, unaware of the descending hordes ….

--------

Objective: To control the weapon by the end of the game.  Actual victory goes to the player who controls the weapon at the end of the game, as their band of skirmishers will be in a position to usurp their commanders and become lords over the entire land.  Secondary victory goes to all of the winner’s teammates.  If at the end of the game neither team has the weapon, then victory will default to the team that were most successful at acquiring gold, even if it was subsequently spent.  

Teams:  Each player will control one 5-trooper squad.  Each squad on a team will be similarly comprised:

One “knight” – large shield, sword, armor

One man-at-arms – small shield, mace/axe/warhammer (all with identical stats)

One berserker – battle axe, armor

One crossbowman – crossbow, quiver

One archer – medium bow, quiver

Reinforcements:  Mid-game entries can be accommodated as reinforcements arriving from the direction of the team’s initial entrance into the village.  

Getting Ahold of the Gold: Burlapenstein, as alluded to above, has a thriving and robust commerce.  Most peasants around town will have some gold on their person … 1d4-1 pieces, to be exact.  Once a peasant is killed, they may be looted for their money.  Similarly, most houses and buildings will have various containers (barrels, chests, crates, drawers, etc) that may house gold.  Searching any container has a 50% chance of turning up anything.  If there does turn out to be gold in the container, it will be in the amount of 1d4 gold pieces.

Gold is deposited instantly into a team account.  Once there, any team member may use the gold in various appropriate locations – for example, the armory, the apothecary, vending machines, or the antiquarian.  Note that merchants (clearly identified) cannot be killed.  They can, however, sell you useful items.

Peasants:  There will be a handful of unsuspecting peasants scattered randomly around the town.  For the most part, they stand stock still, panicked at the sight of the looting and pillaging going on around them.  However, once a combatant comes within 5” of them, they will flee 1” in the most obvious escape direction.  They receive an additional 1” of flight speed for every combatant in their 5” proximity radius, and will always flee towards “safety”.  Safety, of course, is but an illusion.

Merchants:  There will be three regular merchants, with wares: An armorer, an apothecary, and an antiquarian.  There might also be a vending machine or two.

Merchants, most particularly the Apothecary and the Antiquarian, will not disclose the actual effects/contents of their wares before the sale (though they will tell you what it is you are buying).  Merchants are invulnerable to damage, and their wares cannot be ransacked, killed, or stolen until after the sale.  Note that customers are not invulnerable, and may be mauled or killed by opposing combatants at any time in the shops.

Maps and Keys: In addition to the maps for sale, there will be a map or two scattered throughout the town.  The maps themselves do not disclose the goal, only identify all of the landmarks (trees, hills, houses, monuments, shops, etc) by name.  There are two types of keys in the town, silver (grey) and gold.  The silver ones can be used to open black treasure chests.  The gold one is needed to unlock the weapon.  Conveniently, it is labeled with a little tag disclosing the name of the location of the weapon.

