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By Baz “King” Stevens 

The Siege 
For many long months, the goblinoid warhost has laid siege to the city. The defenders have 

stayed behind their stone walls and have shown no sign of surrendering just yet. No-creatures 

land has become a blasted strip of mud, craters and carnage. The magical energies expended by 

both sides has caused the very skies to blacken. Storms are constant, rain lashing in a perpetual 

storm ridden twilight. The warhost have dug in, building great open topped dungeon complexes 

in the fields and farms around the city. They have constructed massive engines of war, towers, 

catapults and ballistae. Soon, the attackers will surge forward in earnest, to take the walls, or 

be repelled by the cowering defenders. 

The Scenario 
The players in this scenario take on the roles of a squad of monstrous besiegers. Specifically, 

they will play the crew of a siege tower named “Archeron’s Glory” (or, as they call it, “Gloria”). 

Each character is a member of the warhost, a quasi-military horde led by the hobgoblins, but 

made up of all manner of evil creatures. Characters are provided at the end. Take a look. 

The structure of the scenario is to put the player characters through some of the events that 

lead up to the final battle on the walls. There are different types of event, not all of them easily 

concluded with extreme violence. The theme of the scenario is that of the poor beleaguered 

soldier who must follow his orders, no matter how insane or banal they might be. The style of 

the scenario is flexible, meaning it can be played in whatever fashion your group feels most 

comfortable with. You can play it straight, in the fashion of Saving Private Ryan. Or you can go 

with the gallows humour of Blackadder Goes Forth. You’ll go with the latter. 



The Trench Master 
Take a series of rooms and corridors, fill them with mud, and take the roof off. You’ve got a trench 

system. That makes you the Trench Master (TM). You need to know the following to present to the 

Player Monsters (PMs). 

Each event is prefaced with a bit of narrative fiction. These are designed to be handed out to one of the 

players to use as a read aloud introduction to the mission. There is a suggested character for each event. 

The beauty of military scenarios is that there’s no backing out, or negotiation of terms, you have to 

follow orders or be lined up in front of a crossbow squad at midnight. 

There are some rules ideas, complications and stat suggestions that follow each event. These are pretty 

system neutral to be honest, because you’ll have your own ideas of how best to mix in the numbers 

stuff. Honestly, there’s no reason to be balanced or anything. Just crack open your preferred manual of 

monsters and roll initiative. 

With the events, be prepared to wing it a bit. Hopefully the players will get into character and start 

making things happen without too much prodding from yourself. Let the events unfold naturally and 

when things start to feel stale, throw in a complication, or wrap it up and move on to the next event. 

There are no maps or diagrams to follow, you can imagine up any kind of space you want. If mapping 

becomes necessary, try describing the basic scene and letting the players themselves sketch out the 

location. That way they can take a little bit of ownership of the scenario, and you can spend the time 

saved improvising some twists and turns to throw at them in the ensuing fracas. 

One character is nominally in charge of the squad, but that doesn’t mean that player gets to boss the 

other players around. The squad is made up of evil humanoids after all, so they will all want to exert 

their own independence, which is to be encouraged. Rows and arguments are to be expected from 

within the squad, but all out combat should be discouraged. The Warlord has plenty of ogres on call to 

break things up if necessary. 

Some handy rules based on D&D 5e: 

 
Ability Checks:  

Easy DC 10    Medium DC 15    Hard DC 20 

 
Encounter XP Budgets for five 3rd level PCs: 

Easy 375 Medium 750    Hard 1125    Deadly 2000 

 

Eg. Bugbear 200, Chief 700, Goblin 50, Boss 200, Hobgoblin 100, Captain 700, Warlord 2300, Orc 100, 

War Chief 1100, Eye of Gruumsh, 450, Orog 450, Ogre 450, Troll 1800 

 

…and don’t forget the multipliers: 2 monsters=x1.5; 3-6=x2; 7-10=x2.5; 11-14=x3; 15+=x4 

So 15 goblins = 3000xp, a really deadly encounter! 



Master List of Situations 
 

A Friendly Rivalry 

The Warlord Cometh 

Eating on the Run 

POW Duty 

Supervising the sappers 

Sabotage? 

Incoming! 

Sally Forth 

Secure that Bugbear! 

Drumming and Shouting 

The Priesthood 

Shifting Gloria 

Field Promotion 

It’s killed, take it’s stuff 

Over the Top 



A Friendly Rivalry 

For Private Manglarr 

The ballista crew are a perennial thorn in your squad's sides. They never have to get up 

close and personal with the enemy, preferring to snipe from a safe distance. Yet they 

can't seem to keep quiet whenever they get off a lucky shot and take down a 

battlement, or some unlucky sod on the wall. Then it's all whoops and hollers and 

pointing and laughing at the siege tower crews. The losers. Now it's gotten serious, 

there's a wager on. The ballista crew say they can get off six shots in the time it takes 

the siege crew to get the tower up to walking pace. Winner names the forfeit. 

For the Trench Master 

Names of the rival crew? Grissom. Groffang. Garzen. Gitfold. Things like that. 

Name of the ballista? How about “Stingshot”? 

Rules for loading and firing? Make it simple. First team to make six successful skill rolls is 

the winner. Any natural 20s count as two successes, any natural 1s take away a success and 

mean a complication. These can be group checks (half the team must succeed for the group 

to succeed) or singles with assistance. It all depends on what the players decide for their 

character actions.  

Dirty tricks from one side or the other should be encouraged. Again, these come down to 

flavour for skill checks, but could include a modifier for a subsequent check. 

Forfeits should be colourful rather than hit point loss based. You can roll straight into 

another scene from this scenario using it as a ‘punishment’ for the losing squad. If the 

players win, then they’ve made a mere rivalry into something potentially more deadly in the 

future.  

Complications: 

 Snapped lines. Curses! Where’s the Use Rope skill when you need it? 

 Too many cooks. The PMs stumble over each other and generally get in the way off 

things. 

 Counter orders. Your left or my left? On three? or one, two, three and then go? 



The Warlord Cometh 

For Sergeant Krozier 

Over-Warlord Grissok is due to inspect the troops in an hour. She's about as tough as it 

gets in the hobgoblin top brass. She's led armies across four continents and two planes. 

Even the orcs listen when she speaks. Her experience is beyond question, and it comes 

with a fearsome reputation. She doesn't tolerate... well, anything really. The slightest 

slight comes with a brutal punishment meted out by her claw picked cadre of ogre 

enforcers. She never simply kills out of hand, she sees soldiers as too valuable a tool to 

waste in this life. But her victims often wish she was kind enough to put the knife in 

proper. 

For the Trench Master 

You won’t need a stat block for Grissok. I doubt very much that your Player Monsters are 

going to spring a surprise assault on the most powerful hobgoblin on this war torn continent. 

She has literally thousands of troops at her beck and call, all of whom are more than willing 

to step up and do her bidding in order to gain some small measure of favour from her in the 

future. It’s not like they have a whole lot to look forward to in usual circumstances after all. 

This is notwithstanding the small fact that Grissok is no slouch in the melee department 

herself. It’s not that she has plot immunity, no more than a castle or a river would have. She 

is just a bit more like an environmental factor than merely an opponent to be gutted for XP.  

As for her personality, oh she is a delight! Always a good conversationalist, and so well 

mannered too. You can play her any way you want of course, but I always think it is fun if you 

go with polite and cultured over the more obvious nasty and shouty. She is no Sergeant 

Major after all. That said, her reputation as a ruthless and cold blooded killer comes from 

somewhere so a short sharp bout of extreme and unmerited violence should never be far 

away. 

Prepare some of her questions and observations. Imagine it is like the line-up after the Royal 

Command Performance and the queen is gliding down the line saying “very well done 

indeed”, and “what is it you do exactly?” Have some poor Non Player Monster stumble over 

a response a little way before she gets to the squad and let them witness the reaction it gets. 

That should keep them on their toes. 

Complications:  

 An underling must deliver some bad news, the scroll with that message ends up in a 

PMs claws.  

 One PM who has been on guard duty all day yawns while Grissok is speaking. 

 She really takes a shine to one PM, who is invited to dine with her just before dawn. 



Eating on the Run 

For Corporal Snidestab 

Humanoids got to eat, and when you have trolls and giants in your army, you need to 

eat quickly or you don't eat at all. Getting good grub is a matter of hunting, foraging and 

plain outright stealing. Your squad has come up on the duty rota, so its grab some packs 

and head behind the lines to find some pickings from the burned out farms you already 

pillaged once on the way here. Best not come back empty handed, not when the 

company cook is a particularly irritable ettin. 

For the Trench Master 

This should be a stroll back to relative safety seeing as the PMs are moving away from the 

frontline. Fill out the march with evocative scenes such as horribly wounded farmers, or 

piles of mauled bodies by the trackside. Show signs of the battle with burnt animal carcasses 

and still smoking buildings. The PMs will want to forage, so ask them how they wish to go 

about that and what sort of places they want to search. When they are at their least ready 

drop an angry bull into the scene. It’s potentially a great meal if it can be cowed (sorry).  

Complications: 

Escalate the action by including a hungry monster too, like a wyvern or manticore 

somesuch. 

Even better if it’s one from the Warhost Air Cav unit. Best not damage one of the glory boys 

mounts eh? 

The dead or stunned bull turns out to be neither at some point on the return journey. It runs 

amok in the cook’s tent. 



POW duty 

For Sergeant Krozier 

Somehow the kobold trappers have managed to snare some enemy scouts and have 

marched them shamed face back to the trenches. The Captain has insisted they be kept 

alive for interrogation, or more likely for digestion. Either way, they're off limits to any 

and all abuse from the rank and file. Your squad has been put in charge of guarding the 

poor sods. By the Gods but they moan though! All though the day when you're trying to 

get some shut eye. They bang on about their poxy wounds, and their crying loved ones, 

and their stupid stone houses. If they don't shut up soon perhaps you'll take the risk and 

let a few of the lads have a go at them for a bit. It might be worth the trouble. 

For the Trench Master 

The POWs shouldn’t need much if anything in the way of names, personalities or 

motivations. They’re just bags of XP at the end of the day anyway. Your task is to make them 

as annoying as possible, knowing that the PMs will probably crack at some point and put 

them out of their own misery. Use bribes, threats, begging, cajoling, pleading, crying, 

whatever. Pour it on, moving from PM to PM until you get a reaction. At that exact point have 

a bunch of hungry squaddies and a troll turn up demanding that they get 3 rounds with the 

prisoners.  

Complications: 

 The prisoners seize a chance to breakout during a distraction (like a fracas) 

 One of the bribes is potentially worth something major to a PM, one worth breaking 

ranks over. 

 One of the prisoners comes over all queer, maybe even dying of something. 



Supervising the Sappers 

For Gruel the Grot 

The best jobs in this army are the ones you can get some other sod to do. If there are 

goblins to spare, then it's only right and proper to get them to take the strain. You've 

been assigned a squad of low lives to get digging so the proper lads can have a place to 

call their own when they're caught short. Trouble is, the little beggars are about as 

useful as a kobold in a card game. They keep digging in the wrong place, and emptying 

their buckets in other soldier’s trenches. If they survive the night it will take a miracle. 

But they're your charges, and you'll be the ones judged on the latrines, not them. Best 

get them sorted, pronto. 

 

For the Trench Master 

Issuing orders to goblins is an exercise in frustration at the best of times. Play the gobs as 

eager to please but utterly inept, no matter how basic the task assigned. Have the goblins 

attempt the skill rolls (based on their stats I’d advise against anything Int related) with the 

PMs assisting. 

Complications: 

 The spirit of the order is fulfilled if not the details 

 The goblins ‘borrow’ some special kit in order to get the job done 

 What they finish doesn’t last and collapses or explodes at an inopportune time 



Sabotage? 

For Private Manglarr 

This army uses kobolds to shore up the battlelines and the siege works. They can build 

just about anything, out of just about anything, but don't expect it to last. Or work the 

way it is supposed to. Now the timbers have failed in the tower wheel mechanisms, and 

there's a sortie due tonight. Initial inspections reveal that ropes look to have been cut 

deliberately, and there's alchemists’ fire poured into the jointing too. The thing needs 

fixing fast, and then the sabbers need gutting soon after. 

For the Trench Master 

Fixing the tower is relatively straightforward, just make a few checks to glue, hammer and 

bash the thing back into shape. 

Clues to the sabbers should be readily apparent, with a dropped badge, or notable knife, or 

piece of unique kit. Probably best to make the sabbers the rival ballista crew from earlier in 

the scenario. 

Complications: 

 Mistaken identity. You accuse the wrong squad, and they can prove their innocence. 

 The repairs don’t take, and the tower develops a loud and injurious fault. 

 Broken cam shaft, or something else that is difficult but not impossible to replace. 

Will require an epic level scrounge. 



Incoming! 

For Gruel the Grot 

Keep your ears down! Seems the enemy have gotten a bit feisty tonight and have 

opened up with spell and shot. It's suddenly raining javelins and arrows out of the night 

sky. Then there's the fizz and boom of fireballs and ice storms. It's just good planning to 

put the trenches beyond the range of magic missiles, but that doesn't stop the 

occasional acid arrow making a mess out of some poor sap's night. Getting into cover is 

the key, but the best spots get taken quickly. The bulette holes are full to the brim with 

cowering comrades already. Where to get to safety now? 

For the Trench Master 

Dodging skills should be tested frequently and thoroughly. Hit point loss is encouraged, 

though nothing fatal. Instead, feel free to turn NPMs into red mist and chum whenever the 

PMs need an incentive to move. Play up the intensity of the challenge with the checks 

getting harder and harder each round.   

Complications: 

 There is no room at the inn. The nearest cover is an already full fox hole. Something 

has to come out to make room. 

 Separated by explosions, noise and smoke, the squad can’t make group checks until 

they regroup under fire. 

 Big Boom. Finish off the bombardment with an enormous conflagration. Wait until the 

majority of the squad have found cover then ask for ACs and let them have it.  



Sally forth 

For Private Manglarr 

They can't be serious can they? They’re actually leading a charge on horseback across 

this Gods forsaken ground? They are! Look, you can see their shiny shining armour, and 

the pretty pennants all a-fluttering. Ooh, is that a cleric? They'll never make it across 

that.... Hold on a mo, they've only bloody made it into the lines! They're among us! 

quick lads, set for charges! Lads? lads? 

For the Trench Master 

Make up a challenging encounter from your favourite good guys. Don’t spare the horses 

either. Mount them up and give them lances. This should be a running battle with the PMs 

hopelessly outclassed initially, but able to turn the tide with luck and cunning.  

 

Complications: 

 Pinned by a fallen mount. The rider might be slain, but the steed collapses upon the 

hapless PM and they get sucked slowly under the mud. 

 The paladin cometh. Have the attackers led by a fervent and devout champion of law 

and light. They never ever give up and will fight to the last through impossible odds. 

Perhaps their god is on their side tonight? 

 Whose side are you on? The PMs so-called allies drop fusillades of arrows into the 

melee. The shafts don’t differentiate their targets. 



Secure that Bugbear! 

For Corporal Snidestab 

Corporal Krashajj is pissed again. Where he managed to get hold of the looted dwarf 

grog no-one knows. But he's downed the lot and now he's gone from his usual state of 

sullen belligerence to outright bloody hostility. And he's armed with his favourite pair of 

lucky morning stars to boot. If he carries on like this he'll do more damage to us than the 

enemy, who you can hear laughing even from this distance. Someone needs to put him 

down, and when the captain asked for volunteers your squad didn't step back quick 

enough. Still, you've been given a bundle of 9' poles and a steel net, how hard can it be? 

For the Trench Master 

Take a bugbear’s stats, and boost up the numbers a bit to make them a proper combat 

monster. Then add booze. This should manifest itself as disadvantage to attacks and skill 

checks, but resistance to all weapon damage while under the influence. Every time the 

Corporal misses with a swing, be sure to deal collateral damage to the local environment 

and onlookers. 

The location should give both sides plenty of opportunity for improvised mayhem; try the 

armoury, or the kitchen, or the Captain’s personal quarters. 

Complications: 

 Raging thirst. The corporal goes for the nearest kegs, some of which contain military 

grade potion of healing. 

 A moving battle. Have every round include lots of movement, taking the fight from 

one area to another. Make the new ground worse than the old. 

 Sobered up. A blow to the head sobers up the bugbear. Now he’s just angry, and 

combat capable. 



Drumming and Shouting 

For Mancer Shiv 

There's nothing like a good old fashioned sing song to lift the spirits on a freezing cold 

dawn in a rain soaked mud hole on the front line. It's also a great excuse to wind up the 

enemy. If you get the words just right you can hear them sobbing behind their wall. The 

trolls are pretty good on the log beaters, and those orcs can muster a decent chorus 

between them, but it's the Hobgoblins who know the best lines. The Captain has offered 

roast halfling to the squad with the best chants for tonight's push. That halfling is going 

to be yours.  

For the Trench Master 

You’ll have the best gauge of your players potential response to this mission. Some groups 

just aren’t up for improv monster karaoke. I know right?  Some will go mad and you won’t be 

able to stop them. Offer up some opening lines to get the party started. Limericks are a good 

resource. Kick off with “There was a black dragon called Mave…” or “By the dark gods you 

should have seen us…” Let the PMs come up with the rest. 

I guess you could resort to skill checks if you have to. Be promiscuous with Inspiration 

points. Know when enough is enough, and draw a veil. 

Complications: 

 Hecklers. If the PMs are getting too good, have the crowd interrupt their 

performance with, ideally, a better last line, or if you aren’t feeling too creative, base 

insults will suffice. 

 Soothe the savage breast. Music is a traditional accompaniment to song. The host 

likes things percussive, and aggressive. Drums can be fashioned from anything in a 

pinch, perhaps a not-doing-anything-else-at-the-moment-siege tower.  

 Everything on Dex. Songs? Music? Let’s dance! And in the manner of brutish 

humanoids, see if you can tell the difference between throwing shapes on the dance 

floor, a punch up, and entusiastic mating. 



The Priesthood 

For Mancer Shiv 

You can wind up your sergeant, you can moan about the Khan, you can complain about 

the goblins all you like, but you never, ever, show disrespect to the Shamen. They might 

talk all funny, and smell of weirdness, but they know things. And sometimes those 

things turn out to be in charge when your number’s up and you head to Acheron to fight 

the battle for all eternity. Which is a very long time to be made all sorry like for 

upsetting the priesthood in your meat life. So when the Clerics, and especially the 

Paladins are doing their rounds it's on your knees and face in the mud quick as you like. 

If they ask you a question, you'd better have the answer, and it had better be full of 

praise-be-his-names while you're at it. 

For the Trench Master 

This particular Shamen goes by the sobriquet Ezer. Ezer Guud. Stat him or her up as an evil 

cleric, paying particular attention to their spell list with a few ready to go in a pinch. 

Also, have a few rants and raves prepared, one’s that make little or no sense to the PMs. 

Though the onlookers will nod their heads sagely and mutter thanks to those below. 

Lastly, have some particularly oblique questions to hit the PMs with. Something like “If the 

offal decides to be eaten, when will the poison run deep and round?” or “The great old ones 

look upon our labours and… what was it the holy scripts said again? Remind me?” 

Complications: 

 Dark omens. When a PM speaks, have a thunder cloud rumble, or a dead crow fall 

from the sky. Anything will do. The priesthood take this as a sign. Weal or woe? 

Depends on what the PM does next. 

 Signs and Portents. One PM becomes the beneficiary of a sooth saying. Make it 

vague, but be sure to include some foreshadowing of a future scene. The horrible 

death goes without saying right? 

 Pass the plate. The priesthood cannot live on prayer alone. The willing donations 

from the lowly soldiers are best thought of as a down payment on a blessed afterlife. 

They accept electrum. 



Shifting Gloria 

For Sergeant Krozier 

They call her “Gloria”. Sixty feet high, twenty on a side and the weight of five hill giants. 

Shame they couldn't find some to push the bloody thing though. But that's your job, 

getting this tower moving, through no-beings land, through the arrows and the shot, 

and the scorching rays, right up to that cursed bloody wall you've been looking at every 

night these past six moons. Then it's the rocks, and the boiling oil and the bloody spears. 

Then it's the screaming and the routing, back to the lines as fast as you can pull that pile 

of timber behind you. Then tomorrow you do it all again. That's living alright. Come on, 

get your back into it! 

For the Trench Master 

For once this is a straight up piece of action. Dig around for some siege rules by all means, 

but really you can do this on the fly. Say the walls are six successful moves away. Each move 

requires an action of its own, basically a Str check. This should start off hard for the first two 

checks, then moderate for the next two, then easy as the tower picks up speed. If a PM is 

pushing the tower then they get cover (nice) but can’t attack or evade (nasty). Extra pushers 

should assist the check as normal. 

 The defenders will be raining missiles and magic upon them during this. Attack every PM 

every round. The PMs who choose to do something about that might be able to impose 

disadvantage with well placed shots.  

Once up against the wall it becomes worse for the PMs. Instead of bolts and arrows it 

becomes boiling oil, rocks, and burning hands spells. Have NPMs drop off the walls like flies 

at this point. When the PMs have had a light basting, have the horns sound a retreat. 

Complications: 

 Stuck! A natural 1 on the Str check might mean a wheel has lost its bearings. Or got 

stuck in a goblin corpse. Needs to be freed up before you can get going again. 

 Fire! The TMs best friend. Set light to some stuff. See what happens. 

 Rage! Maybe one PM (Bugbear? I’m looking at you) doesn’t hear the retreat and is 

going crazy on the battlements. Can’t leave a humanoid behind. 



Field Promotion 

For Corporal Snidestab 

I see Jherrek's got himself a new stripe on his leathers. Yeah. I heard they made him up 

to Corporal after he complained to the Captain about his best stabbing knife being 

stolen and all. Bollocks I say. How is it stolen when it's found hanging out the back of the 

previous Corporal? I say Jherrek put it there himself and now he's got the gold pieces to 

be swanning about like he owns the trench? Well, I never did like me that Jherrek, and if 

that stolen knife story worked for him I daresay it will work for me too. Who's with me? 

Let's cut the smirk off his face tonight. 

For the Trench Master 

Jherrek is strangely popular all of a sudden and has an entourage of cronies and sycophants. 

Not all of these will draw steel for him but some will, and they’re motivated by being on the 

winning side. 

Not only that, but Jherrek is cunning enough to maintain a healthy degree of paranoia. His 

quarters will be trapped, perhaps magically, and he won’t be surprised easily. Also, he 

knows his way around a close combat too. Stat him up as a seasoned fighter, with inspiration 

of his own.  

Complications: 

 Escalation. Bystanders don’t stand by for long. Introduce new combatants into the 

fray with every new round. Difficult to tell who is on whose side after a while. 

 I shall inform the authorities. So shouts a goblin batman, who scurries off to find some 

ogrish enforcers. They break heads with zero prejudice until the riot is quashed. 

 Murder! If Jherrek is slain, then it’s against regulations and a court martial must 

surely ensue for the offender, and their associates. 



It's killed, take its stuff 

For Sergeant Krozier 

The dire wolf cavalry managed to get themselves webbed too close to the wall and 

became target practice for the elf babies they've got up there. The mounted are no big 

loss but the Captain says the Lieutenant on the big grey one with one ear missing has a 

belt of giant strength on him. First up, what was he going to do, push the bloody wall 

over? Second, the Captain wants it back. Your squad is going in all stealthy like tonight. 

Straight in, grab the belt, and back before they know what's going on right under their 

noses. Simple. 

For the Trench Master 

Stealth and subtlety are the order of the day. Have sentries on the wall with torches and 

lanterns. Make the PMs sweat as everyone has to make a good show of their Dex rolls to get 

to the target. Don’t string it out though, you want the PMs to get where they’re going, get 

hold of the belt, then let is all go south. 

Complications: 

 Spotted! The sentry shouts “who goes there?” They’re not entirely convinced it’s not 

a trick of the night, so let the PM come up with a plan. As long as it’s not too far 

fetched it should work. For now. 

 Intelligent magic item. The belt of giant strength is indeed that, and more. This one is 

a bona fide artifact, and it’s not happy to have been strapped round an overly 

ambitious wolf rider and abandoned in the mud. It has the power of speech, and it 

uses it, loudly.  

 Leg it! When the balloon goes up, so do the lights. Rain a shower of missile based 

ministrations on the hapless squad as they attempt to flee with a truculent (and 

powerful) rebellious artifact on hand. Hold Monster is merely one of it’s at will 

abilities. 



Over the top 

From the Trench Master 

Finally. It's time. Charge! For Archeron! 

For the Trench Master 

Grab some mass battle rules if you feel up to it. If not, run this as a proper battle, with 

initiative and everything. Bring the defenders surging out on a counter attack just to keep it 

manageable. Play hard, play for effect, play for a dramatic finish.  

It’s entirely up to you if the PMs are victorious or inglorious.  

Write your own complications.  

Enjoy. 



The Squad 
Notes on stats 

I’ve statted out the characters for D&D 5e, with a couple of options from the Dungeon Masters 

Guide included. For the PCs, who are all level 3, I’ve jettisoned skills and instead you’ll see two 

abilities highlighted for each PC. They get proficiency bonus for use of these abilities in skill 

checks. These are the same abilities that count as proficient for saving throws too if that 

matters. The goblin also gets a third proficiency in Wisdom, because rogues are so skilly. 

Speaking of proficiency, instead of the normal +2 at this level, I would suggest going with a +d4. 

Feels more chaotic that way. 



Sergeant Krozier 
You’ve served with Over-Warlord Grissok’s host in three campaigns now. This has been the worst of 

them by far. Six moons ago you and your squad of unruly savages have been tasked with building a siege 

engine to take the walls of the city. That job was finished a long time ago, and ever since then you’ve 

been dug into this series of mud filled tunnels, waiting for the wizards to finish softening each other up. 

You’re not scared of dying in battle, Archeron awaits the valiant in the after-life. You’re more nervous of 

a knife in the ribs from some bored squaddie while you sleep. Best keep the lads busy until the banners 

are raised and the final push begins. 

Race Hobgoblin 

Class Fighter 

 

Traits World weary, loyal 

Ideal Bureaucracy 

Bond The Warhost 

Flaw Officious 

 

Abilities 

Strength 14 (+2) 

Dexterity 8 (-1) 
Constitution 15 (+2) 

Intelligence 10 (0) 

Wisdom 12 (+1) 

Charisma 13 (+1) 

 

Hit Points 24 

Armour Class: 15 Scale mail and a battered but usable shield 
 

Kit: Scimitar +4, 1d6+2 Boot dagger +4, 1d4+2 

 

Special 

Martial Advantage: Once per turn, if you have an ally beside you, you deal +2d6 damage. 

Protector: you can react to interpose your shield to protect an ally when they get attacked. It 

gives the enemy disadvantage. 
Second Wind: As a bonus between rests, regain 1d10+3 hit points 

Action Surge: Gain an additional action between rests.  

Combat Superiority: Maneuvers powered by four d8s between each rest. 

Commanders Strike: Give up an attack to command ally. They gain an attack reaction and 

use one of your superiority dice to the damage. 

Parry: React to use a superiority dice -1 to reduce damage to yourself. 

Rally: As a bonus, bolster your allies resolve by giving a superiority die +1 to one of them to 

use for temporary hit points.  



Corporal Snidestab 
Heh. It’s dark down in these tunnels. Just the way you like it. You can skulk and stalk to your black hearts 

content. The sarge and your boys are alright, but everything else is prey, and you’re the hunter. When 

you eventually get over that wall, then there will be a reckoning, and your chains will find a thousand 

necks that night! Until then, it’s about finding your own particular kind of murderous fun in the dark and 

the slick black mud.  

Race Bugbear 

Class Barbarian 

 

Traits Murderous, violent 

Ideal Fresh meat 

Bond Strangling chain 

Flaw Stupid 

 

Abilities 

Strength 15 (+2) 

Dexterity 13 (+1) 
Constitution 14 (+2) 

Intelligence 8 (-1) 

Wisdom 10 (0) 
Charisma 12 (+1) 

 

Hit Points 28 

Armour Class 13 Wears no armour of worth. 

 
Kit Battleaxe +4, 2d8+2 Strangling Chain +3, 1d6+2 and restrained 

 
Special 

Brute: Deal one extra die of damage in melee, included. 

Surprise Attack: If you surprise and hit your foe, you deal +2d6 damage.  

Rage: 3 fights per day, at +1d4 damage. You gain advantage on strength rolls. You gain 

resistance to weapon damage. You lose rage if you don’t attack. 
Berserk Frenzy: optional when you rage, gain a bonus attack, but get exhausted after the 

fight.  
Reckless Attack: Your first attack can be at advantage, but enemies will get advantage 

against you for that first turn too. 
Danger Sense: Advantage on dexterity rolls to dodge things like traps or spells you can see 

coming. 



Gruel the Grot 
I’ve made a collection. I keep it in this old helmet. I’ve got an earwig, a piece of charred stick and half a 

playing card. It’s the Paladin of Cups, I think. And I’ve got a shiny copper piece too! It’s a beauty. I polish 

it up and stare at it when the lads are sleeping. I’ll never spend it. I can always steal what I need. The 

sarge gives me jobs to do. They all give me jobs to do, and beatings if it’s not done quick enough. 

Sometimes there are beatings no matter what. I don’t care, long as I get to look after Gloria. She’s my 

biggest job keeping her ready to go, with grease and tightening and straightening and stuff. She’s ready. 

I’m ready. Just waiting to hear the cunning plan.   

Race Goblin 

Class Rogue 

 
Traits Lickspittle, coward 

Ideal Shiny things 

Bond Gloria 

Flaw Speaks before thinking 

 
Abilities 

Strength 8 (-1) 
Dexterity 17 (+3) 

Constitution 8 (-1) 
Intelligence 12 (+1) 

Wisdom 13 (+1) 

Charisma 14 (+2) 

 

Hit Points 15 

Armour Class: 14 Leathery skin 
 

Kit: Carving knife +1, 1d4-1 

 

Special 

Redirect Attack: When you get targeted, you can swap places with an ally beside you. They 

take the attack instead.  
Sneak Attack: Once per turn gain +2d6 damage if you have advantage or are ganging up on 

your foe. 
Thieves’ Cant: You know the secret language of rogues. 

Cunning Action: As a bonus you can dash, disengage or hide. 

Assassin: You get advantage when you attack before your foe gets a chance. On a hit, it’s a 

critical too. 



Private Manglarr 
Bacon. Mmmm, bacon. How long has it been now since you’ve had a good juicy slab of longpig? Too 

long, that’s how long. Nothing for weeks now but fungus stew and hard biscuits. Still, at least there’s 

cards to play and drinking and chanting and scrapping in the nights. The siege tower is ready, so now it’s 

just playing the old waiting game. Soon enough the drums will beat and it will be time to break down 

that wall. And then the eating will be oh so good, and I will fill my belly… 

Race Orc 

Class Fighter 

 
Traits Grumbling, workshy 

Ideal A square meal 

Bond Stay alive 

Flaw Slow to anger 

 

Abilities 

Strength 16 (+3) 

Dexterity 12 (+1) 
Constitution 15 (+2) 

Intelligence 11 (0) 

Wisdom 8 (-1) 

Charisma 10 (0) 

 

Hit Points 24 

Armour Class: 16 Chain mail, seen better days 

 
Kit Great axe +5, 1d12+3 

 

Special 

Aggressive: As a bonus, you can move again towards your foe. 

Great Weapon Fighting: You can reroll 1s and 2s for damage. 

Second Wind: As a bonus between rests, regain 1d10+3 hit points 

Action Surge: Gain an additional action between rests.  

Champion: You score critical hits on 19 or 20. 



Mancer Shiv 
They all chitter chatter away you know. All of them. All the Gods, old and new. I listen to them all, but I 

don’t always pay attention, not really. Only to the ones that really matter. There’s lovely gristly old 

Magluyibet, who is always chuntering away about skulls, and blood, and murder. I nod along while I’m 

stirring the pot, muttering my thanks and praises to her glory. And she always lets me have a little bit of 

her magic in return. Sometimes it fills my head to bursting! All that dark power and chaos swirling 

around just desperate to explode out and make everything burn and scream. Lovely! But there’s bellies 

to fill before that. Supplies ain’t what I’d like, but there’s usually a bit of spare arm or leg laying around 

in the tunnels. The lads love a bit of meat, but we ain’t had elf in an age. I’d love a bit of elf, even dwarf 

in a pinch. Or a nice fat juicy halfling, now wouldn’t that be magic eh?   

Race Orc 

Class Wizard 

 

Traits Lunatic, devoted 

Ideal Dark power 

Bond Magluyibet 

Flaw Incomprehensible 

Abilities 

Strength 14 (+2) 

Dexterity 8 (-1) 

Constitution 10 (0) 
Intelligence 13 (+1) 

Wisdom 14 (+2) 

Charisma 13 (+1) 

 

Hit Points 14 

Armour Class 9 Skanky robes 

 
Kit: Frying pan +4, 1d6+2 

 
Special 

Aggressive: As a bonus, you can move again towards your foe. 

Spellcasting: You prepare five spells per day from your spell book. You cast these from 

your daily slots, four first level and two second level. You cast at d20+d4+1. The save DC is 

11. You can do rituals too, which you don’t have to prepare. 
Arcane Recovery: Once per day you can regain 2 levels worth of spent slots. 

Grim Harvest: When you kill something with your spells, you regain hit points equal to 

twice the spells level (three times if it’s Necromantic) 

 
Cantrips: Cast these at will, with no need to prepare. 

 

Mage Hand, Poison Spray, Prestidigitation 
 

Spellbook: 

 

Level 1: 

Alarm 

Burning Hands 

Grease 

Mage Armour 

Ray of Sickness 

Thunderwave 

Unseen Servant 

Witch Bolt 

 

 

Level 2: 

Blindness/Deafness 

Suggestion 


