Attack of Journeyman Necromancer Ulgorth

An Undead vs. Men of Hawkshold mini-campaign
by Kevin Block-Schwenk and Jaime Garmendia

Foreword:

This grew out of a campaign we played for our own enjoyment.

This campaign was inspired by the excellent Lizardman vs. High Elves border war campaign by Andrew Gross, which we played twice.  

Compared to the 4-8 games Lizardman-High Elf campaign, this one is somewhat shorter—most of the time this campaign is over in 3 games.  Sometimes it takes 4, and under rare circumstances 1 or 5.

Players do not spend “gold” like in a regular Kingdoms campaign.  However, each battle can create special circumstances for the next battle based on Victory Points, so each battle should be fought to the bitter end!

Enjoy!

Kevin and Jaime

Note:  all victory point splits are Undead/Hawkshold.  For example, 2/4 means the Undead win 2 VPs and Hawkshold wins 4.
Battle 1
Selected Journal Notes of Journeyman Necromancer Ulgorth:

Hadesday.  Fourth month in the expedition against Hawkshold.

     The Men of Hawkshold prove themselves foolish and weak yet again.  Even here in the borderlands, they turn ignorant eyes from this lone traveler, imagining me to be a trader or mercenary sorcerer.  Their laxity will be their doom, from the Orcish Hordes to the west if not from the Lord Necromancer.  If not from me...

Gehensday. Fifth month.

     I have heard rumors of a paragon of Hawkshold foolishness and arrogance.  Lord Pennywit is oft spoken-of in taverns and halls of decadent bawdlery throughout this area, and never with praise.  It seems he fancies himself destined for great things, though managing these backwater estates prove practically beyond his means already.  The security of his keep and the morale of his men is low.  The perfect target to prove myself...

Duatsday, Fifth month.

     I have taken a position as undertaker and gravekeep for Lord Pennywit.  Hiding under his very nose!  Plenty of time to prepare, and plenty of material to work with...

Xibalbsday, Sixth month.

     I believe I have chosen the perfect target.  Pennywit is a collector of monstrous trophies!  He has specimens in varying degrees of preservation begging to be animated and used against him.  Several of these will require some serious work if I am to earn my title in the Lord Necromancer's service.  And his graveyard is brimming over with fresh corpses from last fall's battles.  The winter has preserved them well.  Between the ample source material - kept foolishly within his own keep walls - and the trophy beasts, I shall surprise and trap him and his forces in their own courtyard and slaughter them!  With any luck, I shall take the keep quickly and quietly, leaving the surrounding nobles unaware of the cancer within their midst... 

     Tonight, I strike!  


-------------------------------------------------------------------------------------------


"TO ARMS!  TO ARMS, ye men of my Keep!  Grab what weapons thou hast and rush to join my nephew Sir Archibald Pennywit IV and his valiant soldiers in the muster yard!  For a necromancer hath come, and hath raised the dead to slay thy women and children and lay waste to all ye hold dear!"

"The signal fire shalt be lit:  come the dawn, Lord Blakerly's men shalt arrive and crush this nemesis.  Until then, come what may, hold fast, for ye are Men of Hawkshold!  Prove thy mettle stronger than the foul stench of Death, thus even if ye all perish, the memory of thy valiant struggle shall inspire friend and give pause to foe for all time hence for I shalt tell the tale of your valor to all who have ears!"

-- Lord Pennywit

Scenario:  Last Stand.  
Attacker:  Undead.  
Map:  1A
Points:  2000 Undead – 1700 Hawkshold (See the “Last Stand” scenario.)
Special Situation:  none

Special Rule:  The battle takes place in a courtyard—units may not go off-map at all under any circumstances, even a tiny bit.

5/1 or 4/2, do battle 2.

3/3, 2/4, 1/5, do battle 3.  
If the Undead are annihilated, END #7
Battle 2
Selected Journal Notes of Journeyman Necromancer Ulgorth:

Duatsday, Sixth Month.

My plan was flawless; the keep is mine!  “Lord” Pennywit is among the dead, and I shall take great pleasure in abusing his remains in my little “experiments”.  I have plenty of new recruits to bolster my forces.  My only concern is that blasted signal fire.  Though it was only lit for at best an hour, the neighboring Lords must have seen it.  I must quickly prepare a strike force to eradicate any aid that may be forthcoming from Lord Blakerly.  If my luck holds, they will be caught unawares!
-------------------------------------------------------------------------------------------

My Lord Blakerly:

Lord Pennywit’s keep has fallen, and Lord Pennywit is among the many dead.  A large group of Undead is nigh, more than we can hope to defeat!  We fall back, but must turn and fight less too much of your holdings be destroyed.  I beseech thee to send aid at once!

-- Sir Kellett of Eastbury

Scenario:  Reinforcements 
Attacker: Undead
Points Per Side:  Undead 2000 -- Hawkshold 2300 (total--see the “Reinforcements” scenario.)

Map:  See below.

Special Situation:  none

Special Rule:  Use any map in set 5 (5A, 5B, 5C, 5D, 5E, 5F).  If the Undead won the previous battle 5/1, the Necromancer prevented all escape from Lord Pennywit’s keep and catches Lord Blakerly’s men by surprise, so the Undead player chooses the map.  If the Undead won the last battle 4/2, refugees arrived shortly before the Undead and provided enough warning for Sir Kellett’s men to flee to more favorable ground; so the Hawkshold player chooses the map. 
If Undead win or draw (draw = all units annihilated on both sides.  If either side has a unit standing, it wins.), do battle 4  
If Hawkshold wins, do battle 3
Battle 3
[If battle 2 has been played, “Lord Pennywit” is the former Lord’s third son, who quickly returned from the capital when news arrived of the fate of his father’s keep.]

"I hast the deepest sadness for the calamity which hath befallen thy keep, my good Lord Pennywit..  Yet I simply can not send my army to storm thy former keep’s walls; were they to fail, there wouldst be nothing to stop the Necromancers betwixt here and Hawkshold itself.  Nor can we be sure that another Necromancer doth not lurk by my own keep, ready to take advantage of the absence of my men."

"Yet fortune hath nor deserted thee entirely, for a regiment of the King's Artillerie is stationed nearby.  We shalt call for their assistance.  Their trebuchet shalt be set up safely out of range of their Giant Catapult, and shalt fling missiles of flaming oil into the keep, setting fire to all t’is not stone.  With most foul Undead (and, if the gods will it, the Necromancer himself) burnt to ash, my men shalt secure thy keep without heavy loss."

"Nay, doth not protest.  Keeps can be rebuilt with coins, and thy coins are more plentiful than my men."

"Ere the day thy keep is rebuilt, thee and thy family are welcome at my personal estate.  Wouldst thee like some wine?"

- Lord Blakerly

-----------------------------------------------------------------------------

Selected Journal Notes of Journeyman Necromancer Ulgorth:

Gehensday, Sixth Month.

Drat!  Some accursed member of the House of Pennywit has fled the coop!  Though his entire barracks paid for his cowardice with their lives, there is no doubt he seeks to rouse the neighboring lords to take back what is no longer his.  At least he has provided me with fresh material to raise my next army!  Lord Pennywit's nephew, who fell last among his infantry, will serve the Necromancer well as a Knight in His service.  Sir Pennywit is gone, and in his place, Lord Skinflint, Scourge of Fools and Wastrels!

Hadesday, Sixth Month

This keep was long overdue for redecoration, and the population has proven quite...submissive.  Fertile grounds for an army worthy of notice from the Necropolis.  I just have to keep it safe from counter-attack...

Marrowsday, Sixth Month

It is good I had leftover zombie parts from those abominations.  Staking the loose bits on the ramparts to keep watch was particularly ingenious - may the Stygian Lords take note!  I have seen the Hawksholders' coming retribution, and it may prove vexing, indeed.  They bring forth a siege engine of massive proportions - a true weapon of war from the King's own forces.  I must have struck a sore blow to warrant such affection!  I shall send out an advance force to destroy it ere it breaches these walls.  Only the swiftest troops may break the Hawkshold lines and savage the war machine before it is put to use...

I shall send their finest back against them.  Lord Skinflint and his minions shall strike fear in their weak hearts and smite that foul machine!

Scenario:  Border Defense

Attacker:  Undead

Points per side:  2000

Map:  1A

Special Situation:  none

Special Rule:  If Hawkshold won 4 or 5 VPs in the previous battle, mercenaries in the area are potentially interested in fighting for Hawkshold, as they believe in the ability of the Hawkshold commanders to win battles--Hawkshold may bring non-elite mercenaries for this and all future battles (Muster Chart level 7).  
Special Rule: If Hawkshold won 5 VPs in the previous battle, Lord Blakerly’s force was able to send out more men to scout ahead. Hawkshold begins the game with two points of Foresight.
5/1 or 4/2 do battle 5
3/3 do battle 6
2/4 or 1/5, do battle 7.

Battle 4
Selected Journal Notes of Journeyman Necromancer Ulgorth:


Hadesday, Sixth Month


Such success!  Now even Lord Blakerly has fled his keep, leaving the peasantry to feed my engines of war.  The Stygian Lords themselves will reward my expertise.  I can expect one last attempt from the foolish Hawksholders to retake what they have squandered before winter’s rigor solidifies my hold completely.  And I shall be ready…
Baalsday, Seventh Month.

Finally, Lord Blakerly has managed to muster a force worthy of my attention.  As I write, he marches on his former estates.  Little does he know what progress I have made in reanimating Pennywit’s collection of rare beasts.  If I can finish the work on time, his men will think they face Lord Necromancer himself, such is my glory!
-----------------------------------------------------------------------------


Men, thee dost not fight for me, nay, but for all of Hawkshold.  For if the foul menace be unharried in my estate o’er the winter, it shalt multiply manifold until thy homes be threatened with ruination.

Therefore forward, and return these denizens of corruption to the grave!  Great honor shall be won by all shalt we prevail!

-- Lord Blakerly

Overview:  Local forces make an all-out attempt to recapture Lord Blakerly’s Estate
Scenario:  Total Warfare, 
Points per side:  2500 (At players’ option, you may do a smaller battle.)

Attacker:  Hawkshold

Map:  1F

Special Situation:  Well-prepared, and see below
Special Rule:  If the Undead won 3 VPs in the last engagement, the men of Hawkshold may use mercenaries (core, regular, and elite)—but not monsters.  (Mercenaries have two “loot” boxes; Monsters do not.).  Mercenaries only want to fight if they believe the commander is likely to win.

Special Rule:  If the Undead won 4 VPs in the last engagement, their forces are widespread enough that they anticipate the attack as it approaches: this battle happens at Night (Special Situation), but the limitations/penalties to ranged attacks only apply to Hawkshold.  (Both sides must still set up secretly & simultaneously.)

Special Rule: If the Undead won 5 VPs in the last engagement, the battle happens at night as above, and the undead may also recruit up to 2 monsters (but not Mercenaries—“mercenaries” have 2 loot boxes, and no Earth Elementals.) from the M&M expansion.  Monsters (except for Hydras) are all considered “greater undead” for purposes of reanimation.   Dragons do breathe fire, but do not fly.   Play all other special abilities as normal.  Special Rule for Hydras:  Hydras do not automatically heal, but they are considered “lesser undead” for purposes of reanimation (so require a single command action to recover a point of damage), and they do grow another head (giving them another attack die, like regular hydras) when this occurs.
5/1  END #1 
4/2 or 3/3 END #2
2/4 or 1/5 END #3.
Battle 5

My Lord Blakerly,


With the trebuchet destroyed by a bold raid, we lack the men to retake Lord Pennywit’s keep.  With too few swords to take the keep, we must retreat perforce, and fight to defend what is still ours.  I only hope that further menace doth not emerge from the gates of the keep, for the morale of my men is low, and I doubt their will to fight to the end like men of Hawkshold must do.

-- Sir Kellett of Eastbury

-----------------------------------------------------------------------------


Selected Journal Notes of Journeyman Necromancer Ulgorth:


Duatsday, Sixth Month
Lord Skinflint proves his worth. With the siege engine destroyed and all hope of reinforcement gone, I have but one last task for him before the winter settles this campaign for us.  Lord Blakerly’s remaining forces are retreating from my lands in disarray.  If Skinflint can break them completely, I stand to wrest control over Blakerly’s estates as well, as he will have no troops left to defend his own keep.

A true victory now will draw acclaim from the Necropolis for sure!
Overview:  Lord Blakerly’s men retreat from the keep.  Undead attempt to break them.

Scenario:  Breaking Point.  

Attacker:  Undead
Points per side:  1500

Map:  1A

Special Situation:  none

Special Rule:  If Undead won the previous engagement 5/1, the men begin to doubt their ability to defeat the Undead:  all Hawkshold units are at -1 to morale for the duration of the battle.
If the Undead Win or draw (For this battle draw = both sides break on same turn.  The victory points can split 3-3 and one side still win.) END #2

Hawkshold Win END #3
Battle 6

My Lord Blakerly:

The situation is grim.  The undead made a bold hit-and-run raid, breaking the trebuchet.  Our scouts continue to report seeing zombies on the ramparts of the keep.  Without the trebuchet working, we lack the ability to retake the keep.  The morale of the men is holding, for now.

I pray the messengers dispatched five days ago made it through and reinforcements, along with the needed parts to repair the trebuchet, are on their way. We lack provisions for a long siege, and I dare not risk sending men far to forage with Death Knights in the vicinity.  If reinforcements do not arrive within a sevenday, we shalt have to retreat and Lord Pennywit’s keep shalt be lost until next year. The Necromancers would relish the opportunity to fortify a base, from which to attack all other holdings nearby. 

Sir Kellett of Eastbury

---------------------------

Selected Journal Notes of Journeyman Necromancer Ulgorth:

Withersday, Seventh Month

The situation is grim.  Lord Skinflint’s raid to disable the war machine was a success, but at a heavy cost.  And with the accursed men holding the battlefield, I am unable to procure new bodies to animate.

Enfersday, Seventh Month

My scout spotted a caravan of human reinforcements heading in this direction, less than two days away.  After an hour of despair and curses, the opportunity became apparent!  I shall remain here, working the loose body parts and a few zombies to give the illusion that this keep is well defended. Today, the zombies dig a tunnel under the walls to allow exit out of sight of the locals.  Tonight, Lord Skinflint will lead what undead that are left to annihilate the living reinforcements, and bring me back the bodies!  One victory and their reinforcements shall be mine instead, to crush the Hawkshold army and make this keep mine forever!
Scenario:  Ambush/Trap

Points per side:  2000

Attacker:  Undead

Map:  1A

Special Situation:  Stormy Weather
Special Rule:  none
5/1 End #2 ; 4/2 do Battle 5 ; 3/3  End #4 ; 2/4 do Battle 7 ; 1/5 End #6
Battle 7

Men, the keep burns, and the Necromancer doth retreat with what he has left, hoping to escape the wrath of our swords

Do not yield, but attack now, to forever end this Necromancer’s menace, and let others of his ilk know that to menace Hawkshold is to court a swift death.

-- Sir Kellett of Eastbury

---------------------------

Selected Journal Notes of Journeyman Necromancer Ulgorth:

--No time for proper notes.  The keep has fallen, and now I flee for my own life!  Oh, what fickle fates have allowed me to taste glory, only to rip it away at the first opportunity!  There is still hope that I can make good my escape, if my last troops can buy me but a few hours.  Hawkshold will yet know my name and tremble…
Necromancer, with undead in escort, attempts to retreat out of Hawkshold.  Lord Blakerly’s men launch an assault to kill the necromancer.

Scenario:  Breaking Point

Points per side:  1500

Map:  1A
Attacker:  Hawkshold

Special Rule:  If Hawkshold won the last engagement 5/1, Lord Blakerly’s men are extra well organized.  Hawkshold may purchase points of “Foresight” (see Kingdoms or Punic Wars) for 10 army build points each. (Just like the special ability for Carthage if you have Punic Wars)
Undead Win or draw (For this battle draw = both sides break on same turn.  The victory points can split 3-3 and one side still win.) END #5

Hawkshold Win END #6

End Conditions

“Victory” in the end conditions is determined by how well each side did, given that the Necromancer was able to surprise Lord Pennywit and (most likely) take his keep.  From a larger perspective, the men of Hawkshold consider any end condition short of End #7 some level of disaster, and Journeyman Necromancer Ulgorth considers any ending except for #6 or #7 a good thing.

END #1.  Undead Overwhelming Victory.  

Lord Blakerly flees, as do several nearby Lords.  Hawkshold desperately appeals to its neighbors for help dealing with an overwhelming Undead menace, and loses its eastern provinces for over a generation.  

Journeyman Necromancer Ulgorth receives his Masters papers, and the rare honorific Desecrator.  He commands the large undead army the following year, and becomes a candidate to succeed Lord Necromancer himself one day.

END #2.  Undead Major Victory.  
Lord Blakerly flees.  The Undead move in and heavily fortify over winter. Hawkshold faces a major war the following spring, and must spend heavily from the treasury on mercenaries.

Journeyman Necromancer Ulgorth receives his Masters papers, and commands the Undead army the following year.

END #3.  Undead Minor Victory.  
The Undead hold Lord Pennywit’s keep   Lord Blakerly stays, but is unable to force the issue before the following spring.  Half of his territory becomes a no-mans land.  .  
Journeyman Necromancer Ulgorth receives praise from the Lord Necromancer himself, and a promotion to Senior Journeyman.  A Master Necromancer arrives that winter to command the Undead army; Ulgorth serves as his as second-in-command.
END #4.  Stalemate.  
Lord Blakerly holds his full territory vs. the Undead.  Necromancer Ulgorth holds the keep.  Neither side can force the issue until the following year.
Joyurneyman Necromancer Ulgorth is promoted to Senior Journeyman and is ordered to return East as other, more experienced, necromancers arrive to take over the upcoming fight.

END #5.  Hawkshold Minor Victory.  
Lord Pennywit’s keep burns.  Lord Pennywit rebuilds his keep at considerable expense, but the looming undead threat results in less prosperity than before.  
Journeyman Necromancer Ulgorth escapes to the east, and receives informal congratulations for the destruction he caused.
END #6.  Hawkshold Major Victory.  
Lord Pennywit’s keep burns.  Lord Pennywit rebuilds his keep at considerable expense.  That region of Hawkshold becomes extra vigilant against attacks, but remains safe for a generation, and the region prospers.
Journeyman Necromancer Ulgorth commits ritual suicide to avoid capture.  A year later, the eldest surviving heir to Lord Pennywit dies mysteriously, as if a curse had lingered over his estate.
END #7.  Hawkshold Overwhelming Victory.  
For the first time in over a decade, a live Necromancer is captured!  Lord Pennywit turns the captive over to the king.  Lord Pennywit is richly rewarded, easily makes good his losses, and his wealth and stature both increase.  Hawkshold gains valuable information about the Necromancers’ activities and tactics.
