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CAMPAIGN OVERVIEW

* Title: The Siege of Hollowreach Keep
* Theme/Genre: Dark Fantasy, War Epic
* Tone: Heroic with moments of tension and
desperation
* Target Level for Players: Level 5
* Expected Duration: 2 hours
* Player Focus Preferences:
* Combat: High
* Roleplay: Medium
* Exploration: Medium

BACKSTORY AND SETTING

‘WORLD OVERVIEW

The continent of Ardexus has been embroiled in strife,
punctuated by political infighting for decades. A tenuous
peace kept the human kingdoms and the northern orc
hordes at bay until Zharokk the Unbroken, a formidable
warlord, unified the orc clans. His campaign of conquest
stretches southward, razing cities and leaving ruin in his
wake.

LocAL AREA: HOLLOWREACH KEEP

Hollowreach Keep, perched on the precipitous edge of
the Stormfall Mountains, acts as the gatekeeper to a
vital mountain pass, now pivotal in staving off the orc
onslaught. Though its walls are sturdy, the keep’s
defenders—a mix of weary soldiers, ex-mercenaries, and
civilians seeking refuge—are low on morale and
supplies, with leadership strained amidst the dire
circumstances.

HistoricAL CONTEXT

Once a fortress of infamy due to a historic betrayal,
Hollowreach Keep now symbolizes defiance in the face
of impending doom. Legends whisper of ancient tunnels
and a lost armory beneath its stones, though their
locations remain forgotten in the annals of time.

IMPORTANT NPCs
1. Captain Lysara Valice (Human, Lawful Neutral)

¢ A seasoned warrior leading the defense with a
facade of confidence to mask her self-doubt.
e Motivation: Protect the keep and its people at
all costs.
¢ Personality: Commanding yet vulnerable,
driven by loyalty.
2. Garron Swiftaxe (Dwarf, Chaotic Neutral)

¢ A battle-hardened ex-mercenary eager for
glory and redemption.
e Motivation: Avenge personal losses and
achieve honor through battle.
¢ Personality: Gruff and tactical, dismissive of
formalities.
3. Erevain Cindralis (Elven Wizard, Neutral Good)

¢ A scholar equipped with arcane knowledge,
who is more drawn to lore than warfare.
¢ Motivation: Unearth the hidden armory below
the keep.
¢ Personality: Intelligent yet reticent, cautious
of conflict.
4. Zharokk the Unbroken (Orc Warlord, Chaotic Evil)

o Inspirational yet ruthless, commanding the
orcish legions with ferocity.

e Motivation: Shatter human morale by
conquering Hollowreach.

¢ Personality: Strategic, merciless, exploits
human frailties.



ProrT Hook

OPENING SCENE: THE FIRST ASSAULT

The sun hasn’t yet dawned as players stand on
Hollowreach’s battlements, observing the immense orc
encampment in the valley below. The ominous beat of
war drums fills the air, setting a tense atmosphere as
civilians bustle to fortify defenses in the courtyard.
Captain Lysara approaches, her resolve clear despite
the gravity of the situation.

“They are coming,” she states firmly. “We need every
hand on the wall. Your orders are simple: hold the line
at all costs. The keep depends on you.”

A thunderous warhorn shatters the stillness, heralding
the orcs’ assault. Ladders slam against the walls, and
battle cries fill the air. The adventurers are thrown into
the heart of combat.

¢ Primary Objective: Survive and defend against the
initial wave of orc attackers until reinforcements can
be organized.

¢ Potential Subplots: Seek out the legendary armory
or uncover the identity of a traitor working with the
orcs.

KEY LOCATIONS

LoCATION 1: THE RAMPARTS OF HOLLOWREACH
KEEP

¢ Atmosphere: The air is charged with tension; cries of
battle and the clash of steel create a cacophony.
Arrows streak across the sky, and boulders from
siege engines pummel the stout walls.
¢ Encounters:
¢ Orc Blademasters and Siegebreaker Ogres
lead the charge, intent on scaling the walls
with ladders and ropes.
¢ Including ambient NPC soldiers who
passionately resist against overwhelming odds
enhances the urgency.
¢ Goals: Players must prevent the orcs from breaching
the keep’s gates, repelling the siege ladders and
managing resources.

LocATION 2: THE HIDDEN TUNNELS BENEATH
THE KEEP

¢ Atmosphere: Echoing tunnels stretch below,
shrouded in shadows and ancient enchantments.
The pervasive chill hangs in the air.
¢ Encounters:
¢ A rune inscribed stone door challenges
players with a riddle:
“Born of stone, I drink the sun. My touch
blazes bright. What am I?” (Answer: A Gem)
e Spectral Knights, ethereal guardians left from
the keep’s dark past, emerge to challenge
intruders.

¢ Challenges: Solving the puzzle to access the armory,
defeating the spectral guards, and retrieving the
Pyrestone Armaments.

LOCATION 3: THE SIEGEFIELD OUTSIDE

¢ Atmosphere: Chaos reigns with smoke and flame;
the ground trembles from combat’s fury.
Encounters:

e Zharokk, astride a War Worg, enters the field
to break the defenders, accompanied by Elite
Orc Guards.

o If the players recovered the arms, Erevain and
Garron can aid them in battle against
Zharokk.

Goals: Defeat Zharokk to scatter the orc army,
saving the keep and its inhabitants.

ENCOUNTERS AND CHALLENGES

COMBAT

¢ Enemy Stats:
¢ Orc Blademasters: Enhanced multi-attack and
defensive stance.
e Zharokk the Unbroken: High HP, devastating
cleave attacks, and war cries that sap enemy
morale.

ROLEPLAY

¢ Persuade jittery defenders to bolster their
confidence amidst the siege.

¢ Investigate and reveal the presence of a traitor
among the civilians.

PuzziEs

e Tackle the rune-inscribed door with teamwork,
utilizing Arcana checks for revealing deeper insights.

CLIMAX AND RESOLUTION

¢ Final Challenge: A fierce confrontation with Zharokk
—the fate of the keep hangs precariously in the
balance.
¢ Stakes: Success leads to the orc forces scattering;
failure culminates in the keep's fall, underlining dire
consequences for the realm.
¢ Qutcomes:
e Victory: The party is hailed heroes, granted
land or titles, and prepares for ensuing battles.
e Defeat: They escape as forgone heroes,
burdened with tales of tragedy and loss.



REWARDS

¢ Loot:
e Pyrestone Armaments: Weapons imbued with
fire properties.
e Zharokk’s Warplate: Armor that offers
substantial defensive bonuses.
¢ Story Rewards:
¢ Lifelong allies in Lysara and other leadership
figures, potential stronghold for future
campaigns if saved.
¢ Experience Points: Facilitate advancement through
milestones or encounter-based XP.

SUPPORTING DETAILS

¢ Custom Stat Blocks: Tailored for Zharokk,
Pyrestone Armaments, and Spectral Knights.
e Maps: Hand-drawn layouts of the keep, tunnels, and
battlefield for strategic engagement.
¢ Audio Cues:
¢ Siege: Clashing weapons and shouted orders.
e Tunnels: Whispering spirits and the sound of
distantly echoing footsteps.

FLEXIBLE OUTCOMES

¢ Player ingenuity offers alternate methods like
rallying reserves or executing strategic sabotage
within the orc camp.

¢ NPCs dynamically react based on player strategies
and emergent scenarios, allowing fluid story
direction.

PosT-GAME WrAP-UP

¢ Debrief Questions:
¢ “What will you remember most about this
siege?”
¢ “Did you find the balance of combat and
roleplay satisfying?”
o “What adjustments would elevate the
experience?”
¢ Epilogue Options: Success leads into an epic,
expansive campaign; rebuilding Hollowreach
becomes another potential adventure.

By designing an enriched narrative that immerses
players in the epic struggle for Hollowreach Keep, this
campaign promises action, intrigue, and rewarding
player empowerment.



