
The Fight at Gold Mine Camp 
 

This document was prepared to show how an encounter was resolved in a case where 
player characters were all sleeping, and NPC’s were on watch as the party camped.  This allowed 
the scenario to be played out ahead of time.  As revised here, it illustrates the process of initiating 
and playing out combat, particularly the sighting issue for a night situation. 

 
In the absence of player input on watch assignments (at the time), and in the interest of 

helping preparations move along, I assumed the below watch assignments made by convoy 
master Martell: 

Evening (Moon): Oliver, Melodious, Groa (plus driver Co0 Ishmael) 
Midnight: (no Moon): Doil, Veylann, Slippa (plus driver Co3 Midian) 
Early Morning (no Moon): Doil, Belfor, Effate (plus drivers Co2 Ammon, Co1 Hazor) 

 
Attack Preliminaries: 

Ten giant rats attack during Midnight watch from West.  Distance: 3d6x10’=110’.  Did 
the rats approach stealthily? d6=2, no.  Spotting distance: rats stealth roll d20=1 -20 (no stealth) 
+6(small, D+2) -3(10 of them) +10(dark, no moon)= -6 (+60’ added to perception distance). 

Slippa pp=16 +6(skill) =22 (220’). She will “see” (hear?) them when line of sight = 110’. 
Doil pp=13 +6 =19 (190’)  He also perceives them at 110’. 
Do the rats detect either Slippa or Doil?  Doil is most easily seen – resolved for him. 
Doil is “Hiding,” so stealth d20(d)=4 (stealth roll) -1(skill) +10(dark)= 13 (+130’) 
So, he won’t be seen from 110’ with normal vision.  At 60’, Darkvision works; he’s seen. 

 Rats at 60’: pp=10 -3(stealth) =7 so 70’.  The rats do see Doil at 60’ with Darkvision. 
 
Summary of initial situation:  Slippa can tell there are rats out there at 110’.  It’s too dark to see 
to shoot.  She aims her bullseye lantern at the rats.  That’s an action for the surprise round.  Does 
she spot them? Even a bullseye lantern has a fairly wide beam, so not hard (DC10).  With d20=7 
(+3 Dex) = DC10, yes.  That initiates combat. 
 
Combat:   

Initiative rolls (one roll for each side):  Party d20=15 (So, Slippa 18, Veylann 18, Midian 15, 
Doil 14)  Rats d20=19 +2=21  The rats go first, followed by all of the characters. 

1.  The rats “dash” to move from 110’ to 50’ (from Doil, who is closest, at SW corner watch 
post). 

Slippa: Puts down lantern (aimed).  d20=16 +5 hit #2. Dmg: d6=4+3 dead 2hp rat.  She also 
calls out alarm. 

Veylann: Does “cunning dash” to get closer and shoots rat#1: d20=12 +5 hit dmg: d8=7+3.  
That makes for a dead 7hp rat. 

Driver Midian, Co3, moves up and holds shot for any rat appearing at the gate or on the wall. 
Doil: d20=5 +1 misses.  Drops crossbow and draws war hammer. 
Sleepers: O/5/wakes; M/4/wakes; G/1/ sleeps on; B/4/wakes; drH/6/up; drA/1/sleeps, 

drI/5/wakes; E/6/up; M/3/wakes.  So, Hazor and Effate will be up, available in 2nd round.   
Do more monsters show up? (1/12 chance)/4/no.  The situation is shown below (next page): 
 



 
 
2.  Rats morale (since some were killed)/d6=2  On a 1 they’d have run.  They still are far enough 

away that they can’t bite this turn, and they already see three big (relative to the rats) enemies, 
and may be aware of the mules (horses) too.  Rats are not particularly courageous animals.  
Keeping his rat safe is the top priority for any rat.  They run away to live another day and 
hope there’s trash to munch on later.  At least there will be two dead rats.  Do more monsters 
show up at the end or shortly after, attracted by the action?  There is 1/12 chance.  d6=1, no. 

 
Assessment:  2 rats killed (at CR 1/8=25xp each) plus 8 rats unhurt but deterred (at 1/16=12.5xp 

each), so total of 150xp.  Slippa, Veylan hit, Doil shot, and Midian was there with a ready 
shot.  Effate and Hazor were up available to participate if the rats hadn’t run.  All of these are 
NPC’s, so ½ normal credit.  (S,V,(D,M)((E,H))) with S,V ½ shares, D,M ¼ shares, E,H 1/8 
shares, total 1 ¾ shares.  So, dividing up 150 xp: Slippa +43xp=1084; Veylan +43xp=1017; 
Doil +21xp=1026.  (Others not tracked.) 

 
Comment:  I deliberately put all of the player characters into the same watch section so that, if 

the attack had come while they were on watch, we’d have played it out.  As it happened, the 
attack came on the second watch.  Since no player character was up before the end of the 
second round, and the rats retreated, they were not involved in the fight.  That lets us handle 
this as an encounter significant only to the few NPC’s involved.  Saving in-person game time.  
I will make meta-game decisions like this in cases where players have not decided things that 
are needed, like the watch schedule.  (Before we played a player did come up with a watch 
schedule, but I had by then already played this out, and let it stand.)  In cases like this I will do 
my best to make the decisions “reasonable.”  In this case, the three watch sections were fairly 
well balanced, even with all of the player characters in the same watch section, because there 
were so many NPC’s. 


