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Tumor Gang Fight 
 

This was the most complicated combat I’ve tried to include so early on in the Circe Road 
campaign.  In this short paper I’ll describe the battle briefly and then make some observations. 
 
 The fight occurred just 
inside the North gate of Tonstol as 
the party walked in advance of a 
two wagon convoy of Merchant 
Chestlayer.  Just before the party 
(with wagons following) emerged 
from between two buildings onto 
the town square, Tumor and his 
gang moved to block the road and 
challenge Chestlayer to pay a 10 
gp. (Sovereign) “toll.”  That action 
constituted the “Surprise” turn of 
Tumor and his Gang.  Then, 
initiative was rolled, with the 
party all going before Tumor and 
his gang.  (Initiative was rolled by 
“side” with the party rolling 
d20=17 and Tumor rolling d20=1.  
Both modified, but obviously 
everybody in the party would go 
first.) 
 Oliver immediately shot 
Tumor, followed by Veylann and 
Doil also hitting Tumor.  
Melodious moved up and cast a 
Thunderwave spell, thrusting Tumor and Ulcer backwards.  Groa missed Rash with a “Fire Bolt” 
cantrip.  Chestlayer, coming up from the rear, attempted to “Persuade” Tumor to back off.  
Chestlayer rolled d20=20 versus Tumor’s d20=6  Even with a +5 for combat in process for 
Tumor, not close.  That ended the fight.  Tumor and his party retreated.   
 
A quick battle, and completely one-sided.  None of the “bad guys” went down.  Tumor took 34 
of 36 hp damage (but then got “Second Wind”) and a couple of others were at as much as 50%, 
and two (Rash and Scab) were unhurt.  So, what is worth remarking? 
 
1.  The bad guy hit points were not known.  The players, when getting hits, were hitting the same 
character (Tumor).  I had the bad guys all active as controlled by “all players” in Roll20.  The 
idea was that, when an NPC was hit, the player could subtract the damage from the hp score (if 
given) or enter minus the hit points inflicted, updating that with each hit.  The green circles for 
NPC token “hit points” were initially blank.   

When a player character (or friendly NPC) got a hit, negative increments were made.  
That got confused a bit since modification by one player of the token values for hp. would mess 
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up another.  In cases where players hit the same target more or less simultaneously (specifically 
to Tumor in this case), there needs to be communication to avoid the problem.   

A second related issue was that the saving throws for the bad guys had to be rolled by the 
DM, and that took a while.  Still, it wasn’t bad, and the battle resolved fairly quickly.  It was 
really just one round as it happened.  Half a round, really, since the bad guys backed away 
instead of attacking. 

 
2.  Melodious’s use of Thunderwave was excellent.  It was pretty much the ideal attack.  It was 
wise for Melodious to have chosen that as one of his 4 spells, and it was well chosen to use at 
this moment.  That accounted for most of the damage to Tumor’s party (30 hp total, compared to 
24 from hits by Oliver, Veylan and Doil).  Thunderwave also served to notify the Town Guard. 
 
3.  The outcome of the fight was in large part because the party attacked and were the first to do 
so.  The Bad Guys were not the first ones to resort to violence.  Does the demand for a toll justify 
a deadly attack?  Tumor and his boys have friends in high places.  One of the guardsmen, that 
doesn’t like Tumor’s gang, spilled that.  Now, maybe Tumor is embarrassed about what 
happened to him and isn’t going to complain.  But he might say, “Look what happened.  We 
didn’t do nothing to nobody, and they almost killed me and hurt most of my guys.”  Are Tumor’s 
friends in high places going to do anything?  That’s unresolved.  But, it may just be that getting 
out of town and back to Guardraw was a fortunate decision by the party.  Maybe there will be 
something that happens in the future because of this.  The fact that none of Tumor or his men 
went down probably helps.  On the other hand, the party got no treasure (from taking the bandits’ 
stuff, if allowed), and didn’t put Tumor and his boys out of business.  That may have inspired 
counteraction by his backers, but would have earned more xp’s.  The point here is that there are 
possibly going to be future effects resulting from this battle.  But, probably not as big as if the 
party had gone first and won more decisively.  Expect Tumor to hold a grudge.  
 
6.  Had the bad guys attacked first, and the party did win, they’d be less likely to attract negative 
attention in the future.  A risk worth taking?  Oliver decided, for the party and Chestlayer, “No.” 
 
Lots of things can be affected by this battle.  A learning experience for us all.  Thank you, all. 
 

Similar methods were used for managing monsters in an encounter earlier with 11 giant 
rats and later another with 4 goblins.  In those cases there was minimal overlap in target choices.  
The blue circle for token information gave AC, and the green circle hp.’s.  (For such monsters, 
having the initial enemy hp.’s unknown was less important.)  The players were able to update 
their targets as they hit, with a minimum of confusion.  That allowed simultaneous action by 
characters with sequencing arbitrary and/or more coordinated than it might be with strict 
initiative order among party members.  (Monsters have the advantage of coordination as all go at 
the same time.)  Later, a fight with 10 orcs, where the party had the advantage of shooting from a 
tower, worked out well too.  So, these four fights so far show that this method of combat 
sequencing seems to be working. 


