Level 2 – Horror Plot

Background: In the hills and mountains surrounding the village three orc tribes live.  The Black Bloods are a militaristic tribe which values strength and physical prowess to a level beyond a normal orc.  The Raven Claws are the second tribe.  These orcs use cunning and stealth as their main weapons.  The third tribe, the Red Eyes are considered the weakest of the three tribes.  The leaders of this tribe delve into the arcane and divine mysteries in an attempt to gain power.  

The people of Brebanward know that if the three tribes were united under one leader, then they could easily overrun the village and threaten this part of the Yatils.  It is lucky that they ideologies of the three tribes is so different and that they will never unite

Recently the Sorcerer-Adept Gura’nak discovered a scroll containing a spell to call a powerful outsider.  With this outsider to do their bidding, the Red Eyes believed that they would be able to subjugate the other tribes.  When the tribe gathered and the spell was cast, Iuz intercepted the casting and sent creatures of his own.

When Drugan’Mok, Orcish hero of Iuz and a horde of fiendish orcs appeared in the summoning circle, they attacked and enslaved the Red Eyes.  Gura’nak was executed and Drugan’Mok made plans to unite the tribes under the banner of Iuz.  

Once the Drugan’Mok has control of the tribes, he plans to attack Brebanward and use it as a foothold for Iuz in Perrenland.  He hopes that the isolation of the mountain villages will allow him to continue to expand his holdings and entrench himself before Perrenland discovers his presence. 

When Drugan’Mok summoned dark creatures not of this world, some of the orcs attempted to escape to the other tribes and to Brebanward. Demons were sent to kill them before they could warn the tribes or the villagers.

Encounter A

The night is still young and the people of Brebanward are still enjoying the gathering.  But even the most dedicated celebrant must take a break.  Stepping outside, you find the wind refreshing.  Somewhere the half moon shines, but it is covered by low clouds.

A snapping branch suddenly turns your attention to a large orc with red eyes charging straight towards you.

Have the party make a Sense Motive check (DC 10+APL).  If successful they will realize that the orc is fleeing in terror not charging the party.

The fleeing orc is a member of the Red Eye tribe.  This orcish tribe paints the area around their eyes red in an attempt to make themselves look more fierce.  

Creatures: The demons chasing the orc are Abyssal Maws (APL 2&4) or Abyssal Ravagers (APL 6&8).  

Abyssal Maws look like a huge, toothy mouth perched on a few stubby appendages.  Its hide is a dull shade of brown

Abyssal Ravagers look like a cross between a demon and a hyena.  It has baleful eyes and an elongated jaw full of teeth.  Patches of scaly hide shows through it shaggy fur, and a row of curving spines juts from its backbone.  Its long warty tail is equipped with a vicious stinger

All APLs

Fleeing Orc (1): hp 4; see Monster Manual page 146.
APL 2 (EL 4)

Abyssal Maw (2): hp 11;  see Appendix One 

APL 4 (EL 6)

Abyssal Maw (4): hp 11;  see Appendix Two 
APL 6 (EL 8)

Abyssal Ravager (3): hp 22;  see Appendix Three 
APL 8 ((EL 10)

Abyssal Ravager (6): hp 22;  see Appendix Four 
Tactics: The primary target of the demons is the orc and they will attempt to eliminate him if there is a clear path. The demons will draw attacks of opportunity if that is the only way open to the orc.   If the party blocks the access to the orc, the demons will try to force a path.  They will concentrate on the fewest targets needed to open this path.  If they kill the orc and the battle is going bad, they will attempt to flee with the body so that a Speak with Dead spell can’t be employed.
Development: If the demons escape with the body of the orc, the two fiendish orcs in Encountor B will not attack the party and melt back into the shadows, returning to Drugan’Mok

Encounter B

To ensure that the orc dies, Drugan’Mok has sent two fiendish orc archers to eliminate him if the demons failed.  While the party was fighting the demons, they set up an ambush behind a building near the edge of the village (half cover). When the party comes within 30 feet they will fire at the orc.  A spot (DC 15+APL) is needed to avoid surprise.

Creatures: The fiendish orcs look like large dark haired orcs with glowing red eyes.

All APLs

Fleeing Orc (1): hp 8; see Monster Manual page 146.

APL 2 &4 (EL 2)

Fiendish Orc Ftr1 (2): hp 12;  see Appendix One 

APL 4 (EL 2)

Fiendish Orc Ftr1 (2): hp 12;  see Appendix Two 

APL 6 (EL 4)

Fiendish Orc Ftr2 (2): hp 20;  see Appendix Three

APL  8 (EL 4)

Fiendish Orc Ftr2 (2): hp 20;  see Appendix Four
Tactics: The initial attacks will be targeted at the orc.  Once the orc drops one will attempt a coup de grace if they can reach him.  The second archer will defend the first while he does this.  They will then fight a retreat if the party looks too powerful or stay to attack the party if they look fairly injured from the fight with the demons.  If there is an obviously ‘good’ character (paladin, cleric of a good deity) they will use their smite good power on them.
Treasure: At APL 2,4 & 6 each archer carries 10 normal arrows.  Because of the rapid-fire feat, assume that all arrows have been spent and do not include them in the treasure.

APL 2 L: (50gp); C: (0gp); M: (0gp).

APL 4 L: (91.7gp); C: (0gp); M: 2x Potion of Cure Light Wounds- (8.3gp).

APL 6 L: (141.7gp); C: (0gp); M: 2x Potion of Cure Light Wounds- (8.3gp).

APL 8 L: (181.6gp); C: (1.7gp); M: 4x Potion of Cure Light Wounds- (16.7gp), 2x Potion of Bull Strength (50gp).

Development: The status of the orc will have an effect on the 3rd level of the Horror plot line.  Please inform the interactive coordinator if the orc lived or if his body was recovered.

Appendix One 

APL 2

Encounter A: Demon Hunting Party

Abyssal Maw (2): CR 2; Medium Outsider (Demon); HD 2d8+2; hp 11; Init +0; Spd 30 ft.; AC 15 (touch 10, flat-footed 15) [+5 Natural]; Atk +5 melee [(2d8+4, Bite)]; SA Rend Fallen; SQ Outsider traits; AL CE; SV Fort +4, Ref +3, Will +2; Str 17, Dex 10, Con 13, Int 6, Wis 9, Cha 8..


Skills and Feats: Climb+7,Jump+7, Listen+5, Spot+1; Alertness.

Rend Fallen (Ex): An abyssal maw loves to tear into its downed foes.  It automatically deals an additional 2d8+4 points of damage to any foe it drops with a melee attack

Outsider Traits: A demon has dark vision (60-foot range).  It can not be raised or resurrected.

Encounter B: Orc Ambushers

Orc Archer (2): Male Fiendish Orc Ftr1; CR 1; Medium Humanoid (Orc); HD 1d10+2; hp 12; Init +2; Spd 30 ft.; AC 15 (touch 12, flat-footed 13) [+2 Dex, +3 Studded Leather]; Atk +4 melee [(2d6+4 19-20x2, Greatsword)] or +3 ranged [(1d6+2 x3, Mighty Composite Shortbow [1])]; SA Smite Good; SQ Darkvision (60 foot), Cold Resistance (5), Fire Resistance (5), Light Sensitivity; SR 2; AL CE; SV Fort +4, Ref +2, Will +0; Str 16, Dex 14, Con 14, Int 10, Wis 10, Cha 10. 

Skills and Feats: Climb +5, Ride+6, Hide +3;Point Blank Shot, Rapid Shot.

Smite Good (Su): Once per day the creature can make a normal attack to deal additional damage equal to its HD total against a good foe

Light Sensitivity (Ex): Orcs suffer a -1 penalty to attack rolls in bright sunlight or within the radius of a daylight spell.


Possessions: Mighty Composite Shortbow [2], Studded Leather, Greatsword, Arrows (10).

Appendix Two 

APL 4

Encounter A: Demon Hunting Party

Abyssal Maw (4): CR 2; Medium Outsider (Demon); HD 2d8+2; hp 11; Init +0; Spd 30 ft.; AC 15 (touch 10, flat-footed 15) [+5 Natural]; Atk +5 melee [(2d8+4, Bite)]; SA Rend Fallen; SQ Outsider traits; AL CE; SV Fort +4, Ref +3, Will +2; Str 17, Dex 10, Con 13, Int 6, Wis 9, Cha 8..


Skills and Feats: Climb+7,Jump+7, Listen+5, Spot+1; Alertness.

Rend Fallen (Ex): An abyssal maw loves to tear into its downed foes.  It automatically deals an additional 2d8+4 points of damage to any foe it drops with a melee attack

Outsider Traits: A demon has dark vision (60-foot range).  It can not be raised or resurrected.

Encounter B: Orc Ambushers

Orc Archer (2): Male Fiendish Orc Ftr1; CR 1; Medium Humanoid (Orc); HD 1d10+2; hp 12; Init +2; Spd 30 ft.; AC 16 (touch 12, flat-footed 14) [+2 Dex, +4 Chainshirt]; Atk +4 melee [(2d6+4 19-20x2, Greatsword)] or +3 ranged [(1d8+2 x3, Mighty Composite Longbow [2])]; SA Smite Good; SQ Darkvision (60 foot), Cold Resistance (5), Fire Resistance (5), Light Sensitivity; SR 2; AL CE; SV Fort +4, Ref +2, Will +0; Str 16, Dex 14, Con 14, Int 10, Wis 10, Cha 10. 

Skills and Feats: Climb +5, Ride+6, Hide +3;Point Blank Shot, Rapid Shot.

Smite Good (Su): Once per day the creature can make a normal attack to deal additional damage equal to its HD total against a good foe

Light Sensitivity (Ex): Orcs suffer a -1 penalty to attack rolls in bright sunlight or within the radius of a daylight spell.


Possessions: Mighty Composite Longbow [2], Chain Shirt, Greatsword, Arrows (10), Potion of Cure Light Wounds (caster level 1).

Appendix Three 

APL 6

Encounter A: Demon Hunting Party

Abyssal Ravager (3): CR 5; Large Outsider (Demon); HD 3d8+9; hp 22; Init +5; Spd 50 ft.; AC 17 (touch 13, flat-footed 13) [-1 Size, +4 Dex, +4 Natural]; Atk +6 melee [(1d4+4 plus poison, Sting)]; Face/Reach 5 ft. by 10 ft./5 ft.]SA Poison; SQ Acid Resistance 20, Cold Resistance 20, Immunity to poison, Outsider traits, Scent; AL CE; SV Fort +6, Ref +7, Will +4; Str 17, Dex 19, Con 17, Int 6, Wis 12, Cha 8..


Skills and Feats: Jump+7, Listen+6, Move Silently+6, Sense Motive+4, Spot+4, Wilderness Lore+2; Weapon Focus (Sting).

Poison (Ex): An abyssal ravager delivers its poison (Fortitude save DC 14) with each successful sting attack.  The initial and secondary damage is the same (2d6 points of Strength damage)

Scent (Ex): An abyssal ravager can detect approaching enemies, sniff out hidden foes, and track by sense of smell

Outsider Traits: A demon has dark vision (60-foot range).  It can not be raised or resurrected.

Encounter B: Orc Ambushers

Orc Archer (2): Male Fiendish Orc Ftr2; CR 2; Medium Humanoid (Orc); HD 2d10+4; hp 20; Init +2; Spd 30 ft.; AC 16 (touch 12, flat-footed 14) [+2 Dex, +4 Chainshirt]; Atk +5 melee [(2d6+4 19-20x2, Greatsword)] or +5 ranged [(1d8+3, x3 Masterwork Mighty Composite Longbow [3])]; SA Smite Good; SQ Darkvision (60 foot), Cold Resistance (5), Fire Resistance (5), Light Sensitivity; SR 4; AL CE; SV Fort +4, Ref +2, Will +0; Str 16, Dex 14, Con 14, Int 10, Wis 10, Cha 10. 

Skills and Feats: Climb +6, Ride+7, Hide +4; Precise Shot, Point Blank Shot, Rapid Shot.

Smite Good (Su): Once per day the creature can make a normal attack to deal additional damage equal to its HD total against a good foe

Light Sensitivity (Ex): Orcs suffer a -1 penalty to attack rolls in bright sunlight or within the radius of a daylight spell.


Possessions: Masterwork Mighty Composite Longbow [3], Chain Shirt, Greatsword, Arrows (10), Potion of Cure Light Wounds (caster level 1).
Appendix Four 

APL 8

Encounter A: Demon Hunting Party

Abyssal Ravager (3): CR 5; Large Outsider (Demon); HD 3d8+9; hp 22; Init +5; Spd 50 ft.; AC 17 (touch 13, flat-footed 13) [-1 Size, +4 Dex, +4 Natural]; Atk +6 melee [(1d4+4 plus poison, Sting)]; Face/Reach 5 ft. by 10 ft./5 ft.]SA Poison; SQ Acid Resistance 20, Cold Resistance 20, Immunity to poison, Outsider traits, Scent; AL CE; SV Fort +6, Ref +7, Will +4; Str 17, Dex 19, Con 17, Int 6, Wis 12, Cha 8..


Skills and Feats: Jump+7, Listen+6, Move Silently+6, Sense Motive+4, Spot+4, Wilderness Lore+2; Weapon Focus (Sting).

Poison (Ex): An abyssal ravager delivers its poison (Fortitude save DC 14) with each successful sting attack.  The initial and secondary damage is the same (2d6 points of Strength damage)

Scent (Ex): An abyssal ravager can detect approaching enemies, sniff out hidden foes, and track by sense of smell

Outsider Traits: A demon has dark vision (60-foot range).  It can not be raised or resurrected.

Encounter B: Orc Ambushers

Orc Archer (2): Male Fiendish Orc Ftr2; CR 2; Medium Humanoid (Orc); HD 2d10+4; hp 20; Init +2; Spd 30 ft.; AC 16 (touch 12, flat-footed 14) [+2 Dex, +4 Chainshirt]; Atk +5 melee [(2d6+4 19-20x2, Greatsword)] or +6 ranged [(1d8+3, x3 Masterwork Mighty Composite Longbow [4] & Masterwork Arrows)]; SA Smite Good; SQ Darkvision (60 foot), Cold Resistance (5), Fire Resistance (5), Light Sensitivity; SR 4; AL CE; SV Fort +4, Ref +2, Will +0; Str 16, Dex 14, Con 14, Int 10, Wis 10, Cha 10. 

Skills and Feats: Climb +6, Ride+7, Hide +4; Precise Shot, Point Blank Shot, Rapid Shot.

Smite Good (Su): Once per day the creature can make a normal attack to deal additional damage equal to its HD total against a good foe

Light Sensitivity (Ex): Orcs suffer a -1 penalty to attack rolls in bright sunlight or within the radius of a daylight spell.


Possessions: Masterwork Mighty Composite Longbow [4], Masterwork Arrows (20), Chain Shirt, Greatsword, 2xPotion of Cure Light Wounds (caster level 1), Potion of Bull strength (caster level 3).

Appendix Five 

New Rules

Abyssal Maw

Medium-Size Outsider

(Chaotic, Evil)

Hit Dice: 2d8+2 (11 hp)

Initiative: +0

Speed: 30 ft

AC: 15 (+5 natural), touch 10, flat-footed 15

Attacks: Bite +5 melee

Damage: Bite 2d8+4

Face/Reach: 5ft. by 5ft./5ft.

Special Attacks: Rend fallen

Special Qualties: Outsider traits

Saves: Fort +4, Ref +3,Will +2

Abilities: Str 17, Dex 10, Con 13, Int 6, Wis 9, Cha 8

Skills: Climb +7, Jump +7, Listen +5, Spot +1

Feats: Alertness

Climate/Terrain: Any land and underground

Organization: Solitary, pair, or gang (3-5)

Challenge Rating: 2

Treasure: None

Alignment: Always Chaotic Evil

Advancement: 3-4 HD (Medium Size); 5-6 HD (Large)

An abyssal maw is a disgusting creature consisting mainly of teeth.  Its appetite is legendary; one maw has been known to consume the better part of a centaur in less than a minute


An abyssal maw looks like a huge, toothy mouth perched on a few stubby appendages.  Its hide is a dull brown shade

Combat

Abyssal maws serve as shock troops in evil armies.  Since they lack ranged attacks, they usually rush into melee combat as soon as possible, where their gnashing teeth do the rest

Rend Fallen (Ex): An abyssal maw loves to tear into its downed foes.  It automatically deals an additional 2d8+4 points of damage to any foe it drops with a melee attack

Source: Monster Manual 2, Pg 57

Abyssal Ravager

Large Outsider

(Chaotic, Evil)

Hit Dice: 3d8+9 (22 hp)

Initiative: +4

Speed: 50 ft

AC: 17 (-1 size, +4 Dex, +4 natural), touch 13, flat-footed 13

Attacks: Sting +6 melee

Damage: Bite 1d4+4

Face/Reach: 5ft. by 10ft./5ft.

Special Attacks: Poison

Special Qualties: Acid resistance 20, cold resistance 20, immunity to poison, outsider traits,scent

Saves: Fort +6, Ref +7,Will +4

Abilities: Str 17, Dex 19, Con 17, Int 6, Wis 12, Cha 8

Skills: Jump +7, Listen +6, Move Silently +6, Sense Motive +4, Spot +4, Wilderness Lore +2

Feats: Weapon Focus (sting)

Climate/Terrain: Any land and underground

Organization: Solitary, pair, or gang (3-5)

Challenge Rating: 5

Treasure: None

Alignment: Always Chaotic Evil

Advancement: 4-6 HD (Large); 7-9 HD (Huge)

An abyssal ravageris a grotesque hybrid – part demon, part hyena, and all nasty.  Although its exact origins are unclear, scholars agree that it is likely the result of demonic lust, which has no bounds and results in all manner of bizarre crossbreeds.


An abyssal ravager has baleful eyes and elongated jaws full of teeth.  Patches of scaly hide show through its coarse, shaggy fur, and a row of curving spines juts from its backbone.  Its long, warty tail is equipped with a vicious stinger.  A full- grown specimen of either gender stands about 5 feet tall at the shoulder, measures nearly 10 feet from snout to base of tail, and weighs almost 2000 pounds

Combat

These demons are notoriously bad tempered and aggressive.  The tend to attack anything they see or smell, striking it repeatedly with their stingers.


Despite their formidable-looking teeth, abyssal ravagers do not use bite attacks.  Their weak jaws are useful only for tearing apart prey that has already succumbed to their poisonous stings

Poison (Ex): An abyssal ravager delivers its poison (Fortitude save DC 14) with each successful sting attack.  The initial and secondary damage is the same (2d6 points of Strength damage)

Scent (Ex): An abyssal ravager can detect approaching enemies, sniff out hidden foes, and track by sense of smell

Source: Monster Manual 2, Pg 57
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