Level 1 – Horror Plot

Background: The Raven Claws is an Orcish tribe that values stealth and cunning over brute strength.  Usually they raid and steal from the other two tribes in the area (Black Blood and Red Eyes), and out lying homesteads. Brebanward is avoided, as it is too large and organized to be a viable target.  The Raven Claws often defend themselves by bribing the other tribes or hiring mercenaries with their ill-gotten gains.

Recently all forays into the lands of the Red Eyes have had no success and none of the orcs sent have returned.  Faced with this lack of funds, the Raven Claws fear an attack from the Black Bloods.  When they heard news of a gathering in Brebanward, they saw this as an opportunity to replenish their coffers.

Encounter A

The Gathering is in full swing and the majority of people are at the tavern and surrounds enjoying the atmosphere.  Feeling the need to stretch your legs and get some fresh air, you head outside and walk down the empty streets, past the statue of Sol Agazul, beloved of Pelor, which stands outside his father's church.  

Feeling refreshed you are just about to return to the tavern when you notice some shady looking characters in gray cloaks around the edge of a house.  One turns slightly, noticing you.  As he does so you can see that they are dark skinned orcs.  One is carrying a sack that has a silver candlestick protruding from the top.  Somehow you do not think that it is theirs.

Creatures: These orcs are members of the Raven Claws tribe and they are using the opportunity of the gathering to investigate people's empty houses.  

Unknown to the players, half of the orcs have also broken into the house opposite and are in the middle of looting it.  Two rounds after combat starts, these orcs will hear the fight and move out to flank the party.

APL 2 (EL 4)

Orc Rog1 (4): hp 7;  see Appendix One 

APL 4 (EL 6)

Orc Rog2 (4): hp 12;  see Appendix Two
APL 6 (EL 8)

Orc Rog4 (4): hp 22;  see Appendix Three 
APL 8 ((EL 10)

Orc Rog4 (8): hp 22;  see Appendix Four 
Tactics: When the encounter initially starts, only half the orcs are in combat.  Their first action will be to move their backs to the wall of the house and throw their daggers at any party member who is flatfooted so that they will gain their sneak attack.  

In the second round they will fight defensively and concentrate their attacks on one of the characters

In the third round the remaining orcs move out of the house opposite and take up flanking positions with the first group or orcs (assuming they are still alive.)

If the first group of orcs falls before the end of the second round, then treat the second group as a new combat.  A spot (DC 15+APL) is needed otherwise they will have the surprise.  In this situation they will fire their short bows (concentrating on flatfooted targets) from the doorway and windows.  This will provide half cover.

Development: If the orcs are captured, then the village authorities question them.  They discover that there have been a number of unsuccessful raids on the Red Eyes by the Raven's Claws lately.  For some reason all the orc rogues sent to the Red Eye tribe have not returned.  This level of security is unusual.
Treasure: The equipment belonging to the orcs is confiscated by the village watch and used to fund healing spells to return the party to full hit points and to help out the victims of the crime.

Appendix One 

APL 2

Encounter A: Raven Claw thieves

Orc Burglar (2): Male Orc Rog1; CR 1; Medium Humanoid (Orc); HD 1d6+1; hp 7; Init +7; Spd 30 ft.; AC 16 (touch 13, flat-footed 13) [+6 Dex, +3 Studded Leather]; Atk +1 melee [(1d8+1 x2, Morningstar), (1d4+1 19-20 x2, Dagger)] or +3 ranged [(1d6 x3, Shortbow), (1d4+1 19-20 x2, Dagger)]; SA Sneak Attack (1d6); SQ Darkvision (60 foot), Light Sensitivity; AL CE; SV Fort +1, Ref +5, Will -1; Str 12, Dex 16, Con 12, Int 12, Wis 8, Cha 12. 

Skills and Feats: Tumble +4, Bluff + 2, Disguise +4, Hide + 6, Move Silently + 6; Improved Initiative.

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


Possessions: Shortbow, Dagger, Studded Leather, Morningstar, Arrows (10).

Appendix Two 

APL 4

Encounter A: Raven Claw thieves

Orc Burglar (4): Male Orc Rog2; CR 2; Medium Humanoid (Orc); HD 2d6+2; hp 12; Init +7; Spd 30 ft.; AC 16 (touch 13, flat-footed 13) [+6 Dex, +3 Masterwork Studded Leather]; Atk +2 melee [(1d8+1 x2, Morningstar), (1d4+1 19-20 x2, Dagger)] or +4 ranged [(1d6 x3, Shortbow), (1d4+1 19-20 x2, Dagger)]; SA Sneak Attack (1d6), Evasion; SQ Darkvision (60 foot), Light Sensitivity; AL CE; SV Fort +1, Ref +6, Will -1; Str 12, Dex 16, Con 12, Int 12, Wis 8, Cha 12. 

Skills and Feats: Tumble +6, Bluff + 4, Disguise +6, Hide + 8, Move Silently + 8; Improved Initiative.

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


Possessions: Shortbow, Dagger, Masterwork Studded Leather, Morningstar, Arrows (10).

Appendix Three 

APL 6

Encounter A: Raven Claw thieves

Orc Burglar (4): Male Orc Rog4; CR 4; Medium Humanoid (Orc); HD 4d6+4; hp 22; Init +7; Spd 30 ft.; AC 17 (touch 13, flat-footed 14) [+6 Dex, +4 Studded Leather +1]; Atk +3 melee [(1d4+1 19-20 x2, Dagger)] or Atk +7 melee [(1d6+1 19-20 x2, Short sword)] or +6 ranged [(1d6 x3, Shortbow), (1d4+1 19-20 x2, Dagger)]; SA Sneak Attack (2d6), Evasion, Uncanny Dodge (Dex); SQ Darkvision (60 foot), Light Sensitivity; AL CE; SV Fort +2, Ref +7, Will +0; Str 12, Dex 16, Con 12, Int 12, Wis 9, Cha 12. 

Skills and Feats: Tumble +8, Bluff + 8, Disguise +8, Hide + 10, Move Silently + 10; Improved Initiative, Weapon Finesse (Short sword).

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


Possessions: Shortbow, Dagger, Studded Leather +1, Masterwork Short sword, Arrows (10).

Appendix Four 

APL 8

Encounter A: Raven Claw thieves

Orc Burglar (8): Male Orc Rog4; CR 4; Medium Humanoid (Orc); HD 4d6+4; hp 22; Init +7; Spd 30 ft.; AC 17 (touch 13, flat-footed 14) [+6 Dex, +4 Studded Leather +1]; Atk +3 melee [(1d4+1 19-20 x2, Dagger)] or Atk +7 melee [(1d6+1 19-20 x2, Short sword)] or +6 ranged [(1d6 x3, Shortbow), (1d4+1 19-20 x2, Dagger)]; SA Sneak Attack (2d6), Evasion, Uncanny Dodge (Dex); SQ Darkvision (60 foot), Light Sensitivity; AL CE; SV Fort +2, Ref +7, Will +0; Str 12, Dex 16, Con 12, Int 12, Wis 9, Cha 12. 

Skills and Feats: Tumble +8, Bluff + 8, Disguise +8, Hide + 10, Move Silently + 10; Improved Initiative, Weapon Finesse (Short sword).

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


Possessions: Shortbow, Dagger, Studded Leather +1, Masterwork Short sword, Arrows (10).
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