Level 3 – Horror Plot

Background: The recent event of an orc fleeing from demons has caused great concern in Brebanwald, with many fearing that there is more to this than first meets the eye.  

If the orc was captured and kept alive or killed but his body recovered, he (or his spirit) tells the leaders of Brebanwald that the tribe's leader, 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 orc tribes.  

When the tribe gathered and the spell was cast, 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.  

The leaders of Brebanwald fear that if the orc's story is true, this may lead to an attack on the village and Perrenland.  Needing to confirm the account, they have called for all those that are experienced scouts.  From this group they have asked for volunteers to lead a scouting mission to the Red Eye Village.

If the orc was killed and the body taken by demons, then the village leaders are concerned with an orc being chased by demons.  They have decided to send a scouting mission to the Red Eye village to see what the source of this occurrence was.

Encounter A

The mountains near Brebanwald are deceptively peaceful and while travelling through the alpine glade of pines, you could easily forget that you are not on a evening stroll.  

Creatures: The mountains are home to all sorts of predators (as any Morganrood will inform you) that hunts the Yatils for food and today food is in the form of a nice juicy scouting party.  

Have the party make a Spot (DC 10+APL) to avoid being surprised by a hungry creature.

APL 2 (EL 2)

Hippogriff (1): hp 7; see Monster Manual, pg 118

APL 4 (EL 3)

Arrowhawk, Juvenile (1): hp 12; see Monster Manual, pg 19
APL 6 (EL 4)

Griffin (1): hp 22; see Monster Manual, pg 113
APL 8 ((EL 5)

Arrowhawk, Adult (1): hp 22; see Monster Manual, pg 19
Tactics:   The creatures begin their attack by diving at the party member in the rear of the group.   If they are dropped to a third of their hit points, they attempt to flee.  They are only hungry and will not fight to the death. 

Encounter B

Trap:   A short distance from the village, the orcs have set up a number of traps.  While they appear to be simple pit trap, their real purpose is to warn Drugan’Mok if the village is being watched.  

If the scouting party has stated that they are watching for traps or ambushed, then have them make a search roll (DC 20) to find the trap.  

If they have not stated that they are taking the time to search, a successful spot (DC 20 + APL) will suggest that something is not quite right.  A search roll is still needed to discover the trap.
All APLs (EL 1)

Pit Trap: CR 1; mechanical; location trigger; manual reset; hidden switch bypass (Search [DC 25]); Reflex save (DC 15) avoids; 20 ft. deep (2d6, fall); multiple targets (first targets in each of two adjacent 5 ft. squares); Search (DC 20); Disable Device (DC 23).
Development: If the party set off the trap, the orcs are warned of their presence.  If this happens use Encounter D, otherwise use Encounter C.
Encounter C

Your observations of the Orcish village shows your worst fear.  The Red Eye orcs appear to be slaves to a second group of orcs with glowing red eyes and demons, who obeys the commands of a large impressive orc that radiates presence and evil.

Having seen enough to take back, you set off to the village.  Moving along the side of an old mountain track, you make good speed and soon you are only about an hour from Brebanwald.  Rounding a corner you look down into a slight depression and see a number of the fiendish orcs hiding in the scrub ready for an ambush.  Along the track a wagon is heading towards Brebanwald, and it looks like it is the target for the ambush.

You experienced eye tells you that it will be possible to move pass the orcs and get to Brebanwald with you important information without the orcs spotting you, but to do so would leave the wagon prey to the ambush.
Creatures: The fiendish orcs look like large dark skinned orcs with glowing red eyes.  They are well armed with composite bows and great axes.  All their attention is on the wagon and any party member that makes a hide (DC 15 + APL) will get the surprise.

APL 2 (EL 3)

Fiendish Orc Ftr1 (3): hp 12; see Appendix One 

APL 4 (EL 6)

Fiendish Orc Ftr3 (3): hp 28; see Appendix Two
APL 6 (EL 7)

Fiendish Orc Ftr3 (4): hp 28; see Appendix Three 
APL 8 (EL 10)

Fiendish Orc Ftr6 (3): hp 52; see Appendix Four 
Tactics: When the orcs are attacked, they will move into melee as soon as possible, using their power attack ability to the maximum.  If there is an obviously good character (paladin etc) then they will use their Smite Good ability.  At APL 8, the Orcs will Power Lunge in the first round if possible, using the Smite Good ability on any good characters.  

Development: If the party decides to bypass the orcs, then they reach the village safely, but the wagon is destroyed. 

If the party intervenes then the wagon passes safely to Brebanwald.  Please inform the interactive coordinator of the outcome.
Treasure: 

APL 2 L: (93.25 gp); C: (0.5 gp); M: Potion of Cure Light Wounds- (6.25 gp).

APL 4 L: (130.75 gp); C: (0.5 gp); M: Potion of Cure Light Wounds-(caster level 3) (18.75gp).

APL 6 L: (174.34 gp); C: (0.66 gp); M: Potion of Cure Light Wounds-(caster level 3) (25 gp).

APL 8 L: (118.25 gp); C: (0.5 gp); M: 2x Potion of Cure Light Wounds-(caster level 2), Chain Shirt +1 (181.25gp).

Encounter D

Your observations of the Orcish village shows your worst fear.  The Red Eye orcs appear to be slaves to a second group of orcs with glowing red eyes and demons, who obeys the commands of a large impressive orc that radiates presence and evil.  Having seen enough to take back, you set off to the village.  Moving along the side of an old mountain track, you make good speed and soon you are only about an hour from Brebanwald.  
Having been alerted to the presence of the party, Drugan’Mok has sent a group of fiendish orcs to set up an ambush.  A successful spot (DC 20 + APL) will avoid the surprise.
Creatures: The fiendish orcs look like large dark skinned orcs with glowing red eyes.  They are well armed with composite bows and great axes. 

APL 2 (EL 3)

Fiendish Orc Ftr1 (3): hp 12; see Appendix One 

APL 4 (EL 6)

Fiendish Orc Ftr3 (3): hp 28; see Appendix Two
APL 6 (EL 7)

Fiendish Orc Ftr3 (4): hp 28; see Appendix Three 
APL 8 ((EL 10)

Fiendish Orc Ftr6 (3): hp 52; see Appendix Four 
Tactics: When the party are in range, the orcs will charge from their hiding place and attack.  The will use their great axes and maximum power attack.  If there are any characters that are obviously good (paladins etc), the orcs will use the Smite Good ability.  At APL 8, the initial charge will be a Power Lunge.  They will not surrender and will fight to the death.  

Development: Because the ambush was set for the party, the wagon (see encounter C) passes safely to Brebanwald.  Please inform the interactive coordinator.
Treasure: 

APL 2 L: (93.25 gp); C: (0.5 gp); M: Potion of Cure Light Wounds- (6.25 gp).

APL 4 L: (130.75 gp); C: (0.5 gp); M: Potion of Cure Light Wounds-(caster level 3) (18.75gp).

APL 6 L: (174.34 gp); C: (0.66 gp); M: Potion of Cure Light Wounds-(caster level 3) (25 gp).

APL 8 L: (118.25 gp); C: (0.5 gp); M: 2x Potion of Cure Light Wounds-(caster level 2), Chain Shirt +1 (181.25gp).

Appendix One 

APL 2

Encounter C&D: Orc Ambushers

Orc Fighter (3): 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 Chain Shirt]; Atk +6 melee [(2d6+4 19-20x2, Masterwork Greatsword)] or +3 ranged [(1d6+2 x3, Mighty Composite Shortbow [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; Power Attack, Weapon Focus (Greatsword)

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], Chain Shirt, Masterwork Greatsword, Arrows (20), Masterwork Arrows (10), Potion of Cure Light Wounds (caster level 1), 20 sp.

Appendix Two 

APL 4

Encounter C&D: Orc Ambushers

Orc Fighter (3): Male Fiendish Orc Ftr3; CR 3; Medium Humanoid (Orc); HD 3d10+6; hp 28; Init +2; Spd 30 ft.; AC 16 (touch 12, flat-footed 14) [+2 Dex, +4 Chain Shirt]; Atk +8 melee [(2d6+4 19-20x2, Masterwork Greatsword)] or +6 ranged [(1d6+2 x3, Masterwork Mighty Composite Shortbow [2])]; SA Smite Good; SQ Darkvision (60 foot), Cold Resistance (5), Fire Resistance (5), Light Sensitivity; SR 6; AL CE; SV Fort +5, Ref +3, Will +1; Str 16, Dex 14, Con 14, Int 10, Wis 10, Cha 10. 

Skills and Feats: Climb +7, Ride+7, Hide +5; Cleave, Combat Reflexes, Power Attack, Weapon Focus (Greatsword)

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 Shortbow [2], Chain Shirt, Masterwork Greatsword, Arrows (20), Masterwork Arrows (10), Potion of Cure Light Wounds (caster level 3), 20 sp.

Appendix Three 

APL 6

Encounter C&D: Orc Ambushers

Orc Fighter (4): Male Fiendish Orc Ftr3; CR 3; Medium Humanoid (Orc); HD 3d10+6; hp 28; Init +2; Spd 30 ft.; AC 16 (touch 12, flat-footed 14) [+2 Dex, +4 Chain Shirt]; Atk +8 melee [(2d6+4 19-20x2, Masterwork Greatsword)] or +6 ranged [(1d6+2 x3, Masterwork Mighty Composite Shortbow [2])]; SA Smite Good; SQ Darkvision (60 foot), Cold Resistance (5), Fire Resistance (5), Light Sensitivity; SR 6; AL CE; SV Fort +5, Ref +3, Will +1; Str 16, Dex 14, Con 14, Int 10, Wis 10, Cha 10. 

Skills and Feats: Climb +7, Ride+7, Hide +5; Cleave, Combat Reflexes, Power Attack, Weapon Focus (Greatsword)

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 Shortbow [2], Chain Shirt, Masterwork Greatsword, Arrows (20), Masterwork Arrows (10), Potion of Cure Light Wounds (caster level 3), 20 sp.

.

Appendix Four 

APL 8

Encounter B: Orc Ambushers

Orc Fighter (3): Male Fiendish Orc Ftr6; CR 6; Medium Humanoid (Orc); HD 6d10+12; hp 52; Init +2; Spd 30 ft.; AC 17 (touch 12, flat-footed 15) [+2 Dex, +5 Chain Shirt +1]; Atk +11/6 melee [(2d6+6 19-20x2, Masterwork Greatsword)] or +9/4 ranged [(1d6+2 x3, Masterwork Mighty Composite Shortbow [2])]; SA Smite Good; SQ Damage Reduction 5/+1, Darkvision (60 foot), Cold Resistance (10), Fire Resistance (10), Light Sensitivity; SR 12; AL CE; SV Fort +7, Ref +4, Will +2; Str 17, Dex 14, Con 14, Int 10, Wis 10, Cha 10. 

Skills and Feats: Climb +10, Ride+10, Hide +8; Cleave, Combat Reflexes, Great Cleave, Power Attack, Power Lunge, Weapon Focus (Greatsword), Weapon Specialization (Greatsword)

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 Shortbow [2], Chain Shirt +1, Masterwork Greatsword, Arrows (20), Masterwork Arrows (10), 2 x Potion of Cure Light Wounds (caster level 2), 20 sp

Appendix Five

Power Lunge [General]

Your ferocious attack may catch an opponent unprepared.

Prerequisites: Base attack bonus +3, Power Attack

Benefit: a successful attack roll during a charge allows you to inflict double your normal Strength modifier in addition to the attack’s damage.  You provoke an attack of opportunity from the opponent you charged.
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