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Background

Djev Grummsh-Fist, a shaman of a small orc tribe received a vision from his god. In it he saw the local countryside aflame and his tribe ruling over the land. All he had to do was offer to Grummsh a large number of cattle. He approached his warlord and told him of the dream. Burj the Mighty, then began moving his troups and attacked the local human settlements.

Sounds simple ? Well its not... While he was meditating in a cave, Djev was contacted not by Grummsh, but by a Derro Savant using 'Change Self' to appear like a one-eyed orc. The Derro wants some food for themselves, but let the orcs to take all the risks. 

The PCs walk into the story about a day after the last raid.

Scene one: A crying man

The PCs are walking on a road, in southern Suvii, heading north towards Reijah. Passing near a burned farm, they hear a man crying. Inside the ruins is a man in his late teens sitting on the ground, amidst the ashes, crying. 

The young man, Bened Al-Enad, is weeping for his herd of cows. He was keeping an eye on his father-in-law' herd. He explains that he left his home with his wife to go to the village to sell one of the bulls and get some supplies. Normally it would take him only about anhour or two, but his wife’ shopping kept him longer. When he finally got back to his house, the herd was gone and his house was burned. His wife Ajah has decided to stay with his parents when all this happened. He has no idea what to do now. 

Bened can say that if they help him, his father-in-law will certainly offer them a reward for the return of the herd. However he can't say how much. 

The PCs can look around, making a few roll (Search/Wilderness Lore) to find evidence of some raider, most likely orcs. The Orcs left on the road, heading towards the Yatils. Bened would like to go, but says he will stay here, because he doesn't want his wife to worry about him if he's missing when she returns.

Bened will not think of mentionning that his father-in-law is the local constanble and priest of Al'Akbar. 

Scene Two: Burned village

The PCs reach a small burnt village. There was once a wooden wall surrounding the houses and barracks. Getting inside the base, the PCs will find a number of dead militiamen. All of them are stacked in a pile. Heal check tells the PCs the bodies are under a week old.

The place has obviously been the site of a battle. More traces of orkish involvement can be found. If a ranger has orcs for favoured enemy, Bardic Knowledge (20), Knowledge Religion (20) or Wilderness Lore (20) can tell them that the orcs scars & paints on the orcs are too well-disposed. These have obviously been made by someone well-versed in the ways of Gruumsh.

Here, the PCs can find 2 sets of tracks. One where the cattle left and another where about 10 orcs left. 

Scene Three: The Orc outpost (EL 3)

If the PCs follow the orc' tracks, it will lead them to a cave closed by a large wooden door. Break DC28. 

The PCs can try to take on the orcs, though difficult, it is not impossible.The tribe includes about 5-6 healthy warriors and the chief, the others have been wounded, and are not able to fight. This is a small 3-4 rooms dungeon crawl. 

The women & children are not here, as this is but an advanced, temporary base of operation. 

Here, the PCs can get the orcs' treasure, even if most of the loot bears the arms of Tusmit, and should be returned to them.

Scene Four: The Cave of Grummsh

If the PCs follow the cattle, they will reach a cave. Around the cave is full of mushrooms. Knowledge Nature or alchemy Dc15 reveal them to be quite hallucinogenic if ingested.

Inside, there is an orc shaman kneeling in front of a tall cyclopean Orc (Knowledge religion DC15 will tell the PCs that this seems to be an Avatar of Grummsh), along with a large number of cows.

If the PCs come in using some measure of Stealth, they will be successful. The noise made by the cattle give them +20 circumstance modifier. The PCs can hear the Derro speaking, in common (!) to the orc about how well he did. That they have almost brought the humans to their knees. After that, he will tell the Shaman to get more cattle, that the human armies are on the run. 

If the PCs rush in, "Grummsh will fall back ordering the shaman to defend him, while he rushes off to the back of the cave. The shaman will cast bless and attack the PCs. (EL1)

If the PCs manage to catch up to 'Grummsh', he will try to gain time by casting sleep on the PCs (EL 3). In the end, he will shout "collapse the cave" in undercommon and his accomplisses will have create a cave-in, collapsing the end of the cave and preventing the PCs from accessing the Derro's caves.

Scene Five: Rewards

The PCs return the cattle (some are missing, but most are present). The Father-in-law will reward the PCs with a reward of 150gps each. 

Total XP: 225 Total GP: 200

