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Introduction

Our world has long suffered under the 
tyranny of madness. For more than three 
millennium humanity sank in the currents of  
wanton destruction. Chaos defiled our righteous 
minds. The Necron desecrated the sovereign 
temples of our souls. And the Orkz ripped asunder 
our mortal vessel. The pitiful gods above wept and 
the peoples of the world  ran from the terror of this  
unholy trinity. Until...

Until one man knew no fear. Born the son of  
a farmer and wanting for station, he shone more 
brilliantly than any other. It is said that on the day 
he emerged from his mother's womb the stars fell  
in service. He grew quickly and by the time the first  
hairs grew upon his chin he had slain an Ork 
Warboss single handedly. As a young man he lead 
the armies of man in a crusade against the Necron.  
Even the tricks of Chaos could not stand before his  
might. And then, for the first time in this epoch of  
savagery, the trinity fled. The man had become an 
Emperor and he knew no fear because he was fear 
itself. And as incarnation of fear, he was no longer 
a man, but a God. 

In their dank recesses the trinity called out  
to their dark gods from beyond the aether. They 
enacted blasphemous rites and rituals calling out  
for an answer to the Living God. And their lewd 
gods granted it. Demonic avatars appeared 
amongst them. Broken and twisted as the black 
idols who spawned them. They lead the trinity forth 
from their holes. And so for 200 years our 
righteous crusade has continued.

You are one of the Living God's Chosen. 
You are his wrath to the blight that stands against  
him. You are his mercy to his people. You are the 
divine retribution that will purge this world of  
impurity. His enemies are many and today, yours  
are the Orkz. 

On the northern fringes of the Imperium, 

our scouts report that a WAAAGH is forming under 
a young Warboss named Skullcrusha. If left  
unintended this WAAAGH could wash out the 
northern providences before it dissolves amongst  
infighting. However there is other distressing news, 
those scouts report of a new breed of Ork emerging 
rumored to be the War Hulk. An abomination even 
amongst the Orkz these monsters are said to 
possess the strength of ten Orkz. 

We cannot allow this to go unanswered. You 
are to travel north with the 32nd Cohort to put 
down this uprising before it begins. You will  
infiltrate the Ork war camp that has been set up in 
the Winterwood and do three things. You will  
investigate the appearance of these War Hulks and 
obtain any information you can find. Next, you will  
destroy the Ork food supply by eliminating the 
squig ranch invariably set up within the camp. And 
finally, you must kill Skullcrusha and his retinue. If  
there are no other powerful Orkz amongst them, 
the WAAAGH will fall into chaos.

You will be given three days to complete 
these objectives. With or without your return, the 
32nd Cohort will launch its attack upon the 
WAAAGH. Failure is not option.

And remember, you shall know no fear.

For Orkz, there's nothing like a war. They'd 
love it more than sex, if they could have it. Fightin' 
and winnin' are the two greatest highs and they're 
even better if there's a bunch of fightin' and then 
winnin'.  And their physiology rewards them for it. 
With every victory the Ork gets bigger, meaner, and 
stronger. The Imperium sees only one solution to a 
beast whose only instinct is to destroy: Purification. 

Encounter Level: The module is designed for a 
party of 4~6 level 7 characters. However, enemies 
are not created with the standard rules for creating 
monsters, but are instead created as if they were 
player characters. This module was created to be 
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Introduction

more difficult than the average adventure. 

Preparation
Da WAAAGH's A Comin' Boyz is designed 

to be a one to two session adventure based upon the 
Heroes of Battle supplement. It also draws directly 
from Games Workshop's Warhammer Fantasy and 
Warhammer 40k for its flavor and feel. It is 
different than the typical module that is either Site-
Based or Event-Based in that it is a combination of 
both. The players will be free to do objectives in 
any order they please, but the completion of each 
objective will have an impact on the others. Thus it 
is a hybrid of a Site-Based and Event-Based 
adventure. The module contains all the information 
relevant for the players and the dungeon master. 

The Battle Maps
A large battle map will be essential for 

running this module. The number of units, their 
abilities, and rules will be almost impossible to 
abstract out. While several maps that give the 
general feel for the terrain will be given, these will 
need to be copied onto a grid of some sort. The 
cheapest and easiest way is to use grid paper. A 
more durable and long lasting solution is to use a 
battle mat. For example Chessex's Role Playing 
Play Mat, you can purchase it here.

Adventure Outline
The battle of Winterwood is compromised 

of three primary objectives and two secondary 
objectives. These are:

Primary Objectives
• Destroy the Squig Ranch
• Investigate and destroy the War Hulk 

Laboratory
• Eliminate Skullcrusha

Secondary Objectives
• Cease the Ork Foundry's ability to 

manufacture weapons and armor
• Deal with the greatest chef in the world's 

desire

The players can complete these objectives 
in any order, but for every objective that is 
completed the WAAAGH! becomes more and more 
aware of the players and seeks to stop them.

Adaptation
Even without the flavor of this module, it is 

still readily accessible for any other D&D game. 
Instead of the Emperor and the WAAAGH, a 
Orkish army is forming in a cold providence. 
Concerned patrons, whether they be kings, dukes, 
or a city mayor have hired the players to help their 
armies crush it. The players are to attack as shock 
troops to disturb the Orkz and assassinate their 
leader. 
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Running The Battle of Winterwood

It's A War
Large battles are hard to run in D&D. 

There's thousands of troops with their initiative 
orders, individual hp, AC, attacks, saves, special 
abilities, and so forth and so on. Because it is so 
impractical, the battle for Winterwood will follow a 
different pattern. 

The player characters are an elite strike 
team that's sent ahead of the main army to soften 
up the defenders. The success of the coming battle 
will be directly correlated to the success of the 
player characters. Therefore victory points will be 
used to represent the effectiveness of the player's 
actions and will determine how the battle between 
the 32nd Cohort and the WAAAGH! The following 
table are the results of the battle.

Victory Points Result
Less Than 35 The WAAAGH! Crushes the 

32nd Cohort. The Players Failed.
36~40 A costly victory. The 32nd 

Cohort has won, but have been 
reduced to 10% of their numbers

41~45 A strong victory for the 32nd 
Cohort. They have 50% of their 
numbers by the end.

46~50 A decisive victory for the 32nd 
Cohort. They have 80% of their 
numbers afterwards.

51+ An amazing victory for the 32nd 
Cohort. They retain 95% of their 
forces. Players are awarded 
special commendations 

Victory Points will be awarded to players 
for their actions during the battle. The following 
are all ways the players can win victory points.

Combat: 
• For every 3 Orkz killed, award 1 VP
• For every War Hulk killed, award 2 VP
• For every War Hulk staff killed, award 1 VP
• For every 5 squigs killed, award 1 VP

War Hulk Laboratory:
• Laboratory is blown up by explosive 

chemicals, award 5 VP
• War Hulks are turned against Staff, award 5 

VP
• War Hulk reports are found, award 3 VP
• Squig Experiments are loosed, award 3 VP
• Slaughter War Hulks and Staff, award 5 VP

Squig Ranch:
• Slaughter Squig Nursery, award 5 VP
• Poison Squig Food, award 2 VP
• Slaughter Squigs in Pen award 2 VP
• Cause a Cave in award +11 VP

The Warboss:
• Killed the Warboss, award 10 VP
• Kill Warboss' Retinue, award 5 VP
• Convince War Hulks to help, award 5 VP

The Kitchen:
• Help Ork Chef, award 2 VP
• Poison Food Supply, award 5 VP

The Foundry:
• Slaughter Smiths, award 3 VP
• Ruin the fuel award 2 VP
• Burn down the foundry, award 6 VP

Detractors:
• Skullcrusha escapes, subtract 10 VP
• Every Skullcrusha Retinue escaped,  

subtract 3 VP
• For Every War Hulk escaped, subtract 1 VP
• For Every 3 War Hulk Staff escaped,  

subtract 1 VP 
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Running The Battle of Winterwood

Managing Time
Keeping a semi-accurate view of how much 

time has passed from each event is critically 
important. A few general guidelines will help keep 
everything running smoothly.

An event is the completion of a VP condition, such 
as destroying the foundry.
A section a group of events such as the Kitchen or 
the Squig Ranch 

• Every time the players say they rest, 
automatically move to the next day. Even if 
an eight hour rest would mean it's still the 
same day. The 3 rest limit is there to 
pressure the party to make use of their 
resources.

• Assume that each events VP awards take 1 
hour to complete. 

• For large events such as the foundry 
catching fire or the War Hulk Laboratory's 
destruction, assume that the Orkz have it 
under controlled after the completion of one 
section. For example, if the players blow up 
the War Hulk Laboratory, there will be little 
resistance while they complete the Squig 
Ranch's events.

• Assume that it takes the players 5 minutes 
to walk from any one place in the camp to 
another. Double this time if they sneak.

Managing Cold
The climate of Winterwood is chilly at its 

warmest and painfully cold at its coldest. For 
simplicity there will be three temperatures when 
fighting the battle according to the table below.

Daytime 20°F to ~ 1°F
Dawn/Dusk 0°F to ~ - 19°F
Nighttime -20°F to - 40°F

The effects of this cold can be found in 
chapter 8 of the Dungeon Master's Handbook, but 
the relevant sections will be rewritten here.

Characters exposed to cold must make a DC 
15 +1 for every previous attempt that day Fortitude 
save or suffer 1d6 nonlethal damage. Under the 
most extreme cases (Nighttime for this module) no 
save is allowed (Requires Level 3 Protection). The 
player takes 1d6 lethal damage and then uses the 
previous save to avoid an additional 1d4 nonlethal 
damage. Those wearing metal armor further suffer 
additional damage as if they were under the chill 
metal spell.

In any case if the players have suffered from 
any nonlethal damage they enter the opening stages 
of hypothermia. They become fatigued, cannot run 
or charge and suffer -2 to Str and Dex. If the player 
were to become fatigued again, they are exhausted. 
This can happen from failing another cold check or 
other means. If the player fails a third check from 
cold exposure, they instantly pass out. To heal 
hypothermia a DC 15 Heal check is required or 8 
hours of rest somewhere warm will remove all 
levels of hypothermia.

Condition Heal DC Modifier
Wet Clothing +2
Cold Environment +3
Heat From Fire -5
Body Contact -1

Cold Protection
Unless the player has some form of 

protection such as warm clothing, the endure 
elements spell, or some ability that grants cold 
resistance, they take damage after specific intervals 
of time. To make this easier to manage assume the 
following protection levels found in the Frostburn 
supplement:
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Running The Battle of Winterwood

Level of Protection
0     No equipment or special cold adaptations
1     Warm Clothing
       Cold Endurance Feat
       Native to cold terrain (cold subtype)
2     Warm Clothing + Insulation
       Creature native to the arctic
3     Under the effect of Endure Elements
       Cold Resistance 5+
       In a Building or Improvised Shelter
 

Playing the WAAAGH!
The WAAAGH! isn't stupid, mostly. After 

the completion of one or two event they will take 
notice to something going on and increase their 
watch. If the players trick their way in, it might 
draw suspicion to them, but do not caught 
automatically.

Likewise as the players fight their way 
through the Orkz their tactics will change. They 
will begin to notice who is the most powerful 
among the players and target them. The lower level 
Orkz will take advantage of aid another to increase 
their odds of success. The Nobz will increase in 
greater number. They will use their squigs as 
distractions. Remember, adaptability is very Orky. 

Specific information on each Ork in the 
WAAAGH! is given in the Appendix. 

Ork Security Level
As the players complete events the Orkz 

will become enter into higher and higher stages of 
alert. This will affect the random chance for 
encounters as players travel from location to 
location in the base. The following table shows the 
Orkz at their various levels of security. It is 
important to remember that once the Orkz have 

reached a new level of security except for vigilant 
it will not go below that state for the remainder of 
the module.

Security 
Level

State Effect

0 Relaxed 10% chance of Random 
Encounters. Use Table 1

1-3 Aware 25% chance of Random 
Encounters. Use Table 2

4-6 Alert 35% chance of Random 
Encounters. Use Table 3

7-9 Vigilant 50% chance of Random 
Encounters. Use Table 4

For each table below roll a 1d4 to see which 
encounter reaches the players. 

Relaxed
1 x2 Slugga Boyz, x2 Squig
2 x2 Trippa Boyz, x1 Slugga Boy, x1 Shoota 

Boy
3 x1 Trippa Boy, x3 Shoota Boyz
4 x1 Nob Sargent, x1 Blasta Boy, x2 Slugga 

Boyz, x1 Shoota Boy

Aware
1 x4 Slugga Boyz, x2 Trippa Boyz
2 x2 Slugga Boyz, x3 Blasta Boyz, x1 Squig
3 x1 Nob Sargent, x2 Trippa Boyz, x3 Shoota 

Boyz
4 x2 Nob Smasha, x2 Trippa Boyz, x2 Blasta 

Boyz

Alert
1  x1 Nob Sargent, x4 Nob Smasha
2 x1 Nob Sargent, x2 Nob Trippa, x4 Slugga 

Boyz
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Running The Battle of Winterwood

3 x1 Nob Sargent, x4 Slugga Boyz, x4 Shoota 
Boyz

4 x3 Nob Trippa, x3 Nob Smasha

Vigilant
1 x1 Nob Sargent, x6 Nob Smasha
2 x6 Nob Smashas, x2 Nob Trippa
3 x1 Nob Sargent, x8 Slugga Boyz, x6 Shoota 

Boyz 
4 x1 War Hulk, x2 Blasta Boyz

The Orkz security level will decrease to the 
lowest of Aware or Alert for every ten minutes in 
which the players are not found. This represents 
that 100% vigilance is practically impossible but 
the Orkz are keeps on their toes that something is 
amiss. 

Also if the players have convinced the Orkz 
that they are there for other purposes, they can walk 
in the open and not suffer from random encounters. 
However they do suffer suspicion according to the 
table

Security 
Level

Diplomacy & Bluff DC  Modifier

0 +0
1~3 +3
4~6 +6
7~9 +9

If the players fail any of these checks, their 
cover is blown and they must begin to fight random 
encounters. While they may succeed the Orkz may 
help the players to help find the intruders or ask the 
players to help them in some other way.
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Environments

The Ork Camp and 
Environs

Once everyone has settled down and 
ready, begin all the players at the southern 
most road. 

Read the italicized portions of each 
section to your players. This is the 
description of the area they are currently in.  

0. On The Road
Snow gently falls upon the 

Winterwood. The Ork camp is nestled 
between two craggy craggy mountains of  
the Rhine Ridge. Silent. If there were a 
single word that could describe the towering 
evergreens that would be the only choice.  
The serenity is a cruel deception to the 
heresy that dwells here. Soon though, soon. 
This tranquility will become a cacophony.  
The screams of man and Ork will echo 
amongst the mountains, the wood will burn, 
and scarlet snow will fall.

The player characters begin 300ft 
away from the gate house and well out of 
the sights of the Ork sentries. Seemingly 
there is no other choice but to advance 
forward. As the wood and mountain make 
for a natural road.

As the players advance, but before 
they are in sight of the Ork sentries secretly 
roll spot checks.

Event: Find the Path
Spot DC 25: As the players walk forward 

it's possible for them to notice a small 
animal trail that snakes off to the left side.

If however the players decide to 
proceed cautiously searching for any other 
paths as they travel still secretly roll the 
previous spot check, but also have them roll 
search checks.

Search DC 20: Knowing that discretion is 
the better part of valor, the players find an 
animal trail that goes off into the forest. 

Survival DC 15: If the animal trail is 
spotted or searched for, players can attempt 
to discern that squigs made the tracks very 
recently. They will know that squigs are still 
lurking and unless they move quietly they 
will their attention.

1. The Gate House
Quality Ork construction has always 

been a paradox. How could something made 
from random 2'x4's, scrap metal, and half  
tried squig leather be as durable as a stone 
castle wall? But yet the gatehouse in front of  
you is. 

Spikes of bone and metal jut out from 
odd angles and in nearly every direction 
from the tops of the game. The two towers  
on either side demonstrate the same design 
philosophy of "spiky bitz are da best." The 
gate itself bears the insignia of an Ork skull  
and cross bones.

Four Orkz with their choppas stand 
guard just outside the gate, scratching 
themselves and belching as they please. On 
the towers, two Orkz each mans them. One 
with a longbow and the other seemingly 
unarmed.
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Environments

There are a few options for the 
players here. The first they can try charging 
forward and attacking, but the Orkz will call 
for reinforcements. 

The other solution is to trick the 
Orkz through diplomacy, bluff, or disguise. 
The Orkz will allow the player characters to 
go forward and into the base.

Event: Gate Assault 
The front gate can pose a huge 

problem for the players. How are they going 
to get through that thing? The first option is 
tear through it, but that will take many many 
turns. The second is to wait for when the 
Orkz open the door to let reinforcements 
come through. The third is climb on top of 
one of the guard towers.

Encounter ECL 6 - x4 Slugga Boyz, x2 
Blasta Boys, x2 Shoota Boyz

Notes: Every 5 rounds 4 more Slugga Boyz 
will reinforce. When this happens the gate 
will open and they will be let outside. 
Increase Ork Camp Security by 2.

The Gate is 1ft thick solid iron door. It's 
states are as follows:
Thickness: 1ft
HP: 360
Hardness: 10

If the players are finding it difficult to enter 
the gate, the alternate way to get in is to 
climb up one of the guard towers. The 
spikes that jut out everywhere make for 
convenient hand holds.

Climb DC 15: The tower is 20ft tall with the 
top being covered only by a squig leather 

tarp to keep the rain and sun off. Players can 
attempt to climb the tower. While the spikes 
are convenient, they are dangerous. Any 
player that fails the check by 5 or more, 
takes 2d6 damage and makes no progress. 
Once a rope has been dropped down, the 
climb check is an autopass. If there are no 
ropes the switch to open the gate lies at the 
base of either tower.

Event: Dirty Hoomie Lies
If the players insist on deceiving the 

Orkz, they can go about by trying to 
disguise themselves as Orkz, lying to the 
Orkz (Possibly that they're allies), or seeking 
parley. If the players come up with another 
method of tricking the Orkz, that's fine.

Disguise: The players can attempt to 
disguise themselves as Orkz. Unless the 
player is an Ork, they suffer a -2 penalty for 
disguising as another race. If a player is a 
woman, they suffer -2 penalty to their 
disguise check. Assume that the Orkz 
collectively have a +5 to Spot vs the Player's 
Disguise. Other disguises such as a 
merchant can be used too.

Diplomacy: The players can try to talk their 
way in some way. They can try parley or 
some other negotiation technique. Success 
on this roll lets them enter the camp under a 
careful eye. Assume the Orkz have a +5 
sense motive vs the player's diplomacy.

Bluff: The players can impersonate 
someone or something to try and win access 
to the camp. If they succeed they can easy 
access to the camp with very little attention 
being paid to them. Assume the Orkz have a 
+5 to sense motive vs the player's bluff.
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Environments

If any of these checks were to fail, 
the Orkz will attack immediately. Treat a 
successful entrance as winning a ECL 6 
encounter.

2a. Forest Trail
The trail winds through the forest  

almost randomly, but seems to inch closer  
and closer to the encampment. Occasionally  
a clump of snow falls from the branches of  
one of the trees. The only sound heard is the 
snow crunching beneath your feet. This  
forest's serenity stands in contrast to the 
brutality of the Orkz that are no so far away.

The trail the players are following 
was created by some of the pet squigs in the 
camp. These squigs are still about listening. 

Event: Not So Lonely Road
Listen DC 20: Have players roll a listen to 
check to see if they can hear the faint cackle 
of squigs in the forest.

Move Silently Moving through the snow 
imposes a -2 penalty to move silently 
checks, but if the players noticed the faint 
cackling of the squigs, they receive a +2 
circumstance bonus because they tread more 
carefully. The squigs have a collective +3 to 
their Listen check. If the players fail, the 
squigs attack.

Encounter ECL 5: x5 Squigs

If the players walk through the trail 
without disturbing the squigs, they receive 
EXP for a ECL 4 challenge.

2b. Forest Entrance

The path sharply turns and heads 
directly toward the walls of the Ork camp.  
The bones of small animals are scatter  
about as if some creature was playing with 
them. The trail ends at the base of a far wall  
in the Ork camp and there a large hold 
appears to have been dug out. Orkz never 
bother with maintenance much.

Any creature size large or smaller 
can squeeze through the hole that the squigs 
dug. If a player is too large then they have 
the option of digging another hole.

Str Check DC 15: The players can attempt 
to dig out a larger hole for their companions. 
Every successful attempt increases how 
acceptable size by 1 category. A creature 
with a burrow speed can bypass this check.

If the players do decide to dig, there is a 
25% chance that the Orkz will notice the 
commotion. If they do, have the players 
make a DC 15 Listen check for the 
opportunity of a DC 10 Hide check.

Failure to make either results in an 
encounter.

Encounter ECL 2: x2 Slugga Boyz.
Fighting this battle upgrades the Ork 
security level by 1.

After Base Infiltration
After the players have infiltrated the 

base, the battle of Winterwood opens up 
significantly. Players are free to choose 
wherever they want and complete the 
objectives in any order that they wish. So as 
they explore the base, let them enter any 
building they desire. 
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From now on each location will be 
handled as if it were a miniature dungeon 
between 2 and 6 rooms. When players enter 
that part of the base flip to that section and 
continue playing.

About Getting Around
The players will be walking around 

in entirely hostile territory thus stealth is 
encouraged. However not all players will be 
able nor want to sneak around the base. That 
is why for every 5 minutes the players spend 
in the camp (but not a location) roll for a 
random encounter based on the Ork security 
level which is found in the tables at the 
beginning of the Environments chapter.

For these encounters allow the 
players a DC 15 Spot or Listen check for 
the opportunity to make a Hide check. 
Assume that any group of Orkz has a 
collective +5 to their Spot checks. 

If the players decide to Move 
Silently and succeed on a DC 15 check, first 
roll to see if any units notice their 
movements. There will be a 25% that they 
will notice.

If the players use some form of 
invisibility or other stealth related spell, treat 
it as if they had passed their move silently 
check. If the players have invisibility + a 
successful move silently check, then there is 
no chance of a random encounter. 

Consequences of Battle
For every random encounter that the 

players fight, increase the Ork Security level 
by 1. For every 10 minutes that pass that 

they have not been detected reduce the 
security level by 1. Whenever the Orkz 
reach Aware and Alert, their security level 
can never be reduced below that status' 
minimum. The Orkz can be reduced from 
Vigilant however.

A. The Foundry
Thrown together with boulders,  

metal, and mortar the foundry stands nearly 
the entrance and on the east side of the 
camp. A single large crooked chimney juts  
from the roof, black smoke billowing out of  
it. The clanging of hammers on steel and 
quenching of the hot iron can be heard even 
outside. It's as if you were standing right  
next to them.

The first problem the players must 
solve is how to gain entry into the foundry. 
The most obvious method is via the front 
door, but that might be difficult for players 
that have sneaked into the camp.  The other 
method revolves around finding a weak 
portion of the wall. 

Event: Orkz Need Safety Permits
Search DC 20: Have the players roll a DC 
20 search check to find the cracked section 
of the wall behind the foundry. If they do, 
read them the following description.

On the side of the foundry closest to  
the east wall, a crack from that spans the 
entire wall and branches out like a spider  
web along the lines of mortar. It could be 
possible to break through with enough force.

Str DC 25: The players can break through 
the boulders by pushing them aside or 
knocking them straight through. The Orkz 
inside will not notice the sound because of 
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the noise of the foundry.

If the players broke through, go to 
A3.
A1. Foundry Entrance

The entrance to the foundry looks 
exactly like a weaponry from back home. 
Collections of choppas, trippas, shootas,  
line the walls. Various bits of armor such as  
breast plates, chainmails, and full plates  
line the room. A single large Ork stands 
behind the counter, his eyes focused on you.

This Ork is actually a Nob Smasha in 
charge of making sure those greedy gits of 
Orkz don't steal the Warboss' stuff. He is use 
to seeing non-Orkz enter the foundry to 
trade and will initially think that the players 
are traders as well. He will not attack as long 
as the players make no attempt to hurt him, 
move behind the counter, or steal anything 
from the store. Players can trade with him if 
they want.

Event: I Hate Gatekeepers
The first option for getting rid of the 

Ork is to simply kill him. 

Encounter ECL 4: x1 Nob Smasha

The other option is lie their way into 
the foundry. Possible reasons are that the 
Warboss has sent them to check on the 
workers (+5 Bluff DC if the players are not 
disguised as Orkz), that they're traders and 
want to see the foundry to inspect the quality 
of the goods, or maybe that they brought a 
message from the Warboss to give to the 
foreman(+5 Bluff DC if the players not 
disguised as Orkz). Whatever they say, use 
the following:

Bluff/Diplomacy/Intimidate DC 15: This 
lets them get in without killing the Nob. 

A2. The Workshop
Loud, that's the best word to 

describe the Ork workshop. The clanging of  
metal and the screams of Orkz echo 
throughout the room. Beneath them the roar 
of the furnace blasts out. Twelve Orkz, each 
with a choppa on their side busily crank out  
new weapons and armor for the coming 
WAAAGH! A single Nob stands amongst  
them barking orders.

If the players killed the Nob 
guarding the front door or sneaked in 
through the crack in the wall, all the Orkz 
will attack on sight. No one is suppose to 
sneak into the forge. Otherwise the Nob 
from A1 will introduce the players to the the 
foreman

Event Dealing with the Foreman
Encounter: ECL 8: x1 Nob Smasha, x11 
Slugga Boyz

After the staff have been slaughtered, award 
+3VP. However, +1 Ork Security level.

The foreman is tired. He hasn't slept 
in days and his stupid apprentice keeps 
telling him that he can handle the forge by 
himself, but the git is too stupid put fuel in a 
fire. The players can convince the foreman 
to leave putting the apprentice in charge or 
help them out.

Diplomacy/Bluff DC 25: This is for putting 
the apprentice in charge. He's an idiot even 
for an Ork  and the foreman doesn't trust 
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him one bit.

If the apprentice is left in charge, 
within 1 hour the Foundry's main forge will 
explode, ruining it. Award +6 VP

Diplomacy/Bluff DC 15: This is for 
convincing the foreman you've been sent to 
check on their supplies or to help them. In 
either case the foreman will ask that they 
fetch them 30 barrels of fuel and open the 
door to the supply room. He will leave the 
players unattended because the apprentice 
does something stupid again.

A3. Storeroom
The storeroom reeks of powder. Iron 

ingots line the walls and bits of squig 
leather are piled into barrels. The place 
looks like it was organized by a three year 
old, which is right an Ork.

Whether the players sneaked in or 
were brought in by the foreman, they're left 
alone and the door is closed. It will take the 
players 30 minutes to bring all the fuel that 
the foreman wants.

Int Check DC 15: The players can also use 
Knowledge(Nature) or Knowledge(Local) 
for this check. A successful check tells the 
players that this is Orkish black powder. It is 
not explosive but burns hot and for a long 
time, but it's very fragile. If a little bit of 
water were to get onto it, the powder would 
return to mud. Players can get water from 
spells such as Create Water, their own 
canteens, or even the snow from outside (If 
they have access to it).

If the players decide to instead light 

the powder on fire, it spreads quickly 
trapping them between the fire and the now 
angry Orkz in the other room. 

Encounter ECL 8: x1 Nob Smasha, x11 
Slugga Boyz
Note:This fight only occurs if the Orkz have 
not been killed previously. Also the players 
will be forced to either take 2d6 fire damage 
a turn from the burning powder if they 
remain in the supply room.

After the fire has settled down, only 
the supply room is destroyed. Orkz are smart 
enough to make their foundries out of stone 
and metal instead of wood.

However the players decide to ruin 
the fuel, award +2 VP

B. The Kitchen
Roast squig, Satayed squig, Baked 

Squig, Rotisserie squig, Squig-au-luait...  
Squig is actually a really good meat,  
comparable to beef. It's taste isn't obtrusive 
and is good with about anything. And it's all  
the different aromas of squig and the 
millions of ways that it's prepared ooze from 
the Ork Kitchen. A simple building of stone 
and wood on the south-western corner of  
the war camp.

The Orkz run food from the kitchen 
to the barracks almost constantly and pay 
little attention to people entering or leaving. 
The front door is open for the players to use. 
Behind the kitchen is a hole probably dug 
out by squigs that leads out under the wall 
and into the forest.

B1. The Kitchen
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All the Orkz in the room are 
frantically cooking as fast as they can.  
Squig heads here, squig guts there, the 
entire place is one unhygienic nightmare.  
Large fires burn in front of almost every Ork 
each with a collection of knives to match the 
size of the fire. Orkz scurry back and forth 
carrying load after load of food.

The Orkz here pay little attention to 
the players. They're more terrified of hungry 
Orkz than a couple of non-Orkz running 
around in the kitchen. The players can attack 
the Orkz if they please, but it won't 
accomplish anything.

Event: The World's Greatest Chef?
One Ork will approach the players if 

they are not disguise as Orkz. His name is a 
very unokry Pierre and he is the greatest 
cook in the Ork camp.

Pierre hates the fact that his Ork 
brethren do not appreciate his non-squig 
food. He wants to make quiches, salads, 
pasta, and sushi, but no, those just aren't 
Orky enough. Orkz just want to fight and eat 
squig, two things that Pierre loathes. And so, 
in order to further train himself in the ways 
of the chef and spread his talents across the 
world, Pierre wants to escape.

The players can refuse to help Pierre 
in which nothing happens. They can help 
him by showing him to the main road, most 
likely using the hole behind the kitchen. Or 
kill Pierre.

If the players help Pierre and use the 
hole near the kitchen, they proceed to 
section 2b and 2a. Pierre is a medium sized 
creature. If the players have not killed the 

squigs that are in the forest reroll all relevant 
skill checks. Pierre has a +5 to move 
silently. If they have killed the squigs, do not 
reroll the checks.

If the players decide to kill Pierre the 
following happens.

Encounter ECL 1: x1 Ork Sluggas

If they try to kill him inside the 
kitchen the following encounter occurs 
instead.

Encounter ECL 12: x12 Ork Sluggas, +1 
Ork Security level

After Pierre has been escorted to the 
road, he gives the players a slice of quiche 
as a reward. Award +2 VP

If they kill him and search his body 
they find the usual equipment for a Slugga 
Boy, but also a piece of quiche for each 
player.

Item: Pierre's Quiche: Eating this quiche 
completely restores the character's HP to 
full.

B2. The Pantry
The pantry is filled for row after row 

of squig carcasses hanging from the ceiling.  
A little blood occasionally drips from each 
one painting the entire floor red. The 
shelves are lined with different types of  
spices and mushrooms that the Orkz love to 
eat. Honestly, the place has more in  
common with a meat locker than it does any 
typical definition of a pantry.
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The players can investigate the 
pantry to their hearts' content. There are 
some hidden things here. 

Search DC 15: The players notice that there 
are a few small holes at the base of some of 
the walls. Grant the ability to make a 
survival check.

Survival DC 15: The players discover that 
those are actually rat holes and that the Orkz 
have placed traps with rat poison on them. If 
the players attempt to search again, they get 
a +5 to the roll.

Search DC 30: The players find some rat 
poison tucked away. This can be used to 
poison all of the food in the pantry with.

Dex Check DC 15: The party can poison all 
of the food in the pantry with the poison. If 
they do, award +5 VP

Search DC 25: The players can find 4 vials 
of Cure Moderate Wounds Potions.

C. The War Hulk 
Laboratory

The oddity about this building is that  
the color and texture of the walls changes 
abruptly every so often like it has been 
quickly repaired with the first thing the Orkz 
had on hand. It occurs so often that the 
stone, metal, and wood of the War Hulk 
Laboratory looks like it was a patch work 
quilt. Surprisingly for such an important  
building, there is no one around to guard it.

Like in the description there is no 
one guarding the front door and the front 

door is untrapped and unlocked. It is the 
only way into the War Hulk Laboratory.

C1. Entrance
A small crystal ball on a stand next  

to the door across the room is the only thing 
in this otherwise empty blue tiled room. 

Whoosh. Whoosh. Whoosh.

The sound of a spinning ceiling fan 
can be heard, but there isn't a fan in this  
room. 

Event: Breaking In
There are two methods of getting 

into the laboratory, the door or one of the 
vents on either side of the room. 

The door is trapped with an alarm 
spell. The door itself is locked. 

Alarm Trap ECL 1: 
Search DC 26
Disable Device DC 26
Trigger Touch
Open Lock DC 30 (Nonmagical)

If the trap is set off a Nob Smasha 
comes to investigate. 

Encounter ECL 4: x1 Nob Smasha

The Ork does not initially attack the 
players. He's use to people coming and 
going and setting off the damned alarm. He's 
initially unfriendly and will ask what the 
players are doing.

Diplomacy/Bluff DC 25: The players can 
convince the Nob Smasha that they're there 
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to check on things by order of the Warboss 
(+5 to the DC if they aren't disguised as 
Orkz). Whatever the excuse the players 
come up with, hold them to it.

The alternative is to fight the Nob 
which alerts everyone in the next room. If he 
is not dead within 2 rounds, the staff release 
the War Hulk for the next room. If he does 
die by then, they wait till they have 
confirmation (when the players enter the 
next room). In either case, Ork Security 
Level+1

If the players first decide to search 
the room then roll search checks.

Search DC 10. They're obvious to plan sight 
even. Two large air ducts are found on either 
side of the room. However, they're blocked 
by grates and bolted down.

Str Check DC 30: The players can attempt 
to force the grates open. Allow them only 
two chances at this. 

C2. Laboratory
A large circular room is filled to the 

brims with cages. Most of them contain 
various forms of mutated squig on top of  
mutated squig. Their eyes pulse and stone 
erupts from their flesh with every movement.

Elsewhere, Ork mages pace about 
recording their observations and 
experimenting on other helpless subjects.  
Puddles of of red, green, and pink have 
formed formed across the room.

If the players forced their way in, the 
staff will release the War Hulk in the next 

room as their first action. If he has already 
been released, they will try to stall the 
players as much as possible for the War 
Hulk. 

Encounter ECL 11: x1 War Hulk, x4 Blasta 
Boyz

This is a hard fight. The War Hulk 
has the ability to easily rip apart an 
unprepared group. If they slaughter the War 
Hulk and staff award +5 VP

If the War Hulk was killed 
previously use this instead.

Encounter ECL 4: x4 Blasta Boyz

Award +5 VP for killing the staff.

Event: The Mad Doctors' Assistants
If the players talked their way into 

the lab, the staff will quickly request their 
help after identifying who they are. 

Diplomacy/Bluff DC 15: The staff are more 
concerned with research than combat or 
common sense. They won't care who the 
players are as long as they they're there to 
help. They will request that the players do 1 
or all of the following:

• [1] Feed the Squig Experiments
• [2] Record information on the War 

Hulk
• [3] Clean the floors

To randomly determine which one, 
roll a 1d4, and reroll 4's until a number 
between 1 and 3 is selected. 

If the players are told to clean the 
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floors or feed the squigs they will be have an 
opportunity to pick the locks on the squig 
experiments cages. When the players come 
close to them read the following:

Poor monsters. The experiments 
have twisted them into a wretched 
abomination of their natural form. They yip 
and bite at the cage bars, but not at you, no,  
they bite at the ones who caused stone to 
just from their flesh, tearing and agonizing 
with every breath they take. Revenge burns 
brightly in their eyes.

Open Lock DC 20: The staff are too busy 
with their research to pay attention to the 
characters. 

The moment the players release the 
squigs, they attack the staff and given a 
surprise round. They quickly kill them 
before running off. Award +3 VP.

C3a. Ventilation Shafts
It's what you'd expect from your 

stereotypical ventilation shaft that is  
conveniently large enough for a normal 
sized person to crawl around in. 

The players have two options. They 
can break through the grate that leads to the 
laboratory or the staff room.  If they decide 
to look through into the Laboratory read 
C2's description to them. If they decide to 
break into the staff room, read C5's 
description to them. 

Str Check DC 15: It's a lot easier to kick a 
vent than pull out. Therefore the easier 
check. No matter which vent they kick out, 
no one notices. 

C3b. Ventilation Shafts
It's what you'd expect from your 

stereotypical ventilation shaft that is  
conveniently large enough for a normal 
sized person to crawl around in. 

The players have two options. They 
can break through the grate that leads to the 
laboratory or the War Hulk pen.  If they 
decide to look through into the Laboratory 
read C2's description to them. If they decide 
to break into the War Hulk pen, read C4's 
description to them. 

Str Check DC 15: It's a lot easier to kick a 
vent than pull out. Therefore the easier 
check. No matter which vent they kick out, 
no one notices. 

C3c. Ventilation Shafts
It's what you'd expect from your 

stereotypical ventilation shaft that is  
conveniently large enough for a normal 
sized person to crawl around in. 

The players have two options. They 
can break through the grate that leads to the 
laboratory or the War Hulk pen.  If they 
decide to look through into the Laboratory 
read C2's description to them. If they decide 
to break into the War Hulk pen, read C4's 
description to them. 

Str Check DC 15: It's a lot easier to kick a 
vent than pull out. Therefore the easier 
check. No matter which vent they kick out, 
no one notices. 

C4. War Hulk Pen
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In this lone room, there it stands  
chained to the wall, the War Hulk. The 
rumors were true, these beasts insult the 
Emperor with their existence. Their frame 
bulging with layers muscle upon muscle,  
their eyes misshapen, one larger than the 
other. It stands hunched backed, its arms 
dragging along the floor. It wears rags and 
on a corner of the room, an over sized 
choppa waits for its use.

The players have a few options open 
to them in this room. They can continue 
exploring, take the observations that the 
staff wanted, slay the War Hulk, or convince 
him to rampage.

Search DC 10. They're obvious to plan sight 
even. Two large air ducts are found on either 
side of the room. However, they're blocked 
by grates and bolted down.

Str Check DC 30: The players can attempt 
to force the grates open. Allow them only 
two chances at this. 

Event: War Hulk MAD! HUNGRY!
When the players first approach the 

War Hulk, he will scream at them that he's 
hungry and wants food. More food. Never 
enough food. Food is always good. More 
food. Food is yummy.  He seems to get 
angry when he's told he won't get any food.

Diplomacy/Bluff DC 20: He's not too hard 
to convince that he won't get any food. If he 
is convinced, he flies off the handle, rips 
through the restraints, grabs his choppa and 
attacks the staff members in the other room. 
If he does, award +5 VP. If the players check 
up on him, he'll be seen tearing the staff 
limb from limb, eating their corpses.

The players can also decide to just 
kill the damned thing.

Encounter ECL 10: x1 War Hulk

C5. The Staff Room
Filing cabinets fill one corner,  

barrels in another, and then a large table  
takes up the center of the room. Scraps of 
food and piles of dirty plates and used 
utensils are piled on the desk. Messy,  
entirely messy.

This room is mainly a bunch of skill 
checks to get things done. 

Search DC 25: This finds the War Hulk 
reports that show the process of how to 
make a War Hulk, its effects on the host, and 
the number of War Hulks created. Award +3 
VP for finding it.

Knowledge(Arcana) DC 30: The players 
determine that they can make a makeshift 
bomb out of the materials in the room.

Craft DC 15: Even if it's untrained, let the 
players attempt to make the bomb. If they 
do, they have 2 minutes to escape the 
building. Award +5 VP for blowing up the 
building. Remember to include the VPs for 
the staff and war hulk's death.

Search DC 10. They're obvious to plan sight 
even. Two large air ducts are found on either 
side of the room. However, they're blocked 
by grates and bolted down.

Str Check DC 30: The players can attempt 
to force the grates open. Allow them only 
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two chances at this. 

D. Squig Ranch
Squigs are strange beasts. Some 

people refer to them as miniature T-Rexes,  
with a head that's half their body, stubby 
arms, and powerful hind legs. They also 
happen to be Orkz favorite food. They also 
use them for war. Orkz are two-faced 
bastards like that. They'll love them to 
death, until they're hungry.

The Squig Ranch is built primarily  
into a cave on the west side of the camp. 
The Orkz say it makes them taste better or  
fight better. Don't get into it too deeply or  
there'll be a riot on your hands. Two Orkz 
fighting over a disagreement and everyone 
else joining in for the fun of it.

The players have a lot of freedom 
with this one. They can access all parts of 
the Squig Ranch at any one time. 

1. Courtyard
In front of you stands a large fence 

with squigs pacing back and forth. Some 
occasionally nip and bite at each other. To 
the right, a shack made entirely of wood and 
with an awkward slant has stands. To the 
left, two buildings, both made of wood,  
stand side by side. High pitched yipping 
broadcasts from one of the buildings.

The courtyard, if you could call it  
that, is otherwise empty.  

If the players head toward the shack 
with a slant, call for a listen check. The door 
is otherwise unlocked.

Listen DC 15: The players can hear the 
voices of squig herders.

If they follow this route, jump to D2

If the players head toward the 
buildings on the left, have them specific 
which one. If it's the quiet or loud one. If 
they try to open the quiet one...

Open Lock DC 30: This leads to the Squig 
Herder's store house. Jump to D5 if they do 
this.

If the players instead go to the loud 
one they can directly proceed to D3.

If the players open the fence or hop 
over it jump to section D4, the bored squigs 
will attack.

Finally, the players can just as easily 
cause a cave in killing all the squigs and 
squig herders. They can do this via spells, 
explosives, or some other creative way that 
only players can think of. If this happens 
award them +11 VP but increase Ork 
security +1

D2. Squig Herda Hut
Not many animal herders would 

proudly display severed heads of the 
animals they raise on their front door, but  
these Orkz and such things are just Orky. 

The Squig Herdas here will alert the 
rest of the base if anything were to happen 
to the Squigs. Thus it's important for the 
players to decide what they want to do with 
them. They can just as easily bust down the 
front door and slaughter them or be 
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diplomatic like and get them to work for the 
players.

Encounter ECL 7: x5 Squig Herdas

If the players break down the door or 
enter the shack with their weapons drawn, 
grant them a surprise round as the Squig 
Herdas are playing cards around a table. 
Their weapons by their sides and can be 
drawn when it's their turn.

Search DC 10: After the fight, if the players 
search the bodies, they'll find the key to the 
storeroom on one of the Orkz.

Event: Something Squiggy This Way Comes

They might be in charge of taking 
care of the squigs, but it's a boring job, and 
they'd rather do something else, like bash 
heads in. So the Squig Herdas aren't 
particularly keen on talking to the party and 
have an initial disposition of unfriendly.

Diplomacy/Bluff DC 25: The Squig Herdas 
aren't too big on listening and don't trust the 
players. However it's possible to convince 
them to help the players slaughter the squigs 
or get the keys to the store room. If the 
players say that they were sent by the 
Warboss but are not disguised as Orkz, +5 
DC. 

If the players convince the Squig 
Herdas to slaughter some of the squigs, it 
takes an hour and they kill half. Award +1 
VP. The players then decide to slaughter the 
rest themselves, reduce D4's squigs from 16 
to 8. Award ECL 8 experience points.

D3. Squig Nursery
I wanna see the baby... squigs. It  

doesn't have the same ring as baby goats.  
Hundreds of baby squigs that look like 
tadpoles with legs scurry around in pens 
filled with straw. The incessant yipping is  
maddening. 

This pen contains all of the baby 
squigs in the war camp. The players can try 
slaughtering them normally, but there's so 
many that it takes 3 hours. During that time 
have the players roll a spot check.

Spot DC 20: While the players are busy 
slaughtering the squigs one of the Herdas 
will make his rounds. If the players fail to 
notice him, increase Ork Security+2 and 
begin this encounter before they've finished.

Encounter ECL 8: x1 Nob Sargent, x4 
Squig Herda, x4 Slugga Boyz

After the battle and after the players 
have slaughtered the baby squigs, award +5 
VP.

D4. The Squig Pen
To the human rancher, the choice of  

a cave to raise live stock would be an 
interesting one. Dark, wet, and absolutely  
devoid of any plant life, a cave is a  
cornucopia of stupidity. That's a good 
description of an Ork.

There's not a whole lot to do here 
besides kill some squigs. So the players 
better get to it.

Encounter ECL 9: x16 Squigs, x4 Squig 
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Herdas, +1 Ork Security Level (If Squig 
Herdas are alive)

After 5 rounds of combat, the Squig 
Herders inside the shack will notice the 
battle and join in. If they're alive that is. 
Also, if the players convinced the Squig 
Herdas to slaughter the squigs, reduce the 
squigs to 8. Award +2 VP. 

D5. Storeroom
It's a store room made of wood full  

of stuff that a store room should have. Stuff  
like traps, choppas, squig food, tools,  
choppas, ropes, chopppas, and a strangely 
placed anvil.

If the players acquired the rat poison 
from the kitchen, they can use it again here 
and contaminate all of the Squig food. They 
can also take all of the tools, ropes, and 
choppas if they want. If they get the bright 
idea to take the anvil which has absolutely 
nothing to do with anything, let them. But 
whoever carries it becomes immediately 
encumbered. 

Dex Check DC 15: The players can poison 
all of the squig food. If they do award +2 
VP. This will kill 50% of all the squigs in 
the course of a few days.

E. Da Warboss
On the north of camp, one building 

stands prominently above all the others. It  
would be a magnificent building of stone,  
spike, and severed head, if it wasn't for the 
giant hole in the roof. What exactly caused 
it isn't immediately known to you, but it has 
the peculiar quality to it. Unlike most roofs 

with giant holes in them that typically cave 
in, this one explodes out. It's like someone 
particular strong, angry, or both blasted 
someone straight into the air.

The final section, or first, depending 
on how focused the players are, is probably 
the most difficult section of the module. The 
players can get in the building in two ways, 
the front door or climbing onto the roof.

If players take the front door, 
proceed directly to E1. If they take to the 
roof  have them make a climb check. Pay 
attention to where they decide to try to do 
this at. If it's anywhere near the front door, 
make a secret spot check.

Climb DC 25: The spikes around the 
building aren't too close together like they 
were for the guard towers so it's a little more 
difficult to climb. If a player were to fail 
their climb check by 5 or more takes 2d6 
damage from the spikes and makes no 
progress. If they fail by 10 or more they take 
2d6 and fall to the ground. The roof is 20ft 
off of the ground. 

Spot DC 15: For every 5 minutes the players 
climb. If the Orkz make their check, roll a 
random encounter based on the Ork security 
level. Then increase the Ork security level 
+1

If the players come through the front 
door proceed to E2. If they come through 
the roof, proceed to E4.

E1. The Warboss Retinue
In a room adorned with the trophies 

of their slain enemies: horns, heads,  
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intestines, jewels, and treasure; four Orkz 
stand guard. Unlike the masses of Orkz  
before this, these Orkz are well equipped 
and the meanest between their slacked jaws 
contains some portion of thought.

The players can't talk or lie there way 
around these Orkz. They are the personal 
attendants of the Warboss and answer only 
to him. If the players are disguised as Orkz, 
they will quickly order them to leave. They 
do not give second warnings before they 
attack. If the players are dressed normally, 
they'll attack on sight. Hoomies aren't 
suppose to be in the base. 

Encounter ECL 10: x2 Ork Warblade, x2 
Ork Crusader

This is a hard fight. These Orkz will use 
healing potions and the near by choke point 
to fight players one at a time while allowing 
room for their chargers. In general the 
warblades will focus on doing damage while 
the crusaders will focus on tripping/boosting 
the warblades. 

Treasure: If the players search the trophies 
award them 10,000 worth of random gems 
and treasure.

E2. The Hallway
The stone hallway leads to a 

branching path, a large wooden door lies to  
the front, a door further down to the left,  
and another door further down to the right. 

If the players can try to listen in on 
the  middle door roll a listen check.

Listen 15: If the players listen closely they 

will hear Skullcrusha giving a sermon to 
some Orkz. 

Open Lock DC 30: The players can attempt 
to open the lock on the far left side of the 
hallway. Proceed to E4. 

Open Lock DC 40: The players can attempt 
to open the lock to the far side of the hall 
way. Proceed to E5.

If the players travel up the stairs on 
either side go to E3.

E3a & E3b. The Overlook
From the windows above it's  

possible to see Skullcrusha giving a sermon 
to four Orkz. The altar seems to be devoted 
to the twin deities of Gork and Mork. The 
Brutal God of Cunning and the Cunning 
God of Brutality. Which is which is up to  
debate and leads to brawls that would make 
a bar owner cry. Regardless, the difference 
is that one hits you when you're looking and 
the other when you're not.

The players can chill up here and 
listen to Skullcrusha's sermon about the 
WAAAGH! How he's gonna kill all dem 
hoomies and how Orkz are da best. It's 
really more like a pep rally than breaching, 
but that's Ork religion for you. Religion is 
only good if it makes you bash some heads 
in better. 

The other thing they can do is jump 
through the windows, fall 20 feet and gain a 
surprise round on the Orkz.. Remember fall 
damage.

E4. War Hulk Prisoner
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As you open the door, you see a War 
Hulk chained time and time again to the 
wall. The chains so numerous that even his  
strength is unable to free him. At that  
moment, he notices you and begins to  
struggle against the chains fruitlessly,  
wailing.

The players can free the War Hulk 
and have him help fight the Warboss or they 
can slaughter him. If they do kill him, award 
no EXP.

Event: War Hulk Revenge
The War Hulk here, Grimmasha 

hates his new existence. The experiments 
were long and painful and he's lost most of 
his mind. He would do anything for a single 
chance at revenge for the one who made him 
like this, Skullcrusha.

Str Check DC 30: He's simply tied up and 
is willing to fight. the only thing left is to try 
and break the chains. Alternatively to this, 
the players can destroy the walls and floor 
where he is bound. Once he is released he 
will charge straight for the Warboss. If 
players want to take advantage of him, they 
need to follow him immediately. If the 
players go else where during that time the 
War Hulk will be dead (E3a or E3b are ok if 
they quickly jump down). 

E5. Warboss's Bed 
Chamber

A human would delight in something 
things as exquisite paintings, fine wines, and 
beautiful women, but an Ork? Nah, those 
are for sissies. Why Ork needs those girly 

things when he can paint the walls with his 
enemies guts, drink the blood of his  
enemies, and find all the company he needs 
next to a powerful choppa. And that's  
exactly how Skullcrusha thinks. Walls of  
guts, glasses of blood, and a collection of 
the most pristine choppas are the 
decorations of his room.

This is a treasure room for the 
players. They can find a Keen Choppa 
(Keen Greataxe) and a Ghost Touch Choppa 
(Ghost Touch Choppa) proudly on display.

Search DC 25: If the players search again 
they can find a potion of enlarge person and 
2 potions of cure moderate wounds.

E6. Da Warboss
At the altar of a chapel dedicated to  

Gork and Mork, the twin sovereign deities of  
the Orkz stands Skullcrusha. A large Ork, 
but not the biggest. Stranger is that his  
Orkish features are muted, he is still  
undeniably Ork, but he almost appears...  
human in his appearance at times. He takes 
notice of the sudden intrusion upon his 
sermon to four bored looking Orkz. 

There's not talking their way out of 
this one. Skullcrusha must die.

Encounter ECL 11: x1 Skullcrusha, x2 Nob 
Smasha, x2 Nob Trippa

This is the final climatic battle between the 
players and Skullcrusha and because it is, 
the fight is going to be difficult.

Tactics: For 2 rounds Skullcrusha is going to 
draw his weapon and cast the following 
spell, Divine Favor and Recitation, then he 
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will cast Magic Vestment and Shield of 
Faith on his next turn. He will make use of 
Hold Person on the Fighter types while he'll 
make use of Wrack once he is close to the 
mages. He'll save his belt of battle for when 
he needs to get two attacks in or cast two 
spells in a pinch. Like he needs to move 
twice to cast Wrack on a mage. Once he 
engages in melee he will make liberal use of 
Revitalizing Strike and Crusader's strike to 
keep his hp up.

The Nobz job is to delay the players 
for a couple of rounds. Afterwards they try 
to disable players by tripping if they can or 
focus firing on the Warboss's target. 

If the Warboss is reduced to 10 hp or 
less and has no way of healing himself, he 
will attempt to run away.

Aftermath
If this is the last thing the players do, 

wrap up the module and go straight to the 
ending. If they still have other stuff they can 
continue to run around until the three days 
are up. When time is up, go over the 
different VPs with the players and see what 
ending they receive as it's in the It's a War 
section.
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Da WAAAGH's Boyz

Slugga Boy CR1
Medium Ork [Water Ork] Barbarian 1
Inti: +2 Senses: Darkvision 60ft
Languages: Common
____________________________________
AC 17 touch 12, flat-footed 15

(+2 Dex, +5 Breast Plate)
HP 15
Fort: +5 Reflex: +2 Will: -1
____________________________________
Speed 30ft (6 squares)
Melee Choppa +6 (1d12+7/20:x3) 
[Greataxe]
Space 5ft; Reach 5ft
Base Attack: +1; Grpl: +6
____________________________________
Abilities Str 20, Dex 14, Con 16, Int 6, Wis 
8, Cha 6
Feats: Power Attack
Possessions: CureLW Potion x2
____________________________________
Rage (Ex) A slugga boy can fly into a rage 
once per day as a free action for 6 rounds. 
When he does he receives +4 Str, +4 Con, 
and a +2 morale bonus to Will saves, but 
takes a -2 to AC. He gains 2 temporary hit 
points that are lost last.
____________________________________
Tactics: The Slugga Boy embraces the 
philosophy of maximum power, all the time. 
They'll spend their first turn to rage then 
charge the nearest opponent, power 
attacking for everything they have.

If the slugga boys notice that they can't hit 
someone or if a Nob Sargent is around to tell 
them, they will use Aid Another to give one 
Ork a higher chance of hitting.

Trippa Boy CR1
Medium Ork [Water Ork] Fighter 1
Init: +0 Senses: Darkvision 60ft
Languages: Common
____________________________________
AC 15, touch 10, flat 15

(+5 Breast Plate)
HP: 12
Fort: +4 Reflex: +0 Will: -2
____________________________________
Speed: 20ft (4 squares)
Melee Trippa +6 (2d4+7/20:x3) [Guisarme],
Spiked Gauntlet+6 (1d4+5/20:x2)
Space: 5ft; Reach 10ft/5ft
Base Attack: +1; Grpl: +6; Trip: +7
____________________________________
Abilities: Str 20, Dex 10, Con 14, Int 13, 
Wis 6, Cha 6
Feats: Combat Expertise, Improved Trip
Possessions: CureLW Potion x2
____________________________________
Tactics: A Trippa Boy does one thing and 
one thing and that's trip. They will take 
every opportunity they can trip. All of their 
attacks of opportunity will be trips if they 
can (Remember, you can't trip an opponent 
standing up from prone). After a trip they 
get a free attack on the person they trip at a 
+4 bonus (In reality, it's a debuff of -4 for 
the person on the ground against melee, +4 
against ranged attacks).

Shoota Boy CR1
Medium Ork [Water Ork] Fighter 1
Init: +3 Senses: Darkvision 60ft
Languages: Common
____________________________________
AC 18, touch 13, flat-footed 15

(+3 Dex, +5 Breast Plate)
HP: 13

25



Appendix

Fort: +5 Reflex: +3 Will: -1
____________________________________
Speed: 20ft (4 squares)
Melee Choppa +5 (1d12+6/20:x3) 
[Greataxe]
Ranged Composite Longbow +4 
(1d8+4/20:x3)
Space: 5ft; Reach 5ft
Base Attack: +1, Grpl: +5
____________________________________
Abilities Str 18, Dex 16, Con 16, Int 6, Wis 
8, Cha 6
Feats: Point Blank Shot, Rapid Shot
Possessions: CureLW Potion x2
____________________________________
Rapid Shot (EX) As a full round action fire 
2 arrows at your highest base attack bonus, 
but -2.
____________________________________
Tactics: These Orkz stand back and fire 
arrow after arrow with Rapid Shot. They 
don't care if their allies are in melee, they 
need more dakka. When they do this be sure 
to take the -4 attack rolls.

Blasta Boy CR1
Medium Ork [Desert Half-Ork] Sorcerer 1
Init: +6 Senses: Darkvision 60ft
Languages: Common
____________________________________
AC 12, touch 12, flat 10
HP 7
Fort: +3 Reflex: +2 Will: +5
____________________________________
Speed: 30ft (6 squares)
Space: 5ft Reach 5ft
Feats: Improved Initiative
Possessions: CureLW Potion x2, Scroll of 
Mage Armor
____________________________________
Spells Known: 
1st: Magic Missile, Burning Hands

0: Ray of Frost
Spells Per Day:
1st: 4
0: 5
____________________________________
Tactics: This Ork is too stupid to do 
anything but spam Magic Missile at enemies 
far away or Burning Hands at people up 
close. If he runs out of those he makes do 
spamming Ray of Frost. He might use his 
scroll of mage armor, if he gets the chance. 
Squig CR1
Medium Animal [Wolf]
Init: +2 Senses Low-Light Vision 

60ft, Scent
Languages: None
____________________________________
AC 14, touch 12, flat-footed 14

(+2 Dex, +2 Natural Armor)
HP: 13
Fort: +5 Reflex: +5 Will: +1
____________________________________
Speed: 50ft (10 squares)
Melee Bite+3 (1d6+1/20:x2)
Space 5ft; Reach: 5ft
Base Attack: +1 Grpl: +2, Trip: +1
____________________________________
Abilities: Str 13, Dex, 15, Con 15, Int 2, 
Wis 12, Cha 6
Feats: Track, Weapon Focus(Bite)
____________________________________
Trip (Ex) If a squig hits with a bite attack it 
can attempt to trip the opponent as a free 
action without making a touch attack or 
provoking an attack of opportunity. If the 
attempt fails, the opponent cannot react to 
trip the squig.
____________________________________
Tactics: Squigs will attack as a pack, trying 
to flank opponents and Aid Another. They 
will typically try to focus fire on lightly 
armor targets such as archers and mages, 
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people they have a better chance at tripping. 

Nob Sergeant CR4
Large Ork [Desert Half-Orc] 
Half-Ogre Template 1/Bard 1/Marshal 2
Init: +1 Senses: Darkvision 60ft
Languages: Common
____________________________________
AC 19, touch 11, flat-footed 18
(+1 Dex, +4 Natural Armor, -1 Size, +5 Mstr 
Wrk  Breast Plate)
HP:  35
Fort: +9 Reflex: +3  Will: +4
____________________________________
Speed: 30ft (6 squares)
Melee: Mstr Wrk Choppa+6 (3d6+7/20:x3) 
[Mstr Wrk Greataxe]
Space: 10ft; Reach 10ft
Base Attack: +1; Grpl: +10
____________________________________
Abilities: Str 20, Dex 12, Con 22, Int 6, Wis 
8, Cha 14
Feats:
Possessions: x2 Cure MW Potions
____________________________________
Inspire Courage (Su) Nob Sergeants yell at 
dem gits to get to fighin' and they get to 
fighin'. As long as allies around the Nob 
Sergeant can hear him bark orders they 
receive a +1 morale bonus to Will saves 
against fear and charm. In addition they get 
a +1 morale bonus to attack and damage 
rolls.
Art of War (Ex) The Nob barks more orders 
at people and somehow they're better at 
combat maneuvers. Grant a +2 (Charisma 
based) bonus to all disarm, trip, bull rush, 
and sunder attempts to allies in 60ft.
Motivate Attack (Ex) Grants all allies 
within 60ft a +2 (Charisma based) 
circumstance bonus to melee attack rolls.

Nob Smasha CR4
Large Ork [Water Ork]
Half-Ogre Template 1/Barbarian 1/Fighter 2
Inti: +1 Senses: Darkvision 60ft
Languages: Common
____________________________________
AC 23, touch 11, flat-footed 22
(+1 Dex, +4 Natural Armor, -1 Size, +9 Mstr 
Wrk Full Plate)
HP 41
Fort: +11 Reflex: +1 Will: +0
____________________________________
Speed 40ft (8 Squares)
Melee Mstr Wrk Choppa+13 
(3d6+15/20:x3) [Mstr Wrk Greataxe]
Space 10ft Reach 10ft
Base Attack: +3 Grpl: +17 BlRsh: +18
____________________________________
Abilities: Str 30, Dex 12, Con 22, Int 6, Wis 
10, Cha 4
Feats: Power Attack, Improved Bullrush, 
Knock Back 
Possessions: x2 Cure MW Potions
____________________________________
Rage (Ex) A Nob Smasha can fly into a rage 
once per day as a free action for 9 rounds. 
When he does he receives +4 Str, +4 Con, 
and a +2 morale bonus to Will saves, but 
takes a -2 to AC. He gains 6 temporary hit 
points that are lost last.
Dungeon Crasher (Ex) A Nob Smasha may 
bull rush an opponent into a solid object 
such as a wall. If he does, he deals 4d6+20 
damage
Knock Back (Ex) If the Nob Smasha scores 
a hit while using the power attack feat, he 
gets a free bull rush attempt against the 
opponent he hit. He applies the double the 
BAB he gave up to add onto the strength 
check. He does not provoke an attack of 
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opportunity, and he does not move with his 
opponent.
____________________________________
Tactics: Typically on the first turn a Nob 
Smasha will rage and then charge the 
nearest opponent with a power attack for his 
full BAB. If he hits, he triggers Knock Back 
and he will attempt to knock them into a 
wall for the dungeon crash damage. The full 
bonuses for this combo are listed here while 
raging

Attack+14 (3d6+31) + (4d6+24)

Careful with this. It will one shot many 
players.

Nob Trippa CR4
Large Ork [Water Ork]
Half-Ogre Template 1/Barbarian 1/Fighter 2
Init: +6 Senses: Darkvision 60ft
Languages: Common
____________________________________
AC 23, touch 11, flat-footed 22
(+1 Dex, +4 Natural Armor, -1 Size, +9 Mstr 
Wrk Full Plate)
HP 39
Fort: +10 Reflex: +2 Will: +0
____________________________________
Speed 40ft (8 Squares)
Melee Mstr Wrk Trippa+13 (2d6+15/20:x3) 
[Mstr Wrk Guisarme]
Space 10ft Reach 20ft
Base Attack: +3 Grpl: +17 Trip: +22
____________________________________
Abilities: Str 30, Dex 14, Con 20, Int 6, Wis 
10, Cha 4
Feats: Wolf Berserker, Improved Trip, 
Combat Reflexes, Improved Initiative
Possessions: x2 Cure MW Potions
____________________________________

Rage (Ex) A Nob Trippa can fly into a rage 
once per day as a free action for 8 rounds. 
When he does he receives +4 Str, +4 Con, 
and a +2 morale bonus to Will saves, but 
takes a -2 to AC. He gains 6 temporary hit 
points that are lost last.
____________________________________
Tactics: Like the Nob Smasha, the Trippa 
will go into a rage his first round and make a 
trip attempt as often as he can. When he 
does, he trips his opponent and grants a free 
attack. These guys try to get in the way as 
often as possible and trip up everyone in 
their huge reach. Combined with a Sergeant 
and a Smasha they are extremely dangerous.

War Hulk         CR10
Large Ork [Water Ork]
Half-Minotaur Template 1/Barbarian 1/ 
Fighter 1/Ork Paragon 3/War Hulk 4
Inti: +0 Senses: Darkvision 90ft
Languages: Common
____________________________________
AC 16, touch 10, flat-footed 16
( +4 Natural Armor, -1 Size, +4 Breast Plate)
HP 91
Fort: +18 Reflex: +2 Will: +2
____________________________________
Speed 40ft (8 Squares)
Melee Mstr Wrk Choppa+23 
(3d6+27/20:x3) [Mstr Wrk Greataxe]
Space 10ft Reach 10ft
Base Attack: +5 Grpl: +27 BlRsh: +26
____________________________________
Abilities: Str 46, Dex 10, Con 27, Int 4, Wis 
10, Cha 6
Feats: Power Attack, Improved Bullrush, 
Cleave, Awesome Blow
____________________________________
Rage (Ex) A War Hulk can fly into a rage 
once per day as a free action for 10 rounds. 
When he does he receives +4 Str, +4 Con, 
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and a +2 morale bonus to Will saves, but 
takes a -2 to AC. He gains 6 temporary hit 
points that are lost last.
Awesome Blow (Ex) As a standard action a 
War Hulk may subtract 4 from its attack roll 
to do an awesome blow. If it hits an 
opponent smaller than itself, it must succeed 
on a Reflex (DC = Damage) or be thrown 
back 10ft and falling prone. It may only fly 
in a straight line and can't move closer. If it 
hits an opponent, a wall, or something while 
flying it takes 1d6 damage and stops there.

War Hulk Research Staff CR4
Medium Ork [Desert Half-Orc]
Init: +2 Senses: Darkvision 60ft
Languages: Common
____________________________________
AC 12 touch 12, flat-footed 10
( +2 Dex)
HP 22
Fort: +4 Reflex: +3 Will: +3
____________________________________
Speed 30ft (6 Squares)
Melee Quarterstaff+1 (1d6/1d6-1/20:x2)
Space 5ft Reach ft
Base Attack: +2 Grpl: +1
____________________________________
Abilities: Str 8, Dex 104, Con 16, Int 12, 
Wis 8, Cha 16
Feats: Maximize Spell, Sudden Maximize
____________________________________
Spells:
2nd Web (DC 15)
1st: Magic Missile, Burning Hands, Mage 
Armor
0: Ray of Frost, Acid Splash
____________________________________
Sudden Maximize 1/day a War Hulk Staff 
can maximize all numerical effects of a spell 
without preparation. (No spell slot 
adjustment)

____________________________________
Tactics: One Staff member will throw up 
web to stop the players from doing anything 
or blocking off paths then the rest will buff 
up with mage armor. Afterwards they'll 
focus on casting magic missile and burning 
as much as they can. Magic Missile is a 
favorite to sudden maximize. 

Ork Crusader CR6
Large Ork [Water Ork]
Half-Ogre Template 1/Crusader 5
Inti: +1 Senses: Darkvision 60ft
Languages: Common
____________________________________
AC 24, touch 11, flat-footed 23
(+1 Dex, +4 Natural Armor, -1 Size, +9  Full 
Plate+2)
HP 55
Fort: +9 Reflex: +3 Will: +0
____________________________________
Speed 30ft (6 Squares)
Melee Frost Trippa++15 (2d6+15/20:x3) + 
(1d6) [Ice] [Frost Guisarme+1]
Spiked Gauntlet+15 (1d6+10)
Space 10ft Reach 20ft
Base Attack: +5 Grpl: +19 
____________________________________
Abilities: Str 30, Dex 14, Con 20, Int 6, Wis 
8, Cha 4
Feats: Combat Reflexes, Stand Still 
Possessions: x2 Cure MW Potions
____________________________________
Stand Still (Ex) As a part of an attack of 
opportunity, the Ork Crusader may instead 
attempt to stop the foe in his tracks. If he 
hits, the foe must make a DC 10 + damage 
roll (Opponent does not take damage) or 
immediately halt.
Maneuvers (Ex) A crusader uses special 
moves called maneuvers. A crusader knows 
7 different maneuvers, but only 5 may be 
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readied for combat with only 3 of those 
granted (For immediate use). In addition he 
may know 2 stances. Every turn after his 
first, a crusader recovers one of his readied 
maneuvers. This is drawn randomly from his 
list of non-granted readied maneuvers. A 
stance can be assumed as a swift action. 
Strikes
Crusader's Strike - 1 standard action, if a 
normal attack hits, heal 1d6+5 hp.
Vanguard Strike - 1 standard action, as apart 
of an attack if you hit a target, allies gain +4 
to ranged and melee attack rolls on that 
target until your next turn.
Leading the Attack - 1 standard action, if 
you hit your target your allies gain a +4 
morale bonus on attack rolls against that 
target.
Stone Bones - 1 standard action, if your 
attack hits gain DR 5/adamantine for 1 
round.
Foe Hammer - 1 standard action, as apart of 
an attack add +2d6 damage and the attack 
automatically overcomes all forms of 
damage reduction.
Tactical Strike - 1 standard action, if this 
attack hits, add +2d6 damage and all allies 
adjacent to that enemy may make a 5ft step 
that does not provoke an attack of 
opportunity.
Boosts
White Raven Tactics - 1 swift action, an 
ally's initiative count immediately becomes 
yours-1. If they have already acted this 
round, they may go again. This cannot be 
used on yourself.
Stances
Iron Guard's Glare - 1 swift action, while in 
this stance any opponent that you threaten 
takes a -4 on attack rolls against your allies. 
This does not apply to you. Enemies are 
aware of this effect.

Martial Spirit - 1 swift action, while in this 
stance each successful attack you make 
heals 2 hp to you or any ally within 30 feet.
____________________________________
Tactics Ork Crusaders like to set up the Ork 
Warblades by preventing movement as much 
as possible. If both Crusaders enter into Iron 
Guard's Glare then no matter what all 
opponents that they both threaten will suffer 
-4 to attack rolls. They keep themselves 
alive through Crusader's Strike and set up 
the Warblade charges with Vanguard Strike 
and Leading the Attack. They'll grant double 
turns to the Warblades with White Raven 
Tactics.
Ork Warblade CR6
Half-Ogre Template 1/Crusader 5
Inti: +1 Senses: Darkvision 60ft
Languages: Common
____________________________________
AC 19, touch 11, flat-footed 18
(+1 Dex, +4 Natural Armor, -1 Size, +5 
Rhino Hide)
HP 66
Fort: +10 Reflex: +1 Will: -1
____________________________________
Speed 30ft (6 Squares)
Melee Flaming Choppa+16 (3d6+16/20:x3) 
+ (1d6) [Fire] [Flaming Greataxe+1]
Space 10ft Reach 10ft
Base Attack: +5 Grpl: +20 
____________________________________
Abilities: Str 32, Dex 10, Con 22, Int 8, Wis 
6, Cha 4
Skills: Concentration +15, Jump +20
Feats: Power Attack, Powerful Charge
Possessions: x2 Cure MW Potions
Rhino Hide
____________________________________
Powerful Charge (Ex) Whenever an Ork 
Warblade charges he deals an additional 
+2d6 damage because of this feat.
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This feat combos in total with other charge 
multipliers. Power Attacking for full damage 
nets this damage
Attack+13 (3d6+26) + (1d6) + (2d6) + (2d6) 

This can be further enhanced through 
maneuvers.
Maneuvers (Ex) An Ork Warblade has 6 
maneuvers known, 4 readied, and 2 stances 
known. An Ork Warblade recovers these 
maneuvers by spending his swift action and 
then either full attacking or doing nothing 
with his standard action. He may not use a 
maneuver in this time.
Strikes:
Stone Bones - 1 standard action, if the attack 
is successful, gain DR 5/adamantine
Steel Wind - 1 standard action, attack two 
different enemies that you threaten. Resolve 
each attack separately.
Boosts
Sudden Leap - 1 swift action, make a jump 
check to leap.
Moment of Perfect Mind - 1 immediate 
action, in place of a will save roll a 
concentration check.
Iron Heart Surge - 1 standard action, 
immediately remove on effect that has been 
on you for 1 or more rounds. Gain +2 
morale bonus to attacks until the end of your 
next turn.
Stances
Punishing Stance - Gain +1d6 damage, but -
2 AC
Leading the Charge - Allies gain +5 damage 
on charges. 
____________________________________
Tactics The Nob Smasha will try to charge 
as often as possible making use of Sudden 
Leap to set up a charge. When they're out of 
readied maneuvers they will full attack 

before they set up their next charge. Iron 
Heart Surge and Moment of Perfect Mind 
are meant to alleviate their bad will saves. 
They work best in tandem with Ork 
Crusaders.
Skullcrusha         CR10
Half-Ogre Template 1/Cleric 4/Crusader 
1/Ruby Knight Vindicator 4
Inti: +0 Senses: Darkvision 60ft
Languages: Common
____________________________________
AC 24, touch 10, flat-footed 24
( +5 Natural Armor, -1 Size, +10  Full 
Plate+2)
HP 95
Fort: +15 Reflex: +4 Will: +16
____________________________________
Speed 30ft (6 Squares)
Melee Wounding Choppa+14 (3d6+7/20:x3) 
+ 1 Con Damage (No Save)
Space 10ft Reach 10ft
Base Attack: +8 Grpl: +17 
____________________________________
Abilities: Str 20, Dex 10, Con 22, Int 10, 
Wis 20, Cha 12
Skills: Concentration +14
Feats: Quicken Spell, DMM: Quicken, 
Extra Granted Maneuver, Extra Turning
Domains: Travel, Luck
Turning Attempts: 14
Possessions: x2 Cure MW Potions
Night Stick (+4 Turning Attempts)
+4 Wisdom Cloak of Resistance+2
Anklet of Translocation (2/day teleport 10ft)
Novice Iron Heart Vest (Iron Heart Surge)
Belt of Battle (1 charge, extra move action. 
2 charges, extra standard action. 3 charges 
extra full round action. 3 charges/day)
+1 Natural Armor Holy Requliatory Symbol 
(+2 turning attempts)
____________________________________
Spells
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4th: Divine Power, Recitation, [Dimension 
Door]
3rd: Magic Vestment, Mass Conviction, 
Prayer, [Fly]
2nd: Bull's Strength, Hand of Divinity, Hold 
Personx2 [Aid]
1st: Shield of Faith, Resurgence, Sign, 
Obscuring Mist, Flee [Longstrider]
Descriptions:
Non-core spells will be described here.
Recitation: All allies within 60ft, +3 luck 
bonus to saves, attack rolls, and AC. 
Mass Conviction - All in 20ft spread gain +3 
morale bonus to saving throws.
Hand of Divinity - +2 profane bonus to 
saving throws.
Resurgence - Gain one reroll on a save. 
Standard action, touch.
Sign - +4 Initiative check
____________________________________
Divine Recovery (Su) As a swift action, 
Skullcrusha can expend a turn undead 
attempt to recover a maneuver. This is 
maneuver is automatically granted. 
Maneuvers (Ex) A crusader uses special 
moves called maneuvers. A crusader knows 
9 different maneuvers, but only 7 may be 
readied for combat with only 3 of those 
granted (For immediate use). In addition he 
may know 2 stances. Every turn after his 
first, a crusader recovers one of his readied 
maneuvers. This is drawn randomly from his 
list of non-granted readied maneuvers. A 
stance can be assumed as a swift action. 
Strikes
Crusader's Strike - 1 standard action, if a 
normal attack hits, heal 1d6+5 hp.
Vanguard Strike - 1 standard action, as apart 
of an attack if you hit a target, allies gain +4 
to ranged and melee attack rolls on that 
target until your next turn.
Leading the Attack - 1 standard action, if 

you hit your target your allies gain a +4 
morale bonus on attack rolls against that 
target.
Stone Bones - 1 standard action, if your 
attack hits gain DR 5/adamantine for 1 
round.
Revitalizing Strike - On a successful attack, 
heal 3d6+7 hp.
Boosts
White Raven Tactics - 1 swift action, an 
ally's initiative count immediately becomes 
yours-1. If they have already acted this 
round, they may go again. This cannot be 
used on yourself.
Iron Heart Surge - 1 standard action, 
immediately remove on effect that has been 
on you for 1 or more rounds. Gain +2 
morale bonus to attacks until the end of your 
next turn.
Stances
Iron Guard's Glare - 1 swift action, while in 
this stance any opponent that you threaten 
takes a -4 on attack rolls against your allies. 
This does not apply to you. Enemies are 
aware of this effect.
Martial Spirit - 1 swift action, while in this 
stance each successful attack you make 
heals 2 hp to you or any ally within 30 feet.
____________________________________
Tactics: The Warboss will always cast 
Divine Power and some other buff spell first 
using quickened spells. His second turn he'll 
cast two other buffs. After he has cast four 
spells he will enter the fray to back up his 
remaining Orkz. He prefers martial spirit for 
his stance for extra healing. He'll make 
liberal use of Crusader's Strike and 
Revitalizing Strike to heal himself when he 
is hurt significantly. He'll also make liberal 
use of divine recovery to get these back. He 
will edit Initiative line ups with White 
Raven Tactics and use Iron Heart Surge 
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when a save or suck/die spell lands on him. 
The Warboss is build to endure.
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