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Instructions
This adventure module is designed to be played at any level and 
in any campaign setting. The appendix includes statblocks for all 
of the monsters within this adventure at ‘Beginner’, ‘Intermediate’, 
and ‘Advanced’ challenge ratings. Beginner challenge rating is 
considered level 1-5, intermediate is 6-10, and advanced is any 
level 11 or higher. You are free to add more monsters than stated 
in each section of the encounter to make things more difficult if 
needed.

We’ve also included this beginner / intermediate / advanced chal-
lenge rating mechanic within the adventure itself. Various skill 
checks will require higher or lower numbers depending on which 
difficulty setting you’re running. It’s presented as follows: Make 
a DC 10 (beginner)/15 (intermediate)/20 (advanced) Dexterity 
check to unlock the door. This way you can keep the adventure 
flowing nicely without flipping back and forth to determine the 
appropriate challenge.

Resources
Beginner pre-generated characters for this adventure can be 
found at www.nordgamesllc.com. They include a human fighter 
relative of the mayoress, an elf warlock and ally of the town guard, 
a halfling bard seeking tales to tell, a half orc fighter with a chip 
on their shoulder, and a human rogue with a violent past.

Additionally, a digital version of the map in this module can 
be found at www.nordgamesllc.com. We recommend that you 
have a full poster-size version if you intend to use the map with 
miniatures.

Experience Rewards
Experience gained during this module will vary depending on 
difficulty level of the monsters (see appendix A-C). Experience 
rewards based on player actions are at your discretion, but it is 
recommended to average around 100 XP per player, per hour. If 
using level one characters, they will likely level up before Part 4, 
which will aid them greatly in their final fight. Also, make sure 
to award experience for roleplaying, especially when using the 
pre-generated characters, as they each have a connection to the 
story or the NPCs within it.
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Introduction
This adventure is intended to be used in any campaign setting and 
at any party level (see ‘Instructions’). This particular adventure 
takes place in a medium-sized village or small town. Most of the 
NPCs within this adventure are human, but they can easily be 
substituted for other common races to best suit your campaign.

Overview
Greenskin Diplomacy is a short adventure which should fill an 
average gaming session of 3-4 hours.

It begins after a town is attacked in the dead of night by a band 
of orcs. After their initial strike, they quickly retreat—unusual 
behavior for these usually bloodthirsty marauders—leading some 
to suspect that these orcs are acting under orders for some other 
purpose. After a discussion in the square (where mayoress Falka 
Clelland’s authority is called into question by the stonemasons’ 
guild’s leader Urstan Muirre), the party are approached secretly 
to track the orcs down to where they have made camp, find out 
why they are there, and deal with the problem. 

Once the adventurers get there and start to investigate (either co-
vertly, or under the guise of a parley), it soon becomes clear that 
the orcs have been hired by Urstan Muirre. Urstan has been pe-
titioning the mayoress for some time now to build a wall around 
the town (for which he would be paid handsomely), but there is 
little money left in the town’s coffers after a harsh winter.  Urstan 

took this as a personal and professional slight, and hired the orcs 
to expose the town’s defenses, and leadership, to be inferior. Little 
does he know that the orcs fully intend to take his money and 
sack the town anyway. 

Part 1: The Night Raid
Read the following when you are ready to begin:

You are jolted awake by the sound of a horn blowing. People in the 
street are screaming in panic, and one voice above all the others 
shouts, “Orcs! We’re under attack!” 

Pushing your way against the fleeing townsfolk and towards the 
sounds of combat, you make it to the outskirts of town, where a 
handful of guardsmen are locked in battle with a dozen howling, 
fur-clad orcs who are clearly getting the better of them. 

The 12 orcs are more interested in probing the defenses than 
fighting and plunder on this occasion, so will sound the retreat 
quickly once the party put up a strong resistance. An additional 
6 orcs are arranged at distance, and will make volley attacks with 
their flaming arrows (with disadvantage due to the darkness and 
range) towards the defenders and the buildings on the edge of 
town. 

Any orcs who were seriously injured in the fighting will be 
dragged away by their companions to be healed at camp and fight 
again another day. The 5 guardsmen present are surprised, dis-
organized, and tired, so contribute little to the fight. A character 
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familiar with orcs will know it is unusual for them to be driven off 
so easily, or a guardsman (assuming one survives) may comment 
on it. 

By the time the orcs have been driven off, the townsfolk have 
retrieved water from the wells and put out any fires that may have 
started due to the orc’s flaming arrows. Others have gathered in 
the town square around mayoress Falka Clelland, and are clam-
oring for a response, read:

A middle-aged human woman with her red hair tied in a long plait, 
and wearing a mayoral chain stands on a raised wooden stage, 
trying to make herself heard over the crowd, who are shoving each 
other and shouting for a counter-attack. Their ringleader, an old 
man dressed in the stonemasons’ guild colors is telling anyone who 
will listen that the town needs a wall to be constructed (…”and a 
new mayor wouldn’t hurt while we’re at it!”)

If the party attempt to make themselves known, Falka will 
pretend not to hear them over the crowd but will motion to 
Byrn Mattock, captain of the guard, to quietly take them aside. 
Alternatively, she may spot them in the crowd herself, to the same 
effect.

Byrn Mattock, a sturdy dwarf woman, leads the party to a guard 
house close to the site of the attack, and addresses them quietly:

"I don't like this one bit. I've never know orcs to retreat with such 
little fight. You ask me, there's more to this than a simple raid. I 
can't spare the men to look into this, but that's where you come 
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in. The mayoress will pay you a fair reward if you track these orcs 
back to where they've made camp, find out what's what, and report 
back." She eyes your weapons approvingly. "You look like you can 
handle yourselves; drive those greenskins out for good and I'll throw 
in a bonus."

Captain Mattock offers the party 60 / 300 / 1,200 gold pieces if 
they report back with the orcs plans, with an additional 20 / 100 / 
400 gold pieces for sabotaging these plans (most simply by killing 
them). If asked, she suspects that the orcs are a mercenary force 
paving the way for a larger attack. 

When the party decide to follow the orcs, read:

The orcs are easy enough to track, having trampled through the 
muddy, empty fields at the edge of town and flattened the vegeta-
tion in a clear path beyond that. Their tracks lead through a small 
woodland for an hour or so and then turn towards the gap-toothed 
profile of a ruined fort, squatting on a small hill. From the crum-
bling walls, you hear a roaring noise and the unmistakable sound of 
orcs cheering and laughing.  

Part 2: The Way In
Depending on the party’s plan, they may have two very different 
ways of approaching the keep. 

The most direct approach would be to accept a parley from the 
orcs, and be taken to the chief in the audience chamber. Infil-
trating the keep covertly will likely take the party through the 
trees around the keep, over the outer wall and up to the rooftop. 
A full frontal assault is, of course, an option as well. Any of these 
options could result in the following areas being encountered in 
any order.

1. Courtyard
The walls of the courtyard are mostly collapsed and overgrown, 
but there is enough surviving stonework to act as viewing plat-
forms for the orcs’ entertainment. In this area, wooden stakes 
have been hammered into the ground to form a fighting pit. 

When the party approaches this area, read:

As you approach, the source of the noise becomes clear. In what was 
once the courtyard, the orcs have constructed a makeshift arena. A 
few orcs cheer from the battlements while another, stripped to the 
waist is grappling with a bellowing bear in a circle of wooden stakes.

If the party announce their presence, or get reasonably close 
before mounting an attack, an orc watching proceedings will spot 
them and shout out, “You bringing the gold?”, gesturing to them 
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to follow, and will lead them through the ruins to the chief in the 
audience chamber.

The orc is happy to lead them in sullen silence but, if engaged in 
conversation, 'knows' they are here on a mercenary job for, “some 
hoity-toity townsman”, but the chief doesn’t share the details of 
their employer with them.

If the party is aggressive, or has openly fought orcs in other areas, 
the 5 orcs in this area will hammer away a few of the wooden 
stakes and try to funnel the bear towards them to attack, throw-
ing projectiles at the party from the walls as it does so. 

2. Guardroom
The orc shaman has set up residence in this room, along with his 
2 worgs. The roots of a large tree have worked their way through 
the northeast corner, collapsing part of the wall and creating a 
possible entry or exit point. 

When the party enters this room, read:

This room is scattered with rubble from a partly collapsed ceiling, 
and is filled with the smells of pungent herbs and wet dog. Two 
worgs bay and snap at each other, hackles raised. Behind them, an 
old orc with a bandaged eye leaning heavily on a crooked staff is 
tending to a wounded orc warrior. His healing craft leaves a lot to 
be desired, and his patient is thrashing with pain, and you can hear 
his teeth grinding with tension. 

Treasure
This room contains many crude potions, elixirs, and healing 
totems of orc make. Of these, 4 healing potions stand out, with 
their good quality glasswork marking them as likely stolen goods.

3. Feast Hall
This room is the main gathering place for the orcs camped here. 6 
orcs are currently sharing a meal on the rotted long table. 

When the party enters this room, read:

The feasting hall was once a very grand room. You can just about 
make out tattered and moldy tapestries hanging from the walls and, 
even in their splintered and rotting state, the wooden columns are 
richly carved. Six orcs are stuffing the half-cooked meat of some 
unfortunate animal into their mouths and talking loudly around a 
long table.

A DC 10 / 12 / 14 Wisdom (Perception) check will reveal that 
the ceiling is sagging and ready to collapse, and that the columns 
supporting it are rotted and weak. A column can be knocked 
down with a DC 12 / 16 / 18 Strength (Athletics) check, trig-
gering the ceiling to collapse. Every creature at least 5 ft. into the 
room must make a DC 13 / 15 / 17 Dexterity saving throw, or 
take 1d6 / 2d6 / 3d6 bludgeoning damage. The collapse will also 
attract the strangler, which will wait for an opportune moment to 
grab an isolated creature and drag them to its lair on the rooftop.
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4. Audience Chamber
The chief has taken over this room as his personal residence. It 
was once the room where the noble in residence would receive 
official visitors, and still contains a large, ornate chair which has 
survived the ages relatively well. 

When the party enters this room, read:

The enormous orc chief, clad in thick furs, with chains and gold 
medallions hanging from his bull neck, sprawls on an ornate high-
backed oak chair on a raised dais. A great worg sits by the side of 
his throne, gnawing noisily on a long bone. Behind him, a moth-eat-
en tapestry depicts an elf woman strumming on a harp, over which 
has been scrawled a snarling worg’s head in blood, which has dried 
to a dark brown scab. 

There are windows in the west and south walls, where large 
stained-glass panes were once set. These openings are large 
enough for a Medium sized creature to squeeze through, but any 
creature doing so must make a DC 12 / 14 / 16 Dexterity saving 
throw to avoid being caught on the remaining glass shards, taking 
1d4 / 2d4 / 3d4 slashing damage on a failed save.

If the ceiling collapses in the feast hall, there is a 50% the ceiling 
in this room will cave in as well. Every creature at least 5 ft. into 
the room must make a DC 13 / 15 / 17 Dexterity saving throw, 
or take 1d6 / 2d6 / 3d6 bludgeoning damage.

5. Rooftop
The original roof has almost entirely collapsed, leaving the 
remains of the upper floor exposed to the elements. The floor is 
unstable, especially over the feast hall and audience chamber. 
When moving over these areas, a character must make a DC 12 
/ 14 / 16 Dexterity (Acrobatics) check to move more than 10 ft. 
per turn without the floor collapsing, causing them to fall 10 ft. 
into the room below. 

When the party enters this area, read:

Beyond a few sections of remaining wall, the second floor is covered 
in charred rubble, and is choked with thick vines snaking into the 
stonework. The sounds of orc activity drift up through the missing 
stones, and you catch glimpses of movement below in the shafts of 
light.

The rooftops have 2 main areas of interest: the strangler’s nest, 
and the thief ’s cache.

The strangler, a hairless, rubbery-skinned, monkey-like creature, 
moves silently and is nearly undetectable thanks to its camouflag-
ing abilities. It has lived here long enough to fashion a nest made 
of leaves, twigs, branches, rubble, and lichen towards the south of 
the structure. It will observe the party, and will attack anyone who 
wanders away from the main group. 
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Towards the east side, sheltered by one of the standing walls, is 
a small chest hidden under a loose slab. It can be spotted with a 
DC 14 / 16 / 18 Wisdom (Perception) check, and contains many 
items, most of which are stolen, including a collection of signet 
rings from surrounding noble houses, a glass wine bottle con-
taining a spider, a coin purse containing 30 gp, 12 sp, 20 cp, and a 
collection of correspondence between two local thieves (if you are 
using the pregenerated characters for this adventure, this cache 
belongs to the rogue, who is aware of its existence and location 
but has no knowledge of the strangler).
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Part 3: The Way Out
Urstan Muirre has sent a band of 4 ruffians to the keep with 
payment for the orcs. They carry a small chest containing 200 
gp. The chest itself is an incriminating piece of evidence, as the 
stonemasons’ guild symbol is burned into the underside of the lid 
(an obvious detail if the chest is examined). These ruffians could 
turn up at any point you feel is dramatically appropriate, but here 
are two possible scenarios:

1. The party has been lead through the keep and arrives in front 
of the chief. He, along with the other orcs, assumes that the 
party has been sent by Urstan, with payment. He demands the 
party hand over "twice the gold” and “the job” will be done on 
the following night, stating, “the defenses are stronger than your 
stonemason promised.” 

Around this time, the ruffians arrive and are lead to the chief, at 
which point there is confusion and, suspecting some sort of trick-
ery, the chief stands and bellows, “kill them all, boys!” forcing the 
party to fight their way out.

2. The party has snuck around the keep and onto the rooftops. 
They see the ruffians approach, and watch as the orcs lead them 
to the chief. The party sneak to the area above the audience 
chamber and watch through holes in the ceiling as the ruffians 
speak with the chief.
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He demands “twice the gold” and “the job” will be done on the 
following night, stating, “the defenses are stronger than your 
stonemason promised.” The ruffians reply, “Urstan won’t be 
happy about this.” The chief chuckles nastily and says, “If I cared 
about your delicate, pigskin feelings, I’d be out of work.”

Suddenly, one of the party members is attacked by the strangler 
and, in the ensuing struggle, the roof collapses, depositing the 
party at the chief ’s feet in the audience chamber. 

Alternative Outcome
If the party manage to talk or sneak their way out, they may  
actually make it back to town before the ruffians return, or the 
orcs even become aware of their presence. If this is the way the 
adventure plays itself out, the following night the town will be 
under attack by the group of orcs, lead by their chief. The orcs 
will not spare anyone, not even Urstan. The party would be wise 
to shore up the defenses or set a trap, and prepare for battle. 

Conclusion
The players should have found out by now that Urstan Muirre 
was the one who hired the orcs. They can handle this in many 
different ways, including confronting him publicly, privately, or 
informing Byrn Mattock and/or Falka Clelland.

If Urstan is accused of this treachery, he will deny it, arguing that 
he has been lobbying to build a wall to ensure the town’s safety. A 
DC 12 / 14 / 16 Wisdom (Insight) check will suggest that Urstan 
had much to gain from the attack, in rallying support for his wall. 
Furthermore, if the chest of gold was recovered from the ruffians, 
it is obvious that the stonemasons’ guild is implicated. 

When all the evidence is added up, Urstan will attempt to flee, 
signaling to 3 ruffians to cover his escape. If he is caught, Bryn 
Mattock will arrange for his immediate arrest.

The townsfolk, Byrn Mattock and, especially, Falka Clelland, are 
grateful to the party for their heroic deeds, and they are rewarded 
handsomely as agreed. They are welcome to take up residence in 
the town and enjoy the comforts that it offers. 



Appendix A: Beginner Monsters
Bear
Large Beast, unaligned
Armor Class 11 (natural armor)
Hit Points 34 (4d10 + 12)
Speed 40 ft., climb 30 ft.

STR
19 (+4)

DEX
10 (+0)

CON
16 (+3)

INT
2 (-4)

WIS
13 (+1)

CHA
7 (-2)

Senses Perception +3
Senses passive Perception 13
Languages —
Challenge 1 (200 XP)

Keen Smell. The bear has advantage on Perception checks that 
rely on smell.

Actions
Multiattack. The bear makes two attacks: one with its bite and 
one with its claws.

Bite: Melee Weapon Attack: +5 to attack, reach 5ft, one target. 
Hit: 8 (1d8 + 4) piercing damage.

Claws: Melee Weapon Attack: +5 to attack, reach 5ft, one target. 
Hit: 11 (2d6 + 4) slashing damage.

Orc
Medium Humanoid (Orc), chaotic evil
Armor Class 13 (hide armor)
Hit Points 15 (2d8 + 6)
Speed 30 ft.

STR
16 (+3)

DEX
12 (+1)

CON
16 (+3)

INT
7 (-2)

WIS
11 (+0)

CHA
10 (+0)

Skills Intimidation +2
Senses darkvision 60 ft., passive Perception 10
Languages Common, Orcish
Challenge 1/2 (100 XP)

Aggressive. As a bonus action, the orc can move up to its speed 
toward a hostile creature that it can see.

Actions
Greataxe: Melee Weapon Attack: +5 to hit, reach 5ft, one target. 
Hit: 9 (1d12 + 3) slashing damage.

Shortbow: Range Weapon Attack: +3 to hit, range 80/320 ft., one 
target. Hit: 4 (1d6 + 1) piercing damage.
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Orc Chief
Medium Humanoid (Orc), chaotic evil
Armor Class 14 (chain shirt)
Hit Points 45 (6d8 + 18)
Speed 30 ft.

STR
17 (+3)

DEX
12 (+1)

CON
16 (+3)

INT
7 (-2)

WIS
11 (+0)

CHA
14 (+2)

Skills Intimidation +4
Senses darkvision 60 ft., passive Perception 10
Languages Common, Orcish
Challenge 1/2 (100 XP)

Aggressive. As a bonus action, the orc chief can move up to its 
speed toward a hostile creature that it can see.

Actions
Multiattack: The orc chief makes two attacks with its greataxe.

Greataxe: Melee Weapon Attack: +5 to hit, reach 5ft, one target. 
Hit: 9 (1d12 + 3) slashing damage.

Shortbow: Range Weapon Attack: +3 to hit, range 80/320 ft., one 
target. Hit: 4 (1d6 + 1) piercing damage.

Ruffian
Medium Humanoid (Any Race), Neutral Evil
Armor Class 13 (leather)
Hit Points 28 (4d10 + 6)
Speed 30 ft.

STR
13 (+1)

DEX
14 (+2)

CON
12 (+1)

INT
9 (-1)

WIS
11 (+1)

CHA
12 (+1)

Saving Throws Strength +3, Dexterity +4
Skills Athletics +3, Slight of Hand +4, Stealth +4
Senses Passive Perception 11
Languages Any one language (usually Common)
Challenge 1/4 (50 XP)

Pack Tactics. The ruffian has advantage on an attack roll 
against a creature if at least one of the ruffian’s allies is within 5 
feet of the creature and the ally isn’t incapacitated.

Actions
Scimitar. Melee Weapon Attack: +4 to hit, reach 5ft, one creature. 
Hit: 5 (1d6 + 2) slashing damage.

Dagger. Melee Weapon Attack: +4 to hit, reach 5ft, one creature. 
Hit: 4 (1d4 + 2) piercing damage.

Throwing Dagger. Ranged Weapon Attack: +4 to hit, range  
20/60 ft., one creature. Hit: 4 (1d4 + 2) piercing damage.

13



Worg
Large Monstrosity, neutral evil
Armor Class 13 (natural armor)
Hit Points 26 (4d10 + 4)
Speed 50 ft.

STR
16 (+3)

DEX
13 (+1)

CON
13 (+1)

INT
7 (-2)

WIS
11 (+0)

CHA
8 (-1)

Skills Perception +4
Senses darkvision 60 ft., passive Perception 14
Languages Goblin, Worg
Challenge 1/2 (100 XP)

Keen Hearing and Smell. The worg has advantage on Wisdom 
(Perception) checks that rely on hearing or smell.

Actions
Bite: Melee Weapon Attack: +5 to hit, reach 5ft, one target. Hit: 
10 (2d6 +3) piercing damage. If the target is a creature, it must 
succeed on a DC 13 Strength saving throw or be knocked prone.

Strangler
Medium Humanoid, unaligned
Armor Class 12
Hit Points 22 (5d8)
Speed 30 ft.

STR
13 (+1)

DEX
15 (+2)

CON
10 (+0)

INT
7 (-2)

WIS
10 (+0)

CHA
6 (-2)

Skills Stealth +4
Senses darkvision 60 ft., passive Perception 10
Languages —
Challenge 1 (200 XP)

Chameleon Camouflage. The strangler has advantage on 
Dexterity (Stealth) checks.

Grappled Shield. When the strangler is attacked while 
grabbing a creature, it can use its reaction to force the attacker 
to reroll the attack against the grappled creature.

Spider Climb. The strangler can climb difficult surfaces, 
including upside down on ceilings, without needing to make an 
ability check.

Actions
Bite: Melee Weapon Attack: +4 to hit, reach 5ft, one target. Hit: 
9 (2d6 + 2) piercing damage. The strangler has advantage on bite 
attacks against at target it has grappled.

Claws: Melee Weapon Attack: +4 to hit, reach 5ft, one target. Hit: 
7 (2d4 + 2) slashing damage. A successful claw attack grapples the 
target.

14



Appendix A: INTERMEDIATE 
Monsters
Bear
Large Beast, unaligned
Armor Class 11 (natural armor)
Hit Points 50 (7d10 + 12)
Speed 40 ft., climb 30 ft.

STR
19 (+4)

DEX
10 (+0)

CON
18 (+4)

INT
2 (-4)

WIS
14 (+2)

CHA
7 (-2)

Senses Perception +5
Senses passive Perception 14
Languages —
Challenge 2 (450 XP)

Keen Smell. The bear has advantage on Perception checks that 
rely on smell.

Actions
Multiattack. The bear makes two attacks: one with its bite and 
one with its claws.

Bite: Melee Weapon Attack: +5 to attack, reach 5ft, one target. 
Hit: 8 (1d8 + 4) piercing damage.

Claws: Melee Weapon Attack: +5 to attack, reach 5ft, one target. 
Hit: 11 (2d6 + 4) slashing damage.

Orc
Medium Humanoid (Orc), chaotic evil
Armor Class 14 (hide armor)
Hit Points 30 (5d8 + 8)
Speed 30 ft.

STR
17 (+3)

DEX
14 (+2)

CON
16 (+3)

INT
7 (-2)

WIS
11 (+0)

CHA
12 (+1)

Skills Intimidation +4
Senses darkvision 60 ft., passive Perception 10
Languages Common, Orcish
Challenge 1 (200 XP)

Aggressive. As a bonus action, the orc can move up to its speed 
toward a hostile creature that it can see.

Actions
Multiattack: The orc makes two attacks with its greataxe.

Greataxe: Melee Weapon Attack: +6 to hit, reach 5ft, one target. 
Hit: 9 (1d12 + 3) slashing damage.

Shortbow: Range Weapon Attack: +5 to hit, range 80/320 ft., one 
target. Hit: 5 (1d6 + 2) piercing damage.
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Orc Chief
Medium Humanoid (Orc), chaotic evil
Armor Class 16 (scale mail)
Hit Points 90 (13d8 + 32)
Speed 30 ft.

STR
18 (+4)

DEX
14 (+2)

CON
16 (+3)

INT
7 (-2)

WIS
12 (+1)

CHA
15 (+2)

Skills Intimidation +5
Senses darkvision 60 ft., passive Perception 11
Languages Common, Orcish
Challenge 4 (1100 XP)

Aggressive. As a bonus action, the orc chief can move up to its 
speed toward a hostile creature that it can see.

Actions
Multiattack: The orc chief makes three attacks with its greataxe.

Greataxe: Melee Weapon Attack: +7 to hit, reach 5ft, one target. 
Hit: 10 (1d12 + 4) slashing damage.

Shortbow: Range Weapon Attack: +5 to hit, range 80/320 ft., one 
target. Hit: 5 (1d6 + 2) piercing damage.

Ruffian
Medium Humanoid (Any Race), Neutral Evil
Armor Class 14 (studded leather)
Hit Points 42 (6d10 + 9)
Speed 30 ft.

STR
14 (+2)

DEX
15 (+2)

CON
13 (+1)

INT
10 (+0)

WIS
12 (+1)

CHA
13 (+1)

Saving Throws Strength +5, Dexterity +5
Skills Athletics +5, Slight of Hand +5, Stealth +5
Senses Passive Perception 11
Languages Any one language (usually Common)
Challenge 1/2 (100 XP)

Pack Tactics. The ruffian has advantage on an attack roll 
against a creature if at least one of the ruffian’s allies is within 5 
feet of the creature and the ally isn’t incapacitated.

Actions
Two-Weapon Fighting. When the ruffian makes an attack with 
their Scimitar, they may also attack with their Dagger or Throw-
ing Dagger as a bonus action, but gains no bonus to the damage 
roll.

Scimitar: Melee Weapon Attack: +5 to hit, reach 5ft, one creature. 
Hit: 5 (1d6 + 2) slashing damage.

Dagger: Melee Weapon Attack: +5 to hit, reach 5ft, one creature. 
Hit: 4 (1d4 + 2) piercing damage.
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Worg
Large Monstrosity, neutral evil
Armor Class 14 (natural armor)
Hit Points 48 (7d10 + 10)
Speed 50 ft.

STR
17 (+3)

DEX
14 (+2)

CON
14 (+2)

INT
7 (-2)

WIS
12 (+1)

CHA
8 (-1)

Skills Perception +5
Senses darkvision 60 ft., passive Perception 15
Languages Goblin, Worg
Challenge 1 (200 XP)

Keen Hearing and Smell. The worg has advantage on Wisdom 
(Perception) checks that rely on hearing or smell.

Actions
Bite: Melee Weapon Attack: +6 to hit, reach 5ft, one target. Hit: 
10 (2d6 +3) piercing damage. If the target is a creature, it must 
succeed on a DC 13 Strength saving throw or be knocked prone.

Strangler
Medium Humanoid, unaligned
Armor Class 13
Hit Points 40 (9d8)
Speed 30 ft.

STR
14 (+2)

DEX
16 (+3)

CON
10 (+0)

INT
7 (-2)

WIS
10 (+0)

CHA
6 (-2)

Skills Stealth +6
Senses darkvision 60 ft., passive Perception 10
Languages —
Challenge 2 (450 XP)

Chameleon Camouflage. The strangler has advantage on 
Dexterity (Stealth) checks.

Grappled Shield. When the strangler is attacked while 
grabbing a creature, it can use its reaction to force the attacker 
to reroll the attack against the grappled creature.

Spider Climb. The strangler can climb difficult surfaces, 
including upside down on ceilings, without needing to make an 
ability check.

Actions
Multiattack. The strangler makes two attacks: one with its bite 
and one with its claws.

Bite: Melee Weapon Attack: +6 to hit, reach 5ft, one target. Hit: 
9 (2d6 + 2) piercing damage. The strangler has advantage on bite 
attacks against at target it has grappled.

Claws: Melee Weapon Attack: +6 to hit, reach 5ft, one target. Hit: 
7 (2d4 + 2) slashing damage. A successful claw attack grapples the 
target.
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Appendix A: Advanced Monsters
Bear
Large Beast, unaligned
Armor Class 11 (natural armor)
Hit Points 70 (10d10 + 15)
Speed 40 ft., climb 30 ft.

STR
20 (+5)

DEX
10 (+0)

CON
18 (+4)

INT
2 (-4)

WIS
16 (+3)

CHA
7 (-2)

Senses Perception +7
Senses passive Perception 14
Languages —
Challenge 3 (700 XP)

Keen Smell. The bear has advantage on Perception checks that 
rely on smell.

Actions
Multiattack. The bear makes two attacks: one with its bite and 
one with its claws.

Bite: Melee Weapon Attack: +9 to attack, reach 5ft, one target. 
Hit: 9 (1d8 + 5) piercing damage.

Claws: Melee Weapon Attack: +9 to attack, reach 5ft, one target. 
Hit: 12 (2d6 + 5) slashing damage.

Orc
Medium Humanoid (Orc), chaotic evil
Armor Class 14 (hide armor)
Hit Points 45 (8d8 + 9)
Speed 30 ft.

STR
18 (+4)

DEX
16 (+3)

CON
16 (+3)

INT
7 (-2)

WIS
11 (+0)

CHA
14 (+2)

Skills Intimidation +6
Senses darkvision 60 ft., passive Perception 10
Languages Common, Orcish
Challenge 2 (450 XP)

Aggressive. As a bonus action, the orc can move up to its speed 
toward a hostile creature that it can see.

Actions
Multiattack: The orc makes three attacks with its greataxe.

Greataxe: Melee Weapon Attack: +6 to hit, reach 5ft, one target. 
Hit: 10 (1d12 + 4) slashing damage.

Shortbow: Range Weapon Attack: +5 to hit, range 80/320 ft., one 
target. Hit: 6 (1d6 + 3) piercing damage.
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Orc Chief
Medium Humanoid (Orc), chaotic evil
Armor Class 17 (half plate)
Hit Points 135 (20d8 + 45)
Speed 30 ft.

STR
19 (+4)

DEX
14 (+2)

CON
16 (+3)

INT
7 (-2)

WIS
12 (+1)

CHA
15 (+2)

Skills Intimidation +5
Senses darkvision 60 ft., passive Perception 11
Languages Common, Orcish
Challenge 7 (2900 XP)

Aggressive. As a bonus action, the orc chief can move up to its 
speed toward a hostile creature that it can see.

Actions
Multiattack: The orc chief makes four attacks with its greataxe.

Greataxe: Melee Weapon Attack: +8 to hit, reach 5ft, one target. 
Hit: 10 (1d12 + 4) slashing damage.

Shortbow: Range Weapon Attack: +6 to hit, range 80/320 ft., one 
target. Hit: 5 (1d6 + 2) piercing damage.

Ruffian
Medium Humanoid (Any Race), Neutral Evil
Armor Class 15 (Std. Leather)
Hit Points 56 (10d8 + 11)
Speed 30 ft.

STR
15 (+2)

DEX
16 (+3)

CON
14 (+2)

INT
11 (+1)

WIS
12 (+1)

CHA
14 (+2)

Saving Throws Dexterity +7, Intelligence +5
Skills Perception +11, Slight of Hand +7, Stealth +13
Senses Passive Perception 11
Languages Any one language (usually Common)
Challenge 2 (450 XP)

Pack Tactics. The ruffian has advantage on an attack roll 
against a creature if at least one of the ruffian’s allies is within 5 
feet of the creature and the ally isn’t incapacitated.

Actions
Two-Weapon Fighting. When the ruffian makes an attack with 
their Scimitar, they may also attack with their Dagger or Throw-
ing Dagger as a bonus action, but gain no bonus to the damage 
roll.

Scimitar: Melee Weapon Attack: +7 to hit, reach 5ft, one creature. 
Hit: 5 (1d6 + 2) slashing damage.

Dagger: Melee Weapon Attack: +7 to hit, reach 5ft, one creature. 
Hit: 4 (1d4 + 2) piercing damage.
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Worg
Large Monstrosity, neutral evil
Armor Class 15 (natural armor)
Hit Points 60 (9d10 + 11)
Speed 50 ft.

STR
18 (+4)

DEX
16 (+3)

CON
14 (+2)

INT
7 (-2)

WIS
14 (+2)

CHA
8 (-1)

Skills Perception +6
Senses darkvision 60 ft., passive Perception 16
Languages Goblin, Worg
Challenge 2 (450 XP)

Keen Hearing and Smell. The worg has advantage on Wisdom 
(Perception) checks that rely on hearing or smell.

Actions
Bite: Melee Weapon Attack: +6 to hit, reach 5ft, one target. Hit: 
11 (3d6 +4) piercing damage. If the target is a creature, it must 
succeed on a DC 13 Strength saving throw or be knocked prone.

Strangler
Medium Humanoid, unaligned
Armor Class 14
Hit Points 63 (16d8)
Speed 30 ft.

STR
14 (+2)

DEX
18 (+4)

CON
10 (+0)

INT
7 (-2)

WIS
10 (+0)

CHA
6 (-2)

Skills Stealth +8
Senses darkvision 60 ft., passive Perception 10
Languages —
Challenge 3 (700 XP)

Chameleon Camouflage. The strangler has advantage on 
Dexterity (Stealth) checks.

Grappled Shield. When the strangler is attacked while 
grabbing a creature, it can use its reaction to force the attacker 
to reroll the attack against the grappled creature.

Spider Climb. The strangler can climb difficult surfaces, 
including upside down on ceilings, without needing to make an 
ability check.

Actions
Multiattack. The strangler makes two attacks: one with its bite 
and one with its claws.

Bite: Melee Weapon Attack: +8 to hit, reach 5ft, one target. Hit: 
9 (2d6 + 2) piercing damage. The strangler has advantage on bite 
attacks against at target it has grappled.

Claws: Melee Weapon Attack: +8 to hit, reach 5ft, one target. Hit: 
7 (2d4 + 2) slashing damage. A successful claw attack grapples the 
target.
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Legal
OPEN GAME LICENSE Version 1.0a 
The following text is the property of Wizards of the Coast, Inc. 
and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All 
Rights Reserved. 

Notice of Open Game Content: This product contains Open 
Game Content, as defined in version 1.0a of the Open Game 
License, below (the “Open Game License”). Open Game Content 
may only be Used under and in terms of the Open Game License. 

Designation of Open Game Content: Other than as set forth in 
the declaration of Product Identity, below, all text contained with-
in this product (including monster names, stats, and descriptions) 
is hereby designated as Open Game Content.

1. Definitions: (a)”Contributors” means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b)”Derivative Material” means copyrighted material including 
derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, exten-
sion, upgrade, improvement, compilation, abridgment or other 
form in which an existing work may be recast, transformed or 
adapted; (c) “Distribute” means to reproduce, license, rent, lease, 
sell, broadcast, publicly display, transmit or otherwise distrib-
ute;(d)”Open Game Content” means the game mechanic and 
includes the methods, procedures, processes and routines to the 
extent such content does not embody the Product Identity and 

is an enhancement over the prior art and any additional content 
clearly identified as Open Game Content by the Contributor, and 
means any work covered by this License, including translations 
and derivative works under copyright law, but specifically ex-
cludes Product Identity. (e) “Product Identity” means product and 
product line names, logos and identifying marks including trade 
dress; artifacts; creatures characters; stories, storylines, plots, the-
matic elements, dialogue, incidents, language, artwork, symbols, 
designs, depictions, likenesses, formats, poses, concepts, themes 
and graphic, photographic and other visual or audio representa-
tions; names and descriptions of characters, spells, enchantments, 
personalities, teams, personas, likenesses and special abilities; 
places, locations, environments, creatures, equipment, magical 
or supernatural abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered trademark clearly 
identified as Product identity by the owner of the Product Iden-
tity, and which specifically excludes the Open Game Content; (f) 
“Trademark” means the logos, names, mark, sign, motto, designs 
that are used by a Contributor to identify itself or its products or 
the associated products contributed to the Open Game License by 
the Contributor (g) “Use”, “Used” or “Using” means to use, Dis-
tribute, copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) “You” or “Your” 
means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content 
that contains a notice indicating that the Open Game Content 
may only be Used under and in terms of this License. You must 
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owner of each element of that Product Identity. You agree not 
to indicate compatibility or co-adaptability with any Trademark 
or Registered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or 
Registered Trademark. The use of any Product Identity in Open 
Game Content does not constitute a challenge to the ownership 
of that Product Identity. The owner of any Product Identity used 
in Open Game Content shall retain all rights, title and interest in 
and to that Product Identity.

8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are distribut-
ing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may 
publish updated versions of this License. You may use any autho-
rized version of this License to copy, modify and distribute any 
Open Game Content originally distributed under any version of 
this License.

10. Copy of this License: You MUST include a copy of this License 
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise 
the Open Game Content using the name of any Contributor un-
less You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with 
any of the terms of this License with respect to some or all of the 

affix such a notice to any Open Game Content that you Use. No 
terms may be added to or subtracted from this License except 
as described by the License itself. No other terms or conditions 
may be applied to any Open Game Content distributed using this 
License.

3. Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use 
this License, the Contributors grant You a perpetual, worldwide, 
royalty-free, non-exclusive license with the exact terms of this 
License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contrib-
uting original material as Open Game Content, You represent that 
Your Contributions are Your original creation and/or You have 
sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPY-
RIGHT NOTICE portion of this License to include the exact text 
of the COPYRIGHT NOTICE of any Open Game Content You 
are copying, modifying or distributing, and You must add the 
title, the copyright date, and the copyright holder’s name to the 
COPYRIGHT NOTICE of any original Open Game Content you 
Distribute.

7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the 
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Open Game Content due to statute, judicial order, or governmen-
tal regulation then You may not Use any Open Game Material so 
affected.

13. Termination: This License will terminate automatically if You 
fail to comply with all terms herein and fail to cure such breach 
within 30 days of becoming aware of the breach. All sublicenses 
shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable.

15. COPYRIGHT NOTICE 
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, 
Inc.

System Reference Document 5.0 Copyright 2016, Wizards of 
the Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris 
Perkins, Rodney Thompson, Peter Lee, James Wyatt, Robert J. 
Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, 
based on original material by E. Gary Gygax and Dave Arneson. 

Heroes of High Fantasy - Greenskin Diplomacy, Copyright 
2016, Chris Haskins, Nord Games LLC.

END OF LICENSE
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Nord Games LLC 2016, all rights reserved.

Nord Games LLC is not responsible for any offence taken at the  
depiction of orcs or stonemasons in this adventure.

When dealing with orcs, anything less than an axe to the face should 
be considered greenskin diplomacy. 


