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Overview: "“You stand accused of crimes against |The Trial: The
orcdom!” The PCs have been captured and brought to
the volcanic orcish city of Zajar Mal to stand
trial. Will your dwarven public defender Anoya get
you through this bureaucratic nightmare of

gladiatorial fights and iron gut contests? Or, will
the orc prosecutor, Cruelty DeKill be able to prove
your weakness with surprise witnesses and violent
objections to the dishonorable Judge YouDie and an

unwitting jury of kidnapped citizens?

tribes of

being weak and un-orc-like.
win, they’ll receive the Sigil of Orc
Immunity upon their forehead that only
orcs can see. Viewers from neighboring
kobolds,
dwarves are watching this show trial
arranged by Anovya so they can tell the
story of the civilized orcs.
Prosecution always goes first.

PCs are accused of

If they

lizardfolk and

Steps of the trial:

Opening statements: Anoya will Three tests of Three witnesses: roll Closing statements: Anoya Deliberation and
help the PCs put together a good Vackmar: Choose one PC 1d6 for each witness on will help the PCs come up Verdict: TIf more
defense by presenting stories of for each test and the accusations table. with a final defense tactic jurors state guilty
their greatest triumphs. She they’re administered Choose one PC to question to sway the remaining the PCs are dropped
advises them to focus on orcish by a witness chosen by each witness alongside jurors  based on  their through the trap
traits to win over the jury. Vackmar. the prosecution. orcish traits. door. 1f more

jurors state not

The Jury: Jury tampering is the name of the
game, as killing orcs during the trial is their

Jurors have 3 states: guilty, undecided, not-gquilty. All start as
undecided. After each step {opening statements, each test of strength,

quilty the PCs are
given the Sigil of

form of jury selection. 25 random orcs are each witness, closing statements) do two things. One, if the Orc  Immunity and
plucked off the street by the ogre bailiffs defense or prosecution connected with a juror’s orcish trait, move are §et free. If
regardless of gender or age. Roll 1d10 for each them one state in the appropriate direction. Two, the defense and there’s a  hung
juror on the orcish traits table. prosecution each get to kill one juror. jury, a trial by

combat commences

between the

Cruelty DeKill (prosecutor): She’s a fashionable orc with manicured tusks and wearing a magic coat of undead worg :
prosecution and the

pupples (attacks as a wight). She controls two zombie orc paralegals, and is surrounded by 101 worg puppiles

who'1l drink your blood with their needle-like teeth from your ankles. Death by a million nips. defense to
She’1l sick the puppies on not-guilty state jurors. determine a result.
Bathrooms: There are

Anoya Orcslayer (defender): She’s a take-no-quff social justice advocate who helped establish
this court system and carries a big axe. Her flaming red dwarven beard matches her backpack of
holding which contains an entire legal library. She dislikes the orcs, but believes in the law.

bathrooms everywhere.
This is one of Anoya's
pet projects to get a
sanitation system

Judge YouDie: The dishonorable judge humiliates Ogre Balliffs: These fat, slobby, stinky ogres

everyone and delivers psychic damage with her have stupid little caps and a badge nailed S in place.
lectures. She has massive tusks, and a magic into their chest. A whole tribe of these = The ogre-sized
gavel that can bestow the Sigil of Orc Immunity idiots live in the courthouse. They’re ﬁﬁi p ones are
if the PCs are found not quilty. embarrassed that they work for orcs. éﬁﬁ” _}/\‘

The Orc Courthouse: this unpleasantly hot structure is built into an active volcano.

A lava river cuts through the entire courthouse. Everyone’s uncomfortable, sweating and
agitated. Witness Waiting Room: This ominous area’s walls are covered with paintings
of horrible torture. It's filled with lots of super beefy orcs sitting on lava-stone
furniture waiting to be called as “witnesses.” Uber-orc, Vackmar the Armripper, keeps
them in order. When a new witness is called, they all chant “MORE GLORY!” -
Contest Arena: Judge YouDie sits on a pedestal overlooking this gladiatorial arena
where all the tests of strength and witness testimonies occur. PCs stand on a huge
trap door (that drops to the wheel room) in the defense area penalty box and are gquarded
by two particularly stupid ogre balliffs. Anoya and Cruelty sit on either side of them.
The Orc’s Mouth: Witnesses stick their arm into this large, lie-detecting, stone orc’s head.
Tt crushes your arm if you lie. Lots of orcs running around here with one arm. Wheel Room:
Beneath the trap door are dozens of man-sized wheels that keep the orc city of Zajar Mal
working. Hundreds of one-armed people (mostly orcs) need to continually run in the wheels to
keep the lava from rising and killing them in this area. The other wheels work like
plumbing: pumping out sewage, pumping in water or directing lava. The leader of the Orc
Underground, Gorge Scarlin, has a ponytail and his replacement left hand is carved of
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Three wheels need to be seized up by running them too fast, then platform jump to freedom
before they fling you off into the lava. Records room: This room of flesh-bound books is
protected by Zardock Zarn, a mustachioed record keeper orc wearing a red onsie. Unless
bribed, he’1l direct intruders to the three books that are actually mimics. Anoya sends a
PC into this room to find a particular book to discredit a witness.

Empty Evidence Room: The outside of the door says “evidence room”
in huge letters. It’s filled with empty file cabinets and D
boxes. There’s nothing in here, because they don’t use evidence.




