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Odysseys &
Overlords

In the ancient times, the Gods watched over humankind. 
This was a golden age of learning and peace. Humans 
revered the Gods, living in harmony with the divine and 
the companion beasts. Magic flowed freely allowing the 
learned and the faithful to alter their forms, prevent aging, 
and preserve health. The wild folk were born of this time 
as humans and companion beasts united in love. While 
most of the Gods rejoiced at this development, Ragnar, the 
God of Conquest was jealous and appalled by the humans 
choosing the animal companions as mates instead of the 
Gods. This caused a divine war during which the Gods who 
agreed with Ragnar tried to kill the other Gods. The first 
casualty of this war was Ember, the Goddess of knowledge. 
When Ember died, her scholar-priests, the Keepers of the 
Arcane were caught in a magical backlash creating the 
spellscorched. This war of Gods, called the Schism, raged 
for 1000 years, during which time the followers of Ragnar 
courted the worship and love of as many humans as they 
could. From these unions, the Abyss-kissed were born. 
After a long and bloody conflict, Ragnar and his followers 
were defeated. The Gods who fought them dragged 
Ragnar’s followers into the Abyss where they are believed 
to still be fighting to this day. Only Ragnar and Chandra, 
the Goddess of the moon and nature remained among 
mortals. Declaring a cease fire, Ragnar retreated with a 
small retinue of cultists to the Tower of Wretched Wroth. 
Chandra and her highest clerics went to the Crystal Library 
on the surface of the northern Moon. Mortals were left 
to determine their own fates. The magic that had bound 
the souls of humans and the companion beasts shattered, 
though wild folk were already numerous enough to 
persevere. The spellscorched taught the ways of arcane 
magic sparingly, protecting the art nearly to extinction. 
Clerics of Chandra and Ragnar spoke of worship, but most 
mortal kingdoms rejected all gods and magic, relying on 
steel and blood to determine righteousness and rulership. 

Now, the mortal lands are divided. A dozen kingdoms lie 
scattered across the world, separated by dangerous wilds 
filled with bandits and monsters. The bravest mortals act 
as adventurers, guiding travelers between the kingdoms, 
killing monsters to thin their numbers, and plundering 
ruins in search of the lost treasures of the golden age. This 
is the world of Odysseys & Overlords!

Wolfgrasp Cavern

Description
A solitary tree, alone on a hilltop that when viewed from 

the right angle appears to be the head of a beast. Inside, 
the treasures of a long dead witch wait to be discovered 
and a woman, cursed by the sins of her family hides from 
the pain that she might unleash on the world. 

The Writ of Salvage
A writ of salvage has been issued for an area on the 

edge of the Untamed Gauntlet known as Hangman’s 
Folly. The Folly is known to have once been the site 
of a prosperous village that was beset by a witch and 
eventually burned to the ground. It is suspected that there 
might be valuable artifacts attributed to the witch within 
the ruins of the village. Additionally, a local landlord, 
named Baron DeCours ventured into the same area with 
a party of soldiers some 10 days prior, with the intention 
of investigating a string of attacks in the area and has not 
been seen since. A reward of 100 gold pieces is offered for 
information relating to the location of the Baron.  

History - The Town of Wolfstone and 
Atma the Witch

(The following information about the town can be 
derived from research before the adventurers set out.) 

The town of Wolfstone was a small, sparsely populated 
trading town built on the edge of the Untamed Gauntlet. 
It was named for a large stone carved with the image 
of a howling wolf that stood at the center of the town. 
There have been conflicting stories about how long Atma 
the witch lived in the town, prior to its destruction. The 
accounts of certain folk who survived Wolfstone said that 
Atma was a permanent fixture of the town, having been 
there long before they were born. Others swear that they 
remember the day Atma came into the town and staked 
out a place for their home next to the wolf stone. Others 
still insist that Atma simply appeared one day, with their 
house built and the black tree fully grown, as if by magic. 

Even stranger are the accounts of Atma themself, which 
vary as widely as the memories of the witch’s arrival in 
Wolfstone. By all accounts, the age, appearance and even 
gender of Atma are not certain. Descriptions of them vary 
from an alluringly beautiful young woman, to kindly old 
hag, withered old man and handsome young hunter. 

What is known is that following a series of 
disappearances in the village, the folk of Wolfstone set 
upon Atma’s house one night and burned it to the ground 
with the witch inside. What they saw, dancing in the 
flames that night, was terrifying enough that the folk of 
Wolfstone abandoned their homes, though not a one of 
them could recall what they had seen.
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History - Millianna DeCours
(The following information is known only to Millianna 

DeCours and can be learned through the context of the 
adventure but is available for the GM as background 
information.)

Three months ago, twenty-two year old Millianna 
DeCours, scion of the DeCours family and daughter of 
the Baron, learned the secret that her family had kept for 
hundreds of years. Her father had the blood of the wolf 
coursing through his veins, as had his father had before 
him and his father before him. It was time, her father said, 
that she set aside the trivialities of her youth and accept 
the wolf. 

Millianna refused. She fought back; it was not enough. A 
single bite; a few drops of blood spilled, was all it took. 

The next morning, without word to her father or her 
secret lover Geidan, Millianna was gone.  

Over the next months, a string of murders terrified the 
folk of the barony. It began with cattle, then sheep, then 
local dogs and finally the first people were found dead, all 
torn apart by a rabid animal. The Baron organized a search 
party and set off into the countryside in search of the 
creature that terrorized the region, only to follow the trail 
into the Untamed Gauntlet itself. It has been 10 days since 
he was last seen.

Traveling to Wolfgrasp 
Hill

The Shrine
While traveling to Wolfgrasp Hill, the adventurers find 

traces of old roads grown through with grasses and plants, 
but still barely visible, as well as a small shrine dedicated 
to Chandra, goddess of the moon and nature. The shrine 
is constructed of a knee high elliptical stone, carved with 
a weathered image of the goddess. Moss and grasses that 
had overgrown the small shrine have recently been cleared 
away and fragments of what once might have been a 
stone offering bowl stacked up in a small tower before the 
shrine. A pair of pearl and gold earrings have been placed 
on the ruined offering bowl. The earrings are worth 30 
gold pieces. 

There is further evidence of a single set of bare 
footprints leading in the direction of the ruins of 
Wolfstone. The trail leads away from the old roadway and 
into the high grasses and stony fields, where it disappears. 

GM’s Note: When Millianna passed through this area she 
discovered the shrine and made a desperate plea to the 
goddess of the shrine, hoping that the goddess might help 
remove her curse. The earrings were left as an offering to 
the goddess. 

Ruins
As the sun drops lower in the evening sky and the 

adventurers are nearing Wolfgrasp Hill, the ruins of an 
overgrown stone watchtower come into view, read or 
paraphrase the following: 

Fire scarred stones stick up from a field of overgrown 
grass like the points of a crown, stacked ten or more feet 
high and covered in emerald green moss. The remains 
of what might have once been a stone stairway leads to 
a small shard of a platform covered in dusty wreckage. 
In the distance, the silhouette of a leafless tree atop a 
lone hill casts a dark shadow in your direction.

If the adventurers investigate the tower: 
A clan of bugbears has been using the tower as a place to 
lay ambushes for adventurers coming to investigate the 
ruins of Wolfstone. When the adventurers enter the ruins 
of the tower, 4 bugbears ambush the party from their 
posts within the ruins. An additional 10 bugbears appear 
in the south, forcing the adventurers to run North, towards 
Wolfgrasp Hill. 

14 Bugbears: AC 15 (13), HD 3+1, # At 1, Dam 1d8 + 1 or 
by weapon +1, Mv 30’ Unarmored 40’, Sv. F3, Ml 9, XP 145

HP 20: c c c c c c c c c c
c c c c c c c c c c

HP 14: c c c c c c c
c c c c c c c

HP   8: c c c c
c c c c

HP 16: c c c c c c c c
c c c c c c c c

HP 11: c c c c c c
   c c c c c

HP 12: c c c c c c
c c c c c c

HP 17: c c c c c c c c c
c c c c c c c c

HP 16: c c c c c c c c
c c c c c c c c

HP 12: c c c c c c
c c c c c c

HP 15: c c c c c c c c
c c c c c c c

HP 11: c c c c c c
c c c c c

HP 19: c c c c c c c c c c
c c c c c c c c c

HP 15: c c c c c c c c
c c c c c c c

HP 16: c c c c c c c c
c c c c c c c c

Once the adventurers come within 500 feet of Wolfgrasp 
Hill, the bugbears stop, sniffing the air and making angry 
guttural sounds, but coming no closer to Wolfgrasp Hill.  
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GM’s Note: The bugbears can see smell the presence of 
the werewolf in Wolfgrasp Hill and will go no closer to the 
hill.

If the Adventurers Bypass the Tower
If the adventurers continue on to Wolfgrasp Hill without 

investigating the ruined tower, the 4 bugbears who were 
waiting in ambush stealthily follow the adventurers north, 
the other 10 bugbears following a hundred feet behind 
them. The bugbears stop short of reaching the adventurers 
five hundred feet away from Wolfgrasp Hill, sniffing the air 
and making angry guttural sounds, but coming no closer. It 
is at this point that the adventurers notice the bugbears if 
they did not notice that they were being followed.

The Dungeon
As the adventurers approach the cave, read or 

paraphrase the following:
The last rays of sunshine peak over the ridge of the 

hill, filtering through the bare branches of a lone tree, 
hanging with drooping limbs. A single, overgrown cave 
entrance is burrowed into the side of the hilltop, seeming 
like the eye of some great beast staring outward. Many 
sets of tracks, recently trampled, lead into the cave 
mouth.

0. Outside the Cave
The tree standing atop Wolfgrasp Hill is a hangman

tree, but it does not attack those who come close to it or 
interact with it in any way. 

Anyone investigating the tree sees evidence that 
someone has recently been sitting beneath the tree. 
Further investigation reveals an empty wine bottle, bearing 
the seal of the baron’s winery, tucked into a nook at the 
bottom of the tree. It is empty and looks as if it has been 
there for some months. Alongside it is a note, on clean, 
unsoiled white paper, which looks significantly newer than 
the bottle. The note reads:

I know that you’ve been here. I know you’ve read my 
other letters. Please, just come talk to me. I don’t know 
what’s wrong, but whatever it is, we can work through it 
together. 

-G

1. The Entrance
A narrow stairway of gnarled roots and well-trodden 

dirt leads down into the darkness of the cavern. Roots 
weave their way through across the surface of the walls, 
forming a domed ceiling ten feet high and a well packed 
dirt floor. The sounds of running water echo through the 
cavern, punctuated by the creak of the tree swaying on 
the hilltop above. The smell of rot fills the cave.

The entrance to the cavern is covered in a number of 
tracks. The tracks include the tracks of wolves, bears and 
many sets of booted footprints belonging to humans. 

The source of the smell is coming from the leftmost 
hallway, leading to area 2.

2. The Dumping Pit
A corridor leads north from the entranceway, quickly 

narrowing to a thin ledge over a deep pit. Inside the pit is 
a heap of tangled, rotting remains, haphazardly tossed 
inside.

The pit is 15 feet deep. The bottom slopes sharply 
towards an opening into lower chambers that only a rat 
could fit through. The remains at the bottom of the pit 
are a mixture of various farm animals, giant rats and two 
bugbears. Each corpse has been torn to pieces and shows 
evidence of wounds made by teeth and claws. 

3. The Strangling Chamber
The dim light filtering in through the Entranceway is no

longer visible, leaving this room shrouded in darkness. 
When the adventurers light up the room enough to see 

by read or paraphrase the following:
The narrow cavern corridor widens into a large 

chamber filled with curtains of thin roots that stretch from 
the ceiling to the floor.

Adventurers moving through this chamber do so at half 
speed. 

Once the adventurers have moved into the roots, the 
hangman tree uses the hanging roots to try to ensnare 
the adventurers as they pass through this area. The 
adventurers cannot deal damage to the tree itself but can 
clear a 5 ft area of roots by dealing 10 damage to the roots 
in that area. 

1 Hangman Tree: AC 16, HD 5, # At 4 limbs plus strangle, 
Dam 1d6 per limb or strangle, Mv 0’, Sv. F4, Ml 12, XP 360

HP 22: c c c c c c c c c c c
c c c c c c c c c c c

While the adventurers are engaged with the hangman 
tree, they hear splashing in the nearby water and snuffling 
of an unknown creature sniffing the air. 

As the adventurers either clear the roots or dash 
through the area, they run into a group of seven dead 
figures caught in the tree’s hanging roots. Six of the figures 
are dressed in leather armor bearing the insignia of the 
Baron’s retinue. The seventh figure is larger than the 
others and wears half plate armor that has been torn apart 
at the seams. The snarling face of a werewolf is protruding 
from the human sized helmet. 

Searching the bodies yields the following:
● 6 sets of leather armor
● 1 set of damaged half plate armor
● 4 short swords
● +1 longsword with a pummel carved to look like a

grinning wolf
● 32 copper pieces
● 29 silver pieces
● 18 gold pieces
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4. Dead-end Hallway
A stream runs across the width of this corridor, 

originating from a narrow opening in the face of the 
north wall that arches upwards towards the surface. 
The stream flows south into a wide pool, shrouded in a 
hanging roots. The end of the corridor is blocked by an 
aged wooden door, banded in rusted iron and heavily 
damaged though still in place thanks to a number of 
wooden planks nailed to the outside of the door frame. 
Piles of spare wooden planks and heavy chains litter the 
floor in front of the door.

The door. The door has sustained significant damage. 
Parts of the door have been torn away, showing evidence 
of recent claw and teeth marks. Adventurers can break 
through the open door by first removing the wooden 
planks by rolling a 1 on 1d6 and adding the character’s 
Strength bonus to the range. If this is successful, they can 
then break down the locked door by rolling a 1 on 1d10 
and adding the character’s Strength bonus to the range.  

Wreckage. Searching the wreckage reveals a tarnished 
iron key resting in the dirt beside the wrecked boards and 
lengths of chains. It looks like a key belonging to a large 
padlock, but there is no lock within view.

Footprints. A single set of footprints belonging to a 
barefoot human woman. 

5. The Drowning Pool
A wide pool of water, 3 feet deep and shrouded in 

hanging roots fills this chamber. The pool is fed by a 
stream flowing into the cavern through a passage to 
the north. At the bottom of the pool, nearly hidden by 
the murky water, is the figure of a young human man, 
secured to the bottom of the pool by a series of thin 
roots. On the easternmost side of the pool, a hole has 
been torn through a wooden wall of rough timbers, 
giving a glimpse of what appears to be a ransacked 
cottage beyond.

Water flows into the pool from Area 4 in the North and 
flows out through a narrow tunnel on the south side of the 
room that empties into uncharted chambers underground. 
The sounds of water hitting stone can be heard by those 
who explore the small opening on the south side of the 
chamber. 

As the adventurers move into the room, an eerie green 
glow begins to form on the bottom of the pool and a 
ghostly figure of the man drowned at the bottom of the 
pool emerges. The ghost tells the adventurers that his 
name is Geidan and that he was in love with Millianna 
DeCours, daughter of the baron. He came here searching 
for Millianna who he believed had run away from home 
and was hiding in the caves, when he was caught up by the 
hangman tree and drowned at the bottom of the pool. 

Geidan can provide the following information:
● Geidan wrote the letter to Millianna found next to

the tree

● Geidan and Millianna shared a bottle of wine
under the tree some months ago and spent a night
in the rooms at the back of the cave when they
first began their affair

● The baron would never have approved of he and
Millianna’s love affair, so it remained secret

● Millianna disappeared from the estate 4 weeks ago
without a word to Geidan, which caused him to go
looking for her

● Millianna turns into a beast at night and ventures
out to hunt

● The door in area 4 was sealed by Millianna herself,
while she was in human form, to try and keep her
animal form trapped inside the cave

● Millianna in her bestial form, tore through the wall
separating areas 5 and 6

Geidan pleads with the adventurers to leave Millianna 
alone to her torment.

If the adventurers did not encounter Millianna, a 
werewolf, already in room 7, she appears in the doorway 
to area 6. Millianna has been fully transformed into her 
werewolf form and attacks the adventurers. 

1 Lycanthrope, Werewolf*: AC 15 †, HD 4*, # At 1 bite, 
Dam 2d4, Mv 60’ Human Form 40’, Sv. F4, Ml 8, XP 280

HP 21: c c c c c c c c c c c
c c c c c c c c c c

If the adventurers act harmfully towards Millianna, 
Geidan, a ghost, defends Millianna, using his fear attack, 
touch attack, and by possessing the adventurers and 
walking them into range of the hangman tree in area 3. 

1 Ghost*: AC 20 ‡, HD 10*+9, # At 1 touch/1 gaze, Dam 
1d8 + special, Mv 30’, Sv. F4, Ml 10, XP 1380

HP 38: c c c c c c c c c c
c c c c c c c c c c
c c c c c c c c c c
c c c c c c c c

If Millianna begins to lose the fight, she retreats to Area 
7 to lay an ambush. 

GM’s Note: For a more challenging encounter, extend 
the range of the hangman tree into area 5, allowing the 
roots to pull the adventurers underwater. 

6. The Cottage Bedroom
A medium sized room constructed of roughhewn 

timbers stacked and sealed with mud. The entire room 
is blackened and stained with soot as though a fire 
once raged here. Remains of what might once have 
been a wooden bed frame and a dresser lay scattered 
in splinters across the ground alongside a mound of 
shredded bedding.

The timbers making up the western wall of this room 
have been torn to pieces by the werewolf. 

The furniture. Strangely, the remains of the furniture 
do not show the same charring as the walls themselves 
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do. They seem new and freshly made, though there is no 
indication how the new furniture got there. 

Secret compartment. Under the wreckage of the bed 
is a secret compartment in the floor, hidden beneath a 
scorched floorboard. Locating the compartment requires 
a successful roll of 1 on 1d6. Once located, the brittle floor 
boards can be easily broken away to reveal a cache of 
artifacts wrapped in decaying black fabric. When the fabric 
is disturbed, it activates the wards of the witch, causing the 
following effects: 

Wights. Disturbing the witch’s belongings summons 4 
wights to attack the adventurers. 

4 Wights*: AC 15 †, HD 3*, # At 1 touch, Dam Energy 
drain (1 level), Mv 30’, Sv. F3, Ml 12, XP 175

HP 22: c c c c c c c c c c c
c c c c c c c c c c c

HP 17: c c c c c c c c c
c c c c c c c c

HP   5: c c c
c c

HP 10: c c c c c
c c c c c

Broken wall. Additionally, the torn wall leading to Area 
5 begins to close up by magic regrowing the scorched 
timbers at a rate of 5 feet per round. If the adventurers 
remain within the room, at the end of the second round, 
the opening to Area 5 closes entirely, leaving the door in 
Area 7 as the only way to return to the cave. 

Door. If the door in Area 7 was opened, it slams shut. If 
the lock was removed or broken, it materializes in place 
again. If the door was previously damaged, it repairs itself 
at the end of the first round of combat.  

The witch’s bundle contains the following items:
● Wand of Fear
● Ring of Weakness
● 2 Spell Scrolls (2nd level)
● Potion of Longevity
● 4 wooden dolls shaped like children, inscribed with 

strange, arcane runes
● A sheaf of old crumbling parchment paper, 

inscribed with jagged script in an unknown 
language

○ Note: the language on the parchment 
paper is indecipherable. Scholars who 
spend time studying it may recognize 
characters taken from many different 
languages combined together, but no 
recognizable pattern or dialect.

GM’s Note: Throughout the adventure, there are hints 
that there are additional chambers below the Wolfgrasp 
Hill. If you would like to continue the adventure into those 
chambers, when the adventurers uncover the secret 
compartment, they find that a creature has dug up from 
below and carried off the treasure into the cave system 
below. 

7. The Cottage Kitchen
A medium sized room constructed of scorched, 

roughhewn timbers stacked and sealed with mud. A 
crumbling brick hearth, clogged with dirt and mud stands 
against one wall, while the splintered remains of a table 
and chairs are scattered across the floor. In the corner 
is a small chest, untouched by whatever destroyed the 
rest of the furniture in the room. An aged wooden door 
banded in iron stands in the south wall. Boards have 
been nailed to the door and chains fashioned around it 
with a large padlock to keep the door closed.

The inside of the chamber has been ransacked and torn 
apart. As soon as the adventurers enter the room, if they 
did not encounter Millianna, the werewolf, in Area 5, or 
she retreated to this Area following a battle in Area 5, she 
ambushes the first adventurer stepping into the room. 
Geidan, the ghost from Area 5 passes through the wall and 
defends Millianna. 

The door. A wooden door banded in iron stands on the 
south wall. In addition to a large padlock securing the door 
shut, large chains and pieces of wood have been nailed 
across the doorway. Adventurers can break through the 
open door by first removing the wooden planks by rolling 
a 1 on 1d6 and adding the character’s Strength bonus to 
the range. If this is successful, they can then break down 
the locked door by rolling a 1 on 1d10 and adding the 
character’s Strength bonus to the range or by picking the 
lock. If the characters acquired the key in Area 4, it unlocks 
the padlock on the door.   

The chest. Inside the unlocked chest, there is a women’s 
necklace, inset with a large aquamarine stone, which once 
belonged to Millianna’s mother. The necklace is worth 
250 gold pieces. Additionally, there is a stack of letters 
addressed to Millianna from Geidan and a signet ring of 
the DeCours family featuring a howling wolf. 

GM’s Note: Following the battle, if the adventurers 
all leave areas 6 and 7 and the inner chambers are out 
of sight, the furniture in areas 6 and 7 reforms from the 
shards and splinters on the ground. 

Ending the Adventure
If the adventurers subdue Millianna 
without killing her. 

If the adventurers are able subdue Millianna until 
morning, she returns to her human form. When she 
awakens, she will freely tell the adventurers the story of 
how she came to be cursed as a werewolf (information 
is found in the History section at the beginning of the 
adventure) and that she had tried to imprison herself here 
to keep her werewolf self from killing anymore innocent 
people. Millianna believes herself a monster but doesn’t 
want to die. If the adventurers can provide an alternative 
to death, she will follow them. 
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The Baron DeCours.
If the adventurers recover the signet ring of the Baron 

DeCours or Millianna DeCours, they can present it as proof 
of the Baron’s demise and collect the reward. 

Map - GM Version
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Map - Player  Version
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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.

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, extension, 
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 distribute; (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 excludes Product Identity. (e) “Product Identity” 
means product and product line names, logos and identifying 
marks including trade dress; artifacts; creatures characters; stories, 
storylines, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual 
or audio representations; 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 Identity, 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, Distribute, 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 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 
contributing 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 COPYRIGHT 
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 
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 distributing 
are Open Game Content.

9. Updating the License: Wizards or its designated Agents 
may publish updated versions of this License. You may use any 
authorized 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 unless 
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 
Open Game Content due to statute, judicial order, or governmental 
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 1.0 Copyright 2000, Wizards of the Coast, 

Inc.
System Reference Document Copyright 2000-2003, Wizards of 

the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, 
Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. 
Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on 
original material by E. Gary Gygax and Dave Arneson.

Orcus from the Tome of Horrors, Copyright 2002, Necromancer 
Games, Inc.; Author Scott Greene and Clark Peterson, based on 
original material by Gary Gygax.

Scarecrow from the Tome of Horrors, Copyright 2002, 
Necromancer Games, Inc.; Author Scott Greene, based on original 
material by Roger Musson.

Castles & Crusades: Players Handbook, Copyright 2004, Troll Lord 
Games; Authors Davis Chenault and Mac Golden.

Castles & Crusades: Monsters Product Support, Copyright 2005, 
Troll Lord Games.

Sword & Board A Basic Fantasy Companion Copyright © 2011 
Dan Buterbaugh

Basic Fantasy Role-Playing Game Copyright © 2006-2016 Chris 
Gonnerman.

Equipment Packs: A Basic Fantasy Supplement Copyright © 2009 
Shayne Power.

Armor and Shields: A Basic Fantasy Supplement Copyright © 
2010 Jeff Johnson.

Magic-User Options: A Basic Fantasy Supplement Copyright © 
2011 Tom Hoyt.

Necromancers: A Basic Fantasy Supplement Copyright © 2008-
2010 R. Kevin Smoot.

The Basic Fantasy Field Guide Copyright © 2010-2016 Chris 
Gonnerman, R. Kevin Smoot, James Lemon, and Contributors.

Adventuring Copyright © 2015 Sean D. Spencer and contributors
Equipment Emporium: A Basic Fantasy Supplement Copyright © 

2010-2018 Joe Ludlum, R. Kevin Smoot, and Alan Vetter
System  Reference  Document  5.1 Copyright  2016,  
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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. 

Odysseys & Overlords Player’s Guide Copyright © 2019 Aegis 
Studios

Terror at Wolfgrasp Hill Copyright © 2019 Aegis Studios
END OF LICENSE
BASIC FANTASY ROLE-PLAYING GAME
PRODUCT IDENTITY LICENSE
Subject to the terms of the Open Game License, 

above, you may create derivative works based upon the 
Basic Fantasy RPG core rules (this document). However, 
the Open Game License protects the Product Identity 
(explained and detailed above) such that you must have 
permission from the copyright holder before you may use 
any of the listed Product Identity.

You may use certain items of the listed Product Identity 
under the following conditions:

1. You must comply fully with the Open Game License,
version 1.0a, as described above; and

2. The work may not be obscene in nature; in general,
any work containing subject matter that would qualify for 
an NC-17 movie rating in the United States, or an R rating 
due to explicit sexual content, is considered obscene for 
purposes of this license.

If you comply with the above conditions, you may do 
either or both of the following:

1. Include the text “Designed for use with the Basic
Fantasy Role-Playing Game” or “Designed for use with the 
Basic Fantasy RPG”;

2. Use one or more of the official logos provided on the
Basic Fantasy Role-Playing Game website:

http://basicfantasy.org/logo.html
A logo may be resized as needed but must not be 

distorted and may not be altered other than to resize it, 
except as specifically provided on that page.

If you wish to use other Product Identity from this work, 
you must request and receive explicit permission from the 
copyright holder.

In any of the above cases where the Basic Fantasy Role-
Playing Game Product Identity is used in your work, you 
must also include the Basic Fantasy Role-Playing Game 
website address “basicfantasy.org” or “www.basicfantasy.
org” in that work. You may place the website address 
adjacent to the logo and/or name, or you may include it 
on your title page, or place it in some other location where 
any reasonably observant person would expect to find it.

You may not under any circumstances describe your 
work as actually being the “Basic Fantasy Role-Playing 
Game” or some derivative thereof, nor may you identify 
it as being in any way an “official” publication of the Basic 
Fantasy Project without the express permission of the 
author of this work.


	Credits
	Wolfgrasp Cavern
	Description
	The Writ of Salvage
	History - The Town of Wolfstone and Atma the Witch
	History - Millianna DeCours

	Traveling to Wolfgrasp Hill
	The Shrine
	Ruins
	If the Adventurers Bypass the Tower

	The Dungeon
	0. Outside the Cave
	1. The Entrance
	2. The Dumping Pit
	3. The Strangling Chamber
	4. Dead-end Hallway
	5. The Drowning Pool
	6. The Cottage Bedroom
	7. The Cottage Kitchen

	Ending the Adventure
	If the adventurers subdue Millianna without killing her. 
	The Baron DeCours.

	Map - GM Version
	Map - Player  Version



