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HEADLESS IN HANNEFORD
Everything you need to run a haunting adventure!

by Jeff Ellis

Contained in this adventure kit, you will find everything that you need to run a haunting ad-
venture across the hills of Hanne County. Included is a new NPC to lead your players on a 
quest, a monster to harry their steps, tables to fill their travels with fun encounters, a town 
where they can cause mischief or become heroes, and a magical new item for them to take 
away on future adventures!



headless in hanneford | jeff ellis

3

the town of hanneford

The only town of any notable size on the 
golden hills of Hanne County is the halfling 
burg of Hanneford, nestled in a thick copse 
of white pines, hemlocks, and red oaks in the 
crook of two large hills. Local Townmaster, 
Tiernay Kayne, has spearheaded a prosperous 
economic boom, recentering the people’s ef-
forts on agriculture and woodcraft. Visitors to 
Hanneford would be remiss to stay anywhere, 
but the famous Rabbit’s Rest inn, where ale 
and good conversation are guaranteed — and 
if one is in the know, perhaps a bit of under-
ground boxing.

Currently, the people are celebrating and pre-
paring for the Winter’s Welcome Festival; a 
raucous dance around a great bonfire built in 
the town square, where everyone reveals new 
masks carved from dried gourds. The people 
dance in mock anonymity and it is a time for 
openness, bravery, and welcome, at the end 
of which, everyone casts their masks into the 
flames and takes a torch from the bonfire to 
light their hearthfires for a happy winter.

Though the year’s harvest was bountiful and 
the people are jubilant, fully armored guards 
on war-trained mastiffs patrol the streets, 
and eagle-eyed archers man the town’s walls, 
keeping watch for any encroaching undead 
rising from the countryside’s haunted hills. 
If there is some tie between the lone town 
and the many fields of wandering spirits sur-
rounding it, few are want to say.

WELCOME TO HANNE COUNTY! adventures In hanne county

Roll on the Encounters table for encounters. 
Optionally, combine it with a roll on the 
Encounter Sites table if the players are travel-
ing. There is a 30% chance of an encounter 
during the day and a 70% chance of an en-
counter at night.

There are ample resources for players to for-
age in the wilds or they can purchase rations 
and refill their waterskins in Hanneford.

encounter sItes

1  A cemetery on a hill.

2  A covered bridge over a lazy river, crowded by 
trees.

3  An apple orchard where all of the apples rot 
on the branch.

4  A halfling’s abandoned home built into a hill-
side.

5  A crumbling stone watchtower that wasn’t 
there the day before.

6 Several standing stones encircling an anatomi-
cally perfect statue of a human skeleton.

encounters

1 1 poltergeist

2 1d10 skeletons

3 A ghost party, celebrating Winter’s Welcome

4 1d4 ghouls

5 1 ogre zombie + 1d4 zombies

6 Spectres of the player characters
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MORYN’S BARROW
No one is certain who this barrow was originally built for, but it predates any known civiliza-
tion. The person who discovered it gave their name as Moryn Farringer, but scholars argue 
that the name is in fact a pseudonym and no such person ever existed. The two sarcophagi 
within contain human skeletons, long ago stripped of any valuables.

The party might find Ronat here, lying in wait for the unbound dullahan. She has laid a trap 
at the entrance of the barrow, set to spill a pile of 2d12 golden coins in the doorway at her 
command. Otherwise, the player characters may find Ronat slain within the barrow and the 
unbound dullahan pacing within, the cleric’s trap already sprung and preventing the creature 
from leaving. If Ronat is already dead when the party arrives, they find her commission from 
Townmaster Tiernay Kayne of Hanneford on her body and may turn it in for the full reward, 
otherwise she offers to split it with them if they assist her.
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RONAT HALLOWFOOT, SERVANT 

OF THE GRAVE
A devout servant of the gods of death who 
hunts powerful undead and puts them to rest.

This older halfling woman is thin, with a sad 
smile and long grey hair pulled into a loose 
ponytail. Ronat’s traveling clothes are me-
ticulously maintained and she prides herself 
on her small collection of polished jewelry. 
When making plans, she hems and haws, but 
she never hesitates once in motion.

While Ronat is too much of a profession-
al, and too solitary by half, to mention it to 
strangers, she has had several children, all 
of whom she has left with their fathers or in 
orphanages. Though she values her service to 
the deities of the grave over her own life and 
happiness, Ronat’s abandonment of her chil-
dren ways heavily on her in the long nights.

The servant of the grave was recently com-
missioned by Townmaster Tiernay Kayne of 
Hanneford to destroy an unbound dullahan 
that has been stalking Hanne County. She is 
due a hefty sum of gold and might even be 
gifted the Mortal Bulwark for her services. If 
the player characters help Ronat destroy the 
unbound dullahan, she is willing to split the 
commission with them.

ronat as a player character

If a player would like to play as Ronat instead, they can build her as a Lightfoot Halfling Cleric 
of the Grave with the Acolyte Background. She should be in service to a god who values put-
ting wandering spirits to rest, destroying the undead, and easing the suffering of the dying.

SERVANT OF THE GRAVE
Medium humanoid (any race), lawful neutral

Armor Class 13
Hit Points 27 (5d8 + 5)
Speed 25 ft.

STR +0 DEX +0 CON +1 INT +1 WIS +3 CHA +1

Skills Medicine +7, Persuasion +3, Religion +4
Senses Passive Perception 13
Languages Common, Halfling
Challenge 2 (450 XP)

Circle of Mortality. When the Servant of the Grave would nor-
mally roll one or more dice to restore hit points with a spell to 
a creature at 0 hit points, they instead use the highest number 
possible for each die.

Spare the Dying. The Servant of the Grave may cast the spare 
the dying cantrip as a bonus action, with a range of 30 feet.

Spellcasting. The Servant of the Grave is a 5th-level spellcaster. 
Its spellcasting ability is Wisdom (spell save DC 13, +5 to hit 
with spell attacks). The Servant of the Grave has the following 
cleric spells prepared:

Cantrips (at will): light, sacred flame, thaumaturgy

1st level (4 slots): bane, cure wounds, false life, guiding bolt, 
sanctuary

2nd level (3 slots): lesser restoration, spiritual weapon

3rd level (2 slots): dispel magic, gentle repose, ray of enfeeble-
ment, spirit guardians

ACTIONS

Mace. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. 
Hit: 3 (1d6) bludgeoning damage.

Path to the Grave (1/Short or Long Rest). The Servant of the 
Grave chooses one creature they can see within 30 feet of 
them, cursing it until the end of their next turn. The next time 
the Servant of the Grave or an ally of theirs hits the cursed crea-
ture with an attack, the creature has vulnerability to all of that 
attack’s damage, and then the curse ends.
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THE DULLAHAN
Headless riders in service to the deities of 
death, a dullahan leaves the fey realms with 
a singular purpose: to collect and deliver the 
souls of the newly deceased to their masters. 
They carry their heads with them on their 
saddlebow, raising them aloft to gaze across 
the countryside in search of the dying. A 
dullahan’s head glows with phosphorescent 
decay and the orbiting souls of the creature’s 
spectral collection.

Thundering through the night on its massive 
black warhorse, no gate may bar the dulla-
han’s path once it has caught sight of its 
quarry. Called to the world of the living by the 
crying out of a soul ready to depart from this 
world, the dullahan’s head may speak only 
once on any journey, and then only to call the 
name of the person whose death it heralds. A 
dullahan stops only in the presence of its tar-
get, shouting their name to draw forth their 
soul for collection.

Created to serve, an unbound dullahan would 
be a truly terrifying foe, taking souls seeming-
ly at random, and nearly unstoppable without 
the bite of magical weapons. The truly wise 
would make a perimeter of gold to contain 
the creature, should they choose to combat 
the deathly herald.

UNBOUND DULLAHAN
Mdium fey, chaotic evil

Armor Class 15
Hit Points 85 (10d8 + 40)
Speed 35 ft.

STR +4 DEX +2 CON +4 INT +1 WIS +3 CHA +4

Saving Throws STR +7, CON +7, WIS +6, CHA +7
Damage Resistances Bludgeoning, Slashing, and Piercing from 
Nonmagical Attacks
Senses Passive Perception 13
Languages Understands any language, but may only speak the 
few names its knows
Challenge 5 (1,800 XP)

The Glowing Decay. The dullahan’s head casts bright light in a 
30-foot radius and dim light for an additional 30 feet.

No Path Untrod. The dullahan can cast the knock spell at will.

Key to the Beyond. If a creature starts its turn within 30 feet of 
the dullahan and the two of them can see each other, the dulla-
han can force the creature to make a DC 13 Wisdom saving 
throw if the dullahan isn’t incapacitated. On a failed save, the 
creature must speak its name aloud.

A creature that isn’t surprised can avert its eyes to avoid the 
saving throw at the start of its turn. If it does so, it can’t see 
the dullahan until the start of its next turn, when it can avert its 
eyes again. If it looks at the dullahan in the meantime, it must 
immediately make the save.

Creatures that cannot speak are immune to this effect.

Glittering Cage. A dullahan may not pass an uninterrupted line 
of gold.

ACTIONS

Multiattack. The dullahan makes three melee attacks with its 
flail.

Flail. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. 
Hit: 8 (1d8 + 4) bludgeoning damage.

Death’s Due (1/Day). As an action, the dullahan may take the 
soul of any creature within 60 feet that’s name is known to 
it. The target must make a successful DC 15 Wisdom saving 
throw or die. The souls of creatures who died in this way within 
the past 24 hours are returned to their bodies when the dullah-
an dies and those creatures regain 1 hit point.
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THE MORTAL BULWARK
Armor (shield), rare (requires attunement)

While holding this shield, you have a +2 bonus to AC. This bonus is in addition to the shield’s 
normal bonus to AC.

The face of this heavy golden shield is embossed with an intricate motif of an open eye, the 
iris of which includes all of the known planes — if one gets close enough to look. While you 
are attuned to this shield and it is on your person, you gain the effect of the Protection from 
Evil and Good spell.

It is rumored that, should the eye on the shield ever blink, we are all of us, doomed.
A shield is made from wood or metal and is carried in one hand. Wielding a shield increases 
your Armor Class by 2. You can benefit from only one shield at a time.



headless in hanneford | jeff ellis

8

OPEN GAME License Version 1.0a 

The following text is the property of Wizards of the Coast, LLC. and 
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trade-
mark owners who have contributed Open Game Content; (b)”Deriva-
tive 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 repro-
duce, License, rent, lease, sell, broadcast, publicly display, transmit or 
otherwise distribute; (d)”Open Game Content” means the game me-
chanic 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 charac-
ters; 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 Spe-
cial 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 prod-
ucts 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 indi-
cate 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, royal-
ty-free, nonexclusive 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 Con-
tributions 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 COPY-
RIGHT NOTICE of any Open Game Content You are copying, modi-
fying 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 Identi-
ty, 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 compati-
bility 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 regula-
tion 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 unen-
forceable, such provision shall be reformed only to the extent neces-
sary to make it enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, 
Wizards of the Coast, LLC. System Reference Document 5.1 Copyright 
2016, Wizards of the Coast, LLC.; Authors Mike Mearls, Jeremy Craw-
ford, 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.


