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

H
aunts of the Ice Cavern is a Fifth Edition

adventure optimized for four to five

characters with an average party level of 1

or 3. Characters who successfully clear the

cavern should earn enough experience to

reach the 2nd level, or enough experience to

make it halfway to the 4th level. The

adventure is set in an icy part of any campaign world of your

choice, especially those that suffer from endless nights. In the

Legends of Omeria campaign setting, this cavern could be

placed in the Syhros Peninsula near the town of Borgstrand.


The citizens of a small, snow-blanketed hamlet have a

problem. While the characters are staying in a small, icy

hamlet, the town’s representative approaches them

requesting help with the problem:

1st-Level Version: Grusa, the White Dragon Wyrmling.

Grusa, an orphaned white dragon wyrmling has bullied a

group of goblins into doing her dirty work for her. Although

Grusa is small, she recognizes that the humanoids of the ice

realms rarely have the strength to combat threats such as

she. Thus, she employs the goblins to raid and rob the local

settlements so she can amass her burgeoning dragon’s hoard.

3rd-Level Version: Makwa, the Were-Polar-Bear.

Makwa, a rather ornery were-polar-bear, has bullied a group

of orcs into doing his dirty work for him. Makwa once lived

among the humans. As such, the lycanthrope knows that the

humanoids of the ice realms rarely have the strength to

combat threats such as he. Thus, he employs the orc to raid

and rob the local settlements so he can amass a small

fortune of ill-gotten gains. The townsfolk are not aware that

Makwa is actually a humanoid that can change into a polar

bear.

Brazen, the raiders have done little to cover their tracks. As

such, the hamlet’s residents know that they are hiding in a

cavern tucked behind a frozen waterfall a few miles along the

lake shore.

If the characters can clear out the dragon and return with

what she stole from the hamlet, the citizens are willing to

split the ill-gotten gains with the characters.


The Icy Cavern is a small, icy cavern hiding behind a frozen

waterfall. The characters will have no trouble following the

raiders' tracks to the cavern. The raiders dug the entrance to

the cavern out of the thick snow descending from the cliff

above the lake. As the characters approach, they hear the

echoes of wolf growls and cackling goblins within.

The cavern’s walls, floors, and ceilings are made from

natural stone. The ceilings in any given room or corridor are

approximately as high as the area is wide. Slick ice covers the

entire complex. Characters who lack crampons will be

subjected to the slippery ice feature detailed in Chapter 3 of

the DMG. The goblins, orcs, wolves, Grusa, and Makwa can

move on the ice without any issue.

Other than the raiders’ campfires, the cavern is dark.


The following locations are keyed to the map of the Icy

Cavern below.


The raiders’ footprints turn north and vanish into a dark

cavern. Their laughter echoes throughout the chamber.
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    Encounter: Wolves. The raiders’ pet wolves are chained to

a spike that’s been hammered into the southern wall. The

wolves cannot move more than 15 feet from the wall.

However, if they are riled up enough, they might try to break

the chain. A riled-up wolf can use its action to break the chain

with a successful Strength check. Even if the wolves don’t

break free of their chains, their barks alert the raiders in area

3 to the presence of intruders. See the table below for the

wolves' details.

Wolves Details

Level Creatures Strength Check

1 3 wolves DC 10

3 2 dire wolves DC 15

Trap: Concealed Pit Trap. There is a natural pit near the

front of the cavern. The hole is 10-feet by 10-feet and the pit

itself is 10 feet deep. A creature that falls in takes damage

from the fall. Because of the walls’ slippery surfaces, the

character must succeed on a Strength (Athletics) check to

successfully climb out. The raiders concealed the pit with a

blanket and topped it with snow. They even went so far as to

place fake footprints into the snow to make it look like they’ve

been walking through it. A character who succeeds on a

Wisdom (Perception) check notices the trap. See the table

below for damage and check difficulties.
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Trap Details

Level Damage
Wisdom (Perception)

Check
Strength
Check

1 3 (1d6)
bludgeoning DC 13 DC 10

3 7 (2d6)
bludgeoning DC 15 DC 12


This corridor drops dramatically, descending a full 15 feet

down to the chamber below. Checks aren’t needed to descend

so long as the characters are careful. If they were alerted by

the wolves’ barking, some of the goblins from area 3 might

use the difficult descent as the perfect spot to pin down the

characters with their bows.


Three campfires illuminate this large cavern. Columns of

natural stone offer long shadows, perfect for the raiders here

to hide behind.

Encounter: Raiders. The boss's raiders camp in this

cavern. Likely, the wolves in area 1 will alert the raiders to

the characters’ presence. If so, the raiders use the cavern to

hide. Since they had time to prepare, only characters whose

passive (Wisdom) Perception checks are 15 or better will

notice the raiders. If the characters circumvented the wolves

without making them bark, the raiders are gathered around

the campfire, telling bad jokes to each other in their own

language. See the table below for the details on the raiders

Raider Details

Level Creatures

1 6 goblins

3 5 orcs

Treasure: Raider Coins. The raiders bosses don't share,

but some of the raiders have managed to snatch and hide a

few coins from their raids. Each goblin carries 2d4 sp. Each

orc carries 1d8 gp.

’’
Grusa or Makwa sleeps in this large cavern.

1st-Level Encounter: Grusa the White Wyrmling. Like

the goblins before her, she probably heard the characters

making their entrance. If this is the case, Grusa, a white

dragon wyrmling, waits near the northern entrance to this

cavern to surprise characters with a blast of her cold breath.

Grusa is a stubborn bully and extremely jealous of her hoard.

She fights to the death.

3rd-Level Encounter: Makwa the Were-Polar-Bear. Like

the orcs before him, Mawka probably heard the characters

making their entrance. If this is the case, he waits at the

center of the cavern with a torch in hand. He is in his hybrid

form. Makwa is a stubborn bully and extremely jealous of his

treasure. He fights to the death. Makwa uses the werebear

stat block, except his alignment is neutral evil and he is

immune to cold damage.

Treasure: Headband of Intellect. The boss owes some of

their success to this magic item, which they stole from a

fighter who tried to slay her on the tundra.

’’
The Boss’s hoard is tucked into a chilly chamber at the

southernmost point of the ice cavern.

Treasure: The Boss’s Hoard. The hoard contains a chest

with 1,000 cp, 500 sp, 50 gp, and two chalcedony gems, each

worth 50 gp. There is also a broom of flying hidden among

the treasure. Finally, there is 250 gp worth of trade goods

kept here.


Once the characters defeat the raiders and their boss, the

hamlet’s leader offers to split the coins and gems with the

characters. They will also pay 125 gp for the recovered trade

goods. The broom of flying is a valued possession with which

they do not wish to part, but will offer an additional 200 gp as

compensation. The hamlet is not aware of the headband of

intellect. So long as the characters don’t mention it, it’s theirs

to keep. Ω
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Open Gaming License

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 forms 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 graphics, 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 1.0a 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.

END OF LICENSE
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