


FORSAKEN MOUNTAIN
By DAVIS AnD STEPHEn CHEnAULT

ConVErSIon: JASON VEY

EDITor:  TIM BURNS

FronT CoVEr: PETER BRADLEY InTErIor ArT: PETER BRADLEY

ArT DIrECTIon/ CArTogrAPHy: PETER BRADLEY

1818 North Taylor, #143, Little Rock, AR, 72207
email: troll@trolllord.com

website: www.trolllord.com or
www.castlesandcrusades.com

©2017 Troll Lord Games. All Rights Reserved. Castles & Crusades® is a registered Trademark of Chenault & Gray Publishing LLC, d/b/a Troll Lord 
Games. SIEGE Engine™ is Trademark of Chenault & Gray Publishing LLC, d/b/a Troll Lord Games. Amazing Adventures is a Trademark of Chenault & 
Gray Publishing, d/b/a Troll Lord Games. The Troll Lord Games, Castles & Crusades, SIEGE Engine, Amazing Adventures and Troll Lord Games logos 

are Trademarks of Troll Lord Games. All Rights Reserved. 2017.

Art, artwork, cover art, cartography is copyright Peter Bradley of  Ravenchilde Illustrations, 2017 or Troll Lord Games. All Rights Reserved. All content 
copyright 2017 Troll Lord Games. All Rights Reserved.

Printed in the United States of America



2 5TH EDITION ADVENTURE 

may influence, in a major way, the outcome and may even come 
to be enmeshed in the great happenings of the world. It is here 
and in the following adventures that heroic characters are made 
or broken and the adventures they have may be remembered 
ever after. Ultimately, through their actions, the characters are 
going to influence the destiny of their world, for better or worse. 
The hero must simply step forward and affect that outcome.

INTRODUCTION

For the first time in many long years a cold wind blows from 
Aufstrag. The Ahargon Den, The Great Maw, the gates of 
Aufstrag, has opened and a host issued forth. Lord Coburg the 
Undying, Master of Aufstrag, self-appointed heir to Unklar, 
Dark Heart has sent forth his servants. Rumor spreads across 
the land, far and wide, that they seek the Vessel of Souls. But 
all know the legend of the vessel of souls, stolen by a Confessor 
Knight before the Winter Dark War’s end and borne upon a 
wind of desire across the Dreaming Sea, there the thief set it at 
the base of the Forsaken Mountain, safe from all hands and all 
those who would misuse it. This vessel, possessed of wondrous 
power, must never fall into the hands of the enemy, for if it does, 
the power in Aufstrag must surely bend its will into the lands of 
the Empress to shape the destinies of man, dwarf and elf once 
again.

PREFACE

Forsaken Mountain is a module designed for 3-5 characters 
of 8th to 10th level and follows the adventures in the ‘A’ series 
developed by Troll Lord Games. However, the adventure can be 
used without reference to the previous adventures should the 
Castle Keeper desire (see Involving the Player Characters for 
more details on this option).

The epic undertaking in Forsaken Mountain sets the 
adventurers on a fantastic journey. Leaving behind the world 
they know, the characters travel far beyond the realms of man 
and cross over into the land of dreams and thence into the 
realms of the forever dying, where creatures both horrifying 
and ambrosial dwell. Only the bravest can survive in that 
land as one’s fear will certainly be one’s undoing. This module 
is designed for those characters that are truly leaving behind 
the mundane and entering those fantastic and heroic worlds 
of adventure where death lingers behind every door and doom 
follows every misstep.

Creatures in this and the following adventures in the ‘A’ series 
are very powerful and aged beyond knowing. By now, the 
characters should realize that events are occurring outside of 
and without reference to them, but through their actions they 
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Plains. Staggered and amazed, the Lady of Garun loved Coburg 
from that day to the end of the world and he named her the 
Vessel of Souls.

The Lady of Garun bore a beauty beyond mortal kin, an echo 
of creation itself. Her long dark tresses, streaked with white 
played upon her narrow, delicate shoulders. Her eyes like pools 
of night and skin of alabaster shone in the dark halls of Aufstrag, 
the fortress of the dark god Unklar. She turned the eyes of all 
Unklar’s court and many coveted her but she only had a mind 
for Coburg. They bore a dark love between them that not even 
the Horned God understood. They lived in Aufstrag for many 
centuries. He, keeping the keys of Aufstrag, and she standing by 
his side. So they believed they would live for all eternity.

But such endings were not theirs, for in time the tides of war 
lapped over the towers of Aufstrag and the power of the Horned 
God fell away beneath the iron heels and blood red axes of the 
western kings. Coburg seized control of Aufstrag and sought to 
hold it against the might of the west but they drew him forth, for 
even then they could not force the gates, and engaged him in a 
titanic battle. It raged for days upon the causeway and around 
the gates, in the swamps and in the lands beyond. All the while 
some brave souls climbed the great walls, breeching Aufstrag 
through hidden paths and secret doors, bringing the war to the 
inner sanctums of evil.

Thus it was that a Knight of Confession came into the very high 
halls Coburg claimed for his own.

There he found the Lady of Garun and her beauty struck him a 
fool. He bore her up in his arms and thought to spirit her away. 
His men called him to arms, to take the great throne room so 
that none could hold against them; the dread Mogrl stood there 
and they needed the power of the Confessioners. But the Knight 
cared not for his task, he abandoned the war and carrying the 
Lady of Garun upon his shoulder, fled to the high towers of 
Aufstrag. There, his own men, thinking some vile sorcery had 
taken him, set off in pursuit. The chase carried them to the 
very heights of the citadel, a thousand feet or more above the 
raging battle below. There the Lady called out for her love and 
far below at the gates, Coburg looked up and with that glance 
a blow struck him down and he fell to the earth, trampled and 
beaten. The paladin at last saw a harpy of gigantic girth perched 
upon a high precipice. He leaped upon it and forced the cawing 
madness to bare him and the lady away into the gloom and far 
from his men and duty.

Below, madness took the tattered army of Coburg and it fled 
or fell beneath the hosts of the west while the harpy, with the 
Knight upon its back, bore the Lady of Garun away from all the 
toil even to the outer planes and to the edge of the Dreaming 
Sea.

FOR THE CASTLE KEEPER

If this module is used in conjunction with the ‘A’ series, the CK 
must note that this adventure distracts the characters from their 
purpose of bringing the broken shards of the Horn of Opening 
to the Oonmaukling so that they may mend it as laid out in 

In the early days of Unklar’s rule, when the world had not 
yet succumbed wholly to his rule, the men of Al Liosh rose 
against that mighty lord. Led by the Baron Kul they stormed 
the Ahargon Den, the gates of Aufstrag. Long ago fashioned 
by Dwarves, the gates could not be opened by mortal means. 
But Baron Kul possessed a horn of wondrous power, the Horn 
of Opening.  And with it, he blasted notes from the horn, and 
the gates fell wide. Entering Aufstrag upon a furious wind, the 
Baron overcame all defenders in the lower halls.

The slaughter was so great that the citadel was washed in 
blood. The Baron’s power was such that he carried the battle 
even to the throne room, hewing down his foes with his great 
sword or crushing their skulls with the base of the horn. Here, 
Baron Kul faced the Horned God and sought to overcome him. 
Unklar, not yet waxed in his power, quailed before the towering 
rage of the Baron, but before Kul could attempt the feat, his 
own squire turned upon him, stabbing him in the back with a 
cruel blade. Kul fell to the ground, stricken unto death. Coburg 
lifted the Horn of Opening from his dead master and gave it 
to Unklar. Kul cursed Coburg with his dying breath, “May you 
live forever.”

Unklar awarded the evil act of Coburg with the lordship of 
the Ahargon Den and the Undying One set about making the 
citadel impregnable. He filled all the lands with fetid swamps, 
later called the Grausumland; it consisted of league upon league 
of this sodden morass, fog covered, and populated by monsters 
of darkness. Crossing the swamps proved an almost impossible 
task. Only one bridge spanned its width, a causeway, named by 
men the Wasting Way, for those who must cross it do so with the 
grim towers of Aufstrag even in their vision, and the evil weight 
of that place wastes lesser men so that they fail and perish. 
The Causeway ends in a broad portico, a patio before the great 
Ahargon Den, the Great Maw, and the Gates of Aufstrag. Over 
this, Unklar set Coburg to rule; a lieutenant in the service of the 
Horned God. There he ruled, watching all who came and went 
from the Fortress.

It was there, many years later that Coburg found the Lady of 
Garun; bound in chains, her mouth capped by a plate of gold. 
Tribute from some eastern tribe, Coburg saw her as she crossed 
the threshold of the gates. Desiring her, he wrested her from 
her captors and bore her into his chambers, not knowing his 
danger. There he gazed upon her and loved her and swore she 
would be his own.

He did not know that the Lady of Garun used her wondrous 
gaze and lustrous lips to capture the hearts and minds of others, 
binding them to her so that she could devour them. With a kiss 
she drew forth their souls and slew them, men, and women, 
children and beasts; she harvested the souls for her own evil 
intent, harboring them her within her own bosom. These souls 
fed her, giving her immortality and a great power over men. 
Thus her captors had bound her mouth with a plate of gold.

Undaunted Coburg removed the plate and drew him to her 
and stole a kiss. But to her amazement her kiss did not fell 
Coburg! For the curse of the Baron Kul hung upon his brow; it 
had driven his soul from his body and cast it into the Wretched 
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2. RUMOR OF ACTIVITY: The characters could learn of a troop 
of men and humanoids in a certain region and be asked 
to check out what they are doing. The characters would 
have to find the tracks and location of the encampment – 
something that should not be easy to manage. Alternately, 
the characters could be traveling and simply come upon 
the tracks.

3. LEARN OF THE VESSEL OF SOULS: In the various ‘myth 
telling’ moments of play, let drop the story of the Vessel of 
Souls (perhaps from a bard in a tavern, a book found on 
an adventure, a sage etc). Only supply enough information 
to indicate the Vessel of Souls is an actual vessel of some 
type and not a person. Armed with this myth, some few 
adventures later, give the characters reason to believe that 
someone has found a way to retrieve the vessel and is on 
their way to a lake.

4. SCROLL: The scroll describes a ritual for removing a mask 
that hides the Vessel of Souls. The scroll also provides the 
location of a lake and a portal that transports the travelers 
to the Vessel of Souls. Supply the players with what 
information they may know of the Vessel of Souls or that 
information which may entice them to try and retrieve it.

TO THE DREAMING SEA

After a torturous journey through the uplands of the Blighted 
Screed, the land changes as it drops in elevation and descends into 
a river valley and a lake region called the Thousand Chimneys. 
This thermally active area is dominated by hot steaming lakes, 
geysers and hot vents. It is thick with undergrowth and tall trees 
as well as wild predators and dangers of various sorts. After 
several days of travel in this area, the character come upon a 
clearing around a staggeringly large, steaming lake with a site 
that immediately takes their attention. There are some large 
black tents pitched on the lake’s shore next to the bleached-out 
rib bones of a creature the size of a small whale.

There are four broad tents set in a square. Their black canvas 
is decorated with crimson patterns and glitters along the edges 
as if interlaced with gold and silver threads. In the center of 
the encampment a large pole has been set and atop it, gently 
flapping in the breeze, is a banner bearing (describe the banner 
of Coburg). Several large figures can be seen moving about the 
encampment carrying bardiches. These appear to be ungern, 
though frightfully large for their kind. Nearby the tents are two 
large wagons and a tethering post with eight oxen tied to it.

One or more of the characters may recognize the device upon 
the banner though they would have to have had some knowledge 
of it beforehand (Intelligence (History) check, DC 15). At the 
CK’s option, any character with an appropriate background, as 
well as any sufficiently aged dwarf or elf may make the check 
with advantage. Should it be recognized, the characters should 
also be aware that it has not been seen in decades.

The tents are pitched less than 50 yards from the shore. On the 
shore are the bones of some giant lake creature that has crawled 
up or was hauled up to the shore and where it lay dead. The 

A6 and A7. In effect, Forsaken Mountain introduces the 
characters to Coburg’s struggle for power in Aufstrag and brings 
the characters to their attention. Coburg, or for that matter 
most anything in Aufstrag, has no knowledge of the characters, 
their possession of the Horn of Opening, their attempt to mend 
the horn nor the character’s intent. This adventure lays the 
groundwork for the inclusion of those powers in Aufstrag in the 
adventures of the characters.

Forsaken Mountain entices the characters to set off after the 
Vessel of Souls (the Lady of Garun) via an “accidental” encounter 
while traveling through the Blighted Screed. The characters are 
encouraged to give chase to some powerful servants of Coburg 
the Undying who attempting to retrieve the Vessel of Souls.  
Coburg intends to bring the Vessel of Souls back to Aufstrag, as 
she has too long been preying upon his mind and has recently 
discovered how to retrieve her. The characters must make a 
choice, at the beginning of the adventure, to continue on with 
their own quest to repair the Horn of Opening or turn aside and 
combat this new evil that, if left untouched, may come back to 
haunt them.

The adventure begins with the characters coming across an 
encampment of Coburg’s men by a lake. After defeating them, 
they discover a note outlining a mission and a portal. The 
characters should pass through the portal and arrive on the 
Dreaming Sea. After which, they must make their way to an 
island. This is where the Witch of Ways lives. She should give 
them directions to the Vessel of Souls or at least open the path. 
The path leads to the Forsaken Lands and thence, by a magical 
bridge, to the Forsaken Mountain. At the Forsaken Mountain, 
the characters witness the agents of Coburg freeing the Vessel of 
Souls and spiriting her away. There is also a portal nearby which 
takes the characters to the Castle Keeper’s preferred location.  
This, in short, is the adventure. Wrapping up the adventure is 
discussed at the end of the module.

INVOLVING THE PLAYER CHARACTERS

If this adventure is being run as a continuation of the ‘A’ series, 
the characters should be traveling across the Blighted Screed to 
locate the Oonmaukling to have the Horn of Opening repaired.  
In so doing, they come to a low lying river valley with a slow 
moving broad river snaking its way through a morass of swamps, 
bogs and lakes.  It is while crossing this area that the characters 
come upon the encampment described in “To the Dreaming 
Sea” below.

If this module is not being used in conjunction with the “A” 
series, any of the following reasons could be used to entice the 
characters to go top the lake in question and, the lake can be 
located anywhere in Aihrde (or other world for that matter). 
Should this module not be used with the rest of the ‘A’ series, 
be sure to read the alternate endings at the end of the module.  

1. RANDOM ENCOUNTER: Have the characters randomly 
wander upon the encampment upon the encampment 
described below. The only proviso is that the characters be 
located in a region where there are a lot of lakes.
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10. Perception 16 (+6). Acrobatics +12, Sleight of Hand +6, 
Stealth +12. Sv: Dex +6, Int +2. Short sword +8 (1d6+4). 
SA Sneak Attack +1d6, Cant, Cunning Action, Fast Hands, 
Second-Story Work, Uncanny Dodge, Evasion, Supreme Sneak. 
He carries a +2 ring of protection, +1 leather armor, +1 brac-
ers of defense, a +1 short sword, a +1 short bow, 20 arrows, 
dust of appearance, boots of elvenkind, a jar of poison that does 
+1d6 damage plus victims are Poisoned for 2d6 hours (DC 16 
Con Save neg.), and a potion of extra healing (2d8). Challenge 5

UNGERN X12 (Lawful Evil Medium humanoids) HP 16 (HD 
2d8+6), AC 15, Spd 30ft. Str 18 Dex 11 Con 16 Int 10 
Wis 14 Cha 9. Perception 12 (+2). Stealth +8, Claws +6 
(1d4+4), Gore +6 (1d8+4), scimitar +6 (1d6+4), long-
bow +3 (1d8+4, 150/400). SA Able Tactician (advantage on 
attack rolls if 5’ from ally), Multiattack (claws, sword, gore); 
darkvision 60ft, Spell resistance, camouflage (Advantage on 
Stealth), master archer (advantage on ranged attacks, add str 
bonus to damage) Immune to cold. Challenge 1 (200 XP)

HELL HOUNDS X6 (Lawful Evil Medium fiends) HP 45 (HD 
7d8+14), AC 15, Spd 50ft. Str 17 Dex 12 Con 14 Int 6 Wis 13 
Cha 6. Perception 15 (+5). Bite +5 (1d8+3), Fire Breath (re-
charge 6, 15ft. cone, 6d6 fire, Dexterity DC 12 half). SA Darkvi-
sion 60ft., Immune to fire, keen hearing and smell (advantage on 
Perception), pack tactics (advantage if within 5’ of ally).

There is a lot of material in the camp though little in the way 
of treasure except a few very valuable pieces taken from inside 
the belly of the fish skeleton. The latter are located in the tent 
with the priest. The three tents used by the ungern are large. 
They each contain eight sleeping areas consisting of reed mats 
and a blanket. Four of the mats have piles of personal gear piled 
around them such as metal pots, spoons, packs, some dried 
meat, tinder, small knives, clothing etc. The remaining four 
mats in each tent are otherwise bare. In the center of the tents 
are several large casks filled with water, several sacks of arrows, 
a stack of four bardiches, two long bows and two satchels of 200 
arrows each. In the bric-a-brac of material scattered about the 
tent, a thorough search (at least half an hour) uncovers 1-100gp 
worth of coin, jewelry or gems for each tent.

The tent housing the priest is arranged differently from the 
others. There are interior spaces within the tent created by 
curtains. There are eight separate compartments with a narrow 
walk down the middle. All but two of the spaces are unoccupied. 
Each space contains a cot with some bedding. A small trunk or 
sack is within each space as well. These contain odds and ends 
of personal gear from those who were here but have traveled on 
to the Dreaming Sea. The two occupied spaces are different. 
One belongs to the priest and the other to his aid.

The priest’s space contains a cot, two trunks, a small table with 
papers and a lamp upon it and a rack with a chain hauberk, a 
lucerne hammer, mace and a shield hanging from it - the priest 
only dons weapons and armor in case of attack. The papers 
on the table detail the location of the fish along the river as 
described from some unfortunate soul during an apparent brutal 
interrogation. A map is provided at the end of the text. Another 
piece of writing details the goal of the trip. It is written as a letter:

rib cage stretches some 30 yards before disappearing into the 
lake’s steaming waters. A massive gaping long and narrow jaw 
lies agape at the other end. Rows upon rows of sharp dagger like 
teeth are still attached to the jaws jutting hither and yon in a 
grotesque fashion. Upon closer inspection and even at a great 
distance, a circle of greenish-blue light can be seen shining from 
within the ribcage at the shore’s edge.

There are a dozen ungern guards, a priest, the priest’s retainer 
and four hell hounds remaining in the camp. At any given time 
six of the ungern are asleep or in repose while two others walk 
the perimeter of the camp and the other four are inside the 
encampment but otherwise ready for battle. Two of the hell 
hounds quietly walk further out than the ungern while two are 
always chained near the banner. The priest sleeps late in the 
evening to early morning but is otherwise active though not 
prepared for a fight. His retainer and bodyguard generally sleep 
during the mid-afternoon and early evening while staying awake 
most of the night and into the early morning and is generally 
prepared for any eventuality. Should the hell hounds or ungern 
detect the characters, they alert the others.  

All the tents open to the center of the camp and the location 
of the banner. There is a large fire with a pot hanging over it 
near the pole holding the banner. Four large logs have been 
loosely arranged about the fire and pole and are used by those 
gathering around the fire to sit upon. Food, mostly fish, is being 
boiled in the pot. A scattering of small fish bones and animal 
parts are scattered around the logs and fire. There are usually 
four ungern within close proximity to the fire. The priest or his 
assistant may or may not be there. The pot is removed from the 
fire at nightfall and then built up to provide enough light to see 
within the perimeter of the tents.

PRIEST (Lawful Evil human cleric 12) HP 66 (HD 12d8+6), 
AC 17, Spd 30ft. Str 11 Dex 14 Con 12 Int 16 Wis 18 Cha 
18. Perception 12(+2). Deception +6, Persuasion +6, Reli-
gion +5. Sv: Int, Cha, Wis. Mace +7 (1d8+3). SA Channel 
Divinity (Control Undead, Deal extra damage (2+spell level) 
on cause wounds spells, smite good (deal 4d8 necrotic damage 
on a successful melee attack), Channel divinity (2; command 
undead, smite good (+4d8 necrotic damage on successful hit), 
necrotic healer (regain 1/2 damage dealt on attacks with mace 
in hp)); Destroy undead (CR 2), Divine Intervention. Spell-
casting (Save DC 16; +8 attack) Cantrips – guidance, light 
resistance, sacred flame, thaumaturgy; 1-level (4 slots) – Bless, 
bane, command, protection from good, shield of faith; 2-level 
(3 slots) – aid, silence, spiritual weapon, hold person; 3-level 
(3 slots) – animate dead, cure serious wounds, dispel magic, 
magic circle, prayer; 4th level (3 Slots) – control water, freedom 
of movement, sending, death ward; 5th level (2 Slots) – flame 
strike, true seeing, contagion; 6th level (1 Slots) – blade barrier, 
create undead. He carries a Brooch of shielding, a gem of bright-
ness on a small staff with 8 charges, a +2 ring of protection, 
chainmail, a ring of telekinesis, a +3 mace and potion of extra 
healing. He wears 2000gp worth of jewelry. 

RETAINER (Lawful Evil Human Rogue 9) HP 66 (HD 9d8+9), 
AC 17, Spd 30ft. Str 13 Dex 17 Con 12 Int 10 Wis 15 Cha 
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2: INVISIBILITY- This vapor causes a random portion (1d%) of 
the recipient to become invisible.  This effect lasts for 2d6 days 
but is otherwise harmless.

3: LESSER RESTORATION - This vapor causes black blisters all 
over the body that, while there, heal 1d6 damage an hour. The 
effect lasts 4-48 hours.

4: FLY - This vapor cause a person to float about 10 feet above 
the ground for 2-24 hours and paralyzes the victim for the entire 
time.

5: PARALYSIS - This heinous vapor mingles with the most 
malign effects. The recipient takes 1d12 damage, is blinded 
for 2d8 hours, is paralyzed for 1d8 hours and develops a deadly 
disease that saps the recipient of 1 point of constitution a day, 
plus subjects them to the poisoned condition until cured via 
lesser restoration or a similar effect.

6: CAUSE WOUNDS - This vapor causes blindness and deals 
1-2 hp of damage a round for 2d8 rounds. It also prevents the 
character from aging for one year (natural as well as unnatural 
aging is prevented. The only possible manner for the person to 
age is by a spell from a divine figure.)

7: CURE WOUNDS - This vapor causes sleepiness. The recipient 
falls asleep for 1-2 days and lies as if comatose. Additionally, 
for 1-4 days after waking up, all climb checks are made at 
advantage, all jump distances are increased by 1/3, and falling 
damage is reduced by one half.

8: LONGEVITY - This vapor causes the person to immediately 
age 1-4 years and lose their eyesight for 1-4 days.

9: BLINDNESS - This vapor causes the recipient to double their 
vision for 4d12 hours and levitate one foot off the ground for 
1-2 days.

10: SPIDER CLIMB - This vapor cures any disease the character 
may have but causes 1d12 damage at the same time.

Inspection of the camp area reveals a trail leading to the fish 
skeleton. The skeleton of the fish is huge.  The mouth of the 
creature is agape and is easily ten feet tall and 20 feet long. The 
jaws are lined with all manner of short and tall teeth with jagged 
edges. The rib cage, which expands to 20 foot in diameter, 
extends from the mouth 30 yards before dipping into the water 
of the lake and another 20 yards before disappearing beneath 
the lake. About 30 yards down the ribcage, a blue shimmering 
disc roughly 8 feet tall rests upright and partially submerged 
in the water. Tracks indicate many people have moved in the 
direction of the disc. Several spades lie near a pile of muck and 
sand about a quarter way down the ribcage. Many bones of 
various sizes and nature and states of decay litter the sand and 
muck inside and just outside the ribcage.

The shimmering blue disc appears much like a double-sided 
mirror such that peering into it reveals the image of those 
looking in. However, the image is a little blurry and may look 
different than how those looking into it actually appear. The 
reflection is that of the dream self. It is an image of how the 

“My Lord Instabulus and Faithful Servant of the Undying:

“I have been instructed by the Undying Master, our Benefactor, 
our Holiness the Uniter, to usher you on your way and gather 
what you need to acquire the Vessel of Souls. I have placed 
the Cantor Orsirius and the Uncantor Herdoniun under your 
command. Take what few aides you might find necessary for 
the undertaking must be made in the utmost secrecy.

“A map has been provided by the Senators. The map indicates 
a lake near the Untrag River. At the lake you will find a portal 
to, it is our understanding, the realm where the Witch of Ways 
resides. The Witch of Ways is able to give you assistance in 
finding the Vessel of Souls.

“Deredius Manseflenin”

One of the trunks is unlocked and contains robes, clothing, 
incense, an incense burner, tender sticks, writing instruments 
and ink as well as other personal items.

The second trunk is perfectly square and has no apparent lid, 
as no hinges are readily visible. It is wood and bound in metal 
straps with nine rivets to a side holding the straps in place. 
Only by pressing nine of the 54 rivets in the precise order will 
open the trunk without mishap. One rivet on top and two on 
each side of the trunk are the ones to be pressed. It is possible 
the characters will figure out the order, but it may take some 
time, as there are 387,420,489 possible combinations. Only one 
is correct. By an oddity, a simple knock spell suffices to press 
the rivets in the correct order. The trunk’s side pops opens on 
interior hinges.

The trunk has ten glass vials containing various potions and 
concoctions in them (see list below). There is a back of 600 gold 
coins, a scroll of resurrection, scroll of teleportation circle, two 
candles of invocation aligned to lawful evil, gem of true seeing, 
eyes of the eagle and a boat of folding. If the trunk was broken 
open, then all the potion bottles are shattered (see below for 
effects). The scrolls are in sealed bone cases and are not harmed.

If the trunk is beaten apart, the glass vials in the trunk break, 
releasing the vapors of various potion mixes into the air. In and 
of themselves the vapors of each individual potion are harmless. 
It is the combination of the potions that can be murder (though 
there are some beneficial effects). After 50 points of damage 
have been delivered to the trunk it breaks. Also, the liquids 
from the potions have mixed and the vapors begin leaking 
out of the trunk. Roll a d10 and consult the following chart 
for each person within 10 feet of the trunk. The round after 
this, the effects extend to 20 feet and then to thirty feet before 
dissipating. This affected 30-foot area remains toxic for several 
hours. A successful Constitution save (DC 15) halves the 
damage and duration of any effects.

POTION TYPE AND VAPOR EFFECTS

1: GASEOUS FORM - The vapor causes ½ the body to become 
gaseous. After one round this is very painful causing 1d6 damage 
per round thereafter. It lasts 2d6 rounds.
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However, getting there is only half the problem, as the sea is not 
real water and the plane reacts to the world and not on its own 
forces, so travel there is exceedingly difficult. There are magical 
craft, as in the boats, but these must be specifically made for 
the Dreaming or they sink into the Sea as if it were quicksand. 
Some magical creatures, because of their very nature, are able 
to travel upon the Sea. The dream warriors certainly can, but 
nightmares are also able to travel here. Though they normally 
dwell in the outer planes, the dreaming juxtaposes their own 
planes and their nature, allowing them to ride across the water. 
Nightmares are, of course, evil creatures and never bear a 
passenger willingly.

As soon as the characters step through the disc found in the 
belly of the fish, they find themselves on a vast expanse of 
rippling sand. There is no vegetation to be seen. The sky is wide 
and blue but lacking clouds and no shiny orb lingers anywhere. 
No wind blows or shifts the sands. It is a barren and lifeless 
landscape with naught but the faint sound of rushing water. 
The characters also note that they feel well rested, refreshed 
and energized. Any damage the characters may have taken 
is healed. Also, all their equipment is as if fresh; swords are 
sharpened, clothes clean, food good. This latter effect does not 
replenish anything used or lost.

There is little the characters can do at this point other than 
walk - which is what they should do. There are no tracks in the 
sand. No direction can be determined by natural or unnatural 
means. No single point in the dreaming sea has a real reference 
to any other point making directions rather pointless anyway. 
Where one ends up is where one desires or dreams to end up. 
As such, should the characters be actively figuring out how to 
find the agents of Unklar, they will find them - or at least where 
they were. No matter which direction the characters travel, 
they end up on the edge of the waters of the Dreaming Sea and 
the remains of an encampment. The characters should wander 
for several hours or more. As they wander, the sound of the surf 
hitting the sand increases in volume and slight hot breezes begin 
to be felt. These breezes turn to winds as the characters move 
closer to the Dreaming Sea itself.

As the characters approach the edge of the Dreaming Sea they 
see a limitless expanse of ocean before them. Read or paraphrase 
the following:

The sandy dune gives way to a broad expanse of blue 
green water; an ocean, broad and deep. It washes up 
upon the sandy beach, driven by strong winds perhaps, or 
some other unseen force. It appears to be a rough water 
with waves as high as a man. Sand is shifting in the wind 
making it difficult to see at times and its gritty particles 
begin to sink into everything. Nearby, on the shore, 
lies an abandoned camp. The encampment consists of 
little more than a tattered tent, its few remaining sides 
flapping wildly in the wind.

The encampment consists of little more than a tent erected to 
protect the servants of Unklar from the wind and sand as they 
devised their next move. There are no footprints left in the sand 
and no items to be found close to the tent.

character dreams they are viewed. This disc is a portal to the 
Dreaming Sea. One must simply step through it and one enters 
the Dreaming Sea. The disc weighs about 450 pounds, is 8 feet 
tall and 4 feet wide. It can be carried. The disc attempts to right 
itself at all times and levitates about 1 foot above solid ground 
once at rest. The disc is what ultimately killed the fish carrying 
it. Most of its meals passed through the disc to the Dreaming 
Sea and it starved.

ACROSS THE DREAMING SEA  

The Dreaming Sea (sometimes referred as the Sea of Dreams) 
is a plane juxtaposing that of the prime, or Aihrde.  The sea is 
a watery plane of chaos, each drop a physical manifestation of 
a dream.  These droplets of the dreams and nightmares of the 
living creatures of Aihrde -- past, present and future -- have 
accumulated over the millennia to form this great ocean.  They 
are infinite in number, and the Dreaming Sea has no bottom.  
Few know of it, fewer still have traveled upon it, and fewer still 
have returned from the Dreaming with their sanity intact.

When the world of man, elf, and dwarf is calm, so is the sea, 
and when the world suffers, the Sea becomes more tumultuous. 
Scholars refer to these accumulated dreams as the Dreamscape.  
Those with power can travel upon and through it.

In the Age of Heroes, the gods chose Luther the Paladin, the 
lawful and good King of Kayomar, to rule the sea and to bring 
order to its madness. This was before the coming of Unklar. 
Luther set sail in the magical boat, Evening-Swan, and sailed 
the timeless Sea of Dreams, mastering its currents and eddies, 
learning to seek out one amongst the infinite many and read 
that mind’s dreams.  He learned of the plight of world during the 
Age of Winter Dark and used the avenues afforded to him upon 
the Dreamscape to send thoughts of himself into the world, and 
during the long Winter’s Dark, to maintain the fire of hope.

In time, Luther came to be known as the Dreaming Paladin, or 
Dreaming Knight.  His presence upon the Sea calms it, even 
when war, famine, or plague engulfs the world.  St. Luther shares 
his domain with the god Utumno, Lord of Nightmares.  The 
two bear no ill will toward one another, the latter but the darker 
shade of the former.  They bear the sobriquet collectively, The 
Dreaming Lords.

Regular travel upon the Dreaming Sea is rare. Only two magical 
craft are known to exist which can sail upon the Sea unimpeded. 
These are the ships Evening-Swan and Dream Horn. Powerful 
creatures can summon the Dreaming Lords and bid them to 
port them onto the sea, and the Confessor Knights of St. Luther 
come and go at their master’s will; but aside from these, travel 
upon the sea is difficult.

ENTERING THE DREAMING

If one does not have the boats, then some type of magic is a 
must. The Winter Runes are spells crafted that allow one to 
travel from one plane to the other. There are several, included 
in the appendix on New Spells, which allow travel to the 
Dreaming.
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to float across the water; they could fly should they have the 
means to, or even enter the water and swim. All manners are 
fraught with danger.

Crossing the dreaming sea is fairly easy if the characters remain 
within the vicinity of the shimmering mist. Outside the vicinity 
of the mist, the characters encounter strong winds, high swells 
and countercurrents to fight. The characters can quickly become 
lost and driven by the winds and waves for a very long time 
before getting back on track. This should last 1-4 hours during 
which each character should make one strength check and one 
dexterity check to prevent being thrown overboard (this should 
happen once every two hours). At the end of the time interval 
the mist appears again if the characters are thinking about the 
Witch of Ways. If not, after the first 1-4 hours pass, the seas 
calm for 2-16 hours. Then the cycle repeats.

Finding one’s way is easy as well. As long as the characters stay 
within eyesight of the glittering mist and follow it, they come 
to the shores of the witch’s island. Again, should they leave the 
vicinity of the mist, they can lose sight of it in the choppy sea. 
For the mist to reappear, they must actively desire it to do so 
but only after 1-4 hours have passed. Without some magical 
guide that the characters can follow, they can row endlessly 
and never encounter anything. Bear in mind, directions do not 
exist here and there is no sun, moon or even stars which the 
characters can use to guide by. The Castle Keeper is of course 
encouraged to create interesting encounters for them. Other 
islands, perhaps other travelers and anything else the players 
may find interesting.

DREAMING SEA ENCOUNTERS

There is the possibility for random encounters on the Dreaming 
Sea. Since time is of no relevance here, rolling for random 
encounters should occur every 15 minutes of real time once 
the Dreaming Sea is entered. Roll a d10. A ‘1’ results in an 
encounter. Roll a d10 and consult the chart below for the 
encounter type. Suggestions for a dream encounter are given at 
the end of this section.

TABLE 1: DREAMING SEA ENCOUNTERS

D10 EnCoUnTEr

1     Aboleth, 1-2

2     Belker, 1-2

3     Arrowhawk, 2-4

4     Water elemental, 3-6 (6HD)

5     Air elemental, 3-6 (6HD)

6     Merperson, 20-200

7     Sahuagin, 16-25

8     Shark megaladon, 1

9     Giant Squid*, 1

10     Dream Warrior** 1-2

*As Giant Octopus

**See Appendix

However, some 50 yards down the beach is the mangled corpse 
of a man. Although recognizable as a human, little else can be 
determined from the remains.  This was one of the bodyguards 
to the priest who was mangled and shredded along with the 
material he was wearing. There are bits and pieces of chainmail 
scattered around, a shield with the banner of the Undying One 
emblazoned upon it is interspersed with six large puncture holes, 
a few shreds of clothing, a broken spear and mace sticking out 
of the ground. This guard was killed by one of his nightmares. 
He became focused on a fear and nightmare about a particular 
creature and it materialized and killed him. His companions did 
not come to his aid but rather let him die as a lesson to the others.

This brings up to an important point. There are normal 
encounters on the Dreaming Sea but there are also dream 
encounters (Please see the encounter section below). The 
characters/players can be the instrument of their own demise 
or at least no end of trouble for themselves. Dreams and 
nightmares become reality here. Should any of the characters or 
players focus on certain fears, dreams, nightmares or anything 
they conjure out of their imagination, it may appear much 
as they expect or desire it to. For example, a character could 
have a fear of some voracious sand worm coming up through 
the ground to attack the party or of a band of ungern coming 
to attack them. In both cases, it just may happen. The Castle 
Keeper should secretly roll a charisma check for the character at 
DC 15. Should the check fail, the monster appears as dreamed. 
The monster or creature is not necessarily bad as the character 
may be thinking of a good creature.

The Castle Keeper can have no end of fun and excitement 
using these types of encounters while the players travel upon 
the Dreaming Sea. Thoughts, fears, goals and all manner of 
character concerns, dreams and nightmares can be conjured 
while traveling here. It is ultimately up to the Castle Keeper 
how to manage these, as there is no manner for me to determine 
what your players are thinking of at any given moment. They 
can, should one choose, be ignored, or they can be used to 
generate interesting and potentially terrifying encounters.

That aside, the characters now must figure out where to go. 
Specifically they must think about or actively engage in 
conversation about the Witch of Ways. On the other hand, 
should the characters/players not actively discuss or ponder the 
location of the Witch of Ways, they might sit upon the shore for 
all eternity awaiting some sign as to where to go. Further, travel 
around the Dreaming Sea with no knowledge of where to go 
and how to get there could last forever. A destination, actively 
thought about or discussed is the only manner of finding that 
which is sought.

As soon as one of the players or characters focuses upon the 
Witch of Ways, a band of glittering green mist much like a 
curtain shifting in a slight breeze, begins to appear across 
the water stretching away as far as the eye can see. This is a 
manifestation of the characters dream or desire to find the 
Witch of Ways. The misty curtain leads directly to the island of 
the Witch of Ways. The characters must now cross the water. 
They can use the boat of folding (should they have taken it) 
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ever mans the rudder must make a successful strength check (DC 
14). In the second round they must make a successful strength 
check at disadvantage to account for the second warrior joining 
the first. Failing this the boat begins to move up the trough. 

Meanwhile, a third warriors attack the occupants of the boat 
with his dreaming mist. He picks one character (at random) and 
mentally assault them, calling upon their fears and/or desires to 
ensorcell them. While this is happening the fourth warrior spills 
over the side in a watery formless masses, turning into the shape 
of an armored warrior to fall upon those characters not already 
engaged.

Eventually all the dream warriors attack the boat, especially if 
one of their number is slain.

DREAM WARRIOR (Lawful Evil Large Construct) HP 55 
(HD 10d10), AC 17, Spd 30ft, 40ft (fly). Str 15 Dex 18 Con 
11 Int 10 Wis 12 Cha 9. Perception 14. Dreaming Mist (Create 
minor illusion based on victim’s fears (DC12 Cha neg.), Fear 
(as spell), Weapon +9 (2d6+4), Darkvision 60 ft,. Detect 
Thoughts, Ethereal Sight, Mist Form, Etherealness, immune to 
fire, cold, charm, grapple, poison, restraint, resistance to non-
magical weapons..Challenge 6 (2.300XP)

If slain they have no treasure, but the water from their misty 
bodies allows those who drink to control their own thought and 
they gain a temporary bonus of +4 to all mind altering spell or 
spell like effects.

THE WITCH’S ISLAND

The amount of time the characters spend on the Dreaming Sea 
is left entirely up to the Castle Keeper. As time has virtually no 
meaning here, measuring it in days or hours is pointless. It is 
suggested that the Castle Keeper use game time to determine 
how long they must travel. If the players are getting bored 
then have them arrive at the Witch’s Island swiftly, but if the 
encounters and dream encounters are interesting, play it out a 
bit but probably not more than one session of play.

After the characters have traveled for some time on the 
Dreaming Sea, read the following:

The mist trails on across the water, but in the distance 
it gives way to a break in the water; eventually the break 
takes shape, growing into a mountain that rises from 
the sea. Its huge, covered in palms, and festooned with 
broad leafy plants surrounded by brilliant white sands.

The characters have come to island where the Witch of Ways 
resides. As they approach the island, the silvery mist begins to 
dissipate to disappear entirely upon reaching the shore. As soon 
as the characters step ashore they heal in the same manner they 
did upon entering the Dreaming Sea.

There are no trails or breaks in the jungle along the beach to 
indicate where the characters should go, although this does not 
matter because the island is small, taking little more than 30 

DREAM ENCOUNTERS

Should the Castle Keeper decide to use a dream monster, the 
nature of the encounter will be entirely up to the Castle Keeper. 
Choose a creature or event which the player or characters 
fears – be it octopus, drowning or becoming lost. Also, the 
encounters need not always be deadly. Dreams can be beneficial 
encounters. The beneficial nature of dreams should not extend 
to the giving of items or treasures but perhaps hints and clues 
and a ‘helping hand’ can be offered the character.

Then devise the encounter appropriate to the level. The 
first dream encounter should not be so difficult as to kill the 
character or party but rather to offer as a warning to not let 
one’s mind wander. Several creatures of Challenge 3-5, falling 
into the water and getting sucked away by a wave or current 
or similar events should suffice. Beneficial encounters should 
likewise be minimally helpful at first but become ever more 
helpful. With each following dream encounter, the challenge 
should become greater as the Dreaming Sea is actively seeking 
out those hidden fears and nightmares. One might also make 
the encounter somewhat bizarre and unusual rather than 
mundane. For example, a fear of an orc or similar may not be a 
regular orc but a giant orc with advanced abilities and hit dice 
that raise its challenge to between 6 and 8.  

WARRIORS UPON THE DREAMING

The waters give way before you, slipping into a deep 
trough. The silvery mist you’ve followed for so long 
rises above the water’s turbulence as each passing 
second brings you deeper into the bowels of the trough. 
Before you have to time to react towering walls of water 
surround you and foam lashes the crest; from this a 
dense cloud of fog descends, blotting out the natural 
light and the guiding curtain of mist. The trough does 
not follow the guiding mist and following it into the 
deeps leads you from your destination.

The trough is a natural occurrence on the dreaming, caused 
by the wild imaginings of those on the prime. This  particular 
trough is occupied with a four dream warriors; denizens of the 
Dreaming Sea, bound here by their creator. Unliving creatures 
they hate all living things and party’s boat has attracted their 
ire. They have come, attracted by the living creatures, in hopes 
to wrest their minds from them and destroy their living spirits.

The Dream Warriors attack immediately, even before the char-
acters see them. The first two, slipping beneath the waters like 
fish take hold of the bottom of the boat. They are almost invis-
ible in the water requiring a mental check (highest prime or 
highest secondary) to notice them (DC 15). If seen they ap-
pear as water apparitions beneath the surface. The first warrior 
grasps the rudder, attempting to guide the boat up the trough 
and off the line of the guiding mist. The second warrior grasps 
the bow of the boat and tries to push it in the same direction.

Turning the boat is very possible; it steers like any other craft on 
any other ocean. To combat the dream warriors however, who-
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and wrinkled like old bark covered from head to toes in dark 
berry colored tattoos. She wears a palm frond skirt and a vast 
assortment of bird feathers attached to strings and necklaces. In 
her long fingers she carries a tall, thin, crooked staff festooned 
with many objects bearing obnoxious and nauseating symbols 
and devices. 

“Interlopers, foul dreamers, seekers of death, who are 
you and what brings you to my island?’ She croaks and 
stares with burning bright green eyes.

The Witch of Ways is an agglomerated dream of many thousands 
of people who have tried to navigate the Dreaming Sea. 
The Castle Keeper should feel free to amend her description 
somewhat to fit the expectations of the players but not too 
much as the witch is also other’s dream come to life. The 
Witch of Ways exists solely because people have dreamed her 
into existence. But, for all this, the she is a menace as well, 
for the dreams of the people traveling here are mingled with 
nightmares and fears as well.

The witch is aggressively inquisitive as to the purpose of the 
character’s visit and asks numerous questions, demanding 
honest answers to all her inquiries. She has the ability to detect 

lies (see below) and knows once lied to or even 
answers that attempt to obfuscate the purpose 
of their visit. She is attempting to discern the 
character’s goal and the reason for it.

There are essentially only three responses the 
witch has to the line of questioning. First, should 
the characters continually lie about their purpose 
of try to hide their real reason, she becomes 
increasingly angry and eventually attacks the 
characters (see below). If the characters are 
honest in their response, the witch begins to 
mingle her questions and commentary with 
threats and warnings of dangers ahead should 
the characters pursue their goal. The worst of 
all outcomes would be if the characters neither 
cause the witch to attack, or attack the witch or 
attempt to gain her trust. If she remains neutral to 
the characters responses, the path leading up the 
hill never appears and can not be found. It would 
be difficult for the characters to remain neutral to 
the witch but all things are possible. For example, 
should the characters have illusions and spells 
in place that disallow her to detect their lies or 
discern their true motives yet they appear to be 
telling the truth. If the truth is not outed or the 
characters do not anger her, the ‘dream’ to find 
the Vessel of Souls is lost.

In two cases, the Witch of Ways reveals the path. 
If a fight ensues, once the witch is dead, a stone 
walkway appears in the bush and jungle behind 
the hut. If the characters do not fight her and 
provide honest answers, she eventually relents in 
the questioning and points to a path leading up 
the mountain, now visible, behind her hut.

minutes to cross. The island essentially consists of a mountain 
surrounded by 100-500 yards of beach and jungle. There are 
no sounds coming from the jungle and no indication of any 
living thing upon it. Should the characters go directly up the 
mountain, they can attain a view of the Dreaming Sea and the 
island. It is small. There is a clearing near the base of the slope 
of the mountain with a single structure in it. The characters 
must go to the clearing and speak with the Witch of Ways. Only 
after having spoken with the witch does a path open up leading 
to the burial vault of the paladin who stole the Vessel of Souls.  
Through this vault they can find the entry to the Forsaken 
Lands and thence travel to the Forsaken Mountain.

The clearing is where the Witch of Ways resides. A single 
wooden hut on stilts sits in the middle of the clearing. The hut 
is made of palm tree planks laced together by vines and the roof 
is a covering of dead and dying palm fronds. All around the hut 
are poles with heads a fixed to the top of them, perhaps two 
dozen or more. All seem to be fresh and the hot sticky air in the 
clearing is thick with smell of rotting flesh.

The witch comes out of the hut after the characters have 
been in the clearing for a few minutes or if they call to her. 
She is tall, emaciated with skin burned to a brown muddy color 
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is laced over with jungle threads, deep green vines, 
and an umbrella of large trees with thick broad leaves. 
Though beautiful, it all stands shrouded in shadows.

The path goes straight to the mountain side where it climbs, in 
a zig-zag pattern, up to the hillside. The trees and vines are as 
thick on the mountainside as in the jungle. The path is clear of 
debris and the detritus one otherwise might expect to be on it. 
In fact, other than the vines growing across it, nothing is on it. 
The path is nearly a mile long and ascends around 1000 feet.

The vines are, of course, dangerous. Intermingled within the 
vines are assassin vines. The ability of assassin vines to camouflage 
themselves has made them virtually indistinguishable from the 
others vines on the path. There are 8 assassin vines growing 
along the path. They are separated by at least one hundred 
yards and in pairs (male and female).

ASSASSIN VINES (Unaligned Large Plant) HP 53 (HD 
6d10+18), AC 15, Spd 0. Str 18 Dex 16 Con 16 Int 5 Wis 12 
Cha 5. Perception 13(+3). Stealth +7 (Advantage). Slam +6 
(1d8+4, reach 10ft). SA Multiattack (8), Constrict (victim 
grappled, restrained, escape DC 14 each round, automatic 1d6 
damage/round), Sneak attack (+1d8), trunk defense (advan-
tage on attacks against those trying to attack trunk), camouflage 
(advantage on stealth), immune to lightning and all conditions, 
resistance to cold, fire and piercing from nonmagical weapons.

KNIGHT’S SEPULCHER

Near the top of the mountain the path ends at a small ledge on 
the hillside. Here, a tall and narrow brass double door is placed 
in the rocky hillside. The right side of the door is embossed with 
the figure of an armored knight kneeling with sword held high 
to a bright burning orb. In relief behind the figure is an army 
of knights with banners flowing in the breeze. On the left door 
is engraved a figure standing, helm at his feet, sword on the 
ground and a sun dipping behind a horizon. Behind this figure 
is an open and empty trunk – or coffin, the engraving is not 
distinct.

This is the entry to the sepulcher of the knight who stole away 
the Vessel of Souls.  The images depict the knight (on the right) 
as an honorable person who has taken an oath to lead an army 
and the other image (on the left) is of a fallen knight who has 
abandoned his oath. The empty trunk/casket is left indistinct. 
It symbolizes the loss of one’s greatest treasure (honor) as well 
as the absence of a final resting place. The knight died on the 
Forsaken Mountain at the foot of the Lady of Garun.

The doors to sepulcher are easily opened by pushing inward. 
Within is a narrow and long room with three doors in it. The 
room has red marble floors and blue tiled walls. The doors are 
golden and glint in the light spilling in from the outside. There 
are no engravings upon the doors. One door is located on each 
side of the room.

LEFT DOOR:  The door to the left, facing into the room, opens 
onto an ornately adorned bedroom. There is a large bed with 
silk covers upon it, a wide oak closet, a table with legs carved 

THE WITCH OF WAYS (Neutral Medium Fey) HP 99 (HD 
16d8+16), AC 22, Spd 30ft. Str 9 Dex 18 Con 12 Int 16 Wis 
17 Cha 10. Perception 17(+7). Arcana +7, Perception +7, 
Nature +7, Religion +7 Survival +7. Sv: Int, Wis. Staff +6 
(1d10+2 magic). SA Channel Divinity (2); Destroy Undead 
(CR 2); Divine Intervention; Wild Shape as 8th-level Druid, Re-
sistance to slashing and piercing damage, Time Stop (2 rounds, 
2/day, then long rest before use again); Detect Lie (automatic, 
always knows if someone is lying (Cha Save DC 15 to resist)); 
Summon Belker (1/day, then long rest before use again); Tat-
toos of Protection (+5 to AC.); Spellcasting: 0-level: Druid-
craft, Light, Resistance, Thaumaturgy. 1-level (4 slots) – Cure 
Wounds, Entangle, Faerie Fire, Fog Cloud; 2-level (3 slots) 
– Blindness/Deafness, Hold Person, Spiritual Weapon; 3-level 
(3 slots) – Call Lightning, Conjure Animals, Mass Healing 
Word; 4-level (3 slots) – Confusion, Conjure Minor Elemen-
tals, Guardian of Faith; 5-level (2 slots) – Conjure Elemental, 
Mass Cure Wounds; 6-level (1 slot) – Wall of Thorns; 7-level 
(1 slot) – Regenerate; 8 level (1 slot) – Feeblemind. She wears 
a feathered cape of resistance conferring +4 to AC and reduces 
damage from any slashing/stabbing weapons by points and car-
ries a staff of conjuration. Challenge 9 (5,000 XP)

BELKER (Neutral Evil Large Elemental) HP 78 (HD 
7d10+14), AC 17, Spd 30ft, 50ft (fly). Str 15 Dex 16 Con 15 
Int 7 Wis 10 Cha 7. Perception 10. Bite +6 (1d6+3); Claws 
(1d4+3); Wings (2d4+3); Smoke Claws (recharge 5-6; 
must be in hostile space; 3d4/rnd; Con 14 neg.; new save each 
round). SA Darkvision 60ft., multiattack (bite, claw, wings), 
smoke form (enter hostile creature’s space; foe has disadvan-
tage; belker has advantage), immune to fire, lighting, poison, 
thunder, exhaustion, grappled, paralyzed, petrified, poisoned, 
prone, restrained, unconscious, resistance to nonmagical weap-
ons. Challenge 5 (1,800 XP)

As the characters head out and up the path, the witch, assuming 
she still lives (though even if slain she returns to the hut wihin a 
few hours) follows the characters to the trail’s head.

As they disappear from site, vanishing into the thick foliage she 
remarks, loud enough for them all to hear:

“Others have taken this forsaken path and the mountains 
beyond. Be wary for their motives too were pure, but 
perhaps time has dulled their edge.”

PATH OF THE PALADIN

The path that leads away from the witch’s hut only appears once 
the witch has given permission for it to appear, or the witch has 
been killed. There is no other method finding or locating the 
path. The previous encounter must be drawn to a conclusion 
before this portion can even begin.

Should the above occur, the path appears in the jungle behind 
the hut.

The jungle gives way to perfectly aligned marble 
flagstones that mark a path through the impassable 
vegetation and head straight to the mountain. The path 
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RIGHT DOOR: The door opens easily; read or paraphrase the 
following:

At the far end of this room is a weapon rack made of fine 
mahogany with intricately carved decorative touches 
resembling flames and wind. The rack is holding a mace, 
ranseur and a bow with a quiver of arrows hanging 
beside it.  Behind the rack is a thick cotton tapestry 
depicting a knight slaying a many headed monster. To 
the right side of the room is an open trunk. To the left 
is a rack where one would hang one’s armor. There is a 
helmet on the rack. Behind this rack, a shield hangs on 
the wall. The shield has no decoration and is rather plain 
in appearance.  

As with the other room, the objects in here are what they 
appear to be except the ranseur. This ranseur was favored by the 
knight in many contests and feat of arms as he, when possible, 
disarmed and subdued his foes rather than killing them. The 
ranseur fitted this method of fighting very well. The knight 
chose not to take the ranseur to his last battle, as he was not 
intending to take any prisoners or subdue anyone. It was a battle 
to the death.

RANSEUR OF NEGATIVE ENERGY: This magical ranseur resonates 
evil and has a foul nature about it. Should anyone touch it, 
they must make a charisma save (DC 16) or feel compelled to 
pick it up and keep it. Each round a non-evil character holds 
the ranseur, one hit point of damage is taken. The character 
is allowed to repeat this save each round thereafter to divest 
themselves of the weapon. After a successful save, the non-evil 
character can release the ranseur, the hit point loss stops and 
the character is able to use the weapon as normal, but suffers 
disadvantage on all attack rolls. Evil characters do not suffer 
any negative effects, except a compulsion to use the weapon 
above all others.  

The ranseur is a 2-handed polearm which has a +2 bonus to hit 
and deals 1d10 piercing damage, plus an additional 1d6 necrotic 
damage on a successful hit. If the character chooses, they can 
forego dealing damage to attempt to disarm an opponent. On 
a successful strike, the character can choose to roll 1d6; the 
opponent must succeed at a dexterity save (DC=8 + attacker’s 
proficiency bonus + d6 die result) or be disarmed, their weapon 
launched 10 feet in a direction of the attacker’s choosing. 
Whenever a foe is reduced to 0 hit points, the last 1d6 necrotic 
damage dealt is transferred to the wielder as temporary hit 
points, and the wielder must succeed at a DC 16 charisma save, 
or slide one alignment step closer to Chaotic Evil.

OPPOSITE DOOR: This door opens onto a large room that 
stretches back some 50 feet and is some 30 feet wide. 

In the center of the room is a large iron coffin with the 
relief of a knight in repose upon its top. The sides are 
carved intricate relief with images of a knight undertaking 
various deeds of valor. Behind the coffin, set against the 
far wall is a marble statue upon a pedestal. The statue 
depicts a breathtakingly beautiful woman with long 
tresses, wide eyes and wearing silken robes. The face 

to resemble the legs of a dragon with single crystal bowl upon 
it, a high backed chair pushed underneath it, and a thick and 
intricately woven carpet lies in the center of the room.  There is 
little of interest in the room other than the liquid in the crystal 
bowl. The closet has clothes in it and, though sumptuous, 
dissolves once returning to Aihrde. The bedding is nice and 
obviously expensive and well made but, as with the clothing, 
dissolves upon returning to Aihrde.

The water in the crystal bowl is cursed. Drinking it, washing 
one’s face or hands in it or likewise results in the character 
being cursed.  The water does not resonate evil, but rather good 
(it was once holy water). Initially it feels good when used. It is 
refreshing and heals 1d8 hp to whoever drinks it or splashes 
it upon their face or hands. Its real effects do not occur for 10 
rounds. At the end of ten rounds the character begins to feel a 
little dizzy, then nauseated, then they begin to lose hit points. 
Any character who used the water in the aforementioned 
methods loses 1d12 hit points at a rate of 1 per round after the 
effects of the curse take place. After this, the character losses 
1d4 total points from one ability score, randomly determined 
(roll a d6 to determine the attribute drained). A successful 
Constitution-based saving throw (DC 20) halves these results, 
while casting Remove Curse will negate further effects once the 
curse begins, and Greater Restoration will restore lost ability 
points. The character’s Hit Point Maximum is likewise reduced 
by an amount equal to the lost hit points; these effects last until 
the lid of a coffin found at the top of the Forsaken Mountain 
is shut. No other means, spell or effect can restore them. The 
coffin contains the remains of the knight. See the end of the 
module for more details on remains.
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such as, “Only a coward would take from the dead and “ A vile, 
cretin once attempted to steal from me!” or “ Men of honor do 
not bear such weapons” (pointing to a weapon some character 
is wearing). The questioning only lasts for several rounds to a 
minute.

Ultimately, all this ends in a fight. The ghost attacks the 
characters and attempts to slay them because it believes the 
characters are there to try and steal the Vessel of Souls (and it 
would be right). There is nothing to be done to stop this.

This malevolent creature has, during the questioning period, 
been sizing up the characters, trying to determine who has 
the greatest strength, the quickest movements, holy powers 
or magical abilities. The apparition is very smart as it retains 
all of the cunning of its past life. It attacks clerics and druids 
first, trying to render them less effective with silence and stun 
abilities. It then tries to do the same to the wizards or illusionist. 
Afterward, it turns its attention to the fighters and thieves or 
others primarily focusing on that person which delivers the 
most damage. The apparition is a very powerful and intelligent 
creature. Up against so many opponents, it tries to immobilize 
or render as many as possible ineffective prior to focusing its 
most powerful attacks on one individual.

KNIGHT’S SPECTRAL SELF (Chaotic Evil Medium undead) 
HP 22 (HD 5d8), AC 12, Spd 50ft (fly). Str 1 Dex 14 Con 11 
Int 10 Wis 10 Cha 11. Perception 10 (0). Life Drain +4 (3d6 
necrotic plus reduce hp maximum by damage taken until victim 
finishes long rest (DC 10 Con negates). Incorporeal movement; 
sunlight sensitivity; darkvision 60ft; immune to necrotic, poison, 
charm, exhaustion, grapple, paralyze, petrify, prone, restrained, 
unconscious; resist acid, cold, fire, lightning, thunder, and non-
magical bludgeoning, piercing and slashing. 

Once the apparition has been killed, the statue of the Lady of 
Garun cracks and fractures in a million places. It is now little 
more than fragments held together by the force of the dream. 
Should anyone touch the statue, it shatters and falls apart into 
tiny slivers of marble on the floor. Behind the statue, in the wall, 
is a small rotting wooden door. It appears as if it is about to fall 
apart. A simple metal handle is nailed onto one side of it.

When pulled open, a waft of fetid air rolls into the chamber. Hot 
and stinky, humid and foul, the air from beyond the door smells 
like a mixture of churned earth and corpses. Beyond the door 
is a dark tunnel, carved out of the rock. It goes straight into 
the hill for only a few dozen feet before descending. A narrow 
staircase with steps poorly made and of differing sizes descends, 
twisting and turning, into the deeps of the earth.

THE FORSAKEN LAND

The characters must go down the narrow staircase to get to 
the Forsaken Land and thence to the Forsaken Mountain. The 
trip down the stairs seems interminably long as it stretches on 
for hours. It is cramped, hot, humid, and the air reeks of decay 
and death and something even more foul. After a great time, 
the characters step out of the staircase and onto a small stone 
landing to behold a horrid and astonishing sight.

is unusual in that a plate is wrapped around the lower 
portion covering the lips and the cheeks. At the foot of 
the statue is a small golden vessel.

Only at the base of the statue does the true artistry of it 
become apparent. It is unlike anything found in the world of 
Aihrde, so perfect is its rendering. It is as if a hyper-idealized 
figure of an ideal figure was immobilized and sheen of stone 
lay across it. There is a golden vessel at the foot of the statue 
studded with magnificent gems and jewels. It stands about a 
foot tall and has two handles on it. The vessel is valued at 
nearly 10,000gp. However, it would not survive the trip from 
the world of dreams to that of Aihrde as it is little more than 
a fragment of a dream.

The sarcophagus is the final resting place of the knight’s dream 
spirit. It is made entirely of iron - one, solid hunk of iron. There 
is no interior space for a body to rest. It weighs 10,000 pounds. 
There are graceful engravings and decorative touches on the 
casket with an unnatural beauty and fluidity to them.

The longer one stares at them, the more one wants to stare at 
them.

Should anyone examine these engravings for more than 
several minutes, they actually appear to be moving and, in 
fact, move in the eyes of the beholder. The character may 
become transfixed. A charisma save at DC 15 must be made 
or the viewer becomes transfixed in the story depicted upon 
the casket, ignoring all that happens around them for 10 
minutes. The story relates the attack on Aufstrag and up to 
the last moments of the knight’s life as a knight (that is, just 
prior to taking the Lady of Garun). The characters see enough 
to know the knight abandons his men and mission. Should a 
character become transfixed on the story on the sarcophagi, 
the dream ghost of the knight appears.

Several rounds after a character becomes transfixed on the 
images engraved on the sarcophagi, a ghostly visage rises out of 
the figure embossed on the top of the casket. First, a transparent 
hand followed by a body armored in plate, carrying a shield in 
one hand and sword in the other. A voice booms and echoes in 
the chamber: 

“Who dares to walk in my hall, to lay covetous eyes upon 
my property? Who dares STEAL WHAT IS MINE?”

The spectral figure does not initially attack those in the room 
but does aggressively approach each member of the party asking 
questions about what the characters intend to steal or take 
for a few rounds. It pays little attention to the answers. Those 
transfixed by the story on the coffin can not hear nor see the 
figure so are not able to react to it. The ghost does not pay the 
slightest attention to anyone transfixed by the sarcophagus.

The knight then asks many questions in very short order. It 
wants to know the characters’ names, what are they doing, 
where are they going, where are they coming from, etc. As it 
asks the questions, the ghost gives less and less time to provide 
answers and then begins insulting the characters with comments 
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characters feel as if they are making no time and travel ‘feels’ 
like it is taking forever. The characters feel no thirst or hunger 
but their internal clocks keep telling them to eat and drink – 
whether they do or don’t is immaterial.

The souls that linger here are not quite dead. These are those 
souls that have not been sent to the worlds of the dead. These 
souls can be resurrected or reincarnated and taken back to the 
prime material plane or wherever they come from. Once they 
leave this realm and go into the Roots of the Mountain, they are 
forever lost to world and can no longer return except as ghost 
or apparitions.

The moans of the souls are the last fearful drawings of their 
being. It can be both terrifying and beautiful at the same time. 
The sounds act as a suggestion spell. All characters must make 
a check against a suggestion spell as if cast by a 7th level cleric 
(Wisdom save DC 16). Should the character fail, they either 
jump (50%) or turn and must try to leave the place (going back 
up the causeway). A more powerful suggestion spell or similar 
magical effect can counter the effects. Should the characters 
be prevented from hearing the sounds of the dead (i.e. a silence 
spell), they need not make the check in the first place.

Should someone jump off the edge of the causeway they 
begin to fall, though somewhat more slowly than they would 
normally. Immediately one of the Keepers of the Dead flies 
off in the direction of the party member and attempt to grab 
them and throw the person onto a nearby vine. In so doing, 
the monsters realize the person is not dead and is an outcast. 

Stretching as far as the eye can see, in every direction are 
contorted and writhing bodies. They are clinging to one another 
and hang like tendrils and vines not unlike a great ivy forest of 
people hanging from some unseen height and dropping down 
into some bottomless pit. Moans, yells and screams permeate 
and reverberate in the wind. The stinking, wretched, smell of 
rot and decay sits heavy in an atmosphere so thick with sweat 
it feels like a mist.

A narrow stone causeway extends outward from the platform 
upon which the characters stand. It twists and turns between 
and betwixt the thousands of clumps and tendrils of moaning 
bodies. The causeway is suspended in midair and moves gently 
in a wafting breeze of deathly moans. Small pieces of brick and 
mortar crumble occasionally falling off it to tumble into the 
bottomless morass or writhing souls below. Occasionally, a body 
drops from the tendrils or vines and falls into empty space like 
a drop of water. When this happens large humanoid creatures 
with four long arms and giant bat like wings (Keeper of the 
Dead, see the end of the module for details) swoop out of the 
distance and swirl about to catch the body and fling it back 
onto a vine.

The causeway is about 10 feet wide, though it seems smaller 
considering the vast distance the characters can see. There are 
no rails, banister or fittings along the side. It floats magically in 
place and has no arches or suspension to hold it up. It sways to 
and fro just slightly akin to a boat rocking in calm water. Time 
does not pass while on the causeway things do happen. The 
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A woman faces away from you, standing with alabaster 
arms outstretched and hair flowing freely in a breeze 
whipping about her. In front of her, a tall man with a 
short cropped beard dressed in purple and red robes, is 
intoning loudly in a forgotten tongue. He holds a golden 
chain in one hand and a shining key in the other. To 
his left and right are two others in similar robes each 
speaking in a loud voice completely out of sync with one 
another and the central figure. One holds a decanter 
upside down while a silvery mist pours out of it and the 
other is swirling a small object on a chain.

Nearby are four other individuals and 12 massive ungern. Upon 
seeing the party, the ungern move forward, one well armored 
man begins loading a crossbow, another immediately draws 
arrow to string while the final two step between the party and 
those performing the ritual and begin gesticulating and intoning 
dark magics. In the blink of an eye a silvery portal appears at 
the apex of the mountain in front of the women. The ritual is 
complete one round after the characters get close enough to see 
it being performed (300 feet or so).  

After this, the Lady of Garun’s mask drops to the ground and 
she turns to the party, as do Lord Instabulus and the other two 
high level priests. Everyone noted below with an exclamation 
point moves in to attack while the others finish the ritual. The 
ungern charge while the others attempt to fight from a distance 
for a few rounds. The illusionist and priests cast spells. The Crna 
Ruk waits until the Lady of Garun, Lord Instabulus, and the two 
priests enter the portal before doing so himself. If the battle is 
going poorly for the others he joins the fray; otherwise he leaves. 

LADY OF GARUN (The Lady of Garun has no game statistics 
and is discussed below)

LORD INSTABULUS (Lawful Evil Human Wizard 12) HP 66 
(HD 12d8+12), AC 17 (20), Spd 30ft. Str 10 Dex 15 Con 
13 Int 17 Wis 13 Cha 11. Perception 11 (+1). Arcana +7, 
History +7. Sv: Int, Wis. Dagger +10 (1d4 plus 1d4 poison/
round, Con DC 14 neg., new save each round), Withering 
touch +7 (2d4 necrotic). SA Spellcasting (Save DC 15, +7 
attack): Cantrips – Chill touch, dancing lights, mage hand, 
ray of frost; 1-level (4 slots) – false life, mage armor, protec-
tion from evil and good; 2-level (3 slots) - blindness/deafness, 
ray of enfeeblement, spider climb; 3-level (3 slots) – animate 
dead, lightning bolt, vampiric touch; 4-level (3 slots) – blight, 
dimension door, phantasmal killer; 5-level (2 slots) – cloudkill, 
dominate person; 6-level (1 slot) – circle of death. Necromantic 
harvest (when he kills an living opponent with a spell, he regains 
hit points equal to 2x its level (3x if the spell was necromantic)). 
He carries a cloak of displacement, bracers of armor +3, a ring 
of protection +2, a ring of shooting stars, a helm of telepathy, 
a mantle of spell resistance, rod of absorption, three potions of 
extra-healing, +4 dagger of venom and a scroll of teleportation 
and wall of stone. He wears 400 gp worth of gem and jewelry. 

CRNA RUK, PURGER BODYGUARD (Lawful evil human rogue 
12) HP 78 (HD 12d8+24), AC 15, Spd 50ft. Str 10 Dex 17 
Con 14 Int 13 Wis 10 Cha 11. Perception 15 (+5). Acrobat-
ics +7, Deception +4, Stealth +11. Sv: Dex, Int. Dagger +6 

It lets out a blood curdling scream to bring others of its kind to 
come and kill the outsider. The Keepers of the Dead then rend 
the body and toss it back and forth to one another in an effort 
to kill it (see the end of the module for details on Keepers of 
the Dead). 

VIMNEL (Chaotic Evil Medium Monstrosity) HP 36 (HD 
5d8+10), AC 17, Spd 30ft/60ft (fly). Str 12 Dex 15 Con 
14 Int 12 Wis 17 Cha 7. Perception 12 (+2) Howl (Recharge 
6, Wis DC 12 or confusion for 1d4 rounds. New save each 
round to end effect); claws +4 (1d4+2); bite +4 (1d4+2); 
SA multiattack.

ERRANT SOULS

While crossing the causeway an errant soul may fall upon the 
path near the characters. The characters note that souls come 
close to the causeway as they fall and some hit it and bounce 
off. On some occasions, a soul will land square on the causeway 
near the characters. The soul can do nothing but writhe and 
moan and plead for help (though are not specific as to how or 
what, just moans for help). It has an AC of 10 and 4hp. If the 
characters kill the soul, it withers and that person is actually 
resurrected on the prime material plane (or wherever it is from) 
and that person will remember its time underneath the world 
and the characters actions.

Should the characters ignore the soul, a Keeper of the Dead 
arrives within a few rounds and swoops it up to throw it back 
on a vine. Should the characters attempt to intercede, then the 
Keeper of the Dead notes the characters as outsiders and begins 
to wail and screech for help in killing the interlopers. A number 
of the creatures equal to the number of party members show up 
within 2-8 rounds. 

THE FORSAKEN MOUNTAIN

After what seems an interminable length of time, the causeway 
begins to ascend and the characters see a gray mountain looming 
up amongst the jungle of souls draped hither and non all about 
the causeway. It is not until one is closer does the true horror of 
the mountain presents itself. It is a pile of gray stone coffins. It 
is as if some great flood washed up all the coffins from the world 
and piled them in the wretched place in one great cacophonous 
heap. From within the coffins come the muffled moans and cries 
of those damned to spend eternity in this empty region.

The mountain is made of a pile of gray stone coffins. It extends 
up to a peak and down as far as the eye can see. It is massive 
beyond knowing. The muffled groaning and moaning emanating 
from within the coffins can be heard far from the mountain and 
once nearby, the noise bothers the souls and bones of living. 
The souls in the coffins are those that the Lady of Garun has 
captured over the many thousands and thousands of years of her 
life. They are neither dead nor alive, but permanently locked in 
these coffins until the Lady of Garun is killed. The sound acts 
as a powerful Bane spell (charisma save DC 16). 

Atop the mountain of coffins, the characters witness a ritual 
underway. 
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(1d4 plus 2d12 poison, victim paralyzed for 1d12 rounds, and 
poisoned for 1 hour. Save DC 15 halves damage and effects. 
Range 10/30ft); Mace +5 (1d8+3). SA Resist poison, assas-
sinate (advantage on creature that hasn’t acted in first round), 
multiattack (mace and dagger), evasion, sneak attack (+13 
(4d6) damage). He carries a +1 dagger of venom, poison that 
deals 2d12 damage and paralysis for d12 rounds (constitution 
save for half effect), boots of speed, +3 mace, a ring of invis-
ibility and a ring of force field.)

PRIESTS (2) (Lawful Evil human cleric 9) HP 49 (HD 
9d8+9), AC 18/20, Spd 30ft. Str 11 Dex 11 Con 12 Int 16 
Wis 18 Cha 18. Perception 12(+2). Deception +5, Persua-
sion +5, Religion +5. Sv: Int, Cha, Wis. Mace +4/Morn-
ing star +6 (1d8+2, plus disruption/1d8+4). SA Channel 
Divinity (Control Undead, Deal extra damage (2+spell level) 
on cause wounds spells, smite good (deal 3d8 necrotic damage 
on a successful melee attack), Channel divinity (2; command 
undead, smite good (+4d8 necrotic damage on successful 
hit); Destroy undead (CR 1), Divine Intervention. Spellcast-
ing (Save DC 15; +7 attack) Cantrips – guidance, light re-
sistance, sacred flame, thaumaturgy; 1-level (4 slots) – Bless, 
bane, command, shield of faith; 2-level (3 slots) – aid, silence, 
spiritual weapon, hold person; 3-level (3 slots) – animate dead, 
cure serious wounds, dispel magic; 4th level (3 Slots) –freedom 
of movement, sending, death ward; 5th level (1 Slots) – flame 
strike, contagion.

The first priest wears +3 banded mail, carries a +2 mace of 
disruption, a robe of useful items, ring of evasion, rod of withering, 
scrolls of raise dead x2, speak with dead x3, animate dead x3 and 
heal. He also carries 200gp in coin and jewelry. 

The second priest wears +3 brigandine, +2 ring of protection, 
carries a +4 morning-star, an unholy symbol of divinity (provides 
advantage on channel divinity by faithful), rod of the python, scrolls 
of silence, spiritual weapons, magic circle, sending, flame strike and 
insect plague. He also carries 300gp in coin and jewelry. 

ILLUSIONIST (Lawful Evil human wizard 7) HP 38 (HD 
7d8+7), AC 14, Spd 30ft. Str 10 Dex 15 Con 13 Int 17 Wis 
11 Cha 12. Perception 10 (0). Arcana +5, Religion +5. Sv: 
Int+5, Wis +2. Dagger +7 (1d4+4; returns when thrown). 
Spellcasting: Cantrips – dancing lights, mage hand, minor illu-
sion, ray of frost; 1-level (4 slots) – color spray, disguise self, 
mage armor, silent image; 2-level (3 slots) – alter self, invis-
ibility, mirror image 3-level (3 slots) – major image, phantom 
steed; 4-level (1 slot) – greater invisibility; Displacement (bonus 
action, opponents have disadvantage on attacks; ends if illusion-
ist takes damage or can’t move; recharges after casting illusion 
spell of 2nd level or higher).  He wears bracers of protection +2, 
a +2 dagger of returning a necklace of feather tokens with 6 
feathers [randomly determined] a deck of illusions and 500 gp 
worth of gem and jewelry. 

PRIEST (Chaotic Evil human cleric 5) HP 29 (HD 5d8+6), 
AC 18, Spd 30ft. Str 11 Dex 14 Con 12 Int 16 Wis 14 Cha 
18. Perception 12(+2). Deception +6, Persuasion +6, Reli-
gion +5. Sv: Int, Cha, Wis. Flail +6 (1d6+4). SA Channel 
Divinity (Control Undead, Deal extra damage (2+spell level) 
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party. After this, she steps through the portal followed in order 
and one round at a time by Lord Instabulus, the two priests, 
and randomly the others if not engaged or, well, dead. Within 
in three round the mist, akin to an impenetrable fog, blocks 
the view of the mountain top and from within, several large 
tentacles twirl and whip, reaching out to grasp and grab. These 
are followed by many more tentacles, a dozen or more, each the 
length of several men and covered in rows of tiny small twig like 
feature that grasp and grab. This is a naerlulth.

NAERLULTH (Lawful Evil Large Aberration) HP 76 (HD 
12d10), AC 18, Spd 30ft, 40ft (swim), 20ft (climb). Str 20 
Dex 10 Con 10 Int 18 Wis 16 Cha 7. Perception 17 (+7) 
. Arcana +8, history +8, religion +7. Ash cloud (recharge 
5-6, 30’ x 10’ wide line, 3d8 acid plus blinded 1d6 rnds; Dex 
DC 16 half); Multiattack (6 tentacles); Tentacle +9 (2d6+8 
bashing); Improved grapple (2 tentacles; escape DC 17); Di-
gest (grappled and restrained, 1d8 acid/round; escape DC 17); 
Rock +4 (2d6+8; 60/120ft). SA Darkvision 120ft; immune 
acid, fire, poison, grappled, restrained, resistant to nonmagical 
bashing, piercing and slashing; vulnerable to radiant; inspire (re-
action, 1d10); fear aura (10’ radius, DC 16); dark resurrection 
(victims rise as undead); regeneration (1d10/round); spell resis-
tance; telepathic communication; legendary actions (3/round, 
on other creature’s turn: perception check, tentacle attack, acid 
attack (costs 2) 2d6+8 acid in 10’ radius; DC 17 dex half). 
Challenge 9 (5,000 XP).

THE LADY OF GARUN: The characters should not be allowed to 
prevent the Lady of Garun from leaving the Forsaken Mountain. 
As such, she has not been given statistics. CKs should give her 
whatever abilities she needs in order to escape the encounter. 
The Lady of Garun of the Vessel of Souls is, in part, a plot devise 
and not meant to be fought or encountered yet. She is meant 
to escape after the characters spot her and become a nemesis in 
later adventures. It is especially important that the characters 
have some knowledge of her prior to going to Aufstrag and carry 
the Mask of Usedto with them (as she is immortal and the Mask 
is the only manner of taming her). 

The only thing remaining on top of the mountain where the 
ritual was performed and the Lady of Garun once stood is the 
Mask of Usedto. This was the mask used to bind the Lady of 
Garun so that she could not steal any souls. 

MASK OF USEDTO: Fashioned in the far north by the shamans 
of the Aathuk, the mask serves only to bind the Lady of Garun. 
It holds fact to her face, covering her mouth and silencing her. 
Its magic is powerful and attuned to her, keeping her lips the 
source of her soul-draining power, from touching any around 
her. Once placed upon her it requires powerful magic to 
remove; only Coburg the Undying and the Knight who stole 
her have managed to remove the mask from her face. One of 
these suffered her love; the other suffered an untimely death.

The mask itself is fashioned from a single giant pearl, shaped 
to fit her face. It is utterly featureless and has no decoration 
or form. It is also priceless beyond measure and an artifact of 
unimaginable power. 

on cause wounds spells, Destroy life (as action, deal 20 damage 
divided among all creatures in a 30’ area as she wishes; Wis 
save negates). Spellcasting (Save DC 12; +4 attack) Cantrips 
– guidance, resistance, sacred flame, thaumaturgy; 1-level (4 
slots) – command, inflict wounds, shield of faith; 2-level (3 
slots) – hold person, spiritual weapon; 3-level (2 slots) – ani-
mate dead, bestow curse; Channel divinity (1; command un-
dead, smite good (+1d6 necrotic damage); Destroy undead 
(CR 1/2).  He wears +1 scale mail, +2 footman’s flail, scroll 
of aid x 4, scroll of cure wounds x3 (3rd-level), dispel magic and 
glyph of warding. He wears 100 gp in gems and jewelry. 

FIGHTER (Lawful Evil human fighter 9) HP 68 (HD 
9d10+18), AC 18, Spd 30ft. Str 17 Dex 10 Con 15 Int 10 
Wis 11 Cha 10. Perception 12 (+2). Athletics +5. Sv: Str, 
Con. Longsword +9 (1d8 +2d6 fire). Multiattack (2 sword 
attacks), second wind, action surge, indomitable, protection, 
improved critical, remarkable athlete.  He wears a +5 bronze 
breastplate, a +1 shield, +2 flaming sword, potion of healing, 
and 300 gp worth of gem and jewelry.

ROGUE (Lawful Evil Human Rogue 9) HP 66 (HD 9d8+9), 
AC 17, Spd 30ft. Str 13 Dex 17 Con 12 Int 10 Wis 15 Cha 
10. Perception 16 (+6). Acrobatics +12, Sleight of Hand +6, 
Stealth +12. Sv: Dex +6, Int +2. Dagger +8 (1d4 plus 1d4 
necrotic/turn; DC 14 Con neg., new save each turn), short 
sword +9 (1d6+6), shortbow +10 (1d6+5, 80/320). SA 
Sneak Attack +2d6, Cant, Cunning Action, Fast Hands, Sec-
ond-Story Work, Uncanny Dodge, Evasion, Supreme Sneak. 
He wears +3 leather armor, cloak of the bat, rope of climbing, 
brooch of damage absorption [36 hp left], +2 shortbow, 20 ar-
rows, a +3 short sword of defending, a potion of invisibility, a 
potion of ethereal jaunt, a potion of healing and a +2 dagger of 
wounding and 150 gp worth of gem and jewelry)

UNGERN ELITE WARRIORS X12 (Lawful Evil Medium hu-
manoid) HP 43 (HD 5d8+15), AC 15, Spd 30ft. Str 18 Dex 
12 Con 16 Int 10 Wis 14 Cha 9. Perception 12 (+2). Stealth 
+8, Claws +6 (1d4+4), Gore +6 (1d8+4), scimitar +6 
(1d6+4), longbow +3 (1d8+4, 150/400). SA Able Tactician 
(advantage on attack rolls if 5’ from ally), Multiattack (claws, 
sword, gore); darkvision 60ft, Spell resistance, camouflage (Ad-
vantage on Stealth), master archer (advantage on ranged at-
tacks, add str bonus to damage) Immune to cold. Challenge 3 
(700 XP)

The characters might get a quick glance at the Lady of Garun 
as it is entirely likely they will be engaged with those attacking 
them. Should any one of the characters note her, they see a 
woman captivating beyond all measure turn to face them. The 
Lady focuses upon those who are looking and the eyes seem 
to implore them to, as a gift, soak in her beauty and forget all 
else and bask in its glory. She is using her charm ability. The 
characters must each make a charisma check (DC 20). Should 
they fail, the characters are stunned into inaction for 2d3 
rounds. A successful save halves the effect.

This glare lasts for moments before a greenish mist begins 
forming between the characters and the Lady of Garun. The 
Lady of Garun is summoning a monster to help defeat the 
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Garun. The common understanding in Aihrde claims that the 
Vessel of Souls is actually a vessel. Some claim it is a large cup, 
others a vase, and others an urn. The story changes from place 
to and from time to time. There is a 1 in 10 chance that the sage 
consulted knows the truth. Whatever the case, have the initial 
sage give a story different than that the characters know. If more 
than one sage is consulted, have each provide differing tales and 
stories. This should indicate to the players that some research is 
necessary to find the truth of the matter. The mask can be used 
to enslave the Lady of Garun and make her powers inert as they 
are all locked up in her lips and the whisperings she can make.

The adventure ends on a fairly big cliffhanger. The Vessel of 
Souls has not been captured, few treasures acquired and much 
pain suffered all, for what appears to be little in return. The 
characters may have failed in their mission to capture the Vessel 
of Souls, but what they have achieved is of fair importance. The 
characters should recognize the Lady of Garun in the future 
and this alone may save them heaps of trouble should they ever 
venture to Aufstrag, but they have also managed to acquired one 
of the few items in existence that can bind the Lady of Garun; 
the Mask of Usedto. With this item, they can also discover the 
nature of the Lady of Garun and her past This should give the 
characters some clue as to a weakness of Coburg’s and help in 
outwitting that master of Aufstrag should they ever encounter 
him, which, in light of the events in the Forsaken Land, may be 
sooner than the characters should care. The Undying Lord now 
knows of the characters and their intent and of their knowledge. 
He would likely find it in his interest to silence them. Forever.

The adventure ends on an open note, an empty canvas if you 
will. The Castle Keeper is now free to follow his own whims 
and desires and design adventures for himself. The gateway 
mentioned previously should be viewed as a gateway to adventure 
and should things ever slow down or become moribund, take 
note, the agents of Coburg are fast on the characters trail and 
only the demise of the Undying One will bring an end to the 
characters suffering.

It has few practical applications apart from binding the Lady; 
possession of the artifact, however, grants a certain power over 
her. Its one additional power is that it enhances binding spells. 
Any such spell (including hold person, geas, etc.) cast within 10 
feet of the mask increases all effects by a factor of 10, and all 
saves against such spells are made at disadvantage.

On the down side, it serves as a minor sink against arcane 
spellcasting. All wizards, sorcerers and warlocks who cast any 
spells within 10 feet of the mask must succeed at a DC 25 
saving throw using their primary spellcasting attribute, or suffer 
a 10% chance of spell failure. 

The character must, upon defeating the guardian, find a manner 
of returning to Aihrde or the plane from which they came or 
desire to go. The portal though which the Lady of Garun and 
Lord Instabulus traveled is still open. Traveling through this 
takes the characters back to Aihrde, but without a specific 
location in mind, they return to a random location they know 
from their past. Each character will go to a different spot unless 
they all have the same destination in mind. 

Should the characters have it in their mind to travel to where 
the Lady and Lord Instabulus have gone, they will come close, 
but not quite to that location. This will take them near to the 
location of A9. The two have traveled near that location as 
well but to a spot wherein awaits them some winged beasts to 
take them to an upper balcony in Aufstrag. Ultimately, it is up 
the Castle Keeper to decide where the characters go to further 
the adventure or move the characters into another adventure. 
Finally, the Castle Keeper should allow the characters to devise 
another method of traveling to the prime material should all 
else fail. Perhaps a scroll of teleportation could be found on one 
of the dead foes. 

With the mask of Usedto in hand, the characters can travel 
to any of a few sages found in Aihrde to learn of the mask, its 
nature and the history surrounding it. Not every sage knows 
the true history of the mask and the Vessel or Souls/Lady of 
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Alternately, each tendril has 12 (2d8) hit points; inflicting 
enough damage can cut the vine free. Destroying a vine has 
no effect on the main body hit points of the creature.

MULTIATTACk. The assassin vine makes 8 slam attacks with 
its vines.

SnEAk ATTACk. If the assassin vine successfully surprises its 
opponents, its first 8 attacks in any combat deal an additional 
1d8 bludgeoning damage. 

SLAM. Melee Weapon Attack: +6 to hit, reach 10ft, one target. 
Hit: 8 (1d8+4) bludgeoning damage.

THE DREAM WARRIOR
Dream warriors appear as swirling columns of white mist, 
having no corporeal bodies of which to speak. In this form, they 
are hard to distinguish from smoke or fog, but as they engage in 
combat they take on more corporeal forms. They assume the 
shapes of knights and warriors, with armaments and weapons. 
They often scry their victims briefly, pulling memories from 
their sub-conscience and casting themselves in the images 
of those memories. They twist these memories into horrible 
apparitions, pained and sorrowful. In this way they confront 
their victims with someone they thought long dead or gone 
and made to believe they suffer woefully in the great beyond. 
However, dream warriors can never assume real shapes and 
there are always tendrils of mist coiling about them.

Dream warriors do not bleed, nor can they have limbs chopped 
off or the like. Nor can they drop their weapons, slip, or fall. 
They are creatures of mist and fragments of a mad god’s musings. 
They are, however, real and they can slay and cause damage as 
with any other creature. Those weary in spirit or troubled in 
mind attract the dream warriors. There are, in fact, many of 
these creatures, and they linger on the edges of civilization, or 
in forgotten places where men once dwelt, latent and powerless. 
When encountered, their victims give their malice shape and 
form and they manifest and attack those nearest.

COMBAT:  Dream warriors use any variety of weapons in combat, 
preferring swords, axes, and lances. They can fight two handed 
as if they have 17 dexterity.  Their weapons act as +2 to hit and 
damage, or, if they use two weapons then +1 to hit and damage. 
They are not particularly clever or crafty in battle, and in all 
respects, battle as fighters.

THE DREAM WARRIOR ON AIHRDE

When Unklar discovered the Dreaming Sea and became aware 
of Saint Luther’s presence, he cast himself upon that wild 
expanse and fashioned warriors from his own dreaming. Saint 
Luther called them “slivers of Unklar’s imagining,” and they 
traveled the dreamscape hunting the paladin. Saint Luther 
and the dream warriors battled on many occasions. While the 
paladin proved too strong for them, the dream warriors gained 
some of his powers and came to understand him better.

The warriors have since scattered across the far and wide expanse 
of the Dreaming Sea, haunting only the unwary. Having gained 

APPENDIX A: NEW MONSTERS

ASSASSIN VINE

Assassin vines resemble gigantic patches of ivy or ground cover, 
but in fact are deadly traps that have spelled the doom of many 
an unwary adventurer. They are carnivorous plants who devour 
those who stray too close. The trunk of the assassin vine is 
often hidden within the various tendrils and leaves, but can be 
as thick as that of a large tree. Each of the vines, or tendrils, 
can grow up to 100 feet in length, and the plant can sense 
movement and light. 

Unlike most plants, assassin vines do not require a wealth 
of sunlight to survive. These solitary creatures, in fact, are 
generally encountered in deep woods under heavy canopy 
and in subterranean realms with a lot of available food (living 
creatures prone to wander past).

The Assassin vine sits, appearing in all respects as an innocuous 
plant until potential prey wanders within range of its vines, 
which then sneak up on their prey and ensnare them. The only 
way to destroy an assassin vine is to wade through its tentacles 
and attack the trunk, which is not an easy prospect, and most 
potential victims satisfy themselves with severing the tendrils 
ensnaring them and beating a hasty escape. 

ASSASSIN VINE

Large PLant, UnaLigned

ArMor CLASS: 15 (natural armor)
HIT PoInTS:  53 (6d10+18 HD)
SPEED:  0

STr: DEx: Con: InT: WIS: CHA: 

18 (+4) 16 (+3) 16 (+3) 5 (-3) 12 (+1) 5 (-3)

DAMAgE IMMUnITIES: Lightning

ConDITIon IMMUnITIES: ALL

DAMAgE rESISTAnCE: CoLd, Fire, PierCing From nonmAgiCAL 
weAPons

SEnSES: PAssive PerCePtion 13, tremorsense 120Ft.
SkILLS: PerCePtion +3, steALth +7 
LAngUAgES: None
CHALLEngE: 4 (1,100 XP)

CAMoUFLAgE. The assassin vine has expertise and advantage 
on all stealth checks.
TrUnk DEFEnSE. The assassin vine has advantage on any 
attack rolls against enemies who attempt to attack its trunk. 

ACTIonS

ConSTrICT. When the assassin vine makes a successful 
attack roll, it automatically wraps around the victim. While 
held within the vines, the victim is grappled and restrained, 
automatically taking 1d6 damage each round as the vines 
constrict around them. Escaping from this grapple requires a 
DC 14 strength or dexterity save. The victim can attempt a 
new save each round at the start of the assassin vine’s turn. 
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ACTIonS

DrEAMIng MIST (rECHArgE 5-6). The dream warrior uses 
dream mist to confuse and entrap their prey.  This spell plays 
upon the victim’s own desires, fears and needs, creating 
minor illusions based on these deep terrors and desires. In all 
respects the ability works as a confusion spell (DC 12 Charisma 
negates).  

DrEAMSCAPE WEAPon. Melee Weapon Attack. +9 to hit, 
reach 10ft, one target. Hit: 12 (2d6+4) magical damage (type 
according to weapon). 

ETHErEALnESS. The dream warrior enters the Ethereal Plane 
from the Material Plane, or vice versa. It is visible on the 
Material Plane while it is in the Border Ethereal, and vice 
versa, yet it can’t affect or be affected by anything on the 
other plane.

FEAr (rECHArgE 6). The dream warrior can cast Fear as a 
spell-like ability. 

NAERLULTH

The Naerlulth are creatures from the nether planes fashioned of 
ash, smoke and the dust of burnt things. The naerlulth’s body is 
generally oblong in shape, though crusted over with scabs and 
the like. It is possessed of long, ashen-colored tentacles which 
sprout from the upper torso. These are long, thin and branched 
with thousands of tiny finger-like appendages that allow the 
creature to grasp almost anything. The Naerlulth can have a few 
tentacles or dozens, depending on its age; these are constantly 
shed and re-growing. It uses its tentacles for locomotion as well 
as grasping and combat.

The Naerlulth possesses no cartilage or bones and it is 
amorphous in shape, its form changing according to mood or 
needs—it can flatten, contract or assume almost any shape so 
long as its total mass and surface area remains the same. It has 
no visible features or anatomy save its tentacles and main body 
mass, and its skin constantly peels and flakes, leaving trails of 
ash behind wherever it goes. 

The creature is a ravenous eater, devouring everything it 
encounters by engulfing it and dissolving it with natural digestive 
acids, discarding the residue as more ash in its wake. A single 
naerlulth, left unchecked, can lay waste to an entire region. 
It is a highly intelligent being but is consumed with hatred for 
all living things and an overwhelming desire to feed and sow 
decay and destruction wherever it goes. Fortunately, it is also 
consumed with a desire to survive and so tends to avoid civilized 
regions where it might be quickly dispatched. Rather, it prefers to 
spend its time alone in remote areas, poisoning a landscape until 
there is nothing left before moving on to the next. 

THE NAERLULTH IN AIHRDE

In the early days of the Winter Dark, when Unklar’s forge, 
Klarglich, the Pit of Woe, was newly made, the horned god set 
himself to the task of creation. From these early efforts efforts 

some of Luther’s power, they can affect another’s dreams. They 
haunt the prime material world, occasionally enticing people 
onto the Dreaming Sea and then destroying them or upon a 
rare occasion taking advantage of a powerful victim and coming 
to the world of Aihrde itself, where they stalk the unwary and 
feed upon them.

Though not entirely conscious, they have, since the Horned 
God’s fall, become aware of their existence and this has 
emboldened them. They have come to hate all living things, 
for they know themselves as figments of the Horned God’s 
imaginings and remnants of his evil will. Their malice is 
palatable to those sensitive to such things.

Their weapon of choice is fashioned from the Dreamscape, when 
the creature alters itself from its mist form. Any victim, other 
than a Confessor Knight or resident of the Dreaming Sea struck 
by such a weapon, is plagued with nightmares and sleepless 
nights. A remove curse can cure this ailment. Otherwise they 
suffer from constant exhaustion; their constitution is reduced 
by 1 point each month that passes.

THE DREAM WARRIOR

Large ConstrUCt, neUtraL

ArMor CLASS: 18 (natural armor)
HIT PoInTS:  55 (10d10 HD)
SPEED:  30ft, 40ft (fly)

STr: DEx: Con: InT: WIS: CHA: 

15 (+2) 18 (+4) 11 (+0) 10 (+0) 12 (+1) 9 (-1)

DAMAgE IMMUnITIES: Fire, Cold, Poison
ConDITIon IMMUnITIES: Charmed, Grappled, Poisoned, 
Restrained
DAMAgE rESISTAnCE: Bludgeoning, piercing and slashing 
from nonmagical weapons

SEnSES: Darkvision 60ft., Passive Perception 14
LAngUAgES: All
CHALLEngE: 6 (2,300 XP)

DETECT THoUgHTS. The dream warrior can use the Detect 
Thoughts spell at will as a spell-like ability. This ability is 
always active and the save DC is 12.

ETHErEAL SIgHT. The dream warrior can see 60 feet into the 
Ethereal Plane when it is on the Material Plane, and vice 
versa.

MIST ForM. A dream warrior is incorporeal most of the time; 
however, three times a day, at will, the dream warrior may 
assume a more corporal form. It takes up to four rounds to 
alter its shape.  A dream warrior may move 40 ft. in its mist 
form. The ability is otherwise similar to a gaseous form spell. 
This shape almost always takes on the form of someone close 
to the one they are fighting. This often disconcerts their foes 
and unless a successful charisma save (DC 12) is made they 
suffer disadvantage on all attacks, attribute checks (made 
against the dream warrior), and saving throws.
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the naerlulth be destroyed, undead it has created become 
independent. 

rEgEnErATIon. The naerlulth regenerates 1d10 hit points per 
round.  

SPELL rESISTAnCE. The naerlulth has advantage on all saving 
throws against magical spells and effects. 

TELEPATHy. The naerlulth can communicate with any 
intelligent creature telepathically. 

ACTIonS

ASH CLoUD (rECHArgE 5-6). As an action, the Naerlulth can 
spray a cloud of ash in a line that is 30 feet long and 10 feet 
wide. All within this cloud suffer 3d8 points of acid damage 
and be blinded for 1d6 rounds (dexterity save DC 16 for half).  

DIgEST. As a bonus action, the naerlulth can draw any 
grappled creature into its bulk and begin to digest it. Such 
creatures are grappled and restrained, and suffer 1d8 acid 
damage each round until they are freed or the naerlulth is 
destroyed (Escape DC 17). A creature thus engulfed can 
attempt to escape once per round at the beginning of the 
naerlulth’s turn.

IMProVED grAPPLE. Any creature struck by two of the 
naerlulth’s tentacles is grappled (escape DC 17). Severing a 
tentacle can free a creature thus grappled; each tentacle has 
5 (1d10) hit points, independent of the main body hit points. 
Severed tentacles regrow in 1d4 rounds.

InSPIrE. As a reaction, the naerlulth can give any creature an 
inspiration die (1d10). This die functions in all ways the same 
as a bard’s Inspiration die. 

MULTIATTACk. The naerlulth makes 6 tentacle attacks.

TEnTACLE. Melee Weapon Attack. +9 to hit, reach 10ft., one 
target. Hit: 15 (2d6+8) bashing damage.

THroWn roCk. Ranged Attack. +4 to hit, range 60/120ft., 
one target. Hit: 13 (2d6+8) bashing

LEgEnDAry ACTIonS

The naerlulth can take 3 legendary actions, choosing from 
the options below. Only one legendary action option can be 
used at a time and only at the end of another creature’s turn. 
The naerlulth regains spent legendary actions at the start of 
its turn.

DETECT. The naerlulth makes a Wisdom (Perception) check.

TEnTACLE ATTACk. The naerlulth makes a tentacle attack.

ACID ATTACk (CoSTS 2 ACTIonS). The naerlulth expels its 
digestive acid in an explosive spray. Each creature within 
10 feet of the naerlulth suffers 15 (2d6 + 8) acid damage, 
plus an additional 1d6 damage each round for 1d4 rounds. A 
successful DC 17 dexterity save halves the initial damage and 
negates ongoing damage. 

spawned many foul abominations that came to haunt the world, 
and do to this very day.

The Naerlulth were among the greater of Unklar’s early 
creations, shaped from the ash of corrupted and ancient 
sentient creatures, plants and trees, and scorched to life with 
fire, they took on their coal-ash shape as a mockery of all goodly 
life created in the image of the All Father. Their amorphous 
shape and the acid they secrete from their bellies earned them 
the name, “naerlulth,” which in dwarvish means “bleeding ash.”

Given minds of their own, they in time became possessed of 
great knowledge and wisdom, but also great envy and hatred for 
life, and obsessed with their sole driving purpose: to unmake the 
beauty of the world. So adept were they at their purpose that 
Unklar made them generals, placing them in charge of many 
of his dark creations, and it was this very position combined 
with their vast knowledge of matters historic and arcane that 
allowed the naerlulth to survive Unklar’s fall and attain their 
independence in the world today. Many of Unklar’s fallen and 
cast-off have taken pilgrimages to offer themselves in service 
to a naerlulth in their god’s absence, and these creatures often 
serve as warlords and overlords amongst kingdoms of ash and 
destruction, attended to by orcs, goblins, bugbears and legions 
of undead, already prepared for the day of the Horned God’s 
return. 

NAERLULTH

Large aberration, LawfUL eviL

ArMor CLASS: 18 (Natural)
HIT PoInTS: 76 (12d10 HD)
SPEED: 30ft, 40ft (swim), 20ft (climb)

STr: DEx: Con: InT: WIS: CHA: 

20 (+5) 10 (+0) 10 (+0) 18 (+4) 16 (+3) 7 (-2)

DAMAgE IMMUnITIES: Acid, fire, poison
ConDITIon IMMUnITIES: Grappled, poisoned, restrained
DAMAgE rESISTAnCE: Bashing, piercing, slashing from 
nonmagical weapons
DAMAgE VULnErABILITIES: Radiant

SEnSES: Darkvision 120’, Passive Perception 17
SkILLS: Arcana +8, History +8, Perception +7, Religion +7
LAngUAgES: All, via telepathy
CHALLEngE: 9 (5,000 XP)

AUrA oF FEAr. The naerlulth is a creature of the nether 
planes, constructed of all that is unnatural and wrong. Any 
creature that ventures within thirty feet of one must succeed 
at a Charisma-based saving throw (DC 16) or be frightened 
until it leaves the area. A creature who succeeds at this 
saving throw is immune to the aura from the same naerlulth 
thereafter. 

DArk rESUrrECTIon. Any creature slain by a naerlulth arises 
again as a random type of undead within 1d10 rounds. This 
new creature is standard as its undead type in all ways, save 
that it is subservient to the naerlulth that created it. Should
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As such, the howling of the vimnel carries echoes of their long 
suffering. It is terrible to hear and drives most who hear it into 
short-term madness. From a distance it conjures memories of 
darkness and pain; but up close the howl is deadly for it seeps 
into the subconscious mind, disrupting the victim’s mental state.

VIMNEL

MediUM Monstrosity, ChaotiC eviL

ArMor CLASS: 17 (Natural Armor plus dexterity)
HIT PoInTS: 36 (5d8+10 HD)
SPEED:  30ft/60ft (fly)

Str: Dex: Con: Int: Wis: Cha:

12 (+1) 15 (+2) 14 (+2) 12 (+1) 17 (+2) 7 (-3)

DAMAgE IMMUnITIES: None. 
ConDITIon IMMUnITIES: Fear
DAMAgE rESISTAnCE: None

SEnSES: Passive Perception 12
LAngUAgES: Common, Abyssal
CHALLEngE: 3 (700 XP)

ACTIonS

HoWL (Recharge 6). The vimnel issues a keeing wail that 
drives those who hear it to madness. Anyone within 10 feet 
of the vimnel when it howls must make a successful wisdom 
save (DC 12) or act as affected by the confusion spell for 1d4 
rounds. The victim may repeat this save at the end of each 
round, ending the effect on itself on a success. Repeated uses 
of the howl are not cumulative, and victims who successfully 
save are immune to the howl for 24 hours.

MULTIATTACk. The vimnel attacks twice, with its claws and 
a bite.

CLAWS. Melee Weapon Attack: +4 to hit, reach 5ft., one tar-
get. Hit: 1d4+2 slashing damage.

BITE. Melee Weapon Attack: +4 to hit, reach 5ft., one target. 
Hit: 1d4+2 piercing damage.

VIMNEL

These gaunt humanoids range in color from deep blue to a light 
purple. With broad reptilian wings they are able fliers, though 
usually their flights are erratic, with a great deal of up and down 
motion. Arms and legs, like sticks, protrude from their emaci-
ated torsos, which in turn are topped by round heads cut by a 
wide gash of a mouth. Fangs line their dry, cracked, swollen lips 
and yellow eyes bulge from their sallow faces.

The vimnel are social creatures, traveling in small bands of up 
to eight. They travel great distances until they find refuge in 
abandoned buildings, dungeons, towns, and ruins of any kind; 
in short, anywhere they can find some security from the ele-
ments. They build nest-like houses in high places where they 
gather their treasures.

They have no ability to speak any languages. Nor are they able 
to fashion any type of clothing, weapons, or armor. They do wear 
jewelry and other trinkets they scavenge from the battlefield.

The vimnel are vicious in battle, swooping down on their prey 
and attacking with claws and fangs. They use simple weapons 
when they have them. As soon as they engage, they howl at 
their prey in an attempt to disorient them.

THE VIMNEL IN AIHRDE

Unklar fashioned the vimnel upon the forges of Klarglich. In 
those pits of terror, he twisted men into malformed shapes, tor-
turing them into a madness from which none could recover. 
They hobbled around the Pit howling their pain until the dis-
traction became too much for him, so he fashioned them wings 
and gave them the gift of flight. They fled then, throughout the 
wide halls of Aufstrag, haunting the tunnels and terrorizing the 
denizens of that fell place.

In later days, some fled the halls, spreading throughout the 
world. Their lonely, pain-filled howls are now heard throughout 
the world, and the creatures, though uncommon, are known to 
all the lands. They are drawn to the empty houses of men for it 
is there that memories of their pasts draw them; they long for 
something they do not rightly remember, that being the light of 
their own humanity.
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Order. If the Order does find such a reason, it is with the express 
purpose of finding a particular item or destroying a particular 
enemy. They never wander without purpose, as they must follow 
the strict guidelines of the guild and hierarchy.

The Order consists of Chapter Houses. Each House commands 
a city, town, district, duchy or any other number of political 
regions. Each House is different in size, some very small 
and others very large. Each House consists of a Deacon, an 
Executioner, several Scholars, and an indeterminate number of 
Initiates.

TABLE 2: CRNA RUK HIERARCHY

rAnk/orDEr HD

Initiate 3-8 (d8)

Scholar 9-13 (d8)

Inquisitor 14d8 or higher

RANK AND TITLES

In addition to there being three ranks/orders of Crna Ruk, each 
rank is subdivided into titles. These titles are roughly equivalent 
to a character’s level and progress as follows. It should be noted 
that in no case can a player character who is not following the 
Crna Ruk roguish archetype progress in title beyond the rank 
of Scholar or title of Deacon, no matter how high level they go.  

TABLE 3: CRNA RUK TITLE AND RANK

LEVEL TITLE rAnk

3 Initiate Initiate

4 Quill Initiate

5 Rune Initiate

6 Acolyte Initiate

7 Master Initiate

8 Philosopher Initiate

9 Scholar Scholar

10 Purger Scholar

11 Assassin Scholar

12 Herzlos Scholar

13 Deacon Scholar

14 Inquisitor Inquisitor

15 Executioner Inquisitor

16 Shroud Inquisitor

17 Shadow Inquisitor

18 Shade Inquisitor

19 Wraith Inquisitor

20 Grand Inquisitor Inquisitor

THE CRNA RUK IN AIHRDE  

The Crna Ruk (Kerna-Rook), in the Vulgate, “those whose 
hands pass through the dark,” are predatory assassins who lust 

APPENDIX B: THE CRNA RUK

Not so much a new monster as a potentially world-spanning 
secret society that can be a major political force in  your games, 
the Crna Ruk are members of the Crna Ruk Guild of Assassins. 
In all outward appearances, they are human, or in some rare 
cases demi-human, but within them boil a twisted malevolence. 
They serve a higher order, and work toward the domination 
or destruction of anything that opposes them or their dark 
religion. They walk among the kingdoms of men as would 
any normal person, disguised as merchants, soldiers, peasants, 
nobles, priests, etc. The only distinguishing mark they bear is a 
tattoo of geometric symbols upon the inner left wrist. It is the 
symbol of the wizard-god they serve. The brand is magical (see 
Illusory Mark below for the nature of the brand and the effects 
of reading it.)

Few openly join or actively seek to join the Crna Ruk. The 
Order is very secretive and always kills those who attempt such 
a feat. It has ever been the practice of the guild to take the sons 
and daughters of men at an early age and raise them under the 
direct guidance of the guild. They choose these children for a 
variety of reasons; some, because they seem to possess an evil 
nature, others because particular guild members have “dreamed” 
of them, still others for their bloodlines. Initiates kidnap these 
children from the houses of the wealthy or the shanties of 
the very poor. Some they discover in the slave markets; and 
purchased, they are brought to the Order houses. Those taken 
are always very young, toddlers or the like. But, no matter the age 
or background, all these children carry an affinity for evil; they 
are “touched.” The victims were predisposed at birth for evil, 
marked by the gods. The Order simply encourages and channels 
their natural inclinations. These victims spend the rest of their 
lives in the Order. Once considered humans, or demi-humans, 
these Initiates become twisted by their service to evil that they 
have lost all ability to empathize with suffering, or to feel remorse 
or sympathy. The Crna Ruk are the incarnation of evil.

All Crna Ruk are lawful evil. They believe that the only 
way to return “peace” to the world is through the order and 
control. They can only attain and maintain control through 
terrorizing the world. The Crna Ruk know little life beyond the 
guild and the evil worship of their dark deities. There are no 
members of their guild who believe in a different path. They are 
irredeemably evil.

The guild itself is highly structured and follows a strict hierarchy. 
Those chosen for the guild become Initiates. Those Initiates 
who are gifted and highly skilled become Crna Ruk Scholars. A 
very few of the Scholars possess the necessary skills and abilities 
to become Inquisitors. The Inquisitors are few in number, very 
powerful and rule the order with an iron discipline. To break 
with the guild or defy or even question its law is an instant 
death sentence for any member. Though such action never 
happens for they are all dedicated to the rule of law and the 
order it brings.

Crna Ruk never do anything for personal gain and never work 
with or for others without strict instructions to do so from the 
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NEW ROGUISH ARCHETYPE: CRNA RUK ASSASSIN

In game terms, the Crna Ruk function as a new Roguish 
Archetype. Following this path requires a character to be 
recruited and accepted into the Crna Ruk; this normally 
happens by the time the character begins their adventuring life 
(ie. at first level) but the CK can decide to attempt to recruit 
the character at any time in their adventuring life. 

Characters who join the Crna Ruk after choosing their archetype 
at third level have a choice: they can be a member of the secret 
society while continuing their chosen archetypal path, or 
they can “swap out” their original archetype for the Crna Ruk 
archetype. As with all roguish archetypes, this provides abilities 
at levels 3, 9, 13 and 17.

SPELLCASTING: When you take this archetype at third level, 
you gain the ability to cast a limited number of spells from the 

Warlock list, but expanded as indicated on the Crna Ruk 
spellcasting table, which displays your known spells and 

spell slots. Your known spells are chosen from the Crna 
Ruk spell list, below. 

Charisma is your spellcasting ability for your 
spells, since they come about from your force of 

personality and innate connection to the 
shadows. The DC to save against your spells 
equals 8 plus your Proficiency bonus, plus 
your Charisma bonus. Your attack modifier 
with spells equals your proficiency bonus 
plus your Charisma modifier. 

DEADLY STRIKE: At third level, the Crna 
Ruk initiate gains the ability to make a 

devastating first strike in combat. On their 
first attack in any given combat, the Crna 

Ruk gains advantage against any foe who has 
not yet acted. 

ILLUSORY MARK: Finally, at third level, the Crna 
Ruk gains a mark of the Order in magical ink. This 

ink is invisible to all means except for True Seeing 
but all those who carry the mark can automatically sense one 
another on sight. 

CASE TARGET: At level 9, as a bonus action, the Crna Ruk can 
target one opponent against whom they gain advantage on their 
next attack. 

ASSASSIN’S DEFENSE: At Level 13, if the Crna Ruk takes the 
Dodge action in combat, on their next turn they may make a 
second attack against an opponent that attacked them, with 
advantage as a bonus action. In addition, this bonus attack 
deals an extra 1d8 necrotic damage if successful. 

SPELL-LIKE ABILITIES: At level 17, the Crna Ruk can use 
Cloudkill, Finger of Death, Hallow as spell-like abilities. These 
abilities function in all ways exactly as the spells. Each spell can 
be used but once, after which the Crna Ruk Inquisitor must 
complete a long rest before using it again. 

for the rebirth of the horned god. They worship the rule of 
Law as symbolized in the Winter’s Dark. They pay homage to 
Unklar, the horned god Unklar who ruled by keeping the world 
in a continual winter and who brooked no rebellion. The Crna 
Ruk served as his cohort of assassins, rogues, and spies.

The wizard Nulak-Kiz-Din founded the order in the early years 
of the Winter Dark to serve him and the horned god. Nulak 
used them primarily to control the minions of the horned god, 
to gather information on their activities and report back to him. 
The Crna Ruk rose to great prominence as Nulak gained power 
and were instrumental in helping his rise. The information they 
supplied him served him well, when he needed it. Next, the 
Trolls of Gottland the Crna Ruk were Nulak’s most powerful 
allies and servants.

After the fall of the horned god, they attempted to bolster the 
power of the arch-mage in the power vacuum that followed. 
But in doing so they ran afoul of the Lord of the Halls (that 
is Aufstrag), Coburg the Undying. Coburg himself was in 
the process of consolidating his own power over Aufstrag 
after the horned god’s fall, and set about a ruthless 
campaign of exterminating the Crna Ruk (along 
with many others). He put many of them to death, 
bound others in Klarglich, and others to the walls 
of Aufstrag itself. Coburg slew (He Who 
Wears the) Shroud with his own hand by 
choking him to death upon the dais of the 
throne. He fashioned a drinking cup from 
his skull, which he called Shrouded Vessel 
for drinking and it made him hallucinate 
(Michael Bagelton, a rogue of great 
renown, later stole the Shrouded Vessel 
from Coburg, and it was subsequently lost).

Few now know the Order’s true origins, only 
that they thrived during the Winter Dark and 
practiced an eldritch sorcery. Since the Winter 
Dark Wars, they have lived on as legends, as demons 
to haunt the nightmares of the people of the world.  
For this reason the Crna Ruk are universally feared.

In recent years however, the Crna Ruk have grown in power. 
They have formed small, independent units in towns and cities, 
paying homage to the wizard and the horned god. There is a 
new, powerful Grand Inquisitor and (He Who Wears the) 
Shroud, both of whom were servants during the waning days 
of the Winter Dark. Their one great quest is to find the missing 
spells of the Blood Rune sorcery. This sorcery, they believe, 
offers the Crna Ruk the greatest opportunity to return Unklar 
to the plane . They detest Coburg and consider him a mortal 
enemy and a heretic who they see, rightfully so, as someone 
who does not wish the return of the Unklar. Their main guild 
hall is in the Punj where they have found staunch allies. They 
have begun spreading throughout the Lands of Ursal however, 
searching for the pieces of the missing horn, or any other device 
that they feel will aid them in their mission and bring back the 
Winter Dark.
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TABLE 5: CRNA RUK EXPANDED SPELL LIST

LeveL SpeLLS

0-Level (Cantrips) Message
True Strike
Vicious Mockery

1st-Level Charm Person/Inflict Wounds
Fog Cloud
Sanctuary

2nd-Level Alter Self
Enhance Ability
Web

3rd-Level Bestow Curse
Blink
Haste

4th-Level Compulsion
Greater Invisibility
Phantasmal Killer

TABLE 4: CRNA RUK SPELLS

LEVEL CAnTrIPS 
knoWn

SPELLS 
knoWn

1ST 2nD 3rD 4TH

3rd 3 3 2 – – –

4th 3 4 3 – – –

5th 3 4 3 – – –

6th 3 4 3 – – –

7th 3 5 4 2 – –

8th 3 6 4 2 – –

9th 3 6 4 2 – –

10th 4 7 4 3 – –

11th 4 8 4 3 – –

12th 4 8 4 3 – –

13th 4 9 4 3 2 –

14th 4 10 4 3 2 –

15th 4 10 4 3 2 –

16th 4 11 4 3 3 –

17th 4 11 4 3 3 –

18th 4 11 4 3 3 –

19th 4 12 4 3 3 1

20th 4 13 4 3 3 1
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