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2 5TH EDITION ADVENTURE 

In all it is dangerous country, for all manner of creatures live 
within the Elkhorn Deeps. Most notable are several clans of evil 
fey and creatures of a magical nature. Few venture out at night. 
Fewer still brave the forest. Only the experienced wood cutters 
and rangers will do so.

Recently however the walls and fortified houses have proved 
insufficient to keep the townsfolk safe. Several murders have 
occurred and an evil hag recently driven from the town. In 
this particular incident the hag bewitched the wizard and 
bound him to her for a great long while. When a passing 
group of adventurers took the job to investigate the wizard’s 
disappearance they uncovered the truth and drove the hag into 
the forest, where they presume she still dwells.

For awhile things were quiet, but the town was shocked from 
its comfort when a local hunter went missing. Some of his 
friends found his body several days later. If that wasn’t shocking 
enough, someone kidnapped two children from their home in 
one of the outlying thorps.

The townsfolk are desperate for their return for they fear that 
if too much time passes, whatever kidnapped and killed the 
hunter will do the same for the children. The few rangers have 
been sent into the forest, but to no avail and time is running 
short. The Sheriff is desperate to find someone to take up 
the task of hunting these children and as soon as he sees the 
characters he offers them the job.

FOR THE CASTLE KEEPER 
If you are a player character or intend to play in this adventure 
read no further. Not knowing the nature of the kidnappers 
encapsulates much of the adventure’s enjoyment. So, in short, 
READ NO FURTHER, unless you are a Castle Keeper or the 
CK’s appointed representative. 

Recently a lamia has moved into the area. A troop of stalwart 
Halflings drove her from her home in the northern forests, 
and she has settled in the Elkhorn Deeps. Gone now are her 
lush gardens and the palace where she lived, replaced with a 
rough camp in the dark, damp wood. Much of her menagerie 
is gone as well, lost to the Halflings, either freed or killed. 
She managed only to keep a few choice pieces, and these she 
has imprisoned in rude cages, with chains and ropes in her 
encampment. She is as enraged over the destruction of her 
collection.

She is desperate to build a new home, but more than that she 
is desperate to replace the missing pieces of her collection. To 
this end she has been watching the town of Lead Hill, looking 
for choice creatures to ensnare and kidnap.  These she plans 
on using to build her new home and to people her collection. 
She has managed, through both gold and her charm ability, to 
enlist the services of a bartender in the Neighbor Mill. Old Nat 
Hobbs is bitter and lives much of his life in pain as his numerous 
wounds have healed irregularly over the years and left him with 
too much joint pain. He gladly accepts the pay of the lamia and 
feeds her information on the locals. 

This adventure begins in the town of Lead Hill in the 
Neighbor’s Mill Inn. Here the characters learn that someone 
or something has kidnapped several local children from the 
outlying farmsteads and taken them into the Darkenfold 
forest. The town sheriff, spying the adventurers need for food, 
comfort, and even supplies offers to pay them handsomely 
to track the perpetrators down, kill, or apprehend them, and 
bring the children back safely. The ensuing pursuit brings the 
adventurers into the very southern edges of the Darkenfold 
Forest, specifically into the Elkhorn Deeps. Once in the eaves 
they must track the kidnappers and rescue the children.

The adventure is a mid-level adventure. There should be 4-6 
characters of 3rd-5th level. The level spread should reflect the 
number of characters. If there are four characters, they should 
be 5th level. If there are six characters they should be 4th level.  
Though it is not necessary, having a character proficient in the 
survival skill in the party, it is highly advantageous. 

This adventure was play tested in TLG’s weekly C&C game and 
written for the Castles & Crusades® tournament adventure 
run by John Wright and Eric Piper at GenCon 2009. We are 
now happy to present it for the Fifth Edition Fantasy rules!

INTRODUCTION 
Lead Hill is a small coastal town built in an inlet upon the 
shores of the Bay of Brand. The inlet protects the town from 
the ravages of the deep waters of the sea, though on occasion 
hurricanes and other violent storms flood the area, causing the 
locals all manner of problems. The town is sandwiched between 
the waters of the inlet and a large bluff, one of the only areas of 
the coast that rises to any height. Beyond the town the ground 
rises in a gentle but constant slope on and into the valleys of the 
deeps of the Darkenfold Forest. The first trees, noticeable in the 
distance, are little more than a haze upon the northern horizon. 
These are the Elkhorn Deeps and they mark the southernmost 
portion of the great Darkenfold forest. The Elkhorn Deeps are 
not far enough to make wood cutting a difficult profession, 
and are not close enough to allow the denizens of the forest to 
molest the town.

Lead Hill boasts a wall, about 12 feet high and 3 feet high at the 
base, all of relatively new construction. It has six watch towers 
unevenly distributed around the town. Each of these towers sits 
upon the wall itself, or rather; they are part of the wall. There 
are four gates, one opening upon the harbor while the others 
face the north-east, north, and south-west. The local authority, 
the Sheriff, Dereck Meackon, closes the gates every night on his 
rounds, making certain the town is secure from whatever may 
creep down from the forest. 

Most people in the area live within the walls, making their 
living in one trade or another. There are about 3000 people in 
all. Some however live outside the walls of Lead Hill, farmers, 
herdsman, wood cutters, and the like. Their fortified farm 
houses dot the countryside as do several small thorps. The 
thorps boast wooden palisades. The most notable resident who 
dwells beyond the walls is the mage Andru, whose tower sits 
upon the bluff, overlooking the town.
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to make (see below) and even if they see through it, it may not 
impact their actions. Keep this number tucked away for the end 
of the game. The reason to make this check now is to keep the 
characters from becoming instantly suspicious when they enter 
the encampment where they would be forced to make a check. 
Every so often have the characters make a check, pretend to 
record it. This keeps them jumping for when they have to make 
actual ability checks. 

PART I BEGINNING THE ADVENTURE 
This adventure begins in the Neighbor’s Mill Inn. The characters 
have only recently arrived and have just finished a large mid-
morning breakfast of roasted venison, bread, and topped the 
whole meal off with a round of mead. They have settled into the 
early morning malaise and very soon cannot help but overhear 
the locals, many of whom are gathered around one long table 
or leaning in toward it. The previous evening’s events dominate 
the conversation; the townsfolk mention a kidnapping, murder 
and something being drug into the woods.

If the characters engage the townsfolk, the people recount 
what they know with gusto. They are not shy about bringing 
the strangers into the conversation. There are many travelers 
in these parts and it is not uncommon to see well-armed and 
equipped mercenaries and the like hunting the Elkhorn Deeps 
for treasure and glory. When and if the characters become 
engaged in the conversation it begins to attract everyone in 
the tavern. Barkeeps wander over as do all the patrons. The 
mere hope that the strangers might attempt a rescue encourages 
everyone.

The conversation invariably leads to the hag that bewitched 
Andru the mage last winter. The creature charmed the mage 
and led him to believe she was a beautiful maiden, but she 
imprisoned him in his tower and left him there to rot. Another 
party of adventurers eventually drove her into the forest. 

LAWMAN 

Whether the characters actively join the conversation or not, 
the Sheriff, Bardulf Layoman, notices them in the tavern and 
recognizes them for what they are, adventurers. He engages 
them about the evening’s events and offers them a bounty if they 
hunt down the kidnappers and bring back the children (dead or 
alive he whispers). But he wants the creature or creatures that 
committed the crime destroyed. He offers them 500gp each, 
and the ability to equip themselves reasonably with food and 
traveling gear from the town’s supplies. If asked why he does not 
send someone or do it himself he explains that the authorities in 
Brindisium (the overlords of the region) forbid him to venture 
from the town on official business without express permission. It 
would take weeks to gain such permission and by that time the 
children would be dead or the trail too cold to follow. 

The villagers attempt to convince the characters as well.

BARDULF LAYOMAN (LG Human Fighter) HP 61 (HD 
8d10+16), AC 18, Spd 30ft. Str 17 Dex 15 Con 10 Int 10 

She first kidnapped a local woodsman, through her charm spells 
she gleaned what information she could, afterwards slaying and 
leaving him for the townsfolk to find.

The night previous to the character’s arrival in town the lamia 
took the paladin, one of her more powerful servants, to serve as 
her guard, as well as a satyr and a harpy. They were to kidnap the 
children. She ventured to one of the small outlying thorps. The 
satyr rode upon her back, the paladin walked and the harpy flew. 
They gathered outside the palisade. The harpy flew over the wall 
with the satyr, landed upon the roof of the victim’s house. There 
she lowered the satyr to the ground and lying flat on her stomach 
opened the window latch. In doing all this she scratched the roof 
tiles, dislodged a few, and left a few foul smelling feathers in the 
tile-work. The satyr then jumped into the window, playing a soft, 
bewitching tune that woke only the children. His enticing music 
led the two small children from the house. 

Alex, 9 years old, and his sister, Lianna, 7, climbed out the 
window and followed the satyr, completely charmed. The harpy 
bore them over the wall to the waiting lamia and together the 
whole party fled the scene. They have entered the forest where 
they are presently resting and regrouping. Their movement is 
slow as the paladin is heavily armed.

PLAYING IN THE TOURNEY 

This adventure is designed in four parts and should be playable 
in one solid 5 hour game session. Each part should take just 
over an hour or so to play through. Of course the time must 
vary from group to group. The players should not be allowed 
to debate endlessly about what they have learned from whom 
or where. The Castle Keeper must move the adventure along, 
cutting off debate where it needed. It frequently rains in the 
Darkenfold, and the constant threat of rain and the destruction 
of the lamia’s tracks should supply the CK with sufficient fodder 
to keep the party moving.

It is important that the characters are kept guessing about the 
nature of what they are pursuing, because the trap set by the 
lamia at the end only works if they do not suspect a centaur-like 
creature. The confusion of the lamia’s tracks (see below) along 
with the satyr’s supply perfect misdirection.

Misdirection is critical to the fun of the adventure. The players 
should stay in the dark, guessing what they are encountering to 
the very end as eventually the lamia lays a careful trap for the 
party (see below). The CK must curb the characters’ natural 
suspicion to any and all occurrences if the encounter is to come 
off as designed. This misdirection is relatively simple to do 
through the judicious use of ability checks. 

Even novice players are going to know what ability checks 
are, when they make them. Experienced players are going 
to attempt to figure out exactly why they are making the 
checks. So at the game’s beginning, have everyone make an 
Intelligence (Investigation) check. Allow them to dutifully 
report this number and write it down. The check is for the final 
encounter, when they see the lamia lying upon the ground with 
a hallucinatory terrain spell about her. It’s a very difficult check 
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a good store of standard equipment, weapons, and household 
goods. Nothing particularly exotic is on the Barrow, other than 
a very old monkey named Turnkey. They will sell it if the price 
is right, that being about 50gp. 

Nat Hobbs is stand offish as well, as he suspects that the creature 
that has been paying him kidnapped the children. Now, he is 
just fearful that someone might make a connection between 
him and the kidnappings. Thus, he is staying as far from the 
discussion as he can.

If the character’s question him, he is visibly nervous and very 
stand offish. He attempts to put the characters off by changing 
the subject. However if pressure is put on him, and the Sheriff 
allows it, then Nat gets real surly. He becomes agitated and 
snaps back his answers as much as anything.  

Sadly, he really knows very little having only met the creature 
a few times. He doesn’t know the creature’s real purpose, only 
assuming it was here to rob various people of their valuables. He 
explains the following: 

“I don’t knows much sirs, really. I’m just a poor old man 
with little life left and less sight. I can’t see well in the 
day, much less the dark. It was a creature most ugly, 
that witch that charmed our mage maybe. It was that 
foul and evil tempered. Seemed to be riding some beast 
with claws on its feet. I don’t know. She bewitched me, 
bewitched me I tell you. Oh the horror!”

At this point Hobbs pretends to break down and weeps begging 
for mercy. He falls to his knees in front of one of the characters 
begging for his life. He then pulls a knife out and attempts to gut 
the character. While doing so he calls for his friends to aid him. 

NAT HOBBS (NE Human Fighter) HP 33 (HD 4d10+4), 
AC 13, Spd 30ft. Str 15 Dex 16 Con 12 Int 10 Wis 10 Cha 
13. Perception 13 (+3). Athletics +6, Insight +3, Intimida-
tion +4. Sv: Str +6, Con +4. SA Two-Weapon Fighting, Sec-
ond Wind, Action Surge, He fights with brass knuckles (+6; 
1d4+3) and a boot dagger (+6; 1d6+3), or any weapon that 
comes to hand be it a chair, rock, or anything else.

TOUGHS X 4 (NE human thugs) HD1d8 (HP 6), AC 13, 
Mv 30ft. Str 12 Dex 14  Con 12 Int 10 Wis 10 Cha 10. They 
attack with clubs (+4; 1d6+1) or daggers (+4; 1d4+1; 
10ft/30ft). They wear or carry studded leather armor, clubs, 
and daggers. They each have 2gp.

The bar fight that follows soon includes the whole bar as Nat 
does have some friends about, but most try to stay clear. The 
sheriff keeps the fight from being too bloody.

The lamia actually met Hobbs in the forest while he was 
chopping wood. She cast hallucinatory terrain around her so 
that he could not see her true nature, hiding as she was in the 
brush. She attempted to charm him, but failing that, offered 
him gold for information. Hobbs being a disreputable sort took 
the coin and has left her messages in the forest, written on 
small scraps of paper. These contain the layout of the town, the 
various thorps, who lives where and other pieces of information.

Wis 10 Cha 11. SA Duelist, Extra Attack (2 sword attacks; 
+7/1d8+5), second wind, action surge, indomitable, protec-
tion, improved critical, remarkable athlete  He wears +2 chain-
mail and carries a +2 longsword (1d8+5), dagger, and 300gp 
in coin and jewelry.

SHIFTING EYES 

Only a few within were not participating in the event. A dark 
cowled figure in the corner brooding over his drink ignores the 
conversation, as did a few clever looking merchants, and one of 
the bartenders, the elderly Nat Hobbs. 

Astute characters might take notice of these exceptions. They 
are easy to see and even a casual glance reveals these men 
keeping quiet. If the players do not look around, have each roll 
a Wisdom (Perception) check (DC 15) to see if they notice.

Each of these men has their own reasons for not participating in 
the conversations.

The cowled figure is a wizard, Inine McKay, who has traveled 
up the long coast by himself and only lately arrived to town, 
some three days ago. He has come to town seeking to fulfill a 
vendetta against Andru the Mage who lives in the tower above. 
The two knew each other many years ago and it is Inine’s belief 
that Andru stole some of his family heirlooms, sold them to pay 
for his apprenticeship. Inine has harbored this grudge and only 
recently come to town to avenge it. He does not talk to anyone 
and keeps to himself. 

Obviously, Inine has nothing to do with the missing children, 
though he remains very tight lipped about why he has come, 
who he is, and where he is going. If the characters question him 
he answers in vague half-truths, trying to misdirect them. Of 
course if at any point they attempt to press the information out 
of him by force he reveals that he is an old friend of Andru’s 
here to settle a score.

ININE MCKAY (CN human wizard HP 23 (HD 4d6+8), 
AC 15, Spd 30ft. Str 8 Dex 18 Con 15 Int 17 Wis 12 Cha 10. 
Staff +2 (1d10-2) or dagger +6 (1d6+3). SA Arcane Recov-
ery, Ritual Casting, Arcane Focus, Arcane Tradition (Evoca-
tion), Choose spells as appropriate if needed. He wears a +3 
ring of protection, a ring of damage absorption that absorbs 1-3 
hit points of damage per blow per round, and carries two healing 
potions, a potion of speed, and a wand of magic missiles with 33 
charges. He has 500gp in coin and finery.

The two merchants are smugglers. The forests of the 
Darkenfold hold many such people as they are safe from most 
law enforcement. They have lately arrived by ship and come to 
town to see what prospective markets there are in the region. 
Their ship, the Barrow, lies at anchor off the coast. They have 
only arrived this afternoon. They of course have no knowledge 
of anything that is going on in the town and can reveal nothing 
to the players.

If pressed the two men will explain that they are in the market 
to sell exotic goods and in turn they press the characters to come 
to their ship and shop for whatever they need. They do have 
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a great delight in waylaying strangers. She has heard what has 
happened and was hoping to catch the sheriff in route to the 
Thorpe but is even more pleased with the group of characters. 
It is her intent to extort money for their passage and cause a 
general melee. She commands 12 goblins, very war-like, and 
hungry for plunder. They range around the small ford, 6 on 
either side of the stream. They are about 100 yards off, hidden 
in deep foliage. There is little chance of seeing the goblins 
unless someone actively breaks from the party and enters the 
trees.

When the characters approach she hails them in a most friendly 
manner. As she does this and listens for their response she 
casts a message spell at any one of the characters. In it she says 
“Beware your dreams do not betray you!” Her hope is to confuse 
that one character if only a little.

She attempts to engage them in conversation mentioning the 
children by name, hinting that she knows where they might be. 
Of course she doesn’t. While she is talking she approaches them 
if they are not approaching her, making sure she is within 25 
feet. 

Her goal is to make certain the goblins have enough time to 
move forward and attack the party from the rear and flanks. 
This move takes 2 full melee rounds in which time the goblins 
must make a Dexterity (Stealth)(+6 as they are very familiar 
with the ground). She waits only two rounds, assuming her crew 
is in place. Then without further warning she casts scorching ray 
at the strongest party member. 

As she casts her spell, the goblins come out from the trees 
behind her and attack. As soon as the party is engaged in the 
creek bed the goblins behind them rise up and attack as well. 
Those party members who fail to notice the goblins (Passive 
Perception against the goblins’ stealth check) are surprised. 

RYANNA CHRIS (NE Human spellcasting warrior) HP 
30 (HD 6d8)AC 16 Spd 30 ft. Str 15, Dex 16, Con 10, Int 
18, Wis 12 Cha 11. ). SA Dueling, Second Wind (1d8+2; 
1/rest), Action Surge (1/rest). She wears a +1 magical chain 
shirt in battle. She carries a +3 bastard sword (+8; 1d10+5) 
elf slayer (acts as a dragon slayer, only against elves(+3 to hit 
and +3d6damage). Spellcasting (Intelligence; DC 15/+7): 
Cantrips: dancing lights, minor illusion, mending, light, message; 
1st level mage armor, color spray, silent image, hideous laugh-
ter, fog cloud; 2nd level scorching ray, mirror image, arcanist’s 
magic aura; 3rd level major image, phantom steed(dragon).) 

GOBLINS (NE S humanoids): HP 7 (HD 2d6), AC 15, Spd 
30ft. Str 8 Dex 14 Con 10 Int 10 Wis 8 Cha 8. Perception 9. 
Stealth +6. Short sword +4 (1d6+2) or light crossbow +4 
(1d6+2). SA: disengage or hide. They carry 1-10sp. each)

Ryanna does not fight to the death. She has no intention of 
getting herself killed. She fights so long as she thinks she 
can win then flees into the forest. To this end, she saves her 
phantom steed spell for her escape. Nor does she openly slay 
the party, hoping to capture at least some of them to ransom 
back to the town.

Nat has nothing of value other than the gold the lamia has paid 
him over the last several weeks. This is in a small sack, under the 
floor boards of his room in the Neighbor’s Mill. Searching the 
room does not easily reveal the hidden compartment (Wisdom 
(perception) DC 18). If someone actively looks on the floor for 
a hidden chamber, there is a much greater chance of discovery 
(Intelligence (investigation) DC 14). There is 62 gold pieces in 
the sack. Next to it is a small box with 30 odd sheets of paper, 
an ink bottle, and quill. There are several diagrams of the town’s 
wall and some scribbled notes about house occupants on the 
parchment. 

If they turn Hobbs over to the Sheriff he takes him off to the 
jail. The Sheriff is very pleased with the work the characters 
have done and the owner of the Neighbor’s Mill offers them free 
room and board for the next several weeks.

When the characters take up the task, the Sheriff offers them 
a guide to take them to the Thorpe where the kidnappings 
occurred. 

PART II: THE THORPE AND MISSING 
CHILDREN 
The guide takes the characters out of town and heads west. It 
is several miles to the scene of the crime. The day is warm, the 
sky is blue. The ground is very moist due to a great deal of rain 
in the past few weeks. It’s perfect for tracking. 

The journey to the Thorpe takes only a few hours, however, 
the party must cross through a small wooded area and over a 
slow running stream.  This wooded area is an offshoot of the 
Elkhorn Deeps; the trees are very old, covered in moss with 
wide broad canopies. The path leads through the dozen or so 
acres. Going around is a possibility but the guide remarks that 
the road should be more than safe.

Entering the forest, the characters come to the stream. Where 
the path crosses the stream, the water is only about 6 to 12 
inches deep. It moves very slow, tumbling and babbling over the 
host of rocks in the stream’s bed. The stream’s origins lie north 
in the Elkhorn.

As they approach the stream an unexpected sight greets them.

The path leads over a small rise and through the wood. 
As you top the rise and begin the gentle walk down you 
see the stream in front of you. Its gentle babbling denotes 
a peaceful scene. But upon the water’s edge you see a fair 
maiden. She is crouching with a wooden canteen in hand, 
filling it with water. Her loose shirt spills around her 
waist, covering a dress of some type. The muted colors 
of her clothing are lost in the light chain shirt she wears.  
Her short dark hair hardly touches her shoulders. Across 
her back and shoulders, hand on the hilt, she holds a 
long bastard sword. She is looking up at you, beneath a 
furrowed brow. The hint of a smile plays across her face.

Ryanna Chris is an illusionist, somewhat famous in her own 
right. She’s more mischievous than evil, though she does take 
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and from that point,” he motions to an area directly 
across from Roderick’s house, “you can look north and 
head right to the path. Follow it up into the woods a 
ways and you’ll come to a true ridgeline with some old 
ruins on it. Beyond them ruins is some deep country, 
but once you pass through it you’ll come to a small river, 
or large krick, whichever you like to call it. My guess is 
them kids is in that country somewhere.”

The area outside the palisade that he notes as facing the trail 
head is the very area where the lamia and paladin stood the 
previous evening. The trail head is of course the one the lamia 
took, and the river is where her camp is set up. 

TRACKING 

Of course the most direct route to information about the 
evening’s events is to track (DC 14 Wisdom (Survival)).  It is 
important to note what actually happened the previous evening 
before the Castle Keeper can give out various clues to the 
characters.

The events are as follows: the harpy flew over the palisade 
carrying the satyr in her claws. Both are of course bewitched 
slaves of the lamia and are only working toward her evil purposes. 
The harpy dropped the satyr upon the roof. The satyr’s hooves 
slipped and he fell, dislodging several of the shingles which slid 
off the roof and landed on the grass. The harpy landed upon 
the roof, scratching and clawing for purchase. She scratched 
up several tiles and lost a few feathers here and there, stuck in 
between the tiles. She then lay down upon the roof and lowered 
the satyr to the window below. He jimmied the latch, looked in, 
and began playing his tune. When the children came out they 
climbed out of the window, bewitched, and stood on the soft 
turf. The harpy flew the satyr and the children over the wall in 
three trips. The harpy set the children upon the backs of the 
lamia and then the group retreated from the area.

Each area noted below has clues to the event and should lead 
the characters on something that is more than a wild goose 
chase. 

If there is a ranger with the forest favored terrain in the group 
then tracking is much easier. There are many impressions on the 
wet ground, claw marks on the roof, and loose shingles on the 
ground. Such a ranger gains advantage to any tracking (DC 15 
Wisdom (Survival)) checks they make in their favored terrain. 
The ranger can also determine the amount of time passed, and 
other nuances such as how many were standing at and around 
the window or on the trail. 

If there is not a ranger in the party tracking will be more 
difficult and reveal far less, the nature of the creatures involved 
is complete guess work, the amount of time they spent at the 
window is impossible to determine as are any other nuances. 
Allow the player to roll the necessary check, but without 
advantage, and disallowing all the information just listed. In 
short if they make a successful check they can determine only 
the direction in which the creatures fled or other information 
noted below.

She has no treasure other than what is on her back. She hid her 
equipment and spell books in the Elkhorn Deeps, a day’s trek 
by foot.

THE THORPE 

The Thorpe itself consists of a low 10 foot high wooden palisade 
and five different houses, and a half dozen sheds and barns. The 
whole area is quiet. 

If the characters take time to investigate the crime scene, they 
are very likely to find any number of clues about what happened 
to the children. The information comes either from the villagers 
or through tracking and checking out the house.

THE VILLAGERS 

The villagers have sealed themselves in their houses, per order 
of the Sheriff, and only Roderick Lana is about. He is the father 
of the two missing children. 

Roderick is obviously upset, but welcomes the characters with 
a relieved smile. When and if queried, he explains that he was 
sleeping soundly in his bed and he didn’t hear or see nothing. 
He awoke early in the morning, before the sun came up, to 
discover his children missing. The window was open and some 
tiles knocked from the roof. He immediately sent for help in 
Lead Hill and the Sheriff arrived as the sun was rising. The 
missing children are Alex and Lianna.

Questioning the villagers might reveal valuable information. 
Though the adventure does not detail each villager they openly 
help the characters by explaining the layout of the land, what’s 
in the forest, and any other useful information. All of them 
speak of having very comforting dreams wherein they heard 
hauntingly beautiful music. 

The most information comes from old Rory Newsham. This 
old-timer settled in the area before Lead Hill’s founding. He’s 
hunted, cut wood and farmed here for decades. He says the 
following if asked anything about anything (the CK should read 
aloud ):

“Well now I didn’t hear much of nothing last night, but 
like ever-one else I shore did dream me up some nice 
night thoughts. Music including with no extra charge 
for it don’t ya know. But this I can tell yers, whatever 
did steelt them childs from Roderick’s house came from 
the forest for sure. And there aren’t too many paths it 
can take in and out of the woods if you get my meaning, 
the Elk hereabouts is thick with huckleberry bush and 
them thorns this time a year is thick as momma’s gravy . 
. . course momma is all up and dead nowadays so I guess 
her gravy aint so thick as it used to be, on accounting 
she can’t make no gravy, being dead and all . . . now what 
was I on about? 

Oh course. Yeah. There’s only a few paths that lead 
through them briars and the most ready one is just due 
north. You walk right out there, around the stick fence 
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Not only does the magic remain but the sound of it does as 
well. The magical notes resonate in the area directly around 
the window as a faint echo. Allow all characters who take a 
moment to listen or study the clues in earnest, to roll a Wisdom 
(Perception) check (DC 15) (or passive Perception 15). If 
successful they hear the faint music. Though they cannot pick 
up on its notes, they certainly know it was played recently and 
what they are hearing is an echo.

Similarly a detect evil, detect alignment or any similar spell reveals 
the feathers to permeate evil and the area around the roof to 
reek of it. Whatever was there the previous evening stank of 
more than foul feathers. 

Any character on the roof or outside the palisade that takes the 
time to look on the horizon’s north end to the Elkhorn Deeps, 
must make a Wisdom (Perception) check (DC 12). If successful 
they see a glint of light in a clearing, on a hill in the distance. 
This light is actually the paladin’s armor, catching the rays of 
the sun as he moves across the clearing. Continued observation 
reveals that the paladin is moving. 

THE TRAIL 

The trail outside is as obvious as the one next to the window. 
Here there are two clear sets of tracks. Both are very heavy, one 
booted.

A character, with a successful track (DC 13 Wisdom (survival)) 
check determines that two figures stood here for at least half an 
hour. One was bipedal and wore boots. The indentations are 
very deep, indicating that the figure is heavy, and stood roughly 
six feet tall. Whether the weight is through armor or body mass, 
the ranger cannot determine. The second figure is a quadruped, 
standing on four unshod feet. The feet are wide and clawed, and 
appear to be padded, something like a cat’s. 

As noted, the creatures stood for about a half hour and then 
turned and left the way they came, with the trail going north 
to the forest.

Any non-ranger determines that there are indeed footprints 
that might lead north to the forest. 

WINDOW TRACKS 

The most obvious signs lie upon the ground around the window. 
Three shingles lie upon the ground and what appear to be two 
separate sets of footprints. 

With a successful DC 15 Wisdom (Survival) check, a PC will 
note several things: First, the footprints are of two children, 
small, and barefoot. The footprints resemble those of someone 
who jumped from a short height, caught their balance, and 
stood still. Second, that the footprints do not lead anywhere. 
They are simply there. Third, a black feather, foul smelling and 
dirty laying in the grass not far from the footprints.

Any non-ranger must guess, but can only see that something 
did stand there. Where it led they cannot determine. 

ROOF TOP SIGNS 

The roof reveals less signs of passage but something did definitely 
dislodge the shingles the previous evening. 

With a successful DC 13 Wisdom (Survival) check, the PCs 
discover a few foul smelling feathers, scratch marks and a 
noticeable odor. The scratch marks are the satyr’s hooves, but 
to determine that hooves made the marks requires a check 
at DC 15. The most noticeable sign is the smell. It permeates 
the whole area over the window and reeks horribly. A close 
examination reveals a little oil on the shingles, residue of the 
harpy’s body filth. The oil is foul smelling and a bit nauseating. 

Any non-ranger can discover the feather and smell but nothing 
more. 

TELL-TALE SIGNS 

As it is important to not allow the ranger to dominate the game 
it is advisable to allow other characters to discover clues as well. 

Any character who casts detect magic discovers that the feathers 
are magical out right. However a faint aura reveals a magical 
residue in and around the window frame. This aura is the 
remnants of the satyr’s magic from his pan flutes. The magic of 
it remains for several days. 
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“Leave off and well enough alone. I do not want to kill 
you, but unless you turn around and return home, I 
shall.”

GUNSHOFF THE PALADIN (LG Human paladin) HP 32 
(HD 4d10+4), AC 17. His significant attributes are Str 15, 
Dex 14, Con 12, Wis 17, Int 14, Cha 18. SA Divine Sense, 
Lay on Hands, Dueling, Divine Smite, Oath of Devotion. 3 
Level 1 Spell Slots, knows heroism, searing smite and shield of 
faith, He carries a +2 dragon slayer, longsword (1d8+3(5) 
versatile) and a +1 dirk. He also has a mace. His armor is +1 
chainmail, though he has neither shield nor helm.

Gunshoff looks to be in his early 40s, though in fact he is only 
31. His hair is long and tangled his whole person unkempt. His 
armor is magical, so it retains its value but is in poor shape and 
dirty. Gunshoff’s long beard is as tangled as his hair. He has huge 
hands and thick arms. 

Gunshoff fights as best as he can, defending the campsite 
against the interlopers as the lamia instructed. The charm spell 
the lamia cast is a powerful one, and he cannot overcome it 
unless the task at hand becomes life threatening. In this case, 
as soon as he has received 15 points of damage the charm person 
spell weakens, allowing him to make a charisma save against 
the spell. He makes the save against the lamia’s hit dice (DC 
20). Make this save every round unless the party slays him or he 
breaks free of the charm.

As soon as the spell is broken, Gunshoff awakens to find himself 
in a life or death struggle with a band of mercenaries. It does 
not take him a moment to realize that something is amiss and 
he calls for quarter. If they give it to him he asks them why they 
are attacking him, who they are, and whose camp it is that they 
are fighting in.

It is obvious to even the unobservant of characters that the 
paladin has just woken from a trance. Assuming they spare 
them he tells them whatever they wish to know.

The lamia charmed Gunshoff a little over 7 years ago. He has 
almost no memory of what has happened during those seven 
years, nor does he know how many years have passed. The last 
year he remembers was 1192 (it is now 1199). He can remember 
being a young paladin in the employ of the House of Erlangen 
and his dwelling in the Castle Lieven.

A RED HERRING

His memories of the creature that captured him are fuzzy. He 
remembers only a few things. Foremost he remembers some 
horrid witch-like creature whose stench lingers with him. 
Secondly he remembers being bound by a chain and made 
to sleep with other animals, or man like animals. This third 
memory sparks his final remembrance. He explains that there 
are “some centaurs” in a cage with other creatures. 

This last piece of information is very important as it sets the 
characters up with the belief that they are rescuing more than 
just children, that at least one if not more centaurs are in a cage 
somewhere. 

PART III: THE CHASE
Once the party crosses the mile or so between the Thorpe and 
the tree line, discovering the main trail head is not difficult to 
do. The brush is thick and as the old man mentioned, filled 
with thorn-covered huckleberry bushes. The trees too are old 
with thick, low-hanging canopies. An obvious trail leads into 
the forest deep. The ranger cannot help but note the tracks that 
lead up the trail.

The lamia has placed the harpy not far from the trail head to 
keep an eye on possible pursuit. The beast stays well hidden 
in the forest until after dark and then quits her post. If the 
characters venture forth from the Thorpe toward the trail head 
she notices them, gets a count of their number and armaments 
and then flies north in search of her mistress. 

There is almost no chance that the characters see her as she 
quits her post, but allow each a Wisdom (Perception) check 
(DC 20) at disadvantage to see if they spot her.

By the time the harpy informs the lamia of the party’s pursuit, it 
should be very late in the afternoon. The time the party spent 
tracking and investigating took several hours, as did their travel 
and the harpy’s actual trek to the lamia. As it is a two day trek 
to the encampment, the lamia is in the process of bedding down 
for the night.

As soon as she learns of the pursuit, she slips into the forest to 
lay the first of her traps. She sends the satyr on with the children 
to the main camp and she and the harpy remain in hiding to 
attack the party. The paladin she posts next to the camp fire 
with the instruction to defend the camp against any interlopers. 

ENCOUNTER IN THE WOODS 

The camp is set under a large, tree covered ledge within a 
clearing about 100 yards wide and 75 yards deep. There are 
stunted trees everywhere around the clearing and the area is 
obviously a camping site for more than just these travelers. The 
forest is thick allowing the characters opportunity to sneak 
up on the camp (Advantage on Dexterity (Stealth) checks). 
Of course, this thick forest covering gives the lamia a perfect 
chance to hide as well. 

The lamia and harpy are about 200 yards out, hiding in some 
thick cover, where they can see the clearing. She carries her 
bow, an arrow knocked. She watches the fight, hoping that 
the paladin is able to destroy their pursuers. If one or more of 
the characters should swing wide of the clearing in an attempt 
to sneak up on the paladin, they run the chance of colliding 
with her. If so, she attempts to charm them with her magical 
abilities. If unsuccessful, she attacks them with the bow and 
arrow, hoping to slay them or drive them off into the wood. She 
pursues those driven off if the opportunity presents itself.

Gunshoff is waiting, with his back to the ledge, watching the 
forest. As soon as the characters enter the camp, assuming they 
give him the chance, Gunshoff instructs them in no uncertain 
terms to withdraw.
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tion 12 (+2),  Performance +6, Stealth +5. Magic resistance. 
Languages: Common, Elvish, Sylvan. Panpipes. (60 ft.(Wis 
neg).Victims charmed or frightened for 1 minute). Ram. +3 
2d4+1. Shortsword. +5 1d6+3. Shortbow. +5, 80/320 ft. 
1d6+3.

Both the harpy and the satyr are under a charm spell even as 
was Gunshoff. Allow them to make charisma saves as soon as 
they suffer 30% of their hit points in damage. They may make 
these saves every round. If they break the charm the harpy goes 
insane and attacks the party to the death, the satyr, attempts 
to flee into the forest. Like the paladin, they have little or no 
memory of what imprisoned them.

PART IV: RESCUE AND REDEMPTION 
The trail continues beyond the encounter with the harpy and 
satyr. It takes the characters deep into the Elkhorn for the rest of 
that morning. A little while into the afternoon, the trail ends at 
a bluff that runs east-west. It’s several hundred feet tall, covered 
in loose vegetation, boulders, shell rock, and the like. The trail 
plainly leads up the side of this cliff. Whatever went this way has 
an uncanny ability to climb. 

This route proved difficult for the lamia but she hoped to shake 
her pursuers by the use of it. 

Climbing the bluff is not an easy task, but certainly not 
impossible. It takes the better part of an hour to get to the top. 
Everyone else must make a Dexterity (Athletics) check (DC 
15) ever 20 feet or risk falling. Recall that favored terrain for 
the ranger confers a party benefit for difficult terrain. Failing 
the check means the characters fall 10 feet before they are able 

The CK should use the paladin to whatever end is necessary, 
allowing the paladin to divulge enough information to get the 
party on the hook, but cutting the information off when they 
become too suspicious. 

The paladin happily offers to join the party, despite his wounds 
and his present condition. His armor is old and in horrid need 
of repair, his hair long and matted etc.

A DREAMING 

As soon as the lamia sees that her paladin has surrendered, she 
calls off her own attack and shifts her focus to sorcery. Lamia 
are able to send messages via dreams and she intends to do just 
that. She waits to see who takes the first watch, and chooses her 
victim. Then she leaves. 

In the early hours of the morning she halts and casts her 
dreaming spell.  The chosen recipient dreams the following: 

You see yourself moving over some open ground, coming 
to the bank of slow moving shallow stream. All about 
you are trees, huge, heavy with spring growth. A slight 
fog hangs in the air, but even as you focus on it, it gives 
way and you see an encampment.  A ramshackle pavilion 
built between four trees with piles of gear beneath it; 
some type of horse tied to a guide rope between two 
trees; a thick looking dwarf chained to a big rock; a pool 
with some fish-like creature moving about within, only 
its backside viewable; a low lying cage with something 
dark within it; and a tall sturdy cage with two centaurs 
within. The centaurs are horribly treated, bound, gagged 
and showing obvious signs of torture. One appears to 
be dead, a female it seems. The other, a male is looking 
right at you, his eyes cutting through your dream and he 
says in clear tones: “Save me. Please I beg you. Save me 
and my mate before it is too late.”

The dream’s recipient wakes up, certain that the centaur called 
to them in the dream. 

PAN FLUTES AND DIRTY FEATHERS 

The following day, about half way between the encampment 
and the clearing where the paladin battle occurred, the lamia 
sets another trap. She sends the satyr back out to join the harpy 
and instructs them to attack the party and destroy them. They 
find a narrow part of the trail and set up a trap, intending to 
charm the party without attacking them, and convincing them 
if possible to flee whence they came.

HARPY (CE Medium Monstrosity) HP 38 (HD 7d8+7), 
AC 11, Spd 20ft/40ft (fly). Str 12 Dex 13 Con 12 Int 7 Wis 
10 Cha 13. Perception 10. 2 attacks: Claw +3 (2d4+1) and 
Club +3 (1d4+1). SA Enchanting Song (Victim Charmed 
and incapacitated as long as the harpy keeps singing; Wis DC 
11 Neg.).

SATYRS (NE medium fey). HP 31 HD (7d8), AC 14, Spd 
40 ft. Str 12 Dex 16 Con 11 Int 11 Wis 10 Cha 14. Percep-
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last two are horribly battered and bruised. They are two 
centaurs. Even as you look at them, the one lying down 
raises her head and looks at you.

The lamia has disguised herself as one of the centaurs. She set 
aside her gear and entered the cage. She killed the centaur in 
the cage and covered herself with the foulness within to disguise 
herself. She then cast hallucinatory terrain, slipped her feet 
beneath the offal and made it look as if there was nothing amiss. 

The spell is very simple and plays into the terrain, making the 
lock seem locked when in fact it is not. She has disguised her 
three bladed +2 spear as a stick lying on the ground. She also 
uses this spell as a diversion. If someone sees through the spell, 
they see the same thing that is there, making it appear as if 
the area itself is slightly enchanted. She hopes in this way to 
misdirect their attention from her feet, and/or alignment if they 
should investigate. There is no way they can determine the lock 
is unlocked unless they actively pick at it. 

Her plan is to be ‘rescued’ by the party, get into their midst and 
strike with whatever weapon is at hand. She attempts to have 
them remove her from the cage, use the “stick” as a crutch, 
and attack with it. If not, she attacks with her claws leaping for 
whatever weapon she can.

As soon as the party enters the area she calls out, in a broken 
voice, “help me, please, before the harpies come back. Please 
help me.” From this point the CK must play her as a wounded 
and entirely helpless centaur whose mate has been destroyed. 
Her only desire is to escape the pen and she pleads with the 
party to make this happen, paying particular attention to the 
one that received the dreaming spell. If queried, she explains her 
husband was a wizard of sorts and taught her a message spell. 

to catch themselves or a ledge, rock, outgrowth, or something 
similar stops their fall. Each fall results in 1d6 points of damage.

If the characters take time to investigate the bluff, they may 
notice the small ruins that lie at the top of the bluff. These 
consist of a wall, broken and in bad use and one small part of 
a stair that rises above the wall. Spotting the ruins requires a 
successful Wisdom (Perception) check (DC 13). The stair is all 
that remains of the tower and clearly juts up from the ground. 
Following the line of the stair down the characters may notice 
some broken masonry in the bluff’s face, denoting some type of 
structure in the bluff itself. 

In fact the stair goes all the way to the bottom of the bluff where 
it ends in a small chamber, the entrance to which is located at 
the foot of the bluff. It served as an escape route to whoever 
lived in the tower so many years ago. If the characters actively 
look for anything at the bottom of the bluff they have a decent 
chance of finding it (DC 13). 

The secret entrance, located behind a lone boulder, opens to 
a short hallway and then stairs leading up. Some minor debris 
that has fallen over the years fills the staircase, but otherwise is 
in good shape. It leads to the top of the bluff and into the ruined 
structure up there. 

The lamia of course has no idea that this exists.

The party can use the stair to safely top the bluff and there pick 
up the trail that leads on and into the valley beyond.

RIVER HOME 

The lamia has built her encampment on the north bank of the 
small stream. The characters are naturally approaching, via the 
trail, from the south. They see the following:

The trail opens up before you, ending it seems in a 
clearing. Here the trees are wide spaced, tall, with 
canopies high above the ground. A stream is a few 
hundred feet from you, babbling in its slow moving course 
as it tumbles over rocks and other debris. All about the 
clearing however are signs of occupation. To the right, 
on the far side of the stream is a large pavilion, bound 
up between several trees. Piles of gear lie haphazardly 
beneath the pavilion. Beyond that is what appears to be a 
hippogriff, tied on a lead rope between two trees. To the 
left of the pavilion, immediately in front of the trail, but 
again across the stream is a low, dark cage. You cannot 
see what, if anything is in it. Beyond that it appears 
that the creek has been diverted into a shallow pool. 
Something moves in the pool, but at this distance you 
cannot make it out. Further to the left, but on your side 
of the stream stands a dwarf, dirty, bruised, tired, and 
chained to and sitting on a rock, blankly staring forward. 
Beyond him, and across the stream, is the largest of 
the structures. A huge kennel, banged up, but secure. 
Within the kennel are two creatures, one is lying on the 
soft grass, seemingly unmoving; the other is standing, 
leaning against the cage. It too seems unmoving. These 
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APPENDIX: DARKENFOLD MONSTERS

ALLIP (NE Medium Undead) HP 48 (9d8), AC 13, Spd 30ft 
(fly). Str 6 Dex 13 Con 10 Int 12 Wis 10 Cha 18. Perception 
10 (0). Stealth +8. maddening touch +6 (Spell touch attack; 
1d4 wisdom drain; lasts until victim completes long rest; allip 
gains 5 temporary hit points) SA babble (all creatures within 
60 ft. must make a DC 15 wisdom save or be affected as per 
the hypnosis spell for 1 minute. Victims save again at the end of 
each turn, ending the effect and gaining immunity for 24 hours 
on a success); madness (anyone attempting to use mind affect-
ing effects must make a DC 15 wisdom save or be driven mad, 
affected as per confusion for 1 minute. A new save is allowed 
at the end of each of the victim’s turns to end the effect); incor-
poreal movement (can move through solid objects and occupied 
squares but takes 5 force damage if its turn ends inside another 
object).

DEVIL, BARGHEST (LE Medium Fiend): HD6d8+6 (HP 
37), AC 15, Mv 30ft. Str 17 (+3) Dex 15 (+2) Con 13 (+1) 
Int 15 (+3) Wis 14 (+2) Cha 14 (+2). Saves: Str +6, Dex 
+5, Wis +6. Perception 15 (+5), Stealth +5, Survival +5. 
Multiattack: Bite 2d6+3 piercing and Claw 1d8+3 slashing. 
Multiattack (2 claws and bite), Change Shape (goblin or wolf), 
Consume soul (those killed can’t be raised), feed (gain 1 HD/3 
victims killed), Pass without trace (wolf form), Spell-like abili-
ties (Save DC 15). At will—change self, levitate, minor illu-
sion, misdirection; 1/day—charm monster, dimension door, fear.

 DRAGON, NAKAL (YOUNG ADULT) (Neutral Medi-
um Dragon): HP 57 (HD 10d8+8), AC 15, Spd 30ft/30ft 
(fly)/20ft (swim). Str 16 Dex 15 Con 18 Int 6 Wis 18 Cha 
7. Saves Strength +6, Dex +5, Con +7. Perception 22 (+7/
Advantage), Stealth +5, Survival +7, Nature +7. Tail +6 
(1d8+3 plus 1d6 poison), Bite +6 (1d6+3), Claws +6 
(2d6+3). SA Multiattack (tail, bite and 2 claws), darkvision 
60ft, acute senses (advantage on all perception checks), Infec-
tion (tail slap requires DC 16 con save or victim paralyzed for 
24 hours; success means victim poisoned for 24 hours). Immune 
to paralyzed, unconscious. Challenge 5 (1,800 XP)

SHADOW MASTIFFS (NE M Fiend) HP 28 (HD 5d8), 
AC 15, Spd 50. Str 15 Dex 16 Con 15 Int 4 Wis 4 Cha 2. 
Perception 10. Bite +5 (2d4 plus Trip (DC 13 Con neg.)). SA 
Bay (Flee in panic 1d6 rounds; DC13 Wis save = frightened 
instead); Blend (Invisible in darkness); Incoporeal (Attackers 
disadvantage), Damage Resistance (nonmagical); Sunlight vul-
nerability (Daylight destroys it). CR: 2, XP Value: 450

As soon as she is in a good position she lashes out, first striking 
the strongest, or if possible one of the spell casters. Whomever 
she believes is the most dangerous.

She fights until the whole party falls or they kill her. She has not 
cast her dream, suggestion, or charm person spell today. 

LAMIA (CE Large Monstrosity) HP 74 (HD 9d10+18), AC 
13 (natural armor). Str. 16 Dex 13 Con 15 Int 14 Wis 15 
Cha 16. Deception +7, Insight +4 Stealth +3, Perception 
12.  Multiattacke: She attacks with a +2 three bladed spear for 
1d8+5 points of damage and one with a claw attacks (+5 to 
hit, 2d10+3 damage plus 1d4 Wisdom damage which returns 
after long rest). SA: Spell-like abilities (Cha; DC 15/+7): At 
will: disguise self, major image; 3 per day: charm person, mirror 
image, scrying, suggestion; Once per day: geas, As ritual: hal-
lucinatory landscape. Her entourage consists of all the members 
of the encampment, though they do not fight for her.

CONCLUDING THE ADVENTURE 

Having slain the creature, the characters are able to free the 
lamia’s menagerie. The gear piled up beneath the pavilion does 
not include any creature’s gear except that of the ungern’s as 
the lamia captured this beast recently. All the other gear is 
treasure she rescued from her previous home. Award the party 
appropriately for treating the liberated creatures kindly. For 
instance the hippogriff set free into the wild, the dwarf allowed 
to go his way, the mermaid brought back to the sea, etc. 

For his part, Gunshoff offers his +2 dragon slayer to the party 
for his rescue.

The dwarf marks them as dwarf friends by placing very small 
tattoos on their arms. If they ever find themselves in his lands 
of Norgorad-Kam, they can present these marks and will find a 
welcome unmatched in the halls of men.

The mermaid cannot aid in her own escape and eventual return 
to the sea, but she knows that the lamia kept a potion that 
allowed her to change shape. It has but one drink left, if the 
characters offer this to her in order to get her to the sea she 
offers them the eternal gratitude of the mer-folk.

The lamia kept the children in a small cage near the hippogriff. 
She told them to be very quiet, or she would feed them to the 
beast. In any respect they are tired, hungry, and terrified. If the 
party succeeds in rescuing them and returns them to the village, 
they successfully conclude the adventure.

TREASURE: (Beneath the canopy placed in and amidst the 
variety of equipment are the following treasures: 112pp, 750gp, 
1200sp; 4 100gp gems, 1 200gp gem; 1500gp worth of exotic 
equipment and antiques; 1 potion of polymorph (1 drink left), a 
staff of the python, staff of healing, boots of elvenkind, +2 large iron 
shield, 14 +1 arrows, and a +2 battle axe.) 
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Encounters are governed by region. Though the adventures in Shades of Mist are of mid-level range the Darkenfold is a forest 
filled with limitless adventure possibilities.

TABLE 1:  DARKENFOLD ENCOUNTER CHART

EncountEr upplands/troll GladEs Millorian/ downs powdEr MistbanE rivEr basin

AlligAtor - - 01-02 01-04

Allip* 1 1 - 05-06

Ankheg 2 - 02-03 -

AssAssin Vine 3-5 2-3 04-06 07-10

BArghest, DeVil* - 4 - 11-12

BAsilisk 6 5 - -

BeAr, Brown 7-9 6-8 07-10 13-15

Behir 10 9 11-12 16-17

Blink Dog 11-13 10-11 - -

BoAr 14-16 12-14 13-16 18-20

CentAur 17 15-16 17 -

CentipeDe, giAnt 18-20 18-21

ChimerA 21 17-18 22 21-22

CoCkAtriCe 22-23 19-21 - -

Demi-humAn 24-26 22-23 23-26 22-25

DrAgon 27 24 27 26-28

DryAD 28-29 25-26 28-29 29-31

etterCAp 30-31 27-28 - -

ettin 32 29-31 30-31 -

Frog, giAnt 33-34 32-33 32-34 32-34

Fungus, Violet - 34 35-37 35-37

giAnt 35-36 35-37 38-40 -

gorgon 37 38 - -

hAg, night 38 39 41 38-39

hArpy 39-40 40-41 42-43 40-42

herD AnimAl 41-43 42-44 44-45 -

humAn 44-46 45 46-49 43-46

humAnoiD 47-49 46-48 50-51

hyDrA - 49-51 - -

JACulus 50 52-54 52-53 -

lAmiA - 55 - -

lAmmAsu - 56-57 - -

lion 51-53 58-60 54-55 47-49

lizArD Folk 54-55 61-63 - 50-53

lyCAnthrope 56-57 64-65 56 54-56

mAntiCore 58-59 66-67 57-58 -

nAgA, DArk 60-61 68 - -

nymph 62-63 69 59 57-60
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ogre 64-66 70-71 60-62 61-62

owlBeAr 67-68 72-73 63-65 63-65

pseuDoDrAgon 69 74 66 -

sAtyr 70-71 75-76 67 -

shAmBling mounD - - 68-69 66-68

snAke, giAnt 72-74 77-78 70-71 69-72

spiDer 75-76 79-80 72-75 -

sprite 77-78 81-82 76 73-75

stirge 79-80 83-84 77-79 76-78

toAD, giAnt 81-83 85-86 80-82 79-81

treAnt 84-85 87-88 83-84 82-84

troll 86-88 89-90 85-87 -

troll lorD (As ogre with 
troll  regenerAtion)

89 91 88 -

unDeAD 90-92 92 89-91 85-89

uniCorn 93 93 92 90-92

will-o’-wisp 94-95 94-95 93-94 93-94

wolF 96-98 96-98 95-97 95-96

wyVern 99-100 99-100 98-100 97-100

draGon

DrAgon, Copper 01-20 05-15 01-20 01-25

DrAgon, green 21-50 16-30 21-50 26-100

DrAgon, nAkAl* 51-99 31-89 51-99 -

DrAgon, reD 100 90-100 100 -

Giant

ClouD - 01-10 - -

hill 01-50 10-50 01-50 01-100

stone 51-75 51-75 51-90 -

Fire 76-100 76-100 91-100 -

dEMi-HuMan

DwArF 01-25 01-05 01-25 01-05

elF 26-30 06-60 26-30 06-35

gnome 31-75 61-80 31-75 36-60

hAlFling 76-100 81-100 76-100 61-100

undEad

BAnshee - 01-10 - 01-100

ghost 01-05 11-25 01-05 -

skeletons 06-25 26-35 06-25 -

shADow 26-35 36-45 26-35 -

shADow mAstiFF* 36-50 46-66 36-50 -

wrAith 51-75 67-87 51-75 -

wight 76-100 88-100 76-100 -

* See appendix for stats
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This book is published under the Open Game License (OGL) version 1.0a by permission of Wizards of 
the Coast, Inc. The Open Game Content appearing in this book is derived from the 3.0 System Reference 
Document, copyright 2000 Wizards of the Coast, Inc. and the 5.1 System Reference Document, Copyright 
2016 Wizards of the Coast, Inc.  All contents, excluding the OGL, is property of and copyright 2018 Troll 
Lord Games. All Rights Reserved.

DESIGNATION OF OPEN GAME CONTENT: The following is designated Open Game Content pursu-
ant to the OGL v1.0a: all stat block information of characters, monsters, and traps that appears in the 
parenthetical following the character, monster, or trap, including the names of items and spells; and the 
general names of monsters, but not any unique named NPC, character, or monster, appearing in any 
table or preceding any stat block. Also, the following open game content related words, phrases, and 
abbreviations wherever they appear: Strength (Str), Dexterity (Dex), Constitution (Con), Intelligence 
(Int), Wisdom (Wis), Charisma (Cha), Class, Fighter, Ranger, Rogue, Assassin, Barbarian, Monk, Wizard, 
Illusionist, Cleric, Druid, Knight, Bard, Paladin, Race, Demi-human, Dwarf, Elf, Gnome, Half-Elf, Haling, 
Half-Orc, Hit Dice (HD), Hit Points (HP), Alignment, Lawful Good (LG), Lawful Neutral (LN), Lawful 
Evil (LE), Neutral (N), Neutral Good (NG), Neutral Evil (NE), Chaotic Good (CG), Chaotic Neutral 
(CN), Chaotic Evil (CE), Level, “to hit”, Damage, Experience Point, Saving Throw, Player Character 
(PC), Non-player Character (NPC), Turn Undead, Spell, Arcane, Divine, Magic, Spell Resistance, Item, 
Equipment, Armor, Weapon, Potion, Rod, Staff, Wand, Scroll, Ring, Wondrous Item, Artifact, Cursed,d4, 
d6, d8, d10, d12, d20, d%, round, and turn.

DESIGNATION OF PRODUCT IDENTITY: Product identity is not Open Game Content. The follow-
ing is designated as product identity pursuant to OGL v1.0a(1)(e) and (7): (A) product and product 
line names, including 5th Edition Adventures, Aihrde, World of Aihrde, Shades of Mist, Lands of Ursal, 
Darkenfold, Amazing Adventures, Castles & Crusades, Victorious: Steampunk Adventure in an Age of 
Super Mankind; (B) logos, identifying marks, and trade dress; (C) all artwork, logos, symbols, graphic 
designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other 
visual representations; (D) logos and trademarks, including Castles & Crusades, Castle Keeper, SIEGE 
engine, Amazing Adventures, Victorious and Troll Lord Games,  identifying marks and trade dress, or 
any other trademark or registered trademark clearly identified as product identity by the owner of the 
product identity, and which specifically excludes the open game content; (E) the story, storylines, plots, 
thematic elements, dialogue, incidents, language, depictions, likenesses, concepts, world and campaign 
descriptions, proper names of the characters, creatures, groups, spells, enchantments, personalities, teams, 
personas, likenesses, skills, items, deities, and special abilities other than those designated as open game 
content above, as well as places, locations, settings, and environments and their descriptions and other 
accompanying text, though not their stat blocks.

All text, artwork, and maps appearing in this book is property of and copyright 2018 Troll Lord Games. All 
Rights Reserved. Castles & Crusades, C&C, Castle Keeper, Troll Lord Games, and the Castles & Crusades 
and Troll Lord Games logos, and products published by Troll Lord Games are Trademarks of Troll Lord 
Games. All Rights Reserved.

OPEN GAME LICENSE Version 1.0a: The following text is the property of Wizards of the Coast, Inc. and 
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/ or trademark owners who have contributed 
Open Game Content; (b)”Derivative Material” means copyrighted material including derivative works 
and translations (including into other computer languages), potation, modification, correction, addition, 
extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may 
be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute; (d)”Open Game Content” means the game mechanic 
and includes the methods, procedures, processes and routines to the extent such content does not embody 
the Product Identity and is an enhancement over the prior art and any additional content clearly identified 
as Open Game Content by the Contributor, and means any work covered by this License, including trans-
lations and derivative works under copyright law, but specifically excludes Product Identity. (e) “Product 
Identity” means product and product line names, logos and identifying marks including trade dress; arti-
facts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, art-
work, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic 
and other visual or audio representations; names and descriptions of characters, spells, enchantments, 
personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures, 
equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other 
trademark or registered trademark clearly identified as Product identity by the owner of the Product Iden-
tity, and which specifically excludes the Open Game Content; (f) “Trademark” means the logos, names, 
mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated 
products contributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using” means 
to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open 
Game Content. (h) “You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the 
Open Game Content may only be Used under and in terms of this License. You must affix such a notice to 
any Open Game Content that you Use. No terms may be added to or subtracted from this License except 
as described by the License itself. No other terms or conditions may be applied to any Open Game Content 
distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms 
of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You 
a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the 
Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game 
Content, You represent that Your Contributions are Your original creation and/ or You have sufficient 
rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to 
include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modify-
ing or distributing, and You must add the title, the copyright date, and the copyright holder’s name to the 
COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to com-
patibility, except as expressly licensed in another, independent Agreement with the owner of each element 
of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark 
or Registered Trademark in conjunction with a work containing Open Game Content except as expressly 
licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. 
The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership 
of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all 
rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the 
work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. 
You may use any authorized version of this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game 
Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name 
of any Contributor unless You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with 
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reformed only to the extent necessary to make it enforceable.
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