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Introduction 

The D&D Adventurers 

League 

Preparing the Adventure 

• 

• 

• 

• 

• 

Before Play at the Table 

• 

• 

• 

http://www.dndadventurersleague.org/
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• Adjusting the Adventure 

• 

• 

• 

Determining Party Strength 
Party Composition Party   Strength 
3-4 characters, APL less than  Very weak 
3-4 characters, APL equivalent  Weak 
3-4 characters, APL greater than  Average 
5 characters, APL less than  Weak 
5 characters, APL equivalent  Average 
5 characters, APL greater than  Strong 
6-7 characters, APL less than  Average 
6-7 characters, APL equivalent  Strong 
6-7 characters, APL greater than  Very strong 
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Running the Adventure 

• 

• 

• 

• 

• 

Downtime and Lifestyle 

• 

• 

• 

• 

• 

• 
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Spellcasting Services 

Acolyte Background 

A character possessing the acolyte background requesting 
spellcasting services at a temple of his or her faith may 
request one spell per day from the Spellcasting Services table 
for free. The only cost paid for the spell is the base price for 
the consumed material component, if any. 

Spellcasting Services 
Spell     Cost 
Cure wounds (1st level)   10 gp 
Identify     20 gp 
Lesser restoration   40 gp 
Prayer of healing (2nd level) 40 gp 
Remove curse    90 gp 
Speak with dead    90 gp 
Divination    210 gp 
Greater restoration   450 gp 
Raise dead    1,250 gp 

Character Disease, Death, and 
Recovery 

Disease, Poison, and Other Debilitating Effects  

Death  



Not for resale. Permission granted to print or photocopy this document for personal use only.       CCC-CIC-06 End of the Line 6 

Background 
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Overview Do You Want to Know More? 

This adventure is the sixth adventure in Windy Valley. 
Previous adventures include CCC-CIC-01 The Vault of the 
Devourer by Greg Marks, CCC-CIC-02 The Clockwork 
Laboratory by Jeremy Vosberg, CCC-CIC-03 The Desolate 
Undercroft by Gary Affeldt, CCC-CIC-04 Best Friends Forever 
and CCC-CIC-05 Donum Vitae both by Rob Silva. You can learn 
about these other Cold Iron Conventions shows in Milwaukee 
& Chicago by going to 
http://www.coldironconventions.com/. All of these 
adventurers can be purchased at http://www.dmsguild.com/. 
 The art in this series has been drawn by artists Joe 
Abboreno and Ben Siekert, with Joe's work highlighted in this 
product. 

http://www.coldironconventions.com/
http://www.dmsguild.com/
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• 

• 

• 

• 

• 

• 

• 

• 

• 

• 

• 
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Treasure 

 

Tavern Outburst 

The Mining Camp 

• 
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• 

• 

• 

• 

Talking with Paramon Rusk and Getting 
Access to the Mine 

Role-playing Paramon Rusk 

Paramon Rusk is an overseer for one of the mining 
operations of the Von Finklestein family. In his early years 
Paramon tried his hand at adventuring with the hope of easy 
profits. He threw his lot in with several different groups and 
all most all ended in failure. Recognizing that he lacked the 
skills (and courage) to crawl through remote ruins, he turned 
to mining. After several years he was able to stake his own 
claim and hire his own workers to mine copper. While he did 
not become wealthy, he did gain a reputation as an ably 
skilled miner almost the equal of any dwarf. This reputation 
attracted the attention of the Von Finklestein family with an 
offer him a buy out of his mine and a long term contract to 
manage some of their operations. 
 To this day the business relationship has worked out to the 
mutual benefit of both. He no longer has to risk his health 
mining and draws a percentage from what ore is sold. For the 
Von Finklestein family he is honest and willing to deliver bad 
or good news to the any of the Mulmaster merchant-noble 
class. 
 Paramon does not like to take many risks and does not 
gamble with the lives of his workers. The increase in mining 
near Windy Valley has begun to attract emigrants looking for 
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work but lacking essential training in mining. Because of this 
he generally has at least two mining operations that are just 
beginning and offer no real danger to trainees. 
 Paramon Rusk is honest and above bribes. Those treating 
him with respect will generally receive the same in return. He 
is loyal to his employers and will go out of his way to lend aid 
to loyal hard working employees. 

Treasure 
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General Features 

The following General Features apply to the cave system 
unless otherwise noted: 
 Terrain. The complex below varies from natural caves, to 
areas of worked stone so lovely crafted, only a dwarf stone 
mason would know it's not dwarven made. Unless otherwise 
noted all ceilings are 8ft. high. 
 Light. All areas are dark except for area 6 (The Garden) 
due to glowing lichen. At times, area 4 (The Dark Cave) may 
be under the effects of the darkmantle's darkness ability 
making it dark even if the characters are carrying light.  
 Smells and Sounds. The rooms are quiet and smell of dirt 
and moisture. In the areas 6 and 8, the smell of guano and 
mold is strong.   
 

1. Mining Area 

1a. Crevasse Ledge 
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2. The Landing 

3. Tunnel Interlude (Chasm) 

4. The Dark Cave 



Not for resale. Permission granted to print or photocopy this document for personal use only.       CCC-CIC-06 End of the Line 15 

Tricks of the Trade 

Adjusting this encounter 

Here are some suggestions for adjusting this encounter. 
These are not cumulative. 

• Very Weak Party: Remove one darkmantle. Reduce the 
remaining darkmantles hit points by 20. 

• Weak Party: Remove one darkmantle. 

• Strong Party: Add one additional darkmantle. 

• Very Strong Party: Add two additional darkmantles. 

5. Tunnel Interlude (The Stalactite Rain) 

6. The Garden 
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Adjusting this encounter 

Here are some suggestions for adjusting this encounter. 
These are not cumulative. 

• Very Weak Party: Remove one violet fungus and one 
shrieker. 

• Weak Party: Remove one violet fungus. 

• Strong Party: Add an additional shrieker and one violet 
fungi. 

• Very Strong Party: Add an additional two shriekers and 
two violet fungi. 

Bag of ‘Shrooms 

7. Tunnel Interlude (The Stench) 

• 
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• 

8. The Bat Cave 

Adjusting this encounter 

Here are some suggestions for adjusting this encounter. 
These are not cumulative. 

• Very Weak Party: Remove one swarms of bats. 

• Weak Party: Both of the swarms are diminished to 11 hp 
and doing 2 (1d4) damage.  

• Strong Party: Add one additional swarm of bats. 

• Very Strong Party: Add one roper. 
 

9. Goblin Lair 
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Interacting with Clagnoct

Nithian Fetish Doll 

This simply carved stone doll stands 3 inches high and has 
some discernible humanoid features with blue lichen for hair 
and a beard.  
 The Nithian Fetish Doll can be used by Clagnoct to curse an 
opponent. Using a bonus action, he shakes the doll back and 
forth at their intended victim while speaking the words 
"stone and dark, favor me" in Dwarven. Upon completion all 
of the targeted opponent's attacks against the wielder are at 
disadvantage for one round. The item does not function on 
constructs, earth elementals, or dwarves and cannot be used 
by anyone by Clagnoct. 
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• 

• 

What the Nith know: 

• 

• 

• 

• 

• 
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• 

Who is Dumathoin? 

Dumathoin is known as the Keeper of Secret Under the 
Mountain. A patron of the shield dwarves, is the dwarven 
deity of mining, underground exploration, and protector of 
the dwarven dead. He is a neutral deity.  

Treasure 

10. Tunnel Interlude (Slick Descent) 

11. Water Cave 
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Adjusting this encounter 

Here are some suggestions for adjusting this encounter. 
These are not cumulative. 

• Very Weak Party: Remove the cover from the ledge and 
decrease the cave fisher's hit points by 28 (half). 

• Weak Party: Remove the cover from the ledge.  

• Strong Party: Increase the cave fisher's hit points by 20 
and its damage by +1. 

• Very Strong Party: Add an additional cave fisher. 

Development 

Treasure 

12. Hidden Landing 
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Fire of the Forge Door Trap 

Simple trap (level 1–4, dangerous threat) 
This trap consists of a magical enchantment on the metal 
doors.  
 Trigger. Anyone who tries to open or damage the doors 
without having offered praises to one of the non-evil 
dwarven deities sets off the trap.  
 Effect. Upon touching the doors, a magical cone of flame 
blasts forth from the both doors. Each creature within 20 feet 
of the doors must make a DC 15 Dexterity saving throw, 
taking 11 (2d10) fire damage on a failed save, or half as much 
damage on a successful one.  
 Countermeasures. A DC 15 Wisdom (Perception) check 
notices that there are magical symbols worked into the door. 
A DC 14 Intelligence (Investigation) notices that there are 
repeating forge and fire imagery surrounding the arcane 
symbols. A detect magic reveals evocation magic. A 
successful DC 15 Dexterity (Thieves' Tools) or DC 20 
Intelligence (Arcana) disables the trap upon the doors.  

13. Dwarven Chamber (The End of the 
Line?) 
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Adjusting this encounter 

Here are some suggestions for adjusting this encounter. 
These are not cumulative. 

• Very Weak Party: Remove two dwarven statues. 

• Weak Party: Remove one dwarven statue. 

• Strong Party: Each dwarven statue has 10 extra hit points 
and a +1 to hit. 

• Very Strong Party: Each dwarven statue has 10 extra hit 
points, a +2 to hit and +1 to damage.

Conclusion: Aftermath 
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Rewards

Experience 

 

Combat Awards 

Name of Foe XP per Foe 
Cave Fisher 700 
Darkmantle 
Dwarven Statues  

100 
50 

Goblin 
Goblin Chieftain 

50 
200 

Roper 1,800 
Swarm of Bats 50 
Shrieker 10 
Violet Fungus 50 

 

Non-Combat Awards 

Task or 
Accomplishment 

XP per Character 

Negotiating peacefully 
with the Nith 

200 

Saving the captured 
miners in time 

100 

Saving Jasper Clem 100 
Finding dwarven 

chamber 
100 

Smart play to avoid at 
least one of the 
various hazards 

100 

 

 

Treasure 

Treasure Awards 

Item Name GP Value 
Miners Bounty 260 
Chieftain's Color Stones 400 
Von Finklestein Reward 100 or 200 

+1 Short Sword 

Miner's Pick 

Potion of Healing  
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Story Awards 

Player Rewards 

 

DM Reward 

  



Not for resale. Permission granted to print or photocopy this document for personal use only.       CCC-CIC-06 End of the Line 26 

Appendix:  NPC/Monster Statistics 
Bugbear (Goblin Chieftain Clagnoct) 
Medium humanoid (goblinoid), chaotic evil 

Armor Class 16 (hide armor, shield) 
Hit Points 27 (5d8 + 5) 
Speed 30 ft. 
  
 STR DEX CON INT WIS CHA 
 15 (+2) 14 (+2) 13 (+1) 8 (−1) 11 (+0) 9 (−1) 
  

Skills Stealth +6, Survival +2 
Senses darkvision 60 ft., passive Perception 10 
Languages Common, Goblin 
Challenge 1 (200 XP) 

Brute. A melee weapon deals one extra die of its 
damage when the bugbear hits with it (included in the 
attack). 

Surprise Attack. If the bugbear surprises a creature and 
hits it with an attack during the first round of combat, 
the target takes an extra 7 (2d6) damage from the 
attack. 

Actions 

Morningstar. Melee Weapon Attack: +4 to hit, reach 5 
ft., one target. Hit: 11 (2d8 + 2) piercing damage. 

Javelin. Melee or Ranged Weapon Attack: +4 to hit, 
reach 5 ft. or range 30/120 ft., one target. Hit: 9 (2d6 + 
2) piercing damage in melee or 5 (1d6 + 2) piercing 
damage at range. 

 

Cave Fisher 
Medium monstrosity, unaligned 

Armor Class 16 (natural armor)  
Hit Points 58 (9d8 +18)  
Speed 20 ft., climb 20 ft. 
  
 STR DEX CON INT WIS CHA 
 16 (+3) 13 (+1) 14 (+2) 3 (−4) 10 (+0) 3 (−4) 
  

Skills Perception +2, Stealth +5  
Senses blindsight 60 ft., passive Perception 12 
Languages -  
Challenge 3 (700 XP)  
 
Adhesive Filament. The cave fisher can use its action to 
extend a sticky filament up to 60 feet, and the filament 
adheres to anything that touches it. A creature 
adhered to the filament is grappled by the cave fisher 
{escape DC 13), and ability checks made to escape this 
grapple have disadvantage. The filament can be 
attacked (AC 15; 5 hit points; immunity to poison and 

psychic damage), but a weapon that fails to sever it 
becomes stuck to it, requiring an action and a 
successful DC 13 Strength check to pull free. Destroying 
the filament deals no damage to the cave fisher, which 
can extrude a replacement filament on its next turn. 

Flammable Blood. If the cave fisher drops to half its hit 
points or fewer, it gains vulnerability to fire damage. 

Spider Climb. The cave fisher can climb difficult 
surfaces including upside down on ceilings, without 
needing to make an ability check. 

Actions 

Multiattack. The cave fisher makes two attacks with its 
claws. 

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 10 {2d6 + 3) slashing damage. 

Filament. One creature grappled by the cave fisher's 
adhesive filament must make a DC 13 Strength saving 
throw, provided that the target weighs 200 pounds or 
less. On a failure, the target is pulled into an 
unoccupied space within S feet of the cave fisher, and 
the cave fisher makes a claw attack against it as a 
bonus action. Reeling up the target releases anyone 
else who was attached to the filament. Until the 
grapple ends on the target, the cave fisher can't 
extrude another filament. 
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Darkmantle 
Small monstrosity, unaligned 

Armor Class 11  
Hit Points 22 (5d6 +5)  
Speed 10 ft., fly 30 ft. 
  
 STR DEX CON INT WIS CHA 
 16 (+3) 12 (+1) 13 (+1) 2 (−4) 10 (+0) 5 (−3) 
  

Skills Stealth +3 
Senses blindsight 60 ft., passive Perception 10 
Languages -  
Challenge 1/2 (100 XP)  
 
Echolocation. The darkmantle can’t use its blindsight 
while deafened. 

False Appearance. While the darkmantle remains 
motionless, it is indistinguishable from a cave 
formation such as a stalactite or stalagmite. 

Actions 

Crush. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
creature. Hit: 6 (1d6 + 3) bludgeoning damage, and the 
darkmantle attaches to the target. If the target is 
Medium or smaller and the darkmantle has advantage 
on the attack roll, it attaches by engulfing the target’s 
head, and the target is also blinded and unable to 
breathe while the darkmantle is attached in this way. 
While attached to the target, the darkmantle can 
attack no other creature except the target but has 
advantage on its attack rolls. The darkmantle’s speed 
also becomes 0, it can’t benefit from any bonus to its 
speed, and it moves with the target. A creature can 
detach the darkmantle by making a successful DC 13 
Strength check as an action. On its turn, the 
darkmantle can detach itself from the target by using 5 
feet of movement. 

Darkness Aura (1/Day). A 15-foot radius of magical 
darkness extends out from the darkmantle, moves with 
it, and spreads around corners. The darkness lasts as 
long as the darkmantle maintains concentration, up to 
10 minutes (as if concentrating on a spell). Darkvision 
can’t penetrate this darkness, and no natural light can 
illuminate it. If any of the darkness overlaps with an 
area of light created by a spell of 2nd level or lower, 
the spell creating the light is dispelled. 

 

Flying Sword (Dwarven Statue) 
Small construct, unaligned 

Armor Class 17 (natural armor) 
Hit Points 17 (5d6) 
Speed 0 ft., fly 50 ft. 
 
 STR DEX CON INT WIS CHA 
 12 (+1) 15 (+2) 11 (+0) 1 (−5) 5 (−3) 1 (−5) 
  

Saving Throws Dex +4 
Damage Immunities poison, psychic 
Condition Immunities blinded, charmed, deafened, 

frightened, paralyzed, petrified, poisoned 
Senses blindsight 60 ft. (blind beyond this radius), 

passive Perception 7 
Languages — 
Challenge 1/4 (50 XP) 

Antimagic Susceptibility. The sword is incapacitated 
while in the area of an antimagic field. If targeted by 
dispel magic, the sword must succeed on a 
Constitution saving throw against the caster’s spell 
save DC or fall unconscious for 1 minute. 

False Appearance. While the sword remains 
motionless and isn’t flying, it is indistinguishable from a 
normal sword. 

Actions 

Longsword. Melee Weapon Attack: +3 to hit, reach 5 
ft., one target. Hit: 5 (1d8 + 1) slashing damage. 

 



Not for resale. Permission granted to print or photocopy this document for personal use only.       CCC-CIC-06 End of the Line 28 

Goblin 
Small humanoid (goblinoid), neutral evil 

Armor Class 15 (leather armor, shield) 
Hit Points 7 (2d6) 
Speed 30 ft. 
  
 STR DEX CON INT WIS CHA 
 8 (−1) 14 (+2) 10 (+0) 10 (+0) 8 (−1) 8 (−1) 
  

Skills Stealth +6 
Senses darkvision 60 ft., passive Perception 9 
Languages Common, Goblin 
Challenge 1/4 (50 XP) 

Nimble Escape. The goblin can take the Disengage or 
Hide action as a bonus action on each of its turns. 

Actions 

Scimitar. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit: 5 (1d6 + 2) slashing damage. 

Shortbow. Ranged Weapon Attack: +4 to hit, range 
80/320 ft., one target. Hit: 5 (1d6 + 2) piercing damage. 

 

Roper 
Large monstrosity, neutral evil 

Armor Class 20 (natural armor) 
Hit Points 93 (11d10 + 33)  
Speed 10 ft., climb 10 ft. 
  
 STR DEX CON INT WIS CHA 
 18 (+4) 8 (−1) 17 (+3) 7 (−2) 16 (+3) 6 (−2) 
  

Skills Perception +6, Stealth +5 
Senses darkvision 60 ft., passive Perception 16 
Languages - 
Challenge 5 (1,800 XP) 

False appearance. While the roper remains 
motionless, it is indistinguishable from a normal cave 
formation, such as a stalagmite. 

Grasping Tendrils. The roper can have up to six tendrils 
at a time. Each tendril can be attacked (AC 20; 10 hit 
points; immunity to poison and psychic damage). 
Destroying a tendril deals no damage to the roper, 
which can extrude a replacement tendril on its next 
turn. A tendril can also be broken if a creature takes an 
action and succeeds on a DC 15 Strength check against 
it. 

Spider climb. The roper can climb difficult surfaces, 
including upside down on ceilings, without needing to 
make an ability check. 

Actions 

Multiattack. The roper makes four attacks with its 
tendrils, uses Reel, and makes one attack with its bite. 

Bite. Melee weapon attack: +7 to hit, reach 5 ft., one 
target. Hit: 22 (4d8 + 4) piercing damage. 

Tendril. Melee weapon attack: +7 to hit, reach 50 ft., 
one creature. Hit: The target is grappled (escape DC 
15). Until the grapple ends, the target is restrained and 
has disadvantage on Strength checks and Strength 
saving throws, and the roper can’t use the same tendril 
on another target. 

Reel. The roper pulls each creature grappled by it up to 
25 feet straight toward it. 
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Shrieker 
Medium plant, unaligned 

Armor Class 5 
Hit Points 13 (3d8) 
Speed 0 ft. 
  
 STR DEX CON INT WIS CHA 
 1 (−5) 1 (−5) 10 (+0) 1 (−5) 3 (−4) 1 (−5) 
  

Condition Immunities blinded, deafened, frightened 
Senses blindsight 30 ft. (blind beyond this radius), 

passive Perception 6 
Languages — 
Challenge 0 (10 XP) 

False Appearance. While the shrieker remains 
motionless, it is indistinguishable from an ordinary 
fungus. 

Reactions 

Shriek. When bright light or a creature is within 30 feet 
of the shrieker, it emits a shriek audible within 300 feet 
of it. The shrieker continues to shriek until the 
disturbance moves out of range and for 1d4 of the 
shrieker’s turns afterward. 

Swarm of Bats 
Medium swarm of tiny beasts, unaligned 

Armor Class 12 
Hit Points 22 (5d8)  
Speed 0 ft., fly 30 ft. 
  
 STR DEX CON INT WIS CHA 
 5 (−3) 15 (+2) 10 (+0) 2 (-4) 12 (+1) 4 (−3) 
  

Damage Resistances bludgeoning, piercing, slashing 
Condition Immunities charmed, frightened, grappled, 

paralyzed, petrified, prone, restrained, stunned 
Senses blindsight 60 ft., passive Perception 11 
Languages - 
Challenge 1/4 (50 XP) 

Echolocation. The swarm can’t use its blindsight while 
deafened. 

Keen Hearing. The swarm has advantage on Wisdom 
(Perception) checks that rely on hearing. 

Swarm. The swarm can occupy another creature’s 
space and vice versa, and the swarm can move through 
any opening large enough for a Tiny bat. The swarm 
can’t regain hit points or gain temporary hit points. 

Actions 

Bites. Melee Weapon Attack: +4 to hit, reach 0 ft., one 
creature in the swarm’s space. Hit: 5 (2d4) piercing 
damage, or 2 (1d4) piercing damage if the swarm has 
half of its hit points or fewer. 

Violet Fungus 
Medium plant, unaligned 

Armor Class 5 
Hit Points 18 (4d8) 
Speed 5 ft. 
  
 STR DEX CON INT WIS CHA 
 3 (−4) 1 (−5) 10 (+0) 1 (−5) 3 (−4) 1 (−5) 
  

Condition Immunities blinded, deafened, frightened 
Senses blindsight 30 ft. (blind beyond this radius), 

passive Perception 6 
Languages — 
Challenge 1/4 (50 XP) 

False Appearance. While the violet fungus remains 
motionless, it is indistinguishable from an ordinary 
fungus. 

Actions 

Multiattack. The fungus makes 1d4 Rotting Touch 
attacks. 

Rotting Touch. Melee Weapon Attack: +2 to hit, reach 
10 ft., one creature. Hit: 4 (1d8) necrotic damage. 
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+1 Short Sword 

Miner's Pick 

Potion of Healing  

 

 

Story Awards 

 
 

 

 


