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An ancient tome, a dangerous ritual, and the ultimate question, what makes us human? How 

far are you willing to go to save the life of a child? What lines are you willing to cross and how 
much are you willing to give? This adventure completes the story begun in CCC-CIC-04 Best 
Friends Forever and CCC-CIC-05 Donum Vitae. An Adventurers League Approved adventure 
provided through the Con Created Content Program, sponsored by Cold Iron Conventions 

and Draxtar Games. 
 

A 4-hour adventure for 5th-10th level characters 
 

Design Rob Silva        Art Ben Siekert 
Development Greg Marks       Sponsored by Draxtar Games 
Produced by Cold Iron Conventions      Adventure Code CCC-CIC-07 
Organized Play: Chris Lindsay      Version 3 
D&D Adventurers League Wizards Team: Adam Lee, Chris Lindsay, Mike Mearls, Matt Sernett 
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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  
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Background 

The Major Players 
Von Finklestein Family 

Taa Naelor 
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Magdelena 

The Ritual 

Overview 

 

 

 

 

Adventure Hook 
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Do you Want To Know more? 

This adventure is the seventh adventure in Windy Valley and 
the third to chronicle the Von Finklestein family. The events 
here follow those of CCC-CIC-04 Best Friends Forever and 
CCC-CIC-05 Donum Vitae, also by Rob Silva, which premiered 
at Cold Iron Conventions earlier in 2017. You can learn about 
this and 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 artist Ben Siekert and 
has been sponsored by the generous support of Draxtar 
Games. You can learn more about Draxtar by visiting 
http://draxtargames.com/.  

 

 

 

 

 

 

 

 

 

 

 
 

http://www.coldironconventions.com/
http://www.dmsguild.com/
http://draxtargames.com/
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Part One: The Hook 

 

Q & A 
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Treasure:  

Inside Information 

Players that played CCC-CIC-04 Best Friends Forever or CCC-
CIC-05 Donum Vitae know that the family secretly worships 
Mystra, the goddess of magic, and have a hidden 
library/temple in their family crypt. The worship of Mystra is 
illegal in Mulmaster and would have severe consequences for 
the Von Finklesteins if they were exposed. 
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Part Two: Good Help 
is Hard to Find 

 

Deficiencies and Corresponding Virtue 

Convincing NPCs 

• 

• 

An Interlude 

Development  

Treasure:  

Zhentarim Characters 

The ambushers recognize Zhentarim characters if they 
succeed on a Wisdom (Perception) check (DC 20 -5 per rank 
of the character) If so, they invite the character to join the 
“right” side of the conflict.  Even if the character refuses the 
ambushers give them (and only them) a chance to walk away. 
They will not attack any Zhentarim characters members 
unless they are attacked first. At that point all bets are off.  
 If a character, who is a member of the Zhentarim, 
precipitates in this combat they do not receive any renown at 
the conclusion of the adventure.  
 A character who is rank 3 or higher in the Zhentarim may 
attempt to defuse the situation by pulling rank. This requires 
a successful DC 20 Charisma (Persuasion or Intimidate) check.   

Virtues Deficiencies 

Humility Pride 

Kindness Envy 

Temperance Gluttony 

Chastity Lust 

Patience Wrath 

Charity Greed 

Diligence Sloth 
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Part Three: Options 
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A Single Donor 

Taa is not sure what will happen but he is grateful enough to 
the Von Finklesteins and the characters that he will volunteer 
if the party is uncomfortable doing it themselves or using 
other possible donors. Taa feels this way because after 300 
plus years he was finally able to complete his life’s work and 
study the complete Donum Vitae. After all that time in 
isolation he is ready for the next chapter, besides he will be 
able to definitively document what happens if you give up 
your soul. Who would pass that chance up? 
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Part Four: Rocks in 
Your Head 

General Features 

The Slaadi Lair 

Adjusting the Encounter 

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

• Very Weak Party: Reduce slaad AC and attacks by 2 

• Weak Party: Reduce Slaad AC by 2 

• Strong Party: Replace the red slaad with a second blue 
slaad 

• Very Strong Party: Remove the red slaad and add a second 
death slaad 

Troubleshooting: Trust Issues  

If the characters question the validity of the Death Slaad’s 
story make a Charisma (Deception) check against the 
characters passive Insight unless they specifically take an 
action to speak to him. I that case allow an opposed roll.  

Development: Dead Not Down 
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(Not) Treasure 
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Part Five: The Child is 
Our Future 

Special Rules 

This encounter uses a point system to determine the success 
of the ritual as well as approximations for large numbers of 
weak monsters. This is described if further detail in Appendix 
Three: Rituals and You.   
 Casting the Ritual: Rituals are events that allow the 
creation of powerful magical effects through a combination 
of chanting, gesturing, and the use of magical focuses and 
ingredients. Rituals may take minutes, hours, or even days to 
perform, often requiring the use of a magical laboratory or 
temple and the expenditure of rare components. 
 Actions taken by the percipients of the ritual are worth a 
certain point value. In order to successfully complete the 
ritual a preset point total.  
 Monster Mob Rules: The party will face large packs of 
enemies during the ritual. In order to keep things moving, 
monster attack rolls will be replaced by flat damage that is 
treated as an environmental effect. If a character has 
monsters on her at the beginning of her turn she is dealt 
damage equal to 30 – the characters AC and any ritual tasks 
attempted require the skill check listed. If the check fails the 
task is not completed satisfactorily and character’s action is 
wasted. Anyone under Taa’s magical protection, including 
Taa, is immune to this damage.  
 The intent is to provide a tough choice for the characters. 
They can either remove the monsters to not take damage or 
they can perform a task to further the ritual. A character may 
also choose to use and action to automatically (no to hit or 
damage rolls required) kill a swarm on themselves or another 
character. This is one way to assist another character with a 
ritual task, by removing the swarms from that character.    

General Features 
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The Ritual: Group 

The Ritual- Taa as the solo donor 

Q & A 
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Enter Magdalena 
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Disrupting the Ritual 

Adjusting the Encounter 

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

• Very Weak Party: Ritual points required = 8 x number of 
characters. The swarms deal 25-character AC in damage. 
Weak Party: Ritual points required = 10 x number of 
characters. The swarms deal 25-character AC in damage.  

• Strong Party: Ritual points required = 15 x number of 
characters. Taa does not have enough power to extend his 
protective field to one of the NPCs and they will need to be 
protected.   

• Very Strong Party: Ritual points required = 20 x number of 
characters. The swarms deal 35-character AC in damage. 
Taa does not have enough power to extend his protective 
field to two of the NPCs and they will need to be protected.   

DM Note 

The author’s intent if for this combat to feel epic with the 
party stalling the inevitable overrun of their position long 
enough to complete the ritual. The DM is encouraged to have 
Taa or other NPCs remind the adventurers that completion of 
the ritual is vital importance.  Their very souls hang in the 
balance.  
 If any donors fall, Milben and Perless jump on the rune, 
sacrificing whichever virtue is needed. If more than three 
donor’s die the characters will need to step up or the ritual 
fails.  
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 minutes 

Success (All Virtues Replaced) 

I guess it’s a win? (Taa is Sole Donor) 

Resolution 

Conclusion 
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Rewards 

Experience 

 

Combat Awards 

Name of Foe XP per Foe 
Archmage 
Cult fanatic 
Gladiator 
Noble 
Slaad, Blue 

8,400 
450  
1,800  
25 
2,900 

Slaad, Death  
Slaad, Red 
Slaad, Tadpole 
Vampire 

5,900 
1,800 
25 
10,000 
 

Non-Combat Awards 

Task or Accomplishment XP per Character 
Secure donor (per donor) 100  
Complete ritual 1000 
 

Treasure 

Treasure Awards 

Item Name GP Value 

Box of gems 6000 (minus 
amount spent) 

Portable Hole 

Potion of Greater Healing 

Story Awards 
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Player Rewards 

DM Reward 
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Archmage 
Medium humanoid (drow), any alignment 

Armor Class 13 (16 with mage armor) 
Hit Points 99 (18d8 + 18) 
Speed 30 ft. 
  
 STR DEX CON INT WIS CHA 
 10 (+0) 16 (+3) 12 (+1) 20 (+5) 15 (+2) 17 (+3) 
 

Saving Throws Int +9, Wis +6 
Skills Arcana +13, History +13 
Damage Resistance damage from spells; nonmagical 

bludgeoning, piercing, and slashing (from stoneskin) 
Senses darkvision 120 ft., passive Perception 12 
Languages Undercommon, Elvish, Dwarvish, Thayan, 

Gnomish, Netherese 
Challenge 12 (8,400 XP) 
Magic Resistance. The archmage has advantage on 
saving throws against spells and other magical effects. 
Spellcasting. The archmage is an 18th-level spellcaster. 
Its spellcasting ability is Intelligence (spell save DC 17, 
+9 to hit with spell attacks). The archmage can cast 
disguise self and invisibility at will and has the following 
wizard spells prepared: 
 
Cantrips (at will): fire bolt, light, mage hand, 

prestidigitation, shocking grasp 
1st level (4 slots): detect magic, identify, mage armor*, 

magic missile 
2nd level (3 slots): detect thoughts, mirror image, misty 

step 
3rd level (3 slots): counterspell, fly, lightning bolt or 

Melf’s minute meteors 
4th level (3 slots): banishment, fire shield, stoneskin* 
5th level (3 slots): cone of cold, planar binding, wall of 

force 
6th level (1 slots): globe of invulnerability, true seeing 
7th level (1 slots): teleport or finger of death 
8th level (1 slots): mind blank* or antimagic field 
9th level (1 slots): time stop or prismatic wall 
*: The archmage casts these spells on itself before 

combat 

Actions 

Dagger. Melee or Ranged Weapon Attack: +6 to hit, 
reach 5 ft., one target. Hit: 4 (1d4 + 2) piercing 
damage. 

Blue Slaad 
Large aberration, chaotic neutral 

Armor Class 15 (natural armor) 
Hit Points 123 (13d10 + 52) 
Speed 30 ft. 
  
 STR DEX CON INT WIS CHA 
 20 (+5) 15 (+2) 18 (+4) 7 (−2) 7 (−2) 9 (−1) 
  

Skills Perception +1 
Damage Resistances acid, cold, fire, lightning, thunder 
Senses darkvision 60 ft., passive Perception 11 
Languages Slaad, telepathy 60 ft. 
Challenge 7 (2,900 XP) 
Magic Resistance. The slaad has advantage on saving 
throws against spells and other magical effects. 
Regeneration. The slaad regains 10 hit points at the 
start of its turn if it has at least 1 hit point. 

Actions 

Multiattack. The slaad makes three attacks: one with 
its bite and two with its claws. 
Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one 
target. Hit: 12 (2d6 + 5) piercing damage. 
Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one 
target. Hit: 12 (2d6 + 5) slashing damage. If the target is 
a humanoid, it must succeed on a DC 15 Constitution 
saving throw or be infected with a disease called chaos 
phage. While infected, the target can’t regain hit points, 
and its hit point maximum is reduced by 10 (3d6) every 
24 hours. If the disease reduces the target’s hit point 
maximum to 0, the target instantly transforms into a 
red slaad or, if it has the ability to cast spells of 3rd 
level or higher, a green slaad. Only a wish spell can 
reverse the transformation. 
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Cult Fanatic 
Medium humanoid (any race), any non-good alignment 

Armor Class 13 (leather armor) 
Hit Points 33 (6d8 + 6) 
Speed 30 ft. 
  
 STR DEX CON INT WIS CHA 
 11 (+0) 14 (+2) 12 (+1) 10 (+0) 13 (+1) 14 (+2) 
 

Skills Deception +4, Persuasion +4, Religion +2 
Senses passive Perception 10 
Languages any one language (usually Common) 
Challenge 2 (450 XP) 
Dark Devotion. The fanatic has advantage on saving 
throws against being charmed or frightened. 
Spellcasting. The fanatic is a 4th-level spellcaster. Its 
spellcasting ability is Wisdom (spell save DC 11, +3 to 
hit with spell attacks). The fanatic has the following 
cleric spells prepared: 
 
Cantrips (at will): light, sacred flame, thaumaturgy 
1st level (4 slots): command, inflict wounds, shield of 

faith 
2nd level (3 slots): hold person, spiritual weapon 

Actions 

Multiattack. The fanatic makes two melee attacks. 
Dagger. Melee or Ranged Weapon Attack: +4 to hit, 
reach 5 ft. or range 20/60 ft., one creature. Hit: 4 (1d4 
+ 2) piercing damage. 
 

Death Slaad 
Medium aberration (shapechanger), chaotic evil 

Armor Class 18 (natural armor) 
Hit Points 170 (20d8 + 80) 
Speed 30 ft. 
  
 STR DEX CON INT WIS CHA 
 20 (+5) 15 (+2) 19 (+4) 15 (+2) 10 (+0) 16 (+3) 
  

Skills Arcana +6, Perception +8 
Damage Resistances acid, cold, fire, lightning, thunder 
Senses blindsight 60 ft., darkvision 60 ft., passive 

Perception 18 
Languages Slaad, telepathy 60 ft. 
Challenge 10 (5,900 XP) 
Shapechanger. The slaad can use its action to 
polymorph into a Small or Medium humanoid, or back 
into its true form. Its statistics, other than its size, are 
the same in each form. Any equipment it is wearing or 
carrying isn’t transformed. It reverts to its true form if 
it dies. 
Innate Spellcasting. The slaad’s innate spellcasting 
ability is Charisma (spell save DC 15, +7 to hit with spell 
attacks). It can innately cast the following spells, 
requiring no material components: 
 
At will: detect magic, detect thoughts, invisibility (self 

only), mage hand, major image 
2/day each: fear, fireball, fly, tongues 
1/day each: cloudkill, plane shift 

Magic Resistance. The slaad has advantage on saving 
throws against spells and other magical effects. 
Magic Weapons. The slaad’s weapon attacks are 
magical. 
Regeneration. The slaad regains 10 hit points at the 
start of its turn if it has at least 1 hit point. 

Actions 

Multiattack. The slaad makes three attacks: one with 
its bite and two with its claws or greatsword. 
Bite (Slaad Form Only). Melee Weapon Attack: +9 to 
hit, reach 5 ft., one target. Hit: 9 (1d8 + 5) piercing 
damage plus 7 (2d6) necrotic damage. 
Claws (Slaad Form Only). Melee Weapon Attack: +9 to 
hit, reach 5 ft., one target. Hit: 10 (1d10 + 5) slashing 
damage plus 7 (2d6) necrotic damage.  
Greatsword. Melee Weapon Attack: +9 to hit, reach 5 
ft., one target. Hit: 12 (2d6 + 5) slashing damage plus 7 
(2d6) necrotic damage.  
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Gladiator 
Medium humanoid (any race), any alignment 

Armor Class 16 (studded leather, shield) 
Hit Points 112 (15d8 + 45) 
Speed 30 ft. 
  
 STR DEX CON INT WIS CHA 
 18 (+4) 15 (+2) 16 (+3) 10 (+0) 12 (+1) 15 (+2) 
 

Saving Throws Str +7, Dex +5, Con +6 
Skills Athletics +10, Intimidation +5 
Senses passive Perception 11 
Languages any one language (usually Common) 
Challenge 5 (1,800 XP) 
Brave. The gladiator has advantage on saving throws 
against being frightened. 
Brute. A melee weapon deals one extra die of its 
damage when the gladiator hits with it (included in the 
attack). 

Actions 

Multiattack. The gladiator makes three melee attacks 
or two ranged attacks. 
Spear. Melee or Ranged Weapon Attack: +7 to hit, 
reach 5 ft. and range 20/60 ft., one target. Hit: 11 (2d6 
+ 4) piercing damage, or 13 (2d8 + 4) piercing damage 
if used with two hands to make a melee attack. 
Shield Bash. Melee Weapon Attack: +7 to hit, reach 5 
ft., one creature. Hit: 9 (2d4 + 4) bludgeoning damage. 
If the target is a Medium or smaller creature, it must 
succeed on a DC 15 Strength saving throw or be 
knocked prone. 

Reactions 

Parry. The gladiator adds 3 to its AC against one melee 
attack that would hit it. To do so, the gladiator must 
see the attacker and be wielding a melee weapon. 
 
 

Noble 
Medium humanoid (any race), any alignment 

Armor Class 15 (breastplate) 
Hit Points 9 (2d8) 
Speed 30 ft. 
  
 STR DEX CON INT WIS CHA 
 11 (+0) 12 (+1) 11 (+0) 12 (+1) 14 (+2) 16 (+3) 
 

Skills Deception +5, Insight +4, Persuasion +5 
Senses passive Perception 10 
Languages any two languages 
Challenge 1/8 (25 XP) 

Actions 

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

Reactions 

Parry. The noble adds 2 to its AC against one melee 
attack that would hit it. To do so, the noble must see 
the attacker and be wielding a melee weapon. 
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Red Slaad 
Large aberration, chaotic neutral 

Armor Class 14 (natural armor) 
Hit Points 93 (11d10 + 33) 
Speed 30 ft. 
  
 STR DEX CON INT WIS CHA 
 16 (+3) 12 (+1) 16 (+3) 6 (−2) 6 (−2) 7 (−2) 
  

Skills Perception +1 
Damage Resistances acid, cold, fire, lightning, thunder 
Senses darkvision 60 ft., passive Perception 11 
Languages Slaad, telepathy 60 ft. 
Challenge 5 (1,800 XP) 
Magic Resistance. The slaad has advantage on saving 
throws against spells and other magical effects. 
Regeneration. The slaad regains 10 hit points at the 
start of its turn if it has at least 1 hit point. 

Actions 

Multiattack. The slaad makes three attacks: one with 
its bite and two with its claws. 
Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 8 (2d4 + 3) piercing damage. 
Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 7 (1d8 + 3) piercing damage. If the target is 
a humanoid, it must succeed on a DC 14 Constitution 
saving throw or be infected with a disease—a 
minuscule slaad egg. 
 A humanoid host can carry only one slaad egg to 
term at a time. Over three months, the egg moves to 
the chest cavity, gestates, and forms a slaad tadpole. In 
the 24-hour period before giving birth, the host starts 
to feel unwell, its speed is halved, and it has 
disadvantage on attack rolls, ability checks, and saving 
throws. At birth, the tadpole chews its way through 
vital organs and out of the host’s chest in 1 round, 
killing the host in the process.  
 If the disease is cured before the tadpole’s 
emergence, the unborn slaad is disintegrated. 
 

Slaad Tadpole 
Tiny aberration, chaotic neutral 

Armor Class 12 
Hit Points 10 (4d4) 
Speed 30 ft. 
  
 STR DEX CON INT WIS CHA 
 7 (−2) 15 (+2) 10 (+0) 3 (−4) 5 (−3) 3 (−4) 
  

Skills Stealth +4 
Damage Resistances acid, cold, fire, lightning, thunder 
Senses darkvision 60 ft., passive Perception 7 
Languages understands Slaad but can’t speak 
Challenge 1/8 (25 XP) 
Magic Resistance. The slaad has advantage on saving 
throws against spells and other magical effects. 

Actions 

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 4 (1d4 + 2) piercing damage. 
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Vampire 
Medium undead (shapechanger), lawful evil 

Armor Class 16 (natural armor) 
Hit Points 144 (17d8 + 68) 
Speed 30 ft. 
 
 STR DEX CON INT WIS CHA 
 18 (+4) 18 (+4) 18 (+4) 17 (+3) 15 (+2) 18 (+4) 
  

Saving Throws Dex +9, Wis +7, Cha +9 
Skills Perception +7, Stealth +9 
Damage Resistance necrotic; bludgeoning, piercing, 

and slashing from nonmagical weapons  
Senses darkvision 120 ft., passive Perception 17 
Languages Common 
Challenge 13 (10,000 XP) 
Shapechanger. If the vampire isn't in sun light or 
running water, it can use its action to polymorph in to a 
Tiny bat or a Medium cloud of mist, or back into its 
true form. 
 While in bat form, the vampire can't speak, its 
walking speed is 5 feet, and it has a flying speed of 30 
feet. Its statistics, other than its size and speed, are 
unchanged. Anything it is wearing transforms with it, 
but nothing it is carrying does. It reverts to its true 
form if it dies. 
 While in mist form, the vampire can't take any 
actions, speak, or manipulate objects. It is weightless, 
has a flying speed of 20 feet, can hover, and can enter 
a hostile creature's space and stop there. In addition, if 
air can pass through a space, the mist can do so 
without squeezing, and it can't pass through water. It 
has advantage on Strength, Dexterity, and Constitution 
saving throws, and it is immune to all nonmagical 
damage, except the damage it takes from sunlight. 
Legendary Resistance (3/Day). If the vampire fails a 
saving throw, it can choose to succeed instead. 
Misty Escape. When it drops to 0 hit points outside its 
resting place, the vampire transforms into a cloud of 
mist (as in the Shapechanger trait) instead of falling 
unconscious, provided that it isn't in sun light or 
running water. If it can't transform, it is destroyed. 
 While it has 0 hit points in mist form, it can't revert 
to its vampire form, and it must reach its resting place 
within 2 hours or be destroyed. Once in its resting 
place, it reverts to its vampire form. It is then paralyzed 
until it regains at least 1 hit point. After spending 1 
hour in its resting place with 0 hit points, it regains 1 hit 
point. 
Regeneration. The vampire regains 20 hit points at the 
start of its turn if it has at least 1 hit point and isn't in 

sun light or running water. If the vampire takes radiant 
damage or damage from holy water; this trait doesn't 
function at the start of the vampire's next turn. 
Spider Climb. The vampire can climb difficult surfaces, 
including upside down on ceilings, without needing to 
make an ability check. 
Vampire Weaknesses. The vampire has the following 
flaws: 
 Forbiddance. The vampire can't enter a residence 
without an invitation from one of the occupants, 
 Harmed by Running Water. The vampire takes 20 
acid damage if it ends its turn in running water. 
 Stake to the Heart. If a piercing weapon made of 
wood is driven into the vampire's heart while the 
vampire is incapacitated in its resting place, the 
vampire is paralyzed until the stake is removed. 
 Sunlight Hypersensitivity. The vampire takes 20 
radiant damage when it starts its turn in sunlight. 
While in sun light, it has disadvantage on attack rolls 
and ability checks. 

Actions 

Multiattack (Vampire Form Only). The vampire makes 
two attacks, only one of which can be a bite attack. 
Unarmed Strike (Vampire Form Only). Melee Weapon 
Attack: +9 to hit, reach 5 ft., one creature. Hit: 8 (1d8 + 
4) bludgeoning damage. Instead of dealing damage, 
the vampire can grapple the target (escape DC 18). 
Bite (Bat or Vampire Form Only). Melee Weapon 
Attack: +9 to hit, reach 5 ft., one willing creature, or a 
creature that is grappled by the vampire, incapacitated, 
or restrained. Hit: 7 (1d6 + 4) piercing damage plus 10 
(3d6) necrotic damage. The target's hit point maximum 
is reduced by an amount equal to the necrotic damage 
taken, and the vampire regains hit points equal to that 
amount. The reduction lasts until the target finishes a 
long rest. The target dies if this effect reduces its hit 
point maximum to 0. A humanoid slain in this way and 
then buried in the ground rises the following night as a 
vampire spawn under the vampire's control. 
Charm. The vampire targets one humanoid it can see 
within 30 feet of it. If the target can see the vampire, 
the target must succeed on a DC 17 Wisdom saving 
throw against this magic or be charmed by the vampire. 
The charmed target regards the vampire as a trusted 
friend to be heeded and protected. Although the target 
isn't under the vampire's control, it takes the vampire's 
requests or actions in the most favorable way it can, 
and it is a willing target for the vampire's bite attack. 
 Each time the vampire or the vampire's companions 
do anything harmful to the target, it can repeat the 
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saving throw, ending the effect on itself on a success. 
Otherwise, the effect lasts 24 hours or until the 
vampire is destroyed, is on a different plane of 
existence than the target or takes a bonus action to 
end the effect. 
Children of the Night (1/Day). The vampire magically 
calls 2d4 swarms of bats or rats, provided that the sun 
isn't up. While outdoors, the vampire can call 3d6 
wolves instead. The called creatures arrive in 1d4 
rounds, acting as allies of the vampire and obeying its 
spoken commands. The beasts remain for 1 hour, until 
the vampire dies, or until the vampire dismisses them 
as a bonus action. 

Legendary Actions 

The vampire 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 vampire regains spent 
legendary actions at the start of its turn. 
Move. The vampire moves up to its speed without 
provoking opportunity attacks. 
Unarmed Strike. The vampire makes one unarmed 
strike. 
Bite (Costs 2 Actions). The vampire makes one bite 
attack.
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Dwali Barrelchin  

 
 
 

Gavin Chaucer  

Duraina Dommer 



Not for resale. Permission granted to print or photocopy this document for personal use only.  CCC-CIC-07 Pieces of You 30 

Gregory Morningfall 

Evelyn Mistsplitter 

Isolda Mournhill 
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Lief Lunadream  

Alotel Nellynnthar 

Rowan Hilless 
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Starting Points  

Progress 

Describing the Swarms 
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Ritual Tasks
 

Task Ability, skill check Point per round 

Praying Wisdom (Religion)* 2 

Reading from Taa’s ritual notes Intelligence (Arcana) 2 

Parading effigies and/or statues Strength (Athletics) 2 

Lighting candles, sprinkling holy water, 
burning incense 

Dexterity (Acrobatics) 2 

Essence sacrifice (bloodletting) 
Constitution saving throw  

DC 10 + hp sacrificed 

= 1/2 HP loss 
(cannot be regain 

until after long rest)  

Spell power sacrifice  
(1st-level or higher spells) 

Concentration check  
DC of spell level of slot x2 

Spell Level  

Complications 

D20 roll Event Ability or skill to 
counteract 

Ramifications 

1-16 No complication NA NA 

17 
NPC panics and 
attempts to flee 

Charisma (Persuasion) 
Strength (Athletics) 

Charisma (Intimidate) 

If the NPC is not returned by the 
beginning of the next round the 
swarms kill them. Milben and 
Perless will step up to donate 

part of their soul if no character 
is willing. 

18 
Creeping claws 

build a dark totem 

Dexterity (Acrobatics) 
Strength (Athletics)  

Attack that deals 15 damage 

It takes 2 rounds for the totem 
to be completed. Every round 
that the totem is erected the 
ritual is penalized 3 points. 

19 Rune is defaced 
Dexterity (Sleight of Hand) 

Intelligence (Arcana) 
Intelligence (Religion) 

Every round the rune is defaced 
the ritual is penalized 2 points. 

20 
Abby panics and 
attempts to flee 

Charisma (Persuasion) 
Strength (Athletics) 

The ritual stalls without Abby. 
Magdalena will attempt to 

escape with Abby if not 
restrained. 
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Task Ability, skill check 

Praying Wisdom (Religion)* 

Reading from Taa’s notes Intelligence (Arcana) 

Parading effigies and/or statues Strength (Athletics) 

Lighting candles, sprinkling holy water, burning 
incense 

Dexterity (Acrobatics) 

Essence sacrifice (bloodletting) a character may 
sacrifice up to his constitution. May not be performed 

more than once per character.   

Constitution saving throw  
DC 10 + hp sacrificed 

Spell power sacrifice 
(1st-level or higher spells) 

Concentration check  
DC of spell level of slot x2 
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(1st-level or higher spells) 
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DC of spell level of slot x2 

  

 



Not for resale. Permission granted to print or photocopy this document for personal use only.  CCC-CIC-07 Pieces of You 38 

 

Portable Hole 

Potion of Greater Healing (3) 
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