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WELCOME TO THE FAR NORTH

ORTH OF THE SPINE OF THE WORLD AND
west of the towering Reghed Glacier is a
frigid expanse few dare to explore, let alone
inhabit. This icy land of windswept tundra
recently became locked in a perpetual, dark
winter without reprieve. Auril the Frostmaiden, the di-
vine embodiment of winter’s fury, has withdrawn to this
cold corner of the world to live among mortals. Further,
she has cast a terrible spell over Icewind Dale, to the
detriment of most of its denizens.

Each night before midnight, Auril takes to the sky
on the back of a white roc and weaves her spell, which
manifests as a shimmering curtain of light—a beautiful
aurora that illuminates the night sky and fades before
dawn. This powerful magic prevents the next day’s
sun from rising above the horizon, turning midday into
twilight and trapping Icewind Dale in winter’s dark em-
brace, with no sunlight or warmth to melt the snow and
ice. Each casting of the spell leaves the Frostmaiden
weakened, with just enough divine power left to barri-
cade the mountain pass with blizzards and churn the
Sea of Moving Ice with blistering winds. Such measures
discourage travelers fromapproaching or leaving Ice-
wind Dale, further isolating the region. Icewind Dale
has thus been trapped in a different reality from the
rest of the world, for though the sun never rises over the
dale, it continues to rise everywhere else.

The people of Icewind Dale know Auril's wrath when
they feel it, and they have a name for the unending win-
ter she has inflicted on them. They call it the Everlasting
Rime. No one understands why the Frostmaiden has im-
posed her will in this way or why the other gods refuse
to challenge her. This prolonged winter, which has gone
on for more than two years, threatens to doom not just
the flickering lights of civilization known as Ten-Towns
but also the indigenous flora and fauna that need sun-
light and the change of seasons to survive.

Not all creatures are discouraged by what has trans-
pired north of the Spine of the World. The long nights
and sunless days are a blessing to Xardorok Sunblight,
aduergar who longs to carve out a domain for himself
on the surface and enslave the people of Ten-Towns in
the process. Already, he has taken advantage of Auril’s
magic and raised a fortress amid the dark shadows of
the mountains. From here, his underlings strike out
across the tundrain search of chardalyn—a crystalline
substance known to exist only in Icewind Dale. Once he

gathers enough of it, Xardorok plans to construct a char-
dalyn dragon and unleash it upon Ten-Towns.

Despite Auril’s blizzards and other deterrents, visitors
still come and go. Among the recent arrivals are four
wizards of the Arcane Brotherhood, a powerful society
of spellcasters based in Luskan. They've come chasing
rumors of a lost city buried under the Reghed Glacier—a
fragment of the long-gone Empire of Netheril, whose
wizards wielded magic that terrified the gods. Netherese
magic has a way of attracting power-hungry wizards, as
members of the Arcane Brotherhood often are. The cit-
ies of Netheril floated among the clouds, making them
almost impervious to assault for centuries. Then, nearly
two thousand years ago, this floating city crashed during
the fall of the empire, and no one has found or explored
it since. It is, arguably, Icewind Dale’s greatest secret—a
necropolis of Netherese wizards and the magic they left
behind. What survived the crash is anyone’s guess, but
we're about to find out!

ABOUT THIS BOOK

Icewind Dale: Rime ofthe Frostmaiden is a DUNGEONS
& DRAGONS adventure optimized for four to six charac-
ters. The player characters are the heroes of the story;
this book describes the villains and monsters the heroes
must overcome and the locations they must explore to
bring the adventure to a successful conclusion.

This book presents Icewind Dale as a self-contained
campaign setting in which you can base adventures
of your own. All pertinent details about the setting are
covered here, with room left to add new locations and
villains of your own design.

) | -
TENDAYS AND DALERECKONING

In the Forgotten Realms setting, a week is ten days long
and is referred to as a tenday. There are three tendays per
month and twelve months in a year. For more information
on the calendar of the Fdrgotten Realms, see “The Calen-
dar of Harptos” sidebar in the Dungeon Master's Guide.

Dalereckoning (DR) is the most common year mea-
surement. This adventure is assumed to take place in the
winter of 1489 DR or later. The exact date is not important.
The happenings in this book occur more than a century
after the events chronicled in R.A. Salvatore's novel The
Crystal Shard, which introduced the drow hero Drizzt
Do'Urden to the hardy folk of Icewind Dale.
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ADVENTURE SUMMARY

A duergar despot forging a dragon out of chardalyn. A
lost city of magic entombed in a glacier. A frozen wilder-
ness trapped in Auril’s grip. These three plot elements,
woven together, form this adventure.

DUERGAR DESPOT

The Reghed nomads who stalk the tundra and the
Ten-Towners who keep civilization alive are so con-
cerned with day-to-day survival that they typically pay
little heed to the evil forces gathering on the fringes of
Icewind Dale. Adventurers are much better equipped to
deal with such threats, particularly in the dead of winter.

One recent arrival in the area is Xardorok Sunblight, a
duergar warlock formerly of the Underdark. His patron,
Deep Duerra, has urged Xardorok to fulfill his destiny
and become the first duergar to rule a kingdom on the
surface. Icewind Dale is cold, dark, and heartlessly
cruel—the perfect realm for Xardorok to claim as des-
pot. Unbeknownst to Xardorok, however, it is not Deep
Duerra guiding his actions but the archdevil Asmodeus
in the guise of Deep Duerra. In Xardorok, the Lord of
the Nine Hells has found an eager and petty tyrant.

To achieve his goal, Xardorok is scouring the land for
chardalyn, which he is forging into a dragon that he will
send to destroy Ten-Towns. His sons, Durth and Nildar,
lead teams of duergar on quests to retrieve more of this
dark-colored crystal for their grasping, despotic father.

NETHERESE NECROPOLIS

The wizards of bygone Netheril wielded magic that
could reshape the world. They used such magic to raise
their cities into the sky. The city of Ythryn was one such

i .

CHARDALYN

More than a hundred years prior to this adventure, a
 wizard named Akar Kessel found an artifact suffused with

demonic magic called Crenshinibon (better known as the
Crystal Shard) and used it to erect a great black tower in
Icewind Dale. When this tower was destroyed, the magic
used to create it fused with the surrounding ice to form
what is now known as chardalyn: a nonmagical, crystalline
substance as strong as metal, though considerably easier
to work with than steel. In the years since, more deposits
of chardalyn have been found across Icewind Dale. Like
the Crystal Shard, these deposits tend to be suffused with
demonic magic. Prolonged contact with chardalyn that

~ has become suffused with demonic magic can warp a

- creature's mind, causing madness that usually fades away

once the contact is broken.

Chardalyn is cold to the touch and readily accepts magi-
cal enchantment, making it an ideal substance for wands,
staffs, and other magic items. A chardalyn object suffused
with the magic of the Upper Planes is considered a conse-
crated object, while a chardalyn object suffused with the
magic of the Lower Planes is considered a desecrated ob-
ject; both can be identified as such using a detect evil and
good spell or similar magic.

 Long before Akar Kessel left his mark on Icewind Dale, , :

Netherese wizards created their own chardalyn. Many
items made from this dark-colored crystal can be found in |
the ruins of ancient Netherese enclaves.
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wonder. [t crashed long ago but still exists, buried under
the Reghed Glacier on the eastern edge of Icewind Dale.

This frozen necropolis holds the remnants of some
of the most powerful spellcasters in the history of the
Realms, including a Netherese demilich. It also contains
a mythallar (described in appendix D), a magic item that
can raise an entire city into the air and alter the weather
in a fifty-mile radius. The characters can use this device
to counteract Auril’s spell and free Icewind Dale from
her Everlasting Rime.

Fourmembers of the Arcane Brotherhood (a cabal of
wizards who act like Wild West gunslingers) have come
to Icewind Dale in search of the lost Netherese enclave,
hoping to unearth its secrets. Whether the characters
choose to aid or oppose these wizards is up to them, but
one thing is certain: the Arcane Brotherhood won't let a
band of adventurers stand between them and the magic
that waits to be found in the doomed, sepulchral ruin.

AURIL'S EVERLASTING RIME

Auril’s decision to live among mortals is explained in
appendix C. What the characters discover in the course
of the adventure is that she’s unhappy and craves isola-
tion. Her nightly quest to hold the sun at bay stems from
a need to preserve the beauty of things by freezing them.
There is noway to reason with a being so bereft of com-
passion as Auril, but in her weakened state, she can be
defeated or forced to reckon with her cruel indifference
toward life.

Anyone who hopes to reach the Netherese city buried
in the ice must first visit Auril’s island and obtain The
Codicil of White, a book compiled by the Frostmaiden’s
most ardent followers. The tome contains a magical
incantation written as a poem. This poem has the power
to crack the Reghed Glacier, opening a path from the
surface to the buried Netherese city of Ythryn.

OTHER QUESTS

Chapters 1 and 2 are structured around quests, some
of which touch on the major story arcs of the adven-
ture while others merely show off other cool aspects of
the setting.

In chapter 1, the adventurers undertake quests that
lead them from one Ten-Towns settlement to another.
Each town has a problem, and the adventurers get re-
wards for helping.

In chapter 2, rumors spur the adventurers to leave the
cold comfort of Ten-Towns and explore the fringes of
Icewind Dale, where dangers dwell.

RUNNING THE ADVENTURE

To run the adventure, you need the fifth edition core
rulebooks (Player’s Handbook, Dungeon Master’s
Guide, and Monster Manual).

Text that appears in a box like this is meant to be read
aloud or paraphrased for the players when their charac-
ters first arrive at a location or under a specific circum-

stance, as described in the text.



The Monster Manual contains stat blocks for most of the
creatures encountered in this adventure. The rest can
be found in appendix C.

When a creature’s name appears in bold type, that’s
a visual cue pointing you to its stat block as a way of
saying, “Hey, DM, you better get this creature’s stat
block ready. You're going to need it.” If the stat block
appears in appendix C of this adventure, the text tells
you so; otherwise, you can find the stat block in the Mon-
ster Manual.

Spells and equipment mentioned in the adventure are
described in the Player's Handbook. Magic items are
described in the Dungeon Master’s Guide, unless the
adventure’s text direct you to an item’s description in
appendix D.

USING THE MaPs

This book contains a number of interior maps and a
fold-out, double-sided poster map. These elements are
further described below.

INTERIOR MAPS

Maps that appear in this book are for the DM’s eyes
only. As the characters explore locations on a given map,
you can redraw portions of the map on graph paper, a
wet-erase mat, or other surface to help your players vi-
sualize locations that might have unusual shapes or fea-
tures. Your hand-drawn maps need not be faithful to the
originals, and you can alter a map’s features as you see
fit. Nor do your maps need to be painstakingly rendered.

You can omit details that are not readily visible (such as
secret doors and other hidden features) until the charac-
ters are able to detect and interact with them.

Slopes and Staircases. On all interior maps, an ar-
row on a slope or staircase always points in the ascend-
ing direction.

POSTER MAP

The double-sided poster map is meant tobe shared with
the players. One side of the poster map shows Icewind
Dale, including Ten-Towns and other sites and features
in the region that are common knowledge. The reverse
side has player-friendly maps of the ten settlements that
comprise Ten-Towns, with prominent locations called
out in each town for the players’ benefit.

THE FORGOTTEN REALMS

The world of the Forgotten Realms is one of high fan-
tasy, populated by elves, dwarves, halflings, humans,
and other folk. In the Realms, knights dare to seek out
the crypts of the fallen dwarf kings of Delzoun, looking
for glory and treasure. Rogues prowl the dark alleyways
of teeming cities such as Neverwinter and Baldur’s Gate.
Clerics wield mace and spell in the service of their gods,
questing against the terrifying powers that threaten the
land. Wizards plunder the ruins of the fallen Netherese
empire, delving into secrets too dark for the light of day.
Bards sing of kings, queens, tyrants, and heroes who
died long ago.
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On the roads and rivers of the Realms travel minstrels
and peddlers, merchants and guards, soldiers and sail-
ors. Steel-hearted adventurers from backcountry farm-
steads and sleepy villages follow tales that take them
to strange, glorious, faraway places. Good maps and
clear trails can carry even an inexperienced youth with
dreams of glory far across the world, but these paths are
never safe. Fell magic and deadly monsters are among
the perils one faces when traveling in the Realms. Even
farms and freeholds within a day’s walk of a city can fall
prey to monsters, and no place is safe from the sudden
wrath of a dragon.

Icewind Dale, featured in this adventure, is located
in a region called the Far North, which is dominated
by the Spine of the World, a range of skyscraping,
snow-covered peaks. These extend toward the Sword
Coast, which forms the western edge of the great conti-
nent of Faer{in and stretches southward for thousands
of miles. Ships and roads lead southbound travelers to a
number of bustling ports along the Sword Coast, includ-
ing the following strongholds of civilization:

+ Luskan, the City of Sails, is home to pirates as well as
the Hosttower of the Arcane (headquarters of the Ar-
cane Brotherhood, which is described in appendix C).

- Neverwinter, the City of Skilled Hands, is slowly being
rebuilt after it was nearly destroyed by the eruption of
Mount Hotenow.

« Waterdeep, the City of Splendors, is a seaside metrop-
olis where people from all walks of life gather behind
high walls.

ADVENTURE FLOwW

The accompanying adventure flowchart visualizes the
narrative flow of the adventure, which includes chapters
that focus on places of interest (chapters 1 and 2) and
chapters that focus on plot (chapters 3 through 7).

Chapter 1 introduces quests that prompt the char-
acters to explore Ten-Towns, with an additional quest
waiting for them in each town they visit. These quests
take no more than one or two game sessions each
to complete.

Chapter 2 describes several interesting locations
on the fringes of Icewind Dale, including some future
threats to Ten-Towns. The characters are drawn to these
locations by rumors or quests. These sites are ancillary
to the main story but help bring the harsh land of Ice-
wind Dale to life.

The adventure kicks off in earnest with chapter 3, as
the characters try to beard Xardorok Sunblight in his
lair. Chapter 3 describes the duergar’s fortress. Unfor-
tunately, the characters arrive too late to stop him from
unleashing a dragon made of chardalyn. The characters
face a difficult choice: continue storming Xardorok's
stronghold or return to Ten-Towns to fight the dragon.

The battle with Xardorok’s dragon forms the crux of
chapter 4. Since the dragon is a mobile threat, the char-
acters might have to face it more than once as it ravages
one settlement after another. The Ten-Towners have no
hope of defeating the dragon on their own, so here’s a
chance for the characters to become true heroes of Ice-
wind Dale. As they battle the dragon, the characters are
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aided by a necromancer named Vellynne Harpell, who
helps steer them toward the discovery of a lost Neth-
erese enclave entombed in the Reghed Glacier.

In chapter 5, Vellynne asks the characters to accom-
pany her to Auril’s island in the Sea of Moving Ice to
recover two items: an orb stolen by a rival and a book
titled The Codicil of White. The orb has useful magical
properties, while the book contains a magical poem that
can create a passage through the Reghed Glacier.

Chapter 6 describes the Caves of Hunger, a network
of ice tunnels and caves within the Reghed Glacier
itself. The characters must navigate these treacherous
passageways to reach the frozen Netherese city, which
is described in chapter 7. The party’s exploration is in-
terrupted by an albino tiefling villain who wants all the
city’s magical secrets for herself.

DISSECTING THE ADVENTURE

You can dissect this adventure and use pieces of it
rather than the whole thing. Nothing in this adventure is
too sacred to tamper with and repurpose to serve your
own needs.

Most of the locations described in this book can be
used as stand-alone adventure sites. With a little effort
and a few name changes, you can take these adventure
locations out of Icewind Dale and transplant them into
other campaign worlds, including your own.

Take the duergar fortress in chapter 3, for example.
You could set the fortress in the Yatil Mountains of
Oerth, the Ironroot Mountains of Khorvaire, the Flotket
Alps of Wildemount, or some other mountain range
while preserving the plot elements. You can also strip
out the story about an evil duergar building a dragon
construct and have the duergar doing something else
instead. Alternatively, you could jettison everything but
the map of the fortress, populating it with new creatures
that better suit your campaign. Sometimes a good map
is all a DM needs!

RUNNING NPC PARTY MEMBERS

Nonplayer characters (NPCs) are normally controlled
by the DM. However, there are times in this adventure
when a friendly NPC might join the party for one or
more game sessions. If roleplaying that NPC becomes a
burden to you, see if one of your players is willing to run
the NPC as a secondary character.
HORROR IN THE FAR NORTH
Parts of this adventure play out like scenes in a horror
movie. As the DM, you need to handle the horror respon-
sibly. Although the events of the adventure should make
characters feel stressed and anxious, your players should
be relaxed and having fun. Before running the adventure,
have a candid out-of-game conversation with your players
about hard and soft limits on what topics can be broached
in-game. Your players might have phobias and triggers
you might not unaware of. Any topic or theme that makes
a player feel unsafe should be avoided. If a topic or theme
makes one or more players nervous but they give you
consent to include it in-game, incorporate it with care.
Be ready to move away from such topics and themes
quickly, however.




ADVENTURE FLOWCHART

CHAPTER |: TEN-TOWNS
For Ist-to 4th-level characters

Adventure quests prompt our intrepid heroes to visit the
many settlements of Ten-Towns and lend a helping hand.

CHAPTER 2: ICEWIND DALE
For characters of 4th level and higher

Tall tales lead the characters to adventure locations
on the fringes of Icewind Dale.

CHAPTER 3: SUNBLIGHT
For characters of 4th or 5th level
A duergar tyrant is building a chardalyn dragon to

destroy Ten-Towns. The characters learn of
this plot and try to thwart it.

CHAPTER 4: DESTRUCTION’S LIGHT
For 6th-level characters

After Xardorok Sunblight unleashes his dragon, the
characters must stop it before it destroys Ten-Towns.

CHAPTER 5: AURIL'S ABODE
For 7th-level characters

Characters travel to the frigid island of
Solstice in search of a lost orb, a book, and
perhaps the Frostmaiden herself.

CHAPTER 6: CAVES OF HUNGER
For 8th-level characters

Armed with the “Rime of the Frostmaiden,”
the characters crack open the Reghed Glacier,
unsealing a dungeon of ice.

CHAPTER 7: DOOM OF YTHRYN
For characters of 9th level or higher
After surviving the Caves of Hunger, the

characters enter the necropolis of Ythryn
in search of ancient Netherese magic.

WELCOME TO THE FAR NORTH
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THE YeTI oF IcewiND DALE LIKE TO STALK
| THEIR PREY IN RAGING BLIZZARDS.

If a player agrees to take control of a friendly NPC,
provide that player with a copy of the NPC’s stat block,
along with any roleplaying notes you deem important,
and warn the player that you might retake custody of the
NPC at some future point. As the adventure progresses,
it might become apparent that the player is unable to
manage the NPC effectively, or you might need more
influence over the NPC'’s actions and behavior. Either
scenario justifies you retaking control of the NPC.

WILDERNESS SURVIVAL

The following rules come into play as the characters
explore Ten-Towns and embark on adventures to the icy,
windy, hellishly cold reaches of Icewind Dale.

AVALANCHES
The following rules can be used for rockslides as well as
avalanches.

An avalanche is a mass of snow and debris falling
rapidly down a mountainside. A typical avalanche is 300
feet wide, 150 feet long, and 30 feet thick. Creatures
in the path of an avalanche can avoid it or escape it if
they're close to its edge, but outrunning one is almost
impossible.

When an avalanche occurs, all nearby creatures must
roll initiative. Twice each round, on initiative counts 10
and O, the avalanche travels 300 feet until it can travel
no more. When an avalanche moves, any creature in its
space moves along with it and falls prone, and the crea-
ture must make a DC 15 Strength saving throw, taking
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1d10 bludgeoning damage on a failed save, or half as
much damage on a successful one.

When an avalanche stops, the snow settles and buries
creatures in it. A creature buried in this wayis blinded
and restrained and has total cover. The creature gains
one level of exhaustion for every 5 minutes it spends
buried in the snow. It can try to dig itself free as an ac-
tion, breaking the surface and ending the blinded and
restrained conditions on itself with a successful DC
15 Strength (Athletics) check. A creature that fails this
check three times can’t attempt to dig itself out again.

A creature that is not restrained or incapacitated can
spend 1 minute freeing another creature buried in the
snow. Once free, that creature is no longer blinded or
restrained by the avalanche.

BL1zZARDS

The blizzards that ravage Icewind Dale and harry trav-
elers on the mountain pass are reflections of Auril’'s
self-imposed isolation. A blizzard in Icewind Dale typi-
cally lasts 2d4 hours, and whenever the characters are
caught in one, the following rules apply until it ends.

A blizzard’s howling wind limits hearing to a range of
100 feet and imposes disadvantage on ranged weapon
attack rolls. It also imposes disadvantage on Wisdom
(Perception) checks that rely on hearing. The wind ex-
tinguishes open flames, disperses fog, erases tracks in
the snow, and makes flying by nonmagical means nearly
impossible. A creature falls at the end of its turn if it is
flying by nonmagical means and can'’t hover.

IRINA NORDSOL



Visibility in a blizzard is reduced to 30 feet. Creatures
without goggles or other eye protection have disadvan-
tage on Wisdom (Perception) checks that rely on sight
due to blowing snow.

Any creature that is concentrating on a spell in a
blizzard must succeed on a DC 10 Constitution saving
throw at the end of its turn or lose its concentration on
the spell unless the creature is sheltered against the ele-
ments (for example, in an igloo).

Veering Off Course. It’s easy to veer off course while
traveling through a blizzard, and it's also easy for party
members to become separated from one another, which
is why the wisest course of action is to stay put and wait
for the blizzard to pass.

If the characters travel during a blizzard, have the
players designate one party member as the navigator.
At the end of each hour of travel through the blizzard,
the DM makes a DC 15 Wisdom (Survival) check on
behalf of the navigator. On a successful check, the party
stays on course. On a failed check, the party wanders
off course, putting its members no closer to their des-
tination than they were at the start of that hour. If the
check fails by 5 or more and the party members aren't
tied together, one randomly determined party member
becomes lost in the blizzard and separated from the
others. If the group tries to reunite with its missing
member, have the party members (including the missing
one) make a DC 15 Wisdom (Survival) group check at
the end of each hour. If this group check succeeds, the
missing partymember is found, but no progress is made
toward reaching the group’s intended destination that
hour. The group check can be repeated after each hour
spent searching for the missing party member.

ExTREME COLD
Rules for extreme cold appear in the Dungeon Master’s
Guide but are repeated here for your convenience.

A creature exposed to the cold must succeed on a DC
10 Constitution saving throw at the end of each hour or
gain one level of exhaustion. Creatures with resistance
or immunity to cold damage automatically succeed on
the saving throw, as do creatures wearing cold weather
clothing (thick coats, gloves, and the like) and creatures
naturally adapted to cold climates, such as reindeer and
snowy owlbears.

Temperatures. During Auril's everlasting winter, the
average temperature in Icewind Dale is —49 degrees
Fahrenheit (—45 degrees Celsius). Wind chill can lower
these temperatures by as much as 80 degrees.

FISHING FOR KNUCKLEHEAD TROUT
To fish for knucklehead trout on the lakes of Icewind
Dale, a character needs fishing tackle and a rowboat.
The former costs 4 gp (per the Player’s Handbook),
while the latter can be bought for 50 gp or rented for 2
gp per day. A character can fish on the ice instead of a
boat, in which case a saw or similar tool is needed to cut
a fishing hole through the ice.

At the end of each hour spent fishing on the lake,
the character must make a DC 15 Wisdom (Survival)
check. A failed check indicates no fish is caught during
that hour. If the check succeeds, the character hooks a
knucklehead trout (see appendix C) and must make

a Strength (Athletics) check contested by the fish’s
Strength check to pull it out of the water. The trout has
advantage on its check. If the character fails the check,
the trout escapes. A character who fails the check by

5 or more must succeed on a DC 10 Dexterity saving
throw or be pulled into the frigid water (see “Frigid Wa-
ter” below). A character who is pulled out of the water
is dripping wet and continues to suffer the effects of the
frigid water until the wet clothes are taken off and re-
placed with dry ones.

FRIGID WATER
Rules for frigid water appear in the Dungeon Master’s
Guide but are repeated here for your convenience.

A creature can be immersed in frigid water for a num-
ber of minutes equal to its Constitution score before
suffering any ill effects. Each additional minute spent in
frigid water requires the creature to succeed on a DC
10 Constitution saving throw or gainone level of ex-
haustion. Creatures with resistance or immunity to cold
damage automatically succeed on the saving throw, as
do creatures that are naturally adapted to living in ice-
cold water.

[LLUMINATION

Solong as the Everlasting Rime lasts, natural light

in Icewind Dale is never brighter than dim. In normal
(non-blizzard) conditions, twilight extends from 10 a.m.
to 2 p.m. Icewind Dale is otherwise dark until Auril’'s au-
rora or the full moon appears in the night sky.

OVERLAND TRAVEL

The fastest way to travel across the tundra is by dogsled
(see “Getting Around Ten-Towns,” page 20). But

dogs are expensive and require food, water, and shelter.
Unless they have more equipment than they can carry,
adventurers are better off traveling on foot.

The speed that characters can travel across Icewind
Dale’s rough, snowy tundra is given in the Overland
Travel table. Travel is less time-consuming on the snowy
roads and trails that connect the settlements of Ten-
Towns, as discussed in chapter 1.

OVERLAND TRAVEL

Method of Travel Distance per Hour
Dogsled 1 mile

On foot, with snowshoes 1/2 mile

On foot, without snowshoes ~ 1/4 mile

MOUNTAIN TRAVEL

Navigating the Spine of the World or the slopes of
Kelvin's Cairn is particularly arduous because of the
unforgiving mountain terrain. At the end of each hour,
the character or NPC leading the expedition must make
a DC 15 Wisdom (Survival) check. On a successful
check, the hour’s journey was not hindered by weather
or terrain. On a failed check, the party comes to an im-
passe and must backtrack, which costs an extra hour
of travel. If the check fails by 5 or more, the party is
caughtin an avalanche as it backtracks. The avalanche
starts 2d6 x 100 feet above the characters (see “Ava-
lanches,” page 10).
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PRONUNCIATIONS
Name

Aerix Vokototh
Angajuk

Arn Akannathi
Arveiaturace

Auril

Bjornhild Solvigsdottir
Caer-Dineval
Caer-Konig
Chardalyn

Chwinga

Chyzka

Crannoc Siever
Dorbulgruf Shalescar
Dredavex Sinfiz
Drizzt Do'Urden
Duergar

Dzaan

Grandolpha Muzgardt
Grimskalle

Grynsk Berylbore
Gunvald Halraggson
Hengar Aesnvaard
Hethyl Arkorran
Imdra Arlaggath
Iriolarthas

Isarr Kronenstrom
Jarund Elkhardt
Kapanuk Thuunlakalaga
Karkolohk

Krintaas

Lac Dinneshere
Macreadus

Maer Dualdon
Mjenir

Naerth Maxildanarr
Nass Lantomir
Netheril

Ogolai Thuunlakalaga
Oyaminartok
Reggaryarva
Scrivenscry

Scython

Sephek Kaltro

Sépo

Tekeli-li

Vaelish Gant
Vellynne Harpell
Vorryn Q'uuol
Xardorok Sunblight
Yilsebek Dalambra
Yselm Bloodfang
Ythryn

Pronunciation

AIR-ix VOH-kuh-toth
AWN-gah-jook

ARN ah-kah-NAH-thee
ar-vay-AH-chur-us
oh-REEL

bee-YORN-hild SOAL-vigs-daw-ter
kair-DIN-eh-vawl
kair-KOH-nig
CHAR-dah-lin
chuh-WING-gah

CHIZ-kah

CRAN-ock SEE-ver
DOR-bull-gruff SHAYL-scar
DRED-ah-vex SIN-fizz
DRIZT doh-UR-den
DEW-ur-gar or DWAIR-gar
duh-ZAWN

gran-DOLL-fah MUZZ-gart
grim-SKAW-lah

GRINSK BEAR-ill-bor
GOON-vald hawl-ROG-sun
HEN-gar ACE-en-vard
HETH-ill AR-kor-ann
IM-draw AR-lah-gath
ear-ee-oh-LAR-thas
EYE-sar CROW-nen-strom
yah-ROOND ELK-hart
KAH-pah-nook THOON-lock-ah-law-gah
KAR-koh-loak

KRIN-tass

lack DIN-eh-sheer
mah-KREE-dus

mair dew-AWL-dun
meh-YEN-eer

NAIRTH max-ill-DAN-ar
NASS LAN-tuh-meer
NETH-eh-ril

OH-guh-lye THOON-lock-ah-law-gah
oh-yaw-meh-NAR-tock
reh-gar-YAR-vah
SKRIV-in-scry

SIGH-thawn

SEH-fek KAWL-troh
SAW-poh

teck-ah-LEE-lee

VAY-lish GANT

vuh-LIN har-PELL

VOR-inn KEW-awl
ZAR-dor-rock SUN-blight
YIL-suh-beck duh-LAHM-bruh
YEE-selm BLUD-fang
EETH-rin
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Description

Chieftain’s son and member of the Reghed Tribe of the Wolf
Awakened sperm whale with a boat strapped to its back
Chief of the Akannathi goliath tribe of Skytower Shelter
Ancient white dragon known as the White Wyrm

Lesser god that embodies winter's endurance and cruelty
Queen of the Reghed Tribe of the Tiger

Small fishing town on the shore of Lac Dinneshere
Small fishing town on the shore of Lac Dinneshere

A dark crystalline substance that can be forged

Tiny, sometimes helpful elemental spirit

Gnoll fang of Yeenoghu that lairs in the Cackling Chasm
Human town speaker of Caer-Dineval

Dwarftown speaker of Bremen

Gnome ceremorph (illithid) aboard the Id Ascendant
Legendary drow hero known throughout icewind Dale
Evil, gray-skinned dwarves that dwell in the Underdark
Red Wizard of Thay and member of the Arcane Brotherhood
Duergar matron of the Muzgardt clan

Frost giant fortress inhabited by Auril the Frostmaiden
Grizzled dwarfand boatowner in Bremen

King of the Reghed Tribe of the Bear

Human champion of the Reghed Tribe of the Elk
Venerable dwarf seer and cultist of Levistus

Half-elf captain of the town militia in Easthaven
Demilich of Ythryn

Psychotic would-be king of the Reghed Tribe of the Wolf
King of the Reghed Tribe of the Elk

Goliath imprisoned in the duergar fortress of Sunblight
Goblin fortress

Dzaan's wight bodyguard

The shallowest of three large lakes in Icewind Dale
Human cleric of Lathander living in the Black Cabin
One of the three large lakes in Icewind Dale

Human shaman of the Reghed Tribe of the Elk

Human town speaker of Targos

Ghost and former member of the Arcane Brotherhood
Bygone human empire ruled by powerful archmages
Chief of the Akannathi goliath tribe of Wyrmdoom Crag
Legendary goliath polar werebear

Deceased frost giant jarl whose spirit haunts Jarimoot
Arcanaloth in Ythryn

Tiefling owner of the Easthaven ferry

Cold-blooded killer and Torrga Icevein's bodyguard

Ice mephit

Gnoll vampire that haunts the Caves of Hunger

Human mage serving a life sentence in Revel's End
Human mage and member of the Arcane Brotherhood
Gnome ceremorph (illithid) aboard the Id Ascendant
Duergar tyrant who aims to conquer lcewind Dale
Drow mage in the Caves of Hunger

Human frost druid guide

Netherese necropolis buried under the Reghed Glacier



The Mountain Travel table shows how fast the charac-
ters can move through the mountains on foot or by dog-
sled. Even in the best of cases, a journey in the moun-
tains takes twice as long as one of the same distance
across the tundra.

MOUNTAIN TRAVEL

Method of Travel Distance per Hour

Dogsled 1/2 mile
On foot, with snowshoes 1/4 mile
On foot, without snowshoes  1/8 mile

PRONUNCIATION GUIDE

The Pronunciations table on the facing page shows how
to pronounce many of the non-English names that ap-

CHARACTER CREATION

Before starting the adventure, consider spending your
first game session helping your players create charac-
ters. Were the characters born and raised in Icewind
Dale, or do they hail from distant lands? How long have
they known each other? What secrets are they hiding?
The following sections can help you answer these
questions.

CHARACTER BACKGROUNDS

The Player’'s Handbook contains character backgrounds
that are well suited for this adventure. If your players
are having trouble fleshing out their characters’ back-
grounds with details about Icewind Dale, share the sug-
gestions from the Character Hooks Tied to Backgrounds

pear in this adventure.

table with them.

CHARACTER HooOkS TiIED TO BACKGROUNDS

Auril the Frostmaiden, the god of winter’s fury, has cast an evil spell over Icewind Dale. You can bring hope and
faith to the people of Ten-Towns or, even better, free them from winter's cold embrace in the name of your god.
Your cons and deceptions nearly got the better of you. You needed to disappear for a while, and Icewind Dale
was the perfect place to do so. Nothing could prepare you for the cold and the dark desolation, but at least

Background Character Hook
Acolyte
Charlatan
there's money to be made.
Criminal

Entertainer

You are wanted for crimes in the cities of Luskan and Mirabar, but no one will think to look for you in Ten-Towns,
the cold heart of Icewind Dale. Thankfully, nobody in Ten-Towns cares who you are—or what you've done.

You came to lcewind Dale three years ago seeking inspiration for a new song or poem, drawn by tales of the
land’s harsh beauty and the legendary exploits of Drizzt Do’Urden. Since then, Auril the Frostmaiden has cast an
evil spell over the dale, preventing you from returning home.

Your name is synonymous with heroism throughout Ten-Towns. Did you save a fisher who fell into the ice, scare
away a yeti armed with only a fishing pole and a basket, or beat a drunk goliath at arm wrestling?

You came to Icewind Dale to start a business. Your shop was doing well until Auril the Frostmaiden cast her evil
spell to banish the sun. Now, businesses throughout Ten-Towns are suffering, yours included. To avoid hardship,

You've never felt at ease in civilized society, and there’s no place farther from the trappings of civilization than
Icewind Dale. This is a land without pretense, and the people of Ten-Towns pay you little mind. To them, you're

Your wealthy grandfather or grandmother sent you to Icewind Dale to learn a hard lesson. Perhaps the cruel in-
difference of this frozen land will prepare you for the cruel indifference of Waterdeep's politics.
You're a child of the icy wilderness, born and raised in one of the Reghed tribes. Imagine, after following herds of

You came to Icewind Dale in search of ruins and artifacts left behind by the giants who ruled the ancient empire
of Ostoria. To find even one Ostorian relic would fulfill a lifelong dream and make your rivals back home green

You've sailed ships up and down the Sword Coast, but a shipwreck made you reevaluate your life choices. Two
years ago, you headed north, bought a house and a fishing boat in Ten-Towns, and became a fisher. You were

You are a soldier of Ten-Towns, trained to fight orcs and other threats lurking in the Spine of the World moun-
tains. Auril the Frostmaiden has cast an evil spell over Icewind Dale, and you struggle to see how your soldier’s
training can save this land from so terrible a doom. Still, you are not about to give up on the people of Ten-

Folk Hero
Guild Artisan
you might need to supplement your income.
Hermit
just another silly old fool.
Noble
Outlander
migrating reindeer your whole life, getting a taste of what life in Ten-Towns has to offer.
Sage
with envy.
Sailor
told that the summers here are beautiful, but you have yet to see one.
Soldier
Towns.
Urchin

Because you grew up in Ten-Towns, your familiarity with the residents makes you useful to Harper spies and
Zhentarim bounty hunters who are looking for criminals and other ne’er-do-wells hiding in your midst. Ratting
out these newcomers keeps coin in your pockets.
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GOLIATH PLAYER CHARACTERS

All the character races presented in the Player's Hand-
book are well suited for this adventure, as are goliaths—
tall, strong folk who live in the mountains. Appendix C
includes a description of goliaths and their traits, if you
want to allow them in your game.

STARTING EQUIPMENT

All characters begin the adventure with a free set of cold
weather clothing in addition to the starting equipment
they receive from their class and background choices.
See “Winter Survival Gear,” page 20, for more infor-
mation about cold weather clothing.

TRINKETS

Appendix A provides a table of trinkets appropriate

for characters who start their adventuring careers in
Icewind Dale. A player whose character has a trinket
can roll on this table instead of the Trinkets table in the
Player's Handbook.

CHARACTER SECRETS
Appendix B contains secrets that you can photocopy, cut
out, and share with players in your home game. While
the players are creating their characters, decide whether
you want each party member to have a secret or not.
The secrets are designed to foment mistrust among
party members, creating an atmosphere of suspicion
and paranoia that is appropriate for the setting.

Determine each character’s secret by having that
character’s player draw a random card from the deck. If
a player doesn’t like the secret they’'ve drawn, or if the
secret is a bad fit for the character, let the player discard
the first draw and pick another card. Each character
gets one secret to start with. Some of the secrets are
benign, others not so much.

If you're running the adventure for a group that loves
the idea of characters who have secrets, you can allow
each player to draw twice instead of once, creating a
party with a disturbing number of skeletons in their
closets. If you want to make it possible for more than
one character to have the same secret, replace each card
in the deck before the next player draws.

Some players will guard their characters’ secrets for
the entire campaign, never sharing them. Other players
will wait for the perfect occasion to reveal their charac-
ters’ secrets. Don'’t be surprised if a player decides to
reveal their character’s secret right away.

USING SECRETS
The following suggestions are offered to helpyou make
the most out of the secrets in appendix B.

Alagondar Scion. At some point, Lord Dagult Never-
ember might send a lone assassin—a nameless, mid-
dle-aged woman with a shaved head and a hook for a
right hand—to kill the character who has this secret.

Doppelganger. This character can imitate specific
NPCs and even other player characters. If this charac-
ter’s secret becomes widely known, the people of Ten-
Towns will almost certainly try to kill or drive away the
character out of fear.
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Drizzt Fan. This harmless secret comes with no
strings attached and is a nod to R.A. Salvatore’s Drizzt
novels, which were among the first works to bring Ice-
wind Dale to life.

Elusive Paramour. This secret is another nod to the
Drizzt novels, setting up a situation like the one faced
by Regis the halfling. At a time of your choosing, you
can have the disgruntled pasha’s assassin, an invisible
stalker, show up to menace the character.

Escaped Prisoner. The character with this secret
knows the location of the crashed nautiloid in chapter 2
(see page 132) and can lead the party to it. The trauma
of being held captive by the illithids prevents the char-
acter from remembering events prior to the crash. A
greaterrestoration spell removes this trauma, allowing
the character to remember details about the illithids as
well as the other prisoners aboard the nautiloid when it
crashed (a bulette and two carrion crawlers).

Littlest Yeti. If the party happens upon one or more
yetis in the course of the adventure, this secret might
reveal itself. You can also rule that yeti tykes (see appen-
dix C) are friendly toward this character by default.

Midwinter Child. This is one of the more useful se-
crets, since the character possessing it is immune to the
effects of extreme cold. Also, the player might decide
that their character is sympathetic toward Auril because
of the gift she has bestowed. If the party succeeds in
killing Auril, the benefits of this secret are lost.

Old Flame. This secret comes to light when the player
chooses the character’s secret lover. Since the onus falls
on the player to choose this NPC, the lover can change
each time you run this adventure with a different group
of characters. This secret can also be used to turn an
NPC foe into a potential ally, at your discretion.

Orc Stone. The spirit summoned by the stone belongs
to a fierce orc war chiefnamed Vokarr the Eyebiter,
who was killed by dwarves. This spirit looks like a liv-
ing, breathing orc. It speaks Common and Orc.

Owlbear Whisperer. If the character uses this secret
to change an owlbear’s attitude to friendly, the owlbear
can become the character’s companion and protector,
and you can run the owlbear as an NPC.

Pirate Cannibal. The character with this secret
knows the location of the Dark Duchess in chapter 2
(see page 127) and can lead the party to it. The charac-
ter would also know the ship’s layout.

Reghed Heir. More information about Queen Bjorn-
hild Solvigsdottir and the Tiger Tribe can be found in
appendix C. Bjornhild would hardly recognize her dis-
carded offspring, but any character who presents them-
selves as such will be attacked at once. Bjornhild has no
love for her would-be heir, seeing that character only as
arival and a sacrifice to Auril.

Reincarnation. Allow the player to flesh out the de-
tails of the character’s life prior to being reincarnated,
and try to imagine how that back story might tie into
some part of the adventure. Some of the races listed in
the reincarnate spell’s table go by different names in
the Realms, as noted in the Forgotten Realms Races
table. If the player wants to randomly determine the
character’s cause of death, let them roll on the How I
Died table.



ARBOQING‘EECRET FOR TOO LONG CAN BE
DETRIMENTAL TO ONE'S HEALTH,

o
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FORGOTTEN REALMS RACES

Race Realms Version
Dwarf, hill Dwarf, gold
Dwarf, mountain Dwarf, shield
Elf, high EIf, moon or sun

Elf, wood
Halfling, stout

Elf, wild or wood
Halfling, strongheart

How | DiED
d20  How I Died
1-3 | was killed in an avalanche.
4-5 | was murdered by goblins in the mountains after

they ambushed my caravan.

6-8 |got mauled to death by a yeti.

9-10 A white dragon attacked my caravan, and | was
slain by its freezing breath weapon.

11-13 | was pulled into a freezing lake by a knucklehead
trout and drowned before | could be rescued.

14-16 A lottery was recently held in Targos to see who
would be sacrificed to the Frostmaiden. | was the
unlucky one. | died of exposure after being stripped
down and cast into a snowstorm.

17-18 ! was killed in Ten-Towns by a lookalike—a doppel-
ganger, | presume.

19-20 | was killed by a white moose outside Ten-Towns.

Ring Hunter. You might decide that the lost ring
sought by this character is lodged inside Ol Bitey (see
page 33). Otherwise, the character can try to fish
it out of Maer Dualdon (see “Fishing for Knucklehead
Trout,” page 11). Each time a party member cuts
open a trout pulled from this lake, there's a 1 percent
chance that the fish has the signet ring lodged inside it.

Runaway Author. Worshipers of Asmodeus send
three bearded devils (whose fiendish features are
cloaked by cold weather clothing) to kill the character
who has this secret. If the characters visit Caer-Dineval,
the Knights of the Black Sword (see page 38), as fol-
lowers of Levistus rather than Asmodeus, might warn
the characters that an attack on one of them is imminent
and even offer sanctuary in Caer-Dineval’s keep.

Slaad Host. The exact timing of the slaad tadpole’s
birth is deliberately left vague, although there are a few
places in the adventure where the text suggests that the
emergence might occur then and there. See the slaadi
entry in the Monster Manual for more information about
red slaad eggs and slaad tadpoles. Any magic that can
cure a disease can end this threat, provided the cure is
administered before the slaad tadpole bursts from the
character’s chest.

Spy. Harpers assigned to Icewind Dale can't rely
on much support from the organization, so they are
expected to look after themselves. Beldora, the charac-
ter’'s Harper contact in Bryn Shander, is a chaotic good
human spy who can help steer the adventure by sharing
rumors and providing helpful advice.

WELCOME TO THE FAR NORTH
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many people who come to Ten-Towns are

outcasts, fugitives, or pariahs in search of

a place where they can be tolerated, if not

accepted. Some came here determined to
make their fortunes. Others come for the solitude, or
to escape notice and stay out of the reach of the law of
the southern cities. Today, four hundred years after the
formation of Ten-Towns, most folk are here because they
were born here, grew up here, and expect to die here.
They're fishers, loggers, miners, hunters, trappers, fur-
riers, and traders accustomed to the harsh climate, the
slow pace, and the isolation. Like the hardy lichens and
determined reindeer of the tundra, residents endure and
do what'’s needed to survive.

Icewind Dale hasfew trees, so lumber is cut from the
slopes of the Spine of the World or the depths of the
Lonelywood Forest. Stone from the hills and valleys sur-
rounding Kelvin's Cairn supplements wood as a build-
ing material in Ten-Towns. Homes have sharply pitched
roofs to prevent snow from accumulating on them.

The people of Ten-Towns wear layers of woolen cloth-
ing often topped off with fur cloaks. Under these heavy
clothes and cloaks, one resident looks very much the
same as another. Outdoors, it's hard to tell the people of
Ten-Towns apart—and easy for clever monsters to hide
in their midst.

STARTING TOWN

d10  Town Town’s Starting Quest

RUNNING THIS CHAPTER

Getting off on the right foot is important. If you follow
these steps, you should be all right:

. Before starting the adventure, read the rest of this
section and the “Ten-Towns Overview” that follows it.
A description of each town appears later in this chap-
ter, but you don’t need to commit all ten settlements to
memory before running this part of the adventure.

« Determine the town in which the adventure begins

(see “Starting Town” below) and read the description

of that town.

Once the players have their characters, backgrounds,

and secrets sorted out, kick off the adventure by read-

ing the boxed text in the “Cold Open” section.

Give the players a starting quest (either “Cold-Hearted

Killer” or “Nature Spirits”), or use the quest that's

tied to the adventure’s starting town (as shown in the

Starting Town table).

. Whenever the characters arrive at another town for
the first time, review the nutshell description of that
town and give the characters the quest tied to that set-
tlement (as shown in the Starting Town table).

STARTING TOWN

Choose one of the ten towns as the starting point for
the adventure. It doesn't matter which one, so pick your
favorite or roll randomly using the Starting Town table.
If you can’t decide and don't want to leave it to chance,

(¥, PR TR O

Bremen

Bryn Shander
Caer-Dineval
Caer-Konig
Dougan’s Hole

“Lake Monster” (page 28), in which the characters hunt for a monster terrorizing Bremen'’s fishers.
“Foaming Mugs” (page 34), in which the characters search for a missing supply of iron ingots.

“Black Swords” (page 38), in which the characters confront devil-worshiping cultists in a clifftop castle.
“The Unseen" (page 47), in which the characters solve the mystery behind a number of petty thefts.
“Holed Up” (page 53), in which the characters cross paths with a pair of winter wolves and rescue two
missing youngsters.

“Toil and Trouble” (page 62), in which the characters search for missing fishers in a hag’s lair.

“The Mead Must Flow” (page 73), in which the characters retrieve several stolen casks of honey mead.
“The White Moose” (page 80), in which the characters hunt an evil white moose that is terrorizing local

“Mountain Climb” (page 87), in which the characters search for an expedition that went missing on the

6 Easthaven
7  Good Mead
8 Lonelywood
hunters and loggers.
9  Targos
slopes of Kelvin's Cairn.
10  Termalaine

“A Beautiful Mine” (page 94), in which the characters go looking for trouble in a nearby gem mine.

CHAPTER 1 | TEN-TOWNS



choose Bryn Shander; it's the most cosmopolitan set-
tlement in Icewind Dale, and it has all the amenities a
fledgling party of adventurers could hope for.

TEN-TOWNS QUESTS

This chapter presents two starting quests (“Cold-
Hearted Killer” and “Nature Spirits”) that the charac-
ters can get at the start of the adventure, regardless of
which town serves as theirstarting point. Every town
has its own quest as well, as noted in the Starting Town
table. Once you choose a starting quest, the other start-
ing quests go unused. “Cold-Hearted Killer” has the po-
tential for combat, while “Nature Spirits” presents a fun
quest without the danger.

TEN-TOWNS RUMORS
d10  Rumor

1 In Bremen, fishers are being terrorized by a monster
that lives in Maer Dualdon. Strange that none of the
other towns on that lake have been harangued by the
monster.

2 In Bryn Shander, some dwarves will pay good money
to anyone who can find a lost shipment for them.

3 In Caer-Dineval, no one has seen the town speaker
for a long time. Locals say Speaker Crannoc has
fallen ill, but sinister figures have been seen entering
and leaving the castle at odd hours.

4 In Caer-Konig, local establishments arebesetby van-
dals and thieves that skulk about unseen. The town
speaker, a dragonborn named Trovus, could really
use some help catching the interlopers.

5 In Dougan's Hole, people live in fear of winter
wolves that haunt the outskirts of the town. As big
as horses they are, and smarter than normal wolves.

6 In Easthaven, they caught an evil wizard who killed
some adventurers. The town militia plans to burn
the wizard at the stake. | hear the captain of the
guard is looking for adventurers to help with another
task that may or may not be related.

7 In Good Mead, the town speaker was recently killed
by a nine-foot-tall giant. Rumor has it the giant stole
a shipment of honey mead, without which a handful
of taverns in Ten-Towns might go dry!

8 In Lonelywood, beware the dreaded white moose!

It attacks loggers and trappers on sight, and the
town's best hunters can't seem to catch or kill the
beast. They could probably use some help.

9 In Targos, a band of adventurers is planning an
expedition up the side of Kelvin's Cairn, hoping to
find Oyaminartok, a goliath lycanthrope who can
transform into a polar bear. If you hurry, you might
be able to join the expedition!

10 In Termalaine, Speaker Masthew has closed one of
the town's lucrative gem mines. Apparently, a gang
of kobolds crept into the mine and endangered some
miners. Anyone who clears out the mine can expect
to be well compensated.
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The quests in this chapter are designed to get the
characters exploring Ten-Towns and the nearby wil-
derness, while quests that take them into the farthest
reaches of Icewind Dale are saved for chapter 2. It's up
to the players whether to complete a particular quest or
not; the adventure doesn’t assume that they'll complete
them all, but completing at least five of this chapter’s
quests advances characters to 4th level (see “Character
Advancement” below).

TEN-TOWNS RUMORS

If the characters complete a town'’s quest and aren't sure
where to go next, inform the players that their charac-
ters have heard rumors of trouble in a neighboring town,
then roll on the Ten-Towns Rumors table to determine
what they’ve heard. Roll again if the characters have al-
ready completed the quest associated with that town.

CHA_RAQTER ADVAVN”CEMENT et 5.
In this chapter, level advancement is handled as follows:

+ The characters advance to 2nd level after completing
their first quest in this chapter.

« They advance to 3rd level after completing three
quests in this chapter and advance to 4th level after
completing five quests in this chapter.

Once the characters reach 4th level, they no long gain
levels by completing the quests in this chapter. Even so,
completing more than the required number of quests
can improve their standing in Ten-Towns (see “Reputa-
tion in Ten-Towns” below), and they still collect the other
rewards for completing those quests.

REPUTATION IN TEN-TOWNS
As the characters complete the quests in this chapter,
their reputation in Ten-Towns begins to spread. For bet-
ter or worse, they become known to the people of Ten-
Towns—some of whom regard them as saviors, while
othersfear their boldness, envy their power, or covet the
wealth they've amassed. Fame in Icewind Dale is always
a double-edged sword.

The adventuring party’s reputation in Ten-Towns
improves as the characters gain levels, with the follow-
ing results:

« When the charactersreach 3rd level, they begin to
earn a healthy measure of respect from Ten-Towners
who know of their exploits.

« When the characters reach 4th level, they are given
a hero’s welcome in the towns they've helped but are
given the cold shoulder in towns they've ignored. They
also learn about new adventure opportunities outside
Ten-Towns, as described in chapter 2.

TEN-TOWNS OVERVIEW

Ten-Towns didn't spring up overnight. It started from
humble beginnings four centuries ago. Immigrants from
all over Faeriin came here in search of escape or adven-
ture and built a modest trade post atop the hill where
Bryn Shander now stands. One by one, settlements
sprung up on the shores of Maer Dualdon, Lac Dinne-
shere, and Redwaters. The ever-present threat of orcs



THeE FROSTMAIDEN’S AURORA SWEEPS ACROSS
THE NIGHT SKY OVER EASTHAVEN.

and other monsters compelled the poorly defended lake-
side towns to turn Bryn Shander from a modest hilltop
trading post into a walled town capable of defending all
Ten-Towners if and when the worst comes.

Most of the towns contain trace evidence of the im-
migrant cultures that birthed them. This evidence is
carved into houses, statues, and other fixtures. For ex-
ample, the dinosaur carvings on the older buildings of
Good Mead remind folk that many of its original settlers
were Chultan.

Residents of Ten-Towns tend to remain indoors when
they’'re not working, since it’s so frightfully cold outside,
which gives each settlement a deathly quiet aspect. Most
people who venture outdoors are bundled up in so much
cold weather clothing as to be barelyrecognizable, and
theydon't stand around long enough for the cold wind to
get the better of them.

Auril’'s winter spell has caused the population of Ten-
Towns to dwindle and has heightened rivalries that have
simmered for years, turning neighboring towns against
one another as competition for resources becomes
increasingly intense. The alliance of Ten-Towns won'’t
hold if the mounting tribalism continues to threaten the
common good.

LiFE OFF THE LAKES

Most of the ten towns except Bryn Shander are built
on the shores of three big lakes. The largest population
of knucklehead trout is in Maer Dualdon, the deepest

of the lakes. Redwaters, the shallowest lake, almost
completely freezes in winter, making the fishing there

difficult. Lac Dinneshere catches the worst of the winds

blowing off the Reghed Glacier to the east and thus has

the roughest waters. Small thermal vents at the bottom

of these lakes keep them from freezing completely, even

in the coldest winters.
Ten-Towns fishing boats are simple affairs. The small-

est are rowboats and single-masted skiffs that require
careful handling to avoid capsizing. Larger, twin-masted
cogs and keelboats with single decks handle the wind
and waves better. These ships fly the flags of their towns

and provide fish for the whole community, not for any

individual fisher.

When thick ice covers the lakes, many fishers stay to
the shelters of their homes and hearths, but the most

dedicated or desperate cut holes in the ice and dangle

their lines down in hopes of tempting hungry trout.

) § -

FUEL SOURCES
The folk of Ten-Towns don't have a lot of options when it
comes to keeping warm. People from Good Mead, Lone-
lywood, and Termalaine burn wood salvaged from nearby
forests to heat their houses. In the other towns of Icewind
Dale, wood is too precious a commodity to burn, so whale
oil is used in lamps and small stoves around which towns-
folk huddle for warmth.

Ten-Towners buy their whale oil from whalers who live on
the shores of the Sea of Moving Ice. Whaling is thus a lu-
crative (if inherently dangerous) business in Icewind Dale.

CHAPTER 1 | TEN-TOWNS 19
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Axe Beak

WINTER SURVIVAL GEAR

Any item listed in the equipment chapter of the Play-
er’s Handbook can be bought in Ten-Towns, including
fishing tackle and sleds. The larger the town, the more
likely it is to have the item.

The Winter Survival Gear table provides costs for cold
weather clothing, crampons, and snowshoes, which can
be added to the list of things that characters can buy in
Ten-Towns.

WINTER SURVIVAL GEAR

Item Cost Weight
Clothing, cold weather 10 gp 5 Ib.
Crampons (2) 2¢gp 1/4 |b.
Snowshoes 2¢gp 41b.

CoLp WEATHER CLOTHING

This outfit consists of a heavy fur coat or cloak over lay-
ers of wool clothing, as well as a fur-lined hat or hood,
goggles, and fur-lined leather boots and gloves.

As long as cold weather clothing remains dry, its
wearer automatically succeeds on saving throws
against the effects of extreme cold (see “Extreme
Cold,” page 11).
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CRAMPONS

A crampon is a metal plate with spikes that is strapped
to the sole of a boot. A creature wearing crampons can't
fall prone while moving across slippery ice.

SNOWSHOES
Snowshoes reduce the likelihood of their wearer getting
stuck in the deep snow.

GETTING AROUND TEN-TOWNS

Most Ten-Towners travel from town to town on foot.
Those who need to transport more goods than they can
carry use wooden sleds pulled by dogs or domesticated
axe beaks as pack animals. Such things can be bought
and sold in every Ten-Towns settlement.

DOGSLEDS
An empty sled costs 20 gp, weighs 300 pounds, and has
room at the back for one driver. A sled dog (use the wolf
stat block in appendix A of the Monster Manual) costs
50 gp and can pull 360 pounds.

Sled dogs must take a short rest after pulling a sled
for 1 hour; otherwise, they gain one level of exhaustion.

AXE BEAKS

An axe beak’s splayed toes allow it to run across snow,
and it can carry as much weight as a mule. A domesti-

cated axe beak can be purchased in Ten-Towns for 50

gp. See appendix A of the Monster Manual for the axe

beak’s stat block.

MAGIC IN TEN-TOWNS

Characters hoping to procure powerful magic items or
the services of a high-level spellcaster in Ten-Towns are
out of luck. At best, they might be able to find common
magic items for sale, or a friendly druid, priest, or mage
who can cast spells on their behalf. For every hundred
people in a town, there's one such individual living
among them.

Magic items and magical services available in Ten-
Towns are summarized below. If an item or spell is not
covered here, assume there is no friendly NPC who can
sell or cast it.

Common magic items cost 100 gp each where they're
available, except for common potions (such as potions of
healing), which can be had for 50 gp.

A friendly spellcaster will charge 25 gp for a 1st-level
spell, 50 gp for one that uses a 2nd-level spell slot, or
150 gp for one that uses a 3rd-level speli slot, plus the
cost of any expensive material components.

SNOWFLAKE RATINGS

This chapter uses a three-snowflake rating system to
help you quickly differentiate the settlements of Ten-
Towns. Each town is rated in terms of its friendliness,
the services it offers, and its comfort. The more snow-
flakes, the better the rating.

Friendliness. Residents in a three-snowflake town
are friendly and helpful, by and large. Conversely, a
one-snowflake town is full of unhelpful, unfriendly folk.
A two-snowflake town has both.



" A CRAG CAT CLAIMS AN OFFERING OF FOOD MADE

Services. A three-snowflake town is where charac-
ters are most likely to find the services they need. A
two-snowflake town has a much narrower selection.
Characters will have trouble getting any sort of service
in aone-snowflake town.

Comfort. Characters can find decent food and drink,
as well as warm beds, in a three-snowflake town. A
two-snowflake town might have a small tavern plus an
inn with drafty rooms to rent. A one-snowflake town
might have a cold shed or attic where characters can
crash for the night, and that’s about it.

SACRIFICES TO AURIL

The desperate people of Ten-Towns, hoping to appease
Auril so that summer can return to Icewind Dale, make
sacrifices to the Frostmaiden on nights of the new
moon. This is a new practice that started a little over
a year ago, when it became clear that Auril was angry
and summer would not be returning anytime soon. The
town speakers (see the “Council of Speakers” sidebar)
have unanimously agreed to honor these practices,
which they consider necessary evils, but would end
them in a heartbeat if Auril were to be appeased or dealt
with in some other way.

The nature of the sacrifices varies from town to town,
but usually takes one of three forms:

COUNCIL OF SPEAKERS

Each town is an independent settlement that elects a
leader, or speaker, to represent its interests at meetings
of the Council of Speakers, which are infrequent and take
place at the Council Hall in Bryn Shander. These meetings
are called to discuss matters of shared interest and to set-
tle disputes between towns.

~

>

Humanoid. Bryn Shander, Easthaven, and Targos hold

lotteries the afternoon before the new moon. The
unlucky person whose name is drawn is sacrificed at
nightfall. The ill-fated soul is stripped bare and either
tied to a post or sent into the tundra to die. Accusa-
tions of rigged lotteries are common but usually not
acted upon.

Food. Smaller towns that can’t afford to give up people

give up their food instead. A day’s catch of knuckle-
head trout is strung up on wooden racks a mile out-
side town, to be claimed by yeti and other creatures
that embody Auril’'s wrath.

Warmth. Towns that can’t bring themselves to give up

their people or their food forsake warmth for a night.
No fires are lit between dusk and dawn, forcing locals
to share body heat for warmth. Anyone who dares to
light a fire is savagely beaten.

CHAPTER 1 | TEN-TOWNS 4
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CoLp OPEN

Before beginning the adventure, give your players a
chance to decide how their characters wound up in Ice-
wind Dale, what their relationships are to one another,
and what circumstances brought them together. Once
the players are ready to get under way, use the following
boxed text to summarize the situation:

)
Icewind Dale has become trapped in a perpetual winter.
Ferocious blizzards make the mountain pass through
the Spine of the World exceedingly treacherous, and this
land has not felt the warmth of the sun in over two years.
In fact, the sun no longer appears above the mountains,
not even in what should be the height of summer. In this
frozen tundra, darkness and bitter cold reign as king and
queen. Most dale residents blame Auril the Frostmaiden,
the god of winter's wrath. The shimmering aurora
that weaves across the sky each night is said to be her
doing—a potent spell that keeps the sun at bay.

Dalefolk live in a scattering of settlements known
as Ten-Towns. The drop-off in caravans coming from
the south and travel between settlements in this
never-ending winter has left everyone feeling isolated.
Although each town has resolved to appease the Frost-
maiden with sacrifices of one kind or another, no respite
from winter’s fury seems forthcoming. For adventurers
such as yourselves, Ten-Towns is a place to test one's
mettle and, in the spirit of heroes who have come before,

leave one's mark on this frigid, blighted land.

J

Having set the stage, you cannow describe the adven-
ture’s starting town using the information presented
later in this chapter, and the poster map includes a map
of the starting town that you can share with the players.
The characters would be aware of the town’s general
layout and key features.

ICEWIND DALE KNOWLEDGE

Assume that your party of adventurers is familiar with

Icewind Dale’s geography and landmarks, as shown on
the poster map, as well as the names and locations of
the settlements that comprise Ten-Towns. Characters
from Icewind Dale know the following additional infor-
mation, depending on where they grew up:

Ten-Towners. Characters who have spent some time in
Ten-Towns know the names of important residents,
such as the speaker of each town, as well as the
information in each town'’s nutshell description (as
presented later in this chapter). They also know the
names of the four tribes of Reghed nomads described
in appendix C.

Reghed Nomads. Any characters raised among the
Reghed nomads recognize members of their own
tribe, as well as the names and reputations of promi-
nent members of other tribes (see appendix C).
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Mountain Goliaths. Goliaths who hail from the Spine of
the World know of two rival goliath settlements in the
mountains, Skytower Shelter and Wyrmdoom Crag
(both described in chapter 2). A goliath character who
hails from one of these settlements would be familiar
with its inhabitants, as well as their longstanding feud
with goliaths from the rival settlement.

Valley Dwarves. Shield dwarves and other charac-
ters who hail from the Dwarven Valley at the foot of
Kelvin's Cairn would know that this valley contains
sprawling iron mines and cave complexes inhabited
by shield dwarves of the Battlehammer clan and
their allies.

STARTING QUEST:
CoLD-HEARTED KILLER

“Cold-Hearted Killer” is one of two quests designed
to kick off the adventure. The characters can get this
quest regardless of which town is the adventure’s
starting point.

The characters receive this quest from Hlin Trollbane,
aretired bounty hunter who has been stalking a serial
killer ever since she found a connection between three
murders and a small trading company called Torg’s.
Hlin hires the characters to apprehend her suspect and
dole out some cold, swift justice by quietly disposing of
him if they believe he’s guilty. This quest is no murder
mystery;it’s a hunt.

GETTING THE QUEST

To begin this quest, read the following boxed text to
the players:

f

Just another gruesome day in Ten-Towns: howling wind,
bitter cold, foul tempers, and snowdrifts big enough to
bury a herd of moose. But today the local tavern is abuzz
with news about a series of recent killings. Before the
murders, the only question on everyone's mind was,
“Will summer ever return to Icewind Dale?” Now the
question is, “Will | be the killer's next victim?” Nothing
breeds fear and paranoia like a murderer with no face.

Three cold-blooded murders have been committed in
the past month: a halfling trapper in Easthaven, a human
shipbuilder in Targos, and, three days ago, a dwarf glass-
blower in Bryn Shander. Each victim was found with a
dagger of ice through the heart.

What'’s the connection? The drunken lot huddled in
the tavern offers no credible ideas, but sitting apart from
them is an elderly shield dwarf with a nasty scar across
her nose who-looks like she has something worth know-
ing. She’s been smoking her pipe and eyeing you ever
since you walked in.

Hlin Trollbane, a neutral good shield dwarf, is a retired
bounty hunter with finely honed survival instincts. She
is an unarmored veteran who wields a battleaxe and



handaxe instead of a longsword and shortsword. Plying
her profession earned her a few too many enemies up
and down the Sword Coast, which is why she wound up
in Icewind Dale.

Out of boredom and a sense of moral decency, Hlin
has taken it upon herself to investigate the recent
murders because no one else—not even the Council of
Speakers—can be bothered. Hlin is studying the char-
acters closely, trying to decide if they're worth her time.
Ultimately, she takes the chance and draws them into
conversation, asking them to help her take down her
only suspect: a man named Sephek Kaltro. Here's what
she knows about Sephek and the victims:

“Sephek Kaltro works for a small traveling merchant
company called Torg’s, owned and operated by a shady
dwarf named Torrga Icevein. In other words, Sephek
gets around. He's charming. Makes friends easily. He's
also Torrga’s bodyguard, so I'm guessing he's good
with a blade.

“His victims come from the only three towns that
sacrifice people to the Frostmaiden on nights of the new
moon. This is what passes for civilized behavior in Ice-
wind Dale. Maybe the victims found a way to keep their
names out of the drawings and Sephek found out they
were cheating, so he killed them. Maybe, just maybe,
Sephek is doing the Frostmaiden’s work.

“| followed Torg's for a tenday as it moved from town
to town. Quite the devious little enterprise, but that's not
my concern. What struck me is how comfortable Sephek
Kaltro looked in this weather. No coat, no scarf, no
gloves. It was like the cold couldn’t touch him. Kiss of the
Frostmaiden, indeed.

“I will pay you a hundred gold pieces to apprehend
Sephek Kaltro, ascertain his guilt, and deal with him,
preferably without involving the authorities. When the

job is done, return to me to collect your money.”

For the benefit of characters who are new to Ten-
Towns, Hlin can explain that certain settlements (Bryn
Shander, Easthaven, and Targos) are making humanoid
sacrifices to Auril, holding lotteries to determine who
gets sacrificed on nights of the new moon (see “Sacri-
fices to Auril,” page 21).

If Hlin's theory is true and Sephek Kaltro is killing
Ten-Towners who cheat their way out of becoming sacri-
fices to Auril, it’s likely the Frostmaiden will use him to
kill again. Hlin is too old and frail to apprehend Sephek
herself, but she has more gold than she needs, so she
hires the characters to do her work.

The challenge begins with finding Sephek Kaltro,
since Torg's moves around a lot. Hlin doesn’t know if
Sephek is acting alone or has the support of Torrga
Icevein, so she advises the characters to isolate Sephek
and dispose of him quietly, if such action is called for.

SEPHEK KALTRO

Medium undead, neutral evil

Armor Class 12
Hit Points 75 (10d8 + 30)

Speed 30 ft.
STR DEX CON INT WIS CHA
16 (+3) 14 (+2) 16 (+3) 11 (+0) 16 (+3) 18 (+4)

Skills Perception +5, Survival +5

Damage Immunities cold

Condition Immunities charmed, frightened
Senses passive Perception 15

Languages Common

Challenge 3 (700 XP)

Innate Spellcasting. Sephek can innately cast misty step up to
three times per day, requiring no components. His innate spell-
casting ability is Charisma.

Cold Regeneration. If the temperature around him is 0 degrees
Fahrenheit or lower, Sephek regains 5 hit points at the start of
his turn. If he takes fire damage, this trait doesn’t function at
the start of Sephek’s next turn. Sephek dies only if he starts his
turn with 0 hit points and doesn't regenerate.

ACTIONS

Multiattack. Sephek attacks twice with a weapon.

Ice Longsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 7 (1d8 + 3) slashing damage, or 8 (1d10 + 3) slash-
ing damage if Sephek uses the weapon with two hands, plus 5
(2d4) cold damage.

Ice Dagger. Ranged Weapon Attack: +5 to hit, reach 5 ft. or
range 20/60 ft., one target. Hit: 5 (1d4 + 3) piercing damage

plus 5 (2d4) cold damage.

CHAPTER 1 | TEN-TOWNS
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FINDING TORG'S

You can randomly determine the location of the mer-
chant company by rolling a d10 and consulting the
Starting Town table (page 17). Roll again if the result
is the adventure’s starting town. Conversely, you can
forgo the roll and pick a town you like. Bremen (page
27) and Dougan’s Hole (page 53) are good choices
because they're small and isolated.

The characters can either visit towns one by one until
they find Torg’s, or they can try to get a solid lead before
setting out. Any character who spends an hour talking
to townsfolk can make a DC 17 Charisma (Investigation)
check at the end of that hour. On a successful check, the
character finds someone who knows Torrga Icevein’s
travel plans and is willing to share that information for
a small bribe (at least 5 gp or nonperishable goods of
equal value). Armed with that information, the charac-
ters can travel to the town by the most expeditious route.

TORRGA ICEVEIN AND HER CARAVAN

The Torg’s caravan consists of three heavily laden dog-
sleds, each one pulled by six friendly sled dogs. One sled
carries provisions and supplies for Torrga, her team,
and her dogs. It flies a flag bearing the company’s em-
blem, a gold wolf’s paw on a black field. The other two
sleds transport goods for sale, including cut wood, flint
and tinder, flasks of whale oil, blankets, furs, rations,
bottles of wine, casks of cheap ale, fake medicines, and
vials of poison (used primarily for killing vermin).

Torg’s is an outdoor shop. Goods are unpacked and
displayed in crates, with small canopies to keep the
snow off them. Most of Torrga’s goods are stolen or
fenced, and she sells them for double the normal price.
She has a protection racket that earns her a little coin
on the side, and she also commits murders for profit on
the sly. One of the larger sacks on Torrga’s sled contains
the frozen corpse of a male half-elf in his thirties with
a stab wound in his chest. The half-elf had a bounty on
his head and came to Icewind Dale to disappear. Torrga
found him and killed him with Sephek’s help. Once she’s
sold off her goods in Ten-Towns, she plans to deliver the
corpse to Luskan and collect the 125 gp bounty.

Torrga is a neutral evil shield dwarf bandit captain
with darkvision out to a range of 60 feet, resistance to
poison damage, and advantage on saving throws against
being poisoned. While Torg's is open for business, she
keeps her employees close to her. She employs Sephek
Kaltro as a bodyguard and pays four others (neutral evil
human bandits) to drive and protect the other two sleds.
Torrga is interested only in profits, turns a blind eye to
Sephek’s murderous escapades, and tries to help him as
best she can without endangering her own life.

Treasure. Torrga keeps her proceeds in a small,
locked iron strongbox, which she hides in a satchel. She
wears the key to the strongbox around her neck. A char-
acter with thieves’ tools can use an action to try to pick
the strongbox’s lock, doing so with a successful DC 20
Dexterity check. The box contains 92 gp, 76 sp, 125 cp,
and seven gemstones worth 10 gp each.
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SEPHEK KALTRO

Sephek Kaltro (see the accompanying stat block) is a
well-built man in his thirties. He has an olive complex-
ion, dark hair pulled back in a ponytail, and no facial

or body hair. He is dressed in a stylish vest with match-
ing pants and boots, similar in style to those worn by
mariners of the southern Sword Coast, but wears no
armor or cold weather clothing and doesn’t appear to be
armed. His most striking feature is his eyes, which are
as blue as a frozen lake.

The best way to deal with Sephek is to confront him
while he’s separated from Torrga and her other cronies.
Sephek stays close to Torrga during business hours.
Once activity drops off, Torrga shutsdown her operation
for the rest of the day, puts the dogs in a kennel and the
sleds in a secure shed, and pays for the team’s lodgings.
After Torrga retires for the night, Sephek is free to do
as he pleases until the following morning. If he happens
to be in Bryn Shander, Easthaven, or Targos, he stalks
his next murder victim. If he's elsewhere, he spends the
night drinking and carousing, then falls asleep for a few
hours, preferably in an unheated place such as a barn or
an abandoned cottage.

When asked about his odd style of dress, Sephek
Kaltro claims that he was born on the holiday of Mid-
winter and that the Frostmaiden’s blessing protects him
from the cold. In truth, Sephek was not born during
Midwinter. He was a mariner whose ship sank off the
coast of Auril’s island a few months ago. He swam to the
island but nearly froze to death. As his life was fading,
the spirit of a frost druid beholden to Auril possessed
him. The winter spirit cannibalized Sephek’s spirit and
is using him as a living vessel to do the Frostmaiden'’s
work. The spirit can’t leave Sephek’s body; if Sephek
dies, the winter spirit is destroyed along with him.

Auril inspired Sephek to travel to Ten-Towns and of-
fer his services to Torrga Icevein. As Hlin suspects, he
has been killing Ten-Towners who pay off low-ranking
town officials to exclude their names from the lotteries
in Bryn Shander, Easthaven, and Targos. Because he’s
doing the Frostmaiden’s work, the spirit inside Sephek
doesn’t care about getting caught, and he isn’t shy about
admitting his guilt. He considers surrendering only be-
cause it buys time for him to escape and commit more
murders. In combat, he wields a magical sword and
magical daggers made of ice that he can conjure at will.
These weapons melt and break like icicles in the hands
of other creatures.

CONCLUDING THE QUEST
After finding and slaying Sephek, the characters can re-
turn to Hlin and collect their 100 gp reward. If they don’t
have evidence to prove that Sephek is dead, Hlin is will-
ing to take them at their word. If the ice-dagger murders
stop, she'll know her trust was not misplaced. Failure to
stop Sephek allows him to continue slaying Ten-Town-
ers who cheat Auril the Frostmaiden. These murders
occur irregularly, and only in towns visited by Torg’s.

If the characters capture Sephek and deliver him
to the authorities, they stop the murders but lose



=771l )

the reward offered by Hlin, who isn't satisfied with
that outcome.

If Torrga Icevein survives but has reason to believe the
characters slew her bodyguard, she pressures certain
Ten-Towners not to do business with them. At some
later point, the characters might find themselves unable
to buy something they need or denied lodging at a local
inn because the merchant or proprietor doesn’t want to
earn Torrga’s everlasting enmity.

STARTING QUEST:
NATURE SPIRITS

Thisis the second of two quests designed to kick off
the adventure. It prompts the characters to explore the
various locales in Ten-Towns, where they can pick up
other quests.

At the start of this quest, the characters are ap-
proached by a young spellcaster named Dannika
Graysteel. A new resident of Ten-Towns, she’s trying to
find a way to alter the climate in Icewind Dale. She hires
them to locate and capture a chwinga, several of which
she believes are located in and around Ten-Towns.
Although she provides the characters with a magical
means to locate chwingas, it’s up to them to figure out a
way to capture one or convince it to help Dannika with
her experiments.

USING A STOLEN PLATE AND CUTLERY, THREE
CHWINGAS PLAY HOUSE IN THE SNOW.

GETTING THE QUEST

Begin this quest by reading the following boxed text to
the players:

A bundled-up figure walks briskly up to you. “Well met!
You lot seem like you're looking for work. Or trouble. You

wouldn’t be standing around in this cold otherwise.”

The speaker is Dannika Graysteel (lawful neutral half-
elf acolyte), a scholar who thinks that wee elemental
spirits known as chwingas might be the key to improv-
ing Icewind Dale’s climate. Since chwingas are known
to inhabit Ten-Towns and have some ability to alter

their natural surroundings, Dannika thinks she can
learn a lot by studying one up close. For the characters’
services, Dannika is offering the group 25 gp as well as
a lantern of tracking (elementals) that can help locate
chwingas. She says she'll be at the local tavern each eve-
ning, so the characters should have no trouble finding
her once the job is completed. If the characters accept
her quest, Dannika gives them her lantern (see appendix
D) and explains how it works. She then tells them she’s
been looking all over town and hasn’t found any chwin-
gas. She suggests the characters might have better luck
in one of the other settlements. She could continue the
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search herself, but she’s nervous about venturing out
into the extreme cold and has other research-related
chores to attend to.

ELusivE ELEMENTALS

There are no chwingas in the adventurers’ starting
town, but each time they visit another town in Icewind
Dale, there’s a cumulative 25 percent chance of chwin-
gas being present. Searching a town for chwingas
doesn’t take long if the characters use the lantern of
tracking, since the towns are small and compact.

If the characters ask the residents of a town about
chwinga sightings, people seem dismissive of the notion
of elementals living among them. The occasional fisher
reeking of dwarven ale might recall seeing “a tiny figure
riding a fox through town” but can't remember where or
when the sighting occurred.

THIEVES IN THE WIND

When the characters find a town that has chwingas liv-

ing in or near it, the flame in the /antern of tracking (ele-
mentals) turns green as they approach the edge of town,
whereupon they spot a bundled-up figure—a human
commoner named Elva—stomping out of a snow-cov-
ered cottage. Upon seeing the adventurers, she starts
yelling at the wind and warning the characters to watch
out for the curses it brings. According to Elva, trickster
spirits have been opening her windows, sending horri-
ble chills through her home, and knocking over her cups
and plates. Some of her cutlery has even gone missing.
Characters who inspect the windows of Elva’s cottage
can make a DC 10 Intelligence (Investigation) check.
On a success, they find wee tracks leading away from
a snowy windowsill of the cottage toward a nearby
thicket. A character who succeeds on a DC 14 Wisdom
(Survival) check can discern three individual sets of tiny
footprints. Some of the footprints have a thin furrow
in the snow alongside them, as if something was being
dragged behind the creatures.

PLAYING HOUSE

By following the tracks, a character with a passive Wis-
dom (Perception) score of 13 or higher can pick up the
sound of movement from behind the conifers, where
three chwingas (see appendix C) are playing atop the
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snow in a clearing. A dinner plate with branches and
pinecones arrayed on it is placed between them, and
one chwinga is sitting at the edge of the plate while the
two others are moving a fork and a knife as if to cut and
eat the “food.”

When the characters enter the clearing, the chwin-
gas look up at them with interest. The one not holding
a piece of cutlery starts moving its hands, mimicking
eating while looking up at the characters and making
welcoming gestures.

If a character indulges in the game of pretend that is
being played out, such as by sitting down and joining the
dinner, the chwingas become excited and start inspect-
ing the character in detail. After this, the chwinga that
wasn'’t holding any cutlery begins following the char-
acter, remaining with that individual for up to a tenday,
leaving the other chwingas behind. When the chwinga fi-
nally parts company with the character, assuming it has
been well treated, it bestows a supernatural charm upon
the character (see “Supernatural Gifts" in the Dungeon
Master’s Guide for more information). The charm can be
any one of the following:

« A charm of animal conjuring, a charm of heroism, or
a charm of vitality, all of which are described in the
Dungeon Master’s Guide.

« One of the charms described in the “New Chwinga
Charms” section in appendix C (see page 283).

The chwingas remain docile unless a character acts
aggressively toward them, whereupon they try to hide in
nearby rocks, plants, or snowdrifts. Theywon't come out
until they no longer feel threatened by the humanoids
in their presence. Clever players might devise creative
ways to lure the chwingas out of hiding, perhaps by
doing something odd to gain their attention (such as
engaging in a snowball fight or dancing in the snow). As
the DM, you determine the success of such efforts.

CONCLUDING THE QUEST

If the characters return with a live chwinga, Dannika
pays their promised reward of 25 gp, and they get to
keep the lantern of tracking. If the characters brought
a chwinga back without having to restrain or harm it,
Dannika provides them with an additional 25 gp for
their outstanding service.
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BREMEN

Founded by dwarf prospectors, the sleepy town of
Bremen sits on the west bank of Maer Dualdon, at the
mouth of the Shaengarne River. Bremen’s harbor has
frozen, requiring local fishers to haul their boats across
the ice to put them in the lake. Visitors who lack a boat
can reach Bremen only by crossing the river, which is
mostly frozen over. Targos, Termalaine, and Lonely-
wood are all visible from the docks on clear days.

If Auril’s everlasting winter has one benefit, it’s that
the hardy folk of Bremen are spared the seasonal floods
that normally threaten the town in early summer. That’s
not to say that the long nights, frigid air, and howling
blizzards provide any comfort. They don'’t.

Twice in the past two months, residents of Bremen
have had to mount search parties for their town speaker
and oldest living resident, Dorbulgruf Shalescar, and
twice they’ve found him wandering the frozen shores of
the Shaengarne in heavy furs, with no memory of how
he got there. Dorbulgruf, old even by dwarf standards,
isn’t long for this world. Many locals fear the same
is true of the townitself, if Auril’s brutal winter does
not abate.

BREMEN IN A NUTSHELL
Friendliness % %% Services # Comfort % %

Available Quest. “Lake Monster,” page 28.

Population. 150.

Leader. Speaker Dorbulgruf Shalescar (lawful good
shield dwarf commoner) speaks for the townsfolk.
Age has addled his mind, and his vacant-eyed stare is
often mistaken for unflappable calmness.

Militia. Bremen can muster up to 25 soldiers (use the
tribal warrior stat block) and 2 veterans.

Heraldry. A gold circle on a white field, with a horizon-
tal blue band extending to the left under the circle,
and a flaring blue triangle opening away from the
circle on the right. The gold circle represents treasure
found in the wake of local floods, the blue band is the
Shaengarne River, the blue triangle is Maer Dualdon,
and the white field represents snow.

Sacrifice to Auril. Warmth (see page 21).

Rivals. Lonelywood, Targos, Termalaine.

OVERLAND TRAVE_L___

Heavy snow has obliterated a trail that once guided
travelers to Targos. Adventurers determined to make
the journey on foot can reach Targos in 2 hours. Using
mounts or dogsleds can reduce this travel time by as
much as 50 percent.

LOCATIONS IN BREMEN

Bremen doesn’t have much to seduce or comfort the
weary traveler, but the following locations marked on
map 1.1 are likely to attract adventurers.

BURIED TREASURES
Inn

This inn caters to treasure-seekers, specifically ones
who pan for treasure along the riverbank in warmer
weather. During the winter, this establishment has
few, if any, visitors. The middle-aged innkeeper, Cora
Mulphoon (neutral good human commoner), treats her
guests like royalty while trying to conceal the fact that
she is barely making ends meet.

Cora’s Loss. Cora is eager to please and apologizes at
the slightest provocation if she thinks the characters are
not pleased with her service. She explains briefly that
her adult son and only child, Huarwar, used to help with
the chores until two months ago. If the characters ask
Cora for more information, she says that her son had
joined a search party to find Speaker Shalescar after
he went missing during a blizzard one afternoon. The
speaker was brought back safe and sound, but Huarwar
got separated from the others and didn’t find his way
home until the following morning. He had frostbite and
could barely walk.

Over the next few days, Huarwar displayed a mean-
ness toward his mother that was uncharacteristic. The
change in his demeanorstarted after Cora found what
looked like a shard of black ice in her son’s room. Huar-
war snatched it away and threatened his mother with
bodily harm if she touched it again.

The next day, two tieflings (a male and a female) ar-
rived at the inn and offered Huarwar sanctuary in their
castle. He left with them willingly, taking the shard with
him and telling his mother that he would never return.
The tieflings wore amulets that looked much like the
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Map 1.1: BREMEN

shard in Huarwar’s possession. Cora misses her son
terribly and she hopes he is still alive. She recalls that
one of the tieflings mentioned a castle, and she knows
that there are only two castles in Ten-Towns: an intact
one in Caer-Dineval and a ruined one in Caer-Konig.
The characters might encounter Huarwar in the keep at
Caer-Dineval (see “Black Swords,” page 38).

F1vE-TAVERN CENTER
Five unaffiliated taverns

Five taverns stand in a semicircle around a central yard
in the heart of Bremen. As the story goes, five brothers
originally intended to build a tavern together, but each
had assumed he would be the one to run the business.
Since none of the brothers would work for the others,
each built his own tavern, and they all compete for
customers.

The five taverns are called Stones, Even Keel, the Riv-
er's Mouth, the Grumpy Moose, and the Black-Bearded
Brother. The taverns are old and poorly maintained.

Characters who hang out in the taverns are likely to
hear a rumor or two, which you can determine by rolling
on the Ten-Towns Rumorstable (page 18).
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LAKE MONSTER

The characters can gain this quest shortly after they
arrive in Bremen or if they start the adventure there.
The quest starts near the docks, where the characters
come upon a shield dwarf who mistakes them for fish-
ers looking for work. Any interaction with the dwarf
is interrupted by a half-elf who claims that a monster
living in Maer Dualdon has been attacking and sinking
fishing boats. The half-elf is a local researcher who has
collected accounts from witnesses of these attacks and
concluded that it's some kind of unusual beast.
Characters who search for the lake monster discover
that it's an awakened plesiosaurus. A frost druid (see ap-
pendix C) recently cast an awaken spell on the creature,
granting it an Intelligence of 10 and the ability to com-
municate in the Common tongue. In return, the druid
expects the plesiosaurus to attack fishing boats from
Bremen, thus depriving the fishers of their livelihood
and ultimately forcing the villagers to leave. The plesio-
saurus feels obliged to heed the druid’s wishes, for fear
of losing this magical gift of sentience. Consequently, it
attacks anyone from Bremen who fishes in its domain.

GETTING THE QUEST

The lake around the creaky docks is frozen, forcing fish-
ers to pull their rowboats up onto the ice. Standing be-
tween a pair of boats is a stout humanoid in cold weather
clothing. A gray hood hides most of the humanoid's face,
but you can make out a wide nose and a long, frosty
beard. The stout figure stamps their feet, spots you, and
waves you over.

“Good, you're here. Get to it, ingrates! Those fish ain't

gonna catch themselves!”

The speaker is Grynsk Berylbore, a shield dwarf (com-
moner) who owns the pair of rowboats tied to the docks.
The gunwale of one of the boats has what looks like a
large bite taken out of it, but both vessels are seaworthy.

Grynsk has been waiting an hour for some fishers he
hired the night before to arrive. In fact, those fishers
have decided not to bother showing up, having weighed
what Grynsk offered to pay them against the danger of
the lake monster. Grynsk was drunk when he hired the
fishers and doesn’t remember their faces; he assumes
the characters are his new employees, and he’s quick
about setting them to work. If the characters ignore him
or walk away, he yells profanities after them but doesn’t
pursue them.

Characters who approach Grynsk can see that his
boats bear the names Burly Ram and Pronged Goat.
The latter one sports the curious bite mark. Grynsk re-
minds the characters of what he calls “the agreed-upon
price” of 5 cp for each trout they catch and scolds them
for having already wasted precious trout-catching time.

If the characters explain that they aren’t his employ-
ees, Grynsk frowns and repeats that the salary he’s of-
fering is 5 cp per caught trout, and “time is better spent
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anglin’ than yappin’.” He also grumbles in Dwarvish

about the characters being stupid and needlessly rude.
If the characters ask about the damage to the Pronged

Goat, Grynsk gives them a dismissive wave of the hand.

“Don’t you see? Bloody ice everywhere. Last crew were
apparently born with pits for eyes, because they sailed
right into a damned ice floe! | ain’t gotten around to re-

pairin’ the gunwale yet, but she floats just fine.”

A character who succeeds on a DC 11 Wisdom (Insight)
check can tell that Grynsk is lying. If he is pressured
about the validity of his story, Grynsk becomes annoyed
and tells the characters to get off his docks if all they
want to do is ask stupid questions.

In truth, the lake monster took a bite out of the
Pronged Goat and caused its crew to fall into the icy wa-
ter, where they drowned. The damaged boat was found
by fishers the next day, drifting crewless in the near
frozen water.

TaL1 COMES ON THE SCENE

Regardless of how the characters’ dealings with Grynsk
play out, they are joined by another figure before they
and the dwarf part company.

You hear footsteps approaching on the creaky dock. An-
other figure covered head to toe in cold weather clothing
has joined you. The figure wags a gloved finger at the
frosty-bearded dwarf. “You have no honor, Berylbore!”
the newcomer yells, pulling down a woolen muffler to
reveal a pale, half-elven face. “You're sending these inno-
cent peopleto their deaths. And for what, a few fish?”

“Pay no mind to this rambling fool!” says Grynsk.

“Did you tell them about the monster?” retorts the
half-elf.

Grynsk curses the half-elf in Dwarvish before turning
to the characters and yelling, “Get to work!” He then
stomps away out of earshot, not eager to hear what the
half-elf might have to say but still interested in keeping
an eye on his boats.

After Grynsk leaves the area, the half-elf approaches
the characters sheepishly.

“I'm getting the feeling Grynsk doesn’t like me very
much. Or anyone who steps between him and the gold
swimming in this lake. I'm Tali. I'm studying the local
animal life here in Icewind Dale. | just couldn’t stay silent
and watch another crew fall victim to the monster of

Maer Dualdon.”

Tali is a neutral good half-elf researcher (scout) who
is in Icewind Dale to study how changes in climate
alter the nature of the animal wildlife. Tali presents as

neither male nor female and requests to be referred to
as “they” or by name in conversation. Tali speaks with a
soft voice and tends to go on longwinded tangents about
the fauna that live in Icewind Dale.

When Tali heard reports of a creature in Maer Dual-
don that was attacking the Bremen fishing parties, the
half-elf decided to investigate and found that boats from
Bremen were the only vessels to suffer these attacks.
After deducing this, Tali began frequenting the docks to
warn any uninformed people looking to venture out onto
the lake about the danger waiting there.

Descriptions of the monster vary wildly; some wit-
nesses say it’s the size of an ox, while others say it's
closer to the size of a house. Some say the monster
might be a whale or a large fish, and others describe it
as more lizard-like in appearance, with scaly skin and
a long neck. If the characters ask about Grynsk’s dam-
aged boat, Tali explains that it was actually found adrift,
its crew presumably lost to the lake monster.

Being a researcher, Tali would like to better under-
stand the monster, which has only recently become a
threat. “Perhaps this unending winter has affected its
eating habits or demeanor in some way,” speculates
the half-elf.

“Tali hands you a notebook. “I can’t offer you much other
than my gratitude, but if you're going out on the lake,
please write down any information you learn about the
nature of this monster. |f we know what's out there, the
people of Bremen would be much safer for it. And, well,

it bears the potential to be awfully interesting.”

Tali asks the characters to record everything they can
perceive about the creature if they spot it, including its
size, physical attributes, and general nature. Tali also
makes it clear that few people have survived an encoun-
ter with the monster and encourages the characters to
be careful.

UNSAFE WATERS

The characters have the use of Grynsk'’s two rowboats
(see the “Rowboat Statistics” sidebar). The damaged
one has 36 hit points instead of 50. Three sets of fishing
tackle are stashed in the center of each boat.

The lake is covered in ice floes, which make travel
dangerous. As the characters row out from Bremen,
their boats must steer around 1d4 + 1 ice floes. Any
character who tries to steer a boat around an ice floe
must succeed on a DC 14 Wisdom check, adding their
proficiency bonus to the roll if they're proficient with wa-
ter vehicles. On a failed check, the boat hits the ice floe
and takes 1d6 bludgeoning damage.

. =

ROWBOAT STATISTICS

A rowboat has a speed of 172 miles per hour and can hold

up to four Medium creatures and their gear. An undam-

aged rowboat has AC 11 and 50 hit points. A rowboat

reduced to 0 hit points in the water sinks over the course

of 1d4 rounds.
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FALLING IN THE WATER

Any character who falls into the lake is subject to the
effects of frigid water (see “Frigid Water,” page 11).
Even after the character gets out of the frigid water, the
effects persist until the wet clothing is dried out or re-
placed with warm, dry clothing.

WATER DEPTH

Once the characters are away from the shore, you can
randomly determine the lake’s depth in any given loca-
tion by rolling a d20 and multiplying the die roll by 10
feet. Conversely, you can just assume the lake is 100 feet
deep where the characters are.

SCOUTING THE LAKE

The characters can use fishing tackle to try to catch
some fish while they’re searching for the lake monster
(see “Fishing for Knucklehead Trout,” page 11).

If the characters are out on the lake in a boat, roll on
the Lake Events table at the end of each hour to deter-
mine what occurs next.

LAKE EVENTS

d20  Lake Event

1-10 Thelake is still and quiet for the next hour. A fine
time for some fishing.

11-12  The characters spot a rowboat from Lonelywood or
Termalaine. It has 1d4 fishers (commoners) aboard
and keeps its distance. The fishers are antisocial
but nonthreatening. They fish in the vicinity for the
better part of an hour, then head back toward Lone-
lywood with their catch.

13 The characters encounter a keelboat flying the
Targos flag. It has 1d6 fishers (commoners) and a
captain (scout) aboard. They don’t believe the lake
monster is real and try to badger the characters into
fishing elsewhere. They use trawling nets to fish in
the vicinity for the better part of an hour, then head
back toward Targos with their catch.

14 A cold wind blows across the lake for the next hour.
The lake's normally still waters become choppy. Un-
til the wind abates, ability checks made to steer the
boat and fish for trout have disadvantage, as do sav-
ing throws against the effects of extreme cold.

15 A knucklehead trout (see appendix C) leaps out of
the lake, makes a tail attack against one random
character in the boat, and dives back into the frigid
water. A character with a passive Wisdom (Percep-
tion) score of 13 or higher is not surprised by the
fish and can use its reaction to make an opportunity
attack against it or try to grapple the fish as it dives
back into the water.

16-20 The awakened plesiosaurus makes its presence
known. Run the “Clever Beast” encounter.

CLEVER BEAST -
When a roll on the Lake Events table indicates that the
lake monster takes an interest in the characters, read:
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Ripples disrupt the surface of the lake, causing your boat
to bob from side to side. A large mass glides through the

dark water below you.

A character who succeeds ona DC 13 Intelligence (Na-
ture) check can identify the creature as a plesiosaurus.
The creature recognizes boats from Bremen but does
not attack indiscriminately, trying to gauge the strength
and determination of the crew before deciding what to
do. Roll on the Plesiosaurus Behavior table to determine
how it acts. After behaving as described in the table, the
plesiosaurus departs unless the characters do some-
thing that holds its attention. Once it departs, it doesn't
return until a roll on the Lake Events table indicates
another encounter with the creature.

The plesiosaurus prefers to dine on fish, not people.
Characters knocked into the lake are more likely to
freeze to death or sink to the bottom than be eaten. If a
character harms the plesiosaurus, it reacts in kind.

PLESIOSAURUS BEHAVIOR

d6  Behavior

1 The plesiosaurus breaches the water with its fins and
splashes water into nearby boats. It swims to the
bottom of the lake if attacked.

2 The plesiosaurus rams a boat from beneath. (If
the characters have more than one boat, randomly
determine which one the monster rams.) The boat
takes 3d6 + 4 bludgeoning damage, and any char-
acter standing in the boat must succeed on a DC 12
Dexterity saving throw or fall prone. A character who
fails this check by 5 or more is knocked overboard
and falls into the frigid water.

3 The plesiosaurus surfaces 10 feet away from a boat
and takes a bite out of it, using its 10-foot reach. (If
the characters have multiple boats, randomly deter-
mine which boat the monster bites.) The boat takes
3d6 + 4 piercing damage.

4 The plesiosaurus tries to capsize a boat. (If the
characters have multiple boats, randomly determine
which boat the monster tries to capsize.) Have the
characters in the boat make a DC 12 Strength (Ath-
letics) group check. If the group check succeeds, the
boat doesn’t capsize. If the group check fails, the
boat capsizes, and every creature in it falls into the
frigid water.

5-6 The plesiosaurus leaves without so much as a hello.

TALKING TO THE PLESIOSAURUS

Although the plesiosaurus gives no indication that it's
intelligent and can speak, the characters might try to
talk to it regardless. While the monster is underwater,
it can hear the characters only if they scream at the top
of their lungs and it’s close by. Conversely, a message
cantrip or similar magic can be used to get the plesio-
saurus’s attention. The creature is curious to hear what
the characters have to say:



A reptilian head at the end of a long, slender neck rises
out of the cold, dark water. The creature gazes at you in-

tently and says, in Common, “I'm listening.”

¢ L

A character who converses with the plesiosaurus and
succeeds on a DC 15 Intelligence (Arcana) check can
safely conclude that it's the beneficiary of a druid’s
awaken spell, and that the effect is permanent.

The plesiosaurus answers straightforward questions
and knows the following information:

« “l'used to just swim around the lake and eat fish.”

« “The human who gave me this gift is named Ravisin
and claimed to serve the Frostmaiden. Ravisin said [
must do my part to help the Frostmaiden, who wants
the people of Bremen to suffer.”

« “I don't want to be a stupid beast again.” (The plesio-
saurus doesn’t know enough about druidic magic to
know that its awakening is permanent.)

A character must succeed on a DC 14 Charisma
(Persuasion) check to convince the plesiosaurus to talk
more about the purpose of its attacks. The plesiosaurus
reveals that Ravisin instructed it to spread fear among
the town'’s fishers. The plesiosaurus doesn’t know where
Ravisin came from or where she is now. Characters
who undertake “The White Moose” (see page 80), the
quest associated with Lonelywood, might encounter her
later. If one or more characters mock or threaten it, the
plesiosaurus grows angry and tries to capsize their boat.

&

ADVENTURERS ENCOUNTER THE MONSTER OF MAER DuALDON.

.

The plesiosaurus is afraid to stop what it's doing
because it fears the druid might take away the gift that
has been bestowed upon it. A character can convince
the plesiosaurus that its awakening is permanent with a
successful DC 18 Charisma (Persuasion) check. If this
check succeeds, the plesiosaurus promises not to attack
any fishers from the villages anymore.

ATTACKING THE PLESIOSAURUS

If the characters attack the plesiosaurus, it dives below
the surface of the water and remains submerged as it
attacks the characters’ boats from below. If it ever drops
below half its hit points, it disengages from the battle
and dives deeper, leaving the combat.

BAack TO BREMEN!

When the characters make it back to Bremen'’s docks,
Grynsk shows up soon thereafter, eager to see how
many knucklehead trout they caught. He honors his
agreement, paying 5 cp per fish.

Tali is also eager to see the characters. If any of the
characters took notes about the lake monster and hand
their research over, Tali gives the party a spell scroll
of animal friendship and a pouch containing 5 gp as
thanks, then heads toward Buried Treasures to pore
over the characters’ notes. The characters can hear Tali
mumble the words “interesting,” “fascinating,” and “re-
markable” in Elvish as they walk away.

If the characters didn’t take any notes, Tali’s hopes are
dashed, and no reward is forthcoming.
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BRYN SHANDER

The first stop for most visitors to Icewind Dale is Bryn
Shander, a walled town perched atop a cold, lonely,
wind-lashed hill. Bright lanterns suspended over narrow
streets twist in the wind and add flecks of color to the
town’s otherwise drab surroundings.

The friendliness in this settlement has dwindled of
late. Auril's unyielding winter has greatly reduced the
number of visitors to Bryn Shander, and local trade is
suffering for it, eating away at the locals’ sense of humor
and goodwill. Still, there is no safer place in Icewind
Dale to spend coin or spend the night.

The walls of the town stand some 30 feet high and are
defined by two concentric rings of upright wooden poles,
the gap between them filled with dirt and rubble. The
outer ring of poles rises above the top of the wall, pro-
viding a rampart for defenders stationed on the wood-
planked walkway. The wall’s hinged gates are 15 feet
tall and can be barred from the inside with iron-banded
wood beams. These gates are closed when it’s dark out-
side—which is to say more often than not.

BRYN SHANDER IN A NUTSHELL
Friendliness # %% Services %% % Comfort % % &

Available Quest. “Foaming Mugs,” page 34.

Population. 1,200.

Leaders. Speaker Duvessa Shane (lawful good human
noble) speaks for the townsfolk. Though relatively
young, Duvessa is the head of the Council of Speak-
ers. Sheriff Markham Southwell (lawful good human
veteran) commands the militia.

Militia. Bryn Shander can muster up to 250 soldiers
(use the tribal warrior stat block) and 20 veterans.
Heraldry. Black antlers above a vertical shaft of golden
wheat on a white field, signifying the town'’s strength

and prosperity on the vast, snowy tundra.

Sacrifice to Auril. Humanoid (see page 21).

Rivalries. None.

OVERLAND TRAVEL

Bryn Shander is connected to Easthaven by the East-
way, a snow-covered road. In addition, there are snowy
paths to Caer-Dineval, Good Mead, Targos, and Terma-
laine. Travel times in the Overland Travel from Bryn
Shander table assume that characters are on foot;
mounts and dogsleds can shorten these times by as
much as 50 percent.

OVERLAND TRAVEL FROM BRYN SHANDER

To Travel Time
Caer-Dineval 102 hours
Easthaven 72 hours
Good Mead 6 hours
Targos 2 hours
Termalaine 6 hours
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LOCATIONS IN BRYN SHANDER

The following locations marked on map 1.2 are just a
few of the places the characters might visit during their
stay in Bryn Shander.

BLACKIRON BLADES
Smithy and outfitter

This combination shop and smithy stands just north of
the main square. Garn the Hammer (lawful good shield
dwarf commoner) manufactures the cheapest blades

in Ten-Towns, while his sister Elza (lawful good shield
dwarf commoner) sells adventuring supplies—including
rations, cold weather gear, ice picks, and snowshoes—to
fortune-seekers. Most of the veteran sellswords in Ten-
Towns disdain Garn’s smithcraft, due to the uninspiring
quality of his work. Jokes told about hapless newcomers
to Icewind Dale often end with the line “an’ 'e was carry-
ing a Blackiron blade, to boot!”

HOUSE OF THE MORNINGLORD
Shrine of Amaunator (god of the sun)

Located near Bryn Shander’s northeast market square,
this modest converted house serves as a gathering place
for worshipers of Amaunator, a god of the sun known
to take both male and female forms. A retired human
adventurer named Mishann (neutral good priest of Am-
aunator) runs the shrine and aspires to see the sun re-
gain its rightful place in the sky over Icewind Dale. She
calls Amaunator “the Morninglord,” a name that south-
erners use to describe Lathander, a god of the dawn and
rebirth. Mishann views Lathander as a usurper of Am-
aunator’s light and doesn't like it when people confuse
the two deities.

Copper Knobberknocker. Mishann rents her attic
to a pessimistic rock gnome tinkerer named Copper
Knobberknocker (chaotic good rock gnome acolyte
of Lathander), who begrudgingly helps with services



SreAKER DuvESSA SHANE

and chores. The two argue incessantly. Copper walks
around in a fuzzy suit and hood that he made himself;
although it’s quite warm, it makes him look like a
teddy bear.

If the characters talk to Copper, he tells them he's
worried about a friend named Macreadus, who is
conducting research at an old cabin in the wilderness
(see “Black Cabin,” page 116). He says that if the
characters find themselves nearby, he would appreciate
it if they looked in on Macreadus, who's trying to build a
device that could end the Frostmaiden’s eternal winter
and return summer to Icewind Dale.

THE NORTHLOOK
Inn and tavern

The Northlook is the establishment most frequented by
mercenaries and adventurers, and as such it’s the row-
diest and most dangerous place to stay in Bryn Shander.
At the same time, its taproom is the best spot in all of
Ten-Towns to get leads on profitable ventures, along
with the latest news and rumors.

Characters who hang out in the tavern are likely to
hear a rumor or two, which you can determine by rolling
on the Ten-Towns Rumors table (page 18).

The inn’s proprietor, a retired sellsword named
Scramsax (neutral human veteran), knows full well
the cycles of an adventurer’s life. He often cuts a break
for customers who are between jobs, allowing them to
stay here on credit and then presenting them with a bill
inflated by interest charges to be reckoned with as soon
as they make their next payday. Those who don'’t settle
their accounts discover that the old mercenary still
knows how to handle a blade, and that he doesn'’t take
“later” for an answer.

SHERIFF MARKHAM SOUTHWELL

OF’ Bitey. Stuffed and mounted on a plaque above the
hearth in the common room is a battle-scarred knuckle-
head trout named OI' Bitey, who pulled many a fisher
into the icy depths of Maer Dualdon before it was finally
caught by a human rogue named Kintyre and her com-
panion, a human druid who called himself the Maverick.
They hauled OI’ Bitey to the Northlook in the hope of
having it cooked for them, but Scramsax bought it from
them and had it stuffed instead. Years later, some prank-
ster wizard cast a spell on the stuffed fish so that it turns
and snaps at any creature that comes within 5 feet of it.
Occasionally, seemingly at random, OI' Bitey sings the
following verse instead:

There's a place [ like to go
Farther up the river’s flow;
Where it is, I do not know;
Must be under all that snow.

If a character has the Ring Hunter secret (see appen-
dix B), the signet ring that the character seeks might be
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in OI' Bitey’s gullet, though Scramsax won'’t let anyone
even handle the fish unless he’s well compensated, and
unless the deed can be done without ruining his trophy.
(The ring, if you decide it's here, is stuck in the fish’s
throat and can be retrieved without surgery.)

FoAMING MUGS

The characters can pick up this quest if they start the
adventure in Bryn Shander or shortly after they arrive in
town. It begins when the characters learn about a group
of shield dwarves who were forced to abandon a sled
loaded with iron ingots, which they were transporting
from the mines at the base of Kelvin’s Cairn. The ingots
belong to the Battlehammer clan and are stamped with
the clan’s iconic symbol, a foaming mug. The dwarves
ask the characters to retrieve the sled and deliver the
ingots safely to Blackiron Blades, for which each char-
acter will receive a gemstone as payment. Characters
who complete this quest also earn a 10 percent discount
on goods bought at Blackiron Blades—a little thank-you
from the establishment’s grateful owner.

Complications arise when goblins find the sled before
the characters do. The characters must either fight the
goblins or finagle the ingots from them using guile or
stealth. To further complicate matters, the goblins have
a wagon pulled by hungry polar bears. The bears aren’t
fussy about what they eat, so clever characters might
think to turn them against the goblins.
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GETTING THE QUEST

Three frostbitten shield dwarves approach the charac-
ters at the Northlook or in the snow-covered street:

Three stocky figures bundled in cold weather garb stum-
ble toward you. They have snowshoes slung over their
backs and ice picks fastened to their belts, and two of
them have thick beards. The third holds up a gloved hand
and says, through a thick wool scarfin a raspy voice,
“Well met! I'm Hruna, and these are my friends, Korux

and Storn. We need help, and you look capable.”

d

The three dwarves work in a mine located in the valley
at the base of Kelvin’s Cairn. This mine is owned and
operated by Clan Battlehammer, and it provides most of
the iron for the smithies in Ten-Towns.

The dwarves wear cold weather clothing. Only their
eyes are visible. Treat them as commoners who speak
Common and Dwarvish; being dwarves, they have dark-
vision out to a range of 60 feet and resistance to poison
damage. They carry ice picks (1d4 piercing damage)
instead of clubs. Each dwarf is briefly described below:

« Hruna speaks for the group in a voice made raspy by

years of smoking. She has lost her right ear and two
fingers to frostbite.




« Korux stares in silence and doesn'’t talk much. He has
lost three fingers, two toes, and his nose to frostbite.

. Storn has a terrible fear of white dragons and glances
nervously up at the sky as though he’s expecting one
to swoop down at any minute.

If the characters are interested in hearing what Hruna
has to say, she presents the quest:

“We're the survivors of a group of dwarves tasked with
delivering a sled of iron ingots to Bryn Shander. A yeti
surprised us and killed a member of our group. The rest
of us fled as the yeti tore Oobok limb from limb. Now

we need someone to go back and get the sled for us. As
payment, we offer each of you a gemstone worth fifty
gold pieces. The friendship of the dwarves of Icewind
Dale can also be a boon in these harsh times. You'll need

snowshoes to make the trip in good time.”

If the characters slay the dwarves and take the pouch
of gemstones that Hruna carries on her person (see
“Treasure” below), witnesses report them to the town
militia, leading to their arrest unless they flee Bryn
Shander at once.

Korux can cover the expense of equipping the party
with snowshoes if the characters are too cheap to pay
for the snowshoes themselves.

If the characters refuse the quest, the dwarves leave
in a huff and do not trouble the party again. They spend
a couple days searching in vain for others to help them
before returning home.

TREASURE

Hruna carries a sealskin pouch that holds six blood-
stones (50 gp each). Korux carries 15 gp in a yeti fur-
lined leather pouch. Storn carries a rusty iron lock (3
gp) as a good luck charm; he lost the key that opens it.

SEARCH FOR THE SLED

If the characters agree to complete this quest, Hruna
points them in the direction they must travel—straight
toward Kelvin’s Cairn. The sled lies halfway between
Bryn Shander and Kelvin’s Cairn, in the middle of
the tundra.

BLi1zZARD

When the characters get within a couple miles of the
sled, a blizzard sweeps down from the north and en-
gulfs them:

A blizzard descends on you, reducing visibility to twenty
feet. Kelvin's Cairn vanishes from view as the blowing

snow and howling wind engulf you.

Ask the players what their characters do during the
blizzard, which lasts for 2d4 hours. They can stop and
wait for the blizzard to pass, or they can press on. If they
don't stop and wait, they could lose their bearings and

veer off course—or worse, they could become separated
(see “Blizzards,” page 10).

OOBOK’S REMAINS
When the characters arrive at the location where the
dwarveswere forced to abandon their sled, read:

| You crest a snow-covered ridge and see a frozen, dis-

| membered corpse in the gully in front of you. Snow
covers some of the gory bits, but the headless torso and
severed limbs are visible. You see tracks in the snow all
around the corpse, and the telltale grooves in the snow

left behind by a sled that has been hauled away.

The corpse belongs to Oobok the dwarf. The yeti that
killed him ate his arms and most of his internal organs
before leaving with poor Oobok’s severed head. Both
Oobok’s tracks and the yeti’s tracks were erased by the
wind. The tracks that are present were left by goblins.

Characters who inspect the tracks around the corpse
can, with a successful DC 10 Survival (Wisdom) check,
determine that they are fresh (made in the past hour)
and belong to a half-dozen Small humanoids wearing
snowshoes. The trackslead south. Characters who fol-
low them for a half-hour catch up to the goblins, who are
hindered by the sled they’re hauling.

GOBLINS
When the characters find the goblins, read:

The creatures you've been following appear to be goblins,
based on their stature. All sixofthem groan, grunt, and
curse loudly as they haul the bulky sled toward what ap-
pears to be a twenty-foot-tall wagon parked in the snow.
Harnessed to this conveyance are two roaring polar bears

that don't look happy.

These goblins were rolling across the tundra when their
advance scout, a trained hawk, spotted the abandoned
sled. The one-eared goblin boss, Izobai, sent six gob-
lins forth to seize the sled and its cargo, while she and
two goblins stayed behind to guard the wagon and keep
an eye on the two polar bears that pull it.

At the start of the encounter, the characters are 120
feet behind the sled, and the goblins’ wagon is 120 feet
farther still. The goblins hauling the sled are too dis-
tracted to notice they're being followed, so the charac-
ters have surprise.

The sled weighs 300 pounds, and the iron ingots add
another 600 pounds of weight to it. A single goblin can
push or drag 240 pounds, so it takes at least four of
them to move the sled. If they come under attack, the
goblins take cover behind the sled and retaliate with
ranged attacks. On the goblins’ first turn in combat,
one of them blows a horn to alert Izobai, who climbs
to the roof of the wagon with a lit torch in one hand
and her hooded hawk perched on her other arm. From
this perch, she watches the battle unfold. If she spots
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enemies within 60 feet of the wagon, she orders the
two goblins inside the wagon to shoot arrows at these
enemies through gaps in the wagon'’s walls. These two
goblins have three-quarters cover.

If five or more goblins are killed, or if [zobai is killed
or captured, the remaining goblins are willing to nego-
tiate a truce, though it's up to the characters to initiate
the negotiations. The goblins are prepared to give up the
iron ingots in exchange for their lives and freedom.

The prolonged winter has made the goblins as miser-
able as everyone else in Icewind Dale. If the characters
act kindly toward the goblins, by offering them a blanket
or some other gift, the goblins give up the sled and the
ingots and allow the characters to be on their way. The
goblins hail from the fortress of Karkolohk (see page
140). Their job is to scour the tundra for food and trea-
sure, as well as creatures to enslave, but they are cold
and eager to return home.

Izobai fights only in self-defense. If defeat seems in-
evitable, she uses her torch to set fire to the wagon and
flees into the tundra with her hawk, her treasure (see be-
low), and any goblins in the vehicle. The wagon contains
goblin beds made of straw; they ignite quickly, turning
the vehicle into a raging inferno by the start of Izobai’s
next turn.

-

Freeing the Bears. A character who succeeds on a
DC 12 Wisdom (Animal Handling) check can approach
the polar bears without aggravating them and use an
action to free one of them from its harness. On a failed
check, both bears are hostile toward that character for
the rest of the encounter. A freed polar bear does not
attack the character who released it, but all other crea-
tures on the battlefield are fair game. It would sooner
eat a goblin than anything else, given how badly the gob-
lins have treated the bears. The goblins run away from a
freed polar bear as fast as they can.

Treasure. Izobai carries two potions of animal friend-
ship and a sealskin pouch containing 13 sp, 25 cp, and a
bone whistle (1 sp). The other goblins each carry 1d6 cp
in sealskin pouches.

CONCLUDING THE QUEST

Three hundred iron ingots are wrapped in thick burlap

and tightly secured to the sled with leather straps. Each
ingot weighs 2 pounds and is stamped with the foaming
mug symbol of the Battlehammer clan. Eachingotis
worth 5 sp to a blacksmith.

Once the ingots are returned to Hruna and then
delivered to Blackiron Blades in Bryn Shander, the
characters receive their promised rewards, including
the 10 percent discount on goods they buy at the shop
afterward.
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CAER-DINEVAL

In generations past, travelers to Caer-Dineval had to
follow the rocky shore of Lac Dinneshere until after
several hours they spied a small fortress (the “caer”
for which the town is named) jutting up from the
prominence where it overlooks the lake. A ferry out
of Easthaven made the arduous trek unnecessary for
merchants and other travelers, but the ferry was dis-
continued two months ago, cutting off Caer-Dineval
(and its eastward neighbor, Caer-Konig) from the rest of
Ten-Towns except by the overland route. Town residents
are furious that the ferry service has stopped, mainly be-
cause they have not received deliveries of mead from the
town of Good Mead, and the taverns have run dry.

As if things weren’t bad enough, the town’s harbor has
frozen over, and the town’s speaker, Crannoc Siever, has
taken to his bed and is apparently too sick to make pub-
lic appearances or press the Council of Speakers to get
the ferry from Easthaven running again.

CAER-DINEVAL IN A NUTSHELL
Friendliness %% Services % Comfort %

Available Quest. “Black Swords,” page 38.

Population. 100.

Leader. Speaker Crannoc Siever (lawful neutral hu-
man commoner) speaks for the townsfolk. Known
as a bully who shouts and uses theatrics to make his
point, he has reportedly been ill for months and rarely
makes public appearances nowadays.

Militia. Caer-Dineval can muster up to 25 soldiers (use
the tribal warrior stat block) and 2 veterans.

Heraldry. A crenellated stone watchtower (three mer-
lons, two crenellations) on a dark blue field, with a
horizontal red fish facing right beneath the tower,
representing the town'’s vigilance, harbor, and proud
fishing tradition.

Sacrifice to Auril. Food (see page 21).

Rivals. Caer-Konig, Easthaven.

OVERLAND TRAVEL

A snow-covered path leads from Caer-Dineval to the
Eastway. Other paths lead to Caer-Konig and Good
Mead. Travel times in the Overland Travel from
Caer-Dineval table assume that characters are on foot;
mounts and dogsleds can shorten these times by as
much as 50 percent.

OVERLAND TRAVEL FROM CAER-DINEVAL

To Travel Time
Bryn Shander 102 hours
Caer-Konig. 2 hours
Easthaven 9 hours
Good Mead 8 hours

LOCATIONS IN CAER-DINEVAL

Whether arriving “by land or by lac,” visitors are im-
mediately confronted by the fortifications for which the
town is famous: its clifftop fortress, known as the Caer,

and the ruined watchtower at the mouth of the frozen
harbor. Most of the town's buildings, which date back

to the town’s Cormyrean founders, line the path that
winds down the steep slope from the Caer to the harbor,
whose docks are perched on the rocky shore. Notewor-
thy places in town are marked on map 1.3, and map 1.4
shows the floor plan of the Caer.

THE CAER
Castle residence o f the town speaker

This small castle was built over four hundred years ago
by the Dinev family from Cormyr, before Ten-Towns
existed as anything more than a few scattered camps
of explorers living off the land. The Dinevs hoped to
claim sovereignty over the unsettled lands of Icewind
Dale. When the castle, dubbed Caer-Dineval, was com-
pleted, the workers and their families settled in the
outbuildings they had constructed farther down the
cliff, along with the families of the retainers the Dinevs
had brought with them. Over the next few years, many
explorers in the region came to see the Caer for them-
selves, and some built cottages in the shadow of its
walls. No sooner had the small town taken hold than
marauding orcs swept down from the tundra to put it
to the torch. The town’s residents tried to take refuge in
the castle, but the Dinevs, alarmed by the size of the orc
horde, barred the gates and refused to open them. The
orcs fell upon the stranded people and slaughtered them
to the last one. The Dinevs survived the initial assault,
but not the siege that followed. After three weeks of be-
ing confined in the Caer, the Dinevs were so weakened
by hunger that they were unable to resist when the orcs
scaled the castle walls. Thus, the Dinev family’s brief
rule in Icewind Dale came to a bloody end.

The Caer remained in the orcs’ possession for several
years, until they were driven out by a small army of
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human settlers from other parts of the dale who banded
together. The victors claimed the castle and its lands,
and those with families brought them here to settle.
Their descendants live here to this day and keep alive
the memory of their ancestors’ deeds.

Today, the keep is the residence of the town speaker,
Crannoc Siever, who recently made the mistake of open-
ing his doors to the Knights of the Black Sword. This
group consists of people from all walks of life who owe
their lives to the archdevil Levistus (see “Black Swords”
below for detailed descriptions of the castle and the cult
of Levistus).

DINEV’S REST
Closed inn

At the south end of town is Caer-Dineval’s inn, a drafty
old building with boarded-up windows and a crooked
weathervane shaped like a rearing dragon. The place
has been out of business for almost a year.

Six duergar hide inside the ramshackle inn and re-
main out of sight until Xardorok’s chardalyn dragon
attacks the town (see chapter 4).

THE UpHILL CLIMB
Tavern

This tavern is situated northwest of the Caer, where it of-
fers a spectacular view of the lake and the frozen docks.
The Climb serves hot chowder but is all out of beer and
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spirits, which might explain why locals don’t frequent
the place as much as they used to. The proprietor, a rug-
ged middle-aged man named Roark (lawful good human
commoner), blames the cursed winter and the closing
of the Easthaven ferry for his business woes. Although
he has spare rooms with empty beds, he claims to have
no available guest accommodations. If adventurers are
looking for a place to rest, he suggests that they try

the Caer. Roark can't guarantee that Speaker Crannoc
Siever’s attendants will welcome them with open arms,
given how sick the speaker has been of late.

Roark and some of his patrons know something is
amiss in the castle, but they refrain from talking about
it. Roark figures that if he steers adventurers toward the
castle, they'll figure out what's going on by themselves.

BrLAcCK SWORDS

The characters don't get this quest in the customary
way, which is to say that the residents of Caer-Dineval
aren’t counting on adventurers to help them. The quest
falls into the party’s lap if the characters decide to visit
the Caer. Here are a couple reasons why the characters
might go there:

« Looking for a good night's rest in Caer-Dineval, the
characters are directed to the castle by Roark or some
other NPC.

« Asadstory told by Cora Mulphoon, the proprietor of
the Buried Treasures inn in Bremen (see page 27),
mightspur the characters into searching the castle for
her missing son, Huarwar.

Crannoc Siever, the town speaker, resides in the
castle and is also a prisoner. Devil-worshiping cultists
calling themselves the Knights of the Black Sword have
taken over and confined Crannoc to his quarters while
spreading stories about the speaker’s ill health to con-
ceal their presence and restrict access to the castle. The
cultists keep the speaker alive in case they need him to
make a public appearance. They can also use him as a
hostage if the Ten-Towners take up arms against them.
These devil worshipers keep a low profile while seeking
out new members to join their ranks.

KNIGHTS OF THE BLACK SWORD

The Knights of the Black Sword are a secret society of
cultists devoted to Levistus, the archdevil who rules Sty-
gia, the sixth layer of the Nine Hells, from the confines
of an ice prison from which he cannot escape.

Most of the cultists are Icewind Dale natives who
would have perished in the wilderness had Levistus
not intervened on their behalf. The cultists’ stories are
all the same: the archdevil reached out to them in their
minds as they were freezing to death, offering a second
chance at life in exchange for their absolute devotion.
After they agreed to follow Levistus, a pale glow caught
their eye in the snow nearby, leading to the discovery of
a sword-shaped amulet of chardalyn. Each of these am-
ulets has an inner radiance that provides warmth and
aid, protecting its wearer against the cold while guiding
them safely back to civilization. Once its wearer reaches
Ten-Towns, the talisman loses its inner radiance, yet
the cultists keep their amulets as signs of their devotion
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to the archduke of Stygia (see the “Chardalyn Amu-
lets” sidebar).

The Knights of the Black Sword have members
scattered throughout Ten-Towns. They welcome new
members and answer to Levistus, who speaks to them
infrequently using a powerful form of cross-planar te-
lepathy. Levistus has recently called upon them to help
another of their master’s disciples—an albino tiefling
wizard named Avarice—achieve her goals. Even though
they find her demanding and difficult to live with, they
dare not defy her.

Levistus has warned the Knights of the Black Sword
that duergar are plotting the destruction of Ten-Towns.
He believes the duergar are acting on behalf of Asmo-
deus, the Lord of the Hells and his infernal jailer, but
has not shared this information with the cult. The cult’s
oldest living member, Hethyl (a peg-legged shield dwarf
who has lost her right foot to frostbite), hates duergar
as most dwarves do. She has convinced the other cult
members to forge alliances with anyone willing to op-
pose the duergar, including stray bands of adventurers.

The Caer serves as the cult’s headquarters. The
cult’s presence is the worst-kept secret in Caer-Dineval,
though few locals ever speak of it.

GAME STATISTICS

The Knights of the Black Sword are lawful evil cultists
and cult fanatics who speak Common and Infernal.
They have the following additional trait:

Icy Doom. When the cultist dies, its corpse freezes for 9 days,
during which time it can’t be thawed, harmed by fire, animated,
or raised from the dead.

CuLT BEHAVIOR

The Knights of the Black Sword take orders from Le-
vistus, who speaks to them telepathically. The contact
is one-way only, although a vainglorious tiefling cult
fanatic named Kadroth falsely claims to have the arch-
devil’s ear.

The cultists shun contact with outsiders and, posing
as members of Speaker Crannoc’s staff, turn away all
visitors to the castle. If the time is right, however, they
welcome the characters with open arms. That time
i | .

CHARDALYN AMULETS

The chardalyn amulets worn by the Knights of the Black

Sword have been corrupted by the magic of Levistus. A

detect evil and good spell or similar magic reveals that the

amulets are desecrated objects.
Each day at dawn, roll a d6 for each chardalyn amulet in’

a character’s possession. On a roll of 1, the character must

succeed on a DC 10 Charisma saving throw or become

lawful evil, unless the character has that alignment already.

Take the character's player aside to describe how the player

should roleplay the new alignment. A lawful evil character

craves power and tries to exert control over others, by
being either cruel or manipulative.

The alignment change can be undone by any magic that
ends a curse, but after nine days, it can be reversed only by

a wish spell or divine intervention.

CHAPTER 1 | TEN-TOWNS 39



40

comes when Levistus instructs the cultists, in no uncer-
tain terms, to form an alliance with the party. For that to
happen, one of the following statements must be true:

- One of the characters has the Runaway Author secret
(see appendix B).

« The characters found and killed the group of duergar
hiding in Dinev’s Rest (see page 38).

- The characters meddled in the affairs of Nildar Sun-
blight (see “The Unseen,” page 47) or his older
brother, Durth (see chapter 2).

Once the cultists are told that the characters’ goals
align with theirs, they will do everything in their power
to make the characters feel safe and happy, short of
giving up their stronghold and their leverage over
Speaker Crannoc.

Levistus tells the cultists to terminate the alliance if
one of the following events comes to pass:

« The characters attack any member of the cult other
than Kadroth, whom Levistus secretly despises.

+ The characters harm Avarice, the albino tiefling
wizard, or inhibit her efforts to plunder the lost city
of Ythryn.

- The characters give up their fight against the duergar
menace threatening Ten-Towns.

GETTING INTO THE CASTLE

The characters need not wait for an invitation to enter
the castle. They can make their way inside using any
number of stratagems, including the following:

« The characters can ambush one or more cultists as
they leave the castle on cult business, then use the
cultists’ amulets and garb to fashion disguises for
themselves.

- With the aid of climbing gear or magic, the characters
can scale the castle walls seen or unseen.

« The characters can use a charm person spell or simi-
lar magic to convince a cultist to let them inside.

APPROACHING THE CAER

When the characters first approach the castle, read:

A sturdy, stone castle devoid of warmth and ostenta-
tion squats atop the cliffs overlooking the town and the
frozen harbor. Warding the castle entrance are thick,
battle-hardened wooden doors. Four cylindrical guard
towers have wind-worn flags bearing the town's heraldry
fluttering above their tiled, conical roofs. These towers
are connected by icy battlements and parapets. Atop the
castle walls and within the guard towers, torches flicker.

GENERAL FEATURES

The snow-covered ground outside the castle is 10 feet
lower than the castle’s courtyard. Thus, the battlements
and parapets that top the outer walls appear 20 feet
high from the outside and are 10 feet high on the inside.
Icy stone steps at either end of the courtyard climb to
the tops of these walls, which are unmanned. Arrow
slits in the outer walls of the guard towers and central
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keep provide three-quarters cover to those standing
behind them.

Most of the castle is lit by torches regardless of the
time of day. Doorsinside the castle aren’t locked unless
the text states otherwise.

CASTLE DEFENDERS

The castle’s relatively small size makes it possible for
one cult member to sound the alarm simply by yelling.
If an alarm is raised, the following cult members are
tasked with defending the castle:

« Twelve cultists of various races and genders, who nor-
mally reside on the ground floors of the guard towers
(area C4).

- Two cult fanatics (a human named Huarwar Mul-
phoon and a tiefling named Fel Suparra), who nor-
mally guard the gatehouse (area C6).

CAER LOCATIONS

The following locations are keyed to map 1.4.

Cl. MAIN GATE

Two lowered iron portcullises and two sets of closed
wooden doors seal off the castle. The gatehouse (area
C6) holds the mechanisms that raise and lower the
portcullises as well as open and close both sets of
doors. Knock spells and similar magic can bypass these
barriers, which otherwise require siege engines to

force open.

Gate Guards. Characters who stand outside the main
gate and announce their arrival can speak to the guards
in the gatehouse. Unless Levistus has told them to do
otherwise, they deny the characters entry, declaring
that “Speaker Crannoc Siever is too sick to entertain
guests!” If the characters claim to have one or more
healers among them, the guards respond, “Speaker
Crannoc Siever has no need for your heathen rituals!”

C2. SNowy COURTYARD

Footprints in the snow lead to various doors along this
courtyard's perimeter, including a tall double door to
the keep, with its unwelcoming row of arrow slits and
barred windows on the upper floor. To theeastofthe
double door is a small, single-story building with a
slanted, snow-covered roof. West of the double door are
two unused merchant stalls with torn canopies. Tucked
under some icy stairs in the northwest corner is a slen-
der wooden hut with a crescent moon carved into its

flimsy door.

The hut is an outhouse, currently empty. Many tracks
lead to and from it.

C3. KENNEL AND SLED STORAGE

Six friendly sled dogs (use the wolf statistics) are
housed inside this kennel. Theybark loudly whenever
someone approaches within 10 feet of the door. The
cultists can hear the barking but choose to ignore it.
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A dogsled is stored here, along with the dogs’ har-
nesses and reins.

Kennel Boy. Sleeping among the dogs is an eight-
year-old Calishite youth named Alassar Sulmander
(neutral human noncombatant). He was found stowing
away inside a crate of supplies that was delivered to the
castle over a month ago and now does menial chores
for the cultists. Alassar knows the layout of the castle
(levels 1 and 2), and he can be coerced or bribed into
helping the characters. He can move about the castle
without drawing suspicion.

C4. GUARD TOWERS

The lower level of each tower contains three cultists at
rest. The furnishings on this level include six wooden
cots with furs and matching footlockers (where the cult-
ists keep their cold weather clothing). A copper brazier
full of hot coals is situated in the middle of the room.
Protruding from the brazier’s base is a bellows that can
be pumped to reheat the dying coals.

A wooden staircase hugs the outer wall as it climbs to
the second level, which is unfurnished. Gusts of wind
enter through the arrow slits on this level.

Northwest Tower. This tower has two additional fea-
tures on its ground level: a stone trapdoor in the floor,
beneath which is a ladder that descends to area C16,
and a secret passage to the speaker’s office (area C9).
The secret door is spotted automatically by any charac-
ter who examines that section of wall.

C5. ARMORY

In the middle of this small room is a rack of twenty
spears, and resting against the back wall is an unlocked
wooden chest containing six flasks of alchemist's fire.
Hanging from hooks on the walls are eight longbows
and eight quivers. Each quiver holds fifty arrows.

C6. GATEHOUSE

This chamber is equipped with a system of wheels that
raises the portcullises and opens the outer sets of doors.
In the middle of the floor are murder holes through
which arrows can be shot or alchemist’s fire can be
poured. The south wall has a row of five arrow slits

built into it.

Two wooden cots covered with furs are in the north-
east corner of the room. Of the two cult fanatics sta-
tioned here, one stands guard while the other sleeps.
These individuals are briefly described below:

« Huarwar Mulphoon is a brooding, pessimistic human
in his late twenties, the son of Cora Mulphoon (see
“Buried Treasures,” page 27).

. Fel Suparrais a tiefling. She has darkvision out to
arange of 60 feet and resistance to fire damage. As
Huarwar’s friend and mentor, she’s the one most
responsible for tearing him away from his mother and
pushing him up through the ranks of the cult.
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KADROTH

C7. GREAT HALL

The double door leading to the courtyard (area C2) can
be sealed shut with a huge crossbar. It takes an action to
slide the crossbar into place or retract it.

4 q
This once-grand hall is dimly lit by chandeliers that are
missing most of their candles. Three long tables in the
center of the hall are littered with dirty dishes, which a
young tiefling servant is slowly collecting.

A stone staircase ascends to a pair of twenty-foot-
high balconies that hug the walls. On the north landing,
directly across from the main entrance, hangs a banner
depicting the town's heraldry: a stone watchtower on a
dark blue field, with a horizontal red fish facing to the

right under the tower.

The servant is a fourteen-year-old tiefling noncombatant
named Mere, whom Kadroth found begging for food in
Bryn Shander. Mere is frightened of Kadroth and would
like to get out from under his thumb but can’t figure out
how. The servant knows the layout of all levels of the
castle but can’t be coerced or bribed into helping the
characters until Kadroth is no longer a concern. Mere
can move about the castle without drawing too much
suspicion but trembles in Kadroth’s presence.
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Mere knows about the cult’s allegiance to Levistus
and its animus toward the duergar. Mere has also met
the albino tiefling wizard who has made a lair for herself
in the cistern (area C22).

C8. SPEAKER’S DEN

This well-appointed sitting room is where Crannoc
Siever used to meet with visitors, whether distinguished
guests or concerned townsfolk. Comfortable furnish-
ings abound, and the cultists keep a fire burning in

the hearth.

Standing outside the door to the speaker’s office
(area C9) is a sadistic little klutz (human cultist) named
Thoob, whose job is to serve at Kadroth’s beck and call.
It's a mostly thankless role that comes with a mountain
of verbal abuse. The only time Thoob feels rewarded
is when Kadroth orders him to relay instructions to
another cultist, in effect empowering Thoob to boss
around others in Kadroth’s name.

C9. SPEAKER’S OFFICE

Kadroth is a paunchy, lawful evil tiefling cult fanatic
who has darkvision out to a range of 60 feet and re-
sistance to fire damage. From this usurped office, he
coordinates all cult activities in Ten-Towns. It’s a role he
carved out for himself by asserting that he'’s tight with
Levistus. He rules the roost by sheer force of personal-
ity, though it chafes him that Hethyl Arkorran (see area
C13) has more respect and influence within the cult.
Kadroth doesn’t involve Avarice (see area C21) in cult
affairs because he fears her spellcasting ability and her
connection to the Arcane Brotherhood. She could take
over the cult anytime she wanted, and Kadroth doesn't
want to give her any reason to do so.

For all his political machinations, Kadroth is a vision-
ary who has so far made the cult stronger through his
actions and decisions. He spends hours behind his desk,
staring into the burning fireplace and drawing inspira-
tion from its crackling flames. The slightest disturbance
upsets him.

Kadroth appreciates the wisdom of maintaining the
illusion that Speaker Crannoc Siever is still in charge,
if only to keep Caer-Dineval’s townsfolk from becoming
restless. Thus, when necessary, Kadroth has the town
speaker brought to his office to sign official documents.

Ring of Keys. In addition to his weapons and cult
regalia, Kadroth carries a ring of keys that can lock or
unlock every interior door in the castle.

C10. SERVANTS’ QQ UARTERS
This room is for servants to rest, bathe, and clean their
uniforms, and the furnishings reflect as much. After tak-
ing over the castle, the cultists imprisoned most of the
speaker’s servants (in area C24) because they couldn’t
be trusted, retaining only the cook (see area C11).
Mere, the cult’s tiefling servant (see area C7), sleeps
here as well.

Supplies. Against the west wall are three crates of
torches next to a large, stacked pile of cut wood.



Cll. KITCHEN

This kitchen reeks offish. it is furnished with stone ov-
ens, a fireplace for roasting skewers of meat and boiling
soups, and wood-block countertops. A portlycook busies
himself at a table while a kettle belches steam over a fire
in the hearth. A kennel by the door holds a pair of goats.

The two goats are harmless and will eat just about any-
thing. The cook, a human named Karou Salafan (neu-
tral good human commoner), was not replaced by the
cultists because he knows fifty different ways to cook
and prepare knucklehead trout. Although he has some
knowledge about the affairs of the keep, he doesn’t want
to know about any shady business, so he keeps his head
down and his lips shut tightly.

C12. KADROTH'S BEDCHAMBER

A large, gilded mirror covering most of the east wall is
what made Kadroth want this room for himself. Other
furnishings include an ornately carved wooden table
and chair, where Kadroth takes his meals. Kadroth'’s
black cat, Touche, is the chamber’s sole occupant,
although Mere (see area C7) routinely checks on the fire
to make sure the room stays warm.

C13. SOOTHSAYER'S RooM

A chilly draft wafts through this bedroom despite a
roaring fire in the hearth. Bundled under a thick quilt
and seated in a squat rocking chair in front of the fire is

a venerable dwarfwith a wooden peg where her right
foot should be. Next to her, on a small table, is a plate of

food. “I've been dreading this moment,” she says.

The shield dwarf in the rocking chair is Hethyl Arkor-
ran, a noncombatant. She is the cult’s soothsayer and
oldest member—too old, in fact, to harm anyone. On the
plate next to her is a knucklehead trout fillet topped with
goat’s milk. Hethyl won't touch it, because she’s sick to
death of trout.

Hethyl is a heartless creature—not cruel out of spite,
just blunt in a mean, uncaring way. She doesn't hide the
truth or mince words, and she knows her soul is going
to the Nine Hells when she dies. She also sees glimpses
of the future, which means she’s rarely shocked by
what happens around her. These revelations have kept
the cultists one step ahead of their enemies for a long
time, but Hethyl's health is failing, and there’s nothing
that can be done for her given her age. She considers
Kadroth a worthy leader but lost his respect when she
told him that Levistus hates his guts. Kadroth has tried
hard to forget that conversation and looks forward to the
day when Hethyl drops dead.

Hethyl has foreseen her doom. She dies of natural
causes immediately after sharing the following informa-
tion with the characters:

¢ q

HETHYL ARKORRAN

- Xardorok Sunblight, a duergar warlord, will conquer
Icewind Dale unless the characters defeat him.
Xardorok has a fortress on the surface, hidden in

the Spine of the World. It contains, among other

things, a forge powered by the still-beating heart of a

red dragon.

« Xardorok has a plan for the systematic destruction of
Ten-Towns, which the characters can discover if they
search his fortress.

« The characters will die if they face Xardorok too soon.
They must test their mettle against the horrors that
haunt the farthest reaches of Icewind Dale before they
can hope to survive the perils of Xardorok'’s fortress.

Cl4.. SPEAKER’S BEDCHAMBER

> :
This room is immaculately furnished. It has all the trap-
pings of a royal bedchamber, including a soft bed, warm
quilts, elegant tapestries, and a gilded chamber pot. Bars
over the windows dispel the air of luxury somewhat, as

does the guard standing just inside the door.

A human cultist named Yajath has the unenviable task
of guarding Speaker Siever and making sure he doesn’t
leave this room. Once the characters deal with Yajath,
they can reckon with the town speaker:
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Squatting in the far corner of the room is a pale man
wearing a nightgown. He has an unkempt beard and
seems hard at work filling a chamber pot. “Perfect tim-
ing,” he says, his voice dripping with sarcasm.

Speaker Crannoc Siever (lawful neutral human com-
moner), a 49-year-old unmarried man, has been under
house arrest for the past two weeks. Although he’s not
the picture of good health, he's not deathly ill, as the
cult’s propaganda would have others believe. The only
time Crannoc is permitted to leave this room is when
Kadroth needs him to sign paperwork in area C9.

The cultists slew the speaker’s guards but are keeping
his servants alive. Crannoc has been warned to behave
himself, lest his servants pay the ultimate price. He
doesn’t know where the servants are being held, but he
knows the cook is still making meals. He suspects the
restare being kept in the cistern under the castle.

Crannoc won't be happy until he regains control of the
castle and his captors are punished for their crimes. He
has little to sayabout his captors, since they don’t share
information with him:

« His captors arrived under false pretenses, claiming to
be neutral arbiters employed by the Council of Speak-
ers to help Caer-Dineval resolve its fishing disputes
with Easthaven and Caer-Konig.

« The one calling the shots is a tiefling named Kadroth,
who answers to someone named Levistus.

C15. OLDp LIBRARY

This room was set on fire years ago and never repaired.
Evidence remains of floor-to-ceiling shelves along the
walls. A draft issues from a darkened fireplace, stirring
the cobwebs around it.

Caer-Dineval’s founders, the Dinev family, brought with
them an extensive collection of rare books. That collec-
tion, stored here, was burned by orcs when the castle
was sacked many years ago. The room has not been
used since.

Cl16. UNDER THE CASTLE
If characters peer down through the open trapdoor in
the northwest guard tower, read:

A wooden ladder clings to the west wall, held in place

with iron brackets. The ladder descends twelve feet to a
hall made of mortared stone lit and heated by four sput-
tering torches. Extending from the east end of the hall is
a water-filled cistern. A small rowboat is tied off near the

water’s edge.

A 5-foot-wide, 8-foot-high passage in the north wall
leads to area C17. For more information about the cis-
tern and the rowboat, see area C18.
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C17. CoLD STORAGE

This room is empty except for four sheet-wrapped bodies
lying side by side on the floor.

The bodies are the remains of four cultists (three hu-
mans and a halfling) who were killed by the speaker’s
guards during the hostile takeover of the castle. The
ground is too frozen to bury them, so they're being kept
here in cold storage.

Old furniture used to be kept here, but it has long
since been smashed to kindling and burned for heat.

C18. WEST CISTERN

Stone steps descend into the icy water that partially
floods this twenty-foot-wide, arched tunnel, which con-
tinues eastward into darkness. The roofarches twelve
feet above the water, which is eight feet deep. The row-
boat tethered at the water’s edge looks safe to use.

Any character who gives the frigid water more than a
passing glance can see swollen, half-frozen bodies near
the bottom, weighed down by their chain shirts. There
are six human corpses and six dwarf corpses in all—the
remains of the castle guards killed by the cultists.

A 5-foot-wide, 8-foot-high passage cuts into the north
wall 20 feetbeyond the rowboat, leading to area C19. A
similar passage farther east leads south to area C20.

Eastern Door. At the eastern end of the cistern is a
10-foot-square, 2-foot-thick, half-submerged slab of blue
marble that blocks access to area C23. This slab is far
enough away that characters won't see it with torches
or darkvision unless they move farther into the cistern.
The lever that lowers and raises this gate is in area C22.
The gate can also be opened with a knock spell or sim-
ilar magic.

Rowboat. This boat comes with two oars and can
hold two Medium characters plus their gear.

C19. STORAGE

Characters can use the rowboat to reach this area, the
floor of which is above the water level in the cistern
(area C18). A harmless rat chews through the corner
of a sack of grain lying on the floor. This room is other-
wise empty.

C20. SHRINE TO LEVISTUS

Frost covers the floor of this dark, fifteen-foot-square
room. To your left and right are narrow tunnels, and
across from the entrance stands an eight-foot-tall pillar of
ice with a horned, pale-skinned, humanoid figure trapped
inside it. The pillar is wrapped in black chains, and the
wall behind it is covered with brown fungus.




The figure in the pillar is a wooden mannequin painted
and dressed to resemble the archdevil Levistus. The
mannequin was encased in ice, which was chiseled into
a pillar shape and wrapped in chains. The ice is kept
frozen at all times by the 10-foot-square patch of brown
mold growing on the wall behind it (see “Brown Mold”
in the Dungeon Master’'s Guide). Any creature that
touches the pillar of ice is close enough to the brown
mold to be harmed by it.

Any character who succeeds on a DC 10 Intelligence
(Religion) check can guess, correctly, that the cultists
use this frozen, chain-wrapped effigy as an altar.

C21. AVARICE’S QUARTERS

This room is the private quarters of an albino tiefling who
sits at a small desk in the dark, writing in a book with
white leather covers. An ink-black crow perches on one of
her horns and seems to read along with her scrivening.
Without taking her eyes off the page, she says to you,
“Get out.”

Other furnishings in this former storeroom include a
red rug, a narrow bed, and a freestanding mirror in a
wooden frame, none of which are remarkable.

The albino tiefling is a member of the Arcane Brother-
hood named Avarice (see appendix C). The raven is her
familiar, Skelm. Levistus sent a telepathic message to
Avarice, urging her not to antagonize a certain party of
adventurers until they've helped her reach her goal: the
lost Netherese city of Ythryn. Realizing that the charac-
ters are the ones Levistus warned her about, she tries to
be as hospitable as possible but won't discuss why she’s
here or what she's after.

If she no longer feels safe in the castle, Avarice leaves
without a fight. (There are plenty of other places in Ten-
Towns where she can make herself comfortable.)

Avarice’s two gargoyles, Gargle and Gurgle, are not
present. She recently sent them to spy on her wizardly
rivals. Avarice can speak to her gargoyles telepathically,
thanks to her Rary’s telepathic bond spell, and orders
them back to the castle as soon as the characters con-
front her. If the characters slay or capture Avarice, the
gargoyles attack them as they leave the keep.

Treasure. Avarice keeps her staff of frost within easy
reach. When she’s not writing in her spellbook, she
sticks it in a fur-lined satchel. See Avarice’s description
in appendix C for more information about the spellbook.

C22. IRON LEVER

This unlit room is empty except for an iron lever that
protrudes from an iron plate embedded in the north
wall. This lever raises and lowers the blue marble slab
that seals off area C23.

C23. EAST CISTERN

The dark cistern continues for another 40 feet beyond
the blue marble slab. The water in this part of the cis-
tern is thankfully free of half-frozen corpses. A narrow
tunnel carved into the north wall leads to area C24.

C24. PRISONERS
After the cultists took over the castle, they trapped most
of the servants in this area.

A five-foot-wide, eight-foot-high tunnel leads to a dark,
cold room that reeks of filth.

Five of the speaker’s servants (unarmed human com-
moners) have been trapped here by the cult for the past
two weeks. All of them are malnourished, since the cult-
ists feed them only once every few days. The servants
are briefly described below:

Lanthis Alderdusk is Speaker Crannoc’s 64-year-old
assistant, notary, and scribe. He's feisty and spry
for his age.

Elprekt Norbrav is the effete, tall, skeletally thin,
55-year-old butler.

Mylbara Norbrav is Elprekt’s stout, 45-year-old wife
and the speaker’s Dwarvish translator.

Tam Sharf, a mute, 30-year-old petty thief wanted for a
murder in Luskan, is the speaker’s housemaid.

Dassir Ravenscar is the speaker’s shy, 25-year-old
dogkeeper.

These servants have decided to mount a prison break.
When they hear the blue stone slab open in area C23,
they hide. If the characters make their identities known
before entering the room, the servants come forward
and plead with the characters to free them. Otherwise,
the servants try to ambush the first character to enter
the room. They roll initiative as a group and make one
grapple attempt only, with advantage on the d20 roll.
(Apply no modifiers to the roll.) If they fail to grapple the
character, they scurry to the far corners of the room and
huddle in defeat.

OUTCOME: DARK ALLIANCE

Characters who forge a friendly relationship with the
Knights of the Black Sword can use the Caer as a base
of operations, coming and going for as long as this dark
alliance lasts. The northeast guard tower is set aside for
them to stay in. Avarice tries to minimize her contact
with the party during this time; meanwhile, her gar-
goyles take shifts atop the southwest guard tower, from
where they can watch the characters come and go.

OUTCOME: ROUTING THE CULTISTS

If the characters rout the cultists and release Speaker
Crannoc Siever, the speaker asks them to call out the
town militia so that the castle can be refortified. Hence-
forth, the speaker lets the characters rest at the castle
whenever they need to. His home is their home, so to
speak. Characters will quickly learn that the speaker is
a blowhard and firebrand who enjoys living like a king
behind his castle walls.

Without their leaders, Kadroth and Hethyl, the
Knights of the Black Sword are rudderless until Avarice
finally steps up to fill the power vacuum. The characters
are doomed to cross paths with the cultists again in
chapter 8.
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CAER-KONIG

The white, snow-covered slopes of Kelvin's Cairn loom
large behind this quiet lakeside town. Caer-Konig
started as a camp for a group of mountaineers from the
northern Moonsea region. As the camp grew, a wooden
palisade was added to discourage raiders. Later came
the stone castle of Caer-Konig. Alas, neither the palisade
nor the castle fared well; both fell to orcs before falling
into ruin.

Caer-Konig as it is known today consists of terraced
rows of houses that recede from the shore of Lac Din-
neshere like the tiers of an amphitheater. The harbor is
frozen, its docks skewed and broken by the shifting ice.
Buried under the snow on the slopes above the last row
of houses are the ruins of the Caer that gave the town
its name—a reminder to the people of Caer-Konig that
nothing lasts in this corner of the world.

Travel to and from this remote town was expedited by
the ferry that ran out of Easthaven, but with the ferry
shut down, Caer-Konig is completely cut off by moun-
tains, lake, and snow. Forced to live on what they can
haul out of the iced-over lake, the people of Caer-Konig
are bitter and angry. They believe that the rest of Ten-
Towns has abandoned them. The only thing that keeps
the townsfolk from leaving is the beer at the local tav-
ern, which never seems to run out.

As if things weren’t bad enough, the town has suffered
several mysterious break-ins recently, with no evidence
of the intruders except dwarven boot tracks in the snow
leading north. Since there are no known settlements
in that direction, the townsfolk assume that Auril’'s
everlasting winter has taken its toll on the dwarves of
Kelvin’s Cairn, forcing them to come down from the
mountain in search of food or beer. In truth, the town is
beset by invisible duergar searching for chardalyn.

The town speaker, a heavy-drinking dragonborn
named Trovus, patrols at night to keep an eye out for
trouble. In his inebriated state, however, Trovus is prone
to wandering out onto the icy lake or passing out on the
ramshackle docks, and he almost never remembers his
nightly patrols once his head clears.

CAER-KONIG IN A NUTSHELL
Friendliness %% Services %% Comfort % %%

Available Quest. “The Unseen,” page 47.

Population. 150.

Leader. Speaker Trovus (neutral good silver dragon-
born veteran), a retired adventurer, represents the
town. Trovus won over his fellow townsfolk with his
brawn and good humor, though he’s tooblunt to be a
good politician and drinks too much.

Militia. Caer-Konig can muster up to 25 soldiers (use
the tribal warrior stat block) and 2 veterans.

Heraldry. A white fish silhouette rising from the center
bottom of a dark blue field, which has a white border
on all sides but its bottom. The fish signifies the local
fishing trade, and the broken border represents the
snow and the harbor surrounding the town.

Sacrifice to Auril. Food (see page 21).

Rivals. Caer-Dineval, Easthaven.
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OVERLAND TRAVEL

A three-mile-long, snow-covered path links Caer-Konig

to the neighboring town of Caer-Dineval. Characters on
foot can walk this path in 2 hours; mounts and dogsleds
can shorten this time by as much as 50 percent.

LOCATIONS INNQAER—KQNIG

The following locations are marked on map 1.5.

Hook, LINE, AND SINKER
Tavern

This tavern owes its popularity to the free half-pints of
ale that the proprietor, Eglendar “Glen” Korr (neutral
good half-elf commoner), keeps on the table by the front
door. He presses one into the hand of every person who
stops by (the hook), which compels most of them to stay
to order seconds and thirds (the line). The “sinker” part
of the tavern’s name refers both to the last drink call of
the night and—when locals challenge visitors to a drink-
ing contest—to the last drink that sends a losing contes-
tant under the table.

Glen gets his ale from the dwarves who live in the
valley at the foot of Kelvin's Cairn, and he pays Jarthra
the dwarf (see “Frozenfar Expeditions” below) to fetch
it for him.

FROZENFAR EXPEDITIONS
Adventuring outfitter

Run by a seasoned ranger named Atenas Swift (neutral
good human scout), this shop sells adventuring gear.
Attached to the shop is a locked wooden shed where
Atenas stores a pair of dogsleds and a kennel where he
keeps a dozen healthy sled dogs (use the wolf stat block
to represent them). Six dogs are enough to pull each
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sled. Helping Atenas run the shop is an experienced
mountain guide named Jarthra Farzassh (lawful good
shield dwarf scout). The two have an excellent rapport,
mixed with some competitive ribbing.

Age has caught up with Atenas. He can feel the cold in
his joints and ventures out less frequently than he once
did. Nowadays, he prefers to stay indoors while offering
Jarthra's services as a wilderness guide.

THE NORTHERN LIGHT
Inn

The inn gets its name from a magic lantern that once
hung above the frontdoor. An invisible duergar stole
it recently, depriving the establishment of some of
its charm.

The inn is kept by the Shorard sisters (neutral good
human commoners). The younger, Allie, is lithe and
charming; she greets guests and does all the cleaning.
The older, Cori, is stout and scowling; she sees to the
inn’s provisioning and handles all the cooking. The
sisters cast baleful glances at one another and bicker
behind closed doors, but nothing ever comes of their
feuds, as evidenced by the fact that they've been running
the inn together for more than a decade.

THE UNSEEN

The characters can pick up this questif they start the
adventure in Caer-Konig or when they arrive in town. [t
begins as the characters enter the quiet village, which is
being tormented by invisible thieves.

Led by Xardorok Sunblight’s younger son, Nildar, in-
visible duergar are searching Caer-Konig for chardalyn,
bringing whatever interesting things they find back to
their outpost on the side of Kelvin's Cairn. It's up to the
characters whether they help the people of Caer-Konig
restore their stolen valuables, or confront the duergar
for their own personal gain.

GETTING THE QUEST

The town sits quietly at the foot of Kelvin's Cairn. A
few bundled-up people shuffle between snow-battered
houses, keeping their heads down, barely bothering to
give you a look as you walk past them.

A pile of snow stirs as you pass it, and someone hid-
den beneath it suddenly stands. The figure looks around
and yells, “Who goes there? |s it thieves? Have | found
those creeping bastards?”

When he pulls down the scarfcovering his face, you
see it is a silver dragonborn holding onto an empty wine
bottle as if it was a weapon. He belches, grins at you, and
says, “Pardon my manners. Bit jittery with all the thieving

going on. I'm Trovus, the town speaker.”

Trovus (neutral good silver dragonborn veteran) spends
most of his days drinking and reminiscing about his
bygone adventuring days. He's been patrolling at night
looking for thieves, but after yet another night of heavy
drinking, he passed out in the snow after a few hours.
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He has no recollection of how he ended up in the snow
pile or why he was outside drinking in the first place.

If he's asked about the thieves, Trovus takes a deep
breath, trying to suppress his hiccups, before explaining
the situation:

“The town has had some thievery troubles. No one’s
seen anything, really. Just the other night, the lantern
over at the Northern Light was stolen. Cori won't let me
hear the end of it because | haven't been able to find
those responsible. Not yet, anyway. But | have a knack for
this stuff.”

If he's not stopped, Trovus starts a long speech about
the adventures he went on in his younger days. His sto-
ries include one where he kicked a half-ogre into a river
and watched it float away while it yelled profanities at
him. Another tells of the time he tricked a group of ko-
bolds into believing he was a dragon in humanoid form.
If the characters ask about the missing lantern, he
offers to take them to the local inn so they can talk to
the Shorard sisters, who run the establishment. He
seems less bothered by the cold than anyone else in the
settlement, due to his silver dragon heritage. As they
walk, Trovus talks about what has been taken from
Caer-Konig over the past three nights:
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TrOvVUS, THE DRAGONBORN TOWN SPEAKER OF CAER-KONIG,

PARTAKES OF A DRINK AS HE GUARDS THE NORTHERN LIGHT.

o

R it

« A color-switching magic lantern, taken from
the local inn

« A pair of goats, stolen from the local tavern

- A small sack of pearls carved into decorative beads,
gone missing from the stores of Frozenfar Expeditions

If the characters inquire about a reward for dealing
with the thieves, Trovus explains that the town doesn’t
have the coin to pay someone to investigate the matter.
Most of the valuables in the village have disappeared
already, so there’s little left to use as compensation.

HELPFUL SISTERS

Trovus leads the characters through Caer-Konig to
the Northern Light on the eastern edge of town. An
empty hook, meant to carry a lantern, hangs above the
inn's entrance.

The inn appears to be mostly empty. A young woman
looks up as you enter, gives Trovus a chastising smile,
and says, “Did you fall asleep outside again? I'm telling
you, Trovus, one day you're going to have to stop relying
on the kindness of strangers.”

The woman then opens a door into what looks like a
kitchen and calls out, “Heat up something for Trovus.

He’s been out ‘patrolling’ again.”
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The woman, Allie, is one of the Shorard sisters (neutral
good human commoners), who own the inn. The other
owner, Cori, is working in the kitchen. Allie settles Tro-
vus into a chair before approaching the characters.
She confirms that the town has been experiencing
break-ins and robberies lately, but no one has witnessed
a potential culprit. The only clue is a set of tracks lead-
ing in the direction of Kelvin’s Cairn. Allie thinks the
trackswere made by dwarves who live in the valley
at the base of Kelvin’s Cairn. She suspects that the
endless winter has made the dwarves desperate for
food and ale, though she can’t explain why the dwarves
would steal the inn’s lantern and other valuables. Allie
is also surprised that no one in Caer-Konig has seen or
heard the dwarves, remarking that “A quiet dwarf is an
oxymoron.”

Any interaction with Allie is interrupted when Cori
exits the kitchen:

The door to the kitchen swings open as a stern-looking
woman enters holding a steaming bowl of soup. She
places the bowl down in front of Trovus and says, “No
dwarf did this. Someone would have spotted 'em. Caught
'em. No, there's something more going on. Besides,

what use do hungry dwarves have for a lantern?”

[ ]

If the characters ask Cori for details, she explains that
the magic lantern that used to decorate the outside of



their inn doesn’t do anything useful other than light up
the area with different colors.

If asked about a reward for dealing with the thieves,
the sisters say they have little coin, but they can provide
food and comfortable beds in exchange for the party’s
help. They’ll even throw in a few flagons of beer if the
characters can bring their magic lantern back to the inn.

If the characters accept the quest, Allie takes them to
the back of the inn, where faint footprints lead toward
Kelvin's Cairn. If they refuse the quest, Caer-Konig
continues to be tormented by invisible thieves until the
duergar stop searching the town for chardalyn.

GETTING A DOGSLED

If the characters are interested in following the sus-
picious tracks, the Shorard sisters suggest they visit
Frozenfar Expeditions and secure a dogsled before set-
ting out on their adventure. If the characters do so, they
discover that Jarthra, the mountain guide at Frozenfar
Expeditions, is willing to accompany the characters for
a small fee of 10 gp per day of travel. Jarthra has advan-
tage on Wisdom (Survival) checks made in the vicinity
of Kelvin’s Cairn.

FOLLOWING THE TRACKS

The tracks leading away from the inn have been partly
filled with blowing snow, making them appear as small
depressions. Once the characters get about 50 feet away
from the inn and its outbuildings, they discover that the
tracks have been completely obscured.

If the characters wait until morning to set out, they
find a set of fresh footprints left behind by a lone duer-
gar scout. This duergar didn’t enter any buildings, but
simply looked around the village before leaving close to
morning. Following the footprints leads to a different set
of tracks, which were made by an ogre zombie pulling
a dogsled. These new tracks begin where the duergar
tracks end, a quarter-mile outside of town. (The ogre
zombie waited all night for the duergar to return. The
duergar hopped onto the dogsled before ordering the
ogre zombie to march.) Any character who examines
these tracks and succeeds on a DC 15 Wisdom (Sur-
vival) check identifies the creature tracks as belonging
to an ogre. The characters can follow these fresh tracks,
which head toward the mountain and then veer toward
the duergar outpost hidden in the northeastern foothills
of Kelvin’s Cairn.

Once the characters get within a mile of the outpost,
they discover that the wind has erased the tracks they've
been following, making it difficult for them to find the
exactdestination.For every hour the characters spend
searching the foothills, have them make a DC 15 Wis-
dom (Survival) group check. Jarthra contributes to this
group check, if she’s present, and has advantage on her
roll. If the group check succeeds, the characters find
the outpost. If the group check fails, theydidn't find the
outpost during that hour but can try again. If they fail
two of these group checks in a row, the characters have
arandom encounter in the wilderness, possibly during a
blizzard (see “Wilderness Encounters,” page 105).

APPROACHING THE ’OUTPOST ,

The duergar outpost, a recent addition to the foothills
north of Kelvin’s Cairn, was carved out of a hillside.
Although the duergar are based mainly in Xardorok’s
mountain fortress (described in chapter 3), they come
to this outpost to resupply and rest before searching
nearby settlements for chardalyn.

When the characters find the duergar outpost, read:

A blocky stronghold bereft of warmth or charm juts out
of a hillside in a rough crescent shape. Only part of its
construction is visible; the rest is buried in the stone.

A large double door of stone serves as the
main entrance. The terrain leading to it is a gently
upward-sloping plain covered with fresh snow. A stream
used to flow out of a barred culvert northeast of the main
entrance, but the waterway has frozen. Two other barred
openings can be seen along the stronghold’s northern
wall. Anyone positioned behind these openings would
have an unobstructed view of the hillside.

Closer to you, separated from the rest of the strong-
hold, is a snow-covered stone bunker perforated by ar-

row slits.

L i

Two duergar watch for approaching intruders. One is
stationed in the bunker (area Ol1), the other in the over-
look (area O3). These duergar are tired and bored, but
they notice characters who are so incautious as to carry
light sources or otherwise announce their presence.

If the overlook duergar sees what she perceives to
be a threat, she sounds the alarm as she runs down to
the main entrance (area O2) to pull up the drawbridge,
taking 2 rounds to do so. The duergar in the bunker is
armed with a heavy crossbow (1d10 piercing damage)
and takes pot shots at visible threats.

) | .

ROLEPLAYING THE DUERGAR

When the characters arrive, the outpost contains five duer-

gar (including Nildar), who behave as described here.

Before entering combat, these duergar use their Enlarge
trait to increase their size. If a duergar is caught alone by

a group of foes, it calls out for help before turning invisi-

ble. When backup arrives, it uses its Enlarge and rejoins

the fight. ,

These duergar won't negotiate, and they refuse to sur-
render. If the characters capture and interrogate a duergar,

a successful DC 14 Charisma (Intimidation) check can

convince the prisoner to divulge the following information:

- Nildar Sunblight commands the outpost.

« Nildar is searching Ten-Towns for chardalyn on behalf of
his father, Xardorok Sunblight, who commands a much
larger fortress in the mountains. Xardorok is obsessed
with chardalyn and is forging a dragon out of it.

The outpost was built close to Kelvin’s Cairn for a rea-
son. Once Ten-Towns is destroyed, the duergar plan to
use this outpost as a staging area for a raid against the
mines in the Dwarven Valley.
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Characters who succeed on a DC 10 Dexterity
(Stealth) check can approach the stronghold undetected
by hugging the north cliff and moving behind the bunker
and below the openings of the overlook. Once they reach
the mouth of the frozen river, they can crawl through the
culvert (which leads under area O2) or quietly approach
the main entrance without being detected.

OuTrPOST LOCATIONS

The duergar outpost was not built with the intention of
being aesthetically pleasing or welcoming to strangers.
There is no interior lighting, since the duergar rely on
darkvision to see. The walls and entryways are all 10
feet high. allowing duergar that have grown to Large
size to move around easily.

The following locations are keyed to map 1.6.

Ol. BUNKER

This stone bunker stands fifteen feet tall. The rough
edges of its construction indicate that it was cutfrom a

single piece of stone.

A duergar named Brojk stands guard in the bunker and
shoots his heavy crossbow through the arrow slits at
any creatures he sees. He carries this crossbow in addi-
tion to his regular weapons.

Underground Tunnel. This 5-foot-high tunnel is 20
feet underground and has a 20-foot-long ladder at each
end. The ladder at the north end leads up to area O4.

O2. MAIN KEEP

The outer doors aren't locked, but they are heavy.

As an action, a character can pull the doors open by
succeeding on a DC 12 Strength (Athletics) check. A
30-foot-deep pit just inside these doors is spanned by a
20-foot-square wooden drawbridge that can be raised by
a simple pull-chain mechanism in times of danger.

This hall is devoid of decoration. A frozen well stands
hear a hallway to the east, and three iron cages are
pushed against one wall. One contains a malodorous
ogre with rotting, half-frozen skin and an empty right eye
socket. It howls in despair at the sight of you. Another
cage holds a pair of nervous goats. The third cage is
empty. Leaning against a wall near the cages is a wooden

dogsled with ice clinging to it.

The two goats were stolen from Caer-Konig, and the
duergar plan to eat them. The duergar use the ogre
zombie to pull their dogsled. The zombie has been en-
slaved and browbeaten by the duergar and does as they
command. Inside its cage, it can do no harm to anyone.
If they haven't already done so, the duergar from the
bunker (area O1) and the overlook (area O3) run down
to release the ogre zombie from its cage and attack in-
truders who breach this hall. The zombie sides with the
duergar in any fight. Duergar that fall below half their
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hit points move behind the chokepoint (area O5), leaving
the ogre zombie to cover their retreat if it comes to that.

Well. The well descends 10 feet to an underground
cistern. The sides of the well are icy and require climb-
ing gear or magic to scale.

0O3. OVERLOOK

Thedoor opens into a large, nearly empty room. Snow
has drifted into the corners, and frost covers the stone
walls. Three barred openings overlook the snow-covered

grounds outside the stronghold.

Unless she has cause to leave the overlook and raise
the drawbridge in area 02, a duergar named Urthhild
stands guard here, stamping her feet to fight off the cold.
Barred Openings. Vertical iron bars spaced 6 inches
apart are embedded in the stone frames of three 5-foot-
tall rectangular openings. As an action. a character can
try to bend the bars to create an opening big enough for
a Small creature to squeeze through, doing so with a
successful DC 20 Strength (Athletics) check.

O4. ARMORY

Piles of equipment are pushed against the walls of this
room. In the southern end of the chamber, an open hatch

reveals a route leading underground.

The armory holds equipment used by the duergar, in-
cluding two suits of scale mail sized for dwarves, two
steel shields, three war picks, nine javelins, two climb-
er’'skits, and four mess kits.

Underground Tunnel. This 5-foot-high tunnel is 20
feet underground and has a 20-foot-long ladder at each
end. The ladder at the south end climbs to area Ol.

O5. CHOKEPOINT

A long room, divided in the middle by two open door-
ways, stands empty. In the far southwest corner, an iron

lever sticks out of the wall.

Nildar (see area O6) investigates any loud noises in this
area. Once summoned, he stands next to the lever and
waits for one or more intruders to move into the choke-
point, whereupon he moves the lever to trigger a trap.
Trap. When the lever is pulled, iron spikes spring out
from the floor and ceiling to form barriers across each
doorway. A creature in either opening must succeed on
a DC 12 Dexterity saving throw or take 7 (2d6) pierc-
ing damage from the spikes and be restrained until
the spikes are retracted or the barrier is destroyed.
The spikes can be retracted only by pulling the lever a
second time.
This trap is designed to isolate a single enemy in the
western part of the room, blocking it from its allies
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with the spikes. Creatures can see through the gaps
between the spikes, but the gaps aren't big enough for

a character to slip through. The barriers of spikes grant
three-quarters cover to creatures behind them. Each
barrier has AC 15, 18 hit points, and immunity to poison
and psychic damage.

O6. COMMANDER’S QUARTERS

| A stone-carved bed and desk occupy this drab room.
Atop the desk are several shards of dark crystal, as
well as a crumpled-up piece of paper and a burlap sack
draped over a glowing object that emits colored light that

shifts from blue to green to red.

If the characters made it through area O5 without get-
ting into a fight, they catch Nildar Sunblight, a duergar,
seated at the desk, studying his collection of glassy
shards. He attacks the characters when they enter.

The glowing object on the desk is a magic lantern,
which Nildar has covered with a burlap sack to dull its
light. The lantern is the one that was stolen from the
Northern Light in Caer-Konig. It shifts in color from
blue to green to red but has no other magical properties.

The crumpled-up piece of paper on the desk bears a
message from Nildar’s older brother, Durth, written in
charcoal and in Dwarvish. The letter reads as follows:

|
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Brother,

You will find me on the frozen ferry in Easthaven. From
this new base, the search for chardalyn continues. Long
may our father reign over this dark land!

Durth

The characters can visit the ferry or give Durth's letter
to the authorities in Easthaven and let them deal with
him (see “Easthaven,” page 58, for more information).

Roleplaying Nildar. Nildar's main goal is to please
his father, whose obsession with chardalyn he shares.
When he's not leading raids, Nildar spends most of his
time examining goods stolen from Caer-Konig and else-
where. The shards on the table include several pieces of
ordinary tinted glass and three dagger-sized pieces of
chardalyn (see the sidebar on page 6). With a suc-
cessful DC 16 Intelligence (Arcana) check, a character
can determine that the chardalyn, despite its crystalline
composition, is malleable, making it an ideal raw mate-
rial for those who can fashion items from the substance.
No other properties can be discerned with an ability
check. These chardalyn fragments contain no magic and
are safe to handle.

Defeating Nildar. If the characters capture Nildar and
try to talk to him, he snarls and threatens the characters
in Dwarvish:
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NILDAR SUNBLIGHT

“My father is more powerful than any ofyou filthy crea-
tures could imagine. You don’t understand the glory of it,
the power found in the ice. None of you do. But you will
learn soon enoughwhen my father unleashes his terror

upon Ten-Towns! Your doom soars on dragon’s wings!”

If the characters let Nildar go or if he escapes, he leaves
the outpost using the ogre zombie and dogsled in area
O2; if that’s no longer an option, he flees on foot. He re-
turns to his father’s fortress in the mountains (see chap-
ter 3), swearing revenge on the characters and vowing to
inflict great pain on them if their paths cross again.

Treasure. Characters who toss the room find a small
coin purse stuffed into Nildar’s bedroll. The purse con-
tains 24 gp and 17 sp.

O7. SPORE SERVANTS

This chamber appears to be a cellblock lined with stone
doors that have small, barred windows set into them

at dwarf’s-eye height. Snow and wind enter the room
through a barred window in the northeast corner that
looks outtoward the snow-covered bunker that guards

the main entrance.
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The barred opening in the northeast corner is similar to
the ones in area O3.

The three cells along the west wall are empty at pres-
ent. Each of the five cells along the south wall holds one
prisoner, formerly a Ten-Towner or a Reghed nomad
who was abducted and killed by the duergar. Using the
animating spores of a myconid sovereign, the duergar
have turned these dead humans into five spore servants
(as described in the “Myconids” entry in the Monster
Manual) covered with fungal growths. The spore ser-
vants emerge from their cells to attack intruders who
enter the room. They use the tribal warrior stat block,
with these changes:

« The spore servants are unaligned plants with a walk-
ing speed of 20 feet. They have blindsight out to a
range of 30 feet and are blind beyond this radius. They
can’t be blinded, charmed, frightened, or paralyzed.

. They have an Intelligence of 2 (-4), a Wisdom of 6
(-2), and a Charisma of 1 (-5).

« They lose the Pack Tactics trait and all languages they
once knew.

O8. DUERGAR QUARTERS

Small rooms flank a central common area where crates
and sacks are stashed against the west wall. The doors
of the two southern rooms are open, and each room is
empty except for a tattered bedroll and a chair. From
behind the closed doors of the northern rooms, you hear
the faint sound of snoring.
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Each of the northern rooms has one duergar sleeping
in it. The two duergar are brothers named Ruvik and
Skorn. If the characters move around without making
any loud noises, the duergar stay asleep. If awakened,
they attack the intruders. The duergar sleep in their ar-
mor, keeping their shields and weapons within reach.

Treasure. The crates and most of the sacks contain
basic supplies, including blankets, rations, hempen
rope, and other equipment. One small sack holds the
stolen valuables from Caer-Konig: twenty-five pearls
carved into decorative beads (5 gp each). Another sack
contains three daggers, a set of woodcarver’s tools, a set
of navigator’s tools, fishing tackle, and a potion of heal-
ing hidden in a leather pouch along with 73 sp.

CONCLUDING THE QUEST

When the characters return to the Northern Light, they
find Trovus passed out in a padded armchair while Allie
and Cori go about their work. If the characters tell Allie
about the duergar outpost, she admits to knowing noth-
ing about duergar and is disturbed to learn that they can
turn invisible and grow themselves to ogre size!

If the characters retrieved the inn’s lantern, Allie of-
fers them a few flagons of ale as a reward. She has pre-
pared rooms for them, even if they didn’t bring back the
lantern. Allie can also help the characters return other
stolen goods to their proper owners in Caer-Konig.
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DoucaN’s HOLE

Dougan’s Hole is the smallest and most insular of the
ten towns. Its residents aren’t fond of visitors, and in-
breeding has caused the population to dwindle in recent
years. It also has given rise to often-seen physical de-
formities, including but not limited to small, misshapen
ears and slightly pointed teeth.

The town is a small cluster of dwellings perched on
the edge of Redwaters that is too small to support any
industry—not even scrimshaw. Ice has buckled the
shorter of its two piers, rendering the dock unsafe. The
longer pier has two icebound keelboats tethered to it,
though they’re immobile because Auril’'s winter has
frozen the surface of the lake for hundreds of yards
around them. Local fishers have hauled their smaller
boats onto the shore and resorted to cutting holes in the
ice to catch knucklehead trout, which they depend on for
survival. Visitors to Dougan’s Hole are often struck by
the eeriness of dark, humanoid shapes out on the ice, re-
maining silent and still as the wind howls around them.

DouGaN’s HOLE IN A NUTSHELL
Friendliness # Services # Comfort %

Available Quest. “Holed Up,” page 53.

Population. 50.

Leader. Speaker Edgra Durmoot (neutral human
scout), a plainspoken trapper getting on in years,
speaks for the townsfolk. She seldom attends meet-
ings of the Council of Speakers.

Militia. Dougan’s Hole can muster up to 12 soldiers (use
the tribal warrior stat block) and 1 veteran.

Heraldry. A gray, pillar-like monolith set against a sky-
blue field above two crossed silver fish, their scaly
bodies forming an X, with their heads at upper left
and upper right. The monolith signifies local mystery,
while the fish represent the bounty of Redwaters.

Sacrifice to Auril. Warmth (see page 21).

Rival. Good Mead.

OVERLAND TRAVEL Edteaadl

A six-mile-long, snow-covered path connects Dougan’s
Hole to the neighboring town of Good Mead. Characters
on foot can walk this path in 4 hours; mounts and dog-
sleds can shorten this time by as much as 50 percent.

LOCATION IN DOUGAN’S HOLE

The following location marked on map 1.7 can’t help but
attract the attention of new arrivals.

TWENTY STONES OF THRUUN
Triangle of megaliths

The only truly interesting feature in Dougan’s Hole is
the ring of megaliths known as the Twenty Stones of
Thruun. Standing at the southern edge of town, nine-
teen of these crudely fashioned granite menhirs are
arranged in a rough triangle, with a single stone at the
formation'’s center. No one knows who built this struc-
ture or why; the townsfolk maintain that the stones were
there when the town’s founder, a Chondathan named

Dougan Dubrace, first happened upon this fishing spot.
Scholars have tried to research the origin of the struc-
ture’s name, but all they have found are allusions to a
creature named Thruun in the oldest legends of the
northern folk. Some speculate that Thruun was a god,
while others believe it’s a destructive elemental spirit
bound to this location by ancient druidic magic.

HoLED Up

Two winter wolves are extorting the people of Dou-
gan’s Hole for food and treasure on behalf of a woolly
mammoth named Norsu. Years ago, a frost druid cast
an awaken spell on the mammoth. Last year, a group of
adventurers killed Garagai, the mammoth'’s frost giant
master. Norsu has never recovered from the loss and,
to this day, watches over its master’s frozen corpse, un-
willing to leave its side. The winter wolves, who served
Garagai as faithful friends, look after the mammoth.
Although Norsu feeds on plants, not meat, it delights in
killing humanoids to avenge Garagai’s death. Slaying
the mammoth is a tall order, so characters would be
wise to flee from Norsu or try to reason with it.

Norsu and the winter wolves reside in an ice lodge
built by Garagai. The wolves try to entice the characters
into the lodge, knowing that Norsu will enjoy the exer-
cise of killing them. Held captive in the lodge are Silja
and Finn Dejarr, two teenaged siblings from Dougan’s
Hole who have been missing for the past four days and
are presumed dead. The wolves are holding the siblings
in a cage and feeding them raw meat to keep them alive
until Dougan’s Hole pays a ransom for their safe return.
Characters lured to the ice lodge by the wolves or hired
by Speaker Durmoot to find the missing teenagers can
try to rescue Silja and Finn from the frost giant’s lodge
and see them safely back to town.
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GETTING THE QUEST

If Dougan’s Hole is the starting town for this adven-
ture, the characters already know some of what's go-
ing on. Read:

Dougan’s Hole is beset by winter wolves that stalk the
outskirts of town.
“Don’t know how many, but them wolves are big as

"

horses!” says a local with small, misshapen ears.

“They know words an’ got a mighty vocab'lary!” says
another with pointed teeth.

“By Thruun’s Stones, they caught fair Sil and her lovely
brother Finn th’ other day,” says a third, who bears more
than a passing resemblance to the other two.

A fourth who looks like their sister chimes in. “Dang
winter wolves saytheyain’t givin’ 'em back till the town
coughs up a king's ransom in food and gold. This town
barely got enough to feed its own, and there ain’t no
gold. Ain’t no one allowed to leave town. Dem wolves

vow to kill anyone who tries!”

The townsfolk urge characters to meet with Speaker

Edgra Durmoot before trying to help the town with
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its wolf problem. Speaker Durmoot is stubborn to a
fault. She firmly believes that the missing teenagers

are dead, and she’s not about to give food to the winter
wolves when her own people barely have enough to feed
themselves. She lets the characters deal with the winter
wolves as they see fit but offers no assistance.

Goobp WoLF, BAD WOLF

When the characters first approach the outskirts of
Dougan’s Hole or shortly after they first leave town, they
encounter two winter wolves named Koran and Kanan.
Here’s how the encounter plays out:

« Koran actsasthe “good” wolf while his brother plays
the “bad” wolf. This act has worked before on the
dim-witted locals; the wolves assume the characters
will be fooled just as easily.

- Koran approaches the characters, limping on one
back leg and whimpering like a pitiful dog, making
himself as unthreatening as possible. Kanan remains
nearby but out of sight. Any character who succeeds
on a DC 15 Wisdom (Insight) check sees through Ko-
ran's ruse, noticing how the wolf sometimes forgets
which leg he's supposedly limping on.

- Koran claims that he was routinely kicked by his
master, a mean old frost giant named Garagai. Koran
also says that Garagai kidnapped two townsfolk and
is holding them prisoner in his lodge more than half a
day's walk west of town. Koran wants to help the char-
acters free the prisoners, to get back at Garagai for his
abuse. If the characters believe this story, Koran leads
them to the lodge while Kanan follows their tracks
and their scent, remaining out of sight.

. If Koran is unable to convince the characters to follow
it back to the frost giant's lodge, Kanan steps in and
plays the “bad” wolf, baring his fangs and threatening
to eat the characters unless they change their minds.
Kanan pretends to be upset about the abuse Garagai
inflicted on Koran. “He’ll think twice before he hurts
one of us again,” Kanan says with a growl. As earlier,
a successful DC 15 Wisdom (Insight) check allows a
character to ascertain that the wolf is lying.

If the wolves can't trick or scare the characters into
accompanying them to the frost giant's lodge thirteen
miles west of Dougan'’s Hole, they drop their act and try
to appeal to the characters’ consciences. “It’'s awfully
cold in that lodge,” says Koran, to which his brother
adds, “They won't suffer much longer. It's only a matter
of time before Garagai skins and eats them.” The wolves
then bolt away, heading toward the lodge and leaving
tracks that the characters can follow, if they choose not
to accompany the wolves.

CROSSING THE TUNDRA

The wilderness around Dougan’s Hole is a frozen tun-
dra. Snow falls frequently, adding to the snowpack and
erasing tracks. There is a 50 percent chance that the
characters get caught in a blizzard on the way to the
lodge (see “Blizzards,” page 10). If Kanan and Koran
are with the party, they protect the characters from the
worst of the storm, using their bodies to shield the char-



THE WINTER WOLF BROTHERS, KORAN AND KANAN, POSE
A THREAT TO ALL WHO VISIT DoucaN’s HoLe

acters until it passes. The wolves’ presence also pre-
vents the characters from getting lost or separated.

Also crossing the tundra are a pack of 1d6 + 1 wolves,
prowling the white in search of food. Characters who
make a successful DC 13 Intelligence (Nature) check
note that the wolves are gaunt from starvation. If the
winter wolves are with the party, Kanan and Koran
growl and bare their teeth, which deters the pack from
approaching closer.

APPROACHING THE LODGE
When the characters approach the lodge, read:

Jutting up out of the vast tundra is a towering edifice
built entirely of ice. The domed structure is easily three
times the height and width of any building found in

Ten-Towns.

The lodge hasthree tall openings on the eastside. On
the southern side of the building is a tunnel left behind
by aremorhaz that raided the lodge’s food stores. Char-
acters spot this tunnel if they circle the lodge looking for
other entrances.

If Koran and Kanan are with the characters or have
arrived ahead of them, the two winter wolves sniff the
air and inform the characters that Garagai isn’t home.
The wolves offer to stand guard outside while the

characters enter the lodge and free the prisoners. Char-
acters who suspect treachery can, with a successful DC
15 Wisdom (Insight) check, tell that the wolves are lying
about Garagai—the frost giant is in fact inside the lodge.
Are they afraid to face their master, perhaps, or is there
another reason why the wolves won'’t enter the lodge?
No ability check can answer this question; the charac-
ters must find out for themselves! In truth, the winter
wolves expect Norsu to slaughter the characters, but in
case that doesn't happen, they remain outside to attack
any characters who try to flee. (Specifically, the wolves
wait in area L1, east of the lodge’s main entrance.) If one
wolf is slain, the other flees to avoid a similar fate.

LODGE LOCATIONS

The ice lodge was where Garagai lived and entertained
other frost giants. Although not a jarl, Garagai held a
respected position among the frost giants of the Far
North. Everything in the lodge is built for giants and
therefore quite large. The ceilings inside soar to a height
of 30 feet.

The following locations are keyed to map 1.8.

L1. EXTERIOR

The characters approach the lodge from the east and
have three entrances to choose from. These entrances
lead to areas L2, L3, and L4, respectively. If the winter
wolves are present, they gently nudge the characters to-
ward the tunnel leading to area L4.
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L2. FLENSING CHAMBER

A sour stench of decay fills your nostrils. Lying on the ice-
packed ground is the frozen corpse of a whale, crudely
butchered. Beside it is a blade in the shape of a paring

knife the size of a longsword.

Garagai used this room to carve up whales and harvest
their oil.

Treasure. An alcove west of the carcass contains a
6-foot-long, 5-foot-wide, 5-foot-tall stone chest half bur-
ied under ice. A character must spend 1 hour chipping
away the ice before the chest can be opened. It contains
more giant-sized tools used for flensing, as well as a
scrimshaw goat small enough to fit in a character’s
hand. The scrimshaw goat is worth 25 gp.

L3. CAGED TOWNSFOLK

A huge, slatted animal cage, with a locked gate attached
to it by rusty hinges, stands against the west wall of this
chamber. Trapped inside the cage are two shivering hu-

mans in cold weather clothing. They look fearfully at you.
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Garagai built the cage to hold Norsu when the mam-
moth was younger. Now it holds Silja and Finn Dejarr
(neutral good human commoners), who are de-
scribed below:

- Silja is a spindly girl with pointy teeth. Snow clings to
the ends of her long braids. She is ready to do what-
ever it takes to get back to her mother in Dougan’s
Hole. Of the two siblings, she is the more proactive.

« Finn has a piebald face flanked by small, malformed
ears. He is examining the brackets that hold together
the slats of the cage to find a way to break them. His
hands are frostbitten, and his teeth chatter uncon-
trollably.

The cage’s metal slats are widely spaced, but not
enough for the teenagers to slip between them. The slats
are made of metal, and the cold makes them hard to ma-
nipulate. Applying heat to the slats makes them pliable,
whereupon a character can use an action to try to pull
two of the slats farther apart so that the slender Silja
and Finn can slip through, accomplishing this feat with
asuccessful DC 15 Strength (Athletics) check.

The lock on the cage’s gate can be picked by a charac-
ter using thieves’ tools. An attempt takes 1 minute and
succeeds on a DC 15 Dexterity check. Opening the gate
causes its large, rusty hinges to squeal loudly unless a
flask of oil is used to lubricate them first. If Norsu is still
alive, the mammoth hears the squealing and makes its
way from area L5 to this area, determined to kill inter-
lopers on sight.



Map 1.8: FrROsT GiaNT 1ce LOOGE

L4. ENTRANCE CORRIDOR

This passageway is choked with ice. Above you, icicles
are densely clustered, their points sharp as daggers.

A character can move through the ice-choked tunnel
quietly by succeeding on a DC 15 Dexterity (Stealth)
check. On a failed check, the noise alerts the mammoth
inarea L5.

L5. GaragAr’s Icy ToMB

This oval chamber with high walls of glittering ice resem-
bles a sepulcher. The frozen, hacked-up corpse of a frost
giant lies on the floor, entombed in translucent ice, and
looming next to it is awoolly mammoth.

Not far from the mammoth, carved from a single block
of ice, is a giant-sized throne atop a circular dais. Chis-

eled into the throne’s backrest is a large rune.

If the awakened mammoth is aware of the characters’
presence, add:

“You are to blame for all of this!” It then lowers its head
and assumes a threatening posture.

] The mammoth stares down at you with hate in its eyes.

This chamber is where Garagai would lounge with
Norsu at his side and greet visiting frost giants. Cursed
with sentience, the awakened neutral evil mammoth
grieves for its dead master. It has an Intelligence of 10
and speaks Common.

ToNorsu, the characters’ mere presence desecrates
Garagai'’s tomb, and the mammoth reacts by trying to
gore them with its tusks and crush them underfoot.
Any character who can act before Norsu takes its first
turn in combat can use an action to attempt to calm the
mammoth before it attacks. A character who claims
to be Garagai’s friend can calm the mammoth with a
successful DC 12 Charisma (Deception) check, while
a character who vows to avenge Garagai’s death can
calm the mammoth with a successful DC 12 Charisma
(Persuasion) check. If calmed, Norsu allows characters
to honor Garagai by performing a prayer over his frozen
corpse or leaving a gift, but otherwise expects the char-
acters to withdraw from its presence so it can mourn
in private. If the characters fail to calm Norsu or flee
from it, the mammoth charges after them. Overcome by
inconsolable rage, it pursues prey beyond the confines
of the lodge but doesn’t go farther than 100 feet before
turning back and rejoining its dead master.
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The adventurers who slew Garagai took his greataxe
as a trophy as well as his other personal possessions,
leaving nothing of value on the hacked-up corpse.

Ice Throne. The symbol carved into the throne is the
Giant rune for “ice,” as any character who succeeds on
a DC 15 Intelligence (Arcana) check can ascertain. A
detect magic spell reveals an aura of conjuration magic
around the rune, which empowers the throne. A crea-
ture that sits in the throne becomes aware of its magical
nature and can use an action while seated in the throne
to summon a blizzard, which takes 1 minute to form.
The blizzard engulfs the lodge, extends 1 mile from it in
all directions, and lasts for 8 hours. This property of the
throne recharges after a tenday.

If the ice throne is destroyed, it ceases to be magical.
The throne has AC 13; 80 hit points; resistance to pierc-
ing and slashing damage; immunity to cold, poison, and
psychic damage; and vulnerability to fire damage.

L6. WAR RooM

A massive table hewn from a single block of ice stands
in the middle of this cold chamber, surrounded by
chairs also made of ice. Many of the chairs are chipped
and cracked.

Garagai and other frost giants once gathered around

the table to discuss various matters. Lying on the floor
under the table is a 1-foot-tall stone statuette of a spindly
creature that the characters recognize as the image of

a chwinga (see appendix C) if they've seen one before.

In fact, the statuette is an actual chwinga that turned to
stone when it died. Its killers are still in the room, hid-
ing behind chairs: three Icewind kobolds (see appendix
C) named Holgi, Snorp, and Zilbo. They assumed the
lodge was unoccupied and did not expect to find Norsu
and the winter wolves dwelling inside. The chwinga
startled them, so they killed it. When the characters
enter this area, the kobolds cower behind chairs and pe-
tition the characters for help in escaping the lodge. If the
characters oblige, the kobolds stay with the characters
until they're outdoors, whereupon the kobolds either
part company with their saviors or remain with the char-
acters for food and protection (at your discretion).

L7. GARAGAI'S BEDROLL

The only furniture in this cavernous chamber is a big fur

bedroll. The fur is matted and musty.

Garagai used to sleep here. The room is now
unoccupied.
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L8. WHALE OIL STORAGE

A remorhaz has burrowed a tunnel into this room. The
tunnel runs underneath the southern wall, providing an
alternate entrance into the lodge.

A foul scent pervades the room, which contains five
barrels of whale oil. An intact barrel of whale oil weighs
500 pounds and can be sold in Ten-Towns for 50 gp.

Treasure. The remorhaz is long gone, but characters
who explore its tunnel find a strange, frosted white res-
idue smeared across a 5-foot section of wall—enough
to fill a small bottle. This rare secretion is called thrym;
remorhazes are known to exude small quantities of it
shortly before they give birth. Alchemists use thrym
to craft potions of resistance (cold) and other useful
concoctions. A bottle of thrym sells for 250 gp. Any
character who is proficient with alchemist’s supplies can
examine this residue and determine its true nature with
a successful DC 11 Intelligence (Arcana) check.

SNE‘AKING Ovut

With Silja and Finn in tow, the characters can try to
sneak out of the lodge. As long as they keep quiet and
avoid the central chamber (area L5), they won’t incur the
wrath of the awakened mammoth. However, they must
also deal with the two winter wolves lurking outside.
The remorhaz tunnel in area L8 provides an alternate
escape route, since the wolves aren’t watching that exit.
The trip back to Dougan’s Hole can be uneventful, or
you can roll for a random encounter using the Wilder-
ness Encounters rules (see page 105). If the winter
wolves are still alive, they attack the party as soon
as the random encounter ends, before the characters
have a chance to rest. Killing one wolf triggers the
self-preservation instinct in its brother, causing it to flee.

CONCLUDING THE QUEST

If they escape the lodge and survive the journey home,
Silja and Finn are reunited with their mother, Hilda,
who has been sick with worry but is overjoyed to see
them alive.

TREASURE

Hilda married her older brother, who was a hunter. He
passed away a few years ago but left behind some magic
boots he won from a wayward adventurer he bested in

a drinking contest. If one or both of her children are re-
turned safely, Hilda gives the characters her husband’s
boots of the winterlands as a thank-you.



EASTHAVEN

Walking into Easthaven is like stepping into Icewind
Dale’s past—the place is a living example of the boom-
town way of life that gripped all of Ten-Towns centuries
ago. In the generations since, as other towns have set-
tled into a predictable pattern of existence, Easthaven
has continued to grow and reinvent itself. After the East-
way was paved, Easthaven evolved into a frontier trad-
ers’ paradise, fueling the jealousy of its neighbors.

Easthaven's founders were thieves from the Duchy
of Cape Velen, on a peninsula far to the south. They
refused to kowtow to a powerful thieves’ guild and were
driven out. To this day, Easthaven honors its shady
founders by declaring pickpocketing legal within the
town limits—which explains the “Watch thy pouch!”
signs posted in various local establishments.

Duergar have infiltrated the town of late, scouring
Easthaven and the surrounding tundra for chardalyn
fragments to bring back to their hidden mountain
stronghold. The leader of these duergar is Durth Sun-
blight, the oldest living son of Xardorok Sunblight.
Durth and his gang have turned the frozen Easthaven
ferry into a temporary base. Using their innate invisibil-
ity to move about unseen, the duergar betray their pres-
ence only by the footprints they leave in the snow.

Another occurrence of note is the recent capture of a
Red Wizard of Thay who has been found guilty of killing
a handful of dale-folk he had hired for an expedition.
Speaker Danneth Waylen has issued a decree that the
wizard be tied to a stake and burned alive—an event that
alot of Easthaven residents are looking forward to.

EASTHAVEN IN A NUTSHELL
Friendliness #% Services %% Comfort % % %

Available Quest. “Toil and Trouble,” page 62.

Population. 750.

Leaders. Speaker Danneth Waylen (chaotic good
human commoner), respected for his humility and
forthrightness. Captain Imdra Arlaggath (lawful good
half-elf veteran) commands the town’s militia.

Militia. Easthaven can muster up to 150 soldiers (use
the tribal warrior stat block) and 12 veterans.

Heraldry. A snowflake at the top center of a steel-gray
field, above a horizontal brown field that forms the left-
hand base, and a dark blue field that forms the right-
hand base; where they meet is a thin white tower. The
brown field represents the Eastway, the tower rep-
resents the town, and the blue field is Lac Dinneshere.

Sacrifice to Auril. Humanoid (see page 21).

Rivals. Caer-Dineval, Caer-Konig.

OVERLAND TRAVEL

The Eastway stretches between Easthaven and Bryn
Shander. Snow-covered paths branching off this road
lead to Caer-Dineval and Good Mead. Travel times in
the Overland Travel from Easthaven table assume that
characters are on foot; mounts and dogsleds can shorten
these times by as much as 50 percent.

OVERLAND TRAVEL FROM EASTHAVEN

To Travel Time
Bryn Shander 7V2 hours
Caer-Dineval 9 hours
Good Mead 42 hours

LOCATIONS IN EASTHAVEN

The following locations, marked on map 1.9, are a few
of the places the characters might visit during their time
in Easthaven. Anotherimportant location—Easthaven's
Town Hall—is described later, in the “Town Hall Ca-
pers” section (page 67).

EASTHAVEN FERRY
Ferry service (halted)

A letter found in a secret duergar outpost (see “The Un-
seen,” page 47) might lead the characters to this loca-
tion. Delivering the letter to Speaker Waylen or Captain
Arlaggath prompts these NPCs to meet and determine
an appropriate course of action. Together, they ask the
characters to search the ferry and slay any duergar they
encounter aboard it. If the characters request backup,
Captain Arlaggath accompanies them.

Use the following boxed text to describe the ferry to
the players:

Easthaven’s ferry, a keelboat, is trapped in the ice at the
end of awooden dock. A small cabin is situated toward
the aft end of the hull.

When the lake isn’t frozen, this keelboat transports
people and cargo to the towns of Caer-Dineval and
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Caer-Konig for a modest fee. Butthe boat and much

of Easthaven’s harbor is trapped in ice, and Speaker
Waylen has declared that ferry service must cease until
the ice thaws—which, given Auril's temperament, seems
unlikely to happen soon. The ferry’s tiefling owner and
operator, Scython, spends his idle time at the Wet Trout
(described below). In Scython's absence, the ferry has
become a base of operations for a duergar mind mas-
ter (see appendix C) named Durth Sunblight. He and
three other duergar named Klaska, Ossyl, and Zublorr
are using the ferry’s aft cabin as a lair, but only Durth is
present when the characters first arrive at the ferry. The
other duergar are searching Easthaven for chardalyn.

The duergar are cautious enough to turn invisible
while moving through town and on the docks, but not
smart enough to cover the tracks they make in the snow.
Characters who search for tracks on the snow-covered
dock and succeed on a DC 10 Wisdom (Survival) check
can discern 1d4 distinct sets of dwarven boot prints
leading to and from the ferry. These tracks were made
within the past 24 hours.

Aft Cabin. The ice covering the cabin door has been
chipped away, and the door is not locked. The space is
roughly 10 feet square and contains four sleeping bags,
packs of stolen rations, and a rolled-up map of Icewind
Dale that marks the location of every Ten-Towns set-
tlement, as well as the locations of the duergar outpost
near Kelvin's Cairn (see page 49) and Sunblight, the
fortress hidden in the mountains (described in chap-
ter 3). All of the place names on the map are written
in Dwarvish.

Lurking in the cabin is Durth Sunblight. He knows
when someone else boards the ship by the creaking of
the deck. As a precaution, he turns invisible and stands
in an empty corner at the back of the cabin. If an in-
truder detects him or tries to steal his map, he attacks.
If he's reduced to 20 hit points or fewer, he shrinks to
Tiny size and flees through a 4-inch-diameter rathole,
exiting outside the ship 5 feet above the frozen harbor
and 5 feet away from the dock. If he escapes, Durth re-
turns to his father’s fortress in the mountains (see chap-
ter 3), abandoning his duergar companions.

Development. Durth’s companions have been scour-
ing Easthaven for chardalyn. Their latest search has
borne no fruit, and they return to the ferry 30 minutes
after the characters board it. These three duergar attack
any non-duergar they encounter onboard the vessel.

If they find Durth’s dead body or no signs of him at all
aboard the ferry, they abandon the ship and don't re-
turn to it.

If the characters capture Durth, he warns his captors
that he's the son of Xardorok Sunblight, who will soon
claim Icewind Dale as his kingdom, and it would be un-
wise for them to earn the wrath of so powerful a fig-
ure. Durth doesn’t give up any other information.
His companions are similarly tight-lipped; how-
ever, threats to Durth’s life or the clever use
of a suggestion spell or similar magic can
persuade one or more them to reveal
the following additional information:

« Xardorok has a fortress hidden
in the mountains. (The route
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to this fortress is marked on Durth’s map aboard
the ferry.)

« Xardorok's fortress has a forge powered by the
still-beating heart of a red dragon. In this forge, Xar-
dorok is crafting a dragon made of chardalyn, with
which he plans to destroy Ten-Towns. The chardalyn
dragon is close to being finished.

« Xardorok has another son, Nildar, who commands a
secret outpost on the northeast side of Kelvin's Cairn
(see “The Unseen,” page 47).

THE WET TrOUT
Popular tavern

The Wet Trout, located near the docks, is the largest and
loudest tavern in Easthaven, known for its ribald atmo-
sphere and rumor-mongering. A great chimney squarely
in the building’s center has hearths on either side to
warm the tavern's two common rooms. The tavern’s cur-
rent owner and proprietor is Nymetra Myskyn, a chaotic
neutral dragonborn berserker of white dragon ances-
try. Although she can be crusty and full of complaints,
Nymetrais not discouraged by the Everlasting Rime,
which she regards as a test of Ten-Towns’ mettle. An un-
apologetic worshiper of Auril, she supports Easthaven'’s
attempts to appease the Frostmaiden with sacrifices
(see “Sacrifices to Auril,” page 21).

Scython. One of the Wet Trout's regular patrons is
Scython, a neutral good tiefling bandit captain who
owns a small house a few blocks away. Scython is also
the owner and operator of Easthaven'’s ferry. A talkative,
happy-go-lucky fellow, he knows rumors that might
interest the characters. Roll three times on the Ten-
Towns Rumorstable (page 18) to determine what
Scython knows.

Although he’s well informed, Scython doesn’t know
about the duergar stowing away aboard his ship (see
“Easthaven Ferry” above).

DURTH SUNBLIGHT
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THE WHITE LADY INN
Inn

This musty old inn is named after a local legend known
as the White Lady—a ghost rumored to walk on Lac
Dinneshere, haunting the spot where her rich husband
drowned. Rinaldo (lawful good strongheart halfling
commoner), a self-styled bard kept around to entertain
guests, is fond of plucking his fiddle while recounting
his tale: that the White Lady’s husband was a miser who
kept his treasure in a heavy, locked chest that never
left his side. Perhaps it was this heavy chest, suggests
Rinaldo, that capsized his boat and sent the man to

his sunken grave, or perhaps it was the fright of seeing
his dead wife that caused him to capsize the boat and
drown. Either way, Rinaldo is certain that the man’s
treasure lies at the bottom of the lake, waiting for some
intrepid explorer to find it. The inn’s sullen, elderly
proprietor, Bartaban (neutral good human commoner),
has heard the halfling’s rambling far too often to be hu-
mored by it.

Séance. Rinaldo is planning to conduct a séance in a
back room of the inn and has invited half a dozen other
guests (commoners) to join him. Characters who spend
one or more nights at the inn are invited by Rinaldo to
join his séance. If the characters decline, Rinaldo is dis-
appointed and tries to get them to change their minds by
saying, “We live in dark times. Perhaps the spirit of the

White Lady can help. Aren’t you curious to hear what

she has to say?”

If one or more characters are present when the séance
begins, read:

)
Smoke from burning incense clouds the room. Multicol-
ored lamps and silks are hung from the rafters, and the
light from several candles illuminates a circle of uncom-
fortable-looking guests sitting cross-legged on the floor.

Rinaldo pushes back the sleeves of his robe, raises his
hands, closes his eyes, and intones, “Lady who watches
from the lake, come to us in our darkest hour! Tell us
what you've seen!” After a moment of silence, thick frost
forms on the inside of the room’s windows, turning them

opaque, and the candles go out one by one.

Rinaldo senses that the White Lady’s spirit is close and
urges the characters to reach out to it. Ask the players
in turn what their characters say or do. The characters
who try to help Rinaldo must make a DC 12 Charisma
(Persuasion) group check. If the group check fails, the
White Lady’s spirit manifests as a poltergeist and at-
tacks the party, frightening away the other participants.
This poltergeist uses the specter stat block, with the
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changes outlined in the “Variant: Poltergeist” sidebar
that appears with it in the Monster Manual.

If the group check succeeds, Rinaldo can sense that
the spirit is receptive and urges the characters to ask it
questions. The spirit replies truthfully by tracing short,
two- to five-word answers on the room'’s frosted win-
dows. If doing that becomes too cumbersome, the spirit
uses Rinaldo as a vessel to whisper the answers. If the
spirit doesn’t know an answer or thinks a question is
foolish, it shatters a window instead. Once it answers
three questions, the spirit departs, and Rinaldo can't try
to summon it again until he finishes a long rest.

Here's what the White Lady knows about the recent
happenings around Lac Dinneshere:

« The castle in Caer-Dineval has become a base for a
devil-worshiping cult.

- Gray-skinned dwarves have been stalking the
streets of Easthaven, Caer-Dineval, and Caer-Konig
while invisible. Their intentions aren’t good. They
hide aboard the town ferry (see “Easthaven Ferry”
above) and in the ruins of Dinev’s Rest (see “Dinev’s
Rest,” page 38).

« A magic cauldron is hidden in some frozen, lakeside
caves. The cauldron is guarded by an evil hag named
Maud Chiselbone and can conjure enough stew to
feed a starving town indefinitely (see “Toil and Trou-
ble” below).

The White Lady doesn't remember the details of her
own death or the fate of her lost love. Once her spirit de-
parts, the frost on the windows dissipates.

ToiL AND TROUBLE

The quest in Easthaven begins at the same time as the
burning of the Red Wizard, Dzaan, who is described

in the “Arcane Brotherhood” section of appendix C.
Whether the characters are starting the adventure in
Easthaven or have just arrived, they are present during
Dzaan’s fiery execution. They're too late to save Dzaan,
but they might encounter a magical copy of him again in
chapter 2 (see “Lost Spire of Netheril,” page 145).

The captain of Easthaven’s militia, Imdra Arlaggath,
takes notice of the characters during the burning and
offers them a quest. Some fishers have gone missing on
Lac Dinneshere, and she wants the characters to take a
boat and search for them. She knows where the fishers
like to fish and urges the characters to search that part
of the lake first. If they heed Imdra’s advice, they find the
fishers’ boats pulled up on the ice within short walking
distance from a frozen cave previously hidden under
snow and ice. This cave, the characters soon discover, is
the lair of a hag named Maud Chiselbone.

Characters who explore the cave complex find the
bodies of the fishers, as well as Maud'’s cauldron of
plenty (see appendix D). The cauldron is a stunning dis-
covery and a welcome one for the people of Ten-Towns,
if the characters choose to part with it. If news of the
cauldron spreads, the characters will quickly find them-
selves the center of attention as various towns strive to
obtain it. With no end to winter in sight, the cauldron
might be the last thing standing between one town’s sur-
vival and another's extinction.

RINALDO THE HALFLING LEADS A SEANCE TO CONTACT THE

SPIRIT OF THE WHITE LADY OF LAc DINNESHERE




PuBLIC EXECUTION

Events begin to unfold when the characters find them-
selves in the vicinity as Dzaan's execution takes place:

A crowd has gathered in front of the Town Hall to watch
the public execution of Dzaan, a human wizard who,
despite efforts to disguise himself, was recognized and
arrested for the crimes he has inflicted upon dale-folk.
He has been bound to a stake and gagged. Members of
the militia use torches to light the strawtucked around
his feet. Fanned by the wind, the fire catches quickly.
Dzaan does not struggle or scream as he is quickly en-
gulfed in flames. Bundled-up spectators move closerto
the human bonfire, eager to feel its warmth.

A woman bedecked in a tailored coat and a fur hat ap-
proaches the characters as people huddle around the
burning wizard. She introduces herself as Imdra Arlag-
gath, captain of Easthaven's militia. Captain Arlaggath
(lawful good half-elf veteran) speaks curtly but is not
unfriendly. If any of the characters ask about Dzaan, she
tells them that he coldly murdered some adventurers
who had aided the people of Icewind Dale in the past;
his public execution isn’t an act of vengeance but is
meant to deter others from engaging in similar behavior.

i

EASTHAVEN RESIDENTS BASK IN THE WARMTH OF AN

EVIL WIZARD BEING BURNED AT THE STAKE.

GETTING THE QUEST

Captain Arlaggath asks about the characters' home-
towns and reasons for being in Easthaven before asking
if they can assist in an investigation. If they express in-
terest, she shares the following information:

“Four fishers went missing on Lac Dinneshere a tenday
ago. The coastline is hard to sail along because of the ice
floes, but savvy anglers prefer it—there are fewer com-
peting fishers from the other lake towns there. We need

someone to scout the coastline and search for them.”

If the characters need a boat, they can borrow one from
the angler docks and drag it across the ice to the open
water. A rowboat can hold up to four Medium charac-
ters, while a single-masted skiff can hold up to eight. A
skiff requires at least one crew member who has profi-
ciency with water vehicles.

If the characters request a reward for their services,
Captain Arlaggath says she’s not authorized to give one.
But she did confiscate two items from Dzaan that might
interest the characters: a spell scroll of fireball in a cop-
per tube and a gray bag of tricks. They can have one or
the other if they find the missing fishers.
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THE SEARCH BEGINS

Much of Lac Dinneshere is covered with ice. Only the
hardiest anglersventure out to fish for knucklehead
trout. To wrangle such a catch, fishers must drag their
boats across the ice to open water and wait patiently out
on the lake in the freezing cold for hours at a time. To
fend off the chill, they often bring bottles of ale to keep
warm. Imbibing too much is dangerous, for it makes
the anglers more susceptible to being pulled overboard
by stubborn knuckleheads. Too much ale also leads to
foolhardy decisions. Such was the fate of four old an-
glers from Easthaven, who abandoned their trusty boat,
Bunch o’ Knuckleheads, to follow a tantalizing scent
emanating from the mouth of a lakeside cave. Inside,
they encountered a hag named Maud Chiselbone and

a spicy concoction she prepared using her cauldron of
plenty. Maud took the opportunity to season her stew
with the ale-soaked anglers before adding their bones to
her growing collection.

ABANDONED ROWBOAT
The characters find the Bunch o’ Knuckleheads along
the coast:

A rowboat bobs untethered in the water amid some small
icefloes, not far from the eighty-foot-high cliffs that abut
the shoreline. The mouths of four caves dot the snowy
cliffside. One of these caves is at water level, and the
others are elevated twenty to thirty feet above the frozen
lake. The wind tearing through these icy caves sounds

like moaning.

Characters who search the abandoned rowboat find four
oars, four sets of fishing tackle, and a dozen empty bot-
tles lying in it. Characters can also see faint tracks on
the ice leading from the boat to the southernmost cave,
which is where the four missing anglers went. The spicy
scent that lured the fishers into the cave is not present
when the characters arrive.

As the characters conclude their search of the rowboat
and make their way toward the caves, two harpies fly
over the coastline. Like many creatures in this region,
the harpies are starving and eager for anything they can
eat. If one is killed, the other flees.

THE CAULDRON CAVES

A cave network extends into the snow-swept cliffs along
the shore of Lac Dinneshere. This complex once con-
tained a sacred hot spring where elderly frost giants
came to end their lives in a drowning ritual. Now, the
waters have frozen over.

The caves have long been home to a lake hag named
Maud Chiselbone. Maud has amassed a collection of
bones and trinkets taken from wayward explorers who
blundered into her lair. Maud once shared her caves
with two sisters, but the coven had a falling out. The
bones of Maud’s dead sisters are among those on dis-
play in her home. Maud is always hungry and likes to
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lick clean the bones of her “guests.” The four fishers
from Easthaven are her latest victims.

FEATURES OF THE CAVES
The caves have the following recurring features:

Moaning Wind. The howling wind that blows through
the caves sounds like a moaning crone, which is
bone-chilling enough to deter most would-be explor-
ers. The wind blows out candles and other small
flames but is otherwise harmless.

Ice Everywhere. Slippery ice covers every wall, ceiling,
and floor (see “Slippery Ice” in the Dungeon Master’s
Guide). Characters with crampons strapped to their
boots can traverse the ice without impediment.

High Ceilings. The caves have 50-foot-high ceilings.
The tunnels connecting the caves are 30 feet high.

Moonlight. Infrequent, naturally occurring breaks in
the ceiling allow moonlight into the caves, causing ar-
eas of the complex to be dimly lit on clear nights.

AREAS OF THE CAULDRON CAVES
The following locations are keyed to map 1.10.

Ul. CAVE MOUTHS

The characters must climb icy cliffs to reach the three
northernmost caves, which are above water level. No
ability check is required to do so, given the abundant
handholds and footholds on the cliffs.

Water used to flow out of the southernmost tunnel and
feed into the lake. That water is now frozen solid, creat-
ing a floor of ice several feet thick. The fishers entered
the cave complex by this route, as evidenced by tracks
in the snow that clings to the ice. With a successful DC
10 Wisdom (Survival) check, the characters can follow
these four sets of human tracks as far as area U7, where
they disappear. The fishers made it all the way to area
U9, where they met their doom.

U2. DirE WOLF DEN

A hungry dire wolf haunts this dark cave, the uneven
floor of which is strewn with animal and humanoid
bones. Unless the characters offer it fresh meat, the
dire wolf attacks them. It’s too mean-tempered to be
befriended. The wolf has no trouble scrambling up or
down the 20-foot-high wall at the mouth of its den.

U3. CAVE DRAWINGS

This cave has ancient, stick-figure drawings carved into

its northern wall.

A character who makes a successful DC 15 Intelligence
(History) check can correctly interpret the carvings,
which show frost giants wading up a river to a cav-

ern that contains a hot spring, in which they drown
themselves.

U4. MOANING CAVERN
The cave is empty except for three ice-covered pillars
composed of mineral deposits.
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U5. Icy BRIDGE

A natural stone bridge spans the frozen river 20 feet
below. The top of the bridge is covered with a slippery,
icy glaze. Crossing the bridge safely requires a success-
ful DC 10 Dexterity (Acrobatics) check. A creature that
fails the check falls off the bridge and lands prone on the
frozen river below, taking 7 (2d6) bludgeoning damage
from the fall.

U6. OLp CamP

This cave contains an abandoned campsite.

Characters who search the charred remains of the
campfire can find three torn-out pages, only partially
burned, from a journal written in Dwarvish.

Written on the loose pages are an anonymous dwarf’s
musings about the cave complex. Characters who exam-
ine the pages find a couple of noteworthy passages:

« “These caves are sacred to the frost giants. The carv-
ings on the wall suggest that the giants came here to
drown themselves. Did they use the hot spring as a
sacrificial pool?”

« “The wind truly sounds like a wailing woman. One
could easily go mad in this place.”

« “I think there’s someone living in these caves. Shortly
after discovering the hot spring, | heard what sounded
like a granny singing. When the song ended with a

shrill laugh, dread sunk its teeth in me. Ye gods, that
horrible cackle! I shall leave these caves in the morn-
ing and never return.”

U7. WATERFALL
The river used to tumble over a small waterfall in this
area, following the currentwest toward Lac Dinneshere.
The waterfall now takes the form of a 10-foot-tall sheet
of ice that can be climbed with a successful DC 10
Strength (Athletics) check. Theice is thin, however, and
easily broken: the first creature of Medium size or larger
to fail the check causes the ice to crack and fall, releas-
ing a dormant water weird. After the ice breaks, enough
ice remains that characters can still climb it, but the DC
of the check increases to 15.

Lodged in the rocks behind the waterfall are items
that were caught in the river, including an explor-
er's pack and a miner’s pick. After the water weird
is released and dealt with, these items can be safely
recovered.

U8. SACRED SPRING
An underground river once spilled into a pool in this
area, filling it with steaming mineral water and over-
flowing to the west. The river and the pool are now fro-
zen and will remain so until the Everlasting Rime ends.
On clear nights, moonlight shines through an opening
in the ceiling and illuminates the pool. The minerals in
the ice have turned it a cloudy, bright blue. Entombed in
theice are the remains of four frost giants, the faint out-
lines of their forms barely visible.
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U9. OssuARY

This cave is higher in elevation than the tunnels leading
to it, but it's easily reached by climbing one of two flights
of crudely carved stairs.

On clear nights, moonlight enters the cave through
natural fissures in the ceiling. Fresh blood paints the
icy floor, indicating that one or more creatures were
butchered here recently. (This is where the fishers from
Easthaven met their end.) More obvious than the blood
are all the bones: knucklehead trout spines, humanoid
skeletons in pieces, and bones of small animals and
birds, along with scraps of clothing and armor and a few
rusty weapons.

Sitting among the bones in the middle of the cave is a
frost giant skeleton (see appendix C) partially encased
in ice. It remains inanimate until it takes damage or
until an intruder enters the ossuary. Instead of rolling
initiative for it, have it act on initiative count 1. The skel-
eton spends its first two turns in combat doing nothing
other than breaking out of the ice and getting to its feet,
which gives the characters time to flee or get in a few
hits before the skeleton attacks.

This creature killed the fishers from Easthaven, and
Maud is the only one who can control it. The skeleton
tries to kill anyone else who enters this cave and pur-
sues fleeing prey as far as it can without leaving the
cave complex.
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Maup CHISELBONE USES HER MAGIC CAULDRON

TO WHIP UP A TASTY HUMAN STEW.

U10. CAULDRON OF PLENTY

The lake hag, Maud Chiselbone (use the sea hag stat
block), and her will-o’-wisp companion await charac-
ters in the middle of this cave. Maud stands between
her cauldron of plenty (see appendix D) and a stone
block atop which she butchers whatever meat is des
tined for her stew. Heaped around this block are rusty
hatchets and the flayed corpses of the four fishers from
Easthaven. The will-o-wisp is normally invisible when
its light is extinguished, but it brightens when it wants
intruders to behold Maud’s true, hideous form.

Maud disguises herself as a decrepit old woman. In
this form, she wears tattered furs to stave off the cold. In
her natural form, Maud has sickly grayish-purple flesh,
bulging eyes that seldom blink, and stringy black hair
interwoven with fingerbones. If her disguise is pierced
or the characters threaten her, Maud summons the frost
giant skeleton in area /9 to fight on her behalf, but it
takes two rounds to arrive. If the skeleton is destroyed,
Maud assumes her true form and takes on the charac-
ters herself. She won't give up her lair or the magic caul
dron without a fight.

If she is reduced to 9 hit points or fewer, Maud tries to
make a deal. She agrees to surrender the cauldron and
promises to deliver a chest filled with gold coins that lies
in the muck at the bottom of Lac Dinneshere. If the deal
is struck and the characters release her as promised,
Maud returns to the lake to make good on her end of the
bargain. As she departs, she tells the characters to wait
in the caves until midnight, then head north along the
shore for a mile. If they follow her instructions, they find



a waterlogged wooden chest on the icy shore, its lock
broken off. See “Treasure” below for information on the
chest's contents.

Treasure. The piping-hot stew created by the caul-
dron of plenty is too bland for Maud's tastes, so she has
added skinned meat and fresh human organs to the lat-
est batch. Characters who examine the stew see lumps
of flesh and organs floating in the spicy broth. Charac-
ters will need to dump the stew before trying to move
the cauldron. Even empty, the cauldron requires some
effort to transport, given its awkward size.

If the cauldron is hauled back to Ten-Towns and its
magical properties become known, the characters won't
have trouble finding an interested buyer for it (see “Con-
cluding the Quest” and “Town Hall Capers” below).

The chest that Maud pulls from the depths of Lac Din-
neshere contains 600 gp. Buried under the gold coins
are four crawling claws that leap out and attack if the
gold is removed, dumped, or otherwise disturbed.

CONCLUDING THE QUEST

Captain Arlaggath is saddened by the news that the
missing fishers are dead, yeteager to hear a full account
of the characters' visit to the Cauldron Caves.

CLAIMING THE REWARD

Having completed their quest, the characters are en-
titled to either the spell scroll of fireball or the gray
bag of tricks, both of which Captain Arlaggath has in
her custody.

SELLING THE CAULDRON

Characters who try to sell the cauldron of plenty in
Easthaven get more than they bargained for (see “Town
Hall Capers” below).

TowN HALL CAPERS

Easthaven's Town Hallis the setting for two possible
capers, one involving the theft of the cauldron of plenty
and the other involving the theft of a ship’s figurehead
made of chardalyn. These capers occur under the fol-
lowing conditions:

If the characters try to sell the cauldron of plenty in
Easthaven, run “The Cauldron Caper.”

If the characters haven't dealt with the duergar threat
aboard Easthaven's ferry and aren'’t likely to do so, run
“The Chardalyn Caper.”

You can run one caper or the other, or use both of
them at different times in the adventure.

THE CAULDRON CAPER

[f the characters bring the cauldron of plenty to
Easthaven and its properties become known to Captain
Arlaggath or other townsfolk, word gets around that the
characters possess a magic item that could help feed
the hungry in Ten-Towns. This news quickly reaches
Speaker Danneth Waylen, who invites the characters to
a private meeting at the Town Hall. During this meeting,
Danneth tries to buy the cauldron, offering five 500 gp
gemstones for it. No one else in Easthaven will pay more
for it or bid against him.

SPeAKER DANNETH WAYLEN

Any character who barters with Danneth and suc
ceeds on a DC 12 Charisma (Persuasion) check can
convince him to sweeten the deal, in which case he of-
fers up to ten 500 gp gemstones. If the characters accept
his offer, Danneth needs 48 hours to call in some debts
and acquire the gems, during which time he insists that
the cauldron remain in Easthaven’s Town Hall, under
guard in area T17. The characters can either let four
members of town militia (tribal warriors) watch over
the cauldron, or they can protect it themselves. Danneth
is satisfied either way.

ZHENTARIM THIEVES

News of the cauldron reaches Speaker Naerth Max
ildanarr of Targos within a day, thanks to a Zhentarim
spy named Prudence Tarkwold. who works as a clerk
in Easthaven's Town Hall and owns a small cottage
nearby (where she keeps a flying snake that serves
her as a messenger). After Prudence notifies him of the
cauldron, Naerth sets into motion a plan to steal it. He
dispatches three human thugs in cold weather clothing
to meet with Prudence at the Town Hall as night falls.
These thugs bring with them a domesticated axe beak,
which they tie to a wooden post outside the Town Hall's
north entrance.

Barring the characters’ intervention, the Zhents cor-
ner Speaker Waylen in his office (area T3) and use him
as a hostage to force the guards watching the cauldron
to drop their weapons and surrender without a fight.
After locking Speaker Waylen and the guards in the
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jail (area T18), the Zhents remove the cauldron from
the Town Hall, lash it to the axe beak with rope, and
toss the keys to the jail cells into a snowbank. The axe
beak is strong enough to drag the cauldron through
the snow behind it as the Zhents lead it back to Targos.
The Zhents don'’t stop until the cauldron is delivered to
Speaker Naerth Maxildanarr at the Luskan Arms (see
page 86). Any tracks they make in the snow are oblit-
erated after 1d4 hours by blowing wind. Although they
are lawful evil, the Zhents have strict orders not to kill
anyone. Enemies they reduce to O hit points are knocked
unconscious rather than slain.

DEVELOPMENT
Characters atthe Town Hall can attempt to thwart the
robbery. If no characters are present during the robbery,
the theft becomes apparent when the characters return
to the Town Hall to close the deal with Speaker Waylen.
Ifthey arrive in the early hours of the morning, they
hear loud banging coming from the dungeon, where the
speaker and his guards are locked up. Otherwise, they
arrive to find Captain Arlaggath and a small retinue of
town guards trying to break open the cell doors.
Speaker Waylen is stung by Prudence’s betrayal, as
she worked closely with him for nearly three years. He
had no idea she worked for the Zhentarim. If the char-
acters don't know where the Zhents took the cauldron,
Waylen recalls that Prudence offhandedly mentioned
having family in Targos. (Her “family” is the Zhentarim.)
He suggests they search for the cauldron there. Charac-
ters can find Prudence Tarkwold at the Luskan Arms,
where she has a private room to herself. As for the caul-
dron, Speaker Maxildanarr has it and won't give it up
without a fight.

THE CHARDALYN CAPER

The duergar hiding aboard the Easthaven ferry attack
the Town Hall in the dead of night, determined to steal
pieces of a ship’s figurehead made of chardalyn. This
theft occurs while most townsfolk, including Speaker
Waylen, are asleep in their homes. For more informa-
tion about the duergar and what they know, see the
“Easthaven Ferry” section (page 59).

DUERGAR THIEVES
If he's still alive, Durth Sunblight, a duergar mind
master (see appendix C), leads three duergar named
Klaska, Ossyl, and Zublorr to the Town Hall under the
cover of night, making their way inside through the
north entrance. Barring the characters’ intervention,
the duergar use their weapons to shatter the chardalyn
figurehead in area T6. The guards in area T17 interrupt
the duergar but are no match for them. After killing the
guards with their war picks, the duergar finish breaking
apart the figurehead.

Each duergar carries one sack that can hold up to
five 20-pound fragments of chardalyn. After filling their
sacks, the duergar exit the Town Hall and travel to their
hidden fortressin the mountains (described in chapter
3). Any tracks left by the duergar are obliterated after
1d4 hours by blowing wind.
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If too much time has passed to track the duergar, the
characters have no way to know where they went—just
as well, given the perils of the duergar fortress. A search
of the Easthaven ferry yields no clues, as the duer-
gar took all their belongings (including Durth’s map)
with them.

DEVELOPMENT

Unless they happen to be inside or near the Town Hall
when the duergar arrive, the characters won't know
about the theft until word reaches their ears the follow-
ing day, when Speaker Waylen asks them to find the
thieves and return the missing fragments of chardalyn,
so that he can lock them up with the other pieces that
the thieves left behind. Waylen is willing to pay 50 gp for
each stolen fragment that is returned to him. If the char-
acters aren't already aware of the properties of charda-
lyn, Waylen warns them about the demonic magic suf-
fusing the crystal and urges them not to come in direct
contact with any of the fragments.

Characters who are determined to find the stolen char-
dalyn fragments can question Easthaven’s townsfolk to
see if anyone saw suspicious activity on the night of the
robbery. Any character who spends an hour knocking
on doors and inquiring about town can make a DC 14
Charisma (Investigation) check at the end of that hour.
On a failed check, no useful information is obtained.

If the check succeeds, the character is urged to speak
with Scython, the tiefling ferryman, who spends most
of his free time in a tavern called the Wet Trout. Scy-
thon is widely regarded as a font of useful information.
Although he doesn’t know anything about the duergar
or the stolen chardalyn, he knows several rumors that
might steer the characters in new directions (see “The
Wet Trout,” page 60). Once the characters are 4th

level, the adventure steers them toward the duergar for-
tress in chapter 3, where the stolen chardalyn fragments
can be found (see area X26 on page 180).

EASTHAVEN TOWN HALL

Information about Easthaven’s Town Hall is provided
here, along with a map. You can use map 1.11 to repre-
sent other town halls in Ten-Towns, as needed.
Easthaven’s Town Hall is a two-story, wattle-and-daub
building where townsfolk come to renew licenses, pay
fines, settle petty claims, file complaints, and gather to
discuss important issues. The flag of Easthaven flutters
atop a cupola on the Town Hall’s steeply pitched rooftop.
All above-ground levels have wooden floors, with
framed oil paintings by local artists mounted above
the wainscoting. The doors on these levels are made of
sturdy wood and have no locks, though the outermost
doors can be barred from within. The dungeon level
is hewn out of solid rock and has sturdy iron doors
throughout. Low-burning lanterns hang from iron brack-
ets or the rafters, dimly lighting all interior locations.
The following locations are keyed to map 1.11.



MAPR 1.11: EASTHAVEN TownN IHaLL

TI1. RECEPTION HALL

This chamber is decorated with oil paintings depicting
life in Easthaven, including a large painting of the town
itself on the north wall. Mounted on the south wall is
a five-foot-long, stuffed knucklehead trout. Its wooden
plaque bears an engraved copper plate that reads, in
Common, “Big Knuck, caught by Easthaven fishers
during the summer of 1479 DR.”

A secret door in the northeast corner is partially con-
cealed behind a tall, slender oil painting of fishing boats
on Lac Dinneshere. It pulls open to reveal the speaker’s
office (area T3) beyond. Any character who searches the
wall for secret doors finds it automatically.

T2. ADMINISTRATIVE OFFICE
This room contains rows of desks and filing cabinets. A
few overstuffed lounge chairs are set aside for visitors.

T3. SPEAKER’S OFFICE

Tapestries and painted landscapes decorate this room, in
the middle of which is a large table surrounded by high-

backed wooden chairs.

©Openito
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The speaker’s chair has Easthaven’s heraldry worked
into its backrest, whereas the other chairs don't.

A secret door in the northwest corner is concealed
behind a tapestry depicting a snow-capped mountain. It
swings open into area T 1. Any character who searches
the wall for secret doors finds it automatically.

T4. CoaT CLOSET
This is the speaker’s personal coat closet. A full set of
cold weather clothing is stored in the wooden trunk.

T5. PrRIvY
This room contains a toilet, a bucket and mop, a simple
wash basin, and a towel rack.

T6. CHARDALYN FIGUREHEAD
Provided the duergar haven't destroyed it, a startling
discovery awaits characters in this room:

P

| Low-burning lanterns cast a gentle glow upon a tall,
black object in the center of this room. Although one
could easily mistake it for a statue, this object is actually
the figurehead of a ship and is carved in the likeness of
a winged demon. The demon-shaped figurehead stands
eight feet tall. Shards of wood jut out of the demon'’s
back at the points where the figurehead once attached to

the hull of a ship.
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If the figurehead is intact and the characters partici-
pated in Rinaldo’s séance (see page 61), they see
something else as well:

Lashed to the figurehead with rope is a scrawny woman
who is dripping wet. Her long, white hair hangs over her

face, obscuring it.

Other features of the room include a wooden staircase
that climbs to a balcony, mounted atop which is a small
crane with a manual winch, and a staircase that leads
down to the dungeon (see area T16).

Demonic Figurehead. Characters familiar with
chardalyn can tell that the figurehead is made of the
substance. Those who succeed on a DC 20 Intelligence
(History) check realize that the figurehead depicts Errtu,
a balor demon that terrorized Icewind Dale over a cen-
tury ago. Characters who grew up in lcewind Dale have
advantage on this check. The figurehead is a Large ob-
ject with AC 13, a damage threshold of 5, 50 hit points,
and immunity to poison and psychic damage. It weighs
1,000 pounds.

A band of adventurers used a telekinesis spell to raise
the figurehead from the depths of Lac Dinneshere a few
months ago and hauled it to Easthaven, hoping for a
reward. What they got was hardly worth the effort, and
Speaker Waylen doesn’t know what else to do with the
figurehead except store it here, out of the public eye. He
fears the figurehead is tainted by demonic magic and
has warned his staff not to touch it. A detect evil and
good spell or similar magic reveals that it's a desecrated
object. Any creature that comes into contact with it must
succeed on a DC 13 Charisma saving throw or gain the
following flaw, which supersedes any conflicting person-
ality trait: “l suspect most Ten-Towners are members of
a secret cult devoted to the Frostmaiden.” This paranoia
can be ended on a creature by any spell that removes a
curse. Prolonged contact with the figurehead might have
other ill effects, at your discretion.

White Lady of Lac Dinneshere. What looks like a
woman tied to the figurehead is actually the White Lady
of Lac Dinneshere, which manifests here as a chaotic
evil ghost. If the characters keep their distance, the
woman begins sobbing. If the characters leave without
confronting the woman and return later, the ghost is
gone (along with the ropes that seemed to bind it).

The White Lady rarely manifests on land, and her
ghost can be seen only by those who dared to summon
it (as the characters did when they participated in Rinal-
do’sséance). If one or more characters come within 5
feet of the ghost, it throws back its head to reveal a bare
skull with a rictus grin, catching characters by surprise
with its Horrifying Visage. Once the ghost’s true nature
is revealed, the ropes binding it to the figurehead fade
away as it attacks the nearest character. If the ghost is
reduced to 20 hit points or fewer, it tries to possess a
character on its next turn. A possessed host will attempt
to leave the Town Hall by the northern exit and drown
itself in Lac Dinneshere by walking out onto the ice until
it breaks, attacking anyone who gets in its way.
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If the ghost is reduced to O hit points, it fades away
with a scream as the White Lady’s spirit is forced back
to the lake, where it remains thereafter.

T7. CHAIR STORAGE
Stacked neatlyagainst the walls of this room are dozens
of wooden chairs used for town meetings.

T8. RECORDS RooM
This room contains records for the town, stored in
boxes that lean haphazardly against the walls.

T9. EVENT VENUE

This room is used for parties and other special events. It
contains wooden tables and chairs, and colorful stream-
ers hang from the rafters. A curtained window looks
down on area T6.

T10. SMaLL CLAIMS COURT

Residents of Easthaven come here to settle claims

for petty crimes. Rows of wooden chairs face a large,
cloth-covered table, behind which the speaker sits while
presiding over small claims court cases. Next to this ta-
ble is a small writing desk for the court clerk.

TI1l. FISHING PERMITS

Three desks stand side-by-side in the room, the backs
of their chairs facing the outside wall. Pinned to the east
wall is a large, hand-drawn map framed with old fishing
poles. One ofthe poles is rigged with a lime green fish-
ing lure carved to resemble a tiny flumph.

Easthaven fishers come here to apply for and renew
their fishing permits. The map on the east wall shows
Lac Dinneshere, with boundaries to mark the fishing
territories of Easthaven, Caer-Dineval, and Caer-Konig.

T12. EMPLOYEE BREAKROOM
This room contains several cozy chairs, a snack cabinet,
and a wooden staircase leading up to area T14.

T13. SuppLy CLOSET
Supplies and provisions are stored on wooden shelves
that line the walls of this room.

T14. TowN L1BRARY

Easthaven’s meager library contains a mostly unre-
markable collection of books stored in dusty bookcases.
Other furnishings include padded chairs and footstools.
Wooden stairs lead down to area T12.

Treasure. Characters who spend at least 10 minutes
searching the bookshelves discover a worn book with
ared leather cover and yellow pages. The edges of the
pages are stained with dry blood. The writing inside
suggests the book is nothing more than a poetry anthol-
ogy. However, it’s actually the spellbook of a Red Wizard
of Thay named Dzaan. The book’s true contents are
hidden by an illusory script spell that ends 5 days after
Dzaan’s execution (see “Public Execution,” page 63).



BOUND TO A DEMONIC FIGUREHEAD IS A HAUNTING

FIGURE, BUT NOT ALL IS WHAT IT SEEMS.

After the book was confiscated by a member of the
town militia, it was brought to the Town Hall, where a
clerk saw fit to place it in this library for safe keeping.
Casting dispel magic on the book ends the illusory script
spell placed upon it. When the illusory script spell ends,
the book’s true contents are revealed. It contains the fol-
lowing spells: animate objects, arcane eye, arcane lock,
blur, confusion, conjure elemental, detect magic, dis-
guise self, fireball, hallucinatory terrain, illusory script,
invisibility, knock, levitate, magic missile, major image,
mirror image, mislead, phantasmal force, phantasmal
killer, seeming, sending, silent image, and slow.

T15. OFFICE AND STORAGE SPACE

Residents of Easthaven can rent out these small rooms
for personal storage or office use. Of the six available
rooms, only two are currently in use; the rest are empty.

The first room in use contains several storage crates
and barrels. If the characters investigate further, they
discover all these containers are empty.

The second room in use has been converted into a
cozy office. Two overstuffed chairs and a wooden desk
are crammed into the space. Inside the desk’s unlocked
drawer is a half-finished romance novel titled Lost in
Lavender Orbs.

T16. STAIRS TO THE DUNGEON
Stone stairs covered with wooden planks lead down to
the dungeon, which is hewn out of solid rock.

T17. JAILERS’ ROoOM

Unless they have been called away by a disturbance
elsewhere, four guards (tribal warriors) sit around a
circular wooden table, playing Three-Dragon Ante with
a well-worn deck of cards. Characters who listen at the
door before entering can hear these soldiers complain-
ing about the cold and wondering when the next lottery
will be held (see “Sacrifices to Auril,” page 21). One

of the guards carries a ring of eight iron keys; these keys
unlock the cell doors in area T18.

T18. JarL

Individuals arrested for crimes in Easthaven are de
tained here. Each cell sports a locked iron door with

a 5-inch-square, iron-shuttered window built into it so
that guards can peer into the cell without opening the
door. One of the guards in area T 17 carries the keys that
unlock all the cell doors. The doors are too sturdy for
the characters to force open using brute strength alone,
but a character with thieves’ tools can use an action to
attempt to pick a door’s lock from the outside, doing so
with a successful DC 15 Dexterity check.

T19. INTERROGATION Room

Prisoners are brought here when Speaker Waylen has
a mind to question them. The room contains a sturdy
oak chair fitted with iron manacles, a mop, and a
wooden bucket.
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Goobp MEAD

Founded by immigrants from Chult and the Vilhon
Reach, Good Mead is nestled between Redwaters and

a nearby evergreen forest. The town’s squat dwellings,
adorned with carvings of dinosaurs and serpents, are
overshadowed by the two-story structure of the mead
hall, its eaves carved and painted to resemble wyverns.
As honey is the key ingredient in mead, the town literally
buzzes with the droning of bees.

Every tavernin Icewind Dale is accustomed to re-
ceiving regular mead deliveries, and the town can'’t
produce or deliver its mead fast enough. All deliveries
have halted temporarily, though—because a verbeeg
marauder (see appendix C) emerged from the forest
three days ago and stole three casks of mead that
were being loaded onto a dogsled for transport to Bryn
Shander. Kendrick Rielsbarrow, the town speaker and a
giant of a man in his own right, stood his ground against
the verbeeg and didn't fare well. After skewering Ken-
drick with its spear, the verbeeg grabbed the casks and
disappeared whence he came. The other residents of
Good Mead tried to save Kendrick, to no avail; his body
lies in a local shrine. Five members of the militia went
after the verbeeg but haven't returned.

GooD MEAD IN A NUTSHELL t
Friendliness %% Services % Comfort % &

Available Quest. “The Mead Must Flow,” page 73.

Population. 100.

Leader. None. Speaker Kendrick Rielsbarrow was
killed by a verbeeg, leaving the town leaderless.

Militia. Good Mead can muster up to 20 soldiers (use
the tribal warrior stat block) and 2 veterans.

Heraldry. A dark brown drinking mug made of a cut-off
section of horn, with an antler handle added, upright
and centered on a white field, representing the town’s
mead exports and its cold, snowy climate.

Sacrifice to Auril. Warmth (see page 21).

Rivals. Caer-Dineval, Caer-Konig.

OVERLAND TRAVEL

A path connects Good Mead to the Eastway, crosses the
snow-covered road, and continues to Caer-Dineval. An-
other snowy path leads to Dougan’s Hole. Travel times
in the Overland Travel from Good Mead table assume
that characters are on foot; mounts and dogsleds can
shorten these times by as much as 50 percent.

OVERLAND TRAVEL FROM GooD MEAD

To Travel Time
Bryn Shander 6 hours
Caer-Dineval 8 hours
Dougan'’s Hole 4 hours
Easthaven 41/2 miles

LOCATIONS IN GOOD MEAD

The following prominent locations are marked
onmap 1.12.
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MEAD HALL
Purveyor of Good Mead’s honey wine

Four decades ago, this mead hall put an end to the
town'’s dependence on knucklehead trout fishing with
its famous honey wine, which quickly became popular
throughout Ten-Towns.

The mead hall has alarge, fire-heated space dedicated
to bee husbandry and the nurturing of beehives. The
droning bees can be heard throughout the town, though
most residents are so accustomed to the buzzing that
they pay it no mind.

) | -
ELECTING A NEwW TOWN SPEAKER

Good Mead also needs a new leader, and two locals have
emerged as contenders to replace Kendrick Rielsbarrow

as town speaker. It will take a week or two for the town to
plan an election. One candidate is a red-bearded shield
dwarflogger named Shandar Froth, and the other is
Olivessa Untapoor, a middle-aged woman who descends
from the town’s Chultan founders and who makes casks to
hold Good Mead’s famous brew.

Shandar is wanted by the authorities in Mirabar for the
murder of another dwarf. Zhentarim agents located Shan-
dar a few years back and are blackmailing him into serving
as their eyes and ears in town. Once a month, Shandar
travels to Targos to brief Naerth Maxildanarr, its speaker,
on everything that has transpired of late in Good Mead.

Olivessa doesn’twant to be town speaker, but her
friends are pushing her to assume the role for the good
of the town. She would be delighted to see someone else
step up to challenge Shandar for the speakership.

For more information on Olivessa and Shandar, see the
“New Town Speaker” section on page 78. ;




SHRINE OF THE FLAMING SWORD
Shrine of Tempus (god o f war)

This vacant building stands on the lakeshore and has
a crow-haunted steeple protruding from its peak. Un-
like the mead hall, which is well cared for, the shrine’s
painted icons of the god of war wielding a flaming
sword are chipped and faded, and its spacious interior
stands mostly empty except for a long table on which
rests a body covered with a blanket. The body is that of
Speaker Kendrick Rielsbarrow, a giant of a man in his
forties. He died from three stab wounds to the chest.
The shrine was built over a century ago, when the
town'’s rivalry with Dougan’s Hole raged so fiercely
that the lake, a frequent battlefield, became known as
Redwaters. For a time thereafter, nearly all residents of
Good Mead paid homage to Tempus. Today, the shrine’s
relevance has dwindled to the point where it's mainly
used just for town gatherings.

THE MEAD MuUST FLow

Taverns throughout Ten-Towns depend on deliveries of
honey mead to satisfy their customers, and Good Mead
needs the coin. Two days ago, a verbeeg (see appendix
C) stole three casks of mead as they were being loaded
onto a dogsled. When the town speaker tried to prevent
the theft, the verbeeg killed him. The townsfolk want re-
venge, but more important, they want their mead back!
If the characters undertake this quest, they must track
the verbeeg to his lair, which he shares with a dopey
ogre, some stolen livestock, and a sleepy brown bear. To
complicate matters, the verbeeg’s romantic interest—
another verbeeg—arrives as the characters are leaving.
How the characters learn of the town'’s travails de-
pends on whether the adventure began in Good Mead
or not. If Good Mead is the starting town for the ad-
venture, the characters know all the information in the
“Good Mead” section (page 72), which you can read
to the players. If Good Mead is not the starting town for
the adventure, characters become aware of the town'’s
misfortunes when one or more locals put them up for
the night.

GETTING THE Q.UES,T

If the characters offer to retrieve the stolen casks, the
locals can’t reward them with much more than free
lodging and drink for a tenday. If the characters accept
these terms, various townsfolk can point in the direction
the verbeeg went after stealing the casks.

As the characters make their way to the edge of the
forest, read:

A figure in cold weather clothing lurches out of the
woods into plain view, running as fast as he can through
the deep snow. Slung over his back are a pair of animal

traps, one of which appears to contain a panicked fox.

The figure is Fef Moryn (chaotic good human scout),
a trapper. He was out in the woods checking his traps
when he came upon a grisly scene: five members of
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Good Mead’s militia, their skulls and chests stove in. He
came straight home to alert the town.

The characters can’t convince Fef to return to the
bodies, but they can follow his tracks through the snow
easily enough.

The fox (see appendix C) in Fef’strap is rattled but un-
injured. If the characters want to buy it, Fef will sell it to
them for no less than 1 gp. Although it's a wild animal, it
remains docile while held. If the characters keep the fox
with them, they will find it helpful in the next scene.

CARNAGE IN THE WOODS

Characters who follow Fef Moryn'’s trail eventually come
to the grisly scene the trapper spoke of:

Deep in the woods, amid the snow-covered pines, you
discover the remains of the five militia members, who
look like they were clubbed to death. New-fallen snow

has already begun to settle on their corpses.

These five people pursued the verbeeg for a while and
then fell prey to the verbeeg's ogre buddy, who stayed
behind in the woods rather than trying to keep up with
the verbeeg.

CHAPTER 1 | TEN-TOWNS

73



74

THE SNOW-COVERED TUSKS OF A MAMMOTH

MARK THE ENTRANCE TO THE VERBEEG LAIR.

The ogre killed all five humans with its greatclub
and then headed for home. Characters can follow its
tracks in the snow without a check. A successful DC
12 Wisdom (Survival) check identifies these tracks as
belonging to a Large giant. Following these tracks leads
the characters on a path through the woods until, after 8
hours, they come upon the verbeeg’s lair.

THE Fox AND THE CHWINGA

The characters have one encounter while they follow the
ogre's trail. A chwinga (see appendix C) pops out of the
snow and hurls a wee snowball at the lead character in
the party’s marching order. Once it has the party’s atten-
tion, it capers atop the snow.

If the characters rescued the fox from Fef Moryn, the
animal bolts toward the chwinga if it's allowed to do so.
The chwinga bows before the fox and offers it a frozen
berry, which the fox gobbles up. After that, the chwinga
and the fox become fast friends. The chwinga mounts
the fox, bestows a charm ofanimal conjuring or one
of the new charms described in appendix C (see “New
Chwinga Charms,” page 283) upon the character it
hit with the snowball, and rides off on the fox’s back.
(For more information on charms, see “Supernatural
Gifts” in the Dungeon Master’s Guide.) The characters
can interrupt this scene if they want; the chwinga won't
bestow its supernatural charm, however, if events unfold
any differently.
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If the characters don’t have the fox or choose not to
letit go, the chwinga follows them all the way to the ver
beeg lair, if permitted to do so, but won't venture inside.

VERBEEG LAIR

The lair’s caves and tunnels have rough, 20-foot-high
ceilings covered with large icicles. The floors are some
what uneven but not rough enough to be difficult terrain.
The verbeeg, named Duhg, needs light to see, which is
why he keeps a bonfire lit in area V3 and carries a torch
when he visits the darker corners of his lair.
The following locations are keyed to map 1.13.

V1. THREE ENTRANCES
The ogre’s tracks lead characters to a frozen stream.
then along it to the verbeeg’s lair:

The trail culminates at a rocky hillside with pines growing
around its base. Set into the hill are three caves.

The frozen creek emerges from the west cave, which
has a low-hanging mouth.

The center cave—an eight-foot-high passage hewn
from the rock—is moderately blocked by a tight stand of
conifers and two massive fallen logs.

The northeast cave has a big, yawning mouth, and
flickers of light emanate from within. The tracks of your

quarry head through this entrance.




MAP 113: VERBEEG LAIR

Characters can enter the verbeeg lair through any of
these paths. If they take the time to examine the hillside
to the east more thoroughly, they find a fourth cave en-
trance (area V2).

V2. MAIN ENTRANCE

Half-submerged in the icy mire are the bones, skull, and
tusks of a long-dead mammoth. Beyond these remains is

a yawning cave mouth.

This route leads to the firelit cave (area V3) and the re-
fuse pit (area V4).

V3. FIRELIT CAVE
This cavern is slightly sunken, as all tunnels leading to
it slope down gradually.

A bonfire in the middle of this cave keeps it lit and rela-
tively warm: The scent of roasting meat fills the air as a
hunk of meat on a spit drips juices into the fire. Goats
and sheep are held in a spacious animal pen enclosed by
a crude wooden fence. Other features of the cave include
a wooden cart with a broken wheel, two old crates, and

two barrels.

If the characters make a lot of noise, the ogre comes
running from area V5 and the verbeeg marauder (see
appendix C) approaches from area V9, both arriving

at the same time. They try to kill intruders on sight.

If more than two intruders are visible, the verbeeg
whistles for the cave bear, which arrives 3 rounds later
from area V7.

If it's close enough to the bonfire, the verbeeg can
use his action to try to shove a creature into the flames
(see “Shoving a Creature” in the combat chapter of the
Player’'s Handbook). Any creature that enters the bonfire
for the first time on a turn or starts its turn there takes
10 (3d6) fire damage. It also catches fire as it leaves the
bonfire’s space, taking 3 (1d6) fire damage at the starts
of each of its turns until an action is used to put out the
flames engulfing it.

Characters in a position to harm the verbeeg’s goats
and sheep (see “Animals” below) can use an action to
threaten one or more of these animals and, with a suc-
cessful DC 10 Charisma (Intimidation) check, cause the
verbeeg to cease hostilities and call off the ogre and the
cave bear. Under such pressure, the verbeeg is willing to
let intruders leave the lair without further incident, pro-
vided the animals in the pen are not harmed or taken.

One crate is packed with straw, which the verbeeg
feeds to the goats and sheep. The other contains ten
large torches, which the verbeeg made out of wood and
pitch. The barrels are half-filled with salt and pepper,
which the verbeeg uses to season his meat.
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Animals. The livestock pen holds seven goats and six
sheep, all in healthy condition. Use the goat stat block
foreach sheep, with these changes:

. A sheep is a Small beast with 3 (1d6) hit points and a
walking speed of 30 feet.

« Itlacks the Charge feature and any effective attacks,
giving it a challenge rating of 0 (0 XP).

The verbeeg acquired his livestock by robbing travel-
ers on the Eastway. He considers these beasts his trea-
sured pets and has given names to all of them. He has
trained the ogre and the cave bear not to attack them.

What’s Cooking? The meat roasting on the spit is a
piece of what used to be Artin Glanhig, a shield dwarf
lumberjack from Bryn Shander who crossed paths with
the verbeeg. A small bundle near a log by the fire con-
tains Artin’s battleaxe and his thick leather boots. The
verbeeg is fashioning a small knife he can use to care-
fully unstitch the boots and reuse the leather.

V4. REFUSE P11

This dead-end cavern has a crudely excavated, ten-foot-
wide pit in the middle of the floor.

The verbeeg and the ogre dug this refuse pit, which is
20 feet deep and filled to a depth of 5 feet with bones,
trash, and filth.

V5. STOLEN MEAD CASKS
Ifthe ogre has been drawn to area V3 by activity there,
omit the opening paragraph of the following boxed text:

A heavy snore comes from a fat, battle-scarred ogre

| sitting with its back against the west wall, its chin on its
chest. A thin stream of drool trails from its mouth onto
its bloodstained leather loincloth. On the floor at its feet
is a bloody greatclub with tufts of hair and bits of metal
stuck in it.

Suspended from the ceiling of this chamber by a series
of ropes and pulleys are six baskets. Clustered near the
south wall are three wooden casks carved with Good
Mead's heraldic symbol: a drinking mug made of a cut-
off section of horn, with an antler handle added, upright
and centered.

The ogre can never remember its name, so the verbeeg
calls it “Friend.” It has fully recovered from its fight with
the town militia. Any character who succeeds on a DC 8
Dexterity (Stealth) check can creep around in the cave
without waking the ogre. The character must repeat the
check after disturbing an object in the cave, such as a
hanging basket or a cask of mead.

If awakened, the ogre grabs its greatclub and attacks,
shouting, “ME FRIEND!”

The verbeeg rigged the system that supports the bas-
kets to keep the ogre from tripping over them and to
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discourage the cave bear from rooting through them.
Lowering a basket by using its mechanism requires an
action. The baskets contain sheep shears, milk pails,
bristle brushes, and several bags of grain and oats sto-
len from caravans on the Eastway. One of the baskets,
determined randomly, contains the verbeeg’s treasure
(see “Treasure” below).

Casks of Honey Mead. One of the three casks is
empty, the verbeeg and ogre having shared its contents;
each of the other two holds 20 gallons of honey mead.
Each full cask weighs 200 pounds.

Treasure. The verbeeg's treasure basket holds 72 sp,
344 cp, a translucent pink moss agate gemstone (10 gp),
a healer’s kit, a hunting trap, and a small rabbit-skin bag
containing ten silvered sling stones.

V6. FROZEN STREAM

To the north along the frozen stream, the tunnel splits,
with one way continuing north and the other veering
east. The stream follows the dark northward tunnel. Light

from a distant fire is visible in the eastern tunnel.

Characters who follow the frozen stream to the north
arrive at area V7. Those who venture eastward come
to area V9.

V7. CAVE BEAR’S LAIR

The frozen stream ends at a seven-foot-deep frozen pool
at the back of a dark cave. Trapped beneath the pool’s
ice is a stone statue of a smiling young man, naked
except for a well-placed oak leaf, with his face turned
toward the sky.

If the cave bear has not been summoned elsewhere
by the verbeeg, it sleeps in the western niche of this
chamber until it detects intruders. It has brown fur and
darkvision out to a range of 60 feet. It otherwise uses
the polar bear stat block. A character who succeeds on
a DC 14 Dexterity (Stealth) check can sneak around in
the cave without waking the bear, but only in the dark.
A light source bright enough to illuminate the bear also
wakes it. The bear, whose name is Yogobor, is hungry
and hostile. But if it is reduced to 20 hit points or fewer
and the verbeeg is nowhere in sight, the bear tries to flee
for its life.

The bear’s niche contains the gnawed skull and bones
of a shield dwarf named Artin Glanhig (see area V3).

Statue of Silvanus. The statue in the frozen pool,
crafted using stone shape spells, is an outcrop extend-
ing from the pool’s rocky bottom. Any character who
succeeds on a DC 12 Intelligence (Religion) check rec-
ognizes it as a depiction of Silvanus, a god of nature;
the oak leaf is his holy symbol. The statue radiates an
aura of abjuration magic when scrutinized with a detect
magic spell. An identify spell can reveal its magical na-
ture, but only if the caster is touching the statue when
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the spell is cast. Before the statue can be touched, the
characters must dig through a foot of ice to reach it.

The statue blesses the pool, such that any creature
that drinks from it gains the benefit of a greater resto-
ration spell. This magic is suppressed while the pool
isfrozen. A given creature can gain the pool’s benefit
only once.

V8. BURIAL NICHES

This eight-foot-high, five-foot-wide passage has a dozen

burial niches carved into its walls.

An ancient human tribe carved a tomb out of the hillside
to house the bones of their chieftain, whose remains are
housed in area V10. Each burial niche in this tunnel is 2
feet wide, 2 feet tall, and 5 feet deep. The bones of war-
riors were placed here to guard the way to the chieftain’s
tomb. Animals have savaged the bones, leaving nothing
but a couple of skulls and carved stone knives behind.

V9. DuHG Is HERE
A natural tunnel bisects a ring-shaped excavation in
this area, which was once an additional burial chamber.
Niches cut in the north end of the outer ring hold noth-
ing of interest.

Duhg the verbeeg marauder (see appendix C) is here
if he hasn’t been encountered somewhere else. Duhg

is sitting cross-legged in the tunnel, a lit torch on the
floor nearby. The verbeeg is sharpening a stone knife
he found in the old tomb. Duhg plans to use this knife to
unstitch the dwarven boots in area V3. Leaning against
a wall, within easy reach, is Duhg’s spear.

V10. ANCIENT TOMB

Carved steps on the south side climb five feet to this ten-
foot-high, fifteen-foot-square room, which has narrow,
natural exits in the east and west walls. In the middle of
the room is a rectangular stone block seven feet long,
four feet wide, and three feet tall. Pictographs on the
walls of the chamber tell a tale of one tribe’s journey

through mighty mountains and across a perilous tundra.

A tribal chieftain was laid to rest here in ancient times.
The pictographs illustrate how the chieftain led her tribe
to settle in Icewind Dale, how they fought off terrible
monsters to claim their land, and how they found peace
in their new home. Characters who study the artwork
can pick out an image of the chieftain wielding a wand
and casting a destructive spell.

It takes a combined Strength of 50 to move the block.
Revealed beneath it is a shallow niche in the floor that
holds the bones of a female human, her tribal garb re-
duced to dust and tatters.
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Treasure. Clutched in the chieftain’s left hand is a
pearl of power. In her right hand is a +/ wand of the war
mage. A curse befalls any creature that removes either
magic item or any of the chieftain’s remains from the
burial niche. Until the curse ends on it, the creature is
haunted by phantasmal nightmares whenever it takes a
long rest and gains no benefit from that rest. Replacing
the stolen object ends the curse, as does a remove curse
spell or similar magic.

AFFAIRS OF THE HEART

As the characters exit the verbeeg lair, read:

A verbeeg strides through the snow, approaching the
mouth of the cave. Her misshapen face bears a too-
wide smile. She clutches a spear in one hand while
using her other arm to cradle a wicker basket filled with
bits of shiny metal. “Duhg?” she shouts in Common.

“You home?”

Gahg, a verbeeg marauder (see appendix C), has ar-
rived for a romantic encounter with Duhg. Gahg has
brought along some fragments of metal that she hopes
will impress Duhg, who had been planning to give Gahg
a cask of honey mead.

If the characters try to stop Gahg from entering
Duhg's lair, Gahg becomes alarmed, then enraged. She
drops the wicker basket and attacks the characters,
afraid that something terrible has happened to Duhg.

If the characters run away, Gahg checks on Duhg to
make sure he is unharmed, allowing the party a head
start back to Good Mead. If the characters run back into
the verbeeg lair and try to hide, Gahg searches for them
after locating Duhg.

If only one verbeeg survives contact with the char-
acters, it won'’t rest until it has revenge for the death
of its potential mate. A verbeeg is smart enough not to
act rashly against the party, but it might vent its fury by
launching more hit-and-run attacks on Good Mead.

GAHG'S BASKET OF BITS

The metal fragments gathered by Gahg are pieces of

a futuristic weapon that was jettisoned from the cargo

hold of an illithid nautiloid before the spaceship crashed

(see page 132). Gahg witnessed the crash, which

looked like a comet streaking across the sky, then found

the weapon's wreckage and took some of it. A character

who examines the fragments and succeeds on a DC 20

Intelligence (Arcana) check realizes that the metal is not

something one could expect to find on this world.
Treasure. The metal bits are worth a total of 75 gp to

a tinkerer or blacksmith.

CONCLUDING THE QUEST

Once the characters find the two remaining casks of
honey mead, they'll need to figure out a way to haul
them back to Good Mead. After they solve that prob-
lem, they have a safe trip back to town. The townsfolk
are happy to see the stolen mead returned but express
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concern if the characters left one or both of the verbeeg
alive. After all, what's to stop them from terrorizing the
town again?

NEw TOWN SPEAKER

As the characters are recuperating from their adventure
or planning their next excursion, a local cask maker
named Olivessa Untapoor (neutral good human com-
moner) approaches the party leader, if there is one. If no
character has assumed that role, Olivessa approaches
the character with highest Charisma score:

A middle-aged woman approaches you and removes her
thick wool scarf so that she can speak clearly. “My name
is Olivessa, and | make the casks for the mead. Some
friends of mine don’t want Shandar Froth to become our
next town speaker. They say he’s untrustworthy. | don’t
know him that well, but I've been urged to run against
him. | have no interest in the speakership, but you seem
to be a good leader, and this town could use one. What

do you say?”

Olivessa is ready and willing to throw her support
behind any character who runs in the election for the
speakership, and since she’s a leading candidate herself,
her support carries weight. Her opponent, Shandar
Froth (neutral shield dwarf commoner), doesn'’t like this
turn of events. After accusing the characters of having
no stake in Good Mead’s future, he leaves town for a day
to get help (see “Zhentarim Intervention” below).

A character who spends at least 1 hour making
inquiries throughout town can learn the following
information about the two leading candidates for the
speakership:

+ Olivessa has deep roots in Good Mead. Her family
has lived in the town since its founding. She’s quite
reserved and doesn't have any family of her own. She
lives alone in the house closest to the Shrine of the
Flaming Sword.

. Shandar has lived in Good Mead for a few years and
is popular among the town'’s loggers. He can be a bully
and a blowhard, but there's nothing he wouldn't do for
his friends. He lives with five other loggers in a small
house on the west side of town.

Zhentarim Intervention. Shandar is under the thumb
of Naerth Maxildanarr, the speaker of Targos. Faced
with the possibility of losing the election, Shandar
makes the 8-hour hike to Targos to warn Naerth and
then promptly returns home. A day later, eight human
thugs storm the mead hall in cold weather clothing.
Before the characters can intervene, Shandar and his
fellow loggers confront the thugs and kick them out of
town with their tails between their legs. The whole inci
dent is orchestrated to make Shandar into a local hero.
Characters who capture and interrogate one or more of
the thugs learn that Naerth Maxildanarr hired them.

If the characters fail to expose the deception, Shandar
is elected town speaker, giving the Zhentarim a political
foothold in Good Mead.



LONELYWOOD

Founded by a Sembian family from Urmlaspyr, Lone-
lywood is a quiet town of loggers, fishers, and scrim-
shanders scratching out a living on the edge of the
world. The town’s oldest buildings and docks bear carv-
ings of dragons, lions, and goats that pay deference to
the family’s crest, which featured a chimera.

Roughly half of Lonelywood’s able-bodied residents
trawl the lake for knucklehead trout, while most of the
others spend their days in the forest felling and hewing
the trees that are used to construct boats and buildings.
Lonelywood's timber is taken by cart to be sold in other
settlements, Termalaine and Targos in particular.

For as long as Ten-Towns has existed, Lonelywood
has attracted the region’s shadiest element, from unre-
pentant thieves to cold-hearted killers. The thick forest
looming behind it conceals the dark and sordid dealings
that sometimes transpire there. Despite its attraction
to criminals and miscreants, Lonelywood is not a place
where folk murder each other in the streets. The reali-
ties of survival demand that the residents live and work
together, and not dwell on history. A visitor can make
many friends here but would be wise not to drudge up
the dark deeds of anyone’s past in this small town.

LONELYWOOD IN A NUTSHELL
Friendliness % %% Services %% Comfort %%

Available Quest. “The White Moose,” page 80.

Population. 100.

Leader. Speaker Nimsy Huddle (lawful good strong-
heart halfling commoner) speaks for the townsfolk.
Ever since the local inn closed its doors, Nimsy has
opened her heated attic to visitors looking for a place
to crash for the night. She bakes halfling-shaped
cookies and brings them to meetings of the Council
of Speakers.

Militia. Lonelywood can muster up to 50 soldiers (use
the tribal warrior stat block) and 4 veterans.

Heraldry. Two narrow white triangles, one descend-
ing from the center top, the other rising from center
bottom, almost meet on a forest-green field. The top
triangle represents an icicle, denoting Lonelywood’s
northerly location; the bottom triangle is an ivory
horn, representing the town’s scrimshaw trade.

Sacrifice to Auril. Food (see page 21).

Rivals. Bremen. Targos, Termalaine.

OVERLAND TRAVEL

Athree-mile-long snow-covered path connects Lonely-
wood to Termalaine. Characters on foot can walk this
path in 2 hours; mounts and dogsleds can shorten this
time by as much as 50 percent.

LOCATIONS IN LONELYWOOD

Lonelywood has no inns or other places for visitors to
rest, except for the town speaker’s house, which has a
spacious, heated attic that can accommodate characters
looking for a night’s rest. Other residents of Lonelywood

value their privacy and are much less inclined to wel
come strangers into their meager dwellings.
The following locations are marked on map 1.14.

THE HAPPY SCRIMSHANDER
Shop

This little shop facing the docks sells the tools of the
scrimshander’s trade: needles and knives in a wide
array of shapes and sizes, inks in a rainbow of colors,
and wax used to seal an engraving when it's done. The
shop’s owner is a doughy spinster of few words named
Iriskree Harrowhill (retired neutral human assassin).
She doesn't talk about her shady past except to speak
fondly of people she once knew who have since died.

THE Lucky LiARrR
Tavern

Fishers and woodcutters gather here in the evenings to
weave tall tales—the more outrageous and embellished.
the better. From time to time, patrons whose tongues
have been loosened by drink let slip valuable or dan-
gerous secrets. Characters who loiter in the tavern are
likely to hear a rumor or two, which you can determine
by rolling on the Ten-Towns Rumors table (page 18).
The tavern's raven-haired barkeep, Danae Xotal (law-
ful evil human spy), files away these secrets as she goes
about her serving work with quiet circumspection. Her
secret is that she’s a Thayan agent working for Szass
Tam, the most powerful lich in Thay. Danae was planted
in Icewind Dale years ago to watch for enemies of Szass
Tam who might seek refuge in Ten-Towns. No one else
in Ten-Towns knows her secret, and those she has
marked as enemies in the past have quietly vanished.
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MaAP 1.14: LONELYWOODO

RAMSHACKLE
Closed inn

This aptly named building—which used to be the only
inn in town—closed after its last owner, a retired sawyer
named DeGrootz, hanged himself in the common room
two years ago. Some locals believe that DeGrootz’s
hanging was staged to conceal his murder at the hands
of some old “friends” of his. Townsfolk are currently
using the vacant building for lumber storage, but anyone
interested in refurbishing and reopening the old inn is
welcome to try.

THE WHITE MOOSE

A white mooseis attacking loggers in the forest near
Lonelywood. The town's logging industry is essential
to the growth and survival of Ten-Towns, and Speaker
Nimsy Huddle has assured the other speakers that
Lonelywood’s “moose problem” will be dealt with in
short order. Hunters have been dispatched to kill the
moose, but it has eluded them so far. From what the
hunters have seen, their prey is smarter than the aver-
age moose, and its white hide makes it hard to spot in
the snow. What they don’t know is that the moose is us-
ing a magic mirror as a scrying device to show it where
its enemies are.
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Speaker Huddle tries to seduce the characters with
a basket of halfling-shaped cookies, hoping they’ll join
the hunt for the white moose. If the characters turn her
down, Speaker Huddle sweetens the deal with coin.

The white moose is an awakened beast that serves
Ravisin, the same evil frost druid who awakened the ple-
siosaurus in Maer Dualdon (see “Lake Monster,” page
28). This druid has cast awaken spells on several
beasts, gifting them with human-level intelligence and
the ability to speak, and uses them to spy on settlements
and terrorize their inhabitants. Ravisin has taken refuge
in an elven tomb in the woods and won't rest until the
forest is free of loggers. Simply killing the white moose
will not solve Lonelywood’s problem; to end the threat to
Lonelywood and other towns, the characters must stop
the druid from awakening more beasts and using them
to harm Ten-Towners.

GETTING THE QUEST

If the characters aren'’t staying in Nimsy Huddle's attic,
they are summoned to the town speaker’s home by one
of her children—a cheery little halfling named Scoop.

When the characters pay Speaker Huddle a visit, read:

)
Nimsy Huddle, the town speaker, tempts you with freshly
baked, halfling-shaped cookies. Her house was clearly
built for humans, but most of the furniture is sized for
halflings, with a few big chairs for visitors of taller stock.
Four halfling children scamper from room to room and
climb a ladder up to the loft, chasing one another with
wooden swords, while a fire crackles in the hearth in
Speaker Huddle's cluttered kitchen.

“Our loggers are being terrorized by a white moose,”
says Speaker Huddle, “and the beast has eluded the
hunters we've sent to kill it. We depend on the forest for
our survival. | wouldn’t be a very good town speaker if |

let a dumb moose get the better of us. Will you help?”

L

Ifthe characters demand more than tasty treats as an
incentive, Speaker Huddle is willing to pay them 100
gp for the moose’s head, though she can be talked up to
125 gp with a successful DC 15 Charisma (Persuasion)
check. She suggests that the characters can sell the
moose’s carcass to a local butcher for 10 gp. If the char-
acters want the pot sweetened further, Speaker Huddle
says she can offer them Ramshackle (the closed inn) as
an investment property, to do with what they will. “Of
course,” she adds with a smile, “if our hunters get the
moose first, the rewards will be theirs!”

TRACKING THE MOOSE

To find the white moose, the characters must venture
into the forest and search for the beast’s tracks in the
snow. Any character who spends an hour searching
for moose tracks and succeeds on a DC 15 Wisdom
(Survival) check finds a set of them. If the characters
follow these tracks, roll a d6. On a 6, the tracks lead to
the elven tomb, where the white moose can be found.

MIKE SCHLEY
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On any other roll, the tracks lead to an ordinary moose
(use the giant goat stat block) that's encountered after
1d4 hours. This moose poses no threat if the characters
leave it alone. After each encounter with an ordinary
moose, the characters can repeat their search for
moose tracks and, upon finding some, make another
dé6 roll to determine if the tracks belong to the elusive
white moose.

After every three hours the characters spend in the
forest, check for a random encounter using the Lonely-
wood Forest Encounters table.

LoONELYWOOD FOREST ENCOUNTERS

d20 Encounter
1-10  No encounter
11-12  Banshee
13-14  Brown bear(s)
15-16  Chwingas
17-18  Fox and hare
19-20 Wolf pack

BANSHEE

This banshee is the spectral remnant of a female elf
warrior who was banished for a selfish, evil act. It wields
a spectral longbow that shoots phantom arrows. This
weapon has the range of a standard longbow and is used
to make ranged spell attacks; it otherwise functions like
the banshee’s Corrupting Touch.

There is only one banshee haunting the forest. If it's
destroyed, it re-forms after 24 hours in a random loca-
tion in the forest, damned to its eternal exile.

BrROWN BEARC(S)

A hungry brown bear is pulling some low branches off
a tree and gnawing on them when it sees the party and
moves toward the group in search of tastier food. A char-
acter can use an action to try to frighten away the bear,
doing so with a successful DC 15 Charisma (Intimi-
dation) check. If the characters kill this bear, the next
brown bear encounter (if this resultcomes up again) is
with the bear’s mate and 1d4 cubs (noncombatants).

CHWINGAS
As the characters navigate the woods or stop to rest, 1d4
chwingas (see appendix C) take an interest in them.

Fox AND HARE
The characters spot an arctic fox patiently stalking a
snowshoe hare (see appendix C for both creatures’ stat
blocks). If the characters leave the animals alone, roll
a d6 to determine what happens next. On an odd roll,
the hare escapes from the fox; on an even roll, the fox
catches the hare and takes it back to its lair.
Characters can interrupt the fox’s hunt and speak to
either animal using magic or an ability that facilitates
communication with small beasts. Speaking to the fox
prompts the hare to flee, and vice versa. A friendly ani-
mal can lead the characters to the white moose’s tracks
in the snow after 1d4 hours.
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WOLF Pack

A pack of 1d4 + 4 wolves descends upon the party.
If three or more wolves are killed, the surviving
wolves flee.

FINDING THE ELVEN TOMB

The elven tomb lies on a lightly wooded slope. An an-
cient moon dial is its centerpiece. Characters can find
the tomb if they follow the tracks of a beast such as the
white moose. Ancient elven magic tricks all aberrations,
fiends, giants, humanoids, and undead into veering away
from the site without the slightest inkling that they've
been magically misdirected.

When the characters come within sight of the elven
tomb, read:

The tracks lead to a large, circular indentation in a snowy
hillside. Rising from the middle of this circle is a trian-
gular gnomon of beautifully carved crystal that stands
twenty feet tall. A ten-foot-high berm hugging the circle’s
eastern edge has evergreens growing around and atop

it, sheltering what looks like a sarcophagus buried under
snow and enclosed by a half-circle of pale blue crystal
pillars. North of the berm is a delicately carved gazebo
made of marble, and south of the berm is a row of out-

ward-facing, white marble statues atop granite pillars.

AWAKENED WHITE MOOSE

Large beast, neutral evil

Armor Class 11 (natural armor)
Hit Points 63 (8d10 + 24)

Speed 40 ft.
STR DEX CON INT wIS CHA
19 (+4) N (+0) 16 (+3) 10 (+0) 12 (+7) 6 (-2)

Senses passive Perception 11
Languages Druidic
Challenge 3 (700 XP)

Charge. If the moose moves at least 20 feet straight toward a
target and then hits it with an antlers attack on the same turn,
the target takes an extra 9 (2d8) bludgeoning damage. If the
target is a creature, it must succeed on a DC 14 Strength saving
throw or be knocked prone.

Sure-Footed. The moose has advantage on Strength and
Dexterity saving throws made against effects that would
knock it prone.

ACTIONS

Multiattack. The moose makes two attacks: one with its ant-
lers and one with its hooves.

Antlers. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 13 (2d8 + 4) piercing damage.

Hooves. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.

C =

Hit: 9 (2d4 + 4) bludgeoning damage.

e ==
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If the characters watch the location for an hour or more
from a safe distance away, they see the awakened white
moose (see the accompanying stat block) emerge from
under the hillside, stand in the moon dial, and sniff the
air for afew minutes before ambling back toward Lone-
lywood to continue its reign of terror. If the characters
explore the elven tomb without delay, they encounter the
moose in area E6.

ELVEN TOMB LOCATIONS

The following locations are keyed to map 1.15. Areas
E1l through ES5 are outside; areas E6 through E9 are
underground.

El. ELF STATUES

Six elevated, white marble statues arranged in a line de-
pict slender, robed figures facing northward. The engrav-
ing on their faces has been worn away by the wind, but

pointed ears make the statues identifiable as elves.

Each statue is life-sized, depicting an elf standing rigidly
atop a 7-foot-high cylindrical base of wind-worn granite.
(A seventh statue stands alone atop the northern tip of
area E4, facing south. Three more statues, unseen from
this vantage point, are located under the hill in area E6.)
A detect magic spell or similar magic reveals an aura of
abjuration magic around each statue.

If all ten statues are toppled, the magical effect that di-
rects the intruders away from the tomb ends (see “Find-
ing the Elven Tomb” above). Toppling a statue requires a
combined Strength of 25.

E2. BARROW ENTRANCE

Embedded in the hillside south ofthe circular indenta-

tion is a stone door with no visible handles or hinges.

The door is snug and airtight. It can be opened only
from the inside (by a creature in area E6) or by using a
knock spell or similar magic.

E3. MARBLE GAZEBO

In the middle ofthe gazebo sits an unlit stone brazier,
its bowl twenty inches in diameter. The brazier is full of
snow and pine needles that the winds have swept away

from the gazebo’s polished marble floor.

The brazier is adhered to the marble floor and can't
be budged.

When a pinecone, a twig, a feather, and a severed
humanoid hand are placed in the brazier and set on fire
(see area E4), a silver flame quickly consumes the bra-
zier’s contents and continues to burn for a tenday. This
fire generates heat and light equivalent to that of a camp-
fire and can'’t be extinguished.
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E4. SARCOPHAGUS AND CRYSTAL PILLARS

Atop the eastern berm, a granite sarcophagus rests in

a half-circle defined by five crystal pillars. Clearing the
snow off the lid reveals an engraving of a brazier. You
also notice a carving near the top of each pillar; from
north to south, these images depict a twig, a pinecone, a
flame, a feather, and a humanoid hand.

The sarcophagus can’t be opened until a twig, a pine-
cone, a feather, and a severed humanoid hand are
placed in the brazier in the gazebo (area E3) and set
ablaze. The lid of the sarcophagus can be opened as
long as that fire burns; otherwise, no spell and no
amount of force can open it. Characters who don’t have
a pinecone, a twig, or a feather can find these items in
the nearby woods. The severed hand is a trickier get but
needn’t come from a living humanoid (a dead crawling
claw would do).

Once the brazier is functioning, the heavy lid can be
lifted or pushed aside. It weighs 500 pounds.

The sarcophagus holds Sahnar, a moon elf mummy
that animates as soon as the lid no longer prevents it
from sitting up. This mummy is chaotic good and accli-
mated to cold weather. It follows the commands of its
liberators until it is reduced to O hit points, whereupon it
crumbles to dust.

ELVEN TOMB™
| 1square=5 feet pme.

If the mummy receives conflicting orders, it follows
whichever command it deems the most sensible, al-
though its Intelligence score of 6 means that it can
make bad choices. Sahnar speaks Common and Elvish.
The mummy knows how the moon dial functions (see
area E5) but knows nothing about the tomb’s current
inhabitants, Ten-Towns, or the present state of affairs in
Icewind Dale, since it has been sealed up for hundreds
of years. If the characters return to Ten-Towns with
Sahnar in tow, they will need to disguise the elf mummy
to keep it from frightening the townsfolk.

The magic and materials used to preserve the mummy
have the effect of making it smell like pumpkin spice.

E5. MooN DiaL

Rising from the center of the circular depression is a tall,
triangular, crystal gnomon—a device one typically finds
in the middle of a sundial. It is thick near the base and
narrows to a sharp point at the top. The snow around the
gnomon has melted away, revealing a circle of symbols
carved into the stone around it. The symbols depict
phases of the moon, suggesting that the circular depres-
sion is not a sundial, but a moon dial.

Something has punched a rough hole in the wall in the
northwest edge of the depression, creating a dark open-
ing that leads under the hill.
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Characters who peer through the western hole can see a
dark, sunken chamber (area E6) beyond.

A persistent magical effect heats the face of the moon
dial, ensuring that the lunar symbols remain clear of
snow. The symbols depict a full moon to the north, a
new moon to the south, and various waxing and waning
phases of the moon in between.

Whenever the moon is in the sky over Icewind Dale,
the crystal gnomon projects a triangle of moonlight
onto the moon dial’s face, its tip lighting the symbol that
matches the moon'’s current phase. This occurs even if
the moon is not visible in the sky.

Any character who studies the lunar symbols sees tiny
inscriptions in Elvish around the full moon symbol (the
white circle to the north) and the two half-moon symbols
located on the west and east sides of the dial, but not
the other partial moon symbols or new moon symbol
(the black circle to the south). The inscriptions translate
as follows:

Full Moon Inscription. “Gaze upon your own face and
have seven questions answered.” The magic mirror in
area E7 is activated for as long as the light of the gno-
mon or a moonbeam spell illuminates this symbol.

Half-Moon Inscription. “Unlock the tombs of the half
moon.” While the light of the gnomon or a moonbeam
spell illuminates either of the half-moon symbols on
the moon dial’s face, the doors to areas E8 and E9 can
be opened.

E6. BARROW
The spacious chamber tucked under the hill is strewn
with bones and holds the sleeping forms of several
harmless animals (foxes, hares, goats, owls, wolf pups,
and young bears) that share the space peacefully. The
white moose makes its lair among these creatures as
well when it’s not out terrorizing Ten-Towners. If the
characters didn’t wait outside to encounter the awak-
ened white moose (see the stat block on page 82),
it fights them here, which startles and scares away the
other animals. If the frost druid in area E9 hears sounds
of battle in this room, she remains where she is, prefer-
ring to make a final stand there.

Statues. In addition to the animals, this area contains
three white marble statues of elves that are identical
to the ones outside, except that the wind has not worn
away the detail in their faces and they don’t stand on pil-
lars. All three are facing east, toward the nearest wall.

E7. MIRROR OF THE FULL MoOON

The underground passage narrows before ending at a
wall upon which is mounted an oval mirror seven feet tall

and half as wide, encircled by a decorative stone frame.

The mirror’s stone frame glows with silvery, scintillating
light as long as the moon dial’s light or a moonbeam
spell is illuminating the symbol of the full moon in area
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ES5. While its frame is lit, the mirror functions like an
ordinary crystal ball. Currently, the mirror is attuned
to the white moose, which uses it to locate hunters and
loggers it is familiar with. After clearing the snow cov-
ering the moon dial, the frost druid uses a moonbeam
spell to light the full moon symbol on the moon dial’s
face, activating the mirror so the moose can use it. If the
moose dies or another creature attunes to the mirror,
the moose’s attunement ends.

The mirror is held to the wall with sovereign glue and
can't be removed without shattering it. Once broken, the
mirror’s magic is gone forever.

E8. FirsT TOMB OF THE HALF-MOON

The stone door to this tomb is engraved with a white
semicircle (the symbol of a half-moon), with its rounded
edge facing toward the right. The door is locked from
the outside unless the light of the gnomon or a moon-
beam spell illuminates one of the half-moon symbols
on the moon dial in area E5. A knock spell or similar
magic also opens the door. It pushes open easily from
the inside.

This circular chamber has an intricately carved, domed
ceiling twenty feet high. A beam of light shines down
from the top of the dome, illuminating a rectangular

stone sarcophagus.

The light that shines down upon the sarcophagus is a
minor magical effect that can be dispelled.

The sarcophagus’s 350-pound lid can be lifted or
pushed aside. Inside the sarcophagus is the withered




corpse of an elf in tattered robes. As the sarcophagus
is opened, the rush of air disturbs the cadaver’s robes,
which have mostly crumbled to dust. The sarcophagus
also contains the following items:

« An unstrung bow
« Six silvered arrowheads
« A wooden cup with a winged fish etched into the side

E9. SEcoND TOMB OF THE HALF-MOON
The stone door to thistomb is engraved with a white
semicircle (the symbol of a half-moon), with its rounded
edge facing toward the left.

The door is locked from the outside unless the light
of the gnomon or a moonbeam spell illuminates one
of the half-moon symbols on the moon dial in area ES.
A knock spell or similar magic also opens the door. [t
pushes open easily from the inside.

This circular chamber has an intricately carved domed
ceiling twenty feet high. A beam of light shines down
from the top of the dome, illuminating a rectangular
stone sarcophagus. Someone has turned this tomb into
living quarters, as evidenced by a rack of drying herbs
and an unfurled bedroll behind the sarcophagus.

Thelight that shines down on the sarcophagus is a mi-
nor magical effect that can be dispelled.

When she hears the door open, Ravisin the frost
druid (see appendix C) ducks behind the sarcophagus.
Hidden alongside her is an awakened shrub (a berry
bush) that follows Ravisin everywhere, in case the druid
gets hungry and wants some berries to munch on. Eat-
ing the berries has stained the druid’s teeth blue.

The druid climbs onto the sarcophagus when charac-
ters enter the tomb and shouts, in Common, “Ten-Towns
will be destroyed—if not by my hand, then by the Frost-
maiden’s!” The druid then attacks, fighting to the death.
If a character who has the Doppelganger secret (see
appendix B) fails their saving throw against the druid’s
moonbeam spell, remember that the spell reveals the
character’s true (doppelganger) form.

When she is reduced to O hit points, Ravisin uses her
last, gasping breath to say, “My beasts will avenge us!”

Awakened Shrub. The awakened shrub s terrified
of Ravisin and doubly frightened of fire. It fights only in
self-defense. Growing on its branches are 2d20 tasty
berries, which it allows characters to pick if they let it
live. The shrub speaks Common and can share the fol-
lowing information once the frost druid is dealt with:

« Ravisin blamed Ten-Towners for the death of her twin
sister, also a frost druid. (The shrub doesn’t know how
or when Ravisin's sister died.) Ravisin hides her sis-
ter’s corpse in the sarcophagus.

« Ravisin awakened many beasts and plants through-
out Icewind Dale. Some of them, such as the white
moose, are of an evil bent. Others aren’t. Ravisin often
complained about the scruples of the plesiosaurus
she awakened in Maer Dualdon (see “Lake Mon-
ster,” page 28).

RAVISIN AND AN AWAKENED SHRUB

« Ravisin used moonbeam spells to trigger the moon
dial, enabling the white moose to scry on loggers and
hunters by using the magic mirror in area E7.

Sarcophagus. The contents of an herbalism kit are
spread across the top of the sarcophagus, which the
druid uses as a worktable. The sarcophagus lid weighs
350 pounds, and moving it aside causes the tomb to fill
with a horrible stench of decay.

The sarcophagus contains the rotting corpse of Ravi-
sin’s twin sister, Vurnis. Any character who examines
the corpse and succeeds on a DC 10 Wisdom (Medicine)
check determines that her death occurred months ago,
but the cold has slowed the decomposition of the body.
A speak with dead spell cast on the corpse reveals that
Vurnis was killed by hunters near Lonelywood.

Treasure. Tucked under Vurnis’s corpse is a shark-
skin pouch that contains two potions in crystal vials: a
potion of resistance (radiant) and a potion of vitality.

COMPLETING THE QUEST

Once they slay the awakened white moose, the charac-
ters can return to Lonelywood with proof of the moose’s
demise. After every three hours the characters spend in
the forest, check for a random encounter using the Lone-
lywood Forest Encounters table (page 81).

If Ravisin the frost druid is not dealt with, Lonely-
wood is doomed to experience more of the same harass-
ment from newly awakened beasts such as polar bears,
woolly rhinoceroses, and saber-toothed tigers.
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TARGOS

Like Bryn Shander, Targos is encircled by a wooden
wall, which helps to protect the town against orcs and
other threats from the wilderness. The wall extends out
into the lake, creating a safe harbor for the town’s boats.
But now Auril’'s long winter has frozen the water in the
harbor, and many of Targos’s boats are trapped in the
ice. Fishers must drag their smaller vessels across the
ice to get to the unfrozen lake beyond the harbor walls.

Almost all the towns in Icewind Dale make their living

off the lakes, but nowhere is that fact more evident than
in Targos. The town has always had the biggest fishing
fleet and the biggest fishing industry, and everything
that goes on here revolves around hauling the knuckle-
head trout out of Maer Dualdon. Auril’s endless winter
makes the work harder, but it gets done nonetheless.

Naerth Maxildanarr, a former rogue of Luskan, moved
to Targos a couple of years ago, took up residence in the
Luskan Arms, and spread around a lot of gold, earning
the loyalty of many local fishers. His cordial, down-to-
earth demeanor contributed to his swift rise to power,
enabling him to replace a town speaker who was well
liked but didn’t want the job anymore. As the most
senior representative of the Zhentarim in Ten-Towns,
Naerth is determined to turn Icewind Dale into a trade
hub for the Black Network. He has a dozen or more
Zhentarim spies throughout Ten-Towns that he uses to
good effect, disposing of suspected Harper spies and
convincing business owners to buy fish from Targos in-
stead of from other sources.

TARGOS IN A NUTSHELL

Friendliness ##* Services % %% Comfort % ¥

Available Quest. “Mountain Climb,” page 87.

Population. 1,000.

Leaders. Speaker Naerth Maxildanarr (lawful evil hu-
man spy) is secretly a Zhentarim agent, who won the

speakership because of his popularity with the fishers.

Naerth is eager to secure a Zhentarim stranglehold
on trade in Icewind Dale. A Zhent mercenary named
Skath (lawful evil tiefling veteran) who is loyal to
Naerth leads the town’s militia.

Militia. Targos can muster up to 200 soldiers (use the
tribal warrior stat block) and 16 veterans.

Heraldry. A single-sailed, black ship (facing to the right)
on a light blue field, representing the town’s pride in
its fishing fleet.

Sacrifice to Auril. Humanoid (see page 21).

Rivals. Bremen, Lonelywood, Termalaine.

OVERLAND TRAVEL

A snow-covered path connects Targos to Bryn Shander.
A similar path sweeps around the east side of Maer
Dualdon and leads to Termalaine. Travel times in the
Overland Travel from Targos table assume that charac-
ters are on foot; mounts and dogsleds can shorten these
times by as much as 50 percent.

There is no easy way to reach Bremen by land, since
heavy snow has wiped out the trail that once led to it.
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OVERLAND TRAVEL FROM TARGOS

To Travel Time
Bremen (no trail) 3 hours
Bryn Shander 2 hours
Termalaine 4 hours

LoCATIONS IN TARGOS

The following locations marked on map 1.16 are likely
to attract characters during their stay in Targos.

THE LUSKAN ARMS
Inn (and the town speaker’s residence)

The Luskan Arms is the oldest public house in Ten-
Towns, established back when Bryn Shander was still
just “the camp on the hill” and Luskan was a thriving
city. Many of the traders who came to Targos in those
days hailed from Luskan, so the Luskan Arms was

built to look like an inn that might be found in the City
of Sails. As a result, much of the decor is nearly two
hundred years old, reflecting Luskan as it was in the
years before its decline. The inn has sturdy walls but
rotten floorboards, and drafts come up into the common
room from the cellar. The place is also infested with
rats, which scurry between the walls at all hours of the
night. The proprietor, Owenn Tarsenel (neutral human
commoner), is a quiet, balding man who has sunk into a
deep depression, fearing that summer will never return
to Icewind Dale.

The largest guest suite in the Luskan Arms is occu-
pied by the town speaker, Naerth Maxildanarr, who
likes the inn because it reminds him of home and is
a great place to meet visitors. Caged in his room are
three flying snakes that he uses to deliver messages to
his spies.



SPeAKER NAERTH MAXILDANARR FEEDS HIS FLYING
SNAKES WHILE CAPTAIN SKATH LOOKS ON.

e

THREE FLAGS SAILING
Tavern

Fishers come here after a long day for a bowl of stew
and a quick pint before heading to bed. The atmosphere
is subdued; the fishers are cold and tired and unsure
about Icewind Dale’s future. The tavern is run by a
plump, gray-haired widow named Ethen Yarbroul (neu-
tral good human commoner), better known as “Ma.”
She fusses over the fishers as if they were her children.

Characters who hang out in the tavern are likely to
hear a rumor or two, which you can determine by rolling
on the Ten-Towns Rumors table (page 18).

TRIGLIO
General store

Triglio takes its name from one of the chanteys that
the fishers of Targos sing when they are hard at work:
“Trig-lee-oh, lads, an’ oist upon the line/Trig-lee-oh,
lads, an’ bring yon fishers in.” The store’s proprietor

is Jestin Hunrae (neutral good human commoner), a
scarecrow-like fellow who fished the lake until his left
hand was crushed in a collision with a boat from Ter-
malaine. The only items he doesn't sell are fishing and
sailing supplies; in Targos, such goods are supplied by
specialty crafters and merchants. All other common
gear, including fishing poles and snowshoes, can be
bought here.

MOUNTAIN CLIMB

The characters can pick up this quest if they start the
adventure in Targos or shortly after they arrive in town.
It begins when they see a sled dog running through the
street. The dog belonged to Garret Velryn, a wilderness
guide who led a small expedition up Kelvin's Cairn. The
dog is agitated and tries to lead the characters to Gar-
ret’s house. Garret’s husband, Keegan, is alarmed to see
the dog without its master and fears for Garret'’s life. He
asks the characters to head toward Kelvin's Cairn, find
Garret, and see him safely back to Targos.

GETTING THE QUEST

As you trudge through town, snow crunching underneath
your feet, you hear the bark of a dog over the whistle of
the wind. A wolf-sized sted dog with light gray fur runs

toward you, dragging a broken leather harness behind it.

The dog (use the wolf stat block), whose name is Boy,
has clearly broken free of its sled and is friendly. It tack-
les the nearest character and whimpers as it licks that
character’s face. Then, using every communication tac-
tic at its disposal, it tries to lead the party to its master's
house a few blocks away, grabbing a character by the
bootstrap and tugging the character in the direction it
wants the party to go.
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If the characters follow the dog, it leads them to the
front door of a modest dwelling. The dog barks and
scratches at the door. Keegan Velryn (neutral good hu-
man commoner), a handsome man in his thirties, opens
the door, and the dog racesinside. When Keegan sees
the characters instead of his husband, his smile fades as
he urges the characters to come inside, where he gives
each of them a cup of warm cider and shares the follow-
ing information:

“I was born in Ten-Towns, but my husband came from

a wealthy family in Neverwinter. Garret didn’t care for
city life. When | met him, he was working as a guide. He
loves the outdoors, and he lives to climb mountains.

“A few days ago, Garret was hired by some adventurers
to lead them up the slopes of Kelvin's Cairn. Garret's
plan was to take the adventurers to Caer-Konig, the town
at the foot of Kelvin’s Cairn. After they acquired some
climbing gear from the outfitter there, he was to lead
them up the mountain. Garret took six dogs and a sled
with him. Boy, here, was Garret's favorite. Raised him
from a pup. Boy would never leave Garret’s side unless

something terrible had happened.”
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Keegan didn’t meet the adventurers who hired Garret,
so he doesn’t know how many there are. At this point in
the conversation, Keegan asks the characters to find his
missing husband:

“It's a lot to ask, but could | persuade you to go up there
and find Garret and his companions? | don't have money,
but the proprietor of the Luskan Arms is a friend of mine.
| could get you some free rooms at the inn. I'm also a
scrimshander by trade and can give you some of my art-

work. It's not worth much, | confess.”

Keegan has a lot of faith in Garret’s survival skills,
whichis why he honestly believes Garret might still be
alive. If the characters accept this quest, Keegan sug-
gests they visit Frozenfar Expeditions in Caer-Konig
(see page 46), which is likely the last place anyone
would have seen Garret before he went up the moun-
tain. If the characters want to take Boy with them, Kee-
gan won't protest.

JOURNEY TO KELVIN'S CAIRN

The characters can either travel to Caer-Konig first, then
go west toward Kelvin's Cairn, or they can head straight
to the mountain by cutting across the open tundra and
passing through the Dwarven Valley. Both options are
discussed below.

Tarcos To CAER-KONIG

Sticking to trails and roads, the characters can safely
reach Caer-Konig in 14% hours on foot. The trip be-
gins with a 3-mile jaunt to Bryn Shander, continues
with an exhausting 23-mile journey to Caer-Dineval,
and ends with a 3-mile hike around Lac Dinneshere to
Caer-Konig. Characters can reduce the total travel time
to 7 hours if they use dogsleds.

As the characters pass through Bryn Shander,
Caer-Dineval, and Caer-Konig, they can pick up each
town’s starting quest if they haven’t gotten them already.

Atenas Swift, the owner of Frozenfar Expeditions in
Caer-Konig, tells the characters that Garret showed up
with three well-armed companions (a male goliath, a
female lightfoot halfling, and a female tiefling), helped
them buy climbing gear and camping supplies, and then
headed to the Hook, Line, and Sinker (the local tavern)
for drinks, with plans to get a good night’s rest at the
Northern Light (the local inn). The proprietors of these
establishments have no complaints about Garrett and
his retinue, who looked tired and didn'’t talk much.

If the party doesn’t have anyone who’s good at track-
ing, the characters can hire Jarthra Farzassh (see “Fro-
zenfar Expeditions,” page 46) as a guide.

TARGOS TO KELVIN'S CAIRN
By crossing open tundra, the characters can travel di-
rectly from Targos to Kelvin's Cairn, covering 12 miles
in 24 hours on foot. They can halve the travel time if
they use dogsleds.

When the characters reach the halfway point in their
journey, they come across a potential obstacle. Use the
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MaAP 1.17: KELVIN'S CAIRN

“Random Wilderness Encounters” section in chapter 2
to determine the nature of the encounter and if it occurs
during a blizzard.

As the characters pass through the Dwarven Valley,
they might (if the weather is clear) see evidence of dwarf
activity, such as tracks that lead up to tunnels carved
into the valley’s slopes. Several hundred shield dwarves
live in subterranean halls that connect to these mines,
but they rarely venture to the surface nowadays except
to forage and hunt. Characters can find refuge among
the dwarves, who are civil if not friendly, but must leave
within a day or two, since the dwarves have little food to
spare and are too busy to entertain guests for any longer
than that. Characters who have completed the “Foaming
Mugs” quest (see page 34), however, have earned
the dwarves’ favor and are welcome to stay as long as
they like.

CLIMBING KELVIN S CAIRN ey "

Map 1.17 shows the route that Garret's expedmon took
up Kelvin's Cairn. It leads not to the topmost peak of the
mountain, but to the summit of one of its spurs.

Before they can follow their quarry up Kelvin's Cairn,
the characters must locate Garret's base camp at the
foot of the mountain. Jarthra Farzassh can lead them
there, since she recommended the location to Garret
before his expedition left Caer-Konig. Garret'’s sled dog
can also lead characters straight to the base camp. With-
out help of any sort, the characters can spend 8 hours
searching for the camp on their own, finding it with a

successful DC 15 Wisdom (Survival) group check. If
the group check fails, they can repeat it after another 8
hours of looking.

BAse CaMp

You see two tents pitched in the snow near anicy out-
cropping that acts as a natural windbreaker. Between the
tents is an overturned sled. Still harnessed to the sled are
five howling dogs.

Garret’s dog, Boy, tore free of its harness and ran
back to Targos to get help, leaving the other five sled
dogs (use the wolf stat block) behind. The dogs are
friendly, cold, hungry, and miserable. If the characters
release them, the dogs run back to the nearest town to
seek shelter.

Under the sled are two small crates. One is empty,
and it appears that the dogs broke into it and ate the
provisions that were contained within; the other is not in
the dogs’ reach and contains enough rations to feed four
people for three days.

Starting the Ascent. The wind has obliterated the
tracks made by Garret's expedition, but characters can
discern the likeliest route the climbers took. This route
is marked on map 1.17, and characters who follow it ex-
perience the following sequence of encounters.

If Boy is with the party, the dog can lead the charac-
ters to Garret (see “Fallen Climber,” page 90).
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MOUNTAIN GOATS

The howling wind, blowing snow, and slippery ice make
the climb treacherous. Ahead, you see four mountain
goats perched on a large rock formation around which

you must navigate.

The four mountain goats (see appendix C) are indiffer-
ent toward the characters and bleat loudly as the party
draws near. The goats turn hostile if the characters
attack them.

AVALANCHE

Hundreds of feet up the mountain, you cometo a glisten-
ing white expanse of packed snow. As you get about half-
way across it, you hear a loud crack from higher up the
mountain, followed by a rumbling noise as the ground

starts to shake. It's an avalanche!

The party finds itself in the path of an avalanche (see
“Avalanches,” page 10). The avalanche is 200 feet
wide, 100 feet long, and 30 feet deep.

To run this event, first determine the marching order
of the party and how far apart the characters are. As-
sume that the rearmost party member is directly below
the avalanche, which means that character must move at
least 100 feet to get clear of the avalanche’s path. Next,
have all party members roll initiative.

The avalanche starts 500 feet above the party and
sweeps down to the base of the mountain 1,000 feet be-
low. The avalanche moves 300 feet on initiative count 10
and another 300 feet on initiative count 0.

FALLEN CLIMBER

You reach a steep, snow-covered incline dotted with jag-
ged rocks. Lying facedown in the snow, barely conscious,
is a humanoid in bloodstained cold weather clothing.

The figure in the snow is Garret Velryn (neutral good
human scout), a rugged, bearded man in his prime. He
has one level of exhaustion and 6 hit points remaining.
In addition to his weapons, he carries a climber'’s kit.
His other equipment is lost. If the characters have Boy
with them, the dog and Garret become inseparable.

If the characters tend to his wounds, Garret comes
around and tells them that a yeti surprised him and
his companions higher up the mountain. He lured the
yeti away from the others and got it to chase him down
the mountain. The yeti wounded him seriously, but he
escaped with his life when the monster stopped fol-
lowing him.

Hunters of Men. Asthe characters tend to Garret,
two cragcats (see appendix C) move to within 20 feet of
the party and attack, each one pouncing on a randomly
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determined party member. Known to Ten-Towners as
“Hunters of Men,” the crag cats caught Garret’s scent
but failed to reach him before the characters showed up.
Characters with passive Wisdom (Perception) scores of
17 or higher are not surprised by the crag cats. If one
crag cat dies, the other one disengages from melee com-
bat and tries to flee down the mountain on its next turn.
Development. Assuming he survives the encoun-
ter with the crag cats, Garret makes it known that he
wants to find the other members of the expedition and
assumes (correctly) that they're still up the mountain.
He aims to find them but can be persuaded to return to
Targos if the characters restore all his lost hit points and
vow to search for the three missing members on his be-
half. Garret describes the missing explorers as follows:

« Mokingo Growling Bear Akannathi, a male goliath
warrior determined to find Oyaminartok and test his
mettle against her

« Perilou Fishfinger, a female lightfoot halfling follower
of Yondalla (halfling god of fertility and protection)
and Mokingo’s stalwart companion

+ Astrix, a female tiefling who mumbles and swears a
lot (Garret doesn’t know what her story is)

PERrRILOUS CLIMB

At this point, the characters must zigzag their way up
the mountain, clinging to narrow ledges and scaling

icy cliffs. To pass all these obstacles, the party must
make three successful DC 10 Strength (Athletics) group
checks. If a group check fails, the party wastes 1 hour
making no progress, and each party member who failed
the check gains one level of exhaustion.

FrROZEN CAVE
A character with the Littlest Yeti secret (see appendix B)
can really shine in this encounter.

Up ahead on your left is a fifteen-foot-high, ten-foot-wide
cave mouth. There's blood on the snow some distance

from the cave entrance.

The blood marks the area where Garret’s expedition
was ambushed by a male yeti that was hidden under a
snowdrift near the cave entrance. It lunged at Garret,
raking him with its claws and biting into his shoulder.
Mokingo the goliath came to Garret’s defense but didn’t
last long. Perilou hid in the cave as Astrix fled up the
mountain. The yeti pursued Garret some distance down
the mountain before abandoning the chase and return-
ing to the cave.

The cave is home to a mated pair of yetis and their
child, a yeti tyke (see appendix C). Mother and child
are both inside; the father is out hunting but returns
shortly with a fresh kill. The cave’s interior is shown
on map 1.17.

F1. Chasm. This cave has a 20-foot-high, concave
roof. Most of the floor has fallen away, forming a chasm
80 feet deep. All that’s left of the floor is a rocky ledge
connected to area F2 by a natural stone bridge that’s
safe to cross. A 1-foot-thick sheet of ice spans the south-



ern part of the chasm. Characters can walk across this
ice to avoid area F2 and go directly to area F3.

A character can also try to collapse the ice sheet by
dealing damage to it. The ice sheet has AC 13, 30 hit
points, and immunity to cold, psychic, and poison dam-
age; if reduced to O hit points, the ice sheet fractures
and falls into the chasm. Any creature standing on the
ice sheet when it begins to collapse must make a DC
16 Dexterity saving throw. On a failed check, the crea-
ture falls into the chasm, taking 28 (8d6) bludgeoning
damage and landing prone. On a success, the creature
lunges and leaps to land on one side of the chasm or the
other (its choice) and doesn't fall.

F2. Trophies. The floor of this 10-foot-high tunnel
is strewn with the bones of Mokingo Growling Bear,
whose dead body was dragged here. Bits of flesh still
cling to the bones. The head has been ripped from its
shoulders, gnawed, and stuffed in a niche dug out of
the wall. Amid the goliath’s bones are torn bits of hide
armor, a greataxe, and the skulls and bones of three
mountain goats. Seven other crude niches in the walls
hold the frozen heads of humanoids previously decapi-
tated by the yetis. One belongs to a dwarf named Oobok
(see “Foaming Mugs.” page 34). Another belongs to a
dwarf named Barthoom, who was killed farther up the
mountain a month ago (see “Ruined Camp,” page 92).

F3. Yeti Den. The floor of this cave is 5 feet higher
than in area F2, and it has an uneven ceiling that ranges
in height from 10 to 20 feet. The floor drops off sharply
to the south, forming a 10-foot-high ledge that overlooks

A MOUNTAIN CLIMBER MEETS HIS DOOM
ON THE sLOPES OF KeLVIN'S CAIRN.

the entrance to a tunnel. In the passageway is a short
flight of steps that ascend to the south.

This cave contains a strange sight: a female adult yeti
watching her child, a yeti tyke (see appendix C), as it
plays with a lightfoot halfling dressed in cold weather
clothing and curled up in the fetal position. The halfling
is Perilou Fish finger (neutral good lightfoot halfling ac-
olyte of Yondalla). The yeti tyke is knocking her around
like a ball, and it's clear from her cries that Perilou is
still alive. She has three levels of exhaustion but is oth-
erwise unharmed.

The appearance of intruders terrifies the yeti tyke,
which crawls up onto its mother’s back to get away from
them. The mother lets out a roar, hoping to scare off the
intruders without a fight. She won't endanger herself or
her child by attacking the characters if they also refrain
from combat and get it across to her that they’ve come to
rescue the halfling.

Perilou thanks her rescuers but is sad to have wit-
nessed the death of her goliath friend, Mokingo. She
doesn’t know what became of her other companion,
Astrix (see “Ruined Camp” below), and would love to
answer that question before returning to Ten-Towns.
Perilou stays with the characters until they return to
Ten-Towns, then parts ways with them after deciding
that her adventuring days are over.

Against one wall, hidden under the shattered remains
of a dogsled, is a mess Kkit, an explorer’s pack, and
enough blood-spattered heavy clothing to make two cold
weather outfits.
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HERE LIE THE BODIES OF ASTRIX THE TIEFLING AND AN ILL-

FATED MOUNTAINEER KNOWN ONLY AS BLue Boors.

i

Development. As the characters leave the yeti cave,
the male adult yeti returns home with a dead mountain
goattucked under one arm. Under normal circum-
stances, the male yeti is hostile, but a character with
the Littlest Yeti secret (see appendix B) can improve the
yeti's attitude. If no one has this secret but the charac-
ters have the yeti tyke with them, they can trade the tyke
for safe passage up or down the mountain.

RUINED CAMP

You come tothe edge of a vast and deep crevasse, with
nowhere to go but down. A collapsed tent lies half-buried
in the snow near the precipice. Jutting out of a nearby
snowbank is a pair of blue leather boots. Next to this
grim display, a figure in cold weather clothing sits in the
snow, her knees pulled intightto her chest. Horns pro-
trude from underneath the figure’s fur-lined hood.

The figure seated in the snow is Astrix, a tiefling wizard.
She is dead—frozen solid with her teeth clenched and
her eyes staring at the blue boots sticking out of the
snow. She escaped immediate death at the hands of the
yeti but, in her panic, fled up the mountain rather than
down it. Unwilling to approach the yeti cave again too
soon, Astrix took refuge here. The sight of the boots
made her sink into utter despair, until the elements fi-
nally claimed her.
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Blue Boots. A shield dwarf explorer named Barthoom
Hammerhome climbed to this great height and made
camp here a month ago, only to be killed and decapi-
tated by a yeti. The half-buried tent is his. Characters
who tug on his blue leather boots can pull Barthoom'’s
headless body from the snowbank. Characters who
search the dwarf’s body find an empty wineskin, a half-
eaten block of goat's cheese, and a miner’s pick.

Treasure. Characters who search Astrix’s body find
a potion of invisibility and a leather-bound spellbook,
which contains the following wizard spells: alter self,
cloud of daggers, comprehend languages, detect magic,
expeditious retreat, scorching ray, shield, suggestion,
and Tenser’s floating disk.

CONCLUDING THE QUEST

The trip back to Targos can be as fraught or as unevent-
ful as you wish. If the characters take the more direct
but dangerous route across the open tundra, they have
at least one random encounter in the wilderness (see
“Wilderness Encounters,” page 105).

Keegan and Garret are happy to be reunited. The
characters still receive their promised reward if Gar-
ret dies, but only if they deliver his body to Keegan for
a proper burial. Part of their reward is a wooden box
containing four scrimshaw figurines worth 10 gp each:
a spouting whale, a smiling fox, a pair of dancing hares,
and a walrus with the words “BIG LOVE” carved into it.

RENE CHRISTEN



COUPLE OF KOOKS

TERMALAINE

Founded by Calishite settlers who appreciated beauty,
Termalaine is widely regarded as the most picturesque
town in Icewind Dale, spreading out from the shore of
Maer Dualdon and bordered on the north and west by
tall pines. Its buildings incorporate carvings of wizards,
homunculi, tigers, and smiling djinn.

For most visitors, the enchantment of the town is
dispelled as soon as they feel the icy claws and teeth of
the cold wind sweeping down from the north, shearing
through their layers of clothing. Termalaine was built
in the path of this dreadful gale, which continues well
past the town to harry fishers on the southern half
of the lake.

In addition to fishers, shipbuilders, and scrim-
shanders, Termalaine is home to miners who harvest
gemstones from a cavern complex set into a low hill
north and east of the settlement. Their efforts are
hampered by creatures from the Underdark that occa-
sionally find their way up into the mine. Whenever such
creatures are discovered, the mine is sealed off and the
townsfolk wait until a band of sellswords or adventurers
can be hired to clear it out.

TERMALAINE IN A NUTSHELL
Friendliness %% % Services %% Comfort %% %

Available Quest. “A Beautiful Mine,” page 94.

Population. 600.

Leader. Oarus Masthew (lawful good half-orc scout)
was declared speaker after a close and contentious
election. The child of half-orc adventurers, he was ad-
opted by Shaelen Masthew, the previous speaker, who
retired from her leadership role but still lives in Ter-
malaine. Oarus is bright, with a sharp sense of humor,
but he has political enemies in town and lacks the full
support of the town militia.

Militia. Termalaine can muster up to 50 soldiers (use
the tribal warrior stat block) and 4 veterans.

Heraldry. The open-mouthed head of a fish at the bot-
tom of a sky-blue field, its jaws parted as it swallows
a large rose-pink oval. The oval is a tourmaline, sym-
bolic of the town’s gem mining.

Sacrifice to Auril. Warmth (see page 21).

Rivals. Bremen, Lonelywood, Targos.

OVERLAND TRAVEL

Snow-covered paths connect Termalaine to Lonelywood
and Targos, its closest neighbors. Travel times in the
Overland Travel from Termalaine table assume that
characters are on foot; mounts and dogsleds can shorten
these times by as much as 50 percent.

OVERLAND TRAVEL FROM TERMALAINE

To Travel Time
Lonelywood 2 hours
Targos 4 hours

LOCATIONS IN TERMALAINE

The following locations are marked on map 1.18.

THE BLUE CLAM
Dockside tavern

The fishers of Termalaine typically finish their days
here, seated on benches near one of the building’s long
hearths to warm their feet while they fill their bellies
with spiced chowder. Beautiful works of scrimshaw are
hung on the walls.

Vernon Braig (neutral good half-orc commoner), the
Blue Clam'’s owner and chef, knows some of the hunters
and trappers in Lonelywood, and occasionally a sled
comes down the north trail with a sack of hares or a
haunch of moose, courtesy of one of Vernon’s friends.
On those nights, the Blue Clam’s hearths are full of
roasting meat, and the patrons stay later and sing
louder, enjoying the good times while they last.

Characters who loiter in the tavern are likely to hear a
rumor or two, which you can determine by rolling on the
Ten-Towns Rumors table (page 18).

THE EASTSIDE
Inn

The Eastside is where most visitors in town stay. What
looks from the outside like separate houses turns out to
be a single structure with rooms connected by under-
ground passages, with cozy guest accommodations in
the cellar.

The innkeeper is Marta Peskryk (lawful good human
commoner), a willowy teenager who spends much of
her time tending to her bedridden father, Clyde, a retired
fisherman and noncombatant. As she performs her daily
chores, Marta sings the following song to herself:
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Ahead of winter’s wind she came
The lovely woman with no name;
Draped in a fur-lined cloak of red,
To the icy lake she fled;

The wind pursued her all the same—
As sure as night she’s dead.

If asked about the song, Marta recounts the following
tale. Fifty years ago, a mysterious woman in a fur-lined
red cloak stopped at the Eastside on her way to Lone-
lywood. Because the woman was alone and frightened,
the innkeepers—a pair of retired adventurers who
happened to be Marta’s grandparents—tried to console
her. The woman gave them a ring as payment for their
hospitality. Not long afterward, a howling wind burst
into the inn and tossed the woman about like a rag doll.
The innkeepers intervened, giving the woman time to
escape. The evil wind battered Marta’s grandparents
unconscious before resuming its hunt. That was the last
anyone saw of the woman.

Treasure. Marta wears the mysterious woman’s ring
(which she has inherited) around her neck on a chain.

It is a ring of warmth, and Marta will part with it only if
she can be convinced that it can help bring an end to the
wintry curse that besets Icewind Dale.
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A BEAUTIFUL MINE

The characters can pick up this quest if they start the
adventure in Termalaine or shortly after they arrive

in town. As they trudge through the streets, they see a
young boy standing on a box, yelling about various local
happenings, including the recent evacuation of workers
from a nearby mine that has been overrun by kobolds.
Areward of 50 gp is offered to anyone who can rid the
mine of the pesky dragonlings.

When the characters investigate, they discover that all
is not what it seems. The kobold leader has been pos-
sessed by a ghost, and a grell has infiltrated the mine,
setting the kobolds on edge. The characters can either
try to parley with the kobolds and get them to leave
the mine peacefully, or they can rid Ten-Towns of their
presence permanently and try to deal with the grell on
their own.

A MINOR ISSUE

Darmo Mazlu, a human boy, stands on a box and
yells out the latest news to passersby, most of whom
ignore him:

A boy wrapped in heavy winter clothes shouts the news
of the day as people pass by. When you approach, the
boy cries, “The gemstone mine is closed because of
monsters! Speaker Masthew is offering fifty gold to any-

one who clears it out!”

]

If the characters express interest, Darmo tells them
they can find the town speaker, Oarus Masthew, at the
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Blue Clam. The boy also has some information about
the mine, including its location. He doesn’t know much
about the history or the particulars of the mine, but

he knows it’s important for Termalaine and its closing
means a significant loss of income.

The characters can make the half-hour trek to the
mine without visiting Oarus, or they can go to the tavern
to see the speaker. If the characters decide to ignore the
quest, the mine remains closed for several weeks before
the kobolds mysteriously vanish, enabling the miners to
return. After the mine reopens, it isn't long before work-
ers start disappearing one by one--victims of the grell.

GETTING THE QUEST

When the characters arrive at the Blue Clam, read:

Outside the tavern, you see two bundled-up humanoids
talking to one another. When they see you, one waves to
you in a friendly manner, then says, “You seem entirely

too prepared for trouble. Are you here about the mine?”

]

The town speaker, Oarus Masthew (lawful good half-orc
veteran), explains that a group of kobolds crept into the
mine a few days ago, entering from the surface and forc-
ing the miners to abandon their jobs. No one was Kkilled,
but the kobolds are too dangerous for the miners to deal
with. He also reveals that a human miner went missing
a few days before the kobolds showed up, prompting
other miners to fear that a monster must have crawled
up from the Underdark. Oarus thinks it's possible that
the miner fell down the central shaft, which is deep
enough that his body would never be found.

One piece of information that Oarus fails to mention
is that he ordered the town militia to clear out the mine
three days ago. The militia refused to deal with the
problem for what amounts to political reasons. Senior
officers in cahoots with Speaker Naerth Maxildanarr
of Targos are determined to oust Masthew as town
speaker and replace him with one of their own in a
special election. They're convinced that the closing of
the mine and the resulting economic woes will turn
Masthew’s political supporters against him.

APPROACHING THE MINE

The entrance to the mine isin the woods northeast of
town. The characters can follow a trail from Termalaine
and be there in 30 minutes. When they arrive, the area
around the opening appearsdevoid of life:

The entrance to the gem mine is an open tunnel in a hill-
side. Empty carts are parked nearthe entrance, next to
which a crude wooden sign has been propped up. Writ-
ten on the sign in charcoal are the words “Kobolds only!”

in Common.

The words are written in more elaborate calligraphy
than would be expected from a kobold.

MINE FEATURES

The mine’s meandering tunnels have 7-foot-high ceil-
ings. Wider areas tend to have higher ceilings, the aver-
age being 12 feet. The mine has no light sources.

The most prominent feature of the mine is a wide
vertical shaft that descends thousands of feet into the
Underdark. This shaft predates the mine, and efforts to
seal it off have been unsuccessful. It was by this route
that the grell invaded the mine in search of food.

CAPTURED KOBOLDS

Characters who capture a kobold in the mine can, with-
out an ability check, learn some or all of the following
information in the course of an interrogation:

« “Trex led us here. He has wings like dragon!”

« “Trex smart! He speaks like human who knows a lot.
He don't speak Dragon no more.”

« “Trex says miners want their mine back. Trex wants
something better in return.”

. “Trexsays we be safer in town. There’s food in town!”

MINE LOCATIONS

The following locations are keyed to map 1.19. The mine
is made up of three levels, the deepest of which is level
3. The boxed text in these locations assumes the charac-
ters can see what's around them.

MI. TooL Room
Rough-hewn steps descend 60 feet before ending just
north of this chamber.

Racks holding picks and hammers are nailed to the walls
ofthis small cavern. The floor is covered with rock dust
and tracks.

Any character who examines the tracks and succeeds
on a DC 13 Wisdom (Survival) check identifies reptilian
footprints mingled with human tracks, as well as a set
of tracks that look like they belong to a pair of giant ro-
dents. The reptilian (kobold) tracks fan out, leading to
areas M2, M3, and M4. The rodent (giant rat) tracks lead
to area M2, and from there to area M3.

M2. GEM DEPOSITS

The floor in the east end of this dusty cave is five feet
higher than in the west end, with a rocky ridge separating
the two areas except for slopes on either side. Picks and
shovels lean against the ridge. Small gem deposits in the
ridge and the walls of the cave gleam seductively.

Treasure. If a character using a miner’s pick spends
an hour chipping away at the walls, roll percentile dice
and consult the Mining Discoveries table to determine
what, if anything, the character unearths. The tourma-
lines found in the mine are translucent gemstones that
come in different colors, including pale green, blue,
pink, red, brown, and black.
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THE TRUE MONSTER OF THE MINE REVEALS

ITSELF.

MINING DISCOVERIES

d100  Discovery
01-80 Nothing
81-95 Pebble-sized tourmaline (1 gp)
96-99 Acorn-sized tourmaline, flawed (10 gp)
00 Acorn-sized tourmaline, unflawed (100 gp)

M3. R1vER CAVERN
Characters hearthe sound of rushing water as they
approach this cave.

An underground river flows through the far side of this
cavern, which is supported by a natural stone pillar near
the water’s edge. Between you and the river are two hal-
fling-sized gray rodents with long tails and beady eyes.

They rush to attack as soon as you notice them.

The two giant rats are aggressive, giving chase if the
characters run away.

Underground River. Thermal vents keep this river
of fresh water from freezing. The river exits the cave
through a 2%-foot-wide fissure in the south wall, gaining
speed as it moves through the narrow passage toward
area M5. Any Medium or smaller creature that wades
into this fissure or starts its turn there must succeed on
a DC 10 Dexterity saving throw or be swept away by the
current and dropped into the shaft that plunges thou-
sands of feet into the Underdark. Such a fall is fatal.

M4. PROCESSING RooMm

The floor of the western tunnel from area M1 is 7 feet
higher than the floor of the cavern it leads to. The ledge
can be easily climbed in either direction. Use the boxed
text to describe the cave'’s other features:

Benches and tables are set up as workspaces where min-
ers clean any gemstones they find. Gravel and pebbles
are strewn on the ground. Scattered across the floor are a

few hammers, picks, and broken lanterns.

The miners were forced to leave this areain a hurry
when the kobolds showed up and drove them out.
Treasure. If the characters search the cave, they find
a small figurine of a dog carved out of rock, with two
pebble-sized tourmalines for eyes. It was made by a
miner while on break. The figurine is worth 10 gp.

M5. UNDERDARK SHAFT, LEVEL ]

Wooden planks and struts form a walkway along the wall
of a seemingly bottomless vertical shaft. A narrow water-
fall cascades down the northeast wall, and the sound of

rushing water is loud in the confined space.

Characters using darkvision or a light source brighter
than a candle can see more walkways attached to the
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northwest side of the shaft 30 feet farther down. Be-
cause of the loud waterfall, characters must yell if they
want to communicate with each other while in this area.

Kobold Saboteurs. The cascading water drowns out
the noise made by two Icewind kobolds (see appendix
C) that are clinging to the underside of the walkway.
These kobolds, named Scorp and Thwip, are using saws
to weaken the wooden struts so that the walkway will
collapse if a creature weighing more than two kobolds
tries to stand on it. These kobolds need another day to
complete their sabotage; until then, the walkway is safe.

The characters can'’t hear the kobolds, but if they look
underneath the planks, they can see the kobolds work-
ing away cheerily. If a kobold takes damage while cling-
ing to the underside of the walkway, it loses its grip and
fallsdown the shaft to its death.

M6. BUCKET LIFT

A wooden pulley system has been constructed around
a large hole in the floor. A bucket big enough to hold a
humanoid is held up by thick rope. Three alcoves next to

the lift contain wooden boards and mining equipment.

The bucket lift is used for hoisting miners and ore be-
tween levels 1 and 2. It’s controlled by using a crank
inside the bucket or the crank on the side of the pulley
system. The bucket can hold one Medium creature or
two Small creatures at a time. It runs from here to area
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M7, 15 feetfarther down, and back again. It takes 1 min-
ute for the bucket to be lowered or raised.

M7. BUCKET LIFT LANDING

The mechanism creaks as the bucket lift descends to the
floor of a small cave where two dusty tunnels lead in op-

posite directions.

Characters who search for tracks in the dust and suc-
ceed on a DC 10 Wisdom (Survival) check can deter-
mine that a lot of kobold foot traffic leads to and comes
from the west, and a single set of kobold footprints leads
to the east. (The kobold who wandered in that direction
never returned.)

M8. GRELL LAIR

A hole in the west side of this chamber opens into the
central shaft, letting in the sound of the waterfall. The
floor in the north end of the cave is five feet higher than
in the south end, with a rocky ridge separating them and
a slope on either side leading to the top of the ridge. The

walls above the ridge gleam with gem deposits.

Floating near the 15-foot-high ceiling is a grell. A char-
acter who has a passive Wisdom (Perception) score of
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16 or higher notices the grell. If more than one charac-
ter enters the cavern, the grell won't attack and tries to
stay hidden. If the characters leave the cave, it follows
them, always staying at least 30 feet away. When an op-
portunity to attack a lone party member presents itself,
the grell swoops in and tries to paralyze its prey, then
hauls its catch back here to be devoured. After it feeds, it
drops the remains of its victim down the central shaft.
Treasure. If a character using a miner’s pick spends
an hour chipping away at the walls above the ridge, roll
percentile dice and consult the Mining Discoveries table
(see area M2) to determine what, if anything, is found.

M9. HuNGRY KOBOLDS

A table and chairs are set up in this area to create a
space for the miners to take breaks. On top of the table,
two kobolds are poking a giant rat with their javelins to
make sure it’s dead. The kobolds screech loudly as they

notice you.

Two Icewind kobolds (see appendix C) named Grek
and Smol rush to attack when the characters enter the
cave. If either one is injured, they immediately have a
change of heart and flee through the tunnel to the north
that leads to level 3.

MI10. UNDERDARK SHAFT, LEVEL 3

The tunnel’s downward slope ends where it opens onto
the center shaft. A wooden walkway extends from this
opening and then runs westward to another tunnel in the
rock. In front of you, a large bucket like the one you saw
earlier dangles from a taut rope that stretches southward
across the shaft and is connected to another wooden

platform 15 feet away.

Looking down, the characters see nothing but darkness.
Characters using darkvision or a light source brighter
than a candle can see, if they look up, the underside of
the walkway in area M5 (on level 1). If the characters
failed to notice the two kobolds clinging to the underside
of the upper structure earlier, they spot the little sabo-
teurs from this 30-foot-lower vantage point.

Bucket Shuttle. This rope-and-pulley mechanism
is used to transport miners and ore between the two
platforms. A crank mounted to each platform allows
the bucket to be shuttled from one side to the other. A
person inside the bucket can forgo the cranks and pull
themselves across by tugging on the suspension rope.
The bucket is large enough to hold one Medium creature
or two Small creatures. It takes 1 round for the bucket
to cross the gap between the platforms.

Dealing 5 acid, fire, or slashing damage to the rope
causes it to snap. If the rope is cut, the bucket and its
contents fall down the shaft, likely gone forever. A char-
acter in the bucket when the rope breaks can grab one
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end of the severed rope with a successful DC 15 Dexter-
ity saving throw, thus averting certain death.

M1l. KoBoLD TUNNELS

Lurking in this dusty tunnel are three skittish kobolds.
One of them carries a threadbare satchel and wears a
fake pair of dragon wings made of thin wood and tattered
white cloth. This kobold immediately raises its hands in
surrender, saying in Common, “We mean you no harm.

Please don’t hurt us.”

Two of these three Icewind kobolds (see appendix C)
are nervous bodyguards named Vott and Zurk. The one
wearing the fake wings and doing the talking is Trex,
the leader of the group. If one or both of the kobolds
from area M9 fled from there, they lurk deeper inside
the tunnel behind Trex and his bodyguards.

Trex is possessed by a ghost, though the characters
won't know this until the ghost shows itself (see “Janth’s
Ghost” below). Speaking in fluent Common, Trex ex-
plains that he and his fellow kobolds sought refuge
in the mine after being chased out of the foothills of
Kelvin's Cairn by a yeti. The miners got scared and ran
off before Trex could explain that the kobolds meant no
harm. As long as Trex is possessed by the ghost, he has
an impressive vocabulary and speaks only Common.

If the characters engage Trex in conversation, he
makes a proposition:

“The everlasting winter has made the wilderness unsafe
for my kind, and the preternatural cold dulls our wits.
Please, we only want a place to stay so we can keep out of
this horrible weather. We can work, and we won't cause

trouble. Termalaine would be richer for having us.”

d

Any character who succeeds on a DC 13 Wisdom (In-
sight) check can tell that Trex is lying. The ghost con-
trolling Trex wants safe access to Termalaine so that
it can possess someone more powerful and influential
than a kobold.

If the characters agree to take the kobolds in the mine
back to Termalaine, the kobolds act as their allies.

Janth’s Ghost. In life, Janth Alowar was a neutral
human sage who devoted himself by cataloguing the
flora of Icewind Dale. He and his guide were killed and
decapitated by a yetiin the foothills of Kelvin's Cairn
twoyears ago, and his restless spirit has lingered. The
kobolds happened upon the ghost while searching for
shelter during a blizzard, allowing it to possess Trex
without the other kobolds’ knowledge.

The threadbare satchel carried by Trex once belonged
to Janth. It contains clumps of mOss, lichen, and shrub-
bery gathered from the foothills of Kelvin’s Cairn and
the surrounding tundra. None of the samples are valu-
able, but the ghost is very possessive of the collection
and won't give up its satchel without a fight.




Janth'’s ghost can be laid to rest by destroying the
satchel—its last connection to the Material Plane. The
ghost otherwise remains as close to the satchel as pos-
sible. If the satchel is taken from Trex and discarded,
the ghost forsakes its current host and remains near the
satchel, hoping to possess someone else.

If Trex is killed, the ghost appears in an unoccupied
space within 5 feet of the kobold’s body. On its next turn,
the ghost tries to possess one of the characters—prefer-
ably one who can take up its satchel.

M12. FOSSILIZED SKULL AND Ps1 CRYSTAL

Afossilized skull partially juts out of the east wall of this
small cave, five feet off the ground. The skull has larger
than normal eye sockets, a curious ridge between the
eyes, nothing that would pass for a nose, and four small

holes where one would expect to see teeth.

The skull embedded in the wall is that of a mind flayer
that came up from the Underdark thousands of years
ago. How it became lodged in the stone is anyone’s
guess. Any character who examines the skull and suc-
ceeds on a DC 16 Intelligence (Arcana) check concludes
that it came from a mind flayer. Any attempt to pry the
skull from the stone causes it to shatter and fall away,
revealing a crystal shard where the illithid’s brain would
have been.

Treasure. The crystal shard lodged inside the fossil-
ized mind flayer skull is a psi crystal (see appendix D).
The psychic trauma that the mind flayer endured when
it died caused the crystal to form in its mind. A charac-
ter can use a miner’s pick to pry loose the psi crystal.

A character who attunes to this psi crystal gains a
form of indefinite madness (see the Indefinite Madness
table in the Dungeon Master’s Guide). Determine the
result secretly, then convey this information only to the
character’s player. The madness does not end until the
character is no longer attuned to the psi crystal. While
the madnesslasts, the character can hear a repeating
telepathic distress signal put out by an illithid ship that
crashed in the mountains and track the signal to its
source (see “Id Ascendant,” page 132). The only way to
block the signal is by ending the character’s attunement
to the psicrystal.

M13. GEODE WORKFACE

Sparkling geodes greet you as you enter this cavern. The
gems are partially exposed in places, sticking out from

the walls like glassy shards. The floor rises near the east-
ern wall, leaving a natural ridge with stone ramps leading

upward on either end.

Treasure. A character using a miner’s pick who
spends an hour chipping away at the walls can remove
an intact geode worth 10 gp. Up to fifty intact geodes
can be acquired in this way.

RETURNING TO TERMALAINE

If the characters return to Speaker Masthew and tell
him the mine is cleared of monsters, he thanks them
profusely and explains that he must inspect the mine to
verify its safety before they can be paid. He encourages
the characters to spend a few days in Termalaine while
he conducts the investigation.

If there are no more kobolds in the mine and the grell
has likewise been dealt with, Oarus returns to the char-
acters the next day and pays them 50 gp for their ser-
vices. If Trex is still in the mine and Janth's ghost wasn't
laid to rest, Oarus returns to Termalaine possessed by
the ghost. If the kobolds are gone but the grell remains,
Oarus is killed by the grell and doesn’t return, leaving
the townwithout a speaker. If the grell is still in the
mine when it reopens, a handful of local miners disap-
pear over the next few days before the decision is made
to close the mine for good.

If the characters bring the kobolds to Termalaine,
Oarus is initially hesitant to let them stayin the town.
After hearing about their willingness to work, he de-
cides to give them a chance and offers them menial jobs.
The kobolds, eager to prove themselves, turn out to be
good workers. The townsfolk tease them at first, but
eventually the kobolds win them over. Janth’s ghost, if it
hasn’t been laid to rest, finds someone else to possess,
causing Trex to revert to his skittish, much less intelli-
gent self.
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ICEWIND DALE

ATABATIC WINDS SWEEP DOWN FROM THE
Reghed Glacier, ceaselessly battering any-
thing that dares to grow or breathe in Icewind
Dale. Without fail, these winds find their way
through every chink and crack, every open-
ing in the warmest furs, every tent flap, every roof and
board of the strongest homes, draining away any hint

of warmth.

The sun, held down below the horizon by the Frost-
maiden’s magic, offers no respite from winter’s fury.
The days are twilit, the nights dark. As Auril casts her
nightly spell, a curtain of light weavesacross the starry
sky to keep the dawn at bay—an aurora that portends an
everlasting winter. Storms bring driving hail and sleet
that leaves everything coated in a sheath of ice. Snow
piles in deep drifts and blocks all trails leading south
to warmer lands. The ice cliffs of the Reghed Glacier
rise in the east like prison walls, while the snow-capped
peaks of the Spine of the World loom to the south. North
and west, the Sea of Moving Ice churns icebergs and
floes in a deadly tumult, like winter grinding its teeth in
anticipation of its next freezing assault.

Trapped in winter’s cold embrace, nomadic humans
follow herds of reindeer through their migrations, while
others dare the treacherous waters of the Sea of Mov-
ing Ice in search of fish, seals, walruses, and whales to
sustain them. Dwarves dig into the earth to seek shelter
and mine for iron. Meanwhile, folk descended from
foolhardy and treasure-mad immigrants eke out meager
lives in Ten-Towns, which can barely hold back the wind,
let alone marauding orcs, giants, and fierce tundra yeti.

Despite the unnatural cold and other dangers, people
still brave the journey to reach this harsh winterscape,
searching for opportunity and adventure.

RUNNING THIS CHAPTER

This chapter takes the adventure beyond Ten-Towns into
the far reaches of Icewind Dale, to places the adventur-
ers might visit as they investigate tall tales or undertake
quests. These adventure locations are scattered across
Icewind Dale, as shown on map 2.1 (page 113). Also
marked on this map are the remote locations featured in
chapters 3, 6, and 7.

CHARACTER ADVANCEMENT
Although this chapter is designed for characters of 4th
level or higher, some of its random encounters and
locations are more dangerous than others. The char-
acters might need to run away and regroup, or take
short or long rests between encounters, if they're going
to survive.

In this chapter, you decide how quickly the charac-
ters advance in level. Treat the following as recom-
mendations:

- The characters gain a level after spending two or
three game sessions exploring Icewind Dale.

« The characters gain a level for neutralizing the threats
in two or three of the dangerous locations described
in this chapter.

+ The characters gain a level if they accomplish an
extraordinary feat, such as ending the feud between
the goliath clans of Skytower Shelter and Wyrmdoom
Crag, or surviving a close encounter with Arveiatu-
race the White Wyrm.

Once the characters reach 7th level, they should no
long gain levels by exploring locations or surviving ran-
dom encountersin this chapter. Instead, direct them to
the locations described in chapters 5 through 7.

TALL TALES IN TEN-TOWNS
Bythe time the characters reach 3rd level, they have
garnered enough of a reputation that NPCs in Ten-
Towns will share tall tales with them. When the player
characters are ready to explore more of Icewind Dale,
use the Tall Tales in Ten-Towns table to entice them.

You can either choose which tales to share with the
players, or you can ask each player to roll once on the ta-
ble. Let the players decide which tales (if any) they want
to investigate.
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TALL TALES IN TEN-TOWNS
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Tale

“They say the Frostmaiden lives on a misty isle hidden among the bergs in the Sea of Moving Ice. There’s a mighty
strange whale with a boat on its back that swims in those frigid waters. | bet it knows where the island is! You can catch
the whale at Angajuk’s Bell, an old anchorage, but you must ring the bell hanging by the pier to call it.” (See “Angajuk’s
Bell,” page 114.)

“There's this old black cabin that's been around forever. No one knows who built it, and lots of folks got a bad feeling
about it. Some say it's haunted, but there’s a gnome in Bryn Shander who claims that magical experiments are being
performed there. The gnome’s name is Copper, and you'll find him at the House of the Morninglord.” (See “House of the
Morninglord,” page 32, and “Black Cabin,” page 116.)

“Nabira Moarskull, an Easthaven fisher, owned an enchanted fishhook that could catch magical fish. While she and her
friends were out on the ice one day, a pair of filthy gnolls attacked them. They killed Nabira and stole her fishing pole

and hook. Hunters from Easthaven tracked the gnolls to an icy rift in the ground but were too scared to go farther.” (See
“Cackling Chasm,” page 121.)

“Head northwest out of Bremen, an’ you'll see a pirate ship frozen in the ice less than a quarter mile from shore. No one’s
sure where it came from, but it's not goin’ anywhere so long as this dark winter lasts. | bet its hold is full o' treasure!” (See
“Dark Duchess,” page 127.)

“Did you see the weird comet that fell out of the sky a week ago? It went down in the mountains south of Ten-Towns, not
too far away. Since then, some folk have been receiving mental messages in a language they can’t make out. | think the
comet might have something to do with that, and | bet you could find it easily enough, even in this weather.” (See “Id As-
cendant,” page 132.)

“Frost giants ruled this land long ago. Their leaders, the jarls, would meet atop a hill to the west to settle disputes. Their
thrones still rest on that hill.” (See “Jarlmoot,” page 137.)

“Goblin scavengers prowl the tundra on the backs of wolves or in wagons. They also like to ambush travelers on the Ten
Trail on this side of the mountain pass. Well, a group oftrappers found the goblins’ fortress in the mountains. Someone
should go there and wreck it.” (See “Karkolohk,” page 140.)

“Did you hear what happened to that evil wizard in Easthaven? They tied him to a stake and lit him on fire! Why? 'Cause he
hired some Ten-Towners to help him find a buried tower, then killed em to keep its location secret. Well, one of ’em told
me where the tower's at! | wouldn’t go myself, but maybe it’s somethin’ you'd like to explore.” (See “Lost Spire of Neth-
eril,” page 145.)

“Ifyou're looking for something hidden in Icewind Dale, the people you should talk to are the Reghed nomads. They know
every inch of this land and all its secrets. The tricky part is finding them. They tend to follow the reindeer herds.” (See
“Reghed Tribe Camp,” page 152.)

“I keep telling everyone the Everlasting Rime isn’t the Frostmaiden's doing. It's actually the Arcane Brotherhood, plotting
another takeover of Ten-Towns! A wizard who was burned at the stake in Easthaven admitted to being one of them, and he
said there are other Arcane Brotherhood wizards lurking among us. Vaelish Gant is behind it all, no doubt. The scoundrel
is locked away in Revel's End, but that doesn’t make him any less dangerous. Someone should find out what he knows!”
(See “Revel's End,” page 154.)

“We don’t see goliaths much around here, but there are two feuding clans in the Spine of the World. | bet if someone
from Ten-Towns were to help them put aside their differences, all the goliaths would benefit. I'd sure like to meet a goliath
someday!” (See “Skytower Shelter,” page 161, and “Wyrmdoom Crag,” page 166.)
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ICEWIND DALE QUESTS

Instead of enticing players with the tall tales in the
previous section, you can use any or all of the following
quests to entice characters into exploring the locations
described in this chapter.

WHALE OIL ACQUISITION
Angajuk’s Bell quest (see page 114)

Ten-Towners need whale oil to keep their stoves and
lamps lit, and most of that oil comes from whale hunt-
ers on the Sea of Moving Ice, which has grown more
tempestuous and difficult to navigate in recent months.
Helka Jaggerath (half-elf commoner), a whale oil mer-
chant in Bryn Shander, hires the characters to serve as
her bodyguards as she travel to Angajuk’s Bell and rings
the bell to summon the whale. There, they must help her
persuade the awakened sperm whale to ferry them to
the whalers camped on the ice floes of the Sea of Mov-
ing Ice so that Helka can buy as many casks of whale oil
as she can.

Each cask of whale oil weighs 50 pounds and costs 25
gp.Helkahas 300 gp, which is enough to buy six casks
of whale oil and to pay the characters 150 gp for their
help getting the casks safely back to Bryn Shander. She
expects the entire expedition to last a tenday, assuming
Angajuk cooperates. Helka cautions the characters not
to tell Angajuk what's in the casks, since the truth might
upset the whale. Her plan is to tell Angajuk that the
casks contain fish oil, not whale oil.

PROVISIONS FOR MACREADUS
Black Cabin quest (see page 116)

Copper Knobberknocker, a gnome acolyte of Lathander
staying at the House of the Morninglord in Bryn
Shander (see page 32), is worried about his friend,
Macreadus, who's trying to build a device that can end
the Everlasting Rime and return summer to Icewind
Dale. Copper asks the characters to bring provisions to
Macreadus at the Black Cabin and make sure he's all
right. Because the gnome has paid for the provisions, he
can't offer a reward; however, Mishann, the priest who
runs the House of the Morninglord, offers free healing
to those who complete Copper’s quest and return.

GNoLL HEADS
Cackling Chasm quest (see page 121)

Trovus, the dragonborn speaker of Caer-Konig, consid-
ers gnolls to be a clear and present danger to his town.
He knows that a group of these savage predators has
takenrefuge in the Cackling Chasm and offers the char-
acters 10 gp for each gnoll head they bring back to him.

ZERO RumMm
Dark Duchess quest (see page 127)

The tavernkeepers of Five-Tavern Center in Bremen are
bemoaning their dwindling supplies of ale and spirits,
but they've heard rumors of a pirate ship stuck in the
ice off the coast—and where there’s a pirate ship, there
might be rum! The tavernkeepers hire the characters to
search the ship’s hold and bring back any alcoholic bev-
erages they find, offering to pay a fair price plus a 150

gp incentive. Although this quest cannot be completed,
because the ship’s crew left behind no rum or other
alcoholic beverages for the characters to purloin, other
treasures aboard the ship far surpass what the tavern-
keepers of Bremen could offer as a reward, so the quest
is not without merit.

DISTRESS SIGNAL
Id Ascendant quest (see page 132)

The characters are approached by four psychically sen-
sitive Ten-Towners (human commoners) who have been
kept awake by a telepathic distress signal that it seems
only they can hear. They were drawn together by this
common experience. Theydon’t understand the mes-
sage (which is in Deep Speech) but know the direction
it's coming from. They offer the characters 250 gp to
investigate the source of the signal and silence it, if only
so they can get a good night’s sleep. These Ten-Towners
are briefly described below:

- Vedda Starsprit, a stocky, paranoid, 30-year-old trap-
per with exotropia

« Nars Beldrun, a tall, heavyset, 33-year-old shipwright
from Targos who complains about everything

« Telvaster Hangingbell, a 25-year-old man from a well-
off merchant family in Neverwinter, looking to escape
his responsibilities

. Kaska Lang, a 30-year-old author writing a mystery
novel about a series of fictional murders in Ten-Towns

YSELM’S WAY
Jarlmoot quest (see page 137)

Yselm Bloodfang, a human frost druid (see appendix
C), is a former Reghed nomad of the Tiger Tribe who
gave up the nomadic lifestyle and settled in Ten-Towns
three years ago, before Auril’s everlasting winter beset
Icewind Dale. A secret Auril worshiper, Yselm is known
throughout Ten-Towns as a skilled wilderness guide.
She recently encountered an avatar of the Frostmaid-
en—a female figure made of snow—that commanded her
to find the characters and lead them to their doom. To
that end, Yselm approaches the characters and claims
to be looking for work. She tells them about Jarlmoot

“a circle of giant thrones on a haunted hilltop”) and
offers to lead them there for 25 gp. “On nights of the full
moon,” she adds, “the spirit of Reggaryarva, jarl of jarls,
will open his treasure vault to anyone who defeats his
champion.”

Yselm knows the way to Jarlmoot but doesn’t help the
characters fight any threats they encounter on the way,
nor will she enter the circle of thrones or assist in the
battle against Reggaryarva’s champion. If the characters
overcome the challenges posed by Reggaryarva, Yselm
betrays and attacks them. A winter wolf sent by the
Frostmaiden joins the fray on Yselm'’s side. Both villains
fight to the death.

PEace OuT
Karkolohk quest (see page 140)

A goblin messenger from Karkolohk was recently
captured in Bryn Shander and found to be carrying a
declaration of peace from Chief Yarb-Gnock, addressed
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to Speaker Duvessa Shane. Yarb-Gnock would like
Speaker Shane to send delegates to Karkolohk to con-
duct “treaty negotiations.” Sherriff Markham Southwell
doesn'’t believe a word of Yarb-Gnock’s message and of-
fers a reward of 300 gp for the goblin chieftain’s head.

Upon arriving at Karkolohk, the characters discover
that the declaration of peace is either a genuine attempt
to end hostilities with Ten-Towns, or a desperate ploy
by Yarb-Gnock to lure adventurers to Karkolohk to that
they can help him escape. As the DM, you get to deter-
mine Yarb-Gnock's true intentions (see “Gnome Diplo-
macy,” page 141, for more information).

HUNT FOR THE RED YETI
Lost Spire of Netheril quest (see page 145)

Yeti are growing bold and striking closer to Ten-Towns
than ever before, going so far as to venture onto frozen
lakes to attack ice fishers. Local merchants who earn a
living selling yeti hides and meat are offering up to 100
gp for every dead yeti brought back to Ten-Towns.

A hunter named Mylbor Tafferac (neutral evil human
gladiator with Survival +7) has been scouring the
tundra for the Red Yeti—a yeti so terrifying and cruel
that its fur is stained red with the blood of its kills. One
night at a tavern, Mylbor bets the characters 300 gp that
he'll find and kill the Red Yeti before they can. If the
characters take the bet, the contest sparks excitement
in taverns across Ten-Towns, leading to all sorts of
side-betting.

The characters’ search for the Red Yeti leads to the
accidental discovery of the Lost Spire of Netheril. Only
after the characters explore the lost spire and return to
Ten-Towns do they discover the Red Yetiis dead—found
and killed by the incomparable Mylbor Tafferac.

WoLF TRIBE CANNIBALS
Reghed Tribe Camp quest (see page 152)

After several furriers and trappers disappear without a
trace, a representative of the Wolf Tribe named Aluka
(chaotic good werewolf in human form) comes to Ten-
Towns with a warning: a Wolf Tribe camp under the
command of an evil chieftain named Sangra Grisgir is
resorting to cannibalism to survive. The furriers and
trappers are merely the camp’s latest victims, and more
disappearances are likely to occur unless the cannibals
are dealt with. Aluka gives directions to the camp, but
she can’t risk an all-out war within her tribe, hence her
decision to let Ten-Towns and the characters deal with
the problem.

The Wolf Tribe cannibals have eaten all their sled
dogs and their elderly. Even the children have been
forced to resort to cannibalism to survive. If the char-
acters act quickly, they can save the life of a lightfoot
halfling trapper (commoner) named Honeybee Little-
bucket, who has managed to stay alive by convincing
the Wolf tribesfolk that she can catch snowshoe hares
for them to eat. So far, Honeybee’s traps have caught
nothing, and her time (and Chief Grisgir’s patience) is
quickly running out.
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BEHIND BARS
Revel's End quest (see page 154)

Duvessa Shane, the speaker of Bryn Shander, is wor-
ried about rumors that the Arcane Brotherhood has
sent operatives to Ten-Towns. She suspects that Vaelish
Gant, an Arcane Brotherhood wizard incarcerated at
Revel's End, might have information to share. Duvessa
asks the characters to question Gant and find out what
he knows about Arcane Brotherhood activity in Ten-
Towns, offering a reward of 250 gp if they obtain useful
information. She also gives the party a signed letter
notifying Gant that, in exchange for his cooperation,
Duvessa will petition the Lords’ Alliance for a reduction
in Gant's sentence. If the characters get nothing out of
the prisoner, Duvessa asks them to inform the prison
warden that the Arcane Brotherhood might be plotting
ajailbreak to free Gant. While there are no indications
that a jailbreak is imminent, Duvessa avails herself of
this opportunity to make Gant'’s life worse.

A GOLIATH PROBLEM
Skytower Shelter quest (see page 161)

Kwan the Monolith Akannathi, a goliath warrior (see
appendix C), left Skytower Shelter on a quest to find
Oyaminartok but ended up in Ten-Towns, where she
indulged her addiction to games of chance. She recently
dishonored herself by resorting to thievery to cover her
gambling debts. Now she wants to atone. She asks the
characters to help her return to Skytower Shelter and
convince Arn, chieftain of the Akannathi clan, to put
aside grievances and unite the goliaths of Skytower
Shelter and Wyrmdoom Crag toward a common pur-
pose: bringing an end to the Frostmaiden’s everlasting
winter. Kwan has a stolen figurine of wondrous power
(silver raven) that she offers the characters as a reward
for their help.

DRAGON BONE STEW
Wyrmdoom Crag quest (see page 166)

Dannika Graysteel, a scholar whom the characters
might know from an earlier quest (see “Starting Quest:
Nature Spirits,” page 25), asks the characters to

bring her some white dragon bones. Dannika has ac-
quired a recipe for a magical stew that imparts the same
benefit as a potion of resistance (cold). She thinks she
can make a good supply of the stew if she gets enough
bones, which are the last ingredients she needs. Dan-
nika has heard rumors that the bones of a white dragon
can be found on a mountainside near Wyrmdoom Crag,
and she suggests the characters travel there and be-
seech the goliaths of the crag to part with a few of the
bones. Dannika will give her first batch of stew to the
characters for free (the equivalent of one potion each) if
they help her.

Although the recipe is genuine, Dannika doesn’t
realize that consuming dragon bone stew also causes
madness, inflicting upon those who drink it the greed
and paranoia of a dragon, which can be cured only by a
greater restoration spell or similar magic.




WILDERNESS ENCOUNTERS

Asthe adventurers explore Icewind Dale, they might
come upon friendly, indifferent, or hostile creatures in
the wild. Such encounters can create suspense, rein-
force the perilous nature of the setting, or create fun
roleplaying opportunities.

You decide if and when random encounters occur. Use
them judiciously. One or two per game session is usu-
ally enough.

If you're not sure how often to schedule random en-
counters in a 24-hour period, you can leave it to chance
by rolling a d8 and consulting the Number of Wilder-
ness Encounters table.

NUMBER OF WILDERNESS ENCOUNTERS

d8  Number of Encounters
One encounter in the morning (dawn to noon)
One encounter in the afternoon (noon to dusk)
One encounter in the evening (dusk to midnight)

W N =

One encounter at night (midnight to dawn)

5-6 Two encounters; roll a d4 on this table to determine
when each encounter occurs

7-8 No random encounter

RUNNING WILDERNESS ENCOUNTERS

When you're ready to stage an encounter in the wilder-
ness, roll two 20-sided dice of different colors. The first
d20 is the encounter die; the second d20 is the blizzard
die. Use them as follows:

- Roll the encounter die and consult the Random Wil-
derness Encounters table to determine what the char-
acters come across.

Roll the blizzard die and add 1. If this total is higher
than the encounter die roll, the encounter takes place
during a blizzard (see “Blizzards,” page 10). The
blizzard starts 1d4 hours before the encounter is trig-
gered and ends 1d4 hours after it is resolved.

The Random Wilderness Encounters table is struc-
tured so that certain monsters are more likely to be
encountered in a blizzard than others. For example, at
the two extremes, yetis are always encountered in a bliz-
zard, whereas perytons almost never are.

Some the random encounters are designed to test the
characters in battle, while others encourage roleplaying.
All of them paint a picture of Icewind Dale as a harsh
realm full of a wide variety of creatures struggling to
survive. An encounter’s difficulty—noted as Easy, Me-
dium, Hard, or Deadly in the Difficulty column of the
Random Wilderness Encounters table—assumes the
characters are 4th, 5th, or 6th level. It's okay for some
encounters to be easy and others to be hard or deadly.
Easy encounters build players’ confidence; hard and
deadly encounters force players to weigh their charac-
ters’ options and think outside the box. If the characters
find themselves in a tough spot, give the players time to
try to find a way out of it, encourage them to be creative,
and award inspiration when appropriate.

RANDOM WILDERNESS ENCOUNTERS

d20  Encounter Difficulty
1 Yeti - Varies

2 Goliath werebear Easy

3 Crag cats I Easy

4 Coldlight walker Medium
5 Ice troll ‘ '  Hard

6 Frost druid and friends Medium

7  Chardalyn berserkers ‘ Hard

8 Frost giant riding a mammoth Deadly
9  Battlehammer dwarves . Easy

10  Arveiaturace (ancient white dragon) Deadly
11 Snowy owlbear '  Easy
12 Gnolls Medium
13 Orcs of the Many-Arrows tribe  Hard
14 Goliath party Medium
15 Chwinga . ‘ Easy

16  Awakened beast Easy

17 Icewind kobolds ' Easy

18  Humans Easy
19 Herdofbeasts k Easy

20  Perytons Medium

ARVEIATURACE

Known to Ten-Towners as the White Wyrm, Arveia-
turace is an ancient white dragon that lairs atop the
Reghed Glacier. She remains the most fearsome preda-
tor in Icewind Dale, although age has clouded her eyes
with cataracts, limiting the range of her vision to 60 feet.
Her blindsight, hearing, and sense of smell are undimin-
ished, however. Fortunately for the residents of the dale,
she prefers the taste of reindeer, walrus, and polar bear
flesh to that of humanoids. The dragon has a healthy
respect for humanoids and has never threatened Ten-
Towns directly, though it wouldn’t take much to provoke
her into doing so.

At one time, Arveiaturace served a wizard named
Meltharond, whose frozen corpse remains strapped to
a saddle on the dragon’s back. Arveiaturace has never
acknowledged his death and still speaks to his body as
if he were alive. He was, while he lived, her only friend
and confidant.

Running the Encounter. If this encounter takes
place during a blizzard, the dragon is buried under
heavysnow, waiting out the storm with her outstretched
wings lying flat at her sides. Her rider is visible above
the surface, looking like a frozen, desiccated corpse
sitting in the snow. If the characters are close enough to
touch the corpse, they're already on the dragon’s back.
If they attack or otherwise disturb Meltharond’s corpse,
the dragon tries to shake them off. Each creature on
the dragon’s back when she rises out of the snow must
succeed on a DC 22 Dexterity saving throw or fall prone
in an unoccupied space on the ground within 5 feet of
her. The blizzard’s wind keeps her from flying, so the
characters’ best hope of survival is to run away and lose
themselves in the storm.
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ARVEIATURACE THE WHITE WYRM ANOD IHER MysTERIOUS RIDER

If this encounter doesn’'t occurduring a blizzard,
the characters see Arveiaturace in the sky or on the
ground. If she’s on the ground, she’s eating a polar bear
or a herd of reindeer that she has killed with her breath
weapon. If this encounter occurs on the Sea of Moving
Ice, the characters see the dragon erupt from the water
nearby with a dead walrus in her mouth; then she flies
back to the Reghed Glacier to devour her meal. As long
as the characters keep their distance, the White Wyrm
ignores them.

AWAKENED BEAST

The frost druids of Icewind Dale use awaken spells to
imbue native beasts with an Intelligence score of 10 and
the ability to speak Common or Druidic. The druids use
these awakened beasts as spies and messengers. Roll a
d8 and consult the Awakened Beast Encounter table to
determine what kind of awakened beast the characters
encounter.

Running the Encounter. An awakened beast looks
the same as its normal counterpart, except for a hint or
gleam of intelligence in its eyes. It can be neutral or evil,
at your discretion. An awakened beast’s task is to spy
on the characters and ascertain where they might be
headed, then report back to its master—the frost druid
who awakened it. This druid might be nearby or many
miles away (your choice). For more information about
frost druids, see appendix C.
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The awakened beast that the characters encounter
is smart enough to stay out of harm’s way. If the beast
is a dangerous predator such as a bear, tiger, or wolf,
it keeps its distance from the adventuring party so as
not to provoke the characters into attacking it. If it is
harmed, the awakened beast retreats to a safe distance.
Ifit's cornered and doesn't like its chances of survival, it
bargains or pleads for its life. An awakened beast knows
its territory well and can point characters to nearby lo-
cations of interest, food sources, or safe places to rest in
exchange for its safety.

An awakened beast can be persuaded to help the
characters, and perhaps even join the party for a time.
Convincing a neutral awakened beast to travel with
the partyrequires an offering of food or shelter accom-
panied by a successful DC 10 Charisma (Persuasion)
group check. If the group check succeeds, the beast re-
mains with the party for 24 hours, after which the char-
acters can repeat the group check to extend the duration
another 24 hours. An evil awakened beast accepts any
offer to join the party (no check required), hoping to
gather more information about the characters or lead
them into a trap.

If asked to give its name, the awakened beast either
comes up with a name on the fly or adopts a suggested
name that it likes. If you're having trouble coming up
with a voice for the awakened beast, try mimicking the
speech of a cartoon character or a famous actor.

LARS GRANTWEST



AWAKENED BEAST ENCOUNTER
d8  Awakened Beast

Polar bear

Arctic fox (see appendix C)

Snowshoe hare (see appendix C)

Snowy owl

vl & W o =

Reindeer (use the elk stat block) with glow-in-the-
dark antlers that emit dim light in a 10-foot radius
Woolly rhinoceros

Saber-toothed tiger

Wolf

N o

BATTLEHAMMER DWARVES
The shield dwarves of Clan Battlehammer have iron
mines throughout the valley that extends from the base
of Kelvin’s Cairn. The characters cross paths with a
group of 1d6 + 2 shield dwarf prospectors or fishers
wearing cold weather clothing, goggles, and snowshoes.
The dwarves also have backpacks to hold their bedrolls,
mess kits, and rations. They carry fishing tackle or
miner’s picks, as appropriate. The dwarves are head-
ing home with a sleigh loaded with rock samples (if
they’re prospectors) or a rack of knucklehead trout (if
they're fishers).

Running the Encounter. The dwarves are eager
to get back to the valley and indifferent toward adven-
turers. A character can shift the dwarves’ attitude to
friendly by speaking to them in Dwarvish. Although the
dwarves are grim, which is understandable given the
inclement weather, they’re neither violent nor spoiling
for a fight.

If a stat block becomes necessary, the dwarves are
lawful good scouts, with these changes:

« Dwarf Traits: They have a walking speed of 25 feet
and darkvision out to a range of 60 feet. They speak
Common and Dwarvish. They have advantage on
saving throws against poison and resistance against
poison damage.

They wield handaxes and light crossbows instead of
shortswords and longbows.

Here are some dwarf names, in case you need them:
Bevris, Bolhild, Darrak, Dworic, Fallthra, Gardain,
Harbek, Holst, Jarana, Kalanor, Morgrail, Nora, Nordak,
Olunt, and Ulf.

CHARDALYN BERSERKERS

The characters encounter 1d4 + 1 chardalyn berserk-
ers (see appendix C), their flesh ravaged by frostbite.
Obsession with chardalyn has made these humans
psychotic. They go wherever Auril’s cruel winds guide
them, crave violence, and fight to the bitter end.

The berserkers retainvestiges of their former lives, in-
cluding the thick clothing they wore as Reghed nomads,
but their garments are torn and in need of repair.

Frostmaiden’s Ring. One berserker wears a magic
ring made of ice on one finger. The characters notice
this ring if they search the dead berserker for treasure.
Inscribed on it is a tiny, six-pointed snowflake—the
Frostmaiden’s symbol. If the ring is taken from the
dead berserker, the ring disappears and all creatures

within 100 feet of it are engulfed in swirling snow and
teleported to the icy path that leads to the Cave of the
Berserkers (see page 124). There is no saving throw to
resist this teleportation effect.

CHWINGA

Chwingas are elemental spirits that mean no harm.
They adapt quickly to almost any natural setting and
occasionally offer supernatural gifts to those they glom
onto. But a blizzard can drive a chwinga insane, causing
it to behave unpredictably until the blizzard passes.

The characters encounter a chwinga (see appendix
C) that makes its presence known by springing out of
a snowdrift or appearing from behind a frozen bush. It
looks like a spindly, snow-white doll wearing a decora-
tive mask. In its tiny hands it holds a frozen berry, which
it offers to the characters.

Running the Encounter. If the chwinga is sane, the
frozen berry is a harmless gift—a friendly offering with
a sweet taste. If the chwinga is insane, the frozen berry
is bitter, and a character who eats it takes 1 poison dam-
age and must succeed on a DC 8 Constitution saving
throw or be poisoned for the next hour.

If this isn’t the characters’ first random encounter with
a chwinga in Icewind Dale, you can substitute another
gift for the frozen berry, such as a handful of snowflakes
that won't melt for 24 hours or a beautifully carved
icicle that melts like normal ice. If the chwinga is mad,
it might blow the snowflakes into a character’s eyes to
cause temporary blindness or stab a character with the
icicle for 1 piercing damage.

After imparting its gift, a sane chwinga behaves as
described in appendix C. An insane chwinga disappears
into the snow, then follows the characters and tries to
steal little objects weighing 1 pound or less from them.
(Stolen items are then hidden in the snow and probably
lost.) Whenever it tries to steal something from a charac-
ter, a chwinga must make a Dexterity (Sleight of Hand)
check. If the check result exceeds the character’s pas-
sive Wisdom (Perception) score, the chwinga snatches
the item and disappears without the theft being noticed.
On a failed check, the character catches the chwinga in
the act, foiling the theft, whereupon the chwinga tries to
hide or flee. If it escapes, it keeps coming back to hurl
tiny snowballs at the character who thwarted it.

COLDLIGHT WALKER
In the dark gloom of winter, this coldlight walker (see
appendix C) stands out like a beacon. Characters can
see its light long before they can discern its form. The
walker doesn’t care that its light betrays its presence. As
soon as it detects the characters, it closes in for the kill.
Running the Encounter. The coldlight walker is the
undead remnant of a Reghed nomad or the shambling
corpse of an unfortunate Ten-Towner who was cast na-
ked into the tundra as a sacrifice to Auril and perished
from exposure (see “Sacrifices to Auril,” page 21).
If this encounter takes place during a blizzard,
the characters experience the added terror of the
Frostmaiden’s whisper on the wind, telling them, “This
is the doom that awaits you all. This is the fate of any
who dare to claim what is mine. Behold the final light.”
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Frost GiaNT RIDING A MAMMOTH

CraG CATS

Roll a d4 to determine how many crag cats (see appen-
dix C) the characters encounter. During a blizzard, the
crag cats rely on their hearing and sense of smell to
track the characters while staying outside their prey’s
range of visibility.

Running the Encounter. Make one Dexterity (Stealth)
check for all the crag cats involved in the encounter and
compare the result to the passive (Wisdom) Perception
scores of the party. Any character whose score equals
or exceeds the crag cats’ check result is not surprised
when the cats attack.

If one or two crag cats are encountered, they stalk
the characters but keep their distance, hoping to pick off
individuals who becomes separated from the rest of the
party. These crag cats aren’t brave or foolish enough to
attack a group that outnumbers them.

If three or four crag cats are encountered, their num-
bers embolden them. They attack the adventuring party
like a well-coordinated pack, focusing their attacks on
the party member who looks the weakest and least ar-
mored. If two or more crag cats die, the others retreat.

FrROST DRUID AND FRIENDS

A frost druid (see appendix C) approaches the charac-
ters in the form of a mountain goat or a snowy owl. The
frost druid, who is human and can be of any gender, is
joined by three creatures that are beneficiaries of the
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druid’'s awaken spell. These awakened beasts and plants
serve as the druid’s companions and spies, and they
share the druid’s evil disposition. Roll a d4 and consult
the Frost Druid Friends table to determine each crea-
ture, or just roll once and assume all the creatures are
the same kind of beast or plant. (It's okay if multiples of
the same kind of creature are present, since the druid
might favor a certain kind of beast or plant.)

Running the Encounter. The frost druid aims to
kill the characters or send them scurrying back to Ten-
Towns. If the druid is killed or captured, its awakened
companions behave as intelligent humans would when
faced with the loss of their leader: either their morale
breaks and they flee, or they become enraged and fight
to the bitter end.

One of the frost druid’sprepared spells is moonbeam,
which can reveal the true form of any character who has
the Doppelganger secret (see appendix B).

FROST DRUID FRIENDS

d4  Encounter

1 Awakened tree (coniferous only)

2 Awakened mountain goat (see appendix C)

3 Awakened reindeer (use the elk stat block) with glow-
in-the-dark antlers that emit dim light in a 10-foot
radius

4 Awakened walrus (see appendix C)



FrROST GIANT RIDING A MAMMOTH

Even a raging blizzard can’t conceal the presence of a
frost giant riding a mammoth, as the earth rumbles

and trembles with every one of the mammoth’s heavy
footfalls.

Running the Encounter. The frost giant has come
down from the Spine of the World mountains to hunt for
wild game on the tundra or on the shores of the Sea of
Moving Ice. If the characters hide in the snow and keep
their distance, the giant and its mount continue unim-
peded, and the encounter ends without bloodshed.

Characters who confront the giant and the mammoth
are in for the fight of their lives, for the evil giant is
happy to claim their heads as trophies as well as their
treasures. In addition to its greataxe, the giant carries
a large net that it uses to catch walruses and seals, as
well as an enormous lance made from a sharpened
mast that it uses to spear creatures while it is mounted.
This lance deals 25 (3d12 + 6) piercing damage in the
giant’s hands.

A character who speaks Giant can use an action to try
to change the frost giant’s attitude from hostile to indif-
ferent, either by offering it treasure worth at least 1,000
gp or by convincing it that the party is on a quest that
would benefit frost giants in some way. For example,
the frost giant considers Arveiaturace (see page 105) a
natural enemy and might spare adventurers who claim
to be hunting the great white dragon. The giant might
also allow characters to pass unmolested if they claim to
be on a quest for the spirits of Jarlmoot (see page 137).
Changing the giant’s attitude in this way requires a
successful DC 17 Charisma (Deception or Persuasion)
check in addition to a sufficient bribe or a convincing
story. If the check fails, subsequent checks made by the
characters to change its attitude have disadvantage.

GNOLLS

Ravenous and horrifying are the gnolls that prowl Ice-
wind Dale. Only their small numbers keep them from
ravaging Ten-Towns, gutting its residents, and wearing
their torn-out ribcages as hats. The characters encoun-
ter a hungry pack of 1d4 + 3 gnolls. They cackle with
glee as they move in for the Kkill.

These gnolls come from the Cackling Chasm (see
page 121), which provides them with shelter. Gnolls
that are captured can lead the characters back to their
lair, where they hope to gang up on the characters after
luring them there.

Running the Encounter. The gnolls are forced to
range far and wide in search of food. Their hunger over-
rides their reason, such that they fight until being cap-
tured or killed. Any element of surprise the gnolls might
gain by attacking the characters during a blizzard is lost
because the creatures can't contain their excitement.
Their anticipatory cackling betrays them.

GOLIATH PARTY

The characters come across four goliath warriors (see
appendix C). They stride through the snow in single file,
spaced about 10 feet apart.

Running the Encounter. These goliaths are either
members of the Akannathi clan from Skytower Shelter
(see page 161) or members of the Thuunlakalaga clan
fromWyrmdoom Crag (see page 166). The Skytower
goliaths are indifferent toward the characters, but the
Wyrmdoom goliaths are friendly.

The goliaths might be involved in a quest, a scavenger
hunt, or an elaborate dare. They might also be looking
for Oyaminartok (see the “Goliaths” entry in appendix
C) or searching for a friend who got separated from
them in a blizzard. They won't attack characters out of
hand, but Wyrmdoom goliaths might challenge one or
more characters to an athletic contest. If the characters
accept this challenge, roll on the Athletic Contests ta-
ble to determine what game the goliaths propose. The
goliaths are mostly interested in bragging rights, but
they're open to other possible rewards. For example, the
characters might propose that the losing team carry the
winning team’s gear for a day.

ATHLETIC CONTESTS

d4  Contest

1 Tug o’ War. Two teams grip opposite ends of a
50-foot-long rope: the goliaths on one side, the ad-
venturing party on the other. The teams need not
have the same number of members, and the goliaths
have no objection to being outnumbered. If the
sum of the characters’ combined Strength scores
is higher than the sum of the goliaths’ combined
Strength scores, the characters win the tug o’ war. If
the sums are the same, the contest ends in a draw.
Otherwise, the goliaths win.

2 Hand Standing. Each participant must do a hand-
stand and hold that position for as long as possible.
The contest ends when the majority of one team
can't hold their handstands and either give up or fall
over. Resolve the contest using DC 10 Strength (Ath-
letics) group checks: each team repeats the group
check until one team fails it.

3 Shrub Pulling. Two frozen shrubs of roughly equal
size are located nearby, and each team picks a cham-
pion. Whichever champion uproots their shrub first
wins the contest for their team. The champions make
one or more simultaneous DC 20 Strength (Athlet-
ics) checks; the first one to succeed wins. If both
succeed at the same time, the one who rolled the
highest uproots their shrub first. If both succeed and
their rolls are the same, the contest ends in a draw.

4 Boulder Roll. Two 10-foot-diameter boulders are dug
up, and a finish line is drawn in the snow 50 feet
away from them. The first team to roll its boulder
across the finish line wins. Resolve the contest with
a series of simultaneous DC 15 Strength (Athletics)
group checks. With each successful check, a team
rolls its boulder 10 feet closer to the finish line.
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ReiNDEER HERD

GOLIATH WEREBEAR

The characters encounter a goliath werebear (see
appendix C) in polar bear form, galumphing through

the snow, belly-surfing down a snowy hill, or breaking
through the ice on a frozen pond to catch a fish. If this
encounter occurs during a blizzard, the characters
might come upon the bear in a cave or other shelter. The
werebear is either Oyaminartok herself (see the “Goli-
aths” entry in appendix C) or one of her kin.

Running the Encounter. If the characters look like
they need help, the werebear assumes hybrid form and
greets them in a friendly manner. It has no clothing or
manufactured weapons nearby, so it prefers its hybrid
form over its true goliath form.

The werebear is happy to render assistance with no
strings attached, serving as a wilderness guide until it
feels like the characters can get by on their own. If the
characters insist on repaying its kindness, the werebear
urges them to seek out and destroy the chardalyn ber-
serkers in their lair (see “Cave of the Berserkers,” page
124). The werebear understands how chardalyn can
become corrupted by demonic magic and sees the ber-
serkers as irredeemable victims of this corruption. Put-
ting the berserkers out of their misery will help make
Icewind Dale a safer place.
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HERD OF BEASTS

The characters come across a herd of beasts that

is struggling to survive the endless winter. In clear
weather, the characters can spot a herd from hundreds
of feet away, even in the dark. If encountered in a bliz-
zard, the beasts are hunkered down in the snow and
harder to see. To determine what kind of herd is encoun-
tered, roll a d6 and consult either the Sea of Moving Ice
Herds table or the Tundra Herds table, as appropriate.

Running the Encounter. At the start of the encounter,
the herd is indifferent toward the characters and poses
no threat to them. If the characters threaten the herd,

a single bull might attack them while the rest of the
herd flees.

Ten-Towners and Reghed nomads oppose the mass
slaughter of beast herds, since healthy herds are critical
to the survival of other species. If the characters are of a
mind to slaughter beasts indiscriminately, NPCs travel-
ing with them might remind them of this fact.

Wherever large herds are encountered, characters can
expect to find humans as well. Hunters in canoes pur-
sue herds of killer whales, seals, and walruses on the
Sea of Moving Ice, while trappers, furriers, and Reghed
nomads follow herds on land. After the characters en-
counter a herd, you can stage a subsequent encounter
with a group of these humans (see “Humans” in the next
section).

N
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SEA OF MOVING ICE HERDS
d6  Herd
1 3d6 killer whales
2-4  6d6 seals (see appendix C)
5-6 4d6 walruses (see appendix C)

TUNDRA HERDS
d6  Herd
1-2  4d6 elk
3-4  3d6 mammoths
5-6 5d6 reindeer (use the elk stat block); one out of every
six has glow-in-the-dark antlers that emit dim light in
a 10-foot radius.

HuMmaANs

To withstand the extremely cold temperatures and

vicious winds, humans of the Far North must wrap

themselves in cold weather clothing, exposing as little
of their flesh to the elements as possible. They must also
contend with monstrous threats unique to this realm.

If this encounter takes place in the tundra, the char-
acters come across a scouting party of 1d6 + 4 Reghed
nomads (tribal warriors of the Bear, Elk, Tiger, or Wolf
tribe) or a similarly sized group of trappers and furriers
(scouts) out of Ten-Towns. If the characters are on the
Sea of Moving Ice, they encounter a party of 1d6 + 4
hunters (tribal warriors) on an ice floe or in canoes,
hunting seals, walruses, or whales.

If you need impromptu names for these NPCs, pull
from the following list: Affra, Alif, Amina, Brynjar, Chen,
Eremon, Hekili, Hishi, Iona, Kamakani, Koamalu,

Ling, Margrath, Marrak, Nawra, Noboru, Omolara,

Otilia, Quan, Saladin, Shatha, Sigurd, Stalvin, Udo,

and Yngvild.

Running the Encounter. Friendly trappers and
furriers from Ten-Towns are happy to share the follow-
ing tidbits:

« “Perytons swoop down from the mountains to hunt. If
you catch sight of one, hide under the snow and hope
it didn’t see you.”

. “If you eat the heart of an ice troll, you'll gain
the troll's power for a day. But you must eat the
whole heart.”

- “Wanna know the safest way to explore the Sea of
Moving Ice? Visit Angajuk’s Bell on the coast and
catch the ride of a lifetime!”

- “Ifyou see a cloaked elf with charcoal-colored skin,
purple eyes, and a pair of gleaming scimitars, for the
love of Sune, don’t attack 'im!”

Hunters, though territorial, tend to be indifferent to-
ward strangers. They trade with folk from the mainland
on occasion but prefer to be left alone otherwise.

If the characters encounter Reghed nomads, deter-
mine which tribe the nomads belong to and their initial
attitude toward the characters by rolling on the Reghed
Tribes table. You can make a hostile encounter with
Reghed nomads tougher by adding more powerful tribe
members to the group (see the “Reghed Nomads” sec-
tion in appendix C).

Characters with the Outlander background have
advantage on ability checks to improve the attitudes of
hunters or Reghed nomads. Before any such check can
be made, however, a character must give the hunters or
nomads something of use (provisions or pipeweed, for
example) or honor them or their chieftain with a gift.

If the characters change the attitude of a group of
Reghed nomads from indifferent to friendly, the nnmads
invite the party to their nearest campsite (see “Reghed
Tribe Camp,” page 152), where the nomads provide
food, drink, and shelter.

REGHED TRIBES

d20  Tribe Starting Attitude
1-5  Bear Indifferent
6-13  Elk Indifferent
14-17 Tiger Hostife
18-20 Wolf Hostile
Ice TrOLL

A hostile ice troll (see appendix C) wanders the dark
tundra in search of prey.

Running the Encounter. The troll lacks guile and
takes no precautions as it lumbers toward what it
assumes will be an easy kill, undaunted by blizzard
conditions and hungry enough to risk whatever fire the
characters hurl in its direction.

IcEwIND KOBOLDS

This encounter is with 2d4 Icewind kobolds (see ap-
pendix C). They are either looking for a white dragon to
worship or marching toward Ten-Towns, hoping to find
food and shelter.

Running the Encounter. If this encounter takes place
during a blizzard, the kobolds are huddled around a
small, sputtering campfire inside a hastily built igloo.
Otherwise, the kobolds are trudging through the snow,
bundled in shoddy cloaks made from stitched-together
weasel pelts and using their javelins to help them negoti-
ate the frozen ground ahead of them.

If they’re lost, the kobolds might ask the characters
for directions. If outnumbered and threatened, they
offer payment in exchange for safe passage. Other-
wise, they try to rob the characters of their provisions
and treasure.

Treasure. Each kobold carries a pouch containing
5 sp and 5 cp. The kobolds hope these coins will be
enough to appease the dragon they seek to serve or to
pay for food and shelter in Ten-Towns. At your discre-
tion, one of the kobolds might also be holding a potion of
healing or some other common magic item.

ORCS OF THE MANY-ARROWS TRIBE

Of the orc tribes living in the mountains, the most pow-
erful by far is the Many-Arrows tribe. At various times
in recent history, the great chieftains of this tribe have
grown powerful enough to unite the orcs under the
Many-Arrows banner. Some of these leaders have led
the orcs through times of great peace, while others have
used their power to conquer and destroy in the name of
Gruumsh, the orc god of slaughter.
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This encounter is with an orc war chief, who leads a
hunting party that includes an orc eye of Gruumsh, six
orcs, and a half-ogre. Painted in dry blood on the eye
of Gruumsh'’s shield is the symbol of the Many-Arrows
tribe: a crude skull impaled by three arrows.

Running the Encounter. These orcs have come down
from the mountains in search of food to feed themselves
and other members of their tribe. Given the scarcity
of food sources, they regard wayward travelers as fair
game. Those they kill or capture are hauled back to the
mountains as meat to feed the tribe.

Despite their hunger and desperation, these orcs
can be reasoned with. Their initial attitude toward the
characters is hostile, but any character can try to come
to terms with them by offering the orcs something they
can't get by simply killing the characters and taking
their stuff. This includes, but isn’t limited to, a song
written to honor the chieftain of the Many-Arrows tribe,
a drawing of Gruumsh (the orc god of slaughter) killing
Corellon (the head of the elven pantheon), or directions
to an alternative food source. Characters who speak Orc
while conducting the negotiation have advantage on abil-
ity checks made to improve the orcs’ attitude toward the
party, as does a character with the Orc Stone secret who
uses the stone to summon an orc spirit. Characters who
speak Elvish or Dwarvish during the negotiation have
disadvantage on such checks. If a worthy offering is
made as part of the negotiation, the DC of ability checks
made to improve the orcs’ attitude is 15; otherwise,
the DC is 20.
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PERYTONS

Two perytons—a mated pair—have come down from the
Spine of the World mountains to hunt. They’re looking
to rip out the heart of a humanoid and take it back to
their nest, where the female peryton must consume the
heart to reproduce.

Running the Encounter. The perytons’ keen eyesight
enables them to spot prey from great heights, while the
dark sky makes them harder to see. Characters who
have a passive Wisdom (Perception) score of 13 or lower
are surprised when the perytons attack.

As an action, a peryton can rip out the heart of a dead
humanoid within 5 feet of it. Once they obtain such a
prize, the perytons disengage from battle and return to
their nest. The perytons won't break off their attack until
they get a heart.

SNOwY OWLBEAR
A snowy owlbear combines the features of a snowy owl
and a polar bear (see appendix C). This specimen is a
ferocious, full-grown adult. Blizzards and cold weather
don’t concern it. Only a character who has the Owlbear
Whisperer secret (see appendix B) can befrie