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tales of darkness



this adventure is designed for a group of four heroic 
characters, but can be run with larger parties. most en-
counters are based on a number of antagonists per hero, 
and thus automatically allow for increased party size.

scaling for higher Ranks is easily handled. For each 
additional 20 XPs the party is above heroic, add two ad-
ditional extras of the most common type to each detailed 
encounter. For instance, if the text says the heroes face one 
skeleton warrior per hero, a legendary (80 XP) party of 
four members would face six skeletons (four because of the 
party size plus two for being a Rank higher than veteran).

the adventure can be set in the hearthlands or low 
Winterlands, but must be run while snow lies on the 
ground. see the Savage Worlds rulebook for the effects 
of cold weather and the Hellfrost Player’s Guide for in-
formation about how the rules work in this setting.

GM’s BackGround
long, long ago, shortly before the liche-Priest was 

imprisoned and the remnants of his once great army 
crushed, there lived a powerful priestess of hela by the 
name of helfrith helasdohtor. Perhaps only second to 
the liche-Priest in her devotion to the dark goddess, hel-
frith terrorized the hearthlands while her master held 
sway in what is now the low Winterlands.

helfrith was slain not long after the liche-Priest fell, 
but whereas many of her comrades’ corpses were burnt 
by the clergy of scaetha, helfrith’s corpse was spirited 
away by her remaining servants and buried in secret. 
hela was quick to claim helfrith’s soul when it reached 
scaetha’s hall, for such was her right, and not even sca-
etha could deny her this privilege.

most followers of hela are condemned to eternal ex-
istence as a skeleton or zombie, a near-mindless servitor, 
but helfrith was one of the chosen elite, one of the few 
who had earned true immortality. hela sent her priestess’ 
soul back to the mortal world, into her own lifeless body. 
yet helfrith had no “unlife,” for hela knew the soldiers of 
her enemies were strong, and that to awaken helfrith too 

soon would be a waste of resources. so hela bound the 
cleric to sleep away the centuries until she was needed.

the sigils warding the liche-Priest’s tomb are weaken-
ing. When they fail, the great evil will once again be un-
leashed onto the unsuspecting world. in preparation for 
this second coming of darkness, hela has stirred helfrith 
from her dreamless sleep.

enter the heroes

the characters are staying with a stead owner by the 
name of thegn amundi vagnsunu. depending on the 
needs of the individual campaign, thegn amundi may be 
a hero’s liege, an ally, a family friend or kinsman, or sim-
ply a stranger who knows of the mighty heroes and has 
invited them to his stead as honored guests. the party 
arrived at the nobleman’s demesne the night before the 
adventure begins, and were greeted warmly.

a huntinG We Will Go

The morning is cold and crisp. Fresh snow lies 
on the ground, but the sky is currently clear and 
visibility is good. Thegn Amundi has arranged a 
great feast in honor of his notable guests and to 
honor Ullr, his patron god. As befits your status as 
heroes, Amundi has invited you to participate in 
the hunt.

saxa tradition is quite strict when it comes to hunt-
ing. spears must be used against wild boar (though 
these may be long or short), and bows against rabbits 
and deer. Only leather armor may be worn—shields are 
not permitted. magic may only be used by clerics of ullr 
during the slaying of the prey beast, though it may also 
be employed to help track down suitable prey.

characters lacking suitable weapons and armor are 
supplied from the thegn’s armory. adventurers who in-
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sist on wearing other types of armor, or carrying other 
weapons, are ridiculed for their lack of knowledge and 
scorned for the insult they do their host. if they insist on 
breaking the rules of etiquette, they lose 3 glory.

Once the heroes are suitably attired, the hunt begins. 
the hunters are divided into several small groups. today, 
the characters are hunting together. accompanying them 
are two local men, Wiglaf and sigmar. as mere farmers, 
they are forbidden from actively hunting, so they are 
present only to supply local area knowledge and carry 
any animals the heroes take down.

there are eight hours of good light available. thegn 
amundi, ken to ensure no harm befalls his guests, orders 
that all hunters be back at the stead before sigel rests for 
the night. the hunt is to take place in the local forest, 
amundi’s private hunting reserve. snowshoes or skis, 
whichever the heroes prefer, are provided if necessary.

the hunt

a hunt comprises three steps, each of which must be 
accomplished in order:

the first step requires a cooperative survival roll to 
locate suitable prey. this involves hunting for spoor and 
animal trails, clear signs that animals are in the vicinity. it 
also serves to alert the hunters to any predators that may 
be nearby. With success, the characters may proceed to 
the next step. On a failure, they waste an hour but may 
make the survival roll again.

the second step requires a cooperative tracking roll. be-
cause of the recent snowfall, this roll is made at +2. success 
means the party has located fresh tracks and may give chase. 
they come across their quarry in two hours. On a raise, they 
manage to track down their prey in just one hour. as before, 
a failed roll wastes an hour but allows a retry.

the gm should now draw a card from the action 
deck. On a club, the characters are trailing a hare, rabbit, 
or similar small game animal. On a diamond, they are 
hunting a small deer. a heart puts them on the track of a 
large deer, such as a reindeer or moose. On a spade, they 
are hunting a wild boar.

step three brings the hunters into range of their prey. 
each hunter who wishes to go for the kill must make a 
stealth roll. Wiglaf and sigmar stay well back, so as not to 
ruin the hunters’ chances. they politely suggest anyone 
not skilled in moving quietly does the same, for prey 
animals are notoriously skittish and possess excellent 
senses. this is opposed by a single notice roll from the 
prey. check the results below.

* if the prey beats the roll of any hunter, it de-
tects the party first and flees. the initial range is 30” and 
the animal gains heavy cover (–4) from the trees. use 
the chase rules as required if the party pursues.

* if the prey fails to beat any stealth roll, the 
hunters creep undetected into killing range. those 
who scored at least a 4 and beat the creature’s notice 
roll close to 20” and gain the drop, but the creature has 
medium cover (–2). those who beat the prey’s roll with 
a raise close to 12” and gain the drop and a clear shot.

Wounded rabbits and deer immediately flee, forcing 
the hunters to give chase. use the regular chase rules. 
the forest counts as Rough Obstacles. characters not 
wearing suitable footwear, or lacking suitable edges, suf-
fer the effects of difficult ground in the snow.

the feast

as the sun begins to dip, Wiglaf and sigmar suggest 
the party returns home—amundi’s orders were quite 
specific, and as the heroes are the guests of honor at 
the feast that evening, it would shame their host if they 
were to return late. Once the game is delivered, Wiglaf 
and sigmar say their farewells. they must return to their 
steads, but will see the heroes at the feast.

if the party caught plentiful game, amundi and his 
court heap praise upon them for providing such a ban-
quet when they are the guests. a handful of small game 
leads to polite taunting about the prowess of the great 
hunters, with good-natured comments such as “Rabbits 
must be tougher than giants in these parts!” and “at 
least they catered for the women and children!” bandied 
about at the heroes expense.

Within a few hours, the animals have been prepared 
and are roasting on spits over the great hearth. as befits 
their station, the characters are seated at the high table, 
along with amundi, his wife (hilda), and two visiting 
haulds (aelfric cadwallasunu and Olaf Pig-nose) who 
owe allegiance to the heroes’ host.

should the characters search out sigmar and Wiglaf, 
only sigmar is present. if questioned about his compan-
ion, sigmar replies that Wiglaf has a newborn child, and 
may be delayed.

the feast itself is inconsequential to the plot, though 
that does not mean the gm should ignore the oppor-
tunity for roleplaying. the gm should roll once on the 
ally Personalities table for each character and run a small 
roleplaying interlude. some examples are given below. 
in most cases the gm can simply choose how the nPc 
feels about the hero, but sometimes it is fun to use the 
Reaction table and ad lib as required:

Creative: the nPc is a skald and tells a story about 
the hero. check on the Reaction table (the skald has 
+1 charisma). On a result of uncooperative or hostile, 
his tale is offensive to the character. Perhaps it accuses 
him of cowardice, compares him to a less than popular 
folk hero, or otherwise besmirches his good name. the 
character loses 1 glory from the ridicule. a neutral re-
sult results in an honest, though hardly glorious song. a 
Friendly or helpful result means the tale praises the ad-
venturer, enhancing his reputation through slight exag-
gerations (but no lies). the characters gains +1 glory.

Crude: an attractive but extremely crude nPc turns 
their attentions to a hero. it might a powerful berserker 
out to “woo” a female hero, or a young noblewoman 
with few social mores. alternatively, the nPc may hit on 
another nPc who does not enjoy their advances. they 

                   

tales of darkness

�

descent into Madness

�



may call on the hero to help them. Or perhaps the crude 
soul simply begins singing embarrassing songs or telling 
rude jokes, thus ruining the jovial mood of the feast.

Cowardly: a boastful but cowardly nPc begins talk-
ing big about his exploits. if challenged, he quickly backs 
down, possibly resenting the hero in the process.

Experienced: a huscarl enquirers as to the hero’s pre-
vious adventures. the nPc has some war stories of his 
own, though none compare to the character’s exploits. 
still, it is possible a friendship could develop.

Fearless: a huscarl, possibly a berserk, squares up to 
the character and claims his boasts are the words of a fool. 
if the hero backs down, the nPc continues to ridicule 
the character throughout the feast—the nPc is a bully 
at heart. if the character stands his ground, the nPc may 
either start a fight (not uncommon at saxa feasts) or clap 
the hero on the back and declare him a friend for life.

after running two encounters, a huscarl enters the 
great hall, his heavy cloak covered in snow. he walks up 
to amundi and whispers quietly in his ear. amundi nods 
and whispers something back. Only if questioned as to 
what is occurring does amundi inform the heroes.

“It is nothing to trouble you about,” Amundi 
smiles. “The night has turned foul, for a blizzard 
has started. The huscarl, a captain in my guard, 
sought permission to light the braziers and in-
crease the watch, for on such nights orcs prowl 
these lands.”

continue with the remaining nPc interludes. shortly 
after the last one ends, the doors to the great hall crash 
open. the huscarl captain enters, ushering a woman 
before him. amid cries and grumbles, he slams shut 
the doors on the wintry night and escorts the woman 
straight to amundi, brushing aside curious guests who 
stand in his path.

“My lord,” he says hurriedly. “This is Sexburh, 
daughter of Ine Cuthbertsunu, who owns the 
stead a few miles north.”

Amundi nods sagely. “I know who she is. I knew 
her father well and knew her as a young girl. Now 
she has grown to a fine woman, and mother of 
a newborn named in my honor. What ails thee, 
Sexburh, that you travel to my hall on a foul 
night such as this?”Sexburh drops to one knee, 
but her gaze does not waiver from Amundi’s. “My 
lord,” she whispers hoarsely, choking back tears, 
“my husband, Wiglaf, has failed to return from 
the hunt you organized earlier. The weather has 
turned, and I fear for his safety.”

Amundi rises quickly to his feet. “Who did Wiglaf 
aid this day?”

this is the heroes’ cue to answer, for there is only 
one Wiglaf in the community. last they saw of him, he 

was planning to return home after helping bring back 
the game. that was several hours ago. no one else has 
seen Wiglaf since.

amundi immediately summons his huscarls and 
orders all able-bodied men to gather their cloaks, skis, 
and spears. as the men rush to comply, the women grab 
bundles of torches from storage places and light hand-
fuls of them in the hearth.

“Thrym may well be roaring tonight,” Amundi 
barks, “but Wiglaf is kith and kin to us, and we 
shall not desert him. Split up into small groups 
and comb the lands. You,” he says pointing to a 
group of men, “leave from here along the route 
Wiglaf would have taken home. You,” he gestures 
toward you, “take the north edge of the woods, 
along the ridge—Wiglaf may have detoured to 
collect firewood if he saw the storm brewing.”

Other groups are similarly appointed search are-
as. Within minutes, everyone begins filing outside, 
torches flickering wildly in the strong winds.

the driving snow is blinding and the wind biting. the 
temperature is one level lower than the standard night-
time temperature for the geographic region. in addition, 
each character must make a vigor roll at –2 as they ski 
up to the ridge.

the Mounds
an hour into the search, the characters stumble up 

onto the north ridge. the blizzard has concealed any 
tracks. all that can be seen are the dark outlines of the 
trees and a series of high mounds. if the party heads into 
the trees have them make another vigor roll at –2 after 
an hour of searching—they find nothing of significance.

On inspecting the mounds, however, the characters 
discover one of them is open, revealing a stone-lined 
passage. it also faces away from the wind, providing 
limited shelter from the gale. lying in the snow outside 
is a stone slab engraved with auld saxa runes on what 
would have been the inside face. a notice roll reveals 
that it fits the mound’s opening and has been removed 
only recently—there is little accumulation on it, despite 
snow having fallen for many hours now. calling into the 
dark passage elicits no response.

the writing on the slab reads, “Helfrith Helasdohtor. 
She rests here in Hela’s dark embrace until called upon 
to serve.” any hero making a successful knowledge (his-
tory) roll at –2, or knowledge (Folklore) roll at –4 has 
heard of helfrith. she was a powerful priestess of hela, 
slain toward the end of the liche-Priest’s reign by pala-
dins of scaetha.

inside the Mound
the mound is an old burial tomb. like most barrows, 
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it is basically a barrel-shaped hill with a stone slab for a 
doorway. the interior takes the form of three chambers 
branching off from a small, circular chamber.

Left Chamber: this chamber contains a large stone 
slab bearing a skeleton. the skeleton obviously be-
longed to a very large person, perhaps nine feet tall in 
their woolen socks. a successful common knowledge 
roll deduces the bones are very old but do not belong to 
a human. a raise reveals they are those of an ogre. the 
skeleton has a ring on the middle finger of its left hand, 
which is worth 300 gs. apart from a few very mangy furs, 
there is little else of interest here.

the ogre was helfrith’s faithful companion. he chose 
to be buried alongside her so she could animate him on 
her return.

Right Chamber: this chamber contains an old chest 
and some scroll cases. the old chest can be opened by 
one good hit with a weapon (toughness 8) or with a 
lockpicking roll at +1 (due to the archaic and simple 
lock). inside are several necklaces, some rings, and 
a coronet. the whole lot is worth 1,750 gold scields 
but weighs 10 pounds. a common knowledge roll at 
–2 reveals this style of metalworking has not been used 
since the blizzard War. the scrolls crumble to dust when 
opened, no matter how carefully the party is.

Top Chamber: the top chamber contains a stone slab 
with something lying upon it, hidden under a funeral 
shroud. Resting by it is a large suit of rotting leather ar-
mor, a worm-eaten 2-handed boar spear, a rusted broad-
sword, and a round shield emblazoned with a grinning 
skull. unlike the other objects, the shield is in perfect 
condition. lying at the base of the bier is Wiglaf. a quick 
check reveals his neck has been snapped.

the shield is a permanent relic. anyone inspecting it 
sees it has hela’s holy symbol engraved on the inside. 
the relic allows anyone attuned to invoke fear with a 
d8 Faith skill. if the user has hela as a patron deity, the 
casting roll is made at +2.

anyone removing the funeral shroud sees the tomb’s 
occupant—a draugr! do not forget to ask for guts 
checks.

Beneath the shroud lies the bloated body of what 
you assume was once a woman. Her skin looks 
badly bruised and is virtually black in color. 
Streaks of yellow fat show between some of the 
muscles. Lank strands of blonde hair cling to the 
scalp. Her nails are long and dirty and look quite 
sharp. Suddenly the woman’s eyes open and a low 
moan emits from her shriveled lips. She begins to 
stir.

unless the party has encountered a draugr before, it 
takes a knowledge (Folklore or appropriate monsters) 
roll to identify the creature. if the heroes decide not to 
pull the shroud away, helfrith awakens by herself before 
they leave her tomb.

given the standard reaction of most characters to see-
ing a monster appear before them, a fight will break out 

at this point. unfortunately, helfrith cannot be harmed 
at this stage. the heroes’ best plan is to run away across 
country and seek help.

chased By the 
daMned

When the group finally flees, run this scene as a 
chase. Outside, the blizzard has eased, and it is now late 
into the night. the full moon and clear sky provides dim 
lighting (–1).

each round, the characters must make agility rolls. 
those without skis or snowshoes suffer a –2 penalty, in 
addition to any other modifiers, because of the deep, 
fresh-lying snow. anyone who goes Out of control suf-
fers a further –2 penalty to their next agility roll—do not 
roll on the Out of control table.

each Range increment equates to 5”. the party begins 
three Range increments ahead of the draugr (who suffers 
no penalties from the snow) if they flee the instant she 
awakens, but just one Range increment if they withdraw 
from a fight.

note that the time interval between rolls is not 6 sec-
onds—the chase represents an hour of frantic skiing or 
running, not just a few minutes. essentially, the rolls are 
snapshots in time, not a continuous sequence. For ease, 
the usual rules of actions that can be taken each “round” 
still apply—there is nothing the heroes can do to harm 
helfrith, anyway.

unlike other chases, this one uses fixed obstacles, 
representing the route. lay out 14 markers. mark the 
Range increments of note (see below) with a different 
color marker to help you remember that something oc-
curs at these points.

On any round helfrith is within one Range increment 
of a hero, she tries a Parallel maneuver at –2 as she tries 
to close to melee range. With success, she may make a 
single Fighting attack with a multi-action penalty.

Encounter 1 (7th marker): the characters reach a 
low fence. they have a choice–stop and climb over or try 
to jump the fence using a snow mound as a ramp.

stopping is the safe option, but it costs time. the 
character’s movement for the round ends immediately, 
regardless of how many Range increments his agility roll 
allowed him to move. next round, he makes an agility 
roll as normal. success or raise, he moves just one posi-
tion. Pushing grants additional distance as normal, but 
increases the risk of failure.

Jumping is faster but riskier. the hero makes an agil-
ity roll (a free action) at –2 (those without winter foot-
wear suffer that penalty on top). With success, the hero 
clears the fence. if his initial agility roll allowed for more 
movement, then he keeps moving. For instance, a hero 
scored a raise on his initial agility roll, allowing him two 
Range increments of movement. after moving one in-
crement, he reaches the fence, which he elects to jump. 
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With success, he clears the fence and takes his second 
Range increment of movement.

a failure means the hero pulled up short. On the next 
round, he may climb over or try a second jump. a critical 
failure means the hero slams into the fence and becomes 
entangled. it takes a strength roll (as an action) to free 
himself. until he does, he cannot progress further.

helfrith runs through the fence (literally) without be-
ing slowed.

Encounter 2 (9th & 10th marker): On both these 
increments, the heroes are moving through a copse. a 
failed agility roll means a hero slams into a tree and is 
automatically shaken.

Encounter 4 (12th marker): the heroes spy a small 
fire in the near distance. all that separates them from 
apparent safety is a wide gorge half-filled with snow. 
do they take the safe route or take to the air? heroes 
without skis must take the safe route. helfrith is similarly 
impaired, and so must use the slow route.

the safe route requires the hero to stop, clamber 
down the sides, and carefully ski over the gorge. this 
takes two rounds, during which they gain no distance. 
they may roll as normal on the third round after enter-
ing the gorge.

if they decide to jump over the gorge whilst skiing 
they must make a successful agility roll at –2. if the roll 
fails, the skier fails to hit the right snowdrift and slams 
into the chasm’s far wall for 2d6 damage. he must spend 
the next round climbing out. a critical failure causes a 
more severe impact for 3d6 damage.

fire in the niGht
With the gorge behind them, the characters can now 

see that the fire comes from the centre of a stone area 
some yards ahead. Reaching it requires the heroes to 
move onto the last marker. Only then can they clearly 
make out any details.

At one end of the stones is an altar of some kind 
made of stacked stones. A large ash tree, grimly 
decorated with decaying animal heads, stands 
nearby. By the fire, which burns in the center of 
the flagstone floor, is the figure of a man. He is 
moving his hands, but you cannot tell what he is 
doing. Strangely, there is no snow on the stones 
or the tree.

helfrith stops at the edge of the stones and howls ag-
gressively. she then slinks off into the night. the stones 
are sacred ground to scaetha, and the man is a priest of 
scaetha. the sanctified precinct is protected by a powerful 
warding spell, which keeps the draugr at bay. Once the 
characters are all within the paved area, the chase ends.

the man ignores any calls from the heroes, even if 
they mention the draugr hot on their tail. For each hero 
that steps on the stone floor, a misty figure manifests 
before them. it takes the form of a large man wearing 
a wolf skin cloak. the figure is semi-translucent, its face 

contorted into a terrible grimace. it reaches out to strike 
them with its large axe. the battle that ensues exists only 
within the target’s mind (even though actual physical 
combat stats are used). Friends only perceive those be-
ing attacked shaking and sweating uncontrollably.

these are guardian spirits that are attempting to 
possess the party members. each spirit attacks for four 
rounds (at which time the figure by the fire calls them 
off), or until it possesses a character. if the characters 
reach the temple ahead of the draugr but fail to enter, 
the draugr will eventually catch up and attack.

 Berserk Spirit (1 per hero): see page 12.

the Priest
Once four rounds have passed, the man releases the 

characters from combat by commanding the spirits to 
leave, but refuses to exorcise any spirits possessing char-
acters. indeed, he informs them the spirits now housed 
in their bodies may be of assistance later. he asks the 
party who they are and what they are doing on scaetha’s 
sacred ground. the priest, who identifies himself as cor-
neus One-eye, listens to their story. assuming they tell 
him of their plight, the priest replies:

The priest nods into the darkness. “That creature 
is a draugr, one of Hela’s most vile servants, but 
it is no ordinary member of its fell kind, for in life 
it was Helfrith Helasdohtor, a powerful priestess, 
perhaps second only to the Liche-Priest himself. So 
powerful is she, that Hela has granted her special 
protection.

“Helfrith cannot be slain by standard methods. 
She must be called using a specific chant. I have 
consulted with Scaetha, and she has guided us. 
A half mile from this temple is the remains of a 
sacred area, once used by Hela’s cultists. It was 
raided by clerics of my order in days past, but 
among their records may still lie the information 
you seek.”

given that the priest honors scaetha, the heroes may 
enquire as to why he does not go and find the informa-
tion himself.

“Much must be done before this night is over. The 
Norns have brought you here for a reason, and 
that reason is to locate the chant to summon the 
draugr. My role is to prepare the ritual battlefield 
so she may be defeated. If either of us fails in our 
appointed tasks, the whole of Rassilon may be 
endangered. Rest here by the fire if you require, 
but do not tarry long, for by dawn, the draugr 
will be beyond the range of the chant and all will 
be lost.

“Whatever you do,” the cleric continues, “on no 
circumstances must you utter the chant until you 
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I tell you. Return with all haste to this temple, 
whereupon I shall advise you further.”

Once the party prepares to leave, a large black ra-
ven lands on the shoulder of one hero who has shown 
bravery in the past. it need not be the best fighter in the 
group—often those who lack combat skills display more 
bravery by leaping into battle. the raven whispers into 
his ear (pass the information secretly by note): “You are 
the chosen one.” it then flies away.

the teMPle of evil

Following the priest’s directions, the party finds the 
entrance to a cave after a short hike. the door lintel is 
decorated with carved stone skulls and a giant serpent. 
skull symbols are long associated with temples of both 
hela and scaetha, but the snake symbol is not one the 
party has seen before.

entering, the characters find themselves in an old 
temple to the goddess hela carved into the side of a hill. 
even though the site has been abandoned for centuries, 
it still reeks of death. the temple is unlit. unless other-
wise stated, ceilings are 12’ high.

1) GuardrooM

this room contains some broken stools and other bits 
of wood that are no longer of use to anyone. two broken 
spears can be found if someone searches through the 
debris.

Treasure: hanging from a hook is an oil lamp that 
looks remarkably new. it was left here by a hunter who 
sought shelter in the cave. scared by strange sounds from 
deeper in, he fled, leaving his lamp. it has consumed its 
oil reservoir.

�) storerooM

this room is an old storehouse containing a stack of 
broken barrels and crates. 

Monsters: living here amid the debris is a very large, 
very hungry pack of rats. the rats nest here because the 
chamber provides shelter. Food is scarce, and the swarm 
is ravenous.

 Rat Swarm: see page 12.
Tactics: each round, the rats maneuver to catch as 

many characters in the template as possible. Fuelled by 
their hunger, they fight to the death. if a character falls 
unconscious at any point, the rats mass on the body, 
ripping and tearing the flesh. this counts as a Finishing 
move.

�) rouGh cavern

hundreds of human skulls are stacked in three pyra-
mid-shaped piles around the room. these grisly trophies 

are the remains of ancient sacrifices, left here as a warn-
ing to those who seek to intrude on the temple, and 
to show devotion to hela. the exact age of the pile is 
impossible to guess, but judging by the mildew, it has 
been many decades, if not longer.

�) holdinG cell

chained up to the wall is the skeleton of a large man 
wearing chain mail armor (now rusted through) and 
wearing a broadsword with a silver edge to it. the skel-
eton is harmless.

Treasure: the sword appears strong, but shatters 
through old age if the user rolls a 1 on his Fighting die 
(regardless of Wild die). if the Wild die is a success, it 
shatters after delivering damage.

                                 

talkinG aniMals
While Wood Wardens and a few fey can talk with 
mundane animals, most mortals have no way to 
communicate with beasts. even beast friend grants 
no ability to understand a beast, though it allows 
the spellcaster to control its actions. several ver-
sions of voice on the wind allow animals to act as 
messengers, though in this instance it does not 
grant any conversational ability beyond recalling 
the message.
a rare few animals, however, can converse with the 
sentient races in their own languages. typically, 
these are messengers of the gods or powerful fey 
nobles, imbued with limited intellect and often for 
a short duration. a very rare few animals possess 
the permanent ability to speak and understand hu-
man terms. these are always servants of some great-
er power. most talking animals, however, are not 
capable of holding detailed conversations and are 
generally used to pass on simple missives to specific 
people.
One must also remember that despite being gifted 
with the ability to talk, they remain animals in all 
other ways. a squirrel, for instance, understands 
about trees, nuts, predators, and many forest ani-
mals, but it is very unlikely to use human names 
and terms. an oak may simply be known as a “har-
vest source,” while a wild cat may be a “clawed ter-
ror.”
encountering a talking animal, while extremely 
rare and likely to rouse much interest from the lo-
cal populace, is not considered frightening. many 
legends tell of heroes guided or aided by talking 
beasts. that said, few citizens will ever converse 
with an animal directly in their lifetime or even 
meet someone who has.
most talking animals use the stats for small animals 
from the Hellfrost Bestiary.
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�) acolyte’s Burial cryPt

a resting place for the honored dead of scaetha’s 
clergy awaiting resurrection in eternal unlife, the cham-
ber is filled with stone biers, many standing in alcoves. 
upon each bier, lies a skeleton clad in rotting black robes 
adorned in silver thread with hela’s holy symbol. 

Monsters: helfrith’s awakening has already brought 
dark spirits into the fleshless corpses. For now, the bones 
stay at rest, awaiting one of two conditions—helfrith’s 
orders or the close proximity of living creatures.

 Skeleton Warriors (2 per hero): see page 12.
Tactics: as soon as a hero moves adjacent to a bier, 

all the skeletons attack. clambering off the biers is an 
action. Possessed by the spirits of evil warriors, the skel-
etons retain some tactical sense. as such, they use gang 
up bonuses against those who appear the strongest foes 
(those in heavy armor are favored targets), and spellcast-
ers (who are their greatest threat).

Treasure: One of the skeletons, chosen at random, 
has a scroll case dangling from its belt. the scroll is a spe-
cial form of relic, though the wielder need not attune. 
it details how to understand the speech of the damned, 
and was once used as a teaching aid for those loyal to 
the cult.

a hero who studies the scroll for the next month 
(two months if the reader spends time adventuring) may 
make a smarts roll. With success, he learns black tongue. 
Only one hero at a time may study the script. Once used, 
whether the smarts roll is a success or failure, the scroll 
turns to dust.

�) Priestess’ Burial chaMBer

this room is an old burial crypt for priestesses. lying 
on a black marble slab in the centre of the room is the 

rotten body of a woman wearing rusted chainmail armor 
under her robes and carrying a round shield and a hand 
axe.

�) teMPle of hela

adorned with skulls and images of death, this cham-
ber was once the main temple to hela. the door to this 
temple has a pair of eyes carved into it. close inspection 
reveals they were once stained red (by human blood). 
apart from a bloodstained altar and gruesome carvings 
on the floor depicting scenes of sacrifice there is nothing 
here of any interest.

Monsters: Powerful spells were used in the consecra-
tion of this chamber and hundreds of victims sacrificed. 
the unfortunate souls selected and slain by the cult of 
hela lie buried in great pits beneath the floor around 
the chamber.

after the party has been in here for one round, the 
undead guardians erupt through the floor. at the start of 
each subsequent round, 2d4 skeleton warriors crawl up 
from the charnel pits below. they appear in the squares 
adjacent to the altar. if all the spaces are filled, they 
emerge from the next free square. leaving the temple 
prevents any more undead rising, but does not destroy 
those already summoned. there are a total of 100 skel-
etons in the pits of death.

 Skeleton Warriors (100): see page 12.
Tactics: On the round a skeleton rises, it takes an ac-

tion to claw its way from the pit. Once free, the skeletons 
immediately rush into combat, seeking to surround their 
foes and prevent their escape, thus allowing more of 
their kin to awaken. the undead warriors are not bound 
to the temple—if the party leaves, they follow.

8) Priestess’ BedchaMBer
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inside is a small wooden cot. dismantling the cot 
reveals one of the legs is hollow.

Treasure: contained inside the hollow bed leg are 
a scroll case and a small pendant. the scroll is written 
in auld saxa and details how to use blood in rituals. it 
acts as a tome of learning, allowing any spellcaster to 
learn the sacrifice power. the pendant is an alchemical 
device, imbued with strength of the undead. invoking 
the spell grants the user the undead special ability. a 
cleric of sigel or scaetha using this power has committed 
a minor sin.

9) treasury

all that remains is a lone chest. the rest of the trea-
sure was either taken over the years or stolen by the 
occasional traveler who happened upon the temple and 
was brave enough to enter.

Treasure: the chest is unlocked. it contains 800 gold 
scields in old coins.

10) eMPty chaMBer

this room contains some old wooden stools placed 
around what was once a table.

11) sacrifices’ Prison

this was the old prison for those awaiting sacrifice. 
inside are several cells with wooden bars. Within the 
cells are half a dozen normal skeletons. nothing in here 
is dangerous or valuable.

1�) torture chaMBer

a large, rusted brazier, two sets of leg irons, and some 
pokers lie scattered around the room. the ashes in the bra-
zier are cold and there are bones mixed in with them. a suc-
cessful survival roll identifies the bone fragments as human.

Monsters: the spirits of the victims burnt in the 
brazier remain trapped here as grief spirits. if the party 
disturbs the ashes, the spirits rise up. they take the form 
they held in life, but their faces are wracked with anguish. 
spectral tears constantly fall from their eyes. each moan 
low the same words—“Mourn us!”

 Grief Spirits (1 per hero): see page 12.

1�) Grain store

this room contains 1d4 sealed crates of grain. de-
spite the age, some of the grain remains usable. a farmer 
would pay 200 gold scields for all four crates.

1�) excavations

the former inhabitants began to dig out a new room, 
but quit before the work was completed. spades and 
picks lie scattered around the floor. all of them are rot-
ten and rusted, and quite useless.

1�) ancient cryPt

this old crypt was here even before the temple exist-
ed. inside is a marble slab. lying atop the slab is a body, 
clad in plate armor of darkest night. a great sword rests 
along the length of its body.

Monsters: the armored corpse is a former paladin of 
hela’s cult. helfrith’s presence in the vicinity has awakened 
him as a black knight, one of hela’s most potent servants.

 Black Knight: see page 11.
Tactics: the black knight begins by raising its visor 

and using baleful glare at the nearest character. Over 
the next few rounds, it tries to summon Reinforcements. 
Whether this is successful or not, the undead knight 
uses its great sword. against single adjacent foes, it uses 
improved Frenzy. if there are two or more characters 
adjacent, it favors sweep, even if there are other undead 
in its sword’s arc.

Continuation: the far door is engraved with power-
ful curses. any character who makes a knowledge (ar-
cana) roll knows that it wards against those of non-evil 
disposition. any hero who tries to cross the threshold 
by any means must make a spirit roll. modifiers are as 
below.

Mod Reason
–1 Per 20 points of positive glory
–2 cleric of sigel
–4 cleric of scaetha
+2 cleric of dargar, hela, niht, or vali
With success, the hero may step into the chamber beyond, 

but only once—if he leaves and reenters, he must make the 
spirit roll again. Failure causes an automatic wound. this 
can be soaked. the injury can only heal naturally.

1�) teMPle liBrary

stored in niches lining the walls are hundreds of 
scrolls. most are mundane and crumble to dust if 
touched. several, however, can be read easily.

Treasure: six of the scrolls are alchemical devices. the 
gm should determine the spells they contain. as a sugges-
tion, three should contain novice spells, two seasoned, 
and one veteran. the seventh scroll is the one the heroes 
seek. it contains the sacred chant to call a powerful draugr. 
Originally, it was meant to assist clerics of hela in calling 
forth allies, but it can be used for any purpose.

duel to the death

Once the party is in possession of the knowledge they 
seek, they can return to the temple of scaetha. the priest 
has lit numerous bonfires around the edge of the pre-
cinct. after allowing the characters a short rest, the priest 
of scaetha informs them of what they must do.

“By the ancient laws, one of you, your chosen cham-
pion, must challenge the draugr to holmganga, rit-

                                 

hellfrost adventure #19 tales of darkness

8 9

hellfrost adventure #19 tales of darkness

8 9

hellfrost adventure #19 tales of darkness

8 9

hellfrost adventure #19 tales of darkness

8 9



ual combat. Once she is summoned with the chant, 
I shall allow her entrance to the temple precinct, 
where the fight must take place. The champion may 
use no magic, for such would invalidate the ritual 
and leave her immune to harm. She must be slain 
on ground holy to Scaetha, or Hela will claim her 
soul and bring it back again.

“Unfortunately, the rules prohibit either party 
from being aided or standing within the bat-
tleground. Only the judge may do that, and I 
shall fulfill that role. The rest of you must remain 
outside the warding. Helfrith will no doubt have 
summoned allies by now and they will try to kill 
you. Whatever occurs inside the precinct, on no 
account must you enter while the challenger lives. 
Do not cast any spells at either combatant inside 
the precinct. I cannot warn you enough—if you 
break these rules, your champion will forfeit the 
challenge and all will be lost.

“Now, pick your champion and be quick, for 
dawn approaches. The rest of you, prepare your 
spells and weapons quickly.”

Once the champion has been decided, the priest of 
scaetha prays to his goddess. he daubs the head of the 
hero with runes of justice and endurance. if the hero to 
whom the raven talked is chosen as champion, he gains 
a one die bonus to strength, vigor, and Fighting until the 
contest ends. Recalculate Parry and toughness accord-
ingly. note that this is a unique bonus brought about by 
special circumstances—it is should not be used in every 
duel against a draugr.

the priest releases any possessed characters of their 
infesting spirits before the holmganga takes place, though 
he allows the spirit to remain if the victim so wishes.

Once the champion has been chosen, and the chant ut-
tered, the draugr arrives as if summoned, skulking out of 
the dark. she enters the temple area (scaetha permits this, 
as it is the only way to destroy her) and prepares to fight. 
at the same time as helfrith steps on to the flagstones, 
skeletal warriors step out of the darkness. two fights thus 
happen simultaneously—the duel against the draugr and 
the other characters’ battle against the skeletons.

by law, whoever initiated the holmganga (i.e. the 
hero) must receive the first blow, although he can parry 
or dodge. deal initiative cards as normal. if the cham-
pion has a higher card than helfrith on the first round, 
he must decide whether to go on hold, so as to be able 
to strike back later in the round, or use the defend or 
Full defense maneuver. a character that elects to hold 
cannot interrupt his foe. Once the first round is over, 
combat progresses as normal.

if the character wins the fight, the draugr fades away 
into nothingness with an anguished cry. if the draugr 
wins, the character is killed with a Finishing move. an-
other may take his place as champion, but this comes 
at a heavy price. it takes an action for the character to 

speak the oath required to grant him this status. Fur-
thermore, the second challenge allows helfrith to heal 
all her wounds automatically—the new champion does 
not benefit from injuries his comrade inflicted on the 
undead.

if helfrith wins by any means, the heroes have failed, 
leaving a powerful undead stalking the land.

Forfeiting: should the champion or helfrith step 
outside the precinct for any reason, they automatically 
lose the duel—knocking someone from the sacred area 
is a legal tactic.

Special: so long as the champion is alive, no one 
else can enter the arena, nor can spells penetrate its bor-
ders—spells are absorbed and the heroes bump into an 
impenetrable barrier. the priest of scaetha will not fight 
against the draugr while a hero remains alive. should 
the characters lose, the gm has two choices. First, the 
priest of scaetha can defeat helfrith and end the threat. 
second, helfrith kills the priest, leaving her available as a 
recurring villain to be defeated at a later time.

Terrain: the precinct measures 6” to a side and has a 
paved floor. no snow lies here. Outside the precinct, the 
ground is covered in fresh snow, and is difficult ground.

Lighting: Outside the precinct, the bonfires shed 
good light to a distance of 3” from the edge of the pre-
cinct. at double this distance, the lighting is dim (–1). 
beyond this, the lighting is dark (–2). lighting inside the 
precinct imparts no penalties.

Monsters: initially there are two skeleton warriors 
for each hero outside the precinct. each round, regard-
less of how many skeletons remain active, another one 
skeleton per hero joins the fray. the warrior skeletons 
always begin 10” from the characters. there is an unlim-
ited number of undead. the instant the draugr is slain, 
the skeletons crumble to dust.

 Helfrith Helasdohtor: see page 11.
 Skeletal Warriors: see page 12.

afterMath
Once the fight is over, the characters may return to 

the stead. there they find that they are being looked for, 
having not reported back. Wiglaf ’s body, if left behind 
by the heroes, was found and recovered. each survivor 
earns a 500 gs reward, gifts from thegn amundi. the 
character who challenged the draugr to a holmganga 
automatically gains +5 glory, in addition to any other 
glory reward. this may be awarded posthumously.

a surviving champion also notices a strange rune 
on his skin that increases his Fighting skill by one die 
type (no maximum), but only when fighting undead. no 
magic known to mortals can remove this mark.

Bestiary

villaGer
use these stats for folk around the stead, such as sig-
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mar and Wiglaf. if the gm needs any specific archetypes, 
such as huscarls or nobles, use appropriate entries in the 
Hellfrost Bestiary.
Attributes: agility d6, smarts d6, spirit d6, strength d6, 
vigor d6
Skills: climbing d6, Fighting d4, guts d4, knowledge 
(one craft) d6, notice d6, stealth d4, survival d4
Charisma: 0; Pace: 6; Parry: 4; Toughness: 5
Hindrances: —
Edges: —
Gear: knife (str+d4)

helfrith helasdohtor 
(drauGr)

Attributes: agility d8, smarts d8, spirit d10, strength 
d12+4, vigor d10
Skills: Fighting d10, intimidation d10, notice d6, spell-
casting d10, stealth d8
Pace: 8; Parry: 7; Toughness: 9
Special Abilities:
* Claws: str+d6.
* Fear (–2): anyone seeing the blackened, decaying 

corpse must make a guts roll at –2.
* Fearless: immune to Fear and intimidation.
* Grave Stench: helfrith carries with her the unmis-

takable smell of death—the air around her reeks of 
rotting corpses. anyone who begins their turn adja-
cent, or who moves adjacent, must make a vigor roll 
or suffer a level of Fatigue until they breathe clean 
air for five minutes.

* Improved Snow Walker: ignores penalties for 
movement in snow and ice.

* Invulnerability: helfrith can be shaken by mun-
dane weapons and magic, but can only take wounds 
from being challenged to a holmganga.

* Undead: +2 toughness. +2 to recover from being 
shaken. no additional damage from called shots. 
immune to disease and poison. no wound penal-
ties.

* Weakness (Special): helfrith must be summoned 
to a holmganga using a specific ritual. until this oc-
curs, she does not have this Weakness, and thus is 
immune to all damage.

Black kniGht
clad in jet-black plate armor and armed with weapons 

swathed in necromantic energy, black knights are the 
elite troops of the undead hordes. they most often serve 
as unit commanders in undead armies, but can some-
times be found as bodyguards for powerful, evil wizards 
and priests. beneath their armor is a mummified corpse 
with burning green eyes and elongated teeth. black 
knights are also known as dark generals, fallen knights, 
and hela’s knights.
Attributes: agility d8, smarts d6, spirit d8, strength d12, 
vigor d10
Skills: Fighting d10, guts d12, intimidation d10, knowl-

edge (battle) d10, stealth d6
Pace: 6; Parry: 9; Toughness: 13 (3)
Edges: combat Reflexes, command, Fervor, hold the 
line, improved block, improved Frenzy, improved 
sweep, level headed.
Special Abilities:
* Arcane Resistance: +2 armor against damage-caus-

ing powers and +2 on trait rolls to resist opposed 
powers.

* Armor +3: black plate armor and a full helm.
* Baleful Glare: as an action, a black knight may lift its 

visor and stare at one foe within 12” and line of sight. 
the target must make a guts roll at –2.

* Fear (–1): anyone who sees a black knight must make 
a guts roll at –1.

* Necromantic Weapons: great sword (str+d10, –1 
Parry, 2 hands). For each wound inflicted on a living 
foe with these weapons, the black knight heals one of 
its own wounds.

* Size +1: black knights stand over 7’ tall.
* Summon Minions: once per day, a black knight can 

make a spirit roll to summon forth 1d6 skeleton war-
riors (p. 12) with a success or 2d6 with a raise. the 
minions appear within 6” of the knight on the fiend’s 
next initiative card.

* Undead: +2 toughness. +2 to recover from being 
shaken. no additional damage from called shots. no 
wound penalties.

Prey aniMals

Boar

Attributes: agility d6, smarts d4(a), spirit d6, strength 
d8, vigor d10
Skills: Fighting d6, guts d8, notice d6, stealth d6
Pace: 6; Parry: 5; Toughness: 7
Special Abilities:
* Berserk: When a boar is shaken, it automatically 

goes berserk. it gains +2 to all Fighting, damage, and 
strength rolls as well as its toughness, but Parry is 
reduced by 2.

* Bite: str+d4.
* Gore: if a male boar can charge at least 6” before at-

tacking, it adds +4 to damage.
* Tusks: str+d4.

deer

Attributes: agility d8, smarts d4(a), spirit d6, strength 
d10, vigor d8
Skills: Fighting d6, guts d4, notice d8
Pace: 12; Parry: 5; Toughness: 7
Special Abilities:
* Alertness: deer get +2 to all notice rolls.
* Fleet Footed: deer roll a d10 running die.
* Kick/Horns: str+d4.
* Size +1: deer can weigh over 600 pounds.
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deer, sMall

Attributes: agility d8, smarts d4(a), spirit d6, strength 
d8, vigor d6
Skills: Fighting d4, guts d4, notice d8
Pace: 12; Parry: 4; Toughness: 5
Special Abilities:
* Alertness: deer get +2 to all notice rolls.
* Fleet Footed: deer roll a d10 running die.
* Kick/Horns: str+d4.

sMall aniMal

Attributes: agility d6, smarts d4(a), spirit d6, strength 
d4, vigor d6
Skills: Fighting d4, guts d4, notice d6
Pace: 4; Parry: 4; Toughness: 3
Special Abilities:
* Harmless: When attacking creatures of size –1 or 

greater, damage rolls from these creatures can shake 
a foe, but never cause wounds. this includes inflict-
ing successive shaken results.

* Size –2: these creatures are small.
* Small: attackers are –2 to attack rolls against these 

creatures because of their size.
* Variant Breeds: use these abilities as examples when 

designing your own mundane creatures.
     * Rabbit: bite str, alertness edge.
     * Squirrel: bite str, climbing d10.

rat sWarM
this rat swarm fills a large burst template.

Attributes: agility d10, smarts d4(a), spirit d12, strength 
d8, vigor d10
Skills: notice d6
Pace: 10; Parry: 4; Toughness: 7
Special Abilities:
* Bite: swarms inflict hundreds of tiny bites every 

round to their victims, hitting automatically and caus-
ing 2d4 damage to everyone in the template. damage 
is applied to the least armored location.

* Infection: anyone shaken or wounded by a rat swarm 
must make a vigor roll or suffer a level of Fatigue from 
infected bites. cumulative bites can lead to incapaci-
tation, but never to death. One Fatigue level is recov-
ered every 24 hours or with a successful healing roll.

* Swarm: Parry +2. because the swarm is composed of 
scores, hundreds, or thousands of creatures, cutting 
and piercing weapons do no real damage. area-effect 
weapons work normally, and a character can stomp to 
inflict his damage in strength each round.

skeleton Warrior
skeleton warriors are the reanimated bones of long-

dead soldiers. unlike common skeletons, these un-
dead troops retain more of their combat skills and are 
equipped with functional, if somewhat old, armaments.

Attributes: agility d8, smarts d4, spirit d4, strength d6, 
vigor d6
Skills: Fighting d8, intimidation d8, notice d4, shoot-
ing d6
Pace: 7; Parry: 7; Toughness: 9 (2)
Gear: bronze breastplate (+2), bronze short sword 
(str+d6), medium shield (+1 Parry).
Special Abilities:
* Bony Claws: str+d4.
* Fearless: immune to Fear and intimidation.
* Undead: +2 toughness. +2 to recover from being 

shaken. no additional damage from called shots. im-
mune to disease and poison.

sPirit
spirits are otherworldly beings. some sages argue 

they are leftover parts of creation, raw magic with a sin-
gle purpose. Others tend to follow the line of thought 
of clerics, who say spirits are entities from the divine 
realms that either have been dispatched by the deity 
or have somehow found their own way into existence. 
One other train of thought suggests these spirits are 
spontaneously created by the collective will of the vari-
ous races.

Regardless of their type, spirits share a standard basic 
stat block. each spirit then has its own individual special 
ability.
Attributes: agility d6, smarts d4(a), spirit d10, strength 
d4, vigor d8
Skills: Fighting d6, notice d8, stealth d8
Pace: 6; Parry: 5; Toughness: 6
Special Abilities:
* Ethereal: immune to nonmagical attacks. can pass 

through solid objects.
* Possession: spirits attack by making a touch at-

tack (+2 to Fighting). With success, the victim must 
make a spirit roll opposed to that of the entity, –2 
if the spirit’s attack is a raise. a failure means the 
victim is possessed and suffers the penalties for the 
spirit’s particular special ability. Removing the spirit 
requires a banish spell to send it back to its own 
realm. using dispel allows the spirit to roll its spirit 
die to oppose the power. a successful casting forces 
the spirit from its host, but leaves it free to possess 
another victim. For each additional attempt at ban-
ish or dispel within the same 32-day period, the spir-
it gains +1 to resist being expelled.

* Berserk: victims gain the berserk edge. anger spir-
its do not tend to possess victims who already have 
this edge. the victim also acquires the mean hin-
drance as a result of his angry outbursts and quick 
rages.

* Grief: victims are struck by deep melancholy and 
bouts of depression. Whenever they draw a club for 
initiative, they suffer a –2 penalty to all trait rolls un-
til their next card is drawn. they also gain the mean 
hindrance, though this is a result of apathy rather 
than surliness.
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this adventure is designed for a group of four heroic 
characters, but can be run with larger parties. most en-
counters are based on a number of antagonists per hero, 
and thus automatically allow for increased party size.

scaling for higher Ranks is easily handled. For each 
additional 20 XPs the party is above heroic, add two ad-
ditional extras of the most common type to each detailed 
encounter. For instance, if the text says the heroes face 
two bandits per hero, a legendary (80 XP) party of four 
members would face ten bandits (eight for the party size 
plus two for being a Rank higher than veteran).

the adventure is best set in the western hearthlands, 
but aspiria, chalcis, heligioland, the cairn lands, and 
the barony of trond (all former anari conquered lands) 
are also suitable. a forest is required, but none of the 
major ones need be used. given the large scale of the 
continental map and the small size of the forest, the 
adventure can be set almost anywhere. the tale is set 
during no particular season, giving the gm total freedom 
as to when he uses the adventure. see the Savage Worlds 
rulebook for the effects of cold weather and the Hellfrost 
Player’s Guide for information about how the rules work 
in this setting.

GM’s BackGround
in the year –407 iR, at the height of the demongate 

Wars, the tide of battle began to turn against the dark 
legions. clerics of hela led the armies of light, for these 
were times before hela’s fall from grace, when she per-
formed the role scaetha does today. step by step, blow 
by blow, the light cast out the shadow.

One of the more powerful demons, a creature by 
the name of kithreth, lorded over a major anari town, 
balyeux (bal-yure). here it ruled over its mortal subjects 
in mockery of the anari emperor. the army of hela be-
sieged balyeux for long months. Finally, the walls were 
shattered and the battle to liberate the broken town be-
gan. While mortal soldiers locked sword with demonic 
legions, their leader, Roderick ap-Jaufre, a cleric of hela, 

sundered the gates of kethrith’s palace and confronted 
the demon. in an epic struggle, Roderick defeated his 
mighty foe, though his spell to banish the fiend failed. 
instead, the creature of darkness was bound into the soil 
of balyeux.

Roderick ordered the town razed to its foundations. 
all citizens displaying the mark of kithreth, a black snake 
tattoo, were executed without absolution, their souls 
condemned to the abyss for their sins. the army moved 
on, and the name of balyeux vanished from history.

Within a handful of generations, nature, perhaps 
seeking to hide the stain brought about by kithreth, 
concealed the ruins beneath a new forest. When the war 
ended, several soldiers who had taken part in the battle 
of balyeux returned to the region and settled. they knew 
kithreth was fettered beneath the ground, and vowed 
that they and their descendants would stand watch over 
the site in case the demon ever escaped its bonds. the 
old anari road to balyeux ran straight and true, and still 
carried trade goods, and duncallaich grew from a hamlet 
into a village.

during the blizzard War, the citizens of duncallaich 
fled. generations passed before they returned home, 
and by then all knowledge of why the village was found-
ed has been lost. today it is just another village on an 
old anari trade road; but the demon kithreth still lies 
trapped, formulating its escape.

the road to  
duncallaich

While traveling to their next destination the charac-
ters happen upon a small man hurrying down the road 
as if his life is in mortal peril. if approached in a peace-
ful manner, he breathlessly explains he is an itinerant 
herbalist, but is trying to get away from the village of 
duncallaich and its evil spirits before nightfall.

the deMon of  
duncallaich
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if treated well or offered food and water, he says his 
name is bertram ap-duncan. he further explains that 
the woods near the village are home to evil spirits who 
entice travellers away from the safety of their campfires 
by whispering promises of power, wealth, and success. 
those who listen to the ephemeral voices are never seen 
again. each visitation is preceded by an eerie green light 
that comes from somewhere deep in the woods. he in-
forms the heroes duncallaich lies but a few hours travel 
from their current location.

if treated badly or approached in a hostile manner, 
the man tries to flee. should he be captured, he wails 
about evil spirits, but no sense can be made of his crazed 
ramblings.

 Bertram ap-Duncan: treat as a villager (see page 
10) but with healing d4 and knowledge (alchemy) d8. 
he has the hedge magic edge.

Bandits!
as the characters follow the trail towards duncallaich, 

have them each make a notice roll. those who succeed spy 
the bushes up ahead moving slightly a split second before 
arrows are launched at them. those who fail are surprised.

Monsters: lurking in bushes is a gang of bandits. 
they haunted the roads long before the events of the 
adventure began, but recently sold their souls to the 
demon lord in return for vague promises of power and 
wealth. they now seek not just to rob travelers, but also 
to take them prisoner so they can be sacrificed to their 
powerful master.

the bandits begin 20” ahead of the heroes.
 Bandit Leader (1): see page 19.
 Bandits (2 per hero): see page 19.

Tactics: each bandit fires one arrow during the first 
round. On the second round, the bandits drop their 
bows (a free action), draw their melee weapons (an ac-
tion), and charge the characters. they are used to work-
ing together and favor gang up tactics. the survivors try 
to retreat if more than half their number is slain.

any that are badly wounded are slain by their com-
rades using a Finishing move. any incapacitated, but not 
dead, suddenly begin to haemorrhage from their eyes 
and ears. they slump down dead before the party can 
interrogate them. Gravespeak fails, as the bandits have 
sold their souls to a demon lord, and such souls do not 
go to scaetha’s hall.

Treasure: the bandits carry 1d10 x 50 gs between 
them in the form of coins and jewelry.

Continuation: if the heroes search the bandits, they 
discover each has a black snake tattooed on their necks.

arrival in  
duncallaich

hopefully curiosity leads the party to duncallaich. 

night is falling when they arrive and only a handful 
of people are on the streets, intent on getting to their 
houses before sunset. no one stops to talk to the he-
roes if hailed—any cries of welcome are met with fearful 
glances. if the heroes try to grab a passerby, the villager 
screams and shouts. after a few minutes, several armed 
men turn up and try to drive the characters away. the 
village militia is no match for the party, but a pointless 
fight at this juncture will not endear the villagers to the 
party, no matter how virtuous their intentions.

most of the houses already have their door and win-
dows shut tight. as the party passes, loud prayers to sca-
etha can be heard from within. Regardless of promises, 
threats, or pleas, the villagers refuse to open their doors. 
even the local temple to scaetha is closed for the night, 
and the village has no regular priest. an itinerant priest 
comes by every two months to see to the villagers’ spiri-
tual needs. he is not due back for five weeks.

duncallaich has a small inn, the Five stones. if the 
party approaches the inn, discernible by the sign hanging 
outside—an anari custom—they are admitted only after 
convincing the innkeeper that they are not evil spirits 
come to steal him away. this should not be too difficult 
as the innkeeper is a typical peasant, easily swayed by of-
fers of money. Once inside, the heroes can order rooms. 
the inn has three rooms, each capable of holding two 
comfortably and three people in a pinch, and these are 
available for 10 sc per night, excluding food and drink. 
there are no other guests.

 Villagers: see page 10.
 Militia (Watch) (2 per hero): see page 20.

We Want inforMation

the innkeeper, mortimer ap-teargal, born to a tuomi 
father and anari mother, has lived in the village all his life 
and knows the legend of the haunted woods. if the char-
acters buy food and drink he gladly relates it to them. 
should the adventurers start eating their own food, or 
decline to buy any from him, he feigns ignorance about 
any strange events whilst hinting that he might be able to 
remember if certain conditions were met. Food will cost 
2 ss per person, drink an extra silver scield. Once the 
formalities are out of the way, he begins his tale:

“My father told me this story, and his daddy told 
him, and so on for many a time now. It’s said 
that hundreds of years ago an evil wizard came 
to these parts looking for people on which to per-
form his dark arts. Well, he took several young 
girls and boys afore the villagers rose up against 
him. Of course, they weren’t very well trained and 
he killed an awful lot of them before they fled his 
fearsome presence.

“The village elders decided to hire some mercenar-
ies to do away with the wizard. Now one of these 
here mercenaries was a holy man named Rodbry, 
see. He knew all about slaying fell wizards, so he 
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went into the woods alone to do battle. Oh, it was 
a fearsome sight they say, with lightning and fire 
flying all over the place. The battle raged on for 
ten days afore Rodbry imprisoned that evil wiz-
ard in the ground.

“You can still see his finger nails if you follow the 
trail into the woods. Stuck up from the ground 
they are, as if he’s trying to claw ‘is way out.

“Anyways, every couple of years or fifty, that evil 
wizard, he escapes for a few days and steals peo-
ple away, just like he did all them years ago. This 
time, though, he guides folk to their doom with an 
evil green light that controls their minds. He’s had 
a few recently, and that’s the second time in my 
life that he’s gone escaped.

“I reckon that he’s gonna’ escape for good soon 
and come get his revenge on us good folk.”

the above tale is almost entirely false, having been 
retold and corrupted over the centuries. in reality, the 
evil wizard was kithreth and Rodbry is Roderick.

Only the latter part bears any semblance of truth. 
since his imprisonment, kithreth has been trying to 
escape. every now and then, a mortal is corrupted into 
weakening his bonds. this is when kithreth can, for a 
short while, exert some control over the mortal realm 
and its inhabitants. unfortunately, escaping, even for a 
moment, uses tremendous amounts of his energy, and 
he cannot try it too often. Regrettably, for the demon, 
most mortals are too stupid to conceal what they are do-
ing and are soon caught by the authorities and executed. 
Recently, though, a cult of power-hungry diabolists has 
taken up the cause—they are on the verge of releasing 
him from his millennia old prison.

any inhabitant of the village can recount the tale should 
the heroes somehow manage to befriend another villager.

BeWare shadoWs BearinG Gifts

that night, the characters all suffer troubled dreams. 
the character the gm considers most easily corruptible 
(previous adventures should have revealed this by now) 
is visited in his dreams by a shadowy figure who prom-
ises great wealth if the character will release him from 
his prison.

kithreth (for it is he who disturbs the character’s 
sleep) claims to be a wizard by the name of morgwych 
(morg-oo-ick). many centuries ago, he says, he was 
falsely imprisoned here by an unseelie faerie. the faerie 
demanded morgwych’s power but when he refused, his 
spirit was trapped between this world and the fey realm. 
kithreth promises whatever the hero’s subconscious re-
veals to be the best lure—magic, wealth, women, wine, 
all can be supplied. Promise anything you feel will get 
the hero’s attention—kithreth certainly has no intention 
of keeping his word once released.

all the sleeper has to do is travel to the stone circle 
in the woods and shed a little blood on the central slab. 
if questioned about this, for the dreamer can converse 
with “morgwych,” the visitor says the unseelie fey knew 
folk of good nature would baulk at such a task, hence 
“morgwych” has remained fettered for centuries.

as a sign of his good will, “morgwych” promises to 
use some of what little energy remains to prove his 
claims. if the hero asks for material wealth, whether 
relics, alchemical devices, tomes of knowledge, or cash, 
“morgwych” hands the dreamer the object. When the 
character awakens, he finds what he desires clutched in 
his hand. the gm should determine the powers of any 
magic objects, but should not make them too powerful. 
a player may ask for a +5 sword of slaying anything it 
touches, but a native of Rassilon would ask merely for a 
magic sword.

this object appears real and registers to detect spells 
as applicable. if the sleeper does not fulfill his part of the 
bargain within 24 hours, the object vanishes.

unbeknownst to the character, if he makes the deal 
he gains a small tattoo on his inner right thigh in the 
shape of a black snake. Only if the character searches 
his body will this be noticed. Whether or not he fulfills 
his end of the bargain, the tattoo remains until kithreth 
is slain. this could have severe repercussions for the 
unfortunate soul.

While the players may suspect this is an elaborate trap 
and try to avoid the deal, the characters are driven by their 
hindrances, not metagaming knowledge. as such, heroes 
with the curious and greedy hindrances should be en-
couraged to roleplay their hindrances, regardless of the 
possible outcomes. as suggested in the core rules, charac-
ters who roleplay their flaws, especially when the situation 
puts them in danger, should be rewarded with a benny.

an eerie liGht

the adventurers are free to wander around duncalla-
ich (once the sun rises) as they wish. it has a general store 
stocking standard items for a village, but no crafters of 
interest (unless the heroes seek a pot or a horseshoe).

if they decide to remain in the village all day, an eerie 
green light is seen emanating from the woods as the sun 
begins to set. the locals, fearing for their lives, flee to 
their houses, shouting that the evil wizard is abroad. if 
they have not done so already, hopefully the characters 
are now curious enough to investigate the woods.

see the section entitled The Stone Circle for details 
on how the party travels through the forest. the light is 
bright enough to guide their way, negating any darkness 
modifiers.

the light swings back and forth, like a beacon swaying 
in the wind. When it highlights the characters, they feel 
their skin crawl. deep, uncontrollable shudders go up 
and down their spines. there appears to be no other 
cause for this other than the light striking them. as the 
party steps into the clearing in which the stone circle 
lies, the light vanishes, plunging the heroes in darkness.
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the stone circle

if the heroes venture into the wood, they find that unless 
they stay on a faint trail trampled through the undergrowth 
the going is quite tough. the trees are close together and 
thick brambles snag at their clothing and equipment. if the 
characters do not take the trail, they must make a vigor roll 
or suffer a level of Fatigue from bumps and bruises.

have the party make a cooperative vigor roll. With 
failure, it is night when they finally enter the stone circle. 
success allows them to arrive at dusk and a raise brings 
them into the circle with two hours to go before sunset.

after many miles of hard marching, the adventurers 
enter an area of the woods where the trees show signs 
of blight—new growths are stunted and twisted, while 
old trees are decaying before their time. after another 
hundred yards or so, the party emerges into a clearing in 
which stands a small stone circle.

the circle consists of five standing stones, all of which 
are roughly three yards in height and a yard wide. in the 
center of the circle is a stone slab measuring six yards 
long by two yards wide. the standing stones have very 
worn engravings on the faces that face the centre slab, 
though they are illegible through weathering and the 
ceaseless passage of time. invoking detect arcana reveals 
the standing stones to be magical.

there are also several small patches of burnt grass 
around the central slab. characters making a survival 
roll deduce they were probably made by torches being 
laid on the ground.

the circle at dusk

as the sun begins to set, so the forest takes on a dif-
ferent form. this is a result of kithreth’s presence, which 
grows stronger at night. Regardless of the alertness of any 
sentries, it suddenly dawns on the party that the land-
scape has subtly changed—the forest is noticeably warped 
and twisted, all the trees and bushes showing signs of 
mutation and premature aging. Perceptive characters may 
realize that no birds or animals can be heard in this part of 
the woods. this requires a notice roll at –2.

any animals the party has with them shy away, refusing 
to stay in the clearing unless a successful intimidation or 
Persuasion roll is made. if the roll fails, the animals go 
berserk and try to flee into the forest.

the stones also shift in appearance. the engravings 
facing the centre slab are not as worn now. a successful 
knowledge (arcana) roll at –2 reveals they are ancient 
warding runes. touching the stones reveals faint traces 
of magic. these are the ancient bindings that hold the 
demon trapped.

in addition, faint scratches can be seen on the flat slab.

the circle at niGht

as the sun sets, have each hero make a spirit roll. 

arcane Resistance adds to the roll. those who succeed 
hear a faint buzzing sound in their ears, which lasts only 
a few seconds. those who fail hear a hissing, whispering 
voice in their heads saying, “Help me! Release me from 
my prison!” there is no obvious source for the sound to 
be coming from.

the carvings on the standing stones are now quite vis-
ible. the knowledge (arcana) roll is made with no modi-
fier. if the party failed the roll earlier, it may be rerolled 
now the sigils are clearer. anyone touching the stones 
must make a spirit roll. With success, they feel their hair 
stand on end and a tingling running through their body. 
On a failure, they receive a powerful shock. this inflicts 
2d6 damage and throws them back 1d4”. arcane Resis-
tance protects against this.

the scratches on the flat slab are also more discern-
ible now. a knowledge (arcana) roll at –2 reveals they 
are old symbols, associated with the worship of demons. 
hanging from the stone are several strips of strange-
looking skin. a common knowledge roll at –2 reveals 
they are snakeskin.

characters touching the slab must make a spirit roll. 
With failure, they see in their mind’s eye a fleeting vision 
of a tall, silver-skinned man chained to a wall with iron 
shackles. he screams in torment as snakes bite his flesh. 
this last image is a false one generated by the demon to 
prompt people to release it.

a Gift of Blood

if a character spills any blood on the central slab (a 
single drop will do), the great stone shatters, rising up 
from the ground as if punched upward by something be-
neath the ground. Where it once lay is now a hole, with 
narrow stone steps leading down into warm, dazzlingly 
bright, silvery light.

unless the characters spill blood and enter the light, 
they cannot hope to progress much further. after a 
few days of boredom they should, hopefully, decide to 
explore the only avenue of investigation left open to 
them.

land of darkness

the light is an illusion. Once all the heroes have de-
scended the stairs (which seem to spiral down forever), 
they are plunged into total darkness which no light, 
magical or mundane, can penetrate. the heroes are un-
able to communicate with each other by any means.

after a few minutes, unseen things begin to brush 
against the characters’ legs, strange words of hate are 
whispered into their ears, and the sense that something 
terrible is watching them is all-pervasive. each hero must 
make a guts check at this point. those who fail roll on 
the Fear table as normal.

after the guts check is made, each character hears 
his comrades calling out to him. by following the voices, 

                              

                                

hellfrost adventure #19 tales of darkness

1� 1�

hellfrost adventure #19 tales of darkness

1� 1�

hellfrost adventure #19 tales of darkness

1� 1�

hellfrost adventure #19 tales of darkness

1� 1�



the heroes are led to a silver door. those who refuse to 
follow the sounds must make a second guts roll. again, 
once the roll is made voices are heard calling out. until 
the character relents and approaches, the cycle of guts 
checks and voices continues ad infinitum.

Opening the door reveals only brilliant light. Once 
a character steps through, he is held in limbo until all 
the others pass through the portal. Only when the entire 
party is through the door (or dead of heart failure) does 
the adventure continue.

a faMiliar feelinG

Once the entire party steps through the door, they find 
themselves in a busy tavern. looking back out the door, 
they see a large town. the tavern patrons wear vaguely 
familiar-looking clothes, though the design is unusual. a 
successful knowledge (history) roll reveals the garb is 
that once worn by anari long before the blizzard War.

after a short pause, a rotund man, obviously the inn-
keeper by his apron, asks the characters what they want 
to drink. he speaks only classical anari, as do all the in-
habitants of the town. if answered in another language, 
the innkeeper snarls, “barbarians, eh?” and points to 
the barrels of ale and wine lining the wall of the tavern. 
if questioned in classical anari, the innkeeper proudly 
announces the characters are in balyeux. a knowledge 
(history) roll at –4 allows the characters to know baly-
eux was destroyed during the demongate Wars.

heroes who cannot speak classical anari suffer the 
Outsider edge while in the city. Frost dwarves and taiga 
elves, who were spoken of only in legend before the 
blizzard War, attract much attention, and very little of it 
is welcoming. When rolling on the Reaction table, roll 
just 1d6, instead of the 2d6 as normal. every citizen has 
–2 charisma, making a hostile result very likely unless a 
hero is exceptionally charismatic.

the toWn

if the party leaves the inn, they find themselves in a 
large city with paved streets and throngs of people, none 
of whom look much like the locals of the region of dun-
callaich. in the center of the town stands a colossal black-
stone temple. its vast columns are carved to resemble 
fanged snakes. violence and crime is rife, part of daily 
life in kithreth’s alternate reality. the characters witness 
many beatings, stabbings, and acts of theft taking place. 
soldiers patrol the streets, but they are oblivious to the 
acts of vandalism, death, and theft taking place.

the town is not actually real. Rather, it is a memory 
of balyeux, invoked by kithreth’s powerful mind. the 
characters are, in essence, trapped in kithreth’s dream-
like existence. despite being a non-reality, it functions 
exactly as the material world.

the town itself works like a mobius strip. if the he-
roes leave by the south gate, they immediately reenter 
through the north gate. the same applies to the east 
and west gates. nothing actually exists beyond the city 

walls, although the characters can see mile after mile of 
fields and villas from a high vantage point. they do not 
really exist, and are mere phantasms. magic or ranged 
weapons targeted outside of the walls appear to have 
the desired effect.

For the most part, the locals assume the characters 
are barbarians, and thus smelly, crude, stupid, illiterate, 
and ungodly. if the characters ask “suspicious” questions 
(such as Where are we? What is this place? Who’s in 
charge?), the inhabitants instantly alert the town guard, 
who turn up within 2d4 rounds. the guards are dressed 
and equipped like images of the anari of old, except that 
a blackened snake is emblazoned on their breastplates.

the guards do not tolerate violence or insolence, but 
will attempt to capture the heroes without killing too 
many of them. if the heroes resist, then the soldiers use 
as much force as they deem necessary. should the heroes 
be winning, reinforcements turn up (reinforcements 
who are better skilled and can deal out a lot more dam-
age). eventually the adventurers will be overwhelmed, 
will have surrendered, or will be dead.

should the party avoid contact with the locals and 
head straight for the temple, they are met by a squad of 
town guards on the steps outside. the captain salutes 
the party and invites them in to see “the emperor.” they 
are allowed to keep their weapons.

 Balyeux Watch Captain (1 per squad): see page 
20.

 Balyeux Watch (2 per hero): see page 20.
 Balyeux Experienced Watch (2 per hero): see 

page 20.

iMPrisoned

if the party is captured, they are stripped of all their 
gear, clapped in irons, and lead to a cell deep under the 
temple. Once safely incarcerated, the heroes are left to 
their own devices. being part of kithreth’s dream world, 
the cell is escape-proof. any escape plan is doomed to 
fail.

Of course, the party should not know this and should 
be allowed to form an escape plan. after several failures, 
a large squad of guards drags them from the cell to see 
“the emperor.” their gear, all of it, is returned to them.

an audience With the 
eMPeror

the heroes are escorted through the temple to “the 
emperor’s” throne room. vast braziers provide flickering, 
orange light. the shadows they cast give the impression 
that the serpents carved into the walls are writhing. at 
the far end of the long, pillared hall sits kithreth, wear-
ing a golden crown comprised on intertwined snakes.

kithreth is a monstrous, nightmarish creature. his 
body is comprised of hundreds of long, black snakes. his 
vast head is that of a colossal, hooded serpent, with fangs 
as long as a short sword. each of his long arms ends not 
in hands, but in five giant serpents, dripping venom from 
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their maws. his body slithers and writhes in anticipation 
as the adventurers approach.

as the party moves deeper into the room, the guards 
slam shut the great doors, which promptly vanish. a large 
gold door appears in the wall behind kithreth. engraved 
in its center is a coiled snake.

the demon waits for the heroes to approach his 
throne before he addresses them:

“Ah, mossst honored guestsss, welcome to my humble 
home,” the serpentine creature hisses. “Thank you for 
being ssso graciouss asss to come on sssuch ssshort 
notice. I pray that you have found my hossspitality 
welcoming.

“I have been trapped here againssst my will for ten 
of your centuriesss. Ten centuriesss of eternal torment, 
but the dark timesss are coming again, and when the 
ssstorm cloudsss gather, the world will quake with fear 
at my name once more. The time drawsss near, and I 
will not tolerate interference from you, or any othersss 
of your pitifully weak kind.

“But, as I am a most merciful ruler and you have 
sssertain talentsss I could use in my new world, I offer 
you a choice; eternal ssservice to me, with all the re-
wardsss that entailsss, or a ssslow, painful death at my 
handsss. I will give you a ssshort while to decide.” The 
snake-creature reclines back on its huge throne.

should the characters try to bluff their way out by 
feigning loyalty, kithreth demands they swear a sacred 
oath. they must renounce all other gods, vowing eternal 
loyalty to kithreth alone. a guard carrying a small, black 

snake, then approaches the char-
acters. he orders the characters to 
expose a section of flesh, whereupon 
the snake’s head is pressed against 
the skin. as its fangs sink in, the snake 
vanishes, drawn into the hero’s body.

Fools that they are, the characters 
have now sold their souls to kithreth. 
any clerics notice their powers have 
been stripped from them. in this life 
and the next, the characters are bound 
to kithreth’s service. unless the gm 
fancies running a campaign where 
the heroes are all evil, it is suggested 
the characters now be retired.

the more likely ending is for the 
characters to attack. kithreth, vain 
and arrogant, really was not expecting 
this. trapped here for millennia, and 
imprisoned in an age when mortals 
readily sold their souls to preserve 
their pitiful existence, it has failed to 
understand that times have changed 
in the world of mortals.

Terrain: the ceiling is 5” (30 feet) 
high.

tipping one of the large braziers 
requires a strength roll at –2 as an ac-
tion. With success, they spill burning 

oil in a medium template in any direction the character 
wishes. Place the template touching the edge of the 
square containing the brazier. anything caught in the 
template takes 2d6 damage and has a chance of catching 
fire. the fire burns for the duration of the fight. anyone 
stepping into the template suffers damage as above.

the columns block line of sight and impede move-
ment. they have toughness 14 and heavy armor. if 
kithreth is adjacent to a pillar and rolls a 1 on his Fight-
ing roll, regardless of his Wild die, while making a slam, 
he has also struck a column. Roll damage. should the 
column suffer a wound, place a small burst template 
over the column. this area is now filled with rubble and 
counts as difficult ground.

treat movement through the squares occupied by the 
throne as difficult ground.

the gold door is an illusion, a symbolic exit from the 
dream world, not an actual one. it cannot be opened by 
any means available to the characters.

 Kithreth: see page 19.
 Balyeux Experienced Watch (2 per hero): see 

page 20.

afterMath
the instant kithreth is slain; the false reality shatters 

in a blinding flash of light! the characters find them-
selves back in the stone circle. all wounds are translated 
to Fatigue levels, instead. this means heroes slain in the 
dream world remain dead in the mortal realm. the five 
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standing stones are sundered, their magic gone. kithreth 
has been banished back to the abyss, there to suffer the 
ignominy of not being able to influence the mortal world 
while his essence reforms. victorious, the characters can 
return to duncallaich and relate their tale.

any hero who agreed to spill blood on the slab retains 
his tattoo. Removing this should be the focus of a later 
adventure of the gm’s design.

Bestiary

kithreth

demon Prince of snakes, the crawling One, kithreth 
has existed since the dawn of time and will quite pos-
sibly exist even after the universe ends, for demons 
are strange creatures, bound by few laws. during the 
demongate Wars, kithreth commanded a powerful army 
for his headquarters in balyeux. his name was greatly 
feared across the land, but those days are gone, and to-
day the name kithreth exists only in a handful of texts in 
the forbidden libraries kept by scaetha’s clergy or in the 
hands of madmen.

Formerly a lesser prince of the abyss, kithreth’s 
power has waned considerably since his imprisonment. 
the foe the heroes must face is a mere shadow of his 
former might.
Attributes: agility d8, smarts d8, spirit d10, strength 
d12+2, vigor d10
Skills: Fighting d10, guts d12, notice d6, spellcasting 
d10, stealth d8
Pace: 8; Parry: 7; Toughness: 17 (2)/15 (2)
Special Abilities:
* Armor +2: snake scales.
* Bite: str+d8, plus poison.
* Demon: +2 to recover from being shaken; immune 

to poison and disease; +2 toughness against non-
magical attacks, except for star metal.

* Fear (–2): anyone seeing the creature must make a 
guts check at –2.

* Improved Arcane Resistance: +4 to trait rolls to 
resist magic and +4 armor against damage-causing 
arcane effects.

* Large: attackers are +2 to attack rolls due to the crea-
ture’s size.

* Poison (–1): anyone shaken or wounded by ki-
threth’s bite or snake fingers must make a vigor roll 
at –1 or fall paralyzed for 2d6 rounds.

* Powers: Armor (thicker scales), blast (swarm of 
snakes), bolt (flying snakes), deflection (snakes de-
flect blows), entangle (foes wrapped in coils of giant 
serpent).

* Quick: Redraws initiative cards of five or lower.
* Size +6: kithreth is 24’ tall.
* Slam: if kithreth elects to use a slam instead of his 

snake fingers, knockback applies. these attacks are 

also heavy Weapons.
* Snakes: Once per round as a free action, kithreth can 

cause a snake swarm to erupt from his body. this swarm 
begins adjacent to the demon. they do not attack ki-
threth. he may produce up to five swarms per day.

* Snake Fingers: str+d6, Reach 1, plus poison. the 
long, serpentine fingers on each hand may only strike 
a single target, but have +2 to Fighting rolls. this 
counts as a gang up bonus.

* Viper Weapon: kithreth can cast viper weapon as 
a free action a number of times per day equal to its 
spirit die type. this still requires a spellcasting roll. 
Only one viper weapon may be cast each round.

* Weakness (Star Metal): demons have lower tough-
ness against star metal weapons.

Bandit
these bandits fell for the demon’s lures, and are now 

bound to him. On death, their souls will not go to sca-
etha’s hall for judgment, but will instead be condemned 
straight to the abyss.

Bandit leader

Attributes: agility d8, smarts d6, spirit d8, strength d8, 
vigor d8
Skills: climbing d6, Fighting d10, guts d8, intimida-
tion d8, notice d6, Riding d8, shooting d10, stealth d8, 
throwing d8
Charisma: –2; Pace: 6; Parry: 8; Toughness: 8 (2)
Hindrances: greedy (major), mean, vengeful (major)
Edges: block, combat Reflexes, command, strong Willed
Gear: chain shirt (+2), battle axe (str+d8), bow (Range: 
12/24/48, damage: 2d6).

tyPical Bandit

Attributes: agility d6, smarts d6, spirit d6, strength d6, 
vigor d6
Skills: climbing d6, Fighting d6, guts d6, notice d6, 
shooting d6, stealth d6, throwing d6
Charisma: –2; Pace: 6; Parry: 5; Toughness: 6 (1)
Hindrances: greedy (minor), mean.
Edges: —
Gear: leather armor (+1), typically short sword, mace, 
or axe (str+d6), bow (Range: 12/24/48, damage: 2d6).

Balyeux Guards

Watch caPtain

Attributes: agility d8, smarts d8, spirit d8, strength d10, 
vigor d8
Skills: Fighting d10, guts d8, intimidation d10, notice 
d8, Riding d8, shooting d8, stealth d4
Charisma: 0; Pace: 6; Parry: 9; Toughness: 9 (3)
Hindrances: loyal
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Edges: block, combat Reflexes, command, Frenzy
Gear: Plate armor (+3), pot helm (+3), medium shield 
(+1 Parry), long sword (str+d8), dagger (str+d4).

Watch

Attributes: agility d6, smarts d6, spirit d6, strength d6, 
vigor d6
Skills: Fighting d6, guts d6, intimidation d8, notice d6, 
shooting d8, stealth d4
Charisma: 0; Pace: 6; Parry: 6; Toughness: 8 (3)
Hindrances: loyal
Edges: —
Gear: Plate corselet (+3), pot helm (+3), medium 
shield (+1 Parry), short spear (str+d6, Reach 1). half 
are equipped with crossbows (Range: 15/30/60, damage: 
2d6, aP 2).

exPerienced Watch

Attributes: agility d8, smarts d6, spirit d8, strength d8, 
vigor d8
Skills: Fighting d10, guts d8, intimidation d8, notice 
d8, shooting d8, stealth d4
Charisma: 0; Pace: 6; Parry: 8; Toughness: 9 (3)
Hindrances: loyal
Edges: combat Reflexes, Frenzy

Gear: Plate corselet (+3), pot helm (+3), medium shield 
(+1 Parry), long sword (str+d8), dagger (str+d4). half 
are equipped with crossbows (Range: 15/30/60, damage: 
2d6, aP 2).

snake sWarM
snake swarms cover an area equal to a medium burst 

template and attack everyone within every round. When 
it is incapacitated, the swarm is effectively dispersed.
Attributes: agility d10, smarts d4(a), spirit d12, strength 
d8, vigor d10
Skills: notice d6
Pace: 10; Parry: 4; Toughness: 7
Special Abilities:
* Bite: snake swarms inflict hundreds of bites every 

round to their victims, hitting automatically and caus-
ing 2d4 damage to everyone in the template. damage 
is applied to the least armored location.

* Mindless: unaffected by tests of Will, tricks, or ar-
cane powers like puppet.

* Swarm: Parry +2. because the swarm is composed of 
scores, hundreds, or thousands of creatures, cutting 
and piercing weapons do no real damage. area-effect 
weapons work normally, and a character can stomp to 
inflict his damage in strength each round.
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The Dark Night - Buried in secret, Helfreth Helasdohtor a 
powerful priestess has been slowly breaking the sigils of 
her ancient tomb. When the sigils fail, the great evil will 

once again be unleashed onto the unsuspecting world. In 
preparation for this second coming of darkness, Hela has 
stirred Helfrith from her dreamless sleep. Can our heroes 

stop this evil?

The Demon of Duncallaich - The demon Kithreth lies 
trapped and bound to the soil of an ancient lost town of 

Balyeux, which was destroyed during the Demongate Wars. 
Its taken many years for Kithreth to loosen his bonds but 

now he is slowly returning to the world and now a cult has 
formed to aid his release. Can he succeed in his escape or 

will he be defeated - only you can fi nd that answer!

Tales of Darkness contains two fantastic adventures for 
Triple Ace Games’ epic fantasy setting, Hellfrost.

Dare you venture 
into Darkness?
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