
Cold 
Mountain

LEGENDARY ADVENTURE5

by Jason Nelson



Cold 
Mountain



Credits

Author: Jason Nelson
Artist: Frank Hessefort
Cartography: Todd Gamble
Design and Layout: BJ Hensley & Daniel Marshall
Development: Matt Kimmel
Legendary Games Team Members: Alex Augunas, Clinton J. Boomer, Robert Brookes, 

Benjamin Bruck, Paris Crenshaw, Matthew Goodall, Jim Groves, Amanda Hamon Kunz, 
Thurston Hillman, Tim Hitchcock, Victoria Jaczko, Jonathan H. Keith, Michael Kortes, 
Jeff Lee, Jen Page, Jenny Jarzabski, Nicolas Logue, Will McCardell, Jason Nelson, Richard 
Pett, Tom Phillips, Alistair Rigg, Amber Scott, Mark Seifter, Tork Shaw, Mike Shel, Neil 
Spicer, Todd Stewart, Russ Taylor, Greg A. Vaughan, Mike Welham, Linda Zayas-Palmer, 
and Clark Peterson

Publisher: Jason Nelson
Executive Partner: Neil Spicer
Art Director: Rick Kunz
Business Director: Rachel Ventura

Cold Mountain (5E) © 2016, Legendary Games; 
Author Jason Nelson, adapted by Matt Kimmel. 

ISBN-13: 978-1534970175 
ISBN-10: 1534970175
First printing July 2016
Printed in USA.  

Legendary Games
3734 SW 99th St.

Seattle, WA 98126-4026
makeyourgamelegendary.com

http://www.makeyourgamelegendary.com


iii

Legal�
Open Content: Subject to designation as Product Identity 
(see below), the only portion of this Legendary Games 
product designated as Open Game Content is the rules 
content (creature stat blocks and names of skills, etc., 
taken from the SRD) as defined in the Open Game License 
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What You Will Find Inside 
Cold Mountain

A mother’s love is stronger than death, but love and death walk hand in hand when mortals 
cross paths with the immortal fey. Something has stirred up a fell and bloodthirsty power in 
the depths of the forlorn forest, and a bitter wind and mournful howls echoing from a lonely 
mountain bring a chilling dread to the wilds beyond the borderlands. A goddess is angry, and her 
wrath heralds doom in the unforgiving lands of a savage frontier. Can the heroes find a way to 
make peace with the warlike clans of the lonely hills and quell the frightening powers of nature 
that threaten to rise up and devour scattered clan and nascent frontier kingdoms alike? With 
triumph and tragedy in the balance, do they dare ascend Cold Mountain?

Cold Mountain is a 5th Edition adventure for 4th-level characters that takes the heroes past the 
reach of civilization, coming face to face with strange and primitive folkways and faerie powers. 
This adventure brings an evocative atmosphere of Dark Ages-style barbarism and mysticism 
into a traditional fantasy campaign, delivering challenges to overcome with words and deeds as 
well as on the field of battle. Your players will need cunning, guile, and a silver tongue to succeed 
where their magic and their sword arms may not prevail. The Legendary Games tradition is to 
combine rich story and background, innovative layout, beautiful aesthetics, and excellence in 
design that is second to none. This product is the latest in that tradition, and we hope you enjoy 
using it as much as we enjoyed making it. Game on!
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Cold Mountain
Cold Mountain is an adventure set in the backcountry of 
the rugged frontier lands that PCs are in the process of 
exploring and perhaps even claiming as their own. It is 
designed for characters of 4th level who have begun to achieve 
some success with adventuring, and ideally the PCs should 
have some kind of home base, whether it is a town on the 
borderlands, or perhaps a ruined keep or stronghold they 
are building or repairing. While their achievements may be 
modest in the grand scheme, the PCs are regarded as local 
heroes and looked up to by the locals as the sort of folks who 
can get things done and who are willing to look out for those 
in need. The adventure works even better if their exploits have 
attracted the notice of a wealthy or noble sponsor who has 
granted them a charter to explore the wilderness and lay claim 
to it as a fiefdom for their liege, or if the heroes have taken it 
upon themselves to begin carving out a domain in the lawless 
lands where civilization has yet to take root. 

As for the adventure location itself, generic place names 
are used but it can be set in any area of rugged and forested 
mountains or hills that is suitably remote and isolated from 
civilization, though there may be monster lairs and dungeons 
in the wilderness. This adventure is intended to occur just 
as winter turns to spring, as rivers are thawing and kingdom 
exploration may be resuming after a hiatus for the weather.

Completing the adventure gives characters a deeper 
look into the character of the fey, and a potential source for 
information and lore later in the campaign. As the heroes may 
encounter other fey adversaries, Istria, the “goddess of the 
mountain,” may be able to offer advice and assistance through 
dreams or personal contacts, foreshadowing future campaign 
events involving greater powers from the faerie realms. She 
and the Ughar tribes also may be a source for future quests 
and adventure hooks, warning the PCs of dangers that may 
threaten their domain or helping them explore the far reaches 
of the map and find rare opportunities for marvelous rewards 
in the hidden corners of the wild. 

Adventure Background
The southern reaches of the PCs’ home territory are far from 
pleasant in terms of establishing their new dominion. The 
Gnarled Forest is a place of tangled and ancient patriarch 
trees and silent groves of hardy spruce, stately pine, and dusky 
fir, and the Kammel Hills rolling eastward are windswept and 
lonely, ranging from badlands to high prairie to scrublands 
to well-forested hills and valleys scarcely less dense than the 
Gnarled Forest itself. Few outsiders come here apart from 
prospectors and trappers, plus the occasional treasure-hunter 
searching for a lost elfhold, dwarven delve, or forgotten bandit 
cache. However, these are the lands granted in the PCs’ charter, 
and if they are to stake their claim to rulership they will need 
to do more than just vanquishing the Bandit Lord who once 

terrorized his lands. Their new land will be only as strong as 
its rulers, and any stability they create is tenuous at best until 
they subdue the wild things that abound and discover who 
and what already lives in the hexes they would claim.

At the fringes of the lands the PCs have adopted dwell the 
Ughar clans, insular barbaric villages eking out a harsh living 
under the forest eaves and remote hills and having little truck 
with the outsiders who have ventured now and then into this 
savage land trying and failing at the task the PCs have set for 
themselves: taming the wilderness and establishing a lasting 
kingdom. Perhaps the Ughar are long-lost kin to the Tiger 
Nomads to the northwest or the tribes of the Ibar Plains to 
the east, or refugees from the centuries of civil unrest in the 
Broken Kingdom or some fallen petty state of the Riverlands. 
Or perhaps they have always been here, keeping to themselves 
in the forlorn wild, paying homage to the fey as their gods 
and keeping to the old ways as the world moved on without 
them. With the advent of the PCs and the foundation and 
expansion of their kingdom, however, that isolation cannot 
endure forever, and when a tragic accident turns the heart 
of a fey “goddess” cold, she unleashes a bitter vengeance that 
threatens to spread into the civilized lands beyond, destroying 
the PCs kingdom while it is still in its cradle. Ancient legends 
and folkways there stay forever much as they always have, 
always with a watchful eye on the natural world and the spirits 
that dwell therein, for life is not easy, is not meant to be easy, 
and no true Ughar would wish it so.  But sometimes the spirits 
of nature become angry, from cold to cruel, and at those times 
the ancient ways may not be enough.  

As winter comes to an end, as the valleys begin to blossom, 
terror stalks the land.  Traders, trappers, and prospectors from 
the PCs’ kingdom have been found horribly mauled. It may be 
some savage beast that walks unseen, but no tracks have been 
found at the scene of any attacks, not even a sign of a flying 
creature landing to feast.  For that matter, the bodies have not 
been eaten at all, simply torn apart.  Bandits seem unlikely, as 
nothing has been taken from the victims, though possessions 
have been torn apart or destroyed seemingly at random. Some 
settlers point their finger at the mysterious Ughar hillfolk, but 
those pointing fingers were surprised when unbidden and 
unlooked-for emissaries have come from the Ughar villages 
into the PCs’ lands carrying tales of the same predations 
among them and looking for aid from outsiders, an unheard-
of request from such insular people.

According to the Ughar messenger, the tribe’s wise woman 
believes that Istria, the goddess of the mountain, is angry.  While 
some of the PCs’ advisors scoff at the Ughar superstitions, at 
least two other hunters’ reports describe strange rumblings 
from the same mountain where she is said to dwell. The Ughar 
emissaries report that a delegation was sent with an offering 
to appease Istria, to try to find her ‘palace of glass and gold’ 
if they could, or if not just to leave the offering and burn the 
sacred incense to her at the ancient dolmen at the mountain’s 
foot, near the waterfall where the goddess is known to walk.  
That delegation never returned.  The villages are considering 
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their last resort, a lottery to choose a sacrifice from each 
village to be bound to the dolmen and offered up to the Istria’s 
wrath.  However, these emissaries come from Ganec Trom, 
the elder of Gloym, the village nearest Istria’s mountain, who 
has gone against tribal custom and sent out a call for heroes 
from outside the tribe to seek out the goddess, thinking that 
perhaps outsiders of great skill and daring might succeed 
where the Ughar, raised in the shadow of the mountain and 
reverence of the goddess, could not.

GM’s Background
Priya Nizolek was disconsolate when her only daughter, 
Fanya, took sick with a fever that would not abate, no matter 
how she prayed to the goddess of the mountain for healing. 
Long days and nights she prayed, but the village healers 
could do nothing and Fanya’s life slipped away. Pioska, loyal 
Pioska, ever her dutiful son, had sworn he would take an 
offering to the Istria’s mountain, imploring the goddess to 
restore his little sister, but she forbade him. Drowned in her 
grief, however, Priya never even noticed Pioska steal away to 
Istria’s Dolmen... not until three days later when a hunter 
brought back his garments, torn and bloodied where a wild 
beast had fallen upon him in the wood. Mad with grief, Priya 
seized her daughter’s dead body and her son’s bloody clothes 
to take them the goddess’ mountain, to demand satisfaction. 
The goddess would answer to her! She would answer for 
abandoning her faithful servant Priya in her greatest need, 
leaving her desolate and alone. Delirious from hunger and 
exhaustion, Priya deposited her grisly burden upon Istria’s 
Dolmen, barely clinging to sanity in her grief and anger.  As 
Priya started to pray, a raven circled down from the rocks, 
alighting on Fanya’s corpse. Appalled as the carrion bird 
began to feast, Priya leaped up in a blind rage and hurled 
herself at the raven, in heedless pursuit as it flapped wildly 
trying to escape. In her headlong rush, Priya scarcely noticed 
when the snow-shrouded scree atop Falls of Istria gave way 
and she plummeted to her doom. But sometimes a mother’s 
grief and rage are stronger than death… 

Byard Mager, the spirit of the waterfall, came to investigate 
the sad village woman who had plunged into his waterfall, 
and Priya’s tormented spirit rose up as a ghost and possessed 
him.  Unfortunately, even having transcended death she was 
trapped.  As a ghost, she could not leave the place of her death, 
and her stromkarl host could not stray far from his waterfall.  
She has thus been trapped here for most of the winter, stewing 
with rage and frustration that even in death her longing to 
face the goddess and demand justice cannot happen.  The best 
she can do is tend to her broken body and hope that, should 
the goddess show herself, she will at least be presentable.

Little did Priya realize that in fact she has met the goddess; 
really not knowing what she would look like, she did not 
recognize Istria when she came to the waterfall in person.  
Istria, the ‘goddess’ of the mountain, is a stern-hearted fey who 
was quite displeased at seeing her stromkarl lover carefully 
and lovingly tending the dead body of a village woman.  Not 
only did had he failed to meet her for their usual trysts, but 
when she came to confront him he did not respond to her 
calling his name in the Sylvan tongue (which Priya, inhabiting 
his body, did not understand). “He” behaved rudely and cursed 
her with the vile village speech when she tried to approach 
him.  She even tried magically charming him into loving her, 
but to no avail, as Priya’s deathless spirit could not be swayed 
with such magic.  

Istria’s anger was kindled against the village folk, blaming 
this village woman even in death for her sorrow and loss, and 
therefore she has unleashed a terrible curse in revenge. Since 
she doesn’t know from which village the woman came, she has 
decided to punish them all in a petulant act of spite.  As the 
villagers have made her suffer, she has now brought suffering 
to them. She cares nothing for other travelers through the 
rugged lands she claims, but certainly she would do nothing to 
spare them if they got in the way of her vengeance.  Since she 
is the spirit of the mountain and cannot venture far from it to 
punish the villages herself, she has called upon the icy heart 
of the mountain to transform the animals of her domain into 
a ravening, terrifying scourge of hunger and pain-wracked 
madness:  wiitikowan! 
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Chapter 1: Into the Wild
Characters wishing to investigate the rumored killings in the 
high hills near the Ughar villages must first track down the 
source of the rumors, as few people visit the Ughar or know 
precisely where their villages lie. A DC 15 Charisma (Persuasion) 
check to gather information reveals that most of the rumors are 
second and third-hand accounts passed among travelers, but a 
thug named Trindon Mosley is still in town and has regaled 
several ale-sodden audiences with his tales. Trindon can easily 
be found with a DC 10 Charisma (Persuasion) or Charisma 
(Deception) check to ask around for his whereabouts.

Trindon begins with an indifferent attitude, though his 
attitude is hostile if he is aware PCs are working with the 
government, both because he mistrusts nobles and rulers 
in general and because he is irritated that he dropped off a 
package to be delivered to the leaders and they never contacted 
him about it. A DC 15 Charisma (Persuasion) or Charisma 
(Deception) with 1d4 hours of asking around reveals that 
Trindon’s tale is true, as the officious guard lieutenant who 
talked to him dismissed him as a shiftless vagrant and deemed 
whatever he had to say or deliver unimportant. He took the 
package and sent him on his way but dumped the package into 
a storeroom for some lesser soldier to inspect later and then 
promptly forgot about it. 

The package can be recovered from the guardhouse 
storeroom. It contains a bear pelt wrapped around a red-
painted arrow, to which are bound seven eagle feathers. 
Trindon says the chieftain of the village of Gloym gave it to 
him and said it signified dire danger, and a great reward. The 
superstitious Ughar wouldn’t stand for one of their own to 
be sent to beg aid from outsiders, but they hoped this would 
make clear their need for heroes to deal with a situation they 
could not themselves. Furthermore, should this tribal fetish 
be displayed by outsiders, it would be accounted a good omen 
by the Ughar, making them more likely to be forthcoming in 
conversation and accepting of their intrusion. 

If made friendly, Trindon can give directions to PCs seeking 
the village of Gloym and allow them to automatically find the 
proper hex where you wish to place the Ughar villages. If the 
PCs perform exceptionally well, he offers to accompany them 
as a guide, obviating the need for Intelligence (Geography) or 
Wisdom (Survival) checks to locate Gloym (though they are 
still necessary to avoid becoming lost in bad weather, gather 
food in the wilderness, or for other purposes), though he 
requests a stipend of 5 gp per day of such service. 

Traveling the Hill Country
The adventurers begin their journey to Gloym from any of 
their towns, either in company with Trindon Mosley on their 
own, following his directions. The adventure is intended 

http://www.5esrd.com/gamemastering/monsters-foes/npc/npc-thug
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to occur during the latter stages of winter just as spring is 
breaking forth but before a full thaw. Mornings remain frosty 
and chill, with ice riming water buckets in the PCs camp, and 
the low sun does little to warm the landscape though it is 
enough to cause the trees to slough off their coats of winter 
white, often in noisy cascades of slush. In any case, the well-
used roads and wagon tracks of settled hexes should soon 
give way to haphazard trails and natural landmarks whose 
descriptions have been provided by the Ughar messenger. 

Check for random encounters once per day prior to 
reaching the Fords of Ansit, and twice per day thereafter (once 
during the day, once at night). You may use the tables provided 
for hill terrain in the second chapter of the Adventure Path or 
you may use the table provided below. 

Ansit Ford (1,800 XP)
The first major landmark is Ansit Ford, which can be found 
automatically with the Ughar guide. If no guide is present, PCs 
must make a DC 10 Intelligence (History) or DC 15 Wisdom 
(Survival) check to locate the ford. Each failed check results 
in a half-day delay and a check for wandering monsters. The 

river runs fast and cold here, flowing downstream at 40 feet 
per round. Creatures attempting to swim must make a DC 10 
Strength (Athletics) check to avoid being pulled downstream, 
but creatures wading at the ford can resist being pulled along 
with a DC 5 Strength check. Creatures larger than Medium have 
advantage on these checks, and creatures smaller than Medium 
have disadvantage.

Walking through the waters and slippery rocks of the ford 
functions as moving through difficult terrain within 10 feet of the 
shore, and as an aquatic environment in the center of the stream. 
Large creatures move normally within 10 feet of the riverbank 
and treat the deeper waters at midstream as difficult terrain. 

Creatures unable to take actions are automatically swept 
downstream, though an adjacent ally can try to grab a creature 
being swept away as a reaction by making a DC 10 Dexterity check, 
or DC 15 if the creature only has one hand free. A creature may 
drop items held items before making this check. Dropped items 
end up 1d10 feet downstream if they are metallic items, 10d10 
feet downstream if made of wood or other buoyant material. A 
creature unable to take actions can still hold its breath.

Table 1-1: Random Encounters
% Roll Challenge Encounter Senses1 Perception Stealth2 Attitude3

01-50 — No encounter

51-60
—

Noises in the distance (animal calls, ice cracking or small landslides, the scream of an animal killed at 
the end of a hunt, mysterious fey music) 

61-65
4

2d4 bandits led by a
bandit captain

—
—

10
10

11
13

Hostile

66-68 4 2 trappers (bandit captain) — 10 13 Indifferent

69-70
3

satyr with a
charmed trapper

—
—

12
10

15
13

Hostile

71-75 1 1d6 wolves DV, keen scent 13 14 Hostile

76-78 2 1 giant elk — 14 13 Indifferent

79-83
4

1 ogre
1d4 orc barbarians

DV
DV

8
10

9
11

Hostile

84-86 — 2d4 sprites — 13 18 Indifferent

87-91 5 1 troll DV, keen scent 12 11 Hostile

92-95
5

1 wereboar mounted on
1 giant boar

—
—

12
8

8
10

Hostile

96-98 2 1 griffon DV, keen sight 15 12 Hostile

99-00 4 The Bloody Beast4 DV, keen sight 13 15 Hostile
1 DV indicates darkvision
2 Average encounter distance is 2d6 x 10 feet, increasing the Wisdom (Perception) DC by 1 per 10 feet of distance.
3 Indifferent creatures ignore the PCs unless the PCs attempt to interact with them. If made friendly, they may be able to provide information or 

a boon of some kind.
	 Hostile creatures adopt a threatening pose and may challenge PCs, demanding to know their business in these lands, as well as their 
destination. They may also demand gifts or tribute in exchange for passage. PCs can attempt to calm them with Charisma checks or bluster their 
way past, but a failed check in either case usually results in an attack by the hostile creature. Some hostile creatures, such as the orcish barbarian 
party, may attack without warning or a chance to talk. 
4 If met as a random encounter, the Bloody Beast behaves as described in the A Late Frost encounter below.
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Note: The map markings G, O, U, and the ferry refer to an 
encounter that occurs in the same location in this adventure’s 
epilogue, as the PCs return home. When the PCs are traveling 
toward Gloym, the only creatures present are described below.

Creatures: With the spring melt, a number of creatures 
are coming out of hibernation, and a chuul  lurks here in the 
shallows at location V, catching fish in its jaws, though it is 
intrigued by larger prey coming nearby. It will wait stealthily 
(10 passive Stealth) until PCs are partially across the ford 
before attacking, hopefully as part of a surprise round. It will 
then rush in to pounce on a Small target if available (if not, 
the smallest of the Medium PCs). If multiple PCs converge 
on its position, the chuul will swim away and dash in again 
to pounce upon stragglers or any creature isolated from its 
allies. The chuul will stay in the water when it attack, giving 
disadvantage to attackers on shore. If brought below 10 hit 
points, it swims away and does not return. 

In addition, the struggle attracts the attention of an owlbear 
that is roaming the thickets on the east side of the river and 
arrives 3 rounds after the chuul attacks. The owlbear is not 
particularly stealthy; however, the distance and the sound of 
the river gurgling over the ford masks its approach. On the 
first round of its approach, PCs notice something moving in 
the trees about 150 feet away on the far side of the river with 
a DC 20 Wisdom (Perception) check. On the second round, 
they can notice that it is Large and furry less than 100 feet 
away with a DC 15 Wisdom (Perception) check. On the third 
round, they catch a glimpse of the creature 30 feet away in 
the blackberry bowers on the far shore with a DC 10 Wisdom 
(Perception) check. The owlbear happily plunges into the river, 
as its strength and size allow it to easily withstand the current.

Rewards: The wandering chuul has no treasure; however, if 
the owlbear is tracked for 10 minutes (DC 12 Wisdom (Survival) 
check), PCs discover a well-gnawed corpse with a breastplate, 
wooden shield, and scimitar lying nearby. A DC 10 Wisdom 
(Perception) check reveals lying a bit farther away a bone scroll 
tube containing scrolls of longstrider and shillelagh, along with 
scattered and somewhat corroded and muck-encrusted coins 
totaling 92 cp, 27 sp, and 43 gp.

Development: Beyond the ford, the party enters little-
traveled lands beyond, which are considered difficult terrain, 
reducing their overland movement, and each day of travel 
requires DC 10 Intelligence (History) or DC 15 Wisdom 
(Survival) to keep on the trails; if the result of the Survival 
check is less than 10, the party becomes lost. Each failed check 
to find their way results in a half-day delay and a check for 
random encounters. Becoming lost results in a full day’s delay 
and three checks for random encounters.

A Late Frost (450 XP)
In addition to the rugged terrain, the PCs must face the 
lingering chill of winter. While the evergreen trees and shrubs 
remain lush and thick and the first bright shoots of foxglove 

and snowberry are blooming, the weather in the hills is 
cold: PCs not dressed for cold weather must make a DC 10 
Constitution saving throw or gain one level of exhaustion per 
hour. In addition, the day after crossing the fords, they are 
caught in a spring snowstorm lasting 4d6 hours that deposits 
a foot of snow. The poor visibility gives the PCs disadvantage 
on rolls to avoid getting lost. Overland travel speed is halved 
for the day of the snowstorm and the day following; in 
tactical situations, treat all squares as difficult terrain. PCs 
can predict the storm’s onset with a DC 15 Wisdom (Survival 
check), granting them enough advance warning to construct 
rudimentary shelters that grant advantage on Constitution 
checks and saving throws related to the cold weather as long 
as they remain stationary. 

Creatures: While the snowstorm rages, a hungry grizzly 
bear (use polar bear stats) as recently awakened from its 
hibernation nearby and is looking to fill its belly after its long 
sleep. Allow PCs proficient in Intelligence (Nature) to make 
a DC 10 skill check (no action required) to notice scratched 
patterns on tree bark and interpret it as evidence that they are 
in bear country. If they succeed by 5 or more, however, they 
also notice that some of the claw marks seem unusually high 
up on the trees, and where those marks are seen the trees are 
blackened, as though both blighted and burned.

If PCs press on through the storm, they encounter the bear 
at a distance of 2d4 x 10 feet, as the bear has caught their scent 
and begins following them. The Wisdom (Perception) DC to 
notice the bear is 7, +1 per 10 feet of distance. If PCs remain 
at least 20 feet from the bear, its attitude is hostile but it will 
do nothing but bellow at them and try to frighten them off; 
however, it will follow them as stealthily as it can, hoping to 
raid their food stores at night or attack and eat a pack animal. 
If PCs take shelter through the storm, the encounter distance 
is the same but the Perception check to notice the bear gains 
disadvantage. Allow pack animals a Wisdom (Perception) 
check to notice the bear; animals not trained for combat 
become frightened as long as the bear remains within 60 feet. 
The bear will move in to attack a random pack animal if one 
is available, and if not will try to force its way into one of the 
PCs’ tents looking for food.

If PCs move closer than 20 feet, the bear feels threatened, 
attacking immediately if any creature moves adjacent to it or 
remains within 20 feet for more than 1 round. The bear focuses 
its attacks on a single target, in the hope of killing and eating 
it. If reduced below 10 hit points, the bear flees. However, its 
wounds heal naturally and the PCs may encounter it on their 
return trip and must avoid or neutralize it again. 

If the bear is made indifferent or better, such as with animal 
friendship, it loses interest in the PCs and wanders off.

Development: If any creature is killed or dying as a result 
of this encounter, the bloodshed attracts the attention of the 
Bloody Beast. It does not attack directly but instead approaches 
by stealth during the snowstorm, using its nightmare stalker 
ability against a random PC before retreating, allowing its 
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flowers in summer but even now with the first few blossoms 
bursting into bloom. A stone-ringed firepit within the stone 
circle is used for solemn ceremonies, such as marriages and 
the blessing of children or the dead.

17.  East Gate: This gate leads opens onto a forest path that 
leads toward the Falls of Istria and the Goddess’ Dolmen, 
sacred to all of the Ughar.

The Test	
Within a few minutes of their arrival in Gloym, the PCs are 
confronted by the village elders of Gloym. While their faces 
remain impassive, a DC 10 Wisdom (Insight) check reveals 
barely concealed hostility from most of them, not only directed 
towards the party but also towards the man who steps forward 
as their spokesman. Speaking Common with passable fluency 
though a heavy accent, Ganec Trom introduces himself and 
thanks the PCs to replying to his request for aid. 

I would say you are welcome here, but you can see that is not so. 
The others, they think it is a bad thing I have done. If the goddess is 
angry, we must accept it. We cannot speak ill of the goddess. They 
think you will make her even more angry. You are not us. But there is a 
way to make them accept you. If you ask for Ipsanaio, they may think 
you mad, but they cannot refuse you. If you succeed, it shows your 
strength of body, mind, and spirit as it purifies you, and they must 
accept that you may walk among us as brothers until the next turning 
of the moon. 

If asked exactly what ipsanaio is, Ganec explains that it is the 
Ughar name for the “ice peppers” that they sometimes trade. A 
DC 10 Intelligence (Nature) check reveals that ice peppers grow 
in the foothills of the Eastern Tors during the late summer 
and early autumn months.  They are harvested after the first 
snows and are pickled in clay jars with a mixture of brine, 
alcohol, and certain herbs and packed in ice throughout the 
winter, during which their color leaches out and their flavor 
intensifies, leaving them nearly bone-white and unendurably 
spicy by the end of winter. A DC 10 Intelligence (History) check 
reveals that Ipsanaio is the “test of the ice peppers,” a sort of 
initiation rite practiced among the Ughar as a ritual of purity 
and toughness, though sworn by some trappers (including 
Trindon Mosely, if present) to simply be a sadistic prank the 
Ughar play on outsiders.

PCs do not need to accept the challenge to gain acceptance; 
they can also earn it by improving the attitude of at least 3 of 
the 5 village elders (other than Ganec Trom) to indifferent or 
better, requiring a DC 15 Charisma (Persuasion) or Charisma 
(Intimidation). Each time the PCs use Intimidate to improve an 
elder’s reaction, it increases the DC of subsequent Persuasion 
checks in Gloym by 2. 

Ipsanaio (1,100 XP)
If PCs demand Ipsanaio, the village elders are at first 
incredulous but then begin laughing among themselves and 
chattering with amusement. Within a few minutes, a table 

is set up and a barrel of ice peppers is brought, and the PCs 
are seated as the table. Every PC (and Trindon Mosley, if he is 
present) must eat at least one whole ice pepper, and in order 
to pass the test at least one PC must eat five whole ice peppers 
within one minute without passing out from the pain. Each 
ice pepper eaten requires a Constitution saving throw to avoid 
becoming wracked with pain, nausea, and cramps from the 
awful gastrointestinal burning caused by the ice peppers.  
The Constitution saving throw begins with a DC of 10 and 
increases by 2 for each ice pepper after the first.  The first 
failed save causes the eater to become poisoned for one hour. 
A second failure leaves the eater exhausted (level 2), and a 
third failed save causes the eater to fall unconscious for one 
round.  Any saving throw bonuses that apply against ingested 
poison or against pain, nausea, or sickening apply to this save; 
however, the effect is not actually poison and thus delay poison 
and similar effects are of no help in enduring the pain. 

Using magic to pass Ipsanaio is considered cheating. Elder 
Lysis Redav, an acolyte (replacing light with detect magic) uses 
detect magic to watch for signs of spellcasting. Any spellcasting 
automatically makes Lysis hostile, and he loudly denounces 
the offending PC. He demands they be cast out of the village 

http://www.5esrd.com/gamemastering/monsters-foes/npc/npc-acolyte
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unless they personally can prove their purity by completing 
Ipsanaio (even if another PC has already completed the ritual). 
If the PC fails, they are not allowed to sleep in the village 
unless Lysis can be placated (DC 20 Charisma (Persuasion) or 
Charisma (Intimidation).

If at least one PC passes the Ipsanaio, the party is accepted 
as worthy to act on the tribe’s behalf.  If none of them can 
complete the ritual, however, they can still attempt to adjust 
the reactions of the elders with diplomacy, gaining advantage 
on Charisma (Persuasion) skill checks for having been willing 
to endure the ordeal. If at least three are made indifferent, the 
elders grudgingly agree that while the PCs did not demonstrate 
themselves the equal of a true Ughar, they made a noble effort 
for a group of soft-skinned warmlanders, and besides they 
provided an opportunity for laughter in the tribe at a time of 
much sadness.  In either case, they are invited to stay as the 
guests of the elders in the village common lodge and may join 
in a feast of welcome, though the elders will apologize for the 
fare being somewhat meager here at the end of winter, and 
with the ravages culling the game and killing several hunters 
in the forest.

If both the ritual and diplomacy fail, Ganec Trom steps 
in to argue that the elders have offered the PCs food and are 
therefore obliged by custom to extend their hospitality for 
three days. They grudgingly admit this is so but demand the 
PCs be lodged in the smokehouse next to the dog kennels and 
locked inside at night (a simple lock, DC 15 Dexterity check and 
thieves’ tools) so that they do not get out and cause mischief.  

Rewards: Award 1,100 XP if the PCs successfully complete 
Ipsanaio. Award 550 XP if they attempt the challenge but fail to 
complete it. 

Investigations in Gloym (700 XP)
If PCs have completed Ipsanaio successfully, the attitude of the 
villagers in Gloym is improved to indifferent. Some villagers 
speak and understand more Common than others, but if 
any PC is fluent in Halat (or if Trindon Mosley is available 
to translate), if magic is used to communicate, or if a DC 
15 Intelligence check is made with each attempt to gather 
information, the PCs can gather information using DC 15 
Charisma (Persuasion) checks. The following information 
can be learned with successful Charisma (Persuasion) and/or 
Intelligence (Religion)

DC 10: The goddess of the mountain is named Istria, and 
she has a sacred dolmen just above the Falls of Istra, 
named for the river that comes down the mountain.  
She is said to live in a palace of gold and glass high 
atop the mountain, at the river’s source, in a sacred 
valley none have ever seen.

DC 15: Some in the village elders, when asked what happened 
to the victims of the attacks, say that it was the 
“breath of the goddess” that killed them—that when 
she is angry, her breath becomes alive as a spirit 

of her vengeance that they call the wiitikowan, the 
‘mist-walker.’ They say the mist-walker can take 
different shapes, or perhaps no one sees it the same 
way, or perhaps there is more than one if she is truly 
angry, but it walks on the mist and cloud and leaves 
no trace.  It is spirit so it does not eat and it does not 
steal, but it can kill, and so horribly does it mangle 
its victims that legends name it ‘The Bloody Beast.’

DC 20: The eldest in the village say that the legend of the 
wind-walker is close to the truth, but that truly the 
breath of the goddess is not alive by itself.  Instead, 
it freezes and withers the soul of whatever she 
breathes upon and awakens within it the raw hunger 
and emptiness of the whistling mountain wind and 
the cold rage of winter’s heart.  This poor creature, 
be it man or beast, ceases to live as it once did and 
becomes ‘wiitikowan,’ the mist-walker. It is said to 
fear fire, as its heart is cold within it, but it can taste 
fear and blood on the wind from afar and hunt both 
waking and dreaming. 

This investigation can answer the question of what is 
doing the killing, but not the why.  A separate Charisma 
(Persuasion) check made to the village’s holy women and 
men mostly turns up pieties about the villagers not being 
faithful enough, about the winter sacrifices of sweet 
cakes, ice carvings, and holly wreaths being blemished or 
of insufficient quality to please the goddess, or grousing 
about the presence of lowlanders in the forest stirring up 
the goddess’ wrath. A DC 20 Charisma (Persuasion) check, 
however, reveals Priya’s story in the GM’s background 
above.  No one in the village knows Priya’s fate, but they 
know of the time and nature of her children’s deaths, and 
how she went mad with death and was overheard cursing 
the goddess’ name and muttering that she would go to 
the goddess and demand justice.  On asking around about 
Priya’s disappearance, it certainly precedes the onset of the 
attacks, so the potential connection is there.  Those wishing 
to investigate Priya’s fate are advised to look toward Istria’s 
dolmen.

Rewards: Award the party 700 XP for their investigations 
in Gloym.

PCs may choose to simply investigate the forest on their own, 
hunting for signs of the killer creature. Each day they spend 
exploring the wild lands around Gloym, they have a 10% chance 
of encountering the Bloody Beast in addition to the chance of 
other random encounters. If encountered, the Bloody Beast 
behaves as described in the A Late Frost encounter. 



14

Chapter 2: The Mount of 
Sorrow
The Falls of Istria (2,310 XP)

The trail from the village to the Falls of Istra is well-known and 
well-worn by the passage of generations to give offerings to their 
goddess. A mountain bird circles lazily overhead as the tumbling 
stream pools a bit in the steep-walled valley above the falls, as the first 
spring shoots and blossoms break through the last clumps and crusts 
of snow. A great peaked dolmen spans the river just above the head of 
the falls, just before the river tumbles noisily more than 60 feet down 
to a rocky shelf and deep pool before gathering and flowing around a 
rocky islet at the far side and flowing away westward. 

The dolmen itself is a crude structure of massive stony 
slabs, marked with a handful of petroglyphs naming the Ughar 
villages (DC 15 Intelligence check) and the vows of the Ughar 
to serve the goddess and follow her wisdom and for her to 
heed their cries and shelter them from fire, storm, and danger 
(if the Intelligence check was successful, or if the writings are 
read magically, interpreting these passages requires a DC 15 
Intelligence (Religion) check). 

If the PCs spend more than 1 minute examining the 
Dolmen, including making efforts to read the inscriptions 
and/or climb over the dolmen to cross the river, they attract 
the attention of a mountain raven afflicted with the wendigo 
curse. In fact, this is the selfsame carrion bird who drove 
Priya to her fateful madness, and she was the first creature 
upon whom Istria’s anger fell when she decided to wreak 
her vengeance upon the uncouth villagers.  The raven feels 
strangely bound to this place, however, caught up by the dying 
mother’s curse that caused Priya to rise again as a vengeful 
ghost.  If Priya is killed, the wendigo raven will be freed from 
his spiritual binding, and its cunning and hateful nature will 
impel it to spread its awful affliction.  It is thus important for 
the party to destroy this creature, even though it has not been 
the creature directly responsible for the killings. 

PCs scanning the area for enemies have little chance to 
spot the raven clinging to the cliffs 100 feet above (Wisdom 
Perception DC 25, including distance modifier).

Wiitikowan raven
Tiny fey, chaotic evil

Armor Class 13 (natural armor)

Hit Points 7 (3d4)

Speed fly 60 ft. 

STR DEX CON INT WIS CHA

4 (-3) 16 (+3) 10 (+0)  1 (-5) 12 (+1) 2 (-4)
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Damage Immunities cold

Damage Vulnerabilities fire

Condition Immunities charmed, frightened

Skills Perception +3, Stealth +5, Survival +5

Senses darkvision 60 ft., passive Perception 13

Languages -

Challenge 1/4 (50 XP)

Mimicry. The raven can mimic simple sounds it has heard, 
such as a person whispering, a baby crying, or an animal 
chittering. A creature that hears the sounds can tell they are 
imitations with a successful DC 10 Wisdom (Insight) check.

Nightmare Stalker. As an action, a wiitikowan can designate 
a creature within 120 ft. as its quarry. It has advantage on 
Perception (Wisdom) and Survival (Wisdom) checks to detect 
its quarry. Each night, the wiitikowan can contact its quarry in 
its dreams. Each night, the victim must succeed at a Wisdom 
saving throw with a DC of 11. If the victim succeeds three 
nights in a row, they are no longer treated as a quarry and 
cannot be contacted again. A protection from evil and good spell 
cast on the target prevents this contact, as does a magic circle. 
If the target fails the saving throw, they are frightened in the 
presence of the wiitikowan for 24 hours. A victim who fails 
the saving throw has dreadful visions unless they are immune 
to being frightened. If these visions last for at least 1 hour, 
the target gains no benefit from its rest, and its hit point 
maximum is reduced by 5 (1d10). If this effect reduces the 
target’s hit point maximum to 0, the target dies, and the victim 
becomes a wiitikowan. The reduction to the target’s hit point 
maximum lasts until removed by the greater restoration spell or 
similar magic, or until the victim completes a long rest after 
they are no longer the wiitikowans quarry. 

Regeneration. The wiitikowan regains 10 hit points at the start 
of its turn. If the wiitikowan takes fire or radiant damage, this 
trait doesn’t function at the start of the wiitikowan’s next turn. 
The wiitikowan dies only if it starts its turn with 0 hit points 
and doesn’t regenerate.

Taste of Terror. A wiitikowan is aware of the direction and 
approximate distance of any creature within 1 mile that is 
frightened. A wiitikowan can see any creature within 60 
ft. that is frightened and pinpoint its location even if the 
creature is obscured.

Wind Walker. A wiitikowan may wind walk as a bonus action, 
affecting itself. In addition, a wiitikowan’s movement, attacks, 
and senses are never impeded by wind or by natural or magical 
weather effects, including fog cloud and sleet storm.

Actions

Bite. Melee Weapon Attack. +5 to hit, reach 5 ft., one target. Hit: 5 
(1d4+3) piercing damage and the target is exposed to wendigo 
fever. On a critical hit, a wiitikowan’s bite deals triple damage 
rather than double.

Development: The passing winter has long since obliterated 
any footprints Priya had left behind en route to her tragic fall, 
but a DC 15 Wisdom (Perception) check reveals fragmentary 
remains of a human child atop the Dolmen (Priya’s dead son), 
and a DC 15 Wisdom (Survival) check discovers faint traces 
that indicate the passage of some creature from the dolmen 
toward the falls. PCs climbing down or even standing at the 
cliff ’s edge can see the pale corpse of a woman, frozen and 
rimed with ice (DC 10 Wisdom (Perception) check) and may 
hear a distant moaning cry echoing over the roaring of the 
falls (DC 15Wisdom (Perception) check).

If any living creature touches the remains atop the dolmen, 
or if blood is shed in or adjacent to the dolmen or the river 
(including any hit with a piercing or slashing weapon against 
a creature in those locations), a haunt is triggered. The haunt 
also triggers if a creature begins to climb up or down the cliffs 
within 30 feet of the waterfall.

The waterfall is cursed with Priya’s grief and anguish. The 
curse activates when a PC enters the area 60 ft. wide by 60 ft. 
high, 10 feet from top and bottom of the waterfall, or within 10 
feet of the dolmen. Any PC in the area may make a DC 15 Wisdom 
(Perception) check to hear the waterfall’s roar shift higher in 
pitch to the mournful wail of a mother in absolute suffering. 
One round later, any creatures still in the area must make a DC 
14 Wisdom saving throw. Creatures who fail are frightened for 
1d4 rounds, and if they fail by 5 or more, they are overcome with 
hopelessness and seek to end their lives. Climbing creatures 
let go and fall to the bottom, while creatures atop the falls hurl 
themselves over the edge. After taking falling damage, creatures 
must make an additional Wisdom saving throw each round at 
the beginning of their turn or be stunned with anguish and 
hopelessness, unable to move. Creatures at the base of the 
waterfall take 3 (1d6) bludgeoning damage per turn from the 
pounding rush of waters. Creatures who take falling damage 
are considered to be not holding their breaths, due to the force 
of the fall and the constant impact of the waters. Such creatures 
begin to suffocate after a number of rounds equal to their 
Constitution modifier.

The curse cannot be lifted unless Priya confronts Istria with 
her grievances, and she must be convinced to forgive the goddess.
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