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Beccan slumps in her chair, leaning heavily 
upon her desk.  The hunters have been paid. 
Pouring herself a stiff drink, she remembers 
the stories Kensa tells of days in which the 
village of Coniston lived peacefully with the 
surrounding wildlife.  The tales were 
fantastical - who could ever imagine 
speaking to an owlbear? Those days, if they 
had ever actually existed, were no more. 
The owlbears that lived in the nearby 
mountains usually kept their distance, but 
recently they have grown more aggressive, 
feeding on the village’s goats on a nightly 
basis. 
 
Beccan had fielded complaints for weeks, 
but the attack on Talwyn had necessitated 
action.  The poor woman had been foraging 
for healing plants at the nearby ruins when 
an owlbear mauled her.  Now she lays in the 
Hall of Healing, and no one wants to 
venture into the wilds to find the plants that 
will cure her.  There was nothing left to be 
done but send hunters after the owlbears. It 
was the only option, she reassures herself. 
 
In the distance, too far for the leader of 
Coniston to hear, a baby owlbear hoots, 
dancing around its parent, unaware of the 
men coming to kill them both. 
 

Adventure Summary 
Beccan Morcom is the village leader of 
Coniston, a small mountain farming 
community tucked within a lush valley.  She 
has put out a call for hunters and 
adventurers to clear the surrounding area 
of owlbears that have grown aggressive of 
late, killing the village goats and attacking 

Talwyn as she hunted for healing plants at 
the ruins outside of town. 
 
Our adventurers are late to answer 
Beccan’s call for aid.  As they make their 
way toward Coniston, they are stopped by 
Willem McPhearson, an owlbearologist 
intent on studying the creatures in this 
area.  Just as he is telling them of the 
inherent majesty of owlbears, a cry of 
agony echoes through the forest, followed 
by a triumphant hoot.   
 
Senseless monsters or threatened 
creatures?  Our adventurers must decide 
for themselves whether they want to help 
Coniston’s villagers, or the owlbears.  Or 
maybe, with the right approach, peace can 
be restored between man and nature. 
 

A Note about Owlbears in this 
Adventure 
*Some information taken from: 
https://www.reddit.com/r/DnDBehindTheScreen/commen
ts/35n62o/owlbear/  
 
Owlbears are one of the most feared predators 
of the forest due to their large size, large 
appetite, and aggressive nature.  With the body 
of a bear and the head of a giant owl, this 
creature weighs up to 1500 lbs and stands 
around 8 feet tall on their hind legs.  Both male 
and female owlbears are extremely powerful, 
able to kill a man with a single blow of their 
large, clawed paws.  
 
Owlbears tend to live and hunt in mated pairs 
and are strictly monogamous.  They like to live 
in wooded areas and thrive in high altitudes. 
They build nests on secluded and protected 
mountain ledges.  They give birth to 3-5 cublets, 
which remain with the parents until  
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they are old enough to hunt for 
themselves.  Extremely territorial, owlbears 
protect their young from any possible threat. 
 
Being magical beasts, owlbears are more 
intelligent than many mundane animals.  With 
the right approach, a cublet can be trained as a 
guard or a mount, though extreme caution 
must be taken at all times.  In the mountains 
around Coniston, stories are told of a time 
when villagers and owlbears lived peaceably 
and even companionably together.  Some even 
say the two species could communicate with 
each other. Today, most believe these stories 
are mere fairy tales, though an exploration of a 
nearby hidden shrine might reveal more. 

 

 
DM Notes:  
Managing Your Owlbear Cublet 

When the players first encounter the owlbear 
cublet, set a timer to go off every (x) minutes.  
We suggest every 30 minutes, but you can 
decide what works best for your campaign.  
Each time the timer goes off, roll a d6 to 
determine what the owlbear cublet needs. It is 
up to the players to figure out how best to help 
the cublet, though Willem can help them if they 
get stuck.  Solutions in the chart are suggestions 
only.  Be creative! 
 

 

Need Behavior Roll d6 Solution 

Hungry Forlorn growls, walks 
slower, nips at player’s 
ankles. 

1 Feed the cublet.  It especially loves small 
rodents.  It will eat leafy greens, but cannot 
live on this alone. Berries are a special treat. 

Thirsty Makes hacking noises 
with a dry throat. 

2 Find a source of water (DC 10 Survival 
check). 

Unclean Twitches, rubs against 
trees. 

3 Help it find a good rubbing tree (DC 10 
Nature check) or give it a good scratch (DC 
10 Animal Handling check). 

Bored Runs in circles.  Nips at 
players, runs away, 
looks back. 

4 Play with it and get creative (Performance, 
Athletics, Animal Handling checks, etc). 

Sleepy Slow blinks, stumbles. 5 Let it nap.  If it is daytime, it needs two 
hours.  If it is nighttime, it needs only one 
hour, as it is nocturnal. 

Lonely Forlorn hooting. 6 Make an “owlbear call” to make it feel less 
alone (DC 10 Performance check). 
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Owlbear Cublet:  This little creature is equal 
parts adorable and demanding.  Its curiosity has 
led it to wander far from its family’s nest on 
multiple occasions, prompting its father to 
come to rescue it when it feels threatened. 
 
It is wary of strangers, but once it accepts you 
as part of its family, it is very playful and 
trusting.   
 
The cublet will be named by the 
adventurers.  Its sex will be determined by an 
even/odd roll when the owlbearologist 
investigates it.   
 
Willem McPhearson:  A self-
professed  owlbearologist, he grew up hearing 
tales of owlbears and became enamoured with 
their majesty and power.  He is a researcher 
working on a book entitled Owlbears: Fierce 
Friend or Fearsome Foe? He tries to find 
owlbears in the wild and record their behavior, 
in the hopes that people will see them not as 
monsters but as creatures to be respected.  The 
creatures are territorial at the best of times, but 
with young cublets to keep alive, their 
protective instincts make them even more 
aggressive than usual. 
 
Brath Dilleen:  A member of the group of 
hunters pursuing the owlbears, he made a 
secret deal with a trader to not only kill the 
creatures but harvest their bodies for profitable 
pieces.  When his brother Dan is killed in the 
initial fight, his greed is matched by rage. He 
will follow the group in hopes that they will lead 
him to the owlbear nest where he can slaughter 
all remaining owlbears to avenge his dead 
brother. 
 
 
 

Beccan Morcom: Leader of the village of 
Coniston, she put out a call for hunters to kill 
the owlbears that have eaten the town’s goats 
and attacked Talwyn.  She did not make this 
decision easily, but she chose to prioritize the 
safety of her village over the balance she was 
taught to respect between people and nature. 
 
Kensa Treffery:  An elder of the village in charge 
of the House of Healing, she desperately needs 
someone brave enough to venture into the 
wilderness to find the ingredients necessary to 
heal the injured Talwyn. She also believes that 
the attacks could be solved by restoring peace 
between the village and the surrounding 
natural world.  Unsure of exactly how this could 
be accomplished, she nevertheless believes 
there is something magical in the forest that 
could be the answer. 
 
Talwyn Coldsworth:  A single mother of two, 
Talwyn assists Kensa in the House of Healing by 
foraging for healing plants and ingredients in 
the forest surrounding Coniston.  During her 
most recent expedition to the nearby ruins, she 
saw the owlbear cublet moments before its 
parent attacked her, thinking she was a threat 
to it.  She now lies unconscious in the House of 
Healing, in desperate need of the very 
ingredients she was prevented from gathering. 
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The adventure starts with the players camped 
in the woods on the way to Coniston, where 
they have heard that the village leader 
requested the aid of hunters and adventurers to 
solve a predator problem.   
 

Starting the Adventure 
 
The campfire burns brightly, sparks flying 
upward toward the starry night.  The peaceful 
atmosphere is disturbed by rustling branches 
and crunching leaves, a noise that grows 
louder until an old man bursts into the clearing, 
breathing heavily and clutching his chest.  
“Damn spiders!” he wheezes.  “They hate fire; 
do you mind if I stay with you tonight?  I’m 
afraid I overestimated my ability to survive in 
these woods.  I’m Willem McPhearson, by the 
way.  Famed owlbearologist!  You might have 
heard of me?” 
 

 
Willem is a self-proclaimed owlbearologist on 
the trail of a nesting pair of owlbears to observe 
them for his studies.  He asks the adventurers 
to accompany him as the woods are quite 
dangerous, and he is not particularly skilled at 
fighting.  He rarely lets an opportunity pass to 
talk about owlbears as he is writing a book 
about them entitled Owlbears: Fierce Friend or 
Fearsome Foe? (See “A Note About Owlbears in 
This Adventure” on pg. 4 for owlbear facts).   
 
Shortly after introducing themselves to Willem, 
the adventurers hear a cry of agony, followed 
by a triumphant hoot.  Willem recognizes the 
hoot as owlbear and asks the adventurers to 
protect him as he makes his way toward it. 
 
 
 
 
 

 
Despite becoming increasingly quiet, the 
sounds of growling and groaning lead you to 
the scene of a recent fight.  You can see a 
huge mass of fur and feathers lying on the 
forest floor, unmoving.  Close by are the 
bodies of two humans, one still clutching a 
broken javelin in his hand. 
 

 
Checking the bodies will reveal a contract 
signed by Beccan, leader of Coniston, 
identifying the humans as hunters hired to kill 
predators in the area. 
 
If the group investigates the owlbear’s body or 
starts to leave the area, a muffled “Hoot!” can 
be heard.  The owlbear’s body twitches, and 
from under its arm, an cublet wriggles free. 
 
Managing Your Owlbear Cublet starts 
now.  See “Cublet Behavior” on pg. 5. 
 
Willem will observe that the owlbear is too 
young to survive on its own and hypothesizes 
that the cublet has wandered away from its 
nest.  The parent must have been attempting to 
return it to the nest when the pair were beset 
by the hunters.   
 
Willem’s goal has now changed.  He asks the 
players to help him return the owlbear cublet to 
its nest as it has been semi-orphaned through 
human actions.  He will tell them what he 
knows about where owlbears prefer to nest.  
 
Loot in the Area:  The slain hunters can be 
looted, though their armor and weapons are 
badly damaged.  One hunter has a pouch with 
53 sp in their pocket. The adult owlbear can be 
harvested for parts, though Willem will 
vehemently protest against this and leave the 
party if ignored. 
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1. The Hunters’ Camp 
 

 
Not far from the dead bodies of owlbear and 
humans, you hear voices yelling at each other.  
“This is stupid; we can’t take that thing!” 

“It killed my brother.  I’m won’t leave here until 
it’s dead!” 
 

 
The players come across the hunter’s camp 
where the remaining hunters have retreated to 
tend to their wounded and regroup.  They are 
currently unaware of the fact that the owlbear 
in the clearing is dead. 
 
If the group engages with the hunters, Hasun 
wants to quit while he is still alive, while Brath 
wants to avenge his dead brother.  Further 
conversation will reveal that the hunters’ goal is 
twofold: Beccan’s reward money to help the 
village as well as the inherent value of the 
owlbear’s pelt and body parts. 
 
Willem or the hunters can volunteer the 
following information as needed: 

• Owlbear feathers are used to make 
spells stronger and more potent. 

• Owlbear pelts are water resistant as 
well as good armor.  He has heard of a 
band of goblins that use owlbear pelts 
to aid in their banditry. 

• Owlbear skulls are sometimes buried 
with people to keep them safe in the 
afterlife, though he believes this is a 
tribal myth. 

• Owlbear organs are sold to alchemists 
for use in a variety of potions. 

• Owlbear meat is considered a delicacy 
in some parts of the world. 

 
If the hunters see the owlbear cublet, they will 
want it as recompense for their loss.  They will 
try to negotiate for it. If that fails, Brath will 
become aggressive and try to intimidate the 
party, but he will not attack.  He will now 

secretly stalk the group, waiting for an 
opportunity to steal the cublet. 
 

 
DM Notes:  

If the players avoid the hunters’ camp or 
successfully hide the cublet from the hunters, 
Brath will find out about its existence by 
recovering his brother’s body and finding 
evidence of the owlbear cublet. 
 

 
The group must decide if they will head north 
toward Coniston and the owlbear nest via the 
road, where the cublet risks being seen, or via 
the forest, which is untamed. 
 
Loot in the Area:  The hunters are equipped 
with basic equipment.  Hasun and Brath will not 
permit the group to take anything, but rifling 
through their things unnoticed with a DC 14 
Sleight of Hand check can procure fishing tackle, 
(2) daggers, and (20) crossbow bolts as well as a 
pouch containing 40 sp and 90 cp. 
 

2. The Road to Coniston 
 

 
The dirt road that winds through the forest 
toward Coniston has deep indentations formed 
by the wagons and carriages that frequent it.  
The forest looms on either side with vegetation 
so thick that it is hard to see more than twenty 
feet into the trees. 
 

 
The party escapes the dangers of the forest by 
choosing to travel along the road, but Willem 
will stress the importance of keeping the 
owlbear cublet hidden from passersby.   
 
When they reach the simple wooden bridge 
that crosses the river, they see that it has been 
damaged and is unsafe to cross.  One of the 
posts holding it up has been knocked away, and 
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a second looks precarious. The bridge will break 
if more than two people try to cross it at once.   
 
Loot in the Area:  There is no loot in this area. 
 

3. The Gamemaker 
 

 
“Hail and well met, travelers!  Come close, and 
try your hand at a game of speed.  The price is 
low, and the rewards are high!” 
 

 
While traveling along the road to Coniston, the 
party is approached by a traveling 
gamemaker.   The gamemaker has created a 
wooden box with twenty holes drilled into the 
top. As they turn the hand crank on one side, 
they invite the group to play for the low cost of 
5 sp: 
 
Whack-a-Mole 
The DM rolls a D20, and all players must rush to 
match the number by finding it on their D20 
and placing it on the table with that number on 
top.  The first to play their dice correctly gets 
one point, and the first player to three points 
wins a Chain of Returning. 
 
As a consolation prize to anyone who played 
but didn’t win, the gamemaker will pass out 
amulets cared in the likeness of varying animals 
such as a bear, owl, wolf, fish, deer, spider, or 
squirrel. 
The gamemaker doesn’t know these are 
magical amulets that allow their wearers to 
communicate with the animal represented 
when present within a ten foot radius.  If 
multiple amulets are worn by a single user, they 
are able to understand and communicate with 
both creatures and the area of effect spreads to 
everyone within that ten foot radius.   
 
Create a chance encounter so that the players 
discover this ability with either a forest creature 
or a dog in the village that triggers the wolf 

amulet.  The ultimate purpose of these amulets 
is for one player to wear both the owl and bear 
amulets simultaneously so that they can 
communicate with owlbears.   
 

 
DM Notes:  

If the party does not take the road into town, the 
gamemaker will be at the inn in Coniston. 
 

 

4. The Forest 
 

 
The forest is beautiful, wild, and treacherous 
with gnarled trees looming overhead, roots 
arching out of the damp soil, and the sound of 
rushing water growing nearer. 

Willem warns, “Careful, now.  These woods 
are where I ran into some unnaturally large 
spiders.  I think they were nocturnal, but we 
should keep our eyes open and looking up.” 
 

 
If the players choose to leave the road and take 
the shorter way to the village of Coniston, they 
must find a way  to cross the river and survive 
random encounters within the forest. 
 
The river is twenty feet wide and flowing 
swiftly.  It will be difficult, though not 
impossible, to ford.  To the west looms sheer 
cliffs and a roaring waterfall.  To the east is the 
The Road to Coniston (pg. 9) and a bridge to 
cross the river. 
 
As the players navigate their way through the 
forest, use the following random encounters to 
illustrate the animosity between the creatures 
of the forest and the people they see as 
trespassers here.   
 

• A strange looking goblin wearing human 
clothing is trapped in a giant spider’s 
web.  If the players cut him loose,       
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(4) giant spiders will attack.  The goblin 
will fight alongside you, but run away to 
the north when the fight is over. 

 
• An unusually wide tree stands in the 

middle of a small clearing.  A DC 12 
Perception check will reveal that it is 
filled with 2d6 wasp hives.  If they stay 
in the clearing for very long, the are 
attacked by the same number of swarm 
of wasps. 

 
Loot in the Area:  There is no loot in the forest, 
though they may scavenge for berries or other 
edible plants.  Roll even/odd to decide if the 
plants are poisonous or not. 
 

5. The Village of Coniston 
 

 
Coniston is an idyllic mountain farming 
community set into a lush valley.  A dirt road 
winds its way toward the village, passing by 
simple farm buildings that are well taken care 
of.  Goats graze in fields of grass, and the 
human men and women of the town work, 
tending the goats or in their own gardens 
throughout the day. 

At one farm, two men are repairing a fence 
that looks as if it had been damaged by 
something very large bursting through.  The 
posts have been splintered and deep sets of 
claw marks score the earth.  There is a bloody 
patch of grass not far away. 
 

 
 
This is the result of an owlbear breaking into 
the goat pen and making off with the villagers’ 
livestock.  This is not the first instance of this 
happening. Although the owlbears generally 
keep their distance, they’ve become more 
aggressive recently, feeding on domesticated 
goats instead of hunting in the forest. 
 
Starting a conversation with a villager will reveal 
the following information: 
 
A woman named Talwyn was foraging for 
medicinal supplies at the ruins nearby when she 
was mauled by an owlbear.  She lies in the Hall 
of Healing with an untreated leg infection as it 
is too dangerous to restock their healing 
supplies with agitated owlbears in the 
surrounding area.  Becca Morcom, the village 
leader, therefore requested the aid of 
adventurers. A group of hunters answered the 
call and set off recently to find and kill the 
owlbears. 
 
Before the party enters the village of Coniston 
proper, Willem will ask what they should do 
with the owlbear cublet, as it will be dangerous 
to leave it alone in the forest as well as to bring 
it into the town. 
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1. Village Leader’s House and Meeting 
Place 
 

Beccan Morcom lives and works here.  She 
will tell the players about the attack on 
Talwyn and her subsequent call for aid.  She 
feels uneasy about this decision, though she 
believes it was the best thing she could do to 
protect the village she serves.   

 
She will ask if the players ran into either the 
owlbears or the hunters on their journey 
through the forest. 
 
If she sees the owlbear cublet, she will 
demand that the party leave the village 
immediately lest its parent come looking for 
it. 

 
 

 
2.  The Sharpened Axe 
 

Serge, a jovial man with a deep scar down 
the left side of his face, runs the weapons 
and armor shop in Coniston.  His supplies are 
fewer than normal since he outfitted the 
hunters before they left. 

 
3.  Arlan’s Outfitters 
 

Arlan is a neatly dressed young man with a 
vaguely smarmy attitude.  He sells supplies in 
his shop, but if you engage in conversation 
with him, he will pull aside the most morally 
ambivalent player and make them an offer: a 
handsome price for owlbear organs or its 
pelt. 
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4.  Talwyn’s House 
 

Talwyn’s children, Turin and Tawnya, are 
there, aged 9 and 12.  They have tried to 
keep the household running, but it has 
become very difficult to manage with their 
mother injured and dying.  They will tell the 
players that the ruins where Talwyn was 
harvesting medicinal plants is to the 
northeast and beg the adventurers to save 
their mother. 

 
5. The Harper and Goblet 
 

Morwen runs the village inn with a tight fist, 
offering the best spiced goat’s milk in the 
area for 2 cp and a haunch of goat for 5 cp.  
She will tell the players that the hunters 
stayed at her inn before they left Coniston.  
They seemed like the usual type except for 
one that gave Morwen a bad feeling (Brath). 
 
Speaking with the inn’s patrons can generate 
conversations about the missing goats, 
clothes stolen from washing lines, and 
children’s toys disappeared.  Most people 
suspect that in addition to owlbear attacks, 
there is a thief in town. 
 

 
DM Notes:  

If the players did not encounter the gamemaker 
(pg. 10) on the road into town, they will be at the 
inn in Coniston. 
 

 
6. Hall of Healing 
 

Kensa Treffery, the elderly village healer, is 
caring for the unconscious form of Talwyn.  
She is unhappy with Beccan’s decision to hire 
hunters to kill the owlbears, believing peace 
can be restored between the village and the 
surrounding natural world.  She was raised 
with stories of magical rituals taking place in 
a shrine to the northwest of the village.  

Most people believe these are myths only, 
but Kensa wonders if there is truth to them. 

 
She will ask the party to gather the 
ingredients necessary to heal Talwyn: 
 

¨ Yarrow plant.  These green fern-like leaves 
with clusters of small white flowers can be 
found near the ruins.  They grow particularly 
well near rotting wood. 

¨ Umbrella mushrooms.  These white long-
stemmed mushrooms with umbrella-looking 
tops are found in caves. 

¨ Adult owlbear feather.  Owlbear feathers are 
used to make spells stronger and more 
potent. 
 
If Kensa sees the owlbear cublet, she has the 
insight to realize that the birth of owlbear 
cubs happens rarely and is probably the 
reason the owlbears have grown more 
aggressive recently.  Their need to feed their 
young quickly has likely caused them to hunt 
the villagers’ livestock, and their desire to 
protect their cubs would cause them to lash 
out at any humans that seem like a threat. 

 
7.  Temple of Chauntea 
 

Chauntea is the Grain Goddess, the Great 
Mother or Earthmother.  She is the goddess 
of agriculture and summer.  Her temple is 
Coniston is not large.  There is only an altar 
for people to leave the first of their crops as 
an offering to ensure a good harvest. 

 
When you leave Coniston in any direction, take 
note of the following: 
 
Brath the hunter stalks the party, waiting for 
the moment when he can steal the cublet and 
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avenge his fallen brother.  His method will 
depend upon how the group is looking after the 
cublet: 
 

¨ Luring the cublet away with food. 
¨ Taking advantage of a distraction such 

as a battle or a trap. 
¨ If not opportunity presents itself he will 

follow the party to the owlbear nest 
and become a complication there. 

 
Use the amulets any players have in the 
following situations: 
 

¨ Animals they have startled will run 
away sounding an alarm. 

¨ An obnoxious bird mocks them from 
high above. 

¨ Spiders hiss sinister promises from 
hidden locations. 

¨ Forest creatures reassure themselves 
that if they stay perfectly still, they will 
be invisible. 

 
Names for other villagers you might 
encounter:   
Meduil Goldsworthy, Glanna Lanyon, 
Wenna Thomas, Berlewen Harris, Hedra 
Rosevear, and Sowenna James. 
 
 

6. The Shrine 
 
To the northwest of Coniston lies a hidden 
shrine in the cleft of the mountain. Rolling a DC 
19 or 20 Perception Check will reveal an 
unusually beautiful bird or a pleasant scent on 
the wind to lead them directly toward 
it.  Otherwise they will have to make a series of 
checks to notice the direction in which plants 
and animals become increasingly vibrant and 
otherworldly. 
 
The shrine lies in a small clearing that can be 
reached after hacking through overgrowth.   

 
 
The air is still, and the noises of the forest 
have ceased.  In the center of the clearing, 
light streams directly onto a stone altar.  Eight 
columns surround the altar, broken off at 
various heights and covered in vines. 
 

 
The shrine is guarded by (2) treants.  They will 
remain motionless unless the players threaten 
them or do something to harm the forest or 
shrine. 
 
DC 12 Arcana or History checks reveal that a 
long time ago, this was a place where offerings 
were left for the creatures in the forest, 
including owlbears.  There is evidence to 
suggest that there was such a ritual, but not 
how it was performed. 
 

Performing the Ritual  
(Instructions found in the cave on pg. 17) 
 
Players must surround the altar, acting out the 
cycle of life:  birth, growth, old age, and death. 
This can be done with each player holding a 
pose or as a dance in which all players go 
through the poses together. 
 

Birth:  “A” shape 
Growth:  “Y” shape 
Old age:  “M” shape 
Death:  “C” shape 

 
If the players use their animal speaking amulets, 
nearby animals of that type will come and 
either observe or participate. 
 
When the ritual has been successfully 
completed, the wind swirls around them, and 
everyone involved in the ritual gains a Nature 
Proficiency. 
 
Loot in the Area:  Owlbear feathers litter the 
ground near the altar. 
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7. The Ruins 
 
A well-trodden dirt road winds to the northeast 
of Coniston, taking the players to an old 
watchtower that is now very overgrown. 
 

 
The thatch roof of the stone watchtower has 
caved in, and birds fly to their nests in its 
remains.  Yarrow plants grow in the courtyard 
before the watchtower door, which is untidily 
boarded up. 
 

 
The yarrow plants grow on top of a rotted 
wooden well cover.  Any player who attempts 
to pick them must succeed on a DC 15 Dexterity 
Saving Throw or else fall through. 
 
At the bottom of the well, it is entirely 
dark.  There is a doorway with a rusted iron 
gate, though it is locked.  A DC 10 Sleight of 
Hand check or a DC 10 Strength check will get 
players through.  A short tunnel leads to a set of 
stairs, at the top of which is a store room. There 
is a hole in the ceiling above, 20 feet up.  The 
broken remains of a ladder lie on the floor 
amongst odds and ends. 
 
Alternatively, if players force open the 
watchtower door with a DC 15 Strength check, 
they enter an empty circular stone room with 
an open hatch in the floor.  The interior of the 
watchtower has long been cleared out. 
 
Loot in the Area:  Yarrow plants grow on the 
rotted well cover.  (2) broken crossbows, (20) 
useable crossbow bolts, an iron pot, and a 
bedroll can be found in the store room beneath 
the watchtower. 
 
 
 
 
 

8. The Goblin Caves 
 

 
North of Coniston is a dense forest in the 
foothills of the mountain.  The terrain is steep 
and overgrown, with no easily discernible trail.  
The trees are oddly silent, with only the 
occasional creature heard in the distance. 
 

 
Willem believes that the owlbear nest is 
somewhere in the mountain to the north of 
Coniston.  As the players begin their trek 
through the forest, a DC 12 Perception check 
will reveal tracks, while a DC 16 Perception or 
Survival check will reveal them to be made by 
goblins. 
 

If players do not notice the trail, the character 
leading the way through the forest must 
succeed in a DC 15 Dexterity save or else take 
1d6 bludgeoning damage after falling into an 
eight foot pit.  A DC 12 Perception or Survival 
check will then reveal that the pit has been 
constructed by goblins. 
 
Players who have not passed the shrine 
challenge (pg. 12) may have random  
encounters with giant spiders or swarms of 
wasps (pg. 9).   
 
The party will eventually reach a cave entrance 
at the base of the mountain.  A tribe of goblins 
live in this cave, foraging and hunting in the 
forest nearby.  They guard their territory from 
outsiders using traps in the woods and a 
lookout near the cave entrance.  They 
unwillingly share the cave with a monster that 
inhabits one of the tunnels, having learned the 
hard way to avoid getting too close.  The cave 
also includes a narrow passage that leads to a 
ledge where the owlbears make their nest. 
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1.  Entrance 

Two large bushes flank the cave 
entrance.  Unless players pas a DC 16 
Stealth check, (2) goblins will attack from 
their hiding place. 

 
2.  Common Area 
 

There are (5) goblins hunched around a 
crude table in this large open space.  
They can be avoided if the players sneak 
past with a DC 10 Stealth check or can be 
engaged in combat.  However, if the 
players choose to observe the goblins, 
they will notice that they are playing a 
version of D&D in which they pretend to 
be humans living in a village.  They are 
wearing comically incorrect costumes  
 

 
made from the stolen clothes of Coniston 
villagers, and their character models are  
 
children’s toys that have also been stolen 
from the village. 

 
3. Storage Area 
 

This cavern is extremely disorganized and 
cluttered except for the area near the 
Mimic Angler Fish tunnel, which is eerily 
clean of debris and footprints. 

 
Loot in the Area:  Searching through the 
boxes can reveal (1) signet ring, valued at 
5 gp, a box of worn leather straps, (5) 
cooking pots, an ornate smoking pipe 
valued at 3 gp, and (20) rations. 
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4.  Sleeping Area 
 

Ten bedrolls line the walls, and a burnt 
out firepit vaguely smokes in the center 
of the cavern.  There are 2d6 goblins in 
the room that will attack when you 
enter. 

 
The goblin leader from #5 will enter the 
room to join in after the fight begins. 

 
5.  Goblin Leader’s Office 
 

The goblin leader is sorting through loot 
and setting aside the best things, 
presumably for herself.  She will attack 
when she notices the party and call for 
backup. 
 
The 2d6 goblins from #4 will enter the 
room to join in after the fight begins. 
 
Loot in the Area:  Multiple pouches of 
coins are stacked near where the goblin 
leader began, including 73 cp, 85 sp, and 
54 gp.  Additionally, there is 
bloodstained clothing and battered 
leather armor in piles around the room. 

 
6.  Mimic Angler Fish 
 

When players look into this tunnel, they 
see treasure specific to whatever would 
be most enticing to the party.  When 
someone enters the tunnel, they must 
make a DC 15 Dexterity save or else be 
trapped when the tunnel closes like a 
mouth.  The loot disappears and it is 
clear that the players are inside a 
monster.  The space they are in shrinks 
as it swallows, forcing the players toward 
the back from whence the stench of 
sulphuric acid comes.  The air becomes 

thin, and players must be creative to find 
a way out! 

 
7.  Tunnel to the Ledge 
 
This tunnel is long and winding, dark but 
increasingly bright as players near an 
opening.  Passive perception of DC 10 will 
cause players to notice pictures painted 
onto the tunnel walls near this entrance.  It 
takes a DC 15 Perception check to notice 
the pictures earlier, though the party must 
either have darkvision or torches.  If players 
take the time to investigate the entire 
series of pictures, they will see: 
 

¨ (Nearest the goblin caves) A shrine 
with humans, elves, owlbears, 
wolves, and treants parading toward 
it. 

¨ Humanoid figures in Birth pose  
(an A shape) 

¨ Humanoid figures in Growth pose  
(a Y shape) 

¨ Humanoid figures in Old Age pose 
(an M pose) 

¨ Humanoid figures in Death pose  
(a C shape) 

¨ (Nearest the opening to outdoors)  
Another picture of the shrine, now 
exploding with life and celebrating 
creatures, humans, and elves. 

 
Stepping out of the tunnel opening brings 
the party to a narrow ledge high on the 
mountain face.   
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9. The Owlbear Nest 
 

 
A fierce owlbear hoot pierces the air.  To the 
right, the ledge outside the tunnel opening 
widens.  An adult owlbear sits in the middle of 
a large nest made of a tangle of tree limbs and 
creature’s bones.  Three owlbear cublet heads 
peek out from behind their parent. 
 

 
The adult owlbear will not attack unless 
provoked, though it will not take much to 
provoke it.  The owlbear cublet with the party 
will make this more or less likely depending 
upon how it was treated by the players. 
 
Whether the players fight the owlbear or not, 
Brath (Appendix A) will emerge, having followed 
them to the nest if he was not successful at 
stealing the owlbear cublet earlier.  He will 
definitely provoke the adult owlbear, and it is 
up to the players if they want to save him or let 
him be killed by the beast.   
 
Loot in the Area:  Owlbear feathers 
 
Everyone levels up after this encounter. 
 

 
 
After the players have explored the area to 
their satisfaction, they may return to Coniston 
to fill Village Leader Beccan in on what has 
transpired.  If the owlbear threat has been 
addressed by either 1) killing the adult owlbear 
or 2) successfully completing the shrine puzzle, 
Beccan will reward the party with 50 gp each. 
 
Players may also give the foraged ingredients to 
Healer Kensa to cure Talwyn.  Kensa will give 
each player a healing potion. 
 

 

 
COME BACK FOR MORE ADVENTURES! 
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Brath 
Medium humanoid, alignment 

 
Armor Class 16 
Hit Points 42  
Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

18 (+4) 15 (+2) 15 
(+2) 

13 
(+1) 

12 (+1) 10 (+0) 

 
Saving Throws Dex +4, Wis +3 
Skills Investigation +3, Perception +4 
Senses Passive Perception 14 
Languages Common 
Challenge 3 (700 XP) 

 
Keen Sight. Brath has advantage on Wisdom 
(Perception) checks that rely on sight. 
 
Actions 
Multiattack. Brath makes two melee attacks or one 
melee and one ranged attack. 
 
Longsword.  Melee Weapon Attack:  
+5 to hit, reach 5 ft., one target. Hit: 1d8+4 piercing 
damage. 
Hand Crossbow.  Ranged Weapon Attack:  
+6 to hit, 30/120 ft., one target. Hit: 1d6+4 piercing 
damage. 
 
 

 

 


