
NIGHT'S DARK TERROR 
CONVERSION TO 5TH EDITION

The adventure is calibrated for a 3rd level party composed of 7 PCs.  
XP Thresholds by character level are the following:  

Easy Medium Hard Deadly

525 1,050 1,575 2,800

  
If you play with a lower number of PCs I suggest to utilize 3rd - 4th level adventurers.  



Chapter 1: Siege at Sukiskyn 

On the Bank [EL 2,700 = Deadly]   

No. 01 Reaver of the Iron Ring [Bandit Captain MM page 344] Challenge 2 (450 XP) 
No. 04 Hounds of the Iron Ring (bowmen) [Bandit MM page 343] Challenge 1/8 (25 XP) 
No. 06 Hounds of the Iron Ring (boarders) [Bandit MM page 343] Challenge 1/8 (25 XP)

On the boat:
Kalanos -  boatman [he's  not  evil  but  for  stat  use the block for  Thug  MM page 350] 
Challenge 1/2 (100 XP). He's equipped with a dagger (not a mace) and he doesn't have 
the heavy crossbow.  
No. 07 ordinary crewmen [Commoner MM page 345] Challenge 0 (10 XP)
No. 01 Reaver of the Iron Ring (thief) [Spy MM page 349] Challenge 1 (200 XP) 

W1. Misha's Ferry (Map K) [EL 200 = Easy]   

No. 01 Brow Bear [MM page 319, maximum hp 52] Challenge 1 (200 XP) 

Journey to Sukiskyn [EL 700 = Medium]   

No. 01 Worg [MM page 341] Challenge 1/2 (100 XP)
No. 05 Wolf [MM page 341] Challenge 1/4 (50 XP)

Ambush! [EL(a) 1,000 = Medium; EL(b) 1,875 = Deadly; EL(c) 500 = Easy ]   



a. No. 08 Wolfskull (Loss-lunk) Goblin [MM page 166] Challenge 1/4 (50 XP)

b. No. 05 Wolfskull (Loss-lunk) Goblin [MM page 166] Challenge 1/4 (50 XP)
    No. 05 Worg [MM page 341] Challenge 1/2 (100 XP)

c. No. 05 Red-blade (Gnhasska) Goblin [MM page 166] Challenge 1/4 (50 XP)

The Long Night  

SE2. Snipers [EL 600 = Medium]
No. 06 Red-blade (Gnhasska) Goblin [MM page 166] Challenge 1/4 (50 XP)
SE3. Foray [EL 3,300 = Deadly]
No. 02 Wolfskull Goblin Boss [MM page 166] Challenge 1 (200 XP)
No. 02 Worg [MM page 341] Challenge 1/2 (100 XP)
No. 10 Wolfskull Goblin [MM page 166] Challenge 1/4 (50 XP)

TABLE 1 – COMBAT ABILITIES SUMMARY FOR PYOTR'S CLAN

Name Stat  Block 
Reference

MM 
Pag.

hp Note

Pyotr Knight 347 51 AC 19 (chain mail, shield+1), longsword+1

Darya Tribal Warrior 350 13 AC 12 (leather)

Taras Scout 349 18 Battleaxe two-hand (1d10+2), short bow (1d6+2) 

Alfana Commoner 345 4 Dagger (1d4-1)

Irina Acolyte 342 11 Cleric of Zirchev 1st level. Sling (1d4+2)

Matvery Commoner 345 4 Stealth +3, Perception +1

Kuzma Priest 348 15 Cleric of Zirchev 3st level. Spell Slots. 4/2

Masha Commoner 345 3

Stellios Commoner 345 4 Sling (1d4)

SE5. Aerial Attack [EL 500 = Easy]
No. 05 Giant Bat [MM page 323] Challenge 1/4 (50 XP)

Just Before Dawn [EL Variable = N.A.]
No. 01 Gnhass (king goblin) [see new monster] Challenge 2 (450 XP)
No. 04 Red-blade Goblin Bodyguards (Boss) [MM page 166] Challenge 1 (200 XP)
No. 43 (max) Red-blade (Gnhasska) Goblin [MM page 166] Challenge 1/4 (50 XP)

Trackning the Horse-Thieves

W2. Scene of Battle [EL 800 = Medium]
No. 04 Swarm of Insects [MM page 338] Challenge 1/2 (100 XP)
No. 01 Viper (Jaggadash) Goblin [MM page 166] Challenge 1/4 (50 XP)

W3. Bandit Camp [EL 1,100 = Hard]
No.  01 Fyodorll  (Elf  female)  Bandit  Captain  [MM page 344,  Cantrip  prestidigitation] 
Challenge 2 (450 XP)
No. 04 Bandit [MM page 343] Challenge 1/8 (25 XP)



Chapter 2: South of the River  

Wilderness Events

WE1. Lucky Find 
The party find a potion of greater healing (4d4+4)

WE5. Vlack's Retinue [EL(a) 500 = Easy; EL(b) 3,600 = Deadly]
a. No. 05 Giant Bat [MM page 323] Challenge 1/4 (50 XP)

b. No. 01 Vlack Hobgoblin King (Captain) [MM page 186] Challenge 3 (700 XP)
    No. 01 Winter Wolf  [MM page 340] Challenge 3 (700 XP)
    No. 04 Bloodhead (Vlackkag) Hobgoblin [MM pag 186] Challenge 1/2 (100 XP)

Fixed Encounters
W4. Ilyakana [EL 450 = Easy]
No. 01 Kalanos – Berserker boatman [MM page 344] Challenge 2 (450 XP)

Goblin Lairs

W9. Red-blade Lair (map W9) 
Rats! [EL 900 = Medium] 
No. 12 Giant Rats [MM page 327] Challenge 1/8 (25 XP)

W9a. Guardroom [EL 300 = Easy]
No. 06 Stirges [MM page 284] Challenge 1/8 (25 XP)

W9b. Strongroom [EL 600 = Medium]
No. 06 Swarm of Rats [MM page 339] Challenge 1/4 (50 XP)



W10. Viper Lair (map W10) 

W10b. Barricade [EL 875 = Medium] 
No. 07 Viper (Jaggadash) Goblins [MM page 166] Challenge 1/4 (50 XP)

W10c. “Last Stand”  [EL 2,400 = Deadly] 
No. 01 Viper (Jaggadash) Goblin Boss [MM pag 166] Challenge 1 (200 XP)
No. 09 Viper (Jaggadash) Goblins [MM page 166] Challenge 1/4 (50 XP)
No. 03 Constrictor Snake [MM page 320] Challenge 1/4 (50 XP)

Treasure:  potion  clairvoyance,  potion  animal  friendship   and   potion  hill  giant 
strenght 

W11 Lake of Lost Dreams (Map W11) 
 
Crossing the Lake [EL 600 = Medium] 
No. 06 Pixies [MM page 253] Challenge 1/4 (50 XP)
W11a. Pixie Village [EL 2,100 = Deadly] 
No. 14 Pixies [MM page 253] Challenge 1/4 (50 XP)

W11c. Skeleton Guardians [EL 7,800!! = Deadly] 
No. 39 Skeletons [MM page 272] Challenge 1/4 (50 XP)

W11d. Ladder Trap [Setback]
Shocking  Grasp  magical  trap.  1d8  lightning  damage  (Dexterity  ST [DC  10]  for  half 
damage. Disadvantage on ST if worn armor made of metal) 

W11e. Dart Trap  [Dangerous]
Poison Darts mechanical trap [see DMG pag. 123]. +8 bonus to hit a random target within 
10 feet. Inflicts 2(1d4) piercing damage and target hit must make a DC 15 Constitution ST 
or take 11(2d10) poison damage.  

W11f. The Mirror [EL 1,350 = Hard]
No. 02 Gargoyle [MM page 140] Challenge 2 (450 XP)

W12 Gold Mine (Map W12) 
 
Shroud Spider [EL 600 = Medium] 
No. 01 Shroud Spider [see new Monster] Challenge 3 (700 XP)

Orcs [EL Variable = N.A.] 
No. 21 Black Web (Nyy-akk) Orcs [MM pag. 246] Challenge 1/2 (100 XP)
Longsword: Melee  weapon  attack:  +5  to  hit,  reach  5  ft.,  one  target.  Hit  8  (1d10+3) 
slashing damage.  
Handaxe: Ranged weapon attack:  +5 to hit,  range 20/60 ft.  one target.  Hit  6 (1d6+3) 
slashing damage.

No. 01 Black Web (Nyy-akk) Orcs War Chief [MM pag. 246] Challenge 4 (1,100 XP)

Longsword: Melee weapon attack:  +6  to  hit,  reach 5 ft.,  one target.  Hit  13  (1d10+4 
plus1d8) slashing damage.  



Handaxe: Ranged weapon attack: +6 to hit, range 20/60 ft. one target. Hit 11 (1d6+4 plus 
1d8) slashing damage.

W12b. Miner's Quarters [EL 225 = Easy]

Vissaryon (Rock)Gnome, commoner [MM pag. 345])–Mine owner,  Challenge 0 (10 XP)
No. 08 Dwarf (Hill) miners, commoner  [MM pag. 345] Challenge 0 (10 XP)

W12c. Old Tunnels [Variable = N.A.]

y. Yellow mould. No. 01 Gas Spore  [MM pag. 138] Challenge 1/2 (100 XP)
z.  Roof  collapse  (note:  it  isn't  a  trap).   [see  DMG pag.  122])  DC 10  Investigation 
[Intelligence] check to detect it. Can't be disarmed. Can be avoided. The first creature that  
enter the area and the two nearest to him, musy succeed on a DC 15 Dexterity saving  
throw, taking 22 (4d10) bludgeoning damage on a failed save or half as much damage on  
a successful one.  

W12e. Ancient Guardians [EL 1,250 = Hard]

No. 10 Living Statues, Silver [see new Monster] Challenge 1/4 (50 XP)

W12g. Slurp! [EL 450 = Easy]

No. 01 Ochre Jelly [MM pag. 243] Challenge 2 (450 XP)

W12j & k. Smaller Caverns [EL 450 = Easy]

Orcs [EL 1,000 = Medium] 

No. 05 Black Web (Nyy-akk) Orcs [MM pag. 246] Challenge 1/2 (100 XP)
Longsword: Melee  weapon  attack:  +5  to  hit,  reach  5  ft.,  one  target.  Hit  8  (1d10+3) 
slashing damage.  
Handaxe: Ranged weapon attack:  +5 to hit,  range 20/60 ft.  one target.  Hit  6 (1d6+3) 
slashing damage.

W12l. Hidden Entrance [EL 450 = Easy]

Orcs [EL 1,000 = Medium] 

No. 05 Black Web (Nyy-akk) Orcs [MM pag. 246] Challenge 1/2 (100 XP)
Longsword: Melee  weapon  attack:  +5  to  hit,  reach  5  ft.,  one  target.  Hit  8  (1d10+3) 
slashing damage.  
Handaxe: Ranged weapon attack:  +5 to hit,  range 20/60 ft.  one target.  Hit  6 (1d6+3) 
slashing damage.

W13-W15. Tombs on the Ridge

W13. Circle of Night [EL 1,000 = Medium]

No. 05 Shadows [MM pag. 269] Challenge 1/2 (100 XP)

W13a. Entrance 



Inside the tomb is always active a bane (PH pag. 216) spell. Every character who enters 
the  tomb  must  make  a  DC  15  Charisma  saving  throw  or  be  affected  by  the  evil  
enchantment  for all the time spent inside the grave.  

W13b. Passage of Corpses [EL 450 = Easy]

No. 01 Ghast [MM pag. 148] Challenge 2 (450 XP) 

W13c. Crystal Coffin [EL 450 = Easy]

No. 01 Ogre Zombie [MM pag. 316] Challenge 2 (450 XP) 
Morningstar: Melee weapon attack:  +7  to  hit,  reach 5 ft.,  one target.  Hit  14  (2d8+5) 
bludgeoning damage
The mace is a morningstar +1, +2 vs. undead

W14. Tomb of Warriors 

W14a. Pillaged Chamber [EL 3,300 = Deadly] 

No. 02 Wyrd [see new Monster] Challenge 4 (1,100 XP) 

W15. Fool's Gold

W15c. Touch of Death [EL 1,800 = Deadly] 

No. 01 Living Rock/Ooze statue [see new Monster] Challenge 5 (1,800 XP) 

W16. Wolfskull Lair   (see Maps K and W16)

The Petrified Forest [EL 500 = Easy]

No. 05 Giant Bat [MM page 323] Challenge 1/4 (50 XP)
 
Goblin Patrol [EL 1,500 = Hard] 
No. 02 Worg [MM page 341] Challenge 1/2 (100 XP)
No. 08 Wolfskull Goblin [MM page 166] Challenge 1/4 (50 XP)

W16a. Black Rivers [EL 1,200 = Easy to Hard] 

No. 01 to 03 Swarm of Quippers [MM pag. 338] Challenge 1 (200 XP) 

Note:  there  are  three  swarm of  piranha  infesting  this  part  of  the  black  river.  They're  
located, approximately on correspondence of each letter a on the map. When a swarm  
hits a prey and blood fills the water, the other swarms arrive as soon as possible. 

W16c. Guardroom [EL 1,500 = Hard] 
No. 02 Worg [MM page 341] Challenge 1/2 (100 XP)
No. 08 Wolfskull Goblin [MM page 166] Challenge 1/4 (50 XP)

W16d. Wolf Pens [EL 1,200 = Hard] 



No. 06 Worg [MM page 341] Challenge 1/2 (100 XP)
W16e. Prison Guards [EL 1,375 = Hard] 
No. 01 Goblin Boss [MM page 166] Challenge 1 (200 XP)
No. 07 Wolfskull Goblin [MM page 166] Challenge 1/4 (50 XP)

W16f. Cell  
No. 01 Babushka, commoner [MM page 345] Challenge 0 (10 XP)

W16g. Chief's Chamber [EL 2,000 = Deadly]
No. 01 Kloss (king goblin) [see new monster] Challenge 2 (450 XP)
No. 02 Wolfskull Goblin Bodyguards (Boss) [MM page 166] Challenge 1 (200 XP)
No. 03 Wolfskull Goblin [MM page 166] Challenge 1/4 (50 XP)

Note: substitute potion of delusion with a potion of poison [DMG pag. 188] and shield +2  
with a shield +1 (worn during battle by Kloss for a total AC 18).

W16i. Hollow Log [EL 2,000 = Deadly]

Trap door [see DMG pag. 122]) DC 10 Investigation [Intelligence] check to detect it. Can't 
be disarmed. Can be avoided. The first creature that enter the area must succeed on a DC 
15 Dexterity saving throw, or fall to the river (and the piranha! See W16a below).  

W16j. Hobgoblins' Room [EL 500 = Easy]
No. 08 Giant Weasel [MM page 329] Challenge 1/8 (25 XP)

W16k. Vlack's Room [EL 1,200 = Medium]
No. 03 Thouls [see new monster] Challenge 1 (200 XP)

Petrified crashing branch trap  [see DMG pag. 122])  DC 15 Investigation [Intelligence] 
check to detect it. DC 15 to disarm it. All creatures in the room must succeed on a DC 15 
Dexterity saving throw or take 4d10 points of damage (or half on a successful save).  

Note: substitute the 5 arrows +2 with 5 arrows +1.



W17. Wolves' Den   (see Maps K and W17)

Wolf Pack [EL Variable = (Probably) Deadly]
 
No. 01 Bailakask, female Werewolf [MM page 211, hp 68] Challenge 3 (700 XP)
No. 01 Kalkask, young male Werewolf [MM page 211, hp 48] Challenge 3 (700 XP)
No. 11 Wolf [MM page 341] Challenge 1/4 (50 XP)

Note: If  Bailakask is killed by PCs half the wolves of the pack remained alive will flee 
away. Kalkask instead will fight to the death. The other wolves survived will flee after the 
young werewolf's death.



Chapter 3: Ruins of Xitaqa  

River Crossing [EL 1,562 = Hard]   

No. 01 Reaver of the Iron Ring [Bandit Captain MM page 344] Challenge 2 (450 XP) 
No. 07 Hounds of the Iron Ring [Bandit MM page 343] Challenge 1/8 (25 XP) 

No. 08 Riding Horses [MM page 336] Challenge 1/4 (50 XP)
A Wild Welcome [EL 1,000 = Medium]
No. 05 Rock Baboon [Ape, MM page 317] Challenge 1/2 (100 XP)

The Street of Xitaqa [EL 1,375 = Hard]
No. 05 Yellow-fang Goblin [MM page 166] Challenge 1/4 (50 XP)
No. 03 Rock Baboon [Ape, MM page 317] Challenge 1/2 (100 XP)

The High Ground [EL 1,000 = Medium]
No. 08 Giant Bat [MM page 323] Challenge 1/4 (50 XP)

Minor Buildings (B.G.S.E) [EL Variable = N.A.] 

B. Wild Baboon Lairs [EL 1,000 = Medium]
No. 05 (2d4) Rock Baboon [Ape, MM page 317] Challenge 1/2 (100 XP)

G. Goblin Lairs [EL 50 to 1,625 = Easy to Deadly]
(80% chance) No. 2-5 (1d4+1) Yellow-fang Goblin [MM page 166] Challenge 1/4 (50 XP)
(50% chance) No. 1-4 Rock Baboon [Ape, MM page 317] Challenge 1/2 (100 XP)

Yellow-fang Headquarters (X1, X2 e X3) 



X1 e X3 Front and Rear Lobbies [EL 1,000 = Medium] 
No. 08 Yellow-fang Goblin [MM page 166] Challenge 1/4 (50 XP)

X2 Hall [EL 2,750 = Deadly] 
No. 01 Plak (king goblin) [see new monster] Challenge 2 (450 XP)
No. 02 Yellow-fang Goblin Bodyguards (Boss) [MM page 166] Challenge 1 (200 XP)
No. 05 Yellow-fang Goblin [MM page 166] Challenge 1/4 (50 XP)

GOLTHAR'S TOWER   [EL 300 = Easy]
No. 03 Giant Bat [MM page 323] Challenge 1/4 (50 XP)

X4 - X5 Plaza and Entrance Hall [EL 1,000 = Medium] 
No. 05 Bloodhead (Vlackkag) Hobgoblin [MM page 186] Challenge 1/2 (100 XP)

X6 Crypt [EL 1,350 = Hard] 
No. 02 Gelatinous Cube [MM page 242] Challenge 2 (450 XP)

X7 Old Library [EL 600 = Easy] 
No. 02 Giant Spider [MM page 328] Challenge 1 (200 XP)

X8 Vlack's Quarters [EL 700 to 2,100 = Medium to Deadly] 
No. 01 Winter Wolf  [MM page 340] Challenge 3 (700 XP)

and if still alive from encounter WE5:
No. 01 Vlack Hobgoblin King (Captain) [MM page 186] Challenge 3 (700 XP)

note:  Vlack,  the  hobgoblin  king,  has  two  “pets”  but  in  this  encounter  only  one  is  
encountered because the fight would be too deadly with EL 4200!!!

X10 “Empty Room” [EL 700 = Medium] 
No. 01 Minotaur  [MM page 223] Challenge 3 (700 XP)

Note:  I've  substituted  the  longsword  +1  with  a  magic  greataxe  +1 which  is  a  more  
indicated weapon for a minotaur. Its user can cast 1/day the arcane spell see invisibility

For the complete statistics of Stephan consult the NPCs section.  

X11 Art Gallery [EL 700 = Medium] 

Note: Traps on the paints have the effect of a shocking grasp spell that hit automatically.

X12 Golthar's Room [EL 700 = Medium] 
 
I've modified the treasure of Golthar. The sacks are eight and each one contains  1250 
gold pieces. Potion of delusion became  potion of greater healing (they deserve it!). I 
really do not understand why a wizard who has such an amulet don't use it to query his 
prisoners. So, he doesn't have it. For my group is time to have its first bag of holding. And 
for yours?  The jewelled silver casket (1400 gp) contains 15 gems (1x5000gp, 4x1000gp 
and 10x500) plus a  small ebony box (300gp) with the magical  silver needle and the 
golden thread. 



Chapter 4: Journey to Threshold   

Sukiskin to Rifllian 

W18. Misha's Ferry 

Misha's Bear [EL 200 = Easy]   

No. 01 Brow Bear [MM page 319, maximum hp 52] Challenge 1 (200 XP) 

Iron Ring Ambush [EL 2,000 = Deadly]   

Bors & Hermann,  N.  02 Reavers  of  the Iron Ring,   [Bandit  Captain MM page 344] 
Challenge 2 (450 XP)
No. 04 Hounds of the Iron Ring  [Bandit MM page 343] Challenge 1/8 (25 XP) 

WE7. The Slaver's Camp (Map WE7) [EL 6,800 = Absolutely Suicidal!!] 

Slavers
Rucker, N. 01 Reavers of the Iron Ring,  [Cult Fanatic MM page 345] Challenge 2 (450 
XP)
Sydnor, N. 01 Reavers of the Iron Ring,  [Bandit Captain MM page 344] Challenge 2 
(450 XP)



Sgagast, N. 01 Reavers of the Iron Ring,  [Bugbear MM page 33] Challenge 1 (200 XP)

No. 08 Hounds of the Iron Ring [Bandit MM page 343] Challenge 1/8 (25 XP) 
No. 08 Yellow-fang Goblin [MM page 166] Challenge 1/4 (50 XP)

Slaves
No. 19 human slaves,  [Commoners MM page 345] Challenge 0 (10 XP)
No. 15 Red-blade Goblin [MM page 166] Challenge 1/4 (50 XP)

note: the forces of the slavers are preponderant and a direct attack versus their camp is  
undoubtedly a suicidal one. However I left their forces substantially unchanged from the 
original module since my intent is to force the players to develop guerrilla tactics. Hopefully 
they will free the slaves so these can join them in the fight. Alternatively, if things go wrong 
for the heroes, Loshad and its "body guards" can join them.

W19. Gnomes' Ferry 

Other Visitors [EL 937.5 = Medium]   

Aksel No. 01 Reavers of the Iron Ring,  [Spy MM page 349] Challenge 1 (200 XP)
No. 07 Hounds of the Iron Ring [Bandit MM page 343] Challenge 1/8 (25 XP)

RIFLLIAN (map R)

ON TO THRESHOLD

The Mudlark and its Crew

For  Scylla  (riverboat owner/captain), use the  Thug stats. He has a longsword and no heavy 
crossbow. [MM pag. 350] Challenge 1/2 (100 XP)
The crew is composed of 10 commoners [MM pag. 345] Challenge 0 (10 XP) 

The Scange [EL 2,250 = Deadly]

Hrothgar, is a Bandit Captain [MM pag. 344] Challenge 2 (450 XP)

n.04 Scange archers are Bandits armed with short bows [MM pag. 343] Challenge 1/8 (25 XP)
n.08 Scange swordsmen are Bandits armed with short sword and shield [MM pag. 343 with AC 
14] Challenge 1/8 (25 XP)

note: If Hrothgar is killed the bandits survived will flee to their camp. Here they'll be joined 
by other 8 bandits. I maintained unchanged the treasure that the PCs can find, included 
potion of heroism. 



Chapter 5: Threshold   

At this point of the adventure is highly auspicable a "levelling up" of the party. From here 
and until the end of the adventure, this will be calibrated for 4th level PCs.  

New XP Thresholds by character level will be the following:  

Easy Medium Hard Deadly

875 1,750 2,625 3,500

  
If you play with minus than seven PCs I suggest to utilize 4th  and/or 5th level adventurers.  

 
The Town Guard [EL 2,125 = Hard]

A typical patrol is composed by a  sergeant and six guards [MM pag. 347] Challenge 1/8 (25 
XP)

For the sergeant use the stat block of  knight [MM pag. 347] Challenge 3 (700 XP) with the 
following modifiers: he has a longsword (instead of the greatsword), chain mail and shield (AC 
18).   

ARRIVAL

Regardless of the party's route (by river or land) they are hailed by Sergeant Arthol and 
eight  guards.  Arthol  is  a  veteran  even between the  other  sergeants  and fight  with  a 
longsword +1 



Fogor Isle [from EL 1,000 = Medium to EL 2,000 = Hard]  

(1d4+4) Thugs [MM page 350] Challenge 1/2 (100 XP)
note: these thugs are equipped with shortsword (1d6+2) piercing damage and throwing 
daggers (1d4+2) piercing damage.  

Day [from EL 1,000 = Medium to EL 900 = Medium]  

For the 12 Stevedores use the Bandits stat block [MM page 343] Challenge 1/8 (25 XP) 
that  are  equipped  with  daggers  or  clubs,  instead  of  scimitar,  for  1d4+1  piercing  or  
bludgeoning damage. Attacking the stevedores attracts the attention of further ones that 
will arrive at a rate of 1d6 each round for 10 rounds. At the end of the tenth round will  
arrives even a guard patrol to “escort” the party off the isle. 

TE5. Through the Alleyways, TE6 Ambush and TE8 The Wererat Hideout 
[from EL 1,000 = Medium to EL 900 = Medium]  

Inhabitants of the Wererat Hideout  [EL variable = N.A.]

Golther and Jolenta  are described in detail on NPCs section. 
For  Sligh,  reaver  of  the  Iron Ring use the stat  block of  a  Bandit  Captain [MM pag.  344] 
Challenge 2 (450 XP). He use a longsword instead of a scimitar and wear a chain shirt and shield 
(AC 17). 

Vokos  and  its  three  companions  are  wererat  [MM  pag.  209]  Challenge  2  (450  XP).  
Note: Vokos has 48 hp.

For the 2 Hounds of the Iron Ring use the stat block of thugs [MM pag. 350] Challenge 1/2 (100 
XP). Note: they fight with short words instead of maces.  

Substitute the 10 thugs with as many bandits [MM pag. 343] Challenge 1/8 (25 XP) that fight 
with short swords. 
   

TE7. The Crossed Swords Tavern [EL 1,800 = Hard ]

 No. 01 Troll [MM page 291] Challenge 5 (1,800 XP)

OPTIONAL EVENTS

Dogged! [EL 25 = Easy ]

No. 01 Mastiff [MM pag. 332] Challenge 1/8 (25 XP)

The Thief [EL 1,200 = Medium ]

Use the stat block of the spy [MM pag. 349] Challenge 1 (200 XP) both for the thief than 
for his two companions. 



The Beggar [EL 0 = N.A. ]

Use the  commoner [MM pag. 345] Challenge 0 (10 XP) stat block for the three urchin 
thieves. Give them a bonus proficiency of +2 on the sleight of hand and hide skill. Kill or 
beat the children make no gain experience points. 

The Bear [EL 200 = Easy ]

No. 01 Brow Bear [MM page 319] Challenge 1 (200 XP) 



Chapter 6: Towards the Black Peaks   

Through the Valley

Ghouls [EL 1,600 = Medium]   

No. 04 Ghoul [MM page 148] Challenge 1 (200 XP) 

In the tunnels [EL 2,000 = Hard]

No. 20 Giant Rats [MM page 327] Challenge 1/8 (25 XP) 

note: substitute the potion of undead control with two potion of resistance (necrotic).

The Shaman

Krasgat the Gnoll Shaman [EL 3,000 = Deadly]

No. 01 Gnoll Shaman [see new monster] Challenge 4 (1,100 XP). 
Note: she carries two potion of healing (one normal and one greater) and a  potion of 
speed.
No. 04 Gnoll [MM page 163] Challenge 1/2 (100 XP) 

Krasgat's Hut 
Note: in her hut heroes can find, inside a scroll case, many parchments  with the following 
clerical spells: bless, cure wounds, hold person, and lesser restoration, all written like 
3rd level spells. 



Fleeing Up the Valley 

VE4. Smoke and Drums Krasgat the Gnoll Shaman [EL N.A. = TPK!!!]

The gnoll war-party is composed by:

No. 01 Gnoll Pack Lord [MM page 163] Challenge 2 (450 XP)
No. 01 Ogre [MM page 237] Challenge 2 (450 XP)
No. 30 Gnolls  [MM page 163] Challenge 1/2 (100 XP)

note:  this is the whole force of the trackers. A direct assault  by the party will,  without  
doubts, cause a T.P.K. (total party killed). Instead the adventurers may opt for hack and 
slash and guerrilla tactics. 

VE5. Ambush [EL 2,875 = Deadly]

The hunting party is composed by:

No. 01 Gnoll Pack Lord [MM page 163] Challenge 2 (450 XP)
No. 07 Gnolls  [MM page 163] Challenge 1/2 (100 XP)

V1. The Gorge (Maps V & V1) 

At the moment the party arrive at the gorge, the trackers are reached by the whole Death's  
Head Gnoll's tribe fighting force. 
Their purpose, like in the original module, remain that to force the heroes into the tunnels  
that lead to the Tower on the Bridge and to a confrontation with the steel statues.
Describe to the players the gnolls' force like an overbearing one and that they'll have no 
chance to survive a battle with it. If PCs force the hand use, for the attackers, the numbers 
indicated on the original module: 40  gnolls, 2  gnolls pack lord and  3  ogres...and get 
ready to roll for new characters!  )

The hunting party is composed by:

No. 01 Gnoll Pack Lord [MM page 163] Challenge 2 (450 XP)
No. 07 Gnolls  [MM page 163] Challenge 1/2 (100 XP)

Tower on the Bridge [EL 3,300 = Deadly] 

No. 02 Living Steel statue [see new Monster] Challenge 4 (1,100 XP) 

note: I've substitute the wand of polymorph and the magical scroll present on the room's 
floor  by  a  wand  of  magic  missiles.  I  find  it  more  in  line  with  the  low  level  magic 
philosophy of 5th edition.   

The High Road [ref. VE6. Stream, Ve7. Broken Road, VE8. Rockfall and VE9. Narrow 
Road] 

note: In the original module there's rules to resolve this "route accidents". I've not made a 
conversion even of these aspects of the game. I'd prefer to let my players resolve them 
with intuition, smart and brilliant ideas instead of simple game mechanics.



V2. The High Bridge  [EL 1,350 = Medium] 

No. 02 griffons [MM pag. 174 ] Challenge 2 (450 XP) 

note: the first round that the horses hears the griffons' scream they go panic. Each horse 
needs and Animal Handling check [DC 15] to calm down. Each subsequent round the 
check can be made until control of the horse is regained. If horse and rider are on the  
bridge and the check is failed by 5 points or more the horse must succeed on a Dexterity 
saving throw [DC 10 ] to avoid to fall from the bridge. A natural "1" on the check means an  
automatic fall of the horse. The griffons dive on their prey at the end of second round. 

V3. Fallen Bridge (Map V3) [EL 1,350 = Medium] 

Giant Lizard 
 
No. 01 (tuatara) huge lizard [see new monster] Challenge 3 (700 XP) 

Mountain Rattler

No. 01 poisonous snake [MM pag. 334 ] Challenge 1/8 (25 XP) 

V4. Gateway to Hutaaka (Map V4)  

The Gates [EL 5,400 = (more than) Deadly]

No. 02 Living Rock/Ooze statue [see new Monster] Challenge 5 (1,800 XP)

note: remember that showing the magical needle to the living statues stops their attacks!

No. 12 ravens [MM pag. 335] Challenge 0 (10 XP) that fly away at first sight of peril. 



Chapter 7: The Lost Valley of Hutaaka   

Meeting the Inhabitants

Traldar [EL 2,375 = Hard]

No. 08 Traldar Warrior [see new Monster] Challenge 1/2 (100 XP)
No. 01 Traldar Vocal [see new Monster] Challenge 1/2 (100 XP)
No. 01  Giant foot-pad lizard   [MM pag. 326:  giant lizard with  the spider climb trait  ] 
Challenge 1/4 (50 XP)

Hutaakans  [EL 2,500= Hard]

No. 04 Hutaakan priest  [see new Monster] Challenge 1/2 (100 XP)
No. 06 Hutaakan warrioris [see new Monster] Challenge 1/2 (100 XP)

Inter-tribal Warfare

HE1. Hutaakan Ceremony 

… with the Hutakaans [EL 3,400= Deadly]

No. 12 Skeletons  [MM pag. 272] Challenge 1/4 (50 XP)
No. 05 Zombies [MM pag. 316] Challenge 1/4 (50 XP)

… with the Traldar [EL variable = N.A.]

No. 01 Kforedz  [see NPG] Challenge 3 (700 XP)
No. 11 Hutaakan priests  [see new Monster] Challenge 1/2 (100 XP)

note: if  PCs decide to attack by night they arrive just in time to see  Kforedz and her 
priestesses fight the undead. If PCs attack after that fight the hutaakans flee. 

If they attack by day (at dawn) with the party will be a Traldar's raiders company composed 



by 8 warriors, a vocal and nine foot-pad lizards. Even in this case the hutaakans try to 
escape to save their lives.

HE1. Restless Dead 

Undead attackers..

..uncoordinated mob [EL 2,100= Hard]

No. 07 Skeletons  [MM pag. 272] Challenge 1/4 (50 XP)
No. 07 Zombies [MM pag. 316] Challenge 1/4 (50 XP)

..controlled squad [EL 2,875= Deadly]

No. 01 Wight  [MM pag. 300] Challenge 3 (700 XP)
No. 06 Skeletons  [MM pag. 272] Challenge 1/4 (50 XP)
No. 03 Zombies [MM pag. 316] Challenge 1/4 (50 XP)

The Final Solution 

Hutaakans

H3. Vault of the Elder [ EL 1,800 = Hard ]

note: the hutaakan priests give the adventurers a rod which has engraved the spell knock. 

No. 01 Wraith  [MM pag. 302] Challenge 5 (1,800 XP)

note: I've substituted the special ghoul(!?) with a wraith. 

Traldar

H4. The Singing Pool [ EL 2,300 = Hard ]

note: I've substituted the two rhagodessa with a single wyvern. This “important” change is  
due at the possibility to challenge the heroes without necessarily create a new monster but 
respecting the nature of the night's prowler. Wyvern will not fight to the death, instead it will  
flee when reduced to half its hit points.    

No. 01 Wyvern  [MM pag. 303] Challenge 6 (2,300 XP)

TEMPLE OF PFLARR 

H5a. Vestibule [ EL 1,800 = Hard ]

No. 06 Skeletons  [MM pag. 272] Challenge 1/4 (50 XP)
No. 06 Zombies [MM pag. 316] Challenge 1/4 (50 XP)

H5b. Main Temple [ EL variable = N.A. ]

No. 02 Living Statue, Jade  [see new monsters] Challenge 3 (700 XP)



note: the statues move to attack only if the party touches the altar or the large statue of  
Pflarr. 

Four grey ooze live on the pit walls. Only if disturbed the oozes will slither out of the pit to  
attack.

No. 04 Gray Ooze  [MM pag. 243] Challenge 1/2 (100 XP)

After few minutes are spent by heroes inside the temple they will be joined by a group of  
undead sent by one of the undead master.   
No. 08 Skeletons  [MM pag. 272] Challenge 1/4 (50 XP)
No. 03 Zombies [MM pag. 316] Challenge 1/4 (50 XP)

H5c. Robing Rooms [ EL 2,100 = Hard ]

No. 02 Wight  [MM pag. 300] Challenge 3 (700 XP)

H5d. Secret Passage [ EL 1,800 = Hard ]

No. 01 Wraith  [MM pag. 302] Challenge 5 (1,800 XP)

note: the spirit of the High Priestess of Pflarr rise like an undead spirit: a  wraith. Once 
defeated, near the remain of her body, PCs can find her ancient armor (plate +1), her 
khopesh +1, a  potion of levitation and a tube with  scrolls of cure wounds (4th level 
slot), revivify and remove curse.

H5f. Antechambers [ EL 1,950 = Hard ]

No. 08 Skeletons  [MM pag. 272] Challenge 1/4 (50 XP)
No. 05 Zombies [MM pag. 316] Challenge 1/4 (50 XP)

H5h. The Crypts [ EL 2,000 = Hard ]

No. 01 Wight  [MM pag. 300] Challenge 3 (700 XP)
No. 04 Skeletons  [MM pag. 272] Challenge 1/4 (50 XP)
No. 02 Zombies [MM pag. 316] Challenge 1/4 (50 XP)

note: into the large and ornate sarcophagus rest a mummy. It attacks only if disturbed.

No. 01 Mummy  [MM pag. 228] Challenge 3 (700 XP)

H5i. Treasure Room [ EL 2,000 = Hard ]

Treasure of Hutaaka is composed by:

a. 5 large, iron-bound chests each containing 5.000 gp (ancient Hutaakan coniage). One 
of the chest is protected by a trap that requires an Intelligence (Investigation) DC 15 check  
to detect it and a Dexterity (DC 15) check to remove it. If triggered the trap will fill the room 
with poisonous gas that requires a Constitution saving throw [DC 15] to half  the 4d10 
poison damage.

b. In the center of the room is a large ebony throne with numerous precious and semi-



precious stones (total value of 2.500 gp). The throne itself is too heavy to lift and transport 
(however if the PCs find a way to do so it has a total value of 10.000 gp)an engraved gold 
and platinum coronet, studded with sapphires (value 4.000 gp)

b. a bag of holding

d. a rod of absorption (that has already absorbed 25 levels of energy and that actually 
stores 5 levels of spell) 

e. a scarab of protection (with only three charges left) 

f. under a table and covered by a fading tapestry are 70 silver ingots (value 75 gp each)  
and 60 bars of electrum  (value 375 gp each)

g. scattered round the floor are 20 gems each worth 200 gp

CATACOMBS OF KARTOEBA

Inside the catacombs roll (1d4) for a random encounter every half-mile travelled. With a 
result of “1” an encounter occurs:

Roll again (1d3)

#1. No. 01 Black Pudding  [MM pag. 241] Challenge 4 (1,100 XP)
#2. No. 01 Ochre Jelly [MM pag. 243] Challenge 2 (450 XP)
#3. No. 01 Carrion Crawler  [MM pag. 37] Challenge 2 (450 XP)

H6b. Kartoeba's Lair [ EL 2,900 = Deadly ]

No. 01 Kartoeba  [see new monster] Challenge 7 (2,900 XP)



NEW MONSTERS





































(OPTIONAL) LAIR ACTIONS

On initiative count 20 (losing initiative ties) the Kartoeba take a lair action to cause one of  
the following effects (Kartoeba can't use the same effect two rounds in a row):

Kartoerba can force another save for its frightful presence (even on those who previously 
have passed a normal check)

Magical darkness spread from a point the Kartoerba chooses within 60 feet of it filling a 
15-feet-radius sphere until it dismisses it as an action, use another lair action or die.

One of its severed tentacle regrows and Kartoeba regenerate 30 hp (this ability can be 
used only once between rests). 














