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You have agreed to help the dwarven scholar Bjorn Amberclan retrieve a 
legendary orbstone from a fanatic, dragon-worshipping cult.

Using stealth and deception, you must infiltrate the cult and try to steal the 
orbstone without rousing any suspicion.

But the road is dangerous, the cult’s lair is closely guarded – and their leader 
has prepared a deadly surprise.

Pack your sword. Bring your spellbook. Pray to your gods. 
Can you infiltrate the cultists’ lair without getting caught?
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about this adventure
The Quest for the Last Orbstone is an adventure 
for the world’s greatest roleplaying game (5e). It 
is designed for a group of three to five 8th-level 
characters and can be played as a one-shot episode 
or as part of the Rise of the Ice Dragons trilogy.

This adventure can be used in any campaign that 
features a region with caves or cold weather.

featured content

 ➛ Open adventure with different quest paths.

 ➛ New monster: Screeching harpy.

 ➛ Detailed NPCs with background descriptions.

 ➛ New unique magic item: Arcane Bracers.

 ➛ Legend & Lore: The Disciples of the Dragon.

 ➛ Original full-colour maps and illustrations.

additional downloads
Maps, VTT tokens, and handouts for the adventure 
can be downloaded here: http://midnight-tower.
com/additional-downloads-tqftlo/ 

synopsis
The characters are currently in Northwind Gate, a 
large town that is famous for its extensive library. They 
are helping the dwarven scholar Bjorn Amberclan, 
who is searching for three legendary orbstones. 
The quest has to be kept secret, and the orbs must be 
found before they end up in the wrong hands. 

The adventure begins when Bjorn learns that 
one of the orbstones is in the possession of a cult 
not far from Northwind Gate. What the characters 
don’t know is that this information has been 
planted by the leader of the cult and it is a trap. 

On the way to the cultists’ cave, the characters 
encounter a group of screeching harpies (a new 
type of monster introduced in this adventure) 
feasting on a dead ancient silver dragon. 

5

OVERVIEW

There are two different routes that lead to the 
cultists’ lair: One runs through a dale and the 
other follows the bridle path. If the characters 
continue through the dale, they encounter a 
raging, hungry ettin. However, if the characters 
decide to travel along the bridle path, they meet 
a group of amateur actors who pose as hags and 
demand payment for crossing a bridge.

Once the characters have reached the cultists’ 
lair, they can search through the cave system 
using stealth, deception, and disguises. The 
orbstone is located at the inner sanctum. 
However, the cult leader is aware of the 
characters’ approach and waits for them in a 
devious ambush…

how to run this adventure
This is primarily a stealth and deception-based 
adventure. The main quest for the characters is to 
find the legendary orbstone by sneaking through 
the cultists’ lair. The cave system is full of rooms 
and cultists.

If the characters are careless and reveal 
themselves, the cultists can raise the alarm and 
overwhelm them. Therefore, it is important that 
the DM highlights the dangers of a reckless 
direct assault on the cultists, as this could 
quickly become deadly for the party. The DM 
can encourage the characters to use stealth, 
deception, and disguises to infiltrate the cult and 
promote roleplaying. 

The most important part of the adventure is to 
have fun while trying to sneak through the cultists’ 
lair and steal the orbstone!

http://midnight-tower.com/additional-downloads-tqftlo/
http://midnight-tower.com/additional-downloads-tqftlo/
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the dragon’s scheme
Isdrekin needs three magical orbstones to open a 
permanent portal to the Plane of Ice and summon 
other ice dragons. These orbstones have been 
lost for centuries, but they have recently been 
found and two of them are in the possession of the 
characters and the scholar Bjorn Amberclan.
At present, the characters are helping Bjorn 
search for the last orbstone. 

if the characters haven’t played the 
previous adventure in the trilogy
The characters have agreed to help the dwarven 
scholar Bjorn Amberclan, who is a cousin to 
or childhood friend of one of the characters. 
Bjorn searches for three magical orbstones. The 
orbstones are dangerous in the wrong hands, so it is 
important that the characters work in secrecy. 

Bjorn has already acquired two of the 
orbstones, and the characters have agreed to help 
him find the last orbstone.

BEFORE THE ADVENTURE BEGINS

background
The Disciples of the Dragon is a fanatical cult 
that worships dragons and is led by a powerful 
archmage called Lavinia Voiera.

Around a year ago, Lavinia discovered 
information about The Pact, a legendary orbstone 
that was used to seal off a permanent portal to 
another dimension. She sent a group of cultists 
to retrieve the orbstone from the Silent Woods 
in Buckwild. By using the orbstone during a 
ritual, Lavinia opened a temporary portal and 
summoned Isdrekin Nixius, an ice dragon, to the 
Material Plane.

The ice dragon and Lavinia are collaborating 
and aim to bring more ice dragons into the realm 
and enslave Eastern Farraway. Lavinia blindly 
follows the dragon’s bidding and secretly hopes to 
one day carry his child. 
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the messenger
The characters and Bjorn are sharing a meal 
together during the afternoon, when a young boy 
with scruffy black hair darts between the tables, 
as if searching for someone. His face brightens 
when he spots Bjorn.

The boy makes his way to the characters and 
addresses Bjorn.

CHAPTER 1: IN NORTHWIND GATE

he characters are currently in 
Northwind Gate, a town with a 
population of around 4,000 people. 
The town is located a couple of weeks 

of travel northeast of Winterhold in Eastern 
Farraway. It is renowned for its extensive library, 
the Seven Keys Library, that contains a huge 
number of rare books. 

the adventure begins
The characters meet Bjorn at The Wanderer’s 
Wand, a comfortable inn where they are staying. 
The inn is managed by a half-elf called Vadena 
Ljung and her wife, Mirrelion, who is a ranger.

The Wanderer’s Wand is a two-storey building 
with high ceilings and exposed beams. Most wooden 
features, such as beams, balusters, and newels, are 
skilfully carved into climbing ivy, and on the walls 
there are large landscape and forest paintings. 

Bjorn has spent the last couple of days 
alternatively at the library and in his private room 
upstairs, where stacks of books, scrolls, and maps 
threaten to spill from his table.

“Letters for you, sir,” the boy says and 
hesitates before he adds, “If your name is 
Bjorn Armourclan, that is?”

“Does the letter perhaps say ‘Amberclan’?” 
Bjorn asks kindly. 

“I’m not sure, sir.” The boy frowns as he 
reads the envelope slowly and mouths the 
words. His face brightens again. “It does say 
‘Amberclan’! You were right, sir.”

The boy hands Bjorn two letters, one from 
Winterhold and one from the Department for 
Higher Education in Northwind Gate.

“Thank you, my lad.” Bjorn gives the boy a 
couple of coins in exchange for the letters. 

“You are welcome, sir!” The boy makes a 
clumsy bow before he leaves.
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a mixed bag of news
Bjorn reads the letter that is from his hometown 
of Winterhold, and a deep frown settles on his 
forehead. He mentions briefly that the letter 
concerns his old mentor Edna Hellmund, who has 
fallen ill. It is obvious that Bjorn is deeply troubled 
by the message. 

The letter is signed by Ian von Boulderstock, a 
scholar with whom Bjorn is close friends again, after 
years of intense rivalry. 

Bjorn sighs and opens the next letter. Immediately, 
he looks more cheerful. 

According to the letter, one of the orbstones is in 
the possession of a cult called the Disciples of the 
Dragon that devotedly worships dragons. The letter 
contains detailed information about how to find the 
cult, which is located in the mountains a couple of 
days’ journey from Northwind Gate.

unreliable authors
Both of the letters are forged. They were written 
by the cult’s leader, Lavinia Voiera, who hopes 
to lure the characters away from Northwind 
Gate and into the cultists’ secluded lair. Once 
the characters have found their way to the cult, 
Lavinia plans to spring a trap, kill the characters, 
and claim all three orbstones. 

a most useful book
Bjorn digs through his heavy leather book bag that 
he always carries around and reveals a thick book. 
The title reads Forgotten Legend and Lore in 
the North Star Region (fourth edition) by Shyael 
Amarallis. He licks his thumb and leafs through it. 

After a few minutes of mumbling and adjusting 
his thin glasses, Bjorn has more knowledge about 
the cult, which is of a more sinister nature. See 
chapter 8 for more information about the cult.

fear the fanatics
Bjorn explains that the number of cult members 
or how dangerous they may be is unknown. 
He warns that obtaining the orbstone through 
brute force will be highly dangerous, and instead 
proposes that the characters should use stealth 
or infiltration to reach the cult’s inner sanctum, 
where the orbstone most likely is kept. 

The book also mentions that the cult has 
a reputation for hiring sell-swords to kidnap 
innocent travellers, who later are brainwashed 
and become zealous cultists. 

Bjorn asks the characters if they can help 
him retrieve the last orbstone and offers them a 
reward of 100 gp each. As his adventuring days 
are over, Bjorn says that he will stay behind and 
continue his research in Northwind Gate. He also 
suggests that the characters should bring the two 
orbstones that he has in his possession, as he is 
unable to protect them.

“At last, some good news!” Bjorn exclaims 
before he lowers his voice. “I have been 
in contact with a colleague called Irrin 
Hillstone. We studied together many, 
many years ago. Irrin is a great scholar 
and specialises in the history of legendary 
items. I contacted him a couple of days ago 
and very discreetly asked him about the 
orbstones. Apparently, he knows a great 
deal about them – and even better, he knows 
where we can find one!”
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plotting the route
There are two different paths that lead to the 
cultists’ cave. Each has its own risks, challenges, 
and rewards.

path 1: through the dale

path 2: along the bridle path

optional: a pre-determined path
To simplify the journey, the DM can choose one of 
the routes and have Bjorn explain that it is the only 
way to reach the cultists. Alternatively, the DM can 
use both encounters.

“This road will take you to the cultists’ lair 
through the wilderness along a low, winding 
dale.” Bjorn points at a worn map on the table.

“The dale is a more secluded route, away 
from other travellers. However, journeying 
through the remote wilderness is rarely safe.”

“An alternative is to follow the bridle path.” 
Bjorn traces a dashed line on the map with 
his index finger. 

“It is a longer but more easily travelled 
road. It may be less risky when it comes 
to getting attacked by wild animals, but 
I’m not sure if it is safe at this time of year. 
Highwaymen and robbers on the road are 
not unheard of, I’m afraid.”
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CHAPTER 2: THE FALLEN DRAGON

he characters leave Northwind Gate’s 
balmy air for the wintry countryside. 
The temperature drops sharply as the 
road takes them uphill through low 

mountains and small dense forests of pine trees 
and spruce. Snow falls heavily from blue-black 
clouds above and covers the ground in a thick 
layer that makes travelling slow.

hidden details
Some of the areas in the adventure feature one or 
more details that are not immediately obvious or 
easily found. These details are marked “➛ On a 
closer look,” followed by the difficulty and ability 
check required to discover them. Sometimes the 
characters need to make multiple checks to find all 
items or hidden clues.

a strange discovery in the forest
Regardless of which path the characters choose, 
this encounter takes place during their second 
day as they travel through the woods. Read the 
following out loud to the character with the 
highest passive Perception.

The noise comes from a group of five screeching 
harpies (see chapter 10), who are feasting on the 
huge corpse of an ancient silver dragon. Their white 
and grey feathers are slick and grimy with gore, 
and their half-human faces are smeared with blood. 
The harpies squabble over the meatiest pieces that 
they find while fighting over shiny coins and gems 
that are stuck between the dragon’s scales.

As you trudge on through the deep snow, 
you hear a strange noise from farther ahead.

The dense conifer trees are burgeoning 
with snow and block your view. However, 
the noise sounds like a group of people 
quarrelling with each other in strange, shrill 
voices. The arguing is followed by a choir of 
screeching laughter. Whether it is human or 
not is hard to tell.

wreckage
The body of the silver dragon lies broken and 
twisted in the middle of a large clearing, created by 
the impact when the gigantic creature fell from the 
sky. Part of the forest has been destroyed, and trees 
have been shattered as if they were sticks. 

The dragon was slain by three white dragons 
who drove the silver dragon from its lair and 
killed it in flight. The white dragons’ attack was 
planned by Isdrekin, who is forcing white dragons 
of all ages in the area to work together to clear the 
region of other dragons. 

White dragons loathe collaboration of this kind, 
but they are in awe of Isdrekin and don’t dare to 
oppose him. The few white dragons who have 
been unwise enough to challenge Isdrekin have 
met a gruesome and bloody end. The ice dragon 
has no patience for disobedience and demands 
unfailing loyalty. 

crashing the feast
If the screeching harpies notice the characters, 
they will defend their meal with sharp beaks and 
vicious claws. Screeching harpies are malicious 
and evil and will use their flying and Screeching 
Laughter abilities to their advantage. 

The screeching harpies also attack the 
characters if they take any of the coins and gems 
that the harpies have gathered. 

curious hints
➛ On a closer look, DC 12 Investigation (Nature) 

or Wisdom (Survival): The numerous wounds 
on the silver dragon look like they were made by 
another dragon. A pair of white scales stuck in a 
cracked claw suggests that a white dragon was 
behind the attack. However, judging by the sizes of 
the bites, the silver dragon was mauled by two or 
more dragons.

➛ On a closer look, DC 12 Intelligence (Nature) 
or (History): White dragons are among the 
smallest of their kin, so it is highly unlikely that 
even a very powerful white dragon could conquer 
a silver dragon as old and large as this one. This 
means one or more dragons united to kill the 
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The dead silver dragon among the shattered trees in the snowy forest.
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silver dragon. This is surprising, as white dragons 
loathe other dragons – including their own kind – 
and usually never cooperate. If white dragons are 
joining forces with one another, someone must 
have great influence over them.

treasure
Coins and gems glitter between the silvery 
scales of the dead dragon. Together with what 
the screeching harpies left on the ground, the 
treasure adds up to 35 small gems (worth a total 
of 350 gp), 16 pp, 29 gp, 236 sp, and 2 cp.

The dragon’s body is so damaged by the attack 
and the screeching harpies’ scavenging that its 
hide is unfortunately beyond saving, unless the 
DM decides otherwise (see below).

optional: crafting
At the DM’s discretion, the characters may be able 
to salvage some of the dragon’s hide and later use 
it to create armour, bracers, or similar items. The 
DM chooses what items can be crafted. This can 
also serve as the starting point of a crafting-based 
quest to create a magical item or a set of armour.

Skinning a dragon requires patience, deft 
handiwork, and the right tools for the job. Anyone 
who would like to attempt to skin the dragon can 
make a DC 15 Dexterity check and consult the list 
below to see the outcome of their attempt. 

Modifications to the check:

 ➛ If the character has a guild artisan 
background and is a leatherworker, tanner, or 
skinner, the check is made with advantage.

 ➛ If the character is proficient with 
leatherworker’s tools and has access to a 
leatherworking kit, their proficiency bonus 
can be added to the roll. 

 ➛ If the character doesn’t have access to 
the equipment or skills mentioned above, 
improvised items (e.g. daggers, axes, or 
other objects with metal blades) can be 
used instead, but the check is made with 
disadvantage.

Outcome:

 ➛ On a result of 5 or less: Serious failure! You 
don’t salvage anything. You also stab yourself 
in the chest and take 1d6 slashing damage. 

 ➛ On a result of 6 to 14: Failure! You splash 
yourself and anyone who assists you in 
blood and broken scales, and you fail to 
salvage any useful hide. 

 ➛ On a result of 15 to 17: Success! You obtain 
enough hide for one set of larger equipment. 

 ➛ On a result of 18 or more: Success! You 
skilfully slash out what you need for one 
large and one small piece of equipment (e.g. 
one set of armour and one pair of bracers). 

 ➛ On a roll of a natural 20: Great success!  
You masterfully carve out enough hide for 
two larger pieces of equipment (e.g. two 
sets of armour). Anyone who watches you is 
impressed by your work and skills.
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CHAPTER 3: THROUGH THE DALE

oon after leaving the dead dragon 
behind, the characters arrive at a 
winding dale packed with majestic 
spruce trees covered in snow. 

Untouched knee-deep snow covers the ground, 
and long icicles droop from frozen branches. The 
dale is protected from the wind and is quiet except 
for the characters’ breathing as they venture 
forward and the occasional cry of a northern 
mountain falcon above.

After a long day’s hard journey, the characters 
come across an impressively large spruce tree and 
decide to strike camp for the night. The tree’s wide 
branches provide plenty of shelter and almost 
resemble a natural hut. 

If any character prepares some sort of food or 
eats their rations, an ettin suddenly appears and 
attacks the party.

You have struck camp and are just about to 
start eating your food when you hear a loud 
noise from the forest. There is a crashing 
sound of broken branches from the snow-
covered trees near your camp. 

The next moment, a huge, two-headed 
humanoid creature barges into your camp. 
It wields a large battleaxe in one of its great 
fists and a massive morningstar in the other. 

“Food!” one of the creature’s heads bellows 
in a deep voice. The other head adds, “Give 
us food, now!” 

The campsite where the ettin attacks.

The ettin doesn’t hesitate, but charges the 
nearest creature who is eating or handling food.
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The ettin’s two heads quarrel with each other 
throughout the fight. Each head thinks it is the 
smartest, so if the ettin’s left hand misses an attack, 
its right head makes a sarcastic remark to its left 
head, and the other way around. 

The ettin is starved after wandering aimlessly for 
days and is interested in food rather than victory. If 
its hit points are reduced to 20 or fewer, it tries to 
grab any visible food and bolts back into the woods. 

If the characters run away or hide, the ettin eats 
whatever food it sees, and searches the camp for 
more rations before it leaves.

treasure
The ettin carries a crude necklace made of a 
dried, mottled rabbit’s paw strung on a bristly 
leather cord. 

The talisman is magic and has 1d4 + 1 charges. 
If you wear the necklace and roll a natural 1 on a 
d20 when making an attack roll, ability check, or 
saving throw, you can expend one charge to re-roll 
the die. You must use the new roll. When all the 
charges have been used, its magic dissipates with 
a tinkling sound (the talisman doesn’t recharge).

Optional: At the DM’s discretion, it might be 
possible to find a wizard who can recharge the 
talisman, perhaps in Northwind Gate. The DM 
decides which components the character needs to 
provide and the cost for the service.

The ettin also carries a small leather purse that 
contains 3 cp, flint and steel (wrapped in a dirty 
rag), and a smooth stone with a tiny fossil in the 
shape of a small lizard-like creature.

rabbit’s foot
talisman
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CHAPTER 4: ALONG THE BRIDLE PATH 

he characters follow the old bridle 
path through copses of tall pine trees, 
around small frozen lakes, and through 
snow-covered mountains. The biting 

wind is relentless, and the snowfall is persistent.
On the second day of travel, the wind has calmed 

down and the characters reach an old stone bridge. 
Close to the bridge is a small, sagging two-person 
canvas tent. Next to the tent stands a crude rack 
made by sharpened sticks from which dead frogs 
hang upside down on several strings. On the other 
side of the tent, a large iron pot is suspended from a 
wooden tripod over a campfire. Green smoke wells 
out from the pot and slowly spreads over the snowy 
ground before it disperses. The smell is disgusting.

If the characters approach the bridge, three hunched 
green-skinned creatures with long dirty hair and in 
tattered dresses emerge from under the bridge. 

“Stop there, foolish and nice-tasting humans,” 
croaks one of the bent crones and squints at 
the characters. She has two prominent warts 
on her crooked nose. “We are the hags who 
own this bridge, and you may go no farther.”

“Indeed, this is our bridge now,” the shortest 
hag says in a high-pitched voice. “Because we 
killed the troll that lived here with our foul but 
powerful magic!”

“Anyone who wishes to cross the bridge 
must pay us handsomely.” The third hag 
grins, revealing crooked, blackened teeth. 
“Or be cursed by dark magic!” 

“Will you pay, or must we turn you into slimy 
little frogs?” demands the hag who spoke first.

The old bridge where the so-called witches have struck camp.
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putting on a ploy
The three creatures are not hags but two humans 
and a half-orc in disguise. They are former 
members of Lord Warblington’s Outstanding 
Theatre Company, but left the theatre company 
after an intense argument with the theatre group’s 
manager, who in a fit of rage fired everyone. 

Short on both coin and scruples, the actors 
have invented this ruse to lighten the purses of 
merchants and other travellers.

is this a hag i see before me?

Several details might reveal to the characters 
that they are not confronted by true hags. Most 
blatantly, the “hags” are very well-spoken and 
deliver their threats with a certain theatrical flair. 
However, there are several additional clues that a 
sharp-eyed character may notice.

The DM should only have the characters make 
the following checks if they explicitly ask to take 
a closer look at the hags.

➛ On a closer look, DC 18 Wisdom 
(Insight): Something about the hags’ 
choice of words makes them sound 
unconvincing.

On a result of 25 or more: You have 
met real hags before, and they never 
speak like this!

➛ On a closer look, DC 15 
Wisdom (Perception): While 
the hags’ clothes are shabby, 
the mended patches look 
like they were added for no 
real reason. What’s more, 
all three hags wear rather 
nice boots underneath 
their tattered dresses.

On a result of 25 or more: 
Two of the hags are humans 
wearing green makeup, and one of 
them is a man!

➛ On a closer look, DC 14 Intelligence (Nature): 
The hags look scruffy and dirty, but their tent is 
surprisingly clean and intact.

On a result of 25 or more: The dead frogs are 
clearly not real, and the green smoke from the 
pot is created by boiling rotten fish and coloured 
gnomish fog stones.

development
If the characters are fooled by the ploy, the “hags” 
will demand a payment (after some squabbling) 
of 10 gp from each character for the privilege of 
crossing the bridge. 

If the characters question the actors about their 
appearance, the actors will continue to insist that 

they are real hags and pretend to be 
deeply insulted. However, if the 

characters challenge the actors 
more forcefully, the actors 

quickly admit to their ruse. 
The dubious actors are keen 

to avoid fighting and plead for 
forgiveness in a theatrical manner. 

Should this not be enough, they will 
attempt to bribe the characters with 4 gp 

to keep quiet about the whole affair. 
If the actors are attacked, they 

instantly flee. While they dislike violence, 
all three have practised stage fighting 

and use the statistics of bandits if they are 
forced to defend themselves. They keep 

their scimitars nearby within easy reach. 

treasure
If the characters kill the actors (or in any 
other way obtain their valuables) and 
search the camp, they find a total of  
26 gp, 15 sp, 45 cp, a fine lute (worth 25 
gp), three serviceable scimitars, a chest 
with various theatre costumes (worth 
10 gp), a disguise kit, a deck of cards, 
and four bottles of cheap red wine 
(worth 10 sp each).
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The cultists habitually walk around with bowed 
heads to show respect for their deity and proper 
deference to their superiors, which gives them 
disadvantage on Perception checks. This habit also 
gives the characters who have access to a cultist 
robe a chance to pose as members of the cult.

The DM has complete freedom to decide how 
effective these various approaches are, and which 
other methods that the characters could try to use 
to gain entrance and search for the orbstone.

inside the lair
During the daytime, most cultists are busy with 
chores, praying, or preparing for dusk and dawn 
ceremonies. After dinner, many rests in their 
sleeping quarters, while other cultists quietly talk 
to the kidnapped prisoners in the cells, read in the 
library, or repent for various slights against the 
cult’s rigid rules by self-flagellation. 

daily schedule 
The cultists adhere to a strict timetable, and the 
cultists’ lair is often busy. At the times below, 
all members (except for Lavinia and her loyal 
doppelgangers) gather in a specific location. Each 
gathering usually lasts for around 30 minutes, 
except for the 6 o’clock prayers in the ceremonial 
chamber that last for 1 hour.

CHAPTER 5: THE CULTISTS’ LAIR

he cultists’ lair is a series of 
interconnected natural caves at the 
foot of a large mountain. Following 
the directions provided by Bjorn, the 

characters find a hidden path that takes them 
close to the entrance.

The door to the cultists’ lair is situated roughly 
100 feet from where the clearing begins. A one 
foot-deep layer of snow covers the ground, which 
is crisscrossed by footprints as the cultists have 
left the cave to gather wood in the forest, set 
simple traps, or cared for their farm animals.

entering the cultists’ cave
The characters can gain access to the cultists’ lair 
in several different ways. For example by:

 ➛ Presenting themselves as sell-swords who 
are bringing new prisoners. 

 ➛ Creating a diversion to confuse the guarding 
cultists and make their way inside using stealth.

 ➛ Using magic, e.g. to scout the cave system 
in advance or to sneaking in while invisible. 

 ➛ Obtaining some of the cultists’ robes and 
using these for disguise and infiltration. 

When you are getting close to the cultists’ 
cave and peek through the thick forest, 
you see a small clearing cupped by steep 
mountainsides. Immediately across the 
clearing is a large wooden door, set at the base 
of a frost-covered, almost vertical cliff wall. 
Two figures in dark green robes with deep 
hoods stand guard on each side of the door.

Farther away to the east there is a tiny farm 
and a ramshackle shed with a small enclosure 
made from uneven stone blocks. The thick 
snow muffles all sounds, but the silence is 
interrupted every now and then by the distant 
oink of a pig as it searches for food scraps on 
the ground.

cult activities

Morning and day

6 a.m. Prayers in the ceremonial chamber

7 a.m. Breakfast in the food hall

10 a.m. Prayers in the main prayer room

2 p.m. Punishment in the flogging circle

Evening and night

6 p.m. Prayers in the ceremonial chamber

7 p.m. Dinner in the food hall

10 p.m. Prayers in the main prayer room

2 a.m. Prayers in the main prayer room
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Outside of the scheduled times, other cultists can 
be present at different locations. This is described 
under “Day” and “Night” in the descriptions for 
each area.

complications 
Lavinia has informed her most trusted cultists 
that she is planning to lure the characters into the 
heart of the cave, where she will trap them and 
claim the orbstones. However, many of the cultists 
are oblivious to this plan.

Roll 1d6 whenever the characters meet one or 
several cultists.

 ➛ On a result of 1 to 3, the cultists know about 
Lavinia’s plan and pretend to believe the 
characters’ explanations, regardless of how 
vague they seem. The cultists may also pretend 
not to see the characters if they are trying to 
hide. The cultists will later use the cantrip 
message to tell Lavinia about their meeting.

 ➛ On a result of 4 to 6, the cultists are unaware 
of Lavinia’s plan and react accordingly.

In addition, any of the following occurrences 
can cause cultists in adjacent rooms to grow 
suspicious and decide to investigate any ruckus. 
This doesn’t apply if there is a closed door 
between the rooms, unless the characters are 
breaking down the door.

 ➛ If the characters shout, enter combat, cast 
spells that use verbal components, or make 
other kinds of noise.

 ➛ If the characters cast loud or spectacular 
spells, such as fireball or lightning bolt.

 ➛ If the characters leave noteworthy signs 
of violence behind, such as dead bodies 
or pools of blood. While the cultists’ cave 
is kept impeccably clean, it happens that 
new cultists who are not yet completely 
brainwashed try to escape. These are usually 
caught and brought back to their prison cell. 
This means that if any cultist finds a couple 
of random bloodstains, they are much more 
likely to fetch a cleaning bucket and scrub the 
floor than raise the alarm.

raising the alarm
Be aware that if the characters decide to 
disregard Bjorn’s warnings and fight their way 
to the inner sanctum, this may very well end in a 
total party kill. The cultists will sound the alarm, 
and a magical signal will ring through the cave 
system. This will immediately alert all other 
cultists in the complex, as well as Lavinia and her 
doppelgangers. Lavinia will gather her orbstone 
and, together with the doppelgangers and cultists, 
attack the characters directly.  

areas
The cult is dedicated to a frugal and an ascetic 
way of life, and therefore most walls are rough 
and bare. Flickering and hissing torches and 
simple candles provide the only illumination. 
All furniture is exceedingly simple, clean, and 
vigorously scrubbed. The air is damp and smells 
of smoke, wet wool, and boiled cabbage. 

area 1: farm 
This meagre farm consists of a rickety shed, a 
tumbledown chicken coop, a small field, and a tiny 
enclosure surrounded by a two-foot wall of piled-up 
boulders. A skinny pig and five chickens search the 
snowy ground for food scraps inside the enclosure. 

Behind the shed, there is a plank across a 
midden pit where the cultists dispose of kitchen 
rubbish and waste that the farm animals can’t eat.

Even though the land is highly unsuitable for 
farming, the farm yields enough food to sustain 
the cult together with sparse catches from simple 
traps and berries picked in the surrounding forest. 

Day: 1d6 cultists carry out chores at the farm.
Night: The farm is unmanned, but the animals 

are present and locked up inside the shed. 

area 2: entrance
The door to the cultists’ cave is made of thick 
wood (AC 13, 30 HP). It is locked with a robust 
metal lock that requires a successful DC 15 
Dexterity (Thieves’ Tools) check to pick. 

There are two cultists on guard outside the 
entrance day and night. One of the cultists carries 
an iron key that opens the lock to the entrance 
door and the lock to the prison.
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The cultists’ lair. 1: Farm. 2: Entrance. 3: Entrance hall. 4: Main prayer room. 5: Sleeping quarters. 6: Storage.  
7: Washing area and loo. 8: Flogging circle. 9: Prison. 10: Library. 11: Lavinia’s room. 12: Kitchen. 13: Food hall.  

14: Underground stream. 15: Ceremonial chamber. 16: Trapped tunnel. 17: Inner sanctum. 18: Hidden area. 
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area 3: entrance hall
Along the walls of the entrance, there are simple 
wooden hooks for outdoor cloaks and stands for 
boots. The stone floor shows signs of frequent 
use, but it is clean.

area 4: main prayer room
This room features several rows of uncomfortable 
benches arranged in front of a speaker’s stand 
in sandstone. The speaker’s stand is lit up by tall 
burning wax candles that are placed in wrought-
iron wall sconces. Behind the stand hangs a large 
carved wooden symbol of a dragon with its wings 
spread wide. A simple cupboard and a stone basin 
filled with water are located along one wall. 

The cultists meet here several times every 
day for prayers. The cupboard contains a jug of 
water in clay, ten candles, and five simple wooden 
chalices. The water is cold but drinkable.

Day: 1d4 cultists are cleaning and preparing for 
the next ceremony. 

Night: The area is empty except for when a 
ceremony is taking place.

area 5: sleeping quarters
At night, most of the floor space is taken up 
by thin horsehair mattresses arranged in neat 
rows. During the daytime, the mattresses are 
rolled up and stored against a wall. Dozens of 
wooden boxes are stacked in tidy columns along 
shelves that cover the wall. Each box contains the 
belongings of one cultist: A bar of soap, a prayer 
book, a spare set of clothes, a wooden spoon, two 
bottles of ink, and a quill. There is no money or 
any personal effects of value in the boxes. 

Day: The area is empty.
Night: 1d6 + 5 cultists and 1d4 + 2 cult fanatics 

are sleeping heavily on the mattresses on the floor.

area 6: storage
This room contains a pile of spare mattresses, 
woollen blankets, torches, a sack with simple 
tools, five crates, and a wardrobe for linen.

area 7: washing area and loo
A bench with washing stands is located along one 
wall. On the opposite side of the room are a couple 
of portable toilet chairs. To provide some privacy, 

the toilet chairs are divided by mottled woven 
screens. A neat row of rough cotton towels hangs 
from wooden pegs on one of the walls.

Day: 1d4 cult fanatics wash their hands 
excessively and talk in hushed voices.

Night: One cultist uses a toilet chair behind the 
woven screen. The cultist leaves after 1d10 rounds.

area 8: flogging circle
Four metal racks mounted on the walls hold an 
array of canes, whips, floggers, and other tools 
designed for inflicting pain. Several long benches 
offer seating for public punishments, which take 
place on a raised stage at the far end of the room. 
A smaller area is set aside for self-flagellation.

Day: 1d4 cult fanatics are flogging themselves 
with leather floggers for penitence while mumbling 
“Repent, repent,” over and over. Another cultist is 
sweeping the floor next to them. 

Night: One cult fanatic is talking to a prisoner 
in a soothing voice about the cult’s religion and 
higher purpose.

area 9: prison
The gate to the prison has thick bars made of 
wrought iron (AC 14, 50 HP). It is locked by a 
heavy chain secured with a strong padlock (AC 25, 
40 HP) that requires a successful DC 18 Dexterity 
(Thieves’ Tools) check to pick. 

The walls are lined with rusty manacles that 
hang from sturdy chains. At present, there is one 
prisoner: Jani Herrings, a middle-aged male human 
commoner (NG). Jani wears practical travelling 
clothes and an elegant sky-blue cloak. He has dark 
rings under his eyes and a three-day stubble. 

Jani is a merchant who travels between 
Whiteport and Northwind Gate. He was 
captured by the cultists a couple of days ago. 
He is conscious and lucid, as the cult hasn’t 
yet subjected him to their brainwashing. If the 
characters free the merchant, he thanks them 
profusely. He is clearly eager to leave the caves 
and the unpleasant experience behind.

The prison usually holds abducted travellers, 
whom the cult attempts to brainwash to follow 
their religion. Cultists often come to talk to the 
prisoners about the cult’s dogma, which is part of 
their indoctrination.
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Special: If Jani is freed, he sends the characters 
a gift later on as a token of his gratitude. Two days 
after the adventure ends, the characters receive 
a heavy drawstring purse with 30 gp and a note 
that says that if the characters ever visit the town 
of Whiteport, they should go to the Travelling 
Mermaid in the Dock district, where they will be 
given free accommodation.

area 10: library
Rows of low wooden desks with built-in seats 
offer spaces for reading and scribing. Each desk 
is furnished with a small lantern that is lit only if 
the desk is occupied. The walls are covered with 
bookcases filled with prayer books and religious 
works written by cultists past and present. A 
low cupboard contains quills, ink, paper, glue, 
calfskins, and other bookbinding supplies.

This room is used for study and scholarly work. 
The air smells of lantern oil and musty tomes.

Day: 1d6 cultists and 1d4 cult fanatics are 
writing, reading, or praying in silence.

Night: 1d4 cult fanatics are reading.

area 11: lavinia’s room
A small portable altar stands on a low bench 
in front of a prayer pillow. Next to the altar is 
a wooden desk with a built-in seat and a small 
unlit lantern. On the wall near the desk is a shelf 
that holds two dozen books, journals and other 
documents. A thin horsehair mattress with a 
simple woollen blanket lies on the floor.

Lavinia leads by example and keeps her 
chamber as simple and frugal as the other rooms 
in the cultists’ lair. The books and documents on 
the shelf are her diaries and letters, and the altar 
is used for private prayers. Lavinia presently hides 
in Area 18 together with her loyal doppelgangers, 
where they patiently bide their time and prepare 
to ambush the characters.

corrupt correspondence
Among Lavinia’s letters is a rolled-up parchment 
of fine vellum. Its broken wax seal is shaped like a 
grinning skull surrounded by a ring of stars. The 
parchment contains a message in Undercommon, 
written in graceful, flowing handwriting.

If the characters can read Undercommon, they 
learn that the author of the message accepts a 
request by Lavinia to locate a magical orbstone 
said to be hidden under the town of Winterhold.

To accomplish this, the author has contacted 
someone called Shade Drez’lyn, whose soldiers 
and assassins will stop at nothing to retrieve the 
orb. The message is signed “Char Zax’pyre”. Who 
this person is remains unclear.

area 12: kitchen
A large open fireplace dominates this room. A 

low working bench contains two cauldrons 
and several pots, all thoroughly cleaned. 

Next to the fireplace is a metal basin and 
laundry rack with dark green robes 

in soggy wool. Various foodstuffs 
and pickled food in jars are stored 
on shelves in a small adjacent cave 
that functions as a larder. A crate 

in a corner is filled with potato 
peels and vegetable scraps. 

There is a natural crack in 
the ceiling that functions 
as a chimney.
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All meals are prepared here. The simple, 
unseasoned food consists mainly of oats, grains, 
potatoes, cabbage, and various root vegetables. A 
few handfuls of berries, mushrooms, or meat is 
served on rare occasions.

Day: Two cultists are preparing meals or 
cleaning throughout the day. 

Night: One cultist is hiding in the kitchen after 
stealing food. If discovered, the wide-eyed cultist 
will promise to keep silent if the characters don’t 
reveal his temporary lapse of discipline. He will 
then head towards the flogging circle.

area 13: food hall
Thin jute mats provide seating by three low tables, 
placed side by side down the middle of the room. 
The floor is swept and scrubbed clean. There is a 
natural well in the northern end of the room.

This room is used for eating. Food is served twice 
a day, after the dawn and evening prayer sessions.

Day: If a meal is underway, 1d6 + 5 cultists 
and 1d4 + 2 cult fanatics sit at the tables. At 
other times during the day, 1d4 cultists are busy 
cleaning the area. 

Night: The area is empty.

area 14: underground stream
This small languid stream connects the food hall 
with the ceremonial chamber. Characters who 
succeed on a DC 15 Strength (Athletics) check 
can swim in the underground stream from one 
area to the other. The water is very cold, but not 
dangerously so.

area 15: ceremonial chamber
The naturally high ceiling and towering walls in this 
room have been whitewashed with lime. Wooden 
prayer benches are placed in a semicircle in front of 
a large altar, which is flanked by two raised pulpits 
that can be accessed by narrow staircases.

The altar contains various items for ceremonial 
use, such as incense, prayer books, and a small 
copper bell. A stone well has been dug out at the 
southern part of the room.

A large symbol of a coiled dragon, similar to 
the one in the prayer room, is mounted on the 
wall behind the altar. The symbol is illuminated 
by a flickering light from burning candles. The 
candles are placed in a circle around the symbol 
in pewter candlestick holders, which have been 
fixed to the wall.

All cultists gather here twice every day for 
communal prayers and ceremonies.

Day: 1d6 cultists are preparing for the next 
ceremony. They are vigorously scrubbing the 
stone floor on all fours.

Night: The area is empty.

area 16: trapped tunnel
This shadowy, undecorated passage allows access 
between Area 15 and Area 17.

trap
A 5-by-5-foot large section of the floor halfway 
down the tunnel is rigged with a magical trap. Any 
creature that enters this space is enveloped in 
writhing green flames that deal 2d10 fire damage.

The trap can be spotted with a successful 
DC 15 Wisdom (Perception) or Intelligence 
(Investigation) check. 

If the trap is discovered, it can be disarmed by 
casting the spell dispel magic or by scraping away 
the arcane symbols that are drawn on the floor. 
This requires an item with a sharp edge and a 
successful DC 13 Dexterity check. 

area 17: the inner sanctum
The sturdy oaken door (AC 13, 30 HP) to this 
room is locked. The lock requires a successful DC 
13 Dexterity (Thieves’ Tools) check to pick.

See chapter 6 for the description of this room.

area 18: hidden area
Lavinia and her followers wait here for the 
characters to enter the inner sanctum. Their hiding 
space is concealed by the spell wall of stone and 
blends perfectly with the wall in Area 17.
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he walls and the ceiling in the inner 
sanctum have been whitewashed 
similarly to the ceremonial chamber. At 
the far end of the room is a black floor-

to-ceiling tapestry embroidered with a symbol 
of a dragon. Two large identical chests in dark 
maple wood stand on either side of the tapestry. 
Several wall sconces and floor-standing pillar 
candleholders hold a myriad of candles that light 
up the room with a deep, orange glow.

A pedestal in white marble stands on a round 
carpet in the middle of the room. On top of the 
pedestal is a blue velvet pillow on which an 
orbstone rests. The orbstone is the size of an 
apple and glows faintly red. Flames flicker slowly 
inside the orb, casting a dim light.

traps
The inner sanctum contains several traps and 
hidden dangers.

 ➛ The left chest features a mechanical trap 
that shoots poisonous sharp needles in 
all directions when triggered. A creature 
that tries to open the chest without first 
pressing a hidden button must make a DC 
15 Dexterity saving throw, taking 2d10 
poison damage on a failed save, or half 
as much damage on a successful one. 
The trap can be spotted with a successful 
DC 18 Wisdom (Perception) check and 
temporarily disabled by pressing the 
hidden button. 
The chest is empty except for a nervous 
spider that quickly scurries away.

CHAPTER 6: THE INNER SANCTUM

 ➛ The right chest is a mimic that is using 
its False Appearance ability. The mimic 
attacks anyone who ventures 5 feet or 
closer to it. 

 ➛ The marble pedestal features a magical 
trap that is sensitive to pressure. A creature 
that touches the pedestal or removes the 
orbstone from the velvet pillow triggers 
an intense burst of roaring flames. Each 
creature within a 20-foot-radius sphere 
centred on the pedestal must make a DC 
18 Dexterity saving throw, taking 8d6 fire 
damage on a failed save, or half as much 
damage on a successful one.  
The pedestal, the velvet pillow, and the 
orbstone are protected by magical means 
and remain unharmed by the trap.

 ➛ Touching the orbstone or removing it from 
the pillow also lowers an iron portcullis 
that seals off the doorway. The portcullis 
has an initiative count of 20 and takes two 
rounds before it is completely lowered.
The portcullis is made out of solid iron (AC 
12, 50 HP). It can be raised by a character 
who succeeds on a DC 15 Strength check. 
Alternatively, characters who succeed on 
a DC 12 Intelligence (Investigation) check 
figure out how to raise the portcullis by 
using the mechanism built into the wall. 
Raising the portcullis by force or using the 
mechanism takes 2 rounds.

.
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ambush
As soon as the characters interfere with the 
orbstone, Lavinia dismisses the wall of stone and 
reveals herself. 

Lavinia is a female human archmage (LE). She 
is exceedingly pale and dressed in flowing green 
robes. Her white hair is carefully braided, and she 
has colourless grey eyes. Lavinia carries a slim 
metal wand inscribed with white-glowing runes, 
and a thick open book hovers above her palm 
when she casts a spell. Two doppelgangers are 
hiding with Lavinia. 

Read the following out loud as Lavinia confronts 
the characters.

With that, Lavinia and the doppelgangers attack 
the characters. All three are fiercely loyal and fight 
to their deaths. 

friend or foe?

The doppelgangers use their action to assume 
the shapes of two of the characters while Lavinia 
talks. After one round of combat, any character 
who tries to attack a doppelganger must succeed 
on a DC 12 Intelligence check to attack the right 
creature. If a check fails, roll 1d6. On a result of 
1 to 3, the character attacks another character 
in the party. On a result of 4 to 6, the character 
attacks a doppelganger.

lavinia voiera
Lavinia Voiera is a human female 
archmage (LE) and leader of a cult that 
belongs to the Disciples of the Dragon. 
She is unnaturally pale, with long white 
braided hair and colourless greyish eyes. 
She wears low boots and a flowing green 
robe similar to that worn by all members 
of her cult. Her spellcasting focus is a 
metal wand inscribed with Draconic runes, 
and her spellbook hovers in the air above 
her palm when she cast spells.

Trait: I demand perfect obedience from 
the members of my cult, but I bow to the 
superiority of dragons. One day, we shall 
all be enslaved and free from the burden of 
independence.

Ideal: Destiny. I was destined for 
greatness. Nothing shall stand between 
me and my goals. 

Bond: I will face any challenge to win the 
approval of the ice dragon Isdrekin, and I 
aspire to carry his child.

Flaw: I am blinded by the idea of my great 
purpose and will sacrifice everything to 
achieve it.

a prodigal leader
Due to her unusual and striking appearance, 
Lavinia was left in a forest overnight by her 
tribal parents, who thought that she was 
a changeling from the Feyworld. She was 
discovered by a couple of foraging cultists, 
who believed the pale infant was a sign and 
brought her back to their lair. 

Lavinia was raised by the cult’s members, 
and she has fully embraced their dedicated 
beliefs. When she was thirteen, she killed 
the cult’s current leader in cold blood and 
took his place.

“I knew that you would come and try to steal 
the orbstone. Who do you think sent the 
false letter to your dwarven friend?” Lavinia 
says and raises her chin.

“Now meet your destiny so that I can 
fulfil mine. When I give Isdrekin all the 
orbstones, he will open a portal to the Plane 
of Ice and the ice dragons shall rise again!”
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lavinia voiera

“Now meet your destiny 
so that I can fulfil mine.”
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aftermath
If the characters defeat Lavinia, her final words 
are as follows:

treasure
Lavinia wears a heavy ring in matte silver (worth 
5 gp) shaped like a dragon. A small cotton purse 
that hangs from her sash contains 3 gp, 8 sp, 5 cp, 

“Your victory here is meaningless. Isdrekin is 
too powerful and can’t be stopped,” Lavinia 
whispers across bloodstained lips, and her 
grey eyes begin to lose focus. “The ice dragons 
shall rise, and all shall kneel before them.” 

and four green gems (worth 12 gp each). The 
levitating tome is her spellbook and contains all 
the spells she has prepared. The engraved wand is 
her spellcasting focus.

Lavinia also wears a pair of leather bracers 
inlaid with adamantine that resembles dragons’ 
scales. The bracers are magical and called Arcane 
Bracers. See chapter 9 for more information 
about these bracers.

The doppelgangers carry nothing of value but 
revert to their natural form when they die. They 
resemble wiry humanoid creatures with purplish 
skin and large yellowish eyes that lack pupils.

The dark orbstone on the pedestal is The Pact, 
the legendary orb that Bjorn is searching for. It is 
cool to the touch, perfectly smooth, and appears 
to be made of a material similar to glass.
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he characters return to Northwind 
Gate without any mishaps on their way. 

At some point during the journey 
back, the characters see a large dragon 

soar across the sky far above. Its majestic wings 
glitter in the light, and the dragon seems to be 
studying the characters before it slowly flies away 
and disappears behind the horizon.

eyes in the skies
The dragon is Isdrekin Nixius, who is spying 
on the characters from a safe distance. As the 
characters are alive, Isdrekin concludes that they 
have retrieved the orbstone from the cultists and 
that Lavinia has failed with her plan. 

an unexpected trip
When the characters return to The Wanderer’s 
Wand, the half-elf innkeeper Vadena gives them a 
letter together with an old tome wrapped in paper 
and a leather purse that Bjorn has left for them.

In his letter, Bjorn explains that he has left 
Northwind Gate after receiving news that his 
old mentor’s illness has grown worse. Bjorn 
apologises for leaving so abruptly, but says that he 
didn’t have any other choice. However, he hopes 
that the book can be of use to the characters 
during their future adventures and wishes them 
good fortune on their travels.

The leather purse contains the promised reward 
of ten platinum coins to each character.

The book is called Forgotten Legend and Lore 
in the North Star Region (fourth edition) by Shyael 
Amarallis and contains a wealth of information 
about legends and history. It is written in Common, 
but the writing is so archaic that a reader must 
have an Intelligence score of 13 or higher to glean 
any information from its pages. 

The book can improve your skill in History if it 
is studied for a minimum of four hours every day 
for one week. 

After a week of continuous studying, roll 1d6. 
On a result of 5 or 6, you gain a permanent +1 
bonus to History checks. On a result of 1 to 4, the 
text was too complicated for you to understand, 

CHAPTER 7: RETURN TO NORTHWIND GATE

but you can keep studying the book and make 
a new check again after seven more days of 
continual study have passed. (You can only get this 
bonus once from each book.)

At the DM’s discretion, if you have the book 
on your person, you may also be able to use it 
for reference to gain an additional +2 bonus 
when making skill checks that concern ruins and 
archaeological sites.

isdrekin’s deception
Bjorn’s letter to the characters is genuine, but the 
message that Bjorn received about his mentor’s 
poor health was forged and was meant to lure 
Bjorn away from Northwind Gate. 

Soon after Bjorn left town, he was kidnapped 
by Isdrekin as part of the ice dragon’s new plan to 
obtain the orbstones. 

aftermath
The characters receive a group award of 11,700 
XP for accomplishing the quest, plus additional XP 
for defeating monsters. Alternatively, the DM can 
use this as a milestone award and the characters 
gain one level.

the end
Will Isdrekin’s nefarious plans succeed? 

The adventures continue in  
Enter Drakenberg Castle, the final adventure in 

the Rise of the Ice Dragons trilogy.



www.midnight-tower.com www.midnight-tower.com

29

the disciples of the dragon
Motto: Serve with Obedience

Exactly when the cult known as the Disciples 
of the Dragon was founded is unclear, but most 
scholars agree that it was formed 450 to 500 
years ago. 

The cult was founded by Taardich Dilmazallor, 
a dragonborn sorcerer who was convinced that 
dragons were superior to all other creatures. 
Taardich regarded all dragons as magnificent 
creatures, regardless of type or alignment.

Through flattery and persuasion, he befriended 
a red dragon, who, according to all surviving 
documents, seemed amused by the mad sorcerer 
and sent him and his devoted acolytes on 
pointless quests. 

beginning of an end
Unfortunately, Taardich met a premature end when 
he attacked a storm giant in an attempt to protect 
the red dragon’s territory. This could have spelt the 
end of the cult if it hadn’t been for his acolytes. 

They brought their slain leader’s body deep into 
the Buckwild forests and placed him on an ancient 
stone table to prepare for his funeral. And lo! 
Taardich was brought back to life!

CHAPTER 8: LEGEND & LORE

However, Taardich returned from the afterlife 
with a blackened heart and mind. His cult grew 
in size, and new chapters were started in other 
locations, but their ceremonies grew more 
sinister. Their reputation became darker, and the 
members were met with suspicion. Therefore, 
most cultists began to shy away from civilisation, 
although some cults still operate in larger towns. 

The cults remain devoted to dragons and 
view them as godlike creatures. Tiamat, the evil 
goddess of all chromatic dragons, is held in the 
highest regard. All cultists envision a utopia where 
everyone is enslaved and willingly serves dragons. 

new cultists
New members are gained through abductions 
and kidnappings. The victims are brought to 
underground cells, where they are given little 
food and sleep while being constantly encouraged 
to convert to the cult’s faith. This indoctrination 
is enhanced by magical means, such as repeated 
use of the spells feeblemind, message, and 
hypnotic pattern.

Once a captive is deemed worthy to become 
a member, they undergo an initiation ceremony. 
The initiation is completed by taking a holy vow 
while surrounded by other cultists, who cast the 
spell suggestion. 

The cults don’t advocate violence beyond 
defending their secrets. However, self-flogging 
is encouraged, and corporal punishment is 
administered to members who wish to repent for 
inappropriate behaviour.

current leader
The number of cult members that belong to the 
Disciples of the Dragon is difficult to estimate. 
However, one of the cults is located near 
Northwind Gate, and it is led by Lavinia Voiera.

Lavinia recently summoned the ice dragon 
Isdrekin Nixius and currently helps him search for 
three magical orbstones. The ice dragon and Lavinia 
will use the orbstones to open a portal to the plane 
to which all ice dragons were banished millennia 
ago, and bring them back to the Material Plane.
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CHAPTER 9: NEW MAGIC ITEMS

arcane bracers 
Wondrous item, very rare (requires attunement by 
a spellcaster)

These bracers are made out of dark leather inlaid 
with adamantine that looks like dragons’ scales. 
The adamantine is jet black but glows faintly dark 
green. This glow increases when the wearer of 
the bracers is using any of the features below. The 
bracers are held together by leather cords with 
metal clasps that resemble claws.

The Arcane Bracers are considered a holy item by 
the cult the Disciples of the Dragon and have been 
handed down from leader to leader for generations. 

The bracers give the wearer the following benefits:
Ability Score Increase. Increase one of 

the following ability scores by 1: Charisma, 
Intelligence, or Wisdom. 

Arcane Talents. Choose three cantrips from 
the following classes: Bard, cleric, druid, sorcerer, 
warlock, or wizard. The cantrips don’t have to be 
from a single class. You can cast these cantrips 
at will at the spell’s lowest level. Your spellcasting 

ability for each cantrip is determined by the class 
from which it was chosen.

Magical Protection. You can use your action 
to cast the 3rd-level abjuration spell counterspell 
without expending a spell slot. Once you have 
used this feature, you may not use it again until 
you have finished a long rest.

Dragon’s Breath (1/Day). You can use an action 
to exhale a 15-foot cone of elemental energy. 
When you attune to the bracers, choose which 
type of elemental energy that you can use for this 
feature: Acid, cold, fire, lightning, or poison. 

When you use this feature, each creature in 
the area of the exhalation must make a Dexterity 
saving throw. The DC for this saving throw equals 
8 + your Intelligence modifier + your proficiency 
bonus. The damage is 4d6 on a failed save and 
half as much damage on a successful one.

The damage increases as you gain more 
experience: For each spell level gained, the 
damage of this feature increases by 1d6.
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CHAPTER 10: NEW MONSTERS

screeching harpy

Screeching harpies, also called “Fjäll harpy” 
around Northwind Gate or “Wild-vittra” among 
rangers, are known for their high-pitched, 
screeching laughter that has given them their 
name. Screeching harpies inhabit colder regions 
and can be found in mountains or pine forests. 

The screeching harpy is larger and more 
birdlike in comparison to an ordinary harpy. They 
have wings instead of arms, and the upper part 
of their head resembles that of a bird of prey. The 
wings are usually grey and white but sometimes 
purplish-black, and their hair is often long and 
white-blonde. 

Vicious, savage, and thoroughly evil, 
screeching harpies delight in torturing smaller 
creatures. They speak Common and Sylvan 
and cherish taunting their prey. They live in 
large colonies and hunt together, although 
they mainly scavenge for food. 

Generally, male screeching harpies 
are smaller than females, and due to 
aggressive fighting within the colonies, 
males have a higher death rate than 
females. Hence, colonies are often heavily 
dominated by females.

Screeching harpies collect and decorate 
their nests with shiny or glittering items 
regardless of their value. Females with the 
most elaborate nests tend to attract more 
mates and rank higher within a colony, and 
commonly kill other females to plunder their 
nests for ornaments. 



www.midnight-tower.com

32

screeching harpy
Medium monstrosity, chaotic evil

Armour Class 13 (natural armour)

Hit Points 52 (7d8 + 21)

Speed 20 ft., fly 60 ft.

STR DEX CON INT WIS CHA

15 (+2) 13 (+1) 16 (+3) 9 (-1) 10 (0) 13 (+1)

Skills Perception +4, Stealth +3 

Senses darkvision 60 ft., passive  

Perception 12

Languages Common, Sylvan

Challenge 2 (450 XP)

Keen Sight and Hearing. Screeching harpies 
have advantage on Wisdom (Perception) 
checks that rely on sight or hearing.

actions
Multiattack. The screeching harpy 
makes two attacks: One with its claws 
and one with its beak.

Beak. Melee Weapon Attack: +6 to hit, 
reach 10 ft., one target. Hit: 1d8 + 4 
piercing damage.

Claws. Melee Weapon Attack: +5 to hit, 
reach 10 ft., one target. Hit: 2d6 + 3 
slashing damage.

Screeching Laughter (1/Day). The 
screeching harpy can let out laughter so 
ear-piercing and cruel it can leave other 
creatures dumbstruck.

Every creature within 60 feet of the 
screeching harpy that can hear it must 
succeed on a DC 11 Wisdom saving 
throw or become stunned for one 
round and take 1d6 psychic damage. A 
creature that succeeds on the saving 
throw takes half of the damage and isn’t 
stunned. Creatures that cover their ears 
make saving throws with advantage. If 
a target’s saving throw is successful, 
it is immune to the screeching harpy’s 
laughter for the next 24 hours.

The screeching harpy can use its bonus 
action each turn to continue its horrible 
laughter. It can stop laughing at any 
time. The laughter ends if the screeching 
harpy is Incapacitated or dies.
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APPENDIX

non-player characters
bjorn amberclan
Bjorn Amberclan is a middle-aged male mountain 
dwarf commoner (LG). He is short for a dwarf 
and has copper-coloured hair around a bald patch. 
He is specialised in archaeology and the long-gone 
Ironshield Clan, especially their ancient language.

Trait: Fieldwork is all good and well, but the 
best kind of research is the type that can be done 
surrounded by books in a comfy inn.

Ideal: Knowledge. I’m deeply passionate about 
archaeology and my special research area is 
ancient runes. (Good)

Bond: I search for information and knowledge 
that can help protect my hometown of Winterhold.

Flaw: I’m comfortable to a fault and try hard to 
avoid both dangers and unnecessary adventures 
(I loathe outdoor camping).

vadena ljung 
Vadena Ljung is a willowy half-elf female 
commoner (NG) with short auburn hair and large 
eyes. She often wears plain dresses in forest 
colours and aprons with practical pockets. She 
lives in Northwind Gate together with her wife, 
Mirrelion. Vadena is kind-hearted, hardworking, 
and secretly very proud of the good selection of 
wines offered at her inn, The Wanderer’s Wand.

Trait: I always ask my guests how their day has 
been. I enjoy listening to other people and taking 
part in their busy lives.

Ideal: Simplicity. Hard work and honesty lead 
to happiness. (Good)

Bond: I love my wife with all my heart, and I will 
let nothing come between us.

Flaw: I always want people to feel welcome at 
my inn, but I can’t stop fussing over small details. 
If someone complains, I take it very personally.

northwind gate
food, drink, and lodging
There are several inns, taverns, and taprooms in 
Northwind Gate. Three famous (and infamous) 
establishments are:

 ➛ The Golden Goose, one of the town’s 
finest inns and a favourite of local nobles, 
including Lord and Lady Warblington. It is 
known for its small but delicious portions 
and expensive eight-course meals. 

 ➛ The Quill, also known among students as 
“The Feather”, is located near the town 
hall. This lively tavern offers cheap food 
and drink, lofty philosophical discussions, 
and loud debates. The Quill is famous for 
its “Threefoot Ale”, a dwarven ale served 
in a three-foot-long glass and meant to be 
downed in a single go.

 ➛ The Floating Taproom is a converted 
paddlewheel boat that travels up and down 
Riversnake in Northwind Gate. It is crewed 
by retired gnome sailors from Whiteport. 
A smaller boat called Boy follows The 
Floating Taproom during the evening and 
picks up intoxicated people who have fallen 
overboard for a small fee.

shops
Some of the many shops in Northwind Gate 
include Rough (outdoor equipment), Vials and 
Mixtures (potions), Scrolls For You (books, scrolls, 
and other literature), Scriptum (supplies for 
scholars), The Shining Blade (melee weapons) and 
its sister shop The Quiet Arrow (ranged weapons). 

On the first Tuesday in every month, a night 
market at the town square offers a variety of 
goods, including magical items and rare books.
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worship
For those of faith, the largest temples in Northwind 
Gate are dedicated to Mimir (God of wisdom), Tyr 
(God of justice), and Dunatis (God of mountains). 

A large oaken tree near the Academy of 
Alchemy is said to be blessed by Silvanus (God 
of nature). Its branches are covered with braided 
strips of colourful cloth added by followers of 
Silvanus in hope of good fortune. 

There are also plenty of chapels and shrines in 
honour of other deities.

bathing
The town is widely known for its thermal baths. 
Anyone can enjoy a dip in the river, and those 
willing to part with 5 sp get access to purpose-
built bath houses that provide private pools, 
towels, thick pieces of soap (lavender, rose, or 
acacia), and heated lemon-scented showers for 
rinsing off the slightly sulfidic water. 30 minutes 
spent in the bath provides 1d6 of temporary hit 
points and removes one level of exhaustion. 

Other landmarks include the Museum of 
Extraordinary Items from the Past (entrance 5 sp), 
the Old Astronomy Tower (entrance 5 cp), and 
Warblington Court Pleasure Gardens (entrance 1 
gp; open afternoons to well-dressed visitors only).

winter adventuring gear 

Item Cost Weight

Animal winter barding  10 gp 30 lb.

Insulated iron flask 5 sp 2 lb.

Ice climbing kit 25 gp 25 lb.

Ice grips for shoes 5 sp 3 lb.

Ice skates 2 gp 5 lb.

Ice yacht 50 gp 150 lb.

Set of ice claws 3 cp 1 lb.

Snowshoes 5 cp 3 lb.

Skis 2 gp 5 lb.

Sled 5 gp 35 lb.

Thick sleeping mats 1 gp 7 lb.

Winter clothes 10 gp 8 lb.

Winter tent (sleeps 2) 4 gp 30 lb.
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how to scale this adventure
Make the following adjustments to scale the adventure 
up or down so it suits the level of your group.

tiers
Tier 1 represents levels 1–4 for an adventure 
group of three to five characters.

Tier 2 represents levels 5–10 for an adventure 
group of three to five characters.

Tier 3 represents levels 11–16 for an adventure 
group of three to five characters.

Tier 4 represents levels 17–20 for an adventure 
group of three to five characters.

skill checks and saves
Adjust the DC for skill checks and saves in the 
following way:

Tier 1: Decrease all DC checks with -2.

Tier 2: Use the DC checks in the adventure.

Tier 3: Increase all DC checks with +2.

Tier 4: Increase all DC checks with +4.

traps
Suggested changes to the magical trap in the 
tunnel (Trapped tunnel, Area 16):

Tier 1: 1d10 fire damage.

Tier 2: Use the damage described in the 
adventure.

Tier 3: 3d10 fire damage.

Tier 4: 4d10 fire damage.

Adjust the saving throws and skill check DC as 
previously mentioned. 

Suggested changes to the trap on the left chest 
(Inner sanctum, Area 17):

Tier 1: 1d10 poison damage.

Tier 2: Use the damage described in the 
adventure.

Tier 3: 3d10 poison damage.

Tier 4: 4d10 poison damage.

Adjust the saving throws and skill check DC as 
previously mentioned. 

Suggested changes to the trap on the marble 
pedestal (Inner sanctum, Area 17):

Tier 1: 2d6 damage on a failed save, or half as 
much damage on a successful one.

Tier 2: Use the damage described in the 
adventure.

Tier 3: 10d6 fire damage on a failed save, or half 
as much damage on a successful save.

Tier 4: 12d6 fire damage on a failed save, or half 
as much damage on a successful save.

Adjust the saving throws and skill check DC as 
previously mentioned. 

encounters
Replace five screeching harpies with:

Tier 1: Two screeching harpies. CR 4 (1,350 XP).

Tier 2: Use the encounter as described in the 
adventure.

Tier 3: Ten screeching harpies. CR 13 (11,250 XP).

Tier 4: Thirteen screeching harpies. CR 16 
(17,550 XP).

Replace the ettin with:

Tier 1: One ogre. CR 2 (450 XP).

Tier 2: Use the encounter as described in the 
adventure.

Tier 3: One storm giant. 13 (10,000 XP).

Tier 4: Five hill giants. CR 17 (18,000 XP).

Replace the statistics for the three actors with:

Tier 1: Use the encounter as described in the 
adventure.

Tier 2: Use the encounter as described in the 
adventure.

Tier 3: Three veterans. CR 8 (4,200 XP).

Tier 4: Three assassins. CR 19 (23,400 XP).

Replace two cultists (Entrance, Area 2) with:

Tier 1: Use the encounter as described in the 
adventure.

Tier 2: Use the encounter as described in the 
adventure.
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Tier 3: Two cult fanatics. CR 4 (1,350 XP).

Tier 4: Two mages. CR 10 (6,900 XP).

Replace 1d4 cultists (Main prayer room, Area 4) with:

Tier 1: Use the encounter as described in the 
adventure.

Tier 2: Use the encounter as described in the 
adventure.

Tier 3: Four cult fanatics. CR 7 (3,600 XP).

Tier 4: Two mages and two cult fanatics. CR 13 
(11,000 XP).

Replace 1d6 + 5 cultists and 1d4 + 2 cult fanatics 
(Sleeping quarters, Area 5) with:

Tier 1: Three cultists and one cult fanatic. CR 3 
(1,050 XP).

Tier 2: Use the encounter as described in the 
adventure.

Tier 3: Six cult fanatics and one mage. CR 14 
(12,500 XP).

Tier 4: Eight cult fanatics and two mages. CR 18 
(20,500 XP).

Replace 1d4 cult fanatics during the day and one 
cultist at night (Washing area and loo, Area 7) with:

Tier 1: Two acolytes during the day. CR 1/2 (150 XP). 
One cultist at night. CR 1/8 (25 XP).

Tier 2: Use the encounter as described in the 
adventure.

Tier 3: Four cult fanatics during the day. CR 7 
(3,600 XP). One mage at night. CR 6 (2,300 XP).

Tier 4: Two mages during the day. CR 10 (6,900 XP). 
One archmage at night. CR 12 (8,400 XP).

Replace 1d4 cult fanatics and one cultist during 
the day and one cult fanatic at night (Flogging 
circle, Area 8) with:

Tier 1: Two acolytes and one cultist during the 
day. CR 1 (250 XP). One cult fanatic at night. CR 
2 (450 XP).

Tier 2: Use the encounter as described in the 
adventure.

Tier 3: Two cult fanatics and one mage during 
the day. CR 10 (6,400 XP). One mage at night. CR 
6 (2,300 XP).

Tier 4: Two mages during the day. CR 10 (6,900 
XP). One archmage at night. CR 12 (8,400 XP).

Replace 1d6 cultists and 1d4 cult fanatics during 
the day and 1d4 cult fanatics at night (Library, 
Area 10) with:

Tier 1: Three cultists and one acolyte during the 
day. CR 1 (250 XP). One cult fanatic at night. CR 
2 (450 XP).

Tier 2: Use the encounter as described in the 
adventure.

Tier 3: Two cult fanatics and one mage during 
the day. CR 11 (8,200 XP). One mage at night. CR 
6 (2,300 XP).

Tier 4: Two cult fanatics and two mages during 
the day. CR 13 (11,000 XP). Two mages at night. 
CR 10 (6,900 XP).

Replace two cultists during the day and one 
cultist at night (Kitchen, Area 12) with:

Tier 1: Use the encounter as described in the 
adventure.

Tier 2: Use the encounter as described in the 
adventure.

Tier 3: Two cult fanatics during the day. CR 4 
(1,350 XP). One cult fanatic at night. CR 2 (450 XP).

Tier 4: Four cult fanatics. CR 7 (3,600 XP). One 
mage at night. CR 6 (2,300 XP).

Replace 1d6 + 5 cultists and 1d4 + 2 cult fanatics 
if a meal is underway and 1d4 cultists at other 
times during the day (Food hall, Area 13) with:

Tier 1: Four cultists and two acolytes if a meal is 
underway. CR 1 (400 XP). One cult fanatic other 
times during the day. CR 2 (450 XP).

Tier 2: Use the encounter as described in the 
adventure.

Tier 3: Five cult fanatics and one mage if a meal 
is underway. CR 12 (9,100 XP). One mage at  
other times during the day. CR 6 (2,300 XP).
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Tier 4: Two cultists, two cult fanatics, and two 
mages if a meal is underway. CR 13 (11,100 XP). 
One cult fanatic and one mage at other times 
during the day. CR 8 (4,125 XP).

Replace 1d6 cultists (Ceremonial chamber, Area 
15) with:

Tier 1: Two cultists. CR 1/2 (75 XP).

Tier 2: Use the encounter as described in the 
adventure.

Tier 3: Four cult fanatics. CR 7 (3,600 XP).

Tier 4: Nine cult fanatics. CR 13 (10,125 XP).

Replace the mimic (Inner sanctum, Area 17) with:

Tier 1: Use the encounter as described in the 
adventure.

Tier 2 Use the encounter as described in the 
adventure.

Tier 3: The encounter in the adventure has the 
appearance of a mimic, but uses the statistics of 
one stone golem. CR 10 (5,900 XP).

Tier 4: The encounter in the adventure has the 
appearance of a mimic, but uses the statistics of 
one iron golem. CR 16 (15,000 XP).

Replace Lavinia the archmage and two doppel-
gangers (Inner sanctum, Area 17) with:

Tier 1: One cult fanatic and two doppelgangers. 
The doppelgangers make only one attack per 
round and have 25 hit points each. CR 2 (450 XP).

Tier 2: Use the encounter as described in the 
adventure.

Tier 3: One archmage and two doppelgangers.  
The doppelgangers have already shapeshifted to  
resemble the characters, and the characters are  
surprised during the first round. CR 17 (19,600 XP).

Tier 4: Tier 3: One archmage and six doppel-
gangers. The doppelgangers have already shape-
shifted to resemble the characters, and the  
characters are surprised during the first round. 
CR 20 (31,500 XP).

how to scale treasures
Adjust Jani’s reward as follows:

Tier 1: 15 gp and add a Potion of Healing.

Tier 2: Use the same treasure as described in the 
adventure.

Tier 3: Use the same reward as in the adventure 
and add a Potion of Superior Healing.

Tier 4: Use the same reward as in the adventure 
and add a Ring of Protection +2.

Adjust Bjorn’s reward as follows:

Tier 1: 50 gp.

Tier 2: Use the same reward as described in the 
adventure.

Tier 3: 200 gp.

Tier 4: 300 gp.

Other treasures in the adventure:

Tier 1: Decrease the value of the treasures by half 
the value.

Tier 2: Use the treasures in the adventure.

Tier 3: Double the value of the treasures in the 
adventure.

Tier 4: Increase the value of the treasures in the 
adventure fivefold.



www.midnight-tower.com www.midnight-tower.com

38

The cultists’ lair: Player version.
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thank you!

We hoped you enjoyed this adventure! If you’d like 
to support us, please leave a review on the website 
where you found this adventure.

production
Midnight Tower ©

text
Tove Lund Jorgensen
Erik Jorgensen

art
Tove Lund Jorgensen
Lyra Jorgensen
Alaina Milare

design
Erik Jorgensen

maps
Toby Lancaster (Dark Realm Maps)
LeslieAnn Khoury (Lizard Ink Maps),  
https://www.lizardinkmaps.com 

beta reading
Anders Jordahl
Paul Sherliker

proofreading
Pauline Nolet, www.paulinenolet.com

special thanks
HeavensRevenge, who helped us name the lynx!

epic special thanks
Frank Wiseler, Philip Ryan, James, Donald 
Kiesling II, |13B|Singularity, Chase Street, Trisha 
Giromini, Michael Gionfriddo, Pegana, David 
Kristof, Church, Thtz, David Grantham, Cameron 
krier, Paul Howell, Kevin Ramdeo, Tom, Xavier 
Noé, Christian, Sephiran59, Justin Schmid, 
Xanthios, Tyler McMahon, Tzah druker, Joseph 

ACKNOWLEDGEMENTS

Herrold, Jesse E Terrell, Michael s Albin, andrew, 
Benn M, Black Baron, Del, Chiseri, Steven Walsh, 
Rikunoshana, Eric D., Magnús Þór Einarsson, 
ANALOG GAMES, The12ZodiacKeys, Luke, 
Christian Spornraft.

special thanks
Asharon, George Clarke, Derek Wagner, Jeremy V, Kev Walsh, Dave DeHoff, Alex Sobczak, 
James Aitchison, Tyler, Chad Lynema, Shawn, Levi Midcap, Christopher Patzke, Benjamin 
Oberlies, Jay B, Dexter, Massimiliano Luisi, Matthew Arnot, Michael Paulini, Louis Adam 
Markham, Paul Dawkins, Liam O’Sullivan, Karen kehoe, Travis, Jay Griffiths, Brad Rumbold, 
Martin Jorgensen, Andrew Hainline, Connor Welsh, Jay Schammert, Matthew Boudreau, 
Hayderino, David Jack, Francisco, Cody Lewis, Al Batista, James Green, Lars Fröde, 
Liamcolvin1, Christopher, Stig Arne Lærkerød, Christen Foster, Lars-Inge Lindbom, 
zombiheiler, Benjamin Whitt, Randy Smith, Stephan Zacharias, Tom Bohac, Karl Rodriguez, 
Spentaneous, Chris Anderson, Aaron Foster, Julio F., Michael Costanzo, Christopher Hanlon, 
Matt & Jess Brown, Erin Hinnen, James ‘The Great Old One’ Burke, Matthew Carey, James H 
Brown, David Olney, Crow, William Laurence, Alexander Neumann, Andrew Harter, Trevor 
Scurr, Mitch, Brian, Christan McElroy, William Crawford, Trenton S. Passey, Michael Losinski, 
Huscarle, Joe U, TaR, Richard Knudson, A.J. Bailey, Michael Hansen, Guy Holland, Shane 
Shackelford, John Valdez, philip hindley, Bandit137, Matthias Holsen, Andrew Taylor, Lydia, 
Uland Grawe, Gerry Gaffney, Espen Borgen, Sam Darton, Alice Sophia Pool, Daniel Sieber, 
Roger Van Cleave, Stuart Ferguson, Michael, Brett Bachelor, Simon Belcher, Jeremy Suiter, 
Jacob Phillips, Jack Hanks, Thomas Milare, snate56, Jonathan, Hallie Smith, Martin 
St-Laurent, Apaphous, Mark Watson, Christopher Barney, Alex Norman, Frank Byrns, Michael 
Mader, Shanna Broussard, Michael Anderson, Christopher Saczynski, Isobel Thompson, neil 
peacock, Michael Mercer, James Mathews, Stephan Zimmermann, Jennifer Patterson, Michael 
Doney, Minoru Natsutani, Jacob, ahmadzubir.zahid@gmail.com, David Lamberson, Gareth 
Date, Burzum, Joel Begleiter, lukefabis, Douglas Huff, BADJRM, John snyder, Martin Høegh, 
CaptiveBow, Daniel Penninck, Stephen Jolly, Adam, Darien Pauline, Sally, Lily Slagle, 
Elizabeth Saill-Hayes, Jacob Munro, DSH, yu lun hei, jake de bis, joshua palmer, sgetty, Jason 
Gabel, Snarkayde (Philip), jonnyhooks, Jo Hornsey, damon, Elaboratesage, Joseph R. 
Blackmon-Dishaw, Jacob Barboza, Casey Donnell, Kyle Steven, Annette Needham, Michael 
Gonzales, Cornelia Siegmund, Joseph Nicely, Casey.Lyon, Michael “Wedge” Mattson, Alan, 
Chris Cheek, walmsleyfamily@sasktel.net, Thomas Mattner, Alberto Vega, Ben Casto, David 
Bonney, noah, Mike W, Kist, TheLuyFox, Spyda133, Chris W., Ott Cunningham, Breanna 
kurth, Eric Fowler, J. Evans Payne, Andrew Kelsoe, Dave Powell, David Maskell, ronald g 
paris, Jeffrey Osthoff, Marcin Andrzejczak, Clint Forney, Tim Shannon, Kathryn, Backhills 
Designs, Matthew Dodsworth, Matthew Nocivelli, Robert Reynolds, Kelton Kinkade, 
LOMBET, Victoria Wilmington, Sharanjit Paddam, Kelvin Pantaleon, Alisa Heletka, Daniel 
Boggess, Trenton Lindsley, David Wiggins, Blake Filbin, John Biancamano, Shane Gallagher, 
Tim Rumpel, Cecile, Elric, Janine Violi, Jian Wu, Frederic SCHAAFF, Derek Carnell, James 
Hicks, Erick, Nicholas, Kyle Martin, Steve Losee, Travis Miller, A.J. Bohne, Christoffer Voll, 
Sarah Mazul, Ayren Selzer, Jeremy Goens, Becca, Aaron, Tom FH, Seffi, Carl G Mendoza, 
Robert Marfia, Terrangray, Brian Fortunato, Juan Gonzalez, Damian Adams, Arnout 
Bethlehem, Rick Osborne, Christoph Drees, Kristen Solis, Dana Edwards, Robyn Morin, 
Coltin Kinney, Ruger Biege, Zeny, Zachary Ian Ferguson, Marcus Folkesson, Justin Choi, 
Shawn Mason, Restalan, Rob Zimmermann, Robert McCartney, Chris Blake, Apotheosis 
Studios, Rebecca, Don, Christopher Potter, Dennis Edgren, Simon Hunter, Juan Eloy Mirat 
Ochoa, Mysti, Barthet Virgile, Sebasti Aan, Mark Garner, Christopher_Brunt, Cat Ward, Julian 
Macias, Rettop Yenrab, Tyler “TyDye” Eckert, CesiumKitty, Daniel Steylemans, Oracle Sights, 
Rhel, Alex Shields, Scott G., Kristian Vinther, Kirstie Logan, Vincent Baler, Samantha White, 
Alex corriveau, Dian, Jeroen, Christopher Morgan, Trevor Tait, Mary Beth Rogers, Robert 
McCue, Marcus James Adams, Jeramie, Naviri, Fold39Crane, Rudy Sosa Jr, Lior Ohana, Kevin 
Vandenheede, Scott Armstrong, Roger Penny, Mark Miley, PiusV, Jay Marble, John-David, 
Hayley Taylor, Thomas Sinclair Lambert, John Picklesimer, Grant Mills, Amanda, Kristine, 
Cluven, Dwayne Stoop, Lilly Ibelo, Ron Bright, Ed Stumpf of HOTH Creations, Jorge 
Montalvo, Sam Dickey, Dean, Niels Theiler, Mark Thompson-Wood, Mike Costello, Stephan 
Peters, Catherine P-M, Matthew Baltrukonis, Alberto Gonzalez, DERKAOUI Mehdi, Kelvin 
Coleman, Emily Slaughter, Faye, Justin Barringer, Phlokati, Jamie Robson, LB, Bjørn 
roseneng, Eric Boutilier-Brown, Kanonfawder, Brandon, CaptainNorway, William Crowe, 
James Bartlett, Lenny Orth, Sean Caballero, Alain Bourgeois, Anthony Pulcastro, Devin, 
Grimmjoy, Nick Fin, James Meaney, Timothy, Nathan, James O’Day, John Mowery, Ruth 
Saunders, Paula Allen, James Nielsen, Scott Shewmaker, Jason Ostrowski, M G, Alex Lorant, 
Master Inquisitive, Andrew, James Kersey, Christian Torstensson, Robyn Bissenden, Paul 
McQuerry, Trevlar, Mike Parker, Ashleigh, David Morgan, Matthew Fraser, Ryan, Bernard De 
Santis, Keegan, Michael Hughes, Simon Cox, Mary Holden, Andrew Fuller, Jacob, Scott 
anderson, Christina, Kevin Bauer, patricus, Nikolai Grinda, Nick, Dionne Butler, Dan Curran, 
Andrew (GMan) M, Anthony Woods, Matt Sealy, Rachel Nuckolls, Andrew Souza, StephyDash, 
Skyrider10, Jeff miller, Joshua Bailey, Karin Weekes, Pieter Dewulf, Leigh Foster, Kory Keller, 
Chase Walker, Addo Ex Atrum, IIGGYY, Sagar Patel, Thomas Talamini, Andrew Patterson, 
Rich Spencer, Dominic, David Hazlett, Rob Quillen, DnD Gamer, Christopher Rossetti, Cullin 
Gardner, Hayley Peralta, Anthony Ramirez, David Brenner, Amy Gentilini, TheCrazyPieLady, 
Stephen Moore, marlow grubb, Darren Wilson, Yannick Rommel, Helen Mooney, Chandler 
Douglas, Matt Dean, Taysia Brinkley, Jeff Hjelm, Robert Miklos, Eric A Gregory, Mariusz, Critit.
co.uk, Joshua Fransz, Angus Abranson / Chronicle City, Nicole Stanzini, Amanda, 
DianNianMao, Sora_Sigunda, Thomas ter Wijlen, Jonathan Lambeth, Eric Heupel, Corey 
Close, Steve White, JF Paradis, James Buys, Garry Lemasa, Sofia Zasova, Conner, Joellen 
Moyer, Mike Weber, Steven, Julia Ecklar, Tony George, Christina Stolmeier, Rochelle, 
GrayScale, Austin Watley, Cody Bitterlich, Miguel Gutierrez, Stephan Wegener, Dagan Ferrier, 
Michael French, Robert Jameson, Poul Nielsen, Chris Nehring, Eric jordan, Lee Saferite, 



www.midnight-tower.com www.midnight-tower.com

41

Nathinu, Robert Brambley, Chelsea Bishop, Arakuss, Matt Cook, Zachary, Ashley Gregory, 
Barron Chugg, Kristen Lorimor, Alton C. Capps, Gregory Hudgen, Hailey Chappell, Gérome 
Wüthrich, Randall Dorn, Hayden, DarrSyn, Paul T. Bennett, Mark, Oddtwang, Rutger, 
Commodore Erickson, Jeff Lay, Curtis Harper, Aram Tlaseca, Doug “Dhomal” Raas, 
SoulCrack, Ashley Hawkins, J Radwell, Matt Brooks, Hazard, Elizabeth, James Upward, Adam 
Johnson, John Larrimore III, Brian Gerrish, Justin C’ de Baca, Mike H, Jonathon Dyer, Chris 
Black, Richard Dill, Michael G. Palmer, lucas mayes, Will Curran, Sharkey, Ben, Steven Daly, 
Wyatt, Domenico Iovino, David, Nikk, Brian Hoogstra, Shaun, Lexy, Frank Rose Bailey IV, Si 
Morris, Thomas Clifford, Charley, Chris Boscott, Connor Sullivan, Dan Holbrook, Marc 
Weatherhogg, cmwolke, Edward Covarrubias, Aidan Latimer, Matthew & Kimberly Bene, 
Keith C. Estanol, Jacob Massari, Ryan, Tfols, Josh, David Brough, ttkunited, Bethany Maskall, 
Jose Pombal and Monika Kowal, Fred Chavez, Julie Weigle, Jacob Forsman, Michael McGrail, 
Emma Jane Fairhurst, Jennifer, J, Donald Tolbert, Russell Griggs, Marty Chodorek, Gabriel 
Casillas, Keith E. Hartman, Lon Lademann, Misty Rowsell, Lawrence, The Blind One 17, 
Juhani Snellman, Adam Tinker, Dustin Follett, Aaron Krebs, Kip Pierson, Emerald, RedPanda, 
Mark Morgan, Travis, Rhys Dunford, Cory Chaney, Calen Jack, Daniel Kwang, Shane, Liam 
shanks, Steven, Dale Hanrahan, jason christian, Eric Portner, Robert Tharp, Daniel James 
Turner, Hardy Heßdörfer, Michael Carlile, Flemming Lemche, Jonathan Hill, Chaim Holtjer, 
Timo Grothe, Mark Brunsdon, W. Kraa, Kris, Nathan, Michael Allen Stone, Chad Duncan, 
Nico Michalczyk, Jack Willmark, Jorge Encarnação, Matthew Allison, Damien Robinson, 
Kasnac, kdchristopher1, Alan Arnold, Sarah Teitloff, Andy Benn, Zandaarl, Matt Knapil, Sean 
Eastty, Jeff, Fucklebutte Q Shitlord, Max Semenick, Miscillo, Landon Jamieson, Alexander 
Vrtis, Paul Harding, Cody Swatek, Dustin Hill, Zerrakas Ba’alphegos, Daniel Clements, AJ 
Taflan, Nicholas Lane, Brandon Wheeler, Chris Willis, Shane Walden, Wade Key, Lawrence 
Theriault, Balingor, Ross Nendick, Michael Willett, JD Williams, C. Standiford, Don, Shawn 
Hennessy, Steven Clark, Wade Pickrell, Jon Terry, Rodger, Dominic, Anthony Adkins, Larry 
Norris Jr, Robert, Luca Di Grazia, Alex Von Hagen-Jamar, Russ Floreske, Matt, Desmond 
Smith, Desiree, Michael Spredemann - 2 Old Guys Games, Waco F Glennon, Laszlo Stadler, 
Marco Minichiello, Ozzamar, Jamie Brannan, Amanda Lynea, Mike Forster, Seán “Taibhse” 
Byrne, Thomas Baird, Landon King, Christian O’Donnell, Christopher Gray, David King, 
Nikon82, Robert Browning, Brice_T, Famfrit Alexander, Ian Krug, Cleston Carvalho, Alex 
Phillips, Blake, Mark Gleason, Bradley, Dylan Reynolds, Bishop618, Jared Simons, Mitchacho, 
Borys, Caroline Bell, Chase Daigle, Gerard, René Rupp, Rico Nielin, Alex Parker, Joakim 
Fredriksson, Scott Werre, D.Rail, Logan, Tommaso, Kaledor, Khalma, freshcinnamon4@
gmail.com, alberto alonso, Clinton, Kyle Snyder, Roberto Ln, Vincent Annoni, NickN, Mark A. 
Mikesell, Joris, Elizabeth, Anthony Bernal, Thomas Dobberteen, Zh ةباحسلا لفط Tg, Matthew J 
Bushell, Trevor Stone, wEsty, Jason Edwards, Luke W, Oliver Lämmerhirt, Lillian Francis, 
Eric de Groot, Peter Siljedahl, Nathan Swift, Clinton, Rene Gutierrez, Toby, Michael Thies, 
Jess, Margaret Persico, Alex De Matos, Marjorie Pepe, Dylan Carlson, Adam Koss, Wesley 
Newman, Corey Deahl, Josh, Andrew Raso, Adimo37, William Pullen, Julian Thornton, Jeremy 
Huggins, fgsheajr, Duane Jeffries, James Wood, Alexa Samenus, Charles Pierce Jr, Big Bald 
Games, Lord Soth, Manyletters, ScooterPeppe, Craig Porter, Jesse Trombley, Luke 
Pontbriand, Will, Nick Clark, Russel Hiatt, Jesper Nøhr, Warren Sistrom, Andres Zanzani, 
terry roberts, Dana, Aarron, Isaac Cacciottolo Brightmore, David Jones, Shaun Beckett, 
Markus, Scott B, Andrea, Alain Sarti, John Rogers, Reece Donaldson, Martyn Noyé, Fred 
Savadge, Craig Cicero, Meredith Guzman, Ste Chandler, Sebastian Geers, Juha Rankinen, 
Richard Sorden, James Denny, Emma, Dustin, Decimus Observet, Sven “DrMcCoy” Hesse, 
Matthew Hunt, Stephen Gossman, Hugo, David Waselko, Churchill, Nimrod Breger, Julian 
Wunsch, hiain@hotmail.com, Bruce Heroux, Chris Weston, Edward Clark, Sn00ze, Robert 
von Estorff, emeri1md, JLea, Roberto Bonini, Judith Steen, Blazer5400, Samuel F., Troy 
Everett, Cris Jesse, Leonard Lee, Ryan E, Rémi Loiselle, Scott, Basil Shepherd, Trevor Hardy, 
Craig Earl, Jason Chartier, Erin, Jordan Bressman, HeavensRevenge, Alex Sinclair, Josh, 
Nathan Morin, Lloyd Cainguitan, Demandred, rockbender, Oliver Tritt, Caine, Mooshroom, 
Carter Gale, HENRI Yann, Steve Denniston, jamie, Alexandre W Reid, Thomas Milazzo, 
Cynthia King, Nimrod, Richard Ho Vongxay, Max Thomas, Lena, Alan, Oscar Nuñez, Jeff 
Whaley, Stefan Eick, Debbie Auld, Mark Arena, Antonia Geiger, incandescens, Jim Dortch, 
Fight Milk, Ayesha Dumas, Glenn, Major Havoc, Christian Halverson, BTO, Neil, Knut 
Sahlström, Kevin McDonnell, Jeremy Sterling, Blake, Christopher Brown, Stephen bowyer, 
Jeremy Kear, Sam Taylor, Alexandra Long, asaf, Jon Thorson, Exanor, Franziska Neugebauer, 
Robert Masterson, Heiner, Ian Choi, Jim Hauber, Great Hall Studios, Phil Sweet, David 
Wenzel, Jonathan Beeler, Dan Williams, Rupert McEachen, Dale Brady, sbarrie, Bryan Brake, 
Brendan James, Dave, Ken Mclelland, ldng, Frank Molnar III, Briony, Andrew Bignall, Greg 
Conant, Brandy Pastore, Dieter, Jedidiah Ferrer, Disguised Fox, Russell ‘Redjack’ Petree, 
Gabriella, Lars Hermes, Atorgael, Phil Barlow, Michael Morrison, Talitha Burchart, Kenny 
Beecher, Sriram Narayanan, David Stephenson, Michaela, Josias Laugesen, Chris Sugden, 
William Myers, John Paul, Ben Kuplic, Phielip, SJames, Sean Owen, Kenneth Burgener, 
J4CkaL, Corinna Clanton, Alex Lippert, MsFairyViolet, Terry Mullins, Taylor Espy, Kristin 
Bledsoe, Ross Malorzo, mbexploring, Marius Daichendt, Brandon Little, Anthony Nijssen, 
Talon, Thomas Rodden, Inkcharm, Robert D Taylor, laurence barker, David, Russell 
Ventimeglia, Stefan Solowiow, John Conrady, West Bongiardino, Kent Carter, James P Walker, 
Peter Gray, David Ricks, Matt Faltesek, Craig Mickelson, Michael, Romain Karg, P R, Daniel 
Kuespert, Mike Cowles, Evan A Bright, Brennan Rhoadarmer, Bella Nacht - 3D Studios, 
crispin harris, Stephen Howell, Santiago Harrig Shrock, Andrew B, Andrsong, IagoWynne, 
Kassie, Étienne De Sloover, Ryan Hoffmeister, DEJEAN, Alexander Warrington, Charmaine 
Kwong, Jessica Carter, Matthew Jackman, Lumenadducere, William John Hummel, Raymond 
Goor, Craig Rasmussen, Jebus, Danny William Silva, Per-Philip Sollin, Dylen Russell, 
ZheEvoBurRick, Christian Diaz, Ronan Plessis, Sergey Yulin, Andreas Bang Laursen, Frank 
Lubbers, Boy Akkerman, Honey Staufer, James Yonemura, Marc Popplewell, Robotzh8teme, 
Zara, Sarah Dillon, Jefepato, Rasmus Frandsen, Rebecca Wingo, Kim Wendt, Leo_Mura, Ian 
Rice, Maciontherrocks, Kaleb, Scott Cobb, Jenn Moss, Sophie-Isabelle Daigle, Arno Gradwohl, 
Bob Carnicom, Bobb Casto, Derrick C, Mike Welham, ryan, Zero Caige, Marcel Smits, Joshua 
Lake, Nicholas Lutz, Showteks, Kyle G. Crider, Ashley Gamelgaard, Daniel Arlos Edwards, 
Alice, Lisa Wright, Salvatore Puma, HB, Matt Carden, Wise Athena, Gregory Rihn, Jon Akers, 
Etienne Meylan, Benjamin R Williams, Jaeson Steele, Robert Kelly, Jon Wandrey, Marcello 
Missiroli, Adam Abdur Rahim, Stephanie Newcomer, Brian Ravnsgaard Riis, Adrian Dittrich, 
Jason Spivey, Eli Nyght, Richelle Hamment, Daniel Trujillo, Don Elrod, Zachary Taylor, David 
R Bush, John G. Owen, David Brunner Halliday, jayoungr, Filip Barszcz, Devin Lyons, Denver 
Lybarger, daryl graham, Dordaneh Rachel Baghelai, Jim Scheffler, Joe Theis, Marika Lepp, 
David Oase, Evelyn, Thomee Wright, Pascal, Lorisia MacLeod, Jason Householder, François 
Scerba, Renny Stern, Nicholas Van Gorden, Jeroen de Baat, Jerome Conrads, Dustin, James 
Edward Davis, RT Kimz, Dylan Jackson, Dan Bradford, Behrking, Indi, Kenny Holman, Devin, 
Phillip Manning, Omer, Robin Longhurst, DC, M A Gilbert, Jacob, Daniel Coutinho, Brian 
Schultz, Kai, Chris, Mike Rice, Tamara A Johnson, Andrew Foxx, de Canteloube Xavier, 
Aubrun, Agung Nugroho, Jeff Funkhouser, Rachael Williams, Sophia, Todd A., Stella, Crystal 
Cote, Shawn Hennessy, Riley Emerson, Edward Whitmore, Ruben van der Zee, Lee Yoder, 

Vanguail, Isabelle Kluser, Ken Winkfield, Alen Maglajac, Kevin Tavares, Robert Smith, Felix 
Wilken, Steven Martin, Mathew J Tindle, Alex Mackey, James Arnold, William Fields, 
Benjamin Kaye, Graeme Doherty, Allen, Alexander Weixelbaumer, brutaloignon, Benoît Ghib 
Jaceczko, Ordwin Rahl, Overwatch-snipe, Ethan Mollick, Jacob Pessina, andre111, Matthew 
Golub, James Juden, Pia Pedersen, Koen Van Daele, Björn Waack, André Roy, Nathaniel 
Guenther, Melinda Balog, Ines Lory, Joonas Kriisk, Brendan, Tod Jeffcoat, Felipe Teixeira 
Moraes, Desirae Newell, James Campagna, David Ruskin, Juan Camilo Gómez, Randy Fisher, 
lai ching hin, Josiah Marshall, Stephan, Kaylee Nikole Varner, Verllamica, Randall Brown, 
alberto encinas, Rösch Rainer, Amicherie Rodgers, James Taylor, Wes Rist, Aaron, Courtney 
Trammell, Anna W, Ryan Gnagey, Michael Holzhausen, Jamie Denney, David Tran, Borja 
Prieto Pardo, Jessica Swanner, Jason, Ashley Pedersen, Liam, John-Carl Kullmann, Sven 
Frankmölle, Scott J. Dahlgren, Benjamin Casillas-Smith, M. A. McElaney, Danny Awalt Jr., 
William, targaff, Christopher Bailey, Lester, Forrest Heath Miller, Jordan Schreck, Billy Dick, 
Millicent Stockdale, Paul Young, Roland Depper, Jeff Brenner, Big-Pete Bemelmans, Zakor95, 
Michael Waters, Hazwan, Matthew Schaab, Ian Connolly, Mary Ann Styrczula, Eric Kitchen, 
Josh Niemeyer, Kelly Tucker, Charles Lupo, Ty Huston, Graylion, Andrew, Micheal Meyers, Bill 
Patino, Jon McNulty, Damion Meany, deanit, Andrew White, Vagueon, David, Chris Schl, 
Kerwin Roslie, John Bookwalter Jr., Timothy Alcorn, Andreas Hawe, Seth Stclair, Jeffery 
Charles, Amber Arvila, Wanderyak, Lea Diederichsen, Ricardo Lopez Anton, Lauraine 
Compton, Stephen Phillips, Pedro, Stefnir Thorsson, barramundi@internode.on.net, 
Christopher Michael Meagher, Mark Falter, Karel Koranda, Mattias Lepp, Lewis Barnes, 
Timothy, Isabella ‘Izzy’ Von Lichtan, Bryan Smith Jr., Oscar Moreno, Cheung Ho Man, tobias.
dworschak, Stuart Kennedy, David Gopsill, nasjasja, SH Tan, Claudia G., Ido Moses, Dave 
Towers, Jake, Lorenzo Camusso, Aaron Summey, Mark MacRae-Waggoner, Amber, Jackson 
Means, shawn, Phenomen, The Taiga, Stephane Gelgoot, Spike Chuong, Zekai Oğuz Özalp, 
Robert c Flipse, Jay, Isaac Wurmbrand, Carl Wiseman, Cwyllog, pchoucino@gmail.com, 
Jeremy, Vesala, Kahu Anderson, Dan Kawecki, eXar, Jennifer Braden-Robillard, Shane Wood, 
Alfredo, Kieffer Dillon, Vlastimil Jeřábek, Nic, Kalin Gregson, Joanna Wittmeier, Patrice 
Demagny, Brent Dotson, Jake Hatcher, Bryce T, Szymon, Niko Oliver Rauner, Alex Neilson, 
Javier A Carreño, Lividiea, Jon Laager, Lonnie C. Daniel, Isidro De Paz, Vanilor, Fabio Ferreira, 
Daniel Halstead, Guy Edward Larke, David Steinberg, Hunter, Christopher Wignall, Lien De 
Clercq, David Marion, Gabrielle Seaborn, Donald Pierce, Michael Clements, Kánya Zoltán, 
Fred J Weber, Kristen Hastings, Bob Hussey, Declan Cotter, Max Milan, Joel, Greg Lucas, jose, 
CJ Druckenmiller, Derek Vendt, Donovan Couch, Doug Kendall, Nick pater, Xander, Eduardo 
Pena, Gabriel Breiner, Gary Watson, Ryan Epp, Sominex, EskimofTheNight, Andrew 
Turlington, Daniel Shellard, Josue Pena, Hawk Silverthorn, Michael, Kevin Gray, Richard 
Poteat, Anthony Church, Paul Woods, Chris G. Williams, ch\/\/olfgang, Philip Cheetham, 
Chad, Joshua Anderson, Bill Weir, Brian Holler, Janco, Jason David, Lars Halling, Corey 
Baldwin-Teal, amy rayle, Brenden, Simon Kjær, Long Mai, Bob Jones, Ernst Radlspäck, 
Stephen Boyhont, Steveon, user8786, Gabriel Mafra Lima, Connor Badham, Monika 
Clouse-Morales, Riviere, Mauro Furlan, Damian, 윤대화, Chris Giesy, Thomas, Daniel Baker, 
Jaime, Paddy Finn, Midgardia, Skye Winter, JVoldaren, Eric, João Pedro Oliveira DeAlmeida, 
Clainekun, Jamie, Robert Bisbee, Lawrence W. Grant, Benjamin Hauan, Chris, Huggy Behr, 
Igor Coura de Mendonça, Glen Gorman, Gabriele Fasano, Brian Gutierrez, Natalie Renee P.J., 
Maria Ludovica Bozzo, David Morgen, Marsh Hock, David Hamilton, James DeLizzio, Luke, 
Spaceboywill, Jeremiah Bruce, Bart, Jatavius Harris, Deborah Phillips, Danielle Magana, Kelly 
McKew, Theresa Bracey, Trent Schultz, Erin, imredave, ZyppO, frank scalise, Zandré, Achint 
Singh, JHawfield, David, Spiel Knights, wyrickken, Chipichipi, Jacob Dodd, Stephanie 
Möllmann, MainlyGames, Jake, Christopher Hoffman, Jonathan Martínez Miranda, Timothy 
Hayes, Jeff Niles, omar contreras, Christine, Doug Portman, Brian Weibeler, Álvaro Jo-Jo 
Junior Shabadoo, Juan Pablo Gonzalez, Jeremiah Supon, Andy, Mikkel Møller Mødekjær, 
Kathryn Andrews, Gaurav Gandher, Caro Kunze, Robson Daniel da Silva, Grumpy Shaman, 
Juanjo Collado, Natalie Turner, Karl Bibby, Leonie Dewar, Ali Heltzel, Andrew McWherter, 
Sabrina, Kyle Brophy, smatmit, David Hammond, jadeite, Ryszard Kowalski, Sergio Yuste, 
Bryan Jones, Becky Fluffy Jay, Daniel schurr, M Eric Sherwood, Theo Scholiadis, Tristan A 
Maiers, Ellie H, Eric, Trina Hector, Febo Apollo, Shawn McLaughlin, Gelyn, Sandro Cipiccia, 
S3nbonz4kura, Fabien de Serres, kieran, Bill Corey, James Bryant, Jelle Prins, Shea, WRMW, 
Nasif Bin Saif, Brian Johnson, Zulmara, Jim Hackett, Edward Holwell, Espen Tveit, Justin Catt, 
David, Michael Leigh, Kofifan Hertza, Chan Suzanne, Holly Smith, Philip Mangiaracina, Chris 
Spitz, Jerome Fajardo, Christopher Hinther, Mark Muston Jr., Terry Doty, Jordan Wessels, 
RuinRuler, Stephen Hoyt, Felipe Jara, J Walker, Marc-Andre Dufour, Jack Maeve, Gerald, Tyler, 
Mishy, Erland Hâkon, Jesper Rodewald, Adam, Zola Suwaro, Niklas Broberg Blomqvist, 
Gametee, Nick & Joe, Dark Realm Roleplay, Simon, Toby Lancaster, The Creative Fund by 
BackerKit, Jorge Alagon, Joseph Tremain, Marco Falletti, Mason Pearce, Ben Floyd, Brian 
Farr, Sean Birge, Nick Champion, Alain Bennett, Shawn Fleury, John Burns, Gerald Englehart, 
John Babbitt, Joshua Levitt, Kenneth Laine, Michael Kromisz, Michael Dunn, Kristaps 
Soms-Tiesnesis, Euan Dolan, and Anthony Hall.

art & photo credits
cover: dragon eye
Tove Lund Jorgensen (design, montage and art)

Anna Bogatyreva (123rf), www.123rf.com

page 2: dragon cult symbol
Tove Lund Jorgensen (original artwork) 

page 3: region map
LeslieAnn Khoury (Lizard Ink Maps), https://www.lizardinkmaps.com

page 5: symbol
Tove Lund Jorgensen (montage and art)

Galdrastafir.sigil / Public domain (Wikimedia commons), https://commons.
wikimedia.org/wiki/File:Vegvisir.jpg

page 7: winter forest
Anna Grigorjeva (123rf), www.123rf.com



www.midnight-tower.com www.midnight-tower.com

42

page 8: envelope
Tove Lund Jorgensen (montage and art)

Yuliia Davydenko (123rf), www.123rf.com

page 9: written note by bjorn amberclan
Tove Lund Jorgensen (original artwork)

page 10: snowclad mountain peak
Asoggetti (Unsplash), https://unsplash.com/photos/zlPhxd5OydQ

page 12: fallen dragon map
Toby Lancaster (Dark Realm Maps)

page 13: symbol
Tove Lund Jorgensen (montage and art)

Galdrastafir.sigil / Public domain (Wikimedia commons), https://commons.
wikimedia.org/wiki/File:Vegvisir.jpg

page 14: campsite map
Tove Lund Jorgensen (original artwork)

page 15: rabbit’s foot talisman
Tove Lund Jorgensen (original artwork)

page 16: the old bridge map
Tove Lund Jorgensen (original artwork)

page 17: lute
Tove Lund Jorgensen (montage and art)

Birmingham Museums Trust (Unsplash), https://unsplash.com/photos/
SlfifCId98o

page 20: the cultists’ lair
Toby Lancaster (Dark Realm Maps)

page 22  : book pile
Tove Lund Jorgensen (montage and art)

Mearicon (123rf), www.123rf.com

page 24: symbol
Tove Lund Jorgensen (montage and art)

Galdrastafir.sigil / Public domain (Wikimedia commons), https://commons.
wikimedia.org/wiki/File:Vegvisir.jpg

page 26: lavinia voiera
Alaina Milare (Alaina Milare Art), https://www.alainamilareart.com/

page 27: orbstone on pillow
Tove Lund Jorgensen (montage and art)

Gonz DDL (Unsplash), https://unsplash.com/photos/kIE9rgBYPO0

Agata Create (Unsplash), https://unsplash.com/photos/fQ2XuWjSzfE

page 28 : symbol
Tove Lund Jorgensen (montage and art)

Galdrastafir.sigil / Public domain (Wikimedia commons), https://commons.
wikimedia.org/wiki/File:Vegvisir.jpg

page 29: dragon cult symbol
Tove Lund Jorgensen (original artwork)

page 30: arcane bracers
Tove Lund Jorgensen (original artwork)

page 31: screeching harpy
Tove Lund Jorgensen (original artwork)

page 32: screeching harpy sketches
Tove Lund Jorgensen (original artwork)

page 34: symbol
Tove Lund Jorgensen (montage and art)

Galdrastafir.sigil / Public domain (Wikimedia commons), https://commons.
wikimedia.org/wiki/File:Vegvisir.jpg

page 38: the cultists’ lair
Toby Lancaster (Dark Realm Maps)

page 43: symbol
Tove Lund Jorgensen (montage and art)

Galdrastafir.sigil / Public domain (Wikimedia commons), https://commons.
wikimedia.org/wiki/File:Vegvisir.jpg

other art and decorations
smudges and splatter
Lyra Jorgensen (original artwork)



www.midnight-tower.com

43

open game licence 
Version 1.0a The following text is the property of Wizards of the Coast, Inc. and 
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved. 
1. Definitions: (a)”Contributors” means the copyright and/or trademark owners 
who have contributed Open Game Content; (b)”Derivative Material” means 
copyrighted material including derivative works and translations (including 
into other computer languages), potation, modification, correction, addition, 
extension, upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted;(c) “Distribute” 
means to reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)”Open Game Content” means the game 
mechanic and includes the methods, procedures, processes and routines 
to the extent such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly identified 
as Open Game Content by the Contributor, and means any work covered by 
this License, including translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) “Product Identity” means product 
and product line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, 
formats, poses, concepts, themes and graphic, photographic and other visual 
or audio representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special abilities; 
places, locations, environments, creatures, equipment, magical or supernatural 
abilities or effects, logos, symbols, or graphic designs; and any other trademark 
or registered trademark clearly identified as Product identity by the owner of 
the Product Identity, and which specifically excludes the Open Game Content; 
(f) “Trademark” means the logos, names, mark, sign, motto, designs that are 
used by a Contributor to identify itself or its products orthe associated products 
contributed to the Open Game License by the Contributor (g) “Use”, “Used” 
or “Using” means to use, Distribute, copy, edit, format, modify, translate and 
otherwise create Derivative Material of Open Game Content. (h) “You” 
Not for resale. Permission granted to print or photocopy this document for 
personal use only. System Reference Document 5.12 or “Your” means the 
licensee in terms of this agreement. 
2. The License: This License applies to any Open Game Content that contains 
a notice indicating that the Open Game Content may only be Used under 
and in terms of this License. You must affix such a notice to any Open Game 
Content that you Use. No terms may be added to or subtracted from this License 
except as described by the License itself. No other terms or conditions may be 
applied to any Open Game Content distributed using this License. 3.Offer and 
Acceptance: By Using the Open Game Content You indicate Your acceptance of 
the terms of this License. 
4. Grant and Consideration: In consideration for agreeing to use this License, 
the Contributors grant You a perpetual, worldwide, royalty--free, non--exclusive 
license with the exact terms of this License to Use, the Open Game Content. 
5.Representation of Authority to Contribute: If You are contributing original material 
as Open Game Content, You represent that Your Contributions are Your original 
creation and/or You have sufficient rights to grant the rights conveyed by this License. 
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT NOTICE 
of any Open Game Content You are copying, modifying or distributing, and You 
must add the title, the copyright date, and the copyright holder’s name to the 
COPYRIGHT NOTICE of any original Open Game Content you Distribute. 
7. Use of Product Identity: You agree not to Use any Product Identity, including 
as an indication as to compatibility, except as expressly licensed in another, 
independent Agreement with the owner of each element of that Product Identity. 
You agree not to indicate compatibility or co--adaptability with any Trademark 
or Registered Trademark in conjunction with a work containing Open Game 
Content except as expressly licensed in another, independent Agreement with 
the owner of such Trademark or Registered Trademark. The use of any Product 
Identity in Open Game Content does not constitute a challenge to the ownership 
of that Product Identity. The owner of any Product Identity used in Open Game 
Content shall retain all rights, title and interest in and to that Product Identity. 
8. Identification: If you distribute Open Game Content You must clearly indicate 
which portions of the work that you are distributing are Open Game Content. 
9. Updating the License: Wizards or its designated Agents may publish updated 
versions of this License. You may use any authorized version of this License to 
copy, modify and distribute any Open Game Content originally distributed under 
any version of this License. 
10. Copy of this License: You MUST include a copy of this License with every 
copy of the Open Game Content You Distribute. 
11. Use of Contributor Credits: You may not market or advertise the Open Game 
Content using the name of any Contributor unless You have written permission 
from the Contributor to do so. 
12. Inability to Comply: If it is impossible for You to comply with any of the terms 
of this License with respect to some or all of the Open Game Content due to 
statute, judicial order, or governmental regulation then You may not Use any 
Open Game Material so affected. 
13. Termination: This License will terminate automatically if You fail to comply 
with all terms herein and fail to cure such breach within 30 days of becoming 
aware of the breach. All sublicenses shall survive the termination of this License. 
14. Reformation: If any provision of this License is held to be unenforceable, such 
provision shall be reformed only to the extent necessary to make it enforceable. 
15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards of 
the Coast, LLC. System Reference Document 5.1 Copyright 2016, Wizards of the 
Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, 
Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve 
Townshend, based on original material by E. Gary Gygax and Dave Arneson. 

end of licence


