
Horror at Fort Crystal Lake: 

A Friday the 13th Homage  

Recommended for Level 5-7 

 

Introduction 
This one shot adventure is an homage to the Friday the 13th movies. As the party walks along the road 
at dusk, they find a large fort built across it. The guard is suspicious at first, but once sure they are safe 
will let them in. It seems that werewolf attacks are becoming quite common at night and that this fort 
was built as an overnight camp for those wanting safe shelter.  But maybe it isn't as safe as they sell it. 
Guards have been dying, and not from animal attacks. In the dead of night something vengeful wakes, 
and anyone in its path is fair game until it gets exactly what it wants. Can the party uncover the horrible 
history of this fort and its new owners, or will they too become history? 
This module was written as a one shot adventure to celebrate Friday the 13th with my D&D 5ed group. 
The module is designed to have a more cinematic feel to it and bends several rules of D&D in order to 
create that feeling. This is more of a fun adventure than a quest, and probably best played with groups 
that enjoy a good laugh. 
 
Setting and History 
A group of adventurers walk along the road. They group may have walked many a road before, but 
something about this one feels off. The minimal traffic they meet going the opposite way intentionally 
keeps its distance, veering far off the road to avoid contact. Soon, as the sun begins to set, a deep and 
mournful howling can be heard in the distance. The howling creeps closer as the moon grows bright in 
the sky, raising the hairs on their necks as they grip their weapons close.  
This is the Island of Wolves, where men and women eek out an existence in the shadow of Lycanthropes.  
This is a tough land that breeds tougher people. Those who live in to old age tell tales of hundreds of 
skirmishes with werewolves and worse. Most, however, tell no tales, silently waiting in unmarked graves 
dug by strangers along the roads and deep in the forests.  Few people travel, save for the bravest of 
traders, and packs of hunters patrolling the roads. For those few who dare the roads, small forts dot the 
island, giving shelter to those who need it. 
Fort Crystal Lake is one such fort. Built around Crystal Lake, a small, but beautiful lake forming at the 
South end of a small river, Fort Crystal Lake has been recently reopened after over two decades of 
abandonment. Following a series of tragic deaths and a decrease in trade along the road, Fort Crystal 
Lake, which once guarded the trade route between Hope in the West and Blairstown in the East, was 
left to nature. Since that time, travel between the two towns has all but come to a halt, with only the 
brave and desperate daring to make the two day journey, seeking shelter behind the derelict walls. 
About two weeks ago, though, a few brave, and possibly foolish, individuals have come together to 
reopen the fort to protect the slowly increasing travel on the road.  
Undermanned and woefully unprepared, the group is in dire straits. The few guards hired might have 
kept the werewolves out in the first few evenings, but now, the guards have been disappearing without 
a trace. Desperate for help as infighting begins to set in, the surviving members of the fort seek help 
wherever they can get it. But, do they even know from what they need protection?   
Enter the heroes. 
 



 
A Basic Timeline of Events Leading to the Adventure 

- Day 1: Alice and Trent contract several guards and purchase caravans and supplies to with which 
to quickly erect a wall with money provided by Diana  

- Day 2: The party sets out from town 
- Day 3: After a very rough night of staying in the empty cabins, the group loses 1 guard. The next 

day is spent erecting the new fort wall. 
- Day 4: Another rough night as werewolves attempt to break in through the new palisade, killing 

a second guard. 
- Day 5: The wall erected and the guard stations manned, the werewolves give up getting in. 

Smooth sailing. 
- Day 8: Diana’s crop begins to grow around her cabin. Rumors among the guards are that she is a 

witch. 
- Day 10: a guard disappears 
- Day 11: another guard runs off 
- Day 12: All the remaining guards except for Thorn and Dorth run off, leaving the fort all but 

undefended. Alice concedes it may be a good idea to leave. 
- Day 13: Tommy Jarvis arrives. With a new person to protect (and Diana’s insistence that they 

remain) Alice decides to hold the fort until help arrives. 
- Day 14: The PCs arrive 

 
Character Knowledge 
Characters would have basic knowledge of the area. The area is known to be stalked by brutal 
werewolves and travel at night is extremely rare. Characters would know about the presence of Fort 
Crystal Lake, though they would expect it to be abandoned, as it has been for years. They would also 
know that the fort is the only place to sleep between the two nearest towns. Most travelers take shelter 
in the few remaining cabins in hopes the walls might persuade werewolves towards easier prey. 
 
 
Optional Rules 
 
DMs may choose to employ the Sanity Rule. In this module, PCs and NPCs are being haunted by an 
unknown and deadly apparition. It stalks their every move, gruesomely murders them, and disappears 
into the night. Even the fort itself seems to be rising up, its restless spirits clawing at the wall of our 
reality and possibly driving people mad.  
A PC has a number of Sanity Points equal to their Wisdom or Intelligence modifier (choose one) + 3. 
NPCs all have a number of Sanity Points. When an NPC or PC encounters the unknown, inexplicable, or 
horrifying they must make a DC 12 save using their Sanity Modifier (this is a defined stat for an NPC. A 
PC may choose to use either their Wisdom or Intelligence Saving Throw) or lose a Sanity Point. As their 
points decrease, so too does their grip on reality. Here are some examples of this. 
 
Bill has 4 Sanity Points, and is operating normally. 
At 3 points, Bill is visibly jarred, but holding himself together valiantly. 
At 2 points, it is clear that Bill isn’t thinking clearly. He is jumping at shadows, suspicious of all those 
around him, quick to anger, and not thinking as much as reacting. 
At 1 point, Bill is really beginning to lose his grip on things. He might be crying in the corner, calmly 
walking into certain death without reaction, taking an insane and suicidal attempt at running away, or 
even being actively aggressive towards the other people. 



At 0 points, Bill is no more. His mind has been pushed far beyond its limits, and Bill is now more 
concerned with the greater mysteries of the eternal than anything else. He may begin raving madly and 
incoherently, he may attempt to harm himself or others, his weakened mind may even become open to 
total influence. 
 
Note: each NPC and PC will have a different number of Sanity Points. This progression is assuming 
starting with 4 Sanity Points. For PCs and NPCs with less, the change between losing Sanity Points will be 
more dramatic. 
 
DMs may choose to place this rule on players, NPCs, or both as they see fit.  
 
Sanity for NPCs 
For NPCs sanity is a way of expressing the pressure of the situation. It may not always take such 
dramatic or even visible forms as in the example above. The loss of sanity can be used to increase the 
sense of tension or as comic relief.  
 
Sanity for PCs 
If using the Sanity Rules for PCs, you may choose one of several approaches. The player can take a 
statistical and measurable decrease in their stats as their sanity decreases equal to -2 Wisdom and -2 
Intelligence/ level of Sanity Loss. Alternatively, the players may keep track of their Sanity Points and 
simply role-play their increasing madness. In this case, a PC’s sanity point is equal to their Wisdom OR 
Intelligence modifier +3 (PCs may choose one or the other). 
 
Choosing to call for Sanity Rolls 
For the NPCs, choosing what requires a Sanity Roll is quite simple. If it is otherworldly, frightening, or 
just plain weird, it will likely call for a Sanity Roll.  
The DM may wish to give NPCs advantage if they are in a group to reflect that people feel safety in 
numbers and to prevent the entire group from dropping into madness all at once. 
 
For PCs, determining what requires a Sanity Roll is more complex. Take into account the PC’s life 
experiences and accomplishments. If they have fought a thousand zombies before, they will most likely 
not be scared of one more. However, if this is the first time they’ve sunken their blade into someone, 
just to have it stare at them blankly, they will probably be quite shaken and would make a Sanity Roll. 
Likewise look to PC’s stories for Sanity Rolls involving violence, inexplicable and otherworldly activities, 
and beyond. It would be helpful to think about much of this BEFORE starting the adventure. If the party 
is a group of seasoned level 10s fresh from Castle Ravenloft, you may reasonably assume that this 
seasoned party is mentally hardened enough to sustain the insanity of this place and that only the NPCs 
need to make Sanity Rolls. 
 
 
Characters 
Officer Thorn:  
Human, Male, Fighter, 52 
Officer Thorn is one of the two guards protecting the camp. He has a vicious claw mark across his face 
and a bite mark on his neck. He speaks in a gruff tone, but is very respectful to everyone he speaks with. 
He was a soldier for years and has spent the better part of his adult life hunting and killing werewolves. 
The posting at Fort Crystal Lake was supposed to be an easy one. 



Thorn will openly express concern about the recent disappearances, which he assumes are deaths. He 
trusts all of the people in the fort except for Tommy, but Tommy hardly seems capable of killing a 
seasoned soldier and hiding their body without leaving a shred of evidence. More than what is behind 
the disappearances, Thorn is concerned with the lack of defenders. Even though the werewolves rarely 
bother the fort, there being easier prey along the roads, Thorn feels that the group should abandon the 
fort as soon as morning light hits, returning to Blairstown to hire more guards. Thorn implores the PCs to 
agree with him and persuade Alice Hardly.  
Thorn will stand and fight to the last, a battle hardened soldier with little fear. He will do what he can to 
protect the civilians as well, seeing them as his charge. 
Sanity Modifier: +2.  
Sanity Points: 4 
 
HP: 12 
AC: 19 
Speed: 30  
Attacks: Longsword +5 to hit and 1d8+3 slashing damage. 2 attacks per turn 
Stats: STR  16 , DEX    14, CON   15, INT   11, WIS   13, CHA    9, 
Skills: Athletics 5, Perception 3, Survival 3, Intimidation 
  
 
 
Officer Dorth: 
Half-Elf, Male, Fighter 
Dorth is a fairly young elf who has come to the area seeking adventure. He is quick to joke and quick to 
find himself superior. His rough appearance for an elf makes him stand out, but fits with the heavily 
worn look of his equipment. He is very disrespectful to everyone except Thorn and others who have 
proven themselves to be worthy fighters. Dorth is not a fool, and has no doubts that the situation the 
group is in is dire, knowing that eventually the werewolves will learn how easy it would be to get into 
the fort. However, he believes that the current situation will end with a glorious battle, one which he 
will almost certainly survive and become famous for. Personally, he thinks the guards have just been 
running off to make for Blairstown or Hope. Dorth feels the guards that ran off probably thought Alice’s 
plan was a way to a quick buck. They could get paid, come out here, and go home after a night, when 
Alice heard the werewolves howling for the first time and ran home. When she didn’t get scared and run 
home, they bugged out for an easier paycheck. 
Dorth will stand his ground if challenged and will respond to insult with barely controlled hostility. His 
pride and his desire to be famous define most of his actions. The only motivation stronger is his will to 
live. 
Sanity Modifier: 0.  
Sanity Points: 3 
HP: 12 
AC: 14 
Speed: 35  
Attacks: Longbow +7, 1d8+3 piercing, 2 attacks per turn 
Stats: STR  10 , DEX    17, CON   14, INT   13, WIS   9, CHA    12, 
Skills: Acrobatics +5, History +3, Perception +1, Survival +1, persuasion +3 
 
 
Alice Hardly: 



Human, Female, Civilian 
Alice is the leader of Fort Crystal Lake. She moved here about three months ago with her friend Trent 
Stan with the intent of making some money. With attacks on the rise, and nothing between the nearest 
two towns but open road and the utterly indefensible abandoned fort , Alice thought that setting up a 
way station in the old fort would be a great way to make some money while saving some lives. Alice is 
bubbly and clueless. She approaches everything with cheerleader levels of positivity, a fact which blinds 
her to the danger she is in.   
She has been arguing a lot with her friend, Trent, of late about the troubles at the fort. Despite 
everything, Alice refuses to budge on her belief that the situation is just fine and that they just need to 
send for an extra guard or two. If questioned, Alice will assert that the missing guards were just easily 
startled and had run off.  
Alice certainly acts like a young woman, but is actually in her mid 40s. 
Alice also has a terrible secret. Years ago, when this fort was still garrisoned, Alice's father was a soldier 
here. Alice was asked to watch one of the other soldier's children while they drilled. Sadly, the young 
boy drowned in the lake while Alice and her then boyfriend were making out by the lake.  If the players 
learn of this and confront her, Alice will deny any knowledge until after Jayvor Heeson has appeared. 
Alice is not all bad, though. If asked, she will talk about her reasons for retaking the fort. She honestly 
wants to help the travelers on the road. On a successful DC 20 charisma roll, Alice will tell players about 
her feelings of guilt for what happened all those years ago and how it drives her to want to help people. 
Sanity Modifier: +1.  
Sanity Points: 3 
HP: 6  
AC: 10 
Speed: 30  
Attacks: Survival knife +2 to hit, 1d4 slashing 
Stats: STR  8 , DEX    10, CON  8 , INT   10, WIS  12 , CHA   14 , 
Skills: persuasion+5, history +2 
 
 
 
Trent Stan: 
Human, Male, Citizen 
Trent Stan loves Alice Hardly. That's all there is to it. He would do anything for her, if she could only see 
how much he loved her. Trent is a sullen and sarcastic man, very difficult to like. Interactions with him 
are generally uninformative. He will, however, be willing to talk about Alice’s past, if asked. He does so 
in an attempt to convince the party that Alice’s decision to stay here is clouded by her personal feelings 
for the fort, and that, if a third party were to objectively suggest leaving, she might actually listen. 
Right now, though, he is very unhappy with her. There have been three disappearances in as many 
nights and they were not animal attacks. Trent strongly believes they need to abandon the fort and 
come back when they can contract more soldiers. He will openly and bluntly criticize any action that 
does not support his belief that the fort should be abandoned again. 
Trent is also a very mentally fragile man. Exposure to the completely unknown, tragedy involving his 
beloved Alice, or some other horror may risk driving him mad.  
Sanity Modifier: -1.  
Sanity Points: 3 
HP: 6 
AC: 10 
Speed: 30  



Attacks: Fist +2 to hit, 1d4-1 bludgeoning 
Stats: STR  8 , DEX   10 , CON  8 , INT  10 , WIS 8  , CHA   10 , 
Skills: 
 
 
 
Diana Nimble: 
Elf, Female, Citizen 
Diana Nimble is a middle aged woman of very few words. She was contracted by Alice Hardly to help 
improve the sustainability of Fort Crystal Lake. She is a veteran farmer and rancher whose one and only 
skill is turning empty dirt into farmland. She has built a small crop within the walls of the fort and tends 
to the few animals there as well. She barely knows or even speaks with the other people at the fort and 
keeps to herself in all matters other than official ones. 
Diana has a somewhat secret agenda as well. Diana did not join the expedition out of a search for profit 
or for some humanitarian purpose. Rather, she wanted a safe, but secluded place to conduct her 
agricultural experiments. She has been attempting to increase both the size and intelligence of plants 
for reasons that are not completely clear to even her.  
If the PCs are suspicious of her, Diana will simply deny everything, likely storming off or going silent and 
brooding, if possible. If outright caught and presented with proof, Diana will rant and rave about the 
rights of plant-kind and how the plants have long suffered the oppression of the green eaters. 
Sanity Modifier: -1.  
Sanity Points: 2 
HP: 9 
AC: 13 
Speed: 35  
Attacks: Thornwhip (cantrip) +5 to hit, 1d6 and the creature is pulled 10ft 
Stats: STR 10  , DEX    15, CON   12, INT   14, WIS   16, CHA    8, 
Skills: Nature +4, Religion +4, Insight +5, Medicine +5, Perception +5 
 
 
Tommy Jarsiv: 
Halfling, Male, Citizen 
Tommy is a trader of sorts from the Village on the opposite side of the fort from the one your party 
approached. (In the Original campaign, Tommy is from Hope, a central village on the Island of Wolves in 
the Moonshae Isles. The party was approaching from Blairstown.) Tommy is young to be a trader, and 
hence a bit cocky about the amount of money he makes, which is substantial. He is also exceedingly 
proud of how he makes that money, which happens to be moving horse dung from the Hope to 
Blairstown for the purposes of making fertilizer.  He will happily tell any PC anything they want to know 
about horse manure, and much they don’t. Tommy will also express a bit of spite towards Alice and 
Trent, who forced him to make camp along the shore rather than use a cabin, saying his smell might 
offend other travelers. Tommy doesn’t understand the comment about his smell. 
Tommy spends his short time in this world at his own small camp by the lake, warming himself by the 
small fire and chewing horse jerky. 
Sanity Modifier: -1.  
Sanity Points: 2 
HP: 4 
AC: 12 
Speed: 25  



Attacks: fist +1 to hit, 1d4-2  
Stats: STR   8, DEX    12, CON   8, INT   14, WIS   12, CHA    16, 
Skills: 
 
 
Jayvor Heeson 
Poor, poor Jayvor Heeson. Jayvor Heeson was the child of one of the officers originally stationed at Fort 
Crystal Lake during the height of its importance. The young Jayvor was kind, gleeful, and generous. But 
his was a tragic tale!!! You see, Jayvor’s father, Winstone Heeson had asked a teenage girl to watch over 
Jayvor while the garrison went out on patrol. The young woman agreed to do so for a few silver pieces. 
But, when Jayvor went out for a swim, where was that young woman? Off cavorting with young soldiers! 
And in her absence the young Jayvor dashed his head on a rock, diving into the lake, and drowned. 
Nearly 30 years later, he has returned, though, hungry for revenge upon the girl who had agreed to 
watch him, Alice Hardly.  
Jayvor Heeson wears heavy leather armor, torn and seemingly dripping with lake water and lake weeds 
at all times. He covers his face with a strange circular mask with two eye holes. The mask has smaller 
holes around its frame for some unknown purpose. Jayvor does not speak. Ever. 
(stats available at end) 
 
 
 
 
 
Places 

 
Note: the cabins mentioned all have the same basic shape to them. Each cabin is 40x20 (with the door on 
the longer wall) with a window on either side of the door and a window on each of the smaller walls. The 



doors are basic wood and the windows are translucent white (made from animal horn). The windows 
allow light in but nothing can be seen on the other side. 
(Each entry can be located on the simple map at the bottom of the document) 
Fort Crystal Lake 
Fort Crystal Lake is a dark and foreboding place. The walls are made of massive wooden logs, sharpened 
on the top to create a defensible palisade. The logs all seem to have been freshly cut and raised, with 
only a few remnants of the original fort remaining. Yet, despite their fresh cut look, the wood is gashed 
and clawed at as if it had suffered years of siege by some great beast. The lake in the center gives off a 
constant mist, shrouding the path that runs around its shore in mystery and fear. The log cabins feel as if 
they whisper secrets into the cool night and only the moonlight answers.  The sparse buildings inside the 
fort are lit only by small torches, leaving the path between buildings a pitch black trek from one torch to 
another in the distance. In the daytime the place might be considered a picturesque representation of 
the beauty of the plains. At night, it is a deeply disturbing place haunted by an unnatural quiet. 
 
 
1 & 2: East & West Gates and Fortress Wall 
Each of the gates is identical in every way.  
A large palisade, about 20 feet tall, built of strong looking tree trunks and sharpened at the top to 
dissuade climbing. Along the top there is a row of sharpened metal spike pointing downward to further 
prevent climbing. The walls have deep scratches all along them, animalistic in nature.  There is also no 
small amount of blood stained across the walls, concentrated near the areas with the most scratches. 
DC 20 Nature, Religion:  to learn that the blood is Lycanthrope blood. 
DC 18 Medicine, Investigation: to learn the blood is just a few days old 
DC 15 Perception, Investigation, History: The tips of the palisade are all lined with silver, as is the gate. 
This is a common technique in the construction of defenses meant to keep out certain creatures such as 
vampire and werewolves. 
 
 
3: East Gate Guardhouse 
The East Gate itself is made of thick logs scarred by werewolves attempting to claw over it. The wall is 
20ft high and pointed on top to make it difficult to traverse. The guard house is built along the palisade 
walkway. All of the walls have a walkway from which defenders can fire arrows or stab down with spears. 
The gate house extends beyond the normal walkway several feet to make room for a small bed, table, 
and chair. The guard house is also roofed. The guardhouse can be accessed from a simple ladder. The 
east gate guardhouse is manned by Officer Thorn. 
 
 
4: West Gate Guardhouse 
The west gate guardhouse is exactly the same as the east one, save that it is manned by Officer Dorth. 
 
DC 15 Investigation: a dagger is hidden under Dorth’s pillow 
 
 
5: Office 
The small office is a simple log cabin with a patio built along the North path. The office has a few chairs 
out front and a hand painted sign that says “office.” Inside is a large table covered in notes, two book 
cases, and a few scattered chairs. This area is mainly used by Alice to keep track of administrative 
matters. 



 
DC 10 Investigation, Perception: Locate a series of financial documents 
 DC 10 Intelligence: The papers indicate that Alice’s finances are absolutely a mess. Alice would 
not have been able to pay for 1/10th of the restoration, but Diana financed the entire operation with a 
zero interest loan. Additionally, all of the guards were paid up front for their services. 
DC 20 Investigation, Perception: Locate bits of a torn up page 
 DC 15 Insight: You are able to put the few scraps of paper together in a semi-coherent fashion 
but the message is far from complete. It seems Alice has been struggling with some childhood memory 
since she has been here, but the nature of it is impossible to surmise from these scraps. 
 
 
6: Mess hall 
The mess hall is exactly that. The large building has a well built brick oven, a fireplace and a cauldron for 
stews, a table for preparation, and the usual utensils and dried goods associated with cooking. In 
addition there are two large wooden tables with benches on either side.  
At the DM’s discretion, makeshift weapons can be scavenged from the mess hall’s cooking supplies 
using the improvised weapons rules. 
 
 
7: Boardwalk 
Around the East side of the lake a boardwalk leads from the shore to the boat launch. This is a simple 
wooden structure for fishing or simple leisure.  
 
 
8: Boat Launch 
The South shore of the lake has a small boat launch consisting of two wooden piers, each 5 feet wide 
and extending 10 feet into the lake, connecting to the South end of the boardwalk along the shore. Each 
pier has 2 small boats, capable of seating a maximum of 4 people.  
 
DC 10 Perception: There appears to be some rotting wood in one of the boats. There are only 4 oars. 
 DC 12 Survival: The rot may not look that bad, but one of the cross boards is rotted through. The 
boat would likely sink in the water.  
 
 
9: Archery Range 
In the North East corner of the camp is a small archery range. There are 4 archery targets up against 
bales of hay. A small hut nearby has a rack for arrows and bows of fairly low quality.  (All of these are 
missing after the first murder) 
 
 
10: Fighting Pit 
In the North West section of the fort someone has dug a 15 foot deep and 30ft diameter pit. The pit 
looks as if it was reinforced with wood ages ago, but the wood has long since rotted and barely holds 
back the dirt. Old stone and wooden benches clearly meant for viewing ring the pit. There doesn’t 
appear to be a way in or out. 
 
DC 12 History: This is likely the infamous Crystal Fighting Pit, where traveling champions on the road 
once battled for fame and fortune in front of merchants, soldiers, and the occasional noble. 



DC 15 Religion, Arcana (passive usage): A strange sense of foreboding oozes from this place and you can 
sense an evil power to this place  
 Detect Magic: reveal the fighting pit scene described in the event Banging on the West Gate (pg 
15), but only to the caster and others capable of seeing spirits.  
  
 
11: Amphitheatre  
The South East corner of the fort holds a small amphitheatre. The theatre is built into a slight slope. The 
theatre seating is carved out of the hill itself in semicircles radiating from what was once a stage. There 
are 8 rows of seats, the closest to the stage capable of seating perhaps 5 and the furthest capable of 
seating 20. About 2 feet of height separates each row. While the seats have rows, the edges of the 
theatre retain their natural slope. 
 
DC 20 Perception: A rusty prop sword is laid in the overgrown grass near the stage. It wouldn’t serve for 
much in a real fight, but, if the situation were desperate enough, it might be used as a blunt instrument. 
The sword is 1d3 damage. 
 
 
12: Campfire 
There is a simple campfire in the center of the West Cabins. This campfire has several freshly fallen logs 
as benches and appears to be one of the few places that sees any real use.  
 
 
13: West Cabins 
The West bank of cabins is built around the main campfire area. Each of the cabins is a modest single 
room cabin made of wood. They each feature a bed, a table, several candles, a wardrobe and a sitting 
chair. Compared with the rest of the camp, both the cabins themselves and the contents seem to be 
almost posh. These cabins are clearly well maintained and have been filled with furniture that appears 
to have been recently built.  
The number of cabins depends on your party. Only half of your party can sleep in this location, while the 
other half must sleep at the East cabin bank. 
 
 
14: East Cabins 
The East cabins are identical in every way to the West Cabins. 
 
 
15: Tommy’s Campsite 
Smells bad. No really. It does. Tommy’s campsite is nestled up against the relatively empty East shore of 
the lake. Tommy has set up a fairly large tent and built himself a fire from which he looks over the lake. 
Tommy’s horse rests nearby, tied up about 30 feet from the tent. Tommy’s extremely foul smelling 
wagon is next to the horse. Tommy will sit here and sing to himself as he drinks and chews horse jerky 
all night if totally undisturbed.  
 
 
16: The Platform 
A small 20x20 foot wooden platform on pontoons floats in the middle of the lake. There is a small metal 
rod for tying up a boat.  



 
 
17: Diana’s Cabin 
Diana lives in a simple wooden cabin on the East end of the fort. Outside the cabin is the beginning of a 
what will soon be a garden and small plot of wheat capable of sustaining over a dozen people. Around 
the garden there are tools somewhat haphazardly discarded at seeming random.  The inside of Diana’s 
cabin has dirt tracked in and out of it on a level that suggests the owner makes no attempts to prevent 
this. The bed, if it can be called that, is little more than a stack of hay and a fur blanket.  There are bags 
of seeds in the opposite corner. Farming tools and a few simple clothing items are hung up on the wall. 
 
Detect Magic: some faint magical aura can be seen around the seeds and one of the floor boards 
DC 25 Perception: One of the floor boards appears to be loose, as if it were moved recently. 
 Inside the floorboard the PC will find a meticulously cared for alchemical set and several reagents. 
DC 25 Medicine, Nature, Arcana: From the collection of reagents, the mixtures, and the nature of the 
seeds in the corner, it is fairly likely that the owner is experimenting with increasing the size and 
intelligence of plant matter. (DC 20: You’re not sure what some of these reagents are, much less how 
they could be used.  It’s possible that the goal is getting larger crops. The ingredients for growth potions 
are certainly here.) 
 
If seeds investigated:  

DC 23 Nature: There are standard seeds in this bag. Under them, however, are sick smelling 
seeds and vile roots you have never seen before and are certain have no place in a garden. (DC 10 
Nature- These appear to be the seeds for basic crops. All of the plants in the garden are here: carrots, 
lettuce, etc. ) 

DC 18 Medicine: There are a lot of roots and plants simply strewn about. You could probably 
concoct a few health potions, if you had the tools handy. (PCs with proficiency in alchemy can use these 
materials and alchemy tools to build potions appropriate to their level, when they have several hours to 
dedicate to doing so) 
 
18: Trent’s Cabin 
Trent has set up an area for painting that commands the majority of the cabin. The left half of the cabin 
contains an easel, paints, a chair, brushes, turpentine, oils, and various other painting supplies. He is 
currently painting a portrait of an angelic beauty that is obviously Alice, even if Trent doesn’t realize it. 
Aside from the painting area, there is a small desk with a few papers, a simple bed, and a wardrobe. 
 
Investigation of the papers: 
 DC 12 Investigation: Among the journal entries and notes on operational matters you find a 
hastily scribbled on bit of paper in a completely different handwriting. It reads, “I saw him. I saw him at 
night. I saw him swimming in the lake again. I must be going mad. Remember!!! He swims at night and 
there was something else to remember…something about the lake?” 
Confronting Trent about this note will initially bring denial as he weakly attempts to dismiss it as 
something he wrote after a nightmare. Insight DC 5 to know he is lying. Persuasion or Intimidation DC 10 
will get Trent to reveal that he has several times seen the ghostly, glowing image of a young boy 
swimming around the lake. When seen, the boy just stares at Trent until Trent runs back inside. 
 
19: Alice’s Cabin 
Alice’s cabin is decorated in lavish detail and with very little regard for utility. The windows are draped 
with pink silk. The bed, a king size, is stuffed with feathers and covered with silk and down, pink, of 



course. An end table with various brushes and a looking glass is next to the bed. The room contains 3 
wardrobes, each stuffed with clothing completely inappropriate for working outside.  
 
If PCs have discovered almost no plot by Scene 5 allow them to find this object.  

 In the wardrobe, in a corner is a small diary that contains all of the information that Alice could 
reveal in regards to plot. Alice has poured out her heart onto these pages, relishing in feelings of guilt 
and shame about what she did and vowing over and over to right the wrongs of this place and restore it 
to its former glory for both her father and the young Jayvor. 

Journal Entry: XXXXXXXXXXXXXXXX (I am so sorry that this isn’t finished. Feel free to adlib 
according to the story or make your own note to hand to players) 
 
 
 
Events 
The events in this section are not organized in the typical D&D format. Rather than the players creating 
action and determining the path of the story, as most adventures allow for, this module is split into 
scenes that happen with or without the players. This is intended to both recreate the cinematic 
experience and to create a situation in which players may feel helpless, a core part of the horror movie 
genre. 
These scenes are also intended to be fluid. While SOMETHING has to happen, DMs should be open as to 
what that is. In many ways, this is an adventure that is meant to feel more like Fiasco, Dread, or other 
similar RPGs. In short, roll with what happens. 
 
Using These Scenes: Each scene contains 3 sections: Places, Special Conversations, and Special Activities. 
The “Places” section details where each character will be and what basic activity they are going about. 
“Special Conversations” indicates any special information that an NPC will be willing to divulge or 
conversational topic that the NPC will be willing to have only during this section. “Special Activities” 
mostly covers special rolls that can only really be done during this scene. Some may roll over to later 
scenes as the GM determines. 
 
Scene 1: Approach the Gates 
Scene Goal: Introduce setting and characters/ set the mood 
Read to party: The party arrives at the fort as the sun begins to set. The sound of wolves howling in the 
distance has grown steadily louder and more frequent as the moon becomes visible in the sky. Your grip 
on your weapons tightens, knowing beyond a shadow of a doubt you are being tracked by the 
werewolves of this land. As the deep purple of night begins to set in, the palisade of Fort Crystal Lake 
appears on the horizon, offering hope of a meager shelter from the wolves. Your pace quickens, and to 
your surprise, a figure stands atop the palisade to greet you in the fort you knew to be abandoned. 
 
Places 
______________ 
Officer Thorn is watching the East Gate, dutifully keeping a keen eye on the horizon. His mood is sour, 
but willing to help. 
Officer Dorf is watching the West Gate, practicing knife tricks. He is apathetic to his surroundings. 
Alice and Trent are in the office, currently arguing about their situation. Trent wishes to abandon the 
fort, while Alice sees no good reason to. The argument can be heard from outside. 
Diana is outside of her cabin, tending to the garden. She eyes the newcomers wearily if they pass and is 
curt in any conversation attempted. 



Tommy is at his campsite, drinking wine and humming to himself merrily. 
___________ 
 
Special Conversations 
_____________ 
Alice will offer the PCs rooms for the night and ask which cabins they wish to stay in. She and Trent will 
then guide PCs to the cabins. 
_________________ 
Special Charisma Rolls 
__________________ 
Special Knowledge Rolls 
DC 15 History to have heard of  Officer Thorn, a valiant and proven soldier in the area that commands 
great respect 
DC 18 History  to know that the fort was closed after the tragic death of a child 
DC 20 History  to know the fort was recently reopened 
DC 25 History to know that Alice Hardly opened the fort and was a former occupant as a child 
____________________________ 
 
 
 
 
 
Part 1 
In this scene the party is greeted at the gate by the guard appropriate to their approaching direction.  
The guard will offer shelter for payment (10 gold pieces per head).  If the party chooses to enter, the 
guard will then guide the party to the office, taking a moment to explain the basic layout of the fort and 
mention any people of note. The guard will answer any basic questions for the group, though, if at the 
West Gate, Dorf will become bored with the conversation quickly and cease to be of help. 
 
Part 2 
After sleeping arrangements, if any, are made, Alice will invite the PCs to eat and enjoy some song and 
drink by the campfire in about 2 hours. Alice will explain that until then, the PCs can make themselves 
comfortable and explore the camp at will, but to always carry a torch. All characters except for the 
guards will join around the campfire to talk and eat shortly before sunset.  
 
Alice and Tommy will attempt to make it a jovial, campy evening by talking up, but Trent and Diana will 
remain sullen. 
 
 
(If PCs refuse shelter, they may walk around the fort to continue along the road. Not long down the road, 
they will be ambushed by 2 Werewolves. The DM has discretion here: the werewolves can be used to 
drive the PCs back to the fort, where the guard will rush out to help them. Otherwise, the PCs can 
continue down the road. Continuing down the road, however, leads into a mist which drops the PCs 
back at the fort.) 
 
 
Scene 2: A Death at Night 
Scene Goal: Kill an NPC, create a feeling of helplessness 



Victim: Tommy  
 
After all of the PCs have gone to bed, they awake to the sounds of screams from somewhere in the 
camp. All of the equipment they weren’t wearing is gone, including weapons, armor, and magical 
focuses.   
 
All NPCs will converge on the source of the scream, Tommy’s camp, to find the Tommy massacred, split 
from throat to groin with a bladed weapon. Tommy lays sprawled across his bed, a look of horror on his 
dead face. Tommy had been alone at his camp at the time, and so there would have been no witnesses. 
 
Allow the PCs to investigate the area and converse with anyone they wish until you feel that A) the PCs 
have learned more than enough, B) the PCs are stalling out, or C) the conversation has come to 
something of a climax, necessitating action. If you, the DM, feel that any of these are satisfied, move to 
the next scene immediately.  
 
Tommy can be resurrected according to the description of magical items or spells. However, he will have 
been driven mad by the visage of Jayvor Heeson, and will only madly repeat the phrase “give me my 
killer”. Magical psychic connections to the NPC may reveal brief images of Jayvor standing over the NPC 
before the moment of death. 
 
 
 
Optional Read Aloud  
As you approach, the smell of fresh blood fills your nostrils and the faces of those standing outside the 
tent tell you the rest. You follow their eyes as you walk up to the flap of the tent, finding the gutted body 
of Tommy sprawled across the bed. His left hand lies motionless across his abdomen in an apparent final 
attempt to keep in his lifeblood, which now paints the room. Split from throat to groin, it doesn’t take a 
healer to see that this person died quickly but painfully. 
 
Places 
All NPCs: Scene of the crime, (Optional: All NPCs roll Sanity Check with advantage due to being in a 
group) 
______________ 
Special Conversations 
 
Thorn will start an argument with the group. He is in favor of leaving now, and risking the werewolves 
Trent will attempt to lay blame, accusing everyone and anyone but Alice of the murder 
Alice will attempt to calm the group with her usual approach of denial. If the PCs notice the message on 
the tent and point it out to her, she will stare silently at it. She is evasive if asked about it, feigning 
ignorance. If pressed she will say she doesn’t understand the message and become panicked, refusing to 
talk about anything.  
 DC 20 Insight to tell she is lying about something 
(These conversations should become more and more excited as the surviving NPCs become more upset.) 
_________________ 
Special Charisma Rolls 
Alice:  Intimidation/Persuasion DC 24 and Alice will say she knows what the message means. It means 
that she is the killer. If PCs get this information, immediately move to scene 3 (before they have the 
chance to pursue this line of questioning) 



__________________ 
Investigating the Body 
DC 10: this person was gutted with a blade, 
DC 15: This was done with a single swipe, the body wasn’t moved 
DC 17: The NPC’s lungs have been filled with water, as if they had drowned 
Investigating the Scene 
DC 10: On the tent, written in blood, is the message “give me my killer” 
DC 15: There are no drag marks around the area, nor signs of a struggle 
 Casting Detect Magic or a similar spell will reveal a magical scar where the blade entered poor Tommy. 
The scar, though invisible to the naked eye, has a festering rot that glows with a black-red energy. The 
magical energies that trace the wound are unlike any before seen. The glowing energy is most likely 
ethereal or caused by some level of necrotic energy. However, its nature is unknown. 
____________________________ 
 
 
Scene 3: Split the Party 
Scene Goal: Instill a sense of panic, gather information, look for weapons, kill and NPC 
 
In this scene the previous murder scene is abruptly interrupted by the introduction of several 
simultaneous emergencies. The party must split up if they wish to address all of the issues at once, but 
doing so puts them all at risk. PCs may be more interested in finding their weapons, but any location 
they search will prove unhelpful in that regard. 
As the conversation begins to get heated, a dull, steady thudding noise echoes through the entire fort, 
coming from the West gate. The thud quickly grows louder and more frequent. Before the party can 
react, a beam of brilliant green energy fires directly out from the ground where Diana’s cabin is as a 
shockwave from the area sends small debris flying and knocks PCs and NPCs over (STR save DC 8, Thorn 
and Dorf auto-pass). Finally, as the NPCs get up, the eruption of a sudden and unexplained blaze from 
the South end of the lake lights up the entire fort and it is plain to see that the boat launch is engulfed in 
fire. 
 
The following NPCs will have plans that they wish to enact. They will go to the places they see as most 
important regardless of PC decisions unless otherwise stipulated. As this is an emergency situation, PCs 
attempting to persuade NPCs to a course of action will have mere seconds to do so before those NPCs 
deign to follow their own agenda..  
 
 
Officer Thorn will insist that the fire needs to be addressed immediately. If the boardwalk catches, the 
grass will catch, then the cabins and the whole fort. 
 DC 20 Persuasion, Intimidation: can convince Thorn to do some other task as long as it is 
reasonable and focused on saving the fort.  
 
Officer Dorf will insist that the West Gate needs to be guarded. It sound as if whatever is out there 
wants in, and that can’t be good. He will leave immediately in that direction at a hard jog. 
 
Diana will scream the words, “My experiments!” before immediately taking off towards her cabin in a 
near panic. 
 



Trent and Alice will remain passively in shock. They will obey commands of PCs. If they are not told to do 
something, they will simply blank out in shock, appearing in the next scene. 
 
 
Boat Launch Fire 
Success: stop fire, gain story info.  Failure: fire will begin to spread to buildings in the area, causing chaos, 
burning buildings, and bringing down the walls eventually. 
PCs arrive at the boat launch with Thorn. The boat launch and all but 1 of the boats is on fire as well as 
some of the surrounding shrubs. The fire can be put out in whatever way the GM feels is realistic. The 
fire may be put out automatically or the GM may ask for rolls. If no PC accompanies Thorn or if no one 
goes to the boat launch, the fire automatically beings to spread to the rest of the fort. 
 
While trying to put out the fire, the PCs may roll perception checks for different objects with which to 
fight the fire (e.g. buckets for water, wet blankets, etc). Allow PCs to find anything reasonable, but also 
apply these checks. 
 
PER DC 20 (15 during fire as light reflects off): There is a rusted old necklace tramped into the ground at 
the shore of the lake.  (Alice’s Necklace) 
 
Once the fire is under control, an eerie call for help can be heard faintly on the wind. Out in the lake, a 
60 foot swim from shore, a glowing figure is thrashing about in front of the platform on the lake, faintly 
lighting the platform itself. The figure faintly glows, lighting the water around it in an off blue hue. The 
figure is calling for help, but as if from miles away the sound is brought on the wind, barely audible and 
sending a chill down the PC’s spine. 
(Optional: All present roll Sanity Checks) 
 
PER DC 10: It looks like a boy 
PER DC 15: It looks to be drowning 
PER DC 23: It isn’t splashing any water 
 
(if at least 18 on perception, ask for a Religion/Aracana roll) 
Relgion/Aracana DC 15: That looks to be thin incorporeal form of a ghost 
 
 
The boy will not respond or even appear to see the PCs. Allow the PCs to take a few actions in pursuit of 
whatever goal they wish. After a few minutes Jayvor Heeson will be standing on the platform in the lake, 
immediately behind the boy as the boy fades out of existence. Jayvor will stand silently staring at the 
PCs. If the PCs just keep looking at Jayvor, he will silently raise his machete, pointing it at the PC. The 
moment they look away, he is gone. 
 
Note: seeing Jayvor from that distance at night without light requires a check. If the check is failed, the 
boy merely fades out, leaving only darkness. PER DC 18 (advantage with darkvision): to see the boy fade 
out as Jayvor fades in, as if the two were somehow connected.  
 
If a PC swims to the boy, they will not be able to touch him and will immediately recognize he is 
incorporeal. Jayvor will be automatically seen if a PC is this close, but will still not attack and will 
disappear the moment the PC isn’t looking at him. 
 



Note: if the fire is not put out (only possible if no PCs go to this scene, it will spread. From that moment, 
roll a D20 for any location within the fort that the PCs wish to go to. On a 5 or below, that location is on 
fire.  
 
Banging on the West Gate 
Success: Learning info about Jayvor’s weakness.  Failure: No information 
Officer Dorf and any PCs arrive at the West Gate. They approach it, and can hear the noise, but the gate 
is not moving. The banging begins to creep north along the wall. Soon after, the sounds of combat and 
cheering can be faintly heard from the fighting pit. 
If no PCs move to this encounter and Dorf goes alone, role a percentile die and consult the table below. 
 

01-40 Officer Dorf never returns and there is no trace of where he went 

41-70 Officer Dorf returns, having witnessed the ghosts. He recalls practically nothing and 
has lost 1 point of Sanity. 

71-94 Officer Dorf returns, having witnessed the ghosts. He conveys the basic scene that 
unfolded, but cannot recall many details. 

95 -100 Officer Dorf returns, having witnessed the ghosts and gleaned the meaning of the 
event. He conveys the knowledge of Jayvor’s machete to the PCs. 

 
If no PCs go and Dorf does not go (only possible if the PCs successfully convince him to follow them 
somewhere), this encounter fails and nothing is learned from it. The banging noise will continue until 
PCs decide to come to the West gate.  From Scene 7 on, the banging continues, but the ghosts in the pit 
will not appear. 
 
PER DC 15 to hear the pit sounds early, otherwise it sounds like a general commotion 
PER DC 18 to recognize the sounds are ethereal 
 
As PCs approach the sound of combat seems to be roaring, but nothing can be seen. Inside the pit, 
however, the following scene is unfolding, and the ghosts do not appear to see/hear the players, but are 
only echoes.  
 
Optional Read Aloud: 
Inside the rotted husk of the pit, 3 large boys, one holding a machete, seem to have cornered a much 
smaller one. The 3 boys crowd around him laughing and pushing him to the ground. “Look at Halfwit 
Heeson! What’s the matter J-j-j-j-Jayvor, cat got your tongue?” The boys begin roughing the younger one 
up, knocking him to the ground and kicking him about. They pick him up as he begins to cry and shove 
him against a wall. “haha. Lookit. Halfwit Heeson’s gonna cry. Come on baby. Show us how tough the 
guard commander’s son is. I’ll give ya something to cry about.” The younger boy screeches in pain as 2 
hold him and a third slowly scratches across his face with the machete, letting thick blood pour out. The 
3 boys walk away as the young one falls to the ground crying. The one holding the machete drops it, 
“Keep it, Jayvor. Maybe someday you’ll learn to use it to hurt someone other than yourself.” 
 
DC 12 Arcana, Religion (passive acceptable): Places with such hauntings usually house very powerful 
magics related to the source of the haunting.  
DC 20 Arcana, Religion: Objects that haunting spirits feared in life often have power over them in 
undeath.  
DC 12 Perception, Medicine (passive acceptable): The amount of blood that came out of Jayvor’s face 
was uncanny, gallons and gallons, though he reacted as if it were merely a scratch 



DC 18 Perception (passive acceptable):. The blood seemed to ooze and bubble as it poured from him and 
formed a river towards the spot where the machete lay. 
 
Optional: some DMs allow players to make Intelligence or Wisdom checks to discern the answer to 
puzzles or riddles. If you wish to do so, players must pass a DC 20 Intelligence or Wisdom check (not 
save) to discern that the spirits of this place are attempting to show them that Jayvor can be hurt with 
his own machete. 
 
Detect Magic: if detect magic is used the PCs will find that the spots where the blood had touched the 
ground and where the machete was are glowing with the same mystical energies as Tommy's wound. 
The machete itself will be visible in an ethereal form, but cannot be interacted with, as if it were on 
another plane. 
 
Speak with Dead: If any PCs cast speak with dead, they may converse with old soldiers, gladiators, nobles, 
and locals. If players are attempting to speak with the spirit of Jayvor: 

DC18 CHECK on spellcasting ability. If passed, the ghost of young Jayvor Heeson is 
summonedand will communicate with the caster for 1 minute before claiming that, "The other is 
coming. I can't stay."  If failed, the caster suffers 2d6+3 psychic damage (scale for level) and 1 
Sanity Damage 
 

 
 
Green glow from Diana’s cabin 
Success: Stop the experiment, find Diana’s journal.   Failure: magical plants overtake this area of the fort 
 
As PCs and Diana approach the cabin, the green light can be seen beaming out into the night straight 
from the cabin itself. It is impossible to see in to the cabin through the blinding light. Diana will attempt 
to run headlong into the cabin, slamming the door behind her. The longer PCs wait to go in, the more 
obvious signs of something inside will become. There will be a muffled scream and vines will begin to 
snake out through the windows and cracks in the wood to wrap around the cabin.  
If PCs go into the cabin they will first feel a dizziness as their lungs fill with a heavy and musty air. Inside 
the cabin, a dense green fog has risen up and obscured vision, making what is happening in the room 
very hard to discern, and vines cover all of the walls. A large plant like creature stands in the center of 
the room reaching its appendage out towards the PCs. 
 
PER DC 15: Diana is lying on the floor in front of the creature (if she was not stopped) 
PER DC 18: Diana is clutching a book of some kind, the creature appears to be wrapping her in vines (if 
she was not stopped) 
PER DC 20: The creature is growing out of Diana’s seed bag in the corner 
NATURE DC: 15 to gain knowledge of what  creature it is 
 
CON DC 15 or succumb to the noxious gas and made extremely woozy: movement speed halved, 
disadvantage on attack rolls (lasts for 1 hour game time) 
 
Creature Details: Myconid Sovereign can be located in the index or page 231 of the Monster Manual 
 
If PCs are close enough behind Diana and act quickly enough, using their first round or surprising the 
beast, they can attempt to grab Diana with an Athletics DC 15 check without provoking an opportunity 



attack. After the first attempt, the Myconid Sovereign will move to prevent them from doing reaching 
her. Combat will begin if the PCs spend more than 2 actions in the room. 
 
If PCs are able to destroy the bag of seeds by any reasonable means, the Myconid and all of the plants 
will die immediately. 
 
Depending on the outcome, Diana or her journal will reveal the following information: 

- Diana is actually an exiled druid, thrown out for experimenting on natural events 
- Diana came to this place to study Jayvor’s ghost and its relation to the ghost of Alice Hardly’s 

father, who took his own life. Diana will convey that Alice has a guardian spirit, one which Diana 
has sensed, but can never succeed in summoning. 

- Diana is quite interested in how he does so, but has been unable to summon him for some 
reason. The ritual is to look into a looking glass and say Thalton (her father’s name) three times, 
then smash the mirror and smear your blood onto it.  

o (Diana does not know, nor is it indicated in her journal, that this ritual will only work if 
the person performing it has some connection to the Hardly family on their person, such 
as Alice’s necklace or Thalton’s rusted sword located in the boat launch and 
amphitheater areas.) 

 
If no PCs go to this encounter, it automatically fails. Diana dies and the journal is destroyed. 
If PCs fail to defeat the Myconid Sovereign, this area of the map becomes over run with Myconid. From 
that point, the road around Diana’s cabin will be swarmed with Myconids. Any time PCs pass in the area 
(indicated on the map) the DM should roll a percentile die. On a result of 30+ the PCs will be attacked by 
3 Myconids. 
 
(Optional: If PCs do not find the journal, but save Diana, consider having her keep it on her person so 
PCs have a second chance at discovering the ritual.) 
 
 
 
This map indicates the zones affected by the events of scene 3 



 
 
Scene 4: JH Cometh and Goethe  
Scene Goal: Introduce the monster, kill an NPC, make it obvious he can’t be killed by normal means 
 
As PCs’ investigations come to a close and they leave the areas they went to, allow them to naturally 
find each other on the path and converge in whichever location is most logical. When they do, give PCs 
several minutes to discuss their findings with each other.  
 
When this RP is done, a thick mist begins to rise from ground itself. The mist is magical and prevents PCs 
from seeing more than 60ft. The mist cannot be seen through even by magical means. 
 
Both Officer Thorn and Officer Dorf will excuse themselves, saying they absolutely need to find their 
weapons.   As the two walk away, Jayvor will appear from the mist and kill both of them in a single 
attack, doing so in a way violent enough to prevent resurrection by any means other than a True 
Resurrection spell. 
 
Jayvor will then stare at the PCs and NPCs for however long the DM deems necessary. If the PCs attack 
Jayvor, he will engage in combat for 2 rounds. After 2 rounds Jayvor will walk away from the fight and 
step into the mist. On a mechanical level, he is planeswalking to the ethereal plane. During those two 
rounds Jayvor will fight only PCs that actively attack him and will ignore all others. He will always use his 
movement to walk away from the group and into the shadows. He will attack, if possible, then move. 
 
If the PCs do not attack, Jayvor simply stares and eventually turns to walk into the mist and fades away.  
 
 
Places 



All: converged in one spot 
______________ 
Special Conversations 
Any surviving NPCs will be willing to talk about what has been found out 
If Alice is convinced to reveal her back story, Trent will withdraw from her, blaming her for what is 
happening. He will attempt to convince the PCs to escort him to the nearest town, promising them a 
decent reward for braving the roads. Remember to adjust personality based on Sanity Point loss. 
_________________ 
Special Charisma Rolls 
Alice will be unwilling  to talk about the necklace, though she will clearly recognize it. Showing her the 
necklace will visibly upset her. She will attempt to hide this, poorly. 
CHA DC 15: Alice will admit it is her necklace and that she lost it years ago when her father was 
stationed here 
CHA DC 18: Alice will admit to knowing Jayvor Heeson and how he was such a nice quiet boy that died in 
the lake 
CHA DC 20: she had heard the fort was haunted by the boy, but never believed it 
CHA DC 24: Alice will admit to her part in Jayvor’s death, that she was with her boyfriend instead of 
watching Jayvor, when he drowned. She will, at this point, break down in to inconsolable crying 
__________________ 
 
 
 
Scene 5: Alice Hardly has a Secret 
Scene Goal: Reveal Alice’s story (if not known), reveal JH’s motivation 
 
After the attack, all surviving NPCs will run to the nearest building for shelter. At this point, Alice is 
reduced to 0 Sanity Points. Alice cries and mumbles almost incessantly. 
Should the PCs choose to follow Alice, Trent, and Diana, Alice will reveal all information up to and 
including the CHA DC 20 information from the previous scene. She will not, however, reveal her part in it 
unless pressured for a CHA DC 24 (rolled with advantage as she is hysterical). Trent reacts in the same 
way described in the previous scene, attempting to convince the group to abandon the fort and take 
their chances on the road. 
 
 
 
Scene 6: Someone is Missing!  
 
 
After Alice Hardly’s exposition (or after the attack, depending on how well PCs interrogated Hardly), PCs 
will likely be engaged in a series of conversations, knowledge rolls, perceptions rolls, etc.  
 
If Trent has not convinced the party to escape the fort, during this time, Trent will attempt to sneak out 
(PER DC 18), unless PCs have convinced him to stay, restrained him, or he has gone gibbering mad.  

If PCs are not with Trent and Alice, Trent or Diana (depending on which one is sane) may later 
find and relay the story information to the PCs, having had the exposition while the PCs were not 
there. 

 



If Trent successfully sneaks away from the party, he will go to his cabin to pack quickly. From there, he 
will either be killed by Jayvor or along the road by werewolves as the DM likes. 
 
 
 
 
Scene 7: Werewolves in the Fence 
Scene Goal: build a sense of escalating conflict, give a break for combat, push the party out of their 
shelter 
 
2 werewolves climb over the fence. The werewolves will attack the party in whatever location they have 
taken shelter in.  The werewolves are introduced as a means of driving the PCs out of the safety of 
wherever they have taken shelter and out into the mists again. Werewolves are dangerous monsters 
when fought without magical weapons. For parties under level 3, consider using another form of 
lycanthrope.  
 
The Werewolves will not attack any still living NPCs. The NPCs will fell into the mist.  
 
Scene 8: Straight through the Heart 
Scene Goal: Lure the party to JH’s ideal fighting spot, Kill an NPC, present an easy solution 
If both Trent and Diana have already been killed, skip this scene. 
 
If Trent disappeared in scene 6, he is the one dying. 
 
Trent or Diana (whichever is still alive) can be heard screaming from the archery range. The person is 
bleeding out, but alive. Alice will investigate. If the party investigates, the NPC will tell the group they 
saw a ghostly image of a little boy. He was being bullied. The other boys were putting a bag on his head 
and suffocating him.  
In anger, the NPC says “if we had just given you (referring to Alice)to him, when we had the chance, 
maybe he would have just let us be." (planting the idea) then dies. 
 
 
 
 
Scene 9: JH Cometh and Stayeth  
Final Scene 
 
 
Before this scene, allow some time to talk about what to do with Alice. They should be aware, at this 
point, that Jayvor wants Alice, not them. They should also have found at least one clue as to how to kill 
Jayvor (drowning, his own machete, the ghost of Alice’s father, suffocation) or that they have the option 
of sacrificing her or running.  
 
Allow the party to decide which option to take and allow them time to plan for this course of action. 
Once the party has decided on a course of action, follow the corresponding victory condition 
 
 
The mists begin to withdraw. 



  
Jayvor reappears some distance from the party. He is just pointing at Alice with his machete. He will 
walk towards her and engage PCs only if attacked. He will follow the party at a slow and menacing walk, 
seeming to never be far behind them and impossible to lose despite only walking. The only way he will 
stop following them is if they choose to leave the fort. 
 
If any PC completed the ritual to summon Alice’s Father’s Ghost, it will appear now. 
If the party fed from the werewolves and did not kill them, Jayvor will be standing over the bodies of the 
werewolves.  
 
If the party stops to confront Jayvor, he will attempt to grapple Alice and drag her into the lake. He will 
respond to any interference, but otherwise will ignore the party.  
 
 
 
Victory Conditions: 
 
Sorry Alice: Sacrifice Alice 
 After learning that Alice is responsible for Jayvor Heeson’s death, the party may choose, at any time, to 
sacrifice Alice to Jayvor. The manner in which the party does this is completely up to the DM’s discretion. 
However, any unanimous and explicit attempt to do so will summon Jayvor to the location. If summoned, 
Jayvor will make it very clear through his actions (pointing at Alice, ignoring the party) that he wants 
only the one thing. Jayvor will then drag Alice into the water, where they both disappear forever. 
Jayvor Heeson is supernatural, but he isn’t psychic. If the party attempts to feign sacrifice as a ruse to 
lure him out, he will fall for it. 
After Alice is taken into the lake, the party’s equipment will materialize on them. Allow them to 
naturally notice it, as if it had been there the whole time. As they do, they also notice the sun beginning 
to come up in the East. 
 
Revenge Denied: Party Defeats Jayvor 
This is the hardest victory condition, and only very strong players are going to reach it. In the final scene, 
Jayvor is finally susceptible to being defeated, but only by one of the very specific methods outlined in 
his character. (His own machete, drowning, etc) 
Since this mod is supposed to have more a narrative feel to it, reward the players with victory. Think 
about this fight like the final scene in any horror movie; the protagonist is bloodied, beaten, and in way 
over their head, but can pull off a victory if they think of a plan just crazy enough to work. If your players 
have definitely figured one of those ways out, let them win, but make it dramatic.  
After killing Jayvor by whatever means they were able to the party’s equipment will materialize on them. 
Allow them to naturally notice it, as if it had been there the whole time. As they do, they also notice the 
sun beginning to come up in the East. 
 
If any NPCs survive, take their sanity into account when determining their actions. If Alice or Trent 
survive and keep their sanity, they will bequeath the fort to the party, not wanting anything to do with 
the place ever again. 
 
Rewards: Fort Crystal Lake, Jayvor’s Machete  
 
 



The Spirit: Alice’s Father’s Ghost 
If players completed the ritual to summon Alice’s Father’s ghost earlier, the ghost will appear to help 
Alice during the final scene, even if they have chosen to sacrifice her. At the most dramatic point, when 
it seems Alice or the party is totally doomed, a bright flash of light will appear in the lake. 
The orb of light will immediately draw Jayvor’s attention, seeming to blind him despite attempts to 
shield his eyes. The orb will float toward Jayvor slowly. When it finally reaches him, a blinding ray of light 
will shoot out of the orb, disintegrating Jayvor. The orb will then slowly float towards and into the lake. 
The orb is ethereal and cannot be touched by any non-magical means.  
If Alice has lost a significant amount of sanity (very likely), she will simply stare at the orb, following it 
into the lake to drown herself, unless restrained. 
If allowed to drown herself, Alice will rise back to the surface as a dryad. She will appear thankful, 
smiling at the party, but will not be willing or able to communicate verbally. She will resurrect any party 
members that have fallen and present them with a gift. 
 
Rewards: Jayvor’s Machete  
 
If the party was willing to fight for Alice/ not sacrifice her: Each character receives as “charm” 
appropriate to their class (DMG page 228) 
 
 
Hit the Road: 
The players won’t sacrifice Alice, but can’t kill Jayvor. The final scene comes up and they are in a brutal 
slugfest with Jayvor. They can choose to fight to the death or run. They choose to run. Let them. Jayvor 
has no interest in chasing them down. Players can also achieve this victory by waiting out the night on 
the platform. Should players explicitly and unanimously decide they are taking this action in order to 
hide from Jayvor, he will not attempt to attack them. 
Should players take this victory condition and return to the fort at any time in the future, the fort will be 
completely abandoned and no signs of recent occupation or the events of this night will remain. Did it 
really even happen? 
 
 
Asylum: 
In keeping with our homage, main characters don’t die, not really, not forever.  If you have players die, 
either individually or in a TPK, you can choose to stay true to the D&D rules and kill them, or you can 
have them wake in the Hope Village Home for the Touched, an insane asylum. Either constitutes a fitting 
end for any protagonist of a horror film.  
Should players take this victory condition and return to the fort at any time in the future, the fort will be 
completely abandoned and no signs of recent occupation or the events of this night will remain. Did it 
really even happen? 
 
 
 
Jayvor Heeson Creature Stats 
Legendary Human Creature 
 
Hit Points: 182 
AC: 20 
Speed: 15 



Immunities: All damage types 
 
Features: 
Rage: Can Rage 2x /day 
Multiple attacks: May attack 2x with machete and either grapple or stare 
Versatile: May use machete as 2handed or 1handed weapon (cannot grapple and use machete 2handed) 
Fear of water: disadvantage on all saves and attack rolls while in water 
Legendary action: Jayvore rolls 2 initiative checks and has a complete turn (including regaining reaction) 
on each of those initiative counters. 
Planeswalk: Jayvor can shift in and out of the ethereal plane at will. 
Actions: 
1 handed melee attack: machete, +8 to hit, 1d8+8 slashing 
2 handed melee attack: machete, +8 to hit, 1d12 + 8 slashing 
Tombstone Chokehold: Grapple check (+8), on success Jayvor uses on hand to lift the PC by their throat 
into the air. Player must succeed against DC 18 Strength save on their turn or be held and take 1d6 
damage from choking. Jayvore may choose to release the player by throwing them up to 15 feet in any 
direction. The player and any player they land on takes 1d4 bludgeoning. This option forgoes the 1d6 
damage from choking 
Glare: target must make a DC 18 Wisdom save. On failure, the target drops their weapon and uses their 
reaction to move their movement speed directly away from Jayvore. The target may repeat the save at 
the end of each turn. The DC is reduced by3 for each subsequent turn.  
 
Reactions: 
Dodge, +4 to AC 
 
Immune to all damage 
Can only be killed by 

1) His own machete can be used to kill him 
2) Drowning 
3) Any spell which summons a ghost to kill him 
4) Suffocation (especially by being ejected into space) 
5) Bringing peace to the ghost of the boy in the lake 

 
 
Mycanid Sovereign stats 
 
Large plant, lawful neutral 
Armor Class 13 (natural armor) 
Hit Points 60 (8d10 + 16) 
Speed 20ft. 
STR 12 (+1) 
DEX 10 (+0) 
CON 14 (+2) 

INT 13 (+1) 
WIS 15 (+2) 
CHA 10 (+0) 

Senses darkvision 120ft., passive Perception 12 
Languages- none 
Challenge 2 (450 XP) 
Distress Spores. When the myconid takes damage, all other myconids within 240 feet of it can sense its 
pain. 



Sun Sickness. While in sunlight, the myconid has disadvantage on ability checks, attack rolls, and saving 
throws. The myconid 
dies if it spends more than 1 hour in direct sunlight. 
 
ACTIONS 
Multiattack. The myconid uses either its Hallucination Spores or its Pacifying Spores, then makes a fist 
attack. 
Fist. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 8 (3d4 + 1) bludgeoning damage plus 7 
(3d4) poison damage. 
Animating Spores (3fDay). The myconid targets one corpse of a humanoid or a Large or smaller beast 
within 5 feet of it and releases spores at the corpse. In 24 hours, the corpse rises as a spore servant. The 
corpse stays animated for 1d4 + 1 weeks or until destroyed, and it can't be animated again in this way. 
Hallucination Spores. The myconid ejects spores at one creature it can see within 5 feet of it. The target 
must succeed on a DC 12 Constitution saving throw or be poisoned for 1 minute. The poisoned target is 
incapacitated while it hallucinates. The target can repeat the saving throw at the end of each of its turns, 
ending the effect on itself on a success. 
Pacifying Spores. The myconid ejects spores at one creature it can see within 5 feet of it. The target 
must succeed on a DC 12 Constitution saving throw or be stunned for 1 minute. The target can repeat 
the saving throw at the end of each of its turns, ending the condition on itself on a success. 
Rapport Spores. A 30-foot radius of spores extends from the myconid. These spores can go around 
corners and affect only creatures with an Intelligence of2 or higher that aren't undead, 
constructs, or elementals. Affected creatures can communicate telepathically with one another while 
they are within 30 feet ofeach other. The effect lasts for 1 hour. 
 
 
Mycanid Stats 
 
Large plant, lawful neutral 
Armor Class 12 (natural armor) 
Hit Points 22 
Speed 20ft. 
STR 12 (+1) 
DEX 10 (+0) 
CON 14 (+2) 

INT 13 (+1) 
WIS 15 (+2) 
CHA 10 (+0) 

Senses darkvision 120ft., passive Perception 11 
Languages- none 
Challenge 1/2 
Distress Spores. When the myconid takes damage, all other myconids within 240 feet of it can sense its 
pain. 
Sun Sickness. While in sunlight, the myconid has disadvantage on ability checks, attack rolls, and saving 
throws. The myconid 
dies if it spends more than 1 hour in direct sunlight. 
 
ACTIONS 
Fist. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. Hit: 5 (2d4) bludgeoning damage plus 5 
(2d4) poison damage. 



Pacifying Spores. The myconid ejects spores at one creature it can see within 5 feet of it. The target 
must succeed on a DC 12 Constitution saving throw or be stunned for 1 minute. The target can repeat 
the saving throw at the end of each of its turns, ending the condition on itself on a success. 
Rapport Spores. A 30-foot radius of spores extends from the myconid. These spores can go around 
corners and affect only creatures with an Intelligence of2 or higher that aren't undead, 
constructs, or elementals. Affected creatures can communicate telepathically with one another while 
they are within 30 feet ofeach other. The effect lasts for 1 hour. 
 
 
Werewolf stats 
Medium humanoid (human, shapechanger), chaotic evil 
Armor Class 11 in humanoid form, 12 (natural armor) in wolf or 
hybrid form 
Hit Points 58 (9d8 + 18) 
Speed 30ft. (40ft. in wolf form) 
STR 15 (+2) 
DEX 13 (+1) 
CON 14 (+2) 

INT 10 (+0) 
WIS 11 (+0) 
CHA 10 (+0) 

 
Skills Perception +4, Stealth +3 
Damage Immunities bludgeoning, piercing, and slashing 
damage from non magical weapons that aren't silvered 
Senses: passive Perception 14 
Languages Common (can't speak in wolf form) 
Challenge 3 (700 XP) 
Shapechanger. The werewolf can use its action to polymorph into a wolf-humanoid hybrid or into a wolf, 
or back into its true form, which is humanoid. Its statistics, other than its AC, are the same in each form. 
Any equipment it is wearing or carrying isn't transformed. It reverts to its true form if it dies. · 
Keen Hearing and Smell. The werewolf has advantage on Wisdom (Perception) checks that rely on 
hearing or smell. 
ACTIONS 
Multiattack (Humanoid or Hybrid Form Only). The werewolf makes two attacks: one with its bite and 
one with its claws or spear. 
Bite (Wolf or Hybrid Form Only). Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 6 (1d8 + 2) 
piercing damage. If the target is a humanoid, it must succeed on a DC 12 Constitution saving throw or be 
cursed with werewolf lycanthropy. 
Claws (Hybrid Form Only). Melee Weapon Attack: +4 to hit, reach 5 ft., one creature. Hit: 7 (2d4 + 2) 
slashing damage. 
Spear (Humanoid Form Only). Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft. or range 20/60 ft., 
one creature. Hit: 5 (1d6+ 2) piercing damage, or 6 (1d8 + 2) piercing damage if used with two hands to 
make a melee attack. 
 
 
 
ITEMS 
 

1) Alice’s Necklace 



a. Rusted necklace with a single flat nameplate piece on it. The necklace has been 
discarded for years and is very difficult to read 

b. Investigation  
i. DC 10: it is clearly quite old. The dents and scratches on it imply it has been 

treated roughly, while the tarnish implies it has been exposed to the elements 
for some time. 

ii. DC 15: the name “alice” can barely be made out through the tarnish  
iii. DC 20: Though on first inspection you are certain beyond a doubt that nothing 

was on the back of this necklace, for a moment, the words “from Ron” burn 
across it with a blinding glow. They fade immediately and you cannot find them 
again. 

c. Properties 
i. Cursed 

ii. If attuned, -5 to perception checks 
iii. Summon ghost 1/day 

1. On summon said ghost is hostile to all creatures  
2. Can be unsummoned with an action by speaking the name “Ron”. This 

happens whether or not the user intended to summon a ghost. 
iv. If this curse is removed, this becomes a non-magical item worth 2 silver pieces 

2) Jayvor’s Machete  
a. A large and seemingly unwieldy blade covered in nicks and rust. Yet, somehow, it is still 

dangerously sharp to the touch. Its presence seems to put everyone ill at ease, bringing 
thoughts of anger just a bit closer to the surface 

i. Proficiency: long sword 
ii. Requires attunement 

iii. Cursed: While attuned to this weapon you feel its dark calling. You refuse to let 
it leave your sight. You have disadvantage on all attack rolls with weapons other 
than this one. This curse can be removed by normal means. 

iv. Additional Curse: while using this weapon, you must succeed a DC 15 Wisdom 
save whenever taking damage in combat. On a failed save you must attack the 
creature that damaged you until you or it drops to 0 hit points. This curse can be 
removed by normal means. Additionally, casting banishment on it will remove 
the vengeful spirit. 

v. Wounding: Once per turn, when you hit a creature with this weapon, you can 
wound the target. At the start of each of the creature’s turns, it takes 1d4 
necrotic damage for each time you have wounded it. It then makes a DC 15 
Constitution save, ending all wound effects on a success. Alternatively, the 
creature, or an allied creature within 5 feet can make a DC 15 Wisdom 
(medicine) check to heal the wounds.  

vi. Magical: This weapon is considered magical and can cause slashing damage to 
creatures usually immune to mundane damages. 

vii. Special: This weapon is the source of Jayvor’s power. Turning it against him will 
make him vulnerable both to this weapon and any other sources of damage. 

 
 
Map 
Must have: buildings, fire area, myconid area, encounter areas, pc starting position 
 



 

 

As always, thank you to the players. Without you the monsters of the world would 

all be dully sitting around in my imagination, eternally waiting to be thwarted. 
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