
The Walking Shadows

An introductory Dungeons & Dragons module for Level 1 characters

Introduction

The Walking Shadows is a short starter module designed to be played in one session. 
The module is combat-lite, offers an opportunity for characters of each class to shine, and 
offers jumping off points to help you craft a longer campaign.

This document should be read in full by the Dungeon Master before the game. This is 
not intended as a comprehensive introduction to the rules of D&D, but as a supplement to the 
Player's Handbook, Dungeon Master's Guide, and Monster Manual.

This module is broken up into three acts.
(And yes, it contains a dungeon and a dragon*.)
Act 1, in which our adventurers come across a troupe of travelling performers. The 

travelling performers have been bewitched by a powerful but petty wizard – they are forced to 
perform the same play over and over again until they can finish a perfect performance – 
starting over from the beginning every time they flub a line, miss a cue, or hit a bum note. The 
troupe begs the adventurers for aid.

Act 2, in which our adventurers must venture into the cave of the wizard in order to 
convince him to release the performers from his malevolent spell, surmounting all manner of 
confounding obstacle.

Act 3, in which the adventurers come face to face with the dark wizard Lithgow – and 
end his dastardly spell through sheer cunning or at the tip of a sword.
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Act 1: The Travelling Performers

The Morningstar Tangle

Once your players have created characters, the session begins with the adventurers 
journeying from Longwinter to Scryer's Peak.
  

Read or paraphrase the boxed text when you are ready to begin. Modify any elements 
that do not fit with the characters and their relationships as established by the players.

You  are  a  merry  band  of  mercenaries  from
Longwinter, a booming mining hub in the southern
reaches  of  the  realm.  Economic  expanse  and
benevolent  leadership  have  brought  relative  peace
and prosperity to Longwinter – which means times
are lean for adventurers. Of late you've developed a
reputation  as  a  bunch  of  thrill-seeking
troublemakers. No one can see the need of you.

You've decided to make the week's journey north to
the  city  of  Scryer's  Peak.  There,  you  hope  to  find
more appreciative clientele to whom you can offer
your niche dungeon-delving services.

Together, you set out at dawn, taking a shortcut that



bypasses the main trade route between the two cities
– a shortcut that takes you through a thicket of  wild
wilderness known as The Morningstar Tangle...

You've  heard  tell  of  strange  happenings  in  this
stretch. Vanished caravans. Arcane phenomena.

You know the things you've heard about these woods
must  be  exaggerations  --  faerie  stories  that  wind
their  way  ear-to-ear  amongst  school  children  and
gullible  adults.  There's  nothing  like  what  you've
heard anywhere in these woods.

And  even  if  there  is  something  dangerous  that
awaits  you...  well,  you're  hardened  adventurers,
damn  it!  You've  delved  dungeons,  bested  bandits,
and survived all manner of monster. There's nothing
in The Morningstar Tangle that you can't handle.   

Right?

Ask the characters if there are any reasons their character specifically has chosen to 
undertake this journey. 

 Is there a specific opportunity they've heard about in Scryer's Peak? 
 Do they have any family waiting there for them? 
 Has someone asked them to transport something without the rest of the party 

knowing? Establish any special cargo they may have along with them, but be ready to 
think of some way to pay it off later on in your campaign if you do. 

 Whose damned idea was it to take this dangerous “shortcut”? Do any adventurers wish 
they'd stayed on the main route?

These questions will help you construct a larger campaign if you choose to continue 
playing together after the end of this module.

Some adventures start with a fired arrow, the swing of an axe, or an ambush of goblins. 
This one starts with a musical note.
After a day's travel in the woods, the adventurers hear a curious but unmistakable 

sound: someone playing a musical instrument.

You're just pushing past the densest part of the 
Tangle when you hear, clear as a bell, someone 
plucking at the strings of an instrument. 

This is the first sign of any other living being there's 



been in these woods all day. 

The sound carries from somewhere nearby... What 
do you do?

Allow your players to investigate however they choose and use their actions to 
introduce rolling dice for skill checks. 

 Do they listen for the direction from which the sound is emanating? Have them roll for 
Perception. Be generous – if any player rolls an 8 or higher, they're able to determine 
that the sound is coming from a clearing to the west. 

 Do they try to determine what instrument it is? Have them roll History, or 
Investigation, or even Performance – maybe they've played this instrument before 
if they're a bard. Any 8+ roll will tell them that what they're hearing is a lute.

The Upended Caravan

As your adventurers investigate the sound, they discover two large upended wagons. A 
logo painted across the side reads: THE WALKING SHADOWS.

 On an Investigation roll of 10 or higher, the adventurers can piece together two 
horses were tied to the wagon. They escaped their reigns, leaving hoof-prints behind 
and knocking the wagons over, and are now nowhere to be found.

If the adventurers search the wagons, they'll find a purse containing 80gp and three 
day's worth of rations. If they're mercenary enough, they can pocket this ill-gotten gain for 



themselves, of course.
Music, and now that they're closer even voices, can be heard from beyond the trees...

The Charmed Performers

If the players continue to follow the sound of the music, they'll find themselves in a 
clearing. A small stage is set up and a travelling theatre troupe of halflings is performing upon 
it. The music emanates from a halfling bard, playing the accompanying score on a lute at 
stage's edge.

Have your characters do a History roll. Halfling characters receive advantage. On a 
14+, the character knows that the play being performed is a famous halfling comedy, Not 
Without My Bugbear. Depending on how well they roll, dole out information about the plot of
the play to them:

Not Without My Bugbear is the tale of a young 
halfling princess who falls in love with someone 
beneath her station – a bugbear. Though the bugbear 
is a remarkably sensitive and poetic soul, the princess
knows that their love will be socially frowned upon. 
And her father, the king, has just invited them to 
dinner...

The princess disguises the bugbear as a halfling and 
trains him in their etiquette. But can a bugbear get 
through a halfling dinner without giving himself 
away?

Not Without My Bugbear is a comedy of manners 
that has enchanted audiences with its unlikely love 
story for generations.

Perhaps your players will wish to watch a bit of the play. If so, paraphrase parts of the 
above text box to show them what they're seeing. At first everything seems normal. But as you 
describe the goings-on on-stage, begin to slip in some of these disturbing details:

 Everyone on the stage looks tired and haunted. 
 They move mechanically, as if forced along on puppet strings. 
 The actors and actresses are gaunt and dirty, as if they haven't eaten or bathed in days.
 The lead actor soils himself, right there on-stage, and carries on performing as if 

nothing has happened.
 A 10+ Arcana roll or use of a Detect Magic spell will reveal that the stage has a 

distinctly magical aura. The performers upon the stage appear to have been charmed in
some way. 

 Any adventurer with a passive perception of 10+ will notice that the  play's female 
lead is looking at you pleadingly. You even see her silently mouth between her lines: 
“Please help us!”



Just as the play is reaching its climax, something goes wrong – the bard playing music 
at the stage's edge hits a bum note. Whoops. Everyone on stage looks at him in terror.

Suddenly, as if puppets yanked by their strings, the performers clear the stage.
The play begins all over again.

Allow your players to investigate as much as they need to in order to understand just 
what's going on and the mechanics of the situation.

As they approach the stage or attempt to interact with the performers, take care to 
describe the wretched smell. None of these performers have been able to bathe in a couple of 
days and several of them have soiled their costumes, with no opportunity to remove them.

Any attempt to disrupt an ongoing performance will cause the performers to flub their 
lines or miss a cue. They'll have to start the play over.

If you attempt to talk to any of the performers while they're waiting in the wings 
between scenes, they'll be able to talk to you, just barely, out of the corners of their mouths.

Take the time to act out the difficulty of communicating when under this spell – it's 
hard to speak properly and performers are constantly having to rush out onto the stage when 
it's their cue. The adventurers will have to ask several of the performers for information to 
piece together the full story.

Parcel out the following information to the players as they question the different 
performers:

“We are a travelling halfling theatre company – all 
we wish to do is bring joy to wearied travellers 
should they stumble upon us.

We were crossing from Scryer's Peak to 
Longwinter when we came across a man in tattered
jester's garb at the mouth of a cave in the ridge of 
mountains to the northwest – an eccentric wizard 
who introduced himself as Lithgow.

Lithgow asked we perform for him – he even 
named the play! We obliged. He was greatly 
enjoying the performance – guffawing riotously 
when he was to laugh, sobbing into a handkerchief 
when he was to cry.

But toward play's end, our bard did flub a note 
during a most difficult passage – barely perceptible
to the untrained ear.

Lithgow flew into a rage and pointed his staff at us, 
crying a torrent of curses.

In an instant, we were starting the play over again 
– compelled by foul and esoteric magicks!



We've been performing like this for two sunsets 
now, with no sleep, no food, no respite. We are all 
going to die if this continues much longer.

You must end the spell. 

You must kill the wizard Lithgow.”

Allow your players to try to mess with the spell any way they like – through magical 
means or through more conventional means such as interrupting, attempting to step in to play
one of the roles, or shoving food into the mouths of the performers. 

Nothing that they try will break the curse.
If you have a particularly malevolent adventurer in your party, they may even attempt 

to kill one of the performers. If they succeed, understudies will step in to fill the role. 
If your players kill more than three performers, the adventurer who struck the most 

killing blow falls under the thrall of the curse -- they're forced to play the role of the performer
they slew. Now that they've (hopefully) learned their lesson, have this player roll up a new 
character to play the rest of this module – the party will meet this new adventurer in the 
woods outside the clearing. 

It's possible to play an Evil character in this world – but there are consequences for evil
actions, especially when powerful magicks are involved.

The players can proceed from here directly to the ridge of mountains in the northwest. 
If they make an 8+ Investigation, Nature or Survival check anywhere on the northwest 
edge of the clearing, they even notice a set of footprints... following them will take them 
toward...

Act 2: Lithgow's Cave

Nuravak's Clavicle

The terrain shifts – from the sprawling bramble of the 
woods to a ridge of cold, white mountain – mountain 
that resembles nothing so much as bone jutting from 
the earth. This place is marked on your map as 
Nuravak's Clavicle.

Allow the adventurers to make History roles if they wish and dole out additional 
information about this settlement as required:



Nuravak's Clavicle was a dwarven mining settlement 
that's been abandoned for hundreds of years.

Precious ores used to lie in these mountains... but its 
veins have long been tapped. When these mines dried 
up, many of the dwarves who ran this settlement 
moved south and settled the area that has now become
Longwinter.

Though nothing of conventional worldly value 
remains, some of the mining tunnels closer to the 
surface may still be structurally sound...

As the adventurers make their way between the jagged peaks, they hear the distinct 
sound of a whinnying horse over a ridge to their east. The adventurers can choose to simply 
ignore this and continue to follow the footprints toward Lithgow's cave. But if they pursue the 
sound of the horse, they can pursue the sound over the east ridge...

Once the adventurers get over the ridge, they see two horses, wearing saddles with 
the Walking Shadows' insignia, being set upon by a trio of kobolds.



Kobold (image courtesy 5th Edition Monster Manual)

Allow your players to explore ways to resolve this situation without violence. They can 
attempt to Intimidate, Persuade, or bribe the kobolds into leaving. Let the fiction guide 
how difficult the rolls should be. Allow the scenario to play out, but be ready to have everyone 
roll Initiative if combat becomes inevitable.

In combat, two of the kobolds rush the adventurers and attack with daggers – the third 
positions himself on higher ground and fires at the adventurers with a sling.

Kobold #1

Armor Class 12
Hit Points 5

Speed 30

Dagger attack
+4 to hit

1d4 + 2 piercing
damage

Kobold #2

Armor Class 12
Hit Points 5

Speed 30

Dagger attack
+4 to hit

1d4 + 2 piercing
damage

Kobold #3

Armor Class 12
Hit Points 5

Speed 30

Sling attack (30 ft
range)

+4 to hit
1d4 + 2 bludgeoning

damage

Once the encounter has played out, the horses will attempt to run off, spooked. If your 
players attempt to get them under control, have them make an Animal Handling roll. On an
11+,  they're able to get the horses under control.

Allow your players an opportunity to roleplay: what are they going to do about these 
horses?

 Tie them up? 
 Take them all the way back to the wagons? 
 Ride them to the cave? 
 Just leave them? 
 Are there disagreements among the group?



[Please note: if your session seems to be running long, this entire encounter can be 
skipped. Simply leave out the “adventure hook” of the horse whinnying and allow your 
players to travel directly to Lithgow's cave. 

However, you are encouraged to use this encounter as it adds some intrigue, answers 
a small mystery introduced earlier in the module, gives Fighters a chance to shine, and 
allows all players a chance to roleplay and better establish their characters' relationships.]

The Sentry

As the adventurers cross the top of the next ridge, they can see the mouth of a cave. 

Standing in the mouth of the cave is 
AN EMPTY SUIT OF ARMOUR. It 
holds before it what seems to be a 
large sheathed sword, its gauntlets 
wrapped around the hilt.

Allow the players to examine the entrance of the cave and take in the suit of armour. As 
they draw close to the armour...

...the suit of armour suddenly snaps 
to attention. It's not just an empty 
suit of armour at all. It's enchanted. 
This is THE SENTRY.



Players who attempt to engage the sentry will be posed a riddle:

I am trapped between bars
But I float on the wind
I mean nothing alone

But break hearts with my friends
What am I?

The answer the sentry is looking for is: a musical note. 
The answer does not need to be word-for-word perfect. If a bard is with the party, 

playing a musical note will also instantly cause the sentry to step aside, skipping the next step 
in the puzzle and earning your bard a point of Inspiration.

Once the sentry's riddle has been answered, it will draw its sword... revealing that it 
wasn't a sword in the sheath at all but a lute. The sentry will play a quick series of notes on the
lute... then wait.

If the party does nothing, the sentry will repeat the sequence of notes again in 30 
seconds. It will repeat the sequence more and more urgently in intervals 5 seconds shorter 
each time. 

If the party does nothing and allows the sequence to repeat more than 8 times, the 
sentry's lute will turn into a sword and it will attack.

The Sentry

Armour Class: 15
Hit Points: 10

Sword attack
+5 to hit

1d8+1 piercing damage

If a bard is present, the adventurers can play the sequence of notes back on their 
instrument at will, causing the sentry to step aside.

If no bard is present, the party will need to act out HUMMING the sequence of notes 
back at the sentry. If your players don't recreate it perfectly down to the note, that's alright. 
It's more about getting everyone to try to chime in and recreate it. If they manage to more or 
less reproduce the sequence of notes... the sentry will step aside.

The sentry steps laterally to block any attempt to pass it. Any attempt to sneak by or 
magically induce it to let someone pass will cause it to attack.



The Luminous Subterrane

The Sentry vanquished, you 
venture into the cave. It's pitch 
black in here... but with each step 
you are suddenly illuminated from 
above. Tiny glowing blue pinpricks 
of light are speckled across the 
cave's ceiling – for a second they 
almost look like stars in a night sky.
They provide enough light that you 
can see each other's faces clearly. 

If any players pass a 12 Nature check, they recognize that those pinpricks of light are 
actually:

Glow-worms. 

Tiny maggots who, through their 
digestive processes, produce an 
unworldly blue glow. 

When enough of them congregate, 
they can light up an entire cave... 
like they're doing right now.

Any player who passes a 15 on their Nature check knows that the worms' glow isn't 
just cosmetic – it has a powerful hallucinatory effect.

As your players push deeper into the cave, have them make Wisdom saving throws. 
Any player who passed the above 15 Nature check and is aware of the hallucinatory power of 
the worm will receive Advantage on the roll. If they imparted their knowledge to the rest of 
the party, everyone receives Advantage.

Anyone who fails to pass a 9 on their Wisdom save is now Stunned: the adventurer 
stares at the ceiling, lost in a beguiling hallucination. Ask the player what the characters' worst
fear is – that's what they're now experiencing.

The other party members will need to carry the adventurer to the end of the passage, 
out of the glow. At this point the effect will pass.

If all players fail the Wisdom save, they are now all Stunned and Hallucinating. 
But rather than disclose their conditions to them, simply describe what they're hallucinating:



You hear a sound like thunder from
down the tunnel. It's a stampede -- 
an army of orcs and goblins is 
roaring up the passageway, 
weapons drawn, hungry for your 
blood!

If your players are fooled by the hallucination, allow the scenario to play out. Fake 
rolling Initiative and allow them to partake in combat against the hallucinations.

If any of your players catch on and realize it's a hallucination, allow each player to make
an Insight check on their turn. On a 12+, they realize the deception and are able to break 
free. The players are now all free of the delusion and able to venture to the end of the passage.

If combat goes on for more than two rounds, read or paraphrase the following:

You feel intense heat and hear 
thundering footsteps. A DRAGON 
emerges from the end of the 
passage. He looks all of you over 
with annoyance and then – achoo! 
-- sneezes.

The passageway is consumed by a 
burst of flame that shoots from the 
dragon's nostril.

You can try to get out of the way, 
but the flame is everywhere. You 
feel the heat swallow you up...

Your armour melts right off your 
body...

And you are roasted alive.

Give your players the chance to react to this unpleasant turn of events – they're 
probably pissed off and wondering what's so great about this Dungeons & Dragons game.

Then reveal that it was all an illusion:

You awaken from the hallucination,
sprawled on the ground, bathed in 
the blue glow from above.

Have your players make Constitution saving throws to determine if they hurt 



themselves when they were all hallucinating – lower than 10 and they've taken 1d4 damage. 
Establish how they hurt themselves – did they smack headfirst into a stalagmite? Did they 
accidentally get hit by a blow from another player's weapon?

When your players make it to the end of the luminous subterrane, the path diverges – a
branch to the right and a branch to the left.

While the left-hand path leads 
down down down into dreary 
darkness, the right-hand path holds
level and there seems to be a 
homey, flickering light inside – as if
someone has lit a fire in a hearth. 
Which way do you take?

 
Both paths ultimately lead to Lithgow's chamber – but each contains unique 

opportunities and threats. The players are free to explore both paths if they use the small 
passageway that leads between them.

Right-Hand Path: The Spectral Players

The adventurers continue into a large room, filled with props and wardrobe. The 
feeling is that of the backstage of a play. There is a chests along the far wall that contains a 
magical item... but any attempt to open it will cause the clothes in the room to suddenly 
COME TO LIFE, forming 5 SPECTRAL PLAYERS – living costumes that attack the player.

The Spectral Players (5)

Armour Class 9
Hit Points 12

Prop-swords attack
+1 to hit

1d6 damage

Once the spectral players are dispatched, you can safely open the chest – if someone 
can pick its lock with a 10+ Mechanics roll or bash it open with a 15+ Strength roll. 

Inside the chest are a pair of Bracers:



Bracers of Invisibility

The bracers shimmer with dark
energy. At first you think your

eyes must be deceiving you – but
as you examine them further, you
realize that at some angles light

seems to pass right through them.

Effect

The bracers allow you to become
Invisible at will once per day.
The effect lasts for an hour.

(From Player's Handbook: “An
invisible creature is impossible

to see without the aid of magic or
a Special sense. For the purpose
of Hiding, the creature is heavily

obscured. The creature’s
location can be detected by any
noise it makes or any tracks it

leaves.

Attack rolls against the creature
have disadvantage, and the
creature’s Attack rolls have

advantage.”)

The exit at the far east of the room leads directly into Lithgow's chambers. If instead 
the adventurers opt for the dark tunnel to the north of the room, they will find themselves in 
the Left-Hand Path. (See Lithgow's Cave map.)

Left-Hand Path: Ceray Seven-Legs

 Adventurers who take the left-hand path will find themselves in a dank and seemingly-
empty cave. But look up and they'll see...

...spider-webs. Huge spider-webs, 



filling the entire space above you.

Caught in the web are... corpses of 
other adventurers, wrapped in 
thick cocoons -- like unlucky flies. 

One adventurer dangles close 
enough to reach. Held loosely in his 
hand is a sword encrusted with 
rubies. Its hilt appears to be carved 
from bone.

You think you could grab it off him 
if you stretched or took a small 
jump.

On the other hand, it might be safer 
to just continue to the end of the 
tunnel, where you can see some 
light leaking through...

What do you do? 

An adventurer who chooses to grab the sword will find themselves in possession of a 
powerful new weapon:

Nuravak's Sword

A hefty blade encrusted with
rubies, with a hilt carved from the

bones of a dragon, this weapon
looks like a lot to handle for even
the most seasoned swordsman.

Effects

Adds +1 to hit, +1 to damage.
At will, you can choose to add an

additional 1d4 damage to your
attack. But you will take the same

amount of additional damage
yourself.



Taking the sword comes with a cost, of course.

A tremor passes through the web. 
From a hole at the very top, a 
spindly leg pokes out... then 
another and another... until seven 
legs pull the body of an enormous 
spider from the hole. 

A scarred stump flails where the 
eighth leg once was. 

The creature's red eyes lock onto 
you. Venomous spittle drips from 
its gnashing fangs.

With speed belying its heft, the 
spider glides across the web... 
making right you.

What do you do? 

The adventurers find themselves face to face with Ceray Seven-Legs.

Ceray Seven-Legs

Armour Class 14
Hit Points 22

Bite attack
+5 to hit

1d8 + 3 piercing damage

Web attack
+5 to hit

On a successful attack, the target is
restrained until passing a 12

Strength check



If things turn violent, Ceray will start by attempting to shoot the adventurers with her 
webs. The adventurers will only be able to hit her with ranged attacks until after two rounds, 
when she descends on a web and begins to use her Bite attack.

Ceray is a terrifying sight. But combat can be avoided if players don't fight back but 
make a 12+ Animal Handling check. They'll find that Ceray suddenly calms... and slowly 
manages to piece together human speech. She's not a giant spider at all – but an adventurer 
who intruded on Lithgow's cave and found herself hexed and transfigured:

“Please. Not what you think.

Once like you. Of two legs. Ceray the
Brave. Lithgow hexed. Made me a 
beast -- a pet to catch pests before 
they bother him.

But Lithgow's secret – I am privy. 
Not the master of the arcane he 
presents himself as! A mere 
pretender!

His most powerful magicks come 
from the staff. Without the staff, 
just a pitiful trick-turner!

Destroy the staff. Lithgow's hexes 
will break.

Please. Destroy the staff.”

Whether the adventurers passed without incident, slew Ceray, or soothed the savage 
beast, they are now free to pass through the cave. The exit at the far east leads into Lithgow's 
Chamber. Adventurers who opt for the bright tunnel to the south of the room will find 
themselves in the Right-Hand Path. (See Lithgow's Cave map.)

Act 3: Lithgow's Chamber

Lithgow's Chamber

The chamber is lit dimly by 
lanterns. It resembles a dressing 
room, with costumes strewn about 
and a large mirror and boudoir in 



one corner.

If the adventurers managed to make it to Lithgow's Chambers without triggering any of
the combat encounters in his cave, they find Lithgow asleep:

In the opposite corner is a small 
bed. 

An old man lies in the bed under an 
extravagant quilt. 

He has wild white hair and a 
tangled beard pulled into braids. 

His paunch rises and falls with his 
loud snoring. 

In his hands, he clutches a gnarled 
wooden staff tight to his chest.

This must be Lithgow.

If the adventurers have triggered any of the combat encounters in Lithgow's cave, they 
find him awake:

At the center of the room sits a man
with long white hair and a tangled 
beard pulled into braids. He wears 
an extravagant robe that shimmers 
and changes colours with his every 
move. A cracked crystal ball sits 
before him. You see yourselves in it
-- he's been watching you, tracking 
your progress in the cave.

As you enter, he begins clapping 
and beams proudly.

“My my,” he says, “I haven't seen a 
performance that good in ages.”

There are several different ways you can break Lithgow's spell. 



By Sleight of Hand

If the adventurer finds Lithgow asleep, they can try to sneak up on him and steal the 
staff from his clutches. With an 8+ Stealth check and a 12+ Sleight of Hand check, they 
succeed. 

If the adventurers found the Bracers of Invisibility, they can sneak up on Lithgow 
even if he's awake. With a 10+ Stealth Check and a 15+ Sleight of Hand check, they can 
pilfer the staff from Lithgow and sneak right back out of the chamber.

By Tip of Sword

Lithgow can be killed with one blow while he sleeps... if your adventurers are the type 
who'd do something like that.

Otherwise, the adventurers will need to fell Lithgow in combat.

Lithgow

Armour Class 14
Hit Points 30

Dagger attack
+3 to hit

1d6+2

Spells

Magic Missile

5 bolts of light shoot from 
Lithgow's staff. Each does 1d4 
spell damage to a creature of 
Lithgow's choosing.

Crown of Madness

Lithgow points his staff at a 
target – if the target fails a 
Wisdom saving throw of 13, a 
jagged crown of thorns appears 
on the target's head. Each round, 
the target must use its melee 
attack on a creature within range



of Lithgow's choosing. 

Mirror Image

Three illusory duplicates of 
Lithgow appear. Until the spell 
ends, the duplicates move with 
Lithgow and mimic his actions, 
shifting position so it’s 
impossible to track which image 
is real. Each time a creature 
targets Lithgow with an attack 
during the spell’s duration, roll a 
d20 to determine whether the 
attack instead targets one of his 
duplicates. If Lithgow has three 
duplicates, you must roll a 6 or 
higher to change the attack’s 
target to a duplicate. With two 
duplicates, you must roll an 8 or 
higher. With one duplicate, you 
must roll an 11 or higher. If an 
attack hits a duplicate, the 
duplicate is destroyed. A 
duplicate can be destroyed only 
by an attack that hits it. It ignores
all other damage and effects. The 
spell ends when all three 
duplicates are destroyed. A 
creature is unaffected by this 
spell if it can’t see, if it relies on 
senses other than sight, such as 
blindsight, or if it can perceive 
illusions as false, as with 
truesight. 

If your characters wake the sleeping Lithgow, either intentionally or by failing their 
Stealth or Sleight of Hand checks when sneaking up on him, he is upset at having his sleep
disturbed and will attack. Fortunately, Lithgow will be disoriented at first and the adventurers
will get a free round before he can strike.

If you find Lithgow awake, he will entertain attempts to persuade him – but not for 
long. When the roleplay seems to have come to its natural conclusion, have Lithgow attack.



Roleplaying Lithgow

Everything about Lithgow is over-the-top, larger 
than life.

Lithgow does not walk across the room – he 
cavorts, he skips, he dashes or gambols.

Lithgow does not speak – he declares, he recites, 
he exclaims.

Lithgow takes as long as possible to do 
everything, because everything must be done 
with a flourish. He could hex your characters 
with his staff within seconds of you arriving – 
but why spoil the fun so quickly?

In combat, Lithgow should never go for the easy 
kill. He should toy with the adventurers, 
bringing each of them as close to death as he can 
manage – then rounding on a different 
adventurer to draw out the fun.

A group of 1st level adventurers could take 
advantage of Lithgow's dramatic tendencies to 
draw out combat long enough to whittle away his
HP and deal him a killing blow...

If Lithgow is felled, the adventurers are free to take his two most prized possessions:

Lithgow's Crystal Ball

Lithgow's crystal ball is a smooth
orb marred only by a long thin

crack across one side. Within the
orb, dark clouds veined with

lightning swirl.

Effects

Lithgow's Staff

Lithgow's staff is a gnarled tree
branch, chewed by termites and

blackened by lightning at one end.
In the hands of a moderately

talented wizard like Lithgow, the
staff can be used to work powerful

magicks. 
In the hands of 1st level

adventurers like yourselves on the



Lithgow's crystal ball can be
used once per day to see into any
other place within 500 feet – for
example, a glimpse past walls in
a dungeon, through the locked

door of a nearby house, or
around that next corner. The

crystal ball does not allow you to
hear what's happening – only

see. 

The inhabitants of the area
you're viewing will feel a tingle

on the back of their necks.
Watch too long and the DM will

roll for Perception. On a 14+, the
NPC knows they are being

watched.

other hand, its effects are
unpredictable. 

Effects

Lithgow's staff works as a
slightly modified Wand of

Wonders. It contains 7 charges.
Point it at a target and expend

one. The effect will be
determined by rolling a d100
and consulting the Wand of

Wonders table in the Player's
Handbook for the corresponding

result.

Ex: “ On a roll of 47-49 — A cloud
of 600 oversized butterflies fills
a 30-foot radius centered on the
target. The area becomes heavily
obscured. The butterflies remain

for 10 minutes.”

Unlike the Wand of Wonders, it
is not possible to recharge the
staff. When all 7 charges are

used, Lithgow's staff crumbles
into dust.

By A Boon Begged Of The Bard

If a bard is among the adventuring party, Lithgow gets an idea:

“I really would like to see the play clear through
to the final bow. 

It's that pesky bard who keeps mucking things 
up – can't manage the solo!



But perhaps you could do better.

Would you like to give it a try as his 
understudy?”

 
If the adventurers agree, Lithgow waves his staff. They find themselves transported 

back to the clearing in the Morningstar Tangle. 
The bard is on-stage. The solo is coming up!
The bard will need to make a 13+ Performance roll in order to complete the solo to 

Lithgow's satisfaction.
A failed roll means a flubbed note. 
Lithgow will show his displeasure by attacking the bard. Have players roll Initiative. 

Combat begins.

By Seat of Pants

Leave room for your players to surprise you. 
Allow them to muck up the entire adventure if they're so inclined. 
Perhaps they get hold of Lithgow's staff and decide they don't want to break it – they 

want to keep it. They don't care if the Walking Shadows spell is never lifted. 
Perhaps they try to bottle up some of the glow-worms in the cave to give Lithgow a 

hallucinatory surprise. 
Perhaps they've a spell to complicate things in ways this text could never anticipate.
Reward your players for their ideas. Be ready to say “yes” and figure out how to make it 

work by the seat of your pants.
Just roll with it.

 Epilogue

If the adventurers killed Lithgow or destroyed his staff, his spells are broken 
instantaneously. 

On the way out of the cave, the adventurers encounter Ceray – turned back into a 
human, clothed in rags, hobbling on a peg-leg. She offers the adventurers 800gp, a small 
sliver of what she hoarded to herself from fallen adventurers while she was transfigured.

If the adventurers return to the clearing in The Morningstar Tangle, they find the 
Walking Shadows awaking from the spell as if from a deep dream. The adventurers must 
decide how to split the loot amongst themselves.

If the adventurers fulfilled Lithgow's boon and helped finish the play, he frees the 
Walking Shadows from the spell and walks away with a new spring in his step. You notice, as 
he goes, that he has forgotten his gnarled wooden staff and it's yours to claim if you dare...

Either way, the Walking Shadows will be pleased you saved them and eager to offer a 
reward...



This is not an ending. Use this module as a starting point for crafting further 
adventures:

 Do your players decide to continue on to Scryer's Peak?
 Do they offer to escort the Walking Shadows back to Longwinter? 
 What reward do the Walking Shadows offer the adventurers? A treasure? A job? A 

special performance? What trouble does the reward get your adventurers into? 
 What rumours have the adventurers heard about other dangers and opportunities that 

might lie in The Morningstar Tangle or atop Nuravak's Clavicle? Why did the dwarves 
really abandon these mountains? Is that whispering sound in the Tangle really just the 
wind through the trees or something more nefarious?

Try to gauge which parts of the adventure most interested your party. Is this a group 
that seems to:

 appreciate combat? 
 like finding non-violent solutions to problems?
 get excited about cool items and delving into dungeons? 
 love roleplaying conversations with NPCs?
 enjoy serious fantasy world-building? 
 prefer anarchic silliness? 

The range of experiences in this module should help you answer these questions and 
craft a larger campaign.

Good luck down there in the dungeons.


