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The characters have been hired by the villagers of 
Liam’s Point to find the whereabouts of the orc raid-
ers that have been causing untold damage to the area. 
The village and the surrounding villages have gathered 
a militia capable of combating the orcs, but since the 
orcs raid carefully in hit-and-run attacks, the militia 
can never land telling blows. By the time the defend-
ers’ forces have reached one place, the orcs have at-
tacked another area.
What the alliance of town needs is a group of scouts 
intrepid and hardy enough to find the orcs’ home base. 
The adventurers are given a clockwork dove which 
they are to use when they confirm the orcs’ home base. 
The dove will work as an Animal Messenger spell and 
deliver the message to the militia chief, setting up the 
climactic confrontation between the militia and the orc 
raiders.

Things are not quite so simple as that.

The militia chief also warns the party of the early en-
croachment of winter upon the land, and certain terrors 
of the cold that come with it. In the first chapter, the 
players will see little of that early winter, but they will 
soon learn that the orcs are somehow connected to the 
premature winter, and finding the orcs’ home base will 
lead them into the heart of this unnatural cold front.

Encounter 1: The Wolves of Winter
The parties begin their explorations and run into an orc 
Beastmaster and his wolf pets. After defeating him, 
the characters find evidence and a trail that could lead 
them to an orc outpost where they can gather further 
information.

Encounter 2: Settle the Score
After being attacked by the wolves, the players partake 
in a stealth skill challenge that gives them the opportu-
nity to attack the rest of the beastmaster’s companions 
in a surprise attack. This is not the outpost they were 
looking for, however, just a small camp. The party 
must venture further up the mountain where it is get-
ting much colder and there is snow on the ground.
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Encounter 3: Enemy of My Enemy
The characters reach a larger orc settlement, but just 
after it was apparently raided by lizardmen. After 
exploring the ruins, the players are besieged by the 
lizardmen, who have come back for more plunder. The 
lizardmen attack in waves. After the players have held 
off three such waves, the lizardman chieftain speaks 
with them, in obvious admiration of their skill and 
determination. He tells the players of the orcs’ retreat 
into the Rickenmyre Mountains, where he expects 
them to gather more reinforcements (some completely 
unnatural and made of ice) to retake this outpost. 
The chieftain tells the PCs about two different paths 
towards the mountain. He bids them farewell, warning 
them that the orcs have a mysterious ally capable of 
potent magic.

Encounter 4: FrostFire
After leaving the outpost, the players come upon a 
magical wildfire of frost. The forest is freezing and 
burning down, which is being caused by a group of 
frostfire elementals. The party must face the frostfire 
elementals and the hazards of the freezing fire. After 
the battle, they find magical beacons and runes of 
summoning that appear to be eladrin in design.

Encounter 5: A Strange Alliance
The players finally near the Rickenmyre mountain 
range, and stumble across the reinforcements head-
ing towards the previously overtaken outpost. An orc 
warlock, accompanied by ice zombies and an icerage 
elemental, attacks the players. Before his death, the 
warlock tells the players that it was all for nothing; 
their efforts are too late, for in a few days the ritual of 
icefall will be complete and winter will overcome the 
whole area. With that said, it is clear that the play-
ers must rush to stop this ritual, going down one of 
the paths mentioned in chapter 2. When the players 
defeat him, they notice that his corpse is tattooed and 
adorned with more eladrin runes, as well as several 
more of the beacons and trinkets they found earlier.
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The party has been brought to the town of Liam’s 
Point at the foot of the Rickenmyre Mountains.  Word 
of a need for adventurers had spread across the Rick-
enmyre, and they answered the call.  A man in the city 
of Retribution, in the southern end of the Kingdom, 
brought them here via teleportation circle, after meet-
ing with them and offering coin for a job.  They were 
transported and their destination was at the back of an 
old inn, The Dusty Crow.  They’ve been waiting in the 
common hall for two hours, and the man who hired 
them left on horseback soon after they arrived. 

Read the following to the players:
The innkeeper at the Dusty Crow Inn passes by your 
table and whispers “You all stay, this isn’t for you.” 
and he begins to shout “The night’s over for the lot 
of you.  Go home to yer women and children now, the 
night’s over for ye drunks.” 
The small crowd murmurs with discontent, but they 
all do as they are told, and in a matter of seconds, the 
place clears out.  The only people remaining are a 
human of about 50 whom you hadn’t noticed before, a 
gnome who also seemed to come out of nowhere, and 
the innkeeper. The human and the gnome approach 
your table while the innkeeper cleans behind the bar.
“My name’s Derrin, my gnomish friend here is Bun-
derin, he’s traveled from the far  Eckleborough west-
ernlands to be with us here today.  We want to thank 
you for answering the call regarding our struggles 
against the orcs.  They are wily, and they know that 
the war to the east has caused some… distractions.  
They are using that to their advantage.  They’ve be-
come bold with their raids.  What we need from you is 
simple, find their base.  Our men are trying to stop the 
raids, but we can’t be everywhere at once.”
The gnome reaches into a bag and produces a clock-
work dove.
“This dove… release it when you find the base.  It 
knows where to go and who to talk to.  It’ll lead the 
militia forces straight to the camp.  It’s very important 
that you only release it then. 

Also, you may want to pack a little heavier than usual.  
It seems that, winter has decided to visit us a little 
earlier this year.  There are reports of snow on the 
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ground already up in the mountains, very unusual for 
the Rickenmyre this time of year.”

At this point the party may have questions, and the hu-
man, Derrin, can answer them.

Tell us about the war to the east.
The Human Kingdom of Fangul and the Dwarves of 
the Erberek have been fighting for over two years now.  
The dwarves claim a Fangulian agent killed the Dwar-
ven prince.

Is it true?
We don’t know.

Why is a gnome from the west here?
Us gnomes are very concerned about… anything out 
of the… ordinary happening in the world.

What’s with this dove?
Em… Gnomish technology.  Just be careful with it, 
it’s a little… touchy... He he…

Who do you represent, Derrin?
I am a Horseman of the Rickenmyre, sworn protectors 
of the Kingdom.  We are a defending force, and should 
be handling this matter, but right now we are seek-
ing the help of local militias instead, as we are busy 
defending our borders from any spillover from the war 
to the east.

Derrin asks the innkeeper for rooms for the party, and 
he’ll assume the charge.  He recommends that the 
party leave first thing in the morning and that they get 
some rest.

The innkeeper has basic items available for sale if the 
party needs to supply themselves with anything else 
before the journey.

The following morning before departing they notice a 
bit of frost covering the ground, and the morning air is 
a bit chillier than yesterday.
The party takes off into the mountains….
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Encounter Level 2 (664 XP)

 6 Blackwinter Wolves
 1 Blackwinter Wolf Pack Leader
 1 Frosteye Beastmaster

All of the monsters are apparent when the characters enter 
the area.

Setup
The players are exploring the forest, looking for signs of 
the raiders, when they come across a patrol of wolves with 
a beastmaster. The beastmaster has no plans to parlay, and 
he and his pack go after the players. The PCs begin at the 
southern end of the map.

When the adventurers enter the area, read:
The air chills as you enter the glade. A pack of wolves cir-
cles the glade. Through the trees, a sinister orc can be seen, 
carrying a vicious axe. As he sees the heroes, he raises his 
axe, points at them, and shouts something in Orcish. The 
pack charges.

Tactics
The wolfpack leader will hold back for the first few rounds, 
keeping other wolves in its aura to deal damage. The other 
wolves will attempt to focus on only a few PCs at a time, 
preferring to get a three-to-one ratio when possible. Once 
adventurers are surrounded, the Beastmaster will use “Tear 
them down” to heighten the damage the wolves can do. 
The Beastmaster will attempt to flank with the pack leader 
whenever possible.

Terrain Features
Trees. Provide concealment against all nonadjacent en-
emies.
Ice Crystals: The webbed area on the map actually repre-
sents ice crystals forming around a tree. The is a by product 
of a Blackfrost beacon (see below), but has no in-game 
effects.
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Aftermath
The adventurers will find clues that lead them further 
in. Examining the battlefield, they find:

Blackfrost Beacon. a small black marble sceptre em-
bedded in a tree, the purpose is unknown. The follow-
ing skills can extract some information: Arcana (DC 
or passive Arcana 15): This item has a faint dweomer 
itself, but seems made to receive energy from else-
where. Perception (DC or passive Perception 15): the 
sceptre is cool to the touch, but with a slight trace of 
life-draining energy. Whatever the function of this item, 
it appears to be broken.

Tracks. The adventurers can see a path left by the pack that 
leads off the standard trail deeper into the forest and lead-
ing towards the mountains. The following skills can extract 
some information: Nature (DC or passive Nature 15): The 
trail is relatively fresh; It appears the group is on patrol for 
a larger group stationed nearby.

History (DC or passive History 15): It is highly likely that 
the raiders are building quick camps and staging multiple 
patrols and raids from each campsite before moving on. 
These sites are usually not up for long, so you would have 
to hurry before they move on.

Pacing: If the players take a 
short rest and follow the trail 
back to camp, they will fight 
less opposition. If they de-
cide to take an extended rest, 
more orcs will arrive back at 
the camp, making a tougher 
fight. You can explain this to 
the characters when they are 
making that decision.
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