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Etsy	is	no	longer	supporting	older	versions	of	your	web	browser	in	order	to	ensure	that	user	data	remains	secure.	Please	update	to	the	latest	version.	Find	something	memorable,	join	a	community	doing	good.	THE	BORED	WEASEL	ASTRA	VORNA	mid-range	tavern	and	inn,	the	Bored	Weasel	Lawful	good	half-elf	florist	(age	78)features	a	dining	area
that	seats	forty	people	com-fortably,	small	bedrooms	that	have	surprisingly	soft	Astra	has	pale	skin,	shoulder-length	red	hairmattresses,	and	one	tub	that	can	be	rented	for	baths	streaked	through	with	white,	and	cloudy	blue	eyes.by	the	hour.	The	menu	of	tavern	fare	is	simple	but	They	run	a	flower	stall	in	the	market.	Friendly	andsatisfying;	the
establishment	is	best	known	for	a	a	bit	wistful,	Astra	chats	with	anyone	who	stops	atflavorful,	piping-hot	stew	called	Salty	Fish	Surprise.	their	stall,	as	happy	to	hear	the	recent	news	as	to(Where	the	fish	comes	from	is	a	mystery	best	left	make	a	sale.unsolved.)	A	large	bowl	of	the	stew	costs	3	cp,	whilea	small	cup	of	it	costs	1	cp.	Astra	was	a	child	when
their	family	left	Vermeil-	lon,	so	their	knowledge	of	the	forgotten	village	isLUKAS	GROSVENOR	clouded	by	time	and	the	hazy	memories	of	the	very	young.	They	remember	the	disaster	at	the	mine,Neutral	good	human	tavernkeeper	(age	95)	bits	of	conversation	overheard	from	adults	talking	in	hushed	whispers,	and	the	gossip	of	the	otherLukas	is
patient,	though	he	suffers	no	fools.	He	has	children.	Astra's	family	fled	the	village	when	Astra'sa	charming	smile	for	anyone	who	gives	him	a	kind	mother	began	to	experience	nightmares.word	or	a	good	tip.	His	hunched	shoulders	have	onlya	hint	of	the	strength	they	once	had,	and	his	hands	Personality	Trait.	"Gossip	nourishes	me	like	aare	callused
from	years	of	work.	spring	rain,	but	I	hate	to	hear	or	pass	on	bad	news."	Lukas	lived	in	Vermeillon	and	worked	there	as	a	Ideal.	"People	are	like	flowers:	Some	grow	bestminer.	His	young	wife,	Lorna,	died	in	the	disaster.	when	left	alone,	others	must	be	carefully	culti-He	left	after	her	death	but	before	the	disappear-	vated-	and	some	need	to	be	pruned
back,	lest	theyances	started.	If	the	characters	announce	that	overtake	the	garden."they're	heading	to	Vermeillon,	he	asks	them	to	placeflowers	on	his	wife's	grave	for	him,	and	to	find	her	Bond.	"I	am	my	own	person,	and	I	fiercely	cher-old	necklace	in	a	hollow	of	the	tree	in	the	center	of	ish	my	independence.	I	don't	want	to	owe	anyonethe	village	and
return	it	to	him.	Lukas	can	give	them	anything."a	rough	map	of	the	village,	though	he	notes	a	lot	canchange	in	seventy	years.	Flaw.	"I	love	to	talk,	which	means	I	don't	always	listen	to	what's	really	being	said."	Personality	Trait.	"Every	since	me	wife	died,	mylife	has	been	a	dreary	march	toward	death.	I	lookforward	to	death	when	it	finally	comes."
Ideal.	"Hard	work	won't	erase	my	losses,	but	itgoes	a	long	way	toward	easing	them."	Bond.	"I've	poured	decades	of	hard	work	into	theBored	Weasel.	It's	all	I	have."	Flaw.	"I	become	surly	and	irritable	when	con-fronted	with	things	beyond	my	control."THE	CENTRAL	MARKETMaerin	has	a	lovely	open-air	market	in	the	center	oftown.	Semipermanent
tables	and	tents	throughoutthe	circular	area	allow	space	for	carts	and	wag-ons	brought	in	by	traveling	merchants.	Maerinsits	at	the	junction	of	three	main	roads.	Themarket	surrounds	the	intersection,	makingit	a	welcome	stop	for	travelers	of	all	types.Jewelers,	clothiers,	bakers,	farmers,	andoccasionally	enchanters	and	alchemists,frequent	the	central
market.LUKAS	GROSVENORTHE	ROAD	TO	VERMEILLON	LURKING	DANGERVermeillon	lies	nestled	in	the	snowy	mountain	A	nest	of	meenlocks	lives	in	the	mine	outside	the	vil-peaks	north	of	Maerin,	three	days'	ride	by	horse.	lage.	Though	most	of	the	creatures	returned	to	theThe	road	from	Maerin	technically	still	exists,	Feywild	once	the	village
was	empty,	six	meenlocksthough	it	has	fallen	into	disrepair	and	lacks	guards	(see	the	end	of	the	adventure	for	their	stat	block)or	patrols.	Place	whatever	obstacles	or	threats	remained	to	prey	on	lost	travelers.	When	the	charac-you	feel	necessary	to	engage	the	characters:	they	ters	arrive	in	the	village,	these	meenlocks	becomemight	face	rampaging
wildlife,	marauding	bandits,	aware	of	their	presence	and	stalk	them	from	a	dis-and	weather	and	terrain	challenges	on	the	road	to	tance,	staying	hidden	in	the	shadows.Vermeillon.	The	meenlocks	ofVermeillon	include	three	thatVERMEILLON	spawned	after	the	disaster	in	the	mine,	two	that	were	once	villagers,	and	one	that	was	a	travel-When	the
characters	enter	Vermeillon,	read	the	fol-	ing	merchant	who	thought	he'd	found	a	shortcutlowing	boxed	text	to	the	players:	through	the	peaks.	The	three	original	meenlocks	stay	within	the	nest,	while	the	other	three	venture	The	village	is	eerily	quiet.	Plants	and	wildlife	have	into	the	village	to	torment	the	characters,	either	overtaken	the	crumbling
houses.	Leafless	vines	climb	individually	or	as	a	group.	You	can	change	the	num-	rotting	walls,	birds	and	other	small	creatures	nest	in	ber	of	meenlocks	in	in	the	village,	depending	on	the	the	exposed	rafters,	and	gnarled	trees	protrude	from	number	of	characters	and	their	abilities.	the	fallen	roofs	of	a	few	buildings.	The	overcast	sky	adds	an	air	of
oppression	to	the	scene,	seeming	to	As	the	party	makes	its	way	through	the	village,	envelop	the	village.	the	meenlocks	try	to	remain	unseen	as	they	begin	to	psychically	haunt	the	characters,	causing	halluci-	nations.	Pick	one	character	to	target,	or	spread	the	hallucinations	between	multiple	party	members.	A	few	suggestions:	•	Characters	see
movement	out	of	the	corner	of	their	eyes,	but	when	they	turn	to	look,	noth-	ing	is	there.	•	A	voice	whispers	indistinct	words	in	their	ears.	•	A	terrified	shriek	splits	the	air.	•	Shadows	follow	the	characters,	stretching	out	ab-	normally	across	the	floor	to	reach	for	them.	•	Characters	who	view	themselves	in	a	reflection	momentarily	see	the	face	of	a	lost
loved	one	or	a	hated	enemy	instead	of	their	own.	•	The	hair	on	their	arms	and	neck	stands	up,	and	the	space	between	their	shoulder	blades	itches.	They	can't	shake	the	feeling	of	being	watched.	NIGHTMARES	If	the	characters	sleep	in	the	village,	the	meenlocks	inflict	nightmares	on	them.	The	characters	dream	of	being	trapped	in	the	suffocating
darkness	beneath	piles	of	rock	and	rubble,	unable	to	scream	or	move.	After	finishing	a	long	rest,	each	character	must	make	a	DC	13	Wisdom	saving	throw.	On	a	failed	save,	the	character	gains	1	level	of	exhaustion.	PLACES	OF	INTEREST	Most	of	Vermeillon's	buildings	contain	nothing	but	decaying	furniture	and	whatever	belongings	were	left	behind
when	the	inhabitants	fled,	but	a	few	loca-	tions	hold	treasure	or	hints	to	the	village's	demise.	The	following	locations	are	keyed	to	the	map	of	Vermeillon.	A	DEEP	AND	CREEPING	DARKNESSvs	IL	Tothe	mineoc=t	c:::,	L	:	c::1cc::i	c::1/J	C:,.c::,Cri	0	0	c:::,C	C::,~	C::,c,,	c::i	c	c	c	:u	:::1	j«::a,	~c:::,	Cl	CJ	CICI	ClVl.	THE	WAND	AND	HAMMER	(50	gp),	two
matching	shortswords	with	platinum	filigree	on	the	hilt	and	pommel	in	a	similar	serpentTormun	and	Blenyss's	shop	displays	a	sign	featuring	motif	(25	gp	each),	and	a	stack	of	ten	iron	bars,	eacha	wand	crossed	with	a	blacksmith's	hammer.	The	weighing	10	pounds	(1	gp	each).sign	hangs	crookedly	from	one	hook	and	falls	as	thecharacters	enter
through	the	front	door.	A	successful	DC	18	Intelligence	(Investigation)	check	reveals	a	thin	platinum	ring	ofswimming	in	A	thick	layer	of	dust	covers	the	interior	of	this	build-	the	dust	under	a	workbench,	where	it	fell	and	was	ing.	A	forge	sits	dormant	in	the	far	corner,	a	black-	forgotten.	smith's	anvil	and	an	empty	quenching	trough	beside	it.	On	the
opposite	side	of	the	room	are	two	work-	V2.	STONEMASON'S	WORKSHOP	benches	with	stools.	The	front	door	of	the	stonemason's	home	and	work-Tormun	and	Blenyss	left	with	the	second	wave	of	vil-	shop	gapes	open,	with	the	remains	of	the	door	lyinglagers.	With	their	livelihood	drying	up	before	their	several	feet	away	and	covered	in	long	brown
grass.eyes	and	the	hidden	danger	lurking	in	the	village,	The	roof	has	caved	in,	and	remnants	of	rotting	fur-the	couple	made	the	regretful	decision	to	abandon	niture	are	visible	through	the	open	doorway.	Blanktheir	shop,	buying	space	on	one	of	the	last	merchant	headstones	stand	in	front	of	the	house,	and	one	be-carts	out.	They	took	what	they	could	fit
on	their	side	the	doorway	is	engraved	with	the	words	"Tirisbacks,	and	they	left	their	other	possessions	behind	Frosthair,	Stonemason.	Inquire	at	Back."and	hid	their	valuables	in	order	to	return	and	claimthem	later,	which	they	never	did.	At	the	back	of	the	house,	a	covered	work	area	holds	more	blank	headstones	and	slabs	of	granite	Treasure.	A
successful	DC	13	Intelligence	(Inves-	and	marble.	Rusted	carving	tools	hang	from	thetigation)	check	reveals	a	false	panel	in	the	corner	wall.	A	hammer	and	chisel	lie	on	the	ground	besideof	the	floor.	The	false	floor	hides	a	steel	shield	with	a	half-finished	headstone	that	reads:platinum	filigree	in	the	shape	of	winding	serpents	ADALYN	GREEN
Mayyoua/wV3.	MAYOR'S	HOUSE	collapse.	The	cairns	were	intended	to	be	temporary,	but	with	so	many	stones	needing	to	be	carved	at	the	This	grand,	two-story	brick	house	has	fallen	prey	to	same	time,	the	stonemason	was	unable	to	complete	time	and	the	elements	like	the	rest	of	the	village,	but	all	the	work	before	she	was	taken	by	the	meenlocks.	it
remains	in	better	shape	than	the	smaller	houses.	Heavy	wooden	double	doors	are	flanked	by	dark	Characters	who	look	for	Lorna	Grosvenor's	grave	windows,	and	chimneys	anchor	the	building	at	each	can	find	it	in	the	section	at	the	back,	a	few	head-	corner,	their	masonry	crumbling.	In	front	of	the	house	stones	away	from	the	cairns.	Her	stone	stands
a	bit	looms	a	wide,	leafless	tree.	Its	gnarled	branches	reach	tilted	but	stable,	and	reads:	toward	the	clouds	like	twisted	fingers,	and	its	rough	bark	is	pockmarked	with	large	knots	and	beetle	holes.	LORNA	GROSVENORThis	house	belonged	to	Mayor	Lei	Duvezin	and	her	Beloved	of	Lukas.	Forever,	My	Heart.family.	When	the	villagers	continued	to
disappear,and	the	others	fled,	Mayor	Duvezin	sent	her	wife,	If	the	characters	place	flowers	on	the	grave	asTifra,	and	their	two	small	children	to	Maerin	to	wait	requested	by	Lukas,	they	hear	a	soft,	contented	sighuntil	it	was	safe.	Tifra	fell	ill	not	long	after	their	ar-	on	the	wind.rival	in	Maerin	and	passed	away	three	weeks	later.The	children	remained
there	for	a	time	before	being	V6.	MERCHANT'S	CARTsent	off	to	the	care	of	distant	relatives.	Mayor	Du-vezin	was	determined	to	find	the	source	of	the	disap-	The	road	heading	northwest	out	of	the	village	is	soonpearances,	stop	them,	and	rescue	anyone	she	could.As	it	happened,	she	was	the	last	villager	taken	by	overcome	by	overgrowth	and	disuse.
Not	too	far	pastthe	meenlocks.	the	graveyard,	a	cart	stands	abandoned	in	the	middle	of	the	road,	covered	with	a	heavy	tarp.	If	the	characters	decide	to	explore	the	house,	see"Mayor	Duvezin's	House"	later	in	the	adventure	for	The	cart	belonged	to	a	traveling	merchant	who	wasmore	information	about	this	location.	taken	by	the	meenlocks	a	little	less
than	a	year	ago.V4.TREE	Upon	closer	inspection,	the	party	finds	the	re-	mains	of	a	horse	in	the	tall	grass,	still	tetheredA	bare	tree	stands	on	the	lawn	in	front	of	the	may-	to	the	front	of	the	cart.	Under	the	tarp	are	boxes,or's	mansion.	On	the	west	side	of	the	tree	is	a	hol-	barrels,	and	trunks.	Many	of	these	containers	arelow	knot,	about	5	feet	above	the
ground,	filled	with	broken	and	empty;	the	few	that	remain	carry	salteddead	leaves	and	empty	nut	shells.	dried	meats	(still	edible	but	not	tasty),	three	bolts	of	common	fabric	(10	gp	each),	and	two	small	casks	of	Treasure.	Within	the	hollow	rests	a	delicate	neck-	wine	(25	gp	each).	A	successful	Wisdom	(Survival)lace:	a	thumb-sized	platinum	oval
pendant	threaded	or	Intelligence	(Investigation)	check	reveals	the	fol-on	a	thin	chain	(20	gp),	inscribed	with	"For	Lorna,	lowing	information:Forever"	in	a	careful	script.	A	character	who	spokewith	Lukas	Grosvenor	and	knows	the	necklace	is	DC	15	Wisdom	(Survival):	The	growth	around	thehidden	in	the	tree	can	locate	it	with	minimal	search-	wheels
and	the	decay	of	the	horse's	carcass	sug-ing.	Someone	unaware	of	the	necklace	must	suc-	gests	that	the	cart	has	lain	here	for	roughly	a	year.ceed	on	a	DC	15	Intelligence	(Investigation)	checkto	discover	it.	RUNNINC	THE	MEENLOCKSV5.	GRAVEYARD	The	meenlocks	haunting	Vermeillon	avoid	bright	light.	They	prefer	to	stay	in	their	nest	until
nightfall,	though	A	crooked,	wrought	iron	archway	stands	at	the	en-	they	sometimes	hunt	on	overcast	days.	trance	to	the	graveyard,	which	is	overgrown	like	the	rest	of	the	village.	Headstones	sit	at	odd	angles,	The	meenlocks	avoid	combat	with	a	well-armed	some	toppled	completely.	Small	cairns,	rather	than	in-	group	of	foes.	If	the	characters	don't
split	up	on	their	scribed	headstones,	mark	the	graves	toward	the	back.	own,	the	meenlocks	try	to	divide	the	party	using	their	ability	to	create	hallucinations.	Their	aim	is	to	isolateCharacters	who	take	time	to	read	the	inscriptions	and	paralyze	one	character,	then	drag	that	characternotice	that	the	headstones	near	the	cairns	bear	the	back	to	their	nest
to	be	tortured	and	transformed	intosame	death	date,	which	is	also	the	date	of	the	mine	a	meenlock.	If	given	the	opportunity,	meenlocks	psy-	chically	torment	their	prey	for	hours	or	days,	breaking	down	their	mental	and	emotional	state	to	make	the	eventual	transformation	easier.	Be	devious	and	tricksy	with	these	foes-they're	in-	telligent	creatures,	not
mindless	monsters	driven	by	bloodlust.	Hide	them	from	the	characters	for	as	long	as	possible	to	heighten	the	mystery	and	suspense.	A	DEEP	AND	C	R	EEPING	DA	R	KNESS--	DC	18	Wisdom	(Survival):	The	scratches	and	tooth	MAYOR	DuvEZIN's	HousE	marks	on	the	broken	and	empty	containers	lead	one	to	conclude	they	were	damaged	by	animals.
The	furniture	and	belongings	in	the	house	remain	in	their	customary	places,	the	beds	made	and	the	DC	15	Intelligence	(Investigation):	The	driver's	desks	arranged	neatly	under	a	thick	layer	of	dust.	seat	lifts	up	to	reveal	a	compartment.	Inside	this	The	house	served	as	both	the	home	of	the	mayor	compartment	is	a	pouch	containing	15	gp	and	a	and	the
center	of	government.	Meals	were	prepared	ledger	listing	sales	in	settlements	around	the	area.	in	the	village	and	brought	to	the	manor,	and	the	ser-	vants	slept	in	nearby	cottages.	TRAGIC	TRANSFORMATION	The	house	hides	clues	to	the	death	of	the	village,	Mayor	Lei	Duvezin	was	taken	in	the	night	and	trans•	for	characters	who	take	the	time	to
look.	If	any	formed	into	a	meenlock.	The	meenlock	that	was	once	characters	are	left	behind	in	a	room	on	their	own,	or	Mayor	Duvezin	now	lurks	around	the	mayor's	man-	if	the	party	splits	up	to	search	the	house,	that's	an	sion,	drawn	there	by	lingering	memories	,	and	it	takes	ideal	time	for	a	meenlock	encounter.	any	opportunity	to	attack	characters	in
the	house.	Hl.	ENTRYWAY	The	meenlock	shed	its	clothing	and	other	trappings	of	its	former	life	once	the	transformation	was	com-	Dust	covers	everything	in	this	wide	hallway.	Moth-	plete	,	but	it	still	wears	the	mayor's	ring	of	office:	an	or-	eaten	cloaks	hang	from	hooks	on	the	left-hand	wall.	nate	platinum	signet	ring	embossed	with	a	snowdrop	To	the
left	and	the	right,	hallways	branch	off	into	the	blossom	(75	gp).	The	characters	can	recover	the	ring	gloom	.	Ahead	,	a	stairway	leads	up	to	the	second	floor,	upon	the	meenlock's	death	or	notice	it	during	combat	and	a	door	stands	beneath	the	stairs,	seemingly	lead-	with	a	successful	DC	18	Wisdom	(Perception)	check.	ing	to	the	back	yard	.	The	ring
offers	a	hint	to	the	fate	of	the	mayor,	and	also	serves	as	a	potential	plot	hook	if	the	characters	decide	to	track	down	the	mayor's	children	to	return	the	item	and	give	them	closure	on	their	mother's	fate.	A	DEEP	AND	CREEPING	DARKNESS	-Dim	light	filters	in	through	the	dust-covered	win-	-~~	~~-dows,	the	only	light	within	the	house.	The	cloaks	f-,	,
MAYOR	DUVfZl~•~	HO~USE	,are	too	decayed	to	be	of	any	use.	\	1111~111,	,,H2.	ASSEMBLY	ROOM	1M	Chairs	are	arranged	in	staggered	rows	with	their	backs	to	the	door,	facing	a	podium	in	the	southeast	corner.	UPPER	FLOOR	A	sideboard	sits	on	the	left	side	of	the	room,	and	a	bookcase	stands	to	the	right	of	the	doorway,	filled	l~	1square	=	5
feet	with	tomes	and	knickknacks.	A	cold	brick	fireplace	oc-	cupies	the	southwest	corner.	-~~The	mayor	addressed	the	village's	council	here.	The	the	drawers.	The	ceramics	are	well	made	but	sim-sideboard,	once	used	to	provide	drinks	and	other	ple;	the	flatware	is	made	of	a	silver-plated	steel	alloy.refreshments	during	the	meetings,	is	bare.
Theshelves	in	it	hold	glass	tumblers,	wine	glasses,	and	H5.	PARLORsmall	china	plates,	all	covered	with	dust	and	rodentdroppings.	The	parlor	is	empty	except	for	four	wingback	chairs	situated	along	the	left-hand	wall	and	a	desk	in	the	Treasure.	The	bookshelf	holds	old	and	worn	right-hand	corner	beside	the	window.	A	fireplace	dom	-books,	a	small
framed	watercolor	painting	of	a	inates	the	southeast	corner.mountain	range	(2	gp),	and	a	chunk	of	raw	platinumore	from	the	mine	(25	gp).	Once	a	waiting	area	for	villagers	hoping	to	see	the	mayor,	this	room	holds	little	of	interest.	The	chairsH3.	MEETING	ROOM	are	infested	with	rodents;	mouse	holes	and	drop-	pings	are	obvious	with	a	simple
glance.	The	desk	A	round	table	with	four	chairs	stands	in	the	center	of	on	the	front	wall	was	available	for	public	use	and	this	room.	Windows	look	out	into	the	back	yard.	The	did	not	hold	any	personal	papers.	A	few	crumbling	fi	replace	in	the	corner	is	filled	with	broken	masonry.	A	sheets	of	blank	parchment,	a	quill,	and	a	dried-up	framed	portrait
hangs	on	the	right-hand	wall.	inkwell	remain	here.This	room	is	bare	except	for	the	furniture	and	a	H6.	UPSTAIRS	LANDINGfaded	oil	painting	that	depicts	Mayor	Lei	Duvezin,a	dark-skinned	woman	dressed	in	a	cream-colored	An	open	landing	waits	at	the	top	of	the	stairs.	Fourfrock	coat	with	a	pale	green	cravat	at	her	throat.	closed	doors	lie	before
you,	and	a	large	entrywayHer	dark	hair	is	pulled	up	in	an	intricate	twist,	and	gapes	from	across	the	hall	to	the	south.she	wears	delicate	platinum	and	diamond	earrings.Her	hands	are	folded	in	her	lap.	One	finger	bears	aheavy	platinum	signet	ring,	inscribed	with	a	snow-drop	blossom.H4.	DINING	ROOM	This	room	holds	a	rectangular	table	with	eight
chairs.	A	sideboard	sits	against	the	far	wall,	with	dusty	ce-	ramic	serving	dishes	and	bowls	atop	it.	A	fireplace	is	in	the	far	corner.This	room	was	used	mainly	for	dinner	parties	andfamily	meals.	A	search	reveals	ceramic	plates,bowls,	and	teacups	with	saucers	in	the	sideboardcabinets,	as	well	as	flatware	and	serving	utensils	inThe	doors	to	the	bedrooms
are	shut	but	unlocked.	Since	the	village's	business	was	conducted	on	theIn	the	middle	of	the	south	wall	is	a	open	doorway	to	first	floor	of	the	mansion,	the	mayor	and	her	wifethe	library	(area	H9).	spent	their	personal	time	in	this	room.	The	shelves	hold	books	of	all	sorts,	from	tomes	on	history	andH7.	DAUGHTER'S	BEDROOM	treatises	on	business	to
thin	volumes	of	folktales	and	grand,	sweeping	novels.	An	entire	section	on	This	dim	room	holds	nothing	but	a	bed,	partially	arcane	theory	includes	books	about	the	other	planes	coated	in	debris	from	the	collapsed	chimney.	Cold	air	of	existence.	If	you	so	desire,	the	library	can	include	gusts	in	through	the	gaps.	books	relevant	to	other	plots	in	your
campaign.This	room	belonged	to	the	mayor's	daughter,	Nia.	It	Several	open	books	lie	on	the	table,	with	notescontains	nothing	of	interest.	scribbled	on	bits	of	paper	stuck	between	their	pages.	The	topics	include	the	effects	of	physical	andH8.	MASTER	BEDROOM	emotional	trauma,	nightmares,	and	mysterious	dis-	appearances.	Seemingly	out	of	place
in	comparison	A	double	bed	sits	beneath	the	windows	along	the	far	to	the	other	topics,	a	book	about	the	Feywild	and	its	wall.	A	fireplace	occupies	one	corner,	and	a	window	sundry	creatures	holds	a	single	note,	written	in	a	looks	out	onto	the	front	yard.	shaky	hand.	It	reads:	Could	this	be	the	answer?This	room	belonged	to	Mayor	Duvezin	and	her	wife,
The	note	marks	a	page	with	an	entry	on	meen-Tifra.	A	search	of	the	room	yields	a	pile	of	crumpled,	locks,	which	includes	the	following	information:half-written	letters	on	the	fireplace	mantelpiece,beseeching	other	nearby	settlements	for	aid;	among	•	Meenlocks	are	corrupted	fey	creatures	that	spon-them	is	a	completed	letter	addressed	to	the	mayor
taneously	manifest	in	response	to	fear	in	placesof	Maerin.	This	letter	is	stuffed	in	an	envelope	and	where	the	border	with	the	Feywild	is	thin.sealed	shut	with	a	bright	red	wax	seal	embossedwith	an	ornate	snowdrop	blossom;	sticks	of	sealing	•	Meenlocks	create	more	of	their	kind	by	transform-wax	in	various	colors	as	well	as	quills,	ink,	and	pa-	ing
humanoids	through	a	process	of	psychic	tor-per;	and	the	journal	of	Mayor	Lei	Duvezin.	ment	that	takes	hours	or	days.	The	journal	chronicles	the	disaster	at	the	mine	•	Meenlocks	live	in	subterranean	nests.and	the	village's	anguish	at	so	many	victims.	The	•	Meenlocks	are	sensitive	to	bright	light	and	canmayor	recounts	the	rescue	efforts	in	the
followingdays,	and	how	they	had	to	stop	the	search	due	to	sense	shadows	and	darkness.fears	of	more	cave-ins	if	they	attempted	to	removeany	more	of	the	rubble,	even	with	miners	still	miss-	By	the	time	Mayor	Duvezin	discovered	this	book,ing.	She	writes	of	villagers	going	missing	in	the	she	was	already	being	harried	by	the	meenlocks.night,	of	her
helplessness,	and	of	stubbornly	staying	They	took	her	shortly	afterward.on,	determined	to	find	the	missing	villagers	whileTifra	and	their	two	children,	Tavin	and	Nia,	evacu-	HlO.	GUEST	BEDROOM	Iated	to	Maerin.	The	last	few	pages	speak	of	the	may-or's	nightmares,	of	her	creeping	fear	and	waking	in	IEmpty	except	for	a	bed	and	a	fireplace	,	this
room	isthe	night,	soaked	in	sweat,	with	lingering	screams	cold	and	has	an	air	of	loneliness	about	it.echoing	in	her	ears.	Intended	as	a	guest	bedroom,	this	chamber	rarelyH9.	LIBRARY	saw	much	use.	Shelves	filled	with	books	line	the	walls	of	this	library,	Hll.	SON'S	BEDROOM	and	four	wingback	chairs	sit	around	a	low	table	in	the	center	of	the	room.
The	wide	bank	of	windows	in	the	This	bedroom	has	a	tall	chest	of	drawers	made	of	dark	south	wall	affords	a	panoramic	view	of	the	dilapidated	wood	in	the	corner	across	from	the	door.	Farther	into	houses	beyond	the	twisting	branches	of	the	tree	in	the	the	room,	a	small	desk	sits	between	two	windows,	front	yard	.	with	a	large	bed	to	the	left	of	it.	The
sheets	and	blan-	kets	on	the	bed	are	rumpled.	One	moth-eaten	pillow	lies	on	the	floor	beside	it,	the	other	on	the	mattress	where	it	belongs.	Under	the	bed	is	a	small	stuffed	toy	bugbear,	full	of	holes	and	with	its	stuffing	removed	by	the	resident	rodents.	It	belonged	to	the	mayor's	son,	Tavin.A	DEEP	AND	CREEPING	DARKNESS	-·~r	-fPLA!!~~~...MiftE
X=	Dynami	triggerPLATINUM	MINE	The	main	tunnel	heads	into	the	mountain,	ending	at	a	pile	of	rubble	left	over	from	the	cave-in.	Sec-A	gaping	hole	in	the	mountainside	northeast	of	the	ondary	hallways	branch	off	to	the	left	and	the	right.village	marks	the	entrance	to	the	platinum	mine.	The	meenlocks,	having	watched	the	characters	inSeveral	carts
sit	outside	the	cavern.	One	is	filled	the	village,	escalate	their	psychic	torment	when	thewith	rock	and	dirt	pulled	from	the	mine,	the	others	characters	enter	the	mine.piled	with	large	beams	of	wood-new	supports	thatwere	never	installed	after	the	collapse.	Each	character	who	enters	the	mine	must	succeed	on	a	DC	14	Wisdom	saving	throw	or	have
disadvan-	If	the	characters	explore	during	the	day,	the	first	tage	on	Intelligence	and	Wisdom	checks	from	being30	feet	inside	the	mine	are	dimly	lit,	and	anything	distracted	by	whispers,	shifting	movement,	andbeyond	30	feet	is	in	darkness.	Cart	wheels	have	other	hallucinations	while	inside	the	mine.carved	shallow	ruts	in	the	dirt	floor	leading	to
theback	of	the	mine,	where	the	cave-in	was	never	fully	M2	.	SOUTHERN	WINGexcavated.	Smaller	tunnels	branch	off	from	themain	shaft.	The	entrance	to	the	meenlock	tunnel	This	tunnel	ends	at	a	small	chamber	that	holds	wornopens	near	the	site	of	the	accident.	picks,	rusty	shovels,	and	two	hand	carts	filled	with	debris	and	rags.	The	following
locations	are	keyed	to	the	map	ofthe	platinum	mine.	The	tools	were	left	behind	by	the	workers	in	the	wake	of	the	disaster.Ml.	MAIN	TUNNEL	Characters	who	look	up	see	scores	of	bats	hang-	The	mine	is	dark	and	damp,	and	you	hear	the	sound	ing	from	the	20-foot-high	ceiling.	If	bright	light	is	of	dripping	water	echoing	from	deep	within.	The	light
shone	at	them	or	if	someone	makes	a	noise	louder	fades	faster	than	it	should	as	you	move	deeper,	until	than	a	whisper,	the	bats	coalesce	into	three	hostile	you're	wrapped	in	oppressive	gloom	and	shadow.	swarms	of	bats.	These	swarms	were	drawn	to	the	A	DEEP	AND	CREEPING	DARKNESSmine	by	the	meenlocks'	unwholesome	presence	and
another	strange	effect;	if	the	check	succeeds	by	4	orattack	all	creatures	except	the	meenlocks.	more,	the	character	pieces	together	the	clues,	if	they	haven't	done	so	already,	and	realizes	that	meenlocks	M3.	NORTHERN	WING	created	the	moss-covered	tunnels.IThis	tunnel	winds	back	toward	the	entrance,	and	the	M6.	CHAMBER	OF	WEEPING	south
wall	of	the	chamber	at	the	end	has	odd	divots	and	alcoves	within	the	rock	at	various	heights.	Thick,	velvety	black	moss	covers	every	surface	of	this	eight-foot-high	chamber.	Set	into	the	far	wall	is	aThis	tunnel	ends	abruptly.	The	miners	intended	to	deep	alcove.keep	digging	here,	but	it	was	abandoned	after	thecollapse	occurred.	Whenever	a	creature
that	isn't	a	meenlock	enters	the	alcove	or	starts	its	turn	there,	tentacles	of	black	M4.	CAVE-	IN	moss	sprout	from	the	alcove's	walls,	forcing	the	creature	to	succeed	on	a	DC	14	Dexterity	savingAs	the	characters	approach	the	rubble	of	the	cave-in,	throw	to	avoid	being	grappled	by	them	(escapethey	see	large	rocks	in	the	pathway	that	they	can	DC	14).
The	tentacles	are	an	otherwise	harmlesseasily	move	past.	The	tunnel	gets	tighter	and	tighter	magical	effect	and	can't	be	harmed,	though	a	dispeluntil	they	come	to	the	main	body	of	the	cave-in.	magic	spell	causes	them	to	disappear.	Mounds	of	broken	rock	block	the	tunnel,	piled	from	Development.	A	character	who	wanders	into	this	ceiling	to	floor.
The	other	parts	of	the	cave-in	were	cave	alone	and	is	grappled	by	the	mossy	tentacles	passable	after	the	collapse,	but	this	seems	an	impene-	might	have	to	deal	with	one	or	more	meenlocks	that	trable	wall	of	earth.	creep	into	the	room,	hoping	to	take	advantage	of	the	character's	unfortunate	predicament.Traveling	farther	down	the	tunnel	is
impossiblehere.	A	character	who	attempts	to	move	any	of	the	M7.	MOSSY	MAZErocks	must	succeed	on	a	DC	15	Dexterity	savingthrow	or	take	7	(2d6)	bludgeoning	damage	as	the	The	meenlocks	like	to	pick	off	interlopers	in	thisrubble	shifts,	falling	on	them	or	sliding	out	from	be-	moss-covered	maze	of	tunnels,	luring	them	intoneath	their	feet,	sending
them	tumbling.	dead-end	caves	using	hallucinations	(such	as	the	sound	of	someone	calling	for	help).	M5.	ENTRANCE	TO	THE	MEENLOCK	LAIR	MB.	POOLS	The	opening	of	this	tunnel	is	nearly	circular.	Black	moss	covers	the	walls,	floor,	and	ceiling	of	the	tunnel	This	dead-end	cavern	opens	wide,	and	the	lingering	as	far	as	you	can	see.	Within	this
tunnel	are	several	dampness	of	the	tunnels	is	pronounced	in	here.	Mois-	branches,	all	of	them	covered	in	the	same	black	moss.	ture	leaches	through	the	moss	ceiling	above,	forming	fat	droplets	that	fall	into	pools	of	dark	water	aroundThe	notable	aspect	of	this	tunnel	is	the	uniform	the	chamber.	A	sharp	scent	of	minerals	fills	the	air	andlayer	of	black
moss	over	everything.	Characters	mixes	with	the	earthy	smell	of	the	moss.	The	soundwho	scrape	the	moss	away	from	the	rock	see	that	of	dripping	doesn't	echo,	but	is	immediately	dulled	bythe	walls	are	smooth,	not	rough-carved	by	pick	and	the	moss-carpeted	surfaces.shovel	like	the	rest	of	the	mine.	Because	the	meen-lock	tunnels	spontaneously
manifested	rather	than	The	pools	here	vary	in	depth:	the	smaller	ones	are	abeing	dug	out,	there	are	no	scratch	marks	or	signs	few	inches	deep,	and	the	larger	pools	measure	2	feetof	excavation	on	the	walls,	floor,	or	ceiling	here.	The	at	their	deepest.	In	the	subterranean	darkness,	themoss	muffles	all	sound,	causing	a	lack	of	echoes	pools	look	black.
Light	sources	reflect	off	the	waterand	creating	a	sense	of	claustrophobia.	as	if	it	were	a	dark	mirror,	and	the	characters	are	unable	to	see	below	the	surface.	A	successful	DC	14	Intelligence	(Arcana	orNature)	check	reveals	that	the	tunnels	were	not	This	is	another	ideal	ambush	location	for	thecreated	by	hand,	claw,	or	tool,	but	rather	by	magic	or
meenlocks	or,	if	you	want	to	shake	things	up	a	bit,	for	a	black	pudding	or	other	ooze	to	lurk	on	the	sur-	face	of	one	of	the	pools	like	an	oil	slick.M9	.	TRANSFO	RMATION	CHAMBER	PASSAGE	INTO	THE	FEYWILD	New	scents	greet	you	here:	the	musty	funk	of	decay-	Meenlocks	manifest	where	the	Feywi	ld's	influence	is	strong.	A	shallow	lake	on	the
mountainside	above	ing	fabric	and	old	furs,	and	the	smell	of	rot	lingering	the	meenlock	lair	(directly	above	area	M8)	is	fed	by	a	stream	that	becomes	a	river	when	summer	melts	the	in	the	stagnant	air.	Thick	pillars	of	moss-covered	snow.	When	the	full	moon	hangs	in	the	night	sky,	the	lake	becomes	a	fey	crossing.	Anyone	who	completely	stone	support
the	twenty-foot-high	ceiling,	and	waist-	submerges	in	the	icy	waters	during	this	time	surfaces	in	the	Feywild	.	high	stone	slabs	dot	the	cavern.	takes	22	(4d10)	bludgeoning	damage,	falls	prone,The	meenlocks	bring	their	victims	here	to	be	tor-	and	is	restrained	by	the	rubble	and	unable	to	standmented	and	transformed.	The	stone	slabs	are	coated	up;	on
a	successful	save,	the	creature	takes	halfwith	blood	and	filth-	the	result	of	mortals	being	laid	as	much	damage	and	isn't	trapped	in	the	rubbleout	for	days	of	torture.	Any	party	members	taken	or	knocked	prone.	A	creature	can	use	its	action	toby	the	meenlocks	are	here,	paralyzed	on	one	of	the	attempt	to	free	itself	or	another	creature	trappedslabs	if
they	haven't	already	been	transformed	(see	under	the	rubble	within	its	reach,	doing	so	with	athe	"Telepathic	Torment"	sidebar	at	the	end	of	the	successful	DC	20	Strength	(Athletics)	check.	Meen-adventure).	Any	remaining	meenlocks	attack	when	locks	that	flee	return	the	next	night	to	see	whatthe	party	reaches	the	center	of	this	room.	they've	caught
in	their	trap.	Dynamite	Trap.	The	miners-turned-meenlocks	Old	Remains.	The	remnants	of	other	victims	lieused	remnants	of	their	knowledge	to	rig	explosives	on	the	south	side	of	the	room,	decades	of	belong-on	the	four	pillars	in	this	room.	Attached	to	each	ings	shed	by	transformed	meenlocks	and	left	topillar	is	a	stick	of	dynamite	with	a	long	fuse
lead-	rot.	Heaped	piles	of	bones,	clothing,	boots,	rusteding	to	a	plunger	trigger.	Any	character	who	has	a	blades,	and	splintered	bows	and	arrows	rest	withinpassive	Wisdom	(Perception)	score	of	18	or	higher	the	recessed	portions	of	the	walls.spots	a	candle-like	object	attached	to	each	pillar,partially	hidden	beneath	the	moss.	A	character	who
Treasure.	Most	of	the	items	in	the	refuse	pilesclosely	examines	a	pillar	spots	the	dynamite	stick	are	worthless	after	rotting	in	the	damp	and	darkand	the	fuse	leading	from	it	with	a	successful	DC	for	years.	A	thorough	search	reveals	50	gp,	an	ivory14	Wisdom	(Perception)	check.	A	character	can	cut	drinking	horn	with	platinum	filigree	(120	gp),	and	aa
fuse	as	an	action	(no	ability	check	required).	If	a	set	of	goggles	ofnight.dynamite	stick	takes	damage	from	any	source,	it	ex-plodes	(as	described	below).	FATE	OF	VERMEILLON	The	meenlocks	trigger	the	explosives	as	a	last	If	the	party	clears	out	the	nest	of	meenlocks	andresort.	If	a	meenlock	starts	its	turn	with	10	hit	informs	the	citizens	of	Maerin,
settlers	restorepoints	or	fewer,	it	moves	to	the	nearest	trigger,	uses	the	village	of	Vermeillon	and	the	mine	eventuallyits	action	to	set	off	the	explosion,	and	then	uses	its	begins	production	again.	The	new	villagers	treatShadow	Teleport	bonus	action	to	escape.	The	pillar	the	characters	as	local	heroes.	As	news	travels,is	destroyed	in	the	explosion.	The
last	meenlock	Tormun	and	Blenyss	eventually	hear	of	the	village'sdetonates	any	remaining	pillars	before	it	flees.	Any	resurrection	and	return	to	restart	their	shop,	unablecreature	within	5	feet	of	an	exploding	dynamite	to	pass	up	the	opportunity	of	being	so	close	to	astick	must	make	a	DC	12	Dexterity	saving	throw,	platinum	mine.taking	10	(3d6)
bludgeoning	damage	on	a	failedsave,	or	half	as	much	damage	on	a	successful	one.	If	the	meenlocks	survive,	travelers	continue	toIf	all	four	pillars	are	destroyed	,	the	cavern's	ceiling	go	missing	if	they	attempt	to	take	the	road	throughpartially	collapses.	Each	creature	in	the	cavern	Vermeillon.	The	number	of	meenlocks	in	the	nestwhen	the	collapse
occurs	must	make	a	DC	15	Dex-	grows	to	eventually	threaten	the	town	of	Maerin.terity	saving	throw.	On	a	failed	save,	the	creatureArmor	Class	15	(natural	armor)	MEENLOCKHit	Points	31	(7d6	+	7)Speed	30	ft	.	Meenlocks	are	cruel	fey	that	invoke	terror	and	seek	to	destroy	all	that	is	good,	innocent,	and	beautiful.	STR	DEX	CON	INT	WIS	CHA	They
primarily	live	in	fo	rests,	although	they	adapt	8	(-	1)	well	to	urban	and	subte	rranean	settings.6	(-	2)	15	(+2)	12	(+l)	11	(+0)	10	(+0)	Fear	Incarnate.	Meenlocks	a	re	spawned	by	fear.Skills	Perception	+4,	Stealth	+6,	Surviva	l	+2	Whenever	fear	overwhelms	a	creature	in	the	Fey-	wild,	or	in	a	ny	other	location	where	the	Feywild'sCondition	Immunities
frightened	influence	is	strong,	one	or	more	meenlocks	might	spontaneously	arise	in	the	shadows	or	darknessSenses	darkvision	120	ft.,	passive	Pe	rception	14	nearby.	If	more	tha	n	one	meenlock	is	born,	a	lair	also	magically	forms.	The	earth	creaks	and	moansLanguages	telepathy	120	ft	.	as	na	rrow,	twisting	tunnels	open	up	within	it.	One	of	these
newly	formed	passageways	serves	as	theChallenge	Rating	2	(450	XP)	Proficiency	Bonus	+2	lair's	only	entrance	a	nd	exit.	Ins	ide	the	warren,	black	mos	s	covers	every	surface,	muffling	sound.	AFear	Aura.	Any	beast	or	humanoid	that	starts	its	turn	within	10	large	central	chamber	serves	as	the	meenlocks'	den,feet	of	the	meenlock	must	succeed	on	a	DC
11	Wisdom	saving	where	they	torment	captives.throw	or	be	frightened	until	the	start	of	the	creature's	next	turn.	Dark	Dwellers.	A	meenlock	shuns	bright	light.Light	Sensitivity.	While	in	bright	light,	the	meenlock	has	dis-	It	can	supernaturally	sense	areas	of	darkness	andadvantage	on	attack	rolls	,	as	well	as	on	Wisdom	(Perception)	shadow	in	its
vicinity	and	thus	is	able	to	teleportchecks	that	re	ly	on	sight.	from	one	darkened	space	to	another-enabling	it	to	s	neak	up	on	its	prey	and	run	away	whenACTIONS	outmatched.Claws.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft	.,	one	target.	Telepathic	Tormentors.	Meenlocks	have	no	formHit:	7	(2d4	+	2)	slashing	damage,	and	if	the	target	is	a	creature,
of	communication	other	than	telepathy.	They	canit	must	succeed	on	a	DC	11	Constitution	saving	throw	or	be	use	it	to	project	unsettling	hallucinations	into	theparalyzed	for	l	minute.	The	target	can	repeat	the	saving	throw	minds	of	their	prey.	These	hallucinations	take	theat	the	end	of	each	of	its	turns	,	ending	the	effect	on	itself	on	form	of	terrible
whispers	or	fleeting	movements	justa	success.	at	the	edges	of	one's	peripheral	vision.BONUS	ACTIONS	During	the	day,	meenlocks	confine	themselves	to	their	da	rk	warrens	.	At	night,	they	crawl	out	of	theirShadow	Teleport	(Recharge	5-6).	The	meenlock	teleports	to	an	tunnels	to	torment	sleeping	prey	(see	the	"Tele-unoccupied	space	within	30	feet	of
it,	provided	that	both	the	pathic	Torment"	s	idebar).space	it	's	teleporting	from	and	its	destination	are	in	dim	lightor	darkness.	The	destination	need	not	be	within	line	of	sight.	TELEPATHIC	TORMENT	Up	to	four	meenlocks	can	telepathically	torment	one	incapacitated	creature,	filling	its	mind	with	disturbing	sounds	and	dreadful	imagery.	Participating
meenlocks	can't	use	their	telepathy	for	any	other	purpose	during	this	time	,	though	they	can	move	about	and	take	ac-	tions	and	reactions	as	normal.	This	torment	has	no	effect	on	a	creature	that	is	immune	to	the	fr	ightened	condition	.	If	the	creature	is	susceptible	and	rema	ins	incapacitated	for	l	hour,	the	creature	must	make	a	Wisdom	saving	throw,
taking	10	(3d6)	psychic	damage	on	a	failed	save,	or	half	as	much	damage	on	a	success-	ful	one.	The	save	DC	is	equal	to	10	+	the	number	of	meenlocks	participating	in	the	torment,	considering	only	those	that	remain	within	sight	of	the	victim	for	the	entire	hour	and	aren't	incapacitated	during	it.	The	pro-	cess	can	be	repeated	.	A	humanoid	that	drops	to
O	hit	points	as	a	result	of	this	damage	instantly	transforms	into	a	meenlock	at	full	health	and	under	the	DM	's	con-	tro	l.	Only	a	wish	spell	or	divine	intervention	can	restore	a	transformed	creature	to	its	former	state.A	DEEP	AND	CREEPING	DARKNESS	-AN	ADVENTURE	FOR	4TH-LEVEL	CHARACTERS··•-----SHEMSHIME'S	EDTIME	RHYME...•----------
---------	~~WRITTEN	BY	ARI	LEVITCHDEVELOPED	&	EDITED	BY	MICHELE	CARTER	HEMSHIME'S	BEDTIME	RHYME	HAS	BEEN	curse.	The	adventure	is	built	around	a	sequence	of	events	that	unfold	when	the	characters	are	quaran-	gathering	dust	on	its	shelf	in	Candlekeep	tined	in	Candlekeep's	Firefly	Cellar	with	a	handful	for	over	six	hundred
years.	The	children's	of	the	library's	attendants,	in	an	attempt	to	keep	book	arrived	at	the	library	in	unceremoni-	Shemshime's	curse	from	spreading	throughout	theous	fashion,	though	the	same	could	not	be	said	of	entire	library.	The	events	describe	Shemshime'sits	courier.	Yowen	Pilt,	a	procurer	of	rare	books	who	growing	supernatural	influence	and
how	peopledid	business	with	Candlekeep,	was	utterly	insane	deal	with	the	mounting	pressure	of	confinement	un-when	he	arrived	with	his	latest	bundle.	The	records	der	dangerous	circumstances.of	the	episode	are	sparse,	but	they	report	that	hewas	placed	in	isolation	for	weeks	after	a	"singing	The	characters	must	identify	the	curse's	source.madness"
began	to	spread	among	the	library's	Their	search	eventually	leads	them	to	Crinkle,	theAvowed.	The	records	contain	no	further	mention	of	Firefly	Cellar's	kenku	caretaker,	who	has	the	book.the	book	dealer.	The	Avowed	cataloged	and	shelved	Shemshime's	Bedtime	Rhyme	contains	the	malev-his	final	delivery,	which	included	Shemshime's	Bed-	olent
spirit	called	Shemshime,	and	the	book	holdstime	Rhyme.	the	secret	of	how	to	stop	it.ADVENTURE	OVERVIEW	Below	is	an	outline	of	the	events	in	the	order	that	they	occur:The	adventure	takes	place	in	the	Firefly	Cellar,	awindowless	basement	beneath	the	House	of	Rest,	Event	1:	Quarantined.	The	characters	and	NPCsso	named	because	its	only	light
comes	from	lamps	are	sealed	in	the	Firefly	Cellar	to	keep	their	conta-lit	by	swarms	of	fireflies.	gious	curse	contained.	After	spending	the	night	here,	all	the	characters	Event	2:	Ebder's	Outburst.	One	of	the	Avowed	iswake	up	in	the	morning	with	the	same	tune	in	their	overwhelmed	by	the	curse,	and	his	manic	hum-heads,	and	each	one	hums	it	under
their	breath.	ming	causes	creepy	things	to	happen.They	soon	discover	that	the	tune	has	"spread"	tothe	Firefly	Cellar's	other	occupants,	and	the	Avowed	Event	3:	Singing	Skull.	The	cursed	remains	of	theinstitute	a	quarantine	to	contain	what	is	actually	a	book	dealer	who	brought	Shemshime's	Bedtime	Rhyme	to	Candlekeep	are	discovered	when	the
5HEMSHIME'S	skull	begins	to	sing	the	rhyme	about	where	it	was	BEDTIME	RHYME	hidden	centuries	ago.	Event	4:	Escape	Attempt.	A	visiting	scholar	named	K'Tulah	succumbs	to	the	mounting	tension	and	tries	to	break	out	of	the	cellar,	threatening	to	spread	the	curse	throughout	Candlekeep.	Event	5:	Puppets.	Shemshime's	magic	takes	con-	trol	of
characters	trapped	in	the	library,	causing	them	to	violently	turn	on	each	other.	Event	6:	Shemshime.	The	characters	find	the	book	and	must	discover	how	to	stop	the	curse	while	confronting	Shemshime.	You	dictate	the	pace	at	which	the	events	unfold.	If	you	want	to	draw	out	the	tension	of	confinement,	introduce	a	new	event	only	after	the	characters
think	they	have	a	handle	on	the	current	situation.	Alternatively,	you	could	bombard	them	with	one	event	after	the	other	so	they	can't	catch	their	breath.PLAYER	HANDOUT:	FINDING	THE	BOOKSHEMSHIME's	RHYME	Discovering	the	book's	whereabouts	is	part	of	theSee	amother	scything	wheat	adventure's	mystery.	A	kenku	named	Crinkle,	one	of
f()rg()tte11	husband	sleeping	near	the	Avowed	and	the	caretaker	of	the	Firefly	Cellar,	became	enamored	with	the	book	and	hid	it	in	herWith	()Be	swing	she	t()()fc	his	feet	quarters.	Though	the	book	is	not	present	at	the	start	With	a11()ther	to()fc	his	ear	of	the	adventure,	the	characters	must	deal	with	the	fou	l	magic	emanating	from	it.Does	the	shad()W
hare	aname'!	BOOK	DESCRIPTION	SHEMSHIME	This	children's	book	is	a	mechanical	curiosity	ofCauses	grief;	ar()ids	the	blame	gnomish	design,	with	a	cover	made	of	wood	and	copper.	The	front	cover	bears	a	faded,	hand-painted	SHEMSHIME	rendering	of	a	round	millstone.	The	book	is	square,	eighteen	inches	along	each	edge	of	the	cover.	ASee
ad()g	that	ffB()Ws	h()W	t()	heel	silver	music	box	set	into	the	book's	spine	is	heavily	Nerer	heeds	plea	nor	C()mmand	dented	at	one	end.M()ther	gare	it	atasty	meal	The	book	has	no	pages	in	the	typical	sense,	but	0()g	ch()se	instead	t()	eat	her	hand	it	opens	to	reveal	a	pop-up	cutaway	illustration	of	a	quaint	watermill	made	of	painted	panels	of	wood,D()es
the	shad()W	hare	aname'!	tin,	canvas,	and	leather.	It's	a	clockwork	device	designed	to	animate	four	separate	scenes	whi	le	a	SHEMSHIME	music	box	built	into	the	book's	spine	plays	a	metallic	tune	that	implants	a	rhyme	in	the	minds	of	thoseCauses	grief;ar()ids	the	blame	who	hear	it	(see	the	accompanying	handout).	The	mechanized	scenes	feature
cutout	figurines	of	mem-	SHEMSHIME	bers	of	a	family	dying	in	a	series	of	grisly	ways	as	a	shadowy	figure	looks	on.	The	images	are	as	follows:See	aS()II	d()i11g	his	ch()re	Washing	cl()thes	f()r	f()lfc	in	town	•	A	mother	chops	off	the	feet	and	ear	of	her	husband	with	a	scythe.Fell	int()	the	river's	mar	Sanfc	to	the	b()tt()m	and	drowned	•	The	family	dog
bites	off	the	mother's	hand.	•	The	son	drowns	in	a	river	while	washing	clothes.D()es	the	shad()W	hare	aname'!	•	The	final	scene-	which	doesn't	play	out	unti	l	the	SHEMSHIM[	music	box	is	repaired-	shows	the	daughter	defeat-	ing	the	shadow	by	crushing	it	under	a	millstone.Causes	grief;	ar()ids	the	blame	BACKGROUND	SH[MSHIM[	Centuries	ago,	a
family	living	in	a	remote	water	mill	endured	a	string	of	unfortunate	events.	A	malevolent	spirit	called	Shemshime	attached	itself	to	the	family	and	caused	the	"accidents."	The	daughter	finally	de-	stroyed	Shemshime	by	crushing	it	under	a	millstone	that	had	been	blessed	by	a	traveling	halfling	cleric	of	Chauntea	(god	of	agriculture).	The	story	became	a
local	legend,	a	cautionary	tale	meant	to	warn	people	to	keep	their	attention	on	their	chores.	When	a	traveling	gnome	bard	heard	the	tale,	he	was	so	intrigued	that	he	set	the	story	down	in	the	book,	Shemshime's	Bedtime	Rhyme.	By	doing	so,	he	inadvertently	created	a	conduit	through	which	Shemshime	could	return.	Yowen	Pilt	procured	the	book	from
an	adventurer	who	discovered	it	among	the	debris	of	a	shipwreck.	He	brought	the	mechanical	book	to	Candlekeep,	where	it	has	been	ever	since.A	KENKU	'S	CURIOSITY	CELLAR	INHABITANTSThe	kenku	Avowed,	Crinkle,	loves	to	collect	all	A	handful	of	people	reside	in	the	Firefly	Cellar	whilekinds	of	curios	and	baubles.	Shemshime's	Bedtime	the
task	of	restoring	its	collection	is	under	way.Rhyme,	with	its	intricate	mechanical	workings	andcharming	music	box,	was	too	tempting	to	resist.	VARNYRAfter	years	as	the	Firefly	Cellar's	caretaker,	shediscovered	the	book	when	it	was	selected	to	have	its	Chaotic	good	sun	elf	scribe	(age	685)spine	repaired	as	part	of	a	restoration	project	involv-ing	this
part	of	Candlekeep.	Varnyr	is	a	senior	scribe	who	has	spent	centuries	at	Candlekeep.	She	loves	the	books,	which	she	cares	Before	the	adventurers	arrive	at	the	Firefly	Cellar	for	as	though	they	were	her	grandchildren.	She	hasat	the	beginning	of	the	adventure,	Crinkle	brought	little	ambition	to	rise	in	the	ranks	of	the	Avowed,the	book	to	her	room
(area	FU)	and	opened	it.	The	perfectly	content	as	a	senior	scribe.	She	is	hard-music	box	started	to	play,	and	she	became	the	sub-	working	and	expects	others	to	be	as	well.ject	of	Shemshime's	curse.	Varnyr	was	an	adjutant	when	Shemshime's	curse	The	rhyme	is	presented	in	the	accompanying	first	came	to	Candlekeep,	though	she	is	unawarehandout.
Until	the	music	box	is	repaired,	it	always	that	the	book	was	the	cause	of	the	madness.skips	back	to	the	beginning	of	the	song	before	play-ing	the	last	stanza.	That	means	the	last	stanza	of	Varnyr	is	a	noble	with	the	following	changes:Shemshime's	rhyme	doesn't	get	implanted	in	theminds	of	those	who	hear	the	song	until	the	music	•	Varnyr	speaks
Common	and	Elvish,	and	she	hasbox	is	fixed	and	the	tune	plays	in	its	entirety.	The	darkvision	out	to	a	range	of	60	feet.	She	has	ad-missing	stanza	is	as	follows:	vantage	on	saving	throws	against	being	charmed,	and	magic	can't	put	her	to	sleep.See	a	daughter	grinding	grain	•	Instead	of	a	rapier,	Varnyr	wields	a	cane	and	can	Wish	the	spirit's	time	was
through	use	an	action	to	make	two	melee	weapon	attacks	with	it:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	2	(ld4)Trap	set	for	the	shadow	bane	bludgeoning	damage.	Her	millstone	killed	it	true	Personality	Trait.	"I	have	a	warm,	calming	de-	meanor,	even	when	circumstances	call	for	concern."SHEMSHIME's	CuRsE	Ideal.	"Everything	has	its	place,	and
everyone	hasThose	who	hear	the	melody	of	the	rhyme	find	it	to	their	role."be	irresistibly	catchy,	and	they	hum	it	over	and	overagain.	Such	individuals	have	become	cursed.	Bond.	"Candlekeep	is	the	beacon	of	civilization	in	an	otherwise	bleak	and	backward	world."	The	rhyme	acts	as	a	summoning	ritual	intendedto	restore	Shemshime.	When	enough
people	join	Flaw.	"When	something	irritates	me,	I	try	to	ig-in	the	singing	of	the	rhyme,	or	enough	time	passes	nore	it,	but	I	usually	end	up	snapping	at	someone."while	people	are	singing	it,	the	ritual	will	be	com-pleted.	As	that	occasion	approaches,	Shemshime's	EBDER	SMALLSTONEpower	grows.	Anyone	who	hears	the	cursed	tune	isin	turn	cursed	to
hum	or	sing	it.	They	are	then	capa-	Lawful	good	human	scribe	(age	33)ble	of	transmitting	it	further.	Ebder	is	a	pessimist	who	sees	every	setback	as	aRESI	STING	THE	RHYME	disaster	and	every	victory	as	dumb	luck.	He	is	a	wid-	ower,	and	his	daughter,	Gailby,	provides	him	respiteThe	characters	can	will	themselves	not	to	sing	the	from	his	anxious
outlook.rhyme,	but	doing	this	requires	concentration	asthough	casting	a	spell	(see	"Concentration"	in	the	Ebder	looks	older	than	his	actual	age,	with	fewPlayer's	Handbook).	traces	of	black	in	his	otherwise	gray	hair	and	a	harried	expression	on	his	face.	His	clothes	and	his	A	silence	spell	or	similar	magic	negates	the	rhyme	fingers	are	stained	with
ink.in	the	affected	area.	Ebder	is	a	commoner	who	speaks	Common	and	A	remove	curse	spell	or	similar	magic	ends	the	has	a	set	of	calligrapher's	supplies.curse	on	a	creature,	though	it	remains	suscepti-ble	to	being	cursed	again.	If	cast	on	the	book,	the	Personality	Trait.	"I'm	an	anxious	person.	I	worrymagic	suppresses	the	curse	on	all	creatures	for
about	what	Senior	Scribe	Varnyr	thinks	about	me10	minutes.	and	my	work."	Ideal.	"The	measure	of	a	person	is	the	quality	of	their	work."	Bond.	"As	much	as	I	care	about	my	duties	as	an	Avowed,	my	daughter	is	my	world."	Flaw.	"I'm	highly	suspicious	of	other	peo-	ple's	motives."	SHEMSHIME'S	BEDTIME	RHYMEGAILBY	SMALLSTONE	She	is	an
animated	talker	whose	exaggerated	ges-	ticulations	while	chatting	annoy	Varnyr,	but	the	elfLawful	good	human	child	(age	8)	appreciates	her	academic	expertise.Gailby	is	an	energetic	kid	who	lives	with	her	father,	K'Tulah	is	a	tabaxi	druid	with	the	follow-Ebder	Smallstone,	in	the	Firefly	Cellar.	She	loves	to	ing	changes:draw	and	insists	on	sharing	her
drawings	with	herfather	before	bedtime.	•	K'Tulah	speaks	Common	and	Druidic,	and	she	has	darkvision	out	to	a	range	of	60	feet.	She	wears	a	yellow	hooded	cape	that	hides	hershort	curly	black	hair	and	is	missing	one	of	her	•	When	K'Tulah	moves	on	her	turn	in	combat,	shefront	teeth.	can	double	her	speed	until	the	end	of	the	turn.	Once	she	uses	this
ability,	she	can't	use	it	again	Personality	Trait.	''I'm	curious	about	everything."	until	she	moves	Ofeet	on	one	of	her	turns.	Ideal.	"I'll	never	be	bored	as	long	as	I	have	myimagination."	•	As	an	action,	K'Tulah	can	make	a	melee	weapon	Bond.	"I	love	discovering	things	on	my	own,	espe-	attack	with	her	claws:	+2	to	hit,	reach	5	ft.,	one	tar-cially	things	that
are	off	limits."	get.	Hit:	2	(ld4)	slashing	damage.	Flaw.	"I'll	say	anything	to	avoid	getting	in	trouble."	Personality	Trait.	"I	talk	fast	and	can	carry	on	aK	'TuLAH	conversation	about	almost	anything."Neutral	good	tabaxi	scholar	(age	30)	Ideal.	"Decorum	is	overrated.	Life's	too	short	forK'Tulah	is	a	gregarious	tabaxi,	a	catlike	humanoid.	formalities."She
arrived	at	Candlekeep	six	days	ago	and	re-ceived	permission	to	use	the	library	to	conduct	her	Bond.	"The	research	I've	collected	painstakinglyresearch	on	regional	forms	of	folk	magic.	over	the	past	decade	is	my	pride	and	joy."	Flaw.	"I	don't	like	feeling	trapped."	CRINKLE	Chaotic	neutral	kenku	custodian	(age	55)	The	aged	kenku	has	lived	in	the
Firefly	Cellar	for	the	past	twenty-two	years	as	its	custodian	and	caretaker	of	its	fireflies.	She	has	lost	many	of	her	feathers,	and	those	that	remain	are	frayed	and	disheveled.	She	carries	a	long	staff	with	a	hook	on	the	end,	which	she	uses	to	change	the	firefly	lamps	that	hang	from	the	ceiling.	Crinkle	has	little	patience	for	others,	and	she	regards	Senior
Scribe	Varnyr's	restoration	efforts	as	an	invasion.	Gailby	Smallstone	has	softened	the	kenku's	dour	disposition	with	her	appreciation	of	interesting	objects.	Crinkle	is	a	kenku	who	has	a	ring	ofthe	ram	that	has	all	its	charges.	Personality	Trait.	"I'm	a	grump	who	prefers	to	be	left	alone."	Ideal.	''I'm	drawn	to	beautiful	and	interesting	works	of	art."	Bond.
"I	cherish	the	stash	of	trinkets	and	trea-	sures	I've	accumulated."	Flaw.	"I	rub	my	hands	together	constantly,	as	though	washing	them."	STARTING	THE	ADVENTURE	The	adventure	takes	place	in	the	Firefly	Cellar	beneath	the	House	of	Rest.	Characters	might	find	themselves	drawn	to	this	location	for	one	of	two	reasons.	Perhaps	the	House	of	Rest	has
had	an	in-	flux	of	guests,	and	the	characters	are	forced	to	stay	in	the	only	available	rooms,	which	happen	to	be	in	the	Firefly	Cellar.	Alternatively,	the	idea	of	taking	lodging	in	an	actual	part	of	the	library,	close	to	aSHEMSHIME'	S	BEDTI	ME	RHYMEcollectioA	of	ancient	books,	might	be	a	compelling	EVENTSenough	reason	for	the	characters	to	stay
there.	Below	is	a	detailed	look	at	the	six	events	that	play	The	characters	descend	into	the	Firefly	Cellar	out	over	the	course	of	the	adventure.through	the	hatch	in	the	ceiling	of	area	Fl.	As	theydo,	read	the	description	of	area	Fl	to	the	players.	EVENT	l:	UARANTINED	When	they	arrive,	they	find	the	elderly	elf	Varnyr	After	your	first	night	in	the	Firefly
Cellar,	you	gatherprecariously	balanced	on	a	ladder	while	arranging	a	around	a	table	in	the	center	of	the	collection's	mainfew	of	the	flowerpots	on	top	of	one	of	the	bookcases.	floor.	It's	quiet,	until	you	notice	that	your	companionsShe's	engrossed	in	her	work.	Before	the	characters	are	humming	a	melody	under	their	breath-the	samesay	anything,	she
starts	speaking	without	look-	tune	that's	been	stuck	in	your	head	since	you	wokeing	at	them.	up.	After	a	moment,	you	realize	that	you	too	are	hum-	ming	along."Ebder,	are	you	!Sack?"	"I	never	left!"	grumbles	a	voice	from	below.	The	characters	are	humming	Shemshime's	rhyme.	"Oh?"	The	elf	looks	down	and	seems	surprised	at	They	don't	know	it	by
name,	and	though	they	all	hum	it	perfectly,	they're	not	entirely	certain	theyyour	presence.	Then	she	says,	indicating	the	room	knew	it	before	today.	Unknown	to	the	characters,	the	cursed	tune	spread	to	them	when	Gailby	Small-around	her,	"Ah.	Visitors.	I'm	Scribe	Varnyr.	Sorry	for	stone	sang	it	in	the	hall	outside	the	characters'	room	after	she	heard
it	from	Crinkle.the	state	of	things.	As	you	see,	the	restoration	project	K'Tulah	and	Ebder	share	the	table	with	the	char-is	a	work	in	progress.	I'll	be	with	you	shortly."	She	re-	acters.	Ebder	is	reading	from	the	same	book	he	had	last	night.	The	humming	clearly	bothers	him,	andturns	to	her	work.	A	moment	later,	she	says,	"Actually,	after	a	short	time,	he
sternly	asks	the	characters	towould	you	mind	bringing	that	stack	of	books	down-	keep	quiet	in	the	library.	If	the	characters	try	to	stop	humming,	they	notice	they	can't	do	so	without	con-stairs	to	Ebder?	I'll	meet	you	there."	She	points	to	a	scious	effort	(see	"Resisting	the	Rhyme").small	pile	of	books	on	a	stool.	"Thanks	so	much."	After	a	few	minutes,
Ebder	begins	humming	theCharacters	who	head	downstairs	to	area	F2	find	I	melody	as	well,	though	he	is	unaware	of	it	at	first.Ebder	sitting	at	the	table,	hunched	over	a	book.	Moments	later,	the	hatch	in	the	ceiling	of	the	upperVisibly	annoyed,	he	acknowledges	the	characters	floor	(area	Fl)	slams	shut,	followed	by	the	soundas	follows:	of	several
mechanical	locks	engaging.	Varnyr,	the	senior-ranking	Avowed	in	the	place,	has	locked	theI"Keep	your	voices	down,	please.	I	just	put	my	daugh-	hatch,	sealing	herself,	the	characters,	Ebder,	Gailby,	ter	to	bed."	K'Tulah,	and	Crinkle	inside	the	Firefly	Cellar.Ebder	gives	his	name	if	asked.	If	the	characters	As	she	descends	the	spiral	staircase	to	area
F2,present	him	the	pile	of	books,	he	pinches	the	bridge	she	hums	the	cursed	tune	in	a	soft	voice.	With	ef-of	his	nose	with	a	sigh	and	explains	that	the	books	fort,	Varnyr	suppresses	her	humming	and	sharesare	not	for	him	but	for	the	other	guest,	K'Tulah,	the	following	information:who's	staying	in	one	of	the	rooms	below.	He	givesthe	characters
directions	to	her	room	(area	Fl3)	and	"When	I	first	arrived	at	Candlekeep,	the	Avowedasks	them	to	deliver	the	books.	were	concerned	about	a	'singing	madness.'	A	book	merchant	had	been	afflicted	with	it	and	was	put	in	If	they	agree,	K'Tulah	is	grateful	for	the	delivery	isolation	after	several	Avowed	began	singing	the	songand	starts	a	conversation
about	her	scholarly	work.	as	well."	She	pauses	and	frowns.	"I	don't	know	what	happened	to	him	or	the	others.	That	was	six	hundred	After	an	hour,	Varnyr	finds	the	characters	andapologetically	says	that	she's	exhausted	from	the	years	ago.''day's	work	and	they	will	talk	in	the	morning.	She	She	gathers	her	composure	and	adds,	"I've	alertedoffers	areas
F8	and	Fl2	as	rooms	for	the	charactersto	stay	the	night.	Behind	her	is	Crinkle	with	a	tray	the	Avowed	and	sealed	the	exit	to	stop	whatever	thisof	food	for	them.	With	that,	Varnyr	bids	them	goodnight	and	leaves	the	characters	alone.	is	from	spreading."	The	characters	can	look	around	the	library,	talkwith	Ebder	for	a	few	more	hours,	or	go	to
theirrooms.	Ebder	isn't	much	of	a	conversationalist,but	he	warms	up	if	anyone	asks	about	his	daugh-ter,	Gailby.K'Tulah	is	vocal	about	her	discomfort	with	being	5HEMSHIME1S	INFLUENCEconfined	down	here.	Ebder	regards	the	quarantineas	a	minor	annoyance	and	complains	that	all	the	d6	Phenomenoncommotion	interferes	with	his	work.	Crinkle
andGailby	are	not	present.	For	the	next	10	minutes,	all	the	fireflies	in	the	lamps	flicker	out	at	irregular	intervals,	leaving	the	Varnyr	refuses	to	speculate	about	the	"madness,"	library	in	darkness	for	several	seconds	at	a	time.since	she's	not	a	spellcaster	and	doesn't	want	to	2	Random	books	fly	off	the	shelves	.	Each	creatureguess	at	the	cause	without
evidence.	"But	perhaps	in	areas	Fl,	F2,	or	Fl4	must	succeed	on	a	DC	13you	can	find	an	answer	in	all	this,"	she	says,	waving	Dexterity	saving	throw	or	take	2	(ld4)	bludgeon-at	the	disheveled	room.	ing	damage	from	collisions	with	the	flying	books.	3	The	library	becomes	much	colder.	This	drop	in	The	characters	can	explore	the	Firefly	Cellar	and
temperature	lasts	until	the	end	of	the	adventure.talk	with	the	residents.	As	they	do,	emphasize	the	4	Three	shadows	appear	in	the	same	area	as	theconcentration	needed	to	resist	humming	the	melody.	characters.	The	shadows	attack	the	characters	but	disappear	at	the	end	of	their	third	turn	in	combat	When	you	think	it's	appropriate,	introduce	event
2.	if	they	have	not	been	destroyed	by	then.	5	Shemshime's	foul	magic	manifests	as	a	randomTALKING	TO	THE	RESIDENTS	character's	worst	nightmare.	That	character	must	make	a	DC	12	Intelligence	saving	throw.	On	aEach	of	the	Firefly	Cellar's	residents	offers	their	failed	save,	the	character	takes	9	(2d8)	psychicown	information	and	perspective.
damage	and	is	frightened	of	the	manifestation,	believing	it	to	be	real.	The	manifested	nightmare	Crinkle.	The	steward	of	the	Firefly	Cellar	is	in	the	lasts	for	up	to	l	minute,	follows	the	characterkitchen	(area	F7)	preparing	breakfast.	She	whistles	around,	and	can't	be	harmed.	The	character	mustthe	melody	absentmindedly.	If	approached	by	the	repeat
the	saving	throw	at	the	end	of	each	of	itscharacters,	she	is	dismissive	and	grows	irritated	if	turns,	ending	the	illusion	on	a	success	or	taking	9they	pester	her.	(2d8)	psychic	damage	on	a	failed	save.	6	Choose	three	creatures	in	the	Firefly	Cellar.	Each	Ebder.	He	remains	in	the	stacks,	seated	at	the	one	must	succeed	on	a	DC	14	Wisdom	savingtable.	If
questioned	by	the	characters,	he	says	he	has	throw,	or	it	takes	7	(l	d8	+	3)	psychic	damage	andbeen	working	in	the	scriptorium	(area	F3).	Nothing	makes	a	melee	weapon	attack	against	one	crea-has	been	out	of	the	ordinary,	unless	you	count	the	ture	of	your	choice	as	a	reaction.kenku,	who	keeps	shuffling	through	that	room	onthe	way	to	and	from	her
supply	closet.	check,	but	each	attempt	to	bypass	the	spell	takes	1	minute.	Alternatively,	a	character	can	force	open	the	Gailby.	She's	in	her	room	(area	F9).	If	the	charac-	hatch	with	a	successful	DC	25	Strength	(Athletics)ters	approach	her,	she's	more	interested	in	showing	check.	A	knock	spell	or	similar	magic	suppressesoff	her	toys	than	in	fielding
questions.	If	she's	asked	the	batch's	arcane	lock	spell	for	10	minutes.about	her	drawings,	she	gets	scared	that	she's	introuble	and	becomes	quiet.	EVENT	2:	EBDER's	OUTBURST	K'Tulah.	After	an	hour	in	the	stacks,	the	tabaxi	Ebder	is	seated	at	the	table	in	area	F2	when	thiscan	be	found	in	her	room	(area	F13).	She's	having	event	occurs.trouble
concentrating	on	her	work	and	is	visiblyanxious.	If	approached	by	the	characters,	she	tells	A	shrill	sound	tears	through	the	Firefly	Cellar,	over-them	she	came	here	to	study,	not	to	get	sealed	away	powering	all	other	noise.	Though	it	rapidly	rises	to	anin	a	tomb.	uncanny	pitch,	you	recognize	Ebder's	voice.	Varnyr.	The	senior	scribe	remains	in	the	stacks
Anyone	in	area	F2	sees	that	Ebder's	eyes	are	bulg-for	an	hour	before	retiring	to	her	room	(area	F14).	ing	in	terror.	As	he	hums	the	rhyme's	melody,	theShe	has	already	shared	everything	she	knows	about	rest	of	his	body	is	paralyzed.	He's	cold	to	the	touch.the	curse	affecting	them.	If	asked	about	what	she's	He	continues	to	sing	the	rhyme	over	and
over	forbeen	doing	lately,	she	explains	that	she	has	been	di-	five	minutes.	During	this	time,	Gailby	runs	intoviding	her	time	between	fixing	up	the	balcony	leveland	working	in	the	bindery	repairing	books.	She	isable	to	suppress	the	urge	to	hum	the	melody	withoutany	outward	signs	of	duress.EXIT	HATCHThe	hatch	has	been	targeted	by	an	arcane	Jock
spell,which	can	be	dispelled	by	using	the	key	in	Varnyr'spossession.	The	hatch	has	AC	21,	60	hit	points,	andimmunity	to	poison	and	psychic	damage.	A	char-acter	with	thieves'	tools	can	bypass	the	spell	andunlock	the	hatch	with	a	successful	DC	25	DexteritySHEMSHIME'	S	BEDTIME	RHYME	-the	room	to	try	to	help	her	father,	terrified	by	his	K'Tulah,
biting	her	lip	to	keep	from	singing,	slumps	tobehavior.	Crinkle	follows	her	and	tries	to	console	the	floor	with	her	back	against	a	wall	and	her	head	inthe	child,	with	little	effect.	her	hands.	After	a	moment	her	ears	flatten,	and	she	springs	up	and	takes	off	at	a	full	sprint.	Shemshime's	influence	has	begun	to	reach	intothe	world.	When	Ebder	stops	singing,
roll	on	the	K'Tulah	runs	for	the	hatch	in	the	ceiling	of	areaShemshime's	Influence	table	to	find	out	what	Fl.	She	tries	to	evade	anyone	who	stands	in	herhappens	next.	path	but	fights	them	if	necessary.	If	she	reaches	the	hatch,	she	attempts	to	force	the	door.	When	thatHAUNTING	OCCURRENCES	doesn't	work,	she	demands	that	Varnyr	open	it,	but
Varnyr	refuses.	Unless	K'Tulah	is	subdued,	she	at-After	Ebder's	outburst,	Shemshime's	influence	man-	tacks	Varnyr	to	get	the	key.ifests	in	the	Firefly	Cellar	in	several	unsettling	ways.From	this	point	forward,	whenever	at	least	half	the	A	character	can	try	to	calm	K'Tulah,	doing	so	withcharacters	are	singing	Shemshime's	rhyme,	roll	on	a	successful	DC
15	Charisma	(Persuasion)	check.	Athe	Shemshime's	Influence	table	to	determine	what	calm	emotions	spell	or	similar	magic	also	does	thehappens.	Add	more	of	these	rolls	as	you	see	fit,	even	trick,	as	does	giving	K'Tulah	the	mechanical	oysterduring	later	events.	from	her	quarters	(area	F13).EVENT	3:	SINGING	SKULL	EVENT	5:	PUPPETSThe	remains
of	Yowen	Pilt,	the	book	seller	who	This	event	can	occur	in	any	area	except	Crinkle'sbrought	the	book	and	its	curse	to	Candlekeep,	are	room	(area	Fll).hidden	in	a	secret	compartment	in	area	F4.	Thisevent	begins	when	his	skull	starts	singing	the	wordsto	the	rhyme.	The	tune	continues	to	tug	at	each	of	your	minds,	The	air	around	you	feels	thick.	It
presses	in	on	you	willing	you	to	intone	its	sequence	of	notes.	The	notes	take	on	the	shapes	of	words	you're	certain	you've	from	all	sides,	prickling	your	nerves.	Your	muscles	never	heard	before	but	are	somehow	familiar	to	you	as	lyrics.	twitch,	as	though	something	is	yanking	on	them	with	Share	the	handout	of	Shemshime's	rhyme	with	your	invisible
strings.	players.	The	final	stanza	is	absent	from	the	handout.	Going	forward,	whenever	a	character	is	compelled	Crinkle	and	Gailby	flee	to	Crinkle's	room	(area	Fl	1)	to	hum	Shemshime's	rhyme,	they	sing	the	words	to	when	this	event	begins.	the	tune	instead.	Choose	half	of	the	remaining	characters,	includ-IYou	become	aware	that	the	song	is	not	only
in	your	ing	NPCs	(other	than	Gailby	and	Crinkle).	Those	head.	Somewhere	nearby,	a	deep	and	melodic	voice	is	who	are	not	under	the	effect	of	a	protection	from	singing	the	words.	evil	and	good	spell	or	similar	magic	must	succeed	on	a	DC	15	Charisma	saving	throw	or	be	charmed	The	skull	continues	to	sing	unless	it's	destroyed	or	by	Shemshime	for	1
minute.	While	charmed	in	this	Shemshime	is	trapped	in	Shemshime's	Bedtime	way,	the	creature	is	under	Shemshime's	control	andRhyme.	The	skull	is	a	Tiny	object	with	AC	15,	4	hit	is	compelled	to	sing	Shemshime's	rhyme	repeatedly	points,	and	immunity	to	poison	damage.	while	trying	to	cause	physical	harm	to	others.EVENT	4:	ESCAPE	ATTEMPT
Creatures	whose	actions	and	movements	are	being	controlled	by	Shemshime	remain	aware	of	K'Tulah	reaches	the	end	of	her	patience	with	being	what's	going	on	around	them,	but	they	are	power-confined,	and	she	tries	to	break	the	quarantine.	This	less	to	stop	themselves	from	causing	harm	in	accor-event	can	begin	in	any	area.	dance	with
Shemshime's	wishes.	When	you're	ready	to	begin	this	event,	read	the	Shemshime's	control	over	a	creature	is	brokenfollowing	boxed	text	aloud:	by	the	break	enchantment	effect	of	a	dispel	evil	and	good	spell	(magic	that	is	probably	beyond	the	char-	acters'	ability	to	cast)	or	by	reducing	the	creature	to	Ohit	points.	A	charmed	creature	can	repeat	the
saving	throw	at	the	end	of	each	of	its	turns,	ending	the	effect	on	itself	on	a	success.	If	a	creature	suc-	ceeds	on	the	saving	throw	or	the	effect	ends	on	it,	Shemshime	can't	take	control	of	that	creature	again	for	24	hours.	SHEMSHIME'	S	BEDTIME	RHYMEEVENT	6:	SHEMSHIME	than	playing	the	tune	all	the	way	through,	it	skips	near	the	end	and
starts	over.	The	same	is	true	forThe	final	event	revolves	around	interacting	with	the	pop-up	scene	that	plays	out	when	the	bookthe	book	and	learning	the	last	stanza	of	the	rhyme,	is	opened.which	tells	how	to	foil	Shemshime	and	end	thecurse.	Meanwhile,	Shemshime	coalesces	around	The	damage	to	the	exterior	of	the	box	is	imme-the	book,	lashing	out
at	the	characters	to	stop	them	diately	noticeable	to	characters	who	inspect	it.	Afrom	thwarting	its	manifestation.	successful	DC	15	Intelligence	check	reveals	the	problem.	Anyone	proficient	with	jeweler's	tools	or	As	event	5	concludes,	read	or	paraphrase:	tinker's	tools	has	advantage	on	the	roll.	Inside	the	music	box	is	a	brass	cylinder	dotted	with	tiny
pegs.	Gail	by	appears	in	the	doorway,	blood	spattered	on	her	When	the	cylinder	turns,	narrow	bits	of	metal	pluck	face	and	down	the	front	of	her	clothes.	She's	shaking,	the	pegs	to	produce	the	notes	of	the	melody.	The	cyl-	with	wide	eyes,	and	holding	a	large,	square	book	that	inder	is	sitting	askew,	which	prevents	it	from	work-	has	blood	on	the	corner
of	its	metal	spine.	ing	properly.	Fixing	the	music	box	requires	three	successful	DC	15	Dexterity	checks,	each	check	re-The	book	in	Gailby's	possession	is	Shemshime's	quiring	an	action.	These	checks	can	be	made	by	oneBedtime	Rhyme.	Though	she's	reluctant	to	share	character	or	multiple	characters	working	together.the	truth,	Gailby	admits	that	she
knocked	Crinkleunconscious	with	the	book.	Either	she	or	Crinkle	Characters	who	try	to	fix	the	music	box	hearwas	possessed	when	it	happened,	but	Gailby's	not	Shemshime's	maddening	whispers	in	their	heads.certain	which.	After	making	an	ability	check	to	fix	the	music	box,	regardless	of	whether	the	check	succeeds	or	not,	aREPAIRING	THE	Music
Box	character	must	make	a	DC	13	Intelligence	saving	throw,	taking	14	(4d6)	psychic	damage	on	a	failedThe	key	feature	of	Shemshime's	Bedtime	Rhyme	save,	or	half	as	much	damage	on	a	successful	one.is	its	music	box,	which	broke	centuries	ago.	Rather	Once	fixed,	the	music	box	plays	its	tune	to	the	end.	As	it	does	so,	the	words	of	the	rhyme's	final
stanzaform	in	the	characters'	minds	(see	"The	Rhyme").The	scene	played	out	in	the	book	also	continues	toits	conclusion,	showing	the	tiny	representation	ofShemshime	being	crushed	beneath	a	millstone.CONFRONTATIONSinging	the	final	stanza	draws	Shemshime	(see	theaccompanying	stat	block)	into	the	room.The	book	trembles	,	and	its	mechanical
inner	workingssqueal	to	a	halt	for	a	moment	before	whirring	backto	life.	You	hear	clicks,	and	shadows	burst	forth	fromthe	book	like	steam	from	a	kettle,	collecting	alongthe	ceiling	until	wisps	of	darkness	outline	a	vaguehumanoid	figure	.	Meanwhile,	the	scenes	inside	thebook	transform	,	creating	an	entirely	new	picture	thatincludes	tiny	cutout	figures
of	yourselves.Shemshime	attacks	the	characters,	focusing	itsattention	on	anyone	near	the	book.	It	also	tries	tobreak	the	characters'	concentration,	since	it	gainspower	when	the	rhyme	is	sung.	The	newly	formed	illustration	in	the	book	displaysa	facsimile	of	the	Firefly	Cellar,	complete	with	tinycutout	figures	of	the	characters	and	NPCs.	Note-worthy	in
the	scene	is	the	replica	of	the	enormoussculpture	hanging	from	the	ceiling	above	the	stacks(see	area	Fl	for	a	description	of	the	sculpture).SHEMSHIME	Incorporeal	Movement.	Shemshime	can	move	through	other	creatures	and	objects	as	if	they	were	difficult	terrain	.	It	takes	5Medium	undead	(ldl0)	force	damage	ifit	ends	its	turn	inside	an
object.Armor	Class	13	ACTIONSHit	Points	31	(7d8)Speed	Oft.,	fly	40	ft	.	(hover)	Maddening	Touch.	Melee	Spell	Attack:	+5	to	hit,	reach	5	ft	.,	one	target.	Hit:	17	(4d6	+	3)	psychic	damage.	STR	DEX	CON	INT	WIS	CHA6	(-2)	17	(+3)	10	(+0)	17	(+3)	14	(+2)	16	(+3)	Whispers	ofViolence.	Shemshime	chooses	up	to	two	creatures	it	can	see	with	in	60	feet
of	it.	Each	target	must	succeed	on	aSaving	Throws	Int	+5,	Wis	+4	DC	13	Wisdom	saving	throw,	or	that	target	takes	7	(ld8	+	3)	psychic	damage	and	must	use	its	reaction	to	make	a	meleeSkills	Perception	+4,	Stealth	+7	weapon	attack	against	one	creature	it	can	reach	(Shemshime's	choice)	that	Shemshime	can	see.Damage	Resistances	acid	,
bludgeoning,	fire	,	lightn	ing,	Howling	Babble	(Recharge	6).	Shemshime	targets	one	creaturepiercing,	slashi	ng,	thu	nder	it	can	see	within	30	feet	of	it.	The	creature	must	make	a	DC	13	Wisdom	saving	throw.	On	a	failed	save,	it	takes	21	(4d8Damage	Immunities	cold	,	necrotic,	poison	+	3)	psych	ic	damage	and	is	stunned	until	the	end	of	its	next	turn.
On	a	successfu	l	save,	it	takes	half	as	much	damage	andCondition	Immunities	charmed	,	exhaustion	,	frightened	,	isn	't	stunned	.grappled	,	pa	ral	yzed	,	petrified	,	poisoned	,	prone,	restrainedSenses	darkvis	ion	120	ft.,	passive	Percepti	on	14Languages	telepathy	60	ft.Challenge	4	(1	,100	XP)	Proficiency	Bonus	+2Crushing	End.	If	damage	reduces
Shemshime	to	0	hit	points	,Shemshime	instead	drops	to	l	hit	point	unless	the	damage	isthe	result	ofShemshime	being	crushed	by	an	object	weighingat	least	1,000	pounds.DESTROYING	THE	BOOK	THE	FIREFLY	CELLARDestroying	the	book	does	nothing	to	defeat	or	oth-	The	basement	library	known	as	the	Firefly	Cellarerwise	impede	Shemshime.
Shemshime's	Bedtime	is	located	beneath	the	House	of	Rest.	It's	entirelyRhyme	is	a	Tiny	object	with	AC	14,	15	hit	points,	a	below	ground,	containing	a	collection	of	old	man-damage	threshold	of	15	(see	"Damage	Threshold"	uscripts	that	focus	primarily	on	travelogues	andin	the	Dungeon	Master's	Guide),	and	immunity	to	regional	customs.	Until	Senior
Scribe	Varnyr	initi-poison	and	psychic	damage.	ated	a	restoration	effort,	its	books	had	been	largely	neglected	over	the	past	few	centuries.DEFEATING	SHEMSHIME	ENCOUNTER	LOCATIONSTo	defeat	Shemshime,	it	must	be	crushed	by	anobject	weighing	at	least	1,000	pounds.	Objects	The	Firefly	Cellar	has	three	floors.	The	upper	twoin	the	Firefly
Cellar	that	qualify	include	the	book	contain	the	book	collection.	Despite	its	age,	the	cel-sculpture	suspended	from	the	ceiling	in	area	Fl,	the	lar	appears	well	kept,	with	smooth	stone	walls	andbookcases	in	areas	Fl	and	F2,	and	the	stone	table	worn	wooden	floorboards	covered	here	and	therein	area	F2.	with	new	rugs.	The	only	entrance	is	a	metallic	or-
ange	hatch	set	into	the	ceiling	at	the	top	of	the	stairs	Luring	Shemshime	to	where	it	can	be	crushed	that	lead	down	into	area	Fl.takes	some	effort.	Because	Shemshime	is	fixated	onthe	book,	the	spirit	pursues	whoever	has	it.	In	other	The	bottom	floor	contains	a	kitchen	and	livingwords,	the	characters	can	use	the	book	itself	to	lure	quarters.	For	many
years,	Crinkle	was	the	only	oc-Shemshime	into	harm's	way.	cupant,	but	Varnyr,	Ebder,	and	Gailby	have	moved	in	during	the	recent	restoration	effort.	Once	Shemshime	is	in	position,	a	character	canuse	an	action	to	drop	or	topple	a	heavy	object	on	it.	The	Firefly	Cellar	has	no	windows.	Unless	other-Shemshime	must	succeed	on	a	DC	15	Dexterity	sav-



wise	noted,	orange-gold	light	emanates	from	bottlesing	throw	to	avoid	being	crushed	under	the	object.	of	fireflies	either	set	into	alcoves	in	the	wall	or	hang-On	a	failed	save,	Shemshime	vanishes	and	one	of	ing	from	fixtures.the	following	outcomes	occurs:	The	following	locations	are	keyed	to	the	map	of•	If	the	book	is	intact,	Shemshime	is	yanked	back
the	Firefly	Cellar.	into	the	book.	It	slams	shut,	silencing	the	music	box	and	ending	the	curse.	Fl.	THE	STACKS,	BALCONY•	If	the	book	has	been	destroyed,	Shemshime	is	The	circular	room	contains	curved,	dark	wood	book-	pulled	into	the	nearest	closed	book,	ending	the	cases	packed	with	books	of	assorted	shapes,	sizes,	curse.	That	book	transforms
into	a	copy	of	Shem-	and	ages.	Flowers	in	ceramic	pots	line	the	tops	of	the	shime's	Bedtime	Rhyme,	destroying	the	book's	shelves,	giving	the	area	a	sweet	fragrance.	Alcoves	original	content	in	the	process.	are	spaced	at	regular	intervals	around	the	perimeter	of	the	room.	Four	of	them	contain	polished	bronze	Once	Shemshime	is	trapped	again,	Varnyr
or	statues	of	bespectacled	scholars,	and	three	holdwhoever	has	the	key	unlocks	the	hatch	in	area	Fl.	overstuffed	chairs.	In	the	center	of	the	room,	a	brassVarnyr	or	Ebder	immediately	takes	the	book	to	lock	railing	surrounds	an	overlook	that	gives	a	view	of	theit	away	in	one	of	Candlekeep's	secure	vaults.	lower	level	of	the	stacks.	Reward.	The	Avowed
give	the	characters	a	bag	of	Hanging	from	the	ceiling,	above	the	opening	in	theholding	as	a	reward	for	defeating	Shemshime.	floor,	is	an	enormous	stone	sculpture	of	an	open	book	that	looks	as	though	the	cover	is	flapping	to	keep	it	TROUBLESHOOTING	aloft.	A	spiral	staircase	to	the	east	leads	down,	as	well	as	up	to	the	trapdoor	exit	set	into	the
ceiling.	The	The	adventure	assumes	that	the	quarantine	remains	occasional	errant	firefly	flits	about.	intact.	But	there's	a	reasonable	chance	the	characters	in	your	game	will	want	to	leave	the	confines	of	the	Varnyr's	restoration	project	began	in	this	room,	and	Firefly	Cellar	or	even	help	K'Tulah	escape.	It's	up	to	it's	tidier	and	more	welcoming	than	the
chamber	you	whether	to	allow	this	and	to	consider	how	Candle-	below.	She	has	brought	in	rugs	and	flowers	and	pol-	keep	responds.	ished	the	statues.	Three	of	the	statues	were	in	such	a	poor	state	that	she	replaced	them	with	comfort-	If	the	characters	get	bogged	down	in	researching	the	able	reading	chairs.	books	on	the	shelves,	roll	on	the
Shemshime's	Influ-	ence	table	to	maintain	a	sense	of	peril.SHEMSHIME	'S	BEDTIME	RHYME	--alcony	railing	TOPFlooR	~	-~overlooking	F2	mrof2	lFIREFLY	CELLAR□o	1square=	5	feet	--	&	MIDDLE	FlooR	UP	TO	EXIT	Book	lift	®Column	~Uprof1	BorroM	FLOOR	F.6	SHEMSHIME'	S	BEDTIME	RHYM	EThe	bookcases	are	10	feet	tall,	and	each	one	has
a	F3.	SCRIPTORIUMnew	rolling	ladder	attached	to	it.	All	around,	fireflies	float	lazily	about	like	embers	Area	F2	is	visible	from	the	balcony.	caught	in	the	air.	Three	writing	desks	sit	against	the	Book	Lift.	A	rope-and-pulley	mechanism	with	north	wall,	with	a	sheepskin	rug	beneath	each	one.a	fraying	basket	at	one	end	is	fixed	to	the	railing.	On	one	of
the	desks	rests	a	book	beside	a	stack	ofCenturies	ago,	the	Avowed	put	it	here	to	move	books	paper,	along	with	a	stoppered	ink	jar	and	a	porcupinebetween	floors.	It's	essentially	a	large	lidded	wicker	quill	pen.	Another	desk	has	a	leather	case	on	it.	Abasket	that	can	be	lowered	or	raised.	It's	not	in	the	moldering	tapestry	hangs,	off-center,	on	the	west
wall.best	condition,	so	it	holds	a	maximum	of	50	pounds	To	the	southeast	is	a	wood-paneled	wall	with	a	closedwithout	falling	apart.	The	box	is	currently	raised,	door	set	into	it.	A	weak	yellow	glow	emanates	fromand	the	rope	is	tied	to	the	railing.	under	this	door.	Characters	who	search	the	book	lift	find	two	smallchildren's	dolls.	One	has	a	scythe	with	a
handle	This	room	is	dedicated	to	the	copying	of	librarymade	from	a	round	paintbrush	and	a	blade	cut	from	texts.	The	three	desks	are	of	fine	quality	but	couldpaper.	The	other	doll	is	missing	its	feet.	use	maintenance.	Ebder	works	here	to	create	new	Flying	Book	Sculpture.	This	piece	of	stonework	copies	of	books	deemed	unrepairable.	The	book	onis	12
feet	across	and	weighs	1,500	pounds.	The	the	desk	has	a	bookmark	poking	out	from	its	pages.cover	is	etched	with	the	words	"BE	CURIOUS."	It's	an	ancient	tome,	its	title	worn	away	over	time.	ItsIt's	suspended	above	area	F2	by	three	chains,	but	pages	fall	out	if	it's	opened.	The	leather	case	on	thethe	chains'	fittings	in	the	ceiling	beam	above	are	in
other	desk	contains	a	set	of	calligrapher's	supplies.bad	shape.	If	200	pounds	or	more	are	added	to	theweight	of	the	sculpture,	the	chains	come	out	of	the	The	door	in	the	wood-paneled	wall	is	closed	withceiling	and	the	sculpture	falls.	Alternatively,	striking	a	padlocked	latch.	Crinkle	has	the	key	but	gives	it	upthe	chains	with	enough	force	to	break	them
makes	only	grudgingly,	explaining	that	the	fireflies	shouldit	fall.	Each	chain	has	AC	19,	5	hit	points,	and	immu-	not	be	disturbed.	A	character	can	pick	the	lock	withnity	to	poison	and	psychic	damage.	a	successful	DC	15	Dexterity	check,	or	it	can	be	destroyed.	The	lock	has	AC	19,	5	hit	points,	and	im-F2.	THE	STACKS	munity	to	poison	and	psychic
damage.	The	musty	smell	of	old	books	hangs	in	the	air	here.	Writing	on	the	Wall.	Anyone	who	searches	behind	the	tapestry	finds	words	scratchedmto	Concentric	rings	of	bookcases	dominate	the	space,	the	stone	wall-the	lyrics	of	Shemshime's	rhyme	except	for	the	final	stanza.	They	were	carved	by	with	a	heavy	granite	table	occupying	the	room's	cen-
Yowen	Pilt,	who	was	sealed	in	this	room	because	of	his	madness.	ter.	The	table	would	be	a	circle,	but	for	six	semicircular	F4.	FIREFLY	ROOM	gaps	cut	into	it	around	its	edge,	creating	spaces	for	six	This	small	room	is	awash	in	the	glow	of	thousands	chairs.	Small	stacks	of	books	rest	on	the	table	along	of	fireflies.	The	luminescent	insects	flit	around
inside	more	than	a	dozen	glass	terrariums	that	fill	shelves	with	a	candleholder	that	contains	firefly.filled	jars.	along	the	walls.	A	steady	plinking	noise	results	from	their	bouncing	off	the	glass.	Shallow	wooden	boxesThe	Firefly	Cellar's	general	study	area	encourages	are	packed	on	the	lowest	shelves.quiet	reading.	The	shape	of	the	table	creates
sixindividual	study	spaces.	The	table	weighs	around	A	former	supply	closet	for	the	scriptorium,	this300	pounds,	and	four	rolled-up	indigo	rugs	rest	un-	room	was	outfitted	by	Crinkle	for	raising	and	caringderneath.	Varnyr	intends	to	use	the	15-foot-long	and	for	fireflies.	The	boxes	on	the	lowest	shelves	contain5-foot-wide	carpeting	as	runners	in	the
north,	east,	vials	of	liquid	nutrient	for	the	insects.south,	and	west	aisles	on	this	floor.	Writing	on	the	Floor.	A	successful	DC	12	Wis-	The	bookcases	are	10	feet	tall.	Two	of	them	have	dom	(Perception)	check	reveals	words	scratchedattached	rolling	ladders.	An	unattached	ladder	leans	into	the	floorboards.	In	manic	script,	the	wordsagainst	a	shelf	in	the
southwest	part	of	the	room.	read,	"FINISH	THE	RHYME."	Looking	up,	characters	can	see	into	area	Fland	the	enormous	stone	book	sculpture	dan-gling	overhead.SHEMSHIME'	S	BEDTIME	RHYME	-Secret	Compartment.	A	loose	stone	in	the	floor	This	claustrophobic	hallway	runs	beneath	thelies	beneath	the	lowest	shelf	on	the	east	wall.	Find-	stacks,
leading	to	the	living	quarters.	At	the	far	ending	it	requires	a	successful	DC	20	Intelligence	(In-	is	a	closed	but	unlocked	door.	Lamps	hang	fromvestigation)	check.	If	singing	is	emerging	from	the	hooks	every	10	feet	on	alternating	sides	of	the	pas-room	(see	event	2),	the	DC	is	10.	Moving	the	stone	sage	but	only	one	lamp,	around	halfway	into	the	pas-
aside	exposes	a	pile	of	bones	in	a	nook	5	feet	across	sage,	gives	off	light.	The	others	have	dead	firefliesand	5	feet	deep.	Investigating	the	bones	reveals	two	piled	at	the	bottom	of	them.humanoid	bodies.	One	of	the	skulls	has	a	hole	in	theback	of	it.	This	was	Yowen	Pilt,	killed	by	an	Avowed	F7.	KITCHENwho	was	desperate	to	end	the	curse.	That
Avowed,also	stricken	with	the	curse,	killed	himself	to	stop	A	dirty	skillet	stands	out	among	an	otherwise	immac-it	from	spreading.	The	bodies	were	hidden	away	in	ulate	kitchen,	and	the	smell	of	bacon	in	the	air	hints	atthis	closet.	the	skillet's	former	contents.	A	door	in	the	southeast	corner	hangs	open	a	crack.F5.	BINDERY	An	oven	occupies	one
corner;	instead	of	being	Leather	bits,	wood	shavings,	and	paper	scraps	litter	heated	by	open	flames,	it	has	a	coil	of	iron	en-	the	floor	near	a	large	workbench	.	Tools	and	con-	chanted	with	the	heat	metal	spell,	which	activates	traptions	are	organized	neatly	around	a	handful	of	when	a	toggle	switch	on	the	side	of	the	oven	is	books	in	different	states	of
disrepair.	Stools	surround	flipped.	A	well-stocked	pantry	rests	in	another	cor-	the	bench,	one	of	which	has	a	leather	apron	draped	ner.	Pots	and	pans	hang	from	wall	hooks	above	a	over	it.	metal	sink.Books	in	need	of	repair	are	brought	to	the	bindery.	The	southeast	door	leads	to	a	hallway	that	con-Varnyr	loves	this	task,	and	it's	her	work	on	display
nects	to	areas	F8	through	F14.on	the	bench.	The	tools	are	used	for	bookbinding,leatherworking,	woodcarving,	and	painting.	F8.	AVOWED	QUARTERS	A	ledger	rests	on	one	of	the	stools.	It's	open	to	Two	beds	,	positioned	on	opposite	walls,	flank	a	wash-a	list	of	four	book	titles,	each	one	with	a	"repairs	basin	in	an	otherwise	bare	room.	Both	beds	are
made,needed"	entry	beside	it.	The	titles	and	their	associ-	but	the	blanket	on	one	of	them	is	a	bit	rumpled	.ated	repairs	are	as	follows:	In	the	past,	this	room	would	have	housed	twoFestivals	and	Festivities	ofAncient	Cormyr:	re-	Avowed,	but	it's	scarcely	used	nowadays.	If	the	char-	place	cover	acters	stay	in	the	cellar	overnight,	this	is	one	of	their	rooms.
Otherwise,	the	room	is	unoccupied.Living	a	Dream:	Three	Years	Among	Stone	Giants:	replace	cover	F9.	GAILBY'S	ROOMShemshime's	Bedtime	Rhyme:	repair	spine	The	door	to	this	room	is	open.Halfling	Superstitions:	rebind	Achild	sleeps	here.	Toys	are	scattered	on	an	unmade	A	character	who	succeeds	on	a	DC	12	Wisdom	bed,	and	piles	of	clothes
obscure	all	but	a	few	bare(Perception)	or	Intelligence	(Investigation)	check	no-	patches	of	the	floorboards	.	Above	a	writing	desk	in	thetices	that	the	books	on	the	workbench	are	three	of	corner	dangles	a	dragon	marionette	made	from	brassthe	books	on	the	list.	Shemshime's	Bedtime	Rhyme	and	wood,	with	wings	of	canvas	dyed	red.	A	roundis	missing.
firefly	lamp	hangs	in	the	opposite	corner.F6.	THE	WORM	TUNNEL	Gailby	has	been	drawing	creepy	pictures	that	depictThis	passage	is	accessible	by	the	west	stairs	scenes	from	Shemshime's	Bedtime	Rhyme.	They'rein	area	F2.	done	in	loud	colored	paint	and	in	a	style	typical	of	a	child,	making	them	all	the	more	unsettling.	One	It's	cold	here.	A	low,
barrel-vaulted	ceiling	crowds	the	of	the	images	shows	a	man	whose	feet	have	been	already	narrow	passage.	Light	from	a	firefly	lamp	that	severed.	Blood	pours	from	his	ankles	and	from	hangs	on	a	hook	in	the	wall	is	inadequate	to	illuminate	the	severed	feet	next	to	him.	Another	shows	a	boy	the	entire	space.	-	SHEMSHIME'S	BEDTIME
RHYMEunderwater,	grasping	at	his	throat.	The	last	one	they	move	the	toggle,	a	5-foot-wide	panel	releasesshows	a	dog	with	a	severed	hand	in	its	mouth.	A	and	can	be	slid	to	the	side	to	reveal	a	bank	of	smallblack	cloud	hovers	over	each	scene.	storage	spaces.	Prior	to	event	5,	Shemshime's	Bed-	time	Rhyme	is	found	here.	Otherwise,	the	spacesFlO	.
EBDER's	RooM	contain	the	following	treasures:	an	amber	ring	that	belonged	to	Ebder's	wife	(25	gp),	an	ornate	curvedThis	sparse	bedroom	is	tidy,	apart	from	a	clay	bowl	dagger	(25	gp),	a	set	of	four	intricately	shaped	glasscontaining	the	remnants	of	a	particularly	vinegary	bottles	(5	gp	each)	with	nothing	in	them,	a	potion	ofmeal	resting	on	a	large
trunk.	gaseous	form,	and	a	potion	ofheroism.Other	than	the	trunk,	which	holds	a	set	of	Avowed	Fl2	.	A	VOWED	QUA	RT	ERSrobes	and	a	heavy	wool	coat,	the	room	is	furnishedwith	a	bed,	a	small	round	table	with	a	rickety	chair,	A	beautiful	painting	of	Candlekeep	on	the	south	walland	a	mirror	hanging	above	a	washbasin.	A	round,	looms	over	the	five
beds	that	crowd	this	room	.	A	nar-woven	green	rug	with	gray	fringe	covers	the	floor.	row	shelf	tucked	into	the	northeast	corner	holds	jars	of	fruit	preserves	and	pickled	vegetables.	Anyone	who	looks	under	the	bed	finds	an	ornatecircular	box	decorated	with	silver	filigree.	Inside	If	the	characters	stay	in	the	cellar	overnight,	this	be-the	box	is	a	small
glass	figurine	of	a	woman	fixed	comes	one	of	their	assigned	rooms.	Otherwise,	theto	a	wooden	stand	and	a	post	meant	to	hold	a	ring,	room	is	unoccupied.though	the	ring	is	missing.	These	items	are	Ebder'skeepsakes	of	his	deceased	wife,	Valeshti.	Fl3	.	K	'TuLAH's	RooMFll.	CRINKLE's	RooM	This	room	is	furnished	with	a	bed,	a	washbasin,	and	a
writing	desk.	The	desk	has	a	tiny	clockwork	oysterCrinkle	has	the	key	to	this	locked	room.	A	charac-	resting	on	it.ter	can	use	an	action	to	try	to	pick	the	lock	usingthieves'	tools,	doing	so	with	a	successful	DC	20	Treasure.	Lying	next	to	the	clockwork	oyster	is	aDexterity	check,	or	force	open	the	door	with	a	suc-	metal	key.	If	a	character	uses	an	action
to	wind	thecessful	DC	20	Strength	(Athletics)	check.	mechanical	oyster	with	the	key,	the	oyster	produces	soothing	ocean	sounds	for	10	minutes.	This	non-This	room	is	crawling	with	wingless,	larval	fireflies	.	magical	device	is	worth	50	gp.Hundreds	of	these	tiny	glowworms	cling	to	every	sur-face,	shedding	light	throughout.	A	canvas	hammock	Fl4	.
VARNYR's	RooMhangs	between	two	pillars	near	the	center	of	theroom.	An	engraving	of	a	goat	wearing	a	crown	leans	This	bedroom	could	be	another	wing	of	the	libraryagainst	the	north	wall.	for	all	the	books	packed	into	the	shelves	that	line	the	walls.	Two	five-foot-tall	candlesticks	in	the	middle	ofWhen	characters	enter	the	room	for	the	first	time	the
room	have	magical	flames	flickering	atop	them-aafter	event	6,	add	the	following:	welcome	reprieve	from	the	relatively	dim	light	of	the	firefly	lamps.Against	the	far	wall	is	Crinkle's	slumped	form.	Thesilence	in	the	room	is	interrupted	periodically	by	her	Each	candlestick	is	lit	by	a	continual	light	spell	thatragged	breaths.	Varnyr	can	suppress	by
speaking	a	command	word	known	only	to	her.	The	books	in	here	representThere	is	nothing	remarkable	about	the	crowned	Varnyr's	personal	collection.goat	engraving	that	leans	against	the	north	wall.	It'sabout	3	feet	tall	and	weighs	150	pounds.	The	room	includes	a	large	cushion	(which	Var-	nyr	sits	on	whenever	she	enters	a	trance	to	rest),	Hidden
Treasure.	Anyone	who	has	a	passive	an	armoire,	and	a	green	velvet	reading	chair.	TheWisdom	(Perception)	score	of	15	or	higher	notices	armoire	contains	clothes	as	well	as	a	pile	of	booksan	occasional	glow	coming	from	a	semicircular	gap	that	won't	fit	on	the	shelves.where	the	north	wall	meets	the	west	wall.	Alter-natively,	a	successful	DC	15	Wisdom
(Perception)check	reveals	the	sporadic	glowing.	Anyone	whoputs	their	finger	in	the	hole	feels	a	toggle	switch.	IfSH	EMSH	I	ME'S	BEDTIME	R	H	Y	ME	-AN	ADVENTURE	FOR	5TH-LEVEL	CHARACTERS	··•---------'fHE	PRICE	OF	BEAUTY-2	•~	,	WRITTEN	BY	MARK	HULMES	•••~	DEVELOPED	&	EDITED	BY	SCOTT	FITZGERALD	GRAYq	N	THIS
ADVENTURE,	THE	CHARACTERS	LEARN	the	secret	of	the	unique	magic	bound	into	a	book	of	tips	for	channeling	self-love	and	inner	beauty,	and	they	break	up	the	sinister	plots	ofa	coven	of	hags.Despite	its	ordinary	contents,	The	Price	ofBeautyradiates	auras	of	illusion	and	conjuration	magiccourtesy	of	a	magic	mirror	set	into	its	cover.	Thoughthe	full
function	of	the	mirror	has	never	been	deter-mined	by	the	Avowed,	the	book	is	known	to	speak	tosome	of	those	who	read	it-	including	an	acolyte	whohas	vanished	from	Candlekeep	without	a	trace.BEGINNING	THE	ADVENTURE	THE	PRICE	OF	B	EAUTYStart	the	adventure	by	having	the	characters	seek-	The	acolyte	is	Lorris	Niss,	a	middle-aged,	neu-
ing	The	Price	ofBeauty,	or	have	them	simply	come	tral	good	half-elf	searching	for	a	missing	friend.across	the	book	while	undertaking	other	research	Falthrax	Loderr	is	a	shield	dwarf	acolyte	whomin	Candlekeep.	Characters	who	come	to	the	library	Lorris	last	saw	two	days	before.	Lorris	is	clearly	up-looking	for	information	involving	Sune	(god	of	love
set	but	maintains	her	composure	as	she	shares	theand	beauty)	will	have	the	tome	recommended	to	following	information:them.	Or	you	could	have	a	vain,	wealthy	noble	hirethe	party	to	track	down	the	book	and	have	its	advice	•	Falthrax	is	a	dear	friend	who	has	been	troubled	ofcopied	by	the	scribes	in	the	House	of	the	Binder.	late	by	depression;	he
talked	of	feeling	as	though	his	life	is	passing	him	by.	Depending	on	how	you	bring	the	book	into	thepossession	of	the	characters,	they	might	spend	•	The	dwarf's	mood	had	improved	in	the	last	ten-enough	time	with	it	to	discover	the	magic	of	the	day	after	he	discovered	a	book	in	the	Candlekeepmirror	on	their	own.	In	that	case,	see	the	"Mirror	stacks-
The	Price	ofBeauty.	Already	a	worshiperMagic"	section	later	in	the	adventure	for	details.	of	Sune,	god	of	beauty,	Falthrax	talked	of	how	theEither	way,	read	or	paraphrase	the	following	when	book	spoke	to	him,	and	how	its	advice	on	medita-you're	ready	to	begin:	tion	and	self-worth	was	helping	him.A	nervous	muttering	precedes	the	approach	of	one	of
•	The	last	time	Lorris	saw	Falthrax,	the	dwarf	wasthe	Avowed,	who	scans	the	tomes	on	the	surrounding	in	a	sad	mood	and	said	that	he	was	going	to	spendshelves	as	they	draw	near	to	you.	"She	must	have	time	with	the	book.	Falthrax	didn't	return	to	hisbeen	here	...	I	don't	understand	..."	they	murmur	as	quarters	that	night	and	hasn't	been	seen	since.
Hethey	catch	sight	of	you.	was	noticed	entering	the	stacks	where	The	Price	ofBeauty	is	kept,	but	no	one	saw	him	leave.	"Ah.	Forgive	this	disturbance,"	the	acolyte	says."But	I'm	looking	for	..."	They	stop	short	as	they	catchsight	of	The	Price	of	Beauty.	"Yes,	I'm	looking	forthat."	Then,	looking	over	your	group,	the	acolyte	ap-pears	saddened.	"But	you
haven't	seen	anyone	else	...well,	you	haven't	seen	Falthrax,	have	you?"BOOK	DESCRIPTION	If	the	portal	manifests	while	Lorris	is	present,	the	acolyte	guesses	correctly	that	it	was	the	causeThe	Price	ofBeauty	is	bound	in	soft	green	leather,	of	Falthrax's	disappearance.	She	fears	the	power-eight	inches	wide	and	fourteen	inches	tall,	and	set	ful	magic
involved	and	is	apprehensive	about	whatwith	golden	clasps.	The	book	gives	off	the	unmis-	might	have	happened	to	her	friend.takable	scent	of	lilies.	Set	into	its	cover	is	a	polishedoval	mirror	with	a	delicate	gold	frame	styled	like	If	the	characters	aren't	inclined	to	investigate	thelocks	of	hair,	which	appear	to	spill	down	around	the	portal	or	go	after	the
missing	acolyte,	Lorris	goes	toface	of	anyone	who	looks	into	the	mirror.	one	of	the	library's	Great	Readers	to	report	Falthrax	missing,	and	she	mentions	having	met	a	group	of	The	book	is	filled	with	beautiful	illustrations	of	adventurers	in	the	library.	The	Great	Reader	thenwoodland	scenes,	art,	and	jewelry.	Delicate	hand-	summons	the	characters	and
beseeches	them	towriting	accompanies	the	illustrations,	in	the	form	of	look	into	the	matter.short	prayers	and	meditations	dedicated	to	seekingself-worth,	techniques	for	massage	and	healing,	and	TEMPLE	OF	THErecipes	for	creating	balms	and	cosmetics.	RESTFUL	LILY	On	the	last	page	is	an	inscription	by	the	author,Sylvarie	Silversong,	which	reads:
"A	mirror	is	This	grand	temple	and	bathhouse	rests	in	a	serenea	gateway	to	happiness,	truth,	and	to	accepting	and	ancient	grove	in	the	High	Forest,	southeast	ofourselves."	Silverymoon.	The	temple	was	built	over	a	century	ago	by	the	author	of	The	Price	ofBeauty,	SylvarieMIRROR	MAGIC	Silversong,	after	visions	bestowed	by	Sune	led	her	to	a	hot
spring	infused	with	fey	magic.When	any	creature	holds	The	Price	ofBeauty	andgazes	into	the	mirror,	the	image	of	Sune	replaces	Ten	years	ago,	a	coven	of	green	hags	calling	them-their	own	reflection	and	speaks	in	a	soft	voice,	say-	selves	the	Fetid	Gaze	tricked	Sylvarie	into	a	bargaining,	"Well	met,	dearest	one.	How	do	you	feel	today?"	that	allowed
them	to	take	over	the	bathhouse.	These(If	the	characters	have	not	experienced	this	already,	cruel	and	cunning	fey	now	use	the	temple	to	lureLorris	looks	into	the	mirror	while	recounting	what	wealthy,	greedy,	and	vain	nobles	and	adventurers,happened	to	Falthrax,	and	then	drops	the	book	in	preying	on	their	insecurities	and	tricking	themfright	when
it	speaks	to	her.)	into	accepting	dark	bargains	that	ultimately	lead	to	misery.	The	mirror's	unique	illusion	magic	reacts	andresponds	to	the	creature	looking	into	it.	Though	it	is	The	temple	consists	of	three	buildings.	What	wasnot	sentient	and	cannot	answer	complex	questions,	once	Sylvarie's	private	tower	has	been	taken	over	bythe	mirror	offers
encouragement	and	advice	on	the	hags	as	a	lair,	and	a	former	shrine	to	Sune	hasgrooming	and	self-confidence.	As	it	does	so,	the	illu-	become	a	prison	for	the	cursed	elf.	The	main	bath-sion	shows	the	creature	looking	into	the	mirror,	but	house	looks	exactly	as	Sylvarie	built	it,	and	it	contin-changing	and	grooming	its	skin,	hair,	makeup,	and	ues	to
provide	services	to	visitors.	Most	of	the	staffclothing	as	desired.	If	the	creature	holding	the	book	of	the	bathhouse	are	the	coven's	wicked	minions	inis	happy	with	how	it	looks,	or	shows	no	interest	in	disguise,	but	also	here	are	an	undercover	Harpersuch	matters,	the	illusion	reverts	to	a	normal	mirror	agent,	a	water	spirit,	and	a	cursed	kobold-all	po-
until	used	again.	tential	allies	who	can	reveal	the	coven's	malicious	machinations.	If	the	creature	holding	the	book	mentions	a	desireto	change	something	about	itself,	or	that	it	feels	THE	FETID	GAZEunwell,	tired,	or	unhappy,	the	illusion	responds,	"Ifrest,	relaxation,	or	transformation	is	what	you	need,	Three	green	hags	named	Dread	Morgan,	Vilethen
follow	the	lilies,	dearest	one.	I	am	sure	Sylva-	Sazha,	and	Auntie	Greenbones	were	once	rivalsrie	will	see	to	your	needs."	The	mirror	then	glows	who	dwelled	in	an	area	of	the	Feywild	coterminoussoftly,	and	a	5-foot-wide,	7-foot-high	portal	appears	with	the	High	Forest.	A	decade	ago,	during	a	timein	the	nearest	unoccupied	space.	The	portal	leads	when
the	boundaries	between	the	planes	thinned,to	an	old	woodland	trail	marked	by	posts	that	re-	the	hags	became	aware	of	the	magic	spring	con-semble	sculpted	stone	lilies.	As	the	characters	will	trolled	by	Sylvarie-	and	decided	to	control	and	cor-discover,	the	portal	leads	to	a	temple	and	bathhouse	rupt	it	for	their	own	purposes.	The	covetous	hagsrun	by
three	elf	sisters,	where	all	is	not	as	it	seems.	each	knew	part	of	a	ritual	for	crafting	magic	paint-	ings	that	could	bind	mortal	creatures	with	a	terrible	The	portal	remains	active	for	5	minutes,	then	van-	curse.	After	agreeing	to	share	their	knowledge	andishes.	The	Price	ofBeauty	cannot	be	used	to	create	work	together,	they	formed	a	coven	dedicated
toanother	portal	until	the	next	dawn.	claiming	Sylvarie's	temple	and	making	it	a	base	for	their	nefarious	plans.	-The	hags	use	their	powers	of	illusion	to	pose	as	Ideal.	"Any	brute	can	frighten	someone.	To	trulythree	elf	sisters	named	Morganna,	Azirssa,	and	make	someone	fearful	is	a	high	art."Greensong.	They	are	typically	found	in	the	bath-house	by
day	and	in	their	tower	lair	at	night.	Each	Bond.	"I	will	do	anything	to	gain	the	upper	handhag	carries	a	master	key	that	opens	all	the	doors	in	over	the	other	members	of	my	coven	and	make	themthe	bathhouse	and	the	tower.	serve	me."DREAD	MORGAN	Flaw.	"I	find	powerful,	intimidating	figures	ir-	resistible."In	her	true	form,	the	neutral	evil	Dread
Morganappears	as	a	thin,	pale	creature	whose	long,	matted	VILE	SAZHAblack	hair	is	festooned	with	ornaments	made	from	Without	her	disguise,	the	chaotic	evil	Vile	Sazhabones	and	teeth.	Her	mouth	curves	up	unnaturally	appears	as	a	hunched	figure	with	one	muscular	andhigh	at	the	corners,	and	her	bloodred	lips	are	cov-	one	withered	arm.	She
has	catlike	eyes,	and	rust-ered	in	blisters	and	boils.	red	hair	covers	her	head,	back,	and	arms.	Her	sharp	fangs	cause	her	to	slur	when	she	speaks,	and	she	In	her	disguised	form,	the	hag	appears	as	Mor-	hisses	and	screeches	when	threatened.ganna,	a	slender	moon	elf	with	smooth	black	hairand	sparkling	sapphire	eyes.	She	speaks	in	a	husky,	In	her
disguised	form,	she	appears	as	Azirssa,alluring	voice	and	focuses	on	the	business	of	run-	an	athletic	sun	elf	with	copper	hair	who	wears	anning	the	bathhouse.	ornate	breastplate	with	a	red	fur	mantle.	She	has	a	confident	and	jovial	voice,	and	she	promotes	physi-	Dread	Morgan	knows	the	ritual	needed	to	bind	cal	strength	and	good	health.a	creature's
desire	to	a	cursed	painting,	which	isrecorded	on	a	tiny	scroll	hidden	in	a	bone	ornament	Vile	Sazha	knows	how	to	create	a	suitable	can-in	her	hair.	vas	for	the	hags'	cursed	paintings.	This	secret	is	tattooed	on	her	withered	arm	in	Infernal,	and	it	de-	Personality	Trait.	"I	have	made	subtle	insults	into	scribes	a	macabre	process	of	stretching	elven	fleshan
art	form."	over	a	frame	made	from	blood-soaked	wood.Personality	Trait.	"I	despise	the	weak,	and	I	love	COV	EN	MINIONSto	inflict	physical	pain	and	violence	when	I	can	getaway	with	it."	The	hags	of	the	Fetid	Gaze	employ	a	number	of	min-	ions	to	maintain	the	appearance	that	the	bathhouse	Ideal.	"Strength	is	the	only	thing	worth	is	running
normally.	Twice	a	day,	the	hags	use	theirrespecting."	coven	spells	(see	the	"Coven	Spells"	sidebar)	to	cast	seeming	on	their	minions,	disguising	them	suitably	Bond.	"Dwarves	burned	down	my	home	and	for	their	roles.killed	my	daughter	long	ago,	and	I	will	hate	all	theirkind	forever."	The	following	creatures	serve	the	hags:	Flaw.	"I	am	terrified	of	fire."
•	Saeth,	a	cambion,	was	recruited	by	Dread	Mor-	gan	in	exchange	for	a	gift	of	unusual	componentsAUNTIE	GREENBONES	and	secret	rituals	that	he	intends	to	put	toward	his	own	evil	and	ambitious	plans	one	day.	Sa-The	eldest	member	of	the	Fetid	Gaze,	the	lawful	eth	specifically	wants	to	learn	the	secrets	of	theevil	Auntie	Greenbones	often	defers	to
the	other	two	cursed	paintings,	and	he	is	happy	to	betray	hishags	on	decision-making.	In	her	true	form,	she	is	employers	to	obtain	them.	He	carries	a	master	keyshriveled	and	worn,	her	dark	green	skin	covered	in	that	opens	all	the	locks	in	the	bathhouse	and	thebark	and	fungus.	Insects	crawl	across	her	and	hide	tower	except	the	door	to	the	tower
studio	(areain	the	thick	braid	of	white	hair	that	curls	around	TlS).	He	also	carries	the	coven's	hag	eye,	which	isher	shoulders	like	a	serpent.	Anyone	who	stares	disguised	as	a	cat's-eye	pin	on	his	jacket.	For	moreinto	her	milky-white,	seemingly	blind	eyes	sees	a	information	on	the	hag	eye,	see	the	"Hags"	sectionreflection	of	their	own	face	made
decrepit	and	with-	in	the	Monster	Manual.ered	by	age.	•	Morty,	a	hell	hound,	belongs	to	Auntie	Green-	The	hag's	disguise	is	that	of	Greensong,	a	cheer-	bones	and	is	her	loyal	pet.	The	fiend	never	leavesful,	rosy-cheeked	wood	elf	who	feigns	blindness.	her	side	and	fights	to	the	death	to	defend	her.	VileShe	wears	a	delicate	white	veil	across	her	eyes
Sazha	hates	Morty	almost	as	much	as	she	hatesand	speaks	in	a	singsong	voice,	giggling	often.	She	dwarves,	and	would	love	to	see	him	dead.keeps	her	guard	dog,	Morty,	with	her	at	all	times.This	disguised	hell	hound	appears	as	a	mastiff	with	•	Six	scarecrows	were	created	by	the	hags	to	re-bloodshot	eyes.	place	the	acolytes	of	Sune	who	ran	the
bathhouse	with	Sylvarie,	and	whom	the	hags	murdered	when	Auntie	Greenbones	knows	how	to	infuse	demon	they	took	over.	The	scarecrows	are	disguised	asichor	into	the	paints	needed	to	create	the	cursed	attractive	humanoids.	They	don't	speak	in	theirpaintings	that	drive	the	coven's	evil	bargains.	This	roles	as	bathhouse	staff,	but	they	nod	and
smile	ifrecipe	is	inscribed	on	the	inside	of	Morty's	collar.	spoken	to.	Personality	Trait.	"Sometimes	I	sing	to	myself	•	Two	gargoyles	act	as	the	guardians	for	the	coven'swhen	I	am	distracted.	It	is	an	old	song	of	the	fey,	lair	in	the	tower	beyond	the	bathhouse,	disguisedabout	a	daughter	betrayed	by	her	father	and	given	to	as	statues	of	other	kinds.the
unseelie	in	a	bargain."	ROLEPLAYING	THE	HAGS	Ideal.	"Patience	is	the	key	to	survival.	She	wholaughs	last	laughs	longest."	The	hags	use	Sylvarie's	tower	as	their	personal	lair,	but	they	spend	their	days	in	the	bathhouse,	Bond.	"My	beloved	dog,	Morty,	is	my	world.	Were	maintaining	their	disguises.	There,	they	meet	withanyone	to	harm	him,	I	would
hunt	that	person	visitors	and	seek	out	potential	new	clients	to	manip-across	all	the	planes	if	need	be."	ulate.	At	night,	they	retreat	to	the	tower	and	torment	their	current	victims	before	resting.	Flaw.	"Those	who	have	pure	hearts	literally	makeme	vomit.	I	mean,	I	can't	help	but	heave	my	bowels	If	any	guests	become	suspicious	of	the	hags	orin	their
presence."	their	minions,	the	hags	try	to	use	suggestion	or	dominate	person	to	isolate	those	characters	so	they	COVEN	SPELLS	can	be	captured	or	killed	discreetly.	Each	member	of	the	Fetid	Gaze	has	access	to	coven	Once	the	hags	become	aware	that	the	adventur-	spells,	as	described	in	the	"Hag	Covens"	sidebar	in	the	ers	aren't	at	the	temple	for	its
services,	they	try	to	Monster	Manual.	The	green	hags	use	the	following	list	distract	them	by	beseeching	the	characters	for	aid,	of	spells	for	their	Shared	Spellcasting	trait,	replacing	in	exchange	for	one	of	their	special	rituals.	The	hags	the	suggested	spells:	first	try	to	recruit	the	characters	to	destroy	Cyrena,	the	naiad	who	is	bound	to	the	baths	(area
TS),	claim-	1st	level	(4	slots):	charm	person	,	witch	bolt	ing	that	a	"capricious	elemental	spirit"	has	been	2nd	level	(3	slots):	alter	self,	suggestion	attacking	guests	and	trying	to	claim	the	bathhouse	3rd	level	(3	slots):	dispel	magic,	glyph	of	warding,	slow	as	its	home.	If	the	characters	appear	particularly	4th	level	(3	slots):	blight,	polymorph	5th	level	(2
slots):	dominate	person,	seeming	6th	level	(1	slot):	Otto's	irresistible	danceTHE	PRICE	OF	BEAUTYcapable	or	dangerous,	the	hags	might	also	try	to	MAGIC	TREATMENTStrick	them	into	destroying	Sylvarie	in	the	sacredpool	below	the	abandoned	shrine	(area	T12),	hoping	The	magical	benefits	that	the	hags	typically	offer	tothat	the	cursed	elf-turned-
medusa	petrifies	one	or	NPCs	can	take	whatever	form	makes	sense	for	themore	of	them	in	the	process.	story.	If	one	or	more	of	the	characters	enter	into	a	bargain	for	the	hags'	services	(even	if	only	to	learn	The	coven's	greatest	weakness	is	the	hags'	con-	more	of	the	procedure),	use	the	following	guidelinestempt	for	one	another.	Each	yearns	to	learn
the	oth-	to	determine	the	benefit	to	the	character.ers'	secrets	for	creating	the	cursed	paintings	so	thatthey	can	replace	their	rivals	with	their	own	daugh-	Ability	Enhancement.	If	engaging	in	a	bargain	toters	one	day.	Characters	who	learn	these	secrets	enhance	physical	or	mental	acuity,	the	charactercan	thus	gain	considerable	leverage	over	the	hags.
chooses	one	ability.	The	score	for	that	ability	in-	creases	by	2,	as	does	the	character's	maximum	forDARK	BARGAINS	AND	that	score.CURSED	PAINTINGS	Physical	Transformation.	A	character	bargaining	with	the	hags	can	choose	to	change	their	race,The	process	of	creating	the	cursed	paintings	that	sex,	or	appearance	in	any	way	they	desire.	Theare
the	hallmark	of	the	Fetid	Gaze	was	first	at-	character	retains	their	ability	scores	and	class	fea-tributed	to	a	night	hag	grandmother	whose	name	tures,	but	changes	their	racial	traits	if	applicable.other	hags	fear	to	speak.	The	method	remainsshrouded	in	secrecy,	and	each	member	of	the	Fetid	Youth.	A	character	who	bargains	for	youth	has	theirGaze
knows	only	one	part	of	the	procedure.	Each	age	reduced	to	one	year	older	than	the	standardhag	guards	her	knowledge	zealously,	fearing	that	for	adulthood	(as	noted	in	the	traits	for	the	charac-giving	up	her	secret	would	make	her	expendable	to	ter's	race).the	other	hags.	All	such	benefits	last	no	longer	than	a	year,	and	they	Disguised	as	elves,	the
hags	tempt	guests	into	end	immediately	if	the	painting	of	the	character	cre-undergoing	magical	transformations.	Their	rituals,	ated	by	the	hags	is	destroyed.	If	a	character	keepswhich	they	call	treatments,	seem	entirely	beneficial	their	painting	for	a	year	or	renounces	the	bargain,on	the	surface	(see	"Magic	Treatments"	below),	and	you	can	decide
what	effect	the	curse	brings	about.the	hags	are	skilled	at	tricking	guests	into	thinking	A	cursed	character	also	gains	the	following	flaw,the	benefits	outweigh	the	cost.	which	suppresses	any	conflicting	personality	trait	the	character	already	possesses:	"My	appearance	The	price	for	these	special	rituals	is	described	and	how	others	perceive	me	is	of	the
utmost	impor-as	"some	small	boon,"	which	the	sisters	promise	to	tance	to	me."call	for	within	a	year.	Any	creature	that	accepts	thebargain	is	taken	to	the	studio	in	the	temple	tower	DESTROYING	THE	PAINTINGS(area	T15),	where	the	sisters	work	together	to	painta	beautiful	portrait	of	the	creature	over	a	period	of	The	paintings'	magic	persists	even	if
the	hags	are1	hour.	At	the	end	of	that	time,	the	magic	of	the	por-	killed,	and	destroying	a	painting	is	the	only	way	totrait	alters	the	creature	in	the	desired	manner.	end	its	curse.	Any	creature	that	studies	all	three	parts	of	the	procedure	for	creating	a	cursed	painting	The	benefits	granted	by	the	bargain	normally	last	knows	that	the	painting	is
impervious	to	damagefor	a	year.	After	that,	the	beneficiary	suddenly	expe-	unless	its	magic	can	be	momentarily	disrupted.riences	the	opposite	of	the	intended	effect	of	the	rit-	Without	full	knowledge	of	the	procedure,	it	takes	1ual,	which	transforms	the	creature	into	the	dark	re-	hour	of	studying	a	painting	and	a	successful	DC	18flection	of	its	initial
desire.	For	example,	those	who	Intelligence	(Arcana)	check	to	determine	this	fact.sought	physical	power	are	weakened	to	the	pointof	helplessness,	while	those	who	sought	beauty	A	creature	can	use	an	action	to	try	to	destroy	abecome	hideous	to	behold.	If	a	creature	renounces	painting,	doing	so	with	a	successful	DC	18	Strengththe	hags'	gift	before
the	year	is	up,	this	curse	takes	(Athletics)	check.	On	a	failed	check,	the	creatureeffect	immediately.	takes	14	(4d6)	psychic	damage.	Any	character	who	uses	an	action	to	examine	the	painting	knows,	with	Over	the	last	ten	years,	the	hags	have	cursed	hun-	a	successful	DC	18	Intelligence	(Arcana)	check,	thatdreds	of	victims,	most	of	whom	have	perished
as	a	the	painting	can	also	be	destroyed	by	splashing	itresult	of	their	dark	bargains.	with	fresh	blood	from	a	celestial.	A	compulsion	placed	on	each	cursed	creature	pre-	vents	it	from	trying	to	destroy	a	cursed	painting.	--COVEN	VICTIMS	GUESTS	OF	THE	TEMPLEIn	addition	to	the	missing	Falthrax,	several	The	Temple	of	the	Restful	Lily	is	known
among	theother	victims	of	the	hags'	curse	are	presently	at	more	elite	folk	of	the	Sword	Coast,	and	any	numberthe	temple:	of	those	folk	might	be	visiting	when	the	characters	arrive.	You	can	roll	for	or	choose	entries	from	theSylvarie	Silversong	(a	neutral	good	moon	elf)	Temple	Guests	table,	or	use	those	guests	as	inspira-	founded	the	Temple	of	the
Restful	Lily	after	being	tion	for	your	own	NPCs.	drawn	to	the	hot	spring	by	the	visions	of	Sune.	Her	deep-seated	insecurity	over	serving	the	god	of	TEMPLE	GUESTS	beauty	was	her	downfall.	Hoping	to	develop	more	confidence	in	her	role	as	a	priest	of	Sune,	she	was	d8	Guest(s)	drawn	into	a	bargain	with	the	hags	that	saw	her	transformed	into	a
medusa	and	trapped	in	the	A	drow	poses	as	)arlaxle	Baenre,	the	leader	of	a	temple's	former	shrine	for	ten	years.	See	area	T12	famous	mercenary	band	called	Bregan	D'aerthe,	for	more	information.	in	the	hope	of	obtaining	discounted	treatments.	The	impostor's	disguise	is	easily	detected	by	any-Gorba	Daardenrian	(a	lawful	neutral	dragonborn	of	one
who	has	met	the	real	Jarlaxle.	gold	dragon	ancestry)	was	a	mighty	warrior	who	2	A	veteran	of	the	Flaming	Fist,	a	ruthless	merce-	sought	even	greater	strength	through	her	bargain	nary	company	based	in	the	city	of	Baidu	r's	Gate,	with	the	hags.	When	she	realized	the	true	nature	has	come	to	the	temple	to	recover	from	a	leg	of	the	bargain	shortly
before	the	curse	struck,	the	injury.	The	treatments	and	physical	therapy	are	dragonborn	returned	to	the	temple	to	challenge	helping,	but	the	mercenary	is	bored	and	looking	the	coven,	but	she	became	a	withered	husk	of	her	for	excitement.	former	self	as	she	arrived	(use	the	commoner	stat	3	A	pair	of	halfling	scouts	from	the	coastal	city	of	block	for
her	current	state).	Now	trapped	here,	she	Neverwinter	used	the	profits	from	a	recent	shady	is	especially	fearful	of	Vile	Sazha,	who	torments	job	to	treat	themselves	to	a	luxurious	stay	at	the	her	relentlessly.	temple,	but	they	are	paranoid	about	other	guests	recognizing	them.Glitter	(a	chaotic	good	male	tiefling)	is	a	member	4	A	merchant	and	her	wife
(both	commoners)	have	of	the	WaterdeepJewelers	Guild,	as	well	as	an	come	to	the	bathhouse	to	celebrate	their	anniver-	informant	for	one	of	the	Masked	Lords	of	the	city.	sary,	but	it	is	clear	that	the	two	are	having	rela-	He	came	to	the	temple	wanting	to	be	a	few	inches	tionship	issues.	One	of	them	wants	to	go	home,	taller,	thinking	the	extra	height
would	prove	ad-	while	the	other	does	not.	vantageous	when	conducting	business	transac-	tions,	but	he	renounced	the	hags'	bargain	when	5	Ayoung	knight	who	belongs	to	an	order	called	his	new,	taller	form	didn't	suit	him.	The	hags'	the	Purple	Dragons	has	traveled	all	the	way	to	the	curse	transformed	him	into	a	kobold	(though	he	temple	from
Cormyr,	seeking	Sune's	advice	on	uses	the	spy	stat	block).	In	his	new	form,	Glitter	how	best	to	impress	their	betrothed.	now	bitterly	serves	the	hags,	speaking	eloquently	and	addressing	guests	kindly.	If	the	characters	6	A	dwarf	noble	from	Citadel	Ad	bar,	a	dwarven	agree	to	help	him	undo	the	hags'	curse,	Glitter	city-stronghold	far	to	the	north,
recently	suffered	assures	them	they	will	gain	a	powerful	ally	in	Wa-	a	magical	malady	causing	them	to	lose	all	their	terdeep,	as	well	as	receive	500	gp	in	gems	as	soon	hair.	Wearing	a	wig	and	fake	beard,	they	have	as	he	can	return	to	the	city.	come	to	the	temple	hoping	to	find	a	cure	for	the	condition	before	the	truth	is	found	out.Falthrax	Loderr	(a
neutral	good	shield	dwarf	commoner)	became	fearful	of	growing	old	af-	7	A	rock	gnome	inventor	(use	the	noble	stat	block)	ter	a	lifetime	of	dedication	to	Candlekeep.	After	from	the	city	of	Silverymoon	has	come	to	the	coming	through	the	portal	and	being	drawn	in	bathhouse	to	sell	the	owners	a	collection	of	clean-	by	the	splendor	and	magic	of	the
bathhouse,	he	ing	gadgets	.	bargained	with	the	hags	to	restore	his	youth.	But	when	second	thoughts	caused	him	to	renounce	8	A	lawful	neutral	assassin	targeting	evil	nobles	has	the	bargain,	the	hags'	curse	aged	him	well	into	come	to	the	bathhouse	to	hide	out	from	the	au-	his	venerable	years,	and	he	is	now	wracked	with	thorities,	after	recently
botching	an	assignment	in	constant	pain.	Having	no	idea	how	to	return	to	Waterdeep	or	some	other	city	of	your	choice.	Candlekeep	and	his	old	life,	he	has	accepted	his	fate	with	quiet	resignation,	and	he	weeps	quietly	to	himself	when	anyone	speaks	to	him.TEMPLE	OF	THE	RESTFUL	LILY	I,	,...	'	.,,,	,,	';,.	,,	SHRINE	ll,	.	,,toWER	,.	0	,,	\,•	'\•	~	•	,,	'	I	\/1
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