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Adventure PrimerAdventure Primer
Mongrel Malady is a 5th Edition adventure for 4-6

characters of 2nd-level and is optimized for a party of four

characters. This adventure sees the party heading to a

wizard's tower to retrieve a spell scroll, only to find it filled

with monsters. This adventure would fit in any setting with a

small tower.

BackstoryBackstory
The sleepy village of Affeldorf had always been defended by

the mighty wizard Wesorin the Hawk. Recently, however, a

crafty gnoll shaman tricked Wesorin into using a cursed item.

The curse erases all forms of magical writing when the

Wizard gets too close. This has already wiped out half the

wizard's spellbook and with it access to his most powerful

magic.

Worse still, the pack of blood-thirsty gnolls now threatens

the village. A recent raid has already robbed Affeldorf of

much of its wealth and a half-dozen villagers have been taken

captive.

The gnolls have taken control of Appley Tower, Wesorin's

home, and there is little doubt that, once they've eaten their

current victims they'll be back. Without his magic, Wesorin is

all but powerless to stop them.

Adventure SummaryAdventure Summary
The characters are sent to Wesorin's tower to retrieve a spell

scroll that he hopes will remove the curse placed upon him.

There they find that the situation is even more dire and the

gnolls are using the captives to power a ritual that creates

powerful undead.

Adventure HookAdventure Hook
Affeldorf is a small, quiet farming settlement, a few day's

journey from the nearest city. It is, however, famous for the

quality of its cider, Scrumtily Umpcious.

Sat in the centre of a wide river valley, the village itself is

nothing more than a small collection of homesteads circled

around the Scrumptily Brewery. It has a general store, a

tavern that sells the sweet local brew and a shrine to Miuna

(goddess of agriculture).

One or all of the characters should be familiar with the

village and in particular the local priestess, Cara Hornwood

(LG female halfling acolyte). Once you've described the

village, read or paraphrase the following:

The usually sleepy village of Affeldorf is a bustle of activity.

Villagers rush about hastily erecting simple barriers or loading

wagons with possessions. More than that, however, some of

the buildings show signs of damage and the villagers signs of

injury.

The local priestess, Cara approaches, joined by a tall, slim man

in robes. "Ah, Adventurers, thank you for coming. As you can

see we've suffered an attack and many people are fleeing to

the city."

Cara will introduce them to Wesorin (LG male human mage)

and then explain the situation, asking the characters to go to

Wesorin's tower to retrieve a spell scroll of remove curse

from a his study (area 3) and will pay them 100 gp for this.

Wesorin is a little out of sorts, so he won't think to mention

the trap area 3 unless the characters ask him about such

things.

The Journey to AppleyThe Journey to Appley
TowerTower
The journey to the tower is only an hour on foot, but passes

through a forest. Three of the gnolls were left behind,

carrying a heavy chest filled with loot stolen from Affeldorf.

Encounter: Gnoll RaidersEncounter: Gnoll Raiders
Three gnolls are encountered on the forest path. Two carry a

large, wooden chest between them, while the third scouts a

little way ahead. The gnolls won't fight to the death. Instead, if

one of them dies they will attempt to escape into the forest.

TreasureTreasure
The chest is filled with silverware worth 50 gp and 1000 sp.

All loot taken from the villagers.
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Appley TowerAppley Tower
The tower balances precariously on a cliff-edge facing out to

sea. Wesorin lives here alone and keeps himself fed using

mostly magic, so there are few amenities. Smoke curls out of

the single chimney, revealing that someone is still present.

General FeaturesGeneral Features
The tower is divided into three main levels and a map

accompanies each level.

Ceilings. Ceilings are 10 feet high unless otherwise noted.

Doors/Trapdoors. Doors are made of wood reinforced

with iron bands. They have simple locks. Picking a lock

requires a successful DC 15 Dexterity check with proficiency

in thieve’s tools. It takes a successful DC 15 Strength check

to break down a door.

Light. The characters will reach the tower during the

daytime, unless they are held up by their own machinations,

so all areas are well lit.

Walls. Walls are built with smooth limestone blocks.

Ground Floor - LaboratoryGround Floor - Laboratory
This area is Wesorin's workroom and laboratory. The gnolls

have turned the place over and broken or stolen most of the

contents.

Encounter: Witherling.Encounter: Witherling.
Rroc Dustmug, the pack's shaman and leader, has used the

components to perform an evil ritual and raise a witherling

(use the mummy stat block), a powerful undead creature to

strengthen his pack. The witherling has been left here with

simple instructions, kill any non-gnoll that enters.

Wesorin's Quarters and StudyWesorin's Quarters and Study
This area is where Wesorin sleeps and is also home to his

library, a collection of some two hundred books on magic,

nature and history. A ladder on the eastern wall leads up to a

trap door in the ceiling.

Trapped Floor.Trapped Floor.
A chest sits against the wall of the tower. This is where the

characters will find the spell scroll they've been sent to find,

but it also the trigger of a nasty trap. The gnolls noticed the

trap and left the chest alone.

Noticing the copper wiring that links the chest to the floor

boards requires a successful DC 15 Wisdom (Perception) or

Intelligence (Investigation) check. Once discovered,

disarming the traps requires a successful DC 15 Dexterity

check with proficiency in thieve's tools.

Opening or moving the chest triggers the trap and sends

lightning racing across the entire floor. Any creature standing

on this floor of the tower takes 11 (2d10) lightning damage.

The trap will only trigger once, before needing to be reset and

recharged.

TreasureTreasure
Within the chest are spell scrolls of remove curse, invisibility

and shield, and a potion of healing. The characters might also

want to take some of Wesroin's library, you could use this as a

means to link into another adventure.
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Main RoofMain Roof
The main roof, now lashed with strong rainfall is a small,

circular space with no cover from the elements. To the south-

west a secondary tower juts out and above the main tower. A

short ladder, leading to a trapdoor grants access to this

secondary tower. This trapdoor is locked.

Encounter: Rroc's Guards.Encounter: Rroc's Guards.
Two gnoll guards keep watch over three villagers that his

pack took from Affeldorf (use the commoner stat block). The

gnolls are under orders to attack any non-gnoll and will fight

to the death.

Secondary TowerSecondary Tower
This second tower overlooks the roof and gives a character

three-quarters cover from range attacks directed from below.

Encounter: Rroc Dustmug.Encounter: Rroc Dustmug.
Dustmug (CE male gnoll druid) is performing a ritual on the

corpse of a gnoll, to create another witherling, using the life

force of another villager (commoner). If one of his guards is

killed, or the captives begin escaping, Rroc will join the

combat, attacking from cover.

Adventure ConclusionAdventure Conclusion
With heart, soul and steel the adventurers have dealt with

Rroc Dustmug, rescued the remaining villagers and returned

with the spell scroll to Affeldorf. There, under Wesorin's

guidance, Cara will cast the spell and remove the curse from

Wesorin. With the wizard's magic restored and their shaman

killed, the gnolls offer little threat to the village. The

characters have earned their promised reward.
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Open Gaming License The following text is the property of

Wizards of the Coast, Inc. and is Copyright 2000 Wizards of

the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or

trademark owners who have contributed Open Game

Content; (b)”Derivative Material” means copyrighted

material including derivative works and translations

(including into other computer languages), potation,

modification, correction, addition, extension, upgrade,

improvement, compilation, abridgment or other forms in

which an existing work may be recast, transformed or

adapted; (c) “Distribute” means to reproduce, license,

rent, lease, sell, broadcast, publicly display, transmit or

otherwise distribute; (d)”Open Game Content” means the

game mechanic and includes the methods, procedures,

processes and routines to the extent such content does

not embody the Product Identity and is an enhancement

over the prior art and any additional content clearly

identified as Open Game Content by the Contributor, and

means any work covered by this License, including

translations and derivative works under copyright law, but

specifically excludes Product Identity. (e) “Product

Identity” means product and product line names, logos

and identifying marks including trade dress; artifacts;

creatures characters; stories, storylines, plots, thematic

elements, dialogue, incidents, language, artwork, symbols,

designs, depictions, likenesses, formats, poses, concepts,

themes and graphics, photographic and other visual or

audio representations; names and descriptions of

characters, spells, enchantments, personalities, teams,

personas, likenesses and special abilities; places,

locations, environments, creatures, equipment, magical or

supernatural abilities or effects, logos, symbols, or graphic

designs; and any other trademark or registered trademark

clearly identified as Product identity by the owner of the

Product Identity, and which specifically excludes the Open

Game Content; (f) “Trademark” means the logos, names,

mark, sign, motto, designs that are used by a Contributor

to identify itself or its products or the associated products

contributed to the Open Game License by the Contributor

(g) “Use”, “Used” or “Using” means to use, Distribute,

copy, edit, format, modify, translate and otherwise create

Derivative Material of Open Game Content. (h) “You” or

“Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game

Content that contains a notice indicating that the Open

Game Content may only be Used under and in terms of

this License. You must affix such a notice to any Open

Game Content that you Use. No terms may be added to or

subtracted from this License except as described by the

License itself. No other terms or conditions may be

applied to any Open Game Content distributed using this

License.

3. Offer and Acceptance: By Using the Open Game Content

You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to

use this License, the Contributors grant You a perpetual,

worldwide, royalty-free, non-exclusive license with the

exact terms of this License to Use, the Open Game

Content.

5. Representation of Authority to Contribute: If You are

contributing original material as Open Game Content, You

represent that Your Contributions are Your original

creation and/or You have sufficient rights to grant the

rights conveyed by this License

6. Notice of License Copyright: You must update the

COPYRIGHT NOTICE portion of this License to include

the exact text of the COPYRIGHT NOTICE of any Open

Game Content You are copying, modifying or distributing,

and You must add the title, the copyright date, and the

copyright holder’s name to the COPYRIGHT NOTICE of

any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product

Identity, including as an indication as to compatibility,

except as expressly licensed in another, independent

Agreement with the owner of each element of that

Product Identity. You agree not to indicate compatibility or

co-adaptability with any Trademark or Registered

Trademark in conjunction with a work containing Open

Game Content except as expressly licensed in another,

independent Agreement with the owner of such

Trademark or Registered Trademark. The use of any

Product Identity in Open Game Content does not

constitute a challenge to the ownership of that Product

Identity. The owner of any Product Identity used in Open

Game Content shall retain all rights, title, and interest in

and to that Product Identity.

8. Identification: If you distribute Open Game Content You

must clearly indicate which portions of the work that you

are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents

may publish updated versions of this License. You may

use any authorized version of this License to copy, modify

and distribute any Open Game Content originally

distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this

License with every copy of the Open Game Content You

Distribute.

11. Use of Contributor Credits: You may not market or

advertise the Open Game Content using the name of any

Contributor unless You have written permission from the

Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply

with any of the terms of this License with respect to some

or all of the Open Game Content due to statute, judicial

order, or governmental regulation then You may not Use

any Open Game Material so affected.

13. Termination: This License will terminate automatically if

You fail to comply with all terms herein and fail to cure

such breach within 30 days of becoming aware of the

breach. All sublicenses shall survive the termination of

this License.

14. Reformation: If any provision of this License is held to be

unenforceable, such provision shall be reformed only to

the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0a

Copyright 2000, Wizards of the Coast, Inc. System

Reference Document 5.0 Copyright 2016, Wizards of the

Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris

Perkins, Rodney Thompson, Peter Lee, James Wyatt,

Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and

Steve Townshend, based on original
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