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Destination Travel time Arrival time Destruction time Damage Cumulative Total time elapsed

Dougan’s Hole 2 hours 2 hours 30 minutes - - 2 ½ hours

Good Mead 30 minutes 3 hours 1 hour - - 4 hours

Easthaven 1 ½ hours 5 ½ hours 8 hours 10 10 13 ½ hours

Caer-Dineval 1 hour 14 ½ hours 1 hour - 10 15 ½ hours

Caer-Konig 1 hour 16 ½ hours 1 ½ hours - 10 18 hours

Termalaine 2 hours 20 hours 6 hours 5 15 26 hours

Lonelywood 30 minutes 26 ½ hours 2 hours - 15 28 ½ hours

Bremen 1 ½ hours 30 hours 2 hours 5 20 32 hours

Targos 30 minutes 32 ½ hours 8 hours 15 35 40 ½ hours

Bryn Shander 30 minutes 41 hours 12 hours 10/30 75 53 hours

Sunblight 3½ hours 56 ½ hours - - 75 56 ½ hours

I
This chapter describes the dragon’s attacks on Ten-Towns and

what the characters can do to minimize the destruction and

save as many Ten-Towners as possible. The extent to which

they can help depends on their actions in the previous

chapter:

If the characters delayed their return to Ten-Towns to
confront Xardorok in his lair, the amount of time they spent
in Xardorok’s fortress determines how many Ten-Towns
settlements are victimized before the characters can
intervene, based on the dragon’s timeline.
If the characters forgo the attack on Xardorok’s fortress
and waste no time chasing after the dragon, they have a
good chance of catching up to it before too many Ten-Towns
settlements are lost.

The point of this chapter, beyond pitting the characters

against a formidable draconic foe, is to make the players aware

that their characters’ choices have consequences.

From the moment it leaves the fortress, the chardalyn dragon

begins to carry out Xardorok’s plan to level Ten-Towns one

settlement after another. The characters can intervene by

successfully predicting where the dragon will strike next and

confronting it. The "Return to Ten-Towns" section provides

characters with a much-needed ally and a swift dogsled ride back
to Ten-Towns.
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Route
Travel time
(dogsled)

Total time
elapsed

Dragon’s
location

Sunblight to
Dougan’s Hole 35 hours 35 hours Targos

Dougan’s Hole to
Good Mead 2 hours 37 hours Targos

Good Mead to
Easthaven 2 ½ hours 39 ½ hours Targos

Good Mead to
Caer-Dineval 4 hours 41 hours Bryn

Shander

Caer-Dineval to
Caer-Konig 1 hour 42 hours Bryn

Shander

Good Mead to
Bryn Shander 3 hours 40 hours Targos

Bryn Shander to
Targos 1 hour 41 hours Bryn

Shander
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Route
Travel time
(dogsled)

Total time
elapsed

Dragon’s
location

Sunblight to
Dougan’s Hole 18 hours 18 hours departing

Caer-Konig

Dougan’s Hole to
Good Mead 2 hours 20 hours Termalaine

Good Mead to
Easthaven 2 ½ hours 22 ½

hours Termalaine

Good Mead to
Caer-Dineval 4 hours 24 hours Termalaine

Caer-Dineval to
Caer-Konig 1 hour 25 hours Termalaine

Good Mead to
Bryn Shander 3 hours 23 hours Termalaine

Bryn Shander to
Targos 1 hour 24 hours Termalaine

Targos to Bremen 1 ½ hours 25 ½
hours Termalaine

Bryn Shander to
Termalaine 3 hours 26 hours departing

Termalaine

Termalaine to
Lonelywood 1 hour 27 hours Lonelywood
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Route
Travel time
(dogsled)

Total time
elapsed

Dragon’s
location

Sunblight to
Easthaven 18 hours 18 hours departing

Caer-Konig

Easthaven to
Caer-Dineval 4 ½ hours 22 ½ hours Termalaine

Caer-Dineval to
Caer-Konig 1 hour 23 ½ hours Termalaine

Easthaven to
Bryn Shander 3 ½ hours 21 ½ hours Termalaine

Bryn Shander to
Targos 1 hour 22 ½ hours Termalaine

Targos to
Bremen 1 ½ hours 24 hours Termalaine

Bryn Shander to
Termalaine 3 hours 24 ½ hours Termalaine

Termalaine to
Lonelywood 1 hour 25 ½ hours Termalaine

MAGIC AND CLASS FEATURESMMMMAGICAGICAGICAGICAGIC ANDANDANDANDANDANDANDANDANDANDANDANDANDANDANDANDANDANDANDAND C C C C C C C C C C C C CLASSLASSLASSLASS F F F F F F FEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURESEATURES

This charm has 3 charges. As an action, you can
expend 1 of the charm’s charges to gain the
following benefits for 24 hours:  
* You and your allies within 15 feet of you ignore
difficult terrain caused by snow or ice.  
* You can see through areas heavily obscured by
snow to a distance of 60 feet.  
* You are immune to the effects of extreme cold,
as described in the Dungeon Master’s Guide
(though you gain no protection from cold damage).
Once all its charges have been expended, this
charm vanishes from you.
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Route
Travel time
(dogsled)

Total time
elapsed

Dragon’s
location

Sunblight to
Dougan’s Hole 9 hours 9 hours Easthaven

Dougan’s Hole to
Good Mead 2 hours 11 hours Easthaven

Good Mead to
Easthaven 2 ½ hours 13 ½

hours
departing
Easthaven

Good Mead to
Caer-Dineval 4 hours 15 hours Caer-Dineval

Caer-Dineval to
Caer-Konig 1 hour 16 hours en route to

Caer-Konig

Good Mead to
Bryn Shander 3 hours 14 hours en route to

Caer-Dineval

Bryn Shander to
Targos 1 hour 15 hours Caer-Dineval

Targos to Bremen 1 ½ hours 16 ½
hours Caer-Konig

Bryn Shander to
Termalaine 3 hours 17 hours Caer-Konig

Termalaine to
Lonelywood 1 hour 18 hours departing

Caer-Konig

Route
Travel time
(dogsled)

Total time
elapsed

Dragon’s
location

Sunblight to
Easthaven 9 hours 9 hours Easthaven

Easthaven to
Caer-Dineval 4 ½ hours 13 ½

hours
departing
Easthaven

Caer-Dineval to
Caer-Konig 1 hour 14 ½

hours Caer-Dineval

Easthaven to
Bryn Shander 3 ½ hours 12 ½

hours Easthaven

Bryn Shander to
Targos 1 hour 13 ½

hours
departing
Easthaven

Targos to
Bremen 1 ½ hours 15 hours Caer-Dineval

Bryn Shander to
Termalaine 3 hours 15 ½

hours
departing
Caer-Dineval

Termalaine to
Lonelywood 1 hour 16 ½

hours Caer-Konig
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Route Fast pace (dogsled)

Dougan’s Hole to Good Mead 1 ½ hours

Good Mead to Easthaven 2 hours

Good Mead to Caer-Dineval 3 hours

Caer-Dineval to Caer-Konig 45 minutes

Easthaven to Caer-Dineval 3 ½ hours

Easthaven to Bryn Shander 2 ½ hours

Good Mead to Bryn Shander 2 ½ hours

Bryn Shander to Targos 45 minutes

Targos to Bremen 1 hour

Bryn Shander to Termalaine 2 ½ hours

Termalaine to Lonelywood 45 minutes
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Destination Dragon travel time Dragon arrival time Destruction time Total time elapsed PC arrival time

Dougan’s Hole 2 hours 2 hours 30 minutes 2 ½ hours

Good Mead 30 minutes 3 hours 1 hour 4 hours

Easthaven 1 ½ hours 5 ½ hours 8 hours

Caer-Dineval 1 hour 1 hour

Caer-Konig 1 hour 1 ½ hours

Termalaine 2 hours 6 hours

Lonelywood 30 minutes 2 hours

Bremen 1 ½ hours 2 hours

Targos 30 minutes 8 hours

Bryn Shander 30 minutes 12 hours

Sunblight 3½ hours -

Destination Dragon travel time Dragon arrival time Destruction time Total time elapsed PC arrival time

Dougan’s Hole 2 hours 30 minutes

Good Mead 30 minutes 1 hour

Easthaven 1 ½ hours 8 hours

Caer-Dineval 1 hour 1 hour

Caer-Konig 1 hour 1 ½ hours

Termalaine 2 hours 6 hours

Lonelywood 30 minutes 2 hours

Bremen 1 ½ hours 2 hours

Targos 30 minutes 8 hours

Bryn Shander 30 minutes 12 hours

Sunblight 3½ hours -
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