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Introduction

No Evil is a selection of three 5th
Edition encounters for a group of
3rd-level characters. They are
intended to be dropped into in an
ongoing campaign without the need
for any prep. Each encounter is
wri�en with a wintry weather
backdrop in mind but can be easily
altered to be�er reflect the weather
in your campaign.

Trapped Hill Giant

The heroes can hear the pitiful cries
of a creature, carried on the wind. If
they investigate they will find a hill
giant trapped in a spiked pit. It is
obvious that the giant has fallen into
the pit, with one of the spikes
digging into its leg. Credus, for that
is his name, will plead for help
stating that he cannot get out
otherwise.

The heroes may believe that this is a
trap but there are no other signs of
recent travel in this area and the hill
giant is, indeed, alone. Given enough
time, Credus could probably escape
the pit himself, but the heavy, dark
clouds, rolling in indicate a storm is
brewing and he does not want to be
stuck in a pit when it arrives.

Credus will promise to tell the
heroes of a site of great treasure

(perhaps an encounter site that you
have planned for later in your
campaign or perhaps he is lying) and
will swear to not hurt the heroes if
they help him. Should the heroes be
wavering in deciding to help, Credus
will start to cry real tears at the
thought of being stuck in the pit
when the storm comes.

Credus is genuine when he says he
will not hurt the heroes and if he is
released he will profusely thank
them and provide the information
promised earlier (or come up with a
suitable lie).

If the heroes decide to rid the world
of a pitiful creature, Credus will
defend himself using one of the
broken spikes as a makeshift
greatclub.
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Crashed Wagon

Rounding a bend in the road, the
heroes come across an overturned
cart, partially covered by a snow
drift.

Investigation reveals that the driver
is missing although there is a blood
trail frozen into the snow. Hidden in
the bowels of the overturned cart is a
young boy, near death from cold. If
helped he can advise that his father
was driving the cart and asks after
him.

Following the tracks leads a short
distance away from the road when
the half-eaten remains of a human
male can be found—along with a
pack of snow cats who hungrily look
upon the heroes.

Snow Cats
Medium beast, unaligned

Armor Class 12
Hit Points 13 (3d8)
Speed 50 ft., climb 40 ft.

Skills Perception +4, Stealth +6
Senses passive Perception 14
Languages—
Challenge ¼ (50 XP)

Keen Senses. The snow cat has
advantage on Wisdom (Perception)
checks that rely on sight, hearing, or
smell.

Stalker. If the snow cat surprises a
creature and hits it with a bite a�ack,
the target is grappled (escape DC 12)
if it is a Medium or smaller creature.

Snow Camouflage. The snow cat has
advantage on Dexterity (Stealth)
checks made to hide in snowy
terrain.

Actions
Bite. Melee Weapon A�ack: +4 to hit,
reach 5 ft., one creature. Hit: 5 (1d6 +
2) piercing damage.

Claw. Melee Weapon A�ack: +4 to hit,
reach 5 ft., one creature. Hit: 4 (1d4 +
2) slashing damage.

STR DEX CON INT WIS CHA
14
(+2)

14
(+2)

10
(+0)

3
(–4)

14
(+2)

7
(–2)
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The Traveller

While camping on the road, a
bedraggled human-looking
traveller, with no backpack or
weapons, approaches (from the
direction the heroes intend on
heading in the morning) and asks to
share the camp. If accepted, he
plants himself in front of any fire to
warm himself while casting envious
eyes towards whatever food or drink
the heroes have prepared for their
evening meal. If nothing is offered,
he will ask if he might be allowed
some of their vi�les. He quickly
consumes anything offered no
ma�er how li�le or unappetising it
may have been.

His appetite sated, he will ask the
heroes if they have any stories that
they would like to relate as he
“enjoys a good tale”. If asked about
himself, he says that he is no-one
special, just a wanderer who has
been lucky enough to find generous
company for the evening.

In the morning, he is nowhere to be
seen (even if a watch was set, no one
can remember him leaving)
however, there are a number of
copper pieces left in a pile in the
campsite—one for each hero in the
party. They are of an unknown
minting to any of the heroes and, if
checked, radiant as magical. Each

provides a +1 bonus to ability checks
and saving throws until the hero’s
next long rest, thereafter becoming a
standard, if unusual, copper coin.

Should the heroes not offer the
traveller their hospitality, then no
coins will be left in the morning. If
the heroes are aggressive towards
the traveller, he will run away
cursing their names (and
mysteriously disappearing behind a
tree). Until their next long rest, the
heroes will have a –1 penalty to
ability checks and
saving throws.
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Stat Blocks

Where where a monster has been
mentioned in bold, their stat block
can be found in the SRD.



Open Game License
Version 1.0a
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 form 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 graphic, 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, mo�o, 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. Not for resale.
Permission granted to print or photocopy this document for personal use
only.
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: Youmay not market or advertise the Open
Game Content using the name of any Contributor unless You have wri�en
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 5.1 Copyright 2016, Wizards of the Coast,
Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney
Thompson, Peter Lee, James Wya�, Robert J. Schwalb, Bruce R. Cordell,
Chris Sims, and Steve Townshend, based on original material by E. Gary
Gygax and Dave Arneson.
Creature Codex Copyright 2018, Open Design LLC; Authors Wolfgang
Baur, Dan Dillon, Richard Green, James Haeck, Chris Harris, Jeremy
Hochhalter, James Introcaso, Chris Lockey, Shawn Merwin, and Jon
Sawatsky.
No Evil Copyright 2019, Fortiter Games; Author Dave McAlister
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