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 urviving in the harsh wintry conditions of the 
northern mountain ranges known as the Demon’s 
Teeth has never been easy for the hard-working 
Neej-ree, an ancient community of half-elven 

hunters. Most of the Neej-ree folklore consists of com-
mon-sense stories told to children, to pass on lessons re-
lated to foods that are safe to eat, the safest techniques for 
climbing, what kinds of ice are safe to walk across, and 
the proper methods for treating frostbite. Neej-ree vil-
lages are scattered across hundreds of miles of mountain-
ous terrain, so all the stories tend to vary in small ways. 
Except for one.

Th e Neej-ree are a devout people, worshiping Veditha, 
the goddess of stone and ice, and typically only asking 
for protection from the elements and good hunting in 
the non-storm months. But for centuries, the Neej-ree 
have also given thanks for the continued protection from 
Phair VenJalla. 

Over 12 centuries ago, the various Neej-ree tribes provid-
ed supplies and off erings for a shared temple dedicated 
to Veditha. Th e temple was carved from ice and gran-
ite, right in the heart of a mountain. Th e temple pro-
vided shelter to travelers and protection during aggressive 
snowstorms, and all Neej-ree were encouraged to make a 
pilgrimage to the temple during their lifetimes. 

A young girl named Phair VenJalla, born with ice-blue 
eyes (unheard of in the brown- and green-eyed Neej-ree), 
was identifi ed early as someone blessed by Veditha; the 
young girl was unharmed by exposure to the cold, she 
had uncanny climbing abilities, and a pack of three gran-
ite wolves arrived kneeling at her tent on her fi fth birth-

day and guarded her as if she were their alpha. It seemed 
inevitable that young Phair would inherit the lone posi-
tion of temple priestess, and on the girl’s 15th birthday 
she was called to the side of the dying priestess where 
the temple duties were fi nally transferred. For over 10 
years, Phair alone communed with Veditha and respect-
fully brought the Neej-ree’s needs and concerns to their 
goddess for consideration. Veditha bestowed numerous 
powers and gifts to Phair for her faithful service, pow-
ers to provide protection to followers and punishment 
to enemies as well as gifts to share with the most devoted 
Neej-ree. But the authority given to Phair began to take 
its toll on the young priestess, and on the 15th anniver-
sary of her ordination, the Neej-ree received word from 
their priestess that there would be no access to the temple 
for six months. When the temple doors opened again, 
the fi rst Neej-ree pilgrims to enter discovered the extent 
of Phair’s sacrilege and vanity.

Th inking herself worthy of worship, she had rebuilt the 
temple. Gone were all references to the Veditha. Instead, 
the Neej-ree were instructed to bow to Phair VenJalla, 
the new goddess of the mountain. She demanded the 
Neej-ree worship her, and used her powers to enforce 
obedience and subservience for four long years. Believ-
ing Veditha’s powers had withered as the number of her 
faithful followers diminished, Phair’s arrogance blos-
somed and kept her blind to a small, fervent group of 
Veditha followers who raced into the temple one night to 
confront her, and called upon Veditha for justice. Veditha 
responded as only a true goddess of fl esh-peeling winds, 
heart-stopping ice and snow, and unbending rock could 
to a fallen priestess. 

he Fallen Temple is an adventure designed for use 
with the 5th edition of the fi rst fantasy roleplay-
ing game. It is intended for four to six 10th-level 
characters and can be completed in a single ses-

sion. A variety of character classes is suggested to tackle 
the challenges presented herein, but a character with the 
ability to heal large amounts of damage is useful given the 

lethality of the traps encountered as well as the punish-
ing weather conditions. Th ere are no specifi c language 
requirements but players should be made aware that 
some armor types are diffi  cult to wear or use in the cold-
weather setting. Th e main adventure is set in a long-lost 
temple buried beneath the ice, but the action begins on a 
desolate snow-covered trail between two mountains.

The Fallen Temple
By James Floyd Kelly

Background 
S

T
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Inside the temple, walls and fl oors cracked and shattered, 
ice water fl owed and froze, and devastating winds ripped 
and pounded. As the followers fl ed the temple, one of 
them stole a glance back to see a defi ant Phair standing 
her ground, holding her mace over her head as water 
fl owed around her waist and the wind whipped her long 
black hair. Th e temple’s fate was sealed when a crack ap-
peared in the rock above the temple’s entrance and two 
colossal slabs of granite dropped. Phair VenJalla was pun-
ished, and the Neej-ree added another cautionary tale to 
their collected lore. 

Today, travelers wishing to cross the Demon’s Teeth are 
encouraged to hire a voija, a Neej-ree guide who knows 
the best trails through the dangerous mountain range. 
Th e Neej-ree love to share their stories around the fi res at 
night during the trips, and the legend of Phair VenJalla 
is a favorite tale to tell prior to passing two ancient stone 
slabs—ancient, but not indestructible. A series of earth-
quakes and tremors over the last few weeks have forced the 
voija to postpone travel due to an increase in avalanches. 
Th e quakes and tremors have fi nally stopped, and a small 
number of voija have returned after inspecting the trails 
and determining them to be safe. One voija, however, has 
failed to share his additional discovery: the two slabs have 
cracked, and the temple is open once again.

Adventure Hooks
Th e adventure begins in the middle of a chase scene, with 
the party attempting to escape from a black yeti. How the 
adventurers have arrived at this point, however, is up to 
the GM. Start with Beginning the Adventure but players 
can be provided with an adventure hook of the GM’s de-
vising, or feel free to incorporate one of the hooks below 
and modify as needed to fi t the situation:

• Th e adventurers have received a letter from an old 
colleague that indicates north of the Demon’s Teeth 
mountain range lies a vein of riches in a newly discov-
ered mine. Th e adventurers are requested to gather at 
the mine to stake a claim before the gypsy-like Th un-
derclap Clan of dwarves migrates through the valley 
in the spring and makes its own claim. Th e guides for 
this area, the voija, are resistant to moving through 
the Iced Veins this late in the season, but one is will-
ing to make the trip for a darker purpose; this secre-
tive acolyte has been anxiously awaiting the arrival of 
a worthy group of adventurers to sacrifi ce to a recently 
awakened evil. Allow the adventurer with the highest 

Wisdom to make a DC 18 Wisdom (Insight) check. 
Success will provide that hero with a slight distrust of 
Ixleem.

• Th e adventurers have been hired by a wealthy patron 
named Histno Parajon who has identifi ed a possible 
location for a long-lost temple beneath the ice. Para-
jon is only interested in the small library rumored to 
exist in the temple; the adventurers may have whatever 
else is recovered, including four magical rings that are 
supposed to provide ability enhancements to a wearer. 
What Parajon failed to mention to the players is that 
the temple is also rumored to be the resting place for a 
dangerous priestess who angered her goddess.

• After attempting to cross the Demon’s Teeth moun-
tain range on their own, the heroes were caught in a 
punishing snowstorm. Short on food and water, the 
party was rescued by a group of Neej-ree guides led 
by a half-elf named Ixleem, who arrives with fi ve sleds 
and pitch tents to protect the adventurers from the el-
ements. During the night, he explains that he has been 
sent by his tribe to convince a fellow Neej-ree named 
Hidmeel to abandon his exploration of a recently dis-
covered ancient temple and return home. Th e guides 
are turning back due to the storm, but Ixleem does 
not want to give up and will provide sleds, tents, and 
supplies to the adventurers and escort them as far as 
the temple where he’ll attempt to locate Hidmeel. 
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hen the adventure begins, the characters fi nd 
themselves strapped into two-man sleds and 
fl eeing from a black yeti down a snow-covered 
trail. A single voija (guide) named Ixleem is 

paired with one of the adventurers. Ixleem will have ad-
vantage on all rolls related to steering a sled and avoiding 
obstacles; remaining adventurers have been given basic 
instructions on the sled. Read or paraphrase the text be-
low:

After a diffi  cult day of travel that had you pulling sleds fi lled 
with food, water, and other supplies, you and your fellow 
travelers enjoyed the warmth of the campfi re and a hearty 
meal prepared by Ixleem, the Neej-ree voija hired to guide 
you through the Demon’s Teeth. You looked forward to the 
next day’s travels that would be easier, riding in the sleds 
down a safe passage chosen by Ixleem, and you knew sleep 
would come fast in your warm tents after the day’s exertion. 
A well-earned rest, however, was not to be. Pulled from your 
tents in the middle of the night, you were dragged and shoved 
into a sled. “Heel-jee-ja! Heel-jee-ja!” was all Ixleem could 
yell. None of your group recognized the word, but a hor-
rendous roar was heard on a peak high on the left. Jump-
ing down from ledge to ledge, a large creature with black 
fur and razor-sharp claws edged closer towards the camp. 
Ixleem’s sled nosed down onto the snow-packed path and he 
waved his arm to motion for all to follow…

Roleplaying Ixleem
Ixleem is a half-elf male, 42 years of age and his skin is 
dark and leathery; years of sun and cold weather expo-
sure have given him the appearance of someone 15 years 
older. He is strong and fast, but not too bright. His cloth-
ing consists of a number of custom leathers that are tight 
to prevent chafi ng and moisture, and over it all is a heavy 
coat of wolf hide and fur with a deep, large hood made 
from a wolf ’s head that is often used by voija to scare 
away lone predators. Ixleem is highly skilled voija, with 
advanced survival skills. He is missing two fi ngers on his 
left hand, the result of an encounter with a snow leopard 
at a young age. 

Ixleem comes from a family that swore allegiance to Phair 
VenJalla, and was given special treatment by the young 
priestess in exchange for information and gossip relat-

ed to the Neej-ree communities. When the temple was 
sealed by Veditha, a family member who served as an aco-
lyte to VenJalla received a vision that the goddess would 
return to the world of the living one day when “Veditha’s 
seal was broken.” Ixleem’s family has taken this to mean 
the two stone slabs that dropped down over the temple’s 
entrance. Ixleem recently discovered the broken slabs and 
made his way into the temple where he successfully re-
vived Phair VenJalla and assisted in her recovery. VenJalla 
is weak but still powerful, and she requires sacrifi ces to 
awaken the defi led temple. It is Ixleem’s intention to lure 
the party into the temple by requesting their assistance in 
locating a missing voija named Hidmeel, who reportedly 
entered the temple a week earlier and has not been heard 
from since. (Th is is a lie, and is intended to appeal to 
the adventurers’ good will.) If the story of Hidmeel isn’t 
enough to convince the adventurers, Ixleem will mention 
the wealth and magic items that were rumored to exist 
inside the temple in the hopes of luring them inside for 
VenJalla’s dark purposes.

Ixleem will call stops during the three-day trip to force 
an arrival at the temple at sunset, when it will be time to 
pitch tents so he can encourage a short expedition into 
the open temple. Enticing the adventurers to explore the 
temple will not be required by Ixleem, however, as the 
arrival at the temple will coincide with another massive 
snowstorm and the appearance of an injured and angry 
black yeti who knows more about Ixleem’s black heart 
than the adventurers.

IXLEEM
Medium humanoid (half-elf), lawful evil

AC: 16 (leather armor, heavy fur coat)
Hit Points: 90 (12d8 + 36)
Speed: 30 ft.

STR DEX CON INT WIS CHA
15 (+2) 16 (+3) 17 (+3) 8 (-1) 12 (+1) 9 (-1)

Saving Throws: Strength +5, Dexterity +6
Skills: Perception +4 Athletics +5, Survival +4
Senses: darkvision 60 ft., passive Perception 14
Languages: Common, Elvish, Neej-ree

Beginning the Adventure
W
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Challenge: 5 (1,800 XP)

Special Equipment: Ixleem has two explorer’s kits 
strapped to a belt, a +2 heavy pickaxe, a light crossbow 
and 20 bolts, and two potions of cold resistance tucked 
in the kits that he will not share with anyone.

ACTIONS

+2 Heavy Pickaxe: Melee Weapon Attack: +5 to hit, 
reach 5 ft., one target. Hit: 17 (3d8 + 4) piercing dam-
age.
Light Crossbow: Ranged Weapon Attack: +6 to hit, 
range 80/320 ft., one target. Hit: 7 (1d8+ 3) piercing 
damage.

Roleplaying the Black Yeti
Th e black yeti is after Ixleem only and will follow Ixleem’s 
sled. (During one of Ixleem’s previous visits to the closed 
temple, he left meat at the temple door as an off ering; 
the meat was poisoned, killing the black yeti’s mate who 
collected and ate it.) Th e black yeti will attempt to attack 
the voija and his sled only, but will strike with its claws at 
any adventurer who defends Ixleem.

Th e black yeti is not an evil creature like its white-furred 
brethren. Blessed with a higher intelligence, the black 
yeti suff ers from an easy-to-spot fur color in the snow 
and does most of its hunting at night. Th e black yeti 
hunts smaller wildlife for sustenance and avoids human-
oid contact whenever possible due to knowledge that its 
fur fetches high prices and its horns are prized for their 
magical properties. Black yetis are rare (1 in 100) and not 
territorial, occasionally forming small groups with other 
black yetis for purposes of protection, hunting, and to 
conceal their actual numbers.

If the adventurers stop (or are forced to stop) during the 
chase and the black yeti is fought, it will run away when 
its total hit points are reduced to below half. Th e black 
yeti will also run away when the adventurers are within 
150 feet of area 1 on the map but will return later in the 
adventure. Ixleem will attempt to push on but the storm 
will reach its maximum intensity at area 1, forcing a stop.

BLACK YETI
Huge monstrosity, chaotic neutral

AC: 17 (natural armor)
Hit Points: 231 (22d12 + 88)
Speed: 40 ft., climb 40 ft.

STR DEX CON INT WIS CHA
22 (+6) 14 (+2) 18 (+4) 16 (+3) 10 (+0) 7 (-2)

Skills: Perception +4
Damage Resistances: slashing
Damage Immunities: cold
Senses: darkvision 60 ft., passive Perception 14
Languages: Yeti
Challenge: 11 (7,200 XP)

Keen Hearing: The black yeti has advantage on Wis-
dom (Perception) checks that rely on hearing. 

ACTIONS

Multiattack: The black yeti makes either a horn or 
claw attack and, if it can, uses its Terror Bellow.
Horn: Melee Weapon Attack: +10 to hit, reach 5 ft., 
one target. Hit: 32 (4d12 + 6) piercing damage.
Claw: Melee Weapon Attack: +10 to hit, reach 5 ft., 
one target. Hit: 28 (5d8 + 6) slashing damage.
Terror Bellow (Recharge 5-6): The black yeti issues 
a deep roar that is felt in the bones. All creatures within 
40 feet of it than can hear it must succeed on a DC 17 
Constitution saving throw or become frightened for 2 
rounds.
Just as fearsome as its white-furred cousin but more 
intelligent, the black yeti prefers solitude and tries to 
avoid confrontation. Its furs and horns are valuable 
and highly sought-after, but any encounter with the 
beast is best avoided; its horns and claws are a deadly 
combination when it is provoked. 

General Features
Weather. Th e adventure begins early in the morning 
with a light snowfall and no sunlight. Maximum visibil-
ity is 50 feet. At the end of the chase (see Th e Chase), the 
weather has changed to a brutal snowstorm with reduced 
visibility of 30 feet.
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Sound. A light wind is all that the adventurers can hear 
(beyond the howls of the black yeti during the opening 
chase sequence), until the storm peaks at the end of the 
chase when it will be impossible for any conversation or 
casting of spells with a verbal component.

Food and Water. Each sled is outfi tted with enough food 
rations and water to support each adventurer for three 
days’ travel. Food and water are not a concern for this 
adventure.

Armor and Movement. All adventurers are assumed to 
be wearing fur-lined clothing provided by the voija. Th is 
clothing acts as standard leather armor and normal move-
ment speed is not aff ected. Metallic armor (such as plate) 
can be worn, but movement speed will be reduced by 20 
feet and all combat is done at disadvantage due to the 
armor freezing up in the cold and wind. When inside 
any structure, the clothing may be removed and personal 
armor may be used without penalty.

The Chase
Th e chase sequence will use the Demon’s Teeth Chase 
Complications table found in appendix C, and the 
Chase Tracking Chart showing the potential path choic-
es. Movement can be tracked using the Chase Tracking 
Chart, with each small dot representing 10 feet of travel. 
Th e following rules will apply to the chase:

• Sled. A sled has a maximum movement speed of 40 
feet on snow. During the chase, the driver may choose 
to allow the sled’s speed to increase by 10 feet (up 
to its maximum speed). Each sled has 20 hit points; 
when it is reduced to 0 hit points the sled breaks apart 
and spills adventurers and equipment. GMs will need 
to note which adventurer is in front (driver/steering) 
or back (free to observe/free movement and fi ghting 
ability). 
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• Passengers. Loaded with supplies, each sled can carry 
two Medium or one Large humanoid. Empty, each 
sled can carry four Medium or two Large humanoids.

• Multiple Trails. When the Chase Tracking Chart 
indicates two or more possible trails, the adventurer 
steering must make a choice of direction on the turn 
in which the sled will move onto a particular trail. To 
steer a sled left or right at a split, the adventurer in 
front must make a DC 15 Dexterity check when the 
sled’s movement speed is 30 feet or higher (below 30 
feet, no check is needed). On a failed check, the sled 
will take 4 (1d8) damage from the impact against rock 
or packed snow and the sled’s speed is reduced by 10 
feet.

• Chase Encounters. Any time a sled nears a chase en-
counter location (indicated by an “X” on the Chase 
Tracking Chart), roll a d20 and consult the Demon’s 
Teeth Chase Complications table. 

• Stopping a Sled. Each sled has a brake mechanism 
that can reduce the sled’s speed by 10 feet. Treat walk-
ing/sprinting movement across snow as diffi  cult ter-
rain.

• Black Yeti. Th e black yeti will start the chase 120 feet 
behind the rear-most sled. Th e black yeti will ignore 
all chase complications as well as any stopped/dam-
aged sleds that do not have Ixleem inside.

• Jumping the Crevice. Th e fi nal action all surviving 
sleds must make is a jump over a large crevice south of 
area 1. Each sled driver must make a DC 15 Dexterity 
check to successfully land the sled upright. On failure, 
the sled will be destroyed and all occupants will take 
18 (4d8) bludgeoning damage from the impact.

Developments
Th e chase sequence ends when the black yeti runs away 
or the adventurers complete the crevice jump 60 feet 
from the entrance to the frost hag’s lair (area 1). If the 
black yeti is still chasing the adventurers, it will turn and 
begin climbing until it is out of view. Any adventurer 
making a DC 18 Wisdom (Perception) check will be able 
to determine that the black yeti did not run away from 
exhaustion or lack of interest. (Th e black yeti will return 
later in the adventure.)

Outside the entrance to the lair, the solid stone surface at 
area 1 will force the sleds to slow to a complete stop. At 

this point, the snowstorm has reached maximum inten-
sity and all adventurers must make a DC 10 Constitution 
saving throw every hour or gain one level of exhaustion. 
Th e lair’s entrance is not hidden and is easily seen by any 
adventurer moving within 40 feet of the opening.

Awarding Experience
For each sled that reaches area 1 intact, divide 500 XP be-
tween the survivors. Additionally, for each chase encoun-
ter triggered (from the Demon’s Teeth Chase Complica-
tions table), award a bonus 100 XP to each adventurer if 
the encounter does not result in a destroyed sled.

AREA 1 – THE FROST HAG’S LAIR
As the temperature continues to drop, Ixleem points at a 
small 8-foot-wide cave entrance and motions for the sleds to 
be pulled inside. Th e whipping of the wind is threatening to 
overturn the sleds with all of your supplies and equipment. 
Th e cold on your skin is painful, and you suspect if you don’t 
take shelter now, the elements will likely be fatal.

If the players wish to avoid the cave and instead pitch 
tents, they may do so, but the winds will make the 
process diffi  cult. Each tent can hold four size Medium 
travelers and takes 30 minutes to pitch in the high winds; 
each hero must succeed on a DC 10 Constitution saving 
throw every hour he or she is outside or gain one level of 
exhaustion. For each tent being pitched, roll 1d20 every 
half hour; a roll of 12 or higher results in that tent being 
carried away by the winds before it can be completed and 
secured. Th ere is one tent per sled.

AREA 1-1 – CAVE ENTRANCE AND 
TRAP
Th e cave’s low entrance widens into a passageway that leads 
deeper into the core of the mountain. Th e walls and ground 
consist of rough granite covered in large, random sections of 
ice and smaller sections with a light coat of frost. Snow con-
tinues to blow into the entrance, making it diffi  cult to see 
and slippery to stand. 

Adventurers must continue to succeed on cold weather 
DC 10 Constitution saving throws (every hour to avoid 
gaining one level of exhaustion) until they are at least 15 
feet from the entrance. Players with darkvision will be 
able to determine that the angled passageway continues 
straight and down for 60 feet before turning to the left. 

Th e frost hag applied a thin ice sheet mixed with grav-
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el to the fl oor that is rough in appearance and covers a 
15-foot-deep pit fi lled with ice stalagmites. Th e ice sheet 
will break if any creature sized Medium or larger steps on 
it, alerting the frost hag and two granite wolves in area 
1-3 who will prepare an ambush. To spot the ice sheet, 
the observer closest to the sheet must make a DC 15 Wis-
dom (Perception) check. A 3-foot-wide area of safe walk-
way exists to the left and right of the covered pit. If the 
ice sheet breaks, anyone on top of the sheet must make a 
DC 15 Dexterity save or fall into the pit and take 9 (2d8) 
piercing damage. A rope will be needed to pull someone 
from pit.

AREA 1-2 – ICE SHEET
Th e dark passageway is 5 feet wide and turns to the left and 
angles gently upward for 30 feet. A soft glow can be seen 
emanating from the left-hand passage, but no light source 
is visible.

Th e frost hag has applied a large, thin ice sheet to the 
fl oor that is crystal clear and follows the contour of the 
granite; the ice sheet will crack loudly if any Medium 
or larger creature steps on it, alerting the frost hag and 
two granite wolves in area 1-3 (if the creatures have not 
already been alerted by the trap in area 1-1). To spot the 
ice sheet, the observer closest to the sheet must make a 
DC 15 Wisdom (Perception) check. If the ice sheet is 
discovered, the observer will also a notice a 2-foot-wide 
area of ground to the right and left of the ice sheet that is 
clear of ice and safe for walking.

AREA 1-3 – FROST HAG LIVING 
QUARTERS
A single torch is wedged into a break in the granite where 
the passageway widens into a round cavern. A mismatched 
collection of blankets, rugs, and robes covers the stone fl oor. 
Th ree small buckets rest against the western wall, and a 
small, rickety table and stool sit in the northwest corner. A 
large blanket hangs on the south wall, held in place by two 
hand-sized blocks of ice frozen to the stone. Bones, gristle, 
and remnants of various colors of fur are visible in the south-
western corner of the cavern. A small pile of candles rests 
next to a single lit candle that is stuck to the west wall with 
a fi nger-sized block of ice.

If the frost hag and granite wolves were alerted to the 
adventurers’ presence, the frost hag will use the secret 
tunnel behind the hanging blanket on the south wall to 
ambush the trespassers from behind, leaving the granite 
wolves in the room and ready to attack. Th e secret tun-

nel leads back to area 1-2, with the exit camoufl aged by a 
thin covering of ice on the western passageway. If neither 
trap (area 1-1 or area 1-2) is triggered, the adventurers 
will surprise the frost hag who is sitting at the table while 
the wolves sleep in the southwest corner. 

Th e three buckets contain a mix of scavenged roots and 
plants. If Ixleem is asked to examine the buckets, he will 
discover two edible bulbs known for their medicinal ef-
fect as well as their ability to grant heightened alertness 
for 1 hour. Each bulb may be eaten and will restore 1d4 
hit points and the recipient of the healing also has advan-
tage on all initiative rolls for 1 hour. 

If the fl oor coverings are pulled up, the adventurers will 
discover a small pit containing three trinkets (a broken 
bell with three scratches on its surface, a tiny skeleton 
carved from granite, and a leather necklace with an 
unidentifi able bone fragment attached), a small leather 
pouch holding a fi st-sized ice opal worth 150 gp (or 250 
gp to a wizard looking to fashion a magical staff ), and two 
potions of cold resistance.

Any adventurers examining the fl oor coverings may make 
a DC 13 Intelligence (Investigation) check to identify a 
cloak of unusual design and value. Th e red cloak is lined 
with orange fur and has a large tear in the side. Ixleem 
will recognize it as a cloak of warmth (see appendix A) and 
it has retained its special abilities despite the tear. 

If the frost hag and granite wolves are defeated, the cave 
will provide shelter for a long rest should the adventurers 
choose to take one. Th e snowstorm will subside after 12 
hours. When the snowstorm is fi nished, Ixleem will lead 
the adventurers out of the cave and back to the snow trail.
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FROST HAG
Medium fi end, chaotic evil

AC: 15 (natural armor)
Hit Points: 150 (20d8 + 60)
Speed: 30 ft. 

STR DEX CON INT WIS CHA
16 (+3) 12 (+1) 16 (+3) 12 (+1) 9 (-1) 14 (+2)

Skills: Perception +2, Deception +5, Stealth +4
Damage Vulnerabilities: fi re 
Damage Immunities: cold
Senses: darkvision 60 ft., passive Perception 12
Languages: Common, Granite Wolf
Challenge 6 (2,300 XP)

Innate Spellcasting: The hag’s innate spellcasting 
ability is Constitution (spell save DC 14, +6 to hit with 
spell attacks). The hag can innately cast the following 
spells, requiring no material components:
At will: fear, fog cloud, ray of frost
1/day each: gust of wind, sleet storm

ACTIONS

Multiattack: The hag makes three melee attacks: one 
with her bite and two with her claws.
Bite: Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 14 (2d10 + 3) piercing damage plus 5 (2d4) 
cold damage. 
Claws: Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 7 (1d8 + 3) piercing damage plus 4 (1d8) 
cold damage. The target is grappled (escape DC 13) 
if it is a Large or smaller creature and the hag doesn’t 
have two other creatures grappled. 
Ice Creep: When the hag successfully grapples a tar-
get, she may create instant ice to restrain it. A crea-
ture can break the ice’s hold by succeeding on a DC 15 
Strength check. The ice may also be used on an open-
ing (such as a door or pit), and the coverage may be 
applied as a fl at sheet or as rock-shaped lump and will 
adhere to any surface. A successful DC 15 Strength 
check is also required to shatter any ice applied to an 
object or opening. 
The frost hag defends her territory with deadly resolve, 
providing no mercy to trespassers who enter her do-
main. She will often surround herself with wild animals 
that are trained to guard her lair.
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GRANITE WOLF (2)
Large monstrosity, neutral evil

AC: 14 (natural armor)
Hit Points: 120 (16d10 + 32)
Speed: 50 ft.

STR DEX CON INT WIS CHA
18 (+4) 14 (+2) 15 (+2) 8 (-1) 10 (+0) 10 (+0)

Skills: Perception +2
Senses: darkvision 60 ft., passive Perception 12
Languages: Common, Granite Wolf
Challenge: 4 (1,100 XP)

Frost Bite (Recharge 5-6): If the wolf hits with its bite 
attack, the target must succeed on a DC 14 Constitution 
saving throw or take an extra 4 (1d8) cold damage and 
makes its next attack at disadvantage.
Pack Tactics: The wolf has advantage on an attack roll 
against a creature if at least one of the wolf’s allies is 
within 5 feet of the creature and the ally isn’t incapaci-
tated.
Snow Passage: The granite wolf’s speed is 40 in dif-
fi cult terrain composed of snow.

ACTIONS

Bite: Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 31 (6d8 + 4) piercing damage.
Savage Tackle: Melee Weapon Attack: +6 to hit, reach 
10 ft., one target. Hit: 26 (4d10 + 4) bludgeoning dam-
age. If the target is a creature, it must succeed on a DC 
14 Strength saving throw or be knocked prone.
A harsh living environment has allowed the granite 
wolves to grow stronger and faster as weaker mem-
bers of the pack are killed off  before breeding. Known 
for using pack tactics in combat, a low intelligence 
will keep them in the fi ght even after taking massive 
amounts of damage.

Awarding Experience
Divide 2,300 XP for defeating the frost hag and 1,100 
XP for each granite wolf defeated. Divide 100 XP for 
discovering the contents of the small pit and 50 XP for 
identifying the red cloak. Award a bonus 100 XP (to each 
of the adventurers) if both ice sheets are discovered and 
avoided, and the frost hag and wolves are surprised.

AREA 2 – THE TEMPLE
Th e trip to the temple area will take approximately 12 
hours, allowing Ixleem to stop the sleds near the tem-
ple and make camp. If the adventurers have not already 
heard the tale of Phair VenJalla and her hoarded treas-
ure and magic items in the temple, Ixleem will tell the 
story once tents are pitched and a fi re is made, sending 
the adventurers to their tents for rest when the story is 
completed. Ixleem will feign concern over a missing voija 
(Hidmeel) and will point out a passable entrance into the 
temple with suffi  cient width and suggest that the party 
investigate the temple in the morning. It is Ixleem’s in-
tent to ambush the sleeping players, tie them up, and 
bring them into the temple as sacrifi ces.

During the night, however, the black yeti returns to cap-
ture Ixleem. If all players are in their tents, Ixleem will 
be heard screaming but by the time the players exit the 
tents, he is gone and the black yeti’s roar will be heard in 
the distance and an accurate direction will be impossible 
to determine.

If the adventurers instead choose to take turns on guard 
duty, the black yeti will get a surprise attack, grabbing 
Ixleem, and attempting to run away. Any attacks against 
the black yeti will be ignored as it only wishes to escape 
with the voija. It will race to the nearest sheer wall and 
climb with the screaming voija in its arms.

At the same time that the black yeti and Ixleem disappear, 
the storm reaches its maximum intensity. (Th is storm is 
not natural, as the adventurers will soon discover.) Th e 
heroes once again fi nd the temperature dropping fast and 
must succeed on a DC 10 Constitution saving throw eve-
ry hour or gain one level of exhaustion. Th e wind speeds 
also increase; for each minute spent outside the temple, 
roll 1d20 for each tent and on a roll of 11 or higher that 
tent is ripped open, exposing anyone inside. Sleds are also 
at risk: for each minute spent outside the temple, roll 
1d20 for each sled and on a roll of 15 or higher that sled 
is rolled and carried away along with any supplies and 
equipment on it. Th e adventurers must seek shelter in the 
temple or they will most certainly die of exposure. 

Read the following once Ixleem and the black yeti are 
gone:

Ixleem is gone and the storm is intensifying. Your sleds are 
beginning to be pushed or tipped by the strong winds, and 
one of the tents was just carried away. Th e temperature has 
dropped again, and sunrise is six hours away. Th e temple ap-
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pears to be the only sanctuary. Th rough the opening now vis-
ible between the two slabs, you can see a tunnel that curves 
sharply to the right.

If the adventurers choose to stay in their tents and weather 
the storm, one tent is destroyed every 30 minutes. Once 
all tents are gone, the adventurers discover that only two 
sleds remain, the rest carried away with all equipment 
and supplies gone. Th ese two sleds can be pulled into 
area 2-1.

AREA 2-1 – ARRIVAL AND CAMPING 
AREA
Th e large tunnel curves and narrows, reducing the wind and 
snow fl urries and leading you into a large chamber. It is 
carved from the granite and widens to the north and south, 
and narrows to the east where a stone-carved set of steps leads 
up to a giant wooden door covered in ice. To the north, eight 
small fi repits can be seen surrounded by small stone benches, 
with cracks in the ceiling for ventilation. Iron racks of rot-
ted fi rewood are against the northern wall. To the south, the 
remnants of nine tents can be seen, collapsed and torn. A 
single, empty sled is pushed against the southwestern wall.

Th is area is where visitors to the temple were expected to 
camp. Food preparation was done in the north chamber 
and sleeping to the south. Some of the rotted wood can 
still be used to start a single fi re that can be sustained for 
12 hours. All but three of the tents are completely empty, 
and the material remaining is damaged and useless for 
most purposes but can be used to conceal the sleds. Un-
derneath four tents marked with an “X” on the map are 
ice lurkers. An ice lurker will not attack until the tent 
under which it is hiding is disturbed.

Th e wooden door is locked, and the ice must be melted 
from it before the lock mechanism is exposed. A success-
ful DC 12 Dexterity check using thieves’ tools will be 
enough to unlock the door and reveal a narrow stone pas-
sageway and steps that continue up for 25 feet (ending 
at area 2-2). If the wooden door is not successfully un-
locked, 20 points of bludgeoning damage will be enough 
to destroy it. Th e sound of fl owing water is heard on the 
stairs.

ICE LURKER (4)
Large ooze, unaligned

AC: 14 (natural armor)
Hit Points: 117 (18d10 + 18)
Speed: 20 ft., climb 20 ft.

STR DEX CON INT WIS CHA
14 (+2) 8 (-1) 12 (+1) 3 (-4) 6 (-2) 2 (-4)

Damage Vulnerabilities: fi re 
Damage Immunities: bludgeoning, cold, slashing
Condition Immunities: blinded, charmed, frightened, 
prone
Senses: blindsight 30 ft. (blind beyond this radius), 
passive Perception 8
Languages: –
Challenge: 4 (1,100 XP)

Free Flow: When a target is within 15 feet, the ice 
lurker can instantly turn to liquid form, fl ow beneath 
the target, and then solidify using its Frost Envelope 
action.
Steel Shatter: Any nonmagical weapon made of metal 
that hits the ice lurker freezes solid. On the next suc-
cessful hit with the weapon, roll 1d6; a roll of 6 re-
sults in the weapon shattering on impact and dealing 
no damage.

ACTIONS

Multiattack: The ice lurker makes two ice tentacle at-
tacks or uses its Frost Envelope (after a Free Flow).
Ice Tentacles: Melee Weapon Attack: +4 to hit, reach 5 
ft., one target. Hit: 15 (3d8 + 2) piercing damage and 5 
(2d4) cold damage. 
Frost Envelope: Whenever the ice lurker uses Free 
Flow to enter a creature’s space, the creature must 
make a DC 14 Dexterity saving throw. On a success-
ful save, the creature is shoved 5 feet to the side of the 
ice lurker and takes 9 (2d8) cold damage. On a failed 
save, the creature is enveloped by the ice lurker. While 
enveloped the creature is restrained and takes 27 (6d8) 
cold damage at the start of each of its turns. A creature 
restrained in this way can end the condition by using 
an action, succeeding on a DC 14 Strength check. On 
a success, the creature escapes, enters a space of its 
choice, and delivers 18 (4d8) damage to the ice lurker.
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Slow and dumb, the ice lurker is often underestimated by an 
opponent until it has him engulfed in its icy embrace. Ap-
pearing as nothing more than an ice patch, the ice lurker’s 
advantage is surprise.

Awarding Experience
For each ice lurker defeated, divide 1,100 XP between 
the adventurers.

AREA 2-2 – TEMPLE ENTRY
Th e sound of rushing water is louder as you reach the top of 
the stairs. Th rough the opening, you fi rst spot an immense 
waterfall dropping from the stone ceiling. Continuing up 
the stairs, a large chamber is revealed, with the water falling 
into a chasm in the middle of the chamber.

A DC 10 Intelligence (Investigation) check alerts an ad-
venturer to both the speed and the volume of water fall-
ing from the ceiling. Th e volume of water obscures any 
attempt to see behind the waterfall but a stone bridge 
can be seen entering the middle of the waterfall. As the 
adventurers enter the room, continue reading:

Inside the chamber, the sound of the rushing water overpow-
ers any attempts at communication. On the north and south 
walls are large murals with beautiful colors and artwork. 
In the center of the chamber is a pattern of smooth stones of 
various sizes inlayed into the stone fl oor just a few feet from 
the waterfall. A 3-foot-wide stone path can be seen going 
through the middle of the waterfall.

Th e force of the water requires a DC 23 Strength check 
to resist and walk through to the opposite side. Failure re-
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sults in being pushed off  the path and into the 100-foot-
deep chasm (and ultimately drowning in the freezing 
water that exits the mountain through a narrow tunnel). 
If the adventurers use a rope tied around an individual, 
a successful DC 23 Strength check pulls the tied-off  ad-
venturer back up and out of the fl owing water; the adven-
turer pulled out of the water takes 13 (3d8) cold damage 
and 7 (3d4) bludgeoning damage.

Th e stones inlayed in the fl oor have an unusual pattern 
as shown on the fl oor in the Player Handout. Four large 
stones run perpendicular to the waterfall. Ten smaller 
stones, fi ve to the left and fi ve to the right of the larger 
stones, also run perpendicular to the waterfall. Anyone 
“bowing” before the waterfall and placing their head, 
hands, elbows, knees, and feet on the proper stones turns 
off  the waterfall for 2 minutes. Th e proper placement of 
body parts is indicated in the mural also shown in the 
Player Handout (see climbing fi gure at upper left).

Th e murals tell aspects of the story of Phair VenJalla’s life 
as well as her assuming the role of goddess of the moun-
tain. Th e position of the climber reveals the proper place-
ment of body parts on the small stones.

When the waterfall stops, a DC 5 Dexterity check is re-
quired to safely cross the slippery stone walkway; failure 
will result in a fall into the 100-foot-deep chasm. Th e 
waterfall resumes after 2 minutes. On the opposite side of 
the waterfall is an identical set of stones required to turn 
off  the waterfall to exit the temple.

Awarding Experience
If the heroes are successful in stopping the waterfall and 
crossing the bridge, award each adventurer 500 XP. 

AREA 2-3 – PREPARATION ROOM
Behind the waterfall, single closed wooden doors are visible 
on the north and south walls, and a small, expertly chiseled 
set of stairs leads up to a pair of closed iron doors. Two buck-
ets hang on chains, one large bucket to the left of the stairs 
and resting on the ground and a smaller bucket to the right 
hanging 5 feet above the ground. Th e fl oor is polished granite, 
smooth and completely covered with a light frost that crunch-
es beneath your feet. Instead of torches, soft light glows from 
four hand-sized crystals mounted in the 10-foot-high ceiling.

A DC 10 Wisdom (Perception) check reveals two distinct 
and recent sets of impressions in the light frost. One of 
the impressions was made by boots and moves left and 

right between the wooden doors and in the direction of 
the stairs. Th e other impression was made by bare feet 
and does not move any further than 5 feet from the stairs. 
Further investigation of the ground beneath the frost lay-
er will reveal hundreds of short, thin cracks in the granite 
that completely cover the fl oor

If a crystal is pried from the ceiling, it immediately ceases 
emitting light. Each crystal is worth 25 gp and has no 
magical properties other than providing a soft glow when 
touching the mountain’s granite. Th e wooden doors have 
lock mechanisms but only the one to the library (area 
2-5) is currently locked. Th e hinges on both doors are 
lightly rusted and squeak loudly when opened; this noise 
will alert Phair VenJalla in area 2-8 only if the double iron 
doors are already open. Th e locked door can be opened 
with thieves’ tools and a successful DC 18 Dexterity 
check, or forced open with a successful DC 23 Strength; 
these techniques will not alert VenJalla. It takes 20 points 
of bludgeoning damage to destroy the door; this alerts 
VenJalla, even if the double iron doors are closed.

To unlock the double iron doors, the adventurers must 
make an off ering by fi lling the large bucket completely 
with water or ice. Th e smaller bucket must be fi lled with 
enough rock and gravel so that the two buckets are bal-
anced in weight and hanging the same distance from the 
ground. An examination of the iron doors or the buckets 
reveals that a single chain connects the buckets and the 
words “A Harmony of Stone and Ice” are covered in a 
thick layer of frost over the doors. If any materials or ob-
jects are placed in the buckets other than ice or water in 
the large bucket or rock and gravel in the smaller bucket, 
a blast of near-freezing water shoots up from the cracks 
in the fl oor covering all creatures in the room. Following 
the water blast, the temperature in the room drops im-
mediately, dealing 27 (6d8) cold damage to any creature 
covered in in the freezing water. A DC 18 Constitution 
save will reduce the damage by half.

Th e double iron doors are strong, requiring a DC 25 
Strength check to force open and alerting VenJalla. When 
opened, a descending 20-foot-long staircase is revealed 
that leads to area 2-6.
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Awarding Experience
If the adventurers successfully balance the two buckets 
and unlock the double iron doors without triggering the 
trap, award each hero 250 XP. If the locked wooden door 
is successfully picked, award 25 XP to each hero for not 
alerting VenJalla.

AREA 2-4 – ACOLYTES’ QUARTERS
Two small beds are visible along the west wall of the room. 
Th e furthest bed from the door is covered with a thick frost 
while the nearest bed has two folded blankets resting on top 
of a fur-fi lled mattress. A small bag rests at the foot of this 
bed next to an open chest. In the northeast corner of the 
room, part of the fl oor has collapsed, creating a 3-foot-wide 
crevice that drops down into the granite fl oor. On the wall 
above the crevice is a small iron shelf with four hooks be-
neath it. Th e shelf has come loose from the wall and a single 
metal pin has kept it from falling into the crevice. A small 
stove rests against the southeastern wall and a tattered rug 
covers the center fl oor.

Th ese quarters were recently used by Ixleem while he 
stayed in the temple and tended to the recovering Phair 
VenJalla, after having another Neej-ree follower revive 
her with a resurrection scroll. Th e bag contains two wa-
ter sacks, a week’s rations for a single person, and three 
small clear vials with red liquid inside (each is a potion of 
melting; see appendix A). Underneath the bag is a blank 

scroll, with evidence of a resurrection spell rolled up inside 
it–some ashes and fragments of a crushed gemstone–that 
might be recognizable by a cleric. Upon examination, a 
successful DC 16 Intelligence (Investigation) check de-
termines that the scroll was used recently. 

In the open chest is a series of small wooden slats that 
crisscross to form 12 compartments. Inside the compart-
ments are nine glass vials, six fi lled with red liquid (po-
tions of melting) and three vials that are empty. Th ree of 
the compartments are empty.

Th e crevice is dark but creatures with darkvision can see 
the bottom of the 20-foot-deep pit. A DC 13 Dexterity 
(Acrobatics) check is required to safely climb down into 
the crevice without rope. At the bottom of the crevice are 
an iron key, two sets of fur-lined gloves, and a two pairs 
of tread-spikes. Each pair of tread-spikes may be attached 
to the bottom of a pair of boots and removes any move-
ment penalties when walking or running on ice. Th e iron 
key opens the lock on the door for area 2-5.

Awarding Experience
Award each adventurer 50 XP for identifying that a scroll 
of resurrection was used, 100 XP for recovering the re-
maining potions of melting, and 200 XP for recovering the 
iron key and tread-spikes.
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AREA 2-5 – LIBRARY
What appears to have been a humble library is now covered 
with a thick coating of ice. A set of booted footprints extends 
to a bookcase against the east wall and then exits the room. 
A small bit of ice has been chiseled away from the bookshelf 
where it appears a book has been removed from between two 
frozen leather-covered tomes. A table and chair are placed 
near the south wall and a second bookshelf is against the west 
wall. Th e table is covered in ice and the chair is on its side 
with two broken legs.

Ixleem intended to use a potion of melting to defrost a 
portion of the room and save the library on his return. If 
the adventurers use a single vial mixed with a bucket of 
water, they can melt the ice covering the shelves in less 
than 15 minutes, revealing a number of books (undam-
aged) that could be valuable to a collector. Th ere are 42 
books in total, 34 of which are valued at 2d10 gold pieces 
each to antique book collectors.

Any person performing a careful search of the bookcase 
will fi nd seven history books about the Devil’s Teeth, the 
Neej-ree, and Veditha (each worth 100 gp to the Neej-
ree), as well as a small handwritten note describing the 
benefi ts of Hapnur’s rings of enhancement (see appendix 
A). Th e note has sketches of four diff erent rings, each 
with unique carvings but all possessing an ornately carved 
“V” on the top.

A DC 15 Wisdom (Perception) check by any cleric will 
discover one thin book that focuses on Veditha’s Mace (see 
appendix A) and describes its unusual powers. Any mem-
ber of a Neej-ree community will off er up 12 ice opals 
(100 gp each) for the book, but only if it is delivered 
along with Veditha’s Mace. 

A DC 15 Intelligence (Investigation) check by any ad-
venturer within 10 feet of the southern bookshelf will 
spot a slight void in the ice behind the bookshelf. A DC 
10 Strength check pulls the bookshelf away from the 
stone and reveals a hollow. In the hollow are four gold 
rings, each resting on its own small fl at stone. Th ese are 
Hapnur’s rings of enhancement and were gifted to Phair 
VenJalla from Veditha as rewards to be given to the most 
devout Neej-ree followers, but VenJalla hoarded them in-
stead.

Awarding Experience
Award each adventurer 200 XP for using a potion of melt-
ing to free books from the ice, 300 XP for recovering and 
examining the seven history books and note, 300 XP 
for fi nding the book on Veditha’s Mace, and 500 XP for 
discovering the four concealed Hapnur’s rings of enhance-
ment.

AREA 2-6 – ICE LAKE
At the bottom of the stairs is a vast cavern with frost covering 
the walls and ceiling. Th e stairs continue but are encased in 
a solid block of clear ice that stretches to the walls and forms 
a frozen lake that is 5 feet deep. At the rear of the cavern, 
the angled roof of a small temple is visible, with columns at 
the four corners that disappear into the solid ice. A section of 
the frozen lake appears to be missing in front of the temple 
as well as 20 feet south of the entry staircase. To the north 
and south are two large alcoves carved into the walls; a small 
snowstorm is visible in each but does not extend beyond the 
alcove. Four enormous granite columns, each 5 feet in diam-
eter, drop from the ceiling and extend down into the ice lake. 

Th e ice lake is considered diffi  cult terrain. Additionally, 
once per turn an adventurer moving on the ice must suc-
ceed on a DC 15 Dexterity save or fall prone. Any adven-
turer wearing a pair of tread-spikes can ignore the move-
ment penalties.

In each alcove is a snow elemental. Th e snow elemen-
tals attack any creatures that move in towards the small 
temple, and cross between them. While the elementals 
can be challenging to defeat with nonmagical weapons, a 
single potion of melting that successfully hits an elemental 
will destroy it instantly. A miss will result in a 10-foot-
by-10-foot hole in the ice at the point of impact that is 
5 feet deep. 

If the snow elementals attack, Phair VenJalla will exit 
the temple (area 2-8) with two chill golems (or only 
one if area 2-7 is still being guarded); a successful DC 
12 Wisdom (Perception) check will alert the adventurers 
to the presence of the priestess who will raise her hands 
and command the elementals to cease their attacks. Once 
the adventurers become aware of VenJalla, she speaks the 
following:

“My servant Ixleem promised worthy sacrifi ces for my altar, 
and here they are! A quick death for those of you who kneel 
before your goddess and beg for mercy!”
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Roleplaying Phair VenJalla
At the beginning of combat, Phair VenJalla will use her 
mace’s special ability to cast control weather or earthquake:

• If two or more adventurers are holding torches, then 
she will cast control weather. She will send a gust of high 
winds to extinguish the torches, and send any adventur-
ers who fail a DC 15 Strength check sliding across the 
ice and into the granite wall for 18 (4d8) bludgeoning 
damage.

• If fewer than two adventurers are holding torches, 
then she will cast earthquake. Th e spell will create one 
10-foot-deep fi ssure on the ice lake beneath each ad-
venturer; a successful DC 16 Dexterity save (advantage 
for any adventurer wearing tread-spikes) must be made 
or the adventurer will fall in and take 9 (2d8) bludgeon-
ing damage.

After using her mace’s special ability, VenJalla will com-
mand the snow elementals and chill golems to attack.

VenJalla is arrogant and has shown no penitence towards 
Veditha since Ixleem awakened her. She does not realize 
that the longer she fi ghts with opponents, the weaker she 
gets as Veditha slowly reduces her powers. Use the follow-
ing modifi cations to VenJalla as the battle progresses:

• When VenJalla drops below 125 hit points, Veditha’s 
Mace becomes hot to the touch and she drops it. Any 
cleric of good alignment may attempt to pick it up and 
use it as a +2 mace; if the mace strikes her, an additional 
22 (4d10) points of psychic damage is dealt to the fallen 
priestess.

• If an adventurer under the eff ect of the hot hands 
cantrip (see appendix B) manages to touch VenJalla, she 
retreats 20 feet to the safest spot and makes no attack 
on her next turn as she inspects the damage done. She 
still casts defensive spells and directs the chill golems to 
attack the person who touched her with hot hands.

• When VenJalla drops below 100 hit points, she at-
tempts to move within 20 feet of the temple to call two 
additional snow elementals that appear in the alcoves 
and attack at the beginning of the next round.

• VenJalla recovers an equal number of hit points of dam-
age done to an opponent with her Heart Stop action. 

• In combat, VenJalla will not stray too far from her tem-
ple, and will always direct snow elementals and chill 
golems to intercept any adventurers that attempt to tar-
get her.

SNOW ELEMENTAL (4)
Large elemental, neutral

AC: 14
Hit Points: 127 (15d10 + 45)
Speed: 0 ft., fl y 60 ft.

STR DEX CON INT WIS CHA
14 (+2) 18 (+4) 16 (+3) 5 (-3) 10 (+0) 6 (-2)

Damage Vulnerabilities: fi re 
Damage Resistances: bludgeoning, lightning, pierc-
ing, slashing
Damage Immunities: cold
Condition Immunities: blinded, grappled, paralyzed, 
poisoned, prone, unconscious
Senses: darkvision 60 ft., passive Perception 10
Languages: –
Challenge: 5 (1,800 XP)

Fire Susceptibility: If the elemental is hit with a lit 
torch in melee, it takes 2 fi re damage. If the torch re-
mains stuck in the elemental, the elemental takes an 
additional 2 fi re damage at the end of each of its turns.
Snowstorm Form: The elemental can enter a hostile 
creature’s space and stop there. It can move through a 
space as narrow as 2 feet without squeezing.

ACTIONS

Multiattack: The elemental makes two gust attacks.
Gust: Melee Weapon Attack: +5 to hit, reach 15 ft., one 
target. Hit: 33 (7d8 + 2) cold damage.
Engulf: Each creature in the elemental’s space must 
make a DC 15 Strength saving throw. On a failure, a 
target takes 11 (2d10) cold damage. At the start of each 
of the elemental’s turns, each engulfed target takes 11 
(2d10) cold damage.
A fl urry of whipping snow and freezing temperatures 
will greet any hapless creature caught inside the fast 
moving snow elemental, although a strong heat source 
can often be used to hold the creature at bay.
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PHAIR VENJALLA
Medium humanoid (half-elf), chaotic evil

AC: 14 (leather armor)
Hit Points: 195 (30d8 + 60)
Speed: 30 ft.

STR DEX CON INT WIS CHA
10 (+0) 16 (+3) 14 (+2) 14 (+2) 16 (+3) 18 (+4)

Saving Throws: Wisdom +7, Dexterity +7
Skills: Perception +7
Senses: darkvision 60 ft., passive Perception 17
Languages: Common, Elvish, Neej-ree
Challenge: 10 (5,900 XP)

Special Equipment: Phair has leather armor and Ven-
ditha’s Mace.
Ice Walk: Moving through diffi  cult terrain made of ice 
costs Phair no extra movement.
Spellcasting: Phair is a 9th-level spellcaster who uses 
Wisdom as her spellcasting ability (spell save DC 15, 
+7 to hit with spell attacks). Phair has the following 
spells prepared from the cleric spell list:
• Cantrips (at will): light, mending, resistance, thaumaturgy

• 1st level (4 slots): cure wounds, infl ict wounds, protec-
tion from evil and good, shield of faith

• 2nd level (3 slots): blindness/deafness, hold person, silence 

• 3rd level (3 slots): bestow curse, create food and water, 
dispel magic

• 4th level (3 slots): guardian of faith, stone shape

• 5th level (1 slot): contagion

ACTIONS

Multiattack: Phair makes two attacks: one with her 
mace and one Heart Stop. Alternatively, she casts one 
spell and uses her mace’s special ability to knock prone 
targets within 30 feet.
Mace (Venditha’s Mace): Melee Weapon Attack: +6 to 
hit, reach 5 ft., one target. Hit: 20 (4d8 + 2) bludgeon-
ing damage.
Heart Stop: Melee Weapon Attack: +6 to hit, reach 5 
ft., one creature. Hit: 21 (4d8+ 3) psychic damage, and 
Phair regains hit points equal to the damage the crea-
ture takes.

CHILL GOLEM (2)
Large construct, neutral

AC: 18 (natural armor)
Hit Points: 114 (12d10 + 48)
Speed: 30 ft. 

STR DEX CON INT WIS CHA
20 (+5) 8 (-1) 18 (+4) 4 (-3) 10 (+0) 1 (-5)

Damage Vulnerabilities: bludgeoning, fi re
Damage Immunities: cold, piercing, poison, slashing
Condition Immunities: blinded, charmed, grappled, 
paralyzed, petrifi ed, poisoned, unconscious
Senses: darkvision 120 ft., passive Perception 10
Languages: understands the languages of its creator 
but can’t speak
Challenge: 5 (1,800 XP)

Ice Walk: Moving through diffi  cult terrain made of ice 
costs a chill golem no extra movement.
Immutable Form: The golem is immune to any spell 
or eff ect that would alter its form.

ACTIONS

Multiattack: The elemental makes two slam attacks.
Slam: Melee Weapon Attack: +8 to hit, reach 5 ft., one 
target. Hit: 32 (6d8 + 5) bludgeoning damage plus 9 
(2d8) cold damage.
Terrain Twister (Recharge 6): The golem sends out a 
spinning mix of stone and frost in a 60-foot line that is 
5 feet wide. Each creature in that line must make a DC 
16 Dexterity saving throw, taking 27 (6d8) bludgeon-
ing damage on a failed save, or half as much damage 
on a successful one.
A mix of gravel and ice gives the chill golem a supe-
rior defense against sharp weapons, but fi re and heat 
can devastate this magical creature. For distant tar-
gets, the chill golem can deal ravaging damage while 
protecting itself from torch-bearing opponents as well 
as fi re magic.

Awarding Experience
Divide 1,800 XP for each defeated snow elemental and 
chill golem. Th ose who survive and defeat VenJalla will 
divide 5,900 XP. Divide a bonus 500 XP if Veditha’s Mace 
dealt damage to VenJalla during combat.
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AREA 2-7 – PHAIR VENJALLA’S 
QUARTERS
A set of steps has been chiseled from a section of melted ice. 
Th rough the open iron door, an elegant wood-framed bed is 
covered with beautiful hand-woven blankets and the fl oor is 
covered with an assortment of dark-fur pelts. Th e low light 
comes from a single large crystal behind the bed. On a small 
side table is a plate of expensive fresh fruits, and a small cask 
of fresh water sits beneath. On the opposite side of the room 
from the bed is a chair and desk. Sitting on the desk are a 
book and a single page of parchment.

Ixleem removed the frozen Phair VenJalla with a potion of 
melting from area 2-8 and brought her here; in his excite-
ment at fi nding VenJalla, Ixleem left four sheets of parch-
ment (which were scrolls he obtained from the library) 
on the desk. One is blank but three still have writing on 
them; any spellcaster who examines these and succeeds 
on a DC 16 Intelligence check will recognize the text of 
the simple yet eff ective spell hot hands. Ixleem and his 
Neej-ree ally cast the spell and carefully melted the re-
maining ice away from VenJalla before resurrecting her. 
(If the adventurers discover the three scrolls prior to en-
countering VenJalla, they will have a powerful weapon to 
use against her.) 

Th e book is titled “Prayers of Veditha” and contains in-
structions for a priestess of Veditha to properly maintain 
a temple to the goddess of the mountain. Th e book is 
open to a page that concerns asking Veditha for forgive-
ness; the fi nal paragraph explains that once Veditha re-
moves her blessings from a priestess, those blessings will 
never be returned. Th e ink appears to be recently stained 
with tears. Th e book is in pristine condition and a Neej-
ree community will provide each adventurer with a cloak 
of warmth and 50 gp worth of food or weapons for its safe 
return. Th e furs and blankets can be traded for a total of 
50 gp worth of supplies with any Neej-ree merchant.

If VenJalla was not alerted to the adventurers’ presence in 
areas 2-3, 2-4, or 2-5, then a single chill golem is guard-
ing this room and will attack any creatures that enter. 
Th e chill golem will not pursue any creature that runs 
out into area 2-6 but will exit the room when called by 
VenJalla when she discovers the adventurers.

CHILL GOLEM
Large construct, neutral

AC: 18 (natural armor)
Hit Points: 114 (12d10 + 48)
Speed: 30 ft. 

STR DEX CON INT WIS CHA
20 (+5) 8 (-1) 18 (+4) 4 (-3) 10 (+0) 1 (-5)

Damage Vulnerabilities: bludgeoning, fi re
Damage Immunities: cold, piercing, poison, slashing
Condition Immunities: blinded, charmed, grappled, 
paralyzed, petrifi ed, poisoned, unconscious
Senses: darkvision 120 ft., passive Perception 10
Languages: understands the languages of its creator 
but can’t speak
Challenge: 5 (1,800 XP)

Ice Walk: Moving through diffi  cult terrain made of ice 
costs a chill golem no extra movement.
Immutable Form: The golem is immune to any spell 
or eff ect that would alter its form.

ACTIONS

Multiattack: The elemental makes two slam attacks.
Slam: Melee Weapon Attack: +8 to hit, reach 5 ft., one 
target. Hit: 32 (6d8 + 5) bludgeoning damage plus 9 
(2d8) cold damage.
Terrain Twister (Recharge 6): The golem sends out a 
spinning mix of stone and frost in a 60-foot line that is 
5 feet wide. Each creature in that line must make a DC 
16 Dexterity saving throw, taking 27 (6d8) bludgeon-
ing damage on a failed save, or half as much damage 
on a successful one.

Awarding Experience
Divide 1,800 XP if the adventurers successfully defeat a 
chill golem guarding the room.
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AREA 2-8 – VEDITHA’S RUINED             
TEMPLE
A 20-foot-by-20-foot arched stone roof rises from the ice 
lake. Four 15-foot-tall carved granite columns, one per cor-
ner, support the roof and reach down into the ice. A section 
of ice is melted between the front two columns, and rough 
steps have been hastily chiseled into the ice and lead down.

At the bottom of the ice steps is a medium-sized section of ice 
that has been melted away. A granite altar—half revealed, 
half ice-covered—has a thick crack running through its top 
fl at surface. On top of the altar is a dead Neej-ree who ap-
pears to have been sacrifi ced.

Ixleem used a potion of melting to clear out an area of 
ice in front of the temple and then cut steps down into 
the temple where he discovered Phair VenJalla frozen in a 
block of ice. Th e corpse is a Neej-ree cleric named Teesk, 
an ally of Ixleem whom VenJalla blinded and then sac-
rifi ced after being awakened.  A search of the corpse re-
veals no valuable, but an ornate +1 dagger remains in the 
corpse’s chest.

pon leaving the temple, the adventurers discover 
that the snowstorm has passed and the sun is shin-
ing. Ixleem had explained that the temple was 

the fi nal leg of the trip before reaching the northernmost 
Neej-ree settlement; the remaining sleds are in working 
order, and the fi nal settlement is less than 6 hours’ travel. 
Although the adventurers are on alert after the night at-
tack by the black yeti, the creature does not reappear. A 
number of predators are spotted; they run away as soon 
as they see the sleds, almost as if the adventurers have 
been deemed off -limits.

Th e Neej-ree are grateful for news of the temple, but they 
make no attempt to reopen it. Th at temple is no longer 
suitable for the Neej-ree’s purposes, but with the prayer 
book and Veditha’s Mace, many believe it may be time 
to build a new temple and identify a new priestess. For 
the fi rst time in over 1,000 years, the Neej-ree elders are 
hearing reports from voija that the Hobja plants are blos-
soming and the rare highland deer have returned.

Concluding the Adventure

U



FIFTH EDITION FANTASY  •  The fallen temple24

CLOAK OF WARMTH 
Wondrous item, uncommon

While wearing the cloak, you have resistance to any attacks that deal cold damage as well as immunity to all weather-
related cold damage. Once every 24 hours, you may refl ect any cold damage received back on an attacker.

HAPNUR’S RING OF ENHANCEMENT
Ring, very rare (requires attunement)

While wearing this ring you receive the next higher modifi er on one of your primary attributes (e.g. Charisma for a 
sorcerer), without an increase in the actual attribute value (-1 becomes 0, +2 becomes +3, etc.). Only one ring of en-
hancement may be worn at a time.

POTION OF MELTING
Potion, uncommon

A single vial of this viscous liquid can be mixed with a bucket or bag of water and used to melt up to 1,000 cubic of 
solid ice when poured over the ice. When used without mixing, a single vial can also melt iron when poured directly 
on the metal. Th e liquid, however, has no negative eff ects on skin other than producing a deep warmth that lasts for 1 
hour. Objects that would normally be damp and take water damage upon being thawed or defrosted will not suff er this 
penalty.

VEDITHA’S MACE
Weapon (mace), legendary (requires attunement)

Veditha’s Mace acts as a +2 mace for all melee attacks and delivers (4d8 + 2) bludgeoning damage per attack. Twice per 
day you can use an action to cast one of the following spells: control weather (which can be cast in 1 action, and indoors) 
or earthquake. When you touch the mace to stone or ice, you may force anyone within 30 feet of the point of contact to 
make a successful DC 15 Dexterity save or fall prone. Th e mace will lose all power when it is more than 20 miles from 
the Devil’s Teeth mountain range.

HOT HANDS
Evocation cantrip

Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Concentration, up to 1 minute

You touch a willing creature. Its non-dominant hand generates extreme heat, but will not damage cloth, armor, or weap-
ons. Th e creature can make a melee spell attack or unarmed strike against another creature it can reach. On a hit, that 
creature takes 1d8 fi re damage and its next attack will be made at disadvantage; the spell then ends.

Appendix b: New Spells

Appendix A: New Magic Items
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D20 Complication

1 A pack of 1d4 + 1 granite wolves joins the chase. The wolves will run away if any member of the pack 
is injured. The wolves will start 120 feet behind the rearmost sled.

2 Your sled tips over, spilling all occupants and supplies. It will take 2 rounds to right the sled and begin 
moving with no supplies recovered. An additional 6 rounds are required to recover all supplies.

3 Your sled impacts a hardened snowdrift, reducing your sled’s speed by 20 feet and delivering 4 (1d8) 
damage to the sled. All sleds behind this one skip a complication roll if they cross this spot on the map.

4
Crevice! Successful DC 5 Dexterity saves by the driver and passenger are required to jump off  the sled 
in time and avoid the 80-foot-deep drop. The sled is destroyed and all supplies lost. Adding an extra 
passenger to a surviving sled reduces its maximum speed by 10 feet.

5
An abandoned sled juts up from the ice. A successful DC 12 Dexterity save by driver is required to 
avoid the sled taking 9 (2d8) damage. If damage is taken, any sleds behind this one skip a complication 
roll if they cross this spot on the map.

6
A 60-foot-long patch of rock has been exposed by strong winds. All sleds crossing this spot reduce 
speed by 40 feet. Occupants must exit and push sled for 2 rounds before resuming movement at a 
speed of 30 feet.

7
Your sled veers off  the path and onto rocky terrain, taking 2 (1d4) damage and requiring a DC 15 
Dexterity check (by driver) to return to the path. Failure deals another 4 (1d8) damage and the sled 
returns to the path with current speed reduced 10 feet.

8
Collision! Your sled impacts with another, delivering 4 (1d8) damage to both sleds and reducing 
current speed by 10 feet. Each occupant must succeed on a DC 12 Dexterity save or be thrown from 
the sled.

9
Your sled impacts a hidden boulder and becomes airborne, taking 4 (1d8) damage and requiring 
each occupant to succeed on a DC 15 Dexterity save or be tossed from the sled and take 6 (1d12) 
bludgeoning damage.

10 You lose control of the sled’s steering momentarily. Roll 1d6; 1-3 sled goes right at next split, 4-6 sled 
goes left at next split.

11-20 No complication.

Appendix c:
demon's teeth chase complications
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Player Handouts Area 2-2






