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INTRODUETION

Sulwe, sister of Rybalka’s Vikmordere totem-coaxer Sulwotik, has an
issue. She oversees maintaining the mystic protections of Rybalka
alongside her brother, which includes the replacement of weathered
totems just after the new moon. Due to the importance of the task
and its time-sensitive nature, they create totems three months in
advance to let them saturate in the ambiance of the locale. Two new
moons ago, the first totem was vandalized and the incident was
repeated on the last new moon. The siblings are down to one last
eligible totem, which they barely managed to prepare in time. If this
totem is also destroyed, Rybalka risks losing its mystic protection.

Sulwe thinks she knows the culprits, but unbeknown to her, neither
marred the totems. An undead creature, a Lesser Totemic Apostate,
has covertly defaced the previous totems with the help of enslaved
animals and framed people in Rybalka to sow dissent.

Arriving at Sulwe’s homestead, she fills the adventurers in on the issue:

For the last two months, our magpie totems have been vandalized;

I barely managed to coax the spirit back into one in time. As you
know, tomorrow will be a new moon, and I need you to guard the
totem throughout the night. Please keep it from harm; the binding of
the spirit is currently very fragile. It might be worth consulting with
individuals I suspect of being responsible for the previous scarring of
the totems. The first would be Maksym Ogachrev, a drunkard who
was seen stumbling towards my homestead; the second suspect is a
rebellious adolescent called Rimma Yoracheya. Of course, you’re free
to look around here as well, though the snowfall has eliminated any
tracks from back then.

INVESTIGATING THE AREA

Area 1A: ANTERGOM

This is where muddy and snowy clothes are taken off. Wooden
hooks on the wall allow guests to hang up their coats.

BARe 1B: WorksHoP

Carpenter’s tools and wood lie around. A warm glow emits from the
fireplace set into the wall opposite the entrance.

Area IC: Surwe's Room

This is Sulwe’s private space. She is not keen on letting the heroes
inside but complies if asked. The room is heated by the backside of the
fireplace. The fur-covered bed looks comfortable, but overall spartan.

Brea 2: WATER WHEEL Ef AXE

A small water wheel can be lowered via a lever and the Utilize
action into or from a swift running streamlet; when powered,

the contraption is connected to a massive axeblade that allows

a character to take the Utilize action to cut apart massive logs,
accelerating the totem carving process considerably. A Study action
with a DC 13 Intelligence (History) check reveals the water wheel to
be an innovation of Klavekian loggers; a Study action with a DC 15
Intelligence (Religion) check (made with Advantage if the character
is a Vikmordere) notes that using this technique might be seen as
sacrilegious by conservative Vikmordere.



Water-Powered Axe. As a Utilize action, one can place a log or
Grappled target on the block. If the axe is currently powered, it
strikes the block and cuts up any nonmagical wood on it in one fell
swoop. If a target is placed on it, they must make a Dexterity saving
throw: DC 20, one creature on the block. Failure: The target takes 17
(2d12 + 4) Slashing damage. Success: Half damage.

Area 3: boas ano Ono ToTEmMSs

Logs. The logs are carefully curated and of various woods; Sulwe
explains that different spirits prefer different trees.

First Defaced Totem. This totem could have been vandalized by
Maksym Ogachrev. The totem bears marks of four parallel inch-deep
slashes. A successful Study action with a DC 15 Intelligence (Nature)
or Search action with a DC 15 Wisdom (Survival) check notes that

the scratches could have come from climbing claws, as e.g. bears
would leave five parallel marks, not four. A successful Study action
with a DC 15 Intelligence (Investigation) check while carefully digging
beneath the snow reveals an indentation of a Klavekian hip flask with
the initials “OM” frozen in the mud beneath; incriminating evidence
against Maksym. If the Intelligence result is at least 20, they also piece
together a partial pawprint from a big canine under the snow.

Second Defaced Totem. This totem could have been vandalized by
Rimma Yoracheva, a tomboy and notoriously rebellious youth. The
marks are not as deep as the ones on the first totem, but there are a
lot of them, and they are mostly centered at the top of the totem. A
successful Study action with a DC 10 Intelligence (Nature) or Search
action with a DC 10 Wisdom (Perception) check is sufficient to note
that the scratches could have come from most Piercing or Slashing
weapons. If the result is at least 18, the character determines the exact
shape is curved like a single animal claw. A successful Study action with
a DC 15 Intelligence (Investigation) check notices a curious absence of
arrows or stones beneath the nearby snow—if the damage had come
from ammunition, it would be hard to leave no trace of them like this.

INVESTIGATING THE SUSPEETS
A quick trip to Rybalka finds the suspects:

Maksym Ogachrev. The palpable reek of alcohol and stale sweat
emerges from the obviously neglected homestead. Hungover,
bloodshot eyes stare at the heroes. Maksym is a drunkard and has a
Klavekian metal hipflask with his initials (OM) hanging from his belt,
next to a pair of four-pronged climbing claws for scaling large trees.
He is unfriendly and prejudiced towards Vikmordere. Ability checks
to influence him favorably towards Vikmordere, or those made by
Vikmordere, suffer from Disadvantage. Maksym is standoffish and
feels unjustly persecuted, as a Search action with a DC 15 Wisdom
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(Insight) check notes; it takes clever roleplay and an Influence
action with a DC 15 Charisma (Persuasion) check or DC 13 Charisma
(Deception) check to get him to confess: He did go to the totem
and urinated against it, but adamantly denies vandalizing it beyond
that. He did notice threes wolves were watching him from the trees.
Playing to Maksym’s persecution complex and prejudices provides
Advantage on checks to get the truth out of him.

Rimma Yoracheva. Rimma is stronger, faster, and, so she thinks, more
mature than all the other youths around. Daughter of a Klavekian

and an exiled Vikmordere, she is a self-styled rebel among Rybalka’s
youth. She is constantly accompanied by Yanik, Yen, and Yuri, three
youths who admire her every action. When confronted, Rimma seems
proud of her deeds and even boasts how she shot the totem pole

full of arrows. She seems wholly unrepentant, which makes her even
cooler in the eyes of her circle. Anyone who takes the Search action
and succeeds at a DC 15 Wisdom (Insight) check recognizes that

she looks distractedly away when describing her action and slightly
flinches when mentioning the totem. She will not deviate from her
story while her peers are around, but if the party manages to distract
the youths or talk to her alone, it only takes an Influence action with

a DC 13 Charisma (Persuasion) or DC 10 Charisma (Intimidation)
check to make her admit that she’d never vandalize a totem. She was
around that night, but she saw a giant bat attack the totem and ran
home, scared by what she considered to be a dark omen.

NigHT oF THE New Maoon

Nightly Vigil. Snow falls, and the night is pitch black. The party needs
light sources. Let the adventurers roleplay how they keep vigilant
and warm.

After midnight, a successful DC 17 Wisdom (Perception) check is
enough for a characters to notice a Giant Bat drawing closer and
provides 1 round for the party to prepare. A character aware of a
bat (likely from Rimma’s testimony) has Advantage on this check.
Simultaneously with the bat’s arrival, a Black Bear and three Wolves
burst from the forest. The animals have the Charmed condition from
a lesser totemic apostate (replacement: Undead Scout with 44 HP
and AC 16) lurking in the woods, who can be spotted with a Search
action and a successful DC 14 Wisdom (Perception) check. The
apostate enters combat if the party does not flee from the animals.
If left unharried, it drags the totem to the Water-Powered Axe

and destroys the totem in one fell swoop. Defeating the apostate
secures Rybalka’s mystic protections... for now.



https://open5e.com/monsters/giant-bat
https://open5e.com/monsters/black-bear
https://open5e.com/monsters/wolf
https://open5e.com/monsters/scout
http://adventurearcs.com/arc1/MD2

CREDITS

Authors
Thilo Graf, Stephen Yeardley, Jonathan G. Nelson
Game Designers
Thilo Graf, Jonathan G. Nelson
Editor & Developer
David N. Ross

Artists
Fredrik Eriksson, Mates Laurentiu, Julio Rocha
Cartographers
Tim Hibbetts, Tommi Salama
Layout Artist
Nicholas Nacario

OPEN GAME 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 © and/or trademark owners who have contrib-
uted 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, abridg-
ment 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 copy-
right 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, likeness-
es 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) “Trade-
mark” 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 indicat-
ing 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 accep-
tance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Con-
tributors 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 © date, and
the © holder 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 consti-
tute 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 Contrib-
utor 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 provi-
sion shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a, © 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
Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based on
original material by E. Gary Gygax and Dave Arneson.

Ao02: Devil of Dark Wood. ©2015, AAW Games; Jonathan G. Nelson

A03: Champion’s Rest. ©2015, AAW Games; Jonathan G. Nelson

Ao04: Forest for the Trees. ©2015, AAW Games; Jonathan G. Nelson

Aos: Winterflower. ©2015, AAW Games; Jonathan G. Nelson

Ao08: Search for the Tri-Stone. ©2015, AAW Games; Jonathan G. Nelson

Rise of the Drow Collector’s Edition. ©2020, AAW Games; Thomas Baumbach, Thilo Graf,
Joshua Gullion, Jonathan G. Nelson, Stephen Yeardley

Survivalist’s Guide to Spelunking. ©2021, AAW Games; Thilo Graf, Douglas Niles,

Stephen Yeardley




