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PREFACE

A wicked group of cut-throats, Ubal’s Axes has been terrorizing 
roads and villages near Swanshill for more than a decade. No 
one has been able to find these thieves and bring them to justice, 
and all those who have tried have never been heard from again. 
Ubal’s Axes infamy is such that no bounty is even placed on 
their heads anymore lest they take vengeance upon those who 
offered it. A pall of fear and dread long ago fell upon these 
communities. But now, Ubal’s Axes have been spied and, in a 
dark, quiet corner of a tavern a request is fearfully whispered, 
“Please deliver us from this evil?”

INTRODUCTION

Ubel’s Axes, a gang of brigand’s, rob and kill with near complete 
abandon in the region around Swanshill. The locals are 
terrified and have, in the past, sought to rid their lands of this 
scourge. These efforts have always come to naught. The local 
government quit offering bounties for their capture and do not 
even refer to them for fear that saying their name might bring 
cruel retribution. As the adventure begins, a man approaches 
the PCs with a reward for the capture of Ubel’s Axes.

A man in commoner’s clothing approaches the characters in 
a tavern or bar. He is dirty and ill-kempt. “I am Barl Munker. 
I am prepared to reward you for a service.” Barl explains that 
he represents powerful barons and merchants in the area and 
seeks the characters aid. He describes the situation reagarding 
Ubal’s Axes. Barl is prepared to offer a reward for the capture 
of the gang: 1000gp per head if brought in alive and 500gp per 
head if dead. Ubal’s capture is worth 2000gp dead or alive. Barl 
further explains that he would like the offer to be kept secret 
until after the capture of Ubal’s Axes. So many have died in the 
effort to capture the ruffians, he explains, adding “I do not want 
on that list.”

Barl tells the PCs that Ubal’s Axes were spied in a manor house 
about 15 miles away. No one has seen the owners of the manor 
in a week. Most fear the owners are dead or worse. Most of 
those involved in offering the reward prefer the PC kill all 
members of Ubal’s Axes and bring their heads back as proof.  
But, he continues with a quivering voice and balling fist, “there 
are a few who would prefer they are taken alive and made to 
pay for their crimes and suffer by those they have harassed these 
many years.” 

Barl Munker is not Barl Munker. Barl is Timsun Bathwik, a 
local merchant, who once served the local communities. He has 
disguised himself. He no longer travels in the area and has fallen 
on hard times because of Ubal’s Axes raids. Timsun is willing to 
lead the PCs to the manor house as soon as they are willing or 
able. He gives each PC 200gp as a good faith down payment. If 
Timsun and the PCs reach an agreement, Timsun retires to a 
room or spends the night in a nearby tavern. If the PCs ask the 
locals about Timsun, most recognize him, despite the attempted 
disguise, and speak well of him. The locals do question why 
Timsun is so poorly dressed and appears so messy, as that is not 
the Timsun with whom they are familiar. 

In actuality, this is not Timsun Bathwick. The person making 
the offer is none other than Fathun, a member of Ubal’s Axes 
disguised as Timsun disguised as Barl. Ubal’s Axes killed Timsun 
several weeks ago at the manor. Fathun has taken Timsun’s 
identity to lure the PCs into a trap. 

This entire scenerio is an elaborate plan by Ubal to ambush and 
kill the PCs. Several of Ubal’s informers noted the PCs arrival 
in the area and Fathun spent a short time observing them at 
some point in the past. Ubal decided the PCs would make an 
excellent ‘mark’ and source of income. Ubal took the manor, 
killed most of the occupants, including the real Timsun, and 
using the offer of a reward as bait, intends to lure the PCs to the 
estate and execute them on the beautiful rug in the entry hall – 
or the patio, Ubal does not particularly care.

However, Ubal chose a poor location for the ambush. The manor 
is more than it appears. Ubal believed that the occupants, the 
Balwith family, were local gentry and nothing more. What Ubal 
does not know is that the estate itself is also a guard tower sitting 
over a cell with a devil locked inside. An ancestor, of the now 
mostly deceased occupants, captured this devil many generations 
ago and locked it in a cage beneath the manor. It is still there, 
and with the death of the last descendent of that line, the prison 
ceases to function. Not only does Ubal not know this, but the 
family who lived in the place did not know it either. In the ensuing 
scuffle with the PCs, if the last member of that family is killed, the 
devil is released. The devil is angry at having been pent up in a 
hole for two hundred years and is in no mood to do anything 
other than slaughter everything in its immediate vicinity. 

It is a powerful devil. Once freed, it becomes apparent to 
everyone at the manor that the devil is so powerful no one 
person, or even the separate groups, are likely to defeat it. It 
should become evident to all that the choices are simple; die, 
flee, or form a temporary alliance. It is of course up to the person 
running the game to play this out but, Ubal is a survivor, and so 
are most of his followers.

UBAL’S AXES

Ubal’s Axes consist of 23 members and Ubal himself. Fathun 
is with the PCs as the adventure begins. Yanna, Wastral, six 
brigands and three outlaws wait in the woods nearby the manor. 
Ubal and the remainder are in the house. The devil is in the 
cage underneath the manor.

Brigands x 12 (These are chaotic evil, human 1st level 
fighters whose vital statistics are HD 1d10, HP 8, AC 13, 
BTH +1, and MOVE 30 feet. Their primary attributes are 
strength, dexterity, and constitution. They wear leather armor 
and shields. They carry spears, longswords, and short bows. 
They each have 100gp in coin and jewelry.)

Outlaws x 6 (These are chaotic evil, human 3RD level 
fighters whose vital statistics are HD 3d10, HP 22, AC 15, 
BTH +3, and MOVE 30 feet. Their primary attributes are 
strength, dexterity, and constitution. They wear scale mail and 
shields. They carry spears, longswords, and short bows. They 
each have 100gp in coin and jewelry.)
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Barlak is lanky and tall with a scruffy beard. His natural hide 
clothing and armor, unwashed body and general demeanor are 
all in keeping with his blending into nature. Barlak is quiet in 
action and speech, usually keeping to low whispers and animal 
sounds except in the direst of circumstances. Though not 
an especially cruel person, Barlak’s outlook is that all living 
creatures are the same and he considers none above another. 
“Aflings? De same as rabbits, except they cook harder and taste 
worse.”

Barlak the Whisperer (He is a chaotic neutral, male, human 
6th level ranger whose vital statistics are HD 6d10, HP 48, AC 
17. His primary attributes are strength, dexterity, and wisdom. 
His significant attributes are strength 14, dexterity 16, wisdom 
14 and intelligence 13. He wears +2 hide armor, leather coif, 
and leather gloves of damage absorption/1. He carries a +2 
short bow, 20 arrows, a +3 short sword, two potions of cure 
light wounds and one potion of freedom of movement. He has 
3000gp worth of coin and jewelry on his person. His favored 
enemy is humans.) 

Yanna is thin and short even for an elf. She wears her hair in a 
braid that stretches to her ankles. Yanna despises most humans 
and halflings but especially dwarves. She joined Ubal’s Axes to 
further her own goals, kill Durdin Darkbane, and locate some 
rare apples. She has no loyalty to this band. 

Yanna the Vindictive (She is a neutral evil, female, elf 7th 
level ranger whose vital statistics are HD 7d10, HP 52, AC 19. 
Her primary attributes are strength and wisdom. Her significant 
attributes are strength 13, dexterity 14, and wisdom 17. She 
wears +3 leather armor, gloves of armor +3 and a cloak of 
elvenkind. She carries a +1 short bow, 20 type III poisoned 
arrows, a +1 short sword, +1 dagger and three potions of cure 
light wounds. She has 4000gp worth of coin and jewelry on her 
person. Her favored enemy is dwarfs.)

Wastral has a long history of crimes behind him. Not only was 
he a petty thief as a child, he grew up to be an untrustworthy 
acolyte and despicable friend to those who helped him in the 
past. To escape the punishments of those who harbor him ill will, 
he joined Ubal’s Axes and has remained ‘hidden’ for a decade or 
more. This is something he intends to remedy real soon. 

Wastral (He is a lawful evil, human 7th level wizard whose 
vital statistics are HD 7d4, HP 21, AC 14. His primary 
attributes are intelligence, wisdom, and charisma. His significant 
attributes are dexterity 13, intelligence 14 and charisma 14. He 
wears a +3 amulet of natural armor. He carries a wand of 
withering, 2 pearls of power 1st level recall x2 and 2nd level 
recall x2, +2 dagger of recall, and a robe of eyes. He carries 
2000gp in coin and jewelry. He can cast the following spells: 0- 
dancing light, mage hand, ghost sound, mending, message; 1st- 
burning hands, hold portal, magic missile, shield, sleep; 2nd- fog 
cloud, mirror image, ray of enfeeblement; 3rd- fireball, haste; 
4th- fire shield.) 

This man is only in his element when a venomous knife is in 
one hand and a throat in the other. The only check he has on 
a natural murderous rage is an internal discipline and strict 

code of conduct. A code of conduct aimed solely at his own 
protection. He has taken to Ubal’s Axes as the perfect mixture 
of self-fulfillment and safety.

Fathun (He is a lawful evil, human multiclass 3rd level rogue 
and 6th level assassin whose vital statistics are HD 6d6, HP 30, 
AC 17. His primary attributes are dexterity, intelligence, and 
disguise. His significant attributes are dexterity 17, charisma 16 
and constitution 13. He wears +2 leather armor, a +1 brooch of 
protection, a hat of disguises and boots of freedom of movement. 
He carries a +3 short sword, vile of type IV poison, and +2 luck 
dagger. He has 2000gp in coin and jewelry on his person.)

Cast from his family, his tribe and thence his people, Durdin 
never thought of himself as an evil dwarf. His capacity for self-
reflection is as low as one can go. Believing that all he does, he 
does for his people, Durdin is under the current delusion that 
Ubal’s Axes allows for the destruction of the earthly kingdoms 
of man and the rise of the dwarven realms. 

Durdin Darkbane (He is a chaotic evil, dwarf, 7th level cleric 
whose vital statistics are HD 7d8, HP 45, AC 17. His primary 
attributes are strength and wisdom. His significant attributes are 
strength 13 and wisdom 14. He wears +2 chain and a ring of 
counter spells. He carries two chaotic evil candles of invocation, 
+2 two handed mace of terror and a staff of healing. He has 
5000gp worth of jewelry and coin on his person. He can cast the 
following spells: 0-detect poison, light, first aid, endure elements, 
detect magic ; 1st- bless, protection from lawful good, shield of 
faith, sound burst, sanctuary; 2nd- aid, hold person, silence; 
3rd- magic circle vs. evil, prayer; 4th- damaging circle.)

Ubal comes from a long line of thieves. The habits and 
predilictions of his ancestroy have combined in him to create a 
near perfect thief, robber, highwayman, and brigand. His aplomb 
and sense of humor in the face of all that he does almost makes 
him likable. Almost. His gretest pleasure in life is stealing. He 
stops at nothing to get what he wants, which is usually other 
peoples money.

Ubel (He is a lawful evil, human, class, and a half 8th level 
assassin and 4th level fighter whose vital statistics are HD 
8d8, HP 64, AC 20. His primary attributes are dexterity, 
constitution, and intelligence. His significant attributes are 
strength 13, dexterity 18, constitution 15, charisma 17 and 
intelligence 16. He wears +3 leather armor, a +2 belt of 
protection, +2 coif of protection, brooch of mind shielding, ring 
of evasion and gloves of protection with 55 points left. He carries 
a +2 longsword of dancing, a +3 dagger of type III poison, +3 
katar of wounding, and dust of disappearance. He carries 100gp 
in coin on his person.)

ARRIVAL

The manor is located 15 miles from where Fathun and the party 
meet. Fathun accompanies the party to within a quarter mile of 
the estate but prefers not to go any further. If the party forces 
him to, he reluctantly agrees and shows a palpable fear that only 
gets worse as the party approaches the manor. 
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The manor is on top of a small butte about 70 feet high. Beside 
this is another butte roughly 60 feet tall with a trail and staircase 
leading up it. The stair ends where a 40 foot long and 5 foot 
wide bridge crosses over to the manor. The manor is a simple 
two-story affair with several windows on each floor and a tile 
roof. Smoke comes from one chimney.

Yanna, Wastral, six brigands and three outlaws wait in the woods 
nearby. They are waiting for the signal to approach the manor. 
Ubal and the remaining members of his band are inside waiting 
for the arrival of the party. Ubal blocks the fire in the chimney 
once the characters cross the bridge. When the smoke from the 
chimney stops, Yanna and her crew move forward. They come 
up from the direction of the road and then up the steps. Once 
the party has crossed the bridge and come into the first room of 
the manor, Ubal moves in to attack. Ubal hopes the party leaves 
and when crossing the bridge are faced by Yanna and those with 
her. The characters will be stuck on the bridge between Ubal 
and Yanna, placing the characters at a distinct disadvantage in 
a fight. 

Ambrose Balwith, the last surviving member of the Balwith 
family, is in Area 7 with Ubal.  Ubal’s current intention is to 
use Ambrose as a bargaining chip or to throw the characters 
off-guard should it be necessary. Ubal has no purpose of keeping 
Ambrose alive and kills him once his utility is gone. Ubal does 
not kill Ambrose until the PCs and Ubal have met. Once 
Ambrose is executed, the cage holding the devil dissipates. The 
devil then heads up the steps killing everything in its path. 

In the ensuing battle, the devil likely scares many of Ubal’s lower 
level followers. They run as far as possible into the woods. The 
loyalty of each member of Ubal’s Axes is questionable. Should 
the battle begin to turn poorly for the NPCs, they try to escape 
as well. The devil becomes the primary opponent to everyone 
in the Manor. Ubal does work alongside the characters (as do 
some of the other members of the band) towards a common 
goal. In the end, though, should the devil be killed and Ubal 
sees an opportunity, he attacks the characters. 

MANOR

1: The Devil’s Cell

When the PCs arrive, this area is closed off. It appears as 
a normal cliff face covered in ivy and brush. If time is taken 
to examine the cliff face, one can easily see protective runes 
scrawled all over the place. These protective runes cover an 
area of approximately 10 feet by 15 feet. The area covered in 
runes is the door to the chamber within. It is opened from the 
outside with powerful magics. The door has an SR 15 and was 
placed there by a 15th level wizard. If Ambrose is killed, the 
door crumbles and the devil inside escapes.

The cell is a small rocky chamber and nothing more. The devil 
has sat here for a hundred years or more and is very angry. The 
devil’s statistics are at the end of the module. 

2: Stairs

Stairs are carved into the butte, leading to its top. The stairs 
curve and twist up the butte to a landing. There, the steps 

switchback and continue up the butte to another landing. From 
here, a 40 foot long and 5 foot wide wooden bridge built over 
the remains of an older stone bridge, cross over to the manor. 

3: Bridge

At one time, a stone bridge stretched across the gap between 
the buttes. Now, a bridge made of rope with wooden slats spans 
the distance. Each end is attached to pylons buried in stone. 
The bridge is well constructed and holds several tons of weight 
before taxing the rope to the breaking point. 

The slats are a different matter. Each slat can only bear 300lbs 
of weight before potentially snapping. Everything that crosses 
the bridge and is over 300 pounds, a check is made for every 10 
feet moved. For every 10 pounds over 300 lbs add a +1 to the 
roll. If the result is 3 or over, the slats remain solid. If the check 
fails, several wooden slats break and the character or creature is 
breaking the planks makes a dexterity check. Failure indicates 
a 50-foot fall. Otherwise, they catch onto the bridge somehow.

4: Patio

This is a patio. A four-foot-high stone railing wraps around the 
north and west side with three columns located on the north 
side of the patio and two columns on the west. These hold up 
a tiled and slanted roof. The terrace offers an expansive view 
of the area to the north and west side of the manor. The floor 
is a mosaic of colorful tiles spiraling in elliptical patterns. The 
door to 5 is closed. Blood spatters the east wall and trails onto 
the floor.

5: Entry Room

This room contains a shelf, a table, and a fireplace. Tapestries 
hang on each wall. On one tapestry is the image of a devil, and 
the others are of outdoor vistas. A long, narrow table is in the 
center of the room. Chairs are found only on one side of the 
table. A chandelier hangs from the ceiling with bright burning 
candles illuminating the room. Silver plates are laid out on the 
table as if dinner were about to be served. A carpet covers most 
of the floor. The smell of roasted chicken, garlic and rosemary 
permeate the room. An enclosed spiral staircase leads up to the 
second floor.

There are several valuable items in the room; the carpet, silver 
plates, chandelier, etc. It is well furnished and contains 5000gp 
worth of furniture and decorations. The tapestry with the devil 
on it is crucial. It is framed in metal rods on all sides and held 
taut. It permeates a little magic. Along with the bloodline 
protection, the tapestry helps keep the door to the devil’s cell 
closed. If the tapestry is ripped, burned, marred or even folded, 
the door holding the devil in its prison ceases to function. 

6: Guard Room

This is a guard’s room and armory for the manor. There are 
several stands for displaying armor and weapons. A corpse 
is propped up in the corner of the room. The room has been 
looted by members of Ubal’s Axes and the guard who escaped 
to here for safety was killed. There is little of value here. Several 
swords and polearms and a broken crossbow lie on the floor. 
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The wood paneling on one wall is torn off revealing a 
full, long space behind it. The latter was a secret panel 
that contained a magical bow. A member of Ubal’s Axes 
found it and gave the bow to Barlak. There is nothing of 
any value in here.

7: main hall

This is the sitting room. There is a fireplace against the 
south wall. Two large chairs are arranged in front of and 
facing the fireplace. A bearskin rug lies between the two. 
A fire burns lazily. The room smells of roast chicken and 
herbs. A desk, writing area and shelves are arranged in 
the east end of the room. The west end of the room has 
several uncomfortable looking chairs, a shelf full of bric-
a-brac and a tapestry hanging on the wall. The tapestry 
depicts a calming nature scene.

Ubal is likely in this room with half a dozen or more of 
his companions when the characters arrive. Ubal sits in 
one of the chairs in front of the fireplace gnawing on a 
chicken leg as the PCs enter the room. Barlak and three 
brigands are near the door to 9 standing over a tied up 
Ambrose. Barlak is smoking a pipe. Three outlaws are by 
the tapestry. All but Ubal watch the PCs as they enter 
the room.

Ubal makes a few jokes, from behind the chair, before he 
turns, stands up and asks the characters to surrender their arms, 
armors, and wills. Ubal hopes the PCs surrender peacefully so 
they can be dispatched later with little or no effort. Ubal then 
threatens to have Barlak kill Ambrose if the characters do not 
surrender. The talks serve one real purpose. As Ubal hopes but 
does not expect the PCs to yield, he does need a little time 
for Yanna to make it up the steps and behind the party. The 
negotiations are a delaying tactic. Unless the PCs can save him, 
poor Ambrose dies no matter what happens as one of the first 
actions Barlak takes when the fight begins, or the talks break 
down, is to kill Ambrose.

There is not much of value in the room other than what Ubal’s 
Axes carries. The furniture and finery have a total value of 
6000gp. The desk contains letters, personal information, a 
diary, and daily accounting. There are several dozen books on 
the shelf. These are thin books, no more than 50 pages each. 
These are journals. If one reads the oldest of them, there is a 
reference to a devil haunting the house.  

8: Kitchen and storage

This is the kitchen and bathing area. There is a large pot belly 
stove, several tables, a cupboard, and a small bathtub in here. 
Pots and pans and cooking utensils hang from the ceiling. A 
large hole has been torn in the northern wall revealing the 
adjacent room. A chicken has recently been cooked in here, 
and a stew is bubbling on the stove. The room smells delicious. 
No one has cleaned up, and there are chicken entrails and 
feathers on the table and floor. 

Three of the brigands are in this room waiting for a fight to break 
out – as well as cooking. As soon as a fight breaks out, they join. 

The hole in the wall leads to Room 9. There is nothing of any 
real value in here except some fine herbs and a pile of fresh 
vegetables. The stew is good and hearty.

9: servant room

This room was used by the servants and guards who were, 
until recently, alive. There are two simple bunk beds in here, 
a wardrobe and two trunks. All have been dumped out and 
thoroughly ransacked. The south wall has a large hole torn in it 
revealing the kitchen beyond. 

Durden and three brigands are in this room. They are listening 
to any conversation and waiting for a chance to attack the party. 

10: Common Room

The paneling in this room in a light-colored pine panel giving it 
a bright, airy feeling. Large open windows are on either side of 
the room. The walls have several paintings on them. A carpet 
covers most of the floor. Arranged around a sitting table are 
four large chairs. A chandelier hangs from the ceiling. Several 
quivers and crossbows are next to the window. A large coil of 
rope lies beside the north window. It is tied off to several pieces 
of furniture.

This room has been left intact. There is nothing of portable 
value in here though the furniture and paintings would bring 
2000gp if sold. Ubal has left this room alone so that he might 
enjoy some small moment of what it is like to have a sedentary 
and comfortable life. Also, the room is an escape route should 
the fight go wrong. The rope is by the window so that it can be 
lowered and used to climb down and out of the manor. Ubal’s 
men sleep on the floor in this room.
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11:  Common Room

There are two small tables in this room, some chairs, a few racks 
with clothing on them, shelves cluttered bric-a-brac, rugs on 
the floor and tapestries on the wall. A fireplace, with a mounted 
griffon head above it, is beside the stairwell. A chandelier hangs 
from the ceiling, and game board is on one of the tables. Four 
bedrolls are on the floor. 

The mounted griffon head is valuable, fetching 1000gp at a 
market. The other contents of the room might bring 500gp at 
market. Ubal’s men sleep in this room.

12: Antechamber

This room has been upended and all the furniture removed, 
broken or piled up in the corner. Several pictures remain on the 
wall. Bedrolls are spread on out the floor. Members of Ubal’s 
Axes sleep in here. The floor is bloodstained.

Everything of value has been removed from this room.

13: Antechamber

This room has several tables, chairs, a shelf, several bags and a 
few bedrolls in it. 

The room was once a sitting room, used for dressing, eating, 
reading, and storage. It has been thoroughly pilfered. All the 
portable items of value found in the manor have been collected 
and placed in the to large burlap bags in here. 

Sack 1: 1500gp in various coin, six silver candle holder valued 
at 100gp, silver plate and utensils valued at 200gp and three 
statuettes valued at 50gp each. 

Sack 2: Five small silver oil lamps, some brassware worth 20gp, 
rare cooking spices worth 20gp and nice clothing worth 50gp.  

14: Bedroom

Two large beds are in here, one above the other. These are 
elaborately carved and decorated beds built into and against the 
wall and around the window. The lower bed has two drawers, 
and each bed has a curtain to draw across its’ front. A table with 
a wash basin and two chairs are in here as well.

The drawers have been pilfered and all items of value taken. 
The room reeks of unwashed bodies, beer, food, and other 
bodily functions. Ubal sleeps in this room.

15: Bedroom

This room stinks of beer, wine, and smoke. Strewn across the 
floor are clothing and personal items. A large bed is built into 
the east wall. There are two drawers beneath it. A curtain is 
drawn across the sleeping area. A table and chair are beneath 
the window with a wash pan and several mugs on the table. An 
open bureau is against the north wall. A woman lies gagged and 
tied up on the bed. There is a pile of personal items on the bed 
beside her. She is terrified. 

The bureau is empty and the contents dumped on the floor. A 
sack at the end of the bed contains valuables taken from the 

manor. There is jewelry, silver plate, and candles as well as a 
few statuettes of ivory. Together these items are worth 1000gp.

The lady is the baroness of the manor and is not of the blood 
line of those who built the prison for the devil. Ubel intended 
to take her and ransom her form the local nobility or sell her 
to anyone of the far-flung communities he regularly visited. 
Her name is Beatrice Devoe. If freed and all items returned 
to her, she is grateful and offers the PCs 2000gp reward from 
her personal belongings in Swanshill. She also offers them a 
place to stay for free the rest of their lives should they choose. 
This can either be in the manor or in Swanshill. If the PCs are 
particularly attentive to her needs, she gives them a tract of 100 
acres of land with a small tower on it.

Beatrice Devoe (She is a lawful neutral, human 0 level 
commoner whose vital statistics are HD 1d6, HP 4, AC 
10 and Move 20. Her primary attributes are charisma and 
constitution. Her significant attribute is Constitution 13. She 
wears fine clothing.)

The geerthtool is a highly intelligent devil and has long plotted 
its revenge. Should it succeed in killing everyone in the manor or 
chasing them away., it decides to stay there and bedevil the locals 
for a few centuries. The geerthttol is a grotesque aberration. It 
looks like a pile of bones with too many appendages that have 
too many joints. Atop this is a massive angular skull much like 
a crocodile. All this is held together by foul smelling tendons, 
tendrils of flesh, and bulbous organs wrapped tightly about its 
many varied appendages. 

The Devil Geerthtool (This lawful evil, aberration, vital 
statistis are HD 12d8, HP 80, AC 23 and MOVE 30 feet. Its 
primary attributes are mental and physical. It attacks with 5-8 
claws for 1d4 damage and 1 bite for 1d10 damage. Its special 
abilities are standard devil abilities, create objects, hideous howl, 
limb defense, summon imps, true sight and, teleport.)
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monster, appearing in any table or preceding any stat block. Also, the following open game 
content related words, phrases, and abbreviations wherever they appear: Strength (Str), 
Dexterity (Dex), Constitution (Con), Intelligence (Int), Wisdom (Wis), Charisma (Cha), 
Class, Fighter, Ranger, Rogue, Assassin, Barbarian, Monk, Wizard, Illusionist, Cleric, 
Druid, Knight, Bard, Paladin, Race, Demi-human, Dwarf, Elf, Gnome, Half-Elf, Halfling, 
Half-Orc, Hit Dice (HD), Hit Points (HP), Alignment, Lawful Good (LG), Lawful 
Neutral (LN), Lawful Evil (LE), Neutral (N), Neutral Good (NG), Neutral Evil (NE), 
Chaotic Good (CG), Chaotic Neutral (CN), Chaotic Evil (CE), Level, “to hit”, Damage, 
Experience Point, Saving Throw, Player Character (PC), Non-player Character (NPC), 
Turn Undead, Spell, Arcane, Divine, Magic, Spell Resistance, Item, Equipment, Armor, 
Weapon, Potion, Rod, Staff, Wand, Scroll, Ring, Wondrous Item, Artifact, Cursed,d4, d6, 
d8, d10, d12, d20, d%, round, and turn.

Designation of Product Identity: Product identity is not Open Game Content. The following 
is designated as product identity pursuant to OGL v1.0a(1)(e) and (7): (A) product and product 
line names and other names, including Castles & Crusades, C&C, Castle Keeper (CK), Castles & 
Crusades: Player’s Handbook, Castles & Crusades: Monsters and Treasures, Castles & Crusades: 
Castle Keeper’s Guide, Into the Unknown: Vakhund (B) logos, identifying marks, and trade dress; 
(C) all artwork, logos, symbols, graphic designs, depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual representations; (D) logos and trademarks, 
including Castles & Crusades, Castle Keeper, SIEGE engine, and Troll Lord Games, any and all 
Trigee Enterprises Company logos, identifying marks and trade dress, or 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; (E) the story, storylines, plots, thematic elements, 
dialogue, incidents, language, depictions, likenesses, concepts, world and campaign descriptions, 
proper names of the characters, creatures, groups, spells, enchantments, personalities, teams, 
personas, likenesses, skills, items, deities, and special abilities other than those designated as open 
game content above, as well as places, locations, settings, and environments and their descriptions 
and other accompanying text, though not their stat blocks.

All text, artwork, and maps appearing in this book is property of and copyright 2007 Troll 
Lord Games. All Rights Reserved. Castles & Crusades, C&C, Castle Keeper, Troll Lord 
Games, and the Castles & Crusades and Troll Lord Games logos, and products published 
by Troll Lord Games are Trademarks of Troll Lord Games. All Rights Reserved.

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, motto, designs that are used by a Contributor to identify itself or its products or the associated 
products contributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using” 
means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative 
Material of Open Game Content. (h) “You” or “Your” means the licensee in terms of this 
agreement.

2. The License: This License applies to any Open Game Content that contains a 
notice indicating that the Open Game Content may only be Used under and in terms of 
this License. You must affix such a notice to any Open Game Content that you Use. No 
terms may be added to or subtracted from this License except as described by the License 
itself. No other terms or conditions may be applied to any Open Game Content distributed 
using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the 
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with 

the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as 
Open Game Content, You represent that Your Contributions are Your original creation and/or 
You have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT NOTICE of any 
Open Game Content You are copying, modifying or distributing, and You must add the 
title, the copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE 
of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication 
as to compatibility, except as expressly licensed in another, independent Agreement with the owner 
of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in conjunction with a work containing Open Game 
Content except as expressly licensed in another, independent Agreement with the owner of such 
Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does 
not constitute a challenge to the ownership of that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain all rights, title and interest in and to that Product 
Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which 
portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated 
versions of this License. You may use any authorized version of this License to copy, 
modify and distribute any Open Game Content originally distributed under any version 
of this License.

10. Copy of this License: You MUST include a copy of this License with every copy 
of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game 
Content using the name of any Contributor unless You have written permission from the 
Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of 
this License with respect to some or all of the Open Game Content due to statute, judicial 
order, or governmental regulation then You may not Use any Open Game Material so 
affected.

13. Termination: This License will terminate automatically if You fail to comply with 
all terms herein and fail to cure such breach within 30 days of becoming aware of the 
breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such 
provision shall be reformed only to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000, Wizards of the Coast, Inc; Authors Jonathan Tweet, 
Monte Cook, Skip Williams, based on original material by E. Gary Gygax and Dave Arneson. 

Castles & Crusades:  Players Handbook, Copyright 2004, Troll Lord Games; Authors Davis 
Chenault and Mac Golden. 

 Castles & Crusades:  Players Handbook, 2nd printing, Copyright 2006, Troll Lord Games; Authors 
Davis Chenault and Mac Golden. 

 Castles & Crusades: Players Handbook, 3rd printing, Copyright 2007, Troll Lord Games; Authors 
Davis Chenault and Mac Golden. 

Castles & Crusades: Players Handbook, 4th printing, Copyright 2009, Troll Lord Games; Authors 
Davis Chenault and Mac Golden. 

Castles & Crusades: Players Handbook, 5th printing, Copyright 2011, Troll Lord Games; Authors 
Davis Chenault and Mac Golden. 

Castles & Crusades: Players Handbook, 6th printing, Copyright 2014, Troll Lord Games; Authors 
Davis Chenault and Mac Golden. 

Castles & Crusades: Players Handbook, 7th printing, Copyright 2017, Troll Lord Games; Authors 
Davis Chenault and Mac Golden. 

 Castles & Crusades: Monsters & Treasure, Copyright 2005, Troll Lord Games; Authors Robert 
Doyel and Stephen Chenault.

 Castles & Crusades: Monsters & Treasure, 2nd printing, Copyright 2007, Troll Lord Games; Authors 
Robert Doyel and Stephen Chenault.

Castles & Crusades: Monsters & Treasure, 3rd printing, Copyright 2009, Troll Lord Games; Authors 
Robert Doyel and Stephen Chenault.

Castles & Crusades: Monsters & Treasure, 4th printing, Copyright 2009, Troll Lord Games; Authors 
Robert Doyel and Stephen Chenault.

Castles & Crusades Castle Keepers Guide, Copyright 2010, Troll Lord Games; Author Davis 
Chenault. & Stephen Chenault.

Castles & Crusades Castle Keepers Guide, 2nd Printing, Copyright 2015, Troll Lord Games; Author 
Davis Chenault. & Stephen Chenault.

Castles & Crusades Lamentation of the People, Copyright 2018, Troll Lord Games; Author Davis 
Chenault.




