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Important Info 
DUNGEONS & DRAGONS, D&D, Wizards of 

the Coast, Forgotten Realms, Ravenloft, Eberron, the 
dragon ampersand, Ravnica and all other Wizards of 
the Coast product names, and their respective logos 
are trademarks of Wizards of the Coast in the USA 
and other countries. 

This work contains material that is copyright 
Wizards of the Coast and/or other authors. Such 
material is used with permission under the 
Community Content Agreement for Dungeon 
Masters Guild. 

All other original material in this work is 
copyright 2020 by Dr Joseph Ireland and Creating 
Science, Australia, and published under the 
Community Content Agreement for Dungeon 
Masters Guild. 

 
Rainbow Unicorn from Cloud Forest by Jane 

Doe. On your title’s credit page, make a list of such 
references. 

Alpha testers 

Joseph Ireland, Adam Louws, Christopher Dean, 
Sean Feige, Vicki Feige, Steven Jackson. 
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Introduction 

 
A hundred generations ago your land lost its 

name, now it is only known as Abandon. You live in 

poverty and fear, hounded by a brutal and idle 

military force known as the Sons of the wolf. None 

dare challenge them, none can.  

A hundred generations ago, so it is told, the land 

was not steeped in the eternal gloom of an endless 

autumn, where a pale sun streams fading light even 

at midday, where the leaves of every tree begin to 

die before they are even fully formed. Crops are 

hard, and food is scarce. 

But even in this world you have found a few 

friends, and skills enough to get by. Now time or 

fate has brought you to the tiny hamlet of 

Narrowhaven, generally considered too 

poor and isolated for the military to be 

troubled with. Far greater and more 

dangerous places exist, such as the 

crowded capital city of Bittern. Yet there 

are also places of legend, such as the 

hidden druidic enclave of the Westfren 

woods, or the haunted ruins of the castle 

of Mon Kumon. Each seems to speak of 

the lost glory of a people long gone, the 

Fallen Ones. Rumours tell of their soldiers 

wielding swords of fire, of artisans who 

forged hammers that sundered mountains 

at their command, or of a mighty tree who 

could give life back to the dead.  

But nothing of the sort has been seen in over a 

hundred generations, for every month at the full 

moon all citizens tremble in their houses. Nearing 

midnight at the appointed time, the Wolf in the Sky 

howls from atop his enormous, mountain sized 

Spire – the sound a mind-wrenching, gut-twisting, 

soul-crushing horror. No one knew why he did this, 

but even his own military would cringe on the 

ground at the sound. And every month, the land 

would seem darker, bleaker, less free… 

Then, this month, the howl came late, in the early 

hours of a pale dawn. No one knows why, yet the 

howl was but a shallow memory of its normal power. 

Rumours have been spreading; is he growing weak? 

Does some other deity seek his throne? Does this 

herald the beginning of the dawn of winter for your 

starving land? Or will some worse fate yet claim 

power over your broken and frightened people?  

None can say, but it is clear the Sons of the Wolf 

are mobilising. The conscriptions are beginning 

again. Even as you watch, messengers race into 

Narrowhaven: A pack of military are marching on 

the hamlet where you have been staying. You will 

have to act quickly… 
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Important Context 

 
The adventure path “The Wolf in the Sky” may 

be set in any campaign world you enjoy. It is based 
in a small nation “Abandon”, snuggled in between 
three far more powerful nations.  

Most characters may start at level 2; they have 
already established themselves as standing out in 
their respective communities; for good or evil. The 
campaign ends at level 8. What happens to the heroes 
after this is entirely between you, your DM, and your 
gaming world! 

Oppressed 
All in Abandon live in dread fear of the Wolf in 

the Sky, a lesser deity who concurred the land 
generations ago, and now rules from his throne set 
atop the mountainous Spire. His brutal and cruel 
followers are known as the Sons of the Wolf, who 
have been known to hew entire towns to the dust just, 
apparently, at a whim. While the Sons are officially 
both the military and policing force of the nation, 
they seem to rarely do either.  

Steeped in poverty 
As if the deprivations of the Sons were not 

enough, the entire land is stuck in the eternal 
Autumn. Most commoners earn a single copper 
piece a day (the D&D standard is 1 silver piece a 

day). People are poor. Bread is scarce. Almost all 
national wealth is hoarded and squandered by the 
military. Any roads just about anywhere the heroes 
will want to travel are run down and poor. 

While your PC will gain and, indeed, exceed 
normal wealth for a D&D game, they still start poor 
unless they are military. No character, despite being 
level 2, likely owns more than 1 weapon and one suit 
of appropriate armour.  

Races 
Almost everyone is human. Full blooded non-

human races are rare and treated with some 
suspicion.   Most other races are sent into hiding or 
exile, or interbred with the humans. Magical 
creatures; such as fey, outsiders, and even the elves 
were all forced into hiding generations ago. 

Magic Oppression 
Magic ‘belongs’ to the Wolf in Abandon.  
For dramatic effect, it is recommended that this 

adventure path begin as a ‘low magic campaign’. 
This means that the PCs have probably never seen a 
magic item or a magical spell – at least without it 
being used to terrify or control them. 

Any caught practicing magic are either executed 
or conscripted – usually the former.  All magical 
items of any power are confiscated on sight. There is 
no training for wizards, and no magical items have 
been seen in a generation. Clerics do not know the 
correct rituals to appease their deity; the voice of the 
Gods is scarcely heard amongst this downtrodden 
populace. Wizards have had to piece together their 
research with only sporadic clues and possibly a 
single spell scroll. Even sorcerers are mysteriously 
weak for some unknown reason.  

This means all spell casters begin with only one 
spell per spell level. Even so, anyone else who knows 
the PC possesses this power will fear and revere 
them mightily for it. 
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Yet this also means that any magic the PCs 
manifest might be the first time they’ve ever seen it. 
And as new powers manifest it’s a topic of great 
interest; for example, as sorcerers gain new spells 
they are completely unaware of their new powers 
until they mystically manifest it at propitious times.  

Also, everything is blown out of proportion by a 
superstitious and hope-starved people. Wind wall is a 
supernatural power that can level forests. A +2 
thundering maul has thrown down mountains. A 
wizard with charm person can control the minds of 
others and force them to do unspeakable things. As 
your heroes gain powers, they too will get caught up 
in the dramatic hyperbole that surrounds those who 
wield magic of any kind. 

Religious Oppression 
“There is one only god in Abandon…” 

the Red Wolf. 
 
Religion is rare in the land. Few trust any god to 

deliver them, and the Sons of the Wolf actively 
oppose any religion but their own as, they claim, it 
encourages laziness and distracts the citizens from 
working (twenty four hours a day, seven days a 
week). Most people believe the gods were asleep 
when the Wolf took the land as his own. Others feel 
the gods are too powerful to care for a little nation 
such as this, and the solution must be found within 
the people themselves.  

There are no public displays of divine power 
other than the Sons of the Wolf. Some clerics to good 
deity exist in secret, wondering from town to town, 
trying to kindle the faint embers of hope. Stories are 
told, but few PCs have ever seen a cleric capable of 
channeling positive energy. ‘Mother Autumn’, alone, 
is called upon in private by the citizens to protect 
them from the horrors of the night of the howl, 
praying that their family may yet live to see the dawn 
once more. 

Any publically calling on the name of any god 
other than the Wolf are publically burnt at the stake. 
Any not declaring their loyalty to the Wolf before 
any other god are hung. Any shown the potential 
favor of any deity, almost without exclusion, 
disappear.  

The Fallen Ones 
The citizens living in Abandon are descendants 

from what was once a privileged, wealthy nation 
amidst other more powerful nations. However, 
descriptions of the past, and of the powers they held, 
now tend to be over exaggerated. They, and all they 
once built, are now known only as the Fallen Ones. 

The Spire 
An unnatural edifice of stone several kilometres 

high from where the Wolf rules supreme. It is about 
an hour out of the capital city of Bittern, and a four 
day climb to the top. Some consider it a natural 
phenomenon, some a remnant of the Fallen Ones. 
Others prefer the story the Sons tell; that the Wolf 
raised it himself, tearing it from the earth on the day 
of his victory. But one thing is certain; from here he 
rules. His military forces surround it day and night, 
training constantly for leagues around. And it is from 
here that the monthly howl takes place, and has taken 
place for the heroes’ entire life… except for about 
three days ago… 
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The Military  
None dare cross the 

callousness and greed of the Sons 
of the Wolf. 

The military has a handful of 
genuinely competent and powerful 
archmages and clerics, but each 
suffers no heir and actively 
continues the suppression of the 
populace. There are also highly 
dangerous melee warriors, but 
again, they activity dissuade 
competence in others.  

Regional breastplate 

The Wolf and his followers long ago developed a 
specialised form of breastplate that is especially light 
to the point of being less effective, but allows them 
greater ability to move with stealth, as is highly 
valued amongst this wolf-themed military. It is well 
padded within by cloth, but the thinner metal plates 
are less effective against direct blows. 

Regional breastplate has the statistics of a chain 
shirt, but looks like breastplate.  

Grey Wolves 

Standard military. Most are neutral evil, and they 
are selfish, craven individuals. The military is harsh, 
but cleverly organised. They are fond of setting 
ambushes and traps. They often have wolves as 
companions to help with tracking and terrorising. 

Red Wolves 

Soldiers dressed in red half plate armour 
dedicated to the Wolf are his priests and clerics. They 
are rare and few, and their powers are feared greatly 
by the people. Any military unit of 50+ individuals, 
such as a platoon, will more often than not host a 
highly revered and deeply feared Red Wolf.  

Black Wolves 

Military dressed in black robes embossed with the 
sacred symbols of the Wolf are usually his wizards 
or, occasionally, sorcerers. Any military unit of a 
thousand individuals, such as a legion, inevitably 
hosts a Black Wolf with up to three assistants, also of 
the black cloak.  

Lieutenants of the Wolf 
The Wolf has always had three key advisors, 

known as his lieutenants. While his original three 
were all highly loyal and competent, he has not found 
their equal in all his reign.  

Other nations 
Rumours and trade occasionally reach the 

populous about the three other nations that surround 
the Wolf’s territory, and which are each in a state of 
constant war with the Wolf – though it has been 
noted that in a thousand generations he seems to have 
yet to conquer any of them, it is assumed this is 
because he simply cannot be bothered at this time. 
Perhaps Abandon sates him? It is impossible to tell.  
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Episode 1: Characters  
Players should all read all this section, and make 

decisions based on their own characters within these 
guidelines – subject to DM approval as always! 

The game assumes 4 players, and each will need 
to take a different character locality to help the flow 
of the game at each venue.  

Character Locality 
Players should choose a locality; perhaps they are 

from this venue, or perhaps they are from somewhere 
else and researched it thoroughly and hope to meet 
someone from here). Thus with 4 players each will 
have receive a separate background information sheet 
which gives them secret, personal information from 
one of the following; 

• Narrowhaven (The adventure begins here) 
• The ruins of the castle at Mon Kumon 
• Westfren druidic enclave 
• The Capital of Bittern / Hidden Chambers  
And if you have any further players; 
• The military 

Bittern 
The largest city in the nation cowers directly 

under the shadow of the Spire. Crowded and 
treacherous, the law here is scant and rarely anything 
other than self-serving.  

Rumours are that the defeated human nobility and 
their allies took to organising an underground 
resistance that has successfully evaded permanent 
destruction by the Wolf for millennia, known only as 
the Hidden Chambers. Where their hideout may be 
found is a mystery to all, but that they have studied 
the Wolf and made plans for his downfall are 
assumed. However, that they have failed in these 
plans in all that time leaves many to wondering if the 
rumours of the Hidden Chambers are nothing more 
than wishful thinking.  

A PC from here has the national map of Abandon 
found in the appendix at the end of this document.  

Ruins of Mon Kumon 
History does not record if this castle was ever the 

castle of the Fallen Ones, or simple a castle. But 
upon one main principle the whispered histories 
agree; it was here that the knights of the ancients 
made their last stand against the ravenous hoards of 
the Wolf in the Sky. It was here that, apparently, that 
the Wolf himself was seen in battle. And it was here, 
millennia ago, that all hope was lost. For centuries 
after some dared to explore the ruins in the hope of 
finding weapons forged to defeat the wolf. None 
have returned, and none now visit the crumbling 
ruins, the haunt of broken dreams and lost souls.   

Narrowhaven 
The derogatory name given to the small, isolated, 

local hamlet that sprang up near the very important 
town of Hammerville. This hamlet is spared most of 
the depravity of the Sons of the wolf as it is far from 
any major trade rout and the locals are generally very 
poor. The town itself is a little idyllic, pressed 
between a quiet river and steep hillside called ‘Little 
mount’, yet it is still rundown and poverty ridden. 
PCs from here have the map of Narrowhaven and 
Hammerville in their inventory, found in the 
appendix at the end of this document. 

Westfren enclave 
Somewhere hidden within this dark and 

foreboding forest to the North West of Hammerville 
lies the legendary remnants of the Westfren druids 
and their allies. Once a mighty elven nation, now 
only broken stones and empty houses. Rumours 
abound that some survived, hunting in near starvation 
or helping lost travellers. But none have been seen in 
some time, and now all alive wonder if the druids 
have finally fled or been slain.  
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Military 
If there are more than four main characters, extras 

should be from the military; escaped, or currently 
serving. While most large towns keep an 
underfunded militia of volunteers who take care of 
local needs and act as a local police / fire brigade / 
general handymen (most martial PCs are from this 
group) the rest of the well-funded, well fed, and 
capable military are all Sons of the Wolf – the 
military that is also the law in every town they set 
foot in.  

Few care enough about the local situation to do 
anything but rob it, though they can occasionally be 
moved upon to decisive action if their immediate 
lusts or supply of ale are threatened. A PC from this 
background can be expected to be properly armed 
and equipped for a level 2 PC (without anything 
magical), however, they will have to turn against 
their own brothers in the pack to help the other PCs 
in this adventure.  

Character motivation 
For added flavour, you may pick one of the 

following four character motivations, though your 
GM may allow others. This helps define the PCs 
goals for getting involved in the deadly situation of 
rising up against the Wolf. Different PCs can have 
the same motivations if desired. 

Opportunistic traitors 
Some seek to displace the wolf; sometimes they 

are cruel mendicants seeking power, sometimes they 
are good at heart and seek and end to the misery the 
Wolf creates. The military is the only path to power 
in this nation, and all who seek power must take it. 
But at what point will you reveal your private 
ambition? Surely you will need some fast allies in 
your rise to power. When will an opportunity present 
itself, you wonder almost constantly. 

Downtrodden locals 
Usually treated as slaves by the Sons of the Wolf, 

the locals have known only poverty and fear their 
whole entire lives. Most dream of a better life, and 
the Wolf seems to like it that way – perhaps he thinks 
it makes their fear taste so much better at the monthly 
howl? But your background is varied; perhaps you 
are a rebel and a thief forever running from the law? 
Perhaps you feel you have been called by a distant 
deity to liberate the nation? Or perhaps you are a 
simple famer simply fed up with the situation and 
believe something must be done.  

Hidden Rebels 
Legends tell of ancient, mighty civilizations; 

elves, dwarves, halflings, all who lived in the nation 
now known as Abandon. Their ancient ruins still 
visible in places, kept as testament to the Wolf’s 
inevitable victory. Rumors abound that these places 
are not entirely bereft of inhabitants, and small 
pockets of desperate, hardy resistance still hold out 
against him. Yet only the bravest speak of the rumors 
that spies, even heroes, of these fallen nations 
sometimes wander the lands in search of trade, 
freedom, or perhaps even a chosen one capable of 
liberating the land once more.  

Idealistic outsiders 
You have been sent by a higher power keen on 

seeing the government overthrown. Perhaps a distant 
nation seeks to destabilize the government and assert 
their own? Perhaps an interdimensional council of 
benevolent unicorns wants to help? Perhaps you 
wandered in in search of fame and adventure?  

Nearby nations warn such well-meaning heroes 
from venturing in, but they do, and inevitably end up 
dead and their equipment plundered by a military no 
better than common bandits. However, with the lack 
of the monthly howl, many have noticed an 
opportunity. 
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Player handout – pre-
generated PC’s 

If players wish, they can take and customize some 
pre-generated PCs. Chose one of the following four 
options, with Trech Anvil around if you need a 5th. 

Each character has loads of secret background 
information that can be shared in game, see the DM’s 
guide ‘The Wolf in the Sky” for those details; 

Pal Backwaters 

 
Half orc Paladin of Narrowhaven (warrior type) 
Pal is a loyal, friendly farmboy with impressive 

strength and personal charisma. Fed up with decades 
of oppression, he seeks the powers of the divine to 
free his downtrodden nation.  

Ember Passion 
Elven Druidess of 

Westfren (healer) 
Sent often as a spy 

into the human lands 
of Abandon, Ember 
has little hope for 
their redemption now. 
Above all else she 
dreams of the end to 
this bitter autumn and 

the land returned to its natural order of growth and 
death.  

Zagun Pan  
Human 

wizard of Mon 
Kumon (sage) 

Motivated by 
stories of the 
might of the 
past, this wizard 
seeks to wield 
power to take 
the nation as his 
own.  

Scamper Tarrybrinkle 
Halfling rogue of Bittern 
(scoundrel) 

Born of bitter tragedy, 
Scamper ignores the plights 
around her to make sure her 
own safety is secured. Yet still 
she holds on to the fragile 
spark of hope for a better life 
and friends one day.  

Trech Anvil  
Dwarven ex-military fighter (warrior) 

Secret goodness buried deep in his heart threatens 
to burst out and claim justice and honour, which will 
spell the 
end of 
his 
military 
career 
and 
possibly 
his life. 
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Player Feedback 
Player feedback is always welcomed and encouraged in this adventure path. Please submit concerns and conflicts 
confidentially to your DM first, so that you can discuss ways to maximise the fun for you and everyone in the game! 

The following offers some suggestions for maximising your fun in the campaign. Please answer the following in 
the most honest way possible; 

1/ My character’s name is 
 
2/ And he/she/its primary motivation for adventuring is; 
 
 
 
3/ Along the way they hope to meet; 
 
 
 
4/ And to acquire in magic items and powers; 
 
 
 

5/ While I’d like to game every day if I could, the best day of the week for me to play D&D is: 
6/ And I’d like to play every ______ weeks. 
 
7/ And DM, I think you should know: 
 
 
 

D&D table rules; 
I run a PG, heroic table. Characters can be any alignments they want as long as their overall goal is to help the team 

and save the world, even if only by accident. 

1/ DM rules 
The DM is always right.  Even when the DM is wrong, the DM is right.  Nothing the DM ever does is to the detriment of the overall story 

to your heroic character, even when bad things happen to them.  If you have probs or want to instigate change in the group or game, please do 
so in a constructive and compassionate manner – usually 1 on 1 with the DM first.  

2/ Play for the group 
Everyone loves their character just as much as you love yours, potentially.  So plan your play so that the whole group has fun, not just 

your PC.  The DM pledges to respond positively to all respectfully phrased and benevolent suggestions for how to improve the group’s game. 

3/ Keep combat moving 
Please do not slow the game down by ignoring everything during combat and only paying attention when it’s your move.  A one minute 

time limit to your turn in combat may apply, or your PC will ‘delay’.  You might also like to roll damage and attack dice simultaneously. 
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Maps 
Courtesy of https://watabou.itch.io/medieval-fantasy-city-generator , taken and adapted 27 apr 20 

Narrowhaven 
 

 
  

Farm 

 

Blacksmith 

Stable 

 

Mayor’s         

office 

Fountain 

 

Shops 

Workshop 

 

Lender 

Houses 

 

 

 

 

https://watabou.itch.io/medieval-fantasy-city-generator
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Hammerville 

 
 

Legend 

A. Road to Bittern 
B. Road to Mon Kumon 
C. Road to Westfren 
D. Statue of the Wolf 
E. Mayoral barracks 
F. Market square 
G. Wealthy residences 

Courtesy of https://watabou.itch.io/medieval-fantasy-city-generator , taken and adapted 27 apr 20  

A 

B C 

D E 
F 

G 

https://watabou.itch.io/medieval-fantasy-city-generator
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Abandon - National map 

 
Note: While the token upper left is a known symbol attributed to Fallen Ones, local names 

are clearly used, leading to much debate regarding the authenticity of the map. It is most likely a 
more modern map barely 200 years old, based on a far older version – Sage Perrywinkle 
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