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1 the carrion graw is subject. to an effect that slows It to make 3 Dexterty saving thow
e take only bl derise, the creature instesd takes nodamege i it succeeds on the
sxvng throw, snd coly helf damage if it fals,

The carrian graw makes three attacks: fwo with its claws and one with 1ts beak

claws

Melee Wespon Attacki +5 b hit, reach 10 fu e target, Hits§ (146 + 3) slashing demage,
The terget is grappled (=scepe DL 1) f f is & Medium or smaller creature and the carrion
graw doesn ereature The untd the
Erapple snds

Beak

Melee Weapon Attacki 453 hit, reach 10 ft, ane fanzet, Hit:7 (18 « 3] piercing damage.
skawer
GCarrion graw instinctively try ko drop Ueir victims on sharp or impsing ebjects such e
the limbs of trees, Once 8 carrion graw hes s creature grappled, they willfly upwerd at
maximism speed and then deop therm on the nearest tree or ather cbject that will smpale

Crosturs araw atfer 1d darmagefar
every 10 feet they fall, and an agditions! 13 {308) damage from Impalement,
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Conditian Imemunities  binded, charmed, deafened, exhaustion,
frightaned, prone, stunned, inconssious
Semes darkrision 60 L, pessive P ceplion 1
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I 2 glaur guardian s reduced o § or fewes hit points it wil disengage
and flee b o dark or dirnlylit srea and begin emitting brown spores thet
vl avenually develop o ancther arsunged

Spew Spores

3 g3l o 10t for miare than & [Nk of damage in 3 turm, it spite
ot 3 canstic spare o its i at thee creature that inficked the most
darmagge st it The space bursts in o choking brown cloud (ool
radics) A creature caught in bhe spoee cloud must succeed ona DC 13
Cansttutian szving thraw or Be poisoned for | mnute.
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Spares

Ranyged Weapon Atlack: +3 to il range 301, one targel, i3 (300 +
) biug o 4 the target malCT
Dexterity saving throw against the slowing effect of the spores. On o

fatled sove, & target can't use reactions, it speed i habeed, and ft can’t
make more than one attack on Its turn. 1n additian, the target can take

4| =ither an action or a bonus action en fts turn, not both, These effects last

for T mitte. A Lariet can repeat the saving thiow ot e end of each of
s turms, ending the effect on itself on e success,
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@ Gem ot vitaliny

@ Gemof Vitality

NoniD Kame  Gem

Type ‘Wandrous item
Rarity Legendary

Cast 50,000+ fp vl
Wiright a1

“Tie gem has 50 charges for the follawing properties. 1t
ragans 465+ 3 expanded charges dly at dawn. 1 you
expend the last charge, roll 2 420.0n 2 20, the gem.
regane 1312+ 1 charges.
Regenenation. Vhile halding the gem, you reaein 1d5
it pairts every 10 minutes.
Spalls. While holding the gem, you can wse an sction to
expend some of its cheriges to cast one of the folowing
spets:

+ Lesser restoratian (2 charges)

+ Greater restaration (5 charges)

+ Cure Wounds (B cherges, 348 it points)

+ Reviely (40 cherges)
@ 57ELL: Losser Restoration
& SPELL Greler Restoration
@ SPEL Cure Wounds.
@ el Revay

This location-based adventure is centered on a ruined, long-disused stone keep in a temperate wild forest area (possibly not far
off a caravan road or forest trail). The characters will be able to explore the ruins of the keep, which have become a plant
colony, and attempt to wrest a powerful treasure from the clutches of the araunglyd, a gigantic sentient fungus. The araunglyd
will attempt to thwart the players at every turn, using its drone-like minions to harass and hinder them as they go.

Converted by: Charles Surette

Released on August 30, 2018. Designed for Fantasy Grounds version 3.3.6 and higher.

Requires: An active subscription or a one time purchase of a Fantasy Grounds Full or Ultimate license and the included SE
Compatible ruleset.
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Minimum:

OS: Windows 7x , 8x or 10x
Processor: 1.6 GHz or higher processor
Memory: 1 GB RAM

Graphics: Graphics card recommended
DirectX: Version 9.0c

Network: Broadband Internet connection

Storage: 500 MB available space

Sound Card: a sound card is required for voice communication using external programs like Google Hangouts, Skype or

Discord.

Additional Notes: Requirements vary by the add-ons installed and the number of players connecting to your game.
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A matod galr af carrlan graw nasting atop the keop soe any
characters appraaching. The graw can't immediacely be seen
framm bielow, a5 they e on 12 roof with wings spread and heads
dawn, peering aut through the gaps where merlons have fellen
awey, The graws will swoop to attack o5 soon es any character
moves into the open,

@ ENCOUNTER: Carrion Graw

The grav have lesrred to keep clear of the plant growshs n
the courtyerd and in the castie cellars, and now gore them.
They weeit Uit charscters enter e seep betare pauncing but
Uhen seek Lo disable as many characters as possible. snatching
theem and flying them aloft 1o fmgale them on the battlemeat
spites 1 crente a larder for later. Though they attack fearesdy,
heedless of damage, the graw are noither stupid nor sulcidsl. A

ar 4 pem=in
damage, but may lurk nearky and xtsck again lster =s the
charecters leave,

The g will attack with thelr beaks, but wil attempt to grab
anyy charactersin heavy armar, or braring weapans. Grabbed
characters vl either be dropped, taking 16 paints of
bludgeoning damage for each 10 feet fallen, or be dropped
upon e spaked merlons f the keep. s described under the

ey Vo, eiareet es
must miake 2 successtul D 14 Dexterily saving throw or teke 13
(308] points of damage and he impaled. impaled crestures are
considered restrained and mist succeed an a OF 15 Dexterity
{Aerahatics) check to free themsslves. Cince free, the
charscters canmave oo the roof o the kezp,

11 graw s damaged by a1 LSk while Carrying Characters, it
deaps 15 target down the hole I the caltyard adacent to the
ke

. The hole apens Ints #he srimglyd coated Main Collar
beelows, Infiicng 1048 paints of damage. They toss the banes of
past mesls Inta the same prt.

El

The raason far the keap's name I obviaus: 1 isfashioned of
‘closaly fitre, massive blorks of hard black volsanie stone

2 mud, lime,
‘to fuse the mortar and creste  seamiexs surface, A typical
black is 2 feet wide and high, and 4 feet long. andis heavy.
enough to take oo strong humens 4o shift, and three o it
30l cair The walls are very solid,

@ Unstable Foors

@ second oo Feasting Hall
@ Thind Moos Thrane Aoom
@ Fouth Floor: Royal Charmbers
@ Fifth Floor: Battlements

@ 1he Keep Courtysrd

@ e Kightstone Keep Sround Foor

Thie western half of this vast open roam (s stane celling s 50
el igh? is given over Lo the curving wagorwey bebwesn e
THE 07,3 way that bends araund the central stane
Biack pilar, on this loued af the keep only, the stone eairs
tmward do nat wind around the pillar they climb around the
Inaitie of the zast woll, up 1 the feastng hall above, Under
there's a hole in the =
smanth, wide, and ol very steep stone ramp descends into
the Main Cellar, underground. Noshing much is left of Uhe stoul
weanden Lrestle Labies and benches that foemery furnishied this
level, Trese rotted inta the praued ang g0, 1o be replaced by
row sheluslad toadstaals and craepar vines. (It takes come
‘time ta rake theough this refisse, But nothing of value & found
coin, 3 spake))

Main Cellar

@ MAR: Hightstone Keep Celler (PLAYER)
@ MAR: Hightstone Keep Cellar (GM)

@ Long Passage

Oubliette

@ AP Nightstane Keep Qublierte (PLAYER]
@ MaPs Hightstone Keep Oubliette (GV] g

@ The Armory.
@ oubberze
@ vhe i callar
Rescending Fassige
e

Upper Cavern

@ MAR Hightstone Keep The Derp

@ upper cavern
@ The Deep Cavern

Tightstene Kdep
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138 location based ud of
th to 85 level, and is centered o a ruined, long isused stane
keep in a temperate wid forest ares (passbly not far off 2
caravan IF you are usng
campeign t=ttng, Kighlstone Keep s locsted in the
fortheasten extent of the Unclaimed Lands where they
extend between the southern reaches of the Forest Kingdoms
and the Glimmell R, The Lnclaimed Lands are detailed i LLS:
Borderland Provinces by Frag God Games_

Aside fron e initial carrion wraw scounter, e any forest
encounters of scullling oversized epiders you wish o aod for
COSMENIc intasest s player dharacters cautiously expizee the
i, this ¥ inta 3 piant colony.

igh

ppe:
around the rmam treasure of the sdventure: 2 gem of wéabty .
This e i the
giant fungius warits Lo keepit.

@ 1TEM: Gem of Vitality

Wou should se=d the adventure by heving seuersl NFCs
encounters (at inns, taverns, shops; or firesides in wa:

peddiers’ Lamps) in which e charsclers are Lokd lurid Lales of
the varipus battes and kost treasures and rumored hauntings of
“ruined NIgtSTone Keep” and haw It 3T 10 15 prEsent stare, &
histary simmarizod hereattee.

A T

Wightstone Keep is  stautly buile stone stronghold atop
and armary.

4 Lhe ruinedd keep looks lik Lout,
shaf rising out of trees and clinging vines, with crumbling
<reneiiations featuring sharpiy pointed merions that koo e
sracked and missing tecth. Ths unlovely tawer & 50 fest.
square and roughly 120 feet tall. 1ts ground floar s windawdess,
three floars abave.

Thie vines are widespread Bt won't support the weight of

ven 3 childs they broak offand crumple 10 the graund If any

e matints them. Nane of the tres branches reaching

s o the keep walk is brge nough ta support human
ancd

[ use thern t o higher
soinks on the keeps walls, The wells thermssives are deep black
and polishied smooth, even alter the passage of o meny years,
a0 can' be chmibed,

=i, =nd lie in spongy rotten heags on sither side of the
esed entrance, There's a second open dsarway on the facing

wall o Ure sep Ut leads il o stone-walled, flagstone
¥

that

» Arnel
“King Redhand” - ruler.

Pedhiand was & successiul mereenary warricr end adventurer
whi made b fortune slaying deagans, He brought horme a long
CAMmYAN Of WECAS ErOANINg under the WelEnt of cains and
gemsand bullt Nightstone to be the seat of his new reaim.

Thie farming fefam of Asohandyn flourished while its
Toundler fived but was tom by <hel stiife wher Lhe Rediand
f5ed 31 3 ripe old age: Factions led by ¥ horTempered, youn,
s three et i lard marshal of th
Buard Inthe name of Redhand's cldest child (the Lady Ismrelie)
all dr=ve swords and Fousht for the Redhand's throne. Soan, the.
comtested throne was black weth bload, Ve the
Frally enclec, Queen lameelle wes = scarmed wreck stbended by
& handiul of fithlul reteiners o & fone farm nesr Nightstone
K, Thie forest had Laken over il of Une deserted fzems tiat
now stand In what had nce been Raadhondyn — for everyane
wln was s or flad.Then, the sicnas cama, A brown, fizzy
grovwth crent siang the walls, celingsand finally the flsars af
‘the keeg's cellars, making folk cough 2nd choke, leaving them
utimately uneble to drow deep beeaths. They ended thesr days
2 fecbie shufflers.

10 the and, 1smeelle and horfew attendants packad At
wagon and departed for fands to the sauth, sbandoning
Nightstone to Bandits, roaming beasts, ond the clements. The
beevest woodeutters and foresters explored the keep from
time b time, fending large caches of coms end ke eping slive the
rurmers of huge dragon riches stil bo be found, but no one tried
Lo five in the Kesp.

These days, locals warn of giant birds thet swoop from atap
Mightstone's crumbling remparts, srtching up and carrying off
victims, 5o that now no one goes near it, Thoze still alive who

e
“ A >

age <ollap
an of treos, bushos, andvines,
The winy betwesn bath daors [sa curving route, because
aguarely in the cener of the keep, blocking the direct way. 58
massive central pillar of fitted stone blocks.
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