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THE CURIOUS CASE OF THE CATS OF
CRUMPTOWN: 1T HE MYSTERY OF THE
ALLURING SPHERE

= his adventure has been designed to introduce you to Crumptown and the surrounding area with enough material to
bring the town and the cats who dwell there to life in your own way. You are the story teller and there are
opportunities within this tale to take your own direction. The module has been created as a low level starter
adventure based on the D&D 5th edition format and we would advise that you have the basic core manuals of
Players Handbook, Dungeons Masters Guide and Monster Manual to begin play. Whilst playing the adventure, any
reference will be indicated in this manner which means, there are further details within this module or the core
D&D manuals.

We have tried to include as much you will need to allow the adventure pdf to be your main source of material
However not every possible situation or reaction is accounted for, nor every story hook explored Be ready to make the
story your own and improvise where needed - most of all have fun/

WE HOPE YOU ENJOY THIS ADVENTURE.
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THE CURIOUS CASE OF THE CATS OF
CRUMPTOWN

CREATING A CAT OF
CRUMPTOWN

The cats of Crumptown are a unique species of creature
created by the magical forces that are warping the world.
While many creations of the Darkewood are horrid and
monstrous, the cats are very similar in thinking to the people
who live around them and have tried to make their way
peacefully in their new lives.

However, some greater sense of responsibility calls them to
action, and they have begun to prepare for the approaching
dark horizon.

CAT TRAITS

Your cat character has many traits in common with the other
cats.
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Your Dexerity ability scores increase by 1

DARKEWOOD BORN.

The cats are considered creatures of the Darkewood for all
items that may affect creatures with this trait. D

However, they are independent of the forces that rule the AW
Darkewood...for now. v e

AGE.

Most of the cats are between 6-10 cat years old. No one
knows how long they will live since their change.

ALIGNMENT.

The cats of Crumptown trend toward neutral good alignment.
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The cats are about 4 feet tall and weight around 60 pounds.
Their size is considered Small.

SPEED.

Your base walking speed is 30 feet. (Cats are fast, and while
small, can easily keep up with Medium-sized beings)

CATLIKE REFLEXES.

You gain advantage on all dexterity checks.

LLANGUAGES.

You can speak, read, and write Common and one additional
language of your choice.










THE WARLOCK WIZARD

WILBUR GERALD

Wilbur indicated to the other cats that he originally came Gerald was familiar to a Mage that used to live in

from the deepest parts of the wood, in reality, he was a very Crumptown, and if you were to ask him he would claim to

well kept house cat from the hamlet Twilights edge. While his have always been sentient his friends aren’t so sure. Gerald’s

patron is a figure of power from within the wood, Wilbur has Master was lost in a magical accident (‘lost’ as we aren’t sure

not yet sealed the Pact with the force. He likes the other cats where she went) He misses his fricnd but believes that

and gets along with them all. He has a crush Isabella and learning magic is an excellent way to honour her legacy.

tends to get flustered or stressed when around her. Gerald is kind and gentle, but when riled will lash out with
fury.

SUGGESTED BACKGROUND: OUTLANDER

SUGGESTED BACKGROUND: SAGE










SCENE 2: A TOUR OF
CRUMPTOWN

Scene’s Purpose: Find clues about the alluring sphere

This scene is broken down into sub-scenes the player
characters could encounter. As the Game Master, you may
want to steer them a general direction. If you would like to
add other sub-scenes to this scene, you can do so by using
the Random Encounter in Crumpton table. At some point,
the characters should be attacked by The Crows (see Scene
3) and threatened enough so that they retreat to The Thieving
Jackdaw.

SCENE 2A: THE THIEVING JACKDAW

DM TO READ ALOUD

Your home away from home is The Thieving Jackdaw. This rough
and tumble tavern is the home to many a mangy criminal and less
than reputable knaves. It is also one of the places you are always
welcome. The regulars know you, trust you, and treat you with a
modicum of respect, if you stay out of their business.

The tavern is a vast hall, with a hearth on each side, and a
central bread baking oven. This keeps the place incredibly warm if
all fires are running, as they are, on this wet and cold night. By the
light of one fire are two people playing music, one with a lyre and
the other a small hand drum. Clustered around the other hearth
are a band of ne’er do wells, 'Sly Ralphs Boys' they call
themselves. They are worse at their work as thieves than they are

at being actually bad, but they try their best to keep up
appeararces.

The Tavern barmaid sees you and flashes a quick smile, and the

i barkeep puts out a saucer of milk for each of you to share,
alongside a healthy meal of fresh, butter-fried fish and bread.

It’s unclear if anyone in the Jackdaw will know about the source
of your dreams, but it can’t hurt to ask around, if you are willing to
talk about such things openly.

THE PATRONS OF THE JACKDAW

The list below are things the characters may be able to learn
from patrons of the Jackdaw. Little of this will lead them
directly to the alluring sphere, but it might add some flavour
to the world.

e Sly Ralph’s Boys are planning a heist of the Bank, but they
do not know the first thing about banks or how to rob
them.

e (Charlie the Dipper has frequent dreams where he
becomes a rabbit...an orange rabbit

e The Tavernmaid, Julia, has been having strange dreams
about the sewers and has heard things moving around
outside after dark.

e The Bartender, Michel Bontonne, has lost a dog to the
peculiar mists of the Darkewood. Marcus, the dog, was not
interested in staying with his former master and may have
become victim to whatever is out in the mists.

e Allison Goodcastle, the drummer, has seen some
remarkable things in her travels. She is very curious about
the cats.

e The Darkewood feels more sinister. Farmers have lost
livestock near the hamlet of Twilights Edge and an old
farmer named Telson has gone missing.

e The Lyre Player, Podash, is mildly allergic to cats, and
sneezes the entire time he’s speaking with any of the
characters, he otherwise knows nothing of use

e A Scratching Post sits near one of the hearths.

The Scratching Post is a magic item and can be found in
the magic item section of the compendium

gy :


































CREATURES OF CRUMPTOWN

ere we list all the creatures which appear in
our Adventure, indicated as so in the story, in
the order they appear. We have given a brief
description of the creature itself and have
provided all the statistics you will need to
\(D successfully run the module. This does not
contain any creatures used from the Random
Encounter tables or any which have been added by you, the .
DM, however these will be included in the D&D source * | '

books.
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ANGRY GNOME

Small humanoid (Darkewood), neutral evil
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Met while wandering around the streets of
Crumptown, these small gnomes don't really reflect
kindly on their folk. Most Darkewood Gnomes are
honest and hardworking if a little temperamental.
Some have even taken to adventuring, however
these angry ones have allowed the Darkewood
magic to take over their primitive emotions, driving
anger, suspicion and aggression.

Armmor Class AC 15
Hit Points 9 (2xd6 +2)
Speed 3 Oft

STR DEX CON INT WIS CHA
14 (+2) 12 (+1) 15 (+2) 12 (+1) 12 (+1) 6 (-2)

Saving Throws +1 to all saving throws involving
illusion magic, poisons, charm or paralyze spells.
-2 to all magic whereby charismais it's base stat.

Skills Athletics +5, Stealth +4, Investigation +3,
Perception +2.

Damage Vulnerabilities + 1 damage from all items
that are effect Darkewood Bom

Damage Resistances +1 Resistance to normal
poisons. No resistance to any Darkewood

poisons.
Senses Darkvision 60 ft, Passive Perception 11
Languages Gnomish, Dwarvish, Goblin, Common
and Undercommon.

Challenge 1/4 (50 XP)

Pack Tactics. The Gnome has advantage on an attack
roll against a creature if at least one of the
Gnomes's allies is within 5 feet of the creature
and the ally isn't incapacitated.

Actions

Gnomestrike. Melee Weapon Attack: +4 to hit, reach
5 ft., one target. Hit: (1d6 + 2) slashing damage.
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LLAMPLIGHTER

Human Veteran

Medium Humanoid (human), lawful good

The Lamplighter is a powerful-looking man dressed
in a heavy overcoat and carrying a long pike with a
candle on top. He carries a satchel and wears a hat
with specially designed candles to support his work.
His hat is tied on tight, and he has a scarf and heavy
cloths to protect from himself from melting wax. He
looks at the party with suspicion, but he's
suspicious of everyone. He is mainly concerned the
cats may be some form of infiltration of Nightfolk.
He will brandish his spear if approached but will not
attack.

“_-

Armor Class 65 (10d8+20)
Hit Points Hitpoints
Speed 3 Oft

“_

STR DEX CON INT WIS CHA
16 (+3) 14 (+2) 14 (+2) 12 (+1) 14 (+2) 10 (0O)

ﬁ_

Skills Athletics +4, Survival +4
Senses Passive Perception 12

Languages Common
Challenge 4

“_

Multiattack The Lamplighter may make two
longsword attacks.

“—_

Actions

Sword Attack. Melee Weapon Attack: +4 to hit, reach
5 ft., one target. Hit: (1d6 + 3) slashing damage.

Lamplighter’s Spear. Melee Weapon Attack: +5 to hit,
reach 10 ft. One target. Hit: 9 (1d10+4) piercing

damage.

Repel the Darkewood. Once per turn, the
Lamplighter can strike a torch on his belt and cause

any creatures associated with the Darkewood to
move away. They are compelled to retreat 30 ft.
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MURDEROUS CROWS

Medium humanoid (Darkewood)— Neutral Evil

Murderous by name, Murderous by nature. This
villainous gang of crows seek to annihilate the cats
from within the shadows and mists. Always selfish, sly,
conniving, and hungry, They are highly intimidating in
large groups.

Armor Class 14 Natural Armour
Hit Points 10 (D3 x2)
Speed 3 0-60ft depending on race

STR DEX CON INT
12 (+1) 14 (+2) 12 (+1) 14 (+2)

WIS
12 (+1)

CHA
10 (O)

Saving Throws None, just race in applicable.

Skills Athletics +2, Stealth +3, intimidation +3, tactics
+1, alertness +3

Condition Immunities None unless race indicates one
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Senses Passive Perception 12

Languages Fluent in Common and has a basic
knowledge (spoken and written) of Goblin and
Dwarvish as well as any language specific to race.

Challenge 1/2 100xp

lIIlIIIIIIIIIIIIIIIIlll..........l...ll.llllllllllI.lllIIIIIIl---------—-—-—-

Skills - Group mentality Crows are trained from an early
age to work in groups. The larger the group the more
intimidating they become. If the group is 6+ they will

gain advantage on all rolls, if the group is 10+ they
gain +1 and advantage on all rolls

ﬁ_

Actions

Dagger attack. Melee Weapon Attack: +1 to hit, reach 5
ft., one target. Hit: (1d4) +1 slashing / pierce damage.

Short Sword Attack. Melee Weapon Attack: +2 to hit,
reach 5 ft., one target. Hit: (1d6) +1 slashing / pierce
damage.

Bow attack. Ranged weapon attack: +1 to hit, range 30-
320ft, one target. Hit: (1d4) +2 pierce damage.
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THE CAAWLOCK

Medium humanoid (Darkewood), neutral evil

The Caawlock leads the rest of the Crows, rarely
seen, with features hidden under a darkened cowl,
menacing eyes stare from beneath the hood whilst a
blackened beak seems to curl with a hateful smile.
Using gangs of crows to do his bidding, and
weaving plans against Crumptown from deep within

the Darkewood. You will have find a way to lure him
out if you wish to vanquish this foe.

Armor Class 16 (natural armour)
Hit Points 32 (5d8 + 10)
Speed 3 Oft

STR DEX CON INT WIS CHA
d(-1) 16 (+3) 16 (+3) 16 (+3) 12 (+1) 17 (+3)

Saving Throws saving_throws

Skills Athletics +3, Stealth +5, intimidation +5,
tactics +2, alertness +4

Senses Darkvision 60ft, Passive Perception 10

Languages Fluent in Common, Goblin and Dwarvish.

Challenge 2 - 450xp

Actior]s

Agonizing Eldritch Blast. Ranged Spell Attack: +5 to
hit, reach 120 ft., one target. Hit: 8 (1d10 + 3) force
damage.

Moment of Invisibility. The Caawlock may call upon
their dark pact with the Darkewood to go invisible

for one round. They may do this reflexively. This
ability may be used twice per encounter.

Alluring Sphere. The holder of this magical item may
cast Charm Person as a 3rd level spell. The victim
must make a Wisdom saving throw DC 14 or be
charmed.
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