


1. The evil influence to the west has been creeping eastward for decades, and it is finally upon us.
2. There are men and women who stalk the roads around Stennard, sowing debauched thinking to 

any who will listen.
3. We stopped hunting to the west decades ago because living horrors reside there, waiting to flay 

and devour the unwary.
4. The Constable is responsible for the loss of the hunting party.
5. If anyone finds our hunters, I guarantee Narub doesn’t make it back. He’s a sickly thing.
6. Vela Correnwood knows these woods because she’s a lumbering witch. She probably led them to 

their deaths. I was there the day she set Jasperg Timberly on fire. She should have been put down 
or driven off long ago.

7. I hear things are just as dire in the nearby towns, but I’ve seen the signs and change is coming. We 
just need to make it through the winter. This is my home and I’m staying put.

8. There are riches in those hills. If I found them I wouldn’t come back here either.
9. The hills to the west are filled with monuments to the dark gods. You can’t even fully cross into the 

west without traversing some demonic gate.
10. The further west you go, the more twisted things become. Those hills will change you. I’ve never 

felt such dread.
11. Our Light Acolyte Lastaru has been disappearing for days and weeks at a time. No one seems 

concerned about him.
12. That kid, Tuckerin, probably dared the others to try something stupid and got them all killed. It 

wouldn’t be the first time he led others into a bad situation.
13. I think Clarissa Hems went bad years ago. Most people in this town think she’s a good person with 

good intentions, but I see through her. She is just another greedy rat trying to preserve her lofty 
position over the rest of us. And her kid is a little monster too. I can’t wait to see them both fall 
from grace in this town.

14. I don’t see how bringing in a bunch of cutthroats is going to help this town. We pay taxes to the 
Protectorate for their protection. They should be out searching for these kids. 

15. I wouldn’t eat anything they bring back from the western hills. The old magic lingering in that 
place creates abominations and the morning mists cause madness!

16. I figure they probably had to go further than expected, but in my heart I believe they have found 
something that is going to help this town. I saw it in my dreams, so it must be true.

17. Despite watching our friends and neighbors pack up and leave this town, when I see all of you I 
see hope. Find our son Dallan and we will contribute to your reward.

18. I can’t speak to the other hunters, but Dallan Steffe was an honorable young man from a good 
family.

19. One time Vela Correnwood was standing in the path of a falling tree. A woodsman ran to push her 
out of the way, and she just stood still. The tree landed on the man just before he reached her. She 
walked away with a bunch of scars from the branches, but he was crushed to death. That sort of 
thing happens around her all the time. She is cursed.

20. Stennard is really New Stennard. The old site was a few hours to the west, along a creek. Our 
ancestors committed unspeakable evil to try and save Old Stennard, but they failed. The survivors 
moved out of the hills and founded this town. We are rightfully cursed, and the evil has come to 
reclaim those who cheated its toll.
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Overview

The Precipice of Corruption is an adventure mod-
ule designed primarily for 12-16 0-level characters. 
This adventure is broken into three Acts: 

Act I: 10 Coppers takes place in the Great Hall at 
the center of the Town of Stennard to set up the 
story. Though Stennard is not fully detailed within 
these pages, it is here that we introduce one of the 
central NPCs, Clarissa Hems and the search for 
her son’s missing hunting party. It is encouraged 
that you follow that opening scene with the oppor-
tunity to gather rumors from among the crowd. The 
next morning, give the party the chance to make 
any last minute equipment purchases before be-
ginning their wilderness trek. The act ends with a 
likely combat at the bridge into the corrupted lands 
beyond.  

Act II: Across the Bridge is a short act that revolves 
around tracking the missing hunting party through 
the wilderness and provides the players with a 
short journey. The act ends with a fairly simple 
puzzle to prepare them for the dungeon ahead.

Act III: The Temple of Herlezzect is a dungeon with 
multiple set piece encounters that lead to a boss 
monster fight. This will be against a mighty and 
self-important NPC named Gorrsecck the Lidless.
There are opportunities for the party to find out the 
greater underlying plot at play by fully exploring 
the dungeon, but experience has shown most 
parties will take a linear path that doesn’t expose 
the full mystery. This is by design. If this adventure 
is being played as part of a campaign, rather than 
as a one or two session one-shot, the goal is to set 
up recurring villains and a greater threat for the 
party to uncover.
  
Finally, in play testing there were no Total Party 
Kills despite the fact that the final boss fight could 

demolish the party if the full might of the villains 
were brought to bear. Gorrsecck the Lidless 

wants word of his might to spread and 
that can’t happen if either side 

is dead. It is up to you to play 
up his hubris like a much 
scarier villain from 

Saturday-morning cartoons. 
Give the party multiple 

opportunities to submit 
or flee.

Player Introduction

Stennard lay in the wooded foothills of a massive 
impenetrable mountain chain. As far as any of the 
regional layfolk are concerned they live on the edge 
of the world and all manner of horrors spawn in 
the shadow of the mountains beyond. There was a 
time when the people of Stennard may have trav-
eled further west, closer to the rising rock face. The 
roads that once were have long since been taken 
back by nature and nothing more than deer paths 
remain. 

The growing season in this region has seen a glut of 
torrential rains that have damaged and spoiled the 
crops. This outlier town has few trading partners 
and the neighboring towns are suffering the same 
fate. The townsfolk need to do something to ensure 
their citizens have enough in their stores to survive 
the coming winter. A small band of Stennard’s most 
prolific hunters and gatherers agreed to press into 
the forbidden lands to the west and did not return. 
Desperate, a call was sent out to all of the neigh-
boring towns: “Come to Stennard! We are offering a 
reward to find our missing sons and daughters.”  




