At the Gates of
Hammelguard
Design Notes
This role-play adventure is brought to you by
the Creator Consor�um and we take care to
write our adventures so that they are system
neutral (they can be used in any fantasy
se�ng for any game type). We’re always
a�er feedback however, so please leave a
comment or message us.
This adventure is part of the bare-bones
series which means we write the adventure
and detail the personali�es but you decide
on stats and abili�es of the characters and
creatures your players encounter. We find
this means you can run the adventure at any
level in most RPG systems.
In this adventure there are references to the
Forgo�en Realms, the official se�ng for
Dungeons & Dragons - this is simply because
this our chosen se�ng for most D&D
games… you can change the names to fit any
se�ng or system you decide to use.
In this game it is important to let the players
know that they are working to a �me frame.
The best way to do this is not actually tell the
players they are working against the clock,
instead simply write or print out in bold
le�ers ‘Day One’ next to any maps or in the
centre of the table. When the player party
rests for the night, update the no�ce to ‘Day
Two’ and so on. This should lead them to
believe they have an undisclosed �me limit.

Encounter Breakdown
▪

Arriving
at
Hammelguard,
discovering there was a traitor at the
gates during an a�ack.

▪

Hun�ng for the traitor to stop the
gates being opened a second �me.

▪

(op�onal) Hun�ng for the invasion
leaders.

▪

Fending off the se cond a�ack.

The Plot Twist
The NPC, Castellan Rieger, is an impostor.
The real Castellan is dead, replaced by a
shape-shi�ing Ogre Magi, Rathatusk who
has assumed his posi�on in an a�empt to
open the gates. He hopes to allow the
greenskins to complete their desire for
vengeance against the town for the
cleansing of their people ten years
previously by the Northern Alliance. Rieger's
body is currently under the floorboards of
the local butchers, dragged there in order to
mask the smell of decay. Riger’s face was
consumed by Rathatusk in order to assume
the Castellan’s appearance.

Hook
The party of characters are travelling to
deliver supplies to the town of
Hammelguard. They travel with Earnest
Grath, a dwarven “supply specialist” from
Neverwinter, ac�ng on behalf of the

Introducing the Game

Alliance. When the player party arrives they
find the townsfolk in a state of fear and
barely contained panic.

▪

The town is in need of help, and Castellan
Rieger (the man in charge of the town
currently) will offer them a place to stay with
supplies - if they can help defend the town
from greenskins who are amassing for
another push on the town walls.
▪

Local History
▪

▪

▪

▪

Hammelguard was the bille�ng post
for the combined armies of the
Northern Alliance ten years ago,
which cleansed the area of
monstrous creatures in an a�empt
to bring stability to the region.

▪

Hammelguard is known in the
region for its stone wall - other
towns do not own such defences.

▪

The town is very old, da�ng back
nearly 800 years and was once
considered a bas�on of humanity in
a lawless realm.

▪

▪

Players arrive to deliver supplies, the
merchant thanks them and pays
them.
It is obvious that the town has come
under some sort of a�ack. The walls
are scorched, there is the smell of
burning s�ll lingering in the air and
the short ba�lements are pi�ed and
scarred. The gates looked to be
propped open at the moment by
beams and �mbers.
There is a haunted, hundred yard
stare to the people.

What Happened?
Asking Around

It is a solid 3 day ride to the nearest
se�lement, so the town is
considered the capital of the region.

If the players are struggling to engage NPCs
in conversa�on, Earnest Graths cousin,
Finrusk Olegsun is the town's prominent
blacksmith and gossip (for a dwarf). He can
flesh any details out, especially if the party is
willing to pay for his work.

Quest Comple�on
▪

Players realise that the road has
been marched to a muddy pulp, as if
hundreds of humanoids have passed
through here. Tracking reveals large
booted prints and some wolf prints
too. Much of the local fauna has
been trampled.

Find out who opened the gates and
possibly why.

▪

Repel the greenskin raiders for a
second �me, but this �me their
numbers have increased.

The town was a�acked three days
ago by vile greenskins.

▪

Cut off the head to the greenskin
menace by hun�ng out their leaders,
a warlord named Ripjaw and their
spiritual leader, a female ogre named
Precillus.

A hushed rumour is that someone
inside opened the gate, forcing
everyone to fight for their lives. The
ba�le was terrible but the raiders
were eventually fought off.

▪

Everyone is scared that another
a�ack is imminent.
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▪

Castellan Rieger is le� in charge
a�er the much loved Lord Wilks
perished ba�ling at the gate with his
men-at-arms.

On Castellan Rieger
Rieger is a veteran of 30 years. His father
was a legendary elven warrior, his mother
was a human adventurer of humble origins.
Rieger is said to have a bi�er hatred of
greenskins, having fought many wars in the
Dales further north in his youth.
Some people are worried Rieger’s history
with the greenskins is affec�ng him. Once or
twice he seems to have forgo�en himself,
and seems quieter than normal.

Hun�ng the Traitors - Red
Herrings
The Eagle Talon family have long preached
that they were the original occupants of
Hammelguard and have voiced their claim
to authority several �mes in living memory.

The family are numerous but fell to hardship
several genera�ons ago. Since then they
have openly tried to claim Lordship of the
town.
Hengist, the patriarch. An old Veteran of a
hundred ba�les. Old, but tough as boots.
Hates the greenskins as much as everyone
else. Would never see his ancestral home fall
into the hands of the greenskins, no ma�er
what the prize.
Freycasi, the matriarch, a wizened old crone
once said to possess a great beauty in her
youth. She is now bent and crooked and
dreams of the old days. Bi�er and hateful
but would never want her home destroyed.
Patrus, the youngest member of the family
and set to be heir of the family. Down to
earth and doesn’t believe that the golden
age of his family can be found again, at least
not in the tradi�onal sense.
The Merchants Guild are a group of greedy
investors
from the likes of Luskan,
Neverwinter and Waterdeep. They want to
turn the town in a bustling industrial mess,
exploi�ng the land for its rich minerals at the

cost of the local flora and fauna. Lord Wilks
resisted their proposed changes and
investment, knowing full well what would
happen to the town and the surrounding
villages if they had their way. Wilks was part
of a council some years ago who reviewed
the tac�cs of the Merchants Guild and found
them to be corrupt and greedy.
Benzil Adapar the chief Merchant Guild
representa�ve leads the guild in
Hammelguard. He despised Lord Wilks but
wants to invest in the town. He believes the
people will benefit financially, but overlooks
the hardships and corrup�on the guild
would bring to the town.
Atakar Thune is a red wizard from Thay who
hopes to sell many workers (slaves) to the
Merchant Guild when the expansion and
industrial plans come into effect. Although
evil, as a red wizard of Thay he would rather
not see his financial prospects ruined by the
greenskins.

Where is Rieger Now?

already!

The imita�on Rieger is the male half of a pair
of Ogre mages who have taken it upon
themselves to bring ruin to the region in an
act of vengeance for the slaughter, ten years
ago. Although not na�ve to the region, the
pair of Ogres hope that by ac�ng in
vengeance they can win the hearts of the
local greenskins for leagues around, crea�ng
a base with which to bring even more ruin to
the se�lements, and eventually carve out a
kingdom. Rathatusk works from within the
town of Hammelguard and Precillus works
with the growing army of greenskins.

The player party has less than 36 hours to
find the traitor and deal with them. If they
do not, the greenskins will a�ack a second
�me, this �me numbering in the hundreds
with support from the occasional ogre and
troll to act as heavy support.

Ba�ling the Greenskin
Tribes

The invaders have set up a series of camps
only a mile away from the town,
surrounding it. Ripjaw’s main camp is
located behind this circle of camps, where
the strongest and toughest orcs have rallied
under his banner.

The Greenskins are lead by a very angry
Orcish Captain, Ripjaw, who survived the
cleansing as a younger orcling. He saw the
fate of his people and has struggled to bring
about a new era a�er the genocide. Ripjaw,
the name given to him on account of his
preferred killing method, only follows the
Ogre magi to fulfill his vengeance. He is
surprisingly intelligent for an orc and learns
from his mistakes as a commander.

Ripjaw has overseen the crea�on of ladders
and portable wooden defences to aid in the
assault on the town - he learned that to
sustain the a�ack he must guard his own
forces on the approach.

Finishing the Adventure
If the players find out about Rieger they can
confront and remove him. If they follow one
of the red herrings, Rieger will do his best to
help them, offering to reward them anyway
he can.

Failure to find the real traitor in �me results
in the horde being allowed within the wall,
crea�ng wholesale slaughter of the
townsfolk and making the fight extremely
difficult to win. The players should always
fear this happening, poten�ally losing their
own lives if they do not take precau�ons.

The greenskins need to be dealt with. It is
unlikely they will be talked down from a
fight, but they may respond to a show of
strength to make them think again.
Both Ogre magi need to be dealt with to
completely neutralise the threat and stop it
growing back.

Once the tribes are sa�ated he will turn on
the Ogres who he suspects are trying to
carve a kingdom out for themselves.
However, the female Ogre Magi, Precillus
has won the hearts of many of the
greenskins, par�cularly the smaller goblins
and weaker tribes of orcs.
Pricillus has managed to create a cult around
herself, claiming to be fledgling goddess who
will lead the oppressed greenskins into a
new golden era. Her cult following is
bordering on fana�cal. Killing Precillus will
break the spiritual spell on the minds of
many of the greenskins, allowing Ripjaw to
assume control again, if he isn’t dead
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