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About GND Adventures 
Holy Mandate is part of a new series of adventures designed to be easy to read, easy to run, 
and a blast to play. They focus on detailed world building that grows along side the characters. 
In these pages players will find cunning intrigue, intricate puzzles, crafty combats, and grand 
adventures. The Dungeon Master will find easily accessible information, full stat-blocks for any 
monsters, creatures, or NPC’s, and well laid out content that makes your job easier.  

In the course of this adventure, some text appears in Bold. Any text, outside of a stat block, 
appearing in bold should be read or paraphrased to the PC’s.  

 

Stat Blocks 

Full Stat Blocks are enclosed for each creatures or NPC used in this adventure. Abbreviations 
are used in some places. An explanation of the stat blocks and those abbreviations is listed 
below.  

Example: 

8 Brick Skeletons (Number and type of creature appearing in the encounter) 

Atk (Attack): Shortsword +4 1D6+2 Dmg (P) (Damage amount and type; (B) Bludgeoning, (P) Piercing, 
(S) Slashing), HP: 15, AC: 14, Speed: 30; Saves: (+0,+2,+2,-2,-1,-3) (Save values for Strength, Dexterity, 
Constitution, Intelligence, Wisdom, and Charisma in that order); M (Size. (S) Small, (M) Medium, (L) 
Large) Undead, LE (Alignment) 

Vul: (Vulnerabilities) Bludgeoning, Imm: (Immunities) Poison, Exhaustion, Poisoned. Darkvision 60 ft. 
Perception 9. CR ¼ 

NPC’s 

Key NPC’s are described in detail, but random and minor NPC’s have stat blocks that tell their 
gender, race, age, and general character traits. They appear as such: 

M/HE/25/Random and Aloof.  

Explanation 

Gender (M(Male), F(Female))/Race (Hu(Human), HE(Half-Elf), Dw(Dwarf), E(Elf), G(Gnome), 
Hl(Halfling), HO(Half-Orc), DB(Dragon Born), TF(Tiefling))/Age(years old in 
appearance)/Character traits(How they usually interact with the world.)
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Introduction 
Just outside the Lonely Desert, on the edge 
of civilized lands stands a massive 200 ft., 
black cube known as The Brick. Glyphs and 
symbols adorn The Brick, etched into its 
impossibly hardened sides in an ancient 
forgotten language. Some say The Brick is a 
doorway between the living and the dead. 
Some say it is a gateway to another plane. 
Still others claim that it is the foundation 
for the entire world and discovering its 
secrets will unlock the keys to the 
multiverse.  

Every night, as the sun falls below the 
horizon, the glyphs on The Brick blaze to 
life in a hundred different hues. The Brick 
can be seen for miles and is a dazzling 
display, that is, before it vomits forth it's 
horde of undead. A seemingly steady 
stream of zombies, skeletons, and worse 
exit The Brick and roam the night, 
venturing out only as far as it would take 
them to return by the time the sun makes 
its appearance in the morning. Even worse, 
at random intervals throughout the year, 
The Brick releases a violent, negative 
shock-wave that destroys anything in its 
path. Tress, animals, even rocks are 
destroyed by this wave. Those that fall, 
rise again as undead versions of their past 
self.  

Into this unique landscape clerics and holy 
orders of all types come to The Brick to 
train in destroying and controlling undead. 
The vast majority of the undead are lowly 
skeletons, zombies, and other common 
types, but every once in a while, a truly 
intelligent undead will venture out and 
compel the undead waves to a specific 
task. 

What secrets does The Brick hold? What 
treasure might be uncovered within its 
black sides? Gather your companions, grip 
your holy symbols, and bring light into true 
darkness as you come face to face with the 
mysteries of The Brick.  

 

Γ Ν Δ 

 

This series of adventures takes place in and 
around the Town of Safepoint, an area 
about two miles south of The Brick. It is the 
furthest point that a shock-wave has ever 
been recorded and is heavily fortified by 
holy orders that train in fighting off the 
undead. Once the PC's have gathered 
enough experience and power, they will 
find themselves entering The Brick itself in 
an effort to discover its lost secrets. The 
adventure is broken up into 12 parts and 
designed to start with first level characters. 
Each Chapter is set-up to run in one evening 
and should give the PC's enough experience 
to advance to the next level. They are 
designed as a fast paced, hack and slash 
adventure with problem and mystery 
elements. 
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Chapter Synopsis 

Chapter 1 finds the PC’s exploring Safepoint 
and meeting many of its important 
characters. They will help fend off one of 
the nightly raids before assisting a young 
cleric uncover a cultist plot within the town 
itself. 

 

What’s really going on.  
A powerful Lich emerged one evening from 
The Brick several months past. Since then 
she has established herself as a reputable 
citizen and even manipulated events to get 
herself elected mayor. She is building a 
following of cult members to help 
undermine the town’s defenses.  

 

 

 

 

 

 

 

Hooks 

There are many reasons why the PC’s might 
head to Safepoint. Here are a few ideas if 
needed.  

One of the PC’s is here to train fighting 
undead. Safepoint is renowned as the safest 
way to learn how to fight the undead.  

One of the PC’s has a close relative or friend 
who lives in or near Safepoint and needs 
assistance.  

The PC’s have heard legends of a rare relic 
inside The Brick and go looking for 
information on it.  

The PC’s have traced a cultist to this town. 
Jacob Hillcrest would work. See Key NPC’s.  
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Key NPC’s 

 

Delila Norsh, young, mid-20’s. Female 
human. Curly brown hair and green eyes. 
The current leader of the Templar’s of Light. 
This is her first post and she second guesses 
herself constantly. She is currently looking 
for a partner in life and will target one of 
the PC’s that exhibit the tenants of Pelor; 
good, strength, light. She’ll pursue the PC 
throughout the story arc, though she is very 
shy. She’ll give what healing she has daily 
for those that pay lip service to Pelor. The 
DM should do their best to cultivate this 
NPC-PC relationship throughout the 
adventure arc. Doing so will make decisions 
in the final chapter much more interesting 
and satisfying for the story.  F/Hu/24/Shy 
and Nice 

Commander House Loring, mid 30’s, Male 
Dwarf. Shaggy, black hair and beard. Leader 
of the Temple of Discipline and organizes 
the nightly town defense. Devout follower 
of St. Cuthbert. Nice in demeanor, but stern 
and disciplined. Looks down on alcohol 
consumption. Doesn’t know anything about 
what is going on in town. 
M/Dw/36/Disciplined and Polite 

Jacob Hillcrest. Male, late 40’s, thin, bald. 
Long time resident of the town. Mason. 
Helps with wall repair. Recently converted 
to The Cult of Withering Rebirth. Given an 
Amulet of Sending. Recruited by Raviv Ulick, 
a man that was passing through town 
several months ago. Hasn’t seen him since, 
but gets messages about weakening 
defenses and recruiting more followers. Has 
recruited 4 followers. M/Hu/48/Angry and 
Weak 

 

 

 

Lady Falow Parson. Looks early 30’s or late 
20’s, Human, female, strawberry blonde 
hair, pretty. Smiles and laughs easily. Her 
eyes seem older. Current elected mayor of 
the town. Will seem very helpful to the PC’s 
investigations. However, she is really known 
as The Falow Princess, a Lich in disguise 
from The Brick. She will attempt to 
manipulate the PC’s into causing discontent 
in the town. Her goal is to bring about the 
destruction of Safepoint and raise it’s 
residents as her army. Note that Lady Falow 
wears a ring of mind shielding and is 
excellent at deception. Falow will do 
everything in her power to hide her true 
form from the PC’s. On a practical note, if 
the PC’s find out the truth and try to take 
her on too early, she would be way too 
strong. F/Hu/28/Helpful and flirty 
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Random NPC’s 

Many NPC’s exist in the town. Several random ones that can be used to flesh out the town are 
listed here.   

 

Ilboc, Trader. Narrow face, auburn hair. Pat-
rat, carries random items. Well worn 
clothes. M/Hl/25/Sly and Helpful 

Edranwel, Adept. Straight red hair. Modest 
grey robes, silver holy symbol of Pelor. Here 
to train. M/E/20/Friendly and Giving 

Fosa, Warrior. Rugged. Copper hair. Hide 
armor. Here to kill undead. Family killed by 
undead M/G/36/Rugged and Driven 

Finare, Commoner. Round face, golden hair. 
Has black dog named Woof. Tinkerer. 
Repairs tools. M/HE/24/Curious and Happy 

Gralphye, Bookbinder. Thick white hair. 
Tailored clothing. Loves to make books. 
M/Hl/45/Dull and Dismissive 

Geoffrey, Diplomat. Matted silver hair. Fine 
clothing and jewelry. Here to make sure the 
various religions get along. Hates evil. 
M/Hu/30/Polite and Fake 

Umud, Rogue. Curly red hair. Has a rat 
friend. Wants to find a way into The Brick 
for treasure. F/Dw/16/Inexperienced and 
Shy 

Nerwenye, Ranger. Gray hair. Tailored 
clothing, fox fur cape. Tracking sister who 
stole her parent’s wealth. F/E/24/Angry and 
Short 

Hidriusi, Warrior. Matted red hair, tall. 
Battle axe. Wants to prove Half-Orcs can be 
good and helpful. M/HO/17/Egotistical and 
Nice 

*Gaius Hillsfort, Squire The Holy Order of 
The Vanguard. Small frame. Long, blond 
hair. M/Hu/16/Giving and Clumsy 

 

 

 

 

 

 

 

 
*: Makes an appearance in Act 2 

 



7 

Investigations 

Investigations are tidbits of information PC’s might learn from NPC’s as they investigate the 
town. Not all of them are true; some don’t even make much sense. They exist to add flavor or 
foreshadow future events. Each time the PC’s are looking for clues or other guidance; have 
them roll Investigate Checks, DC 10. Success rewards one of the following rumors, which may or 
may not be true.  

 

● Lady Falow, the elected mayor has 
used numerous Potions of Longevity 
to keep herself young. She’s really 
much older.  

 

● During the last Negative Energy 
Wave, a group of adventurers was 
lost as they explored the outside of 
The Brick. 

 

● Over the years several adventuring 
parties have entered The Brick. 
Those that come out don’t speak 
about it. 

 
●  The leaders of the St. Cuthbert and 

Boccob holy orders are mad at one 
another over a boundary dispute.  

 

● There is a vampire in town. It has 
only been eating animals so far, but 
it is only a matter of time until it 
moves on to people. No one has 
found any evidence, but someone’s 
brother’s friend saw it one night. 

 

 

 

 

 

 

 

 

 

● If you enter and manage to leave 
The Brick, strange, ancient magic 
doesn’t allow you to re-enter it 
again.  

 

● The Brick was put here by the good 
Gods in order to train their followers 
for Armageddon.  

 

● The nearest farms are located ten 
miles south to avoid wandering 
undead. Large shipments of food are 
brought up weekly.  

 

● The undead the come out of The 
Brick turn to dust when the sun 
rises. Some say their energy is 
reabsorbed back into The Brick.  
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Act 1: Safepoint 
Safepoint. A small town taken to a military 
extreme. So named because the largest 
negative energy burst from The Brick 
emanated nearly up to its gates. The town 
is home to only a few thousand residents, 
but its numbers are bolstered by nearly as 
many clerics, paladins, knights, and other 
adventuring groups who come to Safepoint 
to hone their undead fighting experience. 
A stone wall surrounds the town with 
square towers at each corner. About 300 
feet beyond that a strong looking wooden 
palisade with ramparts which circles the 
stone walls. Buildings are mostly wooden 
one or two story affairs, though a tall, four 
story circular tower juts into the air near 
the town center. In the distance, a few 
miles away, you can see The Brick, a 
massive 200 ft. cube of black that sends 
shivers down your spine by just looking at 
the great heap of black.  

The PC’s are free to explore and discover 
Safepoint. Notable points of interest and 
NPC’s are detailed below. Let the PC’s move 
about and gather what information they 
want from the town. Feel free to drop in 
other NPC’s or locations if it feels right.  

The Feel of Safepoint 

Safepoint is a town of celebration and 
comradery. The undead are usually easily 
contained and people here have a sense of 
community. They are open to outsiders, 
seeing everyone as a potential ally. 
However, because of the transient nature 
of the population, citizens are slow to 
develop long lasting friendships. Most NPC’s 
are kind, giving, and exhibit a sort of esprit 
de corps.  
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Safepoint City Map 
 
 

Key 

: Major Roads    : Walls 

1: Skeletal Fitting     7: Six Holy Arms 

2: Sam’s Serious Sundries    8: Temple of Discipline 

3: Last Knight Inn     9: Templar’s of Light 

4: Poundin’s Pete’s Pastries    10: Holy Order of the Vanguard 

5: The Old Ones     11: Ehlonna’s Stand  

6: Secrets and Lies     12: The Stand 
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Locations Detailed 

1: Skeletal Fittings: A wealthy clothing shop 
that makes designer clothing as well as 
fitted light armor. Ran by a thin, frail man 
named Wyarm with beady, black eyes. 
M/Hu/58/Quiet and Misunderstood.  

2: Sam’s Serious Sundries: Ran by a 
woman, Samantha Doorkeel, who took over 
the business when her father, Nigel, passed 
away several years ago. She secretly buried 
him, as he wished, rather than cremate him 
as is required by town law. She sells most 
common items, rations, and other bulk food 
for long journeys. F/Ef/24/Loud and 
Anxious. 

3: Last Knight Inn: A large inn always with a 
bard ran by, Den Freeman, a former 
member of the Holy Order of the Vanguard. 
He opened this place after exploring the 
first level of The Brick. He does not talk 
about what he saw. But the ordeal broke 
him, made him not want to adventure 
anymore. He stays here because he feels 
like he owes The Order something. 
Members can always stay for free. The 
Order has a saying, “Going Den.” Which 
means you saw something that was too 
much for you to bare. M/Hu/29/Broken and 
Sad. 

4: Poundin’ Pete’s Pastries: A small inn and 
tavern run by Poundin’ Pete, an adventurer 
who retired after his group found a large 
cache of treasure. Quaint place known for 
Delina Cakes, an invention of his late wife, 
who died of disease. He likes to help 
sometimes with nightly raids. 
M/Hu/40/Honest and solemn.  

 

 

 

 

 

5: The Old Ones: A lively tavern run by the 
elected mayor, Lady Falow Parson. Looks 
around 30 years old, but her eyes seem 
older. Rumor has it that she has consumed 
a great many Potions of Longevity, which 
has kept her young. Actually, she is a Lich 
and the true power behind what has been 
going on in town. She is polite and loves a 
good joke. She plans to make all of 
Safepoint her undead domain. She gives 
food to the downtrodden and lets people 
stay in front of the hearth if they can’t pay 
for a room. F/Hu/28/Helpful and flirty, 
actually F/Lich/?/Cunning and Evil 

6: Secrets and Lies: A two-story tavern ran 
by Uri Povyin’, a semi-retired rogue. He 
does not get along with the holy orders. 
They always assume if something went 
missing, he did it. Sometimes they are right. 
He has dirt low prices on food and lodging. 
The right person could buy poison’s here. 
M/Hl/27/Personable and Annoyed.  

 

7: Six Holy Arms: A weapon shop and smith 
run by Lilith Farstride. She purchased the 
shop two months ago from the former 
owner who left town. They make and sell 
custom weapons. Has five workers that are 
all scared of her. She is actually a Marilith in 
disguise. She was summoned here by Lady 
Fallow and likes the ruse. She has a ring of 
mind shielding as well. She is great at 
deception and makes any Deception checks 
at +12 and with advantage. F/Hu/36/Stern 
and Impulsive, 
actually (F/Marilith/?/Deceptive and Cruel) 
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8: Temple of Discipline: The house of 
Cuthbert is built like a fortress with a wall 
surrounding the inner house and two 
towers protecting the walls. The Temple of 
Discipline organizes the nightly defenses. 
The Order is very strict with no alcohol use 
and chastity proclamations. Currently ran 
by Commander House Loring. 
M/Dw/36/Disciplined and Polite 

9: Templar’s of Light:  The temple of Pelor 
is a two story brick building with a blazing 
sun statue at the top. They provide healing 
at half cost to those that at least give lip 
service to Pelor. They sell minor healing 
potions and scrolls. Currently run by Delila 
Norsh F/Hu/24/Shy and Nice young  

10: Holy Order of the Vanguard: This 
square, one story building is home to a 
small knightly order made up mostly of 
good aligned paladins, clerics, and fighters. 
They train specifically in fighting undead 
and hate the abominations. They sell holy 
water at half price. They will also cure any 
disease inflicted by an undead for the cost 
of the material components of the spell. 
Currently ran by Sir Gladus Fellstone, Long, 
curly black hair, muscular. Wears rich 
clothing. M/Hu/50/Disciplined and Polite 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

11: Ehlonna’s Strand: In the exposed zone 
stands a ring of shaped trees with a 
thatched roof. Serving as both a temple to 
Ehlonna and a way stop for those that pray 
to her, it is informally organized and 
frequented by Druids, Rangers, and Monks. 
Those at balance with nature can use it free 
of charge, although no metal is allowed 
through the doors. Caretaker is Terif 
Gorinhide who loves philosophy and 
meeting new people. M/HE/28/Calm and 
Ugly.   

12: The Stand: At the center of town stands 
the largest structure, a four story, round, 
stone tower topped with an emblazoned 
open eye. The Temple of Boccob allows 
anyone into their first floor to buy minor 
scrolls or talk magic. The second level is a 
lounge specifically for those that work on 
the arcane arts to trade spells or discuss 
arcane matters. The third and fourth levels 
are for members only and are off limits to 
most travelers, though members can stay 
on the third level as they will. The tower 
mostly stays out of town affairs, though 
they practice spells on the undead hordes 
each evening and would come to the town 
aid if ever necessary. The fourth level is the 
home of the Tower First, Yamik Klav, the 
wizard who runs the place. He is largely 
over weight and eats a lot. M/Gn/41/Cocky 
and overweight.   
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Act 2: Nightly Assault 

At some point, night will come to Safepoint. 
If the PC’s wish to help in the city defense 
they are allowed to without question. Many 
residents operate the stonewalls while The 
Orders, adventurers, and more experienced 
townsfolk fight from the wooden palisade. 
The PC’s are welcome to do either, 
although the wooden palisade sees more 
action. When night comes, read or 
paraphrase the following. 

The sun dips below the horizon and the 
entire town seems to come to a stop. 
People crane their necks and look to the 
north. A few seconds later, a blazing, 
multi-hued explosion of color erupts from 
the sides of The Brick. Even here, miles 
away, the dazzling display forces you to 
shield your eyes a bit. It lasts only a few 
seconds and then is gone. After that, cries 
and yells go up amongst some of the town 
as holy orders and adventure’s alike rush 
to take defensive positions.  

The PC’s are free to assist with the town’s 
defense or not. They can operate the 
stonewalls, but will get very little action. 
The real action takes place around the 
wooden palisade. If the PC’s seems 
reluctant to help, have one of the NPC’s 
they have met and gotten along well with 
find them and excitingly invite them out to 
“a night of fun!” 

If the PC’s do eventually mount the palisade 
they can look on as wave after wave of 
zombies and skeletons assault the walls. 
Read or paraphrase the following. 

You climb the 10 feet to the top of the 
wooden structure and see a truly awesome 
sight. Hundreds, maybe thousands of 

undead have begun pouring out of The 
Brick, scattering in all directions, but with 
many heading toward you.  

The PC’s have about 10 minutes before the 
undead arrive. They are free to move 
around and prepare in any way they wish. 
Just before the fighting begins, Commander 
House Loring will find them.  

“You there, new group. I need you over on 
the western slant. It is relatively exposed 
and I am stretched thin this evening. Do 
what you can, but don’t be heroes. If the 
undead get through, retreat to the stone 
walls. Can I count on you?”  

Commander Loring looks for quick, 
obeisance. If he gets it, he hands over a 
small pouch of healing potions. “Just in 
case.” If not, or if they have too many 
questions he mutters under his breath 
about newcomers and rushes off to see to 
other defenses. The PC’s will receive five 
healing potions each one healing 2D4+2 HP 
when used.  
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Wave 1:

 

The PC’s are welcome to shoot at undead as they approach, throw spells, or whatever they 
wish. After about five minutes, a group of undead break away from the main group and head 
toward the PC’s  a hundred feet out. It consists of the following.  These undead do not carry 
wealth or treasure of any kind out of The Brick. 

8 Brick Skeletons 

Atk: Shortsword +4 1D6+2 Dmg (P), HP: 15, AC: 
14, Speed: 30; Saves: (+0,+2,+2,-2,-1,-3); M 
Undead, LE Vul: Bludgeoning, Imm: Poison, 
Exhaustion, Poisoned. Darkvision 60 ft. 
Perception 9. CR ¼ 

10 Brick Zombies 

Atk: Slam +3 1D6+1 (B), HP: 25, AC 9, Speed: 20; 
Saves(+1,-2,+3,-4,-2,-3); M Undead, NE Imm: 
Poison, Poisoned. Darkvision 60ft. Perception 8. 
CR ¼. Undead Fortitude: If reduced to 0 HP, Con 
save DC 5+ Dmg taken. On save, HP drops to 1 
instead. Radiant & Crit Dmg. Negates. CR ¼ 

 4 Brick Skeleton Archers 

Atk: Shortbow +4 1D6+1 Dmg (P), Range. 
60/120 HP: 15, AC: 14, Speed: 30; Saves: 
(+0,+2,+2,-2,-1,-3); M Undead, LE; Vul: 
Bludgeoning, Imm: Poison, Exhaustion, 
Poisoned. Darkvision 60 ft. Perception 9. CR 1/4 

The undead move directly toward the PC’s 
at their speed. The Skeleton archers take 
move actions and then shoot at the PC’s 
each round. Any PC’s on the palisade will 
have Half Cover granting them a +2 to AC 
and Dexterity Saving Throws. Any PC not 
fighting, but present, can hide below the 
wall receiving ¾ Cover granting a +5 to AC 
and Dexterity Saving Throws.  

When the undead reach the wall they will 
attempt to climb over. They make Climb 
checks at a +2 Bonus with a DC of 15 and 
move up the wall at half speed. Once up 
they will fight whatever is in their way.  

If the PC’s are forced to retreat, the Undead 
will begin targeting others around the area. 
The PC’s should be able to make it back to 
the stone walls without incident. If they are 
successful or fail, read or paraphrase:
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You watch in utter astonishment as the 
town runs like a well-oiled, undead killing 
machine. Balls of fire erupt in the middle 
of large groups of undead, arrows fly true, 
and blasts of divine light turn entire ranks 
of undead to ash. Outside a group of 
heavily armored men form a phalanx and 
move with precision around the battlefield 
slaying undead. More waves are coming, 
but you are given a small respite before 
they come into range. 

It looks like another wave will hit the PC’s 
wall section in about 5 minutes. They can 
use this time to heal, scrounge the undead, 
or move about. During this time Delila 
Norsh of Pelor will find them and offer 
them healing for helping to defend the 
walls. If she has targeted one of the PC’s as 
a possible spousal candidate, she will 
address him and offer him healing first, 
flirting as best she can in her nervous way.  

 

 

 

 

 

 

 

 

Wave 2: 

Wave 2 comes again about 100 feet out and 
is composed of: 

12 Brick Skeletons 

Atk: Shortsword +4 1D6+2 Dmg (P), HP: 15, AC: 
14, Speed: 30; Saves: (+0,+2,+2,-2,-1,-3); M 
Undead, LE 

Vul: Bludgeoning, Imm: Poison, Exhaustion, 
Poisoned. Darkvision 60 ft. Perception 9. CR 1/4 

1 Brick Skeletal Horse   

Atk: Hooves +6 2D6+4 (B), HP: 19, AC: 11, 
Speed: 60, Saves: (+4,+1,+0,-4,+1,-2); L Undead, 
LE 

Vul: Bludgeoning, Imm: Poison, Exhaustion, 
Poisoned. Darkvision 60 ft. Perception 9. CR 1/2 

 
1 Brick Skeletal Rider 

Atk: Lance +5 1D10+3 Dmg (P), HP: 25, AC: 15, 
Speed: 60; Saves: (+1,+2,+2,-2,-1,-3); M Undead, 
LE 

Vul: Bludgeoning, Imm: Poison, Exhaustion, 
Poisoned. Darkvision 60 ft. Perception 9. CR 1/2 

Again after the second wave, the party will be 
given about ten minutes to rest up. Delila will 
offer additional healing, but unfortunately, she 
only has 3 cure light wounds spells left. (1d8+4). 
Other clerics are working with their own areas 
to heal up what they can.  
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Wave 3:  

The last wave appears to be nothing out of 
the ordinary. The following undead shamble 
their way forward. Until they are adjacent 
to the wall, the Shadows are invisible unless 
the PC’s make a Perception Check DC 15. 

8 Brick Zombies 

Atk: Slam +3 1D6+1 (B), HP: 25, AC 9, Speed: 20; 
SAves(+1,-2,+3,-4,-2,-3); M Undead, NE 

Imm: Poison, Poisoned. Darkvision 60ft. 
Perception 8. CR ¼. Undead Fortitude: If 
reduced to 0 HP, Con save DC 5+ Dmg taken. On 
save, HP drops to 1 instead. Radiant & Crit Dmg. 
negates 

 
4 Brick Skeletons  

Atk: Shortsword +4 1D6+2 Dmg (P), HP: 15, AC: 
14, Speed: 30; Saves: (+0,+2,+2,-2,-1,-3); M 
Undead, LE 

Vul: Bludgeoning, Imm: Poison, Exhaustion, 
Poisoned. Darkvision 60 ft. Perception 9. CR 1/4 

However, a closer inspection, Perception DC 18 
will reveal there is actually 2 Shadows amongst 
the group, hovering behind the Zombies in an 
attempt to remain out of sight.  

2 Brick Shadows 

Atk: +4 2D6+2 (nec)+Str. Drain 1D4, Hp: 16, Ac: 
12, Speed: 40, Saves: (-2,+2,+1,-2,+0,-1); M 
Undead, LE 

Vul: Radiant, Imm: Necrotic, Poison, Exhaustion, 
Poisoned. Resist: acid, cold, fire, lightning, 
thunder, Bludgeoning, Piercing, Slashing from 
non-magic atks. Darkvision 60 ft. Perception 10. 
CR 1/2 

Complications: 

On round 8 of the fight, or a few seconds 
after the fight if the PC’s wrap things up 
quickly, read or paraphrase the following.  

 

You hack and slash your way through the 
undead, bringing low the embodiments of 
evil with every swing and arrow, when 
there is a loud cry from the wall section 
next to you. A young knight in training, 
maybe 16 years old, has fallen over the 
wall and lays unceremoniously in the dirt. 
He stands, shaken and grips his mace 
nervously as 4 zombies close on him 
quickly.  

The PC’s can attempt to help by climbing 
down the wall DC 10 Athletics or just 
jumping over and landing with a tumble DC 
10 Acrobatics. Alternatively, they can lend 
ranged aid from their own position. The 
fight is happening 40 feet off to the left. If 
the PC’s manage to inflict at least 40 points 
of damage in the next three rounds of 
combat on the zombies, their aid, and other 
aid from above, along with the knights own 
strength is enough to save him. If not, the 
knight falls, the zombies quickly ripping 
pieces of him from his body. The DM should 
have a good time describing the screams of 
agony and rapid destruction of the young 
knight-to-be. Once this fight concludes, 
read or paraphrase the following.  

The last undead falls and cheers of triumph 
erupt across the battlefield. The few 
undead that are left out wandering about 
and are quickly cut down.  

If the PC’s save the knight he will introduce 
himself as Gaius Hillsfort, a squire in 
training with The Holy Order of The 
Vanguard. He cannot pledge any oaths to 
him as he has already taken his oaths with 
the order, but may count on him as a friend 
within the order. The order may allow him 
to go on missions with the PC’s if they ask 
and the group seems to need another 
strong sword.  



16 

Act 3: The Cult 

The second day in Safepoint, the PC’s will 
be approached by Delila again. Read or 
paraphrase the following. 

Later the next day as you relax, taking in 
the sights and the food of Safepoint, you 
spot Delila in the crowd. She sees you and 
seems to be trying to nonchalantly get 
your attention. She motions with her head 
for you to follow her and moves off.   

If the PC’s follow.  

She leads you to a small, tucked away 
basement staircase and heads down, 
waiting for you to follow.  

If the PC’s follow.  

Inside is a small 20-foot room made of 
stone walls with a dirt floor. She moves 
around and shuts the door behind you. 
“I’m sorry for my secrecy, but there are 
eyes everywhere. Something strange is 
going on in Safepoint. I’ve seen hooded 
figures lurking at dusk, when most of the 
town is either tucked away or helping to 
fend off the undead. I’ve seen them 
moving quickly amongst the people, trying 
to avoid notice of the guards. I don’t know 
who they are or what they want, but I’m 
concerned. As newcomers who have 
proved their worth, I was hoping you could 
help me out.” 

Delila will go on to explain that she can’t 
trust any of the locals, even members of her 
own church, as she is worried about 
Enchantments. If she has targeted one of 
the PC’s as a potential spousal candidate, 
she’ll speak mostly to him. She’ll answer 
any questions she can, but honestly doesn’t 
know much information. However, she has 
been working with the mayor, Lady Falow, 

as she has also noticed the occurrences and 
came to her to investigate.  

“You should speak with the mayor, Lady 
Falow, she might have additional 
information.” 

If the PC’s agree, she’ll ask her target to 
remain a moment after his companions 
leave. She’ll take his hands and promise her 
he’ll be careful, giving him a quick peck on 
the cheek. “For luck.”  

The PC’s now have a few options. They can 
speak with Lady Falow, question 
townspeople, or just scope out the town 
during the evening time. Depending on 
their choices, move to the appropriate area.  

Lady Falow: 

Lady Falow can usually be found at her 
tavern, The Old Ones, or roaming around 
the town, interacting with other townsfolk. 
She is in her early thirties with thick, long, 
red hair. She smiles and laughs easily. She 
will pretend to help the PC’s in any of their 
investigations, attempting to use them to 
eliminate anyone she has issues with. She 
will grant the PC’s free room and board at 
The Old Ones in payment for working on 
Delila’s plan. She has spotted the hooded 
figures mostly watching the Temple of 
Discipline and the Templar’s of Light.  
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Scoping out the night 

Eventually the PC’s might want to set-up 
watch to see if they can find these cloaked 
figures. If they do, that night The Brick will 
flash as before and the town horn will 
sound. People will begin to rush off to their 
posts or to their homes, leaving the town 
proper oddly quiet. If the PC’s are scoping 
out The Templar’s of Light, read or 
paraphrase the following based on 
Perception Checks.  

Perception Check DC 14: 

You watch from your vantage point and 
notice three figures in gray robes duck 
behind the Templar’s of Light Temple.  

Additionally with a Perception Check C 18:  

You notice another similarly robed figure, 
Jacob Hillcrest, in a nearby ally, seemingly 
a lookout, watching and waiting.  

If the PC’s wait, Jacob  will move to follow 
his companions a few minutes later. If the 
PC’s do not see him, however, he will alert 
his fellows through his Sending amulet. If 
the PC’s attempt to apprehend him, he will 
claim ignorance, saying that he is just 
avoiding his wall duties tonight because he 
is tired. (Insight DC 13 determines he is 
holding something back). He will remain 
loyal to his order though and not give up his 
fellows. The PC’s most likely have nothing 
on him. He will suggest they find a town 
guard to talk to. All the guards know Jacob 
as he has been a citizen for a number of 
years.  

If the PC’s check out the back of the 
Templar’s Temple, they’ll find a well-
concealed cellar door. (Nature Checks DC 14 
indicates at least 5 humanoids have been in 
the area recently) 

If the PC’s follow into the cellar, read or 
paraphrase the following.  

The cellar leads down a small flight of ten 
steps and opens into a 20 foot by 20 foot 
room loaded with vegetables, barrels, 
fruits, and dried meats.  

There is another concealed door behind 
one of the barrels. (Perception DC 15 to 
notice) This opens to reveal a large tunnel 
dug into the ground, heading down. The 
tunnel is about 7 feet tall and 3 feet wide. It 
goes down another 30 feet or so and then 
ends at a hastily placed wooden door that is 
locked. (Strength DC 12 to Break open, or 
Sleight of Hand DC 14 to pick the lock) PC’s 
will hear hushed whispering behind the 
door, but cannot make out any words.  

The DM should use his best judgement 
here. If Jacob alerted the group on the 
other side, they’ll set up an elaborate 
ambush. If they have not noticed the PC’s 
they’ll be in hastened conversation when 
the door opens. The cultists will fight the 
PC’s to the death, as they believe they’ll be 
rewarded should they fall with resurrection 
and immortality.  

Cultists (4) (5 if Jacob is there) 

Atk: Shortsword +3 1D6+1 (S), HP: 9, AC 12, 
Speed: 30; Saves(+0,+1,+0,+0,+0,+0); M 
Humanoid, LE 

Perception 10. CR 1/8.  

 

If the PC’s attempt to bluff their way into 
the Cultists group, they’ll be highly 
suspicious. These 5 are the only ones they 
know in town that have been recruited. 
They’ll demand to know who sent them, 
who they work for, and test them by asking 
who is in charge. If the PC’s somehow figure 
all this out and succeed in a Bluff Check DC 
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21, the cultists will be fooled and allow 
them to sit in while they talk about the best 
way to destroy the Templar’s Temple 
through arson.  

If Jacob is killed, read or paraphrase the 
following.  

The last cultist falls, his body shriveling 
into a wasted husk. Suddenly, a 
disembodied, floating eye appears in the 
midst of the carnage. It looks at each of 
you, unblinking.  

The PC’s can interact with the eye as they 
wish. It is a scrying receptacle, reporting the 
hero’s movements to Lady Falow. If 
attacked, it will fall to the ground and then 
rapidly decompose. An (Arcana Check DC 
15) will reveal that this is some sort of 
limited scrying spell. The cultists each have 
a Crux Medallion on, although only Jacob’s 
is a sending medallion, the rest are 
receivers. (See Appendix 1) When the PC’s 
finish up the cellar, read or paraphrase the 
following.  

Each cultist has a small green gem worth 
100gp with them as well as 2D6+2 gp.  

You exit the cellar just as the all clear 
horns sound. It seems like the fighting is 
over for the night. But who were these 
cultists and to whom do they report. As 
you ponder these questions, The Brick 
looms in the distance, a massive silhouette 
against the night sky. It seems that evil is 
not restrained to only outside Safepoint’s 
walls.  

 

 

 

 

 

 

 

 

Denouement 

This ends Chapter 1 of Holy Mandate. 
Award the PC’s enough experience to 
advance to level 2. Chapter 2 will see the 
PC’s uncovering even more secrets of 
Safepoint.  

Each night the PC’s are free to take place 
helping to defend the walls. However, make 
it clear that the defensive arrangement and 
number of defenders make it unlikely that 
they will learn anything new. In that way, 
they cannot grind experience.  

Delila is happy to interact with the PC’s, 
especially her spousal candidate. She will 
bring him little trinkets whenever they 
meet. (A frosted rose, a silver dagger, a 
bracelet of intertwined strings.) The more 
this bond is cultivated in these early 
adventures, the better the payout later on. 
The DM should push this relationship as 
much as possible, as well as relationships 
with other notable NPC’s. The more 
friendships the PC’s have in town, the richer 
the experience. 

Did something unexpected or amazing 
happen? Was there an especially epic or 
noteworthy encounter? Drop us a line at 
geeksnextdoorftw@gmail.com. We would 
love to hear from you. We will talk about it 
on our Geeks Next Door podcast and maybe 
even use your encounter as an NPC to liven 
up the world.  

 

 

 

 

 

mailto:geeksnextdoorftw@gmail.com
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Full NPC stat Blocks 

. 

Delila Norsh, Cleric Lvl 4 

Atk: Mace +4 1D8+2 (B), HP: 27, AC: 16, Speed: 30, Saves:(+2,+0,+1,+1,+5,+5); M Humanoid, LG 

Str: 14, Dex: 10, Con: 12, Int: 13, Wis: 17, Cha: 17 

Skills: Medicine +6, Religion +6, Perception +3,  

Spellcasting: Delila is a 4th level spellcaster. Usually she has the following spells prepared.  

Cantrips (at will): Light, Resistance, Mending, Sacred Flame,  

1st level (4 slots): Bless, Cure Wound, Healing Word, Guiding Bolt 

2nd level (3 slots): Lesser Restoration, Prayer of Healing, Warding Bond, Spiritual Weapon 

Abilities: Divine Domain (Life), Discipline of Life: When using healing spells heal an additional 2+spell 
level. Channel Divinity (Preserve Life) Heal 20 hp divided as you choose to creatures within 30 ft. 
Channel Divinity (Turn Undead) Each undead within 30 ft. Wisdom save DC 13 or Turned for 1 minute. 

Equipment: Scale mail, Shield, Warhammer, Light Crossbow, (20) Bolts, Backpack, (7) minor healing 
potions, Holy Symbol 

Description: Female human. Curly brown hair and green eyes. The current leader of the Templar’s of 
Light, this is her first post and she second guesses herself constantly. Her current motivations are 
keeping the temple successful and finding a partner in life. Sweet and shy.  

 

Commander House Loring, Paladin Lvl 7 

Atk (2): Oathsworn (Morning Star) +7 1D8+4 (B), HP: 66, AC: 20, Speed: 30, Saves:(+3,+0,+3,+0,+5,+5); M 
Humanoid, LG 

Str: 17, Dex: 10, Con: 16, Int: 10, Wis: 14, Cha: 14 

Skills: Athletics +6, Religion +5, Perception +2  

Spellcasting: House is a 7th level spellcaster. Usually he has the following spells prepared.  

1st level ( 4 slots): Protection From Good, Wrathful Smite, Searing Smite 

2nd level (3 slots): Aid, Branding Smite 

Abilities: Divine Sense: Sense Evil Within 60 ft. (3/day), Lay on Hands: Heal 35 hp. divided as you choose, 
Fighting Style (Defensive), Divine Smite: Expend Spell Slots to do extra Radiant Dmg. (2d8 for 1st lvl spell 
slot +1d8 per spell slot lvl above 1st. +1db vs Undead or Fiend), Divine Health: Immune to Disease, Aura 
of Protection: You or friend within 10 ft. gain +2 to Saving Throws, Oath of Devotion: You and allies 
within 10 ft. cannot be Charmed. Channel Divinity (Sacred Weapon): +2 to Atk rolls with weapon for 1 
minute, Channel Divinity (Turn Undead): Each undead within 30 ft. Wisdom save DC 13 or Turned for 1 
minute. 
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Equipment: Plate mail, Shield, Longbow, Quiver (30 arrows), Backpack, Holy Symbol, Oathsworn 
(Morning Star +1, allows wieler to cast Aid 1/day) 

Description: Mid 30’s, Male Dwarf. Shaggy, black hair and beard. Leader of the Temple of Discipline and 
organizes the nightly town defense. Devout follower of St. Cuthbert. Nice in demeanor, but stern and 
disciplined. Looks down on alcohol consumption. Doesn’t know anything about what is going on in town. 
M/Dw/36/Disciplined and Polite 

 

 
Jacob Hillcrest, Cultist 

Atk: Mace +4 1D6+1 (B), HP: 23, AC: 13, Speed: 30, Saves:(+x,+x,+x,+x,+x,+x); M Humanoid, LG 

Str: 10, Dex: 14, Con: 12, Int: 10, Wis: 13, Cha: 14 

Skills: Deception +4, Persuasion +4, Religion +2  

Equipment: Mace, Leather Armor 

Description: Male, late 40’s, thin, bald. Long time resident of the town. Mason. Helps with wall repair. 
Recently converted to The Cult of Withering Rebirth. Given an Amulet of Sending. Recruited by Raviv 
Ulick, a man that was passing through town several months ago. Hasn’t seen him since, but gets 
messages about weakening defenses and recruiting more followers. Has recruited 4 followers. 
M/Hu/48/Angry and Weak 

 

Lady Falow Parson Atk: Paralyzing Touch +12 3D6 Cold +Con Save DC 18 or paralyzed 1 minute. (repeat 
save at end of each turn), HP: 135, AC: 18, Speed: 30, Saves:(+1,+4,+11,+13,+10,+7); M Undead, LE 

Str: 11, Dex: 18, Con: 16, Int: 20, Wis: 16, Cha: 16 

Skills: Arcana +16, History +14, Insight +10, Deception +16, Passive Perception +19 

Resistances: Cold, lightning, Necrotic 

Immunities: Poison, Non-magic B, P, and S Dmg, Charmed, Exhausted, Frightened, Paralyzed, Poison 

Spellcasting: Lady Fallow is a 18th level spellcaster. Usually she has the following spells prepared.  

Cantrips (at will): Mage Hand, Prestidigitation, Ray of Frost 

1st level (4 slots): Detect Magic, Magic Missile, Shield, Thunderwave 

2nd level (3 slots): Detect Thoughts, Invisibility, Mirror Image, Melf’s Acid Arrow 

3rd level (3 slots): Animate Dead, Counterspell, Dispel Magic, Fireball 

4th level (3 slots): Blight, Dimension Door 

5th level (3 slots): Cloudkill, Scrying 

6th level (1 slots): Disintegrate, Globe of Invulnerability 

7th level (1 slots): Finger of Death, Plane Shift 
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8th level (1 slots): Dominate Monster, Power Word Stun 

9th level (1 slots): Power Word Kill 

Abilities: Truesight 120 ft. Legendary Resistance: Make one failed saving throw 3/day, Rejuvenation: 
Regain new body if form is destroyed in 1D10 days if phylactery is intact. Turn Resistance: Advantage on 
Saves vs. Turning, Ring of Mind Shielding: Immune to magic that determines her alignment, her creature 
type, if she is lying, or read her thoughts. 

Legendary Actions: 3 per round at the end of another’s turn 

Cantrip: Cast any cantrip 

Paralyzing Touch (Costs 2 Actions):  Melee attack with Paralyzing Touch 

Frightening Gaze (Costs 2 Actions): 1 create within 10 ft. DC 18 Wis. Save or Frightened for 1 minute. 
Repeat Save at the end of each turn.  

Disrupt Life (Costs 3 Actions): Each living creature within 20 ft. DC 18 Con or take 6D6 Necrotic. Half on 
Save.  

Equipment: Ring of Mind Shielding (Invisible), Ring of Protection. 

Description: Looks early 30’s or late 20’s, Human, female, strawberry blonde hair, pretty. Smiles and 
laughs easily. Her eyes seem older. Current elected mayor of the town. Will seem very helpful to the 
PC’s investigations. However, she is really known as The Falow Princess, a Lich in disguise from The Brick. 
She will attempt to manipulate the PC’s into causing discontent in the town. Her goal is to bring about 
the destruction of Safepoint and raise its residents as her army. Note that Lady Falow wears a ring of 
mind shielding and is excellent at deception. Falow will do everything in her power to hide her true form 
from the PC’s. On a practical note, if the PC’s find out the truth and try to take her on too early, she 
would be way too strong. F/Hu/28/Helpful and flirty 
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