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Set-Up 
 

The City of Knoll 
 

Crested on the dunes of the Paramor Desert, the Star-City of Knoll rests, prosperous and bloated. The city is well 
known for its incredible trade, its beautiful architecture, and its rampant crime. The city-state is effectively ruled over by a 
multitude of crime syndicates, the largest and most powerful of these being the Dunes. Officially, the city is ruled through a 
monarchy, but over the course of many years, the royal family has surrendered many of their rights and possessions to the 
various crime lords in the area.   

The city itself spans several miles of desert, with stone roads and buildings making up the majority of the area. The 
city is within riding distance of several others, and trades with them consistently throughout the year except during the Season 
of Night, when all access in and out of the city is largely closed off. Knoll deals very heavily in magical artifacts and 
implements, and is sometimes referred to as “The Throne of Magic.” The city’s residents worship a multitude of gods and 
goddesses, but none more so than Mystra, goddess of magic. It is she that brings the Season of Night to the city every year, 
and she who allows the city to prosper so fortuitously.  

Knoll sees an enormous number of visitors every day, whether the come to buy, sell, or even just visit this city of 
wonders. The population of the city is comprised of roughly 15% elves/half-elves, 40% half-orcs, 10% humans, 25% gnomes, 
and 10% miscellaneous. The working class is primarily comprised of half-elves, half-orcs, and humans, the middle class elves 
and gnomes, and the upper class humans, elves, and half-orcs. The city sees an enormous amount of crime every year, with 
the crime syndicates easily paying off and working around the various points of law enforcement in the area. On certain 
occasions, the crime syndicates will even pay for common or outside workers to assist in their operations.  
 

The Dunes 
 
 Scattered all over Knoll, crime syndicates are constantly vying for control of the area, but one of them has risen to 
power in recent years: the Dunes. Like their counterparts, the Dunes deal primarily in the trade of illegal goods, including 
weapons, magical artifacts, and forbidden enchantments. Unlike their competition, however, the Dunes use outside help to an 
extreme, making use of common workers, newcomers from outside the city, and even officials from the city government to 
assist in their operations. With their large network of accomplices, they are able to guarantee protection from law enforcement, 
so long as those under them work for them exclusively.  
 The Dunes have, in the past year, uncovered the secret rituals necessary to activate and control the Season of Night. 
Originally possessed only by the city government, it has been effectively given up to the Dunes in an attempt to assuage their 
eventual takeover of every level of power in the city. They plan to use this knowledge to gain an advantage over their 
competition, and during the Season of Night, annihilate anyone that still opposes them, leaving them the only major crime 
syndicate in the city. However, while they have an understanding of how the ritual works, they were unaware of the specifics. 
In casting it, they have given power to a person outside of their control, and are working to find a way to create a second 
sacrifice that will follow their orders to the letter. They may even go as far as casting the ritual again, with some slight changes. 
Their leader, Cassidy Drin, was removed from power upon almost losing the secret to the Season of Night a year ago. They 
now have a trifecta of individuals leading the group, though there has been recent infighting between them over the best 
course forward.  

 

The Season of Night 
 
 Every year, for one month, the City of Knoll becomes enshrouded in a magical darkness that prevents anyone from 
entering or leaving via non-magical means. Originally devised as a method of preventing further damage to the city during a 
siege, it allows the city to remain effectively inert for a full month, without fearing outside attack. In addition, it gives an 
enormous wealth of power to an individual given up as sacrifice to the enchantment, so that they may destroy any enemies 
currently inside the city. At the end of 30 days, the darkness is lifted, and the individual sacrificed forfeits their life.  
 The Dunes acquired the ritual that brings about the Season of Night a year ago, from the rulers of the city, who had 
originally devised the ritual with their goddess, Mystra. While she resents the new owners of the contract, Mystra is bound to 
create the Season of the Night every year, so long as a willing sacrifice is given in exchange. The Season of Night also 
bestows an enormous level of power upon the individual sacrificed, given even the least-magically inclined control of spells far 
beyond their reach and skill. It also improves the physical capabilities of the person ten-fold, making them a being of extreme 
ability, once the Season of Night fully begins. Mystra allows the continuous renewal of this ritual, but requires it to be activated 
once a year for the ritual to remain usable. 
 
 
 
 
 
 
 
 



Melanie Dwayne*  
 
 A half-orc standing at roughly 6 feet tall, with a deep, boisterous voice, Melanie originally worked for the Dunes, 
acting as hired muscle and a common worker. After working with them for an extended period, she was noticed by Cassidy 
Drin, and was brought into the inner circles of the syndicate. While she enjoyed the comfortableness of the position for a time, 
Melanie soon began to detest the inner workings of the group, and worked to bring them down from the inside, starting with 
the Season of Night, which had been acquired in the past year by the Season of Night. Before she was able to, however, 
Cassidy found her out, and expelled her from the Dunes before she could act against them.  
 Melanie continued to try and fight against the Dunes, using the influence she’d garnered from her time working with 
them to her own ends. She’d learned about the use of the Season of Night while with the Dunes, and was ready to counteract 
it when the time came. She began working as a political activist, and led the charge on undermining the various operations of 
the Dunes, with the help of those unlucky enough to be distrusted by the syndicate. Cassidy was berated for not killing Melanie 
while she was still under her employ, and was tasked with bringing her back to them for use as the sacrifice. Cassidy did so by 
making it seem as if Melanie was killed in an intersection, and paid off anyone who witnessed the event. The intersection she 
was “killed” in later took on the name of Melanie’s Crossing, and was regarded as a cursed place. Since then, Melanie has 
been kept in captivity, being prepared as a sacrifice to Mystra. But, the Dunes didn’t account for her complete compliance with 
them, and assumed that she had accepted her fate as their tool. 
 During the ritual, Melanie was able to speak to Mystra, and alter a piece of the contract formed between them; 
because she was being offered as sacrifice, she changed it at the last moment as her giving up herself. Mystra accepted this, 
and gave her the power she desired. Melanie was locked away soon afterwards, as the Dunes scrambled to undo the effects 
of the ritual before the Season began.  
 

Cassidy Drin, Gem Breaker* 
 
 A high elf standing at a little under 5 feet tall, with an eloquent, precise voice, Cassidy performed a hostile takeover of 
the Dunes several years ago, removing the previous head from power by force. Following that, she became a highly skilled 
negotiator, making deals with city officials and offering work to anyone willing to work exclusively with the Dunes. She also 
went about putting into operation the slow takeover of the larger monarchy, in order to gain the secrets she’d long suspected 
they’d been keeping about the Season of the Night. At the same time, Cassidy also appeared to the larger public as a well-
liked figure, who consistently prevented harm from befalling the city (or “my city” as she often put it). She gained the name 
“Gem Breaker” from her tendency to use magically powered gems during her operations, as the gems would crumble to dust 
after her using them. 
 During this, Cassidy also noticed the ability and untapped potential of a half-orc by the name of Melanie Dwayne. In 
attempting to find out further information about her background, Cassidy could find nothing. It was as if Melanie was brought 
into existence out of thin air, 20 years back. Still, her ability was unquestionable, and her devotion to a cause was remarkable. 
Cassidy brought her into the fold, and the two began to act as partners. Melanie and Cassidy worked together on many 
occasions, both publicly and for the Dunes, and eventually succeeded in securing the Season of Night ritual by pressuring the 
monarchy from all sides. Soon after this, however, Melanie refused to go any further, seeing the abuse of the ritual to destroy 
their rivals as abhorrent. Cassidy was devastated by this, losing one of the only confidants she’d gained over the years, as well 
as the only person she considered an equal.  
 Following this, Cassidy was tasked with getting Melanie back, in order to make use of her for the ritual, as well as 
getting rid of a growing problem. She performed this task easily, but was removed from the Dunes soon after regardless. Since 
then, she has been keeping an eye on the Dunes’ activities, in anticipation of her takeover of the city once more. This time, 
she plans to take it all. 
 
 

*These characters are able to perform great feats of strength and magic, and for the purposes of this module, are effectively 

unbeatable by the players. Melanie can be treated as a very high level monk, and Cassidy as a very high level wizard. 
 

 

 

 

 

 

 



Encounter 1: Melanie’s Crossing 
 

The Streets of Knoll  
 

Knoll, Star-City of the Desert Paramor. Knoll, den of crime and throne of magic. The crime lords hold power here, and none 
hold more of that power than the ever expansive Dunes. Some resent the life here, and others adore it, but something will shift 
everything in this city, changing this desert city down to its very bones. This morning, waking in the lodging house you’d been 
able to afford the night previous, you received a note. It requests your compliance on a job in the city, one of utmost secrecy. It 
lists a location, somewhere called the cross of Melanie. No other information was given, but upon the backside of the note, a 
cursive “D” is emblazoned in gold… Outside, the city seems to be in a full swing, working tirelessly before the Season of Night 
descends. 
 

The Streets of Knoll (General) 
 

Local Workers: The streets of Knoll are full of energy today, and this is especially apparent in the people. A 

multitude of jobs need to be finished before the sun sets this evening: crops need to be fully harvested, animals need 
to be herded back to their barns, and homes need to be insulated. They’re all hurrying before the season of night 
descends upon the city. Many of the workers nearby are wearing shawls, and wipe sweat away from their foreheads 
while carrying heavy sacks of grain. (Monster Manual, pg 345, Commoner) 

 
Season of Night: For a one-month period in Knoll, the city and surrounding desert are afflicted by an extreme 

change in climate, becoming as cold as the fabled Neverwinter. During this time, business, trade, travel, and other 
activities are extremely stunted. In anticipation, the city uses all of its resources and people to get everything ready 
for the long month ahead.  

 
“D”: The note asks for the party to be present at Melanie by midday. The note is made of papyrus, and the D on the 

back is almost certainly made from actual gold. The party hasn’t heard of such a person named D, but the note 
seems rather insistent that they meet with the party. 

 
Melanie (Street): A small section of the city with six intersections. Despite the bustle of activity in the city, this part 

seems to be actively avoided, with no one working or even entering the area. On the ground in the middle of the 
intersection, groups of flowers and mushrooms have grown, despite the poor soil.  One of the intersections seems to 
lead into a closed off alleyway. 

 
Melanie (Person): A half-orc who actively fought against the crime lords of Knoll. She was considered an outspoken 

revolutionary, who openly criticized the actions of the city and its compliance with the crime lords within. Almost a 
year ago, she was killed in broad daylight in the middle of an intersection, with no one attempting to prevent the act. 
The intersection has since gained her name, and is seldom used. 

 

Skill Checks: The Streets of Knoll 
 

History: DC 24 – You remember hearing about a local woman being killed in the past year. If you remember right, 

her name was Melanie, and the street she was murdered on is nearby. A local most likely knows where this is. 
 
Sleight of Hand: DC 14 – You are able to steal a map of the area from a local worker. The map doesn’t list 

anywhere called Melanie, but it does have a single section scribbled out.  
 
Investigation: DC 17 – After looking around the local area for clues as to the location of Melanie, you saw the name 

scribbled on a wall nearby, with many small, cursive Ds written next to it.  
 
 

Dialogue Field: Local Worker 
 

Do you know where Melanie is?  

“I don’t know anyone like that. When did you last see her?” 
 

We’re not looking for a person. Do you know where it is? 

“Oh… well, you probably mean Melanie’s Crossing. I’d show you where that is, but I’m busy working right now.”  
 

What’s Melanie’s Crossing? 

“It’s a terrible tale, stranger. A good woman, good for this city… last year, she was cut down. And nobody stopped it. 
Terrible… just terrible.” 

 
We want to pay our respects to Melanie. [Deception: DC 16]  

“Well… I suppose, it wouldn’t hurt. Yeah, let me take you. 



 
Listen, you’re going to tell us where she is, or else…! [Intimidation: DC 18] 

 “Ok, ok, just don’t lose your head! Come with me.” 
 

We have some money. Could you show us where it is? [Persuasion: DC 15] 
 “Well… I suppose I could spare a moment. 25 Gold, and we can go.” When paid: “Right then, come with me.”  

 
Do you know who “D” is? Or [Show them the Note] 

“Oh. Oh, um. I’m sorry, I didn’t realize you were… never mind. Yes, yes, right this way.” 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Melanie’s Crossing 
 

The party finds their way to the alleyway where the note specified. It’s just off of an intersection of six streets, where no other 
people seem to be. In an alleyway off the intersection, an elvish woman is standing, hourglass in hand. The woman is a High-
Elf, and a rather stout one at that. She wears deep blue robes, with glints of bronze and steel coming out from underneath her 
shawl. She holds a staff in one hand, and a sapphire in the other. When the party approaches her, she puts the sapphire in her 
pocket, and turns to face them. 
 

Skill Checks: The High-Elf 
 

Perception: DC 13 – She’s wearing a small gemstone around her neck, which is glowing faintly. In addition, she 

seems to be toying with her staff, with a handful of runes shining up and down it, as if she’s in the middle of preparing 
a spell. 

 
Insight: DC 19 – She’s very interested in Melanie Cross, but she’s still hiding something from you…  

 
Arcana: DC 17 – The ensemble she’s wearing is fairly ostentatious, even for a wizard, and you don’t often hear of a 
wizard High-Elf just hanging out in alleyways, even in Knoll… DC 24: She may be Cassidy, the Gem Breaker… the 

staff fits... as do the clothes… 
 
 

Dialogue Field: The High-Elf 

 
Are you “D”? Or Who are you? 
“I’m a representative of D. That’s all you need to know right now.” 
 
What’s the job? 
“Do you know about Melanie? Woman, half-orc, revolutionary? Well, she was killed on this street, almost a year ago.” 
 
We’ve heard of Melanie. Or Ok, so she died. Why does that matter? 

“Well, that’s the thing. We don’t think that’s the case. We think there’s more to it than that, and we won’t stop until 
we’ve everything we need. But, we’ll get into that afterwards.” 
 
What if we don’t take the job? 
“You’re free to go any time. But we can pay well. Very well. And I can assure you, this is incredibly important.” 
 
What do we need to do?  
“It’s pretty simple actually. Escape.” She nods, and backs away from the party, exiting the alleyway. “Good luck.” A 
wall of stone rises from the ground, trapping the players within. Her voice can be heard, muffled, from the other side. 
“Come on, we haven’t got all day.” 
 

The Alleyway 
 

 
Alleyway Map 



The Alleyway (General) 
 

Rats: There are a handful of rats in the alleyway, carrying bits of stone and wood to a pile next to the trashcans on 

the rightmost wall. The rats are non-hostile, and are being controlled by Cassidy with a Dominate Monster spell. They 
will ignore the player characters, unless they are hurt, in which case they will dive back into their burrow. If the 
players attack the rats, occasionally they can hear the High-Elf mutter “Ow!” from behind her wall. (Monster Manual, 
pg 335, Rat) 

 
Walls: The rightmost wall contains a burrow of rats, and is partially hollow. It can be broken at the point where the 

rats are burrowing somewhat easily, and leads into an abandoned building, which comes right outside. Outside of 
that, the walls are almost shear surfaces, but contains a few footholds roughly five feet off the ground. The wall that 
Cassidy summoned is non-magical, but holds strong. She can make it disappear and reappear at will. 

 
Trash Cans: Two trash cans are lined up along the side of the alleyway, standing roughly five feet tall, and can be 

stacked together. When the player jumps off of them, the trash cans will often fall back to the ground from the force. 
They are also fairly sturdy, and can be used as battering rams. Inside one of the trash cans is a sapphire. If that 
sapphire is broken, the wall that Cassidy has summoned will fall to pieces, and she won’t be able to summon it again. 

 
Windows: There are three windows on the leftmost wall, roughly 20 feet up, with small overhangs off of the windows. 

The overhangs have small spokes on their edges, which can be lassoed with a rope. The windows are bricked up, 
and appear to be there entirely as decoration, rather than for a functional purpose. 

 
Cassidy Drin, Gem Breaker: Cassidy is testing the players, but won’t allow them to be too badly hurt. Should they 

request it, and she is convinced that they are really in need, she may offer a rope for 30 gold. In addition, she can’t 
actually see into the alleyway, and is somewhat impatiently waiting for the end of the test. It is possible for the players 
to trick her into believing they are no longer trapped by remaining quiet for an extended period.  
 
 

Skill Checks: Escaping the Alleyway 
 

Animal Handling (on the rats): DC 16 – You can see rats coming and going from the rightmost wall, and they’re 

moving in a very familiar fashion… yes, they’re carrying refuse from their burrow! They’re digging away at the stone 
inside the wall! To your right, you can see a small pile of dust and stone… it looks rather sizable. They must have 
been digging for some time. 
 
Athletics (on the rightmost wall): DC 28 (normal wall), DC 18 (near rat burrow) – The players are able to cave in 

the rightmost wall with some applied pressure. Rats spill out from the burrow, and you can see into the building on 
the other side. The rest of the wall holds firm, but the wood could be broken easily given the right push.  
 
Arcana: DC 12 – The wall the High-Elf summoned is non-magical, but damaging it would be pointless. She’d just 
summon another one. DC 18 – The runes that cover the wall tell you that the wall has a physical component that is 

holding it together, some kind of stone or gem that the High-Elf is using.  
 
Acrobatics (climbing the walls): DC 27 (without rope), DC 16 (with rope) – The player, using everything at their 

disposal, scrambles up the walls, and is just able to grab at the window’s overhang. The player character pulls 
themselves up. The window is bricked in, but the roof is just three feet above. 
 
Perception: DC 12 – Outside of a few trash cans, and a handful of rats, the alleyway is almost barren. Several 

windows are roughly 20 feet above, with overhangs on the windows with small hooks. Above the windows, the sky 
opens up, and the rooftops are easily reachable.  
DC 22: – The rats also seem to be moving in a very specific pattern, going in and out of a hole in the rightmost wall. 
 
Stealth (majority of characters must succeed): DC 17 – The characters mask their presence as effectively as they 

can, and the alleyway is filled with silence. A few moments pass, and you can hear Cassidy call from the other side of 
the wall, “Hey, you guys still alive in there?” Soon after, she lowers the wall she previously summoned, checking if the 
players are still in the area. 
 
History: DC 16 – She’s a wizard of no small ability, and a High-Elf at that. That’s rare even in Knoll… she may be 

Cassidy, the Gem Breaker! It would fit… she seemed to bring this wall out of nowhere, and her abilities are often said 
to involve summoning of some description. If you remember right, she also tends to use animals rather frequently in 
her magic. 

 
 
 
 
 



Dialogue Field: Cassidy, Gem Breaker (During Escape) 
 

-Party remains silent/hidden for extended period- 

“Hey, you guys still over there? Hello?” 
  
Let us out! Or How do we get out of here? 

“It wouldn’t be much of a test if I just gave you the answer. You’re rats in a maze- find your way out.” 
 
Are you Cassidy, Gem Breaker? 

“Guilty as charged. Glad to see my name’s been getting around.” 
 
Hey, could you help us at all? (Persuasion: DC 17 normally, DC 14 if the players know Cassidy’s name) 

“Hmmm… well, I guess I could use some pocket change. 30 gold.” 
[If paid] “Use it well!” In the place of the gold, a 25 foot length of rope appears.  
 
Ok. We don’t want the job. Let us out now. (Deception: DC 25, DC 19 if the players know Cassidy’s name) 

“Fine. It’s a fair decision. Here you go.” She lowers the wall, allowing players to exit.  
 
We got out. 

She blinks, and then smiles. “Yes. Yes, I suppose you did. Come on, we have a lot to talk about.” She heads into the 
house to the left of the alleyway, beckoning the players to follow. 
 
 

Dialogue Field: Cassidy, Gem Breaker (After Escape) 
 

At the beginning of the conversation 
“So- introductions. Cassidy Drin, Gem Breaker, Mouse-Friend, and as of right now, very impressed.” She says this 
with a bow. 
 
That test was a bit sudden. Or Why all the secrecy? 

“Sorry, but I had to make sure you’re up to the task. This job is incredibly important. It’s going to change this city from 
the inside out.”  
 
Who’s “D”? 

“You’re looking at her. Again, sorry for the roundabout. I’m the one in charge of this operation, and I hope that you 
can help me pull it off.”  
 
So… what’s the big deal about Melanie? Or What’s the job? 

“She’s what all of this pivots around. A year ago, a good woman is killed in the middle of a square, stabbed to death 
in broad daylight. And yet, nobody talks about it. Nobody says a word. Everything is hushed away. They forgot one 
thing though: the body never made it to the law house. It was just gone. And just yesterday evening, I found out why.” 
She pauses for a moment, and then speaks again, emphatically. “Melanie is alive. She knows something, and they 
can’t kill her until they find it out. And we’re going to get her away from that.” 

  
Who has her?  

“The Dunes. Top crime syndicate in this city, at least for now…” 
 
What does she know that’s so valuable? 

“The Season of Night has many secrets. She knows all of them, now. And they’re not letting her go.” 
 
Where do we find her? 

“She’s in a warehouse held by the Dunes. They’ve got security all over the damn place, and she’s only going to be 
there tonight. After tonight, they’re taking her out of the city.” 

 
Why do you need us to do it? 

“I can’t do it myself. I’m too well known, they’ve got a mark on me. They’ll see me coming from a mile away. I’ll help 
as much as I can, but only after you’re out, with her in tow.” 
 
When do we start? 

“Soon. Let’s get to the warehouse, first. Then, you guys can go to town.” 
 
We’re ready. 

“Thank you. And I promise, I’ll pay you your fair due when this is over. For now, this will have to do. Get whatever you 
need with it.” She hands a bag of 500 gold to each party member. “Meet me here when you’re ready to start.” 
 



Encounter 2: Cassidy’s Gamble 
 

Upon meeting up with Cassidy again, she brought the party to a warehouse in a largely abandoned district of the city. Pointing 
to the warehouse, she told the players that they would find Melanie inside. She would stay outside, keeping all other parties 
from entering the area, and providing assistance where she can. She hands the party an ornate blue stone on the end of a 
string. Smiling, she tells the party to stay in touch, and she disappears into the night. The gem begins to glow, and the party 
can faintly hear her whispering incantations through the stone. 

 

The Warehouse, Outside 
 

 
Warehouse, Outside Map 

 

The Warehouse, Outside: General 
 

Guards: The guards are an even mix of humans and orcs. They carry some small amounts of money (usually 

between 20-50 pieces of gold each), and some of their equipment can be lifted from them without attracting their 
notice (daggers, short swords, etc.). The guards are fairly aware of their surroundings, but they can become more 
relaxed the longer the players go unnoticed, even falling asleep at their posts. (Monster Manual, pg 350, Thug) 

 
Rooftops: On all sides of the warehouse, rooftops are raised, allowing traversal between them all. It’s fairly easy to 

get on top of the rooftops next to the warehouse, as many stepladders have been carved into the walls. Players can 
find empty bottles, short lengths of rope, and planks of wood that had been used for the Season of Night preparations 
earlier in the day scattered about the rooftops. On the warehouse itself, there’s a large, raised glass window, which 
covers the majority of the roof. Two guards are patrolling around it, and can see through it somewhat, though not 
effectively. On the window, there’s a small door leading inwards that can be unlatched.  
 
Piles of Grain Sacks: In front of the warehouse, there are several piles of grain sacks, which have been collected 

and left behind by the workers of the city after a long day of toil. The grain is rather dense, and is piled high enough to 
allow players to hide behind them. They are also precariously balanced, and can be knocked over. 
 
Front Entrance: Two guards are standing at the front entrance of the building, which opens inwards. The guards 

inside will not notice that they have been opened unless they hear someone talking as well. The front entrance is not 
locked.  
 
Cassidy’s Cyanite: A rough, blue stone on a necklace that Cassidy gave to the players. It contains a magical charge 

that allows her to communicate with whichever party member is currently wearing it. She can be asked simple 
questions, and in certain situations, she can cast long distance spells through it (such as Dominate Monster on rats 
inside the warehouse, or creating a Silent Image of a guard). 



The Warehouse, Outside: Skill Checks 

 
Acrobatics (on the rooftops): DC 13 – The player characters are able to jump from roof to roof with only minimal 

difficulty, making a moderate amount of sound while they scramble to drag themselves onto the roof they’re moving 
to. DC 20 – The player characters land on the roof without making any noise, remaining poised and ready for action 

at a moment’s notice. 
 
Perception (on the ground): DC 15 – The party can see several piles of grain near the entrance of the warehouse, 

stacked precariously high. At the front entrance, two guards are standing watch. They seem to be rather listless, and 
are talking about a game of cards they’d been playing the evening previous. The rooftops surrounding the warehouse 
are also easily accessible, containing several stone stepladders.  
 
Perception (on the rooftops): DC 18 – On top of the warehouse, there are two guards, circling a large glass window 

that seems to lead into the warehouse. On the window, a small, latched door seems to be closed. 
 
Sleight of Hand: DC 22 (normal guard), DC 14 (distracted guard) – The guard doesn’t notice you taking a small 
item off of his person, either a dagger or a small satchel of gold. DC 26 (normal guard), DC 19 (distracted guard) – 

You are able to lift, carefully and without making any noise, the guard’s sheathed weapon. Still unnoticed, you put it 
away in your belt. 
 
Stealth: DC 19 (normal guard), DC 12 (distracted guard) – The player character is able to move past the guard, 

beguiling their senses, and leaving them without knowledge that they have been so thoroughly fooled.  
 
Religion: DC 16 (on the guards/Season of Night) – Many of the people of Knoll see the Season of Night as the 

sins of the city being given true form. In order to pacify the city’s goddess, Mystra, a night of celebration follows the 
day of work, filled with drink, food, and entertainment in her name. These guards are almost certainly missing this 
night of joy before a month of difficulties. 
 
Nature: DC 13 – The piles of grain are very dry, after being left in the sun for most of the day. They would easily 

catch fire at this point, or create a large cloud of sharp dust if crushed and thrown to the wind. 
 

Performance: DC 18 – The guards are sufficiently distracted by the minstrel performing for them, enjoying 
themselves and momentarily distracted from their posts. DC 11 [If player knows about Mystra] – The guards are 

overjoyed, happy that, at the very least, they’ll be able to observe some bit of this holiday before the difficult times 
ahead. They immediately leave their posts, pulling bits of food and drink from their knapsacks to munch on while 
enjoying this treat. 

 
 

Dialogue Field: Cassidy, via Cyanite Gem 
 

Upon first using the stone.  
“Hey, glad that you guys decided to use it. Some people don’t appreciate a good enchantment when they get one.” 
 
Do you know anything about these guards? 

“They’re not bad guys, but they’re on the wrong team. I leave them up to you.” 
 
There are some rats here, can you make them do things? 

“Sure, but it has to be simple. What do you need?” 
 
We need an illusion! 

“Sure thing, but it can’t talk. This is long distance magic I’m working with here.” 
 
Mantiocre! What do we do? 

“Really? Wow, they must be learning. Ok, try and find something that can distract it… they’ve got a sensitive sense of 
smell… maybe that could help?” 
 
Where is Melanie? 

“She should be in a big, black container, with a white stripe going around it.” 
 
How’s it going on your end?  

“Not too hot. I have to keep directing these guys away. Get a move on, I don’t know how long I can keep this up!” 
 
Once the players have unlocked Melanie.  

“Ok, time to get going guys, you’re going to have company soon. Take the road behind the warehouse!” 
 

 



Dialogue Field: Warehouse Guard 
 

Guards will only respond non-violently to the party if they are outside the building, or hidden in some way. In addition, they will 
often only react to intimidation or deception when they are alone. 
 

How are you? Or Can we go in? Or What are you guarding? 

“Get lost, would you? I’m working here.” 
 
Get out of here, or you’re going to regret coming out tonight! (Intimidation: DC 23, DC: 14 if badly hurt) 

“O-ok, man, just don’t hurt me, I’m going!” The guard throws their weapon to the floor, stumbling away. 
 
OH MYSTRA ABOVE, we need help over here! Please, help! (Deception: DC 21) 

“Fine, fine. Show me where the emergency is, citizen.” 
 
What do you know about Melanie? (Insight: DC 15) 

“Who? What are you talking about?” They seem to be genuinely confused. The crime lords may have used outside 
help for this operation… 
 
Call your friends over here! As loud as you can! (Intimidation: DC 25, DC: 12 if badly hurt) 

“Yes, yes, ok, just don’t hurt me. RIOLU, COME OVER HERE, WOULD YOU?” The nearest guard moves towards 
the guard that cried out. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



The Warehouse, Inside 
 

 
Warehouse, Inside Map 

 

The Warehouse, Inside: General 
 

Guards: The guards inside of the warehouse are a mix of elf and dragonborn, and are on much higher alert those 

outside. They carry larger sums of money on them (200-350 pieces of gold), and are much tougher overall. They will 
investigate some noises and will immediately spring into action if they believe one of their own is in danger. They will 
also try to wake the Manticore when they feel they’re in life threatening danger. (Monster Manual, pg 350, Thug) 

 
Barrel of Molsta: In a corner of the warehouse, a barrel of spice can be found. Burning the spice can produce a 

strong and powerful odor, that makes the eyes water. The barrel itself is also fairly hefty, and can be used as a 
thrown weapon if desired. 
 
Shelf of Rats: On a shelf in the far corner, a bunch of cages containing squeaking rats can be found. If the player’s 

ask Cassidy, she can briefly command those rats, having them perform a simple action (attacking a guard, gnawing 
off ropes, etc.). If they are given no commands, the rats will disperse across the floor, causing some mayhem 
amongst the guards, and drawing their attention briefly. 
 
Window to Roof: The guards can notice, that the window in the ceiling has been opened. While this won’t alarm 

them, they will attempt to make contact with their compatriots on the roof. The window leads directly down on a group 
of shelves, allowing easy travel in and out. The ceiling itself can also be shattered, though this must be done in 
portions. The sound of breaking glass will always make the guards investigate the source. 
 
White Key: The black box that Melanie is trapped in can be opened by placing this black emblem into the slot on its 

front. The key is a white circle, with an archaic rune inside, that even the most effective arcana check can decipher. 
The key is held by one of the guards, and if it used on the box or destroyed, the box will open. 
 
Shelves: Several shelves are scattered around the warehouse, containing a multitude of building equipment, 

including nails, belts of rubber, bent metal, small tools, and planks of wood. The shelves stand at 30 feet high, with 
smaller shelves anywhere from 10 to 25 feet in size around them as well. They can also be knocked over, though it 
becomes more difficult the larger they are. 
 
Melanie’s Box: The black box containing Melanie is 15 feet on all sides. It contains no major features outside of a 

thin, horizontal white ring that wraps around it. On this white ring at the front of the box, a black circle is engraved. 
When the black box opens, its front-most side seems to retract. Inside, Melanie is sitting, sleeping, apparently 
oblivious to the outside world. The box cannot be opened without the White Key. 
 
Melanie: Wearing a white robe, Melanie is found in her box partially bound by ropes. She carries no implements, 

weapons, or items other than her basic clothing. She’s a half-orc, with sharp fangs (one of which is partially broken). 
She’s very muscular, with wide shoulders and muscular arms. She can assist the party with combat should they 
desire it, and are able to free her before all hostile threats are eliminated. 
 
Manticore: Sleeping in the far corner of the warehouse, a domesticated Manticore sleeps. It will awaken upon 

hearing any loud noises, or if the player characters walk in front of it. Cover only mildly works on the Manticore, as it 
has a keen sense of smell. If the Barrel of Molsta is burned, the odor will make the Manticore go wild, and it will try to 
destroy the source of the smell as quickly as possible. When fighting, the Manticore will attempt to protect its master, 
the guard holding the white key. (Monster Manual, pg 213, Manticore) 



The Warehouse, Inside: Skill Checks 

 

Acrobatics (on the shelves) DC 15 – The player characters are able to navigate the shelving of the warehouse 

without worry, moving with little issue.  
 
Perception: DC 10 – Inside the warehouse, a variety of stacked shelves surround the area. You see a handful of 

guards, as well as a pile of stacked tinder in the rightmost corner. Drawing your eye, a black box, almost featureless 
save for a black stripe, is on the middle right, with an elf and half-orc standing guard vigilantly around it. Farther away, 
the rumbling snore of a sleeping Manticore echoes… Perception: DC 18 – Against the wall, you see small shelf, with 

many caged rats squeaking and moving about. You also spy a guard in the corner, who appears to be nodding off. 
On his hip, a bizarre, black key hangs. 
 
Stealth (on guards): DC 17 (normally), DC 14 (with cover) – The player characters are able to move past the 

guards undetected, leaving no trace or sound. If close enough to a guard, they can perform a sneak attack from 
behind. 
 
Stealth (on Manticore): DC 20 (awake), DC 12 (asleep) – The Manticore doesn’t notice the player character’s 

presence, even with its superior sense of smell. 
 
Athletics: DC 24 (normal guard), DC 16 (distracted guard) – The player character is able to slam, smash, or throw 

themselves against a guard with little effort, knocking them to the floor. 
 
Athletics: DC 25 (on taller shelves), DC 18 (on smaller shelves) – The shelves are resistant at first, but a 

cacophony of noise sounds as all of the items in them hit the ground. The shelves creak, and finally crash the floor, 
leaving a final boom in their wake. 
 
Sleight of Hand: DC 17 – The guard is unaware of your presence as you lift the key from their person. Lacking his 

most important implement, he doesn’t notice you as you back away. 
 

Nature: DC 13 – Far to the side of the warehouse, you spy a wooden barrel with very distinctly blue and white flora. 

The plant is Molsta, an herb that acts as a potent spice when ground up. In addition, when burnt, it produces an acrid 
odor that beasts find displeasing, and smoke that makes the eyes water.  

 
 
 

Dialogue Field: Melanie 
 

 Are you Melanie? 
 “Um… yeah. Yeah, actually. Yeah, I’m Melanie. Call me Mel. …And who are you?” 
 
 We’re getting you out of here! 

 “Oh. Um. Wow. Thanks. Sorry, but, how did you find me? The Dunes are pretty good at covering their tracks.” 
 
 Cassidy sent us! 

“Wait, CASSIDY? She’s still here?” She seems confused, but then starts to smile. “Ok, let’s get going! I owe her a 
little something.”  

 
 Can you walk? Or Can you fight? 

 “Yeah. Yeah, I’ve been sitting around long enough. Lead the way.” 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

Encounter 3: “D” 
 

Around the city, magical explosions and fireworks are being blasted into the sky. The residents are making merry, dancing and 
singing in the streets as the party escapes from the warehouse, with Melanie now in tow. She’s striding through the alleyways, 
staying silent, and seems intent on getting in contact with her friend. The gemstone Cassidy gave you has started cracking, 
breaking under magical strain. At the last moment, Cassidy tells you to meet her at Melanie’s Crossing, right before the 
Cyanite crumbles to dust. The players come upon a large gathering of people that surround the crossing, and scattered among 
them, they can spy some of the Knoll City Guard on alert, holding a picture of Melanie and saying they’re looking for an 
escaped prisoner… 

 

The Streets of Knoll 
 

The Streets of Knoll: General 
 

Melanie: The half-orc is moving carefully along with you, stopping occasionally to smell the air. She seems to be in 

peak physical condition, and can be asked to move without the group for briefly. If confronted, she can fight for 
herself, though she can be overwhelmed if multiple attackers come at her at once. She can also be recognized by 
some of the people in the crowd, though only when she is very close to them.   
 
City Guards: While they aren’t as tough or diligent as they’re warehouse counterparts, the city guards are keeping 

an eye out for the escaped prisoner. However, they can also be distracted by other dangerous activity or crimes 
happening in the area. They’ve been tasked with keeping the peace during the night of celebration first, and all other 
instructions second. They can also be distracted by particularly impressive performances, though only momentarily. 
They are carrying decent sums of gold (50-100 pieces each), though they will be much harder to steal from than the 
locals. (Monster Manual, pg 347, Guard) 

  
Partying Locals: The people in the area are enjoying themselves immensely, happy to see a day of work gone by. 

While it’s not common, some of the people in the crowd can recognize Melanie when she’s up close, and will beg for 
her forgiveness upon recognizing her. The people are largely intoxicated, and can be easily misdirected or asked to 
perform some simple tasks (though failure will result in them becoming aggressive). They are also carrying very little 
money (5-25 pieces of gold usually). (Monster Manual, pg 345, Commoner) 

 
Barrels of Liquor: Enormous barrels of wine and ale have been set up around the area, and are being drained 

slowly over the evening. While they are securely fastened, the ends can be broken rather easily. The liquor can be 
set fire to, which will spread quickly across any surface covered by it. It can also be left to drain, which will cause a 
small riot to break out as the people realize they’re beverage of choice has been allowed to seep into the ground. 

 
City Dogs: Scattered around the alleyways and among the crowd are various stray dogs who have come out to beg 

for scraps. The dogs can be befriended easily, and the city guard can be briefly distracted by them if they’re sent 
towards them. They will also run towards food that has been offered to them, barreling through anyone or anything in 
their way. They can also bite player characters if they are offered food and aren’t given it. (Player’s Handbook, pg 
311, Wolf) 

 
Magical Explosives: In small bins lining the throng of people, fireworks of all shapes and sizes can be found. These 

can be stolen from the bins rather easily. When set fire to, they will fire in whatever direction they are pointed, making 
an enormous explosion, which will momentarily distract anyone in the crowd. They can also be dowsed alcohol, 
making them rain fiery liquid down on anything below or around them. 
 
Performers: Throughout the crowd, performers of all types can be seen. They can be paid small sums of gold (15 – 

25 pieces) to perform for a particular individual, or larger amounts to get the attention of an entire crowd (50 – 75 
pieces). They include acting troupes, bards, or dancers. 

  

 
 
 
 
 
 
 
 
 
 
 



 
The Streets of Knoll: Skill Checks 

 

Athletics (on barrels of liquor): DC 19 – The barrel creaks, but finally splinters as it tears inwards, allowing a thick 

stream of liquor to spill out. It begins to cover the ground, and spreads through the area of roughly 20 feet around the 
hole. 
 
Sleight of Hand: DC 10 (on intoxicated local), DC 16 (on city guard) – The player character is able to remove a 

small satchel of money from their person, and they continue on, blissfully unaware.  
 
Stealth: DC 21 (normal), DC 15 (crowd distracted) – The player character is able to move through a portion of the 

crowd without being noticed by any members of the guard or other locals. They come out into a more secluded area, 
closer to their destination. 
 
Religion: DC 18 – For many, the Season of Night is a time when the sins of the city are brought to the forefront, and 

lay as a heavy weight upon the otherwise prosperous city. As such, especially on the night before the season begins, 
they are willing to try and pay back any debts they have not yet paid.  
 
Performance: DC 16 – Drawn by your incredible display, the people around you begin cheering, and you even draw 

the attention of a handful of guards. They will soon find another activity to distract them 
 
Animal Handling: DC 20 (normal), DC 13 (with food) – The dogs nearby recognize the player character’s calm 

intent. Begging and whining, they will go after any food the player character throws or points out to them. 
 
Perception: DC 14 – The city is filled with jubilation, everyone taking part in a final celebration before the Season of 

Night begins. Surrounding the party, barrels upon barrels of wine and mead can be found, and booming up into the 
sky are magical explosives. City guards are scattered about, but while they seem to want to find Melanie, they’re very 
focused on keeping the peace among the crowd. DC 18 – Around the edge of the crowd, many dogs are begging for 

scraps, and some of the locals are throwing meat towards them, which they barrel towards with reckless abandon. 
There are also many performers in the area, being paid to play for different parts of the crowd. 

 

Dialogue Field: Knoll Local 
 

 Upon seeing or being talked to by Melanie. 
“Oh Mystra above… you can’t be here… please, no, please! I’ll do anything, just don’t let me be damned! Please 

forgive me!” The local drops to their knees, hands clasped together. They can be asked to perform one simple task, 
so long as it doesn’t gravely harm another person.  

  
 Come with me, I’ve got something to show you! [Deception 12] 

“Haha! Ok, ok, what have you got?” Smiling and excited, they stumble towards the player character that is beckoning 
to them. 

 
 Hey, let’s mess with that guard! [Persuasion 16] 

“Yeah… yeah, why not? Season of Night is coming; no regrets!” They charge off towards a nearby guard, attempting 
to pick a fight. 

  
 Get out of here, we don’t you around here! [Intimidation 14] 

 “Oh, um, yeah, sure. Sorry for bothering you.” 
  
 

Dialogue Field: Knoll City Guard 
 
 Upon seeing Melanie up close. 

“Hey, hey, you’re the one we’re looking for! You’re under arrest!” He will call over any other guards in the area if he 

can, though the players can, at this time, try to knock them out as they’re distracted by Melanie. 
 
 I think I saw the person you’re looking for over there! [Deception 18] 

“Really? Thanks, I think I see them.” The guard will immediately accost the first half-orc they see in the direction the 
player character pointed. 

  
 Who are you trying to find? 

 “An escaped prisoner. Highly dangerous. Keep an eye out.” 
  
 Hey, could you help me and my friend find our way home? The crowd is pretty big. [Persuasion 16] 

“Sure thing, just go over that way to get to Melanie’s Crossing. I can’t leave my post, but let me break up the crowd a 
bit.” The guard, using the butt of their spear, gently prods a portion of the crowd to the side   



 

Dialogue Field: Melanie 
 
 How are you holding up? 

“Not too bad. This crowd though… it’s a little freaky. I don’t know, I haven’t seen too many people for a while. It’s a bit 

overwhelming.”   
 
 Why were you locked up Melanie? 

 “Look, we get to Cassidy, I’ll spill it all. Right now, though, I’m feeling super drained.”  
 
 We need you to go there! 

 “Got it. Just keep an eye out for me, would you?” 
 
 Do you see anyone you know? Or Is there anything we could do here? 

 “I think I recognize that person over there… Yeah, get me over to them. I’ll get them to do whatever you need.” 
 
 How do you know Cassidy? 

“She’s an old friend. Glad to see she didn’t forget about me… I almost forgot about her.” Cassidy stops talking here, 
and seems taken aback if asked further questions about Cassidy. 
 
Upon getting through the crowd.  
“Ok, the crossing should be just up here. Thanks guys, by the way… you really helped me out through this. And I 
don’t forget the people who’ve helped me.” 

 
 

 
Cassidy, raising her walls 

(Official Dungeons & Dragons 5th Edition Art by Tom Babbey) 
 



Melanie’s Crossing (Night) 
 

The party makes their way to the crossing, and just as during the day, it is empty, save for a bed of flowers. Out of an 
alleyway, Cassidy approaches the group, staff in hand and holding several gemstones… Around the intersection, walls 
suddenly rise, blocking off any alleyways and other roads. The noise of the rest of the city is High-Elfned out, and only the hum 
of the gems in Cassidy’s hands can be heard. Melanie squares her body, going into a combative stance. Cassidy begins to 
speak with a smiling drawl. 

 
Dialogue Field: Cassidy and Melanie 
 

 When the group first arrives. 
Cassidy: “Well done, everyone. I’m impressed you were able to pull it off this well. As for you, Melanie… you’re a 

good woman. I wish it didn’t have to happen like this.” 
Melanie: “It doesn’t. It won’t. You made a big mistake, Cassidy. You didn’t know what your people were up to.” 
 
Wait, what’s going on?   

Cassidy: “I hired you all to get Melanie back from my former associates. I wasn’t about let her go the way of the rest.” 
Melanie: “This worm is the head of the Dunes. Or at least, she used to be.” 

 
Cassidy was with the Dunes? 

Melanie: “Last year, yeah. She was their Desert Sun, top crime lord in the city. Nobody suspected her; it helps when 
you’re a philanthropist. People don’t look for the grime.” 
 
Why did they have you locked up? 

Melanie: “It only happens here. The Season of Night. It’s been going on for centuries, but no one questions it. They 
think its Mystra punishing the city for its evils. But I’ve talked to Mystra. I’ve been offered to her, to act as an 
enchantment for one month. And through me, the Season of Night prospers.” She spits this last sentence out with 
venom. 

 
Why did you use us? 
Cassidy: “The Dunes have a block on me. I couldn’t get too close.” She lifts arm, presenting a black symbol etched 
into her wrist. The same symbol the party found on the box. “I needed you, and you’ll be paid handsomely for your 
services, I assure you.” 
 
Where’s our pay, Cassidy?  
Cassidy: “Impatient, huh? Fine.” She tosses a bag of gold to the floor. Inside, 6000 gold pieces can be found. “Enjoy 
it while you can, the Season of Night will fall tomorrow.” 
 
What is the Season of the Night? Or What happened to you? 
Melanie: “It’s a ritual. An enchantment that prevents anyone and anything from coming in or out of the city while it’s in 
effect. The queens of Knoll kept it secret, a way to keep their city safe from invaders. But it was stolen by the Dunes 
many years ago. It takes a sacrifice. Problem is, the sacrifice gets one thing in return.” She flexes her hands at this 
point, and suddenly, white runes, etched into her skin, glow in the darkness. They cover her arms and face, a rune 
covering every square inch of her body. “They get the power to purge Knoll of anyone that threatens it from the 
inside. In exchange, they lose their life at the end of the Season of Night.” 
 
Upon questions ending, or after Melanie explains the Season of the Night. 
Cassidy: “Well, now that we’re all caught up…” She pauses for a moment, and seems to be trying to think of 
something. “Um… hold on a moment.” She begins muttering, rifling through her robes, seemingly looking for 
something.  
Melanie: “Having some trouble, hon?” 
Cassidy: “Be quiet! I’ve got…” 
Melanie: “You’ve got nothing. Typical.” She turns around, moving towards an intersection. Her arm glows brighter 

and brighter, until finally, she punches forward. A blinding flash of light, and then suddenly, only rubble lays where the 
wall originally was.  
Cassidy: “How- how did you…”  
Melanie: “Should have planned ahead, hon. That was all I had in me.” She turns to the party again. “Hey. You helped 

me out of a jam back there, and… well, if you’re interested, I’ve got some big stuff coming up.” She cracks her 
knuckles, smiling a toothy grin. “May need some help bringing down a criminal empire.” She smiles, and holds out her 
hand. 
Cassidy: “As if they’d listen to you! You haven’t got anything! No resources, no followers. So you’ve got some magic 

now? Wait until morning- I’ll give you all the magic you can take! The Dunes are going down, but I’m the one who’s 
going to be on top when it’s all over!” She turns to the party. “But I don’t think it needs to be lonely at the top. We’ll 
have to retreat for tonight- none of us have anything that’d put a dent in her, and same on her to me. So… who will it 
be?” 



The party chooses to go with Melanie. 
 

You take the outstretched hand gladly. Her grip is firm, but inviting, and she shakes it gladly, doing the same for each member 
of the party. A fierce grin is directed towards Cassidy, who looks upon the lot of you with scorn. The look is gone quickly, 
however, and she pats down her robes, and taps her staff to the floor. The nearby walls come down, and a swarm of rats 
surround her on all sides. The white rats begin circling, and soon, they vanish, taking her with them. “We’ll face her in the 
morning. For now, let’s get ready for the Night.” 
 

The party chooses to go with Cassidy.  
 

The party stands tall, looking back upon Melanie defiantly. She scowls, and turns around, leaving the group on their own. “I 
won’t break you now- I owe you that much. But next time, you won’t be so lucky.” She continues on, and doesn’t look back 
again. Cassidy, smiling, turns to the group. “We’ve got work to do. I hope can count on all of you to do your part during this 
Season.” She taps her staff to the floor, and a tornado force lifts the party upwards, until they vanish into darkness. 
 

The party chooses to go with neither. 
 
In both directions, you see power, but step away instead of pursuing either. Both Cassidy and Melanie seem surprised, but 
regain their composure quickly. Melanie speaks, in an almost disappointed tone, “Fine. But if you’re leaving, leave now. This 
place won’t let anyone go come tomorrow.” She turns and walks away, the party alone with Cassidy. She is tossing her staff 
from hand to hand, before finally tapping it to the ground. “I have to admit, I didn’t expect you to be this stupid. But she’s right. 
You’ll want to get out of here.” She begins speaking an incantation, before stopping suddenly. “Oh, and a note- if you stay in 
this city, the Dunes WILL come after you. And I don’t have time for freelancers.” In a flash, she’s gone, leaving all of you alone, 
in the middle of a war zone. 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



What Comes Next 
 

Going with Melanie 
 
 The power that Melanie possesses comes at a price: once the Season of Night is lifted, her life will be forfeited to the 
goddess Mystra. She knows this, and desires the end of the Season and the Dunes for good. With her, party can assist her 
with the destruction of the Dunes piece by piece, going after larger and larger forces until they reach the top, and face the final 
trifecta. While she possesses unimaginable strength and magical capability, Melanie doesn’t have full control over her powers 
quite yet. They’ll continue to unlock and grow as the Season of the Night drags on, until her body is completely covered in 
white runes. 
 During this escapade, Melanie can be sabotaged by the Dunes attempting to undo her contract with Mystra, and 
attacks from all sides should be expected. The Season of Night also allows bizarre and exotic monsters to go almost 
unnoticed in the town, which the crime lords and other parties will almost certainly make use of. Cassidy can also come up, 
acting as both adversary and accomplice, trying to capture Melanie for her own ends. In addition, the people of the city are 
also going to be in dire need during this ordeal, which Melanie will almost certainly feel some sympathy for.  

 

Going with Cassidy 
 
 Cassidy is a powerful person, even without her connections to the Dunes, and she is willing to use every ounce of 
that power to reclaim her rule over the city. While Melanie is instrumental to that in part, she also requires the secrets of the 
ritual to be in her possession, to establish alliances or eradicate the other crime syndicates, and the Dunes kept off her back 
while she does all of this. While she knows she won’t be able to bring everyone under her control, she still wants to give the 
opportunity to anyone out there interested in joining her (whether that be a member of the Dunes, a crime syndicate, or just a 
simple worker). 
 As her plans are put into motion, Melanie will sometimes come in, as an ally with Cassidy or for the force the group is 
facing. While Cassidy will eventually go after Melanie herself, she will try to keep her at arm’s reach at first, especially as it 
becomes more and more apparent that the half-orc’s abilities far outstrip her own, on a technical scale. As such, she will need 
various components scattered throughout the city to enact the rituals and enchantments she will require to destroy Melanie 
and the Dunes. The people of the city are ripe for rule, and she will subjugate them at any cost. 

 

Going with Neither 
 
 The city of Knoll is going to fall to pieces if left to its own devices. The entire city has become a war zone for the 
Dunes, Melanie, Cassidy, and anyone else that wants a piece of the action. And in the middle of it all, the people of Knoll will 
be asked to cower in fear, or join a side. The party can be one of those that cower, just trying to survive the onslaught that is to 
come. On the other hand, they could also try to bring it all down themselves. Melanie and Cassidy will do as they will, but it 
shouldn’t be difficult to find them, or what they’re up to, considering they’re tendency towards the dramatic. Or, merely 
escaping this city could be the final goal of this party. The rituals necessary to escape the Season of Night are rare, but 
considering the frequency of the event, there’s almost certainly someone in the city that knows their way out. The party will 
have to go looking for trouble to get themselves out of this situation, but they might be able to get a little help from Mystra… 
Regardless, there’s much to be done. 


