


THE BELL THAT COULDN'T RING

Field Guide to Creatures


Know Your Enemy



This guide contains information about creatures you may encounter
in and around Millhaven during the current crisis.


How to Use This Guide

This field guide contains knowledge your characters might possess or discover about the creatures threatening Millhaven. The information is organized into sections:

What Everyone Knows: Common knowledge available to all characters. This is what locals have shared or what's obvious from observation.

Knowledge Checks: Additional information revealed through successful skill checks. Your GM will tell you what you learn based on your roll.

In Combat: Observable behaviors and abilities you'll notice when fighting these creatures.

Weaknesses and Tactics: Discovered vulnerabilities and effective strategies for dealing with these threats.

	Using Knowledge Skills

When you encounter a creature, you can ask your GM to make a knowledge check to see what your character knows about it.

Nature: For beasts, plants, and natural creatures
Arcana: For magical corruption and unnatural effects
Religion: For divine connections and sacred creatures
Survival: For tracking, behavior patterns, and habitat

The DC varies based on how common the creature is. Your GM will tell you what you learn based on your result.




Natural Forest Creatures
These are ordinary animals that inhabit Thornwood Forest. Before the corruption, they were harmless or at least avoidable. Now, they may be aggressive or corrupted.

Wolf
Medium-sized predator, typically gray or brown fur

What Everyone Knows
Wolves are pack hunters found throughout Thornwood Forest. They're normally shy around humans and avoid settlements.
Since the crisis began, some wolf packs have become unusually aggressive, attacking travelers and even approaching the town at night.
Wolves hunt cooperatively, surrounding prey and attacking from multiple angles.
A wolf's bite is powerful enough to bring down deer and can easily wound an unarmored human.

	Knowledge Checks

Nature DC 10: Wolves have keen senses of smell and hearing. They're faster than humans and can track prey for miles. They hunt at dawn and dusk primarily.

Nature DC 13: Wolves are most dangerous when fighting together. They instinctively flank targets and coordinate attacks. A lone wolf is much less threatening.

Nature DC 16: Wolves will flee if they're losing a fight. They're survivors, not berserkers. If half a pack is killed, the rest usually retreat.

Survival DC 12: You can read wolf tracks and scat to determine pack size and recent activity. Fresh tracks mean wolves are nearby.



In Combat
Wolves attack with powerful bites that can knock smaller creatures prone.
They're agile and hard to hit, darting in and out of melee range.
When multiple wolves attack the same target, they're more effective (pack tactics).
Wolves typically have around 10-15 hit points - a good solid hit can drop one.

Weaknesses and Tactics
Fire frightens wolves. A torch or fire spell can cause them to hesitate or flee.
Loud noises and aggressive posturing sometimes scare off wolves before combat starts.
Focus fire on one wolf at a time - reducing their numbers quickly demoralizes the pack.
Wolves avoid heavily armored targets. They prefer to attack unarmored party members.
Animal Friendship and similar magic can calm normal wolves, though corrupted ones resist this.




Giant Spider
Large arachnid, the size of a large dog or small pony

What Everyone Knows
Giant spiders are normally found deep in caves or dark forest areas. They're ambush predators that use webbing to trap prey.
Since the crisis, they've been appearing closer to civilization and have grown bolder.
Their venom is dangerous - it causes intense pain and can paralyze victims if the dose is strong enough.
Giant spiders create web zones in their territory, making movement difficult.

	Knowledge Checks

Nature DC 10: Giant spiders are solitary hunters. If you see one, there probably aren't others nearby. They're territorial and don't share hunting grounds.

Nature DC 13: Spider venom affects the nervous system. The initial bite hurts, but the real danger is the paralysis that follows. Someone paralyzed by spider venom is fully conscious but can't move.

Nature DC 16: Giant spiders can walk on any surface, including upside-down on ceilings. They often attack from above. They're also surprisingly smart for beasts and will retreat if seriously wounded.

Survival DC 14: You can spot spider webs before walking into them with careful observation. Look for unnaturally regular patterns of webbing between trees.



In Combat
Giant spiders try to web targets at range before closing in to bite.
Their webs are sticky and restraining - breaking free requires strength or cutting through.
Being restrained by webbing makes you an easy target for the spider's bite.
The spider's venom deals additional damage and can poison you.
They can climb walls and ceilings effortlessly, attacking from unexpected angles.

Weaknesses and Tactics
Fire is extremely effective against both spiders and their webs. Web burns easily.
A burning torch can destroy web sections, freeing trapped allies.
Cutting weapons can slash through webs (though it takes an action).
Spiders have good armor (hard exoskeleton) but relatively few hit points for their size (around 25-30).
Antitoxin provides some protection against spider venom.
If you're restrained by webbing, allies can free you by attacking the web or helping you break free.




Corrupted Creatures
These creatures have been twisted by the dark magic spreading from the forest. They're more dangerous than their natural counterparts and exhibit unnatural behavior.

	Signs of Corruption

Corrupted creatures are easy to identify:

- Eyes glow with sickly green or yellow light
- Fur, scales, or hide has dark, oily patches
- Shadow-like substance seems to cling to them
- They fight with no sense of self-preservation
- Their wounds sometimes leak dark smoke instead of blood
- They dissolve into shadow when killed, leaving no corpse

Corruption seems to be magical in nature. Divine magic and silvered weapons are particularly effective.



Corrupted Wolf
Medium predator, fur matted with shadow, glowing eyes

What Everyone Knows
These wolves have been twisted by the dark magic spreading from the forest's heart.
Unlike normal wolves, they show no fear and fight to the death with savage ferocity.
Their bites cause festering wounds that are slow to heal.
They attack travelers on sight and seem to be actively hunting near the town.

	Knowledge Checks

Arcana DC 12: The corruption is curse-based magic, likely tied to the broken covenant. It's corrupting natural creatures from the inside out, overriding their survival instincts.

Arcana DC 15: Corrupted creatures are resistant to some forms of damage but vulnerable to radiant energy and silvered weapons. The corruption acts as unnatural armor.

Arcana DC 18: The corruption originates from a single source - the forest's spiritual center. If that source is cleansed, the corruption should fade.

Religion DC 13: Divine magic can temporarily suppress the corruption. Remove Curse might work on individual creatures but won't solve the root problem.

Nature DC 14: The base creature is still a wolf underneath. They retain pack tactics and hunting instincts, but their natural fear response is gone.



In Combat
Corrupted wolves are more aggressive than normal wolves, attacking recklessly.
Their bites deal extra necrotic damage - the wounds feel cold and wrong.
They don't retreat when wounded. Even alone, they fight to the death.
Some corrupted wolves have an unnatural toughness - they survive wounds that should drop them.
They have slightly more hit points than normal wolves (around 20-25).

Weaknesses and Tactics
Radiant damage (from Cleric spells like Sacred Flame or Paladin abilities) is very effective.
Silvered weapons cut through their unnatural resilience.
Despite their fearlessness, they still use pack tactics - spread out to avoid being surrounded.
Holy water causes them pain but doesn't kill them outright.
Remove Curse cast on a corrupted wolf can cleanse it, reverting it to a normal (fleeing) wolf.
After death, they dissolve into shadow - there's nothing to harvest or study.
Animal Friendship and similar magic doesn't work - the corruption has destroyed their nature.




Corrupted Vegetation
Animate plants and trees twisted by dark magic

What Everyone Knows
In the most corrupted areas, even plants have become hostile.
Trees may animate and attack, vines may grasp at passersby, and roots may trip travelers.
These plant creatures move slowly but can be surprisingly strong.
They seem to guard certain areas of the forest, preventing passage.

	Knowledge Checks

Nature DC 12: These were once ordinary forest plants. The corruption has given them a twisted form of sentience and animation.

Nature DC 15: Plant creatures are vulnerable to fire but resistant to piercing damage (arrows and spears are less effective).

Arcana DC 13: The animation is temporary. If the corruption source is removed, these plants will return to normal, lifeless wood.

Arcana DC 16: Speaking Druidic or Sylvan near corrupted plants sometimes causes them to hesitate, as if some memory of their true nature remains.



In Combat
Corrupted plants attack with crushing branches or grasping vines.
They're slow-moving but can root themselves firmly, making them hard to push or move.
Some can attack multiple targets at once with their many branches.
They're essentially blind but can sense vibrations through the ground.
They have high hit points (40-60) but are vulnerable to fire.

Weaknesses and Tactics
Fire is devastatingly effective. A single flame spell can severely wound or kill a plant creature.
Axes and slashing weapons are more effective than piercing weapons.
Bludgeoning weapons (hammers, maces) work reasonably well.
If possible, avoid combat by moving quietly. They sense vibrations, so light steps help.
Plant Growth spell cast by a druid can sometimes calm or confuse corrupted plants.
They can't chase you if you retreat - they're rooted in place or move very slowly.




Shadow Manifestations
Vaguely humanoid creatures made of living darkness

What Everyone Knows
These creatures appear to be made entirely of shadow, with no solid form.
They emerge in areas of deep corruption and seem drawn to sources of life or light.
Their touch drains strength and vitality, leaving victims weak and cold.
Guards who've survived encounters describe them as 'shadows with reaching hands.'

	Knowledge Checks

Arcana DC 14: These aren't natural creatures - they're manifestations of the corruption itself. Pure magical constructs given semi-solid form.

Arcana DC 17: Shadows are incorporeal undead-like creatures. They have resistance to most physical damage but are vulnerable to radiant damage.

Religion DC 12: These beings are anathema to life and light. They're repelled by holy symbols and can be turned like undead.

Religion DC 15: Their strength-draining touch is particularly dangerous. If they reduce someone to 0 Strength, that person dies and rises as a shadow themselves.



In Combat
Shadows attack with strength-draining touch attacks that bypass armor.
Physical weapons pass through them partially - they resist non-magical physical damage.
They hide in darkness and ambush from shadows, striking when you're vulnerable.
They're frighteningly stealthy and fast in dim light or darkness.
Sunlight or bright magical light weakens them significantly.

Weaknesses and Tactics
Light is your best defense. Dancing Lights, Light spell, or even torches force them into visibility.
Radiant damage absolutely devastates them. A single Sacred Flame can destroy a shadow.
Magical weapons work normally against them, but mundane weapons do reduced damage.
They can be turned by clerics or paladins as if they were undead.
If someone's Strength is being drained, focus fire on the shadow before it's too late.
They flee from sunlight and bright areas - fight in lit areas when possible.
If you're low on resources, retreat to well-lit areas where they won't follow.




The Forest Guardian
Information about the entity at the center of this crisis. Approach with extreme caution.

Thal'dorin the Evergreen (Corrupted Form)
Ancient guardian spirit in the form of a massive stag

What Everyone Knows
The guardian spirit that has protected Thornwood Forest for over a millennium.
Appears as an enormous stag with antlers that seem to touch the sky.
Currently corrupted by the broken covenant - fur matted with shadow, eyes glowing with sickly light.
Radiates an aura of wrongness that causes fear in those nearby.
Local legends say the guardian is wise, powerful, and tied to the forest's health.

	Knowledge Checks

Religion DC 12: Guardian spirits are celestial beings bound to protect specific locations through covenants with mortals. They're not gods but are divinely empowered.

Religion DC 15: Breaking a covenant can corrupt or weaken a guardian, making them vulnerable to dark magic. The guardian likely didn't choose this corruption - it's suffering.

Religion DC 18: Restoring the covenant could free the guardian from corruption. This would require performing the proper ritual and making restitution for the broken promise.

Arcana DC 14: The corruption is external, not intrinsic. If the source is removed, the guardian should return to normal.

Arcana DC 17: Guardian spirits are semi-immortal. Killing one doesn't destroy it permanently - it will reform over time unless bound or released properly.

Nature DC 16: Thal'dorin's true form would be majestic, not terrifying. The corruption is like a disease, not a transformation.

History DC 13: Elder Miriam tells the story of how the town's founders made peace with the guardian centuries ago through the covenant of the bell.



In Combat
The guardian is extraordinarily powerful - easily the most dangerous creature in the region.
Its presence inspires supernatural fear. Weak-willed individuals may flee in terror.
It can attack multiple times per turn with antlers and hooves.
The corrupted guardian uses both physical attacks and area-effect corruption magic.
It has legendary resistance and high resistance to most damage types.
Despite the corruption, it seems to hold back slightly, as if fighting itself.

Weaknesses and Tactics
Fighting the guardian is possible but extremely difficult. It's designed as an end-game challenge.
Consider negotiation - the guardian may be open to reason if approached with respect and proof of good intent.
The guardian knows Sylvan and Common. Speaking the proper forms of respect may help.
If you must fight, focus on staying spread out to avoid area effects.
Radiant damage from clerics/paladins is more effective than most damage types.
The guardian's corruption is the real enemy, not the guardian itself.
If you restore the covenant (ring the bell properly with the pendant), the guardian stops fighting immediately.
Presenting the silver acorn pendant demonstrates you intend to fulfill the covenant.
The guardian wants to be freed but cannot break the corruption alone - it needs mortal help.



	A Note on the Guardian

Multiple groups have tried to solve this crisis through violence alone. Most failed.

The guardian is ancient, powerful, and was once the forest's protector. It's currently twisted by forces beyond its control.

Before committing to combat, consider whether there's another way. The wisest heroes understand that not every problem requires a sword.

That said, if you must fight, be prepared for the battle of your lives.




General Survival Tips

Equipment Recommendations

Essential Gear:
- Healing potions (at least 2 per person)
- Torches or light sources (for shadows and dark forest)
- Rope (50 feet minimum)
- Rations and water (forest water may be corrupted)
- Antitoxin (for spider venom and other poisons)

Highly Recommended:
- Silvered weapons (effective against corrupted creatures)
- Holy water (damages corrupted creatures, 2-3 vials)
- Herbalism kit (for identifying safe plants)
- Climber's kit (for navigating difficult terrain)

Combat Tactics

Against Multiple Enemies:
Focus fire on one target at a time to reduce enemy action economy. Three wounded enemies are more dangerous than two dead ones and one healthy one.

Against Corrupted Creatures:
Prioritize radiant damage and silvered weapons. Regular weapons work but are less efficient.

Positioning Matters:
Use terrain to your advantage. Choke points, high ground, and cover can turn a difficult fight into a manageable one.

Know When to Retreat:
Running away is a valid tactic. Dead heroes can't complete quests. If you're overwhelmed, fall back and regroup.

Forest Exploration

Travel Safely:
- Stay together. Splitting the party in corrupted areas is extremely dangerous.
- Mark your trail. The forest is easy to get lost in, especially under stress.
- Travel during daylight when possible. Corrupted creatures are more active at night.
- Have someone with Survival skill navigate to avoid getting lost.

Rest Carefully:
- Don't rest in obviously corrupted areas (black plants, unnatural shadows).
- Set a watch rotation. Someone should always be alert.
- Extinguish fires before sleeping if hiding from predators, maintain them if deterring creatures.

Dealing With Corruption

If exposed to heavy corruption (wounds from corrupted creatures, prolonged time in corrupted areas):

- Lesser Restoration can cure corruption-based diseases and conditions
- Holy water cleanses corruption from wounds (apply like medicine)
- Elara the herbalist can create corruption resistance potions
- Prolonged exposure may require Remove Curse (see Priestess Lily at temple)

Signs of corruption sickness: coldness in extremities, wounds that won't heal normally, nightmares of shadow, loss of appetite.


Final Words

This guide represents the accumulated knowledge of Millhaven's guards, hunters, and the few adventurers who've survived encounters with these creatures. It's not complete, and you may discover information not recorded here.

Remember:

Not every problem requires violence. Talking, sneaking, and clever thinking can solve problems that swords cannot.

Work together. Every member of your party brings unique skills and abilities. Use them.

Information is power. Use your knowledge skills. Talk to locals. Investigate before charging in.

Preparation matters. Stock up on supplies. Silver your weapons. Buy healing potions. It's better to have them and not need them.

The corruption is the real enemy. Many of these creatures are victims of the broken covenant. Stopping the corruption stops the creatures.



Stay alert. Stay together. Stay alive.

Good hunting, adventurers.
