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Background 
An egg laid by a sorcerer's rooster eons ago makes a colourful addition to a 
Fallohide child's breeding stock; and the strangely vibrant oval just fits under a hen. 
The rooster's offspring, however, is magical and dangerous, just the wrong thing to 
suddenly unleash in a Shire village. Paralysed Hobbits result, and shirriffs who have 
some understanding of the dangers of magic are summoned. They are directed into 
the abandoned section of the village, and warned to listen warily for the ominous:- 
cluck...cluck...cluck..."  

The plot 
Summoning the Shirriffs 
At the Shirriff house, the deputies are taking there ease 
when the door is thrust open. Flushed from the long run 
from Crissingham, Maracher Burrowes gabbles forth a tale 
of a threat to the village with the inhabitants being turned to 
stone. He tells how Poncho and Sago Foxburr were found 
that morning turned to stone by their house. He is was sent 
by Mayor Twofoot to summon the Shirriffs to investigate. 

Arriving at Crissingham 
It is an easy 5 mile journey to the small village of Crissingham which straddles the 
Lynn at a shallow ford. The Shirriffs will first be taken to the smials where many 
hobbits have gathered in the Grange (a stone faced smial used to store grain and as 
a refuge). Balbo Twofoot will worriedly tell the shirriffs that four more hobbits have 
been turned into stone since Maracher was sent to summon them. The four figures 

1



Which came first?

are located in the market square area. Hyacinth Goodenough, the local midwife, will 
tell the shirriffs that she heard a clucking from round the corner when she 
discovered one of the hapless victims. This will start a chorus of having seen snakes, 
dragon’s wings. One Theodulf Sandy (innkeeper), who investigated -as part of his 
civic duty - will tell of seeing a chicken fixing him with a beady eye in a reflection in a 
window, whilst is stood beside another of the petrified inhabitants. Mayor Balbo 
wishes the problem dealt with as expediently as possible. Verbena, his wife, on the 
other hand thinks that if there is a creature involved it should be captured as it 
probably doesn’t know what it is doing. 

The GM should do a general lore check for myths and legends with appropriate skill 
bonuses for those who have them regarding the offspring of fell beasts and 
mythical creatures. A player who is successful will then be able to recall some vague 
information about cockatrices, magic eggs and petrifying stares. It is not necessary 
information as the reflection clue and the location of the statues should lead the 
characters to the right location. 

Capturing the Cockatrice 
The cockatrice is current clucking and scratching around for food in the woods to 
the south of the village. The adventurers should led there by following the trail of 
stone statues and perhaps wishing to investigate the first cases at the Foxburr 
house. 

Sago and Poncho are frozen by the hen coop with expression of surprise and alarm 
respectively. In front of Sago there is a large,  iridescent shell made of an unknown 
hard substance. From the woods nearby a clucking can be heard. Which should lead 
the adventurers on. 

The first sight of the cockatrice really depends on the perception and woodcraft of 
the Shirriffs. If they are reasonable then they might glimpse a snake tail, or a small 
leathery dragon wing. Which would allow them to sneak up on the beast and either 
attempt snare it or kill it. On the other hand, poor skills and the first thing they see 
is a chicken head poking out from the bush. Immediately, the shirriffs will feel 
uneasy (RR vs fear lvl2). Following this as the full nature of the creature is revealed it 
will fix them with a beady eye…. 

2



Which came first?

Investigating the origin 
Having captured or dispatched the cockatrice, the Shirriffs will naturally wish to 
investigate the origin of the creature. Thankfully, the effects of petrification appear 
to be temporary with Sago and Poncho returning to normal soon after. Questioning 
of the two will reveal that Sago was given the egg by Latana Lightfoot a local wild 
hobbit who knew of Sago’s love of chickens.  

Latana already worrying about being in trouble for bringing the cockatrice egg into 
the village (though she did not know it was one) is packing a small bag in her small 
hut at the edge of the village. It shouldn’t take much for the Shirriffs to detain her 
and the likeable rogue will co-operate by revealing that she had been doing a bit of 
investigating of a tower in the Red Hills. She had found the egg at the top of a 
crumbling tower. Thinking it had been left by a bird she had brought it back for 
Sago. Further questioning will reveal Latana had not investigated beyond the 
second floor, when pushed she will reveal that she had recovered some jewels from 
here. Latana will suggest that it might be possible for there to be more eggs in the 
tower. Perhaps the Shirriffs should investigate. 

Investigating the Tower 

The tower in the Red hills needs no specific location, except that it sits in a wooded 
valley the squat tower hidden by the tall trees that have grown up around it. Latana 
will be willing to act as a guide to the tower and even willing to explore with the 
Shirriffs if they offer a reward. Should the deputies wish to travel alone her 
description will be enough to get them into the correct area. The Red hills are only 
20-30 miles distant from Crissingham on the other side of the Branduin river so it 
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will take no more than 2 days to reach the location of the tower. Encounters should 
be light with perhaps only a chance encounter with Riverman having a hostile tone.  

The wood begins to close in around the Shirriffs as they approach the tower; it is 
almost as if the closer they get the more the trees are attempting to reclaim the land 
around the tower. Indeed, the trees around the tower appear to be leaning towards 
the tower with branches grasping at the brickwork in attempt to pull stone from 
stone. Fortunately, this provides an easy access to the top of the tower with a Light 
(+10) climb. The main door at the foot though is broken open hanging limply from 
previously sound hinges. 

Notables 
Poncho Foxburr 

A Fallohide child who discovered the egg can be found in the chicken 
coop. He is frozen in place with a look of delight on his face at the 
hatching of his colourful egg. Unfrozen, the child is a typical 
Fallohide with dark, sandy brown hair and brown eyes. 
Personality: Humane, Obedient 

Sago Foxburr 
Father of Poncho and the first unfortunate to be turned to stone. He 
stares with a look of alarm on his face at the end of the chicken 
coop. When he is not stone Sago is a cheery young widow with dark 
brown hair and nut brown eyes. Poncho has become his world since 
the death of his wife Rosalind. 
Personality: Principled, Dogmatic 

Balbo Twofoot 
The mayor of Crissingham is understandably most upset about a 
large number of his citizens having been turned into stone. A 
pompous hobbit with thick sideburns framing his round face. Balbo 
will bluster all of his mayoral concern; insisting that the Sherriffs do 
something immediately to protect the citizens of Crissingham. The 
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broad shouldered and stout mayor will become more irate as his wife puts forth the 
absurd proposition that the Sherriffs capture and not kill the monster roaming the 
village.  
Personality: Principled, Dogmatic 

Verbena Twofoot 
The mayor’s wife who believes that every creature deserves to have 
a chance of life, wears a broad brimmed hat that barely contains her 
sandy curls of hair. Begarlanded with spring flowers and a sprig of 
heather on her overcoat, she will tell the adventurers that they 
should try and capture the creature and release it back in its natural 
habitat (of home as she puts it). However, she has no idea where a 
Cockatrice should live or how to capture one without being turned 

to stone. 
Personality: Principled, Righteous 

Theodulf Sandy 
The inn keeper at the Vigiliant Mare is well known in the local area and is often 

consulted by Mayor Twofoot prior to Moots. His iron grey hair and 
mutton chops only serve to add to his sense of wisdom. He has 
become slightly portly with ages, and sampling his own wares, but if 
one looks closely you can see the famed fighter he once was. 
Theodulf, it is whispered out of his ear-shot, once fought a warg 
single-handedly. 
Personality: Independent, Imperious 

Primrose Sandy 
The inn keeper’s wife at the Vigiliant Mare, is famed throughout the 
locality as a fabulous cook. Her pies are legendary amongst local 
farm hands who will often arrive at first light to collect one for the 
working day at harvest time. Her dark curling hair falls to her 
shoulders is tied back when she works in the kitchen. She favours 
practical skirts and blouses over which she wears an immaculate white 
apron. 
Personality: Selfless, Principled 
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Marachar Burrowes 
The chestnut brown haired messenger who arrives at the shirriffs 
house to deliver the bad news. He is a chatty hobbit who will talk 
about a creature that is turning people to stone. For a hobbit, 
Maracher is on the small-size and is often mistaken for a youth 
barely out of childhood. He is, however, thirty-four and a 
responsible steward of the Grange. 
During the journey to Crissingham a wise Sherriff will be able to 
discover that he believes the Mayor is a wise enough leader but 

Theodulf is wiser by far. However, the Bracegirdles block his election year after 
year. Maracher will wax lyrical, whilst rubbing his substantial midriff about Mistress 
Sandy’s pies and with tender tears in his eyes will recount tales of Mistrss 
Goodenough’s care and kindness for the sick. 
Personality: Obedient, Selfless 

Hyacinth Goodenough - Goodwife healer 
Hyacinth lives on the square and can be found quickly just by asking 
the nearest villager. Her dark hair is held back by cloth bands  which 
only serve to emphasise her cheery face that matches her demeanor. 
She is more than used to tending the wounds of the villagers from a 
child with a fever to the absent minded labourer who has cut 
themselves with a sharp tool or implement. The is a more than 
competent healer with the following skills: Cookery, Herb Lore, First 

Aid, Surgery, Second Aid, Diagnosis, Midwifery 
Personality: Selfless, Humane 

Lantana Lightfoot  
This sandy-haired female wild hobbit is known as a wild adventurer 
and often leaves town for extended periods.  Around the village she 
is known for her flamboyant red coat and lace trimmed shirts. Her 
fellow villagers would say she is a bit strange, but generous to a fault. 
When questioned about the egg she will initially be evasive, not 
wanting to give up the locations of her recent adventures in case 
there is more treasure to be found. A spirited hobbit, she could be 
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convinced or coerced into accompanying the party as a guide. However, at the first 
sign of conflict or danger she will withdraw to a safe location. 
Personality: Independent, Ambitious 

Cockatrice 
With the body of a chicken, the tail of a snake and leathery wings. As 
this is a young hatchling it really is confused about life. Like all base 
animals it will mostly attempt to evade any attempt to capture it and 
will only attack if packed into a corner or directly threatened. 
However, this will not make it easy to capture, particularly as any in 
direct line of sight and looking the direction will need to make an RR 
vs leadership and influence or be turned to stone. Percentage fail 
determines time spent as a stone statue. 90+ (D100 days), 75 (d10 

days), 50 (d100 hours), 25 (d10 hours), 10 (D100 minutes). 

Locations 
Crissingham 
The village of Crissingham is a collection of low roofed stone buildings that have 
been reoccupied by the hobbits who have applied for the land grant. In the hill to 
the north a series of smiles have been dug out, including the mayor’s house and a 
granary in which most of the remain population have taken shelter from the 
Cockatrice’s stare. 

1. The smials including the Mayor’s smial and the Grange 
2. The Bracegirdle steading. A collection of low crofts with turf roofs are the home 

of the Bracgirdle clan. Alongside the two houses there are three barns for 
penning livestock during the winter. 

Name Lvl Hits DB AT SH OB1 OB2 MM Notes

Cockatrice 4 85 35 SL/
4

N 20SPi 20SCI 15 RR vs fear lvl or turned to stone

Latana 4 20 35 SL/
4

N 32Ss 25Da 25 S/H 69, PL 54, Per 48

Hyacinth 5 25 15 2 N 10Da 15 +50 to medic skills
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3. River street which contains Vigiliant Mare, the local inn, set by the ford.  Vigiliant 
Mare is a sturdy, weather-worn granite building of six rooms for rent at the back 
owned and run by Theodulf and Primrose Sandy who exert some influence in the 
area. Prices are 2x normal rates. There is a 50% chance of an unfortunate event 
whilst staying. The interior is simply furnished with a large fireplace. 

4. Market square where Hyacinth Goodenough lives 
5. South woods on the edge of which is the Foxburr house. Thankfully, after 

causing havoc in the Market Square the Cockatrice has wandered into the 
woods 

6. North woods where the Burrowes live and where Latana Lightfoot can be found 
in a house to the east of the woods. 
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Tower in the Red hills 
Within a deeply wooded valley in the red hills there is an ancient sorcerer’s tower. 
Stonework has begun to fall from the upper levels making exploration perilous (5% 
chance of falling stonework). The wood is thick and dark around the tower and 
appears to be attempting to reclaim the tower. The main door on the lower level has 
been broken open by the goblins resident in the basement. The arrangement of 
trees makes it a +20 MM to climb to the upper level. 
 
Within the hidden basement of the tower are a small group of goblins, who have 
taken up residence having left their clan as a group for a new life. During the day 
they are sleeping happily below the tower. As the goblins are naive enough to feel 
safe in the unpopulated valley they haven’t left a guard figuring the traps will catch 
out the curious. During the night there is a chance that the adventurers may 
encounter a small hunting party of goblins. 

1. Crumbling stonework at the top of the tower makes this particularly hazardous. 
There is a 25% chance for every round that a PC will dislodge a stone and risk a 
fall (-20 MM save). In the floor is a trapdoor of wood bound by ancient iron. The 
door is closed but is easily opened, below it are a set of stone steps slightly 
greasy with moss (0 MM) 

2. This level is open to the elements as on two sides the stonework has crumbled 
away and the upper level is now held only by the two unstable walls and a more 
sturdy central column. In one corner there is a small desk with a drawer broken 
open (Latana has ransacked this). Stairs, in poor repair, lead down and up (+0 
MM). 

3. The first floor is more intact than the upper levels, although a small section of the 
outer wall has crumbled. Light enters the room through a series of arrow 
embrasures. A number of piles of wood suggestive of chair and table all that 
remain of furnishings. Empty torch brackets are set into the wall and continue 
down the stairs to the floor below. 

4. This room (15 x 25’) can be entered  by two doorways from the previous room. A 
few smashed crates and barrels lie scattered on the floor. A secret door is fairly 
easy to find (+50) because it sits in the only clear area of the floor. Pushing on 
one side of the pivot will open the door because the latch has been broken 
previously by the goblins. If day time it will be closed but there is a chance that 
the door has been left open by goblins on a night hunt. 
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5. 20’ by 15’ room dominated by stairs leading up and a supporting column for the 
floors above. Studded in the walls are a series of sconces for torches. In the 
alcove to the left is a statue which has been cruelly defaced. 

6. Inside the main door is a 15 x 20’ room rotting carpets and tapestries are piled 
into one corner. A metal stove lies abandoned to one side of the room opposite a 
chair and table. On the other side of the room is an interior door which is closed. 

7. A ring of passages that lead around a hexagonal block. In the walls of the 
hexagonal block are strange runes one set for each side. These are wards that 
release a +20 Fireball at the intruder. They can be cancelled using cancel 
Essence and restored using Spell store and Fireball. The straight passage wards 
have been tripped by goblins (see 8) and are no longer active. Five alcoves on the 
trapped side contain 5 treasure items. Ring of protection +10DB, Broadsword 
60% lighter (1lb), Scroll of Rune paper with Limb walking spell lvl 2, Helm of vision 
+5 perception, +2 adder wand. 

8. Small side cave which has become home to a small group of goblins. Battered 
scimitars and an array of bones dice and caltrops can be gathered from them 
after a brief battle. 

9. Underground pool - groundwater seepage has created a shallow pool of water in 
a depression in the cave floor. There is nothing remarkable about it and can be 
swum  

10. Small rock chamber with a plinth of obsidian. Beside the plinth is a metal chest 
locked (+10) but also trapped (-10 Per, +0 Disarm).  The trap will send a sharp 
blade from the plinth at the height of a kneeling man delivering an A puncture crit 
(Ag save, or being a shorter than 5’. The chest contains 500tp, potion of 
levitation (2-20min), potion of speed (Haste X), Potion of Healing (Heal 50), 3 
scrolls of rune paper casting the following spells Wall of Fire, Water wall, Change 
of Kind. 

11. Narrow passageway about 5’ high and 3’ wide combat is restricted -40 by the 
width unless a small (hobbit) sized creature in which case (-20). It is protected 
by a simple trap (+0 Per, +0 Disarm). If set off then half way along two spears will 
strike at the first party member low and high. Treat as +35OB and give an Ag save 
roll. 

Name Lvl Hits DB AT SH OB1 OB2

Goblins 2 35 0 5 N 35Sc 35ro
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Cartography by Dyson Logos is licensed 

under a Creative Commons Attribution 4.0 International License. 
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