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BLOOD MOON RISING 
 

 “St. Garan the Mighty. Lord of Battle. Lead us to victory over our 
enemies. Let your shining cloak light the way. Let your terrible sword 
cleave the darkness. Let all creatures of evil tremble in fear at the 
sound of your name. And let us be worthy to honor you with our good 
words and deeds.” 

—The Blessing of St. Garan 

 

Blood Moon Rising is a Labyrinth Lord™ 
adventure suitable for 3-6 characters of 1st 
through 3rd level (about 8-10 levels total). The 
adventure is set in and around the village of 
Garanton during a festival honoring a local hero 
named Tormic Garan, and involves a mixture of 
wilderness, dungeon, and urban encounters. 
The Labyrinth Lord should feel free to replace 
Garanton with any small farming village from 
his own campaign world. 

Beginning the Adventure 
The adventure assumes the characters are in 

town at the start of the Feast of St. Garan. They 
may be passing through, they may have come 
to visit a friend or relative, or a fighter or dwarf 
character may have come to receive the 
blessings of St. Garan. 

Managing the Adventure 
Blood Moon Rising is a freeform “sandbox 

style” adventure, presenting a number of 
events that are scheduled to unfold over the 
course of the five-day Feast of St. Garan. 
Although the Festival Itinerary  (pg. 6) 
outlines a typical day at the festival, other 
major events are further described in separate 
daily sections. Combat encounters have been 
spaced out in order to accommodate low-level 
characters, with plenty of downtime provided 
between events to allow the party time to heal, 
memorize spells, interact with NPCs, explore 
the village and its surroundings, and follow up 
on leads and plot hooks.  

The Labyrinth Lord should take note that 
most encounters are presented without 

character intervention, so certain events may 
have to be altered or omitted, depending on the 
presence and/or actions of the player 
characters. For example, if the PCs are near the 
abbey on the third night of the festival, they 
may witness Rellum murder Norri (see 
Murderer on pg. 10). Similarly, if the 
characters manage to close the Demon Gate on 
the second day of the festival, no more demons 
awaken to plague the villagers, even though 
awakening demons is listed as a nightly event 
(see The Demon Gate on pg. 19). 

Adventure Background 
Ages ago, in the land that would one day 

become the Duchy of Valnwall, the forces of evil 
stood united under three half-brothers—the 
fighter Tormic Garan, the cleric Drayn Rone, 
and the infamous wizard Grable Mir. Garan was 
a master tactician and commander of a mighty 
host, Rone was a disciple of darkness whose 
demonic allies instilled fear in the hearts of 
men, and Mir was already the most feared 
sorcerer in all the land.  

Garan’s army built a mighty castle atop a tall 
cliff and many fell creatures came to dwell in its 
shadow. Mir lined the castle walls with magic 
runes to make it impregnable, while on the roof 
of the castle’s tallest spire, the cleric Rone 
opened a mystical portal to the demon realms. 
The castle was named Vyn, but because of the 
Demon Gate, most men called it by another 
name—Hell’s Door.  

Hell’s Door became the launching point for a 
wave of conquest that washed over the 
surrounding lands. Garan’s army swept 
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unchecked across the countryside, looting and 
burning, while Mir and his dark apprentices 
began a hunt that sent other magic-users into 
hiding. Meanwhile, the cleric Rone opened the 
Demon Gate and the moonlit sky became a 
symbol of terror as his winged demons fell upon 
all in their path.  

Together, the brothers were nigh 
unstoppable and victory over the free kingdoms 
seemed certain until Garan and Mir learned that 
Rone planned to betray them. Rone had 
uncovered a ritual that would summon a more 
powerful demon and usher in an age of demon 
worship the world had never seen. Garan and 
Mir confronted their brother in the halls of 
Castle Vyn, sparking a titanic battle that pitted 
sword and sorcery against demonic might. 
Storms raged, lighting flashed, and the very 
earth shook from the ferocity of the battle.  

On the verge of defeat, Rone called on his 
demonic masters for aid, and the resultant 
backlash of dark energy destroyed the castle 
and much of the cliff upon which it was built. 
Garan was killed in the explosion, Mir was 
forced into a deathlike slumber, and the cleric 
Rone was never seen again.  

Once the dust settled, Garan’s most loyal 
minions retrieved their master’s remains and 
entombed them deep in the bluff. These 
followers formed a warlike cult devoted to 
guarding Garan’s tomb, but over time, the last 
of his followers died, the tomb was lost, and the 
infamy of the three half-brothers faded into 
history. 

Ages passed until, at the beginning of the 
current era, Garan’s tomb was rediscovered in a 
land that legends say had once been covered in 
darkness. The ancient and incomplete writings 
of Garan’s cult were misinterpreted by modern 
scholars who declared Tormic Garan to be the 
heroic general that broke the reign of three 
sorcerous evil brothers.  

Garan’s tale of heroism was accepted by the 
church of Law and Order and Garan was 
eventually elevated to sainthood. An abbey was 
built near the site of Garan’s tomb and the 
small village nearby was renamed Garanton. 
Garanton has since become host to the annual 
Feast of St. Garan, a five-day festival that 
honors the “hero’s” memory.  

Darkness Awakens 
After last year’s festival, Friar Cowl Uric, 

head of the Garanton Abbey, commissioned an 
artist named Brant Arwell to carve a likeness of 
St. Garan in the side of Hildor Bluff. While 
taking a break from his carving, Arwell began 
exploring the top of the bluff and eventually 
made his way up the High Cliff. There he 
discovered the ancient ruins of Castle Vyn and 
began uncovering it in his spare time, searching 
for lost artifacts and treasures.  

A few weeks ago, Arwell’s digging exposed 
the top arch of the ancient Demon Gate and 
with some study, he was able to decipher a few 
of the runes written upon it. The inscription 
once read: “And the demon host may be 
summoned by the light of the waxing moon. 
And whoso commands the demons may bring 
forth the might of Kura’drim,” however, the 
runes have faded over time and the only words 
still legible are “. . .by the light of the waxing 
moon. . .” Since his discovery, Arwell has been 
visiting the High Cliff each night, curious to see 
what might happen when the waxing moon 
strikes the arch. 

Sam
ple 

file



 3

Garanton 
 
 
 

The village of Garanton is a typical medieval 
fantasy farming village that is home to thirty 
families (about 200 people total) in the village 
and surrounding area. A large stone abbey 
dominates Garanton from its place on the south 
side of the main road. Most of the homes are 
narrow, two-story cottages, however, any dwarf 
character or any character with a background in 
carpentry or masonry notices that a surprising 
number of these homes are made of stone 
instead of the more commonly used wood, 
indicating the presence of a nearby quarry. 
Crop fields lie south of the village (currently 
planted with wheat) and each home contains a 
small garden out back for growing herbs, 
vegetables, and fruit.  

Homes are divided into upstairs living 
quarters and downstairs shops, with a shed 
and/or root cellar out back. Almost every 
villager possesses a craft or skill besides 
farming that is used to make extra money or 
trade for goods and services. Garanton has no 
central marketplace; vendors display their 
wares directly in front of their homes during the 
day. However, during festival times, many 
villagers either set up stalls in Hildor Meadow or 
carry their goods around for display and sale.  

1. Garanton Abbey 

The Garanton Abbey is dedicated to the gods 
of Law and Order and to its patron saint, Sir 
Tormic Garan. It is a large stone building of 
simple design and function with a cemetery out 
back and a grassy front lawn that is used for 
social functions. A set of wooden stocks located 
on the lawn is used to punish villagers for minor 
transgressions. The abbey’s bell tower offers a 
fantastic view of the surrounding countryside 
including Barrow Creek, Barrow Creek Springs, 
and Hildor Bluff. A locked wooden cabinet inside 
the abbey contains ceremonial garb, ten vials of 
holy water, six potions of healing, a variety of 

gold ceremonial objects worth 750 gp, and 
coins totaling 110 gp, 230 sp, and 308 cp.  

1.a. The Village Well 

The water in Barrow Creek is drinkable, but 
only barely. This well, located on the abbey 
lawn, contains the clearest, coolest water for 
miles. It is used by most of the residents of 
Garanton for their daily needs. 

2. Konnar’s 

Konnar’s is a small tavern, inn, and stable 
run by the grizzled veteran Gregori Konnar. 
Konnar was born in Garanton, went off to 
soldier in the King’s Army, and eventually 
returned to open the tavern. The downstairs 
barroom turns into the common sleeping area 
after Konnar’s closes (sometimes well after 
midnight). The upstairs contains Konnar’s living 
quarters and three private rooms.  

Lodging in the common room costs 1 sp per 
night while private lodging costs 3 sp per night, 
with an added stabling charge of 1 cp per horse. 
Meals cost 3 sp and consist of one portion of 
local meat (beef, chicken, or pork), a wedge of 
cheese, a slice of rye bread, and one helping of 
cooked vegetables (potatoes, tomatoes, 
cabbage, or carrots). A bowl of stew made of 
leftovers from the day before costs 1 sp. Beer 
costs 5 cp per mug, ale costs 1 sp per mug, and 
corn whiskey costs 3 sp per cup. A mug of All 
Sorts taken from half-drunk mugs of ale, beer, 
and whiskey of the night before costs 2 cp. 
During festival times, wine may also be 
purchased for 6 sp per cup or 2 gp per bottle.  

3. Village Stores 

This collection of buildings houses the 
village’s surplus stores. The doors are kept 
locked and the Brotherhood of St. Garan 
possesses the only key. 
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Brother’s Wood and 
Eastwood 

Brother’s Wood lies on the western side of 
Barrow Creek, surrounding Hildor Bluff and the 
Barrow Creek Springs. The Eastwood is a long 
track of woodland that lies on the eastern side 
of Barrow Creek, surrounding the village of 
Garanton. Both woods are full of wild game 
(and the occasional wandering monster). A 
large tribe of orcs known as the Red Moon orcs 
lives deep in the forests of Brother’s Wood. 

Barrow Creek 
This shallow, fast-moving creek winding 

through the forested hills surrounding Garanton 
takes its name from the line of burial mounds 
located farther upstream. Elements of sulfur 
and other mineral deposits give its waters an 
unpleasant taste, forcing most residents of 
Garanton to obtain their water from the village 
well located on the abbey lawn.  

Barrow Creek Bridge and 
Path 

This old stone bridge lies along an ancient 
path that leads through Brother’s Wood. The 
path curves northward, passes by Hildor 
Quarry, and ends at Monument Canyon, 
although most villagers seldom venture farther 
than the quarry except during festivals and holy 
celebrations. 

Barrow Creek Springs 
These natural hot springs consist of shallow 

pools of water in a grotto north of Hildor Bluff. 
The springs are tinged with sulfur and the odor 
of rotten eggs can be smelled for some 
distance. The waters are said to contain healing 
properties—anyone who bathes in the waters by 
the light of the waxing moon heals one extra hit 
point that day. However, on the night of the 
new moon, the waters become acidic, delivering 
1 hp of damage per round to any who immerse 
themselves in the water. Water removed from 
the springs loses its magical properties.  

Hildor Meadow 
Hildor Meadow is a large grassy lawn on the 

banks of Barrow Creek that lies directly 
opposite Hildor Bluff. The villagers use the 
meadow for large social functions such as the 
Feast of St. Garan. During the festival, the 
meadow is decorated with streamer poles, 
benches and tables, and the paths leading to it 
are lined with traveling vendor stalls. A bonfire 
occupies the center of the meadow and visitor 
tents and camps are pitched on the north side. 

Hildor Bluff 
Hildor Bluff is the weathered cliff face 

overlooking Barrow Creek. According to local 
legends, the bluff was once the site of a great 
castle ruled by three lords of evil whose reign of 
terror was finally brought to an end when an 
army led by the heroic Sir Tormic Garan laid 
siege to the castle and eventually breached its 
defenses. Sir Garan was said to have been 
killed by evil magic during that final assault, but 
his army succeeded in taking the castle and 
slaying its evil rulers. The castle was then 
razed, and Sir Garan was entombed in the side 
of the bluff. Unbeknownst to the villagers, the 
bluff is riddled with castle dungeons and tombs 
that have yet to be uncovered.  

Garan the Mighty 
A striking bas-relief of St. Garan has been 

carved in the cliff face so that his sword appears 
to point towards Garanton. This carving was 
commissioned by Friar Uric and recently 
finished by the artist Brant Arwell who used 
grapple lines to hang himself over the side of 
the cliff. The villagers are immensely pleased 
with the carving, which has attracted travelers 
from all over the kingdom. At night, the carving 
is lit by torches for the duration of the festival. 

Hildor Quarry 
This rock quarry, located on the southwest 

side of Hildor Bluff, is littered with stones and 
rubble. Unbeknownst to the villagers, much of 
these stones were part of Castle Vyn before its 
destruction, and artifacts from that ancient time 
are sometimes uncovered. A steep, narrow trail 
leads out of the quarry and up the bluff to the 
High Cliff above. 
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The High Cliff 
The High Cliff is a tall vine-covered peak 

located atop Hildor Bluff that is littered with 
loose rocks and shale. Because of the 
treacherous footing, anyone climbing the cliff 
must make a Dexterity check on the way up 
and on the way down. Those who fail injure 
their knee or ankle, suffering 1d2 points of 
damage and reducing all movement by half for 
1d3 days. Horses fail this check every time; 
only a mule or donkey can safely traverse the 
cliff without the need for a check.  

The vines once hid part of the ruins of Castle 
Vyn, but the artist Brant Arwell has uncovered  

 

much of the ancient structure. Any who venture 
here see signs of his work as well as the top 
arch of the Demon Gate. After the first night of 
the festival, the Demon Gate flickers with a pale 
white light and the characters can hear the 
artist Brant Arwell calling weakly from beyond 
(see The Demon Gate on pg. 19).  

Monument Canyon 
This remote canyon on the westernmost side 

of Hildor Bluff is the site of the Tomb of St. 
Garan (see Monument Canyon and The Tomb 
of St. Garan on pg. 17). 
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