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Preamble
Galloping Graves is a 4th level adventure for a party of 5

players. In this Cavern Crawl, the party must confront

an undead hoolihan haunting a graveyard.

Background
A wool spinner and his son set out from Ffeffle to make

a late delivery of yarn to a weaver in Watertown one

evening. When they took their usual shortcut through

the old cemetery, they were set upon by a fearsome

specter on horseback wielding a glowing whip. He

accused the weaver of trapping his soul in the statue in

the graveyard. The man answered, saying didn’t know

what the specter was talking about. The statue of a hero

of yore had been there as long as he could remember.

The horseman struck the man down and his son

escaped, and hurried to tell his tale to the village elders.

When the villagers ventured to the graveyard in

daylight, there was no sign of the horseman or the wool

spinner. The statue was defaced – the statue’s glass

eyes were missing. One of the mausoleums had been

tampered with – its door was broken.

Soon, people reported seeing figures moving around

at night. Stories grew and rumors began flying. Trade

between the two towns dropped to a trickle. The town

needed someone brave to get to the bottom of the

situation – and they would have to go at night.

Hopefully, 1000 gp worth of gems

would be enough of a reward …

Quest Hook
The fair folk of Ffeffle are having trouble getting their

wool to the weavers in Watertown, and need their trade

route re-opened. Parchments are up in both villages

summoning heroes to come to their aid. When the

adventurers pass through a rural village, they can’t miss

the posters.

When they contact the village elders, two aquamarine

gems and a lovely woolen blanket are offered to set the

matter to rights.

Big Bad Evil Guy
In this Cavern Crawl, the characters will meet a

Hoolihan, a CR 6 undead magic-user.

Roleplaying the Hoolihan

The hoolihan is an intelligent, malevolent ghost who

remembers who and what it was when it was alive: a

narcissistic highwayman who terrorized and stole from

those that couldn’t defend themselves.

Although it can no longer steal gold from those it

meets, it can certainly terrorize - and a lot more.

Magic Items
In this Cavern Crawl, the characters may find the

following magic items:

periapt of proof against poison

potion of heroism

infernal whip

Infernal Whip

Weapon (Whip), Rare (Requires Attunement)

This black and burgundy whip has been created from

the flayed skins of darkmantles and has been embedded

along its striking length with bone chips from a black

dracolich.

When attuned to this item it does an extra 7 (2d6)

necrotic damage.
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Cavern Crawl Map



A1: Graveyard Entrance
The adventurers make their way to the cemetery along a

well-used path. It’s not far from the village. A low mist

hangs on the ground while leafless trees scratch at the

night sky. The area is brightly moonlit, but that only

makes the shadows deeper. When the adventurers

arrive, read or paraphrase the following:

The place is definitely haunted. The party can soon see

that the large shape is the animated skeleton of a horse,

and the others shapes are human skeletons. 5x

skeletons and 1x warhorse skeleton attack. Roll

Initiative!

A2: Mausoleum
The mausoleum is home to a phase spider that isn’t

happy with the recent disturbances to its normally quiet

lair. It’s hungry, and the current occupants aren’t

appetizing. It’s currently on the ceiling, but in the

Border Ethereal Plane. It will attack when a character

investigates the sarcophagus. When the characters

enter, read or paraphrase the following:

A a successful DC 14 Intelligence (Nature) check of the

floor or webs will indicate that a large spider has been

there recently. If they beat the check by 3 or more, they

        can tell the spider is not a beast. A

        successful DC 12 Intelligence

                       (Investigation) check of the

          sarcophagus will discover a periapt

                       of proof against poison. It will also

           trigger the spider’s attack.

          Roll Initiative!

 

A3: Paupers Row
The adventurers cross a small rise to reach this area.

Four ghouls lurk in the trees and rubble, and are

attracted to the presence of the living. When the

adventurers enter, read or paraphrase the following:

The ghouls moan, but they aren’t interested in talk. Roll

Initiative!

A search of the area turns up nothing of interest,

other than a statue of a mounted knight to the left. Its

eyes begin to glow a ghostly blue.

A4: Hero’s Statue
The statue of a mounted knight contains the ghost of

the hero who originally killed the creature now haunting

the graveyard. It can’t tell who is friend or foe, so unless

the adventurers make an effort to speak to it, it will

initially be hostile. The only way to release the ghost,

other than defeating it, is to destroy the creature

haunting the highway. When the party investigates the

statue, read or paraphrase the following:

If the adventurers speak with the ghost, it will tell them

about the hoolihan. It can’t leave the area (Locations 3,

4) but will help the party defeat it if they lure it there.

The ghosts reveals that it knows where

a potion of heroism is hidden, and offers

it to them. Otherwise, if they don’t engage

in conversation, the ghost attacks,

Roll Initiative! If the party defeats

the ghost, a search of the statue

will recover the potion of

heroism.
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A5: Old Highway
The old highway is the hoolihan’s domain. As soon as a

character steps onto the road, they will hear it approach.

The hoolihan soon makes an appearance on the left

side of the map and heads straight for the adventurers.

When the party reaches the road, read or paraphrase

the following:

Roll Initiative! If the ghost is an ally, it can only join the

combat if the hoolihan enters Locations 3 or 4. The

ghost won’t waste an action to use horrifying visage

since the hoolihan is immune.

Once the hoolihan is defeated, it and

its mount disappear in a black mist,

leaving behind only the hoolihan’s

leather hat and its infernal whip.

If the ghost is with the party, it is

released from this plane with the

hoolihan’s destruction and can

rest in peace. The adventurers

can return to the village and

collect their reward of two

aquamarine gems worth 500 gp

each and a lovely woolen

blanket!
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Cavern Crawl Room Descriptions
6


