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Snow Angels
 LIGHT-HEARTED       DELIVERY       QUAINT VILLAGE

With the usual angelic couriers being called away on important 
business, it’s up to the party to save the seasonal festivities by 
delivering presents to villagers. Can the party gather the gifts  

and pass out the packages before a new day dawns?

“As you all lay your heads down to get some rest, 
your minds are filled with a shared dream of a snowy 
settlement. The villagers are putting up banners 
and preparing for celebrations, but you sense they 
are being watched from a cave nearby. The dream 
pulls you towards the cave grotto, where you feel a 
strong celestial presence. You wake up with a start, 
however, you aren’t where you fell asleep. Instead, 
you are in the cave from your visions. Two radiant, 
angelic beings stand above you with open wings.”

In an annual tradition called the Sanctuary festival, 
celestial beings bring blessings and gifts to the villagers. 
This year, the angels cannot complete the traditional 
midnight gift delivery because they must tend to the 
gravely ill mayor. Preoccupied with healing, they require 
the party’s help to deliver the last four hampers to the 
villagers and spread cheer in their stead.

Set the scene, have the angels explain the Sanctuary 
festival and the mayor’s plight, then continue:

COURIERS OF CONVENIENCE
•  Gunnhildur says she received a divine sign that the 

party were the right individuals to help the village.

•  The party must deliver four hampers while 
dressed in the golden accessories and robes of 
an angel, as is traditional. They must package the 
hampers before setting off, which includes the 
weaving and decorating of intricate sage wreaths.

•  Fjola tells the party that they must eat the shrimp 
that the villagers leave out as a festive offering.

HAMPER HANDOUT
•  Bell-Ringer’s Home: The party must scale the walls 

and deliver this gift to the top. They should watch 
out for the deafening bell and Swarms of Bats.

•  Pet Owner’s Home: While delivering this gift, the 
party are attacked by four Mastiffs. The animals 
must be managed without waking the owner.

•  Family Home: Children have laid pranks such as 
marbles on the stairs and flour above the door. The 
party must dodge the traps to deliver this hamper.

•  Tinkerer’s Home: The SecuriBot 1000 defends 
this abode, and blocks the doors and windows. 
The party must switch it off to deliver the gift.

DANCING AT DAWN
•  Returning to the grotto, the party watch as locals 

start their celebrations, including the cured mayor.

•  After thanking them, Gunnhildur tells the party to 
sleep and returns them to their original location.

‘GRANDMOTHER’ GUNNHILDUR
PLANETAR, FEMALE, 1000+ (PLANETAR)
Many years ago, this transcendent warrior was sent 
by a higher deity to defend this picturesque village.

“Righteousness and authority emanate from 
Gunnhildur’s muscular frame. As she looks 
upon you, you feel a sense of tranquillity.”

‘MOTHER’ FJOLA
DEVA, FEMALE, 1000+ (DEVA)
Fjola meticulously organised the gifting process and 
clutches a scroll listing this year’s hamper contents.

“A heavenly set of bracers and a diadem adorn 
Fjola, and forest-green robes flow around her. 
Small bells are sewn onto her sandals.”

SECURIBOT 1000
CONSTRUCT, 2 (ANIMATED ARMOUR)
A security system built by the village tinkerer. It 
ferociously defends its owner’s house from intruders.

“This construct is clearly a mannequin that 
has been retrofitted with clockwork parts.”

Starting the Adventure

Important Characters

Suggested Story

COMMISSIONED BY ANGELS PET OWNER’S HOMEBELL RINGER’S HOME

Quick Stats
NAME
Anim. Armour

Deva

Mastiff

Planetar

Swarm of Bats

AC
18

17

12

19

12

HP
33

136

5

200

22

INIT.
+0

+4

+2

+5

+2

KEY ABILITY
Multiple attacks

Healing abilities

Keen senses

Lie detection

Resistant to damage
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1.  The village rests on a leyline of significant 
celestial importance, so is defended by angels.

2.  Sanctuary began hundreds of years ago when 
the angels first visited the village bearing gifts.

3.  The mayor became sick a few days ago; the 
angels wish to bless the town with their recovery.

4.  Gunnhildur controls the weather in the area to 
ensure it snows throughout the Sanctuary festival.

5.  Each hamper consists of a candle, wreath of sage, 
blanket, fruit and small packet of pumpkin seeds.

6.  The angels’ outfits are based on old drawings 
and folklore associated with Sanctuary festival.

7.  The angels only wear the traditional outfits during 
Sanctuary, otherwise they dress in white robes.

8.  The tinkerer is often pranked by devious children, 
so they built the SecuriBot 1000 as a deterrent.

9.  The villagers prepare and eat a dish of fermented 
shrimps called Räka during the festivities.

10.  It is tradition that the angels eat any Räka left 
out in the villagers’ homes as a show of thanks.

CELESTIAL GROTTO

“The awesome, celestial nature 
of this cave makes it shimmer 
with radiant light. The angels’ 
humble belongings are neatly 
organised around them.”

Four wicker baskets and the items 
to fill them are tidily placed in 
small piles around the cave.

To create the sage wreaths, the 
party must test their dexterity to 
see how nimbly and accurately 
they can weave the greenery.

DECORATED VILLAGE

“Banners and bunting stream 
from the snowy rooftops, and 
every house is glistening with a 
fresh lick of paint. The excitement 
and cheer in the air is contagious.”

In the centre of the village lies the 
mayor’s mansion, with the tall bell 
tower next to it. Homes extend in a 
spiral-like pattern from the mansion, 
spread out at increasing distances.

The celestial grotto is found in a cliff 
about a mile from the village’s centre.

HOME INTERIORS

“The central fireplace’s warm 
embers give the interior an 
orange glow. The hardwood 
floor is littered with small pine 
needles from a well-decorated 
tree that sits in the centre of it.”

Every home has a table under their 
tree for Gunnhildur to place gifts.

Festive shrimp are left out as 
an offering. After sitting out for 
hours, these could poison players 
without a strong constitution.

Secrets and Clues

Key Locations

   Quest Rewards   

FAMILY HOME CELEBRATION TIMETINKERER’S HOME

Gunnhildur will give a 25pp reward to the party for 
delivering all the packages. She will pass them an 
Elixir of Health if all the shrimp offerings were eaten, 
and she will gift them a Spell Scroll (Guardian of 
Faith) if they put together excellent hampers.

EASIER: The party could be attacked by only two 
Mastiffs, and you could remove the Swarm of Bats.
HARDER: The SecuriBot 1000 could use the stats 
of a Shield Guardian, and the Mastiffs could be 
replaced with defensive Gargoyles.

Level   3  -  4   Adventure

C
H

A
P

T
E

R
 1: O

U
T

 IN
 T

H
E

 C
O

L
D



https://www.kickstarter.com/projects/rollandplaypress/one-shot-wonders-5e-map-library?ref=2efokd
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