
Sam
ple 

file



2

CREDITS

Published by Avantris Entertainment. Printed in China.

1st Edition, ISBN: 978-1-965563-05-2 (digital)

Copyright © 2025 Avantris LLC. All rights reserved. No part of this 
publication may be reproduced, distributed, or transmitted in any form or 
by any means, including photocopying, recording, or other electronic or 
mechanical methods, without the prior written permission of Avantris LLC. 
This work contains references to copyrighted material owned by third parties. 
Such references are used solely to enhance gameplay and do not constitute 
a challenge to the ownership of those copyrights. Any similarities to actual 
persons, living or dead, or to real-world events are purely coincidental.

More at Avantris.com and TheCrookedMoon.com

This work includes material by Wizards of the Coast LLC ("Wizards") 
originally contained in System Reference Document version 5.1 and licensed 
under the Creative Commons Attribution 4.0 International License available 
at https://creativecommons.org/licenses/by/4.0/legalcode. Any such material 
has been updated to reflect its 2024-25 equivalent version as accurately as 
possible by permission of Wizards.

Other material from Wizards' 2024-25 Player's Handbook, Dungeon Master's 
Guide, and Monster Manual appearing in this work is used by permission of 
Wizards and is © and ™ 2024-25 Wizards of the Coast LLC. All rights reserved.

C R E D I T S

Creative Director: Mikey Gilder
Publisher: Richie Gilder
Lead Designers: Dan Dillon, Andy Flynn, Mikey Gilder, 

Richie Gilder, Derek Hudson, Nikkie Pacheco
Producers: Hos Hostettler (lead), Derek Hudson, Elisa 

Teague
Writing: Mikey Gilder (lead), Dan Dillon, Tommy Gofton, 

James J. Haeck, Derek Hudson, Sen-Foong Lim, Ginny 
Loveday, Paladin Mendenhall, Shawn Merwin, Adam 
Novitch, Nikkie Pacheco, Alan Patrick, Jeri Red Shepherd, 
Brandes Stoddard, Elisa Teague, KP Upadhyayula, 
B. Dave Walters, Toni Winslow-Brill

Development: Dan Dillon
Editing: Richie Gilder (lead), Jessic Gombart, Nikkie 

Pacheco, Jeri Red Shepherd, Toni Winslow-Brill
Art Direction: Suzanne Helmigh (lead), Mikey Gilder, 

Ona Kristensen
Cover Illustration: Xavier Collette (core), Micah Ulrich 

& Vita Naumavičienė (deluxe)
Interior Illustration: Archie Adiartama, Haris 

Berliansyah, BlueBirdieArt, Charlie “Newt” Borovský, 
Margarita Bourkova, Caravan Studio, Raphael Carizo, 
Kholil Ciko, Xavier Collette, Jo Cordisco, Daniel Correia, 
Ignacio Corva, Carlos C. Díaz, Doomed Sarcoma, 
Lenard Mai Echevarria, Muhammad Fajri, Shawn Ryan 
Fernandez, Muhamad Faizal Fikri, Karl Fitzgerald, 
Eugenio Frosali, Amber Goodhart, Anastassia 
Grigorieva, Gem Guerrero, Gun Gunawan, Indar 
Gunawan, Kiana Hamm, Suzanne Helmigh, 
Felix Hidayat, Rowan Holloway, Brent Hollowell, 
Houndsaint, Humble Squid Creatives, Kurt 
Jakobi, Ona Kristensen, Matthew G. Lewis, Holly 
Lucero, Titus Lunter, Katarzyna Madej “Domirine”, 
Giovana Marion, Arthur Marques, Andrew Martin, 
Minard Maxime, Aaron Miller, Martin Mottet, Vita 
Naumavičienė, Elizabeth Peiró, Ves Redesiuk, Arif Restu, 
Joey Ro, Elisa Serio, Agus Setiawan, Emanuel Silva, 
Matthew Spencer, Stablercake, Lucas Torquato, Micah 
Ulrich, Anna Verhoog, Thantasya Wijaya, Zuzanna Wuzyk

Tarot Illustration: Leonard Schellauf
Cartography: Zita Budrienė, Francesca Baerald, 

Sam Keiser, Kme, Ona Kristensen, Erel Maatita, Vita 
Naumavičienė, Daniel O'Reilly, Felipe Pérez, Ves 
Redesiuk, Stained Karbon Maps, Anna Verhoog

Graphic Design: Jelke Ludolphij
Logo Design: Ben Thompson
Graphic Design Consulting: Gordon McAlpin
Folk Horror Consulting: Adam Scovell
Cultural Consulting: James Mendez Hodes (lead), 

Kelly Lynne D’Angelo, Omar Ramadan-Santiago
Playtesting: The incredible Avantris community
Special Thanks: Mace Caffrey, Kelsey Kerrigan, J.R. 

Kaufman, Justin Rubenstein, Lauren Lawter, Chris 
Samson, Noah Downs, Drkav, and all of our backers who 
supported us in making our wild, kinetic dreams a reality

The Crooked Moon is based on Edge of Midnight, a Folk Horror 
campaign by Legends of Avantris, featuring Mace Caffrey as 
Yorgrim, Andy Flynn as Sir Marius Renathyr, Mikey Gilder as 
Ol’ Jericho Sticks, Richie Gilder as Briggsy “The Kutlass” Kratch, 
Derek Hudson as Lethica Nightborne, Kelsey Kerrigan as Farryn 
of the Hartsblight, and Nikkie Pacheco as the Game Master.

Sam
ple 

file



3

TABLE OF CONTENTS

C O N T E N T S

INTRODUCTION................................................4

SETTING GUIDE

1. DRUSKENVALD...............................................8

The Land Between Life and Death..9
Provinces of Druskenvald................ 12
Ardengloom....................................... 13
Astramar............................................. 16
Bubonia.............................................. 19
Chernabos.......................................... 22
Edwardia............................................ 25
Enoch................................................. 28
Kalero................................................. 31
Nerukhet............................................ 34
Olmarsh.............................................. 37
Pholsense........................................... 40
Picco................................................... 43
Syndramas.......................................... 46
Zulrogg............................................... 49

PLAYER OPTIONS

2. SPECIES.............................................................52

Ashborn.............................................. 53
Azureborn.......................................... 54
Bogborn............................................. 55
Curseborn.......................................... 56
Deepborn........................................... 57
Gnarlborn.......................................... 58
Graveborn.......................................... 59
Harvestborn....................................... 60
Plagueborn......................................... 61
Relicborn........................................... 62
Silkborn.............................................. 63
Stoneborn.......................................... 64
Threadborn....................................... 65

3. SUBCLASSES................................................66

Barbarian: Path of the Experiment.68
Bard: College of Whistles................ 70
Cleric: Harvest Domain................... 72
Druid: Circle of the Old Ways........ 74
Druid: Circle of Wicker................... 76
Fighter: Barrow Guard..................... 78
Monk: Warrior of the Pestilent 
Haze.................................................... 80
Paladin: Oath of Castigation........... 82

Ranger: Grim Harbinger.................. 84
Rogue: Sinner.................................... 86
Sorcerer: Crimson Sorcery.............. 88
Warlock: Great Fool Patron............ 90
Warlock: Horned King Patron........ 92
Wizard: Occultist............................. 94
Wizard: Philosopher........................ 96

4. BACKGROUNDS.........................................98

Amnesiac............................................ 99
Crimson Aspirant...........................100
Crossroads Gambler....................... 101
Cultist...............................................102
Druskenvald Dweller......................103
Experiment......................................104
Ghostlight Passenger......................105
Night Stalker...................................106
Reflected Wanderer........................107
Rest Warden....................................108
Reveler.............................................109
Scholar of the Forbidden............... 110
Wicker Weaver...............................111

5. FEATS.................................................................112

6. DARK BARGAINS.......................................116

7. SPELLS.............................................................. 122

ADVENTURE

8. THE CROOKED MOON......................135

Campaign Summary.......................135
Major Characters............................136
Wickermoor Hollow......................143

9. RUNNING THE ADVENTURE.......... 147

Campaign Overview.......................149
Fated Tarot Reading.......................150
Fateweaving.....................................156

10. THE GHOSTLIGHT EXPRESS........169

11. WICKERMOOR VILLAGE.....................191

12. THE CROOKED HOUSE...................215

13. FIELDS OF THE CROW.....................239

14. THE CRIMSON MONASTERY........261

15. THE DROWNED CROSSROADS..283

16. SKITTERDEEP MINE............................305

17. MEMORY’S REST.....................................317

18. HARTSBLIGHT FOREST....................345

19. MAIDENMIST CEMETERY................367

20. THE ROVING ROOKERY..................391

21. FOOL’S DAY................................................401

22. THE CROOKED NIGHTMARE...... 417

23. WICKER’S VIGIL....................................433

24. THE CROOKED TREE........................445

25. EPILOGUE..................................................465

26. MOONFALL...............................................469

The Galloping Headsman.............. 472
The White Worm...........................473
The Tall Man...................................475
The Wild Titan...............................476
The Barrow King............................477
The Jinxed Leviathan.....................479
The Dusk Mother...........................480
The Brimstone Behemoth............. 482

APPENDICES

APPENDIX A: BESTIARY............................484

Crooked Moon Monsters.............. 487
Legendary Monsters.......................542
Familiars...........................................580

APPENDIX B: TREASURY.........................594

Fabled Heirlooms............................594
Cursed Curios.................................608
Paranormal Potions........................613

APPENDIX C: CHAOTIC CURSES..... 618

APPENDIX D: MUSIC.................................624

Sam
ple 

file



Introduction:  

A  D R E A D F U L  F O L K T A L E
Somewhere, lost in the shrouded realms of death, lies a land of endless night where 
long‑forgotten horrors are revealed to those who travel through the mist.

There, in a crooked house lives a Crooked Man with a crooked grin. He raises crooked 
arms to a Crooked Tree at the edge of midnight and hears the whispers of the Old Ones.

They speak of a beast that stalks the darkest woods and darkest hearts, a crown of horns 
upon its head. If you lose your way and feel a warm breath that chills you to the bone, run.

Follow the songs of harvest time, and before long, you’ll find revelry in the dancing 
shadows of blazing wicker. No matter your story, these lonesome, misty rails will deliver 
you to where the hallowed cannot save you.

Now is the time to brave the dark wood, beware the witching hour, and weave your 
own dreadful folktale underneath the Crooked Moon.

You are about to embark upon a journey into the unknown, where uncanny folk 
with strange superstitions revere the Old Ways, and creatures of folklore lurk on the 
isolated fringes of civilization. The Crooked Moon is a tome intended to equip you 
with all the tools you’ll need to bring Folk Horror to 5E and turn your game into a 
terrifying tale told among friends.
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A Dreadful Folktale

USING THIS BOOK

Within these pages, you’ll find a plethora of options, 
rules, mechanics, and inspiration to craft characters 
and campaigns rooted in Folk Horror. Whether you 
are taking up the mantle of the Game Master (GM) or 
facing the terrors that await you as a Player, this book 
offers the guidance to make your tabletop roleplaying 
game (TTRPG) experience an unforgettably dreadful 
folktale. The Crooked Moon consists of three parts:

Part 1. Chapters 1–7 feature an overview of the setting 
of Druskenvald, including its thirteen major provinces, 
and they provide the player options needed to create 
thematic and compelling characters either hailing from 
or destined to this realm of eternal night.

Part 2. Chapters 8–26 contain a robust and thrilling 
Folk Horror adventure campaign in which a group 
of wayward souls becomes stranded in the isolated 
valley of Wickermoor Hollow and must contend with 
the malign machinations and minions of the Crooked 
Queen, taking the characters from level 1 to 14 (and 
optionally all the way to level 20).

Part 3. The appendices provide additional options 
for GMs to enhance the horror in their games with 
folkloric monsters, eerie magic items, and a table of 
Chaotic Curses.

WHAT IS FOLK HORROR?

Despite being so deeply rooted in tradition and old 
superstition, the term “Folk Horror” is a surprisingly 
new articulation to describe a nebulously defined genre 
with a wide variety of media under its umbrella. The 
Crooked Moon looks to the work of writer and filmmaker 
Adam Scovell to help define Folk Horror and guide its 
influence throughout the book.

A work of Folk Horror might be one that utilizes 
folklore to instill a sense of uncanny dread (such as 
the 2015 film The Witch), presents the clash between 
the archaic and the modern (such as the 1973 film The 
Wicker Man), or creates its own folklore by weaving 
various elements of a culture’s collective consciousness 
(such as the 2014 series Over the Garden Wall). However, 
Scovell’s framework of the “Folk Horror Chain” 
unifies these archetypes and more into a broad but 
consistent definition.

THE FOLK HORROR CHAIN
To determine what constitutes a Folk Horror story, 
Adam Scovell denotes four key narrative, thematic, or 
aesthetic aspects of a work that form a cause-and-effect 
series of “links” in a chain:

Landscape. The first link is the 
prominence of the landscape or 
environment, often becoming a living, 
breathing character of its own. These 
stories most often take place in rural 
locations and commonly focus on nature 
or agriculture. Most importantly, these 
remote landscapes isolate the characters 
and communities within them.

Isolation. The people in these remote 
environments are cut off from the 
prevailing society and standard trappings 
of civilization. Whether a group of several 
characters or a small community, the folk of 
these stories find themselves separated from 
society physically, and most importantly, 
outside of its dominant ideologies and beliefs. The 
main action of many Folk Horror stories is initiated by 
outsiders, often representing modernity or urbanity, 
interloping into these communities.

Skewed Morality. In these stories, the isolated 
communities and groups develop skewed belief 
systems, often manifesting in an adherence to ancient 
superstitions, the practice of the occult, or a hostile 
rejection of the morals of society at large. This strange 
and warped morality inevitably leads to a horrific 
action and the final link in the chain.

The Happening. Generally, at the climax of these 
stories, the skewed morality of the isolated groups living 
in remote landscapes manifests a supernatural or violent 
happening. This dreadful event might take the form 
of the summoning of an otherworldly entity, a ritual 
sacrifice, a demonic or ghostly possession, a bloody 
murder, or some other act of killing or occultism.

THE CHAIN IN PRACTICE
When defined in this way, Folk Horror is a broad but 
thematically consistent genre that can include works from 
any narrative medium, time period, or global culture. The 
chain encompasses archetypal Folk Horror stories such as 
the 2019 film Midsommar, as well as unexpected examples 
like the 1974 film The Texas Chainsaw Massacre and even 
genre-bending works like the 2007 film Hot Fuzz.

While The Crooked Moon leans heavily upon the 
aesthetics, tropes, archetypes, and plot threads found 
in quintessential examples of Folk Horror, this book 
also draws inspiration from the wide umbrella of works 
encompassed by the Folk Horror Chain, as well as 
elements of other horror subgenres such as Gothic 
Horror, Body Horror, Cosmic Horror, and more. You are 
encouraged to weave your own inspirations into your 
campaigns and characters to achieve a cooperative horror 
story best suited for your table.
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Introduction

FOLK HORROR IN YOUR GAME

Horror as a genre has a notorious reputation for being 
difficult to execute in a game of heroic fantasy. The 
goal of this book is to provide as many tools as possible 
for you to strike the appropriate level of dread in your 
game, but there are many additional factors to be 
mindful of when setting off to weave a dreadful folktale 
with your friends.

ALIGNING ON GOALS
One of the biggest sources of friction between people at 
a table is a misalignment of what everyone is hoping to 
achieve in the game. This is especially true when it comes 
to horror. Some players may want a deeply serious Folk 
Horror story where the tone and tension are maintained 
by all at the table. Others may be interested in a more 
goofy, spooky flavor of horror with plenty of jokes. 
Certain gamers may prefer to focus on engaging with 
mechanics and striving for tactically and strategically 

optimal play.
These styles of play—and many 

others—are all valid, but if there is a 
misunderstanding between players 
and clashing goals, this can lead to 
interpersonal conflict and soured 
sessions. Before you begin a campaign 
that draws from The Crooked Moon, 
your group should meet for a “Session 
Zero” to discuss each player’s goals 
for the game and strive to seek full 
alignment before the first session so 
that the game runs smoothly and is as 
fun as possible for all involved.

CREATING COMPELLING CHARACTERS
The quality of a Folk Horror story is inextricably 
tied to the “folk” who feature in it. A story driven 
by compelling, multi-dimensional, and thematic 
characters can elevate a fun game of roleplaying into 
a deeply moving experience you and your friends will 
remember for the rest of your lives. The adventure 
campaign included in this book provides a large cast of 
memorable NPCs, but the most important characters 
of the story are the protagonists piloted by the players. 
Below is guidance to create and roleplay unforgettable 
Player Characters:

Collaborate. The character creation process should 
be a collaborative experience between the players and 
the GM. Through working together, bouncing ideas 
back and forth, and iterating on initial concepts, the 
Player Characters who emerge from the process will 
be compelling and well-balanced, both thematically 
and mechanically, and the GM will be well-equipped 
to incorporate character-specific elements into the 
adventure.

Prioritize Theme. The key to an exceptional 
character is a foundation based on theme first and 
foremost. Instead of starting with the mechanics of 
the character sheet, consider what theme you want 
to exhibit in a Folk Horror story, both aesthetically 
and narratively. Don’t be afraid to leverage classic 
archetypes and tropes in fiction and borrow heavily 
from your favorite characters from various media. 
This will equip you with plenty of inspiration and 
ammunition to play a thematically rich and consistent 
character.
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A Dreadful Folktale

Inhabit Your Character. Creating a compelling 
backstory for your character is useful, but far more 
important is knowing who they are. Remember that 
your character is a real person in an imaginary world 
and not just a collection of statistics, traits, and 
abilities. If you strive to understand who they are, you 
will be better equipped to roleplay a wholly realized 
and multi-faceted character and will know how they 
would react to any scenario. To help discover who your 
character is, answer the following questions:

	• What are your character’s defining personality traits?
	• What ideals drive your character forward?
	• What are your character’s flaws?
	• What does your character fear and desire most?
	• Which archetype best applies to your character?
	• How has your character’s past shaped them?
	• How would you describe your character without 

mentioning what they do, what they have, or what 
they look like?

	• Are there any aspects of your character that are 
superfluous to the answers to the above questions or 
are thematically unfitting for a Folk Horror adventure?

ONWARD TO DRUSKENVALD

You are now prepared to venture through the Shroud 
aboard the Ghostlight Express and face the terrors that 
await you in Druskenvald. Nothing in this book is meant 
to be prescriptive, and you are encouraged to use its 
contents in whatever way works best for you and your 
table. With The Crooked Moon as your guide, you are 
well-equipped to craft an unforgettable and haunting 
Folk Horror story with your friends.

COMFORT AND SAFETY
Many of the themes and topics core to Folk Horror 
can be deeply distressing for some. While the most 
disturbing elements of the genre have been greatly 
diminished, much of the content within The Crooked 
Moon deals with serious and potentially unsettling 
themes that should be considered with care and 
caution to ensure the comfort and safety of everyone 
at the table. To achieve this, be sure to approach the 
following topics during your group's Session Zero:

Content Warnings. The Crooked Moon contains 
elements of graphic and gory violence, depictions of 
mental health issues, cultural and religious conflict, 
endangerment of children and animals, grotesque 
body horror, family trauma, allusions to suicide, and 
more. Ensure that all players are aware of what awaits 
them so you can gauge everyone's comfort levels.

Establishing Boundaries. Solicit the themes 
and topics that each player does not wish to 
engage with in the game. Once established, 
these boundaries should always be honored and 
considered hard lines that are never crossed.

Safety Tools. Utilize safety tools that are 
understood by everyone at the table, empowering 
players to safely flag when they're uncomfortable 
without judgment and enabling the GM to change 
topic, pause the scene, fade to black, or otherwise 
steer the game away from the source of discomfort.

Regular Check-Ins. Make sure that all players 
check in regularly to gauge ongoing comfort levels 
and establish open and active communication to 
ensure that everyone feels heard.
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