
 



The Everlasting Rime 

Frozen Truths of Icewind Dale 
• 

• 

• 

• 

• 

The Heroes We Have 

–

Your Character 

Safety Tools 

–

 



Quick Guide to the Setting 

Geography 

–

Ten-Towns 

Relevant Factions 

Arcane Brotherhood 

Reghed Nomads 

Spine of the World Goliaths 

The Zhentarim 

–
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❄❄ ❄❄❄ ❄❄

❄❄❄ ❄❄ ❄❄❄

❄Residents are mostly unfriendly ❄❄Residents are a varied bunch ❄❄❄Residents are helpful

❄No trade or service possible ❄❄Basic trade service available ❄❄❄Excellent offering of trade

❄Lifestyle capped at Poor ❄❄Lifestyle capped at Comfortable ❄❄❄Lifestyle capped at Aristocratic



Character Creation 

–

–

Races 

Classes 

• 

• 

Ability Scores 

Skills 

Feats 

Religion 



Character Characteristics 

• 

• 

• 

• 

• 

• 

• 

Alignment 

Languages 

Tool Proficiencies 

Character Secret 

–

Equipment 

–

Spells 

Optional Class Features (TCoE) 

 

Auril’s Curse 

The Frostmaidens curse over Icewind Dale botches spells that 

produce light. As long as the curse remains, any spell that 

produces a light source (such as Light and Faerie Fire) no 

longer does so. Other effects from such spells function as 

intended. Refer to the Spell section for more information. 

https://www.dndbeyond.com/spells?filter-class=0&filter-search=&filter-verbal=&filter-somatic=&filter-material=&filter-concentration=&filter-ritual=&filter-sub-class=&filter-source=2&filter-source=67&filter-source=27


Backgrounds 

• 

• 

Acolyte 

–

Charlatan 

Criminal 

Entertainer 

Folk Hero 

Guild Artisan 

Hermit 

–

Suggested Deities 

Deity Description 

Auril (NE) The Frostmaiden is a cold-hearted 

goddess of winter’s wrath and darkness. 

Lathander (NG) The Morninglord stands for renewal, 

birth, and the coming of a new dawn. 

Malar (CE) The Beastlord represents hunting, 

lycanthropy and the dark side of nature. 

Silvanus (N) The Oakfather oversees wild nature and 

the beasts that makes it their home. 

What is a Speaker? 
The people of Ten-Towns are all represented by a Speaker of 

the town that they live in. Speakers can be considered mayors 

of their towns, a voice of authority overseeing the otherwise 

fairly autonomous folk that live here. 

 



Noble 

Outlander 

Sage 

Sailor 

Soldier 

–

Urchin 

–

 



Rules Compendium 

Inspiration 

Using Potions 

• 

• 

• 

Wear & Tear on Gear 

• 

• 

Summoning Spells 

Identifying Magic Items 

Sanity (New Ability Score) 

• 

• 

Madness Effects 

Effects of Madness 
The DM keeps a full list of possible effects, but fairly common 

effects includes being frightened, panicked, paralyzed or even 

falling unconscious. Madness can also alter a characters 

perception of reality, and in severe cases control of your 

character might be transferred to the DM while the madness 

lingers and festers. 

 



Conditions 

Bloodied (New Condition) 
• 

• 

• 

Exhaustion (Updated Condition) 
• 

• 

• 

• 

 

Changes to Death Saving Throws 
While you are dying, you must make a death saving throw at 

the start of each of your turns. 

 

- If you roll a 1, you fail two death saving throws.  

- If you roll 2-9, you fail one death saving throw.  

- If you roll a 10-19, nothing happens. 

- If you roll a 20, you regain 1 hit point 

 

A character that is dying can still be stabilized by another party 

member with a DC 10 Wisdom (Medicine) check. This can 

only be done if the healer is not engaged in melee combat. 

 When you gain a death saving throw, it persists until it is 

properly handled. You can restore death saving throws by 

performing certain actions during a camping session, or by 

using magic or special gear to handle it. Read more about 

camping and other new resting rules later in this document. 

 In addition to this, any spell that restores hit points or 

grant temporary hit points can be used to restore 1 death 

saving throw per level of the spell used. The spell lose its 

healing potential when used for this purpose. 



Resting & Recovery 

Quick Rest 

• 

• 

Short Rest 

• 

• 

–

• 

• 

Camping Supplies 

–

Long Rest 

• 

• 

• 

• 

• 

  

Lifestyle During a Long Rest 

Lifestyle GP Cost Max. Hit Points Starting HD 

Wretched 0 50% 0 

Squalid 0,5 75% 25% 

Poor 1,5 75% 50% 

Modest 8 100% 75% 

Comfortable 15 100% 100% 

Wealthy 30 110% 100% 

Aristocratic 70+ 120% 100% 

The Adventuring Week 
The changes mentioned here mostly changes the duration of 

a normal adventuring period in the game from one day to one 

week. This does not affect the amount of encounters you will 

encounter between Long Rests, but it does affect how much 

time pass between, thus making survival and resource 

management more important. 

 



Camping 

 

 

 

 

1: Make Camp 
–

2: The Lookout 

3: Camp Activities 

Cook Food 

• 

• 

 

Camping Check DC 

DC Description 

10 Safe, dry land is easy to find / the weather is clear. 

15 A campsite requires effort to find / there's bad 

weather—rain, light snow, heavy fog, etc. 

20 It's hard to find a safe campsite / weather is 

terrible—heavy rain, a fierce storm, blizzard 

  

Cook food Staunch death 

Brew drinks Craft an item 

Play music Play a game 

Tell a story Relax in solitude 

Camping Results 

Failures Description 

0 A perfect campsite. Activity checks are DC 5. 

1 A decent campsite with one glaring flaw. 

Activity checks are DC 10. 

2 or 

more 

A shoddy campsite just barely fit for purpose. 

Activity checks are DC 15. 

  



Brew Drinks 

• 

• 

Play Music 

Play a Game 

Tell a Story 

Craft an Item 

Relax in Solitude 

 



4: Sleep 

Wearing Armor 

Trance 

The Lookout 

 

Consequences of Being Sleepless 
You can go on for a day without having slept. If you are unable 

to sleep for next 24 hours, you must succeed a DC 10 

Constitution saving throw, or gain a point of exhaustion. On 

every subsequent sleepless day period after this, the DC 

increase increase by 5, and you gain a point of exhaustion for 

each failure, until you eventually die. 

 



Long Rest 

–

Taking a Long Rest 

 

 

 

 

 

 

1: Sell Loot 

2: Choose Lifestyle 

3: Pick a Primary Activity 

4: Hear Rumors 

5: Two Secondary Activities 

 

Doesn’t This Penalize “X” Class? 

No, because we're not changing the expected number of 

encounters per adventure - the DM will still aim for the 

suggested 6-8 encounters per long rest, and will adjust the 

challenge as appropriate. Changing the long-rest period means 

there is a longer recovery period at the end of an adventure, 

and that players have to more careful with their resources over 

the 8 encounters to ensure they don't run out too early—but 

it does not mean characters with long-rest abilities are unfairly 

handicapped. 

  

Work for coin Training 

Work for renown Carousing 

Spread rumors Rest & relaxation 

Find a rare merchant Volunteer work 

Sell an exotic item Criminal activity 

Crafting Run a business 

Learn a tool Perform a service 

Research Learn a language 

How does this activity work? 
The activities here are explained in detailed in Xanathar’s 

Guide to Everything and the Dungeon Master’s Guide. The DM 

will help clarify them for you. You can read more about crafting 

in Xanathar’s Guide to Everything as well. 



Spells 

Auril’s Rime Curse 

Spells Dealing Psychic Damage 

Healing Death Saving Throws 

The Mending Spell 

Useful Spells for Resting 

Alarm 

Tiny Hut 

Spells Creating Food & Water 

Updated Spells 

Find Familiar 

Calm Emotions 

Lesser Restoration 

Enhance Ability 

Bestow Curse 

New Wizard Spell: Frost Fingers 


