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Deep in the Umbral Woods, a homestead is being overrun 
by a mysterious horde of goats - and they don’t seem to 

want to leave. Did they turn up for an easy feast of garden 
vegetables or is something more sinister ahoof? 

Hooves and Horns is a level 1 adventure for a party 
of any size that takes your players through the 
Umbral Woods to a mysterious homestead 
inhabited entirely by...goats. 



The log cabin used to belong to a lumberjack and 
his family until a satyr named Aulos showed up. 
With a love of trickery, Aulos played his 
enchanted pipes for them and when his song 
finished, the family turned into goats. Aulos 
enjoyed his newfound home, but soon he longed 
for more company and even more tricks. He used 
his music to enchant the surrounding forest, 
luring every traveler straight to him - and after 
they sang and danced to the sound of Aulos’ 
pipes, they transformed into goats. 



Your players are traveling from a town called 
Ciderbrook through the Umbral Woods. Because 
the road has been magically altered, they will end 
up at Aulos’ house. Players must solve the 
mysterious goat infestation and steal the satyr’s 
pipes before he can transform them as well.



The adventure is meant to be light-hearted with a 
mysterious, darker undertone. Imagine reading 
one of the Grimm fairy tales and navigating your 
players through it. The party shouldn’t feel overly 
paranoid as you move the story forward. 
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Introduction

Hi, Game Master! 



My name is Jan Roose, and I’m the lead 
designer and CEO at Fireball. I’m excited to 
show you our first adventure called Hooves 
& Horns. It’s a testing version. We had 
incredible fun writing it, and we hope you’ll 
like it!

You’re getting this adventure, and also the 
early access and a special badge, if you run 
Hooves & Horns to the end. The only thing 
we want from you in return is that you’ll 
share your session with us. There are two 
reasons why this is super important to us.

This is our first adventure designed primarily 
for Play-by-post role-playing. You can also 
run it at the table or online. We would love 
to improve it as much as possible, so we 
need to see your sessions and get your 
feedback. It will help us to make it better.

If we see Hooves & Horns played enough 
times, there is a chance that we could use it 
to train an AI Game Master. This AI could 
bring so much fun to a lot of people. Imagine 
a chat application where you can play a 
unique and coherent adventure anytime 
with your friends. You can give us a chance 
to build it.



It would launch role-playing itself into the 
stratosphere. 



That’s the goal of our company - to bring 
role-playing to more people. We believe the 
joy of imagination beats the numbness of 
popping balloons, flapping birds, and 
crushing candies.



You might be at the start of something big.

We’d be grateful if you run the Hooves & 
Horns one-shot with your party. The 
adventure is, of course, 100% free and you 
can do whatever you like with it. It’s yours.



But there is more.

The Adventure Is Not the Only Thing 
You’re Getting Out of This

You Can REALLY Help Us

We Need to Improve the Adventure

We Try to Create a Hooves & Horns 
AI Game Master

Early Access to Fireball

The Original Tester Badge

If you run it, you’ll get Early Access to 
our role-playing app called Fireball. 
Until now, as of September 2021, it was 
available only to our three thousand 
Kickstarter backers. Now we’re slowly 
opening it to the world, and you’re the 
first in line.

Your name or nickname will be forever 
on our website at Fireball RPG with a 
cool Original Tester Badge.
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Introduction

We need to have a look at your sessions to gather the right data. I understand some of you 
might be concerned about privacy, but I can assure you that we only care about what fantasy 
characters do and what you say as a Game Master. We don’t track who you are or what you like. 
We just need to see how this adventure goes for you.



This is not a hard requirement, but it would mean the world to our company and me. If you have 
any concerns, we can talk about them, and I can explain anything in greater detail. Hit me up at 
jan@fireballrpg.com or on Discord. My nickname is r00se#5283.

Thank you! As I mentioned earlier, this means a lot to us. But foremost, we hope you will have a 
blast playing this little one-shot! - Jan

If You’re Onboard With It, This Is How You Do It

Playing at the table

You can record just audio from the 
session and send a download link to 
jan@fireballrpg.com, or you can share 
with us your session on Youtube or 
even have it live on Twitch.

Playing via Roll20

You can record just audio from the 
session, or you can share it on Youtube. 
Then please send the audio file or 
Youtube link to jan@fireballrpg.com.

Playing via Discord

If you run Hooves & Horns adventure 
via Discord or other role-playing tools, 
please copy-paste and send the whole 
adventure to jan@fireballrpg.com, when 
you’re finished. Or you can invite me, 
r00se#5283, to the campaign as a silent 
observer, and I can copy-paste it myself.

Playing via Fireball

If you have access to the app, please 
play it there. Then send me your 
username to jan@fireballrpg.com, and 
we’ll download the text file. If you don’t 
have access to the app, we’ll be happy 
to provide it to you as a reward. You just 
need to finish the adventure first. 
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Chapter 1: The Farm

The Farm
Chapter 1

The first chapter serves as an introduction to the story. Give players time to introduce their 
characters, ask any questions and then start the game. The adventure begins at the farmstead 
Aulos took over, so if your players ask any questions regarding how and why their characters 
ended up there, answer them before you move on with the story.

It’s time to kick off the adventure! Make sure 
the players introduce their characters before 
you start playing and then use the following 
message as an introduction for your party.

You all were staying in a town called Ciderbrook, 

where you hear that people have been 

disappearing in the nearby Umbral Woods. The 

mayor of Ciderbrook offers you a reward to 

uncover the mystery. You pack up your gear and 

travel deep into the woods, determined to earn 

that reward. Everything is going fine until an hour 

before sundown. Strangely, the road dead-ends 

into a large clearing. You see a gated fence 

surrounding two log cabins, a garden, and a pond. 

The cabins seem normal except for one thing: 

there are goats everywhere. Goats in the trees, 

goats on the roofs, goats in the pond - goats of all

READ ALOUD OR COPY

colors and sizes. Some goats wander up to the 

fence, then turn back. Their loud bleats and 

hoofbeats make your ears ring.

The Goat House
Chapter 2

Aulos is in the forest when the party arrives, 
so they can explore freely for about an hour. 
The goats are able to say only one thing over 
and over: a rhyme that Aulos frequently 
sings. The rhyme lets the party know 
someone is returning to the farm at 
sundown, which provides a sense of urgency.



The lumberjack’s homestead includes three 
main locations to explore: two log cabins 
surrounded by a fenced area about third of 
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Chapter 2: The Goat House

The Clearing

an acre in size and a small pond. There are 31 
goats roaming around, eating scraps and 
vegetables and climbing on things. The 
entire homestead is surrounded on all sides 
by thick forest.



The smaller cabin is the main living quarters. 
It’s a one-story timber structure with a roof 
made of hay. Inside, there’s a messy living 
area and kitchen filled with food scraps, 
damaged furniture, and empty bottles of 
alcohol, as well as a bedroom through a 
second door. There are two beds in the 
bedroom: a large bed for adults and a small 
bed for a child. There are toys and random 
clothes scattered around.



The larger cabin is a two-story barn. The 
ground floor houses animal pens that are all 
empty except for a single goat that’s tied up 
in the farthest one. Littering the ground are 
random items and clothes that Aulos stole 
from his unfortunate visitors. The second 
floor is a hay loft full of, well, hay. The barn is 
blocked from the inside by a large plank 
nailed across the door, so the party will have 
to either successfully ram it or find another 
way inside.



The pond can be found outside of the barn. 
The water is tinged green and sitting by the 
edge is a wicker chair surrounded by empty 
bottles, food scraps, and other trash. Aulos 
likes to sit here and drink himself dizzy in the 
evenings.



The party only has enough time to explore 
two locations of the three before Aulos 
comes back. Make sure to let them know the 
sun has started setting after they have 
explored the first location. Aulos will 

return right after the second location is 
explored (see Story Point 3). If the party 
splits up to cover more ground, they will be 
caught off guard as Aulos returns before 
they can reunite and discuss their findings.

Once the party reaches the homestead, you 
want to build tension and surprise them with 
the cryptic rhyme that’s sung by all the 
goats. 

Through all the noise of the goats’ bleating and 

shrieking, you recognize a very odd melody. You 

listen closely and hear the goats singing the same 

tune:


“Sleep all morning, get up at noon


Then it’s into the woods I go.


When my basket’s full and the sun goes down,


I’ll return for a bottle or two,


Yes, I’ll return for a bottle or two!”

READ ALOUD OR COPY
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Chapter 2: The Goat House

Let your players explore the area while 
nudging them towards the two buildings and 
the pond. If they want to look around the 
clearing, they can make a Perception check 
below.

Something is definitely off about the whole 

place - the cabin doors are slightly ajar, 

dust has collected in the windows, and 

laundry has been blown across the yard. It’s 

clear to you that no one is home.

Though you feel like something’s off 

about the place, you don’t notice anything 

specific besides the crowd of goats.

Perception check 

Success

Fail

Difficulty Class 8

You make a Perception check, focusing your 

attention on any little detail of the strange 

surroundings.

READ ALOUD OR COPY

Investigation check 
Difficulty Class 12

Studying the array of random objects, you search 

for any hidden clues or patterns.

READ ALOUD OR COPY

The goats are friendly, but not very helpful. 
If one of your players has access to Speak 
With Animals, they can cast it on any goat in 
the area. Since they have low Intelligence, 
the goats will only talk about food or repeat 
the same cryptic word when asked about the 
homestead - “pipes”.

The exploration of the house should reveal 
that everything is in disarray and that a 
family was living here not long ago. As 

players investigate, they should begin to 
figure out something happened to the 
family that caused their disappearance. 

Main Room

The House

The cabin door squeaks open. Inside, you find a 

shadowy main room littered with empty bottles, 

old dishes, bits of food, tobacco stains, clumps of 

dirt, and what looks like goat hair. Damaged 

furniture is strewn around and the air has a 

distinct crusty-tavern smell. On the wall opposite, 

you see a door leading to another room.

READ ALOUD OR COPY
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Chapter 2: The Goat House

The party can unlock the chest with the 
check below. You can also modify the 
messages if the party manages to open the 
chest in other ways.

You carefully rummage through the piles 

of discarded clothing, broken dishes, and 

furniture and find an old wooden chest 

with a sturdy lock.

You sift through the rubbish too hurriedly 

and only manage to get your hands dirty.

Success

Fail

gold pieces, and a colorful drawing of a 

baby in a crib. The letters address someone 

named Yanek and seem to be written by 

various relatives. Here and there the letters 

mention Yanek’s wife and child.

After trying to jimmy the lock several 

times, you grow impatient and give the 

chest a violent shake. It still won’t open.

Fail

You hear a satisfying click and the lid of 

the chest cracks open. Inside, you find a 

small pile of letters, a pouch containing 10

Dexterity check

Success

Difficulty Class 8

You draw out your best tools and try to keep your 

hands steady as you pick the lock.

READ ALOUD OR COPY

Bedroom

Opening the door, you discover a room with one 

large bed and one child-sized bed. It’s dark and 

dusty, but enough light squeezes through the 

window to illuminate piles of clothes, empty 

bottles, and toys scattered around the floor. 

Something is moving in the shadow. “Baaaahhhh!” 

A baby goat jumps out, its yellow eyes large and 

curious. It starts chewing on one of the wooden 

toys.

READ ALOUD OR COPY
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Chapter 2: The Goat House

The Barn

There’s an important clue that could help 
the party in the barn. One of the visitors 
Aulos transformed into a goat is able to say 
a little more than the other goats. But due to 
his current intelligence, the goat can only 
repeat the word “pipes”. This special goat 
was deliberately tied up by Aulos in one of 
the animal pens so no one could interact 
with it. The barn door is blocked from the 
inside and the party can attempt to break it 
down, or else they will have to climb up to 
the hayloft door to get inside. Use the 
following Athletics check for the hayloft or 
the Strength check for the barn door.

You confidently pull yourself up, your 

strong hands and feet keeping you 

balanced until you reach the hayloft door.

-1 Hit Point

Athletics check 

Success

Difficulty Class 10

Gripping the spaces between the logs, you try to 

climb up the grimy wall of the barn without 

hurting yourself.
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You’re not as strong as you thought. Your 

fingers slip on a splotch of pigeon poop 

and you slide down a little, cutting your 

arm on a rusty nail. You curse angrily but 

finally pull yourself up to the hayloft door.

-1 Hit Point

Fail

As your body collides with the wood, you 

feel the pressure build in your muscles. 

Then the door begins to crack, giving way, 

and you fall inside with a loud crash.

Pushing as hard as you can, you feel the 

door bend against the weight, but it 

doesn’t crack or give way.

Strength check 

Success

Fail

Difficulty Class 15

Whatever is blocking the door on the inside is no 

match for your accomplished physique. 

Stretching your muscles, you prepare to bash the 

door open.

READ ALOUD OR COPY
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Chapter 2: The Goat House

Once the party gets inside, send the 
following description.

If the players try to talk to the goat, it will 
only respond with a rattling shriek: “pipes!”. If 
players open the pen, the goat will run 
outside and ravenously eat the grass. Players 
might get too caught up figuring out the 
goat, so you can have it lead them into the

main house or the pond if they haven’t 
explored them yet, or you can go ahead and 
begin the next chapter.

You get to the main room of the barn and notice 

it hasn’t been cleaned in a while: your lungs fill 

with the scent of animal droppings and 

slowly-decaying hay. The barn is sectioned off 

into pens, where a few strange objects on the 

ground catch your eye: an empty explorer’s pack, 

a boot, a woman’s hairpin, and an empty cookie 

tin. Suddenly, the sound of mad bleating grabs 

your attention. In the furthest, darkest corner, you 

spot a single grey goat tethered to a post. Its 

yellow eyes widen as it seems to call out to you.

READ ALOUD OR COPY

The pond is small but fairly deep. Globs of algae 

float on its surface, dragonflies wizz from lilypad 

to lilypad, and a few goats wade in, slurping the 

water up. The sun catches on various lumps and 

strange glassy items that sparkle like gems under 

the water’s surface. At the edge, a wicker chair sits 

surrounded by dozens of empty bottles, and you 

notice a faint alcoholic smell wafting through the 

air.
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The Pond

The peaceful pond is Aulos’ favorite drinking 
spot and rubbish bin. He’s not the most 
forward-thinking individual, so whenever 
he’s there he throws empty bottles, food 
scraps, and torn clothing into the pond, not 
realizing the goats drink from it. The residual 
alcohol seeps into the water, making all the 
goats even merrier than usual. The satyr 
likes to sit in the wicker chair in the evenings, 
belting out wobbly tunes and getting drunk 
with his hooved companions.

If the party wants to swim around the pond 
looking for anything of interest, send them 
the following ability check.

The stagnant, smelly water rises to your chest as 

you drift farther in, trying to sift through the 

READ ALOUD OR COPY
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Chapter 2: The Goat House

Holding your breath, you pretend the 

sopping wet garbage is just more algae as 

you dive headfirst into the water. It’s foggy 

and brown at the bottom, but you can see 

the outline of a backpack close by. You 

quickly dig through it and find an 

unopened bottle of wine. The label is 

damaged but you can tell it’s very old and 

high-quality.

Fine Wine (Bottle)

10 Gold Pieces

You paddle around like one of the goats, 

but you’re too disgusted to focus and find 

nothing but more empty bottles and 

discarded clothing.

Investigation check 

Success

Fail

Difficulty Class 12

glittering items for anything of value.

Sylvan Revelry
Chapter 3

After an afternoon of foraging, Aulos returns 
to the homestead to meet the party. His goal 
is to talk to them, convince them to relax, 
and to join him for an evening of drinking 
and music. He loves merrymaking above all 
else, ignoring chores and work to drink 
alcohol and turn people into goats. If the 
party fails to stop him from playing his pipes 
for more than 12 seconds or two consecutive 
rounds of combat, they will fall asleep and 
turn into goats.

Aulos can be stopped in several ways. The 
party can go along with his merrymaking, 
get him drunk, and either steal his pipes or 
convince him to give his instrument away 
willingly. Aulos has a weakness for wine and 
if presented with a full bottle (which is found 
with an Investigation check in the pond), he 
can be easily convinced to chug it by himself.  

The party can also try to assault the satyr 
and take the pipes by force, but sober Aulos 
is a swift, tricky creature and will run away, 
never to be seen again if the party fails to 
subdue him.



You should play Aulos as a mischievous 
trickster. Engage the party in conversation, 
lie about the origin of any clues the players 
may have found, and try to convince them 
to spend the night. If the party turns hostile, 
Aulos will try fight or run away.

Aulos Returns 

Aulos emerges from the woods singing 
loudly, carrying a basket full of apples, 
mushrooms, and other foraged items. Try to 
make him seem intriguing instead of 
threatening.

Suddenly, you hear loud singing in the distance. It 

grows louder until you see a satyr burst from the 

trees. A basket of mushrooms dangles from his 

arm. He looks cheerful, with a bushy red beard 

framing his grinning face. As he prances across 

the yard, he pats the goats on their heads. “Merry 

are we when the sun goes down,” he sings, “merry 

are we with a bottle or three!”

READ ALOUD OR COPY
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Chapter 3: Sylvan Revelry

If the party doesn’t engage the satyr in 
conversation or they’re hostile towards him, 
send this message:

After Aulos introduces himself, he will try to 
convince the party to drink with him and 
stay the night. He has a whole keg of beer 
hidden outside of the house. If the party 
found the bottle of red wine, Aulos will be 
very interested in it.



Players might question Aulos at this point. If 
they ask about the pipes, send this message:

If the players don’t bring up the pipes during 
conversation but Aulos is drinking, send this 
message:

If the party is hiding, send this message:

“Hullo there!” the satyr cries when he sees you. 

“No need for hostility, friends! As you can see, I’m 

a lonely bachelor here with a farm full of goats, 

and we’re used to wayward travelers knocking on 

our door.” He approaches, holding out his hand. 

“The name’s Aulos. Why not join me for a drink? 

I’d love...” he pauses, lowering his voice so the 

goats won’t hear, “I’d love a bit of intelligent 

company, if you catch my drift.”
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There’s a gleam in Aulos’ eyes. He draws a set of 

panpipes from his coat pocket and waves them in 

the air. “See, I often play my pipes for the little 

goaties. They love it so much, they learned how to 

ask for it.” He winks and returns the pipes to his 

pocket.
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The satyr suddenly stops singing, his nose 

scrunching up as he sniffs the air. “Hmm,” he says. 

“There ain’t just goats in my yard.” A bolt of 

realization seems to strike him. “Hah! Perhaps I’ll 

have some intelligent company for once!” He 

quickly follows your scent until he finds you 

hiding. “Hullo there! Don’t be nervous, friends. 

The name’s Aulos. I’m used to strangers knocking

READ ALOUD OR COPY

at my door. Come inside, let’s have a drink!”
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Chapter 3: Sylvan Revelry

Aulos will lie about clues that the party 
brings up, such as the rubbish, the bedroom 
with two beds, and his magical pipes. The 
party can make an Insight Check to read his 
body language.

If there are more than four characters in 
your party, you can have Aulos control more 
than two goats during a round. A stat block 
for a goat is on the next page. Note that by 
this time, players might have realized that 
goats at the farm are transformed villagers, 
and they might be hesitant to hurt them.

Aulos chugs his drink and lets out a wet burp. 

“’Scuse me. I’m a bit of an animal when I’m having 

a good time. Oy! I know just the thing to brighten 

the mood.” Aulos draws a set of panpipes from his 

coat pocket. “I play these little babies for the 

goats - they love the music so much, they learned 

how to ask for it. Wanna hear a tune?”

READ ALOUD OR COPY

The crooked way Aulos smiles and tightens 

his shoulders tells you he’s lying about 

something.

You try to understand if there’s double 

meaning behind his eyes and gestures, but 

nothing seems out of the ordinary.

Insight check 

Success

Fail

Difficulty Class 15

Watching Aulos, you make an Insight check, 

trying to see any hidden meanings in his body 

language.
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Fighting Aulos

Use Aulos’s stat block or ability checks.

31 (7d8) 100 XP

Aulos
Medium Fey • Chaotic Neutral

+3
Initiative

14
Armor

40
Speed

Abilities

STR DEX CON INT12 16 11 WIS CHA1012 14

Other

Actions

Senses

Ram

Magic Tune

Goat Whisperer

Languages
Magic Resistance

Passive Perception 12

Melee Weapon Attack: +3 
to hit, reach 5 ft., one 
target. Hit: 6 (2d4 + 1) 
bludgeoning damage.

1 action. Aulos starts 
playing his pipes and one 
random member of the 
party is transformed into 
a goat for a round. Apply 
the Goat Stat block.

1 bonus action. Aulos can 
control two goats during 
one round.

Common, Elvish, Sylvan

The satyr has advantage on saving 
throws against spells and other 
magical effects.

+5 +2 +6

Skills

Stealth Perception Performance
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Chapter 3: Sylvan Revelry

4 (1d8) 10 XP

Goat
Medium Beast • Unaligned 

+0
Initiative

10
Armor

40
Speed

Abilities

STR DEX CON INT12 10 11 WIS CHA102 5

Other

Actions

Senses

Ram

Charge

Sure Footed

Languages
Passive Perception 10

Melee Weapon Attack: +3 
to hit, reach 5 ft., one 
target. Hit: 3 (1d4 + 1) 
bludgeoning damage.

If the goat moves at least 
20 feet straight toward a 
target and then hits it 
with a ram attack on the 
same turn, the target 
takes an extra 2 (1d4) 
bludgeoning damage. If 
the target is a creature, it 
must succeed on a DC 10 
Strength saving throw or 
be knocked prone.

The goat has advantage 
on Strength and 
Dexterity saving throws 
made against effects that 
would knock it prone.

-

If your players want to assault Aulos, one of 
them has to make an Athletics check to see 
if they can subdue him. 

Note: If your party wants to have more combat 
encounters, you can let them fight goats earlier in 
the campaign. They might become hostile when the 
party tries to explore the barn or the pond. 

Let your players use any spells that could be 
useful to stop Aulos. If Aulos is subdued, he 
will desperately try to persuade the party 
not to destroy his pan pipes. If he manages 
to escape, skip to the Pursuing Aulos 
chapter.

Persuading Aulos to give up his pipes 
willingly is difficult, but not impossible. 
Adjust the DC of the Persuasion check based 
on the party’s arguments and whether Aulos 
is drunk or not.

Fighting Aulos With Checks

Persuading Aulos 

You jump at Aulos and tackle him, 

successfully dodging his rapid kicks. 

There’s a hollow knock as Aulos’ horns and 

hooves hit the floor and you pin him down 

so he can barely move. His eyes flash with 

fear. “Hey!” he mutters, “I ain’t done 

nothing to you!”.

Yelling a battle cry, you grab at Aulos, but 

his furry legs are too fast. He kicks off the 

ground and flies through the air, landing a 

short distance away. With a huff, he begins 

to run towards the forest.

Athletics check 

Success

Fail

If Aulos is drunk: Difficulty Class 12
If Aulos is not drunk: Difficulty Class 18

Using your knowledge of athletics, you try to beat 

down this unsavory creature.

READ ALOUD OR COPY
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Chapter 3: Sylvan Revelry

There are two ways the party can steal the 
pipes. They can either sneak up on Aulos and 
take the instrument unseen, or they can try 
to use sleight of hand. 

If Aulos is not persuaded, the party can still 
try to either Steal the Pipes, or Fight Aulos.


Stealing the Pipes

Aulos raises an eyebrow. His hand absently 

fishes around his coat pocket as he begins 

to nod. Your words seem to be putting a 

spell on him. He withdraws the pipes, 

handing them to you. “I admit its power 

has fattened my head a bit,” he says.

As you try to persuade Aulos, he raises his 

eyebrows and grinds his teeth angrily. His 

hand fishes around in his coat pocket. 

“Heh, you’ve got guts! Coming to my home 

and trying to manipulate me with your 

gibberish?”

Athletics check 

Success

Fail

If Aulos is drunk: Difficulty Class 12
If Aulos is not drunk: Difficulty Class 18

Wearing your sweetest smile, you try to persuade 

Aulos to hand over his pipes.
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You turn on your skills and get Aulos to 

fixate on one of your hands as you slip the 

other one into his coat pocket. He notices 

nothing as you take out his pipes and hide 

them.

As you move one of your hands wildly to 

distract Aulos, you slip your other hand 

into his coat pocket. But Aulos’ glances 

down and catches you stealing. “Arrrgh! 

How dare you?” he shouts.

Sleight of Hand check

Success

Fail

If Aulos is drunk: Difficulty Class 12
If Aulos is not drunk: Difficulty Class 18

Remembering your Sleight of Hand training, you 

design a plan to distract and trick Aulos.
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You try to step as lightly as a breeze as you reach 

towards Aulos.
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You blithely slip your hand into Aulos’ coat 

pocket, drawing out the pan pipes as he 

lets out a loud belch and laughs. He notices 

nothing.

While Aulos seems distracted, you sneak 

up and slip your hand into his pocket. You 

try to grab the pipes, but you accidentally 

tug too hard and Aulos notices. He spins 

around, yelling: “Arrrgh! What do you think 

you’re doing?”

Stealth check 

Success

Fail

If Aulos is drunk: Difficulty Class 12
If Aulos is not drunk: Difficulty Class 18
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If the party fails to subdue the satyr, or he 
gets too suspicious for other reasons, he will 
run into the forest in the direction he came 
from. He’s panicked and maybe drunk, so he 
manages to drop his pipes near a small 
stream of water. The party has to succeed 
on a series of ability checks or otherwise 
convince you they are following Aulos’ trail 
with their role-playing, spells, or abilities in 
order to find him or at least the pipes. 

If the party fails in their thieving efforts, 
Aulos becomes very suspicious and you 
should increase the DC of any other ability 
checks made to acquire the pipes by 2.

Pursuing Aulos

You carefully look at the hay-littered 

ground and discover a trail of hoofprints 

that leads into the forest.

Nature or Survival check

Success

Difficulty Class 12

You try to identify any sign of Aulos’ path in your 

immediate surroundings.

READ ALOUD OR COPY

Perception check
Difficulty Class 12

The forest is fairly wild, but you attempt to spot 

where Aulos’ path continues.

READ ALOUD OR COPY

You carefully look at the hay-littered 

ground and discover a trail of hoofprints 

that leads into the forest.

Success

The clear signs of a fast-moving, 

two-footed creature reveal themselves. 

You follow the trail, winding through the 

trees, until you reach a small, dark cave. 

You hear someone whimpering within that 

sounds like Aulos.

Investigation check

Success

Difficulty Class 12

With your knowledge of deduction, you try to see 

any other clues down the path.

READ ALOUD OR COPY

If the party fails on any Ability check above, 
they won’t find Aulos, but at least they will 
find the pipes the satyr dropped while 
making his escape.

If the party succeeds on at least 2/3 ability 
checks, they track down Aulos who’s hiding 
in a small cave. He knows there is no escape 
now and will surrender to the party.

There’s no sign in the surrounding brush showing 

which way Aulos went. But what you do see is a 

glint of wood on the ground. You discover Aulos’ 

pipes in a patch of mushrooms, as if they fell from 

his pocket while he was running.

READ ALOUD OR COPY
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Chapter 3: Sylvan Revelry

Lifting the Curse

Ending With the Curse Lifted

As you approach the cave, you hear Aulos shout, 

“I know it’s you! I could smell that awful stench 

from across the sea! Don’t you people ever 

bathe?” Slowly, Aulos steps out into the light, his 

shoulders slumped. “I’m too hungover to run,” he 

says. “Here, this is what you want, isn’t it?” He 

throws the panpipes at you. “Take them! And take 

me. I’ve had my time of revelry. Do what you will.”

READ ALOUD OR COPY

An intense, evil shriek echoes from the pipes as 

they shatter into hundreds of pieces. All around 

you, the goats begin to hover and glow a bright 

green. Their bodies warp and shift like they’re 

underwater. They fall back down not as goats, but 

as humans - men, women, and children. The 

people seem dazed as they look around. A man in 

a straw hat stumbles over to you. “I’m Yanek, the 

owner of this farm,” he cries. “You saved us!”

READ ALOUD OR COPY

Carrying a little girl in his arms, the man named 

Yanek thanks you with tears in his eyes. He 

explains that Aulos came one day asking for 

refuge, and he proceeded to drink all their beer 

and eat all their food. Then Aulos played his 

magic pipes at the end of the night. Next thing 

Yanek and his family knew...well, they couldn’t 

remember much. Being a goat took away most of 

their intelligence. Travelers continued to end up 

here and be turned into goats, until you all 

showed up and stopped this mad cycle of trickery.

READ ALOUD OR COPY

The Ending
Chapter 4

Once the party acquires the pipes, all goats 
on the farm start bleating at them and 
nudging them towards the talking goat. 
Aulos tries to escape, but he will not resist if 
he’s subdued by one of the players. Once the 
pipes are near the talking goat, it will start 
yelling “break” over and over. The pipes can 
be easily destroyed in whatever means the 
party comes up with.

You can describe or role-play the rescued 
people and Yanek thanking the party. The 
talking goat in the barn turns out to be a 
wealthy bard who gives the party his jewelry 
worth 200 gold pieces, saying he should 
have been able to outsmart Aulos himself.



If Aulos is still on the farm, the people will 
try to assault him, but Yanek stops them and 
instead forces the satyr to run to the forest, 
saying enough harm has been done.


Yanek approaches the party, with his wife 
and little girl. It’s time to wrap up the story 
and Yanek helps players reflect on what’s 
happened. Answer any questions the party 
may have. You can start the conversation 
with the following message.

Once you want to end the adventure, have 
Yanek address everyone on the farm.
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Chapter 4: The Ending

Ending Without the Curse 
Lifted

Yanek turns to all the people in the yard, who are 

quietly chatting to each other and gathering their 

things. “We’ve experienced something together 

that we should never forget or take for granted,” 

he says. “But what we need now is rest. Please, 

stay one more night at my home as your proper 

selves. There’s some food and beer left in our 

cellar.”

READ ALOUD OR COPY

When you head back out onto the road, a sense of 

peace has replaced the odd gloom that hung 

around the trees. You find a fork in the road 

where there wasn’t one before, and somehow you 

know that Aulos’ magic had hidden the path 

onward and brought you to the farm instead. Now 

you can confidently follow the road back to 

Ciderbrook, show proof of your triumph with a 

letter from Yanek, and claim your reward.

READ ALOUD OR COPY

Aulos still lurks somewhere out in the woods, and 

there’s no telling what mischief he’ll make if you 

don’t find him and destroy his magical pan pipes. 

But you have a feeling that tracking him down 

could lead to even more adventure and, 

hopefully, some shiny rewards.

READ ALOUD OR COPY

If the party hasn’t managed to acquire the 
pipes even during the Pursuing Aulos story 
point, or the party has taken some 
unexpected route, you can still use the 
following message to wrap up the current 
mystery without the pipes--though this 
ending offers a continuation of the 
adventure. 

The party sleeps at the farm and leaves with 
a dozen other people in the morning. Whey 
they walk back on the road, they find a fork 
that previously wasn't there revealing that 
Aulos' illusions are gone.
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What’s Next?

Please, replay this session with more of your friends! 
The more sessions that happen, the better chance for 
us to train this AI model properly.

We hope you enjoyed the first Fireball adventure! 
We’d be grateful for any feedback. Please send us 
your feedback and sessions to jan@fireballrpg.com.

What to Do Next Hardcore Supporters Only

In the Fireball app, you can role-play anywhere & 
anytime via chat messages. It has built-in dice rolling, 
char sheets, GM tools, and more features are coming!

Fireball writers and artists work on new adventures 
every day. Hooves & Horns is just the first one. Follow 
us to always know about new releases!

If you’ve finished the adventure and sent the session to jan@fireballrpg.com, you’re getting the 
Early Access to Fireball App and the Original Tester Badge! Request access via email.


Role-Playing Made Easy Ready-Made Adventures Coming Soon

Hooves & Horns Is Designed For 
the Fireball App!
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