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“The Terror of Tumbledown” is a Pathfinder Roleplaying Game 
compatible scenario for 5th-level player characters, using the Medium 
XP progression level. The adventure makes a stiff challenge especially 

in its final encounters, and it introduces three new dangerous 
monsters. The scenario can be used with the “Tumbledown Manor” 

tile set from Øone Games. It is set in a partially ruined and seemingly 
abandoned manor house in a bleak semi-wilderness location that has 

an evil reputation. 
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