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INTRODUCTION TO THE BONUS ADVENTURE SEEDS

Congratulations, adventurers! You hold in
your hands a treasure trove of 25 Bonus
Adventure Seeds, crafted to inspire and
enrich your campaigns. These seeds offer
standalone quests, each filled with mystery,
danger, and intrigue, perfect for inserting
into your existing narrative or sparking a
brand-new storyline. From cursed ruins to
ancient elemental forces, these seeds span
a wide range of themes designed to
challenge and captivate your players.

THE PURPOSE OF THESE ADVENTURE
SEEDS

As Dungeon Masters, we often find
ourselves in need of ideas that can
seamlessly fit into a campaign, whether to
fill an unexpected gap, respond to player
choices, or simply create unforgettable
moments. These seeds are designed with
flexibility in mind. Each seed provides a
solid framework of encounters, NPCs, and
narrative hooks that can be easily tailored
to your campaign’s tone and party level.
Whether you're running a high-stakes epic
or a lighthearted adventure, these seeds
will help you keep the story flowing.

THE STRUCTURE OF EACH SEED

Each Bonus Adventure Seed is carefully
organized for ease of use:

¢ Plot Hook: A compelling introduction to the
scenario that sets the stage for adventure.

¢ Key NPCs: Essential characters who provide
guidance, intrigue, or opposition, adding depth and
dynamics to the story.

¢ Locations: Detailed descriptions of significant
places the adventurers will visit, ensuring an
immersive journey.

e Encounters: A sequence of challenges, from minor
threats to climactic battles, to test your players’ wit
and skill.

¢ Outcome Options: Multiple resolutions that offer
DMs flexibility based on player decisions,
encouraging a tailored narrative.

¢ D20 Random Events: A table of additional
encounters or surprises to add variety and
unpredictability to the adventure.

e DM Scratch Pad: Space for you, the DM, to jot
down notes, customize challenges, or connect the
seed to your ongoing campaign.

THEMES OF THE BONUS SEEDS

These bonus seeds explore a wide array of
captivating themes:

1. Cursed Ruins
Venture into forgotten places steeped in
dark history, from spectral colosseums
to corrupted groves, each filled with
secrets and danger.

2. Elemental Forces
Confront the raw power of nature in
scenarios centered on fiery forges,
towering spires, and raging storms.

3. Fey and Mystical Realms
Journey into magical domains where
reality bends, fey whisper promises, and
illusions weave peril and wonder.

4. Abyssal and Infernal Intrusions
Stand against the influence of dark
planes spilling into the Material World,
fighting fiendish foes and sealing
unstable rifts.

5. Mystical Artifacts
Uncover legendary relics and decide
their fate, whether to wield their power,
destroy them, or leave them untouched—
at a cost.

A FINALNOTE

These seeds wouldn’t exist without your
support. Whether you use these as one-
shots, campaign highlights, or inspiration
for your own creations, they are designed
with one goal in mind: to make your life as
a DM easier and your games unforgettable.
Dive in, explore the possibilities, and, most
importantly, have fun crafting tales that will
be remembered for years to come.

Now, brave storyteller, gather your dice
and prepare your party—the adventure
awaits!
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Deep within an active
volcano lies a mysterious
black flame that neither burns nor fades.
Legends say it is a fragment of elemental
fire bound by ancient magic, and those who
control it can reshape the land itself. A
growing fissure in the volcano threatens to
release this power, potentially triggering a
catastrophic eruption. The adventurers
must venture into the heart of the volcano,
confront the firebound creatures that guard
the flame, and decide whether to claim,
seal, or destroy its power.

KEey NPCs

1.Joryn Emberheart (Human, Neutral
Good)

A scholar of elemental magic who seeks
to seal the flame and prevent its
destructive potential.

2. Malvok, Herald of Ash (Efreeti, Chaotic
Evil)

An elemental tyrant determined to claim
the Obsidian Flame to strengthen his
dominion over fire.

3. Kaela Ironsoul (Dwarf, Chaotic Neutral)
A treasure hunter who believes the flame
is the key to untold riches and power,
offering questionable help.

LOCATIONS
1. The Molten Approach

The base of the volcano, where rivers of
lava and shifting rocks create hazards
for the adventurers.

2. The Fiery Caverns
A network of lava-lit tunnels filled with
fire elementals and dangerous steam
vents.

3. The Flame’s Crucible
The heart of the volcano, where the

Obsidian Flame hovers above a molten
lake, guarded by Malvok.

ENCOUNTERS

1. Lava Guardians
At the Molten Approach, the adventurers
face 2 Magma Mephits and hazards
caused by falling rocks and lava flows.

2. Fiery Constructs
In the Fiery Caverns, the adventurers
contend with 2 Fire Elementals and
traps tied to sudden eruptions.

3. Battle with Malvok, Herald of Ash
At the Flame’s Crucible, the adventurers
confront Malvok and his 2 Firebound
Wisps, who use fire magic and
devastating area attacks to dominate the
battlefield.

OurcoME OPTIONS

1. Seal the Flame
The adventurers extinguish the Obsidian
Flame’s power, stabilizing the volcano
and preventing destruction.

2. Strike a Bargain
The adventurers negotiate with Malvok,
gaining fire-based abilities in exchange
for sparing the flame.

3. Claim the Flame’s Power
The adventurers harness the Obsidian
Flame, gaining immense elemental
control but risking future eruptions.



D20 RANDOM EVENTS: THE DM ScrRATCH PAD

OBSIDIAN FLAME

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing ledge forces Dexterity saves (DC 15) to
avoid falling into the lava.
The adventurers uncover a shard of obsidian
imbued with fiery energy.
A lost miner pleads for help escaping the volcano’s
treacherous tunnels.
The adventurers find glyphs describing the flame’s
ancient binding.
A surge of energy amplifies fire-based spells
temporarily.
A celestial guardian warns the adventurers of the
volcano’s growing instability.
Evidence of past elemental incursions is uncovered
in the caverns.
A magical trap summons fire elementals to
confront the adventurers.
The adventurers find a relic tied to the flame’s
power.
A massive lava elemental emerges, protecting the
Flame’s Crucible.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.
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A glacier carved by the
fall of a meteor is melting unnaturally fast,
revealing a hidden cavern where strange
celestial energy radiates. Locals whisper of
eerie lights and glowing creatures
emerging from the ice. The adventurers
must investigate the glacier, contend with
the dangers thawing within, and uncover
the meteor’s true purpose before its
celestial power disrupts the land.

Key NPCs

1. Eiry Frostveil (Elf, Neutral Good)
A ranger and protector of the glacier,
desperate to stop the growing danger.

2. Karvox the Stargazer (Githyanki,
Neutral Evil)
A planar traveler determined to harness
the meteor’s energy for conquest.

3. Bryn Tallstone (Dwarf, Chaotic Neutral)
A miner looking to exploit the glacier’s
treasures, offering help—for a price.

LOCATIONS

1. The Icebound Approach
The glacier’s outer edge, where
treacherous ice fields and frigid winds
challenge intruders.

2. The Starlit Caverns
A series of glowing ice tunnels filled with
celestial creatures and ancient glyphs.

3. The Meteor’s Core
The heart of the glacier, where the
meteor’s celestial energy warps reality.

ENCOUNTERS
1. Frozen Guardians
At the Icebound Approach, the
adventurers face 2 Ice Mephits and
hazards caused by collapsing ice.

2. Celestial Beasts
In the Starlit Caverns, the adventurers
contend with 2 Void Wolves and traps
tied to frozen glyphs.

3. Battle with Karvox the Stargazer
At the Meteor’s Core, the adventurers
confront Karvox and his 2 Astral Wisps,
who use celestial magic and psionic
attacks to dominate the battlefield.

OutcoME OPTIONS

1. Seal the Meteor
The adventurers suppress the celestial
energy, restoring balance to the glacier.

2. Strike a Bargain
The adventurers negotiate with Karvox,
gaining celestial knowledge in exchange
for leaving the meteor intact.

3. Claim the Meteor’s Power
The adventurers harness the meteor’s
energy, gaining immense abilities but
risking planar disruptions.



D20 RANDOM EVENTS: THE
STARFALL GLACIER

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing ice wall forces Dexterity saves (DC 15)
to avoid injury.
The adventurers uncover a glowing shard from the
meteor.
A trapped villager pleads for help escaping the
glacier.
The adventurers find glyphs describing the
meteor’s celestial origin.
A surge of energy amplifies divination-based spells
temporarily.
A celestial guardian warns the adventurers of the
glacier’s growing instability.
Evidence of past celestial events is uncovered
within the cavern.
A magical trap summons celestial creatures to
confront the adventurers.
The adventurers find a relic tied to the meteor’s
magic.
A massive ice elemental emerges, protecting the
Meteor’s Core.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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An ancient forest has
begun to whisper strange warnings in the
dead of night. Locals report hearing their
secrets echoed back at them, only to find
themselves stalked by shadowy figures.
The adventurers must unravel the mystery
of the whispers, confront the sinister force
manipulating the woods, and decide
whether to destroy it or restore balance.

KEY NPCs

1. Elder Wynn Greybark (Human, Neutral
Good)
A village elder desperate to protect their
people from the spreading corruption.

2. Loritha, Shadowbinder (Hag, Neutral
Evil)
A malevolent hag using the whispers to
lure victims into her traps.

3. Quill Deepbranch (Halfling, Chaotic
Neutral)
A daring explorer who has ventured into
the woods and offers cryptic guidance.

LOCATIONS

1. The Twilight Glade
The forest’s edge, where strange echoes
and illusions disorient intruders.

2. The Veiled Hollow
A shadowy clearing filled with traps,
illusions, and corrupted wildlife.

3. The Whispering Heart
The center of the forest, where Loritha
manipulates a cursed artifact to control
the whispers.

ENCOUNTERS

1. Twilight Hunters
At the Twilight Glade, the adventurers
face 2 Shadow Wolves and hazards
caused by eerie illusions.

2. Corrupted Guardians
In the Veiled Hollow, the adventurers
contend with 2 Animated Trees and
traps tied to cursed roots.

3. Battle with Loritha, Shadowbinder
At the Whispering Heart, the
adventurers confront Loritha and her 2
Shadow Wisps, who use shadow magic
and enchantments to overwhelm their
foes.

OutcoME OPTIONS

1. Destroy the Artifact
The adventurers shatter the cursed
artifact, silencing the whispers and
restoring the woods.

2. Strike a Bargain
The adventurers negotiate with Loritha,
gaining shadow magic in exchange for
leaving the artifact intact.

3. Claim the Artifact’s Power
The adventurers harness the artifact,
gaining dark abilities but risking future
corruption.



D20 RANDOM EVENTS: THE
WHISPERING WOODS

Roll
(1d20)

1-2

3-4

5-6

7-8
9-10
11-12
13-14
15-16

17-18

19-20

Event Description
A collapsing tree forces Dexterity saves (DC 15) to
avoid injury.
The adventurers uncover a relic tied to the forest’s
curse.
A frightened villager pleads for help escaping the
woods.
The adventurers find glyphs describing the
artifact’s origin.
A surge of energy amplifies illusion-based spells
temporarily.
A celestial guardian warns the adventurers of the
woods’ corruption.
Evidence of past rituals is uncovered in the Veiled
Hollow.
A magical trap summons corrupted wildlife to
confront the adventurers.
The adventurers find a shard glowing with dark
energy.
A massive shadow beast emerges, protecting the
Whispering Heart.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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PLoT HOOK

In a remote canyon,
rivers of blood-red water have begun to
flow, and eerie red mist shrouds the area.
Travelers who enter either vanish without a
trace or return as pale, haunted versions of
themselves. The adventurers must delve
into the canyon to uncover its dark secret,
confront the ancient force that has
awakened, and put an end to its reign of
terror.

KEey NPCs
1. Erelis Sunshade (Elf, Neutral Good)

A healer trying to save those who have
been afflicted by the canyon’s curse.

2. Vhorath the Ravager (Fiend, Chaotic
Evil)
A powerful fiend imprisoned within the
canyon who is slowly regaining strength.

3. Torik Stonebrow (Dwarf, Chaotic
Neutral)
A miner seeking valuable minerals in the
canyon and oblivious to the danger.

LOCATIONS

1. The Crimson Riverbanks
The canyon’s entrance, where pools of
blood-red water flow and strange mist
disorients adventurers.

2. The Echoing Ravine
A maze of rocky passages filled with
fiendish traps and haunting echoes.

3. The Abyssal Prison
A cavern deep within the canyon, where
Vhorath is bound to a glowing infernal
crystal.

ENCOUNTERS

1. Bloodbound Stalkers
At the Crimson Riverbanks, the
adventurers face 2 Shadow Wolves and
hazards caused by the red mist.

2. Fiendish Constructs
In the Echoing Ravine, the adventurers
contend with 2 Barbed Devils and traps
tied to shifting rock formations.

3. Battle with Vhorath the Ravager
At the Abyssal Prison, the adventurers
confront Vhorath and his 2 Infernal
Wisps, who use fire magic and fiendish
brute force to dominate the battlefield.

OvurcoME OPTIONS

1. Destroy the Crystal
The adventurers shatter the infernal
crystal, banishing Vhorath and purging
the canyon of its curse.

2. Strike a Bargain
The adventurers negotiate with Vhorath,
gaining fiendish power in exchange for
his freedom.

3. Harness the Crystal’s Power
The adventurers claim the crystal,
gaining infernal abilities but risking
corruption.



D20 RANDOM EVENTS: THE
CRIMSON CANYON

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing canyon wall forces Dexterity saves (DC
15) to avoid injury.
The adventurers uncover a glowing shard of the
infernal crystal.
A terrified villager pleads for help escaping the
canyon.
The adventurers find glyphs describing the
canyon’s infernal history.
A surge of energy amplifies enchantment-based
spells temporarily.
A celestial guardian warns the adventurers of
Vhorath’s growing strength.
Evidence of past fiendish rituals is uncovered in the
ravine.
A magical trap summons fiendish creatures to
confront the adventurers.
The adventurers find a relic tied to the canyon’s
curse.
A massive infernal beast emerges, protecting the
Abyssal Prison.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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A massive, gear-driven
fortress has suddenly emerged from the
earth, its spinning cogs and grinding metal
echoing for miles. The citadel appears
abandoned, but its traps and guardians
remain active, and rumors suggest it holds
a legendary relic at its heart. The
adventurers must navigate the mechanical
dangers, uncover the citadel’s true purpose,
and decide whether to claim or destroy the
relic.

Ky NPCs

1. Rivix Irongear (Warforged, Neutral
Good)
A sentient construct searching for the
secrets of the citadel’s origin.

2. Drelkar the Tinkerer (Gnome, Chaotic
Neutral)
An eccentric inventor obsessed with
taking control of the citadel for his own
ends.

3. The Automaton Overseer (Construct,
Lawful Evil)
The citadel’s relentless guardian,
designed to eliminate intruders.

LOCATIONS

1. The Grinding Courtyard
The citadel’s entrance, where massive
spinning gears and wandering
constructs create a deadly obstacle
course.

2. The Cog-Maze
An intricate series of clockwork
chambers filled with moving walls,
deadly traps, and patrols of mechanical
guardians.

3. The Core Forge
The heart of the citadel, where a glowing
relic fuels the entire fortress and powers
the Automaton Overseer.

ENCOUNTERS

1. Gears of Death
At the Grinding Courtyard, the
adventurers face 2 Clockwork Sentinels
and hazards caused by shifting gears
and falling debris.

2. Automaton Defenders
In the Cog-Maze, the adventurers
contend with 2 Clockwork Hounds and
traps tied to moving platforms.

3. Battle with the Automaton Overseer
At the Core Forge, the adventurers
confront the Automaton Overseer and its
2 Clockwork Wisps, who use precision
strikes and mechanical reinforcements
to dominate the battlefield.

OuTcoME OPTIONS

1. Shut Down the Citadel
The adventurers deactivate the relic,
disabling the citadel and ending its
mechanical threat.

2. Strike a Bargain
The adventurers negotiate with Rivix or
Drelkar, gaining control of the citadel or
its secrets in exchange for their
cooperation.

3. Claim the Relic
The adventurers harness the relic’s
power, gaining immense technological
abilities but risking unpredictable
consequences.
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D20 RANDOM EVENTS: THE
CLOCKWORK CITADEL

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing cog forces Dexterity saves (DC 15) to
avoid injury.
The adventurers uncover a piece of the citadel’s
blueprints.
A trapped villager pleads for help escaping the
citadel.
The adventurers find glyphs describing the citadel’s
mechanical origins.
A surge of energy amplifies transmutation-based
spells temporarily.
A celestial guardian warns the adventurers of the
citadel’s dangers.
Evidence of a past invasion is uncovered within the
Cog-Maze.
A magical trap summons clockwork creatures to
challenge the adventurers.
The adventurers find a relic tied to the citadel’s
power.
A massive mechanical beast emerges, protecting
the Core Forge.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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BONUS ADVENTURE SEED s:

b’ HE SHADOWED
‘ 6 7Y  ZIGGURAT”

PrLoT HoOK

A towering ziggurat has
been uncovered by recent earthquakes, its
black stone glowing faintly in the
moonlight. The structure is said to be
cursed, and locals report strange shadows
creeping out at night. The adventurers
must explore the ancient ruin, uncover its
connection to the Plane of Shadow, and
stop the spreading darkness before it
consumes the nearby lands.

KEey NPCs

1. Sila Darrow (Human, Neutral Good)
A historian searching for the secrets of
the ziggurat’s construction and its
original purpose.

2. Nyxal, the Shadowcaller (Shadowborn
Sorcerer, Neutral Evil)
A twisted mage seeking to merge the
ziggurat with the Plane of Shadow.

3. Orin Greytooth (Half-Orc, Chaotic
Neutral)
A mercenary hired to guard the site, who
may be swayed by the adventurers—or
the shadows.

LOCATIONS

1. The Obsidian Steps
The exterior of the ziggurat, guarded by
shadow creatures and surrounded by
flickering illusions.

2. The Twilight Hall
A grand chamber within the ziggurat
filled with shadow-infused traps and
warped mirrors.

3. The Shadow Nexus
The core of the ziggurat, where Nyxal
channels planar energy to expand its
influence.

ENCOUNTERS
1. Shadow Stalkers
At the Obsidian Steps, the adventurers
face 2 Shadow Wolves and hazards
caused by disorienting illusions.
2. Twilight Constructs
In the Twilight Hall, the adventurers

contend with 2 Shadow Wisps and traps

triggered by shifting mirrors.

3. Battle with Nyxal, the Shadowcaller
At the Shadow Nexus, the adventurers
confront Nyxal and his 2 Void
Constructs, who use shadow magic and
planar manipulation to overwhelm their
foes.

OutcoME OPTIONS

1. Seal the Ziggurat
The adventurers destroy the planar
connection, stabilizing the region and
dispelling the shadows.

2. Strike a Bargain
The adventurers negotiate with Nyxal,
gaining shadow-based abilities in
exchange for sparing the ziggurat.

3. Harness the Shadow Nexus
The adventurers claim the ziggurat’s
power, gaining control over shadow
magic but risking corruption.
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D20 RANDOM EVENTS: THE
SHADOWED ZIGGURAT

Roll
(1d20)

1-2

3-4

5-6

7-8
9-10
11-12
13-14
15-16

17-18

19-20

Event Description
A collapsing section of stone forces Dexterity saves
(DC 15) to avoid injury.
The adventurers uncover a relic tied to the
ziggurat's shadow magic.
A frightened villager pleads for help escaping the
area.
The adventurers find glyphs describing the
ziggurat’s origin.
A surge of energy amplifies necromancy-based
spells temporarily.
A celestial guardian warns the adventurers of the
shadow’s spread.
Evidence of past shadow incursions is uncovered
in the Twilight Hall.
A magical trap summons shadow creatures to
confront the adventurers.
The adventurers find a shard glowing with planar
shadow energy.
A massive shadow beast emerges, protecting the
Shadow Nexus.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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BONUS ADVENTURE SEED 7:

s HE SIREN’S LAIR”

¢ ¢ ]

PLoT HOOK

Sailors whisper of an
island surrounded by
deadly currents and haunting melodies that
lure ships to their doom. Recently, a fleet of
merchant ships has gone missing, and
survivors speak of a siren queen who
commands the seas. The adventurers must
brave the perilous waters, confront the
siren’s enchanting power, and either end
her reign or broker a truce.

KEey NPCs

1. Captain Rhess Tidebreaker (Human,
Neutral Good)
A hardened sailor seeking vengeance for
the loss of his crew.

2. Laryssa, Queen of Tides (Siren, Chaotic
Neutral)
A powerful siren whose songs ensnare
both minds and ships, with unclear
motives.

3. Varik Waveseer (Half-Elf, Chaotic
Neutral)
A druid who believes the siren’s power
can be redirected to heal the seas.

L.OCATIONS

1. The Jagged Shoals
The waters surrounding the island, filled
with sharp rocks, dangerous currents,
and aquatic guardians.

2. The Siren’s Grotto
A luminous underwater cave where the
sirens dwell, filled with treasures from
shipwrecks and deadly traps.

3. The Queen’s Throne
The heart of the grotto, where Laryssa
weaves her enchanting melodies to
control the seas.

ENCOUNTERS

1. Aquatic Hunters
At the Jagged Shoals, the adventurers
face 2 Reef Sharks and hazards caused
by shifting currents and underwater
hazards.

2. Siren Protectors
In the Siren’s Grotto, the adventurers
contend with 2 Sea Spirits and traps
triggered by siren songs.

3. Battle with Laryssa, Queen of Tides
At the Queen’s Throne, the adventurers
confront Laryssa and her 2 Siren Wisps,
who use enchantment magic and water-
based attacks to dominate the battlefield.

OvurcoME OPTIONS

1. Silence the Songs
The adventurers destroy Laryssa’s
magical focus, ending her control over
the seas.

2. Strike a Bargain
The adventurers negotiate with Laryssa,
gaining nautical aid in exchange for
leaving her island untouched.

3. Harness the Siren’s Power
The adventurers claim the siren’s
treasures and enchantments, risking
future reprisals.
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D20 RANDOM EVENTS: THE
SIREN’S LAIR

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A sudden whirlpool forces Strength saves (DC 15)
to avoid being swept away.
The adventurers uncover a relic tied to the siren’s
enchantment.
A frightened sailor pleads for help escaping the
island.
The adventurers find glyphs describing the siren’s
magic.
A surge of energy amplifies enchantment-based
spells temporarily.
A celestial guardian warns the adventurers of the
siren’s growing power.
Evidence of past shipwrecks is uncovered in the
grotto.
A magical trap summons aquatic creatures to
confront the adventurers.
The adventurers find a relic glowing with water
magic.
A massive sea beast emerges, protecting the
Queen’s Throne.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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BONUS ADVENTURE SEED 8:

=’ HE CURSED
‘ 6 | COLOSSEUM”

PLoT HoOK

A long-abandoned
colosseum has suddenly come to life, its
stones glowing with unnatural energy.
Spectral warriors emerge each night,
reenacting bloody battles for an audience of
eerie, flickering apparitions. The
adventurers must uncover the source of the
curse, survive the deadly trials of the arena,
and decide the colosseum’s ultimate fate.

KEeY NPCs

1. Cassia Valero (Human, Neutral Good)
A historian who believes the colosseum’s
curse stems from a forgotten betrayal.

2. Threxar the Eternal Champion (Spectral
Gladiator, Lawful Evil)
A ghostly warrior bound to the
colosseum, who challenges all who
enter.

3. Varek Goldhelm (Dwarf, Chaotic
Neutral)
A former gladiator drawn to the
colosseum in search of lost fame and
fortune.

LOCATIONS

1. The Spectral Gates
The colosseum’s outer ring, filled with
ghostly illusions and remnants of past
battles.

2. The Arena of Echoes
The main battleground, where spectral
warriors challenge intruders in brutal
combat.

3. The Champion’s Vault
A hidden chamber beneath the arena,
where Threxar guards the artifact that
sustains the curse.

ENCOUNTERS

1. Phantom Duelists
At the Spectral Gates, the adventurers
face 2 Ghostly Swordsmen and hazards
caused by shifting illusions.

2. Spectral Gladiators
In the Arena of Echoes, the adventurers
contend with 2 Spectral Guardians and
traps tied to collapsing arena walls.

3. Battle with Threxar the Eternal
Champion
At the Champion’s Vault, the
adventurers confront Threxar and his 2
Wraith Wisps, who use spectral magic
and deadly combat techniques to
dominate the battlefield.

OutcoME OPTIONS

1. Break the Curse
The adventurers destroy the artifact,
releasing the spirits and silencing the
colosseum.

2. Strike a Bargain
The adventurers negotiate with Threxar,
gaining combat skills in exchange for
leaving the curse intact.

3. Claim the Artifact
The adventurers take the artifact,
gaining spectral abilities but risking the
curse’s spread.
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D20 RANDOM EVENTS: THE
CURSED COLOSSEUM

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing section of the arena forces Dexterity
saves (DC 15) to avoid injury.
The adventurers uncover a relic tied to the
colosseum’s history.
A frightened bystander pleads for help escaping the
colosseum.
The adventurers find glyphs describing the
colosseum’s ancient rituals.
A surge of energy amplifies necromancy-based
spells temporarily.
A celestial guardian warns the adventurers of the
arena’s growing instability.
Evidence of past betrayals is uncovered in the
Champion’s Vault.
A magical trap summons spectral warriors to
confront the adventurers.
The adventurers find a shard glowing with ethereal
energy.
A massive spectral beast emerges, protecting the
Champion’s Vault.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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BONUS ADVENTURE SEED 9:

‘ 6/"'5!-““;&/ HE WAILING SPHINX”

PrLoT HoOOK

A colossal stone sphinx
lies half-buried in a
remote desert, its once-proud visage now
twisted in a silent scream. At night,
haunting wails echo across the dunes,
driving away any who dare approach. The
adventurers must investigate the sphinx,
uncover its tragic past, and break the curse
that keeps its guardian spirit bound to the
sands.

KEyY NPCs

1. Asenra Sunseer (Human, Neutral Good)
A nomad who believes the sphinx holds
the key to reviving her dying tribe.

2. Tharik the Keeper (Cursed Sphinx,
Lawful Neutral)

A guardian bound to the statue,
desperate to fulfill its duty despite the
curse.

3. Drassan Sandcaller (Tiefling, Chaotic
Evil)

A wandering sorcerer who seeks to
harness the sphinx’s power for his own
gain.

LOCATIONS

1. The Silent Dunes
The desert surrounding the sphinx,
where shifting sands hide traps and
illusions.

2. The Sphinx’s Maw
An entrance within the sphinx, leading to
winding passages filled with ancient
puzzles.

3. The Heart of Wails
A hidden chamber beneath the sphinx,
where Tharik guards the cursed relic
binding its spirit.

ENCOUNTERS

1. Sand Wraiths
At the Silent Dunes, the adventurers face
2 Sand Spirits and hazards caused by
mirages and shifting sands.

2. Puzzle Guardians
In the Sphinx’s Maw, the adventurers
contend with 2 Animated Statues and
traps tied to complex puzzles.

3. Battle with Tharik the Keeper
At the Heart of Wails, the adventurers
confront Tharik and his 2 Wraith Wisps,
who use riddles and sand-based attacks
to overwhelm their foes.

OvurcoME OPTIONS

1. Break the Curse
The adventurers destroy the cursed relic,
freeing Tharik and silencing the wails.
2. Strike a Bargain
The adventurers negotiate with Tharik,
gaining knowledge of the sphinx’s power
in exchange for leaving the curse intact.
3. Claim the Relic
The adventurers take the relic, gaining
its magic but risking the curse’s spread.
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D20 RANDOM EVENTS: THE
WAILING SPHINX

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing dune forces Dexterity saves (DC 15) to
avoid being buried.
The adventurers uncover an ancient scroll tied to
the sphinx’s curse.
A frightened nomad pleads for help escaping the
area.
The adventurers find glyphs describing the sphinx’s
origin.
A surge of energy amplifies divination-based spells
temporarily.
A celestial guardian warns the adventurers of the
wails’ growing intensity.
Evidence of past guardians is uncovered in the
Sphinx’s Maw.
A magical trap summons sand creatures to
confront the adventurers.
The adventurers find a relic glowing with desert
magic.
A massive sand elemental emerges, protecting the
Heart of Wails.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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BONUS ADVENTURE SEED 1o0:

s’ HE SONG OF THE
‘ 6 7\ ABYSS”

PrLoT HOOK

A cursed melody has
begun to emanate from a mysterious
chasm, haunting those who hear it and
driving them to madness. The chasm itself
is said to have no bottom, and strange
shadows can be seen moving within. The
adventurers must venture into the depths
to find the source of the song, confront the
eldritch force behind it, and decide its fate.

Key NPCs

1. Selric Amaranth (Human, Neutral Good)
A bard desperate to find a way to silence
the melody and save his cursed village.

2. Nyvarra the Abyssal Voice (Eldritch
Entity, Neutral Evil)
An ancient being imprisoned within the
chasm, using the melody to lure others
into its grasp.

3. Torvik Deepclaw (Dwarf, Chaotic
Neutral)
A miner turned treasure seeker,
convinced the chasm hides
unimaginable riches.

LOCATIONS

1. The Echoing Rim
The edge of the chasm, where the
melody begins to warp reality and
illusions distort perception.

2. The Abyssal Descent
A series of treacherous ledges and
tunnels descending into the chasm, filled
with eerie shadows and strange echoes.

3. The Abyssal Core
The heart of the chasm, where Nyvarra
weaves her maddening song and guards
the source of her power.

ENCOUNTERS

1. Melodic Guardians
At the Echoing Rim, the adventurers
face 2 Shadow Wisps and hazards
caused by disorienting illusions.

2. Cavern Crawlers
In the Abyssal Descent, the adventurers
contend with 2 Void Beasts and traps
tied to unstable ledges.

3. Battle with Nyvarra the Abyssal Voice
At the Abyssal Core, the adventurers
confront Nyvarra and her 2 Abyssal
Shades, who use psychic magic and
area-of-effect spells to overwhelm their
foes.

OurcoME OPTIONS

1. Silence the Melody
The adventurers destroy Nyvarra’s
source of power, ending the song and
stabilizing the chasm.

2. Strike a Bargain
The adventurers negotiate with Nyvarra,
gaining eldritch abilities in exchange for
leaving her prison intact.

3. Claim the Song’s Power
The adventurers harness the melody,
gaining immense psychic power but
risking madness.
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D20 RANDOM EVENTS: THE
SONG OF THE ABYSS

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing ledge forces Dexterity saves (DC 15) to
avoid falling.
The adventurers uncover a fragment of an eldritch
relic tied to the melody.
A frightened villager pleads for help escaping the
chasm’s influence.
The adventurers find glyphs describing Nyvarra’s
imprisonment.
A surge of energy amplifies enchantment-based
spells temporarily.
A celestial guardian warns the adventurers of the
song’s growing intensity.
Evidence of past incursions into the chasm is
uncovered in the Abyssal Descent.
A magical trap summons shadow creatures to
confront the adventurers.
The adventurers find a relic glowing with psychic
energy.
A massive abyssal creature emerges, protecting the
Abyssal Core.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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BONUS ADVENTURE SEED 11:

==y HE TEMPLE OF THE
‘ 6 7\ FORGOTTEN GOD”

PrLoT HoOK

A crumbling temple in a
remote jungle has begun to stir with life
once more. Strange lights flicker in its
windows at night, and those who venture
too close report hearing whispers
promising power and salvation. The
adventurers must explore the temple,
uncover the identity of the forgotten god it
once honored, and decide whether to
awaken or silence its lingering presence.

KEy NPCs

1. Priestess Callis (Elf, Neutral Good)
A devotee seeking to uncover the
temple’s mysteries and restore it as a
place of worship.

2. Xaelthar, the Whispering God (Celestial,
Chaotic Evil)
A malevolent entity using the temple as a
conduit to influence the Material Plane.

3. Brask Hollowfall (Tiefling, Chaotic
Neutral)
A treasure hunter searching for ancient
relics within the temple, willing to make
risky deals.

LOCATIONS

1. The Overgrown Path
The jungle surrounding the temple, filled
with traps and dangerous wildlife.

2. The Echoing Halls
The temple’s interior, where enchanted
whispers guide and deceive intruders.

3. The Altar of Whispers
The heart of the temple, where
Xaelthar’s essence lingers and
manipulates the living.

ENCOUNTERS

1. Jungle Guardians
At the Overgrown Path, the adventurers
face 2 Giant Poisonous Snakes and
hazards caused by shifting foliage.

2. Temple Wards
In the Echoing Halls, the adventurers
contend with 2 Animated Statues and
traps triggered by ancient enchantments.

3. Battle with Xaelthar, the Whispering
God
At the Altar of Whispers, the adventurers
confront Xaelthar’s manifested spirit and
his 2 Spectral Wisps, who use
enchantment magic and necrotic energy
to overwhelm their foes.

OurcoME OPTIONS

1. Banish the Entity
The adventurers destroy Xaelthar’s
lingering essence, purifying the temple.

2. Strike a Bargain
The adventurers negotiate with Xaelthar,
gaining celestial knowledge in exchange
for allowing his influence to remain.

3. Claim the Altar’s Power
The adventurers harness the altar’s
magic, gaining power but risking
corruption.
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D20 RANDOM EVENTS: THE
TEMPLE OF THE FORGOTTEN
Gobp

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing statue forces Dexterity saves (DC 15)
to avoid injury.
The adventurers uncover a relic tied to the temple’s
forgotten worship.
A frightened villager pleads for help escaping the
temple.
The adventurers find glyphs describing Xaelthar’s
fall from power.
A surge of energy amplifies necromancy-based
spells temporarily.
A celestial guardian warns the adventurers of the
entity’s growing influence.
Evidence of past pilgrimages is uncovered in the
Echoing Halls.
A magical trap summons spectral creatures to
confront the adventurers.
The adventurers find a shard glowing with divine
energy.
A massive spectral guardian emerges, protecting
the Altar of Whispers.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

- Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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BONUS ADVENTURE SEED 12:

r-"?‘..

‘ C‘FV HE ETERNAL STORM”

PLoT HOOK

A vast storm has
appeared over a coastal
region, raging endlessly for weeks. Strange
lightning pulses from its heart, and coastal
settlements have been flooded by unnatural
tides. The adventurers must journey to the
storm’s epicenter, uncover the elemental
force behind it, and either end the storm or
harness its raw power.

Ky NPCs

1. Captain Aldryn Gale (Human, Neutral
Good)
A sailor turned storm chaser,
determined to unravel the storm’s
mystery.

2. Vaelor the Stormcaller (Elemental,
Chaotic Evil)
A rogue storm elemental bent on
spreading chaos and destruction.

3. Tessa Waverider (Half-Elf, Chaotic
Neutral)
A daring explorer who believes the
storm hides a treasure of great value.

LOCATIONS

1. The Tempest Coast
The storm-battered shoreline, where
massive waves and jagged rocks
threaten any who venture near.

2. The Thunderous Depths
A submerged cave system below the
storm, filled with powerful currents and
aquatic creatures.

3. The Eye of the Storm
The storm’s calm center, where Vaelor
channels elemental power and creates
devastating cyclones.

ENCOUNTERS

1. Coastal Beasts
At the Tempest Coast, the adventurers
face 2 Reef Sharks and hazards caused
by crashing waves and flying debris.

2. Elemental Guardians
In the Thunderous Depths, the
adventurers contend with 2 Water
Elementals and traps triggered by
sudden surges of water.

3. Battle with Vaelor the Stormcaller
At the Eye of the Storm, the adventurers
confront Vaelor and his 2 Lightning
Wisps, who use lightning strikes and
powerful wind magic to dominate the
battlefield.

OvurcoME OPTIONS

1. Disperse the Storm
The adventurers destroy Vaelor’s
connection to the storm, restoring calm
to the region.

2. Strike a Bargain
The adventurers negotiate with Vaelor,
gaining elemental abilities in exchange
for sparing the storm.

3. Harness the Storm’s Power
The adventurers take control of the
storm’s energy, risking future instability
for great power.
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D20 RANDOM EVENTS: THE
ETERNAL STORM

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A lightning strike forces Dexterity saves (DC 15) to
avoid damage.
The adventurers uncover a relic tied to the storm’s
origin.
A shipwreck survivor pleads for help escaping the
coast.
The adventurers find glyphs describing an ancient
storm ritual.
A surge of energy amplifies evocation-based spells
temporarily.
A celestial guardian warns the adventurers of the
storm’s growing strength.
Evidence of past sacrifices is uncovered in the
Thunderous Depths.
A magical trap summons water creatures to
confront the adventurers.
The adventurers find a relic glowing with storm
energy.
A massive water elemental emerges, protecting the
Eye of the Storm.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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BONUS ADVENTURE SEED 13:
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‘ C‘FV HE EMERALD SPIRE”

PLoT HOOK

glowing green crystal
has erupted from the earth, spreading
strange growths and mutating wildlife in
the surrounding area. The adventurers
must venture into the spire, navigate its
magical defenses, and confront the power
within to prevent the corruption from
spreading further.

KEey NPCs
1. Drevin Mossbranch (Elf, Neutral Good)

A druid determined to restore balance to
the corrupted landscape.

2. Thalroth, Keeper of the Spire (Crystal
Golem, Lawful Evil)
A sentient guardian protecting the
spire’s secrets at all costs.

3. Ellera Brightshard (Tiefling, Chaotic
Neutral)
An opportunist seeking to claim the
spire’s power for herself, no matter the
cost.

LOCATIONS

1. The Verdant Fields
The corrupted lands surrounding the
spire, filled with mutated creatures and
magical anomalies.

2. The Crystal Galleries
A maze of glowing crystal chambers
within the spire, guarded by enchanted
constructs.

3. The Spireheart Nexus
The spire’s core, where Thalroth guards
a powerful artifact linked to the
corruption.

An ancient spire made of

ENCOUNTERS

1. Mutated Guardians
At the Verdant Fields, the adventurers
face 2 Vine Blights and hazards caused
by unstable growths.

2. Crystal Defenders
In the Crystal Galleries, the adventurers
contend with 2 Animated Crystals and
traps tied to glowing glyphs.

3. Battle with Thalroth, Keeper of the Spire
At the Spireheart Nexus, the adventurers
confront Thalroth and his 2 Crystal
Wisps, who use radiant magic and

physical resilience to dominate the
battlefield.

OutcoME OPTIONS

1. Shatter the Spire
The adventurers destroy the artifact,
ending the corruption and collapsing the
spire.

2. Strike a Bargain
The adventurers negotiate with
Thalroth, gaining crystal-based abilities
in exchange for leaving the spire intact.

3. Claim the Spire’s Power
The adventurers harness the spire’s
energy, gaining great power but risking
future corruption.
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D20 RANDOM EVENTS: THE
EMERALD SPIRE

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing crystal forces Dexterity saves (DC 15)
to avoid injury.
The adventurers uncover a relic tied to the spire’s
magic.
A frightened villager pleads for help escaping the
corrupted fields.
The adventurers find glyphs describing the spire’s
origin.
A surge of energy amplifies transmutation-based
spells temporarily.
A celestial guardian warns the adventurers of the
spire’s influence.
Evidence of past experiments is uncovered in the
Crystal Galleries.
A magical trap summons crystal creatures to
confront the adventurers.
The adventurers find a shard glowing with radiant
energy.
A massive crystal elemental emerges, protecting
the Spireheart Nexus.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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BONUS ADVENTURE SEED 14:

4~ HE VEIL OF AURAS”

¢ ¢ ]

PLoT HoOOK

A mystical veil of
shimmering colors has
descended over a peaceful valley, causing
strange phenomena and shifts in time.
Locals report seeing glimpses of the past
and future, but some have disappeared into
the veil entirely. The adventurers must
enter the veil, navigate its unpredictable
magic, and confront the entity at its center
to uncover its purpose and ensure the
valley’s safety.

KEey NPCs

1. Arion Dreamseer (Half-Elf, Neutral
Good)
A seer who believes the veil holds the
key to unraveling temporal mysteries.

2. Zyraleth, Keeper of Time (Ethereal
Entity, True Neutral)
A being that sustains the veil and
watches over the threads of time.

3. Kelvin Draymoor (Human, Chaotic
Neutral)
A rogue scholar seeking to harness the
veil’s power for personal gain.

LOCATIONS

1. The Luminous Fringe
The edge of the veil, where colors
shimmer unpredictably and distort
reality.

2. The Temporal Maze
A network of ever-changing paths within
the veil, filled with echoes of the past and
future.

3. The Nexus of Threads
The heart of the veil, where Zyraleth
weaves the temporal fabric and guards
its secrets.

ENCOUNTERS

1. Temporal Echoes
At the Luminous Fringe, the adventurers
face 2 Spectral Apparitions and hazards
caused by shifting timelines.

2. Time-W arped Constructs
In the Temporal Maze, the adventurers
contend with 2 Temporal Guardians and
traps tied to looping illusions.

3. Battle with Zyraleth, Keeper of Time
At the Nexus of Threads, the
adventurers confront Zyraleth and their
2 Chronal Wisps, who use time magic
and reality-bending effects to overwhelm
their foes.

OuTCcOME OPTIONS

1. Dispel the Veil
The adventurers sever the veil’s
connection, restoring balance to the
valley.

2. Strike a Bargain
The adventurers negotiate with Zyraleth,
gaining temporal abilities in exchange
for preserving the veil.

3. Harness the Veil’'s Power
The adventurers claim the veil’s energy,
gaining control over time magic but
risking instability.

29



D20 RANDOM EVENTS: THE
VEIL OF AURAS

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A temporal rift forces Wisdom saves (DC 15) to
resist disorientation.
The adventurers uncover an ancient relic tied to the
veil’s creation.
A frightened villager pleads for help escaping the
veil.
The adventurers find glyphs describing Zyraleth’s
role as a timekeeper.
A surge of energy amplifies divination-based spells
temporarily.
A celestial guardian warns the adventurers of the
veil's dangers.
Evidence of past temporal incursions is uncovered
in the Temporal Maze.
A magical trap summons spectral creatures to
confront the adventurers.
The adventurers find a shard glowing with time
energy.
A massive time elemental emerges, protecting the
Nexus of Threads.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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BONUS ADVENTURE SEED 15:

s’ HE FORGE OF
‘ 6 7| ETERNAL FLAME”

PrLoT HOOK

Deep in the heart of an
abandoned mountain, an ancient forge has
reignited, and molten rivers now flow
where none existed before. The heat has
drawn creatures of fire and greed, while
whispers speak of a legendary weapon
being reforged within. The adventurers
must navigate the fiery depths, uncover the
forge’s secrets, and decide whether to
claim its power or extinguish it for good.

Key NPCs

1. Vera Forgeheart (Dwarf, Neutral Good)
A blacksmith seeking the forge to craft a
weapon capable of defending her people.

2. Thranax, the Flame Warden (Fire
Elemental, Lawful Neutral)

The ancient guardian of the forge, who
sees mortals as unworthy to wield its
power.

3. Krex Emberblade (Tiefling, Chaotic Evil)
A mercenary determined to claim the
forge’s flames for their own ambitions.

LOCATIONS

1. The Molten Pass
A treacherous approach filled with
boiling rivers and unstable rock
formations.

2. The Ember Vaults
A series of chambers lit by flowing lava,
filled with fiery guardians and traps.

3. The Heartforge
The forge’s core, where Thranax
protects the eternal flame and the
legendary weapon.

ENCOUNTERS

1. Flamebound Guardians
At the Molten Pass, the adventurers face
2 Magma Mephits and hazards caused
by unstable ground.

2. Fiery Constructs
In the Ember Vaults, the adventurers
contend with 2 Fire Elementals and
traps triggered by flowing lava.

3. Battle with Thranax, the Flame Warden
At the Heartforge, the adventurers
confront Thranax and their 2 Ember
Wisps, who use fire magic and explosive
attacks to dominate the battlefield.

OuTtcoME OPTIONS

1. Extinguish the Forge
The adventurers destroy the eternal
flame, ending the forge’s activity and
stabilizing the mountain.

2. Strike a Bargain
The adventurers negotiate with Thranax,
gaining fire-based abilities in exchange
for leaving the forge intact.

3. Claim the Forge’s Power
The adventurers take control of the
forge, gaining powerful weaponry but
risking the mountain’s future.

31



D20 RANDOM EVENTS: THE
FORGE OF ETERNAL FLAME

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10
11-12
13-14
15-16

17-18

19-20

Event Description
A collapsing rock forces Dexterity saves (DC 15) to
avoid injury.
The adventurers uncover a relic tied to the forge’s
origin.
A frightened villager pleads for help escaping the
mountain.
The adventurers find glyphs describing the forge’s
history.
A surge of energy amplifies evocation-based spells
temporarily.
A celestial guardian warns the adventurers of the
forge’s dangers.
Evidence of past creations is uncovered in the
Ember Vaults.
A magical trap summons fire creatures to confront
the adventurers.
The adventurers find a relic glowing with fire
energy.
A massive magma elemental emerges, protecting
the Heartforge.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD

32



BONUS ADVENTURE SEED 1s6:

o

‘ 6,—&&/ HE VORTEX SPIRE”

PLoT HoOK

A towering spire
surrounded by a raging
cyclone has appeared in the middle of a
tranquil plain. The winds are said to howl
with voices from another world, and those
who approach are swept away—or never
seen again. The adventurers must brave
the storm, ascend the spire, and uncover
the secret of the vortex before it grows to
consume the land.

KEey NPCs

1. Elyria Windwhisper (EIf, Neutral Good)
A scholar of elemental magic who
believes the vortex is tied to an ancient
planar rift.

2. Zarak Stormbinder (Air Elemental,
Chaotic Neutral)

The spire’s guardian, who sees the
vortex as a necessary step toward
rebalancing the planes.

3. Thalric Galeborn (Human, Chaotic Evil)
A cultist determined to harness the
storm’s power to overthrow a nearby
kingdom.

LOCATIONS
1. The Gale-Forged Plains

The area surrounding the spire, buffeted
by hurricane-force winds and flying
debris.

2. The Whirling Steps
A spiraling ascent through the spire,
filled with deadly traps and air elemental
guardians.

3. The Eye of the Storm
The vortex’s core at the top of the spire,
where Zarak channels planar energy to
sustain the storm.

ENCOUNTERS

1. Airbound Hunters
At the Gale-Forged Plains, the
adventurers face 2 Wind Mephits and
hazards caused by gale-force winds.

2. Elemental Defenders
On the Whirling Steps, the adventurers
contend with 2 Air Elementals and traps
triggered by shifting winds and
collapsing stairs.

3. Battle with Zarak Stormbinder
At the Eye of the Storm, the adventurers
confront Zarak and their 2 Tempest
Wisps, who use lightning magic and
wind-based attacks to dominate the
battlefield.

OurcoME OPTIONS

1. Dispel the Vortex
The adventurers sever the planar
connection, ending the storm and
stabilizing the spire.

2. Strike a Bargain
The adventurers negotiate with Zarak,
gaining wind-based abilities in exchange
for leaving the vortex intact.

3. Harness the Spire’s Power
The adventurers claim the spire’s
energy, gaining immense storm control
but risking future disruptions.
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D20 RANDOM EVENTS: THE
VORTEX SPIRE

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing section of the spire forces Dexterity
saves (DC 15) to avoid injury.
The adventurers uncover a relic tied to the vortex’s
creation.
A frightened traveler pleads for help escaping the
storm.
The adventurers find glyphs describing the spire’s
origin.
A surge of energy amplifies evocation-based spells
temporarily.
A celestial guardian warns the adventurers of the
vortex's growing power.
Evidence of past planar rifts is uncovered in the
Whirling Steps.
A magical trap summons air creatures to confront
the adventurers.
The adventurers find a shard glowing with wind
energy.
A massive air elemental emerges, protecting the
Eye of the Storm.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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BONUS ADVENTURE SEED 17:

i’ HE HARROWING
‘ 6 7Y GROVE’

PLoT HoOK

A once-thriving forest
has withered into a twisted, shadowy grove
filled with unnatural silence. Locals
whisper of a powerful artifact buried
beneath the trees that radiates necrotic
energy, corrupting the land. The
adventurers must venture into the grove,
confront the twisted spirits that guard it,
and decide the fate of the artifact.

KEeYy NPCs

1. Kaera Thornshade (Half-Elf, Neutral
Good)
A ranger who believes the artifact can be
purified and the grove restored.

2. Eryndral, the Withered Keeper (Dryad,
Neutral Evil)
A corrupted forest guardian bent on
protecting the artifact at all costs.

3. Tallon Mirewood (Human, Chaotic
Neutral)
A treasure hunter seeking the artifact to
sell it to the highest bidder, regardless of
the cost.

LOCATIONS

1. The Twisted Edge
The grove’s perimeter, filled with thorn-
covered trees and shadowy wildlife.

2. The Withered Glade
A clearing in the grove, where necrotic
traps and twisted plants test the
adventurers.

3. The Heartroot Hollow
The center of the grove, where the
artifact is guarded by Eryndral and her
corrupted kin.

ENCOUNTERS
1. Twisted Wildlife

At the Twisted Edge, the adventurers
face 2 Blighted Wolves and hazards
caused by entangling vines.

2. Necrotic Guardians
In the Withered Glade, the adventurers
contend with 2 Animated Trees and
traps triggered by necrotic energy.

3. Battle with Eryndral, the Withered
Keeper
At the Heartroot Hollow, the adventurers
confront Eryndral and her 2 Shadow
Wisps, who use necrotic magic and
plant-based attacks to overwhelm their
foes.

OuTtcoME OPTIONS

1. Destroy the Artifact
The adventurers shatter the artifact,
purging the necrotic energy and
restoring the grove.

2. Strike a Bargain
The adventurers negotiate with
Eryndral, gaining shadow-based abilities
in exchange for leaving the artifact
intact.

3. Claim the Artifact’s Power
The adventurers take control of the
artifact, gaining necrotic abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
HARROWING GROVE

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing tree forces Dexterity saves (DC 15) to
avoid injury.
The adventurers uncover a relic tied to the
artifact’s origin.
A frightened villager pleads for help escaping the
grove.
The adventurers find glyphs describing the grove’s
corruption.
A surge of energy amplifies necromancy-based
spells temporarily.
A celestial guardian warns the adventurers of the
grove's dangers.
Evidence of past rituals is uncovered in the
Withered Glade.
A magical trap summons twisted wildlife to
confront the adventurers.
The adventurers find a shard glowing with necrotic
energy.
A massive corrupted treant emerges, protecting
the Heartroot Hollow.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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BONUS ADVENTURE SEED 18:

i’ HE CRYSTAL
‘ 6 7\ LABYRINTH”

PLoT HoOK

A mysterious labyrinth
made entirely of shimmering crystal has
appeared in the middle of a barren
wasteland. The labyrinth glows faintly at
night, and whispers of voices lead travelers
deeper into its reflective halls, never to
return. The adventurers must navigate the
labyrinth, face its crystalline guardians, and
uncover the source of its magic before they,
too, are lost.

Key NPCs

1. Serin Brightshard (Gnome, Neutral
Good)
A crystal artisan who seeks to
understand the labyrinth and reclaim
lost family members.

2. Lazreth, the Prism Warden (Crystal
Golem, Lawful Neutral)
The sentient guardian of the labyrinth,
tasked with protecting its magical core.

3. Dren Ironvale (Dwarf, Chaotic Neutral)
A prospector hoping to harvest the
labyrinth’s crystal for wealth and
influence.

LOCATIONS

1. The Reflective Gates
The entrance to the labyrinth,
surrounded by jagged crystal spires and
deceptive illusions.

2. The Shimmering Halls
A maze of reflective corridors that distort
light and sound, filled with traps and
crystalline constructs.

3. The Prismatic Core
The heart of the labyrinth, where
Lazreth guards a powerful crystal that
sustains the labyrinth’s magic.

ENCOUNTERS

1. Crystal Guardians
At the Reflective Gates, the adventurers
face 2 Animated Crystals and hazards
caused by disorienting reflections.

2. Prism Defenders
In the Shimmering Halls, the
adventurers contend with 2 Crystal
Golems and traps triggered by refracted
light.

3. Battle with Lazreth, the Prism Warden
At the Prismatic Core, the adventurers
confront Lazreth and their 2 Crystal
Wisps, who use radiant magic and
defensive strategies to dominate the
battlefield.

OuTtcoME OPTIONS

1. Shatter the Core
The adventurers destroy the crystal,
collapsing the labyrinth and freeing its
prisoners.

2. Strike a Bargain
The adventurers negotiate with Lazreth,
gaining crystalline abilities in exchange
for leaving the labyrinth intact.

3. Harness the Core’s Power
The adventurers claim the crystal,
gaining immense magical abilities but
risking unforeseen consequences.
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D20 RANDOM EVENTS: THE
CRYSTAL LABYRINTH

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing crystal forces Dexterity saves (DC 15)
to avoid injury.
The adventurers uncover a shard tied to the
labyrinth’s creation.
A frightened wanderer pleads for help escaping the
labyrinth.
The adventurers find glyphs describing the
labyrinth’s origin.
A surge of energy amplifies transmutation-based
spells temporarily.
A celestial guardian warns the adventurers of the
labyrinth’s dangers.
Evidence of past explorers is uncovered in the
Shimmering Halls.
A magical trap summons crystalline creatures to
confront the adventurers.
The adventurers find a relic glowing with prismatic
energy.
A massive crystal construct emerges, protecting
the Prismatic Core.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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BONUS ADVENTURE SEED 19:

i’ HE HOWLING
‘ 6 7Y  CITADEL”

PrLoT HoOOK

High atop a windswept
cliff stands an abandoned citadel, its towers
cracked and crumbling. At night, a
haunting howl echoes across the
landscape, chilling the blood of anyone who
hears it. The adventurers must brave the
cursed halls, face spectral defenders, and
uncover the source of the eerie howls to
put an end to the citadel’s dark history.

KEY NPCs

1. Irelis Moondark (Human, Neutral Good)
A historian searching for the truth
behind the citadel’s curse and its former
rulers.

2. Kaelthorn the Wailing Lord (Spectral
Knight, Chaotic Evil)

A cursed knight bound to the citadel,
whose unending sorrow fuels the howls.

3. Rurik Stormfell (Dwarf, Chaotic
Neutral)

A treasure hunter who seeks the fabled
riches hidden in the citadel, no matter
the cost.

LOCATIONS

1. The Echoing Gatehouse
The citadel’s entrance, where phantom
sentries patrol and howling winds
disorient intruders.

2. The Haunted Halls
A maze of crumbling corridors filled with
spectral traps and ghostly illusions.

3. The Wailing Throne
The heart of the citadel, where
Kaelthorn lingers, bound to an ancient
artifact.

ENCOUNTERS

1. Phantom Sentries

At the Echoing Gatehouse, the
adventurers face 2 Spectral Knights and
hazards caused by collapsing masonry.

2. Haunted Constructs

In the Haunted Halls, the adventurers
contend with 2 Wraith Wisps and traps
tied to ghostly illusions.

3. Battle with Kaelthorn the Wailing Lord

At the Wailing Throne, the adventurers
confront Kaelthorn and his 2 Spectral
Shades, who use necrotic magic and
devastating melee attacks to dominate
the battlefield.

OutcoME OPTIONS
1. Break the Curse

The adventurers destroy the artifact,
banishing the howls and freeing the
citadel.

2. Strike a Bargain

The adventurers negotiate with
Kaelthorn, gaining spectral abilities in
exchange for leaving the citadel intact.

3. Claim the Artifact’s Power

The adventurers take the artifact,
gaining immense necrotic magic but
risking corruption.
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D20 RANDOM EVENTS: THE
HowLING CITADEL

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing tower forces Dexterity saves (DC 15)
to avoid injury.
The adventurers uncover a relic tied to the citadel’s
curse.
A frightened traveler pleads for help escaping the
citadel.
The adventurers find glyphs describing Kaelthorn's
tragic fall.
A surge of energy amplifies necromancy-based
spells temporarily.
A celestial guardian warns the adventurers of the
howls’ growing intensity.
Evidence of past rulers is uncovered in the
Haunted Halls.
A magical trap summons ghostly defenders to
confront the adventurers.
The adventurers find a shard glowing with spectral
energy.
A massive spectral beast emerges, protecting the
Wailing Throne.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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BONUS ADVENTURE SEED 20:

s’ HE ABYSSAL
‘ 6 7\ GATEWAY”

ENCOUNTERS

1. Fiendish Scourge
At the Scorched Clearing, the
adventurers face 2 Abyssal Hounds and
hazards caused by bursts of chaotic
energy.

2. Demonic Defenders
At the Obsidian Archway, the
adventurers contend with 2 Barbed
Devils and traps tied to the portal’s
glyphs.

3. Battle with Malzor, Abyssal Herald
At the Rift Core, the adventurers
confront Malzor and his 2 Abyssal
Wisps, who use fire magic and brute
force to dominate the battlefield.

PLoT HOOK

A strange, obsidian arch
has risen from the earth, glowing with
infernal runes and emitting a faint, eerie
hum. Locals report that the arch is drawing
creatures from the Abyss into the
surrounding countryside, spreading chaos
and fear. The adventurers must investigate
the gateway, confront the fiends spilling
forth, and decide whether to seal or destroy
this dangerous portal.

Key NPCs

1. Erevan Duskwatch (Elf, Neutral Good)
A scholar of ancient runes determined to
seal the gateway and protect the region.

2. Malzor, Abyssal Herald (Demon, Chaotic
Evil)
A powerful demon seeking to widen the
gateway and unleash an Abyssal horde.

3. Kelthar Ironhelm (Dwarf, Chaotic
Neutral)
A mercenary who believes the gateway
could be exploited for personal gain.

OvurtcoME OPTIONS

1. Seal the Gateway
The adventurers deactivate the runes,
closing the portal and stabilizing the
area.

2. Strike a Bargain
The adventurers negotiate with Malzor,
gaining demonic power in exchange for
leaving the portal intact.

3. Claim the Gateway’s Power

LOCATIONS

1. The Scorched Clearing
The area around the gateway, blackened
and cracked by Abyssal energy.
2. The Obsidian Archway
The portal itself, surrounded by fiendish
glyphs and crawling with lesser demons.
3. The Rift Core
The gateway’s heart, where Malzor
channels chaotic energy to maintain the
portal.

The adventurers harness the energy of
the portal, gaining immense magical
abilities but risking corruption.
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D20 RANDOM EVENTS: THE
ABYSSAL GATEWAY

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A burst of energy forces Constitution saves (DC 15)
to resist Abyssal corruption.
The adventurers uncover a shard of the gateway’s
obsidian structure.
A frightened villager pleads for help escaping the
fiends.
The adventurers find glyphs describing the
gateway’s origin.
A surge of energy amplifies evocation-based spells
temporarily.
A celestial guardian warns the adventurers of the
portal’s dangers.
Evidence of past demonic incursions is uncovered
near the gateway.
A magical trap summons fiendish creatures to
confront the adventurers.
The adventurers find a shard glowing with chaotic
energy.
A massive Abyssal beast emerges, protecting the
Rift Core.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD

42



BONUS ADVENTURE SEED 21:

‘ C,-mk/ HE SUNKEN SPIRE”
A

PrLoT HOoOK

An ancient spire has
surfaced from the depths
of a murky lake, shrouded in fog and
radiating an aura of mystery. Local
fishermen claim to have seen strange lights
within its broken windows, and a haunting
song now fills the air. The adventurers
must delve into the spire, uncover its
watery secrets, and face the horrors that
linger beneath the lake’s surface.

Key NPCs

1. Althar Silverfin (Triton, Neutral Good)
A guardian of the lake, determined to
prevent the spire’s influence from
spreading.

2. Valkara the Deep Siren (Fey, Chaotic
Evil)
A malevolent fey creature bound to the
spire, using its magic to lure
unsuspecting victims.

3. Cador Blackwater (Human, Chaotic
Neutral)
A treasure hunter who believes the spire
hides riches of untold value.

LOCATIONS

1. The Shrouded Lake
The misty waters surrounding the spire,
filled with submerged hazards and

aquatic guardians.
2. The Watery Halls

Flooded chambers within the spire, filled

with traps and illusions tied to the fey.

3. The Abyssal Sanctum
The spire’s submerged heart, where
Valkara manipulates magic and guards a
powerful relic.

ENCOUNTERS

1. Aquatic Defenders
At the Shrouded Lake, the adventurers
face 2 Reef Sharks and hazards caused
by shifting currents and hidden rocks.

2. Fey Guardians
In the Watery Halls, the adventurers
contend with 2 Water Spirits and traps
triggered by shimmering illusions.

3. Battle with Valkara the Deep Siren
At the Abyssal Sanctum, the adventurers
confront Valkara and her 2 Fey Wisps,
who use enchantment magic and water-
based attacks to dominate the battlefield.

OutcoME OPTIONS

1. Banish the Fey
The adventurers destroy Valkara’s
connection to the spire, purging the lake
of its influence.

2. Strike a Bargain
The adventurers negotiate with Valkara,
gaining fey-based abilities in exchange
for sparing the spire.

3. Claim the Spire’s Power
The adventurers harness the magic of
the spire, gaining water-based abilities
but risking future corruption.
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D20 RANDOM EVENTS: THE
SUNKEN SPIRE

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A whirlpool forces Strength saves (DC 15) to avoid
being dragged under.
The adventurers uncover a relic tied to the spire’s
origin.
A frightened villager pleads for help escaping the
lake.
The adventurers find glyphs describing the spire’s
ancient magic.
A surge of energy amplifies illusion-based spells
temporarily.
A celestial guardian warns the adventurers of the
spire’s dangers.
Evidence of past drownings is uncovered in the
Watery Halls.
A magical trap summons aquatic creatures to
confront the adventurers.
The adventurers find a shard glowing with fey
energy.
A massive water elemental emerges, protecting the
Abyssal Sanctum.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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BONUS ADVENTURE SEED 22:

i’ HE STARFALL
‘ 6 7 CRATER’

PLoT HOOK

A massive meteor has
crashed into a remote forest, leaving a
glowing crater surrounded by otherworldly
plants and creatures. Strange energies
emanate from the meteor, and nearby
villagers report dreams of a star-shaped
entity whispering their names. The
adventurers must investigate the crater,
confront the alien forces it has unleashed,
and determine whether the meteor is a gift,
a curse, or something far worse.

KEeY NPCs

1. Eryn Starseer (Elf, Neutral Good)
An astronomer fascinated by the meteor
and its potential connection to celestial
powers.

2. Zyraxis, the Starforged (Alien Entity,
True Neutral)
A sentient creature born from the
meteor’s energy, whose intentions are
unclear.

3. Gorik Blacktooth (Half-Orc, Chaotic
Neutral)
A mercenary drawn to the crater by
rumors of a powerful weapon hidden
within.

LOCATIONS

1. The Starlit Edge
The area surrounding the crater, where
glowing plants emit strange noises and
illusions abound.

2. The Radiant Sinkhole
A spiraling descent into the crater filled
with hazards and alien flora.

3. The Celestial Core
The heart of the crater, where Zyraxis
resides and the meteor’s true purpose is
revealed.

ENCOUNTERS

1. Luminous Beasts
At the Starlit Edge, the adventurers face
2 Glowing Wolves and hazards caused by
disorienting light.

2. Alien Flora
In the Radiant Sinkhole, the adventurers
contend with 2 Plant Elementals and
traps tied to explosive spores.

3. Battle with Zyraxis, the Starforged
At the Celestial Core, the adventurers
confront Zyraxis and their 2 Star Wisps,
who use radiant magic and psychic
attacks to overwhelm their foes.

OvurcoME OPTIONS

1. Destroy the Meteor
The adventurers shatter the meteor,
dispersing its energy and stabilizing the
region.

2. Strike a Bargain
The adventurers negotiate with Zyraxis,
gaining celestial knowledge in exchange
for preserving the meteor.

3. Harness the Meteor’s Power
The adventurers claim the meteor’s
energy, gaining cosmic abilities but
risking alien corruption.
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D20 RANDOM EVENTS: THE
STARFALL CRATER

Roll
(1d20) Event Description
1-2 A glowing plant explodes, forcing Dexterity saves
(DC 15) to avoid radiant damage.
3-4 The adventurers uncover a shard of the meteor with

strange runes.
5-6 A frightened villager pleads for help understanding

their visions.

7-8 The adventurers find glyphs describing a celestial
prophecy.

9-10 A surge of energy amplifies divination-based spells
temporarily.

11-12 A celestial guardian warns the adventurers of the
meteor’s true purpose.

13-14  Evidence of past starfalls is uncovered in the
Radiant Sinkhole.

15-16 A magical trap summons luminous creatures to
confront the adventurers.

17-18  The adventurers find a relic glowing with radiant
energy.

19-20 A massive alien beast emerges, protecting the
Celestial Core.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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BONUS ADVENTURE SEED 23:

s’ HE SHATTERED
‘ 6 7Y vAuLT”

PLoT HoOOK

An ancient underground
vault has been unearthed by a recent
earthquake, its entrance surrounded by
shattered stone and glowing glyphs.
Rumors speak of treasures locked within,
but those who venture inside rarely return.
The adventurers must navigate the vault’s
traps, battle its guardians, and uncover the
truth of its cursed legacy.

Key NPCs

1. Taldan Greylock (Human, Neutral Good)
A scholar determined to study the vault
and uncover its historical secrets.

2. The Stone Warden (Construct, Lawful
Neutral)
An ancient guardian tasked with
protecting the vault’s contents from all
intruders.

3. Veska Steelfang (Half-Orc, Chaotic Evil)
A treasure hunter eager to exploit the
vault’s riches for personal gain.

LOCATIONS

1. The Cracked Passage
The vault’s crumbling entrance, where
unstable ground and collapsing stone
threaten all who enter.

2. The Glyph-Filled Halls
A maze of glowing runes and deadly
traps designed to deter trespassers.

3. The Vault Core
The heart of the vault, where the Stone
Warden protects the cursed relic at its
center.

ENCOUNTERS
1. Rubble Guardians

At the Cracked Passage, the adventurers
face 2 Animated Statues and hazards
caused by collapsing ceilings.

2. Rune Defenders
In the Glyph-Filled Halls, the
adventurers contend with 2 Stone
Elementals and traps tied to glowing
glyphs.

3. Battle with the Stone Warden
At the Vault Core, the adventurers
confront the Stone Warden and its 2
Rune Wisps, who use earth magic and

defensive tactics to dominate the
battlefield.

OuTtcOME OPTIONS

1. Shatter the Relic
The adventurers destroy the cursed relic,
neutralizing the vault’s traps and
restoring peace to the area.

2. Strike a Bargain
The adventurers negotiate with the
Stone Warden, gaining ancient
knowledge in exchange for sparing the
relic.

3. Claim the Vault’s Treasure
The adventurers take the relic, gaining
immense magical power but risking its
curse.
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D20 RANDOM EVENTS: THE
SHATTERED VAULT

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing stone forces Dexterity saves (DC 15)
to avoid injury.
The adventurers uncover a shard of the relic with
ancient glyphs.
A frightened villager pleads for help understanding
the relic’s power.
The adventurers find glyphs describing the vault’s
origin.
A surge of energy amplifies transmutation-based
spells temporarily.
A celestial guardian warns the adventurers of the
vault's curse.
Evidence of past intrusions is uncovered in the
Glyph-Filled Halls.
A magical trap summons stone creatures to
confront the adventurers.
The adventurers find a relic glowing with earth
energy.
A massive stone elemental emerges, protecting the
Vault Core.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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BONUS ADVENTURE SEED 24:
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F /

PLoT HOOK

A ruin in the heart of the
jungle has begun to
gleam with golden light at sunset, drawing
the attention of treasure seekers and
scholars alike. Those who venture into its
depths are said to return rich beyond
measure—or not at all. The adventurers
must navigate the ruin’s dangerous traps,
outwit its magical defenses, and uncover
the truth behind the golden curse.

KEY NPCs

1. Professor Ellion Carthwyn (Human,
Neutral Good)
An archaeologist seeking to study the
ruin’s history and its strange golden
glow.

2. The Gilded Warden (Construct, Lawful
Neutral)
A magical guardian of the ruin, bound to
protect its treasures and secrets.

3. Drexia Blackfang (Tiefling, Chaotic
Neutral)
A rogue treasure hunter willing to do
anything to claim the ruin’s riches.

LOCATIONS

1. The Shimmering Approach
The ruin’s outer grounds, where golden
light reflects off every surface and
disorients intruders.

2. The Trapped Halls
A series of corridors filled with glittering
illusions, hidden traps, and enchanted
statues.

3. The Treasure Vault
The heart of the ruin, where the Gilded
Warden protects the source of the
golden light—a cursed relic.

ENCOUNTERS

1. Illusionary Beasts
At the Shimmering Approach, the
adventurers face 2 Golden Specters and
hazards caused by shifting light.

2. Magical Traps
In the Trapped Halls, the adventurers
contend with 2 Animated Statues and
illusions that obscure hidden dangers.

3. Battle with the Gilded Warden
At the Treasure Vault, the adventurers
confront the Gilded Warden and its 2
Radiant Wisps, who use radiant magic
and powerful defenses to protect the
relic.

OutcoME OPTIONS

1. Break the Curse
The adventurers destroy the relic,
dispelling the golden light and stabilizing
the ruin.

2. Strike a Bargain
The adventurers negotiate with the
Gilded Warden, gaining radiant abilities
in exchange for leaving the relic intact.

3. Claim the Treasure
The adventurers take the relic, gaining
immense wealth but risking its curse.
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D20 RANDOM EVENTS: THE
GILDED RUIN

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing wall forces Dexterity saves (DC 15) to
avoid injury.
The adventurers uncover a shard of the relic
emitting golden light.
A frightened villager pleads for help understanding
the ruin’s curse.
The adventurers find glyphs describing the ruin’s
origin.
A surge of energy amplifies illusion-based spells
temporarily.
A celestial guardian warns the adventurers of the
ruin’s dangers.
Evidence of past expeditions is uncovered in the
Trapped Halls.
A magical trap summons radiant creatures to
confront the adventurers.
The adventurers find a relic glowing with golden
energy.
A massive radiant construct emerges, protecting
the Treasure Vault.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.

DM ScraTCH PAD
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BONUS ADVENTURE SEED 25:

~=shin” HE CELESTIAL
‘ 6 7\l MONASTERY”

PLoT HOOK

A floating monastery has
appeared high in the sky, its shimmering
walls glowing with celestial energy. Winged
guardians patrol its exterior, and it is said
to house the wisdom of long-lost gods.
However, its arrival has disrupted the
surrounding land with earthquakes and
unpredictable weather. The adventurers
must ascend to the monastery, uncover its
secrets, and decide the fate of the divine
relics hidden within.

KEeYy NPCs

1. Brother Eryon (Aasimar, Lawful Good)
A wandering monk who believes the
monastery’s arrival heralds the return of
an ancient god.

2. Valtheris, Keeper of the Skies (Celestial
Construct, Lawful Neutral)

A guardian bound to protect the
monastery’s relics from unworthy
mortals.

3. Nythera Skythorn (Tiefling, Chaotic
Neutral)

A rogue with aerial expertise, hired by
adventurers to assist in reaching the
monastery.

LOCATIONS
1. The Ascension Path

A treacherous climb through unstable
clouds and erratic gusts, filled with
aerial hazards.

2. The Radiant Courtyard
A gleaming courtyard within the
monastery, guarded by celestial
constructs and protective wards.

3. The Divine Hall
The monastery’s central chamber, where
Valtheris watches over the sacred relics.

ENCOUNTERS

1. Aerial Defenders
At the Ascension Path, the adventurers
face 2 Winged Constructs and hazards
caused by turbulent winds.

2. Radiant Wardens
In the Radiant Courtyard, the
adventurers contend with 2 Celestial

Guardians and traps tied to divine light.

3. Battle with Valtheris, Keeper of the
Skies
At the Divine Hall, the adventurers
confront Valtheris and its 2 Radiant
Wisps, who use celestial magic and

radiant attacks to dominate the
battlefield.

OvurcoME OPTIONS

1. Reclaim the Relics
The adventurers retrieve the sacred
relics, calming the disturbances and
restoring balance.

2. Strike a Bargain
The adventurers negotiate with
Valtheris, gaining celestial abilities in
exchange for leaving the relics
untouched.

3. Claim the Monastery’s Power
The adventurers harness the relics’
energy, gaining divine abilities but
risking divine retribution.

51



D20 RANDOM EVENTS: THE

CELESTIAL MONASTERY

DM ScraTCH PAD

Roll
(1d20) Event Description

1-2 A collapsing cloud forces Dexterity saves (DC 15)
to avoid falling.

3-4 The adventurers uncover a relic tied to the
monastery’s origin.

5-6 A frightened villager pleads for help understanding
the monastery’s purpose.

7-8 The adventurers find glyphs describing the
monastery’s divine legacy.

9-10 A surge of energy amplifies divination-based spells
temporarily.

11-12 A celestial guardian warns the adventurers of the
monastery’s dangers.

13-14  Evidence of past divine visits is uncovered in the
Radiant Courtyard.

15-16 A magical trap summons celestial creatures to
confront the adventurers.

17-18  The adventurers find a relic glowing with divine
energy.

19-20 A massive celestial construct emerges, protecting

the Divine Hall.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.
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