


These amazing supporter

made this possible

Alex Garcia
Ankersmith

Benjamin Andersen
Ben Timmaonds
Bethany Graham
Bryan Kurpierz
Carlos

Cognoscente

David Buswell-Wible

Dean Stonehouse
Dominic Spinella

Donovan Daniel Corzo
Family Fools & Friends

Fips LaCalza
Florian Mengert

Fred Stranahan

Gameré6
HeavensRevenge

James Malpas

Jeft Lee

Jeremy

Jochen Linnemann
K] Lewis

Lynn Cerena
Marcin Kapucinski

Marco_\Wenzel
Martin Pracha

Donovan Daniel Corzo
Family Fools & Friends

Fips LaCalza
Florian Mengert

Fred Stranahan
Gamereé

Henuensﬂevenge
James Malpas

|eff Lee

Jeremy

Jochen Linnemann
K] Lewis

Lynn Gerena
Marcin Kapucinski
Marco_Wenzel
Martin Pricha

Matthew Luellen
Michael Kusek

Michael Martinez
Mike Field

Nathan
RagnarokZim
Robert James
Sean

Shannon Taylor
Ste Bauman
Sven Hinrichsen



Adventure Seeds
Edition 2024 |

Produced and Published by JC
All Rights Reserved.

©re

| COPYRIGHT INFORMATION _

This edition of The Adventure Seeds series is intended for

personal use only. The content within, including,
descriptions, and images, has been uniquely crafted for
this publication. Any resemblance to existing works or
materials is purely coincidental.

First Edition, November 2024.

Disclaimer: This work is inspired by the themes of
fantasy and magic within role-playing games, and it is
intended for use within such creative and imaginative
settings. It is not meant to represent or replicate any
specific or pre-existing works outside of this edition.




CONTENTS

EPic STORY ARC ADVENTURE: EPic STORY ARC ADVENTURE:

THE SHATTERED OATH 2 THE EMBERFALL CITADEL 8
QuEsT Hook 2 QuEsT Hook 8
MAIN QUEST OBJECTIVE 2 MAIN QUEST OBJECTIVE 8
KEY LOCATIONS 2 KEY LOCATIONS 8
Major NPCs 2 MAajor NPCs 8
PLAYER CHOICES AND BRANCHING PLAYER CHOICES AND BRANCHING
PATHS 2 PATHS 8
ENCOUNTERS 3 ENCOUNTERS 9
UNIQUE MECHANIC 3 UNIQUE MECHANIC 9
SIDE QUEST 3 SIDE QUEST 9
MuLtiPLE OUTCOMES 3 MuLtiPLE OUTCOMES 9
CLIMAX AND RESOLUTION 3 CLIMAX AND RESOLUTION 9
REWARDS 3 REWARDS 9

EPic STORY ARC ADVENTURE: Eric STORY ARC ADVENTURE:

THE CRYSTAL LABYRINTH 4  THE SHARDSPIRE VAULT 10
QuEesT Hook 4 QuEest Hook 10
MAIN QUEST OBJECTIVE 4 MAIN QUEST OBJECTIVE 10
KEY LOCATIONS 4 KEY LOCATIONS 10
Major NPCs 4 Major NPCs 10
PLAYER CHOICES AND BRANCHING PLAYER CHOICES AND BRANCHING
PATHS 4 PATHS 10
ENCOUNTERS 5 ENCOUNTERS 11
UNIQUE MECHANIC 5 UNIQUE MECHANIC 11
SIDE QUEST 5 SIDE QUEST 11
MucLtiPLE OUTCOMES 5 MuLTIPLE OUTCOMES 11
CLIMAX AND RESOLUTION 5 CLIMAX AND RESOLUTION ... 11
REWARDS 5 REWARDS 11

Eric STORY ARC ADVENTURE: Eric STORY ARC ADVENTURE:

THE SUNDERED DEPTHS 6  THE VERDANT CRUCIBLE 12
QuEsT Hook 6 Quest Hook 12
MAIN QUEST OBJECTIVE 6 MAIN QUEST OBJECTIVE 12
KEY LOCATIONS 6 KEY LOCATIONS 12
Major NPCs 6 Major NPCs 12
PLAYER CHOICES AND BRANCHING PLAYER CHOICES AND BRANCHING
PATHS 6 PATHS 12
ENCOUNTERS 7 ENCOUNTERS 13
UNIQUE MECHANIC 7 UNIQUE MECHANIC 13
SIDE QUEST 7 SIDE QUEST 13
MuLtipLE OUTCOMES 7 MuLTIPLE OUTCOMES 13
CLIMAX AND RESOLUTION i CLIMAX AND RESOLUTION ..o 13
REWARDS i REWARDS 13



EPic STORY ARC ADVENTURE:

THE STARLIGHT BASTION

EPic STORY ARC ADVENTURE:

QuEesT Hook

MAIN QUEST OBJECTIVE
KEY LOCATIONS

Major NPCs

PLAYER CHOICES AND BRANCHING
PATHS

ENCOUNTERS

UNIQUE MECHANIC

SIDE QUEST

MuLtIiPLE OUTCOMES

CLIMAX AND RESOLUTION ...

REWARDS

THE FROZEN RELIQUARY

EPic STORY ARC ADVENTURE:
THE CLOCKWORK LABYRINTH

QuEesT Hook

MAIN QUEST OBJECTIVE
KEY LOCATIONS

Major NPCs

PLAYER CHOICES AND BRANCHING
PATHS

ENCOUNTERS

UNIQUE MECHANIC

SIDE QUEST
MuLtIPLE OUTCOMES

CLIMAX AND RESOLUTION ..o

REWARDS

QuEesT Hook
MAIN QUEST OBJECTIVE

KEY LOCATIONS

Major NPCs

OFHIO

%.._':'E
L, '|i|"|
i

: "il'ﬁ'

Discover more game-changing tools for busy DMs—

14

14
14
14
14

14
15
15
15
15
15
15

16

16
16
16
16

16
17
17
17
17
17
17

18

18
18
18
18

P1AYER CHOICES AND BRANCHING
PATHS

ENCOUNTERS

UNIQUE MECHANIC
SIDE QUEST

MuLTIPLE OUTCOMES

CLIMAX AND RESOLUTION ...

REWARDS

EPic STORY ARC ADVENTURE:
THE VEIL OF DREAD

QuesT Hook

MAIN QUEST OBJECTIVE

KEy LOCATIONS

Major NPCs

P1AYER CHOICES AND BRANCHING
PATHS

ENCOUNTERS

UNIQUE MECHANIC

SIDE QUEST

MuLrTtIPLE OUTCOMES

CLIMAX AND RESOLUTION ...

REWARDS

EPic STORY ARC ADVENTURE:
THE INFERNAL ASCENT

QuEsT Hook

MAIN QUEST OBJECTIVE
KEey LOCATIONS

Major NPCs

P1AYER CHOICES AND BRANCHING
PATHS

ENCOUNTERS

UNIQUE MECHANIC

SIDE QUEST

MuLtIPLE OUTCOMES

CLIMAX AND RESOLUTION ...

REWARDS

click here to level up your campaigns!

18
19
19
19
19
19
19

20

20
20
20
20

20
21
21
21
21
21
21

22

22
22
22
22

22
23
23
23
23
23
23

2


https://www.rollcraft.studio/james-dm-space
https://www.rollcraft.studio/james-dm-space

EPiCc STORY ARC ADVENTURE: THE SHATTERED

OATH

QuEsT Hook

The party is approached by a desperate
knight, Sir Halvar Moorstone, clad in
tarnished armor and nursing grievous
wounds. He reveals that an ancient order of
knights, sworn to protect a sacred relic—
the Oathstone of Lumina—has fractured. A
renegade faction now seeks to corrupt the
relic for their dark master, the sorcerer
Kaelith Drevarn. Halvar pleads for the
party’s aid to reclaim the relic before it’s
too late.

Prompt to Players: The party must decide
whether to help Halvar recover the
Oathstone or pursue their own goals,
knowing the fate of a region hangs in the
balance.

MAIN QUEST OBJECTIVE

Retrieve the Oathstone of Lumina, a
powerful relic capable of banishing
darkness or enslaving the minds of
mortals, and stop the renegade knights
before they deliver it to Kaelith Drevarn.

KEY LOCATIONS

1. Halvar’s Encampment: A safe zone for
rest and planning, with hints of betrayal
among the loyal knights.

2. The Broken Spire Keep: A ruined
fortress filled with traps, rogue knights,
and secrets.

3. The Whispering Fens: A cursed swamp
hiding Kaelith’s ritual site and teeming
with corrupted wildlife.

Major NPCs

1. Sir Halvar Moorstone:

» Role: Quest giver, guide, and
potential ally.

« Personality: Honorable but
haunted by guilt for the order’s
failure.

« Quirk: His gauntlet bears intricate
runes that glow faintly in the
presence of the Oathstone.

2. Dame Arienna Vael:

» Role: Leader of the renegade
knights.

+ Personality: Charismatic, ruthless,
but harboring doubts about
Kaelith’s true motives.

e Quirk: Wields a cursed blade that
whispers promises of power.

3. Kaelith Drevarn:

« Role: Antagonist; a cunning and
manipulative sorcerer.

« Personality: Calm, calculating, and
fascinated by the Oathstone’s
potential.

e Quirk: Always accompanied by a
raven familiar that observes the
party from afar.

PLAYER CHOICES AND
BRANCHING PATHS

1. Trust Halvar: Follow his advice to
confront the renegade knights directly.

¢ Qutcome: Gain his aid in battle but risk
being ambushed by hidden traps.

2. Scout Ahead: Investigate the Broken
Spire Keep alone.

¢ Outcome: Discover a hidden cache of
weapons but face increased danger without
Halvar’s help.

3. Parley with Arienna: Attempt to
convince her to abandon Kaelith.

¢ Qutcome: She may betray Kaelith, but only
if the party proves their worth.



ENCOUNTERS
1. Broken Spire Keep:

« Enemies: Two squads of renegade
knights and a defensive ballista
trap.

« Challenge: Deactivate the ballista
while avoiding its devastating bolts.

2. The Shadowed Courtyard:

« Enemies: Corrupted wolves and
spectral shades that weaken
players with fear.

« Challenge: Solve a riddle etched
into the courtyard stones to banish
the shades.

3. Final Encounter: Kaelith Drevarn:

+ Environment: A swamp altar
surrounded by mist that obscures
vision.

« Enemies: Kaelith, Dame Arienna
(optional), and summoned shadow
fiends.

» Tactic: Kaelith casts mind-control
spells, using the Oathstone’s power
to turn players against one another.

UNIQUE MECHANIC

o The Oathstone’s Aura: The relic radiates
a compelling energy:

« Light Aura: Increases players’
radiant damage but risks
corrupting them if they fail a
Wisdom save.

« Dark Aura: Strengthens enemies
but creates vulnerabilities the party
can exploit.

SIDE QUEST

» Quest Giver: Halvar reveals a hidden
cache of Celestial Seals, items capable of
weakening Kaelith’s power.

» Objective: Retrieve the seals from a
sunken chapel in the Fens.

« Reward: The seals nullify the
Oathstone’s dark aura during the final
encounter.

MuLTIPLE OUTCOMES

1. Destroy the Oathstone: Risk breaking
the party’s willpower, but end Kaelith’s
schemes permanently.

2. Redeem Arienna: Persuade her to turn
against Kaelith, changing the tide of
battle.

3. Claim the Oathstone: The party keeps
the relic, gaining immense power—but
attracting dangerous attention in future
arcs.

CLIMAX AND RESOLUTION

» Victory Scene: The swamp falls silent as
Kaelith is defeated. The Oathstone
pulses, awaiting its fate.

« Portal Hook: The relic hums, creating a
portal to realms tied to its magic. The
choice of destination is left to the party.

REWARDS
1. Radiant Aegis: A magical shield that
emits light, dealing damage to undead
within 10 feet.
2. Kaelith’s Grimoire: A spellbook
containing shadow-based spells with a
hidden curse.




EPic STORY ARC ADVENTURE: THE CRYSTAL

LABYRINTH
QuEsT Hook

A mysterious merchant, Sylvane the
Wandering, appears in the party’s camp
one night, offering tales of an otherworldly
labyrinth hidden deep within the Veilwood
Forest. Sylvane explains that the
Heartshard Crystal, a relic of immense
power capable of granting visions of the
future, lies at the labyrinth’s core. However,
a sect of fanatical seekers, known as the
Gilded Eye, now controls the labyrinth,
using its magic to manipulate destinies for
their gain.

Prompt to Players: The party must
decide whether to seek out the Heartshard
Crystal to stop the Gilded Eye’s schemes or
leave the labyrinth untouched, risking its
influence spreading unchecked.

MAIN QUEST OBJECTIVE
Navigate the treacherous Crystal
Labyrinth, confront the sect of the Gilded
Eye, and either destroy the Heartshard
Crystal or wrest it from their control.

KEY LOCATIONS

1. Veilwood Forest Entrance: A foreboding
grove of twisting trees and luminous
mushrooms that emit faint whispers.

2. The Crystal Labyrinth: A shifting maze
of mirrored walls and glowing crystals,
filled with illusions and traps.

3. The Chamber of Reflections: A grand
central hall where the Heartshard
Crystal resides, bathed in shimmering
light.

MAjor NPCs

Sylvane the Wandering:

+ Role: Quest giver, enigmatic guide, and
potential ally.

« Personality: Witty and aloof, with a
penchant for riddles.

« Quirk: Always carrying an ever-changing
magical trinket (a clue to the labyrinth’s
secrets).

High Seeker Thalron:

» Role: Leader of the Gilded Eye.

« Personality: Charismatic, manipulative,
and zealous.

» Quirk: His golden mask reflects not his
face, but the fears of those who look into
it.

Lythra, the Labyrinth Warden:

+ Role: Guardian of the labyrinth.

« Personality: Silent and methodical,
fiercely protective of the Heartshard
Crystal.

o Quirk: A crystalline creature whose form
shifts with the maze.

PLAYER CHOICES AND
BRANCHING PATHS

1. Negotiate with Sylvane: Gain clues to
navigating the labyrinth in exchange for
part of the Heartshard Crystal’s power.

¢ Qutcome: Easier traversal but risk being
tracked by Sylvane later.

2. Challenge the Gilded Eye Directly:
Engage their scouts in Veilwood Forest
to disrupt their reinforcements.

e Qutcome: A harder initial battle but fewer
enemies in the labyrinth.

3. Explore the Labyrinth Alone: Forego
assistance and rely on wits.

¢ Qutcome: No aid, but discover hidden
shortcuts and rewards.



ENCOUNTERS

1. The Forest Guardians:

« Enemies: Animated trees and
shadowy beasts that ambush
intruders.

« Challenge: Use the glowing
mushrooms to create bursts of light
that repel the shadows.

2. The Labyrinth’s Illusions:

« Enemies: Echoes of the party’s
worst fears, manifesting as spectral
doppelgangers.

« Challenge: Solve a series of crystal
puzzles to dispel the illusions
before they overwhelm the party.

3. Final Encounter: High Seeker Thalron:

« Environment: The Chamber of
Reflections, where mirrored floors
distort vision and movement.

+ Enemies: Thalron, Lythra
(optional), and a host of crystalline
constructs.

+ Tactic: Thalron uses his mask to
amplify the party’s fears, forcing
Wisdom saves to avoid succumbing
to despair.

UNIQUE MECHANIC
The Labyrinth’s Shifting Walls: The maze
rearranges itself every hour:

« Players can influence its layout by
activating glowing runes.

» Failure to reach the center quickly
triggers additional enemies.

SIDE QUEST

Quest Giver: A spectral elf, Aelindra,
trapped within the labyrinth.

« Objective: Retrieve her spirit pendant,
lost in a side chamber, to free her from
eternal torment.

+ Reward: The Amulet of Insight, which
grants visions of the labyrinth’s layout.

MuLTIPLE OUTCOMES

1. Destroy the Heartshard Crystal: Prevent
its misuse but risk destabilizing the
labyrinth, causing collapse.

2. Seize the Heartshard Crystal: Gain its
power, granting visions of the future, but
potentially corrupting the wielder.

3. Leave the Crystal with Sylvane: Allow
Sylvane to guard it, gaining a powerful
ally—but possibly sparking future
conflicts.

CLIMAX AND RESOLUTION

 Victory Scene: The labyrinth grows still
as the Heartshard Crystal’s fate is
sealed. The maze shifts one last time,
opening a portal.

« Portal Hook: The portal hums with
energy, leading to a realm influenced by
the crystal’s magic.

REWARDS

1. Amulet of Insight: Grants +2 to
Perception checks and advantage on
saving throws against illusions.

2. Heartshard Fragment (optional): A
shard of the crystal that glows faintly,
offering visions of possible futures.



EP1Cc STORY ARC ADVENTURE: 1 HE SUNDERED

DEPTHS
QuesT Hook

A storm unlike any other has wrecked
ships across the coastline, its epicenter a
newly risen island. Survivors speak of
haunting melodies and a glowing spire
reaching into the heavens. A local mariner,
Captain Drennan Saltmane, claims the
island holds the Tidecall Pearl, a fabled
artifact capable of controlling the seas.
However, the island is said to be cursed,
guarded by ancient sea spirits and a
fanatical cult, the Order of the Abyssal
Choir.

Prompt to Players: The party must
decide whether to risk venturing to the
mysterious island to recover the Tidecall
Pearl, potentially ending the storms and
saving coastal towns, or avoid the peril and
let the island remain shrouded in mystery.

MAIN QUEST OBJECTIVE

Venture to the newly risen island, navigate
its treacherous reefs and flooded caverns,
and retrieve the Tidecall Pearl while facing
the wrath of the Abyssal Choir and its
spectral guardians.

KEY LOCATIONS

1. The Wrecked Shores: A beach littered
with shattered ships, plagued by
scavengers and undead sailors.

2. The Coral Catacombs: A labyrinth of
underwater tunnels illuminated by
bioluminescent coral, where predatory
sea creatures lurk.

3. The Spire of Tides: A towering structure
that pulses with eerie blue light, housing
the Tidecall Pearl at its peak.

MAjor NPCs

Captain Drennan Saltmane:

» Role: Quest giver and potential ally.

« Personality: Gruff but resourceful, with a
sailor’s sense of humor.

e Quirk: Carries a map tattooed on his
forearm, detailing safe passages through
the island’s reefs.

High Cantor Marivelle:

» Role: Leader of the Abyssal Choir and
primary antagonist.

« Personality: Eloquent and devout, with
an unwavering belief in the Choir’s
purpose.

« Quirk: Sings haunting hymns that
weaken the will of those who hear them.

Nalura, the Pearl Guardian:

« Role: A spectral merfolk protector of the
Tidecall Pearl.

« Personality: Stern and enigmatic, bound
to the Pearl’s defense.

e Quirk: Speaks in riddles, testing the
party’s resolve and intentions.

PLAYER CHOICES AND
BRANCHING PATHS

1. Side with Captain Drennan: Gain his
assistance navigating the island but owe
him a share of any treasure.

¢ Qutcome: Easier passage through reefs, but
tension over the Pearl’s fate.

2. Challenge the Abyssal Choir: Directly
assault their outposts on the island.

¢ Qutcome: Weaken their defenses but draw
more attention to the party.

3. Parley with Nalura: Attempt to convince
the Pearl Guardian of the party’s noble
intent.

e Qutcome: Possible aid during the final
encounter or refusal based on actions.



ENCOUNTERS
1. The Shipwrecked Dead:

« Enemies: Undead sailors and
scavenging raiders.

« Challenge: Use environmental
hazards, like collapsing masts and
shifting tides, to outmaneuver
enemies.

2. The Coral Maze:

« Enemies: Giant eels and venomous
sea snakes that blend with the
coral.

« Challenge: Navigate the maze
without triggering collapses or
alerting predators.

3. Final Encounter: High Cantor Marivelle
and Nalura (Optional):

« Environment: The Spire of Tides, a
chamber surrounded by cascading
waterfalls and glowing runes.

+ Enemies: High Cantor Marivelle,
spectral sea spirits, and possibly
Nalura if not allied.

» Tactic: Marivelle uses her voice to
cast debilitating spells, forcing
Wisdom saves to avoid paralysis or
fear.

UNIQUE MECHANIC

The Tidecall’s Song: The island radiates a
magical melody that grows stronger as the
party ascends the Spire of Tides:

« At lower levels, the song causes mild
disorientation, giving enemies advantage
on stealth checks.

» Near the Pearl, the melody forces
players to succeed on Charisma saving
throws to avoid being charmed.

SIDE QUEST

Quest Giver: Captain Drennan Saltmane.

« Objective: Recover his sunken ship’s
Compass of the Deep, said to be an
invaluable navigational artifact.

+ Reward: The Compass grants advantage
on Survival checks involving navigation
and reveals hidden passages in the Coral
Catacombs.

MuLtIPLE OUTCOMES

1. Destroy the Tidecall Pearl: End the
storms permanently, but lose its
immense power.

2. Claim the Tidecall Pearl: Harness its
power for the party’s use, but risk
attracting dangerous enemies.

3. Entrust the Pearl to Nalura: Leave the
artifact under her protection, gaining an
ally for future encounters.

CLIMAX AND RESOLUTION

» Victory Scene: As the Tidecall Pearl’s
fate is sealed, the island quakes and
begins to sink, forcing a dramatic
escape. A final glimpse of Nalura
swimming into the depths serves as a
haunting farewell.

« Portal Hook: The Pearl creates a
swirling vortex of water, opening a portal
to another realm.

REWARDS

1. Compass of the Deep: Grants advantage
on Survival checks involving navigation
and reveals hidden paths.

2. Songblade: A magical longsword that
hums with power, dealing an additional
1d6 thunder damage to foes.



EPiCc STORY ARC ADVENTURE: THE EMBERFALL

CITADEL
QUuEST HOoOK

Rumors spread of a once-lost fortress, The
Emberfall Citadel, which has reemerged
from beneath the fiery plains of
Ashenreach. Within its walls lies the
Flamebound Crown, a relic said to bestow
its wearer with control over elemental fire.
However, the Ashen Vanguard, a band of
fire-worshiping warlocks, now occupies the
citadel, harnessing its power to wreak
havoc on nearby settlements. A reclusive
mage, Elyndra Flamewright, pleads with
the party to reclaim the Crown before the
Vanguard unleashes a fiery apocalypse.

Prompt to Players: The party must
decide whether to brave the dangers of
Emberfall Citadel to retrieve the
Flamebound Crown or allow the Vanguard
to tighten their grip, endangering the
region.

MAIN QUEST OBJECTIVE
Enter the Emberfall Citadel, navigate its
molten chambers, and wrest the
Flamebound Crown from the clutches of
the Ashen Vanguard.

KEY LOCATIONS

1. Ashenreach Plains: A treacherous, lava-
strewn wasteland crawling with
elemental hazards.

2. The Forge Halls: The citadel’s heart,
filled with molten forges, fire traps, and
Vanguard patrols.

3. The Throne of Embers: The inner
sanctum where the Flamebound Crown
rests upon a blazing pedestal.

MAjor NPCs

Elyndra Flamewright:

» Role: Quest giver and magical advisor.

« Personality: Determined but cautious,
haunted by the Citadel’s fiery curse.

o Quirk: Constantly scribbles arcane runes
in the air, even when talking.

Pyrelord Xavros:

» Role: Leader of the Ashen Vanguard and
primary antagonist.

« Personality: Ambitious and vengeful,
driven by a desire to harness the
Crown’s ultimate power.

« Quirk: His eyes glow with an ember-like
intensity, and his voice carries a subtle
crackle of fire.

Ignis Warden Zryla:

» Role: A Vanguard lieutenant tasked with
defending the Forge Halls.

« Personality: Fiercely loyal and brutal,
viewing fire as a purifying force.

e Quirk: Wields a molten chain weapon
that leaves trails of fire wherever it
strikes.

PLAYER CHOICES AND

BRANCHING PATHS
1. Work with Elyndra: Accept her guidance
and magical wards to resist the Citadel’s
flames.

e Qutcome: Reduced fire damage during
exploration but slower progress.

2. Sabotage the Vanguard’s Forgeries:
Disrupt their operations to weaken their
forces.

¢ Qutcome: Vanguard reinforcements are
delayed, but the Citadel’s defenses are
heightened.

3. Confront Xavros Directly: Risk
bypassing the Forge Halls to face Xavros
sooner.

¢ Qutcome: Early confrontation but without
key advantages or knowledge of his tactics.

g



ENCOUNTERS
1. The Magma Sprites:

« Enemies: Swarms of small, fiery
elementals that explode upon
death.

« Challenge: Avoid triggering chain
reactions as sprites burst into
flames, damaging nearby party
members.

2. The Molten Forge:

« Enemies: Vanguard blacksmiths
empowered by fire magic and
elemental constructs.

« Challenge: Disrupt the magical
runes fueling the constructs while
avoiding forge traps.

3. Final Encounter: Pyrelord Xavros:

+ Environment: The Throne of
Embers, surrounded by cascading
lava flows and floating fire
platforms.

« Enemies: Xavros, elemental fire
spirits, and the Flamebound Crown
itself, which unleashes blasts of
fiery energy.

» Tactic: Xavros channels the
Crown’s power to create shields
and summon infernos, forcing
players to divide their focus.

UNIQUE MECHANIC
Lava Surges: The Citadel’s unstable

structure releases surges of lava
periodically:

« Players must succeed on Dexterity saves
to avoid taking fire damage.

« The surges alter the battlefield, cutting
off paths or opening new ones.

SIDE QUEST
Quest Giver: Elyndra Flamewright.

« Objective: Recover the Infernal Codex,
an ancient book hidden within the Forge
Halls that details the Flamebound
Crown’s weaknesses.

« Reward: The Codex grants advantage on
Intelligence checks to uncover fire-based
traps and gives players insight into
Xavros’s combat strategy.

MuLtIiPLE OUTCOMES

1. Destroy the Flamebound Crown:
Prevent its misuse but risk angering fire
elementals tied to its power.

2. Claim the Crown: Wield its power,
gaining control over fire-based magic but
becoming vulnerable to corruption.

3. Entrust the Crown to Elyndra: Allow her
to secure the relic, gaining her allegiance
but possibly sparking future intrigue.

CLIMAX AND RESOLUTION

« Victory Scene: As the Flamebound
Crown is removed from the Throne of
Embers, the Citadel quakes violently,
signaling its collapse. The party must
escape through a fiery gauntlet of
collapsing bridges and surging lava.

» Portal Hook: The Crown radiates
intense heat, forming a swirling vortex of
flame that reveals a portal to a fiery
realm.

REWARDS

1. Infernal Codex: Grants advantage on
Intelligence checks to detect magical
traps and secrets.

2. Pyrelord’s Gauntlets: Magical gauntlets
that grant resistance to fire damage and
a once-per-day fire-based attack dealing
2d10 fire damage.
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EP1Cc STORY ARC ADVENTURE: THE SHARDSPIRE

VAULT

QuEesT Hook

Deep within the jagged cliffs of the
Stormcrag Highlands, a strange crystal
spire has erupted from the ground after an
intense thunderstorm. The spire hums with
arcane energy, and travelers report strange
dreams and flashes of visions when near it.
Local scholars believe it to be the
Shardspire Vault, a long-lost prison built to
contain a powerful artifact: the Stormheart
Shard. However, the vault’s ancient
defenses have reawakened, and a group of
treasure hunters, the Iron Fang Syndicate,
has already ventured inside to claim the
artifact for themselves.

Prompt to Players: The party must
decide whether to delve into the
Shardspire Vault to recover the Stormheart
Shard and prevent its misuse or let it
remain undisturbed, risking its power
falling into the wrong hands.

MAIN QUEST OBJECTIVE

Descend into the Shardspire Vault,
navigate its magical traps and shifting
halls, and retrieve the Stormheart Shard
before the Iron Fang Syndicate escapes
with it.

KEY LOCATIONS

1. The Stormcrag Highlands: A windswept,
treacherous terrain where lightning
often strikes, crackling over the cliffs.

2. The Shardspire Vault: A crystalline
tower that descends into the earth, its
interior constantly shifting with
shimmering illusions.

3. The Heartchamber: A vast, glowing
cavern at the spire’s base, where the
Stormheart Shard is held within a field
of raw energy.

MAjor NPCs

Professor Elana Drosk:

» Role: Quest giver and an expert in
magical relics.

» Personality: Inquisitive and earnest, with
a tendency to get lost in thought.

o Quirk: Always carries an oversized
journal, furiously scribbling notes even
during battle.

Kargan Flintbreaker:

» Role: Leader of the Iron Fang Syndicate
and primary antagonist.

« Personality: Gruff and pragmatic,
focused entirely on profit and power.

» Quirk: Constantly sharpens his axe,
which is etched with runes that spark
when struck.

Shardkeeper Orvaris:

» Role: The Vault’s magical guardian,
created to protect the Stormheart Shard.

« Personality: Stoic and enigmatic, bound
to its purpose.

« Quirk: Speaks only in cryptic fragments
of an ancient tongue, forcing players to
interpret its intentions.

PLAYER CHOICES AND
BRANCHING PATHS

1. Aid Professor Drosk: Follow her advice
to uncover the Vault’s layout and
weaknesses.

¢ Qutcome: Easier navigation but slowed
progress due to her cautious approach.

2. Ambush the Syndicate: Confront the
Iron Fang Syndicate early in the Vault.

¢ Qutcome: Fewer enemies later but risk
alerting Orvaris prematurely.

3. Solve the Vault’s Puzzles Alone: Avoid
outside help and rely on the party’s
skills.

¢ Qutcome: Discover hidden rewards but face
the Vault’s full defenses without guidance.



ENCOUNTERS
1. The Lightning Harbingers:

« Enemies: Elemental constructs that
channel lightning attacks through
the Vault’s walls.

» Challenge: Use non-metallic
weapons or magic to avoid
lightning surges while navigating
narrow corridors.

2. The Hall of Reflections:

« Enemies: [llusory duplicates of the
party, mimicking their attacks and
abilities.

« Challenge: Identify and destroy the
real crystals generating the
illusions amidst shifting light
patterns.

3. Final Encounter: Kargan Flintbreaker
and Shardkeeper Orvaris:

o Environment: The Heartchamber,
a glowing crystal cavern filled with
arcs of electricity.

« Enemies: Kargan Flintbreaker, his
Syndicate enforcers, and
Shardkeeper Orvaris if not
neutralized.

» Tactic: Kargan uses the Shard’s
power to unleash devastating
lightning strikes, while Orvaris
defends the chamber with
crystalline shields.

UNIQUE MECHANIC

The Vault’s Shifting Layout: The Vault’s
interior constantly changes due to arcane
energy:

« Players must succeed on Intelligence
(Arcana) checks to predict its
movements.

« Failure can result in separated party
members or additional traps being
triggered.

SIDE QUEST

Quest Giver: Professor Elana Drosk.

« Objective: Recover a lost Codex of
Storms, an ancient text hidden within
the Vault that reveals the true origins of
the Stormheart Shard.

+ Reward: The Codex provides advantage
on checks to resist lightning-based
effects and grants insight into Orvaris’s
vulnerabilities.

MuLtIPLE OUTCOMES

1. Destroy the Stormheart Shard: End its
influence permanently but risk
collapsing the Vault.

2. Claim the Shard: Harness its power,
granting control over lightning magic but
drawing the attention of powerful foes.

3. Entrust the Shard to Professor Drosk:
Allow her to study and secure the
artifact, gaining her expertise but risking
future conflict over its use.

CLIMAX AND RESOLUTION

+ Victory Scene: As the Stormheart Shard
is claimed or destroyed, the Vault begins
to collapse in a storm of lightning and
crystal shards. The party must escape
through crumbling corridors while
dodging surges of energy.

« Portal Hook: The Shard pulses with
energy, opening a swirling vortex of
crackling blue light, leading to an
electrified realm.

REWARDS

1. Codex of Storms: Grants advantage on
checks to resist lightning-based effects
and reveals vulnerabilities of certain
constructs.

2. Stormcall Amulet: A magical amulet that
allows the wearer to cast Lightning Bolt
once per long rest.
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EP1Cc STORY ARC ADVENTURE: THE VERDANT

CRUCIBLE

QuesT Hook

In the heart of the sprawling Evershade
Wilds, a mystical grove has awakened after
centuries of dormancy. The grove, known
as the Verdant Crucible, is rumored to
house the Seed of Eternity, an artifact said
to grant control over the cycle of life and
decay. However, the awakening has
disrupted the Wilds, causing flora to grow
uncontrollably, consuming nearby villages.
A druidic faction, the Circle of Withering,
seeks the Seed to accelerate the natural
cycle of decay and rebirth, regardless of the
cost.

Prompt to Players: The party must
decide whether to retrieve the Seed of
Eternity and restore balance to the Wilds,
or leave it in the hands of the Circle, risking
further devastation.

MAIN QUEST OBJECTIVE

Journey into the Evershade Wilds, navigate
the tangled and overgrown Verdant
Crucible, and claim the Seed of Eternity
before the Circle of Withering uses it to
enforce their will.

KEY LOCATIONS

1. The Encroached Village: A settlement
overtaken by aggressive, animated
plants, where survivors cling to hope
amidst the chaos.

2. The Gnarled Labyrinth: A dense, ever-
changing maze of towering roots and
vines, riddled with natural traps and
illusions.

3. The Heart of the Crucible: A glowing
grove of ancient trees, pulsating with
primal energy, where the Seed of
Eternity rests within a massive, living
tree.

MAjor NPCs

Eldren Mossweaver:

+ Role: Quest giver and a druid seeking to
restore balance to the Wilds.

« Personality: Wise and composed, with
an unshakable belief in the sanctity of
nature.

e Quirk: Always accompanied by a small,
glowing sprite that flits around him,
reacting to his emotions.

Archdruid Maldris:

» Role: Leader of the Circle of Withering
and primary antagonist.

« Personality: Passionate and unyielding,
with a fervent belief in the necessity of
decay.

e Quirk: Wields a staff entwined with
writhing, thorny vines that seem to pulse
with life.

The Grovekeeper:

+ Role: A massive treant tasked with
protecting the Verdant Crucible.

« Personality: Slow and deliberate,
speaking only in phrases of deep, natural
wisdom.

+ Quirk: Covered in blooming flowers that
shift colors based on the grove’s mood.

PLAYER CHOICES AND

BRANCHING PATHS

1. Aid Eldren Mossweaver: Accept his
guidance and druidic spells to navigate
the Crucible safely.

¢ Qutcome: Reduced environmental hazards
but risk attracting the Grovekeeper’s
attention.

2. Sabotage the Circle of Withering:
Confront their agents in the Gnarled
Labyrinth.

e Qutcome: Weaken their defenses, but the
Crucible itself becomes more hostile.
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3. Negotiate with the Grovekeeper: Attempt
to prove the party’s worth to gain its
favor.

Outcome: Potential aid in the final
encounter or rejection if players fail to
demonstrate their intentions.

ENCOUNTERS

1. The Overgrown Beasts:

« Enemies: Dire wolves and bears
covered in thorny vines, controlled
by primal energy.

« Challenge: The vines lash out at
nearby characters, forcing players
to make Dexterity saves to avoid
additional damage.

2. The Maze of Roots:

+ Enemies: Animated root constructs
that reform when damaged.

« Challenge: Players must solve a
series of nature-based puzzles to
clear the path while fending off
constructs.

3. Final Encounter: Archdruid Maldris and
the Grovekeeper (Optional):

« Environment: The Heart of the
Crucible, where shifting roots and
glowing orbs of energy create a
dynamic battlefield.

« Enemies: Maldris, Circle druids,
and possibly the Grovekeeper if not
allied.

» Tactic: Maldris uses the Seed’s
power to summon waves of decay
magic, forcing Constitution saves
or dealing necrotic damage.

UNIQUE MECHANIC

The Wild’s Resurgence: The Verdant
Crucible reacts to intruders by unleashing
bursts of primal energy:

« Players must succeed on Wisdom saves
to resist being disoriented by the energy.

« Failure triggers spontaneous plant
growth, hindering movement or
exposing the party to attacks.

SIDE QUEST

Quest Giver: Eldren Mossweaver.

+ Objective: Recover the Talisman of
Renewal, a druidic relic hidden within
the Gnarled Labyrinth that can
counteract the Circle’s decay spells.

+ Reward: The Talisman provides
advantage on saving throws against
necrotic effects and grants a once-per-
day healing surge to the party.

MuLTIPLE OUTCOMES

1. Destroy the Seed of Eternity: End its
influence and restore balance, but risk
the Wilds falling into dormancy.

2. Claim the Seed: Gain control of its
immense power, allowing the wielder to
manipulate life and decay, but attract the
ire of nature itself.

3. Entrust the Seed to Eldren: Secure the
artifact in the hands of a trusted
guardian, earning his allegiance but
leaving its ultimate fate uncertain.

CLIMAX AND RESOLUTION

« Victory Scene: As the Seed of Eternity is
claimed or destroyed, the Wilds respond
in kind: either calming into serene
beauty or surging with one last wave of
primal energy. The Grovekeeper
watches silently as the party departs.

« Portal Hook: The Seed pulses with
green energy, creating a swirling portal
of vines and light that leads to another
realm.

REWARDS

1. Talisman of Renewal: Grants advantage
on saving throws against necrotic effects
and a once-per-day healing surge.

2. Verdant Crown: A magical circlet that
allows the wearer to cast Entangle at will
and grants resistance to necrotic
damage.
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EPiCc STORY ARC ADVENTURE: THE STARLIGHT

BASTION
QUuEST HOOK

A celestial fortress, known as the Starlight
Bastion, has appeared in the night sky,
visible as a glowing constellation. The

Bastion, once a sanctuary of the Starborne

Order, holds the Astral Keystone, a relic
capable of connecting realms. However, it
is now under the control of the Eclipsed
Host, corrupted celestial beings intent on
tearing the sky asunder. A young
astronomer, Ilyra Skysight, begs the party
to ascend to the Bastion and reclaim the
Keystone before the sky falls into chaos.
Prompt to Players: The party must
decide whether to ascend to the Starlight
Bastion to recover the Astral Keystone or
leave it in the hands of the Eclipsed Host,
risking devastation across the realms.

MAIN QUEST OBJECTIVE

Venture into the Starlight Bastion, confront

the Eclipsed Host, and retrieve the Astral
Keystone to prevent a celestial cataclysm.

KEY LOCATIONS

1. The Astral Steps: A floating path of
starlit platforms leading to the Bastion,
guarded by celestial wraiths.

2. The Lumina Halls: Majestic chambers
filled with shifting starfields and
enchanted traps that alter gravity.

3. The Observatory Core: A crystalline
dome at the Bastion’s heart, where the
Astral Keystone is housed within a
constellation engine.

MAajor NPCs

Ityra Skysight:

» Role: Quest giver and astral guide.
« Personality: Enthusiastic and hopeful,
with an insatiable curiosity.

e Quirk: Constantly charts constellations,
even in dangerous situations.

Solivor, the Fallen Star:

» Role: Leader of the Eclipsed Host and
primary antagonist.

« Personality: Stern and melancholic,
believing in sacrifice for a greater
balance.

» Quirk: His voice resonates with a faint,
celestial hum.

Aurea, the Keystone Guardian:

« Role: A radiant celestial being bound to
protect the Astral Keystone.

« Personality: Noble and steadfast, but
questioning her purpose after millennia
of service.

« Quirk: Wings of light shift in color based
on her emotions.

PLAYER CHOICES AND

BRANCHING PATHS

1. Aid Ityra: Use her star maps to bypass
gravity traps in the Lumina Halls.

e Qutcome: Reduced environmental
challenges but risk of being ambushed by
wraiths.

2. Confront Solivor Early: Take a direct
path to challenge Solivor, bypassing the
Lumina Halls.

¢ Outcome: Early confrontation but no insight
into the Keystone’s defenses.

3. Negotiate with Aurea: Attempt to
convince her to side with the party.

e Qutcome: Potential ally in the final battle or
an additional opponent if diplomacy fails.
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ENCOUNTERS
1. The Astral Wraiths:

« Enemies: Ghostly celestial beings
that phase in and out of existence.

« Challenge: Use radiant or force
damage to prevent them from

phasing away and regenerating.
2. The Shifting Starfield:

+ Enemies: Animated constellations
that form into monstrous creatures.
« Challenge: Solve a puzzle involving
aligning celestial runes while
evading starfield attacks.
3. Final Encounter: Solivor and Aurea
(Optional):

« Environment: The Observatory
Core, where stars swirl and gravity
shifts erratically.

« Enemies: Solivor, celestial
constructs, and possibly Aurea.

» Tactic: Solivor uses the Keystone’s
power to create bursts of radiant
and necrotic energy, forcing players
to adapt.

UNIQUE MECHANIC
Gravity Shifts: The Bastion’s magic alters
gravity periodically:

« Players must succeed on Dexterity saves
to avoid being launched into dangerous
areas.

« Success allows the party to reposition
advantageously.

SIDE QUEST
Quest Giver: [lyra Skysight.

» Objective: Recover the Celestial Sextant,
a tool hidden in the Lumina Halls, to
chart safe paths to the Observatory Core.

« Reward: The Sextant allows the party to
automatically detect gravity shifts and
grants a bonus to Insight checks.

MuLrtiPLE OUTCOMES

1. Destroy the Astral Keystone: End its
power, preventing further corruption, but
destabilize the Bastion.

2. Claim the Keystone: Harness its power
for inter-realm travel, but attract
dangerous attention.

3. Entrust the Keystone to Aurea: Leave it
under her protection, gaining an ally but
risking its rediscovery.

CLIMAX AND RESOLUTION

» Victory Scene: As the Keystone's fate is
decided, the Observatory Core erupts in
light or collapses into shadow. The
Bastion begins to fragment, forcing the
party to escape along crumbling Astral
Steps.

« Portal Hook: The Keystone activates,
forming a celestial portal to a starry
realm.

REWARDS

1. Celestial Sextant: Grants advantage on
Insight checks and resistance to radiant
damage.

2. Starforge Blade: A magical weapon
dealing 1d6 additional radiant damage
and glowing with starry light.
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EPic STORY ARC ADVENTURE: THE FROZEN

RELIQUARY

QuesT Hook

Legends speak of the Frozen Reliquary, a
vast underground temple encased in ice
deep within the Howling Frost Peaks. It is
said to guard the Shard of Winter’s Soul, a
relic capable of commanding blizzards.
However, its protective wards have
weakened, and the frost giants of the
Jotunspire Clan are intent on claiming the
Shard to unleash an eternal winter. A
ranger, Kaelin Frostbane, implores the
party to stop the giants before the Shard’s
power falls into their hands.

Prompt to Players: The party must
decide whether to brave the Frozen
Reliquary to retrieve the Shard of Winter’s
Soul or allow the Jotunspire Clan to claim
it, dooming the region to an unending
winter.

MAIN QUEST OBJECTIVE

Enter the Frozen Reliquary, navigate its icy
halls, and retrieve the Shard of Winter’s
Soul before the Jotunspire Clan reaches it.

KEY LOCATIONS

1. The Frostbite Caverns: Treacherous
tunnels filled with sharp icicles and
ambushes from winter predators.

2. The Crystal Sanctum: A labyrinth of
frozen mirrors, where reflections come
to life as hostile duplicates.

3. The Shard’s Chamber: A grand hall
encased in glittering ice, where the
Shard rests on an altar of frost.

Major NPCs

Kaelin Frostbane:

+ Role: Quest giver and wilderness guide.
« Personality: Determined and resilient,
with a deep knowledge of the mountains.

e Quirk: Carries a frost-covered bow that
hums faintly in the cold.

Thrymr, the Frost Giant Chieftain:

» Role: Leader of the Jotunspire Clan and
primary antagonist.

« Personality: Ruthless and commanding,
driven by his ambition to expand his
clan’s power.

o Quirk: Wields an enchanted axe that
radiates freezing winds.

The Reliquary Sentinel:

+ Role: A construct tasked with defending
the Shard of Winter’s Soul.

« Personality: Mechanical and unyielding,
bound to its duty.

o Quirk: Its voice echoes with the sound of
cracking ice.

PLAYER CHOICES AND
BRANCHING PATHS

1. Follow Kaelin’s Guidance: Use her
knowledge of the Reliquary to bypass
traps and ambushes.

e QOutcome: Safer exploration but slower
progress, risking a confrontation with giants
in confined spaces.

2. Confront the Jotunspire Clan: Engage
the frost giants early in the Frostbite
Caverns.

¢ Outcome: Weaken their numbers but alert
Thrymr to the party’s presence.

3. Befriend the Sentinel: Attempt to prove
the party’s worth to the Reliquary’s
ancient guardian.

e Qutcome: Potential ally in the final battle or
additional challenges if the Sentinel is
antagonized.
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ENCOUNTERS
1. The Frost Wolves:

« Enemies: Packs of icy wolves with
freezing breath attacks.

« Challenge: Use fire or radiant
damage to weaken their icy hides
and avoid freezing traps hidden in
the snow.

2. The Crystal Labyrinth:

+ Enemies: Animated ice golems and
hostile reflections of the party.

« Challenge: Identify the real
enemies amidst illusions and
destroy their crystalline cores to
escape.

3. Final Encounter: Thrymr and the
Reliquary Sentinel (Optional):

« Environment: The Shard’s
Chamber, with shifting ice
platforms and freezing winds that
obscure vision.

« Enemies: Thrymr, frost giant
warriors, and possibly the
Reliquary Sentinel.

» Tactic: Thrymr wields the Shard’s
power to summon blizzards,
forcing Constitution saves to avoid
exhaustion.

UNIQUE MECHANIC

Frigid Environment: The extreme cold
saps the party’s strength over time:

» Players must succeed on Constitution
saves at intervals to avoid exhaustion.

» Success provides temporary resistance
to cold damage as they adapt.

SIDE QUEST

Quest Giver: Kaelin Frostbane.

« Objective: Recover the Frosted
Arrowhead, a relic hidden in the Crystal
Sanctum that can disable magical wards.

+ Reward: The Arrowhead allows the
party to disable certain ice-based traps
and grants a bonus to Wisdom (Survival)
checks in snowy environments.

MuLrtiPLE OUTCOMES

1. Destroy the Shard: Prevent its power
from being misused, but risk
destabilizing the Reliquary.

2. Claim the Shard: Gain control over its
winter magic, but risk drawing the ire of
frost giants across the region.

3. Entrust the Shard to Kaelin: Secure the
artifact in safe hands, gaining her trust
but leaving its power potentially
dormant.

CLIMAX AND RESOLUTION

» Victory Scene: As the Shard’s fate is
decided, the Reliquary trembles with
ancient energy. Cracks spread through
the ice as the chamber begins to
collapse, forcing the party to escape
through the Frostbite Caverns.

« Portal Hook: The Shard’s energy
resonates, opening a swirling portal of
icy light that leads to a frozen realm.

REWARDS

1. Frosted Arrowhead: Grants advantage
on Wisdom (Survival) checks and the
ability to disable certain magical wards.

2. Thrymr’s Axe: A magical weapon that
deals an additional 1d8 cold damage and
creates a cone of frost once per long rest.
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EPiCc STORY ARC ADVENTURE: THE CLOCKWORK

LABYRINTH

QuesT Hook

In the heart of the sprawling city of
Mechathar, a massive structure known as
the Clockwork Labyrinth has begun to stir
after centuries of dormancy. Inside lies the
Cog of Eternity, an artifact rumored to
control the flow of time. The Brass Cabal, a
secretive organization of artificers, seeks to
harness its power for their own ends. A
renegade construct named Gix 7.3 warns
the party that tampering with the Labyrinth
could fracture the timeline itself.

Prompt to Players: The party must
decide whether to venture into the
Clockwork Labyrinth to secure the Cog of
Eternity or let the Brass Cabal pursue their
plans unchecked, risking the integrity of
the timeline.

MAIN QUEST OBJECTIVE
Navigate the Clockwork Labyrinth, bypass
its mechanical defenses, and secure the
Cog of Eternity before the Brass Cabal
alters history.

KEY LOCATIONS

1. The Gearworks: A sprawling chamber of
spinning gears and steam vents,
patrolled by mechanical sentries.

2. The Pendulum Corridor: A series of
swinging blades and shifting platforms
controlled by complex mechanisms.

3. The Temporal Core: A vast chamber of
glowing energy fields and whirring
machinery, where the Cog of Eternity
resides.

MAajor NPCs

Gix 7.3:

« Role: Quest giver and potential ally.
» Personality: Pragmatic and curious, with
a desire for freedom.

» Quirk: Constantly adjusts its internal
mechanisms, producing faint ticking
sounds.

Arkan Trivane:

+ Role: Leader of the Brass Cabal and
primary antagonist.

« Personality: Calculating and ambitious,
obsessed with controlling time itself.

e Quirk: Wears a mechanical monocle that
projects holographic schematics.

The Clockwork Colossus:

» Role: Guardian of the Temporal Core,
designed to protect the Cog of Eternity.

« Personality: Silent and unyielding,
following ancient programming.

o Quirk: Its eyes glow with shifting
numbers that count down during
combat.

PLAYER CHOICES AND

BRANCHING PATHS
1. Work with Gix: Use its knowledge of the
Labyrinth to disable traps and bypass
sentries.

e QOutcome: Easier traversal, but risk
triggering unforeseen system reboots.

2. Sabotage the Cabal: Disrupt their
machines in the Gearworks.

¢ Qutcome: Weakens the Cabal’s forces but
accelerates the Labyrinth’s defenses.

3. Confront the Colossus Directly: Risk a
direct battle without disabling its control
mechanisms.

¢ Qutcome: Skip parts of the Labyrinth but
face a stronger final guardian.
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ENCOUNTERS

1. The Mechanical Sentries:

« Enemies: Automaton guards armed
with crossbows and retractable
blades.

« Challenge: Exploit their
vulnerability to lightning damage to
disable them temporarily.

2. The Gear Maze:

+ Enemies: Swarms of clockwork
drones that repair damaged gears
and hinder progress.

« Challenge: Solve a puzzle to align
the gears and open the path while
evading the drones.

3. Final Encounter: Arkan Trivane and the
Clockwork Colossus:

o Environment: The Temporal Core,
where shifting platforms and
energy fields distort time.

o Enemies: Arkan Trivane,
mechanical reinforcements, and
the Clockwork Colossus.

o Tactic: Arkan manipulates time
fields to rewind damage taken by
the Colossus, forcing players to
prioritize their targets.

UNIQUE MECHANIC

Temporal Anomalies: The Labyrinth’s
unstable energy creates time distortions:

« Players must succeed on Intelligence
(Arcana) saves to avoid disorientation
and slowed actions.

« Success allows the party to predict the
anomalies’ effects and reposition
tactically.

SIDE QUEST
Quest Giver: Gix 7.3.

« Objective: Recover its Memory Core,
hidden in the Gearworks, to help it
understand its origins.

« Reward: Gix gains full functionality and
can assist in the final battle, deactivating
one enemy per round.

MuLrtiPLE OUTCOMES

1. Destroy the Cog of Eternity: Prevent its
misuse but risk the Labyrinth’s collapse,
damaging nearby areas.

2. Claim the Cog: Gain limited control over
time, allowing for powerful effects, but
risk drawing extraplanar attention.

3. Entrust the Cog to Gix: Hand the artifact
to the construct, gaining its allegiance
but leaving its fate uncertain.

CLIMAX AND RESOLUTION

 Victory Scene: As the Cog of Eternity is
claimed or destroyed, the Labyrinth
begins to malfunction, gears grinding
and platforms collapsing. The party must
escape through the Gear Maze amidst
cascading failures.

« Portal Hook: The Cog’s energy opens a
shimmering portal of spinning cogs and
light, leading to a realm outside time.

REWARDS

1. Memory Core: Grants advantage on
Intelligence (Arcana) checks and the
ability to disable constructs temporarily.

2. Temporal Gauntlet: A magical item that
allows the wearer to cast Haste once per
long rest.
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Epric STORY ARC ADVENTURE: THE VEIL OF DREAD

Quest Hook

The village of Driftwood Hollow has been
shrouded in an impenetrable mist, and
those who enter do not return. Locals
speak of an ancient curse tied to the Veil of
Dread, a haunted realm ruled by the
spectral lord Morvath the Unbroken. It is
said that Morvath guards the Lantern of
Souls, a relic capable of banishing the
undead—or binding them to one’s will. A
desperate villager, Lena Fairwind, begs the
party to lift the curse before Driftwood
Hollow is lost forever.

Prompt to Players: The party must
decide whether to confront Morvath and
retrieve the Lantern of Souls, risking their
own sanity in the process, or leave
Driftwood Hollow to its doomed fate.

MAIN QUEST OBJECTIVE

Venture into the Veil of Dread, survive its
haunting trials, and claim the Lantern of
Souls before Morvath solidifies his
dominion over the living.

KEY LOCATIONS

1. The Wailing Woods: A forest of twisted
trees that whisper with malevolent
intent, hiding dangers in the mist.

2. The Hollow Manor: A crumbling estate
filled with restless spirits and cursed
traps.

3. The Spirit Well: A cavernous pit glowing
with eerie light, where the Lantern of
Souls is kept.

Major NPCs

Lena Fairwind:

« Role: Quest giver and a frightened but
hopeful villager.

« Personality: Soft-spoken and
determined, driven by her love for her
family.

e Quirk: Carries a locket that glows faintly
when near undead.

Morvath the Unbroken:

» Role: Spectral lord of the Veil and
primary antagonist.

« Personality: Bitter and cunning,
obsessed with vengeance against the
living.

o Quirk: His shadow moves
independently, forming ghastly shapes.

The Whispering Shade:

« Role: A sentient fragment of the curse,
seeking to manipulate the party.

« Personality: Cryptic and conniving,
offering tantalizing bargains.

« Quirk: Speaks in layered, overlapping
VOICES.

PLAYER CHOICES AND

BRANCHING PATHS

1. Aid Lena Fairwind: Use her family’s
history to uncover secrets of the Veil.

¢ Outcome: Gain clues to navigate the Hollow
Manor safely but attract attention from
spirits.
2. Confront the Whispering Shade: Accept
its bargain for aid in defeating Morvath.

¢ Qutcome: Gain temporary power but risk
corruption or betrayal.

3. Explore the Spirit Well Alone: Rely
solely on the party’s abilities to retrieve
the Lantern.

¢ Qutcome: Face the full brunt of the Veil’s
horrors without guidance.
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ENCOUNTERS
1. The Restless Dead:

« Enemies: Skeletons and wraiths
that rise from the ground when
disturbed.

« Challenge: Use radiant damage to
prevent their regeneration and
avoid triggering cursed graves.

2. The Haunted Manor:

+ Enemies: Animated objects and
ghostly nobles bound to the house.
« Challenge: Solve a puzzle involving
ghostly memories to unlock the
path forward while avoiding traps.
3. Final Encounter: Morvath and the
Whispering Shade (Optional):

« Environment: The Spirit Well,
where glowing runes pulse with
necrotic energy.

+ Enemies: Morvath, spectral
minions, and potentially the
Whispering Shade.

» Tactic: Morvath drains the life force
of nearby players, forcing
Constitution saves to avoid heavy
damage.

UNIQUE MECHANIC
The Lingering Mist: The Veil’s mist
weakens the living over time:

+ Players must succeed on Wisdom saves
to resist the mist’s draining effect.

« Success grants temporary necrotic
resistance as the party adapts to the
curse.

SIDE QUEST

Quest Giver: Lena Fairwind.

« Objective: Recover her family’s Silver
Relic, hidden in the Hollow Manor, to
use against Morvath.

« Reward: The Relic deals additional

radiant damage to undead and prevents

Morvath from using his draining ability
for one round.

MUuLTIPLE OUTCOMES

1. Destroy the Lantern of Souls: Break
Morvath’s power permanently but risk
unleashing chaos among the Veil's
spirits.

2. Claim the Lantern: Use its power to
banish undead, but risk the party’s
morality and alignment.

3. Entrust the Lantern to Lena: Secure it
under her family’s care, gaining an ally
for future endeavors but leaving its
power accessible.

CLIMAX AND RESOLUTION

« Victory Scene: As the Lantern’s power is

unleashed or destroyed, the mist of the
Veil begins to lift, revealing Driftwood
Hollow bathed in light—or shadow. The
spirits slowly fade as the curse weakens
« Portal Hook: The Lantern glows faintly,
forming a swirling portal of ghostly
energy to a realm of shadow and light.

REWARDS

1. Silver Relic: Deals additional radiant
damage to undead and suppresses life-
draining abilities.

2. Lantern of Souls: Grants the ability to

.

cast Turn Undead once per long rest and

provides resistance to necrotic damage.
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EPiCc STORY ARC ADVENTURE: THE INFERNAL

ASCENT
QuesT Hook

A massive rift has torn open in the desolate
Ashen Wastes, revealing the Infernal
Spire, a towering structure radiating with
demonic energy. At its peak lies the
Hellforged Scepter, an artifact capable of
sealing planar rifts—or opening them
further. The spire is now under the control
of the Crimson Pact, a legion of demons
led by the dread general Bael’Rath the
Ravager. A wandering tiefling warlock,
Zerai Caldris, warns the party of the
impending invasion and pleads for their
help in reaching the spire’s summit.

Prompt to Players: The party must
decide whether to ascend the Infernal
Spire to claim the Hellforged Scepter and
stop Bael’Rath or leave the artifact in
demonic hands, risking an infernal
invasion.

MAIN QUEST OBJECTIVE

Climb the Infernal Spire, overcome its
fiendish guardians, and retrieve the
Hellforged Scepter to close the rift before
the Crimson Pact unleashes chaos.

KEY LOCATIONS

1. The Rift Gate: The spire’s base, guarded
by a host of lesser demons and fiery
traps.

2. The Searing Abyss: A spiraling chasm
filled with molten lava, crossed via
crumbling bridges and platforms.

3. The Throne of Embers: A blazing
chamber at the spire’s summit, where
the Hellforged Scepter rests on a
demonic altar.

MAajor NPCs

Zerai Caldris:

+ Role: Quest giver and reluctant ally.

« Personality: Cynical but fiercely
determined, driven by a desire to redeem
their lineage.

e Quirk: Has an infernal brand on their
hand that glows brighter the closer they
are to demons.

Bael’Rath the Ravager:

» Role: Leader of the Crimson Pact and
primary antagonist.

« Personality: Arrogant and ruthless,
reveling in destruction.

e Quirk: Speaks in booming, guttural
tones that make the air vibrate.

The Spire Warden:

« Role: A towering demonic construct that
guards the Hellforged Scepter.

« Personality: Silent and relentless, bound
by infernal magic.

o Quirk: Its core pulses with fiery light,
growing brighter as it takes damage.

PLAYER CHOICES AND
BRANCHING PATHS

1. Follow Zerai’s Guidance: Use their
knowledge of infernal runes to
deactivate traps and weaken defenses.

e Outcome: Safer traversal but risk exposing
Zerai to Bael’'Rath’s wrath.

2. Assault the Crimson Pact: Engage their
forces at the Rift Gate to disrupt their
reinforcements.

¢ QOutcome: Weakens Bael'Rath’s army but
alerts the Spire Warden to the party’s
presence.

3. Negotiate with the Spire Warden:
Attempt to exploit its mechanical nature
to gain an advantage.

e QOutcome: Potential ally or devastating
opponent if negotiations fail.
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ENCOUNTERS
1. The Riftspawn Horde:

« Enemies: Fiendish hounds and
imps that attack in overwhelming
numbers.

« Challenge: Use area-of-effect spells
to thin their ranks while avoiding
fiery hazards.

2. The Lava Guardians:

« Enemies: Magma elementals that
rise from molten pools.

« Challenge: Destroy their
summoning crystals while dodging
lava flows and fireballs.

3. Final Encounter: Bael’Rath and the
Spire Warden (Optional):

« Environment: The Throne of
Embers, where flames erupt
unpredictably, altering the
battlefield.

o Enemies: Bael’'Rath, demonic
reinforcements, and possibly the
Spire Warden.

» Tactic: Bael'Rath wields the
Scepter’s power to create hellish
chains that restrain players, forcing
Strength saves to break free.

UNIQUE MECHANIC

Infernal Corruption: Prolonged exposure
to the Spire’s energy affects the party:

« Players must succeed on Charisma
saves at intervals to resist infernal
whispers.

« Success grants temporary immunity to
charm effects, while failure risks
penalties to Wisdom-based actions.

SIDE QUEST

Quest Giver: Zerai Caldris.

« Objective: Retrieve the Infernal Sigil,
hidden within the Searing Abyss, to
weaken Bael’'Rath’s power.

« Reward: The Sigil nullifies the Scepter’s
chain ability for one round and grants
resistance to fire damage.

MUuLTIPLE OUTCOMES

1. Destroy the Hellforged Scepter: End its
influence permanently but risk
weakening the planar barrier.

2. Claim the Scepter: Harness its power to
control planar rifts but risk becoming a
target of demonic forces.

3. Entrust the Scepter to Zerai: Secure it
under their care, gaining an ally but
leaving its ultimate fate uncertain.

CLIMAX AND RESOLUTION

« Victory Scene: As the Scepter’s power is
unleashed or destroyed, the rift begins to
close—or widen. The Spire trembles
violently as flames consume its
structure, forcing the party to escape
through the crumbling Abyss.

« Portal Hook: The Scepter’s magic
creates a fiery vortex that serves as a
portal to another infernal plane.

REWARDS

1. Infernal Sigil: Grants resistance to fire
damage and suppresses demonic
abilities for one round.

2. Hellforged Scepter: A magical item
capable of opening or sealing planar rifts
and casting Wall of Fire once per long
rest.
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