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GLOBAL INTRODUCTION TO THE ADVENTURE

SEEDS COLLECTION

WELCOME, DUNGEON
MASTER!

Creating a world brimming with
excitement, mystery, and unforgettable
stories is no small task. This collection of
500 meticulously crafted adventure seeds
is here to ease your burden and fuel your
creativity. Whether you’re crafting an epic
campaign, looking to drop a side quest into
an existing story, or need inspiration in a
pinch, these seeds are designed to spark
ideas and immerse your players in thrilling
narratives.

THE FIVE VOLUMES OF
ADVENTURE

To make your experience seamless, the
collection is divided into five distinct
volumes, each focusing on a central theme.
These themes span a variety of settings and
challenges to cater to every adventuring
party. Here’s what each volume has to
offer:

1. Volume 1: Wilderness
Plunge into the untamed wilds—icy
tundras, dense jungles, scorching
deserts, soaring mountains, and the vast
oceans. Perfect for exploration, survival,
and encounters with the natural world’s
mysteries and dangers.

2. Volume 2: Supernatural
Venture into realms of haunting
mysteries and otherworldly terror. This
volume explores haunted lands, shadowy
realms, cursed landscapes, and other
supernatural phenomena that will send
chills down your players’ spines.

3. Volume 3: War and Conquest
Navigate the chaos of battlefields,
political intrigue, and the ambitions of
rulers and warriors. Whether it’s sieges,
rebellions, or the rise of ancient
warlords, this volume will immerse your
players in tales of glory and strife.

4. Volume 4: Mysteries of the Arcane
Dive deep into realms steeped in magic,
forgotten secrets, and powerful relics.
This volume focuses on magical
enigmas, mystical dangers, and arcane
wonders that challenge intellect as much
as courage.

5. Volume 5: Inter-Planar Adventures
Break the boundaries of the Material
Plane and explore the infinite! With this
volume, your players will travel through
portals, navigate strange dimensions,
and contend with beings and forces from
other planes of existence.

A TREASURE TROVE OF
CONTENT

Each volume is further divided into five
sub-themes, with 20 adventure seeds in
each. This organization ensures you can
quickly find the perfect seed to match your
campaign’s tone or environment. Whether
your story takes place in a lush jungle, a
shadowed crypt, or the swirling chaos of an
interdimensional rift, you'll have a wealth
of options at your fingertips.



EASE OF USE FOR EVERY
DM

We know how precious a DM’s time is, so
this collection has been carefully structured
for quick navigation and practical use. Each
seed is crafted to include:

¢ Plot Hooks to draw your players in.

¢ Key NPCs to bring the story to life.

¢ Locations to immerse your adventurers in a vivid
world.

¢ Encounters and challenges that engage your party.

¢ Outcome Options to provide flexibility and cater to
your group’s choices.

¢« Random Event Tables to inject spontaneity and
variety into the game.

Additionally, each volume begins with its
own introduction, detailing the sub-themes
and offering guidance on how to weave
them into your campaign. These
introductions ensure you can maximize the
potential of each theme and sub-theme.

EMBARK ON NEW
ADVENTURES

With five volumes of expertly crafted seeds
at your disposal, you have all the tools you
need to shape adventures that will
captivate your players and leave them
talking about their exploits for years to
come. Whether you're delving into the
untamed wilderness, uncovering arcane
mysteries, or leaping across dimensions,
this collection is your ultimate companion.
Let the adventures begin!

¢ Your Fellow DM






ADVENTURE SEED 101:

‘ é @(@ HADOWS IN THE ICE”

) PLor HoOK

// A mysterious glacier has

appeared overnight, and
local legends speak of a cursed warrior
entombed within. The adventurers must
venture into the icy depths to uncover its
secrets.

Key NPCs

1. Veyra Frostwind (Human, Neutral Good)
A guide with knowledge of the glacier’s
strange history.

2. Fharn the Frozen (Undead, Chaotic Evil)
The cursed warrior who will stop at
nothing to guard his resting place.

3. Glacial Spirit (Elemental, Neutral)

A guardian of the icy tomb, bound to
ancient magics.

LOCATIONS

1. Frozen Wastes
A desolate expanse of snow and ice,
where visibility is low, and danger lurks
in the cold.

2. Cavern of Echoes
A massive ice cave with treacherous
footing and haunting sounds.

3. Heart of the Glacier
A hidden chamber housing the warrior’s
tomb and its deadly guardian.

ENCOUNTERS

1. Howling Winds
A skill challenge requiring Constitution
Saves (DC 14) to avoid exhaustion.

2. Ice Elemental Ambush
The adventurers must defeat 2 Ice
Mephits protecting the cavern.

3. The Warrior Awakes
A final showdown with Fharn the
Frozen, wielding cursed frost magic.

OvurtcoME OPTIONS

1. Banish the Curse
The adventurers break the curse, laying
Fharn to rest and freeing the glacier
from its unnatural grip.

2. Claim the Artifact
The party retrieves a powerful magical
relic but risks becoming cursed
themselves.

3. Leave the Glacier Unchanged
Unable or unwilling to interfere, the
adventurers leave the mystery unsolved,
and the glacier remains a threat.

D20 RANDOM EVENTS:
SHADOWS IN THE ICE

Roll a d20 to determine an unexpected
event during the quest.

Roll
(1d20) Event Description

1-2 The ice cracks suddenly, threatening to drop the
party into freezing water unless they succeed on a
Dexterity (DC 14) save.

3-4 A chilling howl echoes through the frost, and the
party is stalked by 2 Winter Wolves.

5-6 A strange, ghostly figure appears in the ice,
mouthing silent warnings before vanishing.

7-8 A blinding snowstorm engulfs the adventurers,
reducing visibility and requiring a Survival (DC 13)
check to navigate.

9-10  An icy fog rolls in, obscuring the path and concealing
hidden threats nearby.

11-12  One of the adventurers finds a strange shard of
black ice that radiates dark energy. Touching it
triggers a Constitution Save (DC 14) to avoid
frostbite.

13-14 A trapped mammoth lies dying on the ice, thrashing
in pain and unintentionally blocking the way forward.

15-16 A chunk of ice containing a humanoid figure breaks
free and crashes to the ground, revealing a preserved
corpse holding a magical trinket.

17-18  The sound of cracking ice intensifies, and 3 Ice
Mephits emerge, attacking the adventurers.

19-20 A massive shadow looms in the blizzard, heralding
the arrival of an Ice Elemental bent on defending its
frozen domain.



ADVENTURE SEED 102:

~=sgh” HE CRY OF THE
‘ 6 yal WINTER WRAITH”

PLoT HOOK

In the icy expanse of
Frostfire Ridge, villagers speak of a
mournful wail carried on the winds each
night. They believe it heralds the Winter
Wraith, a vengeful spirit whose cries chill
the soul. The adventurers are tasked with
uncovering the truth behind the wraith and
putting an end to its tormented reign.

Key NPCs

1. Eira Snowstride (Half-Elf, Neutral Good)
A hardy ranger familiar with Frostfire
Ridge. Eira is practical and resourceful
but harbors guilt about an unresolved
past involving the Winter Wraith.

2. Brother Kaelen Frostheart (Human,
Lawful Neutral)
A cleric of the Order of the White Flame,
Kaelen believes the wraith is a cursed
remnant of a holy knight and seeks to
sanctify its resting place.

3. The Winter Wraith (Undead Spirit,
Chaotic Evil)
A tormented soul bound to the icy winds
of the ridge. It lashes out at those who
venture near, driven by anguish and
hatred.

LOCATIONS

1. Frostfire Ridge
A windswept expanse of jagged peaks
and icy chasms. Snow whips across the
cliffs, and the howling wind masks the
sound of approaching threats.

2. The Shattered Shrine
A ruined holy site, now buried under
layers of snow and ice. Faint remnants
of ancient carvings suggest a story of
betrayal and loss.

3. The Glacial Tomb
A hidden cavern deep within the ridge,
encased in glistening ice. Here, the
Winter Wraith awaits, surrounded by the
frozen remains of its victims.

ENCOUNTERS

1. Blizzard Ambush
As the party ascends the ridge, a sudden
blizzard obscures their path. They must
succeed on a Survival (DC 15) check to
avoid losing their way, all while being
stalked by 2 Ice Mephits.

2. The Shrine’s Guardian
At the Shattered Shrine, the adventurers
encounter an Ice Elemental bound to the
wraith’s power. It attacks anyone
attempting to defile or restore the shrine.

3. The Wraith’s Fury
Within the Glacial Tomb, the Winter
Wraith emerges. It wields chilling
necrotic magic and uses the terrain to its
advantage, phasing through walls of ice
and summoning spectral minions.

OutcoME OPTIONS

1. Banish the Wraith
The adventurers destroy the Winter
Wraith and sanctify its resting place,
freeing the tortured soul and quieting
Frostfire Ridge.

2. Negotiate with the Spirit
They uncover the truth of the wraith’s
betrayal and perform a ritual to release
its spirit, earning a powerful blessing in
return.

3. Leave the Wraith Untouched
The party retreats, unable to face the
Winter Wraith. Its mournful cries
continue to haunt the region, growing
louder with each passing winter.



D20 RANDOM EVENTS: THE DM ScrRATH PAD
CRY OF THE WINTER
WRAITH

Roll
(1d20) Event Description
1-2 A sudden ice quake splits the ground, threatening to

swallow the party unless they succeed on a Dexterity
Save (DC 14).

3-4 A spectral wolf pack howls in the distance, forcing
the adventurers to navigate stealthily or face an
ambush.

5-6 An enchanted snowstorm slows movement,
requiring a Constitution Save (DC 13) to avoid
exhaustion.

7-8 A shard of glowing blue ice is found, emanating
magical energy. It grants 1 use of a 3rd-level spell but
curses the user with icy pain.

9-10  The frost-covered body of a long-lost explorer is
discovered, clutching a map to a hidden treasure.

11-12 A magical ice wall blocks the path, requiring
ingenuity or magic to bypass.

13-14  The sound of ghostly weeping grows louder,
unsettling the party and imposing disadvantage on
Wisdom checks.

15-16 A herd of mammoths stampedes nearby, forcing the
party to evade or risk being trampled.

17-18  An ancient rune activates beneath the snow, casting
Ice Storm on the party unless they make a Dexterity
Save (DC 15).

19-20 A frozen adventurer thaws and awakens, revealing
crucial knowledge about the Winter Wraith.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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




ADVENTURE SEED 103:
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FROSTBOUND RUINS”

» PLoT HOOK

Far atop the jagged cliffs
of Icetalon Reach lies a set of ancient ruins,
rumored to belong to a civilization lost to
the frozen winds. Recently, travelers have
reported hearing eerie whispers that lure
them closer, only for them to vanish
without a trace. The adventurers must
uncover the source of these whispers and
the fate of those who disappeared.

Key NPCs

1.Jorik Icevein (Dwarf, Neutral)
A grizzled prospector who narrowly
escaped the ruins. Jorik is reluctant to
return but knows of secret paths leading
to the heart of the ruins.

2. Elara Frostsoul (Human, Lawful Evil)
A cold-hearted sorceress who seeks the
ruins’ secrets to unleash a long-forgotten
power. She may serve as an ally or rival,
depending on the party’s choices.

3. The Frostbound Specter (Undead Spirit,
Chaotic Evil)
A malevolent entity bound to the ruins, it
whispers promises of power to lure
adventurers into its icy trap.

LOCATIONS

1. Icetalon Reach
A perilous climb up sheer, icy cliffs,
where the sound of the whispering wind
grows louder as adventurers ascend.

2. The Frostbound Ruins
An ancient city, now crumbling and
buried under layers of ice. Its narrow
corridors and hidden chambers conceal
dangerous traps.

3. The Specter’s Altar
A central chamber within the ruins,
surrounded by frost-covered relics. The
altar pulses with a chilling, unnatural
glow.

ENCOUNTERS

1. Treacherous Climb
The adventurers must traverse the icy
cliffs of Icetalon Reach. They must
succeed on an Athletics (DC 14) check to
avoid slipping. Midway, they are
ambushed by 3 Ice Mephits that attempt
to knock them from the ledge.

2. Haunted Relics
As they explore the ruins, the
adventurers disturb an icy treasure vault,
awakening 2 Frost Skeletons and
triggering a series of Dexterity Saves
(DC 13) to avoid collapsing icicles.

3. The Frostbound Specter
At the Specter’s Altar, the party faces the
Frostbound Specter. It uses haunting
whispers to confuse its enemies and
summons phantasmal duplicates to aid
in the fight.

OvurtcoME OPTIONS

1. Destroy the Specter
The adventurers break the Specter’s
bond to the altar, shattering its icy grip
on the ruins and freeing the lost souls
trapped within.

2. Bargain for Power
The Specter offers a shard of its power
in exchange for allowing it to endure.
Accepting this pact will come at a future
cost.

3. Flee the Ruins
The adventurers retreat, unable to defeat
the Specter. The ruins remain haunted,
their icy whispers continuing to draw
victims.
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WHISPERS OF THE
FROSTBOUND RUINS

Roll

(1d20) Event Description

1-2 A violent gust of wind threatens to knock the party
off the cliff. Each adventurer must make a Strength
Save (DC 14).

3-4 An enchanted frost rune activates, dealing 2d8 cold
damage unless the party succeeds on an Arcana (DC
13) check to dispel it.

5-6 The party discovers a journal of a previous
adventurer, revealing hidden paths within the ruins.

7-8 The ruins’ walls collapse, forcing the party to
navigate unstable terrain with a Dexterity Save (DC
14).

9-10 A magical relic embedded in the ice glows faintly. It
grants temporary resistance to cold damage but
curses its wielder with nightmares.

11-12 A sudden cave-in separates one adventurer from the
group, forcing them to solve a puzzle to reunite.

13-14 A chilling howl echoes through the ruins, and the
party is stalked by 2 Winter Wolves.

15-16  An old, frost-covered treasure chest contains ancient
coins and a +1 longsword enchanted with cold
magic.

17-18 A blizzard engulfs the ruins, obscuring visibility and
requiring a Survival (DC 13) check to proceed.

19-20 A mysterious figure watches the party from afar,
leaving behind tracks that lead to a hidden chamber.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

. Additional challenges or puzzles.
. NPC behavior or dialogue tweaks.

. NPC behavior or dialogue tweaks. Future hooks inspired by the adventure.

Id
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J % ENEATH THE FROZEN
‘ 6 iy TIDES”
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In the remote fishing
village of Icewater Hollow, boats are
vanishing near the frozen bay. Fisherfolk
whisper of an ancient temple beneath the
ice, awakened after centuries of silence.
The adventurers must descend into the icy
depths to uncover the source of the
disappearances.

KeyYy NPCs

1. Sivrin Tidemaker (Human, Neutral)
A weathered sailor who lost her crew to
the frozen bay. Sivrin offers cryptic
warnings and maps of treacherous
waters.

2. Naelith Icecaller (Tiefling, Chaotic
Neutral)
A hermit and practitioner of forbidden
water magic. Naelith seeks to awaken
the power of the temple and cares little
for those who stand in her way.

3. The Frost Leviathan (Elemental Beast,
Chaotic Evil)
A massive, ice-encrusted sea serpent
that guards the temple and feeds on
those who venture near.

LOCATIONS

1. Icewater Hollow
A small fishing settlement, plagued by
fear. Its frozen docks creak ominously,
and the villagers avoid the icy waters at
all costs.

2. The Shattered Bay
A glacial expanse of broken ice and
freezing water. Beneath its surface lies
the submerged entrance to the ancient
temple.

3. The Frostbound Temple
An eerie, sunken temple filled with
waterlogged halls, glowing runes, and
pockets of breathable air. Here, the
Frost Leviathan lies in wait.

ENCOUNTERS

1. Perilous Crossing
The adventurers must traverse the
unstable ice of the Shattered Bay. They
must succeed on a Dexterity Save (DC
14) to avoid falling into freezing water.
While crossing, 2 Ice Mephits attack
from below.

2. Runic Defenses
Inside the temple, magical runes trigger
a trap, summoning 3 Water Elementals
that block the adventurers’ path.

3. Battle with the Frost Leviathan
In the temple’s central chamber, the
Frost Leviathan emerges. It attacks with
freezing breath and tail sweeps, using
the water to its advantage.

OutcoME OPTIONS

1. Seal the Temple
The adventurers banish the Leviathan
and restore the ancient wards,
preventing further disasters.

2. Harness the Power
The adventurers claim a piece of the
temple’s magic, risking future
consequences as its power slowly
corrupts them.

3. Flee and Warn Others
The party escapes, leaving the Leviathan
to terrorize Icewater Hollow. The
villagers’ plight worsens as the beast
grows bolder.

10
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BENEATH THE FROZEN
TIDES

Roll
(1d20) Event Description
1-2 Cracking ice separates the party. They must succeed
on a Dexterity Save (DC 13) to regroup before the ice
collapses.

3-4 A chilling fog rolls in, reducing visibility and
requiring a Survival (DC 13) check to navigate.

5-6 The party finds a glowing ice crystal. Breaking it
grants warmth but triggers a 1d6 cold damage
explosion.

7-8 A haunting song echoes through the bay, imposing
disadvantage on Wisdom saving throws for the next
hour.

9-10 A frozen corpse clutching a magical trident floats
beneath the ice. Retrieving it requires careful
maneuvering.

11-12 A large iceberg shifts, revealing an alternate path to
the temple’s entrance.

13-14  The adventurers spot a shadowy figure beneath the
ice. It trails them but never emerges.

15-16 A group of stranded seals blocks the path, panicking
and drawing the attention of a predator.

17-18  The ice trembles as something massive stirs below,
warning the adventurers to proceed cautiously.

19-20 A magical ice shard radiates warmth, providing
temporary protection against cold damage.

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 deep, jagged chasm
known as the Howling Chasm emits eerie
wails that can be heard for miles. Local
nomads claim the winds carry the voices of
those who fell into the chasm, cursed to
wander forever. Recently, travelers have
gone missing near the chasm, and the
adventurers are called to investigate.

KEeYy NPCs

1. Talan Windrunner (Half-Orc, Neutral
Good)

A nomadic guide who knows the safe
routes near the Howling Chasm. Talan is
brave but deeply superstitious about the
chasm’s haunting legends.

2. Syris the Echoed (Tiefling, Neutral Evil)
A cunning bard who believes the chasm
holds a powerful artifact capable of
amplifying magic. Syris may manipulate
the party to achieve their own goals.

3. The Wailing Phantom (Undead Spirit,
Chaotic Evil)

A ghostly figure bound to the depths of
the chasm, luring unsuspecting travelers
to their doom with its mournful cries.

LOCATIONS

1. Howling Chasm’s Edge
The rim of the chasm is lined with
jagged rocks and ice-encrusted ledges.
The haunting wails grow louder as one
approaches.

2. The Echoing Tunnels
A labyrinth of icy caves beneath the
chasm, where sound carries strangely.
Shadows flicker across the walls, and
the air is unnervingly cold.

3. The Phantom’s Lair
The deepest cavern, illuminated by an
eerie blue light emanating from spectral
remains. The Wailing Phantom waits
here, tethered to a mysterious relic.

ENCOUNTERS

1. Perilous Descent
The adventurers must climb into the
chasm using ropes and ledges. They
must succeed on Athletics (DC 14)
checks to avoid slipping. Midway, 3
Giant Bats attack, taking advantage of
the narrow space.

2. Echoed Apparitions
The Echoing Tunnels distort sound and
vision, creating illusions. The
adventurers are attacked by 2 Shadow
Spawns that emerge from the darkness.

3. The Wailing Phantom
In the Phantom’s Lair, the Wailing
Phantom uses its cries to disorient the
party, forcing Wisdom Saves (DC 15)
each round or suffer disadvantage on
attacks. It summons phantasmal spirits
to aid it in battle.

OvurcoME OPTIONS

1. Destroy the Phantom
The adventurers destroy the Wailing
Phantom and shatter the relic binding it
to the chasm, silencing its cries forever.

2. Claim the Relic
The adventurers take the artifact,
harnessing its power at the risk of
inheriting the curse tied to it.

3. Abandon the Chasm
The adventurers retreat, leaving the
Phantom to haunt the chasm. The wails
grow louder, drawing more unfortunate
victims to their fate.
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HowLING CHASM

Roll
(1d20) Event Description

1-2 A sudden rockslide occurs, forcing the party to make
a Dexterity Save (DC 14) to avoid being buried.

3-4 A biting wind carries eerie whispers that unsettle the
party, imposing disadvantage on Wisdom checks for
an hour.

5-6 The adventurers discover a crude map etched into

the rock, leading to a hidden chamber in the chasm.

7-8 A shadowy figure watches the party from above
before vanishing into the mist.

9-10 A natural bridge collapses, forcing the adventurers
to devise a way across.

11-12  The echoes of laughter fill the tunnels, unnerving
the party and masking the approach of 2 Giant
Spiders.

13-14 A lost adventurer is found barely alive, warning the
party of a “terrible wail” before succumbing to their
wounds.

15-16  The party stumbles upon a frozen corpse holding a
damaged magical scroll. It can be repaired with
magic.

17-18  An icy fog envelops the area, making perception
difficult and triggering Constitution Saves (DC 13) to
avoid exhaustion.

19-20 A small shard of glowing ice is found, granting
resistance to cold damage for one encounter.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
o NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.
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as the Ice Veil has begun to melt
unnaturally, exposing strange structures
and shimmering lights deep within. Local
legends speak of a powerful artifact, the
Glacier’s Heart, hidden within its icy
depths. The adventurers must delve into
the glacier to uncover the truth before the
artifact’s power is misused.

KEeY NPCs

1. Lara Frostcloak (Human, Neutral Good)
A scholar specializing in ancient
artifacts, Lara hires the adventurers to
protect her as she investigates the
glacier.

2. Valkor the Frozen Flame (Dragonborn,
Chaotic Neutral)

A rogue adventurer who seeks the
artifact for personal gain. Valkor may
compete with the party or join forces if
persuaded.

3. The Icebound Sentinel (Construct,
Lawful Evil)

A towering guardian of ice and steel that
defends the Glacier’s Heart from
intruders.

LOCATIONS

1. Ice Veil Glacier
A sprawling glacier with massive ice
caverns and winding crevasses. The air
is frigid, and the sounds of cracking ice
echo ominously.

2. The Shimmering Cavern
A large chamber filled with refracted
light from crystals embedded in the ice.
The cavern’s beauty masks its deadly
traps.

A massive glacier known

3. The Glacier’s Core
The heart of the glacier, where a glowing
artifact lies encased in ice. The Icebound
Sentinel stands vigilant here.

ENCOUNTERS

1. Fractured Path
The adventurers must navigate a
dangerous crevasse, making Dexterity
Saves (DC 14) to avoid falling into icy
depths. As they cross, 2 Ice Mephits
attack from above.

2. Crystal Shards
In the Shimmering Cavern, the
adventurers trigger a trap, causing 1d6
magical ice shards to fire at them. They
must succeed on a Perception (DC 13)
check to notice the trap in time.

3. Battle with the Icebound Sentinel
At the Glacier’s Core, the Icebound
Sentinel awakens. It attacks with
freezing breath and ice-bound fists, using
the frozen terrain to restrict movement.

OutcoME OPTIONS

1. Secure the Artifact
The adventurers defeat the Sentinel and
claim the Glacier’s Heart, ensuring it
does not fall into the wrong hands.

2. Destroy the Artifact
Fearing its power, the adventurers
shatter the Glacier’s Heart, causing the
glacier to destabilize and collapse.

3. Leave the Artifact
The party retreats, leaving the Glacier’s
Heart untouched. Its magic continues to
affect the surrounding lands, causing
unpredictable changes.
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D20 RANDOM EVENTS: THE
GLACIER’S HEART

Roll
(1d20) Event Description

1-2 A sudden ice crack forces the adventurers to make a
Dexterity Save (DC 13) or fall into a hidden crevasse.

3-4 A faint blue glow leads to a shard of magical ice,
granting resistance to cold damage for an hour.

5-6 The sound of distant footsteps echoes through the
ice, though no source is found.

7-8 An ancient mural carved into the ice depicts the

Glacier's Heart and hints at its powers.

9-10 A sudden blizzard obscures vision, requiring a
Survival (DC 14) check to stay on course.

11-12  The ice floor collapses, revealing a lower chamber
filled with ancient skeletons.

13-14 A pack of 2 Winter Wolves emerges, attacking the
party.

15-16 A faint hum emanates from a nearby crystal,
suggesting hidden magical energy.

17-18 A massive sheet of ice breaks loose, forcing the
party to dodge falling debris.

19-20 A hidden cache of supplies is found, including
healing potions and rations.

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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In the frozen tundra of
Frostmire Flats, a massive black monolith
has emerged from beneath the ice,
radiating an ominous aura. Those who
approach it vanish without a trace, leaving
behind only their frozen footprints. The
adventurers must unravel the mystery of
the monolith and its curse before more
lives are lost.

Key NPCs

1. Eldon Shardfall (Gnome, Neutral Good)
A curious archaeologist obsessed with
uncovering the monolith’s origin. Eldon
offers valuable insights but refuses to
leave the tundra despite its dangers.

2. Varya Iceblood (Human, Chaotic
Neutral)
A ruthless treasure hunter who believes
the monolith is a portal to unimaginable
riches. She sees the adventurers as
rivals and may try to sabotage their
efforts.

3. The Frost Revenant (Undead Spirit,
Lawful Evil)
An ancient guardian bound to the
monolith, intent on punishing those who
disturb its slumber.

LOCATIONS

1. Frostmire Flats
A barren, icy wasteland stretching for
miles. The monolith towers in the
distance, casting an eerie shadow over
the tundra.

2. The Frozen Pathway
A treacherous approach to the monolith,
littered with jagged ice shards and frost-
covered corpses.

3. The Monolith’s Core
A cavernous space beneath the monolith,
where the Frost Revenant resides. The
air hums with dark magic, and the walls
are inscribed with glowing runes.

ENCOUNTERS

1. Icy Winds
The adventurers face relentless winds
that force Constitution Saves (DC 14)
every hour to avoid exhaustion. As they
near the monolith, they are ambushed by
3 Ice Mephits.

2. Frozen Guardians
The Frozen Pathway is guarded by 2
Frost Golems that attack anyone
attempting to pass. The adventurers
must rely on teamwork to overcome
these towering constructs.

3. Battle with the Frost Revenant
Within the Monolith’s Core, the Frost
Revenant rises to confront the
adventurers. It wields necrotic ice magic
and summons spectral wolves to aid it in
battle.

OutcoME OPTIONS

1. Shatter the Monolith
The adventurers destroy the monolith,
dispelling its curse and freeing the souls
it has claimed.

2. Harness the Monolith’s Power
The adventurers learn to control the
monolith’s energy, gaining powerful
abilities at the cost of becoming tethered
to its curse.

3. Leave the Monolith Untouched
The adventurers retreat, leaving the
monolith and its dark influence intact.
The tundra remains a dangerous and
cursed land.
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D20 RANDOM EVENTS: THE
CURSED MONOLITH

Roll
(1d20)
1-2

3-4

5-6

7-8

11-12
13-14
15-16
1718

19-20

Event Description
A sudden snowstorm reduces visibility to near-zero,
requiring a Survival (DC 15) check to navigate.
A haunting whisper echoes through the tundra,
causing disadvantage on Wisdom checks for an
hour.
A strange sigil carved into the ice begins to glow.
Touching it restores 1d10 hit points but inflicts a
minor curse.
The party stumbles upon a shattered sled
containing valuable supplies and a map of the
monolith.
The adventurers find a frozen adventurer clutching a
note that hints at the monolith’s secret.
A large ice fissure opens beneath the party, forcing
them to jump or fall into darkness.
The chilling how! of spectral wolves rings out, and 2
Winter Wolves attack.
A magical shard of ice is discovered, granting
resistance to necrotic damage for one hour.
A frozen construct stirs to life and challenges the
party to a riddle or combat.
The adventurers discover an ancient relic embedded
in the ice, pulsating with dark energy.

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 caravan traveling
through the frigid tundra has gone missing,
and rumors suggest its cargo—a collection
of exotic beasts—has been set loose in the
wild. The adventurers must track down the
missing caravan, deal with the escaped
creatures, and uncover what caused the
disaster.

Ky NPCs

1. Grelka Wintermane (Dwarf, Neutral
Good)

The caravan leader, Grelka, narrowly
survived the disaster and pleads with the
adventurers to recover her prized
animals.

2. Rilith Frostmark (Elf, Chaotic Neutral)
A rogue druid who believes the beasts
were enslaved and claims responsibility
for freeing them. Rilith defends the
creatures at all costs.

3. The Alpha Frostfang (Beast, Neutral
Evil)

A massive, magically enhanced wolf that
escaped the caravan and now leads a
pack of other beasts, growing more
aggressive each day.

LOCATIONS

1. The Frozen Trail
A snow-covered path littered with
overturned wagons and scattered
supplies. Tracks of various beasts lead
off in multiple directions.

2. Frostbite Grove
A dense thicket of frost-covered trees
where many of the escaped creatures
have made their lairs. The grove hums
with faint magical energy.

3. The Alpha’s Den
A secluded cave high in the cliffs, filled
with bones and the remains of the
caravan’s equipment. The Alpha
Frostfang lurks here with its pack.

ENCOUNTERS
1. Scattered Beasts

The adventurers encounter 2 Saber-
Toothed Tigers scavenging along the
Frozen Trail. The tigers are aggressive
but can be calmed with a successful
Animal Handling (DC 15) check.

2. Ambush in the Grove
While exploring Frostbite Grove, the
adventurers are ambushed by 3 Dire
Wolves hiding in the underbrush. Their
howls may attract more threats if the
fight drags on.

3. Confronting the Alpha
Inside the Alpha’s Den, the party faces
the Alpha Frostfang and its pack of 2
Winter Wolves. The Alpha fights fiercely
and uses its surroundings to gain the
upper hand.

OvurcoME OPTIONS

1. Capture the Beasts
The adventurers subdue or safely herd
the creatures back to the caravan,
restoring order and earning Grelka’s
gratitude.

2. Join the Druid’s Cause
The party sides with Rilith Frostmark,
helping to free the creatures
permanently and ensuring they are no
longer hunted.

3. Slay the Beasts
Unable to control the chaos, the
adventurers eliminate the Alpha
Frostfang and its pack, ensuring the
caravan’s survival at the cost of the
beasts’ lives.
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D20 RANDOM EVENTS: THE
ICEBOUND MENAGERIE

Roll
(1d20)
1-2

3-4

5-6

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A trapped mammoth blocks the trail, thrashing
dangerously. Freeing it requires a Strength (DC 14)
check.
A chilling howl echoes through the tundra, heralding
the arrival of 2 Dire Wolves.
The adventurers find an overturned wagon
containing supplies and a magical collar.
A panicked herd of deer charges toward the party,
forcing them to make Dexterity Saves (DC 13) to
avoid injury.
The tracks of a rare creature lead to a hidden lair
containing valuable treasure.
A strange, glowing plant found in the grove grants
temporary resistance to cold damage when
consumed.
The adventurers hear distant voices warning of “the
Alpha’s wrath” before vanishing into the mist.
A frost-covered relic is found, radiating faint magical
energy. It holds a powerful enchantment but is
cursed.
A heavy snowstorm begins, obscuring tracks and
forcing a Survival (DC 14) check to stay on course.
A captured beast from the caravan is found injured.
Healing it earns the adventurers a useful ally.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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Travelers near
Frostspire Fjord report hearing a haunting
melody that compels them to wander into
the icy waters, never to be seen again. The
adventurers must track down the source of
the mysterious song and stop the Ice Siren
before more lives are claimed.

Key NPCs

1. Captain Brina Northwind (Human,
Neutral)
A grizzled sailor who lost her crew to the
siren’s song. She provides valuable
knowledge about the fjord but struggles
with survivor’s guilt.

2. Kaelthir the Hermit (Half-Elf, Neutral
Good)
A reclusive scholar living near the fjord.
Kaelthir knows of the siren’s origins and
offers guidance but fears venturing near
the water.

3. The Ice Siren (Fey, Chaotic Evil)
A malevolent fey creature that uses her
voice to lure victims into the freezing
depths of the fjord.

LOCATIONS

1. Frostspire Fjord
A narrow, icy inlet surrounded by
towering cliffs. The air is filled with the
eerie sound of the siren’s song.

2. The Frozen Shore
A desolate beach littered with
shipwrecks and frozen bodies. Strange
markings etched into the ice hint at the
siren’s power.

3. The Siren’s Lair
An underwater cavern glowing with
bioluminescent ice. The walls pulse in
time with the siren’s haunting melody.

ENCOUNTERS

1. Tidal Trap
The adventurers must navigate the
slippery cliffs of the fjord. They face
Dexterity Saves (DC 13) to avoid falling
into the icy water, where they are
ambushed by 2 Ice Mephits.

2. Bewitched Sailors
At the Frozen Shore, the adventurers
encounter 3 Frost-Touched Zombies—
former sailors enthralled by the siren’s
magic.

3. Battle with the Ice Siren
In her lair, the Ice Siren uses her
enchanting voice to charm the
adventurers, forcing them to make
Wisdom Saves (DC 15) each turn or
become incapacitated. She summons
spectral guardians to aid her.

OvurcoME OPTIONS

1. Defeat the Siren
The adventurers slay the Ice Siren,
ending her deadly song and freeing her
victims from their enchantment.

2. Seal the Lair
The adventurers collapse the
underwater cavern, trapping the Ice
Siren within and silencing her song for
good.

3. Negotiate with the Siren
The party strikes a dangerous deal with
the siren, gaining her favor at the cost of
a future debt.

20



D20 RANDOM EVENTS: THE
SONG OF THE ICE SIREN

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 tidal wave crashes against the cliffs,
forcing the party to make Strength Saves (DC 14) to
stay upright.
An eerie echo of the siren’s song disorients the
adventurers, imposing disadvantage on Wisdom
checks for an hour.
A piece of wreckage washes ashore containing a
magical trinket that emits a faint warmth.
The frozen remains of a sailor are found clutching a
weathered journal detailing the siren’s habits.
Strange footprints in the snow lead to an abandoned
campsite with useful supplies.
The adventurers find a hidden alcove in the cliffs
that provides temporary shelter from the freezing
winds.
A sudden fog engulfs the fjord, reducing visibility
and masking the approach of 2 Winter Wolves.
An enchanted seashell is found, allowing the
adventurers to mimic the siren’s song for one use.
A chunk of glowing ice reveals a preserved map
hinting at the location of the siren’s lair.
A spectral figure appears, warning the adventurers
to leave before vanishing into the mist.

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 jagged spire of blue
crystal has erupted from
the icy ground in the middle of a remote
tundra. Its surface hums with magical
energy, disrupting the natural balance and
causing violent weather in the surrounding
area. The adventurers must investigate the
spire, uncover its source of power, and
neutralize the threat.

KeYy NPCs

1. Mara Crystalshade (Tiefling, Neutral
Good)

A wandering mage fascinated by the
spire’s energy. Mara seeks to study it
and warns the adventurers of the
dangers ahead.

2. Thark Ironmaul (Dwarf, Lawful Neutral)
A stoic miner who views the spire as a
valuable resource. Thark is willing to aid
the party but insists on preserving the
spire for its potential wealth.

3. The Spire Sentinel (Construct, Lawful
Evil)

A crystalline golem that protects the
spire. It views all intruders as threats
and attacks without hesitation.

LOCATIONS

1. The Storm-Covered Tundra
A vast plain surrounding the spire,
plagued by violent storms and freezing
winds. Navigation requires caution as
lightning frequently strikes.

2. The Spire’s Base
A field of shattered crystal shards
surrounds the base of the spire. The area
hums with residual magical energy,
causing strange phenomena.

3. The Spire’s Apex
A narrow platform atop the spire where
the source of its power—a glowing
crystalline core—pulsates with energy.

ENCOUNTERS
1. Lightning Strike

While traversing the tundra, the
adventurers must succeed on a Dexterity
Save (DC 14) to avoid a lightning bolt
that strikes the ground near them. 2 Air
Elementals appear, drawn by the spire’s
energy.

2. Crystal Constructs
At the spire’s base, 2 Crystal Guardians
rise from the shards to block the party’s
approach. They attack with sharp crystal
limbs and blinding flashes of light.

3. Battle with the Spire Sentinel
At the apex, the Spire Sentinel emerges
to defend the crystalline core. It uses
powerful energy bursts and summons
smaller constructs during the fight.

OvurcoME OPTIONS

1. Destroy the Core
The adventurers shatter the crystalline
core, ending the magical disruption and
restoring balance to the tundra.

2. Preserve the Spire
The adventurers stabilize the core,
allowing its energy to be harnessed
safely for future use.

3. Leave the Spire Untouched
The adventurers retreat, leaving the
spire intact. Its power continues to affect
the region, with unpredictable
consequences.
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D20 RANDOM EVENTS: THE
CRYSTAL SPIRE

Roll
(1d20) Event Description

1-2 A sudden lightning strike splits the ground, forcing
the adventurers to make Dexterity Saves (DC 13) to
avoid falling into a fissure.

3-4 The adventurers find a glowing shard of crystal that
temporarily enhances their magical abilities.

5-6 A strange hum from the spire disrupts
concentration, imposing disadvantage on
spellcasting rolls for an hour.

7-8 A lost adventurer is found injured and delirious,
warning the party of the dangers ahead.

9-10 A storm surge sends icy hail raining down, requiring
Constitution Saves (DC 14) to avoid exhaustion.

11-12 A group of frostbitten wolves stalks the party,
attacking when they let their guard down.

13-14 A hidden alcove near the spire contains ancient
carvings that hint at its origin.

15-16 A spectral figure appears, offering cryptic guidance
about the spire’s purpose before vanishing.

17-18 A magical surge from the spire temporarily
enhances the adventurers’ abilities but causes minor
damage.

19-20 A rare herb growing near the spire grants resistance
to lightning damage when consumed.

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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In the heart of the
Frostglade, an ancient labyrinth of ice has
been revealed by a recent avalanche.
Legends say the labyrinth holds untold
treasures, but those who enter are seldom
seen again. The adventurers must brave
the frozen corridors and unravel its secrets
to claim its prize.

Key NPCs

1. Eirik Snowshade (Human, Neutral
Good)
A historian obsessed with the labyrinth’s
creation. Eirik believes the labyrinth
hides knowledge of a lost civilization.

2. Thyra Icefang (Half-Orc, Chaotic
Neutral)
A mercenary hired by a rival group.
Thyra will do whatever it takes to beat
the adventurers to the prize, even if it
means betrayal.

3. The Labyrinth Keeper (Fey Construct,
Lawful Evil)
A sentient guardian that manipulates the
maze to confuse and trap intruders. The
Keeper tests the worthiness of those
who enter.

LOCATIONS

1. The Frostglade Entrance
A snow-covered forest clearing, with the
labyrinth’s icy gates looming ominously.
Frost-rimed trees creak in the biting
wind.

2. The Shifting Corridors
A twisting series of ice tunnels that
constantly rearrange themselves.
Strange whispers echo through the
halls, leading some astray.

3. The Chamber of Eternity
A grand, frozen hall at the labyrinth’s
center, where the Keeper resides. The
air hums with ancient magic, and icy
treasures gleam in the walls.

ENCOUNTERS

1. Icy Traps
The adventurers encounter sliding ice
panels and hidden spike traps in the
corridors. Spotting and avoiding these
traps requires Perception (DC 13) and
Dexterity Saves (DC 14).

2. Phantom Illusions
In the Shifting Corridors, the
adventurers face illusions of their worst
fears created by the Labyrinth Keeper.
They must succeed on Wisdom Saves
(DC 15) to resist.

3. Battle with the Keeper
In the Chamber of Eternity, the
Labyrinth Keeper animates shards of ice
into 2 Ice Elementals to attack the
adventurers. It uses magic to reshape
the battlefield during combat.

OuTtcoME OPTIONS

1. Defeat the Keeper
The adventurers destroy the Labyrinth
Keeper and claim its treasure, ensuring
the labyrinth no longer traps explorers.

2. Outwit the Keeper
The party solves the Keeper’s riddles,
earning safe passage and gaining its
respect, along with a lesser reward.

3. Flee the Labyrinth
The adventurers retreat, unable to
conquer the maze. The labyrinth
remains a mystery, drawing in more
curious souls.
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Roll
(1d20) Event Description

1-2 A hidden trapdoor opens beneath the party, leading
to a lower level filled with icy hazards.

3-4 An enchanted glyph activates, casting Cone of Cold
unless dispelled with Arcana (DC 15).

5-6 The labyrinth shifts suddenly, separating the party.
Reuniting requires a Survival (DC 14) check.

7-8 A small ice creature appears, offering cryptic clues
about the maze.

9-10 A gust of frigid wind extinguishes all light sources,
forcing the party to navigate in darkness.

11-12  Afrozen corpse is found clutching a map of part of
the labyrinth.

13-14  The adventurers find an alcove containing a magical
crystal that enhances concentration temporarily.

15-16 A section of the labyrinth collapses, requiring the
party to backtrack or dig through.

17-18  The party discovers a mural depicting the labyrinth’s
creation and the Keeper’s purpose.

19-20 A shimmering ice portal appears, offering a shortcut
but teleporting the party to an unknown area if
entered.

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 strange red liquid is
seeping from a glacier
near the village of Coldhaven. Locals fear it
is an omen of doom, but scholars suggest it
may be tied to a forgotten power hidden
deep within the ice. The adventurers are
tasked with discovering the source of the
phenomenon before it spreads further.

Key NPCs

1. Hjordis Bloodsong (Human, Lawful
Neutral)

The village leader of Coldhaven, Hjordis
is skeptical of magical interference but
fears for her people’s safety.

2. Feyrin Iceshard (Gnome, Neutral Good)
A curious alchemist studying the red
liquid. Feyrin believes it may have
restorative properties but needs
protection to gather samples.

3. The Glacier Wight (Undead, Chaotic
Evil)

An ancient being imprisoned within the
glacier, it seeks to escape by corrupting
the ice around it.

LOCATIONS

1. The Seeping Glacier
A towering glacier streaked with veins of

red ice. Strange shapes move beneath its

surface, and the air hums with
malevolent energy.
2. The Crimson Caverns
A network of tunnels within the glacier,
glowing faintly with red light. Pools of
the mysterious liquid bubble ominously.
3. The Wight’s Prison
A chamber deep within the glacier,
dominated by a massive, cracked ice
shard. The Glacier Wight is trapped here
but grows stronger as the ice melts.

ENCOUNTERS

1. Tainted Snow Beasts
Near the glacier, 2 Polar Bears
corrupted by the red liquid attack the
adventurers. Their bites inflict necrotic
damage in addition to normal damage.

2. Crimson Pools
Navigating the Crimson Caverns
requires Dexterity Saves (DC 14) to
avoid stepping into bubbling pools that
erupt with acid.

3. Battle with the Glacier Wight
At the Wight’s Prison, the Glacier Wight
emerges, wielding frost and necrotic
magic. [t summons 2 Frost Skeletons to
assist in the fight.

OurcoME OPTIONS

1. Seal the Glacier
The adventurers refreeze the cracks,
trapping the Glacier Wight and stopping
the corruption.

2. Destroy the Wight
The adventurers defeat the Glacier
Wight, ending the spread of the red
liquid but risking further glacier
destabilization.

3. Harvest the Power
The adventurers harness the red liquid
for magical experimentation, risking
long-term consequences.
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D20 RANDOM EVENTS: THE
BLEEDING ICE

Roll
(1d20) Event Description
1-2 A sudden fissure opens beneath the party, requiring

Dexterity Saves (DC 13) to avoid falling.
3-4 A chunk of corrupted ice explodes, dealing 2d8
necrotic damage to everyone within 10 feet.

5-6 A strange hum echoes from the glacier, forcing
Wisdom checks to resist unease.
7-8 The adventurers discover a vial of concentrated red

liquid with unknown properties.

9-10 A cave-in blocks the path, requiring Strength checks
to clear or find another route.

11-12 A frozen corpse holds a map to deeper parts of the
glacier.

13-14  The party finds a frozen relic embedded in the ice,
radiating faint magical energy.

15-16 A corrupted wolf pack stalks the adventurers and
attacks at an opportune moment.

17-18  The temperature drops sharply, requiring
Constitution Saves (DC 14) to avoid exhaustion.

19-20 A magical rune embedded in the ice activates,
revealing a hidden passage.

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 battlefield
frozen in time has been
uncovered beneath the ice. Spectral
warriors now roam the area, attacking
anyone who ventures too close. The
adventurers must explore the battlefield
and lay the restless spirits to rest.

Key NPCs

1. Eadric Shieldbrow (Dwarf, Neutral
Good)
A grizzled veteran who survived the
battle centuries ago and seeks to atone
by aiding the adventurers.

2. Sir Valdris Frostbane (Human, Lawful
Evil)
A ghostly knight leading the spectral
warriors. Valdris believes his battle is
not yet over and attacks anyone who
interferes.

3. The Gravekeeper (Fey, Neutral)
A mysterious being who offers cryptic
guidance about the battlefield and its
curse. Its true intentions are unclear.

LOCATIONS

1. The Frostbound Battlefield
A vast plain littered with frozen weapons
and armor. The air crackles with ghostly
energy, and the ground is treacherous
with hidden ice pits.

2. The Shattered Siege Engine
A colossal, frozen war machine at the
center of the battlefield. Its icy surface
glows faintly, hinting at its magical
origin.

3. The Tomb of Heroes
A cavern beneath the battlefield where
the spirits are bound. The air is heavy
with sorrow and magic.

ENCOUNTERS

1. Wailing Spirits
The adventurers are attacked by 3
Spectral Soldiers, whose wails cause
disadvantage on Wisdom saves while
they are in combat.

2. Cursed Relics
Exploring the battlefield triggers a trap,
releasing 2 Frost Ghouls from beneath
the ice.

3. Final Battle with Sir Valdris
In the Tomb of Heroes, Sir Valdris
Frostbane confronts the adventurers,
wielding spectral frost magic and
summoning ghostly reinforcements.

OvurtcoME OPTIONS

1. Destroy the Curse
The adventurers destroy Sir Valdris and
the cursed relics, freeing the spirits and
restoring peace to the battlefield.

2. Appease the Spirits
The adventurers perform a ritual to
honor the fallen, convincing the spirits to
move on without violence.

3. Flee the Battlefield
Unable to overcome the curse, the
adventurers retreat, leaving the
battlefield haunted and dangerous.
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Roll
(1d20) Event Description
1-2 A frozen blade emerges from the ice, radiating faint
magical energy.
3-4 The ground trembles, opening fissures that

threaten to swallow the party.
5-6 A ghostly figure appears, offering cryptic advice
before vanishing.

7-8 A haunted relic causes hallucinations, requiring
Wisdom saves to resist.

9-10 A snowstorm reduces visibility, making navigation
difficult.

11-12  The adventurers find a journal detailing the events
of the battle.

13-14  The spirits begin chanting, imposing disadvantage
on concentration checks.

15-16 A spectral wolf pack emerges from the fog, stalking
the party.

17-18 A frost-covered statue holds a magical amulet that
grants resistance to necrotic damage.

19-20 A spectral figure offers a deal: help it in exchange
for passage through the battlefield.

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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i’ HE FROST WYRM’'S
‘ 6 7Y NEST”

PLoT HOOK

A frost wyrm has been
terrorizing nearby settlements, and its lair
has been discovered in a hidden glacial
valley. The adventurers are hired to stop
the wyrm and recover any treasure it
guards.

Key NPCs

1. Orin Icebreaker (Human, Neutral Good)
A hardy tracker who knows the valley’s
layout. Orin offers to guide the party but
has little combat experience.

2. Kaelith Snowtalon (Dragonborn,
Chaotic Neutral)

A rogue seeking to steal the wyrm’s
treasure for personal gain. Kaelith may
be an ally or a rival, depending on the
party’s choices.

3. The Frost Wyrm (Dragon, Chaotic Evil)
An ancient, cunning dragon that uses its
icy domain to its advantage during
combat.

LOCATIONS

1. The Frozen Valley
A secluded glacial expanse filled with
treacherous cliffs and icy winds. The
valley’s dangers make approaching the
wyrm’s lair a challenge.

2. The Icebound Forest
A dense forest of frost-covered trees,
home to many smaller predators that
have adapted to the cold.

3. The Wyrm’s Lair
A massive cavern filled with glittering
icicles and hoarded treasure. The Frost
Wyrm rules here with an iron claw.

ENCOUNTERS
1. Ambush in the Valley

The adventurers face 2 Winter Wolves
while navigating the cliffs. The wolves
use pack tactics to isolate weaker party
members.

. Predators of the Forest

In the Icebound Forest, the adventurers
encounter 3 Saber-Toothed Tigers that
have claimed the forest as their hunting
ground.

. Battle with the Frost Wyrm

In the Wyrm’s Lair, the adventurers face
the Frost Wyrm. It uses its icy breath
and flight to dominate the battlefield,
making movement difficult.

OvurcoME OPTIONS
1. Slay the Wyrm

The adventurers defeat the Frost Wyrm,
ending its reign of terror and claiming its
hoarded treasure.

2. Drive It Away

The adventurers force the wyrm to flee,
sparing its life but ensuring it leaves the
settlements in peace.

3. Negotiate with the Wyrm

The party strikes a deal with the Frost
Wyrm, securing its treasure in exchange
for completing a dangerous task.
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Roll
(1d20) Event Description
1-2 A chilling roar echoes through the valley, forcing

Wisdom saves to avoid fear.
3-4 A sudden avalanche cuts off a key path, forcing the
adventurers to find another route.

5-6 The adventurers find an enchanted frost-covered
weapon in a shallow cave.
7-8 An icy bridge collapses as the party crosses,

requiring Dexterity saves to avoid falling.

9-10 A herd of mammoths stampedes through the valley,
forcing the party to take cover.

11-12 A glowing rune on a boulder radiates warmth,
granting temporary protection against cold damage.

13-14  The adventurers discover a trapped creature in the
forest. Freeing it earns them a helpful ally.

15-16 A sudden snowstorm obscures visibility, making
navigation more difficult.

17-18  The adventurers find a hidden cache of treasure left
behind by a previous explorer.

19-20 A spectral figure offers cryptic advice about the
wyrm’s weakness before disappearing.

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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High atop the
Glacierpeak Mountains, a group of monks
has discovered an ancient relic embedded
in the ice. The artifact emits waves of cold
energy, creating dangerous blizzards
across the region. The adventurers must
climb the treacherous peak, brave the
howling winds, and retrieve the relic. Along
the way, they may uncover its true purpose
and the terrible force it keeps sealed away.

Key NPCs

1. Brother Tylan Frostpalm (Human,
Neutral Good)
A monk who believes the relic is a divine
object sent to test their faith. Tylan is
torn between his duty to protect the relic
and the growing danger it poses.

2. Velkha the Stormcaller (Tiefling,
Chaotic Evil)
A power-hungry sorcerer who seeks to
harness the relic’'s power to command
the weather. Velkha has sent minions to
retrieve it at all costs.

3. The Frost Guardian (Construct, Lawful
Neutral)
A magical construct created to protect
the relic. It is bound to destroy anyone
who tries to move it from its icy resting
place.

LOCATIONS

1. Blizzard Pass
A narrow mountain pass constantly
battered by snow and wind. The air is
thin, and the temperature is dangerously
low, requiring Constitution Saves (DC
13) to avoid exhaustion.

2. The Icebound Monastery
A secluded mountaintop temple where
the monks have sheltered the relic. The
ancient halls are filled with inscriptions
warning of its power.

3. The Glacial Vault
A cavern beneath the monastery where
the relic is entombed in a block of
enchanted ice. The Frost Guardian

slumbers here, ready to defend the relic.

ENCOUNTERS

1. Snowdrift Ambush
While ascending the mountain, the
adventurers are ambushed by 2 Winter
Wolves that use the blizzard for cover.
They must succeed on Perception (DC

14) checks to spot the wolves before the

attack.

2. Velkha’s Minions
In the Icebound Monastery, the
adventurers face 2 Ice Mephits and a
Frost Cultist sent by Velkha to retrieve
the relic.

3. Battle with the Frost Guardian
At the Glacial Vault, the Frost Guardian
awakens to protect the relic. It uses icy
breath attacks and creates barriers of
frost to hinder the adventurers.

OvurcoME OPTIONS

1. Retrieve the Relic
The adventurers remove the relic,
ending the storms but unleashing the
force it was sealing.

2. Seal the Vault
The adventurers reinforce the Glacial
Vault, keeping the relic hidden but
leaving the region vulnerable to future
threats.

3. Harness the Relic’s Power

The adventurers take the relic and learn

to use its power, but its effects on the
region—and themselves—remain
uncertain.
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Roll
(1d20) Event Description

1-2 A sudden avalanche forces the adventurers to make
Dexterity Saves (DC 14) to avoid being buried.

3-4 The wind intensifies, causing disadvantage on
ranged attack rolls for an hour.

5-6 A weathered journal in the monastery hints at the
relic’s origin and purpose.

7-8 A hidden alcove in the monastery contains a minor

enchanted item useful for climbing or cold
resistance.

9-10  Ablizzard blinds the adventurers, requiring a
Survival (DC 13) check to navigate.

11-12 A section of the monastery collapses, creating
difficult terrain and separating the party.

13-14 A frozen skeleton holds a mysterious key that
radiates faint magical energy.

15-16  The adventurers find a magical ward that stabilizes
the weather temporarily.

17-18 A spectral monk appears, offering cryptic advice
about the relic.

19-20  Arare herb is found growing near the relic, granting
resistance to cold damage for an hour.

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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ENCOUNTERS
1. Undead Assault

F /

‘ Gf-ﬁﬂk/ HE THAWING HORDE”

PLoT HOOK

A massive glacier near
the village of Icewatch is
beginning to thaw unnaturally, revealing an
army of frozen undead within. As the ice
melts, the horde begins to stir, threatening
to overwhelm the village. The adventurers
must discover the source of the thaw and
put a stop to the rising undead army before
it’s too late.

KeyYy NPCs

1. Garren Snowstride (Elf, Neutral Good)
The leader of Icewatch, Garren is
desperate for help to protect his village
but has little to offer as payment.

2. Zorah Frostmaw (Half-Orc, Neutral Evil)
A necromancer responsible for
accelerating the thaw to raise the
undead army for her own dark purposes.

3. The Frozen General (Undead, Lawful
Evil)

A long-dead warlord leading the horde.
The Frozen General seeks to reclaim the
land and expand his dominion.

LOCATIONS
1. Icewatch Village

A small, snow-covered settlement
struggling to fend off the first waves of
undead emerging from the glacier.

2. The Thawing Glacier
A massive wall of ice with cracks
revealing shadowy figures trapped
within. The air here feels unnaturally
warm.

3. The Frozen Throne
A cavern beneath the glacier where the
Frozen General waits to be freed. The
walls shimmer with dark ice, and the air
is thick with necrotic energy.

The adventurers defend Icewatch Village
from 4 Frost Zombies emerging from the
glacier.

2. Necromantic Trap

As they approach the glacier, the
adventurers trigger a magical trap set by
Zorah Frostmaw, summoning 2 Shadow
Spawns to attack.

3. Battle with the Frozen General

In the Frozen Throne, the adventurers
face the Frozen General and his 2 Frost
Skeletons, as well as waves of rising
undead.

OurcoME OPTIONS
1. Destroy the Horde

The adventurers slay the Frozen
General, destroying his army and
preventing future threats.

2. Seal the Glacier

The adventurers stop the thaw and
refreeze the undead, buying the village
more time but leaving the danger intact.

3. Confront the Necromancer

The party tracks down Zorah Frostmaw,
forcing her to undo her magic or suffer
the consequences.
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THAWING HORDE

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 collapse in the glacier reveals a hidden
chamber filled with treasure.
A wave of undead bursts through the ice, requiring
immediate action to defend the village.
The adventurers find a magical shard that emits
faint warmth but risks weakening the ice.
A haunting wail echoes through the glacier,
imposing disadvantage on Wisdom saves.
A cave-in blocks a key passage, forcing the party to
find another way forward.
The adventurers find a frozen banner hinting at the
history of the undead army.
An injured villager provides vital information about
Zorah Frostmaw'’s location.
A spectral figure appears, offering to aid the party
against the undead.
A magical ward stabilizes the thaw, delaying the
horde’s awakening.
A rare herb growing near the glacier grants
resistance to necrotic damage for one hour.

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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ENCOUNTERS
1. Frozen Predators
PLoT HOOK The adventurers face 2 Winter Wolves
Deep within the Arctic stalking them through the Arctic Wastes.
Wastes, an ancient titan encased in ice has The wolves use pack tactics to wear
begun to stir. Local hunters report the down their prey.
sound of cracking ice and tremors that 2. Treacherous Icefield
shake the earth. The adventurers must Crossing the Cracked Icefield requires
journey to the titan’s resting place and Dexterity Saves (DC 14) to avoid falling
decide whether to awaken or stop the into hidden crevasses. 2 Ice Elementals
creature before its immense power is emerge to attack.
unleashed. 3. Awakening the Titan
At the Titan’s Resting Place, the
adventurers confront Myra Frostbane,
KEY NPCS who attempts to awaken the titan. If they
1. Ulthar Stormhand (Dwarf, Neutral) fail to stop her, the titan stirs and attacks
An experienced explorer who knows the the party.

location of the titan. Ulthar seeks fame
and glory but underestimates the danger.

2. Myra Frostbane (Human, Lawful OvuTtcoME OPTIONS

Neutral) 1. Stop the Awakening

A priestess who believes the titan is a .
.p. I i The adventurers prevent the titan from
divine servant and wishes to awaken it to . el s
awakening, ensuring it remains sealed

protect the world from future threats. Dene i th o
3. The Frostbound Titan (Colossal » Awaken the Titan

Construct, Neutral) i
; . ! The adventurers awaken the titan and
A massive being of ice and stone, bound . . . ]
convince it to aid them, though its long-

to slumber for millennia. [t awakens only :
Mt A term effects on the world are uncertain.
in times of great need—or grave peril. y

3. Battle the Titan

The party defeats the Frostbound Titan,
shattering its icy form but risking the
destabilization of the region.

LOCATIONS

1. The Arctic Wastes
An endless plain of snow and ice, broken
only by the occasional glacier or
crevasse. The cold is unrelenting and
deadly without preparation.

2. The Cracked Icefield
A treacherous expanse of fractured ice,
riddled with deep crevasses and
shadowed by towering ice spires.

3. The Titan’s Resting Place
A massive cavern beneath the ice,
dominated by the slumbering form of the
Frostbound Titan. The air hums with
ancient magic.
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Roll
(1d20) Event Description

1-2 A massive fissure opens in the ice, forcing the party
to find another path forward.

3-4 The ground shakes violently, imposing
disadvantage on all Dexterity checks for the next
hour.

5-6 The adventurers discover a frozen relic radiating
faint magical energy.

7-8 A spectral figure offers cryptic warnings about the

titan’s power before vanishing.

9-10 A sudden snowstorm blinds the party, requiring
Survival (DC 14) to navigate safely.

11-12  The adventurers find ancient carvings in the ice that
hint at the titan’s purpose.

13-14 A herd of mammoths charges through the area,
forcing the party to take cover.

15-16  The adventurers find a magical ward that delays the
titan’s awakening.

17-18  Arrift in the ice reveals a cache of treasure buried
long ago.

19-20 A spectral wolf pack emerges, attacking the party
and howling in unison with the distant titan.

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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~=shs” HE SHRINE OF
‘ 6 7Y  FROSTLIGHT”

PLoT HOOK

Hidden deep within the
Iceveil Glade lies the Shrine of Frostlight, a

3. The Frostlight Altar

The heart of the shrine, where an
ancient crystal pulsates weakly with
magical energy. The Frostlight Sentinel
stands watch here.

legendary temple said to contain an ancient ENCOUNTERS

power capable of controlling the seasons.
Recently, the shrine’s light has grown dim,
and the surrounding land is plunged into
perpetual winter. The adventurers must
journey to the shrine and uncover the
reason for its failing magic before the
region is lost to the encroaching cold.

KEeYy NPCs

1. Aerin Snowglow (Elf, Neutral Good)

A devoted priestess of the shrine who
seeks the adventurers’ help. Aerin is
desperate but knowledgeable about the
shrine’s history.

2. Volrik Icebinder (Human, Chaotic Evil)
A mercenary working for an unknown
employer. Volrik seeks to destroy the
shrine, believing it will grant him power

1. Glade Stalkers

As the adventurers traverse Iceveil
Glade, they are ambushed by 2 Winter
Wolves. The wolves use the icy terrain to
their advantage.

. Corrupted Guardians

At the Shrine’s Outer Steps, the
adventurers face 2 Ice Elementals bound
to protect the temple. The elementals’
movements are erratic, hinting at their
corruption.

. Battle with the Frostlight Sentinel

At the Frostlight Altar, the corrupted
Sentinel attacks. It uses ice blasts and
summons magical frost barriers to
control the battlefield.

over the winter magic. OurcoME OPTIONS

3. The Frostlight Sentinel (Construct,
Lawful Neutral)
A magical guardian bound to protect the
shrine. It has become corrupted,

attacking anyone who enters without 2

proof of their intent.

LOCATIONS

1. Restore the Shrine

The adventurers purify the Frostlight
Altar, restoring the magic and saving the
region from perpetual winter.

. Claim the Power

The adventurers harness the shrine’s
energy for themselves, risking
unintended consequences for the
surrounding land.

1. Iceveil Glade 3. Abandon the Shrine

A hauntingly beautiful frozen forest
surrounding the shrine. The trees
sparkle with frost, and the air is filled
with an unnatural stillness.

2. The Shrine’s Outer Steps
A steep set of icy stairs leading to the
temple’s entrance. Strange symbols are
carved into the stone, glowing faintly in
the dim light.

Unable to resolve the conflict, the
adventurers leave, allowing the
corruption to spread unchecked.
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Roll
(1d20) Event Description

1-2 A sudden frost storm sweeps through the glade,
imposing disadvantage on Wisdom checks for an
hour.

3-4 A strange symbol etched into a tree begins glowing,
revealing a hidden path to the shrine.

5-6 The adventurers find an injured forest creature that

can guide them in exchange for healing.

7-8 An ancient glyph on the shrine’s steps activates,
creating a magical barrier. Dispelling it requires
Arcana (DC 14).

9-10  The adventurers stumble upon a cache of offerings
left by past pilgrims.

11-12 A chilling howl echoes through the glade, warning of
nearby predators.

13-14 A magical frost orb is discovered, granting cold
resistance for an hour.

15-16  The adventurers find an abandoned camp
containing a detailed map of the shrine.

17-18 A sudden collapse reveals an underground passage
leading closer to the shrine.

19-20 A spectral figure warns the adventurers of the
shrine’s corrupted guardian before vanishing.

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 otherworldly sphere
of ice has appeared in
the middle of the Frostfell Plateau,
radiating waves of silence that nullify
sound and magic. The adventurers are
tasked with investigating the sphere,
uncovering its origin, and preventing its
effects from spreading further across the
land.

Key NPCs

1. Niala Whisperwind (Elf, Neutral Good)
A reclusive bard researching the sphere.
Niala is fascinated by its silence but
fears the magic that created it.

2. Kelvrik the Echoed (Tiefling, Chaotic
Evil)
A mage who seeks to exploit the
sphere’s magic to create a weapon

capable of nullifying all sound and spells.

3. The Silent Warden (Aberration, Lawful
Evil)
A mysterious guardian of the sphere,
shrouded in magical silence. It attacks
any who approach the artifact.

LOCATIONS

1. Frostfell Plateau
A barren, snow-covered expanse with
treacherous icy winds. The silence
grows stronger as the adventurers
approach the sphere.

2. The Ice Crater
A massive depression in the plateau
where the sphere rests. The area is
eerily quiet, with no sound or magic
functioning within its radius.

3. The Sphere’s Core
The interior of the sphere, a surreal
environment where time and space
distort. The Silent Warden waits here to
protect the artifact.

ENCOUNTERS
1. Snowfield Hunters
While crossing the plateau, the
adventurers are attacked by 2 Saber-

Toothed Tigers that hunt in the silence.

2. Crater Guardians
As they descend into the Ice Crater, 3
Frost Golems emerge to bar their path.
The golems’ attacks are completely
silent.

3. Battle with the Silent Warden
Inside the sphere’s core, the Silent
Warden uses psychic attacks and
manipulates time to confuse the
adventurers.

OvutcoME OPTIONS

1. Destroy the Sphere
The adventurers shatter the Silent
Sphere, restoring sound and magic to
the region.

2. Seal the Sphere
The adventurers contain the sphere’s
effects, preserving its power while
preventing its spread.

3. Harness the Sphere’s Magic
The adventurers take the sphere’s core
for experimentation, risking dangerous
consequences.
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SILENT SPHERE

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 snowstorm blinds the party, requiring
Survival (DC 14) to navigate.
A frozen corpse near the crater clutches a magical
trinket.
The adventurers find a strange marking on the ice
that points toward the sphere.
A loud crack splits the air, temporarily restoring
sound in the area.
A spectral figure warns the party about the Silent
Warden before vanishing.
The adventurers stumble upon a hidden cavern
containing ancient carvings.
A sudden burst of magic temporarily restores their
spellcasting abilities.
The adventurers find an enchanted torch that burns
silently, providing light but no warmth.
A fissure opens in the ice, revealing a new path to
the sphere.
A glowing orb of magical energy hovers near the
sphere, granting insight into its origin.

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 sinkhole has
opened in the glacial
plains, revealing a cavern system below
known as the Chilling Maw. Locals whisper
of a primordial terror dwelling within, its
icy breath freezing all who dare to enter.
The adventurers must descend into the
Maw to uncover its secrets and survive its
frigid horrors.

Ky NPCs

1. Grellin Frostwhisper (Dwarf, Neutral
Good)
A cartographer eager to map the Maw.
Grellin offers to guide the party but lacks
combat experience.

2. Varok Iceclaw (Orc, Chaotic Neutral)
A reckless bounty hunter who seeks to
claim the rumored treasure hidden
within the Maw. Varok’s presence may
create tension within the group.

3. The Frost Devourer (Aberration, Chaotic
Evil)
A massive, ancient creature dwelling in
the deepest part of the Maw. It seeks to
consume all life and radiates freezing
magic.

LOCATIONS

1. The Frozen Plains
A featureless expanse of snow and ice
surrounding the sinkhole. The wind
howls constantly, making navigation
difficult.

2. The Chilling Maw
A vast cavern system filled with glittering
ice formations and treacherous paths.
Strange noises echo through the tunnels.

3. The Devourer’s Lair
A massive chamber deep within the
Maw, filled with the Frost Devourer’s
frozen victims. The walls glisten with
supernatural frost.

ENCOUNTERS

1. Icy Ambushers
As the adventurers approach the Maw,
they are attacked by 2 Winter Wolves
using the terrain to their advantage.

2. Frozen Guardians
Inside the tunnels, the adventurers face
3 Frost Golems that block their way,
attacking intruders with crushing force.

3. Battle with the Frost Devourer
In its lair, the Frost Devourer uses its icy
breath and massive jaws to attack. It
creates ice walls to limit movement and
isolate targets.

OvurtcoME OPTIONS

1. Slay the Devourer
The adventurers defeat the Frost
Devourer, ending its threat and claiming
its hoard of frozen treasure.

2. Seal the Maw
The adventurers collapse the sinkhole,
trapping the Devourer inside but leaving
its future uncertain.

3. Escape the Maw
Unable to defeat the Frost Devourer, the
party escapes, leaving its horrors to
haunt the region.
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Roll
(1d20) Event Description
1-2 A sudden collapse separates the party, requiring a
Survival (DC 14) check to regroup.
3-4 The adventurers find a hidden alcove containing old
supplies and a magical torch.
5-6 A haunting howl echoes through the tunnels,

imposing disadvantage on Wisdom checks.

7-8 A cave-in blocks the path, forcing the party to dig
through or find another route.

9-10 A spectral figure appears, warning the adventurers
of the Frost Devourer.

11-12 A faintly glowing crystal radiates warmth, granting
cold resistance for an hour.

13-14 A sudden burst of cold requires Constitution Saves
(DC 14) to avoid exhaustion.

15-16  The adventurers find an ancient carving detailing
the history of the Maw.

17-18 A swarm of ice bats attacks, forcing Dexterity saves
to avoid damage.

19-20 A cache of magical arrows is found embedded in
the ice, useful against the Frost Devourer.

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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Deep in the heart of the
Emerald Wilds lies the fabled Temple of
the Serpent God, shrouded in mystery and
overgrown with dense jungle foliage. Local
villagers claim that the temple has
awakened, and glowing eyes can be seen
among the ruins at night. The adventurers
are tasked with uncovering the truth about
the temple and halting whatever ancient

power has begun to stir within its sacred
halls.

Key NPCs

1. Esha Raincaller (Human, Neutral Good)
A village elder who knows the temple’s
history and warns the adventurers of its
dangers. Esha believes the Serpent
God’s wrath is responsible for recent
disappearances.

2. Vekrin Scalefang (Half-Elf, Chaotic

Neutral)
A treasure hunter seeking the temple’s
hidden relics. Vekrin offers to guide the
party but cannot be trusted to resist the
temple’s temptations.

3. The Serpent Avatar (Fiend, Chaotic Evil)
A manifestation of the Serpent God’s
power, the Avatar has awakened to
reclaim its domain and spread chaos
across the jungle.

LOCATIONS

1. The Jungle Trail
A narrow, overgrown path that leads
deep into the Emerald Wilds. The
sounds of distant creatures and the scent
of wet earth make the trail both beautiful
and ominous.

2. The Temple Exterior
A crumbling ziggurat overrun with vines
and moss. Stone serpent carvings leer
from its walls, and faint chanting echoes
from within.

3. The Temple Heart
A cavernous chamber deep inside the
temple, dominated by a massive idol of
the Serpent God. The Serpent Avatar
resides here, surrounded by glowing
runes.

ENCOUNTERS

1.Jungle Ambush
While navigating the Jungle Trail, the
adventurers are ambushed by 2 Giant
Constrictor Snakes that drop from the
trees above.

2. Temple Guardians
Upon entering the temple, the
adventurers trigger a trap, awakening 2
Stone Guardians shaped like serpents.
These constructs attack intruders on
sight.

3. Battle with the Serpent Avatar
In the Temple Heart, the Serpent Avatar
uses venomous strikes and hypnotic
gaze to attack. [t summons spectral
serpents to aid in combat.

OurcoME OPTIONS

1. Defeat the Avatar
The adventurers destroy the Serpent
Avatar, dispelling its influence and
saving the jungle from its wrath.

2. Seal the Temple
The adventurers restore the ancient
wards that kept the temple dormant,
ensuring the Serpent Avatar cannot rise
again.

3. Claim the Temple’s Power
The adventurers take the Serpent God’s
relics, gaining great power but risking
the wrath of the jungle’s spirits.
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D20 RANDOM EVENTS: THE

TEMPLE OF THE SERPENT
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 swarm of venomous snakes emerges from the
underbrush, requiring a Dexterity Save (DC 14) to
avoid being bitten.
An ancient carving on the temple’s wall reveals a
clue to a hidden treasure.
The adventurers find an abandoned camp with
supplies and a cryptic journal.
A heavy rainstorm begins, making navigation and
combat more difficult.
The adventurers hear a low hiss, and 2 Giant
Poisonous Snakes attack from the shadows.
A crumbling stone bridge blocks the path, requiring
a Strength Check (DC 13) to clear or bypass.
A glowing gemstone is found embedded in the
temple wall. It grants a temporary resistance to
poison damage.
A venomous plant sprays spores into the air, forcing
Constitution Saves (DC 14) to avoid poison.
The adventurers uncover a hidden alcove containing
a relic of the Serpent God.
A spectral serpent manifests, warning the
adventurers of the Serpent Avatar’s awakening.

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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ADVENTURE SEED 122:

s’ HE POISONED
‘ 6 7Y GROVE

PrLoT HOOK

In a remote corner of the
Verdant Expanse lies a grove of towering
trees, their leaves shimmering with an
unnatural purple hue. The villagers of
Kholora claim the grove is cursed, with
strange creatures emerging from its depths
and the water turning foul. The adventurers
must venture into the grove, discover the
source of its corruption, and restore
balance to the jungle.

KEeYy NPCs

1. Kara Rainshadow (Half-Elf, Neutral
Good)
A herbalist who believes the corruption
is caused by magical interference. Kara
offers remedies for the dangers within
the grove.

2. Rokhar Blackthorn (Human, Chaotic
Neutral)
A rogue druid who believes the grove’s
transformation is a natural evolution.
Rokhar opposes the adventurers and
defends the corrupted creatures.

3. The Thornfiend (Plant, Chaotic Evil)
A massive, sentient plant entity at the
heart of the grove. It spreads poison and
commands the corrupted wildlife.

LOCATIONS
1. The Jungle Outskirts

The dense undergrowth surrounding the
grove. The air grows thick with humidity,
and strange chirps echo through the
foliage.

2. The Poisoned Stream
A winding stream of dark, viscous water
running through the grove. Dead
animals line its banks, and the air smells
of decay.

3. The Heart of Thorns
A tangled mass of vines and glowing
purple flowers where the Thornfiend
resides. The ground pulses with an
ominous light.

ENCOUNTERS

1. Swarm of Insects
The adventurers are swarmed by 2 Giant
W asps while crossing the Jungle
Outskirts. The wasps attack relentlessly,
targeting weaker members of the party.

2. Corrupted Beasts
At the Poisoned Stream, the adventurers
encounter 2 Giant Poisonous Frogs,
their eyes glowing faintly purple. The
frogs leap aggressively, trying to pull
adventurers into the water.

3. Battle with the Thornfiend
In the Heart of Thorns, the Thornfiend
lashes out with vine-like appendages,
using entangling roots and poisonous
spores to control the battlefield.

OvurcoME OPTIONS

1. Cleanse the Grove
The adventurers destroy the Thornfiend
and purify the corruption, returning the
grove to its natural state.

2. Harness the Corruption
The adventurers harvest the corrupted
plants for alchemical purposes, risking
unpredictable effects.

3. Abandon the Grove
The adventurers leave the grove
untouched, allowing its corruption to
spread further into the jungle.
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D20 RANDOM EVENTS: THE DM ScrRATCH PAD
Po1SONED GROVE

Roll
(1d20) Event Description
1-2 A vine trap springs from the ground, entangling one
adventurer. Escaping requires a Strength Check (DC
14).
3-4 A glowing flower emits a spore cloud, forcing

Constitution Saves (DC 13) to avoid being poisoned.

5-6 A strange artifact is found half-buried near the
stream, radiating faint magical energy.

7-8 The adventurers discover an abandoned hut
containing a torn map of the grove.

9-10 A wild animal, confused by the corruption, attacks
the party.

11-12 A sudden downpour makes the jungle floor slick
and difficult to navigate.

13-14  The adventurers spot a glowing plant that grants
resistance to poison damage for an hour.

15-16 A corrupted bird flies overhead, screeching to alert
nearby predators.

17-18  The party finds an ancient relic inscribed with
druidic runes warning of the Thornfiend.

19-20 A spectral figure appears, offering cryptic advice
about the grove’s history.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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




ADVENTURE SEED 123:

~=ufins” HE FORGOTTEN

‘ 6 VAl PYRAMID”

PLoT HoOOK

dense jungle lies a vast stone pyramid, its
apex barely visible above the treetops. A
recent earthquake has uncovered its
entrance, but those who ventured in have
not returned. Local rumors speak of a
curse that guards the pyramid’s secrets.
The adventurers must delve into its dark
corridors, face ancient traps, and uncover
the truth behind its eerie reputation.

KEey NPCs

1. Tessari Greenthorn (Human, Neutral
Good)
A curious archaeologist desperate to
learn the pyramid’s history. Tessari
warns of dangerous traps and hidden
passages.

2. Drakos Nightfang (Tiefling, Chaotic Evil)

A rival treasure hunter who seeks the
pyramid’s relics for personal gain.
Drakos may betray the party at the first
opportunity.

3. The Pyramid Warden (Undead, Lawful
Evil)
A spectral guardian bound to protect the
secrets of the pyramid, attacking anyone
who disturbs its sacred chambers.

LOCATIONS

1. The Overgrown Entrance
A shadowy tunnel concealed by vines
and moss. Faint carvings on the stone
walls warn intruders to turn back.

2. The Trapped Hallways
A maze of dark corridors filled with
pressure plates, swinging blades, and
deadly pit traps.

Buried beneath layers of

3. The Chamber of Secrets
A vast room adorned with golden murals
depicting forgotten rituals. The Pyramid
Warden guards the treasure here.

ENCOUNTERS

1. Jungle Predators
Near the entrance, the adventurers are
attacked by 2 Jaguars prowling the area
for prey.

2. Triggering a Trap
In the Trapped Hallways, the
adventurers activate a pressure plate,
releasing 2 Animated Statues that attack
intruders.

3. Battle with the Pyramid Warden
In the Chamber of Secrets, the Warden
uses spectral magic and summons
skeletal minions to defend the treasure.

OvurtcoME OPTIONS

1. Uncover the Secrets
The adventurers defeat the Pyramid
Warden and recover the treasure,
learning ancient secrets in the process.

2. Seal the Pyramid
The adventurers collapse the entrance,
ensuring the pyramid’s secrets remain
buried forever.

3. Claim the Power
The adventurers take a powerful relic
from the pyramid, risking the curse
attached to it.
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D20 RANDOM EVENTS: THE
FORGOTTEN PYRAMID

Roll

(1d20) Event Description

1-2 A section of the pyramid collapses, blocking the
path. Finding a new route requires a Survival (DC 14)
check.

3-4 A swarm of insects emerges from a hidden crevice,
forcing the adventurers to make Dexterity Saves (DC
13) to avoid being bitten.

5-6 A faintly glowing mural reveals clues to the
pyramid’s secrets.
7-8 The adventurers discover a hidden alcove containing

minor treasures.

9-10  The sound of distant footsteps suggests someone
else is exploring the pyramid.

11-12 A deadly trap triggers, requiring Dexterity saves to
avoid a collapsing ceiling.

13-14 A glowing gemstone embedded in a statue radiates
faint magical energy.

15-16  An ancient tome provides insight into the pyramid’s
construction.

17-18  The party discovers a hidden mechanism that
disarms nearby traps.

19-20 A spectral figure warns the party about the Pyramid
Warden before vanishing.

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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ADVENTURE SEED 124:

~==yhww HE RIVER OF GOLD” 3. The Golden City
‘ 6 7Y A hidden metropolis of gleaming gold
’ structures. The city is abandoned but
PLOT HOOK teeming with magical traps and
A glittering river runs constructs.

through the heart of the
jungle, its golden sheen visible even under
the dense canopy. Local legends claim the ENC OUNTERS
river leads to a hidden city of unimaginable
wealth. However, those who attempt the
journey are said to vanish without a trace.
The adventurers must brave the dangerous
river, outwit its traps, and find out if the
golden city is real—or a deadly myth.

1. Jungle Pirates
As they sail the river, the adventurers are
ambushed by 3 River Pirates seeking to
plunder their supplies.

2. Rapids Ambush
While navigating the Rapids of
Perdition, the adventurers are attacked

Ky NPCs by 2 Giant Crocodiles using the currents

1. Captain Rhovan Tidewalker (Half-EIf, to their advantage.
Neutral Good) 3. Battle with the Golden Sentinel
A skilled navigator who offers to guide In the Golden City, the adventurers face
the party along the treacherous river. the Golden Sentinel, a construct that
Rhovan seeks redemption for past uses blinding light and radiant attacks.
failures.

2. Sarya Goldfang (Human, Chaotic
Neutral) OurcoME OPTIONS
A pirate with her own crew hunting for 1. Claim the Treasure
the city’s riches. Sarya may compete The adventurers survive the city’s traps
with or betray the adventurers. and claim its golden riches.

3. The Golden Sentinel (Construct, Lawful 2. Seal the City
Evil) The adventurers destroy or hide the
A guardian of the river and its secrets, it city’s entrance, ensuring its treasures
attacks anyone who strays too close to remain untouched.
the golden city. 3. Escape the River

Unable to overcome the dangers, the
adventurers flee, leaving the golden
LOCATIONS city’s secrets behind.
1. The Glittering River
A winding waterway surrounded by
dense jungle. The river sparkles
unnaturally in the sunlight, but its
currents are strong and dangerous.
2. The Rapids of Perdition
A section of the river filled with sharp
rocks and whirlpools. Navigation is
treacherous, and the air hums with
magical energy.
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D20 RANDOM EVENTS: THE
RIVER OF GOLD

Roll
(1d20)
1-2

3-4

5-6

9-10
11-12

13-14
15-16

17-18
19-20

Event Description
A sudden whirlpool threatens to capsize the boat.
Navigating through requires a Survival (DC 14)
check.
The adventurers find a glowing gemstone in the
riverbed.
A strange map etched on a stone suggests a
shortcut.
The boat is attacked by venomous snakes, requiring
Dexterity Saves (DC 13).
A pirate crew’s flag is seen in the distance.
The adventurers discover a hidden alcove
containing supplies.
A glowing orb floats above the river, hinting at
magic.
A damaged statue in the riverbed shows signs of
civilization.
A trap springs, causing the river to flow faster.
A cryptic warning is carved into the rocks.

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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ADVENTURE SEED 125:

‘ C,-mk/ HE CURSED IDOL”
A

PLoT HOOK

In a remote jungle
village, an ancient idol
has been unearthed by farmers clearing the
land. Since its discovery, the villagers have
been plagued by nightmares, and the jungle
itself seems to grow hostile. The
adventurers must retrieve the idol and
uncover its dark history, but disturbing it
further may unleash a curse upon them.

Key NPCs

1. Kalira Softleaf (Elf, Neutral Good)

The village healer, Kalira is desperate
for help to stop the curse and believes
the idol must be destroyed.

2. Vornik Greymark (Human, Chaotic
Neutral)

A collector of rare artifacts who wants
the idol for its rumored power. Vornik
offers to pay handsomely for it but is not
to be trusted.

3. The Idol Guardian (Fiend, Chaotic Evil)
A shadowy entity bound to the idol, it will
stop at nothing to protect it and punish
those who interfere.

LOCATIONS

1. The Jungle Clearing
The site where the idol was unearthed.
The area feels unnaturally quiet, and the
air is thick with tension.

2. The Haunted Village
A cluster of modest huts surrounded by
dense jungle. Shadows seem to move in
the corner of one’s vision, and the
villagers are terrified.

3. The Shrine of Shadows
An ancient ruin hidden deep in the
jungle where the idol was originally kept.
The walls are adorned with carvings
depicting sacrifices to a dark god.

ENCOUNTERS
1. Jungle Spirits

While traveling to the shrine, the
adventurers are ambushed by 2 Shadow
Mastiffs that fade in and out of sight.

2. Cursed Wildlife
Near the shrine, the adventurers face 2
Giant Scorpions, their claws glowing
faintly with dark energy.

3. Battle with the Idol Guardian
At the Shrine of Shadows, the Idol
Guardian emerges, using shadow magic
and psychic attacks to disorient the
adventurers.

OutcoME OPTIONS

1. Destroy the Idol
The adventurers shatter the idol,
breaking the curse and restoring peace
to the jungle.

2. Bury the Idol
The adventurers return the idol to the
shrine, hoping to restore balance without
destroying it.

3. Sell the Idol
The adventurers give the idol to Vornik
or another collector, spreading the curse
but gaining great wealth.
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D20 RANDOM EVENTS: THE
CuUrseDp IDOL

Roll
(1d20) Event Description
1-2 A thick mist blankets the jungle, reducing visibility
and imposing disadvantage on Perception checks.

3-4 A villager is found wandering aimlessly, mumbling
cryptic warnings about the idol.

5-6 The adventurers stumble upon an abandoned camp
with a journal detailing the idol’s discovery.

7-8 The jungle’s wildlife grows aggressive, with birds

and small mammals attacking in unison.

9-10  Atotem carved with strange runes is found along
the trail, radiating faint magical energy.

11-12 A section of jungle path collapses into a sinkhole,
requiring Dexterity saves to avoid falling.

13-14  The adventurers encounter a venomous snake
blocking their path.

15-16 A glowing plant emits an eerie light, hinting at a
hidden path.

17-18 A villager's warning grows louder, only for the figure
to vanish without a trace.

19-20 A burst of shadowy energy knocks the adventurers
prone, originating from the idol’s direction.

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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ADVENTURE SEED 126:

i’ HE LOST
‘ 6 7\l EXPEDITION"

PLoT HoOOK

An expedition led by a
famed cartographer vanished weeks ago
while charting an unexplored part of the
jungle. Their camp was found abandoned,
with signs of a struggle. The adventurers
are hired to follow the expedition’s trail, but
they soon find that the jungle holds more
dangers than they anticipated.

KEY NPCs

1. Lorin Thistlegrove (Human, Neutral
Good)
The cartographer’s apprentice who
survived the initial attack. Lorin can
guide the party but is traumatized and
prone to panic.

2. Captain Darvish Kane (Half-Orc, Lawful
Neutral)
Leader of a rival expedition who believes
the adventurers are trespassing. Darvish
is suspicious but might cooperate if
convinced.

3. The Jungle Horror (Aberration, Chaotic
Evil)
A massive, many-limbed creature
responsible for the expedition’s
disappearance. It stalks the adventurers
through the jungle.

LOCATIONS

1. The Overgrown Camp
The site of the expedition’s last known
location. Tents are torn apart, and
strange claw marks mar the trees.

2. The Cliffs of Song
A towering escarpment filled with caves.
Strange melodies drift through the air,
confusing those who listen for too long.

3. The Predator’s Nest
A massive, vine-choked hollow where the
Jungle Horror makes its lair. The air is
thick with decay, and bones litter the
ground.

ENCOUNTERS

1. Trail Ambush
The adventurers are attacked by 2 Giant
Spiders while following the expedition’s
trail. The spiders use webs to restrict
movement.

2. Cave Guardians
At the Cliffs of Song, the adventurers
face 2 Harpies, their songs luring
unwary party members toward the edge.

3. Battle with the Jungle Horror
In its lair, the Jungle Horror uses its
many limbs to grapple adventurers and
drag them into constricting vines.

OvutcoME OPTIONS

1. Rescue the Survivors
The adventurers find and rescue the last
survivors of the expedition, restoring
hope to the region.

2. Slay the Horror
The adventurers kill the Jungle Horror,
ending its reign of terror and allowing
future exploration.

3. Flee the Jungle
Unable to defeat the Horror, the
adventurers escape, leaving the region
too dangerous for others to venture into.
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D20 RANDOM EVENTS: THE
LosT EXPEDITION

Roll
(1d20) Event Description

1-2 A hidden pit trap triggers, requiring Dexterity saves
to avoid falling.

3-4 The adventurers find a torn map leading to the
Predator’s Nest.

5-6 A sudden rainstorm makes the jungle floor slippery
and dangerous.

7-8 The sound of distant cries leads to a survivor hiding

in the underbrush.

9-10 A giant snake slithers across the path, forcing the
party to remain still or provoke it.

11-12  The adventurers spot claw marks leading toward a
hidden cave.

13-14 A spectral figure appears, warning of the Jungle
Horror’s power.

15-16  The adventurers discover a cache of the
expedition’s supplies.

17-18 A nearby tree collapses, narrowly missing the party.

19-20 A strange idol is found, humming faintly with
magical energy.

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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ADVENTURE SEED 127:

i’ HE JUNGLE'S
‘ 6 z\| HEARTBEAT”

PrLoT HooOK

The ground trembles
with rhythmic pulses in the heart of the
Emerald Wilds. Villagers say the jungle
itself has a heartbeat, growing louder each
day. Some believe it is the awakening of an
ancient protector, while others warn of a
rising catastrophe. The adventurers must
find the source of the pulsing energy and
determine whether it heralds salvation—or
destruction.

KEeYy NPCs

1. Nalori Greenclimb (Halfling, Neutral
Good)

A daring explorer who has tracked the
source of the tremors. Nalori believes
the pulses come from an ancient artifact
and is eager to guide the adventurers.

2. Zyrak the Fallen (Human, Chaotic Evil)
A disgraced druid who believes the
jungle’s awakening will cleanse the
world. Zyrak seeks to accelerate the
process, even at great cost.

3. The Jungle Colossus (Construct, Lawful
Neutral)

An enormous ancient guardian buried
beneath the jungle. Its awakening is tied
to the pulses and may lead to salvation
or destruction.

LOCATIONS

1. The Trembling Grove
A dense part of the jungle where the
ground shakes with each pulse. The
vibrations have toppled trees and drawn
predators to the area.

2. The Obsidian Arch
A towering, vine-covered structure of
black stone that hums in sync with the
pulses. Strange glyphs glow faintly along
its surface.

3. The Colossus’ Rest

A massive underground chamber where
the Jungle Colossus lies dormant. The
air crackles with energy, and glowing
roots spread across the walls.

ENCOUNTERS
1. Jungle Predators

As the adventurers approach the grove, 2
Jaguars attack, drawn by the chaotic
vibrations.

2. Guardian Vines

At the Obsidian Arch, 2 Vine Blights
animated by the pulses lash out at the

party.

3. Battle with the Jungle Colossus

In the Colossus’ Rest, the guardian
awakens, attacking with sweeping blows
and magical bursts of energy. Its
strength can reshape the battlefield.

OvurcoME OPTIONS

1. Awaken the Colossus

The adventurers fully awaken the Jungle
Colossus, enlisting its aid to protect the
jungle or fight future threats.

2. Seal the Energy

The adventurers disable the artifact
powering the pulses, preventing the
Colossus from waking and stabilizing
the region.

3. Destroy the Colossus

The adventurers slay the Jungle
Colossus, ensuring it cannot wreak
havoc but sacrificing its protective
potential.
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D20 RANDOM EVENTS: THE
JUNGLE’S HEARTBEAT

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 tremor causes trees to collapse, forcing
Dexterity saves to avoid being pinned.
A glowing root extends from the ground, granting
insight into the jungle’s energy.
A wild animal, unnerved by the tremors, charges the
party.
A section of the grove collapses into a hidden
cavern.
The adventurers discover a relic embedded in the
soil, faintly glowing in rhythm with the pulses.
A swarm of jungle insects stirs, attracted to the
vibrations.
A strange glyph appears in the air, pointing toward
the Colossus’ Rest.
The adventurers find a piece of shattered stone that
hums faintly with residual energy.
The jungle becomes unnervingly silent for a
moment before the pulses resume louder than
before.
A spectral figure warns the adventurers of the
Colossus’ awakening.

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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ADVENTURE SEED 128:

~utins” HE BLOOMING
‘ 6 7Y  DEATH

PLoT HOOK

A strange, luminous
flower has appeared in the jungle, growing
rapidly and spreading its glowing seeds
through the air. Creatures exposed to the
spores fall into a trance-like state, and
those who remain too long become part of
the plant itself. The adventurers must find
the flower’s source and stop it before it
consumes the entire jungle.

KEeY NPCs

1. Orana Leafstride (Elf, Neutral Good)
A botanist seeking to understand the
plant’s origins. Orana believes it can be
stopped by finding and destroying its
heart.

2. Thrak Bloodvine (Half-Orc, Chaotic
Neutral)
A mercenary hired to harvest the plant
for alchemical experiments. Thrak is
more interested in profit than the plant’s
danger.

3. The Blooming Core (Aberration, Chaotic
Evil)
The central entity controlling the plant. It
seeks to spread its influence endlessly,
using spores to enthrall its victims.

LOCATIONS

1. The Glowroot Grove
A dense jungle area filled with glowing
vines and flowers. The air is thick with
spores, making breathing difficult
without protection.

2. The Petal Cavern
A massive underground chamber where
the plant’s roots converge. The air glows
faintly, and the walls pulse with organic
energy.

3. The Blooming Core
The central chamber of the cavern,
where the massive heart of the plant
pulses with glowing energy. It is
protected by writhing vines and spore
clouds.

ENCOUNTERS
1. Spore Thralls

As the adventurers enter the Glowroot
Grove, they are attacked by 2 humanoid
thralls under the plant’s control.

2. Animated Vines
At the Petal Cavern, 2 Vine Blights lash
out, using their reach to restrict the
adventurers’ movement.

3. Battle with the Blooming Core
In the central chamber, the Blooming
Core lashes out with poisonous spores,
animated vines, and psychic attacks.

OvurcoME OPTIONS

1. Destroy the Core
The adventurers destroy the Blooming
Core, halting its spread and freeing
those under its influence.

2. Harvest the Plant
The adventurers harvest the plant’s
glowing petals, gaining valuable
alchemical materials but risking
contamination.

3. Seal the Cavern
The adventurers collapse the cavern,
trapping the plant but leaving its spores
to spread elsewhere.
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D20 RANDOM EVENTS: THE
BLOOMING DEATH

Roll
(1d20) Event Description
1-2 A thick spore cloud fills the air, requiring
Constitution saves to avoid poison.

3-4 The adventurers find a glowing flower that grants
temporary resistance to psychic damage.

5-6 A villager under the plant’s control attacks, crying
for help even as they fight.

7-8 The adventurers discover an ancient ward used to

repel the plant’s growth.

9-10 A patch of glowing vines grows rapidly, blocking the
path. Clearing it requires Strength checks.

11-12 A burst of spores causes hallucinations, forcing
Wisdom saves to resist their effects.

13-14 A glowing seed pod emits a pulse of energy, hinting
at the Core’s location.

15-16 A swarm of glowing insects attacks the party.

17-18  The adventurers find a journal from a previous
explorer, detailing the plant’s weaknesses.

19-20 A glowing tendril offers a cryptic vision of the
plant’s origin.

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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ADVENTURE SEED 129:

~h HE SUNKEN
6 7Y  CITADEL

¢

PrLoT Hook

A long-lost citadel has
been discovered deep within the jungle,
half-submerged in a swamp. Ancient
legends speak of a powerful artifact hidden
within its halls, but the citadel is protected
by a series of deadly traps and aquatic
guardians. The adventurers must explore
the citadel, brave its defenses, and retrieve
the artifact before it falls into the wrong
hands.

KeYy NPCs

1. Ilora Streamglade (EIf, Neutral Good)
A historian seeking to preserve the
citadel’s legacy. Ilora offers guidance on
its history and layout but refuses to enter
the swamp herself.

2. Varnok the Relentless (Human, Chaotic
Evil)
A mercenary captain leading a rival
group of treasure hunters. Varnok views
the adventurers as obstacles to his own
success.

3. The Swamp Guardian (Elemental,
Lawful Neutral)
A creature bound to protect the citadel, it
attacks any who attempt to disturb its
secrets.

LOCATIONS

1. The Sunken Approach
A murky swamp surrounding the citadel.
The water is teeming with unseen
dangers, and visibility is poor.

2. The Submerged Halls
The citadel’s lower levels, partially
underwater. Slippery floors and
crumbling walls make movement
treacherous.

3. The Reliquary
The central chamber of the citadel,
where the artifact is enshrined. It is
heavily guarded by magical wards and
the Swamp Guardian.

ENCOUNTERS

1. Swamp Predators
While approaching the citadel, the
adventurers are attacked by 2 Giant
Crocodiles lurking beneath the water’s
surface.

2. Animated Statues
In the Submerged Halls, 2 Water
Elementals emerge from enchanted
statues to attack intruders.

3. Battle with the Swamp Guardian
In the Reliquary, the Swamp Guardian
uses water-based attacks and summons
smaller elementals to protect the
artifact.

OutcoME OPTIONS

1. Retrieve the Artifact
The adventurers claim the artifact,
gaining its power but potentially
incurring its curse.

2. Seal the Citadel
The adventurers destroy or hide the
artifact, ensuring the citadel’s defenses
remain intact.

3. Leave the Artifact
The adventurers choose not to disturb
the artifact, allowing it to remain hidden
in the swamp.
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D20 RANDOM EVENTS: THE
SUNKEN 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 sudden surge of water floods the path, requiring
Strength Saves (DC 13) to avoid being swept away.
The adventurers find a rusted key hidden in the
swamp.
A patch of quicksand blocks the route, forcing the
party to find another way.
A haunting melody echoes through the citadel,
disorienting the adventurers.
A wild animal, startled by the adventurers, charges
from the underbrush.
A crumbling wall reveals a hidden passage leading
deeper into the citadel.
A glowing stone offers a temporary boost to
Constitution saves.
The adventurers spot tracks indicating a rival
group’s presence.
A magical glyph activates, casting a minor water-
based spell.
A vision of the citadel’s past briefly overtakes the

party.

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

A rare, blood-red flower
known as the Scarlet
Bloom has appeared in the jungle,
spreading quickly and overtaking native
vegetation. It is said the flower’s nectar
grants great power, but those who
consume it are never the same. The
adventurers must investigate the flower’s
origins and decide whether its spread is a
blessing or a curse.

KEeY NPCs

1. Erynn Dewpetal (Halfling, Neutral Good)
A botanist who believes the Scarlet
Bloom must be studied to understand its
effects before deciding its fate.

2. Ralik Bloodthorn (Half-Orc, Chaotic
Neutral)

A mercenary who sees the bloom as a
weapon to exploit. Ralik has already
begun harvesting and using the flower’s
nectar.

3. The Bloom’s Avatar (Fey, Chaotic Evil)
A sentient manifestation of the Scarlet
Bloom, it seeks to dominate the jungle
and spread its influence across the
world.

LOCATIONS

1. The Blooming Expanse
A section of the jungle overrun with
Scarlet Blooms. The air is thick with
their scent, and the ground is dotted with
blood-red petals.

2. The Crimson Glade
A clearing where the blooms grow
densest, their roots pulsating with a faint
glow. The glade is eerily quiet except for
the occasional rustling of vines.

3. The Bloom’s Heart
A massive central flower that radiates
power. The Bloom’s Avatar resides here,
protected by enchanted vines and fey
creatures.

ENCOUNTERS
1. Venomous Wildlife

The adventurers encounter 2 Giant
Poisonous Snakes near the Blooming
Expanse. The snakes’ venom is
unnaturally potent due to the flowers.

2. Fey Tricksters
In the Crimson Glade, the adventurers
face 2 Sprites enchanted by the bloom.
They use illusions and misdirection to
confuse their enemies.

3. Battle with the Bloom’s Avatar
At the Bloom’s Heart, the Avatar attacks
with vine-like appendages, spore clouds,
and psychic assaults.

OvurcoME OPTIONS

1. Destroy the Bloom
The adventurers burn the Scarlet Bloom,
ending its spread but losing the
opportunity to study its potential
benefits.

2. Control the Bloom
The adventurers find a way to cultivate
the bloom safely, harnessing its power
for good or ill.

3. Leave the Bloom
The adventurers choose not to interfere,
allowing the bloom’s influence to spread
unchecked.
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D20 RANDOM EVENTS: THE
SCARLET BLoOM

Roll
(1d20)
1-2

3-4

5-6

9-10

11-12
13-14
15-16
1718

19-20

Event Description
A patch of Scarlet Blooms releases a cloud of
spores, forcing Constitution saves to avoid being
poisoned.
A glowing petal grants temporary resistance to
psychic damage.
A villager warns the party of strange behavior
among those exposed to the bloom.
The adventurers find a journal from a past traveler
detailing the bloom’s properties.
A rival group of treasure hunters blocks the party’s
path.
A swarm of insects, drawn to the blooms, attacks
the adventurers.
The adventurers discover a glowing vine leading
toward the bloom’s heart.
A minor fey creature offers cryptic warnings about
the Scarlet Bloom.
The ground collapses beneath the blooms, revealing
an underground network of roots.
A spectral figure appears, hinting at the bloom’s
origin.

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
Deep within the jungle
lies the Eternal Pyre, a
mysterious flame that has burned for
centuries atop an ancient altar. Recently,
the flame has grown brighter and hotter,
spreading wildfires through the jungle. The
adventurers must find the Pyre, uncover its
origins, and decide whether to extinguish it
or harness its power.

KEey NPCs

1. Zerra Ashenleaf (Elf, Neutral Good)
A druid who believes the Eternal Pyre is
a natural force that must be restored to
balance, not destroyed.

2. Brannik Flamebrand (Dwarf, Chaotic
Neutral)
An artificer seeking to capture the Pyre’s
power for his inventions. Brannik is
willing to risk the jungle’s destruction for
his goals.

3. The Ember Warden (Elemental, Lawful
Neutral)
A fire elemental bound to protect the
Eternal Pyre. It attacks anyone who
approaches without proving their worth.

LOCATIONS

1. The Scorched Glade
A stretch of jungle charred by recent
wildfires. Ash hangs in the air, and the
ground is hot to the touch.

2. The Altar of Flame
A massive stone altar surrounded by
intricate carvings and glowing glyphs.
The Eternal Pyre burns brightly at its
center.

3. The Infernal Cavern
A hidden chamber beneath the altar
where the Ember Warden resides, its
lair glowing with molten rock and
flickering light.

ENCOUNTERS

1. Fire Spirits
As the adventurers approach the
Scorched Glade, they are attacked by 2
Magma Mephits summoned by the
Pyre’s energy.

2. Glyph Traps
At the Altar of Flame, the adventurers
must avoid magical traps that release
bursts of fire when triggered. Success
requires Arcana (DC 14) and Dexterity
Saves (DC 13).

3. Battle with the Ember Warden
In the Infernal Cavern, the Ember
Warden unleashes fiery attacks and
summons smaller fire elementals to
protect the Pyre.

OvuTtcoME OPTIONS

1. Extinguish the Pyre
The adventurers douse the Eternal Pyre,
ending the wildfires but potentially
disrupting the jungle’s balance.

2. Control the Flame
The adventurers find a way to harness
the Pyre’s energy, preserving its power
while halting its destruction.

3. Leave the Pyre
The adventurers choose not to interfere,
allowing the Pyre to continue burning
and reshaping the jungle.
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D20 RANDOM EVENTS: THE
ETERNAL PYRE

Roll
(1d20) Event Description

1-2 A sudden flare of heat forces the adventurers to
make Constitution saves or suffer fire damage.

3-4 The adventurers find a shard of cooled magma that
radiates faint magical energy.

5-6 A burst of flame ignites nearby foliage, creating an
immediate hazard.

7-8 The adventurers discover ancient carvings warning
of the Pyre’s power.

9-10 A rival group of treasure hunters appears, seeking

the Pyre for their own ends.

11-12 A fire spirit emerges from the ground, attempting to
lure the adventurers closer to the Pyre.

13-14  The ground cracks, releasing a gout of flame that
blocks the path forward.

15-16  The adventurers find an enchanted weapon that
glows faintly with fire magic.

17-18  The adventurers encounter a group of fleeing
animals, hinting at an unseen danger ahead.

19-20 A spectral figure appears, offering cryptic advice
about the Pyre’s origin.

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

An enormous black
obelisk has been discovered in the depths
of the jungle, humming with a strange,
otherworldly energy. Strange creatures
have begun to emerge from the
surrounding area, and the local wildlife is
becoming increasingly hostile. The
adventurers must investigate the obelisk
and uncover its connection to these
disturbances.

Ky NPCs

1. Elyssa Starveil (Human, Neutral Good)
A scholar who believes the obelisk is an
ancient artifact from another plane.
Elyssa hopes to learn from it without
disturbing its energy.

2. Kaervik Ironclaw (Orc, Chaotic Evil)

A warlord seeking to claim the obelisk’s
power for conquest. Kaervik has already
sent scouts to secure the area.

3. The Riftspawn (Aberration, Chaotic Evil)
A creature created by the obelisk’s
energy. It acts as both guardian and
harbinger of its chaotic influence.

LOCATIONS
1. The Rifted Clearing

A wide expanse of jungle with warped
vegetation and glowing fissures in the
ground. The air hums with unnatural
vibrations.

2. The Obelisk’s Shadow
The area surrounding the obelisk is
marked by floating stones and strange
gravitational distortions. Time itself
seems to slow or speed up here.

3. The Rift Core

A cavern beneath the obelisk where its
energy converges. The Riftspawn resides
here, surrounded by pulsing veins of
glowing rock.

ENCOUNTERS
1. Warped Creatures

The adventurers are attacked by 2
Displacer Beasts, their forms distorted
by the obelisk’s energy.

2. Energy Traps

Near the obelisk, the adventurers trigger
energy bursts that deal force damage
unless avoided with Dexterity Saves (DC
14).

3. Battle with the Riftspawn

In the Rift Core, the Riftspawn uses
psychic attacks and gravitational pulses
to disorient and harm the party.

OvutcoME OPTIONS
1. Destroy the Obelisk

The adventurers shatter the obelisk,
halting its influence but risking
unpredictable consequences.

2. Stabilize the Energy

The adventurers find a way to control
the obelisk’s power, ensuring it can be
studied safely.

3. Leave the Obelisk Intact

The adventurers choose not to interfere,
allowing the obelisk to continue warping
the jungle.
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D20 RANDOM EVENTS: THE
OBSIDIAN OBELISK

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 gravitational distortion pulls the adventurers
toward the obelisk, requiring Strength saves to
resist.
The adventurers discover a shard of glowing
obsidian that radiates faint magical energy.
A warped animal attacks, its movements erratic and
unpredictable.
A crack in the ground reveals a hidden path to the
obelisk’s core.
A rival group of explorers blocks the path forward.
The adventurers find an ancient tome detailing the
obelisk’s creation.
The adventurers encounter a spectral figure warning
of the obelisk’s danger.
A sudden energy pulse damages nearby vegetation
and rocks.
A magical glyph activates, briefly shielding the
obelisk.
A rift in the ground reveals glowing veins of energy
leading toward the obelisk.

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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ProT Hook
Hidden deep within the
jungle, a mysterious crater glows faintly
under the starlight, with whispers claiming
it to be a “Cradle of Stars.” Strange
celestial phenomena have begun to affect
the surrounding area, and locals report
visions of alien landscapes. The
adventurers must explore the crater to
uncover its secrets and deal with whatever
power lies within.

Key NPCs

1. Mara Nightbloom (EIf, Neutral Good)

A stargazer who believes the crater is a
portal to another plane. Mara seeks to
unlock its mysteries and warns against
rash actions.

2. Grythar Voidclaw (Tiefling, Chaotic Evil)
A cult leader who believes the Cradle of
Stars holds the key to summoning an
otherworldly god. Grythar will do
whatever it takes to achieve his goals.

3. The Starborn Sentinel (Aberration,
Lawful Neutral)

A celestial guardian bound to protect the
crater from intruders. It attacks anyone
it perceives as a threat to the Cradle’s
balance.

LOCATIONS

1. The Luminous Trail
A jungle path illuminated by glowing
plants and star-like orbs hovering above
the ground. The air feels thick with
magic.

2. The Cradle Rim
The outer edge of the crater, where the
jungle gives way to barren rock. The
glow from the crater intensifies here,
and faint whispers echo from its depths.

3. The Cradle Core
A deep chamber within the crater, filled
with glowing crystals and floating debris.
The Starborn Sentinel waits here,
radiating celestial energy.

ENCOUNTERS

1. Glowing Predators
On the Luminous Trail, the adventurers
encounter 2 Displacer Beasts whose
forms shimmer with starlight.

2. Crystalline Constructs
At the Cradle Rim, 2 Animated Crystals
emerge from the ground, their sharp
edges glowing faintly. They attack to
protect the area.

3. Battle with the Starborn Sentinel
In the Cradle Core, the Sentinel uses
radiant beams and gravitational magic to
disrupt the adventurers. It summons
celestial shards that explode on impact.

OuTcoOME OPTIONS

1. Close the Portal
The adventurers seal the Cradle, ending
the celestial disturbances but possibly
losing access to its secrets forever.

2. Harness the Energy
The adventurers stabilize the Cradle’s
power, preserving it for study or future
use.

3. Leave the Cradle Intact
The adventurers choose not to interfere,
allowing the Cradle’s influence to spread
and attract further attention.
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D20 RANDOM EVENTS: THE
CRADLE OF STARS

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 gravitational anomaly forces the adventurers to
make Strength saves to resist being pulled toward
the crater.
A glowing shard of crystal radiates faint celestial
energy and grants temporary resistance to radiant
damage.
A spectral figure appears, offering cryptic guidance
about the Cradle’s origin.
A rival group of explorers blocks the path to the
crater.
A burst of celestial energy heals the adventurers for
a small amount.
A strange animal, glowing faintly, watches the party
but flees when approached.
The adventurers find a celestial artifact half-buried
in the ground.
A sudden tremor shakes the ground, making
navigation difficult.
A glowing glyph provides insight into the Cradle’s
purpose.
A celestial melody fills the air, briefly granting
advantage on Wisdom checks.

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 HoOOK

A strange river winds
through the jungle, its waters shimmering
with faint golden light. Locals claim the
river whispers secrets to those who drink
from it, but those who do often disappear,
leaving only faint echoes of their voices
behind. The adventurers must journey
along the river to uncover its source and
stop its strange enchantment.

KEey NPCs

1. Laria Stillwater (Halfling, Neutral Good)
A river guide who has lost family
members to the River of Whispers. Laria
hopes to stop the enchantment and bring
peace to the jungle.

2. Kurn the Whisperer (Human, Chaotic
Evil)

A cultist who believes the river is a gift
from the gods. Kurn seeks to expand its
influence, even if it endangers the jungle.

3. The Spirit of the River (Fey, Chaotic
Neutral)

A sentient manifestation of the river’s
magic. It lures adventurers into its
depths with promises of knowledge and
power.

LOCATIONS

1. The Shimmering Banks
The river’s edge, where glowing water
laps at the shore. The whispers grow
louder the closer the adventurers
approach.

2. The Whispers’ Fork
A split in the river where the currents
become treacherous. Faint, ghostly
figures drift just beneath the surface.

3. The Spirit’s Pool
A still, circular pool at the river’s source.
The Spirit of the River resides here, its
form shifting between water and light.

ENCOUNTERS

1. Enchanted Wildlife
Along the Shimmering Banks, the
adventurers are attacked by 2 Giant
Poisonous Frogs whose eyes glow faintly
golden.

2. Lost Wanderers
At the Whispers’ Fork, the adventurers
encounter 2 Ghosts, the remains of
those who drank from the river and were
claimed by its magic.

3. Battle with the Spirit of the River
At the Spirit’s Pool, the Spirit attacks
with water-based spells and hypnotic
whispers. It uses illusions to confuse the

party.

OvurcoME OPTIONS

1. Dispel the Enchantment
The adventurers break the enchantment,
freeing the jungle from the river’s
influence but losing the secrets it holds.

2. Control the Magic
The adventurers learn to harness the
river’s power, potentially using it for
their own gain or research.

3. Leave the River Intact
The adventurers choose not to interfere,
allowing the river’s whispers to continue
luring travelers.
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D20 RANDOM EVENTS: THE
RIVER OF WHISPERS

Roll
(1d20)

1-2
3-4
5-6
7-8
9-10
11-12
13-14
15-16

17-18

19-20

Event Description
The whispers grow louder, imposing disadvantage
on Wisdom saves.
A glowing stone on the riverbank grants resistance
to psychic damage for an hour.
A villager approaches, seeking help to find a
missing loved one claimed by the river.
A spectral figure warns the adventurers of the river’s
dangers.
A strange creature made of water briefly observes
the party before vanishing.
A sudden surge of water forces the adventurers to
make Strength saves to avoid being swept away.
The adventurers find a hidden alcove containing a
journal detailing the river’s history.
A haunting melody fills the air, drawing the party
closer to the water.
The adventurers discover a glowing glyph carved
into a rock near the river.
A burst of golden light reveals a hidden path along
the river.

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 HoOOK

An ancient temple
dedicated to a forgotten sun deity has been
discovered, its golden spire glinting
through the jungle canopy. However, locals
whisper that the temple brings more than
light—it radiates waves of heat and fire,
threatening to dry out the jungle. The
adventurers must investigate the temple
and uncover its true purpose before the
jungle is scorched.

Key NPCs

1. Tivan Brightveil (Elf, Neutral Good)
A historian who believes the temple
contains artifacts of immense value but
underestimates the danger they pose.

2. Rathok Emberfang (Human, Chaotic
Evil)
A fire mage who seeks to use the
temple’s power to bring the world under
his control. Rathok has already set traps
to deter intruders.

3. The Solar Sentinel (Construct, Lawful
Neutral)
A mechanical guardian powered by the
temple’s solar magic. It attacks all who
enter without performing the proper
rites.

LOCATIONS

1. The Golden Ascent
A winding jungle path leading to the
temple’s base. The air grows hotter as
the adventurers ascend, and the ground
is cracked and dry.

2. The Temple Courtyard
A grand, open area lined with golden
statues. Intense beams of sunlight pierce
through gaps in the canopy, creating
blinding hotspots.

3. The Sun Altar
The heart of the temple, where a golden
orb radiates immense heat. The Solar
Sentinel resides here, guarding the altar
from intruders.

ENCOUNTERS

1. Wildfire Beasts
As the adventurers ascend the Golden
Ascent, they are attacked by 2 Fire
Elementals spawned by the temple’s
heat.

2. Blinding Traps
In the Temple Courtyard, magical glyphs
release blinding flashes of light when
triggered. Success requires Dexterity
Saves (DC 14) and Arcana (DC 13).

3. Battle with the Solar Sentinel
At the Sun Altar, the Sentinel attacks
with radiant beams and fire magic. It
summons fiery constructs to assist in
combat.

OutcoME OPTIONS

1. Extinguish the Orb
The adventurers neutralize the golden
orb, ending the temple’s heat and saving
the jungle from destruction.

2. Control the Power
The adventurers stabilize the orb’s
energy, harnessing its magic for their
OWN purposes.

3. Leave the Temple Intact
The adventurers choose not to interfere,
allowing the heat to continue spreading
and reshaping the jungle.
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D20 RANDOM EVENTS: THE
TEMPLE OF THE SUN

Roll
(1d20) Event Description
1-2 A sudden burst of heat forces the adventurers to

make Constitution saves or suffer exhaustion.
3-4 A glowing golden shard on the path radiates faint
magical energy.

5-6 A rival group of treasure hunters blocks the way
forward.
7-8 The adventurers discover ancient carvings depicting

the sun deity’s wrath.

9-10 A beam of sunlight ignites a nearby tree, creating a
hazardous obstacle.

11-12  The adventurers find a broken statue that contains a
hidden compartment.

13-14 A fire spirit appears, offering cryptic warnings about
the temple’s power.

15-16  The adventurers spot tracks leading to a secret
entrance.

17-18 A magical glyph activates, briefly shielding the
temple.

19-20 A sudden tremor shakes the temple, causing loose
stones to fall.

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 tangle of enormous,
creeping vines has overtaken a once-
thriving jungle village, trapping its
inhabitants and cutting off their supply
lines. These monstrous plants seem to
move with a will of their own, attacking
anyone who ventures too close. The
adventurers must find the source of the
infestation and destroy it before the jungle
succumbs entirely.

Ky NPCs

1.Jorlen Greenshade (Human, Neutral
Good)

The village leader, Jorlen is desperate to
save his people but knows little about
what caused the infestation.

2. Sylra Thorncloak (Half-Elf, Chaotic
Neutral)

A rogue druid who views the vines as the
jungle’s vengeance against civilization.
Sylra will oppose the adventurers’ efforts
to destroy them.

3. The Verdant Terror (Plant, Chaotic Evil)
A massive, sentient plant at the heart of
the infestation. It seeks to consume
everything in its path to grow stronger.

LOCATIONS

1. The Strangled Village
The once-bustling village now lies buried
under a thick canopy of vines. The air
smells of decay, and the ground is soft
and spongy.

2. The Creeping Hollow
A network of tunnels formed by the
vines. The walls pulse faintly with green
light, and movement is restricted.

3. The Verdant Core
A cavernous chamber where the Verdant
Terror resides. Its roots twist and writhe,
spreading further into the jungle with
each passing moment.

ENCOUNTERS

1. Living Vines
At the Strangled Village, the adventurers
are attacked by 2 Vine Blights. The
blights attempt to grapple and restrain
the party.

2. Ambush Predators
In the Creeping Hollow, 2 Giant Spiders
descend from the tangled vines, using
webs to trap their prey.

3. Battle with the Verdant Terror
At the Verdant Core, the plant lashes out
with massive vines, poison clouds, and
summoning smaller blights to fight
alongside it.

OvutcoME OPTIONS

1. Burn the Vines
The adventurers set the Verdant Terror
ablaze, destroying the infestation but
risking further damage to the jungle.

2. Sever the Core
The adventurers cut the roots of the
Verdant Terror, halting its spread while
sparing the rest of the jungle.

3. Flee the Hollow
The adventurers abandon the mission,
leaving the village to its fate as the vines
continue to spread.
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D20 RANDOM EVENTS: THE
VINES OF TERROR

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 tangle of vines suddenly shifts, blocking the path.
Cutting through requires Strength checks.
The adventurers discover a villager trapped but alive
in the vines.
A glowing root radiates faint magical energy and
grants resistance to poison damage for an hour.
The adventurers hear faint whispers, suggesting a
deeper presence in the hollow.
A swarm of insects bursts from the vines, forcing
Dexterity saves to avoid being bitten.
The adventurers find a strange artifact tangled in
the vines.
A villager warns the adventurers of an ambush
ahead.
The ground beneath the vines collapses into a
hidden cavern.
A spectral figure appears, offering cryptic advice
about the Verdant Terror.
A burst of green light reveals the location of the
Verdant 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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Floating above the
jungle canopy is the Sky
Bazaar, a legendary airborne market
powered by ancient magic. While it is said
to hold treasures beyond imagination,
rumors spread that the Bazaar’s magic is
failing, causing portions of it to crash into
the jungle. The adventurers must ascend to
the Bazaar, uncover the source of its
instability, and decide whether to save or
dismantle it.

Key NPCs

1. Calvyn Cloudweaver (Gnome, Neutral
Good)
A tinkerer who has lived in the Bazaar
for decades. Calvyn is desperate to save
it and offers guidance about its
workings.

2. Eryss the Blackfeather (Aarakocra,
Chaotic Neutral)
A mercenary working for one of the
Bazaar’s more unscrupulous merchants.
Eryss may oppose the adventurers
depending on their actions.

3. The Market Warden (Construct, Lawful
Neutral)
A magical guardian responsible for
maintaining order in the Bazaar. Its
programming has become corrupted,
causing unpredictable behavior.

LOCATIONS

1. The Jungle Clearing
A patch of jungle littered with debris
from the Bazaar. Strange magical
artifacts hum faintly, and the air feels
charged with energy.

2. The Bazaar’s Edge
A precarious platform near the edge of
the floating market. Loose planks and
tangled ropes make navigation risky.

3. The Central Core
The heart of the Bazaar, where a
glowing crystal powers its levitation. The
Market Warden stands here, guarding
the crystal from intruders.

ENCOUNTERS

1. Debris Guardians
In the Jungle Clearing, 2 Animated
Armors attack the adventurers, drawn to
the magical energy of the fallen artifacts.

2. Sky Pirates
At the Bazaar’s Edge, the adventurers
face 3 Bandits attempting to plunder the
unstable market.

3. Battle with the Market Warden
At the Central Core, the Warden attacks
with bursts of lightning and flying
constructs to protect the crystal.

OvurtcoME OPTIONS

1. Repair the Bazaar
The adventurers stabilize the core,
saving the Sky Bazaar and earning the
gratitude of its residents.

2. Dismantle the Bazaar
The adventurers destroy the core,
ensuring the Bazaar falls safely to the
jungle floor but rendering it powerless.

3. Claim the Power
The adventurers take the core’s magical
energy, leaving the Bazaar to its fate
while gaining a powerful artifact.
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Roll
(1d20) Event Description
1-2 A sudden gust of wind shakes the platform, forcing

Dexterity saves to avoid falling.
3-4 The adventurers find a glowing shard of the
Bazaar’s core, radiating faint magical energy.

5-6 A merchant offers cryptic advice in exchange for
coin.

7-8 A section of the Bazaar collapses, creating a gap
that must be jumped.

9-10 The adventurers encounter a rival group attempting

to seize control of the core.

11-12 A spectral figure warns the party of the Market
Warden's instability.

13-14 A stray lightning bolt strikes near the adventurers,
creating difficult terrain.

15-16  The adventurers find a magical trinket with a faint
glow, hinting at the core’s power.

17-18 A series of ropes provide an alternative route to the
Central Core.

19-20 A glowing glyph offers insight into the Bazaar’s
construction.

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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Protr Hook
Deep within the jungle,
hidden by layers of thick
foliage, stands the Jade Ziggurat, an
ancient structure said to grant visions of
the future. Recently, explorers have
reported hearing whispers and seeing
fleeting shadows around the ziggurat. The
adventurers are tasked with uncovering its
secrets and determining whether its magic
is a boon—or a curse.

Key NPCs

1. Ishari Mooncaller (Elf, Neutral Good)
A seer who believes the ziggurat’s
visions can guide the world but warns of
the toll its power takes on the mind.

2. Varik Ironshade (Half-Orc, Chaotic
Neutral)
A treasure hunter seeking the jade
treasures rumored to be hidden within
the ziggurat. Varik is willing to risk its
curse for wealth.

3. The Jade Sentinel (Construct, Lawful
Neutral)
A magical guardian that defends the
ziggurat. It is bound to attack anyone
who disturbs the visions.

LOCATIONS
1. The Overgrown Path

A winding trail choked with vines and
roots. The air grows heavy with the scent
of damp earth and ancient stone.

2. The Whispering Halls
The ziggurat’s interior, filled with
glowing jade carvings and faint
whispers. The walls seem to shift when
viewed from the corner of one’s eye.

3. The Vision Chamber
A central room adorned with a massive
jade statue. The chamber radiates
magical energy, and the Jade Sentinel
stands guard.

ENCOUNTERS

1. Enchanted Wildlife
Near the Overgrown Path, the
adventurers are attacked by 2 Giant
Poisonous Snakes whose eyes glow
faintly green.

2. Living Shadows
In the Whispering Halls, 2 Shadows
emerge from the walls to attack the
adventurers.

3. Battle with the Jade Sentinel
In the Vision Chamber, the Sentinel uses
magical energy blasts and summons
jade fragments to attack intruders.

OvurcoME OPTIONS

1. Claim the Visions
The adventurers use the ziggurat’s
magic to glimpse the future, gaining
knowledge at the cost of mental strain.

2. Seal the Ziggurat
The adventurers collapse the ziggurat’s
entrance, ensuring its magic cannot
harm others.

3. Destroy the Magic
The adventurers dispel the ziggurat’s
power, ending the visions and leaving its
ruins behind.
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Roll
(1d20) Event Description

1-2 A section of the path collapses, revealing a hidden
chamber below.

3-4 The adventurers find a glowing jade shard radiating
faint magical energy.

5-6 A spectral figure offers cryptic advice about the
ziggurat’s visions.

7-8 A series of glyphs on the walls light up, revealing a
hidden message.

9-10 The adventurers encounter a rival group attempting

to access the ziggurat’s secrets.

11-12 A sudden tremor shakes the ziggurat, making the
ground unstable.

13-14 A hidden alcove reveals an ancient artifact etched
with jade.

15-16 A glowing symbol briefly reveals the location of the
Vision Chamber.

17-18  The adventurers hear distant whispers, guiding
them deeper into the ziggurat.

19-20 A burst of energy from the jade statue briefly blinds
the party.

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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PrLoT HOOK

Beneath the dense
jungle lies the Labyrinth of Roots, an ever-
shifting network of tunnels said to be alive.
Locals claim it has swallowed entire
expeditions, its paths twisting to confuse
intruders. The adventurers must navigate
the labyrinth to uncover its secrets and
escape before they become part of its
tangled web.

KEeY NPCs

1. Elaria Deepbough (Elf, Neutral Good)
A ranger who escaped the labyrinth
years ago but lost her companions.
Elaria offers guidance but warns of the
maze’s dangers.

2. Thurik Mossheart (Dwarf, Chaotic
Neutral)
A miner who believes the labyrinth hides
vast treasures. Thurik is reckless and
may trigger traps in his greed.

3. The Rootbound Guardian (Plant, Lawful
Neutral)
A massive, sentient tangle of roots that
defends the labyrinth from those it
deems unworthy. It controls the maze’s
shifting paths.

LOCATIONS

1. The Sunken Entrance
A dark, overgrown opening in the jungle
floor. The air is damp, and the sound of
dripping water echoes from within.

2. The Twisting Passages
A series of tunnels lined with thick roots.
The walls seem to shift when the
adventurers aren’t looking, and the air
feels suffocating.

3. The Rootbound Heart
A massive central chamber filled with
pulsating roots and glowing fungal
growths. The Rootbound Guardian waits
here, entwined with the labyrinth itself.

ENCOUNTERS

1. Maze Beasts
In the Twisting Passages, the
adventurers are attacked by 2 Giant
Spiders that drop from the ceiling to
ambush them.

2. Shifting Paths
The labyrinth itself creates dead ends
and traps, forcing the adventurers to
solve puzzles or use Survival (DC 14)
checks to proceed.

3. Battle with the Rootbound Guardian
At the Rootbound Heart, the Guardian
uses constricting vines and summoning
blights to overwhelm the adventurers. Its
attacks can cause the ground to shift.

OvurcoME OPTIONS

1. Destroy the Guardian
The adventurers defeat the Rootbound
Guardian, causing the labyrinth to
collapse and freeing those trapped
inside.

2. Escape the Maze
The adventurers find a way to navigate
the shifting paths and escape, leaving the
labyrinth intact but dangerous.

3. Control the Labyrinth
The adventurers seize the labyrinth’s
magic, gaining control over its shifting
paths but risking corruption from its
power.
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LABYRINTH OF ROOTS

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 cave-in forces the adventurers to find a
new path forward.
A glowing root radiates faint magical energy and
grants temporary resistance to poison.
The adventurers find skeletal remains clutching a
journal with cryptic hints about the maze.
The sound of footsteps echoes behind the party,
though no one is visible.
A swarm of insects bursts from the walls, forcing
Dexterity saves to avoid being bitten.
A hidden alcove reveals a minor magical trinket
entangled in roots.
The adventurers encounter an injured explorer who
warns them about the labyrinth’s tricks.
A spectral figure offers cryptic advice about the
Rootbound Guardian.
The adventurers hear distant chanting, leading
them deeper into the maze.
A section of the labyrinth shifts, revealing a hidden
shortcut to the 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 HooOk
Hidden beneath layers of
thick jungle lies the fabled Lost City of
Azarin, a once-prosperous civilization now
consumed by nature. Adventurers who
seek its riches rarely return, and those who
do speak of strange magical phenomena
and the eerie hum of an ancient power. The
adventurers must brave the city’s
overgrown ruins, uncover its secrets, and
decide the fate of the magic that still
lingers.

Key NPCs

1. Nalitha Silverbranch (Elf, Neutral Good)
An archaeologist dedicated to preserving
Azarin’s history. Nalitha believes the city
holds vital knowledge but fears what
might happen if its magic is disturbed.

2. Zorvak Ironfang (Half-Orc, Chaotic Evil)
A treasure hunter intent on plundering
Azarin’s wealth. Zorvak is willing to
betray anyone to claim the city’s
treasures.

3. The Warden of Azarin (Construct,
Lawful Neutral)

A massive stone golem tasked with
protecting the city’s secrets. It patrols
the ruins, attacking intruders who defile
the sacred ground.

LOCATIONS

1. The Overgrown Gates
The crumbling remains of Azarin’s
grand entrance. Massive stone doors are
covered in vines, and faint glyphs glow
when touched.

2. The Sunken Plaza
A central courtyard where collapsed
buildings form pools of stagnant water.
Strange runes flicker beneath the
surface.

3. The Grand Vault
A cavernous chamber hidden deep
within the city. It contains Azarin’s most
prized treasures and the Warden of
Azarin stands guard.

ENCOUNTERS

1.Jungle Beasts
As the adventurers approach the
Overgrown Gates, they are attacked by 2
Jaguars that have made the ruins their
hunting ground.

2. Arcane Traps
In the Sunken Plaza, magical traps
activate when certain glyphs are
disturbed. Success requires Arcana (DC
13) or Dexterity Saves (DC 14) to avoid
damage.

3. Battle with the Warden of Azarin
In the Grand Vault, the Warden uses
crushing melee attacks and creates
magical shockwaves to defend the city’s
secrets.

OvutcoME OPTIONS

1. Preserve the City
The adventurers leave Azarin
undisturbed, ensuring its magic and
treasures remain hidden for future
generations.

2. Plunder the Vault
The adventurers claim the treasures of
Azarin, risking the wrath of the Warden
and the city’s latent magic.

3. Seal the Ruins
The adventurers collapse the Grand
Vault, ensuring the secrets of Azarin can
never be exploited.
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Lost CITY OF AZARIN

Roll
(1d20) Event Description

1-2 A crumbling wall collapses, forcing the adventurers
to find another route.

3-4 The adventurers discover a glowing shard that
grants resistance to radiant damage for an hour.

5-6 A spectral figure offers cryptic advice about Azarin’s
history.

7-8 A glyph on the ground lights up, revealing a hidden
compartment containing minor treasures.

9-10 The adventurers find evidence of a rival group that
came before them.

11-12 A burst of magical energy disrupts nearby
electronics or spells.

13-14  The adventurers spot glowing runes hinting at the
location of the Grand Vault.

15-16 A strange mist fills the air, imposing disadvantage
on Perception checks.

17-18  The adventurers encounter an injured explorer who
knows details about the Vault.

19-20 A glowing pathway briefly illuminates, guiding the
adventurers deeper into the ruins.

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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=i’ HE RUINS OF
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Protr Hook
Buried beneath the
sands lies the Ruins of Shattered Suns, a
temple said to hold the fragments of a long-
forgotten celestial artifact. Locals speak of
shimmering mirages and whispers carried
on the desert wind, warning intruders to
stay away. The adventurers must brave the
shifting dunes and uncover the truth
behind the ruins before its power falls into
the wrong hands.

Key NPCs

1. Sahir Dustwalker (Human, Neutral
Good)
A nomadic guide who claims to know the
way to the ruins. Sahir warns of the
dangers posed by sandstorms and buried
traps.

2. Zarvok Sunbinder (Tiefling, Chaotic
Evil)
A power-hungry mage who seeks the
fragments to control the sun’s energy.
Zarvok is willing to sacrifice anyone to
achieve his goals.

3. The Solar Sentinel (Construct, Lawful
Neutral)
An ancient guardian of the ruins, crafted
from polished bronze and enchanted to
defend the artifact from intruders.

LOCATIONS

1. The Endless Dunes
A vast stretch of rolling sand, where the
intense heat distorts vision and mirages
appear on the horizon. Sandstorms are a
constant threat.

2. The Scorched Pillars
A series of weathered stone columns
that mark the entrance to the ruins.
Faint glyphs glow faintly when touched,
hinting at the temple’s celestial origins.

3. The Chamber of Fragments
A grand underground hall filled with
broken statues and shards of radiant
crystal. The Solar Sentinel waits here,
guarding the remnants of the celestial
artifact.

ENCOUNTERS

1. Sand Predators
In the Endless Dunes, the adventurers
are ambushed by 2 Giant Scorpions,
their sandy carapaces blending with the
terrain.

2. Desert Traps
At the Scorched Pillars, magical traps
activate when glyphs are disturbed,
releasing bursts of searing light. Success
requires Dexterity Saves (DC 14) or
Arcana (DC 13) to bypass.

3. Battle with the Solar Sentinel
In the Chamber of Fragments, the
Sentinel uses radiant beams and
summoning smaller constructs made of
light to protect the artifact.

OurcoME OPTIONS

1. Claim the Fragments
The adventurers take the celestial
shards, gaining powerful magic but
risking the Sentinel’s pursuit and the
desert’s wrath.

2. Seal the Ruins
The adventurers collapse the temple
entrance, ensuring the fragments remain
undisturbed but buried forever.

3. Destroy the Artifact
The adventurers destroy the celestial
fragments, ending their threat but
sacrificing the chance to harness their
power.
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RUINS OF SHATTERED SUNS

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 sandstorm strikes, reducing visibility and
imposing disadvantage on Perception checks.
A shimmering mirage reveals what appears to be
another entrance to the ruins.
The adventurers discover a shard of radiant crystal
partially buried in the sand.
The sound of distant chanting echoes through the
dunes, but its source cannot be found.
A sand trap collapses, requiring Strength saves to
avoid being buried.
A nomadic traveler warns of an unnatural heat
emanating from the ruins.
A glowing glyph activates, temporarily revealing a
hidden map of the ruins.
A rival group of treasure hunters blocks the way
forward.
A burst of solar energy blinds the party, imposing
disadvantage on attacks for one round.
A spectral figure offers cryptic advice about the
artifact’s origin.

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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ProT HooK
Nestled in the heart of
the desert is an oasis that appears and
disappears without warning. Travelers
speak of clear waters and lush greenery,
only to find themselves lost or facing
dangers they couldn’t have foreseen. The
adventurers must investigate this enigmatic
oasis and uncover the truth behind its ever-
shifting nature.

KEY NPCs

1. Amira Sandsinger (Human, Neutral
Good)
A desert wanderer who has glimpsed the
oasis multiple times but has never been
able to stay within its bounds for long.

2. Khaled Mirageborn (Tiefling, Chaotic
Neutral)
A trickster mage who uses the oasis’s
illusions to lure travelers into traps,
seeking to rob them of their supplies.

3. The Mirage Guardian (Aberration,
Chaotic Neutral)
A shimmering, semi-corporeal entity that
protects the oasis, twisting reality
around those who approach.

LOCATIONS
1. The Shifting Sands

An expanse of constantly moving dunes
that surround the oasis. The air
shimmers with heat, and mirages dance
on the horizon.

2. The Reflecting Pools
A network of crystal-clear pools that
reflect the surroundings with perfect
clarity, hiding traps and creatures
beneath their surfaces.

3. The Heart of the Oasis
A tranquil clearing filled with ancient,
towering palms and a central pool that
glows faintly in the moonlight. The
Mirage Guardian resides here.

ENCOUNTERS

1. Dune Stalkers
While traversing the Shifting Sands, the
adventurers are ambushed by 2 Giant
Hyenas using the dunes for cover.

2. Illusory Pits
In the Reflecting Pools, magical illusions
conceal quicksand traps. Success
requires Perception (DC 14) and
Dexterity Saves (DC 13) to avoid.

3. Battle with the Mirage Guardian
At the Heart of the Oasis, the Guardian
uses psychic attacks and creates illusory
duplicates to confuse the party.

OvutcoME OPTIONS

1. Dispel the Illusions
The adventurers break the Guardian’s
hold over the oasis, revealing its true
nature as a mundane but dangerous
location.

2. Harness the Magic
The adventurers claim the oasis’s
illusory power, learning to create
mirages but risking the Guardian’s
wrath.

3. Abandon the Oasis
The adventurers leave the oasis
untouched, allowing its illusions to
continue luring travelers into the desert.
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Roll
(1d20) Event Description

1-2 A sudden sandstorm obscures the oasis, making
navigation difficult.

3-4 A mirage of an abandoned camp appears, but
nothing is there upon closer inspection.

5-6 The adventurers find a small vial of clear water that
radiates faint magical energy.

7-8 A glowing glyph in the sand hints at the oasis’s

shifting patterns.
9-10 A group of wandering nomads warns the
adventurers of the oasis’s dangers.

11-12  The adventurers hear the faint sound of laughter,

but its source remains unseen.

13-14  An illusory figure offers cryptic advice about the

oasis.
15-16 A rival group of treasure seekers blocks the
adventurers’ path.

17-18 A shimmering portal briefly appears, offering a

glimpse of another location.
19-20 A sudden collapse of sand reveals a hidden
chamber beneath the oasis.

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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PrLoT HOOK

The Wailing Canyons
are infamous among desert travelers for
the eerie sounds that echo through their
rocky walls. Some believe it is the wind,
while others speak of restless spirits
seeking vengeance. The adventurers must
traverse the canyons and uncover the
source of the haunting wails before they
lose their sanity—or their lives.

KEeY NPCs

1. Jorath Windseer (Human, Neutral Good)
A hermit who has lived near the canyons
for decades, Jorath believes the wails are
a warning of danger deep within.

2. Thessira Shadowsong (Elf, Chaotic
Neutral)

A bard who seeks inspiration from the
canyons but is drawn to their haunting
beauty. Thessira may help—or hinder—
the party depending on her whims.

3. The Wailing Phantom (Undead, Chaotic
Evil)

A spectral figure bound to the canyons, it
lures travelers to their doom with its
haunting cries.

LOCATIONS

1. The Echoing Pass
A narrow gorge where every sound is
amplified tenfold. The air feels heavy,
and distant wails seem to grow louder.

2. The Rift of Shadows
A deep chasm filled with swirling mists.
Strange shapes move within the fog, and
the wails are almost deafening here.

3. The Spirit’s Cradle
A cavern filled with jagged stalactites
and glowing runes. The Wailing
Phantom resides here, tethered to the
runes’ magic.

ENCOUNTERS

1. Rockfall Ambush
In the Echoing Pass, the adventurers are
ambushed by 2 Gargoyles disguised as
part of the canyon walls.

2. Spectral Minions
In the Rift of Shadows, 2 Shadows
attack the party, using the mist to
conceal their movements.

3. Battle with the Wailing Phantom
At the Spirit’s Cradle, the Phantom uses
necrotic energy and haunting cries to
disorient and harm the adventurers.

OuTtcoOME OPTIONS

1. Banish the Spirit
The adventurers destroy the runes
binding the Phantom, ending its reign
and silencing the wails.

2. Seal the Cavern
The adventurers collapse the Spirit’s
Cradle, trapping the Phantom but
leaving its curse to linger.

3. Escape the Canyons
The adventurers flee, leaving the
canyons’ mysteries and dangers intact.
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WAILING CANYONS

Roll
(1d20)
1-2
34
5-6

7-8
9-10

11-12
13-14
15-16
17-18

19-20

Event Description
A sudden gust of wind dislodges rocks, forcing the
adventurers to make Dexterity saves.
The adventurers find a glowing rune carved into the
canyon walls.
A spectral figure briefly appears, offering cryptic
warnings before vanishing.
A rival group of explorers blocks the path forward.
A chilling wail imposes disadvantage on Wisdom
checks for an hour.
A narrow path collapses, forcing the party to find
another route.
The adventurers discover a hidden alcove
containing ancient coins.
A haunting melody fills the air, disorienting the
adventurers.
A crack in the canyon wall reveals a hidden
chamber.
A sudden tremor shakes the ground, creating
unstable terrain.

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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PrLoT HOOK

Legends speak of the
Sands of Forgotten Kings, an endless
desert where the tombs of ancient rulers lie
buried beneath shifting dunes. Recently, a
merchant caravan discovered strange relics
exposed by the winds, and now treasure
hunters swarm to the area. The
adventurers must locate one of the tombs
and uncover its secrets before others
desecrate its sacred halls.

Key NPCs

1. Samin Dustcaller (Human, Neutral
Good)

A wandering historian determined to
preserve the tombs and their artifacts.
Samin offers valuable knowledge about
desert tombs but struggles to protect
them from plunderers.

2. Narik Sandthorn (Half-Orc, Chaotic Evil)
A merciless scavenger leading a band of
tomb robbers. Narik will stop at nothing
to loot the relics, even if it means battling
the adventurers.

3. The Sand Warden (Undead, Lawful
Neutral)

An ancient guardian bound to protect the
tomb and punish intruders. It views all
who enter as threats.

LOCATIONS

1. The Shifting Expanse
A vast stretch of dunes where landmarks
vanish beneath the sands. The desert
heat is oppressive, and the wind howls
constantly.

2. The Dune-Covered Tomb
A hidden entrance revealed by a recent
sandstorm. Faint carvings of forgotten
rulers line the walls, and an eerie silence
pervades the air.

3. The King’s Rest
The burial chamber of a forgotten
monarch, adorned with golden murals
and treasures. The Sand Warden stands
vigil here, bound by ancient oaths.

ENCOUNTERS

1. Desert Predators
In the Shifting Expanse, the adventurers
are attacked by 2 Giant Scorpions hiding
beneath the sand.

2. Tomb Traps
In the Dune-Covered Tomb, magical and
mechanical traps guard the corridors.
Success requires Perception (DC 13)
and Dexterity Saves (DC 14) to avoid
harm.

3. Battle with the Sand Warden
In the King’s Rest, the Warden uses
necrotic magic and animated constructs
to repel intruders. It wields a cursed
blade radiating dark energy.

OvurcoME OPTIONS

1. Preserve the Tomb
The adventurers defeat the Warden but
leave the tomb undisturbed, ensuring its
history is preserved.

2. Plunder the Relics
The adventurers claim the tomb’s
treasures, risking the curse of the
Forgotten Kings.

3. Seal the Entrance
The adventurers collapse the tomb,
ensuring no one else can desecrate its
halls but losing the knowledge within.
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Roll
(1d20) Event Description

1-2 A sudden sandstorm obscures visibility, imposing
disadvantage on Perception checks.

3-4 The adventurers find a fragment of a burial artifact
partially buried in the sand.

5-6 A spectral figure offers cryptic warnings about the
tomb’s curse.

7-8 The adventurers spot rival treasure hunters heading
toward the tomb.

9-10 A trap triggers, releasing a burst of necrotic energy.

11-12 A collapsed passage reveals a hidden chamber filled
with minor treasures.

13-14  The adventurers discover ancient carvings depicting
the king’s deeds.

15-16 A swarm of insects bursts from the walls, forcing
Dexterity saves to avoid bites.

17-18  The adventurers encounter a wandering nomad
who provides directions to the tomb.

19-20 A glowing glyph on the tomb walls hints at a hidden
mechanism.

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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PrLoT HOOK

A mysterious artifact
known as the Mirror of Sands has been
unearthed in a forgotten desert shrine. The
artifact is said to show visions of distant
places—or trap those who gaze into it. The
adventurers must locate the shrine and
decide whether the mirror’s power is a gift
Or a Curse.

KEy NPCs

1. Thyra Windveil (Tiefling, Neutral Good)
A scholar of desert relics who hopes to
study the mirror’s power without
releasing its curse. Thyra warns of its
unpredictable nature.

2. Malik Sablecloak (Human, Chaotic
Neutral)
A cunning thief who seeks to sell the
mirror to the highest bidder. Malik will
go to great lengths to ensure the
adventurers don’t reach it first.

3. The Sandbound Seer (Aberration,
Lawful Evil)
A being trapped within the mirror, it
manipulates visions to lure others into
freeing it.

L.OCATIONS
1. The Windblown Shrine

A crumbling structure half-buried in
sand. The walls are adorned with
ancient carvings, and faint whispers
emanate from within.

2. The Chamber of Reflections
A circular room where the Mirror of
Sands rests atop a stone pedestal. The
air hums with magical energy.

3. The Mirage Realm
A dreamlike pocket dimension accessed
through the mirror. The Sandbound
Seer resides here, twisting reality to suit
its whims.

ENCOUNTERS

1. Sand Snakes
At the Windblown Shrine, the
adventurers are attacked by 2 Giant
Poisonous Snakes guarding the
entrance.

2. Mirage Traps
In the Chamber of Reflections, illusory
traps disorient the adventurers. Success
requires Insight (DC 14) to discern
reality from illusion.

3. Battle with the Sandbound Seer
In the Mirage Realm, the Seer uses
psychic attacks and summons spectral
creatures to weaken the adventurers.

OurtcoME OPTIONS

1. Destroy the Mirror
The adventurers shatter the Mirror of
Sands, freeing its captives but losing
access to its visions.

2. Claim the Power
The adventurers take the mirror, gaining
its ability to show distant places while
risking its curse.

3. Seal the Shrine
The adventurers collapse the shrine,
trapping the mirror and its influence
within forever.
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MIRROR OF SANDS

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
The adventurers see visions of distant lands, but
their accuracy is questionable.
A glowing glyph on the shrine’s wall hints at the
mirror’s power.
The adventurers find a fragment of reflective glass
that radiates faint magical energy.
A rival group of explorers appears, claiming the
mirror is theirs by right.
The adventurers trigger an illusory trap, briefly
disorienting them.
A spectral figure warns of the Seer’s manipulative
nature.
A hidden alcove contains minor treasures etched
with reflective symbols.
A sudden sandstorm shakes the shrine, creating
unstable terrain.
The mirror shows a vision of a key to another
realm.
The adventurers hear faint laughter echoing from
the mirror’s surface.

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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Rising from the dunes
like a blade piercing the
sky, the Burning Spire is an ancient tower
shrouded in shimmering heat. Legends
claim it was a forge of the gods, but its
flames now scorch the land around it. The
adventurers must brave the blistering heat
and uncover the spire’s secrets before the
desert becomes an inferno.

Key NPCs

1.Jorah Emberstride (Dwarf, Neutral
Good)
A blacksmith who believes the spire

holds the secrets of god-forged weapons.

Jorah offers his expertise but struggles
with the oppressive heat.

2. Veyliss Flameborn (Tiefling, Chaotic
Neutral)
A fire sorcerer who seeks to awaken the
spire’s ancient power. Veyliss may ally
with or oppose the adventurers,
depending on their intentions.

3. The Inferno Warden (Elemental, Lawful

Neutral)

A massive fire elemental that guards the

spire’s heart. It burns with a divine
intensity and attacks all who intrude.

LOCATIONS
1. The Ashen Approach

A barren expanse of blackened sand and

scorched rock leading to the spire. The
heat is intense, and visibility is warped
by shimmering air.

2. The Flame-Forged Hall
The interior of the spire, lined with
molten metal and glowing runes. The
walls radiate unbearable heat.

3. The Inferno Core

A chamber at the heart of the spire,
dominated by a blazing forge powered by
divine fire. The Inferno Warden resides
here.

ENCOUNTERS
1. Blistering Winds

On the Ashen Approach, the adventurers
are attacked by 2 Magma Mephits, which
use the heat to their advantage.

. Molten Traps

In the Flame-Forged Hall, magical
glyphs release bursts of flame when
disturbed. Success requires Arcana (DC
13) and Dexterity Saves (DC 14) to avoid.

. Battle with the Inferno Warden

At the Inferno Core, the Warden uses
fire-based attacks and summons smaller
elementals to overwhelm the
adventurers.

OutcoME OPTIONS
1. Quell the Flames

The adventurers extinguish the spire’s
forge, stopping its spread but losing its
potential as a divine artifact.

. Harness the Forge

The adventurers stabilize the spire’s
magic, preserving its flames and
unlocking the ability to craft powerful
weapons.

. Abandon the Spire

The adventurers leave the spire
untouched, allowing its flames to
continue consuming the desert.
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D20 RANDOM EVENTS: THE
BURNING 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 sudden burst of heat forces the adventurers to
make Constitution saves or take exhaustion.
The adventurers find a shard of molten rock
radiating faint magical energy.
A rival group of treasure hunters blocks the way
forward.
The adventurers discover an ancient rune depicting
a long-lost forge technique.
A fire spirit offers cryptic advice about the spire’s
history.
A collapsed passage reveals a hidden alcove with
minor treasures.
A sudden sandstorm temporarily extinguishes
nearby flames.
The adventurers find an enchanted hammer
glowing faintly with heat.
The spire’s heat intensifies, making metal
equipment too hot to handle for a brief time.
A vision of a divine forge briefly illuminates the
spire’s purpose.

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

A massive stone citadel
drifts across the sands, carried by powerful
magic. Its course is unpredictable, and it
seems to vanish as quickly as it appears.
The adventurers must intercept the citadel,
uncover the source of its movement, and
determine whether it poses a threat—or an
opportunity.

KEey NPCs

1. Naida Suntracker (Elf, Neutral Good)

A scholar who has tracked the citadel’s
movements for years. Naida believes its
power could be a gift to the world but
fears its destructive potential.

2. Rakan Stormclaw (Human, Chaotic Evil)
A desert warlord determined to seize the
citadel as a mobile fortress. Rakan’s
raiders follow the citadel closely, ready
to attack.

3. The Citadel Core (Construct, Lawful
Neutral)

A sentient magical mechanism at the
heart of the citadel, responsible for its
movement and defense.

LOCATIONS
1. The Shifting Shadows

An area of dunes that seems to warp as
the citadel passes. Strange lights and
sounds disorient travelers.

2. The Citadel’s Edge
The outer walls of the citadel, with
narrow walkways and crumbling stone.
Raiders patrol the area, looking for
intruders.

3. The Heart of the Citadel
A glowing chamber filled with gears and
magical glyphs. The Citadel Core resides
here, maintaining the fortress’s
movement.

ENCOUNTERS

1. Sand Raiders
In the Shifting Shadows, the adventurers
are attacked by 2 Bandits allied with
Rakan’s forces.

2. Crumbled W alkways
At the Citadel’s Edge, sections of the
path collapse, requiring Acrobatics (DC
14) to navigate safely.

3. Battle with the Citadel Core
In the Heart of the Citadel, the Core uses
force-based attacks and summons
magical constructs to defend itself.

OvurcoME OPTIONS

1. Stabilize the Citadel
The adventurers take control of the
citadel’s magic, halting its movement
and using it as a stationary fortress.

2. Destroy the Core
The adventurers disable the Citadel
Core, causing the fortress to collapse
into the sands.

3. Harness the Movement
The adventurers reprogram the citadel,
gaining control over its mobility and
using it as a weapon or sanctuary.
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Roll
(1d20) Event Description

1-2 A sudden shift in the citadel’s movement disorients
the adventurers.

3-4 The adventurers find a glowing shard of magical
machinery.

5-6 A rival group of raiders blocks their path to the
citadel.

7-8 A collapsing section of wall reveals a hidden
passage.

9-10 The Citadel Core sends a burst of energy, knocking
intruders prone.

11-12  The adventurers discover an ancient map etched
into the citadel walls.

13-14 A glowing glyph briefly grants enhanced strength to
a party member.

15-16 A section of the citadel becomes weightless,
creating zero gravity for a moment.

17-18 A spectral figure appears, offering cryptic guidance
about the Core.

19-20 A sudden tremor shakes the citadel, causing debris
to fall.

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 choking veil of ash has
descended upon a
section of the desert, obscuring the sun and
plunging the area into perpetual twilight.
The source is a mysterious fissure that
emits an unrelenting plume of ash and
heat. The adventurers must investigate the
fissure and determine whether it is a
natural disaster—or something far more
sinister.

KEey NPCs

1. Darya Embercloak (Human, Neutral
Good)

A nomad who believes the fissure is the
site of an ancient calamity. Darya offers
guidance but warns of the dangers
lurking within the ash.

2. Zareth Ashcaller (Tiefling, Chaotic Evil)
A fire cultist seeking to harness the
fissure’s power to spread destruction.
Zareth will attack anyone who interferes
with his plans.

3. The Ash Elemental (Elemental, Chaotic
Neutral)

A massive elemental entity formed from
the fissure’s ash and heat. It is driven by
instinct to expand the fissure’s influence.

LOCATIONS

1. The Ashen Plains
A desolate area blanketed in ash.
Visibility is poor, and the air is thick with
heat and the scent of sulfur.

2. The Scorched Cavern
A tunnel leading into the fissure’s
depths. The walls glow faintly with
embers, and the ground is unstable.

3. The Ashen Core
The heart of the fissure, where a swirling
vortex of ash and fire dominates the
chamber. The Ash Elemental resides
here.

ENCOUNTERS

1. Ash Spirits
In the Ashen Plains, the adventurers are
attacked by 2 Magma Mephits that use
the ash for concealment.

2. Collapsing Pathways
In the Scorched Cavern, unstable
ground gives way beneath the
adventurers. Success requires Dexterity
Saves (DC 14) to avoid falling.

3. Battle with the Ash Elemental
At the Ashen Core, the Elemental uses
fire-based attacks and summons ash
clouds to obscure vision and hinder
movement.

OvutrcoME OPTIONS

1. Seal the Fissure
The adventurers collapse the fissure,
ending the ash plume but risking a
secondary eruption.

2. Control the Power
The adventurers stabilize the fissure’s
energy, allowing its power to be
harnessed safely.

3. Abandon the Area
The adventurers leave the fissure
untouched, allowing the ash to continue
spreading across the desert.
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VEIL OF ASH

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 burst of ash obscures vision, imposing
disadvantage on Perception checks.
The adventurers find a glowing ember shard
radiating faint magical energy.
A fire spirit offers cryptic warnings about the
fissure’s power.
A rival group of cultists attempts to seize control of
the fissure.
The ground shakes, briefly opening new cracks in
the fissure.
A collapsed passage reveals a hidden alcove
containing minor treasures.
The adventurers discover ancient carvings warning
of the fissure’s origin.
A sudden gust of hot air forces Constitution saves
to avoid exhaustion.
A glowing glyph activates, offering insight into the
fissure’s purpose.
A spectral figure briefly appears, warning of an
impending eruption.

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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PrLoT Hook

Rising from the desert
sands are the massive, fossilized remains
of a titan. Scholars and treasure hunters
flock to the site, believing the bones hold
magical properties. However, as the
excavation progresses, strange phenomena
begin to occur, and whispers of an ancient
curse spread. The adventurers must delve
into the remains and uncover the truth of
the titan’s demise.

KEeyYy NPCs

1. Kelvin Ironspade (Dwarf, Neutral Good)
An archaeologist who believes the titan’s
remains should be preserved for study.
Kelvin warns against disturbing the
bones too much.

2. Vyrak Bonecaller (Half-Orc, Chaotic
Evil)

A necromancer who seeks to awaken the
titan’s power and use it for destruction.
Vyrak is already raising undead from the
excavation site.

3. The Titan’s Spirit (Undead, Lawful
Neutral)

A spectral remnant of the titan, bound to
its remains and determined to protect
them from desecration.

LOCATIONS

1. The Shattered Ribs
A field of massive bones protruding from
the sand. The area hums faintly with
magical energy, and the ground trembles
intermittently.

2. The Skull Cavern
A chamber formed within the titan’s
skull. Ancient runes cover the walls,
glowing faintly with residual power.

3. The Heart Chamber
A cavern deep beneath the remains,
where the titan’s essence lingers. The
Titan’s Spirit resides here, protecting its
resting place.

ENCOUNTERS

1. Undead Minions
At the Shattered Ribs, the adventurers
are attacked by 2 Skeletons raised by
Vyrak’s magic.

2. Bone Traps
In the Skull Cavern, enchanted bones
animate to hinder the party. Success
requires Arcana (DC 13) or Dexterity
Saves (DC 14) to navigate.

3. Battle with the Titan’s Spirit
In the Heart Chamber, the Spirit uses
necrotic magic and spectral attacks to
repel intruders.

OvurcoME OPTIONS

1. Appease the Spirit
The adventurers convince the Spirit to
rest peacefully, ending the disturbances
at the site.

2. Destroy the Remains
The adventurers shatter the bones,
ensuring they can never be exploited but
losing the chance to study them.

3. Claim the Power
The adventurers harness the residual
energy of the remains, risking a lingering
curse.
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BONES OF THE TITAN

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 tremor causes bones to shift, blocking a
passage.
The adventurers find a shard of fossilized bone
radiating faint magical energy.
A spectral figure warns of the necromancer’s
intentions.
The ground collapses, revealing a hidden chamber
within the remains.
A glyph etched into the bones activates, releasing a
burst of necrotic energy.
The adventurers encounter a rival excavation team.
A gust of wind uncovers a buried artifact near the
bones.
A section of bones briefly glows, granting insight
into the titan’s life.
The adventurers hear distant whispers, hinting at
the titan’s lingering consciousness.
A minor undead creature emerges from the sand,
attacking the party.

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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Deep within the desert
lies a region of blood-red
sand known as the Crimson Dunes. Local
legends claim the dunes formed from the
remnants of an ancient battle between rival
gods. Strange occurrences have begun to
plague the area, with travelers vanishing
and whispers of otherworldly beings rising
from the sands. The adventurers must
investigate the dunes and uncover the truth
behind their sinister power.

Key NPCs

1. Shayla Redveil (Human, Neutral Good)
A desert nomad who believes the
Crimson Dunes are sacred and warns
against disturbing their balance. Shayla
reluctantly guides the adventurers.

2. Rhyzar Bloodflame (Tiefling, Chaotic
Evil)

A sorcerer who seeks to awaken the
latent power of the dunes and ascend to
godhood. Rhyzar is willing to sacrifice
anyone in his way.

3. The Scarlet Titan (Fiend, Chaotic
Neutral)

A massive, otherworldly entity bound
beneath the dunes. It stirs restlessly,
influencing the region with its dark
energy.

LOCATIONS
1. The Sanguine W astes
A vast expanse of blood-red sand. The
air is thick with heat, and strange
whispers seem to emanate from the
dunes themselves.

2. The Cursed Obelisk
A towering, weathered structure
inscribed with runes of an ancient
language. The obelisk pulses faintly with
red light and marks the entrance to the
Titan’s prison.

3. The Abyssal Chamber
A cavern beneath the dunes, filled with
swirling crimson sand and glowing
sigils. The Scarlet Titan’s prison resides
here, barely holding its immense power.

ENCOUNTERS
1. Dune Shades

In the Sanguine Wastes, the adventurers
are attacked by 2 Shadows, their forms
distorted by the Titan’s influence.

2. Obelisk Guardians
At the Cursed Obelisk, 2 Animated
Armors emerge from the sand,
protecting the obelisk from intruders.

3. Battle with the Scarlet Titan
In the Abyssal Chamber, the Titan
lashes out with fiendish magic and
massive claws. It summons waves of
crimson sand to obscure vision and
weaken the party.

OutcoME OPTIONS

1. Seal the Titan
The adventurers reinforce the prison’s
sigils, ensuring the Titan remains bound
and its influence diminishes.

2. Destroy the Obelisk
The adventurers collapse the obelisk,
severing the Titan’s connection to the
dunes but risking the wrath of its
remaining power.

3. Release the Titan
The adventurers free the Titan, either
allying with it or battling it to the death,
forever changing the fate of the desert.
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CRIMSON DUNES

Roll
(1d20)
1-2
34

5-6
7-8

9-10

11-12
13-14
15-16

17-18

19-20

Event Description
A sudden shift in the dunes causes the ground to
collapse, forcing Dexterity saves to avoid falling.
The adventurers find a shard of glowing red crystal
that radiates faint magical energy.
A spectral figure warns of the Titan's stirring power.
The adventurers discover runes that provide clues
about the Titan’s prison.
A gust of wind uncovers a hidden passage beneath
the sands.
The adventurers encounter a rival group of treasure
hunters heading toward the obelisk.
A glowing sigil activates, revealing a vision of the
ancient battle that formed the dunes.
A sudden burst of magical energy disrupts nearby
spells.
The adventurers hear whispers in an unknown
language, growing louder as they approach the
obelisk.
A minor fiend emerges from the sand, attacking the
adventurers.

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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s’ HE STORMFORGED
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PLoT HOoOK
Hidden deep within the
desert lies the Stormforged Ruins, an
ancient structure that crackles with
lightning even under the sun’s blazing heat.
Locals say a powerful storm god once
called the ruins home, and now a constant
tempest brews above. The adventurers
must venture into the ruins, weather the
storms, and uncover its secrets before its
power wreaks havoc on the region.

Key NPCs

1. Aran Thunderstride (Human, Neutral
Good)
A storm priest who believes the ruins are
a sacred site. Aran hopes to preserve the
ruins but fears their volatile energy.

2. Kalrex Stormreaver (Half-Orc, Chaotic
Evil)
A warlord seeking to harness the ruins’
power to summon an army of storm
elementals. Kalrex’s mercenaries patrol
the area.

3. The Tempest Warden (Elemental,
Lawful Neutral)
A storm elemental bound to protect the
ruins. It unleashes lightning and fierce
winds against those who intrude.

LOCATIONS

1. The Windblown Expanse
A vast plain where the wind howls
constantly. The sky darkens as the
adventurers approach, and arcs of
lightning flash in the distance.

2. The Temple of Thunder
A towering structure with jagged spires
that seem to attract lightning. The air
hums with electricity, and faint runes
glow on the walls.

3. The Eye of the Storm
The central chamber of the ruins, where
a swirling vortex of lightning dominates
the space. The Tempest Warden resides
here, maintaining the storm.

ENCOUNTERS

1. Storm Hounds
In the Windblown Expanse, the
adventurers are attacked by 2 Lightning
Jackals, their bodies crackling with
electricity.

2. Thunder Traps
In the Temple of Thunder, magical
glyphs trigger bursts of sound and
lightning when disturbed. Success
requires Arcana (DC 13) or Dexterity
Saves (DC 14) to avoid.

3. Battle with the Tempest Warden
In the Eye of the Storm, the Warden
uses lightning-based attacks and fierce
winds to push adventurers into
hazardous terrain.

OutcoME OPTIONS

1. Calm the Storm
The adventurers stabilize the ruins’
energy, ending the storm but preserving
its history.

2. Harness the Power
The adventurers take control of the
ruins, gaining powerful storm magic but
risking unintended consequences.

3. Destroy the Ruins
The adventurers collapse the structure,
ensuring its power cannot be used again.
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STORMFORGED RUINS

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 gust of wind forces Dexterity saves to
avoid being knocked prone.
The adventurers find a glowing shard of charged
stone radiating faint magical energy.
A rival group of explorers blocks the path forward.
A glowing glyph temporarily grants resistance to
lightning damage.
The adventurers trigger a trap, releasing a burst of
thunder.
A spectral figure warns of the storm’s growing
power.
The adventurers discover a hidden chamber filled
with minor treasures.
A sudden lightning strike splits a nearby rock,
revealing a hidden path.
The wind grows stronger, imposing disadvantage
on ranged attacks.
A glowing symbol offers insight into the ruins’
purpose.

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

107



ADVENTURE SEED 152:

~=sfins” HE SCEPTER OF
‘ 6 7Y DusT”

PLoT HOoOK

In the heart of a desert
valley lies the Scepter of Dust, an ancient
artifact buried beneath layers of sand. Said
to grant dominion over the desert, the
scepter’s discovery has drawn the attention
of nomads, scholars, and warlords alike.
The adventurers must find the artifact
before it falls into the wrong hands.

Key NPCs

1. Miryah Sandcaller (Elf, Neutral Good)
A desert druid who believes the scepter
is too powerful for mortals to wield.
Miryah warns against disturbing the
artifact.

2. Korzar the Dune King (Human, Chaotic
Evil)
A self-styled ruler who seeks the scepter
to consolidate his power over the desert
tribes. Korzar’s raiders fiercely guard the
valley.

3. The Sandshaper Warden (Construct,
Lawful Neutral)
A massive construct imbued with the
scepter’s magic, it protects the artifact
from intruders.

LOCATIONS

1. The Valley of Whispers
A desolate canyon where the wind
carries faint, eerie murmurs. Shifting
sands obscure the path forward.

2. The Hidden Tomb
A sandstone structure buried beneath
the dunes. The walls are adorned with
intricate carvings depicting ancient
rituals.

3. The Throne of Dust
A grand chamber where the Scepter of
Dust rests atop a crumbling throne. The
Sandshaper Warden guards the artifact
here.

ENCOUNTERS

1. Desert Raiders
In the Valley of Whispers, the
adventurers are attacked by 3 Bandits
loyal to Korzar.

2. Shifting Sands
In the Hidden Tomb, magical traps
cause the ground to shift and collapse.
Success requires Dexterity Saves (DC
14) or Survival (DC 13) to navigate.

3. Battle with the Sandshaper Warden
In the Throne of Dust, the Warden uses
sand-based attacks and creates barriers
of swirling sand to obstruct the
adventurers.

OuTtcoME OPTIONS

1. Seal the Artifact
The adventurers bury the scepter deep
beneath the sand, preventing its misuse
but losing access to its power.

2. Claim the Scepter
The adventurers take the artifact,
gaining control over desert-based magic
but drawing unwanted attention.

3. Destroy the Scepter
The adventurers shatter the artifact,
ending its influence but risking
unforeseen consequences.
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Roll
(1d20)

12
3-4

5-6
7-8

9-10
11-12

13-14

15-16

17-18
19-20

Event Description
A sudden sandstorm obscures the path forward.
The adventurers find a shard of sandstone etched
with glowing glyphs.
A rival group of explorers blocks their path.
The wind carries faint whispers, warning of the
scepter’s power.
A collapsing wall reveals a hidden alcove.
The adventurers discover an ancient map leading
to the throne.
A glowing glyph temporarily grants enhanced
perception.
A spectral figure appears, offering cryptic advice
about the artifact.
The ground collapses, revealing a deeper chamber.
A burst of magical energy disrupts nearby spells.

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 recently unearthed

pyramid emits strange, echoing whispers at

night, drawing explorers and treasure
hunters to its base. Rumors suggest that
the whispers belong to the spirit of a
cursed pharaoh, bound within the pyramid
to protect a powerful artifact. The
adventurers must delve into the pyramid,
uncover its mysteries, and confront the
pharaoh’s restless spirit.

Key NPCs

1. Tarin Suncloak (Human, Neutral Good)
A historian who believes the whispers
are a plea for help from the cursed
pharaoh. Tarin insists the pyramid’s
secrets must be uncovered to free the
spirit.

2. Khelvar Dunestrider (Half-Elf, Chaotic
Evil)

A rogue who seeks the pyramid’s
treasure, disregarding the warnings of
the curse. Khelvar’s crew may cross
paths with the adventurers inside.

3. The Bound Pharaoh (Undead, Lawful
Neutral)

A spectral figure who guards the
pyramid’s treasures. The pharaoh was
cursed to protect the artifact for eternity
and attacks intruders.

LOCATIONS

1. The Shifting Base
The sands around the pyramid shift
constantly, hiding the entrance and
exposing new dangers. The air is filled
with faint whispers, growing louder at
night.

2. The Labyrinthine Corridors
Twisting, trap-filled tunnels with walls
covered in hieroglyphs. The symbols
glow faintly and depict the story of the
pharaoh’s curse.

3. The Pharaoh’s Chamber
A grand hall filled with treasures and a
glowing sarcophagus. The Bound
Pharaoh resides here, guarding the
artifact.

ENCOUNTERS

1. Sand Specters
At the Shifting Base, the adventurers are
attacked by 2 Shadows, their forms
distorted by the whispers’ magic.

2. Hieroglyph Traps
In the Labyrinthine Corridors, glowing
runes release bursts of necrotic energy
when disturbed. Success requires
Arcana (DC 13) and Dexterity Saves (DC
14) to bypass.

3. Battle with the Bound Pharaoh
In the Pharaoh’s Chamber, the pharaoh
uses necrotic magic and spectral
minions to protect the artifact.

OutcoME OPTIONS

1. Break the Curse
The adventurers destroy the artifact,
freeing the pharaoh’s spirit and silencing
the whispers forever.

2. Claim the Artifact
The adventurers take the artifact,
gaining its power but risking the wrath
of the pharaoh’s lingering curse.

3. Seal the Pyramid
The adventurers collapse the pyramid,

ensuring its secrets and dangers remain
hidden.
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D20 RANDOM EVENTS: THE
WHISPERING PYRAMID

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 shift in the sands reveals a hidden
passage.
The adventurers hear faint whispers warning them
of traps ahead.
The adventurers find a shard of glowing sandstone
etched with hieroglyphs.
A rival group of treasure hunters blocks the path
forward.
The adventurers trigger a trap, releasing a burst of
necrotic energy.
A spectral figure offers cryptic advice about the
artifact.
The adventurers discover a hidden alcove
containing minor treasures.
A glowing glyph temporarily grants resistance to
necrotic damage.
A vision of the pharaoh’s past illuminates the
corridor.
A section of the pyramid collapses, forcing the
adventurers to find another route.

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 otherworldly event
has turned a stretch of
the desert into a shimmering expanse of
glass. The region reflects sunlight so
intensely that few can approach, and
strange creatures of living crystal have
begun to emerge. The adventurers must
navigate the Glass Desert, uncover the
cause of its transformation, and deal with
the crystalline creatures before they spread
further.

Key NPCs

1. Lyara Prismshade (Elf, Neutral Good)
A mage researching the desert’s
transformation. Lyara believes it was
caused by an ancient celestial event and
seeks to understand its power.

2. Drazar Flintshard (Dwarf, Chaotic
Neutral)
A miner hoping to exploit the glass for
wealth. Drazar’s greed may lead him to
endanger others.

3. The Crystal Golem (Construct, Lawful
Neutral)
A massive crystalline guardian created
during the desert’s transformation. It
attacks anyone it deems a threat to the
Glass Desert.

LOCATIONS

1. The Shattered Dunes
An area where sand transitions into
jagged glass. The ground is treacherous,
and heat shimmers distort vision.

2. The Prism Fields
A network of towering crystal spires that
reflect and refract light, creating dazzling
but disorienting illusions.

3. The Celestial Core
The heart of the Glass Desert, where a
massive crystal pulses with energy. The
Crystal Golem resides here, protecting
the core.

ENCOUNTERS

1. Living Shards
In the Shattered Dunes, the adventurers
are attacked by 3 Animated Shards,
small creatures of living crystal.

2. Prismatic Illusions
In the Prism Fields, light-based traps
disorient the adventurers. Success
requires Perception (DC 14) and Insight
(DC 13) to navigate.

3. Battle with the Crystal Golem
At the Celestial Core, the Golem uses
light-based attacks and summons shards
of glass to hinder movement.

OvurcoME OPTIONS

1. Destroy the Core
The adventurers shatter the crystal core,
ending the Glass Desert’s expansion but
losing its magical potential.

2. Control the Energy
The adventurers stabilize the core’s
power, preserving the desert and gaining
access to its magic.

3. Abandon the Desert
The adventurers leave the Glass Desert
untouched, allowing it to spread
unchecked.
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D20 RANDOM EVENTS: THE
GLASS DESERT

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 burst of sunlight blinds the adventurers
temporarily.
The adventurers find a shard of glowing crystal
radiating faint magical energy.
A rival group of treasure seekers blocks the way
forward.
A section of glass collapses, revealing a hidden
chamber.
The adventurers hear a faint melody, seemingly
coming from the crystal spires.
A glowing glyph temporarily grants enhanced
perception.
The adventurers encounter a spectral figure
warning them of the core’s power.
A shard of light creates a prismatic barrier, blocking
the path.
The adventurers discover an ancient artifact
embedded in the glass.
A sudden tremor shakes the area, cracking the
glass beneath their feet.

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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Stretching endlessly
under the scorching sun, the Salt Flats of
Despair are said to be the remnants of a
cursed sea. Travelers report bizarre
phenomena, such as spectral ships sailing
across the cracked ground and voices
calling from beneath the salt. The
adventurers must explore the flats to
uncover the source of the curse and put an
end to the haunting.

KeyYy NPCs

1. Orwin Tidecaller (Human, Neutral
Good)
A scholar who believes the flats hold the
remnants of an ancient civilization.
Orwin seeks to recover artifacts and
understand the flats’ origins.

2. Vorsha Brinefang (Half-Orc, Chaotic
Neutral)
A scavenger hoping to loot treasures
rumored to be buried beneath the salt.
Vorsha’s methods are reckless and may
endanger the party.

3. The Salt Revenant (Undead, Lawful Evil)

A vengeful spirit bound to the flats. The
Revenant attacks anyone who disturbs
its cursed domain.

LOCATIONS
1. The Cracked Sea
A vast, barren expanse of salt-encrusted

ground. The air shimmers with heat, and

faint voices can be heard on the wind.

2. The Wreck of the Last Tide
A massive, skeletal ship partially buried
in the salt. The wreck is surrounded by
eerie, glowing salt crystals.

3. The Abyssal Maw
A sinkhole in the flats leading to an
underground chamber. The Salt
Revenant resides here, guarding its
cursed treasure.

ENCOUNTERS

1. Salt Shadows
In the Cracked Sea, the adventurers are
attacked by 2 Shadows, distorted by the
curse’s influence.

2. Crystalline Traps
At the Wreck of the Last Tide, glowing
salt crystals emit necrotic energy when
disturbed. Success requires Arcana (DC
14) or Dexterity Saves (DC 13) to bypass.

3. Battle with the Salt Revenant
In the Abyssal Maw, the Revenant uses
necrotic magic and summons skeletal
sailors to aid it in combat.

OvuTtcoME OPTIONS

1. Break the Curse
The adventurers destroy the Revenant’s
treasure, lifting the curse and restoring
peace to the flats.

2. Claim the Treasure
The adventurers take the cursed
artifacts, gaining their power but risking
the curse’s effects.

3. Abandon the Flats
The adventurers leave the flats
untouched, allowing the curse to persist.
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D20 RANDOM EVENTS: THE
SALT FLATS OF DESPAIR

Roll
(1d20) Event Description

1-2 A sudden shift in the flats causes the ground to
crack, forcing Dexterity saves to avoid falling.

3-4 The adventurers find a glowing salt crystal radiating
faint magical energy.

5-6 A spectral figure warns the adventurers of the
curse’s power.

7-8 The adventurers hear the faint sound of waves,
though no water is visible.

9-10 A section of salt collapses, revealing an ancient

artifact.

11-12  The adventurers encounter a rival group of
scavengers.

13-14 A glowing glyph briefly grants resistance to necrotic
damage.

15-16  The adventurers discover a journal detailing the
curse’s origin.

17-18  The ground beneath the salt shifts, revealing a
hidden chamber.

19-20 A minor undead creature emerges from the salt,
attacking the party.

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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The Canyons of Chaos
are a labyrinthine network of sandstone
cliffs, rumored to shift and rearrange
themselves to confuse travelers. Some
believe the canyons are alive, while others
claim they are cursed. The adventurers
must navigate the twisting paths, confront
the dangers within, and uncover the source
of the canyons’ power.

Key NPCs

1. Telynn Windshadow (Elf, Neutral Good)
A ranger who knows the canyons well
but refuses to enter their deepest
reaches. Telynn believes something
ancient stirs within.

2. Hadrik Stonebreaker (Dwarf, Chaotic
Evil)
A mercenary who exploits the canyons’
shifting nature to ambush travelers.
Hadrik may attack or mislead the
adventurers.

3. The Stonebound Sentinel (Construct,
Lawful Neutral)
A massive golem that controls the

canyons’ shifting paths. It attacks anyone

who enters the heart of the labyrinth.

LOCATIONS
1. The Twisting Trails

Narrow paths between towering canyon
walls. The ground shifts beneath the
adventurers’ feet, and strange echoes fill
the air.

2. The Shifting Arches
A series of stone arches that rearrange
themselves as the party passes through.
Faint glyphs glow faintly on the arches’
surfaces.

3. The Heart of the Canyons
A cavern at the center of the labyrinth,
filled with glowing stone formations. The
Stonebound Sentinel resides here,
manipulating the canyons.

ENCOUNTERS

1. Ambush Predators
In the Twisting Trails, the adventurers
are attacked by 2 Giant Scorpions hiding
in crevices.

2. Shifting Paths
At the Shifting Arches, magical traps
cause the paths to rearrange. Success
requires Perception (DC 14) and Insight
(DC 13) to navigate.

3. Battle with the Stonebound Sentinel
In the Heart of the Canyons, the Sentinel
uses stone-based attacks and creates
barriers to trap the adventurers.

OvutcoME OPTIONS

1. Destroy the Sentinel
The adventurers defeat the Sentinel,
ending the canyons’ shifting but leaving
their paths exposed.

2. Control the Paths
The adventurers seize the Sentinel’s
power, gaining control over the canyons’
movements.

3. Seal the Heart
The adventurers collapse the Heart of
the Canyons, trapping the magic and
leaving the labyrinth unchanged.
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D20 RANDOM EVENTS: THE
CANYONS OF CHAOS

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

112
13-14
15-16
17-18

19-20

Event Description
A section of the path collapses, forcing the
adventurers to find another route.
The adventurers find a glowing stone shard
radiating faint magical energy.
The adventurers hear distant whispers, seemingly
coming from the canyon walls.
A rival group of travelers blocks the path forward.
The ground trembles, briefly rearranging the
canyons’ paths.
The adventurers discover an ancient glyph hinting
at the canyons’ origin.
A spectral figure offers cryptic advice about the
Sentinel.
A glowing symbol temporarily grants resistance to
physical damage.
The adventurers find a hidden alcove containing
minor treasures.
A sudden sandstorm fills the canyons, reducing
visibility.

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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In the heart of a parched
desert village lies a well
that once brought life but now brings only
misery. The water has turned black, and
those who drink from it fall ill or vanish
entirely. Locals whisper that a dark spirit
has taken residence within the well. The
adventurers must descend into the well to
confront its sinister inhabitant and restore
the village’s lifeline.

KEeY NPCs

1. Elder Nira Sandscribe (Human, Neutral
Good)
The village elder, Nira is desperate to
save her people and believes the
adventurers are her last hope.

2. Vakros Dreadwell (Tiefling, Chaotic
Neutral)
A wandering warlock who claims to have
knowledge of the well’s curse. Vakros
offers assistance but may be hiding his
own motives.

3. The Drowned Shade (Undead, Chaotic
Evil)
A vengeful spirit bound to the well, it
corrupts the water and lures victims to
their doom.

L.OCATIONS
1. The Blighted Village

The village is on the brink of collapse, its
crops withered and the air thick with
despair. The well stands at the center, its
blackened water emitting a foul odor.

2. The Wellshaft Descent
A narrow, crumbling shaft leading deep
into the earth. The walls are slick with
dark slime, and strange whispers echo
from below.

3. The Abyssal Spring
A cavernous chamber at the bottom of
the well, filled with dark, stagnant water.
The Drowned Shade resides here, its
corrupted essence spreading through the
spring.

ENCOUNTERS

1. Twisted Creepers
In the Blighted Village, the adventurers
are attacked by 2 Vine Blights, their
roots infused with the well’s dark magic.

2. Collapsed Passage
During the descent, part of the wellshaft
collapses, forcing the adventurers to
navigate unstable ground. Success
requires Athletics (DC 14) or Acrobatics
(DC 13) to proceed.

3. Battle with the Drowned Shade
In the Abyssal Spring, the Shade uses
necrotic energy and summons watery
tendrils to drag adventurers into the
dark waters.

OutcoME OPTIONS

1. Purify the Spring
The adventurers cleanse the well,
banishing the Drowned Shade and
restoring life to the village.

2. Seal the Well
The adventurers collapse the wellshaft,
cutting off the corruption but leaving the
village without water.

3. Harness the Darkness
The adventurers take control of the
well’s dark power, gaining its magic but
leaving the curse partially intact.
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D20 RANDOM EVENTS: THE
CURSED WELL

Roll
(1d20) Event Description
1-2 The ground around the well cracks, forcing Dexterity

saves to avoid falling.
3-4 The adventurers find a shard of glowing black
crystal radiating faint necrotic energy.

5-6 A spectral figure warns of the well’s true origins.
7-8 The adventurers hear faint cries for help from within
the well.

9-10 A sudden tremor shakes the wellshaft, threatening
to collapse it.

11-12  Arival group of adventurers arrives, claiming the
well as their mission.

13-14  The adventurers discover carvings around the well
detailing the curse’s origin.

15-16 A hidden passage in the wellshaft reveals an ancient
artifact.

17-18  The water briefly clears, showing visions of those
claimed by the curse.

19-20 A burst of dark energy lashes out from the well,
forcing Constitution saves to avoid necrotic
damage.

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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Deep in the desert lies
the Temple of Shifting Stars, an ancient
observatory once used to chart celestial
movements. The temple now seems alive,
its inner chambers shifting like a
kaleidoscope of stone and starlight.
Adventurers who enter speak of glimpsing
other worlds—or vanishing entirely. The
adventurers must navigate the temple and
uncover the truth of its cosmic power.

Key NPCs

1. Kara Starchaser (EIf, Neutral Good)
An astronomer who believes the temple
holds knowledge of other planes. Kara
hopes to preserve the temple’s mysteries
for study.

2. Rynis Duskfang (Tiefling, Chaotic
Neutral)
A rogue drawn by tales of treasures
hidden within the temple. Rynis is
willing to sabotage others to claim the
rewards.

3. The Cosmic Warden (Aberration, Lawful
Neutral)
A being made of swirling starlight and
shadow, it protects the temple’s secrets
and attacks intruders.

LOCATIONS
1. The Stellar Gateway

A circular entrance marked with glowing
constellations. The ground is inscribed
with shifting glyphs that form star maps.

2. The Celestial Labyrinth
A maze of shifting corridors that
rearrange themselves as the adventurers
move. Reflections of stars dance across
the walls.

3. The Astral Nexus
A central chamber filled with a massive,
rotating star map. The Cosmic Warden
resides here, controlling the temple’s
shifting nature.

ENCOUNTERS

1. Astral Beasts
In the Stellar Gateway, the adventurers
are attacked by 2 Specters, their forms
glimmering with starlight.

2. Shifting Pathways
In the Celestial Labyrinth, magical traps
teleport adventurers to random
locations. Success requires Arcana (DC
14) and Insight (DC 13) to navigate.

3. Battle with the Cosmic Warden
In the Astral Nexus, the Warden uses
radiant beams and illusions to confuse
and harm the adventurers.

OutcoME OPTIONS

1. Seal the Temple
The adventurers disable the star map,
ending the temple’s shifting but closing
its secrets to the world.

2. Claim the Knowledge
The adventurers master the star map,
gaining cosmic insights but risking
exposure to otherworldly dangers.

3. Leave the Temple Intact
The adventurers depart without
interfering, leaving the temple’s power
and risks untouched.
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D20 RANDOM EVENTS: THE
TEMPLE OF SHIFTING STARS

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 flash of light disorients the adventurers,
imposing disadvantage on Perception checks.
The adventurers find a glowing shard of starlit
crystal.
A rival group of scholars blocks the path forward.
A section of the labyrinth collapses, revealing a
hidden passage.
A glyph activates, briefly showing a vision of
another plane.
The adventurers hear faint whispers in an unknown
language.
A spectral figure offers cryptic guidance about the
star map.
A glowing symbol temporarily grants resistance to
radiant damage.
The adventurers find a celestial artifact embedded
in the wall.
A sudden tremor shifts the labyrinth’s layout.

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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The Sunbleached Spires are a cluster of
towering sandstone formations that glow
white under the desert sun. Recent reports
speak of ghostly figures wandering the
spires at night, whispering warnings to
those who approach. The adventurers must
investigate the spires, confront the wraiths,
and unravel the ancient curse binding their
restless spirits.

Key NPCs

1. Serina Brightstone (Human, Neutral
Good)

A historian researching the spires’
connection to a lost civilization. Serina
seeks to break the curse and lay the
spirits to rest.

2. Dralik Bonefang (Half-Orc, Chaotic Evil)
A tomb robber searching for treasures
buried within the spires. Dralik’s greed
risks provoking the wraiths further.

3. The Shifting Wraith (Undead, Lawful
Evil)

A powerful spirit bound to the spires,
leading the other wraiths. It attacks
anyone who disturbs the sanctity of its
domain.

LOCATIONS

1. The Bleached Path
A narrow trail winding through the
towering spires. The ground is cracked
and littered with sun-scorched bones.

2. The Echoing Caverns
A network of caves beneath the spires,
filled with haunting whispers and faintly
glowing glyphs.

3. The Wraith’s Altar
A ceremonial chamber deep within the
caverns, where the Shifting Wraith and
its minions gather. A broken altar
radiates dark energy.

ENCOUNTERS

1. Skeletal Sentinels
On the Bleached Path, the adventurers
are attacked by 2 Skeletons, animated by
the wraiths’ magic.

2. Haunting Echoes
In the Echoing Caverns, magical traps
release bursts of necrotic energy when
disturbed. Success requires Arcana (DC
14) and Dexterity Saves (DC 13) to
bypass.

3. Battle with the Shifting Wraith
At the Wraith’s Altar, the wraith uses
necrotic magic and summons spectral
minions to overwhelm the adventurers.

OutcoME OPTIONS

1. Break the Curse
The adventurers destroy the altar,
freeing the wraiths and ending the
haunting.

2. Seal the Caverns
The adventurers collapse the caves,
trapping the wraiths within but leaving
the curse intact.

3. Claim the Power
The adventurers take a relic from the
altar, gaining necrotic magic but risking
its corrupting influence.
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D20 RANDOM EVENTS: THE
WRAITHS OF SUNBLEACHED
SPIRES

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 gust of wind dislodges loose rocks,
forcing Dexterity saves.
The adventurers find a shard of glowing sandstone
etched with glyphs.
A spectral figure offers cryptic advice about the
altar.
The adventurers encounter a rival group of
treasure hunters.
A sudden tremor reveals a hidden passage.
A glyph activates, granting resistance to necrotic
damage.
The adventurers find a journal describing the
spires’ curse.
The wraiths’ whispers impose disadvantage on
Perception checks.
A hidden alcove contains minor treasures and
bones.
A sudden sandstorm fills the area, reducing
visibility.

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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Deep in the desert,
explorers have uncovered a vast stone
enclosure filled with perfectly preserved
statues of exotic creatures. Local rumors
suggest the menagerie once housed
magical beasts, but a curse turned them all
to stone. The adventurers must investigate
the menagerie to uncover the truth and
decide whether to restore the creatures—or
leave them as they are.

Key NPCs

1. Myrn Zephyrshade (Elf, Neutral Good)
A druid who believes the creatures were
guardians of the desert, cursed for
defying a powerful sorcerer. Myrn hopes
to restore the menagerie to its former
glory.

2. Kazan Gravelock (Dwarf, Chaotic
Neutral)
A treasure hunter seeking to exploit the
statues for profit. Kazan doesn’t care
whether the curse is broken as long as
he can claim the rewards.

3. The Stone Warden (Construct, Lawful
Neutral)
A magical guardian that enforces the
curse, attacking anyone who attempts to
meddle with the statues.

LOCATIONS

1. The Enchanted Walls
Tall, weathered stone walls inscribed
with glowing glyphs that emit faint
magical energy. The walls hum softly
when touched.

2. The Statuary Field
A vast courtyard filled with stone statues
of fantastical creatures, some lifelike and
others twisted in expressions of terror.

3. The Heart of the Menagerie
A hidden chamber beneath the field,
filled with swirling magical energy and
an altar where the curse was cast. The
Stone Warden resides here, maintaining
the spell.

ENCOUNTERS

1. Stonebound Beasts
In the Statuary Field, the adventurers
are attacked by 2 Gargoyles, their forms
indistinguishable from the statues until
they move.

2. Magical Traps
In the Enchanted Walls, runes release
bursts of petrification magic when
disturbed. Success requires Arcana (DC
14) and Dexterity Saves (DC 13) to avoid.

3. Battle with the Stone Warden
At the Heart of the Menagerie, the
Warden uses force-based attacks and
summons animated statues to protect
the altar.

OutcoME OPTIONS

1. Break the Curse
The adventurers destroy the altar,
restoring the creatures but risking the
chaos they might bring to the desert.

2. Seal the Menagerie
The adventurers collapse the chamber,
ensuring the statues remain frozen and
the curse intact.

3. Claim the Magic
The adventurers siphon the menagerie’s
magic for their own use, leaving the
statues in place but weakening the
Warden'’s control.
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D20 RANDOM EVENTS: THE
FORGOTTEN MENAGERIE

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 section of the walls collapses, revealing a hidden
passage.
The adventurers find a glowing shard of petrified
stone radiating faint magical energy.
A spectral figure warns of the chaos that breaking
the curse might unleash.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, briefly animating one of the
statues.
The adventurers discover carvings detailing the
menagerie’s creation.
A glowing rune temporarily grants resistance to
petrification.
A sudden tremor shakes the field, dislodging
several statues.
The adventurers hear faint whispers from one of the
statues.
A burst of magical energy disrupts nearby spells.

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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At the summit of a
jagged mountain stands the Spire of the
Skylord, an ancient shrine dedicated to a
long-forgotten god of the winds. Locals
speak of eerie hymns carried on the breeze
and warn travelers to stay away. The
adventurers must climb the treacherous
peak and confront the powerful force that
resides within the spire.

Key NPCs

1. Eshara Windveil (Aarakocra, Neutral
Good)
A wandering cleric who believes the
shrine holds divine power that could be
used to help her people. Eshara offers
guidance but warns of the spire’s
dangers.

2. Vorok Stormfang (Half-Orc, Chaotic
Evil)
A warlord seeking to control the spire’s
winds for his own ends. Vorok and his
raiders patrol the mountain’s lower
reaches.

3. The Skylord Avatar (Elemental, Lawful
Neutral)
A stormy, winged elemental entity bound
to the shrine. It tests all who enter the
spire to prove their worth—or drives
them out with its wrath.

LOCATIONS

1. The Frostbitten Pass
A narrow, icy trail leading to the base of
the spire. High winds make footing
treacherous, and predators lurk among
the rocks.

2. The Clouded Ascent
A steep climb through mist-shrouded
cliffs. Strange carvings on the walls glow
faintly in the fog.

3. The Skylord’s Shrine
A vast chamber atop the mountain, open
to the sky. The Skylord Avatar resides
here, surrounded by swirling winds and
glowing sigils.

ENCOUNTERS

1. Mountain Predators
In the Frostbitten Pass, the adventurers
are attacked by 2 Winter Wolves, drawn
by the scent of travelers.

2. Warding Glyphs
In the Clouded Ascent, magical glyphs
release bursts of lightning when
triggered. Success requires Arcana (DC
14) and Dexterity Saves (DC 13) to
bypass.

3. Battle with the Skylord Avatar
In the Skylord’s Shrine, the Avatar uses
wind-based attacks and summons gusts
to push adventurers off precarious
ledges.

OutcoME OPTIONS

1. Appease the Skylord
The adventurers complete the shrine’s
trials, gaining the blessing of the Skylord
and control over powerful wind magic.

2. Seal the Shrine
The adventurers collapse the spire,
ensuring its power cannot be misused
but cutting off access to the Skylord.

3. Claim the Power
The adventurers take the shrine’s magic
for themselves, risking the Skylord’s
lingering wrath.
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Roll
(1d20) Event Description

1-2 A sudden gust of wind knocks adventurers prone,
forcing Dexterity saves.

3-4 The adventurers find a glowing shard of crystal
imbued with air magic.

5-6 A spectral figure warns of the Skylord’s temper.

7-8 A collapsing section of trail reveals a hidden alcove.

9-10 The adventurers trigger a glyph, releasing a burst of

wind.

11-12  Arrival group of climbers blocks the path forward.

13-14 A glyph activates, temporarily granting flight to one
adventurer.

15-16 The wind carries distant whispers, hinting at the
shrine’s trials.

17-18 A glowing carving reveals a vision of the Skylord’s
origin.

19-20 A minor air elemental emerges to challenge the
adventurers.

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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At sunset, a massive
shadow stretches across the valley from the
peaks above, creating an unnatural chill
and unease among the locals. Rumors
speak of an ancient, slumbering dragon
whose presence is tied to the shadow. The
adventurers must investigate the mountain
and uncover the truth before the dragon
awakens.

KEeY NPCs

1. Thyra Dawnwatch (Dwarf, Neutral
Good)
A scout who has observed the shadow
for years. Thyra warns of increasing
tremors that hint at the dragon stirring.

2. Karnyx Firescale (Dragonborn, Chaotic
Neutral)
A treasure-seeker obsessed with finding
the dragon’s hoard, Karnyx offers aid but
may betray the party if treasure is
involved.

3. The Shadowed Wyrm (Dragon, Lawful
Neutral)
An ancient black dragon in a deep
slumber, it guards a vast hoard of gold
and relics within the mountain.

LOCATIONS
1. The Echoing Ravine

A rocky gorge filled with strange echoes.
The sound of dripping water and faint
growls creates an unsettling
atmosphere.

2. The Wyrm’s Spine
A ridge leading to the dragon’s lair,
littered with massive, ancient bones. The
air grows thick with a sulfuric stench.

3. The Dragon’s Hollow
A vast cavern filled with glittering
treasures and jagged stalactites. The
Shadowed Wyrm lies at the center,
surrounded by its hoard.

ENCOUNTERS

1. Cave Stalkers
In the Echoing Ravine, the adventurers
are attacked by 2 Giant Bats, drawn by
movement in the dark.

2. Shifting Pathways
On the Wyrm’s Spine, tremors cause the
ground to collapse, requiring Athletics
(DC 14) and Acrobatics (DC 13) to
navigate.

3. Battle with the Shadowed Wyrm
In the Dragon’s Hollow, the Wyrm uses
acid breath and tail sweeps to defend its
hoard.

OutcoME OPTIONS

1. Defeat the Dragon
The adventurers slay the Shadowed
Wyrm, claiming its hoard and ending the
shadow over the valley.

2. Appease the Wyrm
The adventurers negotiate with the
dragon, ensuring peace but leaving the
hoard untouched.

3. Seal the Lair
The adventurers collapse the hollow,
trapping the dragon and its treasure
within.
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MOUNTAIN’S SHADOW

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 tremor dislodges rocks, forcing Dexterity
saves to avoid falling.
The adventurers find a glowing shard of obsidian
etched with runes.
A rival group of treasure seekers blocks the way
forward.
A glyph activates, briefly showing a vision of the
dragon’s origin.
The adventurers hear distant growls, growing
louder as they proceed.
A spectral figure warns of the dragon’s wrath.
A minor tremor reveals a hidden alcove.
The adventurers discover a carving depicting a
battle with the dragon.
A glowing rune grants resistance to acid damage
for a short time.
The adventurers find a minor magical item among
scattered bones.

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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High above the clouds
lies the Monastery of Eternal Mists, a
secluded retreat said to hold secrets of
immortality. Recently, travelers have
returned from the area reporting strange
dreams and sightings of shadowy figures in
the fog. The adventurers must ascend the
mist-covered peaks to uncover the truth
and decide the fate of the monastery.

KEey NPCs

1. Brother Tyval (Human, Lawful Good)
A monk devoted to preserving the
monastery’s teachings. Tyval believes
the mist is a sacred gift and fears
outsiders disturbing the balance.

2. Ashra Cloudstep (Half-Elf, Chaotic
Neutral)

A rogue who has infiltrated the
monastery, seeking to steal its secrets.
Ashra may help or hinder the party
depending on their goals.

3. The Mistbound Keeper (Aberration,
Lawful Neutral)

A spectral guardian formed from the
mist, it protects the monastery’s sacred
grounds and tests the worthiness of
intruders.

LOCATIONS

1. The Fogged Path
A narrow trail winding through dense
mist. Visibility is limited, and the air is
heavy with an unnatural chill.

2. The Cloister of Echoes
A secluded courtyard where whispers
and faint chants seem to emanate from
nowhere. The walls are carved with
intricate, glowing runes.

3. The Sanctum of Stillness
A vast, silent hall filled with shifting mist
and floating lanterns. The Mistbound
Keeper resides here, guarding the
monastery’s greatest secret.

ENCOUNTERS

1. Mist Stalkers
On the Fogged Path, the adventurers are
attacked by 2 Wights, their forms barely
visible through the fog.

2. Echo Traps
In the Cloister of Echoes, magical glyphs
amplify sound to disorient the
adventurers. Success requires Insight
(DC 14) and Arcana (DC 13) to navigate.

3. Battle with the Mistbound Keeper
In the Sanctum of Stillness, the Keeper
uses radiant energy and fog-based
illusions to confuse and weaken the
adventurers.

OvurcoME OPTIONS

1. Preserve the Monastery
The adventurers leave the monastery’s
secrets intact, ensuring the mist remains
undisturbed.

2. Claim the Knowledge
The adventurers uncover the secret of
immortality, risking the mist’s wrath and
the Keeper’s vengeance.

3. Dispel the Mist
The adventurers banish the mist, ending
its influence but leaving the monastery
vulnerable to outsiders.
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MONASTERY OF ETERNAL
Mists

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 gust of wind clears the mist briefly,
revealing hidden symbols.
The adventurers find a glowing shard of crystal
imbued with fog magic.
A rival group of treasure seekers blocks the path
forward.
The adventurers hear faint whispers warning of the
Keeper’s wrath.
A glowing glyph activates, showing a vision of the
monastery’s founding.
A spectral monk offers cryptic advice about the
mist.
The adventurers discover a carving hinting at the
Keeper’s purpose.
The fog thickens, imposing disadvantage on
ranged attacks.
The adventurers find a minor magical relic among
the ruins.
A burst of radiant energy briefly lights up the
monastery.

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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Legends tell of a colossal
titan that climbed a
mountain to challenge the gods, leaving its

3. The Peak of Resolve

The summit of the mountain, where a
massive stone altar glows faintly. The
Titan’s Echo resides here, guarding the
altar’s power.

massive footprints embedded in the rock. ENCOUNTERS

Now, strange tremors have shaken the
peak, and massive cracks have appeared
along the trails. The adventurers must
ascend the mountain and uncover the truth
of the titan’s legacy before the tremors
worsen.

KEeY NPCs

1. Elder Arvik Stonekeeper (Dwarf,
Neutral Good)
A scholar who has studied the mountain
for decades. Arvik believes the tremors
are connected to the titan’s slumbering
power.

1. Rockfall Ambush

On the Cracked Steps, the adventurers
are attacked by 2 Earth Elementals,
drawn by the mountain’s disturbance.

2. Shifting Paths

At the Titan’s Rest, tremors rearrange
the terrain, forcing Athletics (DC 14) and
Survival (DC 13) checks to proceed.

3. Battle with the Titan’s Echo

At the Peak of Resolve, the Echo uses
stone-based attacks and summons
boulders to hinder the adventurers.

2. Bralyx Ironclaw (Half-Orc, Chaotic OUTGOME OPTIONS

Neutral)
A mercenary hoping to exploit the titan’s
power for personal gain. Bralyx may try
to sabotage the party to ensure her
success.

3. The Titan’s Echo (Construct, Lawful
Neutral)
A massive stone golem created from the
remnants of the titan’s power. It guards
the mountain’s secrets and tests
intruders’ resolve.

LOCATIONS

1. The Cracked Steps
A steep trail marred by massive
footprints and deep fissures. The air
hums faintly with magical energy.

2. The Titan’s Rest
A plateau littered with giant, broken
weapons and fragments of armor. The
ground trembles slightly with each step.

1. Calm the Mountain

The adventurers seal the altar,
stabilizing the tremors but leaving the
titan’s power dormant.

. Claim the Power

The adventurers take the altar’s magic,
risking further tremors and the Echo’s
wrath.

. Destroy the Altar

The adventurers shatter the altar, ending
the tremors but losing access to the
titan’s magic forever.
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D20 RANDOM EVENTS: THE
TITAN’S ASCENT

Roll
(1d20) Event Description

1-2 A sudden tremor dislodges rocks, forcing Dexterity
saves.

3-4 The adventurers find a glowing shard of stone
imbued with the titan’s energy.

5-6 A rival group of climbers blocks the path forward.

7-8 A spectral figure warns of the titan’s restless power.

9-10 The adventurers discover ancient carvings hinting

at the altar’s origin.

11-12 A glyph activates, granting temporary strength to
an adventurer.

13-14  The ground shakes, revealing a hidden chamber.

15-16 A sudden windstorm buffets the mountain,
imposing disadvantage on attacks.

17-18  The adventurers find a minor magical relic buried
in the rock.

19-20 A burst of magical energy disrupts nearby spells.

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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Hidden among the
jagged peaks is the Forgotten Altar, an
ancient site where rituals to long-lost
mountain gods were performed. Locals
claim that anyone who disturbs the altar
brings misfortune upon themselves and the
region. Strange weather patterns and
missing travelers have sparked fear,
drawing the adventurers to investigate.

KEeY NPCs

1. Eira Frostgleam (EIf, Neutral Good)
A hermit who lives near the altar, Eira
believes the disturbances are a warning
from the mountain gods. She offers
cryptic advice but refuses to approach
the site.

2. Korrak Stonefang (Dwarf, Chaotic
Neutral)
A miner hoping to exploit the altar’s
rumored treasures. Korrak’s greed could
provoke danger for himself and the
adventurers.

3. The Mountain Guardian (Elemental,
Lawful Neutral)
A stone and frost elemental bound to the
altar. The Guardian protects the site and
punishes those who seek to desecrate it.

LOCATIONS

1. The Avalanche Trail
A treacherous path littered with fallen
rocks and snow. The area is prone to
sudden avalanches triggered by loud
noises or tremors.

2. The Sacred Clearing
A serene glade surrounded by towering
peaks. The altar stands at its center,
adorned with carvings of forgotten
deities.

3. The Heart of the Altar
A hidden chamber beneath the clearing,
where the Mountain Guardian resides.
The air is cold, and faint whispers echo
through the chamber.

ENCOUNTERS

1. Frost Wolves
On the Avalanche Trail, the adventurers
are attacked by 2 Winter Wolves, drawn
by the unnatural disturbances.

2. Ancient Wards
In the Sacred Clearing, glyphs activate to
deter intruders. Success requires
Arcana (DC 14) and Perception (DC 13)
to navigate.

3. Battle with the Mountain Guardian
At the Heart of the Altar, the Guardian
uses frost-based attacks and summons
shards of stone to defend the sacred site.

OvurcoME OPTIONS

1. Appease the Guardian
The adventurers restore the altar’s
wards, calming the disturbances and
earning the Guardian’s blessing.

2. Destroy the Altar
The adventurers shatter the altar, ending
the disturbances but risking the wrath of
the mountain gods.

3. Claim the Power
The adventurers harness the altar’s
energy for themselves, risking long-term
consequences.
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Roll
(1d20) Event Description

1-2 A sudden avalanche blocks the path, forcing the
adventurers to find a detour.

3-4 The adventurers find a shard of glowing stone
imbued with divine energy.

5-6 A spectral figure offers cryptic advice about the
altar’s purpose.

7-8 A glyph activates, temporarily enhancing the party’s
cold resistance.

9-10 The adventurers discover carvings that depict the

altar’s creation.

11-12  Avrival group of treasure seekers blocks the way
forward.

13-14  The air grows colder, imposing disadvantage on
Constitution checks.

15-16  The adventurers find a hidden alcove containing
ancient relics.

17-18 A sudden tremor shifts the ground, revealing a
hidden chamber.

19-20 A burst of magical energy disrupts nearby spells.

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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Perched precariously on
a jagged peak, the Skybreaker Citadel was
once a fortress of legendary air mages.
Now, it lies abandoned, its crumbling
towers lashed by endless storms. Recent
sightings of strange lights and spectral
figures have drawn the attention of
adventurers and treasure seekers alike.
The party must brave the stormy heights to
uncover the citadel’s secrets.

Key NPCs

1. Halan Stormweaver (Half-Elf, Neutral
Good)
A retired mage seeking to restore the
citadel to its former glory. Halan offers
assistance but fears what the storms
might conceal.

2. Draskar Galeclaw (Human, Chaotic Evil)

A mercenary leader who seeks to claim
the citadel’s magic for profit. Draskar’s
raiders patrol the lower slopes.

3. The Thunder Warden (Elemental,
Lawful Neutral)
A massive storm elemental bound to the
citadel’s core. It lashes out at intruders
with bolts of lightning and gale-force
winds.

LOCATIONS
1. The Stormveiled Path
A narrow, windswept trail leading to the
citadel’s gates. Lightning flashes

illuminate jagged rocks and sheer drops.

2. The Shattered Courtyard
A debris-strewn courtyard filled with
broken statues and shattered stones.
Faint traces of magical energy linger in
the air.

3. The Skyforge Nexus
A glowing chamber at the heart of the
citadel. The Thunder Warden resides
here, guarding the nexus’s immense
magical power.

ENCOUNTERS

1. Storm Spirits
On the Stormveiled Path, the
adventurers are attacked by 2 Air
Elementals, using the winds to their
advantage.

2. Arcane Residue
In the Shattered Courtyard, magical
traps release bursts of electricity when
disturbed. Success requires Arcana (DC
14) and Dexterity Saves (DC 13) to
navigate.

3. Battle with the Thunder Warden
In the Skyforge Nexus, the Warden uses
lightning attacks and gale-force winds to
push adventurers into danger.

OutcoME OPTIONS

1. Restore the Citadel
The adventurers calm the storms,
allowing the citadel to be reclaimed and
its knowledge preserved.

2. Harness the Power
The adventurers take control of the
nexus, gaining immense storm magic
but risking further damage to the citadel.

3. Destroy the Nexus
The adventurers collapse the chamber,
ending the storms but losing the citadel’s
magic forever.
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D20 RANDOM EVENTS: THE
SKYBREAKER 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 sudden gust of wind knocks adventurers prone,
forcing Dexterity saves.
The adventurers find a shard of glowing crystal
imbued with storm magic.
A rival group of treasure hunters blocks the path
forward.
A glowing glyph temporarily grants lightning
resistance.
The adventurers trigger a trap, releasing a burst of
thunder.
The wind carries faint whispers warning of the
Warden's wrath.
A glowing symbol reveals the citadel’s ancient
purpose.
A spectral figure offers cryptic guidance about the
nexus.
The adventurers find a minor magical relic in the
rubble.
A sudden lightning strike splits a nearby column,
revealing a hidden chamber.

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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The Howling Crags are
infamous for their bone-
chilling winds and haunting echoes. Local
herders report strange creatures emerging
from the mists, stealing livestock and
leaving eerie runes carved into the rock.
The adventurers must investigate the crags
and uncover the source of the mysterious
attacks.

Ky NPCs

1. Drenka Hollowstone (Dwarf, Neutral
Good)

A herder who has lived near the crags
for years. Drenka provides information
about recent attacks but is too frightened
to venture into the crags.

2. Sarkis Bloodtalon (Orc, Chaotic Neutral)
A wandering tracker with knowledge of
the creatures stalking the crags. Sarkis
demands payment for his aid.

3. The Windcaller Harpy (Monstrosity,
Chaotic Evil)

A powerful harpy that has taken up
residence in the crags. It commands a
flock of lesser harpies and delights in
tormenting intruders.

LOCATIONS
1. The Echoing Pass

A narrow gorge where every sound is
amplified by the wind. The air feels
unnaturally cold, and distant screeches
echo through the crags.

2. The Perch of Screams
A jagged rock formation where harpies
nest. The area is littered with bones and
broken equipment.

3. The Gale-Wracked Spire
A towering crag buffeted by relentless
winds. The Windcaller Harpy resides
here, guarding her hoard of stolen
treasures.

ENCOUNTERS

1. Lesser Harpies
In the Echoing Pass, the adventurers are
ambushed by 2 Harpies, using their song
to lure prey into danger.

2. Precarious Ledges
At the Perch of Screams, loose rocks
and high winds make footing
treacherous. Success requires Athletics
(DC 14) and Acrobatics (DC 13) to
navigate.

3. Battle with the Windcaller Harpy
At the Gale-Wracked Spire, the Harpy
uses wind-based magic and summons
lesser harpies to assist in combat.

OuTtcOME OPTIONS

1. Defeat the Harpy
The adventurers slay the Windcaller,
ending her reign and allowing the
herders to reclaim the crags.

2. Drive Off the Flock
The adventurers scare the harpies away,
ensuring temporary peace but leaving
the threat unresolved.

3. Seal the Crags
The adventurers collapse key paths,
cutting off access to the harpies’ nests.
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HowLiING CRrRAGS

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 gust of wind threatens to knock
adventurers off a ledge.
The adventurers find a feather imbued with magical
properties.
A rival group of hunters blocks the way forward.
The adventurers hear eerie screeches that seem to
come from all directions.
A glyph activates, showing a vision of the harpy’s
arrival.
A spectral figure warns of the dangers lurking in
the crags.
The adventurers find a nest containing a minor
magical relic.
The wind intensifies, imposing disadvantage on
ranged attacks.
A minor harpy scout attempts to steal an
adventurer’s gear.
A sudden rockslide blocks the path, forcing a
detour.

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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Jutting out from the
highest peak is the
Frozen Spire, an impossibly tall ice
structure that glimmers under the
moonlight. Rumors claim it was created by
a powerful frost sorcerer who disappeared
centuries ago. Now, strange blizzards
radiate from the spire, threatening nearby
settlements. The adventurers must brave
the icy winds to uncover the spire’s
mysteries.

Ky NPCs

1. Inaris Frostwhisper (Human, Neutral
Good)
A scholar who has studied the spire’s
origins. Inaris believes it contains
powerful magic that can stabilize the
region’s climate if properly harnessed.

2. Velkan Icefang (Half-Orc, Chaotic Evil)
A frost cult leader who seeks to awaken
the sorcerer’s power within the spire.
Velkan and his followers may ambush
the adventurers.

3. The Ice Sentinel (Construct, Lawful
Neutral)
A towering golem of enchanted ice that
defends the spire from intruders. It
attacks any who disturb the structure.

LOCATIONS

1. The Frozen Steps
A slick, icy path winding up the peak.
High winds and unstable footing make
the climb perilous.

2. The Glacial Halls
A series of tunnels carved from ice
within the spire. Faint blue light
emanates from the walls, and echoes
distort sound.

3. The Sorcerer’s Apex
The top of the spire, where a glowing ice
altar radiates intense cold. The Ice
Sentinel guards this sacred place.

ENCOUNTERS

1. Frost Beasts
On the Frozen Steps, the adventurers
are attacked by 2 Ice Mephits, which use
the icy terrain to their advantage.

2. Frigid Wards
In the Glacial Halls, magical glyphs
release bursts of cold when disturbed.
Success requires Arcana (DC 14) and
Dexterity Saves (DC 13) to bypass.

3. Battle with the Ice Sentinel
At the Sorcerer’s Apex, the Sentinel uses
frost-based attacks and summons shards
of ice to hinder the adventurers.

OvurcoME OPTIONS

1. Harness the Magic
The adventurers stabilize the altar’s
power, calming the blizzards and
preserving the spire.

2. Destroy the Spire
The adventurers collapse the structure,
ending the frost sorcerer’s influence but
losing the altar’s magic.

3. Claim the Power
The adventurers take the spire’s magic
for themselves, risking unpredictable
consequences for the region.

141



D20 RANDOM EVENTS: THE
FROZEN 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 sudden wind gust threatens to knock adventurers
off the path, forcing Dexterity saves.
The adventurers find a shard of glowing ice imbued
with magical energy.
A rival group of explorers blocks the path forward.
A glyph activates, temporarily granting cold
resistance to one adventurer.
The adventurers hear faint whispers echoing
through the ice.
The wind carries spectral figures that offer cryptic
warnings.
The adventurers find an ancient carving hinting at
the spire’s origin.
The freezing air imposes disadvantage on
Constitution saves.
The adventurers find a minor magical relic
embedded in the ice.
A sudden tremor cracks the ice, revealing a hidden
chamber.

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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Legends speak of the
Peak of Whispers, where the voices of long-
lost heroes echo on the winds. Recently,
climbers have gone missing, and the
whispers have turned into anguished wails.
The adventurers must scale the peak to
uncover the source of the disturbance and
lay the restless spirits to rest.

Key NPCs

1. Kailas Windshroud (Elf, Neutral Good)
A ranger who has lived near the peak for
decades. Kailas provides guidance but
warns of the dangers ahead.

2. Morrak Greystone (Dwarf, Chaotic
Neutral)
A treasure hunter who believes the peak
holds relics of ancient heroes. Morrak’s
greed could put the adventurers at risk.

3. The Whispering Revenant (Undead,
Lawful Evil)
A tormented spirit of a fallen hero, it
seeks revenge against those who disturb
the peak’s sanctity.

LOCATIONS

1. The Screaming Gorge
A narrow canyon where the wind howls
eerily. Loose rocks and sheer drops
make the path dangerous.

2. The Hero’s Ascent
A series of steep, icy ledges dotted with
ancient carvings depicting heroic deeds.
The carvings glow faintly when touched.

3. The Summit Shrine
A circular stone platform surrounded by
swirling winds. The Whispering
Revenant resides here, guarding the
peak’s relics.

ENCOUNTERS

1. Echo Shades
In the Screaming Gorge, the adventurers
are attacked by 2 Shadows, distorted by
the wind’s magic.

2. Precarious Pathways
On the Hero’s Ascent, shifting ice and
loose rocks create hazards. Success
requires Athletics (DC 14) and Survival
(DC 13) checks to proceed.

3. Battle with the Whispering Revenant
At the Summit Shrine, the Revenant
uses necrotic energy and summons
spectral allies to attack intruders.

OutcoME OPTIONS

1. Break the Curse
The adventurers lay the Revenant to
rest, calming the peak and restoring
peace to the whispers.

2. Seal the Shrine
The adventurers collapse the shrine,
ending the whispers but leaving the
spirits trapped.

3. Claim the Relics
The adventurers take the peak’s relics,
gaining their power but risking the
spirits’ vengeance.
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PEAK OF WHISPERS

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 gust of wind knocks adventurers prone,
forcing Dexterity saves.
The adventurers find a shard of glowing crystal
etched with heroic runes.
A rival group of explorers blocks the path forward.
A glyph activates, briefly granting insight into the
Revenant’s past.
The wind carries faint cries that grow louder as the
adventurers climb.
A spectral figure offers cryptic warnings about the
shrine.
The adventurers discover a carving detailing the
peak’s history.
The thin air imposes disadvantage on Constitution
saves.
The adventurers find a minor magical relic
embedded in the path.
A sudden avalanche blocks the route, forcing a
detour.

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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Atop Aeron’s Peak lies a breathtaking
wonder—the Hanging Gardens, a series of
floating terraces overflowing with vibrant
flora. Long thought to be abandoned, the
gardens have recently started blooming
with magical intensity, and nearby
settlements report strange phenomena,
including sudden plant growth and
aggressive wildlife. The adventurers must
ascend the peak to uncover the gardens’
secrets and determine the cause of the
magical resurgence.

KEey NPCs

1. Lyssa Verdantide (Half-Elf, Neutral
Good)
A druid who believes the gardens are a
sacred site and must be preserved. Lyssa
offers guidance but is wary of those who
seek to exploit the magic.

2.Jarrek Thornblade (Human, Chaotic
Neutral)
A mercenary hired by a noble to harvest
the gardens’ magical plants. Jarrek’s
team may clash with the adventurers if
they interfere.

3. The Verdant Sentinel (Plant, Lawful
Neutral)
A massive, sentient vine-like creature
that has awakened to protect the
gardens. It sees all intruders as threats
to its domain.

LOCATIONS
1. The Blossom Trail
A steep, flower-lined path leading up the
peak. The air is thick with pollen, and
buzzing insects flit around the
adventurers.

2. The Floating Terraces
A series of hovering platforms covered in
lush vegetation. Some plants emit a
faint, magical glow, and others lash out
at those who approach.

3. The Verdant Heart
A vast chamber at the peak’s summit,
where a massive, glowing tree anchors
the gardens’ magic. The Verdant
Sentinel resides here, entwined with the
tree.

ENCOUNTERS

1. Aggressive Wildlife
On the Blossom Trail, the adventurers
are attacked by 2 Giant Wasps, drawn to
the peak by the gardens’ magic.

2. Animated Vines
In the Floating Terraces, magical plants
lash out at the adventurers. Success
requires Nature (DC 14) and Acrobatics
(DC 13) to avoid entanglement.

3. Battle with the Verdant Sentinel
At the Verdant Heart, the Sentinel uses
vine-based attacks and summons
animated plants to protect the gardens.

OvurcoME OPTIONS

1. Restore the Balance
The adventurers stabilize the gardens’
magic, calming the wild growth and
ensuring its preservation.

2. Harvest the Magic
The adventurers take the gardens’
magical plants, gaining powerful
resources but weakening the natural
balance.

3. Destroy the Gardens
The adventurers dismantle the gardens’
magic, ending the strange phenomena
but erasing a unique wonder.
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Roll
(1d20) Event Description

1-2 A sudden burst of pollen blinds adventurers
temporarily, forcing Constitution saves.

3-4 The adventurers find a glowing seed imbued with
magical energy.

5-6 A rival group of mercenaries blocks the path
forward.

7-8 The adventurers discover a patch of plants with
healing properties.

9-10 Animated vines briefly block the path, forcing
Dexterity saves to avoid entanglement.

11-12 A spectral figure warns of the gardens’ fragile
balance.

13-14  The adventurers discover carvings depicting the
gardens’ creation.

15-16  The air grows thick with pollen, imposing
disadvantage on Perception checks.

17-18 A glowing glyph grants temporary resistance to
poison damage.

19-20 A minor elemental creature emerges from the

foliage, challenging the party.

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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~=ufins” HE CHASM OF
‘ 6 7\l ETERNAL ECHOES”

PLoT HOOK

A massive chasm splits
the mountain range, its depths shrouded in
darkness. Those who shout into the void
report hearing not only their echo but also
strange whispers responding. Recently,
climbers have begun disappearing near the
chasm'’s edge, leaving behind only faint
trails of blood. The adventurers must
descend into the depths to uncover the
source of these unsettling phenomena.

KEeyYy NPCs

1. Velric Deepstone (Dwarf, Neutral Good)
A veteran climber who has explored the
chasm’s edge but refuses to go deeper.
Velric shares warnings of shadowy
figures seen below.

2. Marra Shadeglint (Tiefling, Chaotic
Neutral)

A treasure hunter who believes the
chasm contains relics of an ancient
underworld civilization. Marra may
compete with or aid the adventurers.

3. The Voidcaller (Aberration, Chaotic Evil)
A creature of shadow and psychic energy
that resides in the chasm’s depths. It
feeds on fear and lures victims to their
doom.

LOCATIONS
1. The Abyssal Rim

The rocky edge of the chasm, where
winds howl and faint whispers can be
heard below. The air grows colder the
closer one approaches.

2. The Hollow Paths
A series of narrow, winding ledges
leading deeper into the chasm. Strange
symbols carved into the rock glow faintly
in the dark.

3. The Voidcaller’s Lair
A cavern at the bottom of the chasm,
filled with swirling shadows and echoing
voices. The Voidcaller resides here,
shrouded in an aura of dread.

ENCOUNTERS

1. Abyssal Shades
On the Abyssal Rim, the adventurers are
attacked by 2 Shadows, using the
swirling winds to their advantage.

2. Falling Rock Traps
On the Hollow Paths, unstable rocks and
sudden tremors threaten the
adventurers. Success requires Athletics
(DC 14) and Perception (DC 13) checks
to navigate safely.

3. Battle with the Voidcaller
In the Voidcaller’s Lair, the creature
uses psychic blasts and shadowy tendrils
to confuse and harm intruders.

OuTtcoME OPTIONS

1. Seal the Chasm
The adventurers collapse the Hollow
Paths, trapping the Voidcaller and
ending its reign of terror.

2. Banish the Voidcaller
The adventurers defeat the Voidcaller,
breaking its influence and silencing the
echoes forever.

3. Claim the Power
The adventurers harness the
Voidcaller’s energy, gaining dark magic
but risking its corrupting influence.
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Roll
(1d20) Event Description

1-2 A sudden tremor dislodges rocks, forcing Dexterity
saves to avoid falling.

3-4 The adventurers find a shard of glowing black stone
radiating faint magical energy.

5-6 A rival group of treasure seekers blocks the path
forward.

7-8 Strange whispers grow louder, revealing a hidden
passage.

9-10 The adventurers discover carvings depicting the

chasm’s creation.

11-12 A glyph activates, temporarily enhancing psychic
resistance.

13-14  The air grows heavy, imposing disadvantage on
Insight checks.

15-16  The adventurers find a minor magical relic
embedded in the rock.

17-18 A shadowy figure briefly appears, warning the
adventurers to leave.

19-20 A burst of psychic energy disrupts nearby spells.

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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PrLoT HOOK

Floating high above the
mountain peaks is the Skybound Temple,
tethered to the cliffs by massive enchanted
chains. The temple’s magic is failing, and
the chains creak ominously in the wind.
Locals fear the temple will soon fall,
unleashing destruction on the valley below.
The adventurers must ascend the mountain
and stabilize the temple before disaster
strikes.

Key NPCs

1. Elyra Windspire (Aarakocra, Neutral
Good)
A caretaker of the temple, Elyra believes
the ancient magic can be restored but
lacks the strength to perform the rituals
alone.

2. Malric Chainbreaker (Human, Chaotic
Neutral)
A saboteur seeking to sever the chains
and plunder the temple before it
collapses. Malric will try to outpace the
adventurers.

3. The Chain Warden (Construct, Lawful
Neutral)
A massive, animated guardian bound to
the temple. It defends the site from
anyone who attempts to interfere with
the chains.

LOCATIONS

1. The Anchor Cliffs
Sheer rock faces where the enchanted
chains are anchored. Powerful winds
and unstable ground make the ascent
treacherous.

2. The Floating Courtyard
A large, open area at the base of the
temple. Crumbling pillars and faintly
glowing runes hint at its magical origins.

3. The Heart of the Temple

A glowing chamber filled with whirring
mechanisms and magical sigils. The
Chain Warden resides here, maintaining
the temple’s stability.

ENCOUNTERS

1. Air Elementals

On the Anchor Cliffs, the adventurers are
attacked by 2 Air Elementals, using the
high winds to their advantage.

. Falling Debris

In the Floating Courtyard, chunks of
stone fall unpredictably. Success
requires Dexterity Saves (DC 14) and
Survival (DC 13) to avoid being struck.

. Battle with the Chain Warden

In the Heart of the Temple, the Warden
uses force-based attacks and summons
enchanted chains to restrain intruders.

OvurcoME OPTIONS

1. Restore the Temple

The adventurers stabilize the magic,
preserving the temple and preventing
disaster.

2. Sever the Chains

The adventurers release the temple,
allowing it to fall while minimizing the
damage below.

3. Claim the Magic

The adventurers harness the temple’s
energy, risking its collapse in the
process.
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SKYBOUND TEMPLE

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 gust of wind knocks adventurers prone,
forcing Dexterity saves.
The adventurers find a shard of glowing crystal
imbued with air magic.
A rival group of climbers blocks the path forward.
The adventurers discover ancient glyphs revealing
the temple’s origins.
The adventurers hear faint whispers warning of the
temple’s collapse.
A glyph activates, temporarily granting resistance
to lightning damage.
The adventurers find a minor magical relic
embedded in the stone.
A tremor shakes the temple, forcing balance checks
to avoid falling.
The adventurers find a journal detailing the
temple’s history.
A sudden lightning strike reveals a hidden passage.

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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~=» HE BRIDGE OF A
‘ 6 VAl THOUSAND WINDS”

2. The Bridge’s Span
The bridge itself, where magical gales
grow stronger the farther one travels.
Faint glowing sigils line the stone

PLOT HOOK railings.

High in the mountains 3. The Trial Chamber

lies the Bridge of a Thousand Winds, an A hidden room within the bridge’s
ancient stone structure that spans a deep structure, accessible only by solving its
gorge. Legends say crossing the bridge magical riddles. The Gale Weaver

requires surviving its relentless, magical resides here, guarding the bridge’s
gales. Recently, travelers attempting the power.

crossing have vanished without a trace, and
a strange storm now lingers over the gorge.
The adventurers must uncover the mystery
of the bridge and decide whether its power
can be controlled—or if it must be
destroyed.

ENCOUNTERS

1. Ravine Predators
In the Whistling Gorge, the adventurers
are attacked by 2 Giant Eagles, drawn by
the storm’s power.

Ky NPCs 2. Wind Traps

1. Kaelin Stonestride (Human, Neutral On the Bridge’s Span, magical glyphs
Good) trigger powerful gusts that threaten to

knock adventurers into the gorge.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) to avoid.

3. Battle with the Gale Weaver
In the Trial Chamber, the Gale Weaver
uses wind-based attacks and summons
whirlwinds to challenge the adventurers.

A historian researching the bridge’s
construction. Kaelin hopes the
adventurers can uncover its secrets and
ensure safe passage once more.

2. Varys Stormwail (Tiefling, Chaotic Evil)
A bandit leader who uses the bridge as a
trap, extorting tolls from travelers. Varys
may see the adventurers as either an
opportunity or a threat.

3. The Gale Weaver (Elemental, Lawful OvutrcoME OPTIONS
Neutral) 1. Appease the Weaver

A powerful air elemental bound to the
bridge, enforcing its ancient trials. The
Gale Weaver protects the bridge from
unworthy trespassers.

LOCATIONS
1. The Whistling Gorge
A treacherous ravine below the bridge.

Howling winds carry faint whispers, and
sudden gusts make the area hazardous.

The adventurers pass the trials,
restoring the bridge’s power and
ensuring safe passage.

. Destroy the Bridge

The adventurers collapse the structure,
ending the dangers but severing a vital
connection between regions.

. Claim the Magic

The adventurers harness the bridge’s
wind magic, risking its structural
integrity in the process.
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BRIDGE OF A THOUSAND
WINDS

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 gust of wind knocks adventurers prone,
forcing Dexterity saves.
The adventurers find a shard of glowing crystal
imbued with air magic.
A rival group of travelers blocks the way forward.
The adventurers hear whispers in the wind,
revealing a hidden path.
A glyph activates, temporarily granting flight to one
adventurer.
A spectral figure warns of the Gale Weaver's trials.
The adventurers discover carvings detailing the
bridge’s history.
The wind intensifies, imposing disadvantage on
ranged attacks.
The adventurers find a minor magical relic
embedded in the stone.
A lightning strike splits a nearby cliff, revealing a
hidden alcove.

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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=iy HE SONG OF THE
‘ 6 7Y SKYBEAST”

PLoT HOOK

Every few years, the
people living in a remote mountain valley
hear a haunting melody that seems to come
from the sky itself. They call it the Song of
the Skybeast, believing it heralds the
arrival of an ancient, godlike creature. This
year, the song is louder, and strange
shadows have been seen circling the peaks.
The adventurers must investigate and
determine whether the Skybeast is friend,
foe, or something else entirely.

KEey NPCs

1. Esmir Highsinger (Elf, Neutral Good)

A bard who has spent years studying the
Skybeast’s song. Esmir believes the
melody holds clues about the creature’s
intentions.

2. Throk Irontalon (Orc, Chaotic Neutral)
A hunter seeking to kill the Skybeast and
claim its rumored treasures. Throk sees
the adventurers as competition.

3. The Skybeast (Celestial, Lawful Neutral)
A massive, birdlike creature with
shimmering wings that glow in the
moonlight. The Skybeast defends the
peaks from those who would harm its
domain.

LOCATIONS

1. The Harmonious Valley
A serene area where the Skybeast’s song
echoes softly. Strange plants and
glowing flowers bloom here, feeding on
the melody’s magic.

2. The Roosting Cliffs
Jagged peaks where the Skybeast nests.
Feathers that radiate magical energy are
scattered across the cliffs.

3. The Skybeast’s Perch
A massive ledge overlooking the valley,
where the creature sings its melody. The
air is thick with magic and faintly
glowing mists.

ENCOUNTERS

1. Aggressive Fauna
In the Harmonious Valley, the
adventurers are attacked by 2 Giant
Owls, disturbed by intruders.

2. Treacherous Climb
At the Roosting Cliffs, loose rocks and
strong winds create hazards. Success
requires Athletics (DC 14) and Survival
(DC 13) checks to proceed.

3. Battle with the Skybeast
At the Skybeast’s Perch, the creature
uses sonic attacks and powerful gusts of
wind to repel threats.

OvutcoME OPTIONS

1. Earn the Skybeast’s Favor
The adventurers appease the creature,
ensuring it continues to protect the
valley.

2. Drive Away the Skybeast
The adventurers force the Skybeast to
flee, silencing its melody but leaving the
valley vulnerable.

3. Slay the Skybeast
The adventurers defeat the creature,
claiming its magical feathers and
treasures at the cost of its protection.
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SONG OF THE SKYBEAST

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 gust of wind threatens to knock
adventurers off the path.
The adventurers find a glowing feather imbued with
magical properties.
A rival group of hunters blocks the way forward.
The adventurers hear a new verse of the Skybeast's
song, revealing a hidden path.
A glyph activates, temporarily enhancing the
adventurers’ Insight checks.
A spectral figure warns of the Skybeast’s wrath.
The adventurers discover ancient carvings of the
Skybeast.
The wind intensifies, imposing disadvantage on
ranged attacks.
The adventurers find a minor magical relic hidden
in the cliffs.
A sudden rockslide forces a detour, revealing a
hidden alcove.

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

154



ADVENTURE SEED 175:

s’ HE SUMMIT OF THE
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ProT HooOK

At the highest peak of
the mountain range lies the Summit of the
Starforged, where a fallen meteor is said to
have landed centuries ago. Legends tell of a
forge powered by celestial energy, capable
of crafting weapons of immense power.
However, strange lights have begun
flickering at the summit, and the weather
has turned violent. The adventurers must
ascend the peak to discover the truth about
the forge and its mysterious resurgence.

Key NPCs

1. Vorran Emberstrike (Dwarf, Neutral
Good)
A blacksmith who believes the forge
could be used to create tools to protect
the region. Vorran seeks the
adventurers’ help to reach the summit
safely.

2. Zyra Starlance (Elf, Chaotic Neutral)
A wandering mage who wants to
harness the forge’s power for personal
gain. Zyra may aid or betray the
adventurers depending on their actions.

3. The Celestial Guardian (Construct,
Lawful Neutral)
A massive, star-infused golem that
protects the forge from intruders. It tests
the worth of anyone attempting to
activate the forge.

LOCATIONS
1. The Meteor’s Trail
A steep, rocky slope marked by ancient
scorch marks and glowing stones. The
air hums faintly with celestial energy.

2. The Forgemaster’s Pass

A narrow ridge lined with crumbling
statues of ancient smiths. The trail is
treacherous, and the statues seem to
watch those who pass.

. The Starforged Summit

A massive forge glowing with
otherworldly light. The Celestial
Guardian resides here, ensuring only the
worthy may wield the forge’s power.

ENCOUNTERS

1. Star-Touched Beasts

On the Meteor’s Trail, the adventurers
are attacked by 2 Spectral Wolves, their
forms shimmering with starlight.

. Falling Debris

In the Forgemaster’s Pass, celestial
energy causes rocks to collapse
unpredictably. Success requires
Athletics (DC 14) and Survival (DC 13)
checks to proceed.

. Battle with the Celestial Guardian

At the Starforged Summit, the Guardian
uses radiant energy and star-infused
attacks to test the adventurers’ resolve.

OutcoME OPTIONS
1. Activate the Forge

The adventurers prove their worth,
gaining access to the forge and its
celestial power.

2. Disable the Forge

The adventurers deactivate the forge,
preventing its misuse but losing its
unique abilities.

3. Destroy the Forge

The adventurers shatter the forge,
ending its influence on the mountain but
erasing its potential forever.
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STARFORGED

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 tremor dislodges rocks, forcing Dexterity
saves to avoid falling.
The adventurers find a shard of glowing star-metal
imbued with celestial energy.
A rival group of explorers blocks the path forward.
The adventurers discover an ancient carving
revealing the forge’s history.
The celestial energy intensifies, temporarily
granting radiant resistance.
A spectral figure offers cryptic guidance about the
forge.
The adventurers hear distant echoes of ancient
hammer strikes.
The thin air imposes disadvantage on Constitution
saves.
The adventurers find a minor celestial relic buried
in the rocks.
A sudden burst of starlight reveals a hidden
chamber.

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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=’ HE GATE OF
‘ 6 7Y STORMS”

PLoT HoOK

High in the mountains
lies the Gate of Storms, an immense stone
archway perpetually shrouded in dark
clouds. It is said that the gate marks the
entrance to a forgotten sky realm. Recently,
lightning strikes and booming thunder have
become more frequent, and nearby
settlements fear that something is trying to
force the gate open. The adventurers must
investigate the mysterious arch and decide
its fate.

Key NPCs

1. Eryndra Cloudborne (Aarakocra,
Neutral Good)
A scholar of planar magic, Eryndra
believes the Gate of Storms could be a
portal to an ancient realm of air
elementals. She seeks to protect the
gateway.

2. Thradok Ironmaw (Half-Orc, Chaotic
Evil)
A warlord who wishes to open the gate
to unleash its power for his own
conquest. Thradok’s forces patrol the
area.

3. The Stormbound Warden (Elemental,
Lawful Neutral)
A powerful storm elemental bound to the
gate. It tests anyone attempting to
tamper with the gateway.

L.OCATIONS
1. The Thunder Pass
A narrow trail surrounded by jagged
cliffs. The path is treacherous, with loose
rocks and frequent lightning strikes.

2. The Storm Archway
A massive stone gate inscribed with
glowing runes. Thunder rumbles
constantly, and occasional lightning
illuminates strange carvings.

3. The Eye of the Storm
A chamber beneath the arch where
swirling winds and lightning converge.
The Stormbound Warden resides here,
guarding the gateway’s power.

ENCOUNTERS

1. Storm Spirits
In the Thunder Pass, the adventurers
are attacked by 2 Air Elementals, using
the high winds and storm to their
advantage.

2. Lightning Traps
At the Storm Archway, glyphs release
bursts of electricity when disturbed.
Success requires Arcana (DC 14) and
Dexterity Saves (DC 13) to bypass.

3. Battle with the Stormbound Warden
In the Eye of the Storm, the Warden
uses lightning-based attacks and gale-
force winds to challenge intruders.

OutcoME OPTIONS

1. Seal the Gate
The adventurers stabilize the gateway’s
magic, ensuring it remains closed and
safe.

2. Open the Gate
The adventurers activate the portal,
gaining access to the sky realm but
risking unpredictable consequences.

3. Destroy the Gate
The adventurers shatter the archway,
ending its influence but erasing its
potential forever.
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D20 RANDOM EVENTS: THE
GATE OF STORMS

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 lightning strike forces Dexterity saves to
avoid damage.
The adventurers find a shard of glowing stone
imbued with storm magic.
A rival group of explorers blocks the path forward.
The adventurers discover ancient carvings hinting
at the gate’s origins.
The adventurers hear distant whispers carried by
the wind.
A glyph activates, granting temporary resistance to
lightning damage.
The adventurers find a journal detailing the gate’s
history.
The wind intensifies, making ranged attacks more
difficult.
A spectral figure warns of the gate’s power.
A sudden tremor shifts the ground, revealing a
hidden alcove.

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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s’ HE CRYSTAL CAVES
‘ 6 7\ OF ZIRAXIS”

PLoT HoOOK

Hidden beneath a snowy
mountain peak are the Crystal Caves of
Ziraxis, a labyrinth of glowing, gem-
studded tunnels. Recently, miners seeking
fortune have vanished within, and eerie
humming sounds can be heard at night.
The adventurers must delve into the caves,
uncover their secrets, and confront the
force causing the disappearances.

KEey NPCs

1. Cyndra Gemspire (Dwarf, Neutral Good)
A miner who escaped the caves after
hearing strange whispers. Cyndra warns
of glowing crystals that seem alive.

2. Velkor Shatterhelm (Half-Orc, Chaotic
Neutral)

A treasure hunter determined to claim
the caves’ wealth, even at great personal
risk. Velkor may clash with the
adventurers.

3. The Gemstone Guardian (Construct,
Lawful Neutral)

A crystal golem that protects the caves’
treasures. It animates nearby crystals to
defend itself.

LOCATIONS

1. The Shimmering Tunnel
A winding path filled with glowing
crystals. Strange reflections and
illusions make navigation difficult.

2. The Gemforge Hall
A cavern with massive crystal formations
and faint humming sounds. The air
vibrates with magical energy.

3. The Core Chamber
The heart of the caves, where a massive,
glowing crystal pulses with power. The
Gemstone Guardian resides here.

ENCOUNTERS

1. Crystal Creepers
In the Shimmering Tunnel, the
adventurers are attacked by 2 Animated
Shards, which blend into the glittering
surroundings.

2. Illusionary Traps
In the Gemforge Hall, magical illusions
lead the adventurers into dangerous
areas. Success requires Insight (DC 14)
and Perception (DC 13) checks to avoid.

3. Battle with the Gemstone Guardian
In the Core Chamber, the Guardian uses
radiant energy and crystal shards to
repel intruders.

OutcoME OPTIONS

1. Stabilize the Magic
The adventurers calm the caves’ energy,
allowing safe access to their wonders.

2. Claim the Wealth
The adventurers harvest the crystals,
risking the Guardian’s wrath and future
instability.

3. Destroy the Core
The adventurers shatter the central
crystal, ending its influence but
collapsing part of the caves.
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D20 RANDOM EVENTS: THE
CRYSTAL CAVES OF ZIRAXIS

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 crystal suddenly bursts, forcing Constitution
saves to avoid radiant damage.
The adventurers find a shard of glowing crystal
imbued with magical energy.
A rival group of miners blocks the path forward.
A glyph activates, creating an illusionary wall.
The adventurers hear whispers echoing through the
caves.
A spectral figure offers cryptic guidance about the
caves.
The adventurers find a journal detailing the caves’
history.
The air hums louder, causing distraction during
checks.
The adventurers find a minor magical relic
embedded in the crystals.
A sudden tremor reveals a hidden chamber filled
with treasure.

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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‘ 6 7Y  MONOLITH"

PrLoT HOOK

Towering over a frozen
plateau stands the Iceshard Monolith, a
colossal pillar of glacial ice that glows
faintly under the moonlight. Recently,
explorers have reported unnatural cold and

visions of ghostly figures near the monolith.

The adventurers must brave the freezing
winds and uncover the secrets hidden
within the ice.

KEey NPCs

1. Thalina Frostpeak (Human, Neutral
Good)
A scholar who believes the monolith
contains the memories of an ancient
civilization. Thalina seeks to preserve its
knowledge.

2. Dorrak Icebinder (Half-Orc, Chaotic
Evil)
A sorcerer hoping to harness the
monolith’s power for his own icy magic.
Dorrak will stop at nothing to control the
site.

3. The Glacier Sentinel (Construct, Lawful
Neutral)
A towering ice elemental bound to the
monolith. It defends the structure from
those it deems unworthy.

LOCATIONS

1. The Frostbitten Expanse
A vast, icy plain surrounding the
monolith. The air is bitterly cold, and
visibility is often reduced by blowing
Snow.

2. The Glacial Cavern
A hollow beneath the monolith filled
with glowing ice crystals. The walls
shimmer with faint reflections of the
past.

3. The Heart of the Monolith
A chamber at the monolith’s core, where
the Glacier Sentinel resides. The walls
radiate intense cold and faint whispers
of forgotten memories.

ENCOUNTERS

1. Frozen Predators
In the Frostbitten Expanse, the
adventurers are attacked by 2 Winter
Wolves, drawn by the monolith’s magic.

2. Frigid Traps
In the Glacial Cavern, magical glyphs
release bursts of freezing energy when
disturbed. Success requires Arcana (DC
14) and Dexterity Saves (DC 13) to
bypass.

3. Battle with the Glacier Sentinel
In the Heart of the Monolith, the
Sentinel uses frost-based attacks and
summons shards of ice to repel
intruders.

OvurcoME OPTIONS

1. Preserve the Monolith
The adventurers stabilize the monolith’s
magic, ensuring its knowledge and
power remain intact.

2. Harness the Power
The adventurers extract the monolith’s
energy, gaining icy magic but risking the
site’s collapse.

3. Shatter the Monolith
The adventurers destroy the monolith,
ending its influence but losing its secrets
forever.
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D20 RANDOM EVENTS: THE
ICESHARD MONOLITH

Roll
(1d20) Event Description

1-2 A sudden gust of freezing wind forces Constitution
saves to avoid exhaustion.

3-4 The adventurers find a shard of glowing ice imbued
with magical energy.

5-6 A rival group of sorcerers blocks the path forward.

7-8 A glyph activates, creating an icy barrier.

9-10 The adventurers hear faint whispers of forgotten
memories.

11-12 A spectral figure offers cryptic guidance about the
monolith.

13-14  The adventurers discover carvings revealing the
monolith’s origin.

15-16  The freezing air imposes disadvantage on
Perception checks.

17-18  The adventurers find a minor magical relic frozen
in the ice.

19-20 A sudden avalanche reveals a hidden passage
beneath the monolith.

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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Known only to seasoned
mountaineers, the Forgotten Climb is a
perilous route winding up an unclimbable
peak. Recently, faint lights have been seen
near the summit, and an unnatural warmth
has melted sections of the once-frozen
cliffs. The adventurers must scale the peak
to investigate the cause of these anomalies.

KEey NPCs

1. Jorek Icewalker (Human, Neutral Good)
A retired mountaineer who knows the
route well. Jorek warns of both natural
dangers and strange new threats.

2. Vrenna Blazeheart (Tiefling, Chaotic
Neutral)

A pyromancer who believes the
anomalies are the work of a fire
elemental trapped in the ice. Vrenna
seeks to claim its power.

3. The Flame Warden (Elemental, Chaotic
Neutral)

A fire elemental trapped at the summit.
Its volatile nature has destabilized the
surrounding environment.

LOCATIONS

1. The Crumbling Path
A narrow ledge with loose rocks and ice.
The warmth from the summit causes
periodic avalanches.

2. The Frozen Overhang
A sheer cliff face coated in melting ice.
Strange scorch marks mar the otherwise
pristine surface.

3. The Infernal Summit
A plateau at the peak, where the Flame
Warden is partially encased in ice. The
air shimmers with heat and steam.

ENCOUNTERS

1. Frostbitten Bats
On the Crumbling Path, the adventurers
are attacked by 2 Giant Bats, drawn by
the warmth.

2. Melting Hazards
At the Frozen Overhang, melting ice
creates falling debris and unstable
footing. Success requires Athletics (DC
14) and Survival (DC 13) to proceed.

3. Battle with the Flame Warden
At the Infernal Summit, the Warden
uses fire-based attacks and summons
steam clouds to obscure vision.

OurcoME OPTIONS

1. Calm the Elemental
The adventurers stabilize the Flame
Warden, ending its influence while
preserving its existence.

2. Harness the Fire
The adventurers draw energy from the
elemental, risking further instability at
the peak.

3. Destroy the Warden
The adventurers defeat the Flame
Warden, eliminating the threat but
unleashing a final, fiery surge.
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D20 RANDOM EVENTS: THE
ForGOTTEN CLIMB

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 section of the path collapses, forcing Dexterity
saves to avoid falling.
The adventurers find a shard of molten rock
imbued with fire magic.
A rival group of mountaineers blocks the path
forward.
A glyph activates, creating a burst of steam.
The adventurers hear faint roars from the summit.
A spectral figure warns of the fire elemental’s
volatility.
The adventurers discover ancient carvings on the
overhang.
The thin air imposes disadvantage on Constitution
checks.
The adventurers find a minor magical relic
embedded in the rock.
A sudden avalanche reveals a hidden alcove.

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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Buried under layers of
snow and ice, the Avalanche Temple is a
long-forgotten shrine said to hold the
power to control the mountains
themselves. Recent avalanches have
unearthed part of the temple, and strange
tremors threaten to bury nearby
settlements. The adventurers must
navigate the unstable terrain to investigate
the temple and determine the cause of the
seismic activity.

KEey NPCs

1. Kelryn Frostmantle (Dwarf, Neutral
Good)

A local priest who believes the temple
can be restored to stabilize the
mountains. Kelryn seeks help to safely
reach the shrine.

2. Torvak Stonecleave (Orc, Chaotic Evil)
A mercenary who plans to loot the
temple and use its power for his own
gain. Torvak’s group patrols the area,
hindering other adventurers.

3. The Tremor Guardian (Elemental,
Lawful Neutral)

A massive earth elemental bound to the
temple’s altar. It awakens to protect the
site from those it deems threats.

LOCATIONS

1. The Cracked Glacier
A vast, icy field riddled with deep
crevasses. The ground is unstable, and
falling ice creates hazards.

2. The Snowbound Stairs
A treacherous staircase carved into the
ice, partially buried by snow. Symbols of
an ancient civilization are etched into the
steps.

3. The Temple’s Core
A cavernous chamber at the heart of the
temple, where the Tremor Guardian
resides. Faint tremors ripple through the
ground as the guardian stirs.

ENCOUNTERS

1. Frost Wraiths
In the Cracked Glacier, the adventurers
are attacked by 2 Wights, their forms
enhanced by the icy environment.

2. Collapsing Pathways
On the Snowbound Stairs, falling snow
and ice create hazards. Success requires
Athletics (DC 14) and Survival (DC 13)
to navigate safely.

3. Battle with the Tremor Guardian
In the Temple'’s Core, the guardian uses
earth-based attacks and collapsing walls
to hinder intruders.

OvurcoME OPTIONS

1. Restore the Temple
The adventurers calm the Tremor
Guardian and stabilize the temple,
ending the avalanches and tremors.

2. Harness the Power
The adventurers claim the temple’s
energy, risking further instability in the
mountains.

3. Collapse the Temple
The adventurers destroy the structure,
ensuring its power cannot be misused
but losing its potential benefits.
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D20 RANDOM EVENTS: THE
AVALANCHE TEMPLE

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

112
13-14
15-16
17-18

19-20

Event Description
A sudden tremor causes the ground to crack,
forcing Dexterity saves.
The adventurers find a shard of glowing stone
imbued with earth magic.
A rival group of mercenaries blocks the path
forward.
A glyph activates, creating a small avalanche.
The adventurers discover carvings detailing the
temple’s creation.
A spectral figure offers cryptic guidance about the
temple.
The adventurers find a hidden chamber beneath
the stairs.
The air grows cold, imposing disadvantage on
Constitution checks.
The adventurers find a minor magical relic buried
in the snow.
A burst of magical energy disrupts nearby spells.

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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Far beneath the waves
lies a cluster of ancient
spires, their gleaming tops barely visible
above the ocean’s surface during low tide.
Local sailors whisper that the spires were
once part of a great city swallowed by the
sea. Now, strange lights are seen flickering
around the spires, and ships have begun
vanishing in the area. The adventurers
must delve into the depths to uncover the
truth behind the sunken spires and the
menace lurking below.

Key NPCs

1. Captain Maris Wavecrest (Human,
Neutral Good)
A seasoned sailor who knows the waters
around the spires well. Maris seeks the
adventurers’ aid to investigate the lights
and protect her crew.

2. Neryl Deepcurrent (Triton, Neutral
Good)
A protector of underwater realms, Neryl
believes the spires are a sacred site that
must be preserved and warns against
disturbing them.

3. The Luminous Maw (Aberration,
Chaotic Evil)
A massive, bioluminescent sea creature
that has made the spires its lair. It uses
illusions and psychic lures to draw prey
into its grasp.

LOCATIONS
1. The Glittering Reef
A shallow area near the spires filled with
vibrant coral and shimmering fish. The
water here is unusually warm and clear,
but signs of disturbance are evident.

2. The Submerged Towers
The upper portions of the spires, covered
in barnacles and seaweed. Strange
symbols etched into the stone glow
faintly in the dim light.

3. The Abyssal Chamber
A deep, dark cavern beneath the spires,
where the Luminous Maw resides. The
water is thick with bioluminescent
particles that shift and swirl as if alive.

ENCOUNTERS

1. Reef Stalkers
At the Glittering Reef, the adventurers
are ambushed by 2 Reef Sharks, drawn
by recent disturbances.

2. Magical Currents
Around the Submerged Towers, glowing
runes create whirlpools and powerful
currents. Success requires Arcana (DC
14) and Athletics (DC 13) to navigate
safely.

3. Battle with the Luminous Maw
In the Abyssal Chamber, the Maw uses
psychic blasts and hypnotic lights to
confuse and attack the adventurers.

OuTtcoME OPTIONS

1. Destroy the Maw
The adventurers slay the Luminous
Maw, freeing the area from its grip and
allowing safe passage for ships.

2. Preserve the Spires
The adventurers calm the Maw, ensuring
it protects the spires without threatening
nearby sailors.

3. Claim the Power
The adventurers take the glowing
crystals from the spires, gaining magic
but disrupting the delicate balance of the
underwater ecosystem.
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D20 RANDOM EVENTS: THE
SUNKEN SPIRES

Roll
(1d20)

12

3-4

5-6

7-8
9-10
11-12

13-14

15-16
17-18

19-20

Event Description
A sudden current pulls adventurers off course,
forcing Athletics saves.
The adventurers find a glowing crystal shard
imbued with aquatic magic.
A rival group of treasure seekers blocks the way
forward.
The adventurers discover a hidden alcove
containing ancient relics.
A glyph activates, releasing a burst of
bioluminescent energy.
A spectral figure offers cryptic warnings about the
spires.
The adventurers discover carvings hinting at the
spires’ origins.
A glowing jellyfish swarm briefly blocks the path.
The adventurers find a minor magical artifact
within a coral formation.
A sudden burst of light from the spires reveals a
hidden chamber.

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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In the heart of the ocean,
a massive whirlpool churns endlessly,
swallowing ships and spitting out
fragments of wreckage. Sailors claim the
whirlpool is cursed, haunted by the spirits
of a long-lost fleet. When a prominent
merchant’s ship vanishes into the
whirlpool, the adventurers are hired to
investigate and recover whatever they can
from the abyss.

Key NPCs

1. Captain Idryn Wavecaller (Elf, Neutral
Good)
A sea captain who lost her crew to the
whirlpool. She offers her ship and
expertise to help the adventurers
navigate the treacherous waters.

2. Garrik Stormtide (Human, Chaotic
Neutral)
A pirate who believes the whirlpool
hides a trove of treasure. Garrik may aid
or betray the adventurers depending on
their actions.

3. The Drowned Admiral (Undead, Lawful
Evil)
The vengeful spirit of a naval
commander whose fleet was destroyed
in the whirlpool. The Admiral commands
an army of spectral sailors.

LOCATIONS

1. The Outer Currents
The churning waters surrounding the
whirlpool. The sea here is turbulent,
with towering waves and debris from
wrecked ships.

2. The Cyclone’s Eye
The calm center of the whirlpool, where
pieces of shipwrecks float eerily in the
still water. Ghostly figures are visible
beneath the surface.

3. The Sunken Fleet
An underwater graveyard of shattered
ships, where the Drowned Admiral
resides. The water glows faintly with
eldritch energy.

ENCOUNTERS

1. Spectral Sailors
In the Outer Currents, the adventurers
are attacked by 2 Wraiths, remnants of
the Drowned Admiral’s crew.

2. Shipwreck Hazards
In the Cyclone’s Eye, sharp debris and
magical currents threaten the
adventurers. Success requires Athletics
(DC 14) and Survival (DC 13) checks to
navigate safely.

3. Battle with the Drowned Admiral
In the Sunken Fleet, the Admiral uses
necrotic energy and summons ghostly
sailors to overwhelm intruders.

OutcoME OPTIONS

1. Free the Spirits
The adventurers lay the Admiral and his
crew to rest, ending the whirlpool’s
curse.

2. Claim the Treasure
The adventurers recover lost artifacts
from the fleet, gaining wealth but risking
the spirits’ wrath.

3. Seal the Whirlpool
The adventurers destroy the source of
the whirlpool’s magic, stabilizing the
waters but losing access to the fleet’s
secrets.
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D20 RANDOM EVENTS: THE
WHIRLPOOL OF LOST SOULS

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 wave crashes into the adventurers’ ship,
forcing Dexterity saves.
The adventurers find a shard of glowing coral
imbued with necrotic magic.
A rival group of treasure hunters blocks the path
forward.
The adventurers discover a hidden passage through
the wreckage.
A glyph activates, releasing ghostly whispers.
A spectral figure warns of the Admiral’s wrath.
The adventurers find a map detailing the fleet’s
journey.
The water grows unnaturally cold, imposing
disadvantage on Constitution checks.
The adventurers find a minor magical relic in the
wreckage.
A sudden burst of light from the depths reveals a
hidden chamber.

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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Beneath the ocean’s
surface lies the Coral
Maze, a labyrinth of vibrant reefs teeming
with life—and danger. Divers sent to
harvest rare pearls from the reef have
disappeared without a trace. Local
fishermen now report hearing strange
melodies from the water, warning them to
stay away. The adventurers must navigate
the maze, uncover its secrets, and survive
its perils.

Key NPCs

1. Syril Brightreef (Triton, Neutral Good)
A protector of the coral reef, Syril
believes the maze holds powerful

magical artifacts and fears they may fall

into the wrong hands.
2. Kren Vortexlash (Sahuagin, Chaotic
Evil)

A sahuagin warlord who has claimed the

maze as his hunting ground. Kren and
his minions patrol the area.

3. The Siren Queen (Monstrosity, Neutral
Evil)
A powerful siren that lures adventurers

into the maze with her enchanting song.

She guards the maze’s deepest secrets.

LOCATIONS
1. The Shimmering Qutskirts
The outer edges of the maze, filled with
vibrant coral and schools of fish. The

water here is deceptively calm and clear.

2. The Twisting Paths

A network of narrow passages within the

maze, where the coral glows faintly and
the water is filled with echoes of distant
melodies.

3. The Siren’s Grotto
A hidden chamber at the maze’s heart,
where the Siren Queen resides. The
water here is thick with magic, distorting
sight and sound.

ENCOUNTERS

1. Sahuagin Scouts
In the Shimmering Outskirts, the
adventurers are attacked by 2 Sahuagin,
drawn to the area by Kren’s orders.

2. Illusory Hazards
In the Twisting Paths, magical illusions
disorient the adventurers. Success
requires Insight (DC 14) and Arcana (DC
13) checks to proceed safely.

3. Battle with the Siren Queen
In the Siren’s Grotto, the Queen uses
psychic attacks and summons sea
creatures to defend her domain.

OuTtcoME OPTIONS

1. End the Siren’s Reign
The adventurers defeat the Siren Queen,
freeing the maze from her control.

2. Preserve the Maze
The adventurers strike a balance,
allowing the Queen to remain but
ensuring she no longer harms outsiders.

3. Claim the Artifacts
The adventurers take magical treasures
from the maze, risking the reef’s delicate
balance.
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D20 RANDOM EVENTS: THE
CORAL MAZE

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 current pushes the adventurers deeper
into the maze.
The adventurers find a glowing pearl imbued with
magical energy.
A rival group of pearl divers blocks the path
forward.
A glyph activates, creating an illusory wall.
The adventurers hear faint melodies that guide
them to a hidden chamber.
A spectral figure warns of the Queen’s wrath.
The adventurers discover carvings hinting at the
maze’s origins.
The water grows murky, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic
embedded in the coral.
A sudden burst of light reveals a hidden path.

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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On a remote cliff
overlooking the sea stands the Blacklight
Tower, a lighthouse that has guided ships
for centuries. Recently, its light has turned
a sickly green, and vessels guided by it
vanish without a trace. Locals claim the
lighthouse is cursed, its keeper driven mad
by whispers from the depths. The
adventurers must investigate the tower and
uncover the dark power corrupting its light.

Key NPCs

1. Keeper Veldran Shorewind (Human,
Neutral Good)

The lighthouse keeper, Veldran, has
been driven mad by the whispers and
now wanders the tower, speaking in
riddles.

2. Calrys Nightreef (Triton, Neutral Evil)
A sea witch who cursed the lighthouse,
Calrys seeks to claim the coastline for
her aquatic kin. She lurks nearby,
watching the adventurers’ progress.

3. The Abyssal Shade (Undead, Chaotic
Evil)

A shadowy entity that haunts the
lighthouse, feeding off the despair of
sailors lost to the cursed light.

LOCATIONS

1. The Cliffside Approach
A narrow, winding path up the rocky
cliffside. The air is heavy with salt, and
faint, mournful wails echo from the
tower.

2. The Lantern Chamber
The top of the lighthouse, where a green,
glowing crystal emits the cursed light.
Faint whispers grow louder as one
approaches.

3. The Keeper’s Crypt
A hidden chamber beneath the
lighthouse, where the Abyssal Shade
resides. The air is thick with dread and
the sound of crashing waves.

ENCOUNTERS

1. Ghostly Mariners
On the Cliffside Approach, the
adventurers are attacked by 2 Specters,
remnants of the ships lost to the cursed
light.

2. Lantern Hazards
In the Lantern Chamber, unstable magic
pulses from the cursed crystal. Success
requires Arcana (DC 14) and Dexterity
Saves (DC 13) to avoid harm.

3. Battle with the Abyssal Shade
In the Keeper’s Crypt, the Shade uses
necrotic energy and shadowy tendrils to
attack intruders.

OvurcoME OPTIONS

1. Cleanse the Tower
The adventurers purify the cursed light,
restoring its guidance and freeing the
lost spirits.

2. Destroy the Light
The adventurers shatter the crystal,
ending its influence but leaving the
coastline without a beacon.

3. Claim the Magic
The adventurers take the crystal’s power
for themselves, risking the resurgence of
its curse.
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D20 RANDOM EVENTS: THE
CURSED LIGHTHOUSE

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 gust of wind threatens to knock
adventurers off the cliffside path.
The adventurers find a shard of glowing crystal
imbued with necrotic energy.
A rival group of adventurers blocks the way
forward.
The adventurers discover carvings hinting at the
lighthouse’s origins.
A glyph activates, temporarily intensifying the
cursed light.
A spectral figure warns of the Shade’s wrath.
The air grows colder, imposing disadvantage on
Constitution checks.
The adventurers find a minor magical relic
embedded in the tower’s walls.
A sudden burst of light reveals a hidden passage in
the tower.
The adventurers hear faint whispers guiding them
to a secret chamber.

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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Off the coast of a small
fishing village lies the Kraken’s Grave, a
massive underwater canyon where a
legendary kraken was slain centuries ago.
Now, strange currents pull ships toward
the canyon, and villagers report sightings of
massive tentacles beneath the waves. The
adventurers must explore the depths to
uncover whether the kraken has returned—
or something worse now lurks in its place.

KEeYy NPCs

1. Heska Driftwood (Human, Neutral
Good)
A fisherwoman who claims to have seen
the tentacles. Heska offers her boat to
help the adventurers reach the canyon.

2. Garix Coldfin (Sahuagin, Chaotic
Neutral)
A sahuagin scavenger who believes the
canyon holds powerful relics from the
kraken'’s corpse. Garix may hinder or aid
the adventurers.

3. The Abyssal Spawn (Aberration, Chaotic
Evil)
A young kraken born from the remains
of the original. The Spawn has begun
growing rapidly and threatens to take
over the region.

LOCATIONS

1. The Fisher’s Rest
The coastal village where the villagers
share tales of the Kraken’s Grave. The
beach is littered with strange debris
washed ashore.

2. The Abyssal Rift
The edge of the canyon, where the ocean
floor drops into darkness. The water
grows colder and visibility diminishes as
one approaches.

3. The Kraken’s Remains
The heart of the canyon, where massive
bones and decaying tentacles lie among
glowing coral. The Abyssal Spawn
resides here.

ENCOUNTERS

1. Tentacle Traps
In the Abyssal Rift, massive tentacles
lash out from the shadows. Success
requires Athletics (DC 14) and
Perception (DC 13) checks to avoid
them.

2. Bone Guardians
At the Kraken’s Remains, the
adventurers are attacked by 2 Giant
Skeletons, animated by the abyssal
energy.

3. Battle with the Abyssal Spawn
In the Kraken’s Remains, the Spawn
uses tentacle attacks and water-based
magic to overwhelm intruders.

OvutcoME OPTIONS

1. Slay the Spawn
The adventurers defeat the Abyssal
Spawn, ensuring the safety of the coast
and the fishing village.

2. Seal the Rift
The adventurers collapse the canyon,
trapping the Spawn but losing access to
the kraken'’s relics.

3. Harvest the Relics
The adventurers take the abyssal relics,
risking further disturbances in the
canyon.
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D20 RANDOM EVENTS: THE
KRAKEN’S GRAVE

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

112
13-14
15-16
17-18

19-20

Event Description
A sudden current pulls adventurers deeper into the
canyon.
The adventurers find a shard of glowing coral
imbued with abyssal energy.
A rival group of scavengers blocks the path
forward.
A glyph activates, creating a small whirlpool.
The adventurers hear faint roars echoing from the
depths.
A spectral figure warns of the Spawn’s growing
power.
The adventurers find ancient carvings of the
kraken’s death.
The air grows colder, imposing disadvantage on
Strength checks.
The adventurers find a minor magical relic in the
canyon.
A sudden tremor shifts the seabed, revealing a
hidden passage.

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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Known as the Pirates’
Graveyard, this stretch of ocean is littered
with the wreckage of countless ships, their
rotting hulls jutting from the waves like
jagged teeth. Sailors tell tales of a ghostly
fleet that haunts the waters, preying on the
living. When a merchant vessel disappears
near the graveyard, the adventurers are
hired to recover its cargo—and survive the
spectral fleet.

KEeYy NPCs

1. Captain Helmar Saltcloak (Human,
Neutral Good)
A retired pirate turned merchant captain,
Helmar offers the adventurers insight
into the ghostly fleet and safe passage to
the graveyard.

2. Valryk Bloodfin (Tiefling, Chaotic
Neutral)
A treasure hunter seeking to plunder the
wreckage. Valryk's greed may lead to
clashes with the adventurers.

3. The Wraith Admiral (Undead, Lawful
Evil)
The spectral leader of the ghostly fleet,
cursed to haunt the graveyard for
eternity. The Admiral guards a vast
hoard of stolen treasures.

LOCATIONS

1. The Shattered Reefs
A maze of jagged rocks and wrecked
ships, where the water churns
dangerously. Debris and faint ghostly
lights make navigation treacherous.

2. The Sunken Hold
A partially submerged wreck that serves
as a den for spectral sailors. Strange
echoes fill the air, and the water feels
unnaturally cold.

3. The Ghostly Dreadnought
The flagship of the spectral fleet, its hull
glowing faintly with necrotic energy. The
Wraith Admiral resides here,
surrounded by his cursed crew.

ENCOUNTERS

1. Phantom Raiders
In the Shattered Reefs, the adventurers
are attacked by 2 Specters, remnants of
the ghostly fleet.

2. Cursed Traps
In the Sunken Hold, magical wards
trigger bursts of necrotic energy.
Success requires Arcana (DC 14) and
Perception (DC 13) checks to proceed
safely.

3. Battle with the Wraith Admiral
On the Ghostly Dreadnought, the
Admiral uses necrotic magic and
summons ghostly sailors to overwhelm
the adventurers.

OutcoME OPTIONS

1. Break the Curse
The adventurers lay the Wraith Admiral
and his fleet to rest, ending the
hauntings and freeing the waters for safe
travel.

2. Claim the Treasure
The adventurers recover valuable
artifacts from the graveyard, risking the
wrath of the spectral fleet.

3. Seal the Graveyard
The adventurers collapse key passages,
trapping the ghostly fleet but leaving its
treasures unreachable.
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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 current forces Dexterity saves to avoid
being pulled into wreckage.
The adventurers find a glowing gem imbued with
necrotic magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, releasing ghostly moans that
disorient the party.
The adventurers discover carvings hinting at the
fleet’s origin.
A spectral figure offers cryptic warnings about the
Admiral.
The adventurers find a journal detailing the fleet’s
last voyage.
The air grows unnaturally cold, imposing
disadvantage on Strength checks.
The adventurers find a minor magical relic in the
wreckage.
A sudden burst of light reveals a hidden alcove
within a shipwreck.

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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Nestled within a rocky
coastline lies the Siren’s
Cove, a secluded bay where sailors are
lured to their doom by hauntingly beautiful
songs. Recently, entire ships have
vanished, their wreckage washing ashore
days later. The adventurers must explore
the cove, face the sirens, and uncover the
source of their newfound aggression.

Key NPCs

1. Erya Tidesinger (Triton, Neutral Good)
A bard who believes the sirens are
protecting something valuable. Erya
seeks to communicate with them but
warns of their hostility.

2. Morven Clifftide (Human, Chaotic
Neutral)

A smuggler who uses the sirens as a
deterrent against rivals. Morven offers
information but demands a steep price
for cooperation.

3. The Siren Matriarch (Monstrosity,
Chaotic Evil)

The leader of the sirens, whose songs
can enchant entire crews. The Matriarch
protects a hidden treasure within the
COVE.

LOCATIONS

1. The Rocky Shoreline
A jagged beach littered with shipwreck
debris. Strange echoes of songs can be
heard faintly in the air.

2. The Singing Caverns
A network of caves where the sirens
nest. The walls shimmer faintly with
magical resonance, and the air hums
with their melody.

3. The Heart of the Cove
A hidden underwater chamber where
the Siren Matriarch resides. The water
glows faintly, and the treasure sparkles
in the dim light.

ENCOUNTERS

1. Enchanted Rivals
On the Rocky Shoreline, the adventurers
face 2 Bandits, enchanted by the sirens’
song and acting as their thralls.

2. Illusory Hazards
In the Singing Caverns, the sirens’ magic
creates disorienting illusions. Success
requires Insight (DC 14) and Arcana (DC
13) to navigate safely.

3. Battle with the Siren Matriarch
In the Heart of the Cove, the Matriarch
uses psychic song attacks and summons
her siren brood to defend her domain.

OuTtcoME OPTIONS

1. Break the Enchantment
The adventurers free the sirens from a
magical influence, ending their
aggression and restoring balance to the
cove.

2. Defeat the Matriarch
The adventurers slay the Siren
Matriarch, scattering the remaining
sirens and ensuring the cove is no longer
a threat.

3. Claim the Treasure
The adventurers take the hidden
treasure, risking a resurgence of the
sirens’ wrath.
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SIREN’S COVE

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 wave crashes into the shore, knocking
adventurers prone.
The adventurers find a glowing shell imbued with
magical properties.

A rival group of smugglers blocks the path forward.

A glyph activates, releasing a burst of enchanting
music.

The adventurers hear distant songs revealing a
hidden passage.

A spectral figure warns of the Matriarch’s power.
The adventurers find a map detailing the cove’s
hidden chambers.

The sirens’ song intensifies, imposing
disadvantage on Wisdom saves.

The adventurers find a minor magical relic
embedded in coral.

A sudden burst of light reveals an underwater
alcove.

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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Deep beneath the ocean
lies the Temple of the Tides, a forgotten
shrine dedicated to an ancient sea deity.
Recently, the tides around nearby islands
have become erratic, flooding villages and
exposing dangerous reefs. Sailors whisper
that the temple has awakened. The
adventurers must descend to the temple
and uncover the source of the disturbance.

KEeyY NPCs

1. Priestess Niyara Shellborn (Triton,
Neutral Good)
A devout follower of the sea deity who
believes the temple has been desecrated.
Niyara offers guidance and blessings for
the journey.

2. Captain Drakmar Waverunner (Human,
Chaotic Neutral)
A smuggler who seeks to plunder the
temple for its ancient treasures.
Drakmar’s crew might clash with the
adventurers.

3. The Abyssal Oracle (Aberration, Lawful
Neutral)
A powerful sea spirit bound to the
temple. It tests intruders, offering either
wisdom or destruction based on their
intent.

LOCATIONS

1. The Sunken Entrance
A massive archway overgrown with coral
and seaweed. Strange carvings on the
walls glow faintly in the dim water.

2. The Tidal Sanctum
A central chamber filled with shifting
tides and glowing glyphs. The water
seems to rise and fall with an unnatural

rhythm.

3. The Oracle’s Throne
A grand hall at the temple’s heart, where
the Abyssal Oracle resides. The chamber
glows with bioluminescent light and
pulses with divine energy.

ENCOUNTERS

1. Temple Guardians
At the Sunken Entrance, the adventurers
are attacked by 2 Reef Sharks,
controlled by the temple’s magic.

2. Rising Tides
In the Tidal Sanctum, magical currents
threaten to sweep adventurers into
danger. Success requires Athletics (DC
14) and Arcana (DC 13) checks to
navigate safely.

3. Battle with the Abyssal Oracle
At the Oracle’s Throne, the Oracle uses
water-based attacks and psychic
illusions to test the adventurers’ resolve.

OvurcoME OPTIONS

1. Appease the Oracle
The adventurers pass the Oracle’s tests,
stabilizing the tides and earning its
blessings.

2. Seal the Temple
The adventurers deactivate the temple’s
magic, ending the disturbances but
losing its divine connection.

3. Plunder the Relics
The adventurers take the temple’s
treasures, risking further wrath from the
sea deity.
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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 current pulls adventurers toward sharp
coral, forcing Dexterity saves.
The adventurers find a glowing conch shell imbued
with divine energy.
A rival group of smugglers blocks the way forward.
A glyph activates, creating an illusion of rising
water.
The adventurers hear faint chants revealing a
hidden path.
A spectral figure warns of the Oracle’s power.
The adventurers discover carvings depicting the
temple’s history.
The water grows murky, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
temple ruins.
A sudden tremor shifts the seabed, revealing a
hidden chamber.

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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3. The Corsair’s Vault
A treasure-filled chamber where the
Phantom Corsair resides. The air
crackles with necrotic energy, and the
gold glimmers enticingly.

PLoT HoOk
Hidden within a
secluded cove is the
Cursed Grotto, a cavern said to hold the
remains of an ancient pirate king.
Fishermen claim that eerie laughter echoes
from the cave, and treasure hunters who
enter are never seen again. The
adventurers must brave the grotto’s
dangers to uncover the truth behind its
sinister reputation.

ENCOUNTERS

1. Skeleton Crew
In the Tidal Pool, the adventurers are
attacked by 2 Skeletons, animated by the
grotto’s curse.

2. Bone Traps
In the Bone Hall, hidden pressure plates
trigger bone spears. Success requires

Ky NPCs Perception (DC 14) and Dexterity Saves

1. Lysara Driftwood (Human, Neutral (DC 13) to avoid them.
Good) 3. Battle with the Phantom Corsair

In the Corsair’s Vault, the Corsair uses
necrotic magic and summons skeletal
pirates to defend his hoard.

A local fisher who lost her brother to the
grotto’s curse. Lysara begs the
adventurers to find and save him if
possible.

2. Korrek Ironjaw (Half-Orc, Chaotic
Neutral) OvurcoME OPTIONS

A pirate who believes the grotto hides a 1. Break the Curse

treasure hoard. Korrek offers guidance
but demands a share of any loot.

3. The Phantom Corsair (Undead, Chaotic
Evil)
The vengeful spirit of the pirate king,

cursed to guard his treasure for eternity.

The Corsair commands an army of
skeletal minions.

LOCATIONS

1. The Tidal Pool
The entrance to the grotto, partially
submerged and teeming with glowing
fish. The air smells of salt and decay.

2. The Bone Hall
A vast cavern littered with skeletal
remains and broken weapons. Faint
echoes of laughter can be heard in the
distance.

The adventurers destroy the Corsair’s
spirit, ending the grotto’s curse and
freeing its victims.

2. Claim the Treasure

The adventurers take the treasure,
risking the possibility of reigniting the
curse.

3. Seal the Grotto

The adventurers collapse the grotto,
ensuring its dangers remain contained
but losing access to the treasure.
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Roll
(1d20) Event Description

1-2 A sudden wave floods the cave, forcing Athletics
saves to avoid being swept away.

3-4 The adventurers find a glowing doubloon imbued
with magical energy.

5-6 A rival group of pirates blocks the way forward.

7-8 A glyph activates, summoning skeletal minions.

9-10 The adventurers hear faint laughter guiding them to
a hidden alcove.

11-12 A spectral figure warns of the Corsair’s wrath.

13-14  The adventurers find carvings depicting the
Corsair's final battle.

15-16  The air grows heavy, imposing disadvantage on
Constitution saves.

17-18  The adventurers find a minor magical relic in the
grotto.

19-20 A sudden cave-in reveals a hidden chamber.

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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Beneath the shimmering
waves lies the Silver Reef, a long-forgotten
underwater city built entirely from silver-
hued coral. Legends claim the reef holds
powerful artifacts, but few return from
expeditions to its depths. Recently,
fishermen have reported strange pulses of
light emanating from the area, and the
water has turned unusually cold. The
adventurers must investigate the ruins and
uncover their secrets.

Key NPCs

1. Theris Coralshade (Triton, Neutral
Good)
An explorer who once visited the reef but
was driven away by strange visions.
Theris warns of dangers and offers maps
of the area.

2. Vektra Tideburn (Merfolk, Chaotic
Neutral)
A scavenger seeking to plunder the reef
for its treasures. Vektra’s group may
hinder or assist the adventurers
depending on their actions.

3. The Silver Sentinel (Construct, Lawful
Neutral)
A massive golem made of silver coral,
tasked with protecting the reef from
intruders. The Sentinel judges the worth
of those who enter.

LOCATIONS

1. The Glimmering Shoals
A vibrant area filled with schools of fish
that shimmer like silver. The water
grows colder as the adventurers
approach the reef.

2. The Coral Labyrinth
A maze of towering silver coral
formations. Faint glowing symbols light
the way, but their meaning is unclear.

3. The Eternal Chamber
A grand hall at the heart of the reef,
where ancient relics glow faintly. The
Silver Sentinel resides here, guarding
the treasures.

ENCOUNTERS

1. Coral Creepers
In the Glimmering Shoals, the
adventurers are ambushed by 2 Giant
Crabs, drawn to the reef’s magic.

2. Maze Traps
In the Coral Labyrinth, magical glyphs
trigger bursts of radiant energy. Success
requires Arcana (DC 14) and Perception
(DC 13) to avoid harm.

3. Battle with the Silver Sentinel
In the Eternal Chamber, the Sentinel
uses radiant attacks and summons coral
shards to defend the relics.

OutcoME OPTIONS

1. Earn the Relics
The adventurers prove their worth to the
Sentinel, gaining access to the reef’s
treasures.

2. Destroy the Sentinel
The adventurers defeat the Sentinel,
taking the relics but risking the reef’s
collapse.

3. Preserve the Reef
The adventurers stabilize the reef’s
magic, ensuring its protection for future
generations.
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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 current pulls adventurers into a coral
formation, forcing Athletics saves.
The adventurers find a glowing coral fragment
imbued with radiant energy.

A rival group of scavengers blocks the path forward.

A glyph activates, releasing a burst of radiant
energy.

The adventurers hear faint echoes leading to a
hidden alcove.

A spectral figure warns of the reef’s guardian.

The adventurers discover carvings hinting at the
reef’s origins.

The water grows colder, imposing disadvantage on
Strength saves.

The adventurers find a minor magical relic in the
coral ruins.

A sudden tremor shifts the reef, revealing a hidden
chamber.

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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In the center of a violent
maelstrom stands the Maelstrom Spire, a
jagged column of rock that rises defiantly
from the churning seas. Sailors claim it
was created by an ancient sea god to
imprison a powerful foe. Recently, the
storm surrounding the spire has
intensified, and strange figures have been
spotted near its peak. The adventurers
must brave the storm to discover what lies
atop the spire.

KEey NPCs

1. Krenna Wavebound (Human, Neutral
Good)
A weathered sailor who has survived the
edge of the maelstrom. Krenna warns of
treacherous waters and offers her boat
to aid the adventurers.

2. Zarok Stormcaller (Half-Orc, Chaotic
Evil)
A sorcerer seeking to control the spire’s
power. Zarok will do whatever it takes to
claim the storm’s magic.

3. The Bound Leviathan (Elemental,
Lawful Neutral)
An ancient sea elemental trapped within
the spire. It lashes out at intruders,
protecting its prison and the secrets it
holds.

LOCATIONS
1. The Churning Depths
The outer edges of the maelstrom,
where the water churns violently and
jagged rocks threaten to tear apart any
vessel.

2. The Spiral Ascent
A narrow, winding path up the spire,
slick with spray from the storm.
Lightning arcs across the sky, creating
constant danger.

3. The Storm Altar
A platform atop the spire, surrounded by
glowing runes and raging winds. The
Bound Leviathan resides here, lashing
out with elemental fury.

ENCOUNTERS

1. Storm Spirits
In the Churning Depths, the adventurers
are attacked by 2 Water Elementals,
empowered by the storm’s magic.

2. Lightning Hazards
On the Spiral Ascent, magical runes
release bolts of lightning. Success
requires Arcana (DC 14) and Athletics
(DC 13) to proceed safely.

3. Battle with the Bound Leviathan
At the Storm Altar, the Leviathan uses
water and lightning attacks to
overwhelm the adventurers.

OvurcoME OPTIONS

1. Release the Leviathan
The adventurers free the Leviathan,
calming the storm but risking its wrath.
2. Seal the Spire
The adventurers strengthen the spire’s
wards, ensuring the Leviathan remains
imprisoned.
3. Claim the Power
The adventurers take the spire’s magic,
gaining control over the storm but
risking its destabilization.
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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 wave crashes into the adventurers’ ship,
forcing Dexterity saves.
The adventurers find a shard of glowing stone
imbued with storm magic.
A rival group of sorcerers blocks the path forward.
A glyph activates, releasing a burst of lightning.
The adventurers hear faint whispers leading to a
hidden alcove.
A spectral figure warns of the Leviathan’s fury.
The adventurers find a carving hinting at the spire’s
creation.
The wind grows fierce, imposing disadvantage on
ranged attacks.
The adventurers find a minor magical relic in the
storm altar.
A sudden lightning strike reveals a hidden chamber
within the spire.

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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Deep in the ocean lies
the Sunken Pyramid, a colossal structure
built by an ancient aquatic civilization. Its
walls pulse with faint, magical light, and
the surrounding waters teem with strange
creatures. When a nearby settlement
begins experiencing mysterious
disappearances, the adventurers are tasked
with investigating the pyramid and
uncovering its secrets.

KeyYy NPCs

1. Eryssa Pearlwave (Triton, Neutral Good)
An archaeologist who has studied the
pyramid for years but has been unable to
enter. Eryssa offers knowledge of its
history and potential hazards.

2. Korrik Bloodscale (Sahuagin, Chaotic
Evil)

A ruthless warlord who claims the
pyramid as his domain. Korrik’s forces
will attack anyone who approaches.

3. The Eternal Guardian (Construct,
Lawful Neutral)

A massive, serpent-like golem that
protects the pyramid’s innermost
chamber. It judges intruders based on
their intentions.

LocATIONS

1. The Shimmering Approach
The area surrounding the pyramid,
where glowing kelp and darting fish
create a surreal landscape. Strange
currents pull toward the structure.

2. The Flooded Corridors
A labyrinth of partially collapsed tunnels
within the pyramid. Faint glyphs
illuminate the path, but many lead to
dead ends.

3. The Throne of Eternity
A grand hall at the pyramid’s core,
where a massive statue of an ancient
ruler towers above the Eternal Guardian.
The air here feels heavy with magic.

ENCOUNTERS

1. Sahuagin Raiders
In the Shimmering Approach, the
adventurers are ambushed by 2
Sahuagin, sent by Korrik to guard the
pyramid.

2. Collapsing Passageways
In the Flooded Corridors, unstable walls
and ceilings create hazards. Success
requires Athletics (DC 14) and
Perception (DC 13) checks to avoid
danger.

3. Battle with the Eternal Guardian
At the Throne of Eternity, the Guardian
uses radiant energy and crushing coils to
repel intruders.

OvurcoME OPTIONS

1. Restore the Pyramid
The adventurers calm the Guardian and
stabilize the pyramid’s magic, protecting
its secrets.

2. Destroy the Pyramid
The adventurers collapse the structure,
ending its influence but erasing a piece
of history.

3. Claim the Power
The adventurers take magical relics
from the pyramid, risking its
destabilization.
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Roll
(1d20) Event Description

1-2 A sudden current pulls adventurers deeper into the
pyramid.

3-4 The adventurers find a glowing glyph imbued with
radiant energy.

5-6 A rival group of treasure seekers blocks the way
forward.

7-8 A glyph activates, revealing a hidden passage.

9-10 The adventurers hear faint whispers from the walls.

11-12 A spectral figure warns of the Guardian’s wrath.

13-14  The adventurers discover carvings hinting at the
pyramid’s history.

15-16  The water grows colder, imposing disadvantage on
Strength checks.

17-18  The adventurers find a minor magical relic in the
ruins.

19-20 A sudden tremor shifts the structure, revealing a
new chamber.

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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Far below the ocean’s
surface lies the Abyssal
Rift, a gaping trench that descends into
darkness. Strange bioluminescent lights
have been seen emerging from the rift, and
nearby fishing waters have become barren.
Rumors suggest that an ancient leviathan
is stirring, and the adventurers are sent to
investigate before disaster strikes.

Key NPCs
1. Arlyn Seafarer (Elf, Neutral Good)

A scholar specializing in deep-sea
ecosystems, Arlyn provides guidance and
warns of the dangers lurking in the rift.

2. Kren Darktide (Human, Chaotic
Neutral)
A treasure hunter who believes the rift
contains priceless artifacts. Kren offers
assistance but is easily swayed by greed.

3. The Abyssal Leviathan (Aberration,
Chaotic Evil)
A colossal sea creature with glowing
eyes and razor-sharp teeth. The
Leviathan is the source of the
disturbances.

LOCATIONS

1. The Luminous Shelf
A glowing underwater plateau filled with
strange, bioluminescent flora and fauna.
The water here grows darker as the
adventurers descend.

2. The Rift’s Edge
A jagged cliff overlooking the trench.
Strange currents and glowing lights
make navigation treacherous.

3. The Leviathan’s Lair
A cavern deep within the rift, where the
Abyssal Leviathan resides. The chamber
pulses with dark energy and the sound of
rushing water.

ENCOUNTERS

1. Rift Predators
On the Luminous Shelf, the adventurers
are attacked by 2 Giant Eels, drawn to
the area by the Leviathan’s presence.

2. Crushing Depths
At the Rift’s Edge, intense pressure and
strong currents create hazards. Success
requires Athletics (DC 14) and Survival
(DC 13) checks to proceed safely.

3. Battle with the Abyssal Leviathan
In the Leviathan’s Lair, the creature uses
powerful bites and psychic screams to
overwhelm the adventurers.

OutcoME OPTIONS

1. Defeat the Leviathan
The adventurers slay the creature,
restoring balance to the ocean and its
ecosystems.

2. Seal the Rift
The adventurers collapse the trench,
trapping the Leviathan but risking
further disturbances.

3. Harness the Power
The adventurers take magical artifacts
from the rift, gaining power but leaving
the Leviathan alive.
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Roll
(1d20)

12
3-4

5-6

7-8
9-10

11-12
13-14

15-16

17-18

19-20

Event Description

A sudden current pulls adventurers toward the rift.

The adventurers find a glowing artifact imbued
with psychic energy.

A rival group of treasure hunters blocks the path
forward.

A glyph activates, creating a brief burst of light.
The adventurers hear faint roars echoing through
the water.

A spectral figure warns of the Leviathan’s wrath.
The adventurers discover carvings of the
Leviathan’s rise.

The water grows heavy, imposing disadvantage on
Constitution saves.

The adventurers find a minor magical relic in the
rift.

A sudden tremor shifts the trench, revealing a
hidden passage.

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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Far beyond the reach of
most ships lies the Isle of Endless Night, a
mysterious land perpetually shrouded in
darkness. Sailors speak of ghostly lights
flickering on its shores and strange
creatures prowling the gloom. When a
wealthy merchant hires the adventurers to
recover a priceless artifact said to be
hidden on the island, they must brave its
unnatural shadows and the terrors within.

Key NPCs

1. Vynra Blacktide (Tiefling, Neutral Good)
A cartographer obsessed with mapping
the isle, Vynra provides valuable
information but warns of its dangers.

2. Jorek Shadowfang (Human, Chaotic
Neutral)
A mercenary hunting a powerful relic on
the isle. Jorek may become an ally or a
rival depending on the adventurers’
choices.

3. The Night Warden (Aberration, Chaotic
Evil)
A creature of living shadow that prowls
the island, ensuring none escape with its
secrets.

LOCATIONS
1. The Shadowed Shores

A dark, rocky coastline where ghostly
lights flit between the jagged stones. The
sound of distant whispers fills the air.

2. The Obsidian Forest
A dense cluster of blackened, petrified
trees. Strange carvings are etched into
the bark, glowing faintly in the darkness.

3. The Lightless Temple
A crumbling structure hidden deep
within the forest, where the artifact is
said to rest. The Night Warden resides
here, lurking in the shadows.

ENCOUNTERS

1. Spectral Lurkers
On the Shadowed Shores, the
adventurers are attacked by 2 Shadows,
drawn by the disturbance of their
domain.

2. Darkness Traps
In the Obsidian Forest, patches of
magical darkness obscure deadly pitfalls.
Success requires Perception (DC 14)
and Arcana (DC 13) to navigate safely.

3. Battle with the Night Warden
In the Lightless Temple, the Warden
uses shadow-based attacks and psychic
illusions to disorient and harm the
adventurers.

OurcoME OPTIONS

1. Claim the Artifact
The adventurers recover the relic,
risking the Warden’s wrath but fulfilling
their mission.

2. Seal the Temple
The adventurers collapse the temple,
trapping the Warden and the artifact
within.

3. Appease the Warden
The adventurers negotiate with or defeat
the Warden, ensuring the isle remains
undisturbed.
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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 gust extinguishes all light sources,
forcing quick improvisation.
The adventurers find a glowing shard of obsidian
imbued with necrotic energy.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, creating a burst of blinding light.
The adventurers hear faint whispers guiding them
to a hidden chamber.
A spectral figure warns of the Warden's fury.
The adventurers discover carvings hinting at the
isle’s origins.
The darkness grows heavier, imposing
disadvantage on ranged attacks.
The adventurers find a minor magical relic in the
temple ruins.
A sudden tremor shifts the terrain, revealing a new
pathway.

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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Prot Hook
The Devil’s Trench is a
narrow but seemingly
bottomless fissure in the ocean floor,
infamous for dragging ships to their doom.
Recently, entire fleets have disappeared
near the trench, and survivors whisper of
haunting chants echoing from the depths.
The adventurers are tasked with
descending into the trench to uncover its
secrets and prevent further tragedies.

Key NPCs

1. Admiral Lyris Waveborn (Triton,
Neutral Good)
A naval leader determined to end the
tragedies plaguing the trench. Lyris
offers her fleet’s resources to support the
adventurers.

2. Zareth Darkfathom (Human, Chaotic
Neutral)
A deep-sea explorer who believes the
trench holds a legendary artifact.
Zareth’s selfish motives may lead to
clashes with the adventurers.

3. The Abyssal Chorus (Aberration,
Chaotic Evil)
A hive-mind of deep-sea creatures that
lure ships to their doom with hauntingly
beautiful songs.

LOCATIONS

1. The Churning Waters
A turbulent section of ocean above the
trench, where wreckage from countless
ships floats eerily. The water seems
unnaturally cold.

2. The Cracked Descent
The walls of the trench, covered in
glowing barnacles and strange carvings.
The light grows dimmer as the
adventurers descend.

3. The Chorus Chamber
A vast, open cavern at the trench’s heart,
where the Abyssal Chorus resides. The
air is thick with the hum of their songs.

ENCOUNTERS

1. Luring Shadows
In the Churning Waters, the adventurers
are attacked by 2 Shadows, drawn to the
area by the Chorus’s influence.

2. Pressure Traps
In the Cracked Descent, sudden bursts
of water pressure threaten to dislodge
the adventurers. Success requires
Athletics (DC 14) and Survival (DC 13)
checks to proceed safely.

3. Battle with the Abyssal Chorus
In the Chorus Chamber, the creatures
use psychic attacks and summon
spectral echoes to overwhelm the
adventurers.

OuTtcoME OPTIONS

1. Silence the Chorus
The adventurers destroy the Abyssal
Chorus, freeing the trench from its curse
and ensuring safe passage for ships.

2. Appease the Chorus
The adventurers find a way to negotiate
with or calm the hive-mind, preserving
its existence while ensuring the safety of
passing ships.

3. Claim the Artifact
The adventurers take a magical relic
from the Chorus Chamber, gaining
power but risking the trench’s wrath.
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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 current pulls adventurers deeper into the
trench.
The adventurers find a glowing shard imbued with
psychic energy.
A rival group of treasure hunters blocks the way
forward.
A glyph activates, releasing a haunting song.
The adventurers hear faint whispers revealing a
hidden chamber.
A spectral figure warns of the Chorus’s power.
The adventurers find carvings hinting at the
trench’s origins.
The water grows heavy, imposing disadvantage on
Strength checks.
The adventurers find a minor magical relic in the
depths.
A sudden tremor shifts the trench, revealing a
hidden passage.

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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PLoT HOoOK

The Blood Reef is an
ominous expanse of
coral stained crimson, said to be the site of
a long-forgotten naval battle. Recently,
ships traveling near the reef have been
found adrift, their crews missing and their
hulls marked with claw-like scratches. The
adventurers must brave the reef’'s dangers
to uncover the truth behind these
disappearances.

KEeY NPCs

1. Tylas Driftmoor (Human, Neutral Good)
A former sailor who survived an attack
near the reef. Tylas offers guidance and
warns of strange shapes lurking in the
waters.

2. Kalrin Tidehunter (Sahuagin, Chaotic
Evil)

A warlord who claims the reef as his
hunting ground. Kalrin sees the
adventurers as trespassers and prey.

3. The Crimson Horror (Monstrosity,
Chaotic Evil)

A massive, coral-encrusted sea serpent
that stalks the reef. The Horror uses its
size and cunning to dominate the waters.

LOCATIONS

1. The Red Shoals
A shallow area surrounding the reef,
where crimson coral glows faintly under
the water. The air feels heavy with
foreboding.

2. The Fractured Wrecks
A graveyard of shattered ships scattered
among the coral. Strange claw marks
are visible on the hulls.

3. The Serpent’s Den
A cavern deep within the reef, where the
Crimson Horror resides. The coral here
glows more intensely, and the water
feels unnaturally warm.

ENCOUNTERS

1. Bloodied Scouts
At the Red Shoals, the adventurers are
attacked by 2 Sahuagin, sent by Kalrin to
patrol the area.

2. Razor Coral Traps
In the Fractured Wrecks, sharp coral
formations create hazards. Success
requires Acrobatics (DC 14) and
Perception (DC 13) to avoid injury.

3. Battle with the Crimson Horror
In the Serpent’s Den, the Horror uses
powerful bites, tail sweeps, and coral-
based magic to overwhelm the
adventurers.

OuTcoOME OPTIONS

1. Slay the Horror
The adventurers defeat the Crimson
Horror, ensuring the reef is safe for
travelers.

2. Seal the Den
The adventurers collapse the Serpent’s
Den, trapping the Horror but leaving its
power intact.

3. Claim the Coral
The adventurers harvest magical coral
from the reef, risking the wrath of its
inhabitants.
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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 current pulls adventurers toward the
coral.
The adventurers find a glowing coral shard imbued
with magical energy.
A rival group of hunters blocks the path forward.
A glyph activates, creating an illusion of a massive
serpent.
The adventurers hear distant roars echoing
through the water.
A spectral figure warns of the Crimson Horror's
wrath.
The adventurers discover carvings depicting the
reef’s origins.
The water grows colder, imposing disadvantage on
Strength checks.
The adventurers find a minor magical relic in the
coral.
A sudden tremor shifts the reef, revealing a hidden
alcove.

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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Beneath the waves lies

the Sunken Fortress, an ancient stronghold

built by a long-lost empire. Its walls are
covered in barnacles, but the structure
remains intact, emanating a faint magical
glow. Recently, strange sea creatures have
been seen guarding the fortress, and
passing ships report attacks by heavily
armored beings. The adventurers must
uncover what—or who—has claimed the
fortress.

KEey NPCs

1. Lady Arina Deepwatch (Triton, Neutral
Good)

A protector of underwater ruins, Arina
believes the fortress must be preserved.
She asks the adventurers to investigate
its new occupants.

2. Malrik Rustscale (Lizardfolk, Chaotic
Neutral)

A scavenger seeking to plunder the
fortress for its treasures. Malrik offers
guidance but cannot be fully trusted.

3. The Coral Lord (Undead, Lawful Evil)
A revenant warlord who has risen to
reclaim the fortress. The Coral Lord
commands an army of undead soldiers
enhanced with coral magic.

LOCATIONS
1. The Broken Gate
The crumbling outer entrance of the

fortress, partially buried under sand and

coral. Strange glyphs glow faintly in the
water.

2. The Flooded Halls
A labyrinth of water-filled corridors,
where spectral sounds echo faintly.
Seaweed and debris make navigation
challenging.

3. The Throne Room
A grand chamber where the Coral Lord

resides, surrounded by undead warriors.
The air feels heavy with necrotic energy.

ENCOUNTERS

1. Undead Sentinels
At the Broken Gate, the adventurers are

attacked by 2 Skeletons, animated by the

Coral Lord’s magic.

2. Flooded Hazards
In the Flooded Halls, strong currents
and collapsing walls create dangers.
Success requires Athletics (DC 14) and
Survival (DC 13) checks to proceed
safely.

3. Battle with the Coral Lord
In the Throne Room, the Coral Lord
uses necrotic magic and coral spikes to
overwhelm the adventurers.

OuTtcoME OPTIONS

1. Destroy the Coral Lord
The adventurers defeat the Coral Lord,
freeing the fortress and the surrounding
waters from his influence.

2. Seal the Fortress
The adventurers collapse parts of the
structure, trapping the Coral Lord and
his minions within.

3. Claim the Fortress
The adventurers take control of the
fortress, risking future retaliation from
other undead forces.
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Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

112
13-14
15-16
17-18

19-20

Event Description
A sudden current pulls adventurers into a
collapsing section of the fortress.
The adventurers find a glowing shard of coral
imbued with necrotic energy.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning undead sentinels.
The adventurers hear spectral voices warning of the
Coral Lord’s power.
A spectral figure offers cryptic guidance about the
fortress.
The adventurers discover carvings hinting at the
fortress’s history.
The water grows colder, imposing disadvantage on
Strength checks.
The adventurers find a minor magical relic in the
throne room.
A sudden tremor shifts the fortress, revealing a
hidden passage.

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

201



ADVENTURE SEED 198:

i’ HE WHISPERING
‘ 6 7\ LAGOON’

PrLoT HoOK

Nestled within a remote
island is the Whispering Lagoon, a tranquil
pool surrounded by jagged cliffs. The water
glows faintly under moonlight, and
travelers claim to hear whispers promising
great power. However, those who enter the
lagoon are never seen again. The
adventurers must uncover the lagoon’s
secrets and confront the force behind the
whispers.

Key NPCs

1. Eryndra Moonsworn (Elf, Neutral Good)
A mystic who believes the lagoon holds
ancient wisdom. Eryndra seeks to
protect its magic from corruption.

2. Varyn Tidecaller (Tiefling, Chaotic
Neutral)

A sorcerer drawn to the lagoon’s power.
Varyn may aid or betray the adventurers
depending on their intentions.

3. The Whispering Entity (Aberration,
Chaotic Evil)

A malevolent force bound to the lagoon.
It lures travelers with promises of power
before consuming their souls.

LOCATIONS

1. The Moonlit Shore
The edge of the lagoon, where faint
whispers grow louder as night falls. The
water glows faintly with magical energy.

2. The Hidden Caverns
Tunnels beneath the lagoon, filled with
glowing fungi and ancient carvings. The
air is heavy with an unnatural chill.

3. The Lagoon’s Heart
A submerged chamber where the
Whispering Entity resides. The water
shimmers with distorted reflections, and
the whispers are deafening.

ENCOUNTERS
1. Illusory Thralls
At the Moonlit Shore, the adventurers

are attacked by 2 Illusions, controlled by

the Entity to defend the lagoon.

2. Collapsed Tunnels
In the Hidden Caverns, unstable walls
create hazards. Success requires
Athletics (DC 14) and Insight (DC 13)
checks to navigate safely.

3. Battle with the Whispering Entity
In the Lagoon’s Heart, the Entity uses
psychic attacks and water illusions to
disorient and harm the adventurers.

OuTtcoME OPTIONS

1. Banish the Entity
The adventurers defeat the Entity,
freeing the lagoon from its malevolent
influence.

2. Seal the Lagoon
The adventurers collapse the hidden
caverns, ensuring the Entity remains
trapped forever.

3. Claim the Power
The adventurers take a fragment of the
Entity’s power, risking the lagoon’s
reawakening.
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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 wave threatens to pull adventurers into
the lagoon.
The adventurers find a glowing shard of magical
stone.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, creating an illusion of the Entity.
The adventurers hear whispers revealing a hidden
passage.
A spectral figure warns of the Entity’s power.
The adventurers discover carvings hinting at the
lagoon’s origins.
The whispers grow louder, imposing disadvantage
on Wisdom saves.
The adventurers find a minor magical relic in the
caverns.
A sudden tremor shifts the lagoon, revealing a
hidden chamber.

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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Far below the ocean’s
surface lies the Rift of Shimmering Stars, a
vast underwater canyon filled with glowing
crystals. Fishermen report that the light
from the rift has grown brighter in recent
days, and the surrounding waters teem
with strange, aggressive creatures. The
adventurers are tasked with descending
into the rift to investigate the source of the
disturbance and stop it before it spreads
further.

KEey NPCs

1. Velora Tidebreaker (Triton, Neutral
Good)
A ranger who has studied the rift for
years. Velora fears the crystals’ power is
awakening and offers guidance to
navigate the depths.

2. Kaelith Glowscale (Sahuagin, Chaotic
Neutral)
A scavenger who seeks to harvest the
glowing crystals for their magical
properties. Kaelith might aid or hinder
the adventurers.

3. The Starbound Warden (Elemental,
Lawful Neutral)
A massive crystal-infused elemental that
guards the rift. The Warden ensures the
crystals are not disturbed by unworthy
hands.

LOCATIONS

1. The Crystal Forest
A shallow area filled with glowing crystal
formations. The light is hypnotic, and
strange, otherworldly sounds echo
faintly in the water.

2. The Glittering Chasm
A narrow canyon lined with jagged
crystals. The air hums faintly with magic,
and small, aggressive creatures dart
through the shadows.

3. The Radiant Core
The heart of the rift, where a massive
crystal formation pulses with power. The
Starbound Warden resides here,
watching over the core.

ENCOUNTERS

1. Crystal Sprites
In the Crystal Forest, the adventurers
are attacked by 2 Mephits, infused with
radiant energy from the crystals.

2. Shifting Currents
In the Glittering Chasm, magical
currents and sharp crystal outcroppings
create hazards. Success requires
Athletics (DC 14) and Arcana (DC 13)
checks to navigate safely.

3. Battle with the Starbound Warden
In the Radiant Core, the Warden uses
radiant attacks and summons crystal
shards to repel intruders.

OutcoME OPTIONS

1. Stabilize the Crystals
The adventurers calm the Warden and
stabilize the rift, ensuring its power does
not spread uncontrollably.

2. Destroy the Crystals
The adventurers shatter the rift’s
crystals, ending their influence but losing
their magical potential.

3. Harvest the Magic
The adventurers take shards of the
crystals, gaining powerful relics but
risking future instability in the rift.
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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 current pulls adventurers toward jagged
crystals, forcing Dexterity saves.
The adventurers find a glowing shard imbued with
radiant energy.

A rival group of scavengers blocks the path forward.

A glyph activates, creating a sudden burst of light.
The adventurers hear faint whispers leading to a
hidden alcove.

A spectral figure warns of the Warden’s power.
The adventurers find carvings depicting the rift’s
creation.

The radiant light imposes disadvantage on ranged
attacks.

The adventurers find a minor magical relic in the
crystal forest.

A sudden tremor shifts the rift, revealing a new
chamber.

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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The Sunken Palace of
Coralus is a legendary underwater ruin
said to be the seat of a once-great aquatic
empire. Its halls are adorned with precious
gems and ancient murals, but they are also
guarded by deadly traps and strange
creatures. Recently, a group of treasure
hunters went missing in the palace, and the
adventurers are hired to find them—or their
riches.

Key NPCs

1. Syrra Brightfin (Merfolk, Neutral Good)
A historian who has studied the Coralus
Empire for decades. Syrra offers insights
into the palace’s layout and potential
dangers.

2. Drelkar Scaleheart (Half-Orc, Chaotic
Neutral)
A mercenary seeking to claim the
palace’s treasures for himself. Drelkar’s
group may prove helpful—or
treacherous.

3. The Jewel Sovereign (Construct, Lawful
Neutral)
An ancient golem made of coral and
jewels, designed to protect the palace’s
treasures from intruders.

LOCATIONS

1. The Gem-Encrusted Gate
The grand entrance to the palace,
adorned with glittering gemstones. The
water shimmers with faint magical
energy.

2. The Hall of Echoes
A vast corridor filled with murals that
depict the rise and fall of the Coralus
Empire. Faint whispers echo through
the water.

3. The Jewel Throne Room
A grand chamber at the palace’s heart,
where the Jewel Sovereign resides. The
floor is scattered with treasure, but every
step is perilous.

ENCOUNTERS

1. Guardian Statues
At the Gem-Encrusted Gate, the
adventurers are attacked by 2 Animated
Armors, enchanted to repel intruders.

2. Collapsing Halls
In the Hall of Echoes, unstable walls and
traps create hazards. Success requires
Athletics (DC 14) and Perception (DC
13) checks to navigate safely.

3. Battle with the Jewel Sovereign
In the Jewel Throne Room, the
Sovereign uses radiant energy and
gemstone projectiles to defend the
palace’s treasures.

OvurcoME OPTIONS

1. Claim the Treasure
The adventurers recover the riches of
Coralus, risking the wrath of its
defenders.

2. Preserve the Palace
The adventurers stabilize the palace’s
magic, ensuring its protection for future
generations.

3. Seal the Throne Room
The adventurers collapse the throne
room, ensuring its treasures remain
hidden forever.
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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 current pulls adventurers toward a
collapsing hallway.
The adventurers find a glowing gem imbued with
radiant magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, releasing a flash of radiant
energy.
The adventurers hear whispers revealing a hidden
passage.
A spectral figure warns of the Jewel Sovereign’s
wrath.
The adventurers discover carvings of Coralus’s last
king.
The radiant light imposes disadvantage on ranged
attacks.
The adventurers find a minor magical relic in the
throne room.
A sudden tremor shifts the palace, revealing a
hidden chamber.

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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