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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 201:

s’ HE WEEPING
‘ 6 7Y FOREST”

PLoT HOOK

Deep within a long-
abandoned forest, travelers speak of trees
that weep blood-red sap and whispers that
echo through the branches. Locals claim
the forest is cursed, haunted by the spirits
of a massacred village. Recently, nearby
farms have been found abandoned, their
fields overgrown and eerily quiet. The
adventurers must enter the forest, uncover
the source of the hauntings, and end its
unnatural grip on the land.

KEeYy NPCs

1. Erlan Greythorn (Human, Neutral Good)
An elderly woodsman who remembers
the forest before its curse. Erlan warns
the adventurers of the whispers and
shares stories of the lost village.

2. Marella Silvershadow (Elf, Neutral Evil)
A necromancer who uses the cursed
forest as a haven for her experiments.
Marella seeks to harness the spirits’
power for her own ends.

3. The Wailing Guardian (Undead, Lawful
Neutral)

A spectral treant bound to protect the
forest. It views intruders as threats,
regardless of their intent.

LOCATIONS

1. The Red Glade
A clearing where the trees exude blood-
like sap. The air is thick with the sound
of faint whispers, and the ground feels
unnaturally warm.

2. The Hollow Village
Ruins of the lost village overrun by moss
and brambles. Shadows flit between the
crumbled buildings, and cold spots
suggest unseen presences.

3. The Heartwood Shrine
A sacred grove at the forest’s center,
where the Wailing Guardian resides.
The trees here glow faintly, and the air is
heavy with sorrow.

ENCOUNTERS

1. Restless Spirits
In the Red Glade, the adventurers are
attacked by 2 Specters, lingering
remnants of the forest’s curse.

2. Cursed Relics
In the Hollow Village, disturbing certain
objects triggers spectral apparitions.
Success requires Arcana (DC 14) and
Insight (DC 13) checks to avoid harm.

3. Battle with the Wailing Guardian
In the Heartwood Shrine, the Guardian
uses spectral roots and necrotic blasts to
protect its domain.

OutcoME OPTIONS

1. Break the Curse
The adventurers lay the spirits to rest,
freeing the forest and restoring balance
to the land.

2. Harness the Power
The adventurers extract the forest’s
magic, gaining dark knowledge but
leaving the area unstable.

3. Seal the Forest
The adventurers create wards to trap the
spirits within, containing the curse but
leaving its resolution incomplete.



D20 RANDOM EVENTS: THE
WEEPING FOREST

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 causes the trees to creak and
groan, forcing Wisdom saves to resist fear.
The adventurers find a glowing shard of blood-red
crystal imbued with necrotic energy.
A rival group of adventurers blocks the path
forward.
A glyph activates, releasing a burst of spectral
energy.
The adventurers hear faint whispers leading to a
hidden alcove.
A spectral figure warns of the Guardian’s wrath.
The adventurers find carvings depicting the forest’s
curse.
The whispers grow louder, imposing disadvantage
on Perception checks.
The adventurers find a minor magical relic in the
village ruins.
A sudden tremor shifts the forest, revealing a
hidden grove.

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




ADVENTURE SEED 202:

s’ HE CURSED
‘ 6 7| CROSSROADS"

Prot Hook

At the center of three
crumbling roads lies a weathered stone
marker, its surface etched with ancient
runes. Travelers passing the crossroads
report strange phenomena—phantom
apparitions, chilling screams, and spectral
figures appearing at dusk. Merchants fear
the area is cursed, disrupting trade
between nearby villages. The adventurers
must investigate the crossroads and lift its
haunting affliction.

Key NPCs

1. Ravenna Thornbrook (Half-Elf, Neutral
Good)

A wandering historian who believes the
crossroads is a site of ancient burial
rituals. She shares her knowledge of the
local legends.

2. Jorik Greymantle (Human, Neutral Evil)
A grave robber who recently disturbed
the graves near the marker. Jorik hides
his involvement but might reveal it under
duress.

3. The Wraithbound Knight (Undead,
Lawful Neutral)

The spirit of a once-noble warrior bound
to the crossroads. The Knight seeks
justice for its defiled resting place.

LOCATIONS

1. The Stone Marker
A weathered obelisk at the heart of the
crossroads. The runes glow faintly at
night, and the air grows colder the closer
one approaches.

2. The Buried Graves
Shallow, unmarked graves near the
crossroads. Disturbing the ground here
triggers ghostly apparitions and eerie
whispers.

3. The Phantom Road
A spectral path that appears under
moonlight, leading into the shadowy
woods. The Wraithbound Knight
appears here.

ENCOUNTERS

1. Phantom Travelers
Near the Stone Marker, the adventurers
are attacked by 2 Shadows, drawn to the
site’s cursed magic.

2. Disturbed Graves
At the Buried Graves, spectral hands rise
from the ground, requiring Athletics (DC
14) and Arcana (DC 13) checks to
escape.

3. Battle with the Wraithbound Knight
On the Phantom Road, the Knight uses
spectral sword strikes and necrotic
blasts to test the adventurers’ resolve.

OvurcoME OPTIONS

1. Restore the Graves
The adventurers lay the disturbed spirits
to rest, cleansing the crossroads of its
curse.

2. Seal the Marker
The adventurers ward the area,
containing its magic but leaving the
spirits unrested.

3. Harness the Power
The adventurers extract magic from the
marker, gaining spectral abilities but
intensifying the hauntings.



D20 RANDOM EVENTS: THE
CURSED CROSSROADS

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 chill imposes disadvantage on
Perception checks for an hour.
The adventurers find a glowing shard of obsidian
imbued with spectral energy.
A rival group of adventurers blocks the path
forward.
A glyph activates, summoning spectral guardians.
The adventurers hear distant screams revealing a
hidden alcove.
A spectral figure warns of the Knight's wrath.
The adventurers find carvings depicting an ancient
battle.
The whispers grow louder, imposing disadvantage
on Insight checks.
The adventurers find a minor magical relic buried
near the graves.
A sudden tremor shifts the marker, 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




ADVENTURE SEED 203:

whws» HE SHROUDED LAKE”

¢ C‘j

PLoT HooOK

Nestled deep within a
misty valley is the
Shrouded Lake, a body of water
perpetually cloaked in dense fog.
Fishermen who venture too far from the
shore often disappear, and their boats
return empty, covered in frost. Local
legends speak of an ancient guardian who
drags intruders to their watery graves. The
adventurers are tasked with uncovering the
lake’s mystery and stopping the
disappearances.

KEey NPCs

1. Halrin Fogrunner (Human, Neutral
Good)
A fisherman who narrowly escaped the
lake’s grip. Halrin offers guidance and
warns of strange shadows beneath the
water.

2. Nalya Frostveil (Half-Elf, Chaotic
Neutral)
A druid who believes the guardian is
protecting the lake from pollution. Nalya
urges the adventurers to avoid harm to
the creature.

3. The Mistbound Leviathan (Aberration,
Chaotic Evil)
A massive, spectral beast that resides in
the lake. The Leviathan attacks anyone
who disturbs its waters.

LOCATIONS

1. The Foggy Shore
The lake’s edge, where thick mist
obscures vision. Strange, distorted
reflections ripple across the water.

2. The Frostbound Boat
An abandoned fishing boat frozen in
place, covered in frost. Ghostly laughter
echoes from within.

3. The Misty Depths
The lake’s heart, where the Mistbound
Leviathan lurks. The water glows faintly
with eldritch light.

ENCOUNTERS

1. Spectral Lures
Near the Foggy Shore, the adventurers
are attacked by 2 Shadows, drawn to the
lake’s cursed waters.

2. Frostbound Hazards
At the Frostbound Boat, icy patches
threaten to freeze the adventurers.
Success requires Athletics (DC 14) and
Survival (DC 13) checks.

3. Battle with the Mistbound Leviathan
In the Misty Depths, the Leviathan uses
psychic lures and freezing water attacks
to overwhelm intruders.

OuTtcoME OPTIONS

1. Slay the Leviathan
The adventurers defeat the creature,
ending the lake’s hauntings and ensuring
the safety of nearby villagers.

2. Appease the Guardian
The adventurers perform a ritual to calm
the Leviathan, restoring balance to the
lake.

3. Harvest the Power
The adventurers extract magic from the
lake, risking further supernatural
disturbances.



D20 RANDOM EVENTS: THE DM SCRATCH PAD
SHROUDED LAKE

Roll
(1d20) Event Description

1-2 A sudden chill imposes disadvantage on Dexterity
saves for an hour.

3-4 The adventurers find a glowing shard of ice imbued
with spectral energy.

5-6 A rival group of treasure hunters blocks the path
forward.

7-8 A glyph activates, releasing a burst of freezing mist.

9-10 The adventurers hear faint whispers revealing a
hidden cave.

11-12 A spectral figure warns of the Leviathan’s wrath.

13-14  The adventurers find carvings depicting the lake’s
guardian.

15-16 The mist thickens, imposing disadvantage on
ranged attacks.

17-18  The adventurers find a minor magical relic near the
shore.

19-20 A sudden tremor shifts the water, revealing a
submerged structure.

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 204:

‘ 6/"&“2&/ HE HOWLING RUINS”

¥/

PLoT HoOK
High in the hills lies an
ancient ruin, its
crumbling walls marked with claw-like
scratches. At night, mournful howls echo
across the land, sending shivers through
nearby villages. Livestock has begun
disappearing, and villagers fear that the
ruin has become the lair of some
malevolent force. The adventurers must
uncover the source of the howling and put
an end to the terror.

Ky NPCs

1. Orren Greystone (Dwarf, Neutral Good)
A stoneworker who claims the ruin once
belonged to an ancient clan. Orren

shares what little he knows of its history.

2. Kelva Nightstalker (Human, Chaotic
Neutral)
A rogue who uses the ruin as a base for
smuggling. Kelva may hinder or assist
the adventurers depending on her
interests.

3. The Wailing Alpha (Undead, Chaotic
Evil)
A spectral wolf that haunts the ruins,
commanding a pack of ghostly beasts.
The Alpha hungers for vengeance
against the living.

LOCATIONS
1. The Broken Courtyard

A crumbled entryway filled with toppled
statues and overgrown weeds. Faint
claw marks mar the stones.

2. The Feral Crypts
An underground passage filled with
spectral howls and flickering lights. The
air grows colder with every step.

3. The Alpha’s Den
A grand hall at the ruin’s heart, where
the Wailing Alpha resides. The air is
thick with dread, and the walls glow
faintly in the moonlight.

ENCOUNTERS

1. Phantom Wolves
In the Broken Courtyard, the
adventurers are attacked by 2 Shadow
Mastiffs, drawn to the ruin’s curse.

2. Spectral Hazards
In the Feral Crypts, haunting growls and
illusions disorient the adventurers.
Success requires Insight (DC 14) and
Arcana (DC 13) checks.

3. Battle with the Wailing Alpha
In the Alpha’s Den, the Alpha uses
spectral claws and necrotic howls to
overwhelm intruders.

OutcoME OPTIONS

1. Slay the Alpha
The adventurers destroy the Wailing
Alpha, freeing the ruins and ensuring the
villagers’ safety.

2. Seal the Crypts
The adventurers collapse the ruins,
trapping the spirits but leaving the curse
unresolved.

3. Tame the Spirits
The adventurers calm the Alpha’s rage,
allowing the spectral wolves to roam
without harm.

11



D20 RANDOM EVENTS: THE
HowLING RUINS

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 howl imposes disadvantage on Wisdom
saves for an hour.
The adventurers find a shard of glowing stone
imbued with necrotic energy.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, releasing a burst of spectral
howls.
The adventurers hear faint growls revealing a
hidden alcove.
A spectral figure warns of the Alpha’s wrath.
The adventurers find carvings depicting an ancient
hunt.
The growls grow louder, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
crypts.
A sudden tremor shifts the ruins, 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

12



ADVENTURE SEED 205:

s’ HE GRAVEKEEPER'S
‘ 6 g CHAPEL

ProT HooOk

Perched atop a lonely
hill, the Gravekeeper’s Chapel looms over
an ancient cemetery. Locals claim to see
figures moving among the graves at night,
and mourners report hearing whispers
from beneath the earth. Recently, villagers
have gone missing, and rumors spread that
the chapel itself is alive. The adventurers
must investigate the chapel and its dark
secrets.

Key NPCs

1. Father Eldrin (Human, Neutral Good)
A weary priest who has kept the chapel
for decades. Father Eldrin fears the
spirits have turned against him.

2. Veklin Shadowscythe (Tiefling, Chaotic
Evil)
A graverobber who seeks to plunder the
crypt beneath the chapel. Veklin’s
meddling may have unleashed the curse.

3. The Gravekeeper’s Shade (Undead,
Lawful Evil)
A spirit bound to the chapel, protecting
its secrets and punishing trespassers
with merciless vengeance.

LOCATIONS
1. The Forgotten Graveyard

A sprawling cemetery filled with
overgrown graves and cracked
tombstones. Strange lights flicker
among the headstones.

2. The Chapel Interior
A decrepit sanctuary filled with broken
pews and faint whispers. Shadows seem
to shift unnaturally across the walls.

3. The Shadowed Crypt
A labyrinth beneath the chapel where the
Gravekeeper’s Shade resides. The air is
thick with decay and dread.

ENCOUNTERS
1. Restless Dead

In the Forgotten Graveyard, the
adventurers are attacked by 2 Skeletons,
animated by the chapel’s curse.

2. Haunting Whispers

In the Chapel Interior, spectral voices
disorient the adventurers. Success
requires Insight (DC 14) and Perception
(DC 13) checks.

3. Battle with the Gravekeeper’s Shade

In the Shadowed Crypt, the Shade uses
necrotic blasts and shadowy tendrils to
repel intruders.

OurcoME OPTIONS
1. Banish the Shade

The adventurers destroy the
Gravekeeper’s Shade, ending the
chapel’s curse and restoring peace to the
cemetery.

2. Seal the Crypt

The adventurers collapse the crypt,
trapping the Shade but leaving the
chapel’s secrets hidden.

3. Harness the Power

The adventurers extract dark magic
from the crypt, gaining spectral abilities
but spreading the curse further.

13



D20 RANDOM EVENTS: THE
GRAVEKEEPER’S CHAPEL

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 chill imposes disadvantage on Insight
checks for an hour.
The adventurers find a glowing shard imbued with
necrotic energy.
A rival group of scavengers blocks the path
forward.
A glyph activates, summoning skeletal defenders.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Shade’s wrath.
The adventurers find carvings hinting at the
chapel’s history.
The shadows deepen, imposing disadvantage on
ranged attacks.
The adventurers find a minor magical relic in the
crypt.
A sudden tremor shifts the chapel, 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

14



ADVENTURE SEED 206:

s’ HE ECHOING
‘ 6 7| CATACOMBS”

PrLoT HOOK

Beneath an abandoned
fortress lies a network of catacombs, once
used to inter the dead of a long-forgotten
kingdom. Recently, mournful echoes have
been heard emanating from the sealed
entrance, and strange lights flicker in the

cracks of its ancient stone. Local shepherds

whisper of apparitions near the fortress,
and livestock has gone missing. The
adventurers must explore the catacombs
and uncover the cause of its eerie
disturbances.

Key NPCs

1. Harlon Thistledown (Halfling, Neutral
Good)
A former soldier who served in the
fortress before its abandonment. Harlon
provides insight into the catacombs’
layout and their grim history.

2. Merris Dreadshade (Human, Neutral
Evil)
A warlock who seeks to claim the
catacombs’ dark magic. Merris offers
information but may betray the
adventurers at a critical moment.

3. The Echoing Warden (Undead, Lawful
Evil)
A spectral knight who once guarded the
catacombs. Bound to its halls by an

unfulfilled oath, the Warden will test any

intruders.

LOCATIONS
1. The Sealed Archway
A heavy stone gate adorned with faded
carvings of knights and kings. The air
grows colder as one approaches the
entrance.

2. The Bone Gallery

A narrow corridor lined with ancient
skeletons interred in alcoves. Ghostly
whispers grow louder with each step.

3. The Warden’s Crypt

A grand chamber deep within the
catacombs, where the Echoing Warden
resides. Its walls are etched with runes
glowing faintly in the darkness.

ENCOUNTERS

1. Restless Skeletons

At the Sealed Archway, the adventurers
are attacked by 2 Skeletons, animated by
the catacombs’ curse.

. Bonefall Traps

In the Bone Gallery, collapsing skeletons
and sudden magical surges create
hazards. Success requires Dexterity
Saves (DC 14) and Arcana (DC 13) to
avoid harm.

. Battle with the Echoing Warden

In the Warden’s Crypt, the Warden uses
spectral sword strikes and necrotic
blasts to challenge intruders.

OutcoME OPTIONS
1. Fulfill the Warden’s Oath

The adventurers aid the Warden in
completing its final duty, breaking its
curse and cleansing the catacombs.

. Seal the Catacombs

The adventurers collapse the crypt,
trapping the Warden and any lingering
spirits within.

. Claim the Magic

The adventurers take powerful relics
from the catacombs, leaving the
Warden’s curse intact but gaining dark
knowledge.
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D20 RANDOM EVENTS: THE
EcHOING CATACOMBS

Roll
(1d20) Event Description

1-2 A sudden chill imposes disadvantage on
Constitution saves for an hour.

3-4 The adventurers find a glowing shard imbued with
necrotic energy.

5-6 A rival group of treasure hunters blocks the path
forward.

7-8 A glyph activates, summoning skeletal defenders.

9-10 The adventurers hear whispers revealing a hidden
alcove.

11-12 A spectral figure warns of the Warden’s wrath.

13-14  The adventurers find carvings depicting the
catacombs’ history.

15-16  The whispers intensify, imposing disadvantage on
Insight checks.

17-18  The adventurers find a minor magical relic in the
Bone Gallery.

19-20 A sudden tremor shifts the crypt, 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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ADVENTURE SEED 207:

‘ 6/-@;2&/ HE ASHEN FIELDS”

¥/

PLoT HOOK

In a desolate expanse of
charred earth, nothing
grows, and the air smells faintly of smoke
despite no visible fire. Locals whisper of a
massacre long ago, and travelers report
seeing burning figures roaming the fields at
night. Recently, nearby villages have
reported crops wilting overnight and
homes catching fire without cause. The
adventurers must venture into the Ashen
Fields and confront the cursed souls that
linger there.

Key NPCs

1. Ellara Fireshade (Human, Neutral Good)
A traveling cleric seeking to cleanse the
fields. Ellara shares what little she
knows of the massacre that caused the
curse.

2. Brandik Coalforge (Dwarf, Chaotic
Neutral)
A blacksmith searching for a legendary
forge said to lie beneath the fields.
Brandik is willing to risk everything to
uncover its secrets.

3. The Ember Revenant (Undead, Chaotic
Evil)
A charred, undead spirit of a former
warlord. The Revenant commands
spectral flames and burns all who
approach.

LOCATIONS

1. The Scorched Road
A cracked, blackened path leading
through the fields. The ground is hot to
the touch, and faint embers float in the
air.

2. The Hollow Pyre
A massive, ash-filled pit surrounded by
scorched bones. Faint wails echo from
its depths, and the heat is nearly
unbearable.

3. The Ember Throne
A ruined stone structure at the center of
the fields, where the Ember Revenant
resides. Flames lick the air, and the
temperature rises dangerously.

ENCOUNTERS
1. Burning Shadows

On the Scorched Road, the adventurers
are attacked by 2 Shadows wreathed in
flames.

2. Fiery Traps
Near the Hollow Pyre, sudden bursts of
flame erupt from the ground. Success
requires Dexterity Saves (DC 14) and
Perception (DC 13) to avoid injury.

3. Battle with the Ember Revenant
At the Ember Throne, the Revenant uses
necrotic flames and fiery blasts to
overwhelm intruders.

OutcoME OPTIONS

1. Cleanse the Fields
The adventurers banish the Revenant,
extinguishing the curse and restoring the
land’s fertility.

2. Seal the Pyre
The adventurers collapse the Hollow
Pyre, containing the curse but leaving its
resolution incomplete.

3. Harness the Flame
The adventurers extract magical flames
from the Revenant, risking further
disturbances in the area.
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D20 RANDOM EVENTS: THE
ASHEN FIELDS

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 burst of flame imposes disadvantage on
Constitution saves for an hour.
The adventurers find a glowing ember imbued with
necrotic energy.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning fiery spirits.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Revenant’s wrath.
The adventurers find carvings depicting the
massacre that cursed the fields.
The air grows hotter, imposing disadvantage on
ranged attacks.
The adventurers find a minor magical relic in the
scorched ruins.
A sudden tremor shifts the fields, revealing 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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ADVENTURE SEED 208:

~ufins” HE WHISPERING
‘ 6 7Y GROVE’

PrLoT HOoOK

The Whispering Grove is
a dense, twisted forest where the wind
carries faint, disjointed voices. Travelers
report hearing their deepest fears spoken
aloud by unseen entities. The grove has
grown unnaturally quiet, and villagers have
begun disappearing near its borders. The
adventurers must enter the grove and
uncover the source of its malevolent
whispers.

Key NPCs

1. Talyen Windshade (Elf, Neutral Good)
A ranger who once patrolled the grove
but fled after hearing her darkest secrets
revealed. She warns of the grove’s power
and its dangers.

2. Korvin Blackthorn (Human, Chaotic
Evil)
A rogue who uses the grove to trap and
rob travelers. Korvin may offer guidance,
but his intentions are far from altruistic.

3. The Whispering Tree (Aberration,
Chaotic Evil)
A massive, gnarled tree corrupted by
dark magic. It whispers to its victims,
driving them to madness or luring them
to their deaths.

LOCATIONS
1. The Silent Path

A narrow trail through the grove, where
no birds or insects stir. Shadows seem
to shift, and faint voices echo between
the trees.

2. The Wailing Thicket
A dense cluster of trees where the
whispers grow louder, forming
incoherent wails. The ground is slick
with sap that smells of decay.

3. The Heartwood Glade
A clearing at the grove’s center, where
the Whispering Tree stands. Its
branches twist unnaturally, and its bark
glows faintly.

ENCOUNTERS
1. Twisted Spirits

On the Silent Path, the adventurers are
attacked by 2 Shadows, created by the
grove’s corruption.

2. Sap Traps
In the Wailing Thicket, sticky, acidic sap
hinders movement. Success requires
Athletics (DC 14) and Perception (DC
13) checks to proceed safely.

3. Battle with the Whispering Tree
In the Heartwood Glade, the tree uses
psychic whispers and lashing roots to
overwhelm intruders.

OvurcoME OPTIONS

1. Cleanse the Grove
The adventurers purify the Whispering
Tree, restoring peace and natural order
to the forest.

2. Seal the Glade
The adventurers ward the Heartwood
Glade, containing the tree’s corruption
but leaving the whispers intact.

3. Harvest the Power
The adventurers extract magical essence
from the tree, risking further instability
in the grove.
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D20 RANDOM EVENTS: THE
WHISPERING GROVE

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 reveals disorienting
illusions, forcing Insight saves.
The adventurers find a glowing shard of corrupted
bark imbued with psychic energy.
A rival group of hunters blocks the path forward.
A glyph activates, releasing a burst of maddening
whispers.
The adventurers hear voices revealing a hidden
alcove.
A spectral figure warns of the tree’s wrath.
The adventurers find carvings depicting the grove’s
origin.
The whispers grow louder, imposing disadvantage
on Wisdom saves.
The adventurers find a minor magical relic near the
tree.
A sudden tremor shifts the grove, 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

20



ADVENTURE SEED 209:

gy’ HE FORGOTTEN

PrLoT HoOOK

In the center of a ruined
hamlet stands the Forgotten Well, its edges
worn smooth with age. Locals say it was
once a source of pure, healing water, but
now it emits an acrid, sulfurous odor.
Recently, strange creatures have begun
emerging from the well, terrorizing nearby
farms. The adventurers must descend into
the well and uncover the dark forces
corrupting its depths.

KEy NPCs

1. Lyria Moorfield (Human, Neutral Good)
A herbalist who remembers the well’s
golden age. Lyria pleads with the
adventurers to restore its purity.

2. Dren Thistlemurk (Gnome, Chaotic
Neutral)
An eccentric alchemist who believes the
well is a portal to another realm. Dren’s
curiosity may lead to complications.

3. The Wellkeeper Shade (Undead, Lawful
Evil)
A malevolent spirit bound to the well,
corrupted by years of neglect. The Shade
guards its depths fiercely.

LOCATIONS

1. The Sulfurous Rim
The edge of the well, where faint steam
rises from the depths. The air is thick
with the stench of decay.

2. The Subterranean Tunnels
A maze of narrow, waterlogged passages
below the well. Strange, glowing fungi
line the walls, and faint whispers echo.

3. The Abyssal Chamber
A cavern deep below, where the
Wellkeeper Shade resides. The chamber
is filled with corrupted water and
pulsating crystals.

ENCOUNTERS

1. Corrupted Crawlers
At the Sulfurous Rim, the adventurers
are attacked by 2 Giant Centipedes
mutated by the well’s magic.

2. Flooded Hazards
In the Subterranean Tunnels, sudden
surges of water create hazards. Success
requires Athletics (DC 14) and Survival
(DC 13) checks to navigate safely.

3. Battle with the Wellkeeper Shade
In the Abyssal Chamber, the Shade uses
necrotic magic and water-based attacks
to repel intruders.

OurcoME OPTIONS

1. Purify the Well
The adventurers banish the Shade and
cleanse the well, restoring its healing
properties.

2. Seal the Chamber
The adventurers collapse the chamber,
trapping the Shade but leaving the well’s
corruption intact.

3. Claim the Power
The adventurers extract magical water

from the well, risking further corruption
of the land.
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D20 RANDOM EVENTS: THE
FoOrRGOTTEN WELL

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 surge of water knocks adventurers prone.

The adventurers find a glowing vial of corrupted
water imbued with necrotic magic.

A rival group of scavengers blocks the path forward.

A glyph activates, creating a flash of light.

The adventurers hear faint whispers revealing a
hidden alcove.

A spectral figure warns of the Shade’s power.

The adventurers find carvings depicting the well’s
history.

The water grows colder, imposing disadvantage on
Constitution saves.

The adventurers find a minor magical relic in the
tunnels.

A sudden tremor shifts the chamber, 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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ADVENTURE SEED 210:

=g HE GRAVE OF
‘ 6 VAl STOLEN NAMES”

PLoT HOOK

Nestled deep within a
forgotten valley is a solitary tomb, its
entrance marked with inscriptions of
names long worn away. Locals say that
anyone who enters the tomb vanishes,
leaving only their name carved into the
stone. Recently, a caravan passing through
the valley disappeared, and their names
appeared on the tomb. The adventurers
must venture into the Grave of Stolen
Names and uncover its deadly secret.

KEey NPCs

1. Lyra Ashwood (Human, Neutral Good)
A scribe and historian who believes the
tomb is tied to an ancient curse. Lyra
warns of the dangers but provides
knowledge of similar legends.

2. Gorin Blackstride (Dwarf, Chaotic
Neutral)

A treasure hunter who seeks the tomb’s
hidden riches. Gorin’s greed and
recklessness could complicate matters
for the party.

3. The Namekeeper Wraith (Undead,
Lawful Evil)

A spectral guardian bound to the tomb,
cursed to collect the names of intruders
as part of a sinister ritual.

LOCATIONS

1. The Inscribed Entrance
The tomb’s stone facade, covered in
faintly glowing runes. The air grows
heavy, and faint whispers echo from
within.

2. The Hall of Names
A long corridor lined with glowing
inscriptions, each name flickering faintly.
The shadows here seem to move on
their own.

3. The Crypt of Memory
A grand chamber deep within the tomb,
where the Namekeeper Wraith resides.
The air is icy, and spectral figures flicker
at the edge of sight.

ENCOUNTERS

1. Wailing Shadows
At the Inscribed Entrance, the
adventurers are attacked by 2 Shadows,
remnants of those claimed by the tomb.

2. Name Glyph Traps
In the Hall of Names, glowing glyphs
release bursts of necrotic energy when
disturbed. Success requires Arcana (DC
14) and Dexterity Saves (DC 13) to avoid
harm.

3. Battle with the Namekeeper Wraith
In the Crypt of Memory, the Wraith uses
necrotic blasts and spectral tendrils to
protect the tomb’s secrets.

OvutcoME OPTIONS

1. Break the Curse
The adventurers banish the Namekeeper
Wraith, freeing the souls trapped within
the tomb and restoring peace to the
valley.

2. Seal the Tomb
The adventurers collapse the entrance,
containing the curse but leaving its
sinister power intact.

3. Claim the Names
The adventurers harness the magic of
the stolen names, gaining spectral
abilities but risking the wrath of the
tomb’s spirits.
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D20 RANDOM EVENTS: THE
GRAVE OF STOLEN NAMES

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 chill imposes disadvantage on Wisdom
saves for an hour.
The adventurers find a glowing shard of stone
imbued with necrotic magic.
A rival group of scavengers blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear faint whispers revealing a
hidden chamber.
A spectral figure warns of the Wraith’s wrath.
The adventurers find carvings depicting the curse’s
origin.
The whispers intensify, imposing disadvantage on
Insight checks.
The adventurers find a minor magical relic near the
Hall of Names.
A sudden tremor shifts the tomb, 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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ADVENTURE SEED 211:

‘ 6/"&“2&/ HE CURSED BRIDGE”

o

PLoT HOOK

Spanning a deep chasm
is an ancient stone
bridge, its once-proud arches now cracked
and weathered. Locals avoid the bridge,
claiming those who cross it at night hear
screams and see ghostly figures
plummeting into the abyss. Recently,
caravans traveling across the bridge have
disappeared, and villagers suspect the
curse has grown stronger. The adventurers
must investigate and cleanse the bridge of
its haunting.

Key NPCs

1. Rennic Stonemantle (Dwarf, Neutral
Good)

A mason who remembers repairing the
bridge decades ago. Rennic suspects the
curse originates from a tragedy that
occurred during its construction.

2. Tarsin Greywillow (Human, Chaotic
Neutral)

A scavenger who searches the chasm
below the bridge for relics. Tarsin’s
greed makes him both a potential ally
and a liability.

3. The Abyssal Spirit (Undead, Lawful Evil)
A ghostly figure bound to the bridge. It
drags intruders into the chasm, believing
them to be complicit in its tragic demise.

LOCATIONS

1. The Arch of Shadows
The middle of the bridge, where the air
grows colder and faint whispers echo.
Spectral figures flicker at the edges of
perception.

2. The Chasm Below
A treacherous descent filled with jagged
rocks and swirling mist. The remains of
broken wagons and bones litter the
depths.

3. The Spirit’s Altar
A hidden chamber beneath the bridge
where the Abyssal Spirit resides. The
altar is surrounded by faintly glowing
runes.

ENCOUNTERS
1. Spectral Lurkers

At the Arch of Shadows, the adventurers
are attacked by 2 Shadows, remnants of
those who perished on the bridge.

2. Falling Hazards
In the Chasm Below, loose rocks and
unstable ledges create dangers. Success
requires Athletics (DC 14) and
Perception (DC 13) checks to proceed
safely.

3. Battle with the Abyssal Spirit
At the Spirit’s Altar, the spirit uses
necrotic blasts and spectral tendrils to
overwhelm the adventurers.

OuTtcoOME OPTIONS

1. Banish the Spirit
The adventurers free the Abyssal Spirit
from its torment, ending the curse on the
bridge.

2. Seal the Altar
The adventurers collapse the altar,
containing the spirit but leaving the
curse unresolved.

3. Harness the Magic
The adventurers extract power from the
altar, risking further hauntings in the
area.
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D20 RANDOM EVENTS: THE
CURSED BRIDGE

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 threatens to knock
adventurers off the bridge.
The adventurers find a shard of glowing stone
imbued with necrotic energy.
A rival group of scavengers blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the spirit’s wrath.
The adventurers find carvings depicting the
bridge’s construction.
The air grows colder, imposing disadvantage on
Strength saves.
The adventurers find a minor magical relic near the
altar.
A sudden tremor shifts the bridge, 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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ADVENTURE SEED 212:

=’ HE BLACKENED
‘ 6 7| SHRINE

PrLoT HOOK

High on a desolate cliff
stands the Blackened Shrine, a crumbling
monument to a forgotten deity. The
shrine’s altar is charred as if burned in a
great fire, and nearby travelers report
visions of flames and figures wreathed in
smoke. When a nearby town suffers
inexplicable fire outbreaks, the adventurers
are called to uncover the shrine’s secrets.

Key NPCs

1. Sister Maralith (Human, Neutral Good)
A traveling priest who believes the fires
are a punishment for the shrine’s
desecration. Maralith seeks to restore
the site’s sanctity.

2. Krenash Ironbrand (Dwarf, Chaotic

Neutral)
A mercenary who suspects the fires are
tied to an ancient artifact hidden within
the shrine. Krenash’s greed may put the
mission at risk.

3. The Flamebound Spirit (Undead,
Chaotic Evil)

A vengeful specter bound to the shrine’s
altar. It lashes out at intruders with
searing flames and haunting screams.

LOCATIONS

1. The Charred Path
A trail leading to the shrine, littered with
scorched rocks and faintly glowing
embers. The air smells of sulfur and ash.

2. The Ruined Sanctuary
The shrine’s main chamber, filled with
crumbled statues and blackened walls.
The temperature rises unnaturally as
one approaches the altar.

3. The Flamebound Altar
A central platform where the
Flamebound Spirit resides. The altar
glows faintly, and the air ripples with
heat.

ENCOUNTERS

1. Ember Spirits
On the Charred Path, the adventurers
are attacked by 2 Mephits, wreathed in
flames.

2. Flame Traps
In the Ruined Sanctuary, bursts of fire
erupt from hidden glyphs. Success
requires Dexterity Saves (DC 14) and
Arcana (DC 13) checks.

3. Battle with the Flamebound Spirit
At the Flamebound Altar, the spirit uses
fire-based attacks and spectral tendrils
to overwhelm intruders.

OutcoME OPTIONS

1. Purify the Shrine
The adventurers banish the Flamebound
Spirit, restoring peace to the area and
ending the fires.

2. Seal the Altar
The adventurers ward the shrine,
containing the spirit but leaving the
curse unresolved.

3. Claim the Power
The adventurers extract magical energy
from the altar, risking further
destruction in the region.
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D20 RANDOM EVENTS: THE
BLACKENED SHRINE

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 burst of flame imposes disadvantage on
Perception checks for an hour.
The adventurers find a shard of charred stone
imbued with fire magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning fiery defenders.
The adventurers hear faint whispers revealing a
hidden chamber.
A spectral figure warns of the spirit's wrath.
The adventurers find carvings depicting the
shrine’s history.
The heat intensifies, imposing disadvantage on
ranged attacks.
The adventurers find a minor magical relic near the
altar.
A sudden tremor shifts the shrine, 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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PrLoT HoOOK

On a desolate hill stands
an abandoned windmill, its blades creaking
in the wind though no breeze stirs the air.
Villagers whisper of lights flickering in the
windows and the sound of grinding gears at
night. Recently, livestock and travelers
have gone missing near the area, with only
scattered bones left behind. The
adventurers must investigate the windmill
and uncover its sinister secrets.

KEeYy NPCs

1. Elric Dawntide (Human, Neutral Good)
A former miller who abandoned the
windmill after strange occurrences
began. Elric provides valuable details
about the windmill’s layout and history.

2. Vessina Blackcoil (Tiefling, Chaotic
Neutral)

A wandering mage drawn to the area by
rumors of a cursed artifact hidden within
the windmill. Vessina’s ambitions might
complicate the adventurers’ efforts.

3. The Millkeeper Specter (Undead, Lawful
Evil)

A spirit bound to the windmill, cursed to
grind the bones of the living. It guards
the mill fiercely and lures intruders into
its deadly traps.

LOCATIONS

1. The Creaking Path
A winding trail leading to the windmill.
Broken tools and shattered barrels litter
the path, and faint whispers seem to
follow the party.

2. The Grinding Hall
The main chamber of the windmill, filled
with shattered furniture and a millstone
that turns on its own. The air smells
faintly of blood.

3. The Shadowed Loft
A hidden attic where the Millkeeper
Specter resides. The room is filled with
strange glyphs and glowing, rusted
chains.

ENCOUNTERS

1. Bone Golems
At the Creaking Path, the adventurers
are attacked by 2 Animated Bones,
remnants of the mill’s victims.

2. Rotten Machinery
In the Grinding Hall, collapsing beams
and spinning gears create hazards.
Success requires Dexterity Saves (DC
14) and Perception (DC 13) checks to
avoid injury.

3. Battle with the Millkeeper Specter
In the Shadowed Loft, the Specter uses
necrotic energy and spectral chains to
entangle and attack intruders.

OutcoME OPTIONS

1. Free the Spirit
The adventurers break the curse,
releasing the Millkeeper Specter and
ending the hauntings.

2. Seal the Windmill
The adventurers ward the windmill,
containing the Specter but leaving its
curse unresolved.

3. Harvest the Magic
The adventurers extract dark energy
from the millstone, risking further
disturbances in the area.
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D20 RANDOM EVENTS: THE
HAUNTED WINDMILL

Roll
(1d20)

1-2
3-4
5-6
7-8
910

11-12
13-14

15-16

17-18

19-20

Event Description
A sudden gust slams the windmill doors shut,
forcing Strength saves to reopen them.
The adventurers find a glowing shard of metal
imbued with necrotic energy.

A rival group of scavengers blocks the path forward.

A glyph activates, summoning spectral defenders.
The adventurers hear faint grinding sounds
revealing a hidden chamber.

A spectral figure warns of the Millkeeper's wrath.
The adventurers find carvings depicting the
windmill’s dark history.

The grinding noise intensifies, imposing
disadvantage on Perception checks.

The adventurers find a minor magical relic in the
attic.

A sudden tremor shifts the windmill, 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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In a barren field littered
with rusted weapons and shattered armor,
the echoes of an ancient battle still linger.
Travelers report hearing the clash of
swords and the cries of the fallen on
moonlit nights. Recently, spectral warriors
have begun attacking anyone who enters
the field, and the nearby village has been
abandoned. The adventurers must
investigate the battlefield and put an end to
its haunting.

KEey NPCs

1. Captain Aldric Stormshield (Human,
Lawful Good)
A ghostly warrior who seeks to protect
his men, now cursed to fight endlessly.
Aldric may provide guidance if the
adventurers prove honorable.

2. Kendrick Shadowbrand (Human,
Chaotic Neutral)
A mercenary searching the battlefield for
lost treasures. Kendrick’s self-serving
nature could disrupt the party’s efforts.

3. The Warlock’s Shade (Undead, Chaotic
Evil)
The spirit of the warlock who started the
battle, now haunting the field and
feeding off the energy of the fallen.

LOCATIONS

1. The Broken Ridge
A ridge overlooking the battlefield,
littered with broken weapons. Ghostly
figures flicker in the distance, and faint
screams echo on the wind.

2. The Warrior’s Graveyard
A cluster of shallow graves where
spectral hands emerge to grasp at the
living. The ground feels unnaturally cold.

3. The Warlock’s Keep
A ruined tower at the battlefield’s edge,
where the Warlock’s Shade resides. The
air crackles with residual magic.

ENCOUNTERS

1. Spectral Soldiers
At the Broken Ridge, the adventurers are
attacked by 2 Shadows, remnants of the
battlefield’s horrors.

2. Grasping Graves
In the Warrior’s Graveyard, spectral
hands erupt from the ground. Success
requires Athletics (DC 14) and Survival
(DC 13) checks to proceed safely.

3. Battle with the W arlock’s Shade
At the Warlock’s Keep, the Shade uses
necrotic blasts and illusory warriors to
overwhelm intruders.

OutcoME OPTIONS

1. End the Battle
The adventurers banish the Warlock’s
Shade, freeing the spirits and cleansing
the battlefield.

2. Seal the Graves
The adventurers collapse the graves,
trapping the spirits but leaving the
battlefield cursed.

3. Claim the Magic
The adventurers extract power from the
Warlock’s Keep, risking further
hauntings in the area.
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Roll
(1d20)

12
3-4
5-6
7-8
9-10

1112
13-14

15-16

17-18

19-20

Event Description
A spectral weapon flies toward the adventurers,
forcing Dexterity saves to avoid damage.
The adventurers find a glowing shard of rusted
metal imbued with necrotic energy.
A rival group of scavengers blocks the path forward.
A glyph activates, summoning spectral warriors.
The adventurers hear faint screams revealing a
hidden chamber.
A spectral figure warns of the Warlock’s power.
The adventurers find carvings depicting the
warlock’s rise.
The screams grow louder, imposing disadvantage
on Insight checks.
The adventurers find a minor magical relic near the
graves.
A sudden tremor shifts the ridge, revealing 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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In the heart of a
darkened forest stands
an ancient oak, its gnarled branches

adorned with frayed ropes. Locals avoid the

tree, claiming to see shadowy figures
hanging from its limbs on moonlit nights.
Recently, travelers passing through the
forest have gone missing, and their
belongings have been found near the tree.
The adventurers must uncover the tree’s
secrets and confront the forces haunting it.

Key NPCs

1. Father Corwin Ashvale (Human, Neutral
Good)
A priest who believes the tree is cursed
by the sins of those who died upon it.
Corwin seeks to cleanse the forest and
end the hauntings.

2. Loria Duskmire (Half-Elf, Chaotic
Neutral)

A rogue who uses the forest as a hideout.

Loria warns of the tree’s dangers but is
willing to guide the adventurers—for a
price.

3. The Hanging Judge (Undead, Lawful
Evil)
A spectral figure that haunts the tree,
judging all who approach and
condemning the guilty to a spectral
noose.

LOCATIONS
1. The Twisted Clearing

A clearing surrounding the Hanging
Tree, where the air grows cold and
shadows flicker unnaturally. Faint
whispers echo from the branches.

2. The Hollow Trunk
The base of the tree, where a dark
opening leads into a network of roots.
The air is thick with decay, and faint
screams echo below.

3. The Judge’s Perch
A spectral platform among the tree’s
branches, where the Hanging Judge
resides. The area glows faintly with
ethereal light.

ENCOUNTERS
1. Hanged Shadows

In the Twisted Clearing, the adventurers
are attacked by 2 Shadows, drawn to the
tree’s curse.

2. Root Traps
In the Hollow Trunk, gnarled roots lash
out at intruders. Success requires
Athletics (DC 14) and Perception (DC
13) checks to proceed safely.

3. Battle with the Hanging Judge
At the Judge’s Perch, the Judge uses
spectral nooses and necrotic blasts to
overwhelm intruders.

OvurcoME OPTIONS

1. Cleanse the Tree
The adventurers purify the Hanging
Tree, ending its curse and freeing the
spirits trapped within.

2. Seal the Forest
The adventurers ward the tree,
containing its magic but leaving its
haunting unresolved.

3. Harness the Curse
The adventurers extract spectral energy
from the tree, risking further hauntings
in the area.
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HANGING TREE

Roll
(1d20)

1-2
3-4
5-6
7-8
910

11-12
13-14

15-16

17-18

19-20

Event Description
A spectral noose drops from the branches, forcing
Dexterity saves to avoid being entangled.
The adventurers find a glowing shard of wood
imbued with necrotic energy.
A rival group of scavengers blocks the path forward.
A glyph activates, summoning spectral defenders.
The adventurers hear faint whispers revealing a
hidden root chamber.
A spectral figure warns of the Judge’s wrath.
The adventurers find carvings depicting the tree’s
origin.
The whispers grow louder, imposing disadvantage
on Insight checks.
The adventurers find a minor magical relic in the
roots.
A sudden tremor shakes the tree, 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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Hidden deep within a
fog-shrouded valley lies the Crimson
Mausoleum, a decaying crypt said to house
the remains of a tyrant who ruled with an
iron fist. Blood-red ivy crawls along its
walls, and the air around it hums with
foreboding energy. Recently, the crypt’s
entrance has burst open, and villagers
report seeing spectral figures wandering
the valley. The adventurers must explore
the mausoleum and uncover the truth
behind its reawakening.

Ky NPCs

1. Sir Raldon Ashforge (Human, Neutral
Good)
A retired knight who fought against the
tyrant. Raldon fears the mausoleum’s
opening may signal the return of an
ancient evil.

2. Moranna Veilshade (Elf, Chaotic
Neutral)
A grave robber drawn to the mausoleum
in search of its rumored treasures.
Moranna'’s selfish motives could
endanger the party.

3. The Bloodbound Lich (Undead, Lawful
Evil)
The spectral form of the tyrant who
seeks to reclaim his lost power. The
Lich’s thirst for control threatens the
entire region.

LOCATIONS

1. The Ivy-Covered Archway
A crumbling stone arch leading into the
mausoleum. Blood-red ivy pulsates
faintly, and faint whispers seem to come
from the shadows.

2. The Hall of Chains
A long corridor lined with rusted chains
and broken manacles. The air is icy, and
ghostly figures flit between the shadows.
3. The Throne of Bones
A grand chamber at the mausoleum’s
heart, where the Bloodbound Lich
resides. The walls glow with runic
inscriptions, and the air crackles with
dark magic.

ENCOUNTERS

1. Spectral Jailers
At the Ivy-Covered Archway, the
adventurers are attacked by 2 Shadows,
remnants of the Lich’s former guards.

2. Chain Traps
In the Hall of Chains, animated chains
lash out at intruders. Success requires
Dexterity Saves (DC 14) and Arcana (DC
13) checks to proceed safely.

3. Battle with the Bloodbound Lich
At the Throne of Bones, the Lich uses
necrotic magic and spectral summons to
overwhelm the adventurers.

OutcoME OPTIONS

1. Banish the Lich
The adventurers destroy the Lich,
sealing the mausoleum’s power and
freeing the valley from its curse.

2. Seal the Crypt
The adventurers collapse the
mausoleum, trapping the Lich but
leaving its dark power intact.

3. Claim the Power
The adventurers extract the Lich’s
magic, risking further hauntings and
instability in the region.
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Roll
(1d20) Event Description

1-2 Animated chains lash out, forcing Dexterity saves
to avoid entanglement.

3-4 The adventurers find a glowing shard of necrotic
stone imbued with dark energy.

5-6 A rival group of scavengers blocks the path forward.

7-8 A glyph activates, summoning spectral defenders.

9-10 The adventurers hear faint whispers revealing a
hidden alcove.

11-12 A spectral figure warns of the Lich’s wrath.

13-14  The adventurers find carvings depicting the tyrant’s
reign.

15-16  The air grows colder, imposing disadvantage on
Wisdom saves.

17-18  The adventurers find a minor magical relic near the
Throne of Bones.

19-20 A sudden tremor shifts the mausoleum, 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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At the edge of a misty
moor stands the Silent
Abbey, a once-thriving monastery now
abandoned and crumbling. Villagers claim
that those who enter its gates never return,
and faint chanting can be heard during the
witching hour. Recently, strange lights have
appeared in the abbey’s windows, and a
group of pilgrims has gone missing. The
adventurers must brave the abbey’s halls to
uncover its dark secret.

KEeyYy NPCs

1. Brother Caldiran (Human, Neutral
Good)

A monk who escaped the abbey years
ago after witnessing its fall into
corruption. Caldiran warns of the
dangers within but has little knowledge
of the abbey’s current state.

2. Evara Blackthorn (Tiefling, Chaotic
Neutral)

A scholar drawn to the abbey’s forbidden
texts. Evara’s curiosity could either aid
or hinder the party’s mission.

3. The Hollow Prior (Undead, Lawful Evil)
The spectral form of the abbey’s last
abbot, who now leads a congregation of
restless spirits. The Prior seeks to
convert intruders into his ghostly flock.

LOCATIONS

1. The Crumbling Courtyard
An overgrown courtyard filled with
toppled statues and broken fountains.
Faint chanting echoes through the air,
growing louder toward the abbey.

2. The Hall of Echoes
A grand hall lined with cracked pews
and stained glass windows. Shadows flit
between the pillars, and ghostly figures
sing a mournful hymn.

3. The Prior’s Sanctum
A private chamber deep within the
abbey, where the Hollow Prior resides.
The walls are etched with runes glowing
faintly, and the air hums with necrotic
energy.

ENCOUNTERS

1. Ghostly Congregants
In the Crumbling Courtyard, the
adventurers are attacked by 2 Shadows,
remnants of the abbey’s cursed clergy.

2. Echoing Hymns
In the Hall of Echoes, spectral chants
disorient the adventurers. Success
requires Insight (DC 14) and Perception
(DC 13) checks to proceed safely.

3. Battle with the Hollow Prior
In the Prior’s Sanctum, the Prior uses
necrotic energy and spectral summons
to overwhelm intruders.

OuTtcoME OPTIONS

1. Cleanse the Abbey
The adventurers banish the Hollow
Prior, freeing the spirits and restoring
peace to the moor.

2. Seal the Abbey
The adventurers ward the abbey,
trapping the spirits within but leaving the
curse unresolved.

3. Harness the Knowledge
The adventurers recover forbidden texts
from the abbey, gaining dark knowledge
but risking further corruption.
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Roll
(1d20)

1-2
3-4
5-6
7-8
910

11-12
13-14

15-16

17-18

19-20

Event Description
A spectral hymn imposes disadvantage on Wisdom
saves for an hour.
The adventurers find a glowing shard of stained
glass imbued with necrotic energy.

A rival group of scavengers blocks the path forward.

A glyph activates, summoning ghostly defenders.
The adventurers hear faint whispers revealing a
hidden alcove.

A spectral figure warns of the Prior’s wrath.

The adventurers find carvings depicting the abbey’s
rise and fall.

The chants grow louder, imposing disadvantage on
Insight checks.

The adventurers find a minor magical relic in the
sanctum.

A sudden tremor shifts the abbey, 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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In the shadow of a
distant hill, a faded carnival tent sways in
the breeze, its colors dulled by time. Locals
claim the carnival vanished decades ago
after a horrific fire, yet strange music has
been heard drifting from the site at night.
Recently, villagers have reported seeing
shadowy figures dancing near the tent and
hearing disembodied laughter. The
adventurers must unravel the dark history
of the carnival and confront the forces that
haunt it.

KeyYy NPCs

1. Jasper Marrowe (Halfling, Neutral Good)
A retired performer who escaped the
carnival’s fiery demise. Jasper warns of
the sinister magic tied to the carnival but
yearns to see it redeemed.

2. Vyre Nightshade (Tiefling, Chaotic
Neutral)

A rogue and relic hunter searching for
the carnival’s rumored treasures. Vyre’s
ambitions might lead to conflict with the
party.

3. The Ringmaster’s Wraith (Undead,
Chaotic Evil)

A spectral figure that haunts the
carnival, commanding cursed
performers and luring travelers to their
doom.

LOCATIONS

1. The Tattered Midway
A row of crumbling booths and faded
banners. The ground is littered with
broken toys, and faint music drifts
through the air.

2. The Burning Big Top
The ruins of the carnival’s main tent,
where shadowy figures flicker in the
glowing embers. The air smells faintly of
burnt fabric.

3. The Ringmaster’s Stage
A raised platform surrounded by spectral
lights, where the Ringmaster’s Wraith
resides. The area pulses with necrotic
energy.

ENCOUNTERS

1. Phantom Performers
At the Tattered Midway, the adventurers
are attacked by 2 Shadows, remnants of
the cursed carnival troupe.

2. Spectral Traps
In the Burning Big Top, glowing glyphs
release bursts of necrotic energy.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Ringmaster’s Wraith
At the Ringmaster’s Stage, the Wraith
uses necrotic blasts and illusory
performers to overwhelm intruders.

OvurcoME OPTIONS

1. Cleanse the Carnival
The adventurers banish the
Ringmaster’s Wraith, freeing the spirits
trapped within the carnival.

2. Seal the Grounds
The adventurers ward the carnival,
containing its malevolent energy but
leaving the curse unresolved.

3. Harvest the Magic
The adventurers extract dark magic
from the carnival, risking further
hauntings in the region.
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Roll
(1d20)

1-2
3-4
5-6
7-8
910

11-12
13-14

15-16

17-18

19-20

Event Description
A spectral calliope bursts into eerie music,
imposing disadvantage on Wisdom saves.
The adventurers find a glowing shard of carnival
glass imbued with necrotic energy.
A rival group of scavengers blocks the path forward.
A glyph activates, summoning spectral defenders.
The adventurers hear faint laughter revealing a
hidden chamber.
A spectral figure warns of the Ringmaster’s wrath.
The adventurers find carvings depicting the
carnival’s fall.
The music grows louder, imposing disadvantage on
Insight checks.
The adventurers find a minor magical relic near the
stage.
A sudden tremor shifts the carnival grounds,
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.
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On the edge of a
crumbling village stands the Sundered Bell
Tower, its shattered bell hanging askew. At
midnight, the bell tolls on its own, and
shadowy figures are seen gathering at its
base. The villagers fear the tolling signals
their doom, as several have disappeared on
the nights it rings. The adventurers must
ascend the tower and confront the horrors
hidden within.

Ky NPCs

1. Brina Hollowleaf (Halfling, Neutral
Good)
A village elder who remembers the bell’s
last toll decades ago during a deadly
plague. Brina provides insight into the
tower’s history.

2. Selrik Dusktide (Half-Elf, Chaotic
Neutral)
A thief who believes the tower holds
treasures protected by its magic. Selrik’s
greed could endanger the mission.

3. The Bellkeeper Wraith (Undead, Lawful
Evil)
The spectral guardian of the bell, cursed
to toll it for eternity. The Wraith blames
the villagers for its fate and seeks
vengeance.

LOCATIONS
1. The Cracked Base

The tower’s ground floor, littered with
rubble and faintly glowing glyphs. The
air hums with tension, and faint
whispers echo.

2. The Spiral Ascent
A treacherous staircase winding around
the tower’s interior. Loose stones and
sudden tremors threaten to send
intruders tumbling.

3. The Bell Chamber
The tower’s topmost room, where the
shattered bell hangs. The Bellkeeper
Wraith waits here, its form shrouded in
mist.

ENCOUNTERS

1. Spectral Defenders
At the Cracked Base, the adventurers
are attacked by 2 Shadows, remnants of
the tower’s tragic past.

2. Collapsing Stairs
In the Spiral Ascent, sudden tremors
and loose stones create hazards.
Success requires Athletics (DC 14) and
Perception (DC 13) checks.

3. Battle with the Bellkeeper Wraith
In the Bell Chamber, the Wraith uses
spectral chains and necrotic blasts to
overwhelm intruders.

OuTtcoME OPTIONS

1. Silence the Bell
The adventurers destroy the bell,
banishing the Bellkeeper Wraith and
ending the tolling forever.

2. Seal the Tower
The adventurers collapse the tower,
trapping the Wraith but leaving the curse
unresolved.

3. Harness the Bell’s Magic
The adventurers extract power from the
bell, risking further hauntings in the
area.
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Roll
(1d20)
1-2
34

5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A spectral toll imposes disadvantage on Wisdom
saves for an hour.
The adventurers find a glowing shard of the bell
imbued with necrotic energy.
A rival group of scavengers blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear faint whispers revealing a
hidden alcove.
A spectral figure warns of the Bellkeeper’s wrath.
The adventurers find carvings depicting the tower’s
construction.
The tolling intensifies, imposing disadvantage on
Insight checks.
The adventurers find a minor magical relic in the
bell chamber.
A sudden tremor shifts the tower, 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 a decrepit manor long
abandoned by its owners, a grand feast is
said to appear at twilight, its table filled
with sumptuous food. Those who partake
are never seen again, and faint laughter
echoes through the halls. Recently, nearby
farmers have disappeared, and their
livestock has been found slaughtered near
the manor. The adventurers must uncover
the truth behind the ghoulish feast and end
its reign of terror.

Key NPCs

1. Lady Mervin Yethspurn (Human, Neutral
Good)
A historian who believes the feast is tied
to an ancient ritual performed by the
manor’s last residents. Lady Mervin
offers guidance but insists on
documenting the adventure.

2. Derrick Gravecall (Half-Orc, Chaotic
Neutral)
A bounty hunter seeking to claim a
reward for solving the disappearances.
Derrick’s brute tactics might complicate
the mission.

3. The Banquet Ghoul (Undead, Chaotic
Evil)
A gluttonous, spectral figure that
presides over the feast, luring victims to
their doom with enchanted food.

LocATIONS

1. The Overgrown Foyer
The manor’s entrance, where cobwebs
drape over broken furniture and faint
music drifts from deeper inside.

2. The Dining Hall of Echoes
A grand chamber with a long, rotting
banquet table. Plates and cups seem
untouched, but shadows flit between the
chairs.

3. The Ghoul’s Throne
A side chamber where the Banquet
Ghoul resides. The air is thick with
decay, and spectral food floats eerily in
midair.

ENCOUNTERS

1. Hungry Shadows
In the Overgrown Foyer, the adventurers
are attacked by 2 Shadows, remnants of
the manor’s cursed residents.

2. Spectral Servants
In the Dining Hall, ghostly attendants
lash out. Success requires Dexterity
Saves (DC 14) and Insight (DC 13)
checks to avoid harm.

3. Battle with the Banquet Ghoul
At the Ghoul’s Throne, the Ghoul uses
necrotic blasts and enchanted food to
disorient and attack intruders.

OvutcoME OPTIONS

1. End the Feast
The adventurers destroy the Banquet
Ghoul, freeing the manor from its curse
and stopping the disappearances.

2. Seal the Manor
The adventurers ward the manor,
containing the curse but leaving the
hauntings unresolved.

3. Claim the Banquet’s Power
The adventurers take enchanted items
from the feast, risking further
disturbances in the area.
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Roll
(1d20)
1-2
34
5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A spectral servant lashes out, forcing Wisdom
saves to resist fear.
The adventurers find a glowing shard of silverware
imbued with necrotic magic.
A rival group of scavengers blocks the path
forward.
A glyph activates, summoning ghostly defenders.
The adventurers hear faint whispers revealing a
hidden alcove.
A spectral figure warns of the Ghoul's wrath.
The adventurers find carvings depicting the feast’s
origin.
The music grows louder, imposing disadvantage on
Insight checks.
The adventurers find a minor magical relic in the
throne room.
A sudden tremor shifts the manor, 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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A thin, silvery mist rolls
over the hills near a
secluded hamlet, and villagers claim that
the sun no longer fully rises. The mist
clings to their skin like cobwebs, and
shadows dance unnaturally at its edges.
Recently, villagers have vanished, their
homes left untouched but filled with an
eerie silence. The adventurers must
venture into the mist to uncover the source
of the encroaching Shadow Plane.

Key NPCs

1. Eira Larksong (Elf, Neutral Good)
A local herbalist who has noted that
plants in the area are withering. Eira
believes the mist is tied to a forgotten
artifact and shares rumors of its
whereabouts.

2. Zarvyn Duskrend (Half-Orc, Chaotic
Neutral)
A shadowy figure claiming to be a
shadow mage who once served the
Plane of Shadow’s enigmatic rulers.
Zarvyn’s motives are unclear, but his
knowledge could be invaluable.

3. The Shade Weaver (Aberration, Chaotic
Evil)
A powerful entity from the Shadow
Plane that manipulates the mist. It seeks
to drag the hamlet into eternal darkness.

LOCATIONS
1. The Silent Fields

A barren landscape covered by the mist.
The shadows of long-dead trees stretch
unnaturally, and faint whispers drift on
the breeze.

2. The Shadowed Hollow
A cave at the heart of the mist, filled with
dark crystals that hum with energy. The
walls seem to move, as if alive.

3. The Veil’s Nexus
A swirling vortex of shadow and mist
where the Shade Weaver resides. The
air is heavy with dark magic, and the
ground feels insubstantial underfoot.

ENCOUNTERS

1. Shadow Lurkers
In the Silent Fields, the adventurers are
attacked by 2 Shadows, manifestations
of the mist’s growing influence.

2. Crystal Hazards
In the Shadowed Hollow, the dark
crystals release bursts of necrotic energy
when disturbed. Success requires
Arcana (DC 14) and Athletics (DC 13)
checks to proceed safely.

3. Battle with the Shade Weaver
At the Veil's Nexus, the Shade Weaver
uses shadow magic and illusions to
disorient and attack the adventurers.

OuTcoOME OPTIONS

1. Seal the Veil
The adventurers destroy the dark
crystals, closing the rift and banishing
the Shade Weaver.

2. Stabilize the Veil
The adventurers manipulate the veil’s
magic, balancing the energies to prevent
further encroachment without
destroying the shadow link.

3. Claim the Power
The adventurers harvest shadow energy
from the rift, gaining potent abilities but
risking corruption.

46



D20 RANDOM EVENTS: THE
WEEPING VEIL

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 chill imposes disadvantage on Wisdom
saves for an hour.
The adventurers find a shard of dark crystal
imbued with necrotic energy.
A rival group of adventurers blocks the path
forward.
A glyph activates, releasing a burst of shadow
magic.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Shade Weaver's
wrath.
The adventurers find carvings depicting the veil’s
origin.
The shadows deepen, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
hollow.
A sudden tremor shifts the nexus, 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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A towering obsidian
spire has appeared
overnight in the middle of a once-thriving
forest, its surface reflecting only darkness.
Locals report hearing a faint humming that
grows louder the closer one approaches.
Animals have fled the area, and those who
venture too close vanish without a trace.
The adventurers must investigate the
Shadow Spire and discover its purpose
before it consumes more of the
surrounding land.

KEey NPCs

1. Ivar Thornshade (Elf, Neutral Good)

A ranger who has patrolled the forest for
decades. Ivar warns of the spire’s
unsettling effects on the land and its
wildlife.

2. Cressa Vynen (Human, Chaotic Neutral)
An enigmatic scholar seeking the spire’s
secrets. Cressa’s obsession with its
power could make her either an ally or a
danger.

3. The Obsidian Sentinel (Construct,
Lawful Evil)

A hulking shadow-infused guardian that
protects the spire. The Sentinel attacks
any who dare approach.

LOCATIONS

1. The Shattered Grove
The remains of the forest surrounding
the spire, with blackened trees and deep
shadows. The air is unnaturally still.

2. The Abyssal Hall
A cavernous chamber within the spire,
filled with floating shards of obsidian
and humming energy. Shadows twist
unnaturally along the walls.

3. The Pinnacle of Dread
The spire’s summit, where the Obsidian
Sentinel waits. The air crackles with
dark magic, and the sky above is
unnaturally black.

ENCOUNTERS

1. Twisted Creatures
In the Shattered Grove, the adventurers
are attacked by 2 Shadows, drawn to the
spire’s corrupting magic.

2. Shattering Shards
In the Abyssal Hall, fragments of
obsidian rain down, requiring Dexterity
Saves (DC 14) and Arcana (DC 13)
checks to navigate safely.

3. Battle with the Obsidian Sentinel
At the Pinnacle of Dread, the Sentinel
uses shadow magic and crushing
strength to repel intruders.

OvurcoME OPTIONS

1. Destroy the Spire
The adventurers shatter the spire’s core,
dispelling its shadowy magic and
restoring balance to the forest.

2. Stabilize the Spire
The adventurers balance its energy,
halting its spread but leaving its magic
intact.

3. Harness the Power
The adventurers extract energy from the
spire, gaining dark abilities but risking
corruption.
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Roll
(1d20) Event Description

1-2 A sudden surge of energy imposes disadvantage on
Wisdom saves for an hour.

3-4 The adventurers find a shard of obsidian imbued
with shadow magic.

5-6 A rival group of adventurers blocks the path
forward.

7-8 A glyph activates, releasing a burst of necrotic
energy.

9-10 The adventurers hear whispers revealing a hidden
chamber.

11-12 A spectral figure warns of the Sentinel’s wrath.

13-14  The adventurers find carvings depicting the spire’s
creation.

15-16  The shadows intensify, imposing disadvantage on
Insight checks.

17-18  The adventurers find a minor magical relic in the
Abyssal Hall.

19-20 A sudden tremor shifts the spire, 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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‘ 6/-@1&/ HE FADING TAVERN”

F /

PLoT HOOK

Travelers speak of a
strange tavern that
appears only on moonless nights, its
lanterns glowing faintly in the darkness.
Those who enter rarely return, and the few
who do speak of shadowy patrons and
endless corridors. When a well-known
merchant vanishes after stopping at the
tavern, the adventurers are hired to
investigate and rescue any survivors.

KEeY NPCs

1. Grelwin Dusktap (Dwarf, Neutral Good)
A bard who escaped the tavern’s grasp
and warns of its shifting halls. Grelwin
offers information about its strange
inhabitants.

2. Vashara Nightveil (Tiefling, Chaotic
Neutral)

A rogue seeking the treasures rumored
to be hidden within the tavern. Vashara’s
selfish goals could lead to trouble.

3. The Keeper of Shadows (Aberration,
Lawful Evil)

A mysterious figure that controls the
tavern, luring in victims to drain their life
force.

LOCATIONS
1. The Eerie Path

A winding road that leads to the tavern.
Shadows seem to flicker unnaturally,
and faint laughter echoes in the distance.

2. The Shifting Halls
Endless corridors within the tavern,
where walls move and shadowy figures
lurk just beyond sight. The air is heavy
with tension.

3. The Keeper’s Parlor
A dimly lit room at the heart of the
tavern, where the Keeper of Shadows
resides. The area is filled with spectral
chains and faint whispers.

ENCOUNTERS

1. Shadow Patrons
In the Shifting Halls, the adventurers are
attacked by 2 Shadows, manifestations
of the tavern’s victims.

2. Moving Walls
In the Shifting Halls, sudden shifts in the
architecture block paths and create
hazards. Success requires Athletics (DC
14) and Insight (DC 13) checks.

3. Battle with the Keeper of Shadows
In the Keeper’s Parlor, the Keeper uses
shadow magic and spectral chains to
overwhelm intruders.

OvurcoME OPTIONS

1. Free the Victims
The adventurers destroy the Keeper,
releasing the souls trapped within the
tavern.

2. Seal the Tavern
The adventurers collapse the tavern,
containing its magic but leaving its curse
intact.

3. Claim the Tavern’s Magic
The adventurers extract shadow energy
from the tavern, gaining dark powers but
risking corruption.
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FADING TAVERN

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 chill imposes disadvantage on Dexterity
saves for an hour.
The adventurers find a shard of dark glass imbued
with shadow magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear faint whispers revealing a
hidden passage.
A spectral figure warns of the Keeper’s wrath.
The adventurers find carvings depicting the
tavern’s origin.
The shadows deepen, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Keeper's Parlor.

A sudden tremor shifts the tavern, 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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Perched on a
mountainside lies an abandoned
monastery, its walls marked with strange,
shifting runes that glow faintly in the dark.
Locals say the monks once worshiped the
gods of light but vanished when the sun
failed to rise for seven days. Now, eerie
shadows move across the monastery, and
travelers report hearing hymns sung in
languages they cannot understand. The
adventurers are tasked with exploring the
monastery and discovering the fate of its
inhabitants.

Key NPCs

1. Sister Veyra Sunscribe (Human, Neutral
Good)
A priestess seeking to reclaim the
monastery for her order. Veyra shares
what little knowledge remains of the
monastery’s rituals.

2. Nerik Shadowbound (Half-Elf, Chaotic
Neutral)
A rogue drawn to the monastery in
search of the Shadowmarked Scroll, a
legendary artifact rumored to be hidden
there. Nerik’s selfish motives could
complicate the mission.

3. The Shadowbound Prior (Undead,
Lawful Evil)
A spectral figure bound to the
monastery, the Prior seeks to convert all
intruders to the worship of the Shadow
Plane’s masters.

LOCATIONS

1. The Sunlit Courtyard
The monastery’s once-bright courtyard,
now covered in ash and faintly glowing
runes. Shadows move unnaturally in the
COIners.

2. The Hall of Echoes
A vast chamber where hymns
reverberate endlessly, creating
disorienting echoes. Shadowy figures
lurk just beyond the light of the
adventurers’ torches.

3. The Prior’s Sanctum
A shrine at the monastery’s heart, filled
with swirling shadows and ancient
runes. The Shadowbound Prior resides
here, commanding the darkness.

ENCOUNTERS

1. Hymn Shades
In the Sunlit Courtyard, the adventurers
are attacked by 2 Shadows, drawn to the
light of the intruders.

2. Shifting Shadows
In the Hall of Echoes, the darkness
disorients and confuses the party.
Success requires Insight (DC 14) and
Perception (DC 13) checks to navigate
safely.

3. Battle with the Shadowbound Prior
In the Prior’s Sanctum, the Prior uses
necrotic energy and spectral chains to
overwhelm intruders.

OvurcoME OPTIONS

1. Cleanse the Monastery
The adventurers destroy the
Shadowbound Prior, freeing the
monastery and restoring peace to the
mountain.

2. Seal the Sanctum
The adventurers ward the sanctum,
containing the Prior’s influence but
leaving the monastery’s mysteries
unresolved.

3. Harness the Shadows
The adventurers extract magic from the
Prior’s Sanctum, gaining shadow-based
powers but risking corruption.
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MONASTERY

Roll
(1d20) Event Description

1-2 A hymn imposes disadvantage on Wisdom saves
for an hour.

3-4 The adventurers find a glowing shard of runed
stone imbued with shadow magic.

5-6 A rival group of treasure hunters blocks the path
forward.

7-8 A glyph activates, releasing a burst of necrotic
energy.

9-10 The adventurers hear faint hymns revealing a

hidden alcove.
11-12 A spectral figure warns of the Prior’s wrath.

13-14  The adventurers find carvings depicting the

monastery’s fall.

15-16  The hymns grow louder, imposing disadvantage on

Insight checks.

17-18  The adventurers find a minor magical relic in the

sanctum.

19-20 A sudden tremor shifts the monastery, 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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Deep within a mist-laden
forest is a web-covered hollow where the

shadows seem to move of their own accord.

Hunters and travelers who wander too
close often vanish, and those who return
speak of a terrible creature that weaves
darkness itself. Recently, entire caravans
have gone missing near the forest, and
villagers fear the region is cursed. The
adventurers must enter the hollow and
confront the Nightweaver.

Key NPCs

1. Harlen Vrythorn (Human, Neutral Good)
A woodsman who narrowly escaped the
hollow and warns of strange webs that
absorb light. Harlen pleads with the
adventurers to destroy the Nightweaver.

2. Issra Duskmire (Elf, Chaotic Neutral)
A shadow mage seeking to control the
Nightweaver for her own ends. Issra’s
ambitions might lead to conflict with the
party.

3. The Nightweaver (Aberration, Chaotic
Evil)
A monstrous spider-like entity from the
Shadow Plane that weaves webs of
shadow to ensnare its prey.

LOCATIONS

1. The Tangled Glade
A forest clearing filled with strands of
shadowy webs. The air feels heavy, and
faint whispers echo through the trees.

2. The Webbed Caves
A series of tunnels beneath the hollow,
where the webs grow thicker and the
shadows twist unnaturally. The ground
is sticky and unstable.

3. The Weaver’s Heart
A vast chamber at the heart of the
hollow, where the Nightweaver resides.
The air is thick with webs, and the light
seems to vanish entirely.

ENCOUNTERS
1. Shadowed Spiders

In the Tangled Glade, the adventurers
are attacked by 2 Giant Spiders, infused
with shadow magic.

2. Web Traps
In the Webbed Caves, sticky shadow
webs hinder movement and drain
energy. Success requires Athletics (DC
14) and Arcana (DC 13) checks.

3. Battle with the Nightweaver
In the Weaver’s Heart, the Nightweaver
uses shadow webs and necrotic blasts to
overwhelm intruders.

OurcoME OPTIONS

1. Destroy the Nightweaver
The adventurers slay the Nightweaver,
freeing the forest from its dark influence.

2. Seal the Hollow
The adventurers collapse the caves,
trapping the Nightweaver but leaving its
magic intact.

3. Harness the Webs
The adventurers extract shadow energy
from the Nightweaver’s lair, gaining
powers but risking corruption.
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NIGHTWEAVER’S LAIR

Roll
(1d20)
1-2
34
5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
Sticky webs impose disadvantage on Dexterity
saves for an hour.
The adventurers find a shard of dark web imbued
with shadow magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear faint whispers revealing a
hidden passage.

A spectral figure warns of the Nightweaver’s wrath.

The adventurers find carvings depicting the
hollow’s origin.

The whispers grow louder, imposing disadvantage
on Perception checks.

The adventurers find a minor magical relic in the
Weaver's Heart.

A sudden tremor shifts the hollow, 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 cliffs overlooking
the sea, a gaping cavern
known as the Wraith’'s Maw glows faintly
with an otherworldly light. Locals claim it
is the gateway to the Shadow Plane and
speak of ships that vanish near the cliffs.
Recently, a fleet of fishing boats
disappeared, leaving nothing but ghostly
lights on the horizon. The adventurers
must explore the cavern and uncover the
cause of these strange events.

Ky NPCs

1. Captain Marek Greyfin (Human, Neutral
Good)
A retired sailor who survived a
shipwreck near the cliffs. Marek believes
a shadowy entity dwells within the Maw
and offers his knowledge of the area.

2. Sylva Darktide (Half-Orc, Chaotic
Neutral)
A pirate searching for a legendary
treasure said to be hidden in the Maw.
Sylva’s greed could put the party at risk.

3. The Abyssal Wraith (Undead, Lawful
Evil)
A spectral creature bound to the Maw, it
seeks to drag the living into its shadowy
domain.

LOCATIONS

1. The Shrouded Shore
A beach covered in jagged rocks and
faintly glowing mist. The air is thick with
tension, and ghostly lights flicker near
the cliffs.

2. The Submerged Tunnels
A series of water-filled passages leading
deep into the cavern. The walls are slick
with moisture, and the light grows
dimmer with each step.

3. The Abyssal Nexus
A vast underwater chamber where the
Abyssal Wraith resides. The water glows
faintly, and the shadows twist
unnaturally.

ENCOUNTERS

1. Shadowed Eels
In the Shrouded Shore, the adventurers
are attacked by 2 Giant Eels, infused
with shadow magic.

2. Flooded Passages
In the Submerged Tunnels, sudden
surges of water create hazards. Success
requires Athletics (DC 14) and Survival
(DC 13) checks.

3. Battle with the Abyssal Wraith
In the Abyssal Nexus, the Wraith uses
spectral tendrils and necrotic blasts to
overwhelm intruders.

OuTrcoME OPTIONS

1. Seal the Maw
The adventurers collapse the cavern,
cutting off the link to the Shadow Plane
and ending the disappearances.

2. Banish the Wraith
The adventurers destroy the Abyssal
Wraith, freeing the Maw from its dark
influence.

3. Harness the Magic
The adventurers extract shadow energy
from the Nexus, gaining dark abilities
but risking corruption.
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Roll
(1d20) Event Description

1-2 A sudden surge of water imposes disadvantage on
Strength saves for an hour.

3-4 The adventurers find a shard of glowing coral
imbued with shadow magic.

5-6 A rival group of treasure hunters blocks the path
forward.

7-8 A glyph activates, summoning spectral defenders.

9-10 The adventurers hear faint whispers revealing a

hidden alcove.

11-12 A spectral figure warns of the Wraith’s wrath.

13-14  The adventurers find carvings depicting the Maw's
creation.

15-16  The whispers grow louder, imposing disadvantage
on Insight checks.

17-18  The adventurers find a minor magical relic in the
Nexus.

19-20 A sudden tremor shifts the Maw, 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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In a desolate valley, an
eerie garden of black stone sculptures has
appeared, each figure etched with fine,
lifelike detail. Travelers whisper that these
sculptures were once living beings, turned
to stone by the touch of shadow magic.
Recently, the garden has begun to expand,
with nearby vegetation and wildlife
becoming part of its macabre display. The
adventurers must uncover the secret of the
Obsidian Garden before it claims more
victims.

Key NPCs

1. Ardan Moonglow (Elf, Neutral Good)
A ranger who once patrolled the valley.
Ardan believes the garden is spreading
from a shadowed source hidden beneath
the valley.

2. Lirith Shadesworn (Tiefling, Chaotic
Neutral)
A rogue searching the garden for
shadow-imbued artifacts. Lirith’s greed
may hinder the party’s efforts.

3. The Shade Gardener (Aberration,
Lawful Evil)
A shadow-infused entity that creates the
sculptures. The Gardener seeks to

expand its garden by petrifying intruders.

LOCATIONS
1. The Blackened Path

A narrow trail leading into the garden,
with twisted vines of obsidian crawling
across the ground. The air grows colder
with every step.

2. The Heart of the Garden
A clearing filled with petrified statues.
The sculptures seem to shift when not
directly observed, and faint whispers
echo.

3. The Shadowed Core
A subterranean chamber beneath the
garden where the Shade Gardener
resides. The walls pulse faintly with
shadow magic.

ENCOUNTERS

1. Living Shadows
On the Blackened Path, the adventurers
are attacked by 2 Shadows, animated by
the Gardener’s influence.

2. Shifting Statues
In the Heart of the Garden, statues move
to block paths and create hazards.
Success requires Perception (DC 14)
and Athletics (DC 13) checks.

3. Battle with the Shade Gardener
In the Shadowed Core, the Gardener
uses necrotic energy and petrification
effects to overwhelm intruders.

OvurcoME OPTIONS

1. Destroy the Core
The adventurers shatter the Gardener’s
source of power, stopping the garden’s
spread and freeing some of its victims.

2. Seal the Garden
The adventurers collapse the chamber,
trapping the Gardener but leaving its
creations intact.

3. Claim the Power
The adventurers harvest shadow-infused
artifacts from the garden, gaining unique
abilities but risking corruption.
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OBSIDIAN GARDEN

Roll
(1d20)
1-2
34
5-6
7-8

9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A shifting statue imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a shard of obsidian imbued
with petrifying energy.
A rival group of adventurers blocks the path
forward.
A glyph activates, releasing a burst of necrotic
energy.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Gardener’s wrath.
The adventurers find carvings depicting the
garden’s creation.
The whispers grow louder, imposing disadvantage
on Insight checks.
The adventurers find a minor magical relic in the
Heart of the Garden.
A sudden tremor shifts the garden, 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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A once-proud city has
been reduced to ruins, its walls covered in

3. The Rift’s Core

A chamber deep within the city where
the shadow rift pulses with dark energy.
The Riftkeeper Wraith awaits here,
guarding its power.

creeping shadows that seem to consume all ENCOUNTERS

light. Locals say that a great ritual went
awry, opening a portal to the Plane of
Shadow. Strange creatures now patrol the
streets, and the ruins have become a deadly
maze. The adventurers are tasked with
entering the ruins to close the portal and
end the spreading darkness.

Ky NPCs

1. Darsen Lighthollow (Human, Neutral
Good)
A former scholar who escaped the city
just before the shadow consumed it.
Darsen provides maps and insight into
the ruins.

2. Kael Dusksoul (Half-Orc, Chaotic

1. Shadow Hounds

At the Shattered Gates, the adventurers
are attacked by 2 Shadow Mastiffs,
creatures formed from the city’s
darkness.

. Twisting Paths

In the Labyrinth Streets, shifting
shadows create false walls and illusions.
Success requires Insight (DC 14) and
Perception (DC 13) checks.

. Battle with the Riftkeeper Wraith

In the Rift’s Core, the Wraith uses
necrotic blasts and shadow constructs to
repel intruders.

Neutral) OvuTcoME OPTIONS

A scavenger searching the ruins for
magical artifacts. Kael’s knowledge of
the city’s layout could prove helpful, but
his goals may conflict with the
adventurers’.

3. The Riftkeeper Wraith (Undead, Lawful
Evil)
A spectral entity tied to the portal, it
guards the shadow rift and seeks to
protect the city’s corruption.

LOCATIONS

1. The Shattered Gates
The city’s entrance, where shadowy
tendrils seep through the cracks in the
stone. The air is thick with dread.

2. The Labyrinth Streets
A maze of twisting alleys filled with
shadowy traps and strange glyphs. The
shadows seem to close in as the
adventurers progress.

1. Close the Rift

The adventurers seal the portal, cutting
off the Plane of Shadow and ending the
city’s corruption.

. Stabilize the Rift

The adventurers balance the portal’'s
energies, halting its spread but leaving
its connection to the Plane of Shadow
intact.

. Harvest the Shadow

The adventurers draw power from the
portal, gaining shadow-infused abilities
but risking further instability.
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SHADOWFALL RUINS

Roll
(1d20)
1-2
34
5-6
7-8

9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A shadow tendril imposes disadvantage on
Strength saves for an hour.
The adventurers find a glowing shard of runed
stone imbued with shadow magic.
A rival group of adventurers blocks the path
forward.
A glyph activates, releasing a burst of necrotic
energy.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Wraith’s wrath.
The adventurers find carvings depicting the city’s
fall.
The shadows deepen, imposing disadvantage on
Insight checks.
The adventurers find a minor magical relic in the
Rift's Core.
A sudden tremor shifts the ruins, 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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2. The Shadow Halls
Dimly lit corridors filled with moving
shadows and faint echoes. The walls
appear to shift, creating an oppressive
PLOT HOOK sense of disorientation.
A towering fortress 3. The Throne of Gloam
looms at the edge of a mountain range, its A grand chamber where the Shadow
battlements shrouded in perpetual dusk. King’s throne sits, surrounded by
Local legends speak of a lost kingdom swirling darkness. The air is heavy with
swallowed by the Plane of Shadow, with necrotic energy.
the Citadel of Twilight as its cursed heart.
Recently, eerie lights have been seen
flickering in the windows, and a caravan
traveling through the region has vanished.
The adventurers must enter the citadel and
uncover the cause of its resurgence.

ENCOUNTERS
1. Twilight Sentinels

At the Dusk Gate, the adventurers are
attacked by 2 Shadows, guardians of the
citadel.

KeYy NPCs 2. Shadow Traps
In the Shadow Halls, glyphs release
bursts of necrotic energy when triggered.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Shadow King
In the Throne of Gloam, the Shadow
King uses shadow constructs and
necrotic blasts to overwhelm intruders.

1. Lord Harren Duskspire (Human,
Neutral Good)
A noble who claims to be the last
descendant of the citadel’s rulers.
Harren believes reclaiming the citadel is
vital to ending the curse.

2. Zyrris Nightthorn (Drow, Chaotic
Neutral)
A shadow mage seeking forbidden
knowledge rumored to be hidden in the
citadel. Zyrris’s ambitions may clash
with the adventurers’ goals.

OvutcoME OPTIONS
1. Banish the King

. The Shadow King (Undead, Lawful Evil)
A spectral ruler bound to the Plane of
Shadow, commanding the citadel’s
twisted denizens. He seeks to reclaim
his former dominion.

LOCATIONS

1. The Dusk Gate
The citadel’s massive entrance, its doors
covered in glowing runes. The shadows
seem to writhe and whisper warnings as
the party approaches.

The adventurers destroy the Shadow
King, freeing the citadel and ending its
curse.

. Seal the Citadel

The adventurers ward the citadel,
containing its magic but leaving the
curse unresolved.

. Harness the Shadow Magic

The adventurers extract power from the
citadel, gaining unique abilities but
risking further instability in the region.
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CITADEL OF TWILIGHT

Roll
(1d20)
1-2
34
5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A shadow tendril lashes out, imposing
disadvantage on Strength saves for an hour.
The adventurers find a shard of obsidian imbued
with shadow energy.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear faint whispers revealing a
hidden passage.

A spectral figure warns of the Shadow King's wrath.

The adventurers find carvings depicting the
citadel’s fall.

The shadows deepen, imposing disadvantage on
Perception checks.

The adventurers find a minor magical relic in the
Throne of Gloam.

A sudden tremor shifts the citadel, 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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Hidden within the
depths of a remote canyon lies the Nightfall
Tomb, a crypt said to hold the remains of
an ancient hero who betrayed their people.
The tomb is veiled in shadows that refuse
to fade, even under direct light. Recently, a
group of explorers vanished while
attempting to plunder its treasures. The
adventurers must delve into the tomb to
uncover its secrets and confront whatever
lurks within.

Key NPCs

1. Rynol Greystone (Dwarf, Neutral Good)
A historian determined to uncover the
truth behind the tomb’s betrayal. Rynol
provides valuable context but is hesitant
to enter the tomb himself.

2. Elira Duskwatch (Half-Elf, Chaotic
Neutral)

A rogue with a personal vendetta against
the hero buried in the tomb. Elira is
driven by revenge, which may conflict
with the party’s goals.

3. The Shadowed Betrayer (Undead,
Chaotic Evil)

A vengeful spirit bound to the tomb,
fueled by rage and shadow magic. The
Betrayer lashes out at any who disturb
their rest.

LOCATIONS

1. The Shadowed Canyon
A winding path leading to the tomb,
where shadows flicker unnaturally. The
air grows colder as the party
approaches.

2. The Hall of Guilt
A grand corridor filled with inscriptions
recounting the hero’s deeds and eventual
betrayal. The shadows seem to twist into
accusing shapes.

3. The Betrayer’s Chamber
A dark and oppressive room at the heart
of the tomb, where the Shadowed
Betrayer resides. The air crackles with
necrotic energy.

ENCOUNTERS

1. Lingering Shades
In the Shadowed Canyon, the
adventurers are attacked by 2 Shadows,
remnants of the Betrayer’s followers.

2. Accusing Shadows
In the Hall of Guilt, the adventurers face
illusions that attack their minds. Success
requires Insight (DC 14) and Wisdom
Saves (DC 13) to proceed safely.

3. Battle with the Shadowed Betrayer
In the Betrayer’s Chamber, the Betrayer
uses shadow magic and necrotic blasts
to overwhelm intruders.

OvurcoME OPTIONS

1. Redeem the Betrayer
The adventurers uncover the truth and
cleanse the tomb, freeing the spirit and
restoring peace to the canyon.

2. Seal the Tomb
The adventurers collapse the tomb,
trapping the Betrayer but leaving its
legacy in question.

3. Claim the Betrayer’s Power
The adventurers extract energy from the
tomb, gaining unique abilities but risking
corruption.
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D20 RANDOM EVENTS: THE
NIGHTFALL TOMB

Roll
(1d20)
1-2
34
5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A spectral voice imposes disadvantage on Insight
checks for an hour.
The adventurers find a shard of dark stone imbued
with necrotic energy.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear faint whispers revealing a
hidden alcove.
A spectral figure warns of the Betrayer's wrath.
The adventurers find carvings depicting the
betrayal.
The shadows deepen, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Hall of Guilt.
A sudden tremor shifts the tomb, 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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In a secluded glade lies a
ruined shrine, once dedicated to a god of
light. Now, the shrine is shrouded in
eternal twilight, and its altar has been
replaced by a glowing rift to the Plane of
Shadow. Locals report that creatures have
emerged from the shrine to terrorize
nearby settlements, dragging victims back
through the rift. The adventurers are
tasked with sealing the shrine and ending
the incursions.

Key NPCs

1. Sister Melyra Dawnspire (Human,
Neutral Good)

A priestess who seeks to restore the
shrine’s connection to the god of light.
Melyra provides insight into the shrine’s
history and rituals.

2. Varik Duskbane (Elf, Chaotic Neutral)
A shadow mage seeking to harness the
rift’s power. Varik’s goals may conflict
with those of the adventurers.

3. The Twilight Shade (Aberration, Lawful
Evil)

A shadow-infused entity that guards the
rift and seeks to expand its influence into
the material world.

LOCATIONS

1. The Twilight Clearing
A shadowy glade where the sun never
fully shines. The ground is littered with
broken statues and faintly glowing runes.

2. The Ruined Altar
The central chamber of the shrine,
where the rift pulses with dark energy.
The air hums with an unnatural
vibration.

3. The Rift’s Edge
The shadowy perimeter of the rift, where
the Twilight Shade resides. The light
dims unnaturally as one approaches.

ENCOUNTERS
1. Shadow Fiends

In the Twilight Clearing, the adventurers
are attacked by 2 Shadows, drawn to the
intruders’ light.

2. Runic Traps
In the Ruined Altar, glowing runes
release bursts of necrotic energy when
disturbed. Success requires Arcana (DC
14) and Dexterity Saves (DC 13) to avoid
harm.

3. Battle with the Twilight Shade
At the Rift’'s Edge, the Shade uses
shadow magic and spectral tendrils to
overwhelm intruders.

OuTtcoME OPTIONS

1. Seal the Rift
The adventurers destroy the rift, cutting
off the Plane of Shadow and restoring
peace to the glade.

2. Stabilize the Rift
The adventurers manipulate the rift’s
energy, halting its expansion but leaving
the connection intact.

3. Claim the Rift’s Power
The adventurers extract shadow energy
from the rift, gaining potent abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
ECLIPSED SHRINE

Roll
(1d20)
1-2
34
5-6

7-8
9-10

11-12
13-14
15-16
17-18

19-20

Event Description
A shadow glyph activates, imposing disadvantage
on Wisdom saves for an hour.
The adventurers find a shard of glowing stone
imbued with shadow magic.
A rival group of scavengers blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear faint whispers revealing a
hidden alcove.
A spectral figure warns of the Twilight Shade’s
wrath.
The adventurers find carvings depicting the
shrine’s fall.
The whispers deepen, imposing disadvantage on
Insight checks.
The adventurers find a minor magical relic in the
Twilight Clearing.
A sudden tremor shifts the shrine, 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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2. The Shifting Halls
A twisting maze of corridors that
rearrange themselves periodically. Faint
whispers guide or mislead the

PLOT HOOK adventurers.
Deep beneath the ruins 3. The Shadowed Vault

of an ancient fortress lies the Veilforged
Labyrinth, a twisting maze said to have
been shaped by shadow magic. Legends

A massive chamber at the labyrinth’s
heart, where the artifact is enshrined
and the Labyrinth Keeper resides. The

speak of an artifact hidden at its heart, but
no one who has entered the labyrinth has
ever returned. Recently, shadowy creatures
have begun emerging from the ruins,
attacking nearby settlements. The
adventurers are tasked with braving the
labyrinth to end the shadow incursions and
retrieve its hidden secrets.

air hums with dark power.

ENCOUNTERS
1. Shadow Stalkers

At the Ruined Gates, the adventurers are
attacked by 2 Shadows, drawn to the
living light.

2. Reconfiguring Walls
In the Shifting Halls, the labyrinth shifts
to block paths or trap adventurers.
Success requires Insight (DC 14) and
Athletics (DC 13) checks.

3. Battle with the Labyrinth Keeper
In the Shadowed Vault, the Keeper uses
necrotic blasts and maze illusions to
disorient and overwhelm intruders.

KEey NPCs

1. Lady Kalissa Everdawn (Human,
Neutral Good)
A noble who believes the artifact within
the labyrinth could end the region’s
suffering. Kalissa provides funding and
guidance for the adventurers.

2. Tharrek Dusksworn (Half-Orc, Chaotic
Neutral)
A mercenary with knowledge of the
labyrinth’s layout. Tharrek’s
questionable loyalty might lead to

OuTtcoME OPTIONS
1. Destroy the Keeper

complications. The adventurers slay the Labyrinth
3. The Labyrinth Keeper (Aberration, Keeper, stabilizing the maze and halting
Lawful Evil) the shadow incursions.

A shadow-infused guardian that
manipulates the maze to confuse and

ensnare intruders. It is bound to protect

the artifact at all costs.

LOCATIONS

1. The Ruined Gates
The entrance to the labyrinth, where
faintly glowing runes pulse with dark
energy. Shadows twist and move
unnaturally near the gate.

. Seal the Labyrinth

The adventurers collapse the labyrinth,
containing its magic but leaving the
artifact’s secrets untouched.

. Claim the Artifact

The adventurers retrieve the artifact,
gaining shadow-infused powers but
risking corruption.
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D20 RANDOM EVENTS: THE
VEILFORGED LABYRINTH

Roll
(1d20)

1-2
3-4
5-6
7-8
910

11-12
13-14

15-16

17-18

19-20

Event Description
A shifting wall traps the adventurers, imposing
disadvantage on Insight checks.
The adventurers find a shard of glowing stone
imbued with shadow magic.
A rival group of explorers blocks the path forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
passage.
A spectral figure warns of the Keeper’s wrath.
The adventurers find carvings depicting the
labyrinth’s origin.
The shadows deepen, imposing disadvantage on
Wisdom saves.
The adventurers find a minor magical relic in the
Shadowed Vault.
A sudden tremor shifts the labyrinth, 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 heart of a
forgotten castle stands the Mirror of Lost
Souls, a tall, ornate mirror said to reflect
not one’s image but their darkest fears. The
castle has long been abandoned, but
travelers now report seeing strange lights
and hearing disembodied screams from
within. Villagers fear that the mirror is
drawing them closer to the Plane of
Shadow, and the adventurers are tasked
with uncovering its secrets.

Key NPCs

1. Elaris Wraithbloom (EIlf, Neutral Good)
A historian obsessed with the mirror’s
history. Elaris provides valuable context
but is reluctant to approach the artifact
directly.

2. Tyron Duskrend (Tiefling, Chaotic
Neutral)
A rogue seeking to steal the mirror’s
magic for his own gain. Tyron’s ambition
could create conflicts with the party.

3. The Warden of Reflections (Aberration,
Chaotic Evil)
A shadow-infused entity that emerges
from the mirror to defend it, feeding on
the fears of intruders.

LOCATIONS

1. The Broken Courtyard
The entrance to the castle, where the air
grows unnaturally cold. Faint laughter
echoes from the walls, and shadows
flicker unnaturally.

2. The Hall of Echoes
A long, dimly lit corridor lined with
cracked mirrors. Reflections in the
mirrors appear distorted and move on
their own.

3. The Chamber of Reflections
A grand room where the Mirror of Lost
Souls rests on a pedestal. Shadows
writhe on the walls, and the air feels
OpPPressive.

ENCOUNTERS
1. Distorted Shadows
In the Broken Courtyard, the

adventurers are attacked by 2 Shadows,

animated by the mirror’s influence.

2. Shifting Reflections
In the Hall of Echoes, reflections attack
the adventurers’ minds. Success
requires Insight (DC 14) and Wisdom
Saves (DC 13) to avoid harm.

3. Battle with the Warden of Reflections
In the Chamber of Reflections, the
Warden uses illusions and necrotic
blasts to overwhelm intruders.

OuTcOME OPTIONS
1. Shatter the Mirror
The adventurers destroy the mirror,

ending its influence and freeing trapped

souls.

2. Seal the Chamber
The adventurers ward the chamber,
containing the mirror’s power but
leaving its mysteries intact.

3. Claim the Mirror’s Magic
The adventurers harness the mirror’s
energy, gaining shadow-based abilities
but risking corruption.
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D20 RANDOM EVENTS: THE
MIRROR OF LOST SOULS

Roll
(1d20)
1-2
34
5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A reflection lashes out, imposing disadvantage on
Insight checks.
The adventurers find a shard of glowing glass
imbued with shadow magic.
A rival group of scavengers blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
passage.
A spectral figure warns of the Warden’s wrath.
The adventurers find carvings depicting the
mirror’s history.
The shadows deepen, imposing disadvantage on
Wisdom saves.
The adventurers find a minor magical relic in the
Chamber of Reflections.
A sudden tremor shifts the castle, 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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PLoT HOOK

In a secluded canyon lies
the Shadowbound Sanctum, an ancient
temple said to have been swallowed by
darkness. Once a place of light and
worship, it now emanates an oppressive
aura, and travelers report seeing spectral
figures roaming the area. Recently, a
caravan vanished near the sanctum, leaving
behind only whispers of shadowy rituals.
The adventurers must enter the temple and
confront the forces within before they
spread beyond the canyon.

Key NPCs

1. Brother Theron Luminar (Human,
Neutral Good)
A former priest of the sanctum who
escaped its fall into darkness. Theron
seeks to cleanse the temple and restore
its original purpose.

2. Myris Dusktide (Half-Elf, Chaotic
Neutral)
A shadow mage drawn to the sanctum’s
corrupted power. Myris may assist or
hinder the adventurers depending on
their actions.

3. The Shadowbound Priest (Undead,
Lawful Evil)
A spectral figure who led the sanctum’s
descent into shadow. The Priest
commands shadow constructs and
guards the temple’s secrets.

LOCATIONS

1. The Obsidian Steps
The temple’s grand entrance, its steps
cracked and covered in faintly glowing
runes. Shadows flicker in the corners of
the adventurers’ vision.

2. The Hall of Whispers
A vast chamber filled with echoing
voices and twisting shadows. Faint
figures flit between the pillars, always
just out of reach.

3. The Sanctum Core
A shrine at the heart of the temple,
where the Shadowbound Priest resides.
The air hums with necrotic energy, and
the shadows pulse rhythmically.

ENCOUNTERS

1. Spectral Guardians
On the Obsidian Steps, the adventurers
are attacked by 2 Shadows, remnants of
the temple’s fallen protectors.

2. Shadow Traps
In the Hall of Whispers, glyphs release
bursts of necrotic energy when triggered.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Shadowbound Priest
In the Sanctum Core, the Priest uses
necrotic blasts and shadow constructs to
overwhelm intruders.

OvurcoME OPTIONS

1. Cleanse the Sanctum
The adventurers banish the
Shadowbound Priest, restoring peace to
the canyon and ending the sanctum’s
curse.

2. Seal the Temple
The adventurers collapse the temple,
containing its dark power but leaving its
mysteries unresolved.

3. Harness the Shadow
The adventurers extract magic from the
sanctum, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
SHADOWBOUND SANCTUM

Roll
(1d20)
1-2
34
5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A spectral voice imposes disadvantage on Wisdom
saves for an hour.
The adventurers find a shard of dark stone imbued
with shadow magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear faint whispers revealing a
hidden alcove.
A spectral figure warns of the Priest’s wrath.
The adventurers find carvings depicting the
temple’s history.
The shadows deepen, imposing disadvantage on
Insight checks.
The adventurers find a minor magical relic in the
Sanctum Core.
A sudden tremor shifts the sanctum, 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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At the edge of a ruined
city stands the Fallen
Gate, a once-mighty portal that now leads
to the Plane of Shadow. Travelers say the
gate glows faintly at night and whispers
promises of power to those who approach.
Recently, strange creatures have begun to
emerge, attacking anyone who ventures
near. The adventurers must seal the gate
before it destabilizes further and unleashes
a greater threat.

Key NPCs

1. Eldrin Wraithwood (Elf, Neutral Good)
A scholar who has spent years studying
the gate. Eldrin believes its power can be
harnessed to aid the region but warns of
its dangers.

2. Vayra Dusktalon (Tiefling, Chaotic
Neutral)
A rogue seeking the treasures rumored
to lie beyond the gate. Vayra’s greed
might put the party at risk.

3. The Riftwarden Shade (Undead, Lawful
Evil)
A spectral entity bound to the gate, it
seeks to expand the rift and merge the

material world with the Plane of
Shadow.

LOCATIONS

1. The Broken Plaza
A crumbling square filled with glowing
glyphs. The shadows seem to shift and
form shapes as the adventurers pass
through.

2. The Rift’s Edge
A glowing perimeter around the gate
where shadowy tendrils seep into the
material world. The air hums with dark
energy.

3. The Gate’s Core
The center of the gate, where the
Riftwarden Shade resides. The shadows
thicken, and the light dims unnaturally.

ENCOUNTERS

1. Shadow Hounds
In the Broken Plaza, the adventurers are
attacked by 2 Shadow Mastiffs, drawn to
the gate’s power.

2. Rift Traps
At the Rift’s Edge, tendrils of shadow
lash out at intruders. Success requires
Athletics (DC 14) and Insight (DC 13)
checks.

3. Battle with the Riftwarden Shade
In the Gate’s Core, the Shade uses
necrotic blasts and spectral chains to
repel intruders.

OuTtcoME OPTIONS

1. Seal the Gate
The adventurers collapse the gate,
severing its connection to the Plane of
Shadow and ending the incursions.

2. Stabilize the Rift
The adventurers balance the rift’s
energies, halting its expansion but
leaving its connection intact.

3. Harness the Power
The adventurers extract energy from the
gate, gaining shadow-infused abilities
but risking corruption.
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D20 RANDOM EVENTS: THE
FALLEN GATE

Roll
(1d20)

1-2
3-4
5-6
7-8
910

11-12
13-14

15-16

17-18

19-20

Event Description
A shadow tendril lashes out, imposing
disadvantage on Dexterity saves.
The adventurers find a glowing shard of the gate’s
frame imbued with necrotic energy.

A rival group of scavengers blocks the path forward.

A glyph activates, summoning spectral defenders.
The adventurers hear faint whispers revealing a
hidden alcove.

A spectral figure warns of the Riftwarden’s wrath.
The adventurers find carvings depicting the gate’s
history.

The shadows deepen, imposing disadvantage on
Wisdom saves.

The adventurers find a minor magical relic near the
Gate’s Core.

A sudden tremor shifts the gate, 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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3. The Shadowheart’s Root
A vast underground chamber beneath
the grove where the Shadowheart Dryad
resides. The air hums with necrotic
energy, and the shadows seem alive.

PrLoT HOOK

In the heart of an ancient
forest lies the Darkened Grove, a place
where sunlight never reaches. The trees
twist unnaturally, their bark etched with
shadowy runes, and whispers echo from
deep within. Recently, hunters and
travelers who enter the grove have gone
missing, and the forest itself seems to be
expanding unnaturally. The adventurers
must enter the grove to uncover the source
of its corruption and stop its spread.

ENCOUNTERS

1. Shadow Vines
In the Twilight Thicket, the adventurers
are attacked by shadowy tendrils.
Success requires Athletics (DC 14) and
Insight (DC 13) checks to avoid
entanglement.

2. Whispering Shadows
In the Hollow Glade, the adventurers
face illusions that attack their minds.
Success requires Wisdom Saves (DC 14)
and Perception (DC 13) checks to
proceed safely.

3. Battle with the Shadowheart Dryad
At the Shadowheart’s Root, the Dryad
uses necrotic energy and shadow
constructs to overwhelm intruders.

Key NPCs

1. Eryn Greybough (Elf, Neutral Good)
A druid dedicated to protecting the
forest. Eryn believes the grove has been
tainted by shadow magic and seeks to
restore its natural balance.

2. Malric Dusksong (Human, Chaotic
Neutral)
A wandering bard who claims to have
seen the grove’s center. Malric’s erratic

OvurtcoME OPTIONS

behavior and obsession with its secrets
may hinder the party.

3. The Shadowheart Dryad (Aberration,
Lawful Evil)
A corrupted dryad bound to the grove,
spreading its influence across the forest.
The Dryad uses shadow magic to defend
its domain.

LOCATIONS
1. The Twilight Thicket

A dense area of twisted trees and
brambles. Shadows flicker unnaturally,
and the air is thick with tension.

2. The Hollow Glade
A clearing filled with pulsating shadow
vines. The ground feels unstable, and
faint whispers seem to emanate from the
trees.

1. Cleanse the Grove
The adventurers destroy the
Shadowheart Dryad, freeing the grove
from its corruption and restoring
balance to the forest.

2. Seal the Grove

The adventurers ward the grove,
containing its influence but leaving its
mysteries unresolved.

3. Harness the Shadow Magic

The adventurers extract energy from the
grove, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
DARKENED GROVE

Roll
(1d20)

1-2
3-4
5-6
7-8
910

11-12
13-14

15-16

17-18

19-20

Event Description
A shadow vine lashes out, imposing disadvantage
on Dexterity saves for an hour.
The adventurers find a shard of shadow-touched
wood imbued with necrotic magic.

A rival group of scavengers blocks the path forward.

A glyph activates, summoning spectral defenders.
The adventurers hear faint whispers revealing a
hidden alcove.

A spectral figure warns of the Dryad’s wrath.

The adventurers find carvings depicting the grove’s
fall.

The shadows deepen, imposing disadvantage on
Insight checks.

The adventurers find a minor magical relic in the
Shadowheart’s Root.

A sudden tremor shifts the grove, 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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Hidden deep within a
mountain range are the Whispering Caves,
where eerie voices call out to those who
wander near. Locals speak of miners who
unearthed something unnatural, only to
vanish without a trace. Recently, the caves
have begun emitting a dim, pulsing light,
and nearby travelers report being followed
by shadowy figures. The adventurers must
explore the caves to uncover the source of
the whispers and stop their spread.

Key NPCs

1. Garin Stoneward (Dwarf, Neutral Good)
A former miner who escaped the caves.
Garin provides a rough map of the
tunnels and warns of shadowy dangers
within.

2. Loria Duskmire (Human, Chaotic
Neutral)

An opportunistic treasure hunter seeking
relics rumored to be buried in the caves.

Loria’s ambitions might conflict with the

party’s goals.

3. The Whispering Entity (Aberration,
Lawful Evil)

A shadow-infused creature bound to the
caves, feeding on the fears of intruders.
It uses the whispers to lure its victims
deeper into the tunnels.

LOCATIONS

1. The Echoing Entrance
The mouth of the cave, where faint
whispers grow louder as the adventurers
approach. The air is unnaturally cold.

2. The Shadowed Tunnels
A maze of dark passageways where
echoes disorient the adventurers.
Shadows flicker and move unnaturally
along the walls.

3. The Entity’s Lair
A cavern deep within the caves, filled
with swirling shadows and glowing
glyphs. The Whispering Entity resides
here, shrouded in darkness.

ENCOUNTERS

1. Shadow Wraiths
At the Echoing Entrance, the
adventurers are attacked by 2 Shadows,
drawn to the whispers.

2. Collapsing Tunnels
In the Shadowed Tunnels, unstable
passages create hazards. Success
requires Athletics (DC 14) and Survival
(DC 13) checks to avoid falling debris.

3. Battle with the Whispering Entity
In the Entity’s Lair, the Entity uses
necrotic blasts and illusions to confuse
and overwhelm intruders.

OvurtcoME OPTIONS

1. Silence the Whispers
The adventurers destroy the Whispering
Entity, ending the voices and freeing the
caves from its influence.

2. Seal the Caves
The adventurers collapse the tunnels,
containing the Entity but leaving its
magic intact.

3. Harness the Shadows
The adventurers extract energy from the
Entity, gaining shadow-infused abilities
but risking corruption.
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D20 RANDOM EVENTS: THE
WHISPERING CAVES

Roll
(1d20)
1-2
34
5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A collapsing tunnel imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a shard of glowing stone
imbued with shadow magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
passage.
A spectral figure warns of the Entity’s wrath.
The adventurers find carvings depicting the caves’
history.
The whispers grow louder, imposing disadvantage
on Insight checks.
The adventurers find a minor magical relic in the
Entity’s Lair.
A sudden tremor shifts the caves, 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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High atop a craggy peak
stands an ancient tower known as the
Nightfall Ascent. Shrouded in perpetual
twilight, the tower is said to house a
powerful artifact capable of manipulating
shadows. Recently, dark tendrils have
begun creeping down the mountain, and
climbers report being pursued by shadowy
figures. The adventurers must scale the
peak and confront whatever lurks within
the tower before the darkness spreads
further.

Key NPCs

1. Eris Thornclimb (Halfling, Neutral
Good)

A mountain guide familiar with the
ascent. Eris warns of the dangers posed
by the shadows and offers her expertise
for the climb.

2. Kael Duskwatch (Elf, Chaotic Neutral)
A rogue determined to claim the artifact
for himself. Kael’s selfish motives may
put the party at risk.

3. The Shadow Sentinel (Construct, Lawful
Evil)

A guardian of the tower, infused with
shadow magic. The Sentinel seeks to
prevent anyone from reaching the
artifact.

LOCATIONS
1. The Craggy Approach

A treacherous mountain path where
shadows dart between the rocks. The air
grows colder and more oppressive as the
adventurers ascend.

2. The Spiral Ascent
A winding staircase within the tower, its
steps cracked and unstable. The walls
flicker with faint, unnatural light.

3. The Twilight Apex
The tower’s summit, where the artifact
glows faintly. The Shadow Sentinel
waits here, surrounded by swirling
darkness.

ENCOUNTERS

1. Shadow Wolves
On the Craggy Approach, the
adventurers are attacked by 2 Shadow
Mastiffs, drawn to the tower’s power.

2. Shifting Shadows
In the Spiral Ascent, the adventurers
face disorienting illusions. Success
requires Insight (DC 14) and Perception
(DC 13) checks.

3. Battle with the Shadow Sentinel
At the Twilight Apex, the Sentinel uses
shadow constructs and necrotic blasts to
overwhelm intruders.

OutcoME OPTIONS

1. Destroy the Artifact
The adventurers shatter the artifact,
ending its influence and freeing the peak
from its corruption.

2. Claim the Artifact
The adventurers harness the artifact’s
power, gaining shadow-infused abilities
but risking corruption.

3. Seal the Tower
The adventurers collapse the tower,
containing its magic but leaving its
secrets untouched.
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D20 RANDOM EVENTS: THE
NIGHTFALL ASCENT

Roll
(1d20)

1-2
3-4
5-6
7-8
910

11-12
13-14

15-16

17-18

19-20

Event Description
A loose rock imposes disadvantage on Dexterity
saves for an hour.
The adventurers find a shard of glowing stone
imbued with necrotic energy.
A rival group of climbers blocks the path forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
path.
A spectral figure warns of the Sentinel’s wrath.
The adventurers find carvings depicting the tower’s
history.
The shadows grow thicker, imposing disadvantage
on Perception checks.
The adventurers find a minor magical relic at the
Twilight Apex.
A sudden tremor shifts the tower, 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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P/

PLoT HoOK

Buried beneath a
crumbling dwarven
stronghold lies the Gloomforge, a
legendary smithy said to have been
corrupted by shadow magic. Once the pride
of dwarven craftsmanship, the forge now
emits a dark energy that twists anything it
creates. Recently, strange, shadow-infused
creatures have emerged from the
stronghold, terrorizing nearby settlements.
The adventurers must descend into the
forge and confront the source of its
corruption.

Key NPCs

1. Torgrim Ironshade (Dwarf, Neutral
Good)
A former smith who fled the stronghold
when the forge turned. Torgrim offers
insight into the forge’s history and
layout.

2. Vexra Duskhand (Tiefling, Chaotic
Neutral)
A rogue looking to steal shadow-imbued
relics from the forge. Vexra’s greed
could endanger the mission.

3. The Shadowforged Warden (Construct,
Lawful Evil)
A massive shadow-infused golem
created to guard the forge. It obeys the
will of the corruption at the forge’s heart.

LOCATIONS

1. The Broken Hall
A grand entryway filled with broken
statues and crumbling stone. Shadows
move unnaturally in the corners, and the
air smells of burnt metal.

2. The Smelting Chamber
A massive room with inactive furnaces
and vats of molten metal. The shadows
flicker like flames, and faint whispers
echo.

3. The Forge’s Core
The heart of the Gloomforge, where the
Shadowforged Warden resides. The
forge glows with a dark, pulsating light.

ENCOUNTERS

1. Twisted Smiths
In the Broken Hall, the adventurers are
attacked by 2 Shadows, remnants of the
forge’s corrupted workers.

2. Molten Traps
In the Smelting Chamber, vats of molten
metal spill suddenly, creating hazards.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Shadowforged Warden
At the Forge’s Core, the Warden uses
powerful physical attacks and necrotic
blasts to defend the forge.

OvurcoME OPTIONS

1. Cleanse the Forge
The adventurers destroy the source of
the corruption, restoring the forge to its
former glory.

2. Seal the Forge
The adventurers collapse the forge,
ending its threat but leaving its secrets
untouched.

3. Claim the Forge’s Power
The adventurers extract shadow magic
from the forge, gaining unique abilities
but risking corruption.
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D20 RANDOM EVENTS: THE
GLOOMFORGE

Roll
(1d20)
1-2
34
5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A shadow-infused statue attacks, imposing
disadvantage on Strength saves for an hour.
The adventurers find a shard of corrupted metal
imbued with shadow energy.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear faint whispers revealing a
hidden forge.
A spectral figure warns of the Warden's wrath.
The adventurers find carvings depicting the forge’s
history.
The shadows deepen, imposing disadvantage on
Insight checks.
The adventurers find a minor magical relic in the
Forge’s Core.
A sudden tremor shifts the forge, 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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PLoT HOOK

In the middle of a barren
desert, a shimmering oasis appears only at
twilight. Travelers who venture toward it
often disappear, leaving behind shadowy
remnants of their belongings. The oasis is
said to be a portal to the Plane of Shadow,
guarded by a being that lures the unwary
into its grasp. The adventurers must
investigate the mirage and close the portal
before more lives are lost.

KEeYy NPCs

1. Nali Brightsand (Human, Neutral Good)
A desert guide who has lost loved ones
to the mirage. Nali pleads with the
adventurers to put an end to its menace.

2. Zyra Dunestrider (Elf, Chaotic Neutral)
An explorer who believes the oasis hides
untold treasures. Zyra’s ambitions might
lead to conflicts with the party.

3. The Shadow Mirage (Aberration, Lawful
Evil)

A spectral entity that creates the mirage,
drawing victims into the Plane of
Shadow. It uses illusions to confuse and
entrap intruders.

LOCATIONS

1. The Shifting Sands
An area of loose dunes where the oasis
appears. The ground is treacherous, and
faint whispers drift on the wind.

2. The Oasis of Shadows
The heart of the mirage, where shadowy
figures move within the water’s
reflections. The air is heavy with magic.

3. The Portal’s Verge
A glowing rift at the oasis’s center,
where the Shadow Mirage resides. The
light flickers unnaturally, and the ground
feels insubstantial.

ENCOUNTERS

1. Sand Shadows
In the Shifting Sands, the adventurers
are attacked by 2 Shadows, animated by
the portal’s energy.

2. Illusory Traps
At the Oasis of Shadows, illusions
disorient the adventurers. Success
requires Insight (DC 14) and Perception
(DC 13) checks.

3. Battle with the Shadow Mirage
At the Portal’s Verge, the Mirage uses
necrotic blasts and illusions to
overwhelm intruders.

OutcoME OPTIONS

1. Seal the Portal
The adventurers destroy the portal,
cutting off the Plane of Shadow and
ending the mirage.

2. Stabilize the Portal
The adventurers balance the portal’s
energy, halting its spread but leaving the
connection intact.

3. Claim the Mirage’s Power
The adventurers harness shadow energy
from the mirage, gaining potent abilities
but risking corruption.
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D20 RANDOM EVENTS: THE
ABYSSAL MIRAGE

Roll
(1d20)
1-2
34
5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A shadowy figure imposes disadvantage on
Wisdom saves for an hour.
The adventurers find a shard of dark crystal
imbued with shadow magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Mirage’s wrath.
The adventurers find carvings depicting the
mirage’s origin.
The shadows grow thicker, imposing disadvantage
on Insight checks.
The adventurers find a minor magical relic at the
Portal’s Verge.
A sudden tremor shifts the oasis, 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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PLoT HOOK

An ancient forest near a
peaceful village has
begun to change. Once vibrant and full of
life, the trees now grow gnarled and
twisted, and their leaves shimmer with an
unnatural hue. Locals report hearing
haunting melodies drifting through the
woods at night, and several villagers have
vanished. The adventurers must enter the
forest to uncover the source of the
corruption and stop its spread.

KEy NPCs

1. Elyra Moonglade (Elf, Neutral Good)
A druid who has long protected the
forest. Elyra believes the corruption
stems from a breach between the
Feywild and the material plane.

2. Toren Wispcharm (Gnome, Chaotic
Neutral)

A trickster who delights in the chaos
spreading through the grove. Toren
might assist or hinder the party
depending on their actions.

3. The Briarheart Sprite (Fey, Lawful Evil)
A once-peaceful guardian of the grove,
corrupted by dark fey magic. The
Briarheart Sprite uses the grove’s
twisted magic to trap intruders.

LOCATIONS
1. The Shimmering Path

A glowing trail leading deep into the
forest. The path seems to shift when not
directly observed, and faint laughter
echoes in the distance.

2. The Enchanted Hollow
A clearing filled with brightly glowing
fungi and twisting roots. The air hums
with magic, and strange, whispering
voices can be heard.

3. The Briarheart’s Throne
A dense, tangled chamber of brambles
and glowing vines where the Briarheart
Sprite resides. The air is heavy with
enchantment, and the ground pulses
faintly with dark energy.

ENCOUNTERS

1. Fey Tricksters
On the Shimmering Path, the
adventurers are attacked by 2
Quicklings, darting out from the
shadows to harry the party.

2. Enchanted Hazards
In the Enchanted Hollow, glowing fungi
release clouds of hallucinogenic spores.
Success requires Constitution Saves
(DC 14) and Nature (DC 13) checks to
proceed safely.

3. Battle with the Briarheart Sprite
At the Briarheart’s Throne, the Sprite
uses bramble snares and enchantment
spells to confuse and attack intruders.

OvurcoME OPTIONS

1. Cleanse the Grove
The adventurers defeat the Briarheart
Sprite and sever its connection to the
dark fey magic, restoring the forest.

2. Seal the Grove
The adventurers ward the grove,
containing the corruption but leaving its
mysteries untouched.

3. Harvest the Magic
The adventurers draw power from the
grove’s enchantments, gaining fey-
infused abilities but risking their sanity.
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D20 RANDOM EVENTS: THE
TWISTED GROVE

Roll
(1d20)
1-2
34

5-6
7-8

9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A bramble vine lashes out, imposing disadvantage
on Dexterity saves for an hour.
The adventurers find a glowing shard of dark bark
imbued with fey magic.
A rival group of druids blocks the path forward.
A glowing glyph activates, summoning enchanted
defenders.
The adventurers hear whispers revealing a hidden
glade.
A spectral figure warns of the Briarheart’s wrath.
The adventurers find carvings depicting the grove’s
original state.
The whispers grow louder, imposing disadvantage
on Wisdom saves.
The adventurers find a minor magical relic in the
Briarheart’s Throne.
A sudden tremor shifts the grove, 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

38



ADVENTURE SEED 242:

= HE WILLOW OF
‘ 6 7\l WEEPING
WHISPERS”

PLoT HoOK

Near a quiet hamlet, a massive willow tree
has begun to grow unnaturally fast, its
branches extending far beyond their
natural reach. At night, villagers hear eerie
whispers from the tree, and several have

vanished while passing beneath its shadow.

Rumors suggest that the tree is connected
to the Feywild and harbors a powerful,
corrupted fey. The adventurers must
investigate the tree and uncover its dark
secrets.

KEeyYy NPCs

1. Eddra Willowbend (Halfling, Neutral
Good)
A local herbalist who has long studied
the strange properties of the willow.
Eddra suspects the whispers are an
enchantment meant to lure prey.

2. Quinn Duskleaf (Half-Elf, Chaotic
Neutral)
A druid seeking to control the willow’s
power. Quinn’s ambitions may
complicate the party’s efforts.

3. The Willowshade Dryad (Fey, Chaotic
Evil)
A corrupted dryad bound to the willow
tree, spreading its influence through
dark enchantments.

LOCATIONS

1. The Whispers’ Shadow
The area beneath the willow’s massive
branches, where the air grows colder,
and faint whispers echo from above.

2. The Twisting Roots
A tangled network of roots beneath the
tree, filled with shadowy passages and
glowing fungi.

3. The Willowheart Chamber
A hollow within the tree’s trunk, where
the Willowshade Dryad resides. The air
hums with magic, and the walls pulse
faintly with light.

ENCOUNTERS

1. Shadow Sprites
At the Whispers’ Shadow, the
adventurers are attacked by 2 Pixies,
corrupted by the willow’s influence.

2. Root Hazards
In the Twisting Roots, shifting passages
and collapsing tunnels create hazards.
Success requires Athletics (DC 14) and
Nature (DC 13) checks.

3. Battle with the Willowshade Dryad
In the Willowheart Chamber, the Dryad
uses entangling roots and enchantment
magic to overwhelm intruders.

OvutcoME OPTIONS

1. Cleanse the Willow
The adventurers defeat the Willowshade
Dryad, restoring the tree and breaking
its dark enchantment.

2. Seal the Tree
The adventurers ward the willow,
containing its power but leaving its
corruption unresolved.

3. Harness the Magic
The adventurers extract power from the
willow, gaining fey-based abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
WiLLow OoF WEEPING
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 falling branch imposes disadvantage on Dexterity
saves for an hour.
The adventurers find a shard of glowing bark
imbued with fey magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning enchanted
defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Dryad’s wrath.
The adventurers find carvings depicting the
willow’s origin.
The whispers grow louder, imposing disadvantage
on Wisdom saves.
The adventurers find a minor magical relic in the
Willowheart Chamber.
A sudden tremor shifts the roots, 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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i’ HE BRIGHTFALL
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Once a place of serene
beauty, Brightfall Glen has become a
dangerous, shimmering trap. Rainbows of
light dance unnaturally across the glen, but
those who step into its glow are either
never seen again or emerge changed,
speaking in riddles and showing signs of
fey magic. The adventurers must uncover
the source of the corruption and restore
balance to the glen.

Key NPCs

1. Laria Sunveil (Elf, Neutral Good)

A ranger who once roamed the glen
freely. Laria offers insight into its past
and clues about the corruption’s origin.

2. Thalen Shadowgleam (Human, Chaotic
Neutral)

A wandering mage obsessed with
studying the glen’s magical properties.
Thalen’s experiments may interfere with
the adventurers’ mission.

3. The Prismbound Fey (Fey, Lawful Evil)
A radiant yet dangerous fey entity that
uses the glen’s light to enchant and
ensnare its victims.

LOCATIONS
1. The Dancing Meadow

A field filled with prismatic light and
strange flowers. The ground feels
unnaturally warm, and faint laughter
echoes.

2. The Crystal Stream
A sparkling brook that hums faintly with
energy. The water shimmers
unnaturally, and reflections in the
stream shift on their own.

3. The Prismheart Clearing
A radiant glade at the glen’s center,
where the Prismbound Fey resides. The
light is almost blinding, and the air hums
with intense magic.

ENCOUNTERS

1. Dazzling Sprites
In the Dancing Meadow, the adventurers
are attacked by 2 Mephits, their forms
shimmering with light.

2. Radiant Hazards
At the Crystal Stream, the adventurers
face disorienting flashes of light.
Success requires Constitution Saves
(DC 14) and Insight (DC 13) checks.

3. Battle with the Prismbound Fey
At the Prismheart Clearing, the Fey uses
radiant magic and illusions to confuse
and overwhelm intruders.

OutcoME OPTIONS

1. Cleanse the Glen
The adventurers defeat the Prismbound
Fey, restoring the glen’s natural beauty
and balance.

2. Seal the Glen
The adventurers ward the glen,
containing its magic but leaving the
corruption unresolved.

3. Claim the Magic
The adventurers draw power from the
glen’s enchantments, gaining radiant
abilities but risking fey entanglements.
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Roll
(1d20) Event Description

1-2 A radiant flash imposes disadvantage on
Perception checks for an hour.

3-4 The adventurers find a shard of shimmering crystal
imbued with fey magic.

5-6 A rival group of druids blocks the path forward.

7-8 A glyph activates, summoning radiant defenders.

9-10 The adventurers hear whispers revealing a hidden

alcove.

11-12 A spectral figure warns of the Fey’s wrath.

13-14  The adventurers find carvings depicting the glen’s
history.

15-16  The light grows brighter, imposing disadvantage on
Dexterity saves.

17-18  The adventurers find a minor magical relic in the
Prismheart Clearing.

19-20 A sudden tremor shifts the glen, 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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Deep within a sprawling
forest lies the
Lanternwood, a grove filled with floating,
glowing orbs that illuminate the trees with
an eerie light. Locals say that travelers who
follow the lights disappear, their voices
heard only as faint echoes in the breeze.
The adventurers are tasked with
investigating the grove and uncovering the
fate of those lost within.

KEeY NPCs

1. Kaelen Brightbough (Elf, Neutral Good)
A druid who has dedicated their life to
protecting the Lanternwood. Kaelen
believes the lights are fey entities and
seeks to communicate with them.

2. Zyra Duskwind (Tiefling, Chaotic
Neutral)

A rogue hunting for rare treasures said
to be hidden in the Lanternwood. Zyra’s
greed could put the party at risk.

3. The Wispkeeper (Fey, Chaotic Evil)

A malevolent fey being that controls the
lantern lights, luring travelers into
deadly traps.

LOCATIONS

1. The Glowtrail
A winding path illuminated by floating
orbs. The air grows colder the deeper
one ventures, and faint laughter echoes.

2. The Flickering Thicket
A dense section of forest where the orbs
dart between trees. Shadows dance
unnaturally, and the air hums faintly
with magic.

3. The Wispkeeper’s Hollow
A hidden glade where the Wispkeeper
resides. The ground is covered with
faintly glowing moss, and the lights
pulse like a heartbeat.

ENCOUNTERS

1. Dancing Orbs
In the Glowtrail, the adventurers are
attacked by 2 Will-o“Wisps, drawn to the
party’s presence.

2. Shifting Shadows
In the Flickering Thicket, disorienting
light patterns create illusions. Success
requires Insight (DC 14) and Wisdom
Saves (DC 13) checks.

3. Battle with the Wispkeeper
In the Wispkeeper’s Hollow, the
Wispkeeper uses illusions and radiant
magic to overwhelm intruders.

OurcoME OPTIONS

1. Free the Grove
The adventurers destroy the
Wispkeeper, ending the lights’ influence
and freeing the grove.

2. Seal the Hollow
The adventurers ward the hollow,
containing its magic but leaving the
mysteries unresolved.

3. Harness the Lights
The adventurers claim power from the
lights, gaining radiant abilities but
risking fey entanglements.
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D20 RANDOM EVENTS: THE
LANTERNWOOD

Roll
(1d20)
1-2
34
5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A glowing orb lashes out, imposing disadvantage
on Perception checks.
The adventurers find a shard of light imbued with
fey magic.
A rival group of scavengers blocks the path
forward.
A glyph activates, summoning radiant defenders.
The adventurers hear whispers revealing a hidden
glade.
A spectral figure warns of the Wispkeeper’s wrath.
The adventurers find carvings depicting the
Lanternwood’s history.
The lights grow brighter, imposing disadvantage on
Insight checks.
The adventurers find a minor magical relic in the
Wispkeeper’s Hollow.
A sudden tremor shifts the forest, 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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=i’ HE COURT OF
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Protr Hook
Hidden in the depths of
an enchanted forest is the Court of
Brambles, a sprawling tangle of thorny
vines and twisted trees. Once a haven for
peaceful fey, the court has fallen under the
control of a dark faerie queen, and her
influence is spreading rapidly. Villages near
the forest’s edge report strange creatures
attacking their crops and livestock. The
adventurers must venture into the court to
confront the queen and her minions.

KEeYy NPCs

1. Elyndor Thistlebranch (Half-Elf, Neutral
Good)

A ranger who once served the court’s
original ruler. Elyndor seeks to restore
the court’s balance and offers knowledge
of its layout.

2. Lyris Darkthorn (Elf, Chaotic Neutral)

A fey warrior who serves the queen.
Lyris may be swayed to aid the
adventurers if approached carefully.

3. The Bramble Queen (Fey, Lawful Evil)
A malevolent faerie queen who uses the
court’s thorns to trap and control her
enemies.

LOCATIONS
1. The Thicket’s Edge

A tangled wall of vines and thorns
blocking the court’s entrance. The air is
thick with tension, and faint whispers
drift on the wind.

2. The Thornspine Maze
A sprawling maze of brambles and
twisting pathways. The thorns seem to
move, making navigation difficult.

3. The Bramble Throne
A grand clearing at the heart of the
court, where the Bramble Queen resides.
The air hums with fey magic, and the
ground is carpeted with flowers hiding
sharp thorns.

ENCOUNTERS

1. Thornspike Guardians
At the Thicket’s Edge, the adventurers
are attacked by 2 Needle Blights,
animated by the queen’s magic.

2. Shifting Brambles
In the Thornspine Maze, shifting vines
block paths and create hazards. Success
requires Athletics (DC 14) and Survival
(DC 13) checks.

3. Battle with the Bramble Queen
At the Bramble Throne, the queen uses
thorny vines and enchantment magic to
overwhelm intruders.

OurcoME OPTIONS

1. Depose the Queen
The adventurers defeat the Bramble
Queen, restoring peace to the court and
freeing it from her influence.

2. Seal the Court
The adventurers ward the court,
containing its corruption but leaving its
mysteries unresolved.

3. Claim the Court’s Power
The adventurers harness the court’s
magic, gaining unique abilities but
risking fey entanglements.
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D20 RANDOM EVENTS: THE
COURT OF BRAMBLES

Roll
(1d20)

12
3-4
5-6
7-8
910

11-12
13-14

15-16

17-18

19-20

Event Description
A thorny vine lashes out, imposing disadvantage
on Dexterity saves.
The adventurers find a shard of enchanted thorn
imbued with fey magic.
A rival group of hunters blocks the path forward.
A glyph activates, summoning thorny defenders.
The adventurers hear whispers revealing a hidden
glade.
A spectral figure warns of the queen’s wrath.
The adventurers find carvings depicting the court’s
history.
The brambles grow tighter, imposing disadvantage
on Perception checks.
The adventurers find a minor magical relic in the
Bramble Throne.
A sudden tremor shifts the court, 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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PLoT HoOOK

In the heart of an
uncharted forest lies the
Masked Grove, a mysterious place where

3. The Elder’s Hollow
A vast hollow beneath an ancient tree,
where the Masked Elder resides. The air
hums with fey magic, and the shadows
seem alive.

the trees themselves seem to wear twisted, ENC OUNTERS

face-like shapes. Travelers speak of hearing
voices calling their names and seeing
masked figures dancing in the moonlight.
None who venture into the grove return
unchanged. The adventurers must brave
the grove and discover the secrets behind
its haunting enchantments.

Key NPCs

1. Kara Moonveil (Half-Orc, Neutral Good)
A bard who escaped the grove with her
mind barely intact. Kara provides cryptic
warnings and offers guidance.

2. Felix Duskmask (Human, Chaotic
Neutral)

1. Masked Minions
In the Veiled Glade, the adventurers are
attacked by 2 Shadow Pixies, animated
by the grove’s enchantments.

2. Enchanted Masks

In the Hall of Masks, the adventurers
must resist the masks’ charm effects.

Success requires Wisdom Saves (DC 14)
and Insight (DC 13) checks.

3. Battle with the Masked Elder

In the Elder’s Hollow, the Elder uses
charm magic and summoned minions to
overwhelm intruders.

A rogue fascinated by the grove's OutcoME OPTIONS

masked figures. Felix’s curiosity might
lead to unexpected complications.

3. The Masked Elder (Fey, Lawful Evil)
A powerful fey entity that rules the grove.
The Elder seeks to bind trespassers into
eternal servitude through enchanted
masks.

1. Free the Grove
The adventurers defeat the Masked
Elder, lifting the enchantments and
restoring peace to the forest.

2. Seal the Hollow

The adventurers ward the grove,
containing its magic but leaving its
mysteries unresolved.

3. Claim the Masks

LOCATIONS
1. The Veiled Glade

A shadowy clearing where masked
figures seem to move among the trees.
The ground feels soft and unnatural, and
whispers grow louder.

2. The Hall of Masks
A cavernous space filled with hanging
masks. Each mask seems to whisper,
and their eyes seem to follow intruders.

The adventurers harvest the grove’s
magic, gaining unique abilities but
risking fey entanglements.
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D20 RANDOM EVENTS: THE
MASKED GROVE

Roll
(1d20)
1-2
34
5-6
7-8

9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A shifting shadow imposes disadvantage on
Wisdom saves.
The adventurers find a shard of glowing bark
imbued with fey magic.
A rival group of adventurers blocks the path
forward.
A glyph activates, summoning enchanted
defenders.
The adventurers hear whispers revealing a hidden
glade.
A spectral figure warns of the Elder’s wrath.
The adventurers find carvings depicting the grove’s
history.
The shadows grow tighter, imposing disadvantage
on Perception checks.
The adventurers find a minor magical relic in the
Elder’s Hollow.
A sudden tremor shifts the grove, 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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Once a flourishing grove
of fruit trees, the Petrified Orchard is now a
place of stone and shadow. The trees have
turned to blackened stone, their fruit
replaced by jagged crystals. Locals whisper
that those who attempt to take the
orchard’s treasures are turned to stone
themselves. Recently, nearby villages have
reported strange figures moving among the
trees at night. The adventurers must
investigate the orchard and confront its
dark power.

Key NPCs

1. Erys Stonebloom (EIf, Neutral Good)

A druid who once tended the orchard.
Erys seeks to undo the curse that has
claimed the land and offers insight into
its history.

2. Karlan Duskspear (Human, Chaotic
Neutral)

A treasure hunter determined to claim
the orchard’s crystal fruit, regardless of
the risks. Karlan’s actions might
endanger the party.

3. The Crystal Shepherd (Fey, Lawful Evil)
A malevolent fey that guards the
orchard, turning intruders into statues to
serve as eternal sentinels.

LOCATIONS
1. The Stone Rows

A pathway lined with petrified trees. The
shadows cast by the trees shift
unnaturally, and faint whispers can be
heard.

2. The Crystal Clearing
A glittering space filled with jagged
crystals that pulse with dim light. The air
hums with latent magic.

3. The Shepherd’s Hollow
A cavern at the orchard’s edge where the
Crystal Shepherd resides. The walls are
covered in petrified vines, and the
ground is littered with cracked statues.

ENCOUNTERS

1. Stone Stalkers
In the Stone Rows, the adventurers are
attacked by 2 Gargoyles, animated by the
orchard’s curse.

2. Crystal Hazards
In the Crystal Clearing, shards of magic-
infused crystals explode when touched.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Crystal Shepherd
In the Shepherd’s Hollow, the Shepherd
uses petrification magic and crystal
constructs to overwhelm intruders.

OuTcOME OPTIONS

1. Break the Curse
The adventurers destroy the Crystal
Shepherd, lifting the petrification curse
and restoring the orchard.

2. Seal the Orchard
The adventurers ward the orchard,
containing its magic but leaving its
corruption unresolved.

3. Claim the Crystals
The adventurers harvest power from the
orchard’s crystals, gaining unique
abilities but risking petrification.
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D20 RANDOM EVENTS: THE
PETRIFIED ORCHARD

Roll
(1d20)
1-2
34
5-6
7-8

9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A falling crystal shard imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a shard of petrified bark
imbued with fey magic.
A rival group of adventurers blocks the path
forward.
A glyph activates, summoning enchanted
defenders.
The adventurers hear whispers revealing a hidden
grove.
A spectral figure warns of the Shepherd’s wrath.
The adventurers find carvings depicting the
orchard’s history.
The shadows grow heavier, imposing disadvantage
on Perception checks.
The adventurers find a minor magical relic in the
Shepherd’s Hollow.
A sudden tremor shifts the orchard, 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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PLoT HOOK

In the center of a dense
forest lies the Starfall Hollow, a crater
formed when a strange, glowing meteor
crashed into the Feywild. The impact has
created an otherworldly landscape where
plants and animals shimmer with unearthly
light. Locals claim that anyone who enters
the hollow is forever changed, either
blessed with strange powers or driven mad.
The adventurers must investigate the
hollow and determine its true nature.

Key NPCs

1. Liora Nightbloom (Elf, Neutral Good)
A druid who believes the meteor has
connected the Feywild to another plane.
Liora seeks to protect the hollow’s
natural balance.

2. Kael Duskmire (Human, Chaotic
Neutral)
An opportunist seeking to harvest the
meteor’s magic. Kael’s recklessness
could endanger the party.

3. The Starshade Guardian (Fey, Chaotic
Evil)
A corrupted fey entity created by the
meteor’s magic. The Guardian uses its
powers to protect the hollow from
intruders.

LOCATIONS
1. The Glimmering Trail

A pathway lined with glowing plants and
faintly sparkling stones. The air hums
with an otherworldly energy.

2. The Radiant Crater
A massive crater filled with shimmering
mist and glowing pools of liquid. The
shadows seem to move independently of
the light.

3. The Meteor’s Heart
The center of the crater, where the
meteor resides. The Starshade Guardian
protects this area fiercely.

ENCOUNTERS

1. Shimmering Beasts
At the Glimmering Trail, the adventurers
are attacked by 2 Blink Dogs, corrupted
by the hollow’s magic.

2. Radiant Hazards
In the Radiant Crater, bursts of magical
energy create hazards. Success requires
Constitution Saves (DC 14) and Arcana
(DC 13) checks.

3. Battle with the Starshade Guardian
At the Meteor’s Heart, the Guardian uses
radiant magic and illusions to
overwhelm intruders.

OutcoME OPTIONS

1. Stabilize the Hollow
The adventurers destroy the Starshade
Guardian, ending its influence and
restoring balance to the hollow.

2. Seal the Crater
The adventurers ward the crater,
containing its magic but leaving its
secrets untouched.

3. Claim the Meteor’s Power
The adventurers draw energy from the
meteor, gaining unique abilities but
risking fey entanglements.
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D20 RANDOM EVENTS: THE
STARFALL HoLLOW

Roll
(1d20)
1-2
34
5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A burst of radiant energy imposes disadvantage on
Wisdom saves for an hour.
The adventurers find a shard of glowing meteor
imbued with radiant magic.
A rival group of adventurers blocks the path
forward.
A glyph activates, summoning radiant defenders.
The adventurers hear whispers revealing a hidden
glade.
A spectral figure warns of the Guardian’s wrath.
The adventurers find carvings depicting the
meteor’s arrival.
The light intensifies, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Meteor’s Heart.
A sudden tremor shifts the hollow, 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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In the heart of a remote
valley stands the Everglimmer Arch, an
ancient stone structure covered in glowing
runes that shift and shimmer under the
moonlight. Travelers report strange
occurrences near the arch—visions of
otherworldly realms, whispers from unseen
voices, and flashes of brilliant light. Locals
claim the arch is a gateway to the Feywild,
but its connection has become unstable,
threatening to spill chaotic magic into the
material plane. The adventurers must
stabilize or close the arch before it is too
late.

Key NPCs

1. Eryndor Runeveil (Elf, Neutral Good)
A scholar who has spent years studying
the arch. Eryndor believes the key to
stabilizing the arch lies in deciphering its
runes.

2. Kryssa Dusklight (Half-Orc, Chaotic
Neutral)
A rogue seeking to use the arch’s power
for personal gain. Kryssa'’s interference
might complicate the mission.

3. The Radiant Warden (Construct, Lawful
Evil)
A magical guardian of the arch, now
corrupted by the unstable fey energy
flowing through it.

LOCATIONS

1. The Glowing Pathway
A trail of glowing stones leading to the
arch. The air hums with magic, and faint
echoes of laughter can be heard.

2. The Runes of Transition

A field of scattered rune-covered stones
surrounding the arch. The ground pulses
faintly with energy, and shadows flicker
unnaturally.

. The Arch’s Heart

The base of the Everglimmer Arch,
where the Radiant Warden resides. The
runes glow brightly, and the air feels
charged with energy.

ENCOUNTERS

1. Runebound Guardians

On the Glowing Pathway, the
adventurers are attacked by 2 Will-o*-
Wisps, animated by the arch’s magic.

. Rune Traps

At the Runes of Transition, magical
glyphs release bursts of energy when
disturbed. Success requires Dexterity
Saves (DC 14) and Arcana (DC 13)
checks.

. Battle with the Radiant Warden

At the Arch’s Heart, the Warden uses
radiant blasts and enchantments to repel
intruders.

OurcoME OPTIONS
1. Stabilize the Arch

The adventurers cleanse the arch of its
corruption, restoring its balance and
ending the magical disruptions.

. Seal the Gateway

The adventurers disable the arch,
severing its connection to the Feywild
but leaving its secrets intact.

. Harness the Magic

The adventurers extract energy from the
arch, gaining powerful abilities but
risking fey entanglements.
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D20 RANDOM EVENTS: THE
EVERGLIMMER ARCH

Roll
(1d20)
1-2
34
5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A glowing glyph activates, imposing disadvantage
on Insight checks for an hour.
The adventurers find a shard of runed stone
imbued with radiant magic.
A rival group of adventurers blocks the path
forward.
A glyph activates, summoning radiant defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Warden’s wrath.
The adventurers find carvings depicting the arch’s
origin.
The runes grow brighter, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic at the
Arch’s Heart.
A sudden tremor shifts the runes, 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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At the peak of a remote
hill lies the Blossom of Eternal Twilight, a
single, massive flower that glows faintly
under the starlit sky. Legends say the
blossom was a gift from the Feywild to an
ancient kingdom, but it has since been
corrupted by dark magic. Now, creatures
twisted by fey energy stalk the area, and the
blossom’s influence is spreading. The
adventurers must confront the source of
the corruption and decide the flower’s fate.

Key NPCs

1. Lira Dawnpetal (Elf, Neutral Good)
A druid who believes the blossom can
still be saved. Lira seeks to purify the
flower and end its corrupting influence.

2. Dorin Shadegrove (Tiefling, Chaotic
Neutral)
A warlock obsessed with harvesting the
blossom’s magic. Dorin’s presence
might create additional challenges.

3. The Bloomkeeper (Fey, Lawful Evil)
A dark faerie tied to the blossom’s
magic. The Bloomkeeper uses the
flower’s energy to create and control
minions.

LOCATIONS
1. The Twilight Path

A winding trail up the hill, lined with
faintly glowing flowers. The air is heavy
with enchantment, and faint whispers
drift on the wind.

2. The Radiant Grove
A clearing near the peak filled with
smaller glowing blossoms. The ground
feels soft and spongy, and shadows seem
to flicker unnaturally.

3. The Blossom’s Core
The heart of the flower, where the
Bloomkeeper resides. The air hums with
potent magdic, and the petals glow with
dark energy.

ENCOUNTERS

1. Twilight Stalkers
On the Twilight Path, the adventurers
are attacked by 2 Fey Wolves, corrupted
by the blossom’s magic.

2. Radiant Hazards
In the Radiant Grove, glowing blossoms
release bursts of enchantment magic.
Success requires Constitution Saves
(DC 14) and Arcana (DC 13) checks.

3. Battle with the Bloomkeeper
At the Blossom’s Core, the Bloomkeeper
uses enchantment spells and summoned
fey creatures to overwhelm intruders.

OvurcoME OPTIONS

1. Cleanse the Blossom
The adventurers purify the blossom,
ending its corruption and restoring its
magic to its original, benevolent state.

2. Seal the Grove
The adventurers ward the hill,
containing the blossom’s influence but
leaving its mysteries unresolved.

3. Claim the Magic
The adventurers harvest energy from the
blossom, gaining unique abilities but
risking fey entanglements.
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D20 RANDOM EVENTS: THE
BLOSSOM OF ETERNAL
TWILIGHT

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 glowing petal lashes out, imposing disadvantage
on Dexterity saves for an hour.
The adventurers find a shard of glowing petal
imbued with fey magic.

A rival group of scavengers blocks the path forward.

A glyph activates, summoning enchanted
defenders.

The adventurers hear whispers revealing a hidden
alcove.

A spectral figure warns of the Bloomkeeper’s wrath.

The adventurers find carvings depicting the
blossom’s history.

The light grows brighter, imposing disadvantage on
Perception checks.

The adventurers find a minor magical relic at the
Blossom’s Core.

A sudden tremor shifts the hill, 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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Nestled in the heart of
an enchanted forest is the Silver Spring, a
serene pool that hums with faint, melodic
tones. Once a sacred site for peaceful fey,
the spring has become a place of danger.
Travelers drawn to the haunting song of
the spring vanish without a trace, leaving
only their possessions behind. The
adventurers must investigate the spring
and uncover the secrets of its corrupted
melody.

Key NPCs

1. Elenya Brightflow (Elf, Neutral Good)
A fey-touched bard who claims to have
resisted the spring’s lure. Elenya offers
insight into the song’s history and a
warning about its dangers.

2. Kareth Duskwind (Human, Chaotic
Neutral)
A wandering musician obsessed with
capturing the spring’s melody. Kareth’s
obsession may put the party at risk.

3. The Siren of Silver Notes (Fey, Lawful
Evil)
A corrupted water spirit bound to the
spring. The Siren lures victims with her
song, trapping them in an eternal dream.

LOCATIONS

1. The Glimmering Shore
The banks of the Silver Spring, where
faint whispers of the song can be heard.
The air is cool and tinged with
enchantment.

2. The Reflective Depths
A section of the spring where the water’s
surface mirrors the surroundings
unnaturally. Shadows ripple beneath the
surface, and faint faces can be seen.

3. The Siren’s Pool
The deepest part of the spring, where
the Siren resides. The melody grows
louder, and the air hums with dark
magic.

ENCOUNTERS

1. Lurking Shadows
At the Glimmering Shore, the
adventurers are attacked by 2 Water
Weirds, corrupted by the spring’s magic.

2. Echoing Whispers
In the Reflective Depths, illusions
created by the song disorient the
adventurers. Success requires Wisdom
Saves (DC 14) and Perception (DC 13)
checks.

3. Battle with the Siren of Silver Notes
At the Siren’s Pool, the Siren uses
charm magic and water-based attacks to
overwhelm intruders.

OurcoME OPTIONS

1. Break the Song’s Curse
The adventurers defeat the Siren,
restoring the spring to its original,
peaceful state.

2. Seal the Spring
The adventurers ward the area,
containing its corruption but leaving its
mysteries unresolved.

3. Claim the Melody
The adventurers harness the power of
the song, gaining unique abilities but
risking enchantment.
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D20 RANDOM EVENTS: THE
SONG OF THE SILVER
SPRING

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 ripple of magical energy imposes disadvantage
on Perception checks for an hour.
The adventurers find a shard of glowing water
imbued with fey magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Siren’s wrath.
The adventurers find carvings depicting the
spring’s history.
The song grows louder, imposing disadvantage on
Insight checks.
The adventurers find a minor magical relic in the
Siren’s Pool.
A sudden tremor shifts the spring, 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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3. The Bloomkeeper’s Glade
The heart of the garden, where the
Bloomkeeper Fey resides. The flowers
glow faintly, and the air hums with

Prot Hook )
At the edge of a misty
fen lies the Nightshade Garden, a
sprawling collection of black and violet ENC OUNTERS

plants that seem to shimmer in the
moonlight. The garden is said to be tended
by an elusive fey caretaker, but those who
enter often fall into a deep sleep from
which they never awaken. Recently, the
garden’s influence has begun to spread,
and strange flowers are sprouting in nearby
fields. The adventurers must delve into the
garden and confront the source of its
magic.

1. Twisted Plants
On the Misty Path, the adventurers are
attacked by 2 Vine Blights, animated by
the garden’s magic.

2. Shifting Vines
In the Violet Maze, paths twist and
collapse, creating hazards. Success
requires Athletics (DC 14) and Insight
(DC 13) checks.

3. Battle with the Bloomkeeper Fey
In the Bloomkeeper’s Glade, the Fey
uses charm magic and animated plants
to overwhelm intruders.

KEeYy NPCs

1. Selene Moonglade (Half-Elf, Neutral
Good)
A botanist who has long studied the
garden. Selene provides knowledge of
the plants’ properties and their potential

OvurtcoME OPTIONS

1. Cleanse the Garden

dangers. The adventurers defeat the
. Torvin Duskhollow (Dwarf, Chaotic Bloomkeeper, freeing those trapped by
Neutral) its magic and restoring balance.

A treasure hunter seeking to harvest the
garden’s magical flowers. Torvin’s greed
might put the party at risk.

. The Bloomkeeper Fey (Fey, Lawful Evil)
A dark fey who uses the garden to
ensnare travelers, feeding off their
dreams and life force.

LOCATIONS

1. The Misty Path
A foggy trail leading to the garden. The
air smells faintly of flowers, and
shadows flicker at the edges of vision.
2. The Violet Maze
A winding network of flowering vines
and bushes. The paths shift, creating
confusion and disorientation.

. Seal the Glade

The adventurers ward the garden,
containing its corruption but leaving its
mysteries unresolved.

. Claim the Garden’s Magic

The adventurers harvest the garden’s
power, gaining unique abilities but
risking enchantment.
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D20 RANDOM EVENTS: THE
NIGHTSHADE GARDEN

Roll
(1d20) Event Description

1-2 A shifting vine imposes disadvantage on Dexterity
saves for an hour.

3-4 The adventurers find a shard of glowing flower
imbued with fey magic.

5-6 A rival group of adventurers blocks the path
forward.

7-8 A glyph activates, summoning enchanted
defenders.

9-10 The adventurers hear whispers revealing a hidden
alcove.

11-12 A spectral figure warns of the Bloomkeeper’s
wrath.

13-14  The adventurers find carvings depicting the
garden’s history.

15-16  The flowers glow brighter, imposing disadvantage
on Insight checks.

17-18  The adventurers find a minor magical relic in the
Bloomkeeper’s Glade.

19-20 A sudden tremor shifts the garden, 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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PLoT HooOk
Hidden in the depths of
an ancient forest is the
Gilded Maze, a labyrinth of golden vines
and shimmering leaves that glows faintly
under the moonlight. The maze was once a
sanctuary of the Feywild but is now a place
of peril. Travelers lured by its beauty find
themselves lost, and those who emerge
often carry strange, glittering scars. The
adventurers must navigate the maze to
uncover its secrets and confront the source
of its corruption.

Key NPCs

1. Faylen Silverbranch (Elf, Neutral Good)
A ranger who once guarded the maze’s
entrance. Faylen warns of its dangers
and offers a map of its shifting paths.

2. Tharros Duskgate (Human, Chaotic
Neutral)

A rogue seeking treasures hidden within
the maze. Tharros’s impatience might
lead to complications.

3. The Golden Weaver (Fey, Lawful Evil)
A cunning fey who manipulates the
maze, using illusions and enchantments
to trap trespassers.

LOCATIONS

1. The Shimmering Arch
The entrance to the maze, marked by an
arch of woven gold. The air hums faintly,
and shadows flicker at the edges of
perception.

2. The Glinting Corridors
A network of golden pathways that shift
and shimmer, disorienting those who
walk them. Faint whispers guide or
mislead.

3. The Weaver’s Den
The heart of the maze, where the Golden
Weaver resides. The air is thick with
enchantment, and the walls pulse with
light.

ENCOUNTERS

1. Gilded Guardians
At the Shimmering Arch, the
adventurers are attacked by 2 Animated
Armors, gilded and corrupted by the
maze’s magic.

2. Shifting Paths
In the Glinting Corridors, the
adventurers face disorienting illusions
and collapsing pathways. Success
requires Insight (DC 14) and Dexterity
Saves (DC 13).

3. Battle with the Golden Weaver
In the Weaver’s Den, the Weaver uses
illusions and summoning magic to
overwhelm intruders.

OutcoME OPTIONS

1. Restore the Maze
The adventurers destroy the Golden
Weaver, ending its influence and
restoring the maze to its original
purpose.

2. Seal the Maze
The adventurers ward the maze,
containing its magic but leaving its
mysteries unresolved.

3. Claim the Magic
The adventurers extract energy from the
maze, gaining unique abilities but risking
fey entanglements.
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D20 RANDOM EVENTS: THE
GILDED 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 collapsing pathway imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a shard of golden vine imbued
with fey magic.
A rival group of explorers blocks the path forward.
A glyph activates, summoning enchanted
defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Weaver’s wrath.
The adventurers find carvings depicting the maze’s
history.
The shimmering light grows brighter, imposing
disadvantage on Perception checks.
The adventurers find a minor magical relic in the
Weaver’s Den.
A sudden tremor shifts the maze, 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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Deep in the heart of a
forest clearing lies the Crown of Petals, a
circle of blooming flowers said to bestow
immense power upon those who step
inside. However, the crown has recently
taken on a darker hue, and those who enter
vanish, leaving only faint echoes of their
voices. Locals believe a dark fey has
corrupted the circle. The adventurers must
investigate the Crown of Petals and
confront its dangerous guardian.

KEey NPCs

1. Elyra Nightshade (Elf, Neutral Good)
A druid who once communed with the
Crown. Elyra believes the circle can be
restored but warns of its dangers.

2. Varrek Duskwatch (Human, Chaotic
Neutral)
An ambitious mage who seeks to claim
the crown’s power for himself. Varrek’s
actions might complicate the mission.

3. The Petal Sovereign (Fey, Lawful Evil)
A powerful fey who uses the crown’s
enchantment to draw victims into a
twisted fey realm.

LOCATIONS
1. The Blooming Path

A winding trail lined with glowing
flowers. The air smells sweet, and faint
whispers can be heard.

2. The Circle’s Edge
The outer perimeter of the Crown,
where shadows flicker unnaturally. The
ground hums faintly with magic.

3. The Crown’s Heart
The center of the circle, where the Petal
Sovereign resides. The flowers pulse
with dark energy, and the air grows cold.

ENCOUNTERS

1. Twisted Guardians
At the Blooming Path, the adventurers
are attacked by 2 Dryads, corrupted by
the crown’s magic.

2. Enchanted Blossoms
At the Circle’s Edge, glowing flowers
release bursts of charm magic. Success
requires Constitution Saves (DC 14) and
Arcana (DC 13) checks.

3. Battle with the Petal Sovereign
At the Crown’s Heart, the Sovereign
uses summoning spells and
enchantments to overwhelm intruders.

OvurcoME OPTIONS

1. Cleanse the Crown
The adventurers defeat the Petal
Sovereign, restoring the circle to its
original power and purpose.

2. Seal the Circle
The adventurers ward the crown,
containing its magic but leaving its
mysteries unresolved.

3. Claim the Power
The adventurers harness the crown’s
magic, gaining unique abilities but
risking fey entanglements.
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D20 RANDOM EVENTS: THE
CROWN OF PETALS

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 shifting flowerbed imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a shard of glowing petal
imbued with fey magic.
A rival group of druids blocks the path forward.
A glyph activates, summoning enchanted
defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Sovereign’s wrath.
The adventurers find carvings depicting the circle’s
history.
The flowers’ glow brightens, imposing
disadvantage on Perception checks.
The adventurers find a minor magical relic in the
Crown’s Heart.
A sudden tremor shifts the circle, 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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Pror Hook

The Brightwood Briar, a
once-vibrant section of the forest known for
its glowing trees and abundant wildlife, has
become a place of dread. The light of the
trees has dimmed, and travelers report
being ensnared by thorny vines that
whisper as they move. Locals fear that the
briar has been corrupted by a malevolent
fey force. The adventurers must enter the
Brightwood Briar and discover the source
of its decay.

Key NPCs

1. Aelric Glowfern (Elf, Neutral Good)
A druid who has studied the Brightwood
for decades. Aelric believes the briar can
be restored but warns of the dangers
lurking within.

2. Tessara Duskmantle (Tiefling, Chaotic
Neutral)
A rogue seeking to harvest rare
materials from the briar. Tessara’s greed
might put the party at risk.

3. The Thorncaller (Fey, Chaotic Evil)
A fey lord who has corrupted the briar to
expand their dark influence.

LOCATIONS

1. The Gloomed Glade
An area of darkened trees and creeping
vines. The air feels heavy, and faint
whispers echo through the trees.

2. The Tangled Hollow
A dense thicket of thorny vines that seem
to shift and move on their own. The
ground is unstable, and shadows flicker
unnaturally.

3. The Thorncaller’s Court
A central clearing where the Thorncaller
resides. The ground is covered with
glowing moss, and thorny vines pulse
faintly with dark magic.

ENCOUNTERS

1. Twisted Saplings
In the Gloomed Glade, the adventurers
are attacked by 2 Needle Blights,
animated by the Thorncaller’s magic.

2. Entangling Vines
In the Tangled Hollow, thorny vines lash
out at intruders. Success requires
Athletics (DC 14) and Dexterity Saves
(DC 13).

3. Battle with the Thorncaller
At the Thorncaller’s Court, the
Thorncaller uses necrotic magic and
summoning spells to overwhelm
intruders.

OurcoME OPTIONS

1. Cleanse the Briar
The adventurers defeat the Thorncaller,
restoring the Brightwood to its natural
state.

2. Seal the Glade
The adventurers ward the briar,
containing its corruption but leaving its
mysteries unresolved.

3. Claim the Briar’s Magic
The adventurers harness energy from
the briar, gaining unique abilities but
risking fey entanglements.
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D20 RANDOM EVENTS: THE
BRIGHTWOOD BRIAR

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 lashing vine imposes disadvantage on Dexterity
saves for an hour.
The adventurers find a shard of darkened wood
imbued with fey magic.
A rival group of adventurers blocks the path
forward.
A glyph activates, summoning enchanted
defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Thorncaller’s wrath.
The adventurers find carvings depicting the briar’s
history.
The shadows grow deeper, imposing disadvantage
on Perception checks.
The adventurers find a minor magical relic in the
Thorncaller's Court.
A sudden tremor shifts the briar, 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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3. The Nightbinder’s Spire
A towering tree at the haven’s center,
where the Nightbinder resides. The air
hums with dark energy, and the bark

PLOT HOOK glows faintly.
Dreamthorn Haven, a

secluded glade in the Feywild, was once a

sanctuary for peaceful dreams. Now, it has ENC OUNTERS

become a place of nightmares, where those
who sleep under its boughs fall into a deep
slumber filled with horrific visions.
Travelers report seeing shadowy figures
stalking the area, and the haven’s magic
has begun seeping into the material plane.
The adventurers must enter the haven and
end the nightmare’s spread.

1. Dream-Wrought Shadows
In the Slumbering Glade, the
adventurers are attacked by 2 Shadows,
summoned by the haven’s magic.

2. Enchanted Hazards
In the Hall of Dreams, glowing orbs
release bursts of nightmare energy.
Success requires Wisdom Saves (DC 14)

and Arcana (DC 13) checks.
Ky NPCs 3. Battle with the Nightbinder
1. Eriana Mistbloom (Half-Elf, Neutral At the Nightbinder’s Spire, the fey uses
Good) fear-based magic and summoned

A ranger who has seen the haven’s minions to overwhelm intruders.

corruption firsthand. Eriana provides
guidance on its layout and warnings
about its dangers.

2. Varric Duskdream (Human, Chaotic

OutcoME OPTIONS
1. End the Nightmare

Neutral)
A mage researching the connection

between the haven and the dream realm.

Varric’s experiments might complicate
the mission.

. The Nightbinder (Fey, Lawful Evil)
A powerful fey who has corrupted the
haven, using it to spread fear and siphon
power from trapped dreamers.

LOCATIONS

1. The Slumbering Glade

A quiet, mist-shrouded area where faint
whispers drift through the air. The
ground is covered with glowing flowers.

2. The Hall of Dreams

A grove filled with shimmering orbs of
light. The air is heavy with enchantment,
and shadows seem to move
independently.

The adventurers defeat the Nightbinder,
restoring the haven to its original,
tranquil state.

.Seal the Glade

The adventurers ward the haven,
containing its magic but leaving its
mysteries unresolved.

. Harness the Dreams

The adventurers claim the haven’s
dream energy, gaining unique abilities
but risking enchantment.
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DREAMTHORN HAVEN

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A burst of nightmare energy imposes disadvantage
on Wisdom saves for an hour.
The adventurers find a shard of glowing bark
imbued with fey magic.
A rival group of dream mages blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Nightbinder’s wrath.
The adventurers find carvings depicting the haven'’s
history.
The nightmares grow stronger, imposing
disadvantage on Insight checks.
The adventurers find a minor magical relic in the
Nightbinder’s Spire.
A sudden tremor shifts the haven, 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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The Echoing Grove, a
tranquil forest where the
whispers of fey spirits once offered
guidance to travelers, has become a place
of danger. The whispers now twist into
unsettling echoes, confusing those who
enter and leading them astray. Villagers
near the grove claim to hear screams
during the night, and some have vanished
entirely. The adventurers must explore the
grove to uncover the cause of the corrupted
echoes and put an end to its menace.

KEey NPCs

1. Lysara Wispweaver (Elf, Neutral Good)
A druid who has studied the grove'’s
changes and believes the corruption
stems from a tear between planes.

2. Darius Shadeborn (Human, Chaotic
Neutral)

An opportunistic bard seeking
inspiration for a new tale. Darius’s
curiosity might put the party in jeopardy.

3. The Echokeeper (Fey, Chaotic Evil)

A shadowy fey entity that has taken
control of the grove’s spirits, twisting
their voices into weapons.

LOCATIONS

1. The Whistling Glade
An area where the wind carries faint,
distorted whispers. The ground feels soft
underfoot, and shadows shift
unnaturally.

2. The Path of Lost Voices
A maze of overgrown trails where the
echoes grow louder and more
disorienting. The air feels heavy with
magic.

3. The Echokeeper’s Hollow
A dark hollow at the grove’s heart, where
the Echokeeper resides. The air hums
with a discordant energy, and faint
screams echo.

ENCOUNTERS

1. Disembodied Voices
In the Whistling Glade, the adventurers
are attacked by 2 Shadow Pixies,
corrupted by the grove’s magic.

2. Twisting Trails
In the Path of Lost Voices, illusions
disorient the adventurers. Success
requires Insight (DC 14) and Wisdom
Saves (DC 13) checks.

3. Battle with the Echokeeper
In the Echokeeper’s Hollow, the
Echokeeper uses sonic magic and
summoned minions to overwhelm
intruders.

OuTtcoOME OPTIONS

1. Silence the Echoes
The adventurers destroy the
Echokeeper, restoring peace to the grove
and its whispers.

2. Seal the Grove
The adventurers ward the grove,
containing its magic but leaving its
mysteries unresolved.

3. Claim the Echoes’ Power
The adventurers harness the grove’s
sonic energy, gaining unique abilities but
risking fey entanglements.
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D20 RANDOM EVENTS: THE
EcHOING GROVE

Roll
(1d20) Event Description
1-2 A burst of sonic energy imposes disadvantage on
Perception checks for an hour.
3-4 The adventurers find a shard of glowing bark

imbued with fey magic.
5-6 A rival group of druids blocks the path forward.

7-8 A glyph activates, summoning spectral defenders.
9-10 The adventurers hear whispers revealing a hidden
alcove.

11-12 A spectral figure warns of the Echokeeper’s wrath.

13-14  The adventurers find carvings depicting the grove’s
history.

15-16  The echoes grow louder, imposing disadvantage on
Insight checks.

17-18  The adventurers find a minor magical relic in the
Echokeeper’s Hollow.

19-20 A sudden tremor shifts the grove, 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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A serene spring at the
edge of the Feywild has grown dark, its
once-clear waters now black and
shimmering with malevolent energy. The
Shadowed Spring is said to draw travelers
with promises of power, but those who
drink from it are never seen again. The
adventurers must uncover the source of the
spring’s corruption and decide its fate
before its influence spreads further.

Key NPCs

1. Arlen Moondrift (Elf, Neutral Good)
A druid who has tried to purify the
spring but fears the corruption is tied to
a powerful fey.

2. Nira Dusksworn (Human, Chaotic
Neutral)
A warlock who seeks to drink from the
spring in hopes of gaining shadow
magic. Nira’s presence could complicate
the mission.

3. The Shadow Siren (Fey, Lawful Evil)
A dark faerie who uses the spring to lure
victims and bind them to her will.

LOCATIONS

1. The Starlit Shore
The spring’s edge, where faintly glowing
reeds sway despite the stillness of the
air. Whispers emanate from the water.

2. The Black Mirror
The surface of the spring, which reflects
a darkened version of the surroundings.
The shadows seem to ripple unnaturally.

3. The Siren’s Depths
A cavern beneath the spring, where the
Shadow Siren resides. The walls pulse
with faint light, and the water hums with
dark energy.

ENCOUNTERS
1. Lurking Shadows

At the Starlit Shore, the adventurers are
attacked by 2 Shadows, drawn to the
spring’s power.

2. Reflective Illusions
At the Black Mirror, the adventurers face
illusions created by the spring. Success
requires Wisdom Saves (DC 14) and
Perception (DC 13) checks.

3. Battle with the Shadow Siren
In the Siren’s Depths, the Siren uses
water magic and summoned minions to
overwhelm intruders.

OutcoME OPTIONS

1. Purify the Spring
The adventurers defeat the Shadow
Siren, restoring the spring to its original
clarity and purpose.

2. Seal the Cavern
The adventurers collapse the cavern,
containing the corruption but leaving its
mysteries intact.

3. Harness the Spring’s Power
The adventurers claim the spring’s
magic, gaining shadow-based abilities
but risking enchantment.
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D20 RANDOM EVENTS: THE
SHADOWED SPRING

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 shadow tendril lashes out, imposing
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of black crystal
imbued with fey magic.
A rival group of adventurers blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Siren’s wrath.
The adventurers find carvings depicting the
spring’s history.
The shadows deepen, imposing disadvantage on
Insight checks.
The adventurers find a minor magical relic in the
Siren’s Depths.
A sudden tremor shifts the spring, 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 Vanishing Grove, a
secluded cluster of trees within the

3. The Shadowkeeper’s Realm

A pocket dimension of swirling shadows
and endless twilight. The Shadowkeeper
resides here, manipulating the
environment to confuse intruders.

Feywild, has gained a sinister reputation. ENCOUNTERS

Entire sections of the grove disappear and
reappear at random, pulling travelers into a
pocket dimension of twisted vines and
perpetual twilight. Some who return from
the grove speak of shadowy figures
watching from the trees, while others bring
back strange, enchanted trinkets that seem
cursed. The adventurers must brave the
grove and uncover the source of its strange
power.

Key NPCs

1. Lyanna Wispthorn (Half-Elf, Neutral
Good)
A ranger who escaped the grove’s grasp
once and warns that its shifting paths
are alive with fey magic.

1. Twisting Shadows

On the Flickering Path, the adventurers
are attacked by 2 Shadows, drawn to the
grove’s magic.

. Shifting Terrain

In the Shifting Glade, disorienting
changes in the environment create
hazards. Success requires Dexterity
Saves (DC 14) and Survival (DC 13)
checks.

. Battle with the Shadowkeeper

In the Shadowkeeper’s Realm, the
Shadowkeeper uses illusions and
summoned minions to overwhelm
intruders.

2. Calen Dusksight (Human, Chaotic OvurcoME OPTIONS

Neutral)

An archaeologist obsessed with finding
relics hidden within the grove. Calen’s
ambition might create unexpected
challenges.

3. The Shadowkeeper (Fey, Lawful Evil)
A powerful fey who manipulates the
grove’s shifts to trap trespassers and
feed off their fear.

LOCATIONS

1. The Flickering Path
A trail that blinks in and out of existence.
The air is heavy with magic, and
whispers can be heard in the distance.

2. The Shifting Glade
A clearing where trees seem to move
when not observed. The ground is soft
and faintly glowing, creating a surreal
atmosphere.

1. Restore the Grove

The adventurers defeat the
Shadowkeeper, ending the grove’s
random shifts and restoring its natural
state.

. Seal the Dimension

The adventurers sever the connection to
the pocket dimension, stabilizing the
grove but leaving its mysteries
unresolved.

. Claim the Magic

The adventurers harness the grove’s
power, gaining unique abilities but
risking fey entanglements.
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D20 RANDOM EVENTS: THE
VANISHING GROVE

Roll
(1d20)
1-2
3-4

5-6
7-8

9-10

11-12
13-14
15-16
17-18

19-20

Event Description
A collapsing pathway imposes disadvantage on
Perception checks for an hour.
The adventurers find a shard of glowing bark
imbued with fey magic.

A rival group of scavengers blocks the path forward.

A glyph activates, summoning enchanted
defenders.

The adventurers hear whispers revealing a hidden
alcove.

A spectral figure warns of the Shadowkeeper’s
wrath.

The adventurers find carvings depicting the grove's
origin.

The twilight deepens, imposing disadvantage on
Insight checks.

The adventurers find a minor magical relic in the
Shadowkeeper’s Realm.

A sudden tremor shifts the grove, 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 Evershade Crypt, a
forgotten burial site within a fey-touched
forest, has become a place of unease. The
crypt’s entrance is shrouded in darkness
even under daylight, and shadowy figures
are seen wandering its grounds. Locals
claim the crypt houses an artifact of
immense power, but those who enter rarely
return. The adventurers must delve into the
crypt to uncover its secrets and put an end
to its malevolent influence.

KEey NPCs

1. Eldon Shadeweaver (Elf, Neutral Good)
A scholar who has studied the crypt’s
history. Eldon believes the artifact is the
source of the shadows and can be
contained.

2. Taryn Duskhollow (Tiefling, Chaotic
Neutral)
A warlock seeking the crypt’s artifact to
enhance their powers. Taryn’s ambition
may create complications for the party.

3. The Shadow Lich (Undead Fey, Lawful
Evil)
A powerful fey lich bound to the crypt.
The lich seeks to spread its dark
influence beyond the crypt’s boundaries.

LOCATIONS
1. The Shrouded Steps

The crypt’s entrance, cloaked in
shadows and lined with ancient carvings.
The air is unnaturally cold, and faint
whispers drift from within.

2. The Gloomed Halls
A network of darkened corridors filled
with crumbling statues and flickering
lights. The shadows seem alive, reaching
out to intruders.

3. The Lich’s Chamber
A vast, echoing chamber at the crypt’s
heart, where the Shadow Lich resides.
The air hums with necrotic energy, and
the shadows pulse faintly.

ENCOUNTERS
1. Shadow Sentinels

At the Shrouded Steps, the adventurers
are attacked by 2 Wights, animated by
the crypt’s magic.

2. Flickering Traps
In the Gloomed Halls, magical glyphs
release bursts of necrotic energy.
Success requires Arcana (DC 14) and
Dexterity Saves (DC 13).

3. Battle with the Shadow Lich
In the Lich’s Chamber, the lich uses
necrotic blasts, illusions, and summoned
undead to overwhelm intruders.

OutcoME OPTIONS

1. Banish the Lich
The adventurers destroy the Shadow
Lich, ending its dark influence and
restoring peace to the crypt.

2. Seal the Crypt
The adventurers ward the crypt,
containing its power but leaving its
mysteries unresolved.

3. Claim the Artifact
The adventurers take the crypt’s artifact,
gaining powerful abilities but risking
corruption.

125



D20 RANDOM EVENTS: THE
EVERSHADE CRYPT

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 shifting shadow imposes disadvantage on
Insight checks for an hour.
The adventurers find a shard of blackened stone
imbued with fey magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Lich’s wrath.
The adventurers find carvings depicting the crypt’s
history.
The shadows grow heavier, imposing disadvantage
on Perception checks.
The adventurers find a minor magical relic in the
Lich’s Chamber.
A sudden tremor shifts the crypt, 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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Deep in a mountain
pass, a new danger has emerged: a jagged,
smoking fissure surrounded by glowing
runes. Locals claim the fissure was caused
by an earthquake, but travelers who pass
near it speak of strange voices offering
forbidden power. Recently, infernal
creatures have been sighted near the pass,
and several villagers have gone missing.
The adventurers must investigate the
fissure and uncover its sinister purpose.

KEey NPCs

1. Elandra Flintpeak (Dwarf, Neutral
Good)
A miner who first discovered the fissure.
Elandra provides details about the
earthquake and claims to have heard
whispers calling her name.

2. Kael Redthorn (Tiefling, Chaotic
Neutral)
A warlock who believes the fissure is a
gateway to untold power. Kael's
ambitions may conflict with the party’s
goals.

3. The Infernal Sentinel (Fiend, Lawful
Evil)
A devil assigned to guard the fissure and
tempt mortals into serving its infernal
masters.

LOCATIONS

1. The Scorched Path
A trail leading to the fissure, where the
ground is cracked and faint plumes of
smoke rise. The air smells of brimstone.

2. The Blighted Crevasse
A jagged ravine filled with glowing red
runes. The ground is hot to the touch,
and faint whispers echo from the walls.

3. The Infernal Threshold
The heart of the fissure, where the
Infernal Sentinel resides. The air hums
with dark energy, and the runes pulse
with crimson light.

ENCOUNTERS

1. Smoldering Fiends
On the Scorched Path, the adventurers
are attacked by 2 Magmins, drawn to the
fissure’s infernal energy.

2. Runic Hazards
In the Blighted Crevasse, glowing runes
explode when disturbed. Success
requires Dexterity Saves (DC 14) and
Arcana (DC 13) checks.

3. Battle with the Infernal Sentinel
At the Infernal Threshold, the Sentinel
uses fire-based attacks and infernal
magic to overwhelm intruders.

OvurcoME OPTIONS

1. Seal the Fissure
The adventurers destroy the runes,
collapsing the fissure and severing its
connection to the Nine Hells.

2. Claim the Power
The adventurers harness the fissure’s
infernal magic, gaining dark abilities but
risking corruption.

3. Bargain with the Sentinel
The adventurers strike a deal with the
Sentinel, gaining infernal assistance at
the cost of a debt to the Hells.
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D20 RANDOM EVENTS: THE
SMOLDERING GATE

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 plume of smoke imposes disadvantage on
Perception checks for an hour.
The adventurers find a shard of obsidian imbued
with infernal magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning fiery defenders.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Sentinel’s wrath.
The adventurers find carvings depicting an ancient
pact with the Hells.
The runes glow brighter, imposing disadvantage on
Insight checks.
The adventurers find a minor magical relic in the
Infernal Threshold.
A sudden tremor shifts the crevasse, 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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At the edge of a barren
wasteland, a charred
fortress has risen seemingly overnight.
Known as the Ashen Citadel, its blackened
spires glow faintly with infernal light.
Locals report hearing cries for help
emanating from within, though none who
enter return. The adventurers are tasked
with exploring the citadel, uncovering its
origins, and halting the infernal forces
within before they spread further.

Key NPCs

1. Marin Stoneheart (Dwarf, Neutral Good)
A blacksmith whose ancestor forged the
original gates to the citadel. Marin seeks
to atone for the citadel’s return.

2. Vaylorn Emberhand (Tiefling, Chaotic
Neutral)

A warlock lured by the citadel’s power,
willing to risk everything to claim its
secrets.

3. The Infernal Castellan (Fiend, Lawful
Evil)

A devil tasked with fortifying the citadel
and spreading infernal influence
throughout the region.

LOCATIONS

1. The Smoldering Gates
The entrance to the citadel, flanked by
molten iron statues. The air is thick with
ash, and the ground feels warm to the
touch.

2. The Ember Halls
A series of dark, winding corridors lit by
flickering red flames. Shadows dance
unnaturally along the walls.

3. The Throne of Ash
A grand chamber at the citadel’s heart,
where the Infernal Castellan resides.
The room pulses with dark energy, and
faint whispers fill the air.

ENCOUNTERS
1. Blazing Guardians

At the Smoldering Gates, the
adventurers are attacked by 2 Hell
Hounds, summoned to guard the citadel.

2. Infernal Traps
In the Ember Halls, pressure plates
trigger bursts of flame. Success requires
Dexterity Saves (DC 14) and
Investigation (DC 13) checks.

3. Battle with the Infernal Castellan
At the Throne of Ash, the Castellan uses
fire magic and summoned fiends to
overwhelm intruders.

OuTrcoME OPTIONS

1. Destroy the Citadel
The adventurers defeat the Castellan
and collapse the fortress, ending its
infernal influence.

2. Claim the Power
The adventurers harness the citadel’s
magic, gaining fiery abilities but risking
corruption.

3. Bargain with the Castellan
The adventurers strike a deal, earning
infernal assistance at a great cost.
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D20 RANDOM EVENTS: THE
ASHEN CITADEL

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A collapsing beam imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a shard of molten iron
imbued with infernal magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning fiery defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Castellan’s wrath.
The adventurers find carvings depicting the
citadel’s history.
The flames grow hotter, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Throne of Ash.
A sudden tremor shifts the citadel, 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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A vast swamp once rich
with life has turned into the Blighted
Marsh, a steaming mire filled with bubbling
pools and acrid fumes. Creatures twisted
by infernal energy prowl the marsh, and
travelers speak of strange, fiery symbols
etched into the trees. The adventurers must
venture into the swamp to locate the source
of the corruption and stop it before it
spreads further.

Key NPCs

1. Tressa Mirewood (Human, Neutral
Good)
A herbalist who once harvested rare
plants in the swamp. Tressa fears the
corruption will spread to nearby rivers.

2.Jorvan Ashreed (Tiefling, Chaotic
Neutral)
A scavenger drawn by rumors of infernal
relics hidden in the marsh. Jorvan’s
recklessness may endanger the party.

3. The Rotfiend (Fiend, Chaotic Evil)
A demon who uses the marsh to spread
infernal disease and chaos throughout
the region.

LOCATIONS

1. The Bubbling Mire
A stretch of swamp filled with hissing,
steaming pools. The ground is unstable,
and the air reeks of sulfur.

2. The Embered Glade
A clearing where the trees are blackened
and glowing runes pulse faintly. The
whispers grow louder here.

3. The Rotfiend’s Lair
A cavern hidden beneath a withered tree,
where the Rotfiend resides. The air is
thick with decay and malevolent energy.

ENCOUNTERS

1. Twisted Beasts
At the Bubbling Mire, the adventurers
are attacked by 2 Quasits, drawn to the
marsh’s infernal energy.

2. Infernal Hazards
In the Embered Glade, the adventurers
must navigate collapsing terrain and
flaming runes. Success requires
Athletics (DC 14) and Survival (DC 13)
checks.

3. Battle with the Rotfiend
At the Rotfiend’s Lair, the demon uses
disease-based magic and summoned
minions to overwhelm intruders.

OurcoME OPTIONS

1. Cleanse the Marsh
The adventurers defeat the Rotfiend,
purging the infernal corruption and
restoring the swamp.

2. Seal the Lair
The adventurers collapse the lair,
containing the corruption but leaving the
region damaged.

3. Claim the Magic
The adventurers harvest infernal energy
from the marsh, gaining unique abilities
but risking corruption.
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D20 RANDOM EVENTS: THE
BLIGHTED MARSH

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A burst of toxic gas imposes disadvantage on
Constitution saves for an hour.
The adventurers find a shard of glowing
emberwood imbued with infernal magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning twisted beasts.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Rotfiend’s wrath.
The adventurers find carvings depicting the
marsh’s history.
The ground shakes, imposing disadvantage on
Dexterity saves.
The adventurers find a minor magical relic in the
Rotfiend’s Lair.
A sudden tremor shifts the marsh, 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

133



ADVENTURE SEED 264:

‘ G,-Mg./ HE FIERY ABYSS”

F /

ProrT Hook

A massive fissure has
opened in the ground,
spewing heat and fiery smoke into the
surrounding landscape. The locals call it
the Fiery Abyss, claiming that it whispers
promises of power to those who venture
near. Strange creatures have begun
emerging from the depths, threatening
nearby villages. The adventurers must
descend into the abyss to uncover its
infernal origins and put a stop to the
fiendish incursions.

KEey NPCs

1. Lorwin Emberstone (Dwarf, Neutral
Good)
A former miner who claims the abyss
lies where an old mining operation once
stood. Lorwin warns of the dangers
below.

2. Kyria Shadowflame (Tiefling, Chaotic
Neutral)
A fire-wielding sorcerer seeking to draw

strength from the abyss’s infernal magic.

3. The Abyssal Warden (Fiend, Lawful
Evil)
A devil tasked with expanding the Fiery
Abyss’s reach into the material plane.
The Warden protects the fissure with
ruthless efficiency.

LOCATIONS

1. The Smoking Chasm
The entrance to the abyss, surrounded
by scorched earth and glowing veins of
molten rock. Faint whispers echo from
the depths.

2. The Ember Caverns
A labyrinth of tunnels filled with searing
heat and glowing red crystals. The walls
seem to shift and groan.

3. The Infernal Pit

A vast chamber at the bottom of the
abyss, where the Abyssal Warden
resides. The air is thick with ash and
resonant with dark energy.

ENCOUNTERS
1. Molten Fiends

At the Smoking Chasm, the adventurers
are attacked by 2 Mephits, born from the
abyss’s infernal power.

.Lava Flows

In the Ember Caverns, streams of
molten rock create hazards. Success
requires Dexterity Saves (DC 14) and
Survival (DC 13) checks.

. Battle with the Abyssal Warden

At the Infernal Pit, the Warden uses fire
magic and summoned devils to
overwhelm intruders.

OutcoME OPTIONS
1. Collapse the Abyss

The adventurers destroy the Warden and
collapse the fissure, sealing off the
infernal incursion.

. Claim the Abyssal Power

The adventurers harness the fissure’s
magic, gaining fiery abilities but risking
corruption.

. Strike a Bargain

The adventurers make a deal with the
Warden, earning infernal aid at a steep
cost.
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D20 RANDOM EVENTS: THE
F1ERY ABYSS

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A burst of molten rock imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a shard of glowing obsidian
imbued with infernal magic.
A rival group of adventurers blocks the path
forward.
A glyph activates, summoning fiery defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Warden’s wrath.
The adventurers find carvings depicting the abyss’s
origins.
A tremor shifts the ground, imposing disadvantage
on Perception checks.
The adventurers find a minor magical relic in the
Infernal Pit.
A sudden tremor shifts the fissure, 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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A once-prosperous
vineyard now lies abandoned, its grapes
turned to blackened orbs that ooze with
infernal energy. The locals avoid the area,
claiming that eerie figures tend the fields at
night. Rumors say the vineyard’s wine was
cursed after its owner made a deal with a
devil. The adventurers must uncover the
truth of the vineyard’s corruption and
confront the infernal presence.

KeYy NPCs

1. Sylas Ironroot (Human, Neutral Good)
A former vintner who worked at the
vineyard. Sylas knows its layout and
warns of the changes since its fall.

2. Talia Dusktread (Half-Elf, Chaotic
Neutral)

A rogue seeking to steal cursed wine for
her own purposes. Talia’s schemes
might complicate the mission.

3. The Vinekeeper Fiend (Fiend, Lawful
Evil)

A devil bound to the vineyard, using its
cursed grapes to spread infernal
influence.

LOCATIONS

1. The Withered Rows
A stretch of fields filled with blackened
vines and sickly grapes. The air smells of
sulfur and decay.

2. The Winery Ruins
The remains of a once-grand winery,
now overgrown with infernal vines. Faint
whispers echo in the darkness.

3. The Vinekeeper’s Cellar
A hidden chamber beneath the ruins,
where the Vinekeeper Fiend resides.
The air is thick with magic, and the walls
glow faintly.

ENCOUNTERS
1. Cursed Tendrils

In the Withered Rows, the adventurers
are attacked by 2 Vine Blights, corrupted
by infernal magic.

2. Haunted Ruins
In the Winery Ruins, collapsing walls
and infernal glyphs create hazards.
Success requires Athletics (DC 14) and
Perception (DC 13) checks.

3. Battle with the Vinekeeper Fiend
In the Vinekeeper’s Cellar, the fiend uses
necrotic magic and summoned minions
to overwhelm intruders.

OuTtcoME OPTIONS

1. Purify the Vineyard
The adventurers destroy the Vinekeeper
Fiend, ending its influence and restoring
the land.

2. Seal the Cellar
The adventurers collapse the cellar,
containing the corruption but leaving its
mysteries unresolved.

3. Claim the Wine’s Power
The adventurers harness the vineyard’s
infernal energy, gaining dark abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
INFERNAL VINEYARD

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A collapsing vine imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a shard of cursed wood
imbued with infernal magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning cursed defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Vinekeeper's wrath.
The adventurers find carvings depicting the
vineyard'’s history.
The vines tighten, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Vinekeeper’s Cellar.
A sudden tremor shifts the ruins, 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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A massive, blackened
spire has erupted from the earth, its
surface etched with glowing runes that
pulse with infernal energy. The spire is
surrounded by scorched land, and its
appearance has caused tremors and fiery
eruptions in the nearby region. Locals fear
that the spire is a beacon summoning
infernal creatures. The adventurers must
scale the spire and uncover its purpose
before it unleashes a full-scale invasion.

KEeYy NPCs

1. Hestia Firemantle (Dwarf, Neutral
Good)

A geologist who has studied the tremors
caused by the spire. Hestia provides
insight into the spire’s composition and
possible weaknesses.

2. Valrik Emberthorn (Tiefling, Chaotic
Neutral)

A pyromancer seeking to harness the
spire’s power. Valrik’s ambitions may
conflict with the adventurers’ goals.

3. The Spirelord Fiend (Fiend, Lawful Evil)
A powerful devil who oversees the
spire’s creation and uses it to channel
infernal energy into the material plane.

LOCATIONS

1. The Scorched Plateau
The area surrounding the spire, marked
by cracks in the ground and sporadic
bursts of flame. The air is thick with
sulfur.

2. The Infernal Ascent
A winding staircase that spirals around
the spire’s exterior. The stairs are
crumbling and fraught with magical
hazards.

3. The Spirelord’s Pinnacle
The top of the spire, where the Spirelord
Fiend resides. The air crackles with dark
magic, and the runes glow intensely.

ENCOUNTERS

1. Blazing Fiends
On the Scorched Plateau, the
adventurers are attacked by 2 Magmins,
drawn to the spire’s energy.

2. Runic Hazards
In the Infernal Ascent, glowing runes on
the walls release bursts of fire. Success
requires Dexterity Saves (DC 14) and
Arcana (DC 13) checks.

3. Battle with the Spirelord Fiend
At the Spirelord’s Pinnacle, the fiend
uses fire-based spells and summoned
devils to overwhelm intruders.

OvurcoME OPTIONS

1. Destroy the Spire
The adventurers defeat the Spirelord
and collapse the spire, severing its
connection to the Nine Hells.

2. Harness the Spire’s Power
The adventurers draw energy from the
spire, gaining infernal abilities but
risking corruption.

3. Strike a Bargain
The adventurers make a deal with the
Spirelord, securing infernal aid at a
steep cost.
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D20 RANDOM EVENTS: THE
HELLFORGED 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 burst of molten energy imposes disadvantage on
Perception checks for an hour.
The adventurers find a shard of glowing obsidian
imbued with infernal magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning fiery defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Spirelord’s wrath.
The adventurers find carvings depicting the spire’s
origin.
The heat intensifies, imposing disadvantage on
Constitution saves.
The adventurers find a minor magical relic at the
Spirelord’s Pinnacle.
A sudden tremor shifts the spire, 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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A once-pristine river has
turned into a sluggish
flow of dark water and ashen sludge.
Known now as the Rivers of Ash, the
corrupted waterway exudes an infernal
presence, spreading disease and decay to
nearby settlements. Strange figures have
been spotted wading through the toxic
waters, their forms twisted and unnatural.
The adventurers must trace the corruption
to its source and confront the infernal
forces responsible.

KEey NPCs

1. Lyara Mistweave (Half-Elf, Neutral
Good)

A druid who has studied the river’s
decline and suspects an infernal artifact
is causing the corruption.

2. Davin Emberflow (Human, Chaotic
Neutral)

A rogue scavenger searching the river
for valuables. Davin’s greed could lead to
unintended consequences.

3. The Ashlord Fiend (Fiend, Lawful Evil)
A devil who uses the river to spread
infernal influence, poisoning the land
and its people.

LOCATIONS

1. The Sulfurous Banks
The river’s edge, where the air is thick
with ash and the ground is littered with
scorched debris. The water hisses and
bubbles.

2. The Choked Delta
A network of smaller, toxic streams that
branch off from the main river. The air is
heavy, and strange shapes move in the
sludge.

3. The Ashlord’s Well
A deep pool at the river’s source, where
the Ashlord Fiend resides. The air
crackles with dark energy, and the water
glows faintly.

ENCOUNTERS

1. Sludge Spawn
At the Sulfurous Banks, the adventurers
are attacked by 2 Mephits, formed from
the river’s corrupted waters.

2. Toxic Hazards
In the Choked Delta, toxic fumes and
collapsing banks create hazards.
Success requires Constitution Saves
(DC 14) and Survival (DC 13) checks.

3. Battle with the Ashlord Fiend
At the Ashlord’s Well, the fiend uses
water-based spells and summoned devils
to overwhelm intruders.

OutcoME OPTIONS

1. Cleanse the River
The adventurers defeat the Ashlord
Fiend, purging the corruption and
restoring the river to its natural state.

2. Seal the Well
The adventurers collapse the well,
cutting off the infernal influence but
leaving the river damaged.

3. Claim the Infernal Magic
The adventurers harness the river’s
power, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
RIVERS 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 burst of toxic water imposes disadvantage on
Constitution saves for an hour.
The adventurers find a shard of glowing obsidian
imbued with infernal magic.
A rival group of scavengers blocks the path
forward.
A glyph activates, summoning sludge-based
defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Ashlord’s wrath.
The adventurers find carvings depicting the river’s
history.
The air grows thicker, imposing disadvantage on
Insight checks.
The adventurers find a minor magical relic at the
Ashlord’s Well.
A sudden tremor shifts the riverbanks, 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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3. The Infernal Anvil
A massive anvil surrounded by molten
metal, where the Forge Warden resides.
The ground is scorched, and the air is

Prot Hook heavy with dark energy.

A long-abandoned
dwarven forge deep within the mountains
has come to life once more, its chimneys
belching black smoke into the sky. Known
as the Forge of Malice, it is said to produce
weapons of unimaginable power, each
imbued with infernal energy. Travelers
report hearing the clash of hammers and
guttural voices from within. The
adventurers must enter the forge, confront
its infernal overseers, and stop the
production of these cursed weapons.

ENCOUNTERS

1. Infernal Constructs
At the Scorched Approach, the
adventurers are attacked by 2 Animated
Armors, forged from cursed steel.

2. Blazing Hazards
In the Molten Chambers, rivers of
molten metal and collapsing machinery
create hazards. Success requires
Dexterity Saves (DC 14) and Athletics
(DC 13) checks.

KEY NPG S 3. Battle with the Forge Warden

1. Garrick Ironshard (Dwarf, Neutral At the Infernal Anvil, the Warden uses
Good) fire-based magic and summoned fiends

A smith who claims his ancestors built to overwhelm intruders.

the forge. Garrick provides insight into
its layout and its defenses.

2. Selis Dusksworn (Tiefling, Chaotic OutrcoME OPTIONS
Neutral) 1. Destroy the Forge

A mercenary seeking one of the forge’s
legendary weapons for herself,
regardless of the cost.

3. The Forge Warden (Fiend, Lawful Evil)
A devil who oversees the forge, using
enslaved spirits to create infernal
weaponry.

LOCATIONS
1. The Scorched Approach

A winding mountain path leading to the
forge, marked by glowing embers and
soot-covered stone.

2. The Molten Chambers
A series of blazing workshops where
cursed weapons are forged. The air is
filled with smoke and the sound of
hammers.

The adventurers defeat the Forge
Warden and collapse the forge, ending
its infernal production.

2. Claim the Weapons

The adventurers take cursed weapons,
gaining unique abilities but risking
corruption.

3. Strike a Deal

The adventurers bargain with the Forge
Warden, securing powerful arms at a
great cost.
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D20 RANDOM EVENTS: THE
FORGE OF MALICE

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A burst of molten slag imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a shard of cursed metal
imbued with infernal magic.
A rival group of mercenaries blocks the path
forward.
A glyph activates, summoning forged defenders.
The adventurers hear whispers revealing a hidden
forge room.
A spectral figure warns of the Warden's wrath.
The adventurers find carvings depicting the forge’s
history.
The heat intensifies, imposing disadvantage on
Constitution saves.
The adventurers find a minor magical relic at the
Infernal Anvil.
A sudden tremor shifts the forge, 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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A desolate canyon has
become the site of
strange infernal activity. Known as the Red
Canyon for its blood-red rock, the area has
begun to glow faintly under moonlight, and
travelers report hearing faint, anguished
screams echoing through its depths. At the
canyon’s heart, a rift pulsates with infernal
energy. The adventurers must venture into
the canyon, confront its infernal guardians,
and seal the rift before it grows larger.

Key NPCs
1. Arel Stonefist (Dwarf, Neutral Good)

A former miner familiar with the
canyon’s treacherous terrain. Arel warns
of unstable paths and strange creatures.

2. Korin Shadowflame (Tiefling, Chaotic
Neutral)
An ambitious sorcerer seeking to
harness the rift's power. Korin’s reckless
pursuit could complicate the mission.

3. The Riftkeeper (Fiend, Lawful Evil)
A devil who guards the rift and seeks to
expand its reach, unleashing infernal
chaos into the world.

LOCATIONS

1. The Echoing Chasm
A narrow path that winds through the
canyon. The air is thick with sulfur, and
faint screams echo off the walls.

2. The Riftspire
A jagged rock formation near the rift,
where glowing runes pulse faintly.
Shadows seem to shift unnaturally.

3. The Infernal Rift
The heart of the canyon, where the
Riftkeeper resides. The rift glows with
fiery energy, and the ground trembles
faintly.

ENCOUNTERS

1. Fiery Stalkers
In the Echoing Chasm, the adventurers
are attacked by 2 Hell Hounds, drawn to
the rift’s energy.

2. Shifting Terrain
At the Riftspire, the adventurers face
collapsing pathways and unstable rocks.
Success requires Athletics (DC 14) and
Dexterity Saves (DC 13).

3. Battle with the Riftkeeper
At the Infernal Rift, the Riftkeeper uses
fire magic and summoned fiends to
overwhelm intruders.

OurcoME OPTIONS

1. Seal the Rift
The adventurers destroy the Riftkeeper
and collapse the rift, cutting off its
infernal influence.

2. Claim the Rift’s Power
The adventurers draw energy from the
rift, gaining fiery abilities but risking
corruption.

3. Strike a Bargain
The adventurers make a deal with the
Riftkeeper, earning infernal aid at a
steep cost.
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D20 RANDOM EVENTS: THE
RED CANYON

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A collapsing path imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a shard of glowing rock
imbued with infernal magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning fiery defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Riftkeeper's wrath.
The adventurers find carvings depicting the
canyon'’s history.
The heat intensifies, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic at the
Infernal Rift.
A sudden tremor shifts the canyon, 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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In a remote forest, a
perfect circle of
scorched earth has appeared, its center
marked by a single burning pyre that never
extinguishes. Locals report strange
creatures emerging from the circle and
unnatural heat radiating from the area. The
Ember Circle is said to be a summoning
site for infernal beings, and the adventurers
must disrupt the rituals fueling its power
before an infernal army can emerge.

KeYy NPCs

1. Seren Flameheart (Human, Neutral
Good)
A cleric who has studied infernal rituals.
Seren provides knowledge about the
circle’s construction and how it might be
dismantled.

2. Merrik Ashspire (Tiefling, Chaotic
Neutral)
A pyromancer seeking to study the
circle’s magic for personal gain. Merrik’s
presence may complicate the mission.

3. The Pyrelord (Fiend, Lawful Evil)
A devil who commands the Ember
Circle, using it to summon infernal
reinforcements.

LOCATIONS

1. The Scorched Ring
The outer edge of the circle, where the
ground is blackened and the air
shimmers with heat. Faint whispers can
be heard.

2. The Blazing Path
A winding trail of fire leading to the
pyre’s center. The heat grows more
intense with each step.

3. The Pyreheart
The center of the circle, where the
Pyrelord resides. The flames roar with
infernal energy, and the ground trembles
faintly.

ENCOUNTERS

1. Fiery Minions
At the Scorched Ring, the adventurers
are attacked by 2 Mephits, summoned by
the circle’s magic.

2. Infernal Hazards
In the Blazing Path, fire traps and
collapsing ground create hazards.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Pyrelord
At the Pyreheart, the Pyrelord uses fire-
based spells and summoned fiends to
overwhelm intruders.

OuTtcoME OPTIONS

1. Extinguish the Pyre
The adventurers defeat the Pyrelord and
extinguish the flames, dismantling the
Ember Circle.

2. Claim the Pyre’s Magic
The adventurers harness the pyre’s
energy, gaining fiery abilities but risking
corruption.

3. Strike a Bargain
The adventurers make a deal with the
Pyrelord, securing infernal aid at a great
cost.
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D20 RANDOM EVENTS: THE
EMBER CIRCLE

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A burst of flame imposes disadvantage on
Constitution saves for an hour.
The adventurers find a shard of glowing ember
imbued with infernal magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning fiery defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Pyrelord’s wrath.
The adventurers find carvings depicting the circle’s
history.
The heat intensifies, imposing disadvantage on
Insight checks.
The adventurers find a minor magical relic at the
Pyreheart.
A sudden tremor shifts the circle, 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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Once a vibrant
woodland, the Charred Forest is now a
desolate wasteland of ash and blackened
trees. Locals claim the forest burned in a
single night, leaving no trace of wildlife.
Strange figures are seen wandering the
forest’s edges, and some claim the flames
are still alive, consuming those who
venture too close. The adventurers must
investigate the forest and uncover the
infernal force that caused its destruction.

KEey NPCs

1. Elyndra Ashgrove (Elf, Neutral Good)
A ranger who has patrolled the forest for
years. Elyndra warns of strange, fiery
creatures lingering in the ruins.

2. Garrik Emberchain (Tiefling, Chaotic
Neutral)
A former thief turned flame-wielder.
Garrik believes the forest’s infernal
energy could enhance his abilities.

3. The Fire Reaver (Fiend, Chaotic Evil)
A demon who set the forest ablaze and
now feeds on the ash and destruction.

LOCATIONS

1. The Smoldering Glade
The forest’s edge, where the ground is
covered in ash and faint embers glow
among the ruins.

2. The Flame Trails
Winding paths of still-burning fire that
twist through the forest. The air
shimmers with heat, and the flames
move unnaturally.

3. The Ashen Grove
The heart of the forest, where the Fire
Reaver resides. The ground is scorched,
and the air crackles with infernal energy.

ENCOUNTERS

1. Burning Spirits

In the Smoldering Glade, the
adventurers are attacked by 2 Mephits,
lingering after the forest’s destruction.

. Infernal Hazards

In the Flame Trails, shifting flames and
collapsing ash create hazards. Success
requires Dexterity Saves (DC 14) and
Survival (DC 13) checks.

. Battle with the Fire Reaver

At the Ashen Grove, the Fire Reaver
uses fire magic and summoned fiends to
overwhelm intruders.

OvurcoME OPTIONS

1. Cleanse the Forest

The adventurers destroy the Fire
Reaver, ending its influence and
allowing the forest to recover.

2. Seal the Grove

The adventurers ward the forest,
containing its magic but leaving its
secrets intact.

3. Claim the Infernal Power

The adventurers draw energy from the
forest’s ashes, gaining fiery abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
CHARRED FOREST

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A collapsing tree imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a shard of glowing ember
imbued with infernal magic.
A rival group of scavengers blocks the path
forward.
A glyph activates, summoning fiery defenders.
The adventurers hear whispers revealing a hidden
grove.
A spectral figure warns of the Fire Reaver’s wrath.
The adventurers find carvings depicting the forest's
history.
The air thickens, imposing disadvantage on
Constitution saves.
The adventurers find a minor magical relic in the
Ashen Grove.
A sudden tremor shifts the forest, 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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A coastal town is
plagued by an unnatural
tide, its waters turning black and emitting a
sulfurous stench. Strange creatures have
begun emerging from the sea, attacking
fishermen and dragging them beneath the
waves. At low tide, glowing symbols are
seen etched into the sand, pulsating with
dark energy. The adventurers must explore
the coastline and confront the infernal
source of the tide before the corruption
spreads inland.

Key NPCs

1. Lorran Driftwood (Human, Neutral
Good)
A fisherman who has witnessed the
tide’s transformation. Lorran warns of
the creatures lurking beneath the waves.

2. Kaida Wavebinder (Tiefling, Chaotic
Neutral)
A sea mage determined to harness the
tide’s power. Kaida’s experiments may
complicate the mission.

3. The Tidecaller Fiend (Fiend, Lawful
Evil)
A devil who commands the tide, using it
to expand infernal influence over the
coastline.

LOCATIONS
1. The Black Beach

A stretch of shoreline where the sand is
stained black, and the water glows
faintly under moonlight.

2. The Tidal Pools
Clusters of glowing, sulfurous pools that
bubble and hiss. The air is heavy, and
shadows ripple beneath the surface.

3. The Abyssal Cave
A cavern hidden by the tide, where the
Tidecaller Fiend resides. The air is thick
with dark energy, and the walls shimmer
faintly.

ENCOUNTERS

1. Fiendish Swarm
At the Black Beach, the adventurers are
attacked by 2 Quasits, emerging from
the water.

2. Collapsing Pools
In the Tidal Pools, collapsing ground
and toxic fumes create hazards. Success
requires Athletics (DC 14) and
Constitution Saves (DC 13).

3. Battle with the Tidecaller Fiend
In the Abyssal Cave, the fiend uses water
magic and summoned minions to
overwhelm intruders.

OutcoME OPTIONS

1. Cleanse the Tide
The adventurers defeat the Tidecaller
Fiend, purging the corruption and
restoring the sea to its natural state.

2. Seal the Cave
The adventurers collapse the cavern,
cutting off the tide’s infernal source but
leaving its secrets unresolved.

3. Claim the Power
The adventurers harness the tide’s
magic, gaining water-based abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
INFERNAL TIDE

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 surge of toxic water imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a shard of glowing coral
imbued with infernal magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning aquatic defenders.
The adventurers hear whispers revealing a hidden
cavern.
A spectral figure warns of the Tidecaller's wrath.
The adventurers find carvings depicting the tide’s
history.
The water grows darker, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Abyssal Cave.
A sudden tremor shifts the shoreline, 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

151



ADVENTURE SEED 273:

=i HE FLAMESPIRE
‘ 6 7Y vauLT

PLoT HoOOK

Deep beneath a
scorched desert lies the Flamespire Vault,
a long-abandoned temple said to hold
infernal relics of great power. Recently,
tremors have revealed the vault’s entrance,
and a blazing light now emanates from
within. The desert tribes speak of cursed
artifacts and fiery creatures emerging from
the sands. The adventurers must delve into
the vault to confront the infernal forces
awakening within and ensure the relics do
not fall into the wrong hands.

KEey NPCs

1. Neryn Sandstrider (Elf, Neutral Good)
A desert guide who knows the location
of the vault and warns of the dangers
that lurk in its depths.

2. Ivaris Shadowflame (Tiefling, Chaotic
Neutral)
A treasure hunter seeking the infernal
relics for his own gain, willing to
sabotage others to get there first.

3. The Infernal Keeper (Fiend, Lawful Evil)

A devil tasked with guarding the relics

and spreading infernal influence through

their corrupting power.

LOCATIONS
1. The Scorched Approach

A blazing stretch of desert leading to the
vault’s entrance. The ground is hot
enough to burn, and heat waves
shimmer in the air.

2. The Ember Labyrinth
A twisting network of fiery passages
filled with shifting walls and glowing
runes. The air is heavy with sulfur.

3. The Vault’s Heart
A grand chamber housing the relics,
where the Infernal Keeper resides. The
room is filled with firelight, and the
ground trembles with dark energy.

ENCOUNTERS

1. Blazing Constructs
At the Scorched Approach, the
adventurers are attacked by 2 Animated
Armors, forged in infernal flames.

2. Flame Traps
In the Ember Labyrinth, shifting walls
and erupting fire create hazards.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Infernal Keeper
In the Vault's Heart, the Keeper uses fire
magic and summoned fiends to
overwhelm intruders.

OurcoME OPTIONS

1. Seal the Vault
The adventurers defeat the Infernal
Keeper and collapse the vault,
preventing further corruption.

2. Claim the Relics
The adventurers take the infernal relics,
gaining dark powers but risking
corruption.

3. Strike a Deal
The adventurers bargain with the
Keeper, gaining infernal assistance at a
steep cost.
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D20 RANDOM EVENTS: THE
FLAMESPIRE VAULT

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A burst of flame imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a shard of glowing ember
imbued with infernal magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning fiery defenders.
The adventurers hear whispers revealing a hidden
passage.
A spectral figure warns of the Keeper's wrath.
The adventurers find carvings depicting the vault’s
history.
The heat intensifies, imposing disadvantage on
Constitution saves.
The adventurers find a minor magical relic in the
Vault's Heart.
A sudden tremor shifts the vault, 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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i’ HE SHARD OF
‘ 6 7\  MIDNIGHT” ENCOUNTERS

1. Twisted Guardians
On the Glimmering Path, the

PLOT HOOK adventurers are attacked by 2 Shadows,
A jagged crystal of summoned by the shard’s magic.
immense size, known as the Shard of 2. Shadow Traps
Midnight, has been unearthed in a remote In the Shard’s Veil, glowing runes
mountain range. The shard hums with dark release bursts of necrotic energy.
energy and casts an eerie, flickering Success requires Dexterity Saves (DC
shadow even under sunlight. Locals claim 14) and Arcana (DC 13) checks.
the shard’s discovery coincided with the 3. Battle with the Shadowbinder
appearance of infernal creatures in the In the Midnight Crater, the
region. The adventurers must investigate Shadowbinder uses necrotic magic and
the shard and decide its fate before its summoned minions to overwhelm
power overwhelms the land. intruders.

Key NPCs

1. Orin Brightforge (Dwarf, Neutral Good)
A scholar who has been studying the
shard. Orin warns that its magic is
growing stronger by the day.

2. Sylva Emberveil (Tiefling, Chaotic
Neutral)

A mage seeking to draw power from the
shard, regardless of the consequences. ¥ = R
3. The Shadowbinder (Fiend, Lawful Evil) risking corruption.

A devil who uses the shard as a conduit 3. Strike a Bargain }
to extend their reach into the material The adventurers make a deal with the

plane. Shadowbinder, securing infernal aid at a
steep cost.

OutcoME OPTIONS

1. Shatter the Shard
The adventurers destroy the shard,
severing the Shadowbinder’s connection
to the material plane.

2. Claim the Shard’s Power
The adventurers harness the shard’s
magic, gaining unique abilities but

LOCATIONS

1. The Glimmering Path
A mountain trail leading to the shard’s
location, marked by glowing runes and
scorched vegetation.

2. The Shard’s Veil
An area surrounding the shard, where
the air grows colder and shadows move
unnaturally. The shard hums faintly.

3. The Midnight Crater
The shard’s resting place, a deep crater
filled with dark energy. The
Shadowbinder resides here, guarding its
power.
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D20 RANDOM EVENTS: THE
SHARD OF MIDNIGHT

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

112
13-14
15-16
1718

19-20

Event Description
A burst of shadow energy imposes disadvantage on
Insight checks for an hour.
The adventurers find a shard of glowing obsidian
imbued with infernal magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Shadowbinder’s
wrath.
The adventurers find carvings depicting the shard’s
origin.
The shadows deepen, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Midnight Crater.
A sudden tremor shifts the crater, 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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High atop a stormy cliff,
the ruins of an ancient monastery have
begun emitting an eerie red glow. Once a
sanctuary of light, the monastery has
become a place of dread, with infernal
sigils burned into its walls. Locals claim the
spirits of fallen monks now guard the place,
twisted by a fiend’s influence. The
adventurers must climb the cliffs, confront
the infernal forces within, and uncover the
monastery’s dark transformation.

Key NPCs

1. Brother Merek (Human, Neutral Good)
A ghostly monk who lingers near the
monastery’s edge, warning travelers of
its corruption.

2. Sorina Embercloak (Tiefling, Chaotic
Neutral)

An ambitious warlock seeking to unravel
the monastery’s secrets. Sorina’s
motivations may conflict with the party’s
mission.

3. The Infernal Prior (Fiend, Lawful Evil)
A devil who has claimed the monastery
as their domain, using its once-holy
grounds to channel infernal power.

LOCATIONS
1. The Stormy Ascent

A treacherous cliffside trail leading to
the monastery, plagued by strong winds
and loose rocks.

2. The Desecrated Courtyard
The monastery’s entrance, where
statues of former monks have been
defaced and infernal sigils glow faintly.

3. The Prior’s Sanctum
The heart of the monastery, where the
Infernal Prior resides. The room hums
with dark energy, and shadows flicker
unnaturally.

ENCOUNTERS

1. Wind-Wracked Fiends
On the Stormy Ascent, the adventurers
are attacked by 2 Shadows, drawn to the
monastery’s corruption.

2. Infernal Hazards
In the Desecrated Courtyard, glowing
sigils release bursts of necrotic energy.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Infernal Prior
In the Prior’s Sanctum, the fiend uses
necrotic magic and summoned minions
to overwhelm intruders.

OvutcoME OPTIONS

1. Cleanse the Monastery
The adventurers destroy the Infernal
Prior, banishing its influence and
allowing the monastery’s spirits to rest.

2. Seal the Sanctum
The adventurers ward the sanctum,
containing its infernal energy but leaving
its secrets intact.

3. Claim the Monastery’s Power
The adventurers harness the corrupted
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
BLACKENED MONASTERY

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A collapsing statue imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a shard of glowing marble
imbued with infernal magic.
A rival group of treasure seekers blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Prior’s wrath.
The adventurers find carvings depicting the
monastery’s fall.
The shadows deepen, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Prior's Sanctum.
A sudden tremor shifts the monastery, 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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A twisting labyrinth of
stone and flame has
appeared in the middle of a once-fertile
plain, its walls glowing with infernal heat.
The Burning Maze shifts and changes as
travelers enter, trapping them within.
Locals report screams echoing from its
depths and flashes of red light in the night.
The adventurers must navigate the maze,
confront the infernal forces at its center,
and escape before the maze consumes
them.

Key NPCs

1. Kara Flameveil (Human, Neutral Good)
A survivor of the maze who warns of its
shifting passages and the fiends that
hunt within.

2. Thalos Emberfang (Tiefling, Chaotic
Neutral)

A mercenary seeking treasure rumored
to be hidden in the maze, willing to put
others at risk to achieve his goal.

3. The Labyrinth Keeper (Fiend, Lawful
Evil)

A devil who controls the maze, using it to
trap and torment mortal souls.

LOCATIONS

1. The Fiery Gates
The entrance to the maze, where the air
is thick with heat and faint whispers
echo from within.

2. The Shifting Corridors
A series of twisting passages that shift
and collapse unpredictably. The walls
glow faintly, and the ground is scorching.

3. The Infernal Heart
The center of the maze, where the
Labyrinth Keeper resides. The room is
filled with roaring flames, and the
ground trembles with dark power.

ENCOUNTERS

1. Flame Stalkers
At the Fiery Gates, the adventurers are
attacked by 2 Mephits, summoned by the
maze’s energy.

2. Infernal Hazards
In the Shifting Corridors, collapsing
walls and bursts of flame create hazards.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Labyrinth Keeper
In the Infernal Heart, the Keeper uses
fire magic and summoned fiends to
overwhelm intruders.

OutcoME OPTIONS

1. Seal the Maze
The adventurers defeat the Labyrinth
Keeper and collapse the maze, freeing
its trapped souls.

2. Claim the Maze’s Power
The adventurers harness the maze'’s
magic, gaining fiery abilities but risking
corruption.

3. Strike a Bargain
The adventurers make a deal with the
Labyrinth Keeper, securing infernal aid
at a steep cost.
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D20 RANDOM EVENTS: THE
BURNING 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 collapsing wall imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a shard of glowing stone
imbued with infernal magic.
Arival group of explorers blocks the path forward.
A glyph activates, summoning fiery defenders.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Keeper’s wrath.
The adventurers find carvings depicting the maze’s
origins.
The heat intensifies, imposing disadvantage on
Constitution saves.
The adventurers find a minor magical relic in the
Infernal Heart.
A sudden tremor shifts the maze, 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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Rising from the heart of
a barren wasteland, the Obsidian Tower is
a black monolith of infernal origin. Its
surface is polished to a mirror-like sheen,
and it reflects a distorted, fiery version of
the surrounding world. The tower is said to
house an ancient contract forged between
mortals and devils, binding the region in
infernal servitude. The adventurers must
ascend the tower, confront its guardian,
and decide the fate of the contract.

KEey NPCs

1. Eira Duskbloom (Half-Elf, Neutral Good)
A historian who has studied infernal
pacts. Eira provides knowledge about
the tower’s purpose and its protections.

2. Darrow Flamefist (Tiefling, Chaotic
Neutral)
A bounty hunter seeking to claim a
rumored treasure hidden within the
tower. Darrow’s impatience might lead
to complications.

3. The Pactkeeper Fiend (Fiend, Lawful
Evil)
A devil who guards the tower and
ensures the contract’s terms are upheld.

LOCATIONS

1. The Blasted Steps
A jagged, crumbling pathway leading to
the tower’s entrance. The air is heavy
with heat, and faint whispers echo from
the stones.

2. The Mirror Halls
A series of polished corridors within the
tower that distort reflections and create
disorienting illusions.

3. The Pactkeeper’s Vault
The pinnacle of the tower, where the
contract is housed and the Pactkeeper
Fiend resides. The air crackles with dark
energy.

ENCOUNTERS

1. Infernal Sentinels
On the Blasted Steps, the adventurers
are attacked by 2 Hell Hounds,
summoned to guard the tower.

2. Mirror Hazards
In the Mirror Halls, illusions and
reflective traps create hazards. Success
requires Insight (DC 14) and Dexterity
Saves (DC 13) checks.

3. Battle with the Pactkeeper Fiend
In the Pactkeeper’s Vault, the fiend uses
illusion magic and summoned devils to
overwhelm intruders.

OurcoME OPTIONS

1. Destroy the Pact
The adventurers tear apart the contract,
severing the region’s ties to the Nine
Hells but risking backlash.

2. Seal the Vault
The adventurers lock the tower,
containing its power but leaving the
contract intact.

3. Claim the Power
The adventurers strike a deal, gaining
infernal assistance but binding
themselves to the contract’s terms.
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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 collapsing section of steps imposes disadvantage
on Dexterity saves for an hour.
The adventurers find a shard of polished obsidian
imbued with infernal magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Pactkeeper’s wrath.
The adventurers find carvings depicting the tower's
origins.
The reflections grow darker, imposing disadvantage
on Insight checks.
The adventurers find a minor magical relic in the
Pactkeeper’s Vault.
A sudden tremor shifts the tower, 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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A once-thriving forest
has become the Wailing Hollow, a cursed
expanse where the trees appear to weep
molten sap and faint cries echo through the
air. The hollow is said to be the site of an
ancient battle between devils and druids,
and now infernal energy seeps into the
land. The adventurers must venture into
the hollow to uncover its dark secrets and
confront the fiendish power that lingers.

KEey NPCs

1. Ceryn Greentree (Elf, Neutral Good)
A druid who once tended the hollow and
believes its corruption can be undone.

2. Vardis Shadowthorn (Human, Chaotic
Neutral)
A treasure hunter drawn by rumors of
hidden relics. Vardis’s greed could
complicate the party’s mission.

3. The Hollow Warden (Fiend, Chaotic
Evil)
A devil who claims dominion over the
hollow, spreading corruption through its
roots.

LOCATIONS
1. The Molten Glade

A clearing where the trees ooze glowing
sap, and the air shimmers with heat.

2. The Burning Roots
A network of tunnels beneath the hollow
where infernal energy pulses through
the trees’ roots.

3. The Warden’s Grove
A dark, twisted grove at the heart of the
hollow, where the Hollow Warden
resides. The ground is scorched, and
shadows flicker unnaturally.

ENCOUNTERS

1. Infernal Saplings
In the Molten Glade, the adventurers are
attacked by 2 Blights, corrupted by
infernal energy.

2. Collapsing Tunnels
In the Burning Roots, shifting ground
and molten sap create hazards. Success
requires Dexterity Saves (DC 14) and
Survival (DC 13) checks.

3. Battle with the Hollow Warden
In the Warden’s Grove, the Warden uses
fire-based spells and summoned fiends
to overwhelm intruders.

OvurtcoME OPTIONS

1. Cleanse the Hollow
The adventurers destroy the Hollow
Warden, allowing the forest to begin its
recovery.

2. Seal the Grove
The adventurers ward the grove,
containing its magic but leaving its
mysteries unresolved.

3. Claim the Infernal Power
The adventurers draw energy from the
hollow, gaining fiery abilities but risking
corruption.
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D20 RANDOM EVENTS: THE
WAILING HOoLLOW

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A collapsing branch imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a shard of molten wood
imbued with infernal magic.
A rival group of scavengers blocks the path
forward.
A glyph activates, summoning fiery defenders.
The adventurers hear whispers revealing a hidden
glade.
A spectral figure warns of the Warden’s wrath.
The adventurers find carvings depicting the
hollow’s history.
The air grows heavier, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Warden'’s Grove.
A sudden tremor shifts the hollow, 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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A mysterious coliseum
has appeared in a barren
plain, its blackened stands radiating heat
and glowing faintly under the moonlight.
Known as the Ashen Arena, it is said that
those who enter are forced to fight infernal
creatures in a twisted game of survival.
Victors are promised unimaginable power,
but the cost of failure is eternal servitude.
The adventurers must enter the arena, face
its challenges, and uncover the fiendish
entity behind this cruel spectacle.

KEey NPCs

1. Varon Brightblade (Human, Neutral
Good)

A former champion of the arena who
escaped at great personal cost. Varon
provides advice on surviving the arena’s
trials.

2. Nerissa Shadowspire (Tiefling, Chaotic
Neutral)

A warlock eager to prove herself in the
arena, potentially undermining the
adventurers for personal glory.

3. The Arena Master (Fiend, Lawful Evil)
A devil who oversees the battles, reveling
in the suffering and corruption of its
participants.

LOCATIONS

1. The Charred Stands
The spectator area surrounding the
arena floor, filled with shadowy figures
that cheer and jeer at combatants.

2. The Embered Circle
The arena floor itself, surrounded by
glowing runes that emit intense heat.
The ground is littered with bones and
ash.

3. The Master’s Box
A high balcony where the Arena Master
resides, overlooking the battles and
controlling the infernal magic.

ENCOUNTERS

1. Spectral Challengers
On the Embered Circle, the adventurers
face 2 Wights, summoned as opponents
in the twisted game.

2. Fiery Hazards
Throughout the arena, bursts of flame
and collapsing ground create hazards.
Success requires Dexterity Saves (DC
14) and Perception (DC 13) checks.

3. Battle with the Arena Master
At the Master’s Box, the Arena Master
uses summoning spells and infernal
magic to overwhelm intruders.

OutcoME OPTIONS

1. Dismantle the Arena
The adventurers destroy the Arena
Master and collapse the coliseum,
ending the infernal games.

2. Claim the Arena’s Power
The adventurers draw energy from the
arena, gaining unique abilities but
risking corruption.

3. Strike a Bargain
The adventurers make a deal with the
Arena Master, earning infernal
assistance at a steep cost.
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D20 RANDOM EVENTS: THE
ASHEN ARENA

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A collapsing section of the stands imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of molten stone
imbued with infernal magic.
A rival group of challengers blocks the path
forward.
A glyph activates, summoning fiery defenders.
The adventurers hear whispers revealing a hidden
chamber.

A spectral figure warns of the Arena Master's wrath.

The adventurers find carvings depicting the arena’s
origins.

The heat intensifies, imposing disadvantage on
Constitution saves.

The adventurers find a minor magical relic in the
Master’s Box.

A sudden tremor shifts the arena, 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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A carnival has rolled into
town, its garish tents and eerie music
drawing crowds from miles around.
However, those who enter the main tent
often do not return, and strange, fiendish
creatures have been spotted roaming the
nearby woods. Known as the Infernal
Menagerie, the carnival is said to be a trap
for the unwary, feeding their souls to a
devil in exchange for entertainment. The
adventurers must enter the menagerie,
confront its ringmaster, and free those who
are trapped.

KEeYy NPCs

1. Ellara Brightsong (Human, Neutral
Good)
A bard who has escaped the menagerie
but warns of the creatures that hunt
within.

2. Kelric Flamewhisper (Tiefling, Chaotic
Neutral)
A sorcerer drawn to the menagerie’s
magic, willing to risk everything for
forbidden knowledge.

3. The Ringmaster Fiend (Fiend, Lawful
Evil)
A devil who uses the carnival to capture
souls, luring victims with promises of
wonder and power.

LOCATIONS

1. The Eerie Midway
A maze of brightly lit tents and twisted
attractions, filled with sinister
performers and strange noises.

2. The Shadow Cage
A central area where captives are held,
their souls slowly drained by glowing
sigils etched into the bars.

3. The Big Top Inferno
The carnival’s main tent, where the
Ringmaster Fiend resides. The air
crackles with dark energy, and fiery
illusions flicker across the walls.

ENCOUNTERS

1. Twisted Performers

In the Eerie Midway, the adventurers are

attacked by 2 Quasits, disguised as
carnival staff.

2. Shadowed Traps
In the Shadow Cage, collapsing
structures and glowing sigils create
hazards. Success requires Dexterity
Saves (DC 14) and Arcana (DC 13)
checks.

3. Battle with the Ringmaster Fiend

In the Big Top Inferno, the Ringmaster

uses illusion magic and summoned
fiends to overwhelm intruders.

OutcoME OPTIONS
1. Shatter the Menagerie

The adventurers defeat the Ringmaster

and destroy the carnival, freeing its
captives.

2. Claim the Carnival’s Power
The adventurers harness the
menagerie’s magic, gaining unique
abilities but risking corruption.

3. Strike a Bargain
The adventurers make a deal with the

Ringmaster, earning infernal aid at the

cost of future servitude.
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D20 RANDOM EVENTS: THE
INFERNAL 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 collapsing tent pole imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a shard of glowing crystal
imbued with infernal magic.
A rival group of carnival-goers blocks the path
forward.

A glyph activates, summoning shadowy defenders.

The adventurers hear whispers revealing a hidden
alcove.

A spectral figure warns of the Ringmaster’s wrath.
The adventurers find carvings depicting the
carnival’s origins.

The shadows grow darker, imposing disadvantage
on Insight checks.

The adventurers find a minor magical relic in the
Big Top Inferno.

A sudden tremor shifts the carnival, 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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High on a mist-shrouded
plateau, the Whispering Citadel stands as a
monument to the dead. Locals claim it was
once a noble fortress, but now it echoes
with faint whispers and flickering lights.
Travelers who approach the citadel vanish
or return changed, unable to recall their
time there. The adventurers must enter the
citadel to uncover its ghostly secrets and
confront the restless spirits within.

Key NPCs

1. Serrah Greydawn (Elf, Neutral Good)
A historian seeking answers about the
citadel’s fall. Serrah believes its curse is
tied to a tragic betrayal.

2. Darius Fadesoul (Human, Chaotic
Neutral)
A rogue who claims to have escaped the
citadel’s grasp but is haunted by its
whispers. Darius’s fragmented
memories could prove helpful—or
dangerous.

3. The Phantom Regent (Undead, Lawful
Evil)
A spectral ruler who clings to the ruins
of their kingdom, guarding a cursed relic
of immense power.

LOCATIONS

1. The Mistbound Path
A winding trail through dense fog that
distorts sound and vision. Shadows
flicker at the edge of perception, and the
air grows colder with every step.

2. The Echoing Halls
The citadel’s interior, filled with ghostly
whispers and crumbling grandeur. Faint
images of past residents flicker in and
out of view.

3. The Regent’s Throne Room
A grand chamber shrouded in ethereal
light, where the Phantom Regent
resides. The air is heavy with sorrow,
and the whispers grow deafening.

ENCOUNTERS

1. Spectral Watchers
On the Mistbound Path, the adventurers
are confronted by 2 Specters, drawn to
their life force.

2. Echo Traps
In the Echoing Halls, the adventurers
face magical hazards where whispers
disorient and lead them astray. Success
requires Insight (DC 14) and Wisdom
Saves (DC 13).

3. Battle with the Phantom Regent
In the Regent’s Throne Room, the
Phantom Regent uses necrotic magic
and spectral servants to overwhelm
intruders.

OvurcoME OPTIONS

1. Free the Spirits
The adventurers destroy the Phantom
Regent, releasing the trapped souls and
lifting the citadel’s curse.

2. Seal the Citadel
The adventurers ward the citadel,
containing its spectral energy but leaving
its secrets undisturbed.

3. Claim the Regent’s Relic
The adventurers take the cursed relic,
gaining unique abilities but risking
spiritual corruption.
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D20 RANDOM EVENTS: THE
WHISPERING CITADEL

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A collapsing floor imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a shard of ghostly crystal
imbued with ethereal magic.
A rival group of ghost hunters blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Regent’s wrath.
The adventurers find carvings depicting the
citadel’s history.
The whispers grow louder, imposing disadvantage
on Insight checks.
The adventurers find a minor magical relic in the
Throne Room.
A sudden tremor shifts the citadel, 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 crypt deep in
the forest has become the center of a
strange phenomenon: nearby villagers
report vivid, shared dreams of a sorrowful
figure calling for help. Known as the
Dreamer’s Mausoleum, the crypt is said to
house a cursed bard who lingers between
life and death. The adventurers must
explore the crypt, confront the dream-
spawned horrors within, and uncover the
truth of the bard’s tragic fate.

Key NPCs

1. Myra Willowshade (Half-Elf, Neutral
Good)
A local herbalist who has experienced
the dreams and believes the bard’s spirit
is reaching out for aid.

2. Therrin Dusktread (Tiefling, Chaotic
Neutral)
An opportunistic thief drawn to the crypt
by rumors of treasure. Therrin may
hinder the party’s efforts.

3. The Lamenting Bard (Undead, Neutral
Evil)
A spectral bard whose sorrowful
melodies create dangerous illusions and
nightmares.

LOCATIONS
1. The Moonlit Glade

The crypt’s overgrown entrance, bathed
in faint, silvery light. The air feels
unnaturally still, and faint music drifts on
the wind.

2. The Dreamwrought Hall
A series of shadowy corridors filled with
shifting illusions that depict fragments of
the bard’s tragic past.

3. The Bard’s Sanctum
A central chamber adorned with broken
instruments and spectral light, where the
Lamenting Bard resides.

ENCOUNTERS
1. Haunting Melodies

At the Moonlit Glade, the adventurers
are attacked by 2 Shadows, drawn to the
bard’s lingering magic.

2. Nightmare Traps
In the Dreamwrought Hall, illusions and
disorienting dreams create hazards.
Success requires Insight (DC 14) and
Wisdom Saves (DC 13).

3. Battle with the Lamenting Bard
In the Bard’s Sanctum, the bard uses
illusion magic and summoned phantoms
to overwhelm intruders.

OutcoME OPTIONS

1. Free the Bard
The adventurers destroy the bard’s
spectral form, ending the dreams and
allowing the spirit to rest.

2. Preserve the Crypt
The adventurers ward the mausoleum,
containing its magic but leaving the
bard’s fate unresolved.

3. Claim the Bard’s Power
The adventurers harness the bard’s
music, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
DREAMER’S MAUSOLEUM

Roll
(1d20)

1-2
3-4
5-6
7-8
9-10

11-12
13-14

15-16

17-18

19-20

Event Description
A collapsing section of the crypt imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of spectral crystal
imbued with ethereal magic.
A rival group of explorers blocks the path forward.
A glyph activates, summoning phantom defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the bard’s wrath.
The adventurers find carvings depicting the bard’s
tragic tale.
The air thickens with illusion, imposing
disadvantage on Insight checks.
The adventurers find a minor magical relic in the
Bard’s Sanctum.
A sudden tremor shifts the crypt, 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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A jagged rip in the fabric
of reality has appeared
in the center of a quiet village, spilling
ghostly light and spectral winds into the
streets. Known as the Veil’s Tear, this
anomaly is drawing spirits into the material
world and causing eerie phenomena. The
adventurers must investigate the tear,
protect the villagers from vengeful
phantoms, and find a way to mend the
breach before it grows.

KEey NPCs

1. Elandra Mistveil (Human, Neutral Good)
A priestess who believes the tear is a
punishment for ancient sins and seeks
divine intervention to close it.

2. Kalros Nightweaver (Tiefling, Chaotic
Neutral)

A sorcerer fascinated by the tear’s
magic, eager to exploit its potential
despite the dangers.

3. The Rift Warden (Undead, Lawful Evil)
A powerful ghost who claims dominion
over the tear and seeks to expand its
influence.

LOCATIONS

1. The Spiritbound Square
The village center, where the tear
shimmers with ghostly light. Objects
move on their own, and faint whispers
fill the air.

2. The Rift’s Edge
The tear’s immediate surroundings,
where spectral winds howl, and shadows
of the past flicker in and out of existence.

3. The Rift’s Core
The heart of the tear, a swirling
maelstrom of light and darkness where
the Rift Warden resides.

ENCOUNTERS

1. Haunting Apparitions
At the Spiritbound Square, the
adventurers are attacked by 2 Specters,
drawn to the tear’s energy.

2. Ethereal Traps
At the Rift’'s Edge, shifting reality and
ghostly hazards create challenges.
Success requires Wisdom Saves (DC 14)
and Arcana (DC 13) checks.

3. Battle with the Rift Warden
At the Rift’s Core, the Warden uses
necrotic magic and summoned
phantoms to overwhelm intruders.

OvurcoME OPTIONS

1. Seal the Tear
The adventurers destroy the Rift Warden
and close the tear, restoring peace to the
village.

2. Study the Rift
The adventurers stabilize the tear but
leave it intact, gaining insight into its
magic at great risk.

3. Claim the Tear’s Power
The adventurers harness the tear’s
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
VEIL’'S TEAR

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 surge of spectral energy imposes disadvantage
on Insight checks for an hour.
The adventurers find a shard of ghostly crystal
imbued with ethereal magic.
A rival group of ghost hunters blocks the path
forward.
A glyph activates, summoning ethereal defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Rift Warden'’s wrath.
The adventurers find carvings depicting the rift’s
origins.
The air thickens with spectral fog, imposing
disadvantage on Perception checks.
The adventurers find a minor magical relic in the
Rift's Core.
A sudden tremor shifts the area, 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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Deep within the Ethereal
Plane lies the Phantom Library, a spectral

3. The Archivist’s Study

A grand, ghostly chamber where the
Archivist Phantom resides. The walls
are covered with shifting, spectral
symbols.

repository of forgotten knowledge. Rumors ENCOUNTERS

speak of lost spells, ancient secrets, and
cursed texts hidden among its shifting
shelves. However, those who venture there
risk being trapped by the library’s spectral
guardians. The adventurers must enter the
library, retrieve a specific piece of
knowledge, and escape before they are lost
to eternity.

Key NPCs

1. Eryndor Shadescribe (Elf, Neutral
Good)
A scholar who has studied the library’s
legends and provides a map of its known
layout.

1. Ethereal Wardens

In the Shifting Aisles, the adventurers
are attacked by 2 Shadows, drawn to the
disruption of the library’s magic.

. Cursed Tomes

In the Forbidden Annex, glowing runes
and cursed books create hazards.
Success requires Arcana (DC 14) and
Insight (DC 13) checks.

. Battle with the Archivist Phantom

In the Archivist’s Study, the phantom
uses necrotic magic and spectral
constructs to overwhelm intruders.

2. Valis Ashquill (Tiefling, Chaotic Neutral) OvuTtcoME OPTIONS

A treasure hunter seeking to steal a
powerful spellbook. Valis’s greed could
complicate the mission.

3. The Archivist Phantom (Undead, Lawful
Evil)
A spectral librarian who guards the
knowledge within, punishing those who
disturb its order.

1. Escape the Library

The adventurers retrieve the desired
knowledge and flee before being
trapped.

2. Seal the Library

The adventurers disrupt the library’s
magic, locking it away from the material
plane.

3. Claim the Knowledge

LOCATIONS

1. The Shifting Aisles
A maze of shelves filled with ghostly
books. The aisles rearrange themselves,
making navigation difficult.

2. The Forbidden Annex
A hidden chamber containing cursed
texts and glowing runes. The air hums
with dark magic.

The adventurers take forbidden texts,
gaining unique abilities but risking
spiritual corruption.
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D20 RANDOM EVENTS: THE
PHANTOM LIBRARY

Roll
(1d20)

1-2
3-4
5-6
7-8
9-10

11-12
13-14

15-16

17-18

19-20

Event Description
A collapsing shelf imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a spectral tome imbued with
ethereal magic.
A rival group of scholars blocks the path forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Archivist’s wrath.
The adventurers find carvings depicting the
library’s origin.
The shelves shift unexpectedly, imposing
disadvantage on Insight checks.
The adventurers find a minor magical relic in the
Archivist’s Study.
A sudden tremor shifts the aisles, 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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In a secluded mountain
range, a valley has become a haunting
ground for ghostly echoes of the past.
Known as the Echoing Valley, it is filled
with spectral images of long-dead warriors
locked in endless battle. Travelers who
pass through the valley find themselves
dragged into these violent visions, unable
to discern illusion from reality. The
adventurers must uncover the source of the
valley’s curse and confront the ancient
spirit that perpetuates this torment.

KeyYy NPCs

1. Tarlon Brighthelm (Dwarf, Neutral
Good)
A former soldier who once passed
through the valley and bears strange
scars from the experience. Tarlon warns
of the valley’s tricks.

2. Lyssa Nightshade (Human, Chaotic
Neutral)
An opportunistic rogue seeking treasure
rumored to be buried beneath the
battlefield. Lyssa’s presence could
complicate the adventurers’ task.

3. The Warlord Phantom (Undead,
Chaotic Evil)
The vengeful spirit of a long-dead
warlord who keeps the valley trapped in
an endless loop of battle.

LOCATIONS
1. The Phantom Battlefield
A wide stretch of the valley where
spectral warriors clash endlessly. The
ground is littered with ghostly weapons
that flicker in and out of existence.

2. The Shattered Encampment
The remnants of an ancient army’s
camp, filled with spectral equipment and
faint whispers of strategy.

3. The Warlord’s Tomb
A ruined shrine hidden deep within the
valley, where the Warlord Phantom
resides. The air is heavy with sorrow and
violence.

ENCOUNTERS

1. Spectral Skirmishers
In the Phantom Battlefield, the
adventurers are attacked by 2 Shadows,
mimicking ancient soldiers.

2. Ethereal Traps
In the Shattered Encampment, ghostly
snares and collapsing ruins create
hazards. Success requires Dexterity
Saves (DC 14) and Arcana (DC 13)
checks.

3. Battle with the Warlord Phantom
In the Warlord’s Tomb, the phantom
uses necrotic magic and spectral
warriors to overwhelm intruders.

OuTtcoME OPTIONS

1. Free the Valley
The adventurers destroy the Warlord
Phantom, releasing the trapped spirits
and lifting the curse.

2. Seal the Tomb
The adventurers ward the tomb,
containing its magic but leaving the
Warlord’s spirit intact.

3. Claim the Warlord’s Power
The adventurers harness the phantom’s
spectral energy, gaining unique abilities
but risking corruption.
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D20 RANDOM EVENTS: THE
ECHOING VALLEY

Roll
(1d20)

1-2
3-4
5-6
7-8
9-10

11-12
13-14

15-16

17-18

19-20

Event Description
A collapsing section of the valley imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a spectral relic imbued with
ethereal magic.
A rival group of explorers blocks the path forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
passage.
A spectral figure warns of the Warlord’s wrath.
The adventurers find carvings depicting the valley’s
history.
The ghostly echoes intensify, imposing
disadvantage on Insight checks.
The adventurers find a minor magical relic in the
Warlord’s Tomb.
A sudden tremor shifts the valley, 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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Hidden in the
mountains, the Starlit
Fane is a temple shrouded in eternal
twilight, where the stars above seem
unnaturally close. Pilgrims who visit the
fane often speak of strange dreams or
disappear without a trace. The adventurers
are tasked with uncovering the secrets of
the fane, confronting the spectral forces
that guard it, and discovering why the
temple has begun drawing souls into the
Ethereal Plane.

Key NPCs

1. Elyra Moondance (Elf, Neutral Good)
A priestess who once visited the fane but
returned changed, with fragmented
memories of the stars “speaking” to her.

2. Kael Duskcaller (Tiefling, Chaotic
Neutral)
A star-watcher seeking to understand the
fane’s connection to the heavens. Kael’s
ambition may interfere with the party’s
mission.

3. The Astral Guardian (Undead, Neutral
Evil)
A ghostly protector of the temple, serving
the fane’s dark purpose by drawing souls
closer to the stars.

LOCATIONS

1. The Twilight Approach
A mountain path bathed in faint
starlight, where the air hums with magic.
Shadows flicker unnaturally along the
trail.

2. The Celestial Hall
The temple’s main chamber, filled with
intricate star maps and glowing runes.
Spectral light dances across the walls.

3. The Fane’s Core
A hidden sanctum at the heart of the
temple, where the Astral Guardian
resides. The air feels weightless, and the
stars seem almost tangible.

ENCOUNTERS

1. Starlit Shades
On the Twilight Approach, the
adventurers are attacked by 2 Shadows,
drawn to the fane’s ethereal energy.

2. Ethereal Hazards
In the Celestial Hall, shifting runes and
glowing light create disorienting
hazards. Success requires Arcana (DC
14) and Insight (DC 13) checks.

3. Battle with the Astral Guardian
In the Fane’s Core, the guardian uses
radiant magic and summoned phantoms
to overwhelm intruders.

OvutcoME OPTIONS

1. Cleanse the Temple
The adventurers destroy the Astral
Guardian, severing its connection to the
Ethereal Plane and restoring balance.

2. Seal the Core
The adventurers ward the temple,
containing its magic but leaving its
mysteries untouched.

3. Claim the Fane’s Power
The adventurers harness the fane’s
celestial energy, gaining unique abilities
but risking corruption.
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D20 RANDOM EVENTS: THE
STARLIT FANE

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing section of the trail imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of glowing crystal
imbued with ethereal magic.
A rival group of pilgrims blocks the path forward.
A glyph activates, summoning radiant defenders.
The adventurers hear whispers revealing a hidden
sanctum.
A spectral figure warns of the Astral Guardian’s
wrath.
The adventurers find carvings depicting the fane’s
history.
The starlight intensifies, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Fane’s Core.
A sudden tremor shifts the fane, 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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Perched on a lonely hill,
the Silent Manor is an
abandoned estate that has been sealed for
decades. Villagers claim that on certain
nights, faint music and ghostly laughter can
be heard drifting from its windows. Those
who enter never return. The adventurers
are tasked with exploring the manor,
uncovering the secrets of the noble family
who once lived there, and putting to rest
the vengeful spirits that haunt its halls.

KEey NPCs

1. Helena Brightwillow (Human, Neutral
Good)

An elderly villager who remembers the
manor’s tragic history and warns of the
spectral dangers within.

2. Orin Ashfell (Tiefling, Chaotic Neutral)
A daring explorer who has ventured into
the manor before but fled, leaving behind
crucial clues.

3. The Lord of Echoes (Undead, Lawful
Evil)

The spectral head of the noble family,
bound to the estate by a tragic betrayal
and seeking vengeance.

LOCATIONS

1. The Wailing Courtyard
The manor’s overgrown grounds, where
faint whispers and spectral shapes
flicker at the edges of sight.

2. The Gilded Halls
The main interior of the manor, filled
with decayed opulence and ghostly
echoes of past festivities.

3. The Shattered Study
A ruined library where the Lord of
Echoes resides, surrounded by the
spectral remnants of the manor’s dark
history.

ENCOUNTERS

1. Phantom Servants
In the Wailing Courtyard, the
adventurers are attacked by 2 Specters,
serving the Lord of Echoes.

2. Haunting Hazards
In the Gilded Halls, collapsing floors and
shifting shadows create dangers.
Success requires Dexterity Saves (DC
14) and Insight (DC 13) checks.

3. Battle with the Lord of Echoes
In the Shattered Study, the Lord uses
necrotic magic and summoned
phantoms to overwhelm intruders.

OvurcoME OPTIONS

1. Free the Manor
The adventurers destroy the Lord of
Echoes, releasing the trapped spirits and
ending the manor’s hauntings.

2. Seal the Study
The adventurers ward the study,
containing its magic but leaving its
mysteries intact.

3. Claim the Manor’s Power
The adventurers harness the spectral
energy, gaining unique abilities but
risking corruption.
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SILENT MANOR

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

112
13-14
15-16
17-18

19-20

Event Description
A collapsing section of the floor imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a spectral token imbued with
ethereal magic.
A rival group of adventurers blocks the path
forward.

A glyph activates, summoning phantom defenders.

The adventurers hear whispers revealing a hidden
chamber.

A spectral figure warns of the Lord of Echoes’
wrath.

The adventurers find carvings depicting the
manor’s tragic past.

The air thickens with ghostly mist, imposing
disadvantage on Perception checks.

The adventurers find a minor magical relic in the
Shattered Study.

A sudden tremor shifts the manor, 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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Deep within a forgotten
mine lies a glittering cavern filled with
strange, shifting light. Known as the
Shimmering Delve, the cavern is said to be
a gateway to the Ethereal Plane. Miners
who delved too deep unleashed ghostly
forces that now haunt the tunnels. The
adventurers must explore the delve,
confront the spectral guardians, and decide
whether to seal or harness the planar
breach.

KeyYy NPCs

1. Torren Flintstrike (Dwarf, Neutral Good)
A retired miner who warns of strange
phenomena in the mine and provides a
crude map of the delve.

2. Kaela Moonshard (Elf, Chaotic Neutral)
An arcane geologist seeking to extract
the delve’s ethereal crystals, even if it
endangers others.

3. The Warden of Lights (Undead, Lawful
Evil)

A spectral overseer who guards the
planar breach and enforces a ghostly
order among the mine’s dead.

LOCATIONS

1. The Echoing Shafts
The mine’s abandoned upper levels,
filled with collapsed beams and faint
whispers that echo eerily.

2. The Crystalline Cavern
A glittering chamber filled with glowing
crystals that hum with ethereal energy.
The air feels thin and cold.

3. The Planar Breach
A rift in the cavern’s depths where the
Warden of Lights resides. The
shimmering air warps perception and
feels alive.

ENCOUNTERS

1. Restless Miners
In the Echoing Shafts, the adventurers
are attacked by 2 Specters, the spirits of
miners drawn to the breach’s energy.

2. Shimmering Hazards
In the Crystalline Cavern, collapsing
crystals and refracted light create
challenges. Success requires Dexterity
Saves (DC 14) and Arcana (DC 13)
checks.

3. Battle with the Warden of Lights
At the Planar Breach, the Warden uses
radiant magic and summoned phantoms
to overwhelm intruders.

OvutcoME OPTIONS

1. Seal the Breach
The adventurers defeat the Warden and
close the planar rift, restoring peace to
the mine.

2. Study the Crystals
The adventurers stabilize the rift,
gaining access to its magic while risking
planar incursions.

3. Claim the Ethereal Power
The adventurers harness the delve’s
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
SHIMMERING DELVE

Roll
(1d20)

1-2
3-4
5-6
7-8
9-10

11-12
13-14

15-16

17-18

19-20

Event Description
A collapsing crystal imposes disadvantage on
Dexterity saves for an hour.
The adventurers find an ethereal shard imbued
with ghostly magic.
A rival group of explorers blocks the path forward.
A glyph activates, summoning radiant defenders.
The adventurers hear whispers revealing a hidden
tunnel.
A spectral figure warns of the Warden’s wrath.
The adventurers find carvings depicting the mine’s
history.
The light grows blinding, imposing disadvantage
on Perception checks.
The adventurers find a minor magical relic in the
Crystalline Cavern.
A sudden tremor shifts the delve, 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 an ancient
fortress lie the Weeping
Halls, a network of forgotten catacombs
where spectral sobbing echoes endlessly.
Locals claim that those who venture too
deep are overcome by sorrow, unable to
leave. The adventurers are tasked with
braving the halls, uncovering the source of
the haunting cries, and freeing the spirits
trapped within.

KEY NPCs

1. Talia Mourningdusk (Human, Neutral
Good)
A historian who believes the Weeping
Halls were once a sacred burial ground
desecrated by invaders.

2. Arik Stoneshade (Dwarf, Chaotic
Neutral)

A grizzled treasure hunter seeking riches

within the halls, dismissive of the
dangers.

3. The Wailing Guardian (Undead, Neutral
Evil)
A spectral protector who punishes those
who disturb the catacombs’ sanctity,
drawing power from the sorrowful dead.

LOCATIONS

1. The Sorrowful Descent
A spiral staircase descending into the
catacombs, where the sobbing begins to
echo faintly.

2. The Veil of Tears
A central chamber filled with spectral
water pooling from the walls. Faint
apparitions drift aimlessly through the
room.

3. The Guardian’s Crypt
The heart of the halls, where the Wailing
Guardian resides. The air is cold and
heavy with despair.

ENCOUNTERS

1. Lamenting Spirits
In the Sorrowful Descent, the
adventurers are attacked by 2 Shadows,
drawn to intruders’ emotions.

2. Spectral Hazards
In the Veil of Tears, ghostly apparitions
and sudden floods create challenges.
Success requires Wisdom Saves (DC 14)
and Athletics (DC 13) checks.

3. Battle with the Wailing Guardian
In the Guardian’s Crypt, the guardian
uses necrotic magic and summoned
phantoms to overwhelm intruders.

OvurcoME OPTIONS

1. Free the Spirits
The adventurers destroy the Wailing
Guardian, releasing the trapped souls
and silencing the halls.

2. Seal the Halls
The adventurers ward the crypt,
containing its magic but leaving its
mysteries untouched.

3. Claim the Guardian’s Power
The adventurers harness the crypt’s
spectral energy, gaining unique abilities
but risking corruption.
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D20 RANDOM EVENTS: THE
WEEPING HALLS

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A collapsing section of the staircase imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a spectral trinket imbued with
ethereal magic.
A rival group of treasure seekers blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Guardian’s wrath.
The adventurers find carvings depicting the halls’
tragic past.
The air thickens with sorrow, imposing
disadvantage on Insight checks.
The adventurers find a minor magical relic in the
Veil of Tears.
A sudden tremor shifts the halls, 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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Once a thriving estate,
the Fading Garden has
become a spectral shadow of its former
glory. Its vibrant flowers are now
translucent, and ghostly figures wander
among the withered hedges. Locals believe
the garden is caught between the material
and ethereal planes, and its caretaker—a
mysterious ghost—holds the key to its
salvation or destruction. The adventurers
must delve into the garden and confront
the forces that bind it to its haunting state.

Key NPCs

1. Maelis Gloomshade (EIf, Neutral Good)
A former gardener who believes the
estate can be restored to life and seeks
the adventurers’ help.

2. Varen Duskspring (Tiefling, Chaotic
Neutral)
A rogue looking for ethereal herbs said
to grant visions. Varen’s meddling may
disrupt the adventurers’ plans.

3. The Wraith Gardener (Undead, Neutral
Evil)
A ghostly figure bound to the garden,
preserving its ethereal beauty at the cost
of mortal lives.

LOCATIONS

1. The Translucent Maze
A hedge maze filled with faint whispers
and shifting paths that disorient
intruders.

2. The Withering Grove
An orchard where ghostly fruit hangs
from spectral trees, surrounded by eerie,
glowing mist.

3. The Glasshouse of Sorrows
A ruined greenhouse where the Wraith
Gardener resides. Shattered glass and
spectral vines fill the room.

ENCOUNTERS

1. Phantom Vines
In the Translucent Maze, the

adventurers are attacked by 2 Shadows,

hiding among the disorienting hedges.
2. Ethereal Hazards
In the Withering Grove, collapsing
branches and glowing mist create
challenges. Success requires Dexterity
Saves (DC 14) and Insight (DC 13)
checks.
3. Battle with the Wraith Gardener
In the Glasshouse of Sorrows, the
gardener uses necrotic magic and
spectral plants to overwhelm intruders.

OvurcoME OPTIONS

1. Restore the Garden
The adventurers destroy the Wraith
Gardener, lifting the ethereal curse and
reviving the garden.

2. Seal the Estate
The adventurers ward the garden,
containing its magic but leaving its
mysteries intact.

3. Claim the Garden’s Power
The adventurers harness the garden’s
spectral energy, gaining unique abilities
but risking corruption.
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D20 RANDOM EVENTS: THE
FADING GARDEN

Roll
(1d20)

1-2
3-4
5-6
7-8
9-10

11-12
13-14

15-16

17-18

19-20

Event Description
A collapsing section of the maze imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a spectral blossom imbued
with ethereal magic.
A rival group of botanists blocks the path forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Gardener’s wrath.
The adventurers find carvings depicting the
garden’s history.
The air thickens with glowing mist, imposing
disadvantage on Insight checks.
The adventurers find a minor magical relic in the
Glasshouse of Sorrows.
A sudden tremor shifts the maze, 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 enormous ghostly
ship has been seen drifting just off the
coast, its sails tattered and its hull glowing
faintly in the moonlight. Known as the
Vessel of Lost Souls, the ship is said to be a
haven for restless spirits who cannot find
peace. Fishermen speak of hearing
mournful wails, and some have seen
figures wandering the ship’s decks. The
adventurers must board the spectral vessel,
confront its ghostly captain, and uncover
the tragic story that binds the souls to this
haunting ship.

KEeYy NPCs

1. Marlin Tideborn (Human, Neutral Good)
A retired sailor who once encountered
the vessel and bears a ghostly mark on
his hand as a result.

2. Kaeris Shadowwake (Tiefling, Chaotic
Neutral)

A daring rogue who seeks to loot the
ship for rumored treasures, regardless of
the spirits’ unrest.

3. Captain Wraithmoor (Undead, Neutral
Evil)

The spectral captain who commands the
vessel, bound by guilt and tragedy to
keep it adrift.

LOCATIONS

1. The Shimmering Decks
The upper level of the ship, where
ghostly figures roam aimlessly and faint
whispers fill the air.

2. The Phantom Hold
A cavernous interior filled with spectral
cargo and glowing chains that seem to
bind the ship together.

3. The Captain’s Quarters
A grand cabin shrouded in ghostly light,
where Captain Wraithmoor resides. The
room is cold and oppressive.

ENCOUNTERS

1. Drifting Phantoms
On the Shimmering Decks, the
adventurers are attacked by 2 Specters,
patrolling the ship.

2. Haunted Hazards
In the Phantom Hold, collapsing cargo
and spectral chains create dangers.
Success requires Dexterity Saves (DC
14) and Wisdom Saves (DC 13).

3. Battle with Captain Wraithmoor
In the Captain’s Quarters, the captain
uses necrotic magic and summoned
phantoms to overwhelm intruders.

OuTtcoME OPTIONS

1. Free the Ship
The adventurers destroy Captain
Wraithmoor, releasing the trapped souls
and allowing the ship to finally rest.

2. Seal the Vessel
The adventurers ward the ship,
containing its spectral energy but leaving
its mysteries unresolved.

3. Claim the Ship’s Power
The adventurers harness the vessel’s
ghostly energy, gaining unique abilities
but risking corruption.
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D20 RANDOM EVENTS: THE
VESSEL 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 collapsing mast imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a spectral artifact imbued
with ethereal magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
compartment.
A spectral figure warns of the Captain’s wrath.
The adventurers find carvings depicting the ship’s
tragic history.
The mist thickens, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Captain’s Quarters.
A sudden tremor shifts the ship, 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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An ancient orchard
stands at the edge of a quiet village, its
gnarled trees perpetually in bloom despite
the changing seasons. Villagers whisper of
ghostly figures drifting through the orchard
at night and strange, glowing fruit that
vanishes by morning. The adventurers
must investigate the orchard, uncover its
spectral secrets, and confront the forces
that bind it to the Ethereal Plane.

Key NPCs

1. Elwin Greenthorn (Elf, Neutral Good)
A village elder who believes the
orchard’s unnatural vitality is linked to
an ancient curse.

2. Tessara Shadebloom (Tiefling, Chaotic
Neutral)
An alchemist drawn to the orchard’s
glowing fruit, hoping to harvest its
magical properties.

3. The Orchard Keeper (Undead, Neutral
Evil)
A ghostly figure who protects the
orchard and uses its magic to trap
trespassers in an endless cycle.

LOCATIONS

1. The Blooming Paths
Twisting trails lined with trees that seem
to whisper faintly. Glowing fruit hangs
just out of reach.

2. The Ethereal Grove
A central clearing filled with spectral
light and ghostly vines that pulse faintly
with magic.

3. The Keeper’s Shrine
A ruined altar surrounded by glowing
roots, where the Orchard Keeper
resides. The air is thick with sorrow.

ENCOUNTERS

1. Spectral Vines
In the Blooming Paths, the adventurers
are attacked by 2 Shadows, disguised as
part of the foliage.

2. Ethereal Hazards
In the Ethereal Grove, collapsing
branches and glowing roots create
challenges. Success requires Dexterity
Saves (DC 14) and Arcana (DC 13)
checks.

3. Battle with the Orchard Keeper
At the Keeper’s Shrine, the keeper uses
necrotic magic and spectral plants to
overwhelm intruders.

OvutcoME OPTIONS

1. Break the Curse
The adventurers destroy the Orchard
Keeper, releasing the spirits and
restoring the orchard to its natural state.

2. Preserve the Grove
The adventurers ward the grove,
containing its energy but leaving its
mysteries intact.

3. Claim the Orchard’s Power
The adventurers harness the orchard’s
ethereal magic, gaining unique abilities
but risking corruption.
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D20 RANDOM EVENTS: THE
HAUNTED ORCHARD

Roll
(1d20)

1-2
3-4
5-6
7-8
9-10

11-12
13-14

15-16

17-18

19-20

Event Description
A collapsing tree branch imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a glowing fruit imbued with
ethereal magic.

A rival group of harvesters blocks the path forward.

A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
alcove.

A spectral figure warns of the Keeper's wrath.
The adventurers find carvings depicting the
orchard’s origins.

The air thickens with ghostly light, imposing
disadvantage on Insight checks.

The adventurers find a minor magical relic in the
Keeper's Shrine.

A sudden tremor shifts the grove, 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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Rising from a lake of
shimmering mist, the Mistbound Cathedral
appears only under the light of a full moon.
Its bells toll faintly, though no one tends
them, and ghostly hymns echo across the
water. The adventurers must navigate the
ethereal lake, uncover the cathedral’s
haunting history, and confront the spirit
that binds it to the Ethereal Plane.

Key NPCs
1. Father Ardyn (Human, Neutral Good)

A former priest who once served the
cathedral and believes its haunting is a

punishment for an ancient transgression.

2. Selka Frostveil (Tiefling, Chaotic
Neutral)
An opportunist hoping to plunder the
cathedral’s treasures, willing to betray
the party to reach her goals.

3. The Bellkeeper Wraith (Undead, Neutral
Evil)
A spectral guardian who ensures the
cathedral remains bound to the mist,
trapping souls drawn to its haunting
beauty.

LOCATIONS

1. The Shimmering Shore
A misty lake’s edge where the
cathedral’s ghostly outline looms faintly
in the distance. Strange ripples disturb
the water.

2. The Ghostly Nave
The cathedral’s interior, where spectral
light filters through shattered stained
glass, illuminating ghostly pews.

3. The Bell Tower
The highest point of the cathedral,
where the Bellkeeper Wraith resides.
The air is thick with mournful echoes.

ENCOUNTERS

1. Phantom Attendants
On the Shimmering Shore, the
adventurers are attacked by 2 Specters,
lingering servants of the cathedral.

2. Haunting Hazards
In the Ghostly Nave, collapsing beams
and disorienting whispers create
dangers. Success requires Dexterity
Saves (DC 14) and Arcana (DC 13)
checks.

3. Battle with the Bellkeeper Wraith
In the Bell Tower, the wraith uses
necrotic magic and spectral soundwaves
to overwhelm intruders.

OutcoME OPTIONS

1. Silence the Bells
The adventurers destroy the Bellkeeper
Wraith, breaking its curse and allowing
the cathedral to fade from the Ethereal
Plane.

2. Seal the Cathedral
The adventurers ward the cathedral,
stabilizing its presence but leaving its
mysteries intact.

3. Claim the Bell’s Power
The adventurers harness the spectral
energy of the bells, gaining unique
abilities but risking corruption.

193



D20 RANDOM EVENTS: THE
MiSTBOUND CATHEDRAL

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

11-12
13-14

15-16
17-18

19-20

Event Description
A collapsing section of the nave imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a spectral shard imbued with
ethereal magic.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning ghostly defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Bellkeeper’s wrath.
The adventurers find carvings depicting the
cathedral’s tragic past.
The mist thickens, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Bell Tower.
A sudden tremor shifts the nave, 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 enchanted forest has
fallen under a perpetual eclipse, its once-
lush canopy now shrouded in ghostly
twilight. Travelers report shadowy figures
flitting through the trees and whispers of
an ancient guardian corrupted by an
ethereal curse. The adventurers must
venture into the grove, uncover the cause of
the eclipse, and confront the spectral
guardian at its heart.

KEey NPCs

1. Lyra Dawnshade (Elf, Neutral Good)
A druid who believes the grove’s plight is
tied to an ancient ritual gone awry.

2. Ryn Shadowsong (Tiefling, Chaotic
Neutral)
A bard who sees the grove as an
opportunity to collect rare and powerful
stories, regardless of the risk.

3. The Shadow Guardian (Undead, Neutral
Evil)
A spectral protector who enforces the
grove’s ethereal corruption, trapping
intruders in its shadowy depths.

LOCATIONS
1. The Twilight Path

A winding trail lined with withered trees
and glowing runes. The air feels heavy,
and shadows flicker unnaturally.

2. The Gloomlight Clearing
A central meadow bathed in faint,
ghostly light, where whispers echo from
unseen sources.

3. The Heart of the Grove
A darkened glade at the grove’s core,
where the Shadow Guardian resides.
The air hums with necrotic energy.

ENCOUNTERS

1. Ethereal Beasts
On the Twilight Path, the adventurers
are attacked by 2 Shadows, drawn to the
grove’s energy.

2. Shadow Traps
In the Gloomlight Clearing, shifting
shadows and glowing runes create
hazards. Success requires Dexterity
Saves (DC 14) and Arcana (DC 13)
checks.

3. Battle with the Shadow Guardian
In the Heart of the Grove, the guardian
uses necrotic magic and summoned
phantoms to overwhelm intruders.

OvurcoME OPTIONS

1. Restore the Grove
The adventurers destroy the Shadow
Guardian, lifting the eclipse and allowing
the forest to recover.

2. Preserve the Shadows
The adventurers stabilize the grove’s
magic, balancing its shadowy state and
its natural vitality.

3. Claim the Grove’s Power
The adventurers harness the grove’s
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
EcLiPSED GROVE

Roll
(1d20) Event Description

1-2 A collapsing tree branch imposes disadvantage on
Dexterity saves for an hour.

3-4 The adventurers find a glowing shard imbued with
ethereal magic.

5-6 A rival group of explorers blocks the path forward.

7-8 A glyph activates, summoning shadowy defenders.

9-10 The adventurers hear whispers revealing a hidden
glade.

11-12 A spectral figure warns of the Shadow Guardian’s
wrath.

13-14  The adventurers find carvings depicting the grove’s
history.

15-16  The shadows intensify, imposing disadvantage on
Perception checks.

17-18  The adventurers find a minor magical relic in the
Heart of the Grove.

19-20 A sudden tremor shifts the grove, 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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A secluded beach
appears only under the
light of a full moon, its sands shimmering
like liquid silver. Locals call it the Silver
Shore and warn that those who venture
there often return with no memory of their
journey—or vanish entirely. The
adventurers must explore the mysterious
beach, confront the spectral forces that
dwell there, and uncover the truth of its
connection to the Ethereal Plane.

KEeYy NPCs

1. Isla Wavecrest (Human, Neutral Good)
A fisherwoman who once stumbled upon
the shore and returned with fragmented
memories and an ethereal trinket.

2. Kael Stormborn (Tiefling, Chaotic
Neutral)

A rogue sailor seeking to loot the shore’s
ghostly treasures, regardless of the
consequences.

3. The Tidekeeper Wraith (Undead,
Neutral Evil)

A spectral entity bound to the beach,
using its ethereal power to trap those
who tread its sands.

LOCATIONS
1. The Moonlit Sands

A shimmering expanse of beach where
ghostly figures flicker faintly and the
waves whisper eerie songs.

2. The Glimmering Caverns
A network of caves carved into the cliffs,
filled with glowing crystals and spectral
echoes.

3. The Tidekeeper’s Lair
A secluded grotto where the Tidekeeper
Wraith resides, surrounded by glowing
runes and pulsing spectral energy.

ENCOUNTERS

1. Spectral Waves
On the Moonlit Sands, the adventurers
are attacked by 2 Specters, drawn to the
ethereal energy of the shore.

2. Cave Hazards
In the Glimmering Caverns, collapsing
rocks and glowing crystals create
dangers. Success requires Dexterity
Saves (DC 14) and Arcana (DC 13)
checks.

3. Battle with the Tidekeeper Wraith
In the Tidekeeper’s Lair, the wraith uses
necrotic magic and spectral constructs
to overwhelm intruders.

OvutcoME OPTIONS

1. Free the Shore
The adventurers destroy the Tidekeeper
Wraith, breaking its curse and restoring
the beach to its natural state.

2. Seal the Caverns
The adventurers stabilize the shore’s
magic, preventing further hauntings
while leaving its mysteries intact.

3. Claim the Shore’s Power
The adventurers harness the spectral
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
SILVER SHORE

Roll
(1d20)

1-2
3-4
5-6
7-8
9-10

11-12
13-14

15-16

17-18

19-20

Event Description
A collapsing section of the cliffs imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a glowing shard imbued with
ethereal magic.

A rival group of scavengers blocks the path forward.

A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
alcove.

A spectral figure warns of the Tidekeeper's wrath.
The adventurers find carvings depicting the shore’s
history.

The waves intensify, imposing disadvantage on
Perception checks.

The adventurers find a minor magical relic in the
Tidekeeper's Lair.

A sudden tremor shifts the beach, 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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A jagged, black spire juts
out of a misty moor, its
surface etched with glowing, runic scars.
Known as the Wailing Spire, it emits a
haunting, melodic keening that unsettles all
who hear it. Locals claim the spire is a
prison for a powerful entity, bound by an
ancient pact. The adventurers must explore
the spire, navigate its spectral defenses,
and confront the wailing spirit that lingers
at its peak.

KEey NPCs

1. Ferren Moorsong (Elf, Neutral Good)
A scholar who believes the spire’s
haunting is tied to a ritual gone wrong.

2. Arick Shadowcrest (Tiefling, Chaotic
Neutral)
A rogue magician seeking to siphon the
spire’s magical energy, regardless of the
risks.

3. The Keening Spirit (Undead, Neutral
Evil)
A spectral entity trapped within the
spire, whose mournful cries warp reality
and summon lesser spirits.

LOCATIONS
1. The Mistbound Approach

A boggy path leading to the spire, where
ghostly figures flicker at the edges of
vision.

2. The Rune-Covered Staircase
A spiraling staircase that climbs the
spire, lined with glowing runes that
pulse faintly with necrotic energy.

3. The Spirit’s Apex
The spire’s peak, where the Keening
Spirit resides. The air is heavy with
sorrow, and the runes glow brighter
here.

ENCOUNTERS

1. Phantom Stalkers
On the Mistbound Approach, the
adventurers are attacked by 2 Shadows,
drawn to the spire’s energy.

2. Ethereal Hazards
On the Rune-Covered Staircase,
collapsing steps and glowing traps
create challenges. Success requires
Dexterity Saves (DC 14) and Arcana (DC
13) checks.

3. Battle with the Keening Spirit
At the Spirit’s Apex, the entity uses
necrotic magic and spectral soundwaves
to overwhelm intruders.

OvurcoME OPTIONS

1. Release the Spirit
The adventurers destroy the Keening
Spirit, silencing the spire and lifting its
curse.

2. Stabilize the Runes
The adventurers ward the spire,
containing its power and preventing
further hauntings.

3. Claim the Spirit’s Power
The adventurers harness the spectral
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
WAILING SPIRE

Roll
(1d20)

1-2
3-4
5-6
7-8
9-10

11-12
13-14

15-16

17-18

19-20

Event Description
A collapsing section of the staircase imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a glowing shard imbued with
ethereal magic.
A rival group of scavengers blocks the path forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Spirit’s wrath.
The adventurers find carvings depicting the spire’s
history.
The spectral keening intensifies, imposing
disadvantage on Insight checks.
The adventurers find a minor magical relic in the
Spirit's Apex.
A sudden tremor shifts the spire, 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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A spectral zoo appears
in the center of a bustling city every
solstice, its ghostly cages containing
creatures from the Ethereal Plane. Curious
onlookers have begun to vanish, and
whispers of a fiendish ringmaster
manipulating the menagerie spread
quickly. The adventurers must investigate
this haunting attraction, confront its
spectral keepers, and determine how to
stop its appearances.

Ky NPCs

1. Lyria Moonglow (EIf, Neutral Good)

A bard who believes the menagerie holds
clues to a long-lost Ethereal ritual.

2. Quinn Ashveil (Tiefling, Chaotic Neutral)
A street magician fascinated by the
menagerie’s creatures and eager to
study their magic.

3. The Spectral Keeper (Undead, Neutral
Evil)

A ghostly entity who curates the
menagerie, trapping both creatures and
mortals within its cages.

LOCATIONS

1. The Luminous Plaza
The menagerie’s entrance, filled with
flickering spectral banners and eerie,
otherworldly music.

2. The Ghostly Menagerie
A maze of shifting cages where the
creatures from the Ethereal Plane roam,
their glowing eyes watching intruders.

3. The Keeper’s Tent
A grand tent in the menagerie’s heart,
where the Spectral Keeper resides. The
air is thick with spectral energy.

ENCOUNTERS
1. Caged Beasts

In the Ghostly Menagerie, the
adventurers are attacked by 2 Shadows,
unleashed by the Spectral Keeper.

. Haunting Hazards

In the Ghostly Menagerie, glowing runes
and collapsing cages create dangers.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

. Battle with the Spectral Keeper

In the Keeper’s Tent, the keeper uses
necrotic magic and spectral beasts to
overwhelm intruders.

OuTtcoME OPTIONS
1. Disband the Menagerie

The adventurers destroy the Spectral
Keeper, releasing the trapped creatures
and ending the menagerie’s
appearances.

. Stabilize the Menagerie

The adventurers stabilize the cages,
containing their magic but leaving the
menagerie intact.

. Claim the Menagerie’s Power

The adventurers harness the
menagerie’s energy, gaining unique
abilities but risking corruption.
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D20 RANDOM EVENTS: THE
PHANTOM MENAGERIE

Roll
(1d20) Event Description

1-2 A collapsing cage imposes disadvantage on
Dexterity saves for an hour.

3-4 The adventurers find a glowing shard imbued with
ethereal magic.

5-6 A rival group of explorers blocks the path forward.

7-8 A glyph activates, summoning spectral defenders.

9-10 The adventurers hear whispers revealing a hidden
chamber.

11-12 A spectral figure warns of the Keeper’s wrath.

13-14  The adventurers find carvings depicting the
menagerie’s origin.

15-16  The ghostly music intensifies, imposing
disadvantage on Insight checks.

17-18  The adventurers find a minor magical relic in the
Keeper’s Tent.

19-20 A sudden tremor shifts the menagerie, 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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A grand banquet hall
appears in the heart of
the forest, its tables laden with glowing,
otherworldly food. Known as the Eternal
Feast, this ghostly phenomenon draws
travelers with its enchanting aromas, only
for them to disappear without a trace. The
adventurers must investigate the banquet,
confront its spectral host, and uncover the
curse that binds the feast to the Ethereal
Plane.

KeyYy NPCs

1. Eryssa Dawnspire (Elf, Neutral Good)
A wandering priestess who narrowly
escaped the feast and seeks to end its
curse.

2. Dorin Greathollow (Dwarf, Chaotic
Neutral)

A gluttonous explorer lured by tales of
magical food, willing to risk everything
for a taste.

3. The Feastmaster Wraith (Undead,
Neutral Evil)

A spectral host who ensnares unwary

guests in an endless cycle of feasting and

servitude.

LOCATIONS

1. The Enchanted Clearing
A glowing, mist-filled glade where
ghostly music draws travelers to the
banquet.

2. The Banquet Hall
A grand dining area filled with shifting,
ethereal light and spectral guests
feasting silently.

3. The Feastmaster’s Throne
A raised dais at the end of the hall,
where the Feastmaster Wraith presides.
The air here feels thick and oppressive.

ENCOUNTERS

1. Ghostly Guests
In the Enchanted Clearing, the
adventurers are attacked by 2 Specters,
bound to the Feastmaster’s will.

2. Cursed Hazards
In the Banquet Hall, glowing dishes and
collapsing chandeliers create dangers.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Feastmaster Wraith
At the Feastmaster’s Throne, the wraith
uses necrotic magic and summoned
phantoms to overwhelm intruders.

OurcoME OPTIONS

1. Dispel the Curse
The adventurers destroy the
Feastmaster Wraith, breaking the cycle
and allowing the trapped souls to rest.

2. Preserve the Banquet
The adventurers stabilize the magic,
preventing further hauntings but leaving
the feast intact.

3. Claim the Feast’s Power
The adventurers harness the banquet’s
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
ETERNAL FEAST

Roll
(1d20)

1-2
3-4
5-6
7-8
9-10

11-12
13-14

15-16

17-18

19-20

Event Description
A collapsing table imposes disadvantage on
Dexterity saves for an hour.
The adventurers find a spectral goblet imbued with
ethereal magic.
A rival group of explorers blocks the path forward.
A glyph activates, summoning ghostly defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Feastmaster’s wrath.
The adventurers find carvings depicting the feast’s
cursed origins.
The music grows louder, imposing disadvantage
on Insight checks.
The adventurers find a minor magical relic at the
Feastmaster’s Throne.
A sudden tremor shifts the hall, 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 impossible labyrinth
of shadows appears on
the outskirts of a city, its dark corridors
shifting and pulsing with malevolent
energy. Those who enter find themselves
lost in a realm of flickering illusions,
hunted by shadowy figures. The
adventurers must navigate the maze,
confront the fiendish entity at its heart, and
destroy the artifact that anchors it to the
material plane.

KEeYy NPCs

1. Kariel Stonemantle (Dwarf, Neutral
Good)
A former guard who barely escaped the
maze and carries scars from her
encounter with its shadowy inhabitants.

2. Torvin Darksight (Tiefling, Chaotic
Neutral)
An opportunist hoping to use the maze
as a weapon against his enemies,
regardless of the consequences.

3. The Maze Warden (Undead, Neutral
Evil)
A shadowy fiend who manipulates the
maze, trapping mortals for its twisted
amusement.

LOCATIONS

1. The Shifting Entryway
The entrance to the maze, where the
walls flicker and shift as if alive. The air
feels cold and oppressive.

2. The Shadow Paths
A labyrinthine network of corridors filled
with flickering lights and disorienting
illusions.

3. The Warden’s Core
A central chamber where the Maze
Warden resides. The air hums with dark
energy, and the walls pulse like a
heartbeat.

ENCOUNTERS
1. Shadow Stalkers

In the Shifting Entryway, the
adventurers are attacked by 2 Shadows,
drawn to the maze’s power.

2. Illusory Hazards
In the Shadow Paths, collapsing walls
and flickering illusions create dangers.
Success requires Dexterity Saves (DC
14) and Insight (DC 13) checks.

3. Battle with the Maze Warden
At the Warden’s Core, the warden uses
necrotic magic and summoned shadows
to overwhelm intruders.

OuTrcoME OPTIONS

1. Destroy the Artifact
The adventurers shatter the artifact,
collapsing the maze and freeing its
trapped souls.

2. Stabilize the Maze
The adventurers seal the maze,
preventing further harm while leaving its
secrets intact.

3. Claim the Maze’s Power
The adventurers harness the maze’s
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
SHADOW 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 collapsing section of the maze imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a glowing shard imbued with
shadow magic.
A rival group of explorers blocks the path forward.
A glyph activates, summoning shadowy defenders.
The adventurers hear whispers revealing a hidden
path.
A spectral figure warns of the Warden’s wrath.
The adventurers find carvings depicting the maze’s
creation.
The shadows deepen, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Warden'’s Core.
A sudden tremor shifts the maze, 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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3. The Host’s Balcony
A raised platform overlooking the
ballroom, where the Phantom Host
resides. The air is heavy with magic, and
ghostly chandeliers sway ominously.

PrLoT HOOK

A grand, spectral
ballroom appears at the stroke of midnight
in the ruins of an ancient manor. Known as
the Forgotten Masquerade, the event traps
unsuspecting visitors in an endless dance,
their identities concealed by enchanted
masks. The adventurers must infiltrate the
masquerade, uncover its hidden truths, and
confront the ghostly host orchestrating this
sinister spectacle.

ENCOUNTERS

1. Masked Wraiths
In the Phantom Courtyard, the
adventurers are attacked by 2 Specters,
spectral guards bound to the host.

2. Ballroom Hazards
In the Illusory Ballroom, collapsing
chandeliers and shifting illusions create
dangers. Success requires Dexterity

KEY NPCS Saves (DC 14) and Arcana (DC 13)

1. Lady Evandra Nightshade (Elf, Neutral checks.
Good) 3. Battle with the Phantom Host

At the Host’s Balcony, the host uses
necrotic magic and spectral servants to
overwhelm intruders.

A noble who lost her family to the
masquerade decades ago. She warns the
adventurers of the dangers within.

2. Rylas Gloomwveil (Tiefling, Chaotic
Neutral)
A rogue who seeks to steal the
enchanted masks, potentially

OutcoME OPTIONS
1. Break the Masquerade

jeopardizing the party’s plans.

3. The Phantom Host (Undead, Neutral
Evil)
A ghostly noble who uses the
masquerade to gather souls, weaving
their essence into its eternal dance.

LOCATIONS

1. The Phantom Courtyard
The mansion’s crumbling exterior,
where spectral guests float toward the

ballroom, their laughter echoing faintly.

2. The Illusory Ballroom
A grand chamber filled with swirling
light and ghostly music. The enchanted
masks conceal the true nature of the
dancers.

The adventurers destroy the Phantom
Host, ending the endless dance and
freeing the trapped souls.

2. Seal the Ballroom

The adventurers stabilize the
enchantment, preserving the
masquerade but preventing further
harm.

3. Claim the Masquerade’s Power

The adventurers harness the ballroom’s
spectral magic, gaining unique abilities
but risking corruption.
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D20 RANDOM EVENTS: THE
FORGOTTEN MASQUERADE

Roll
(1d20)
1-2
3-4

5-6

7-8
9-10

112
13-14
15-16
17-18

19-20

Event Description
A collapsing section of the ballroom imposes
disadvantage on Dexterity saves for an hour.
The adventurers find an enchanted mask imbued
with ethereal magic.
A rival group of masked dancers blocks the path
forward.
A glyph activates, summoning ghostly defenders.
The adventurers hear whispers revealing a hidden
alcove.
A spectral figure warns of the Phantom Host's
wrath.
The adventurers find carvings depicting the
masquerade’s origins.
The ghostly music intensifies, imposing
disadvantage on Insight checks.
The adventurers find a minor magical relic on the
Host's Balcony.
A sudden tremor shifts the ballroom, 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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