


These amazing supporter
made this possible

Alex Garcia
Ankersmith
Benjamin Andersen
Ben Timmonds
Bethany Graham
Bryan Kurpierz
Carlos

Cognoscente

David Buswell-Wible
Dean Stonehouse
Dominic Spinella
Donovan Daniel Corzo
Family Fools & Friends
Fips LaCalza

Florian Mengert
Fred Stranzghan
GCamer6é
HeavensRevenge
James Malpas

Jeft Lee

Jeremy

Jochen Linnemann
K| Lewis

Lynn Gerena

Marcin Kapucinski

Marco_Wenzel
Martin Pricha

Donovan Daniel Corzo
Family Fools & Friends
Fips LaCalza
Florian Mengert
Fred Stranahan
Gamer6é
HeavensRevenge
James Malpas
|eff Lee

Jeremy

Jochen Linnemann
K] Lewis

Lynn Gerena
Marcin Kapucinski
Marco_VWenzel
Martin Pricha
Matthew Luellen
Michael Kusek
Michael Martinez
Mike Field

Nathan
ReagnarokZim
Robert J[ames
Sean

Shannon Taylor

Ste Bauman
Sven Hinrichsen




Adventure Seeds
Edition 2024

Produced and Published by JC
All Rights Reserved.

©re

This edition of The Adventure Seeds series is intended for

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

First Edition, November 2024.

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

Discover more game-changing tools for busy DMs—
click here to level up your campaigns!



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

CONTENTS

GLOBAL INTRODUCTION TO THE
ADVENTURE SEEDS COLLECTION

WELCOME, DUNGEON MASTER! .............
THE FIVE VOLUMES OF ADVENTURE .......
A TREASURE TROVE OF CONTENT.........
EASE OF USE FOR EVERY DM ...
EMBARK ON NEW ADVENTURES ...

SECTION 1: THE SIEGE OF
FORGOTTEN STRONGHOLDS.

ADVENTURE SEED 301:

ProT Hook

2

...... 2

KEey NPCs

LoOCATIONS
ENCOUNTERS

OutcoME OPTIONS

9 BENNO ) NG ) O ) B |

D20 RANDOM EVENTS: THE FALLEN
BASTION

DM ScraTCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 302:

Pror Hook

Key NPCs

LOCATIONS

ENCOUNTERS

OvuTtcoME OPTIONS

ES RN BEES BN TN

D20 RANDOM EVENTS: THE
B1rACKSTONE CITADEL

DM ScrATCH PAD
DM'’s CustoM NOTES

ADVENTURE SEED 303:

ProT Hook

Key NPCs

LOCATIONS

ENCOUNTERS

OvuTtcoME OPTIONS

O v OV O VO | ©

D20 RaANDOM EVENTS: THE CRIMSON
FORTRESS

10

DM ScrATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 304:

ProT Hook

Key NPCs

LOCATIONS

ENCOUNTERS

OvutcoME OPTIONS

D20 RANDOM EVENTS: THE VEILED
WATCHTOWER

DM ScrATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 305:

Pror Hook

Kty NPCs

LocATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RaNDOM EVENTS: THE SILENT
REDOUBT

DM ScrAaTCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 306:

Pror Hook

Key NPCs

LocATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RANDOM EVENTS: THE BROKEN
SPIRE

DM ScrATCH PAD
DM’s CustoM NOTES

ADVENTURE SEED 307:

ProT Hook

Key NPCs

LocATIONS

ENCOUNTERS
OutcoME OPTIONS

10
10

11

11
11
11
11
11

12
12
12

13

13
13
13
13
13

14
14
14

15

15
15
15
15
15

16
16
16

17

17
17
17
17
17



D20 RANDOM EVENTS: THE
FrOSTBOUND KEEP

DM ScrATCH PAD

DM’s CusToM NOTES

ADVENTURE SEED 308:

ProT Hook

KEey NPCs

LOCATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE ASHEN
CITADEL

DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 309:

Protr Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RaNDOM EVENTS: THE IRON
BAsTION

DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 310:

Protr Hook

KEey NPCs

LOCATIONS

ENCOUNTERS

OvuTtcoME OPTIONS

D20 RANDOM EVENTS: THE
BLooDSTONE KEEP

DM ScraTcH PAD

DM’s CustoM NOTES

ADVENTURE SEED 311:

Pror Hook

KEey NPCs

LocATIONS

ENCOUNTERS

OutcoME OPTIONS

18
18
18

19
19
19
19
19

20
20
20

21

21
21
21
21
21

22
22
22

23

23
23
23
23
23

24
24
24

25

25
25
25
25
25

D20 RANDOM EVENTS: THE ECHOING
FORTRESS

DM ScraTcH PAD

DM’s CustoM NOTES

ADVENTURE SEED 312:

Pror Hook
KEey NPCs

LoCcATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RANDOM EVENTS: THE
BrLADEWALL CITADEL

DM ScrAaTCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 313:

Pror Hook

KEey NPCs

LocATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE SUNKEN
STRONGHOLD

DM ScraTcH PAD

DM’s CustoM NOTES

ADVENTURE SEED 314:

ProT Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OvuTtcoME OPTIONS

D20 RANDOM EVENTS: THE CURSED
REDOUBT

DM ScraTcH Pap

DM’s CustoM NOTES

ADVENTURE SEED 315:

Pror Hook

KEey NPCs

LocATIONS

ENCOUNTERS

OuTtcoME OPTIONS

26
26
26

27

27
27
27
27
27

28
28
28

29

29
29
29
29
29

30
30
30

31

31
31
31
31
31

32
32
32

33

33
33
33
33
33



D20 RANDOM EVENTS: THE SPECTRAL
OUTPOST

DM ScrATCH PaD

DM'’s CustoM NOTES

ADVENTURE SEED 316:

ProT Hook

KEey NPCs

LOCATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE VoID
KEEP

DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 317:

Protr Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RanpoM EveENTS: THE HOWLING

STRONGHOLD
DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 318:

Pror Hook

KEey NPCs

LOCATIONS

ENCOUNTERS

OvuTcoME OPTIONS

D20 RANDOM EVENTS: THE RED SPIRE ..

DM ScraTCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 319:

Pror Hook

34
34
34

35

55
35
35
35
35

36
36
36

37

37
37
37
37
37

38
38
38

39

39
39
39
39
39
40
40
40

41

41

Key NPCs

LocATIONS
ENCOUNTERS

OutcoME OPTIONS

D20 RaANDOM EVENTS: THE
SHATTERED STRONGHOLD

DM ScRATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 320:

Pror Hook

Key NPCs

LocATIONS

ENCOUNTERS

OuTtcoOME OPTIONS

D20 RANDOM EVENTS: THE OBSIDIAN
FORTRESS

DM ScraTCcH PAD

DM’s CustoM NOTES

SECTION 2: BATTLEFIELDS OF
THE DAMNED.

ADVENTURE SEED 321:

ProTr Hook

Key NPCs

LoOCATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE FIELDS OF
ENDLESS WAR

DM ScraTCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 322:

ProT Hook

Key NPCs

LocATIONS

ENCOUNTERS

OvutcoME OPTIONS

41
41
41
41

42
42
42

43

43
43
43
43
43

44
44
44

45

46

46
46
46
46
46

47
47
47

48

48
48
48
48
48



D20 RaANDOM EVENTS: THE BLOODY

MARSH
DM ScrATCH PAD

DM’s CusToM NOTES

ADVENTURE SEED 323:

ProT Hook

KEey NPCs

LOCATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE
BATTLEFIELD SPIRE

DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 324:

Protr Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RaANDOM EVENTS: THE VALLEY OF

BONES
DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 325:

Protr Hook

KEey NPCs

LOCATIONS

ENCOUNTERS

OvuTtcoME OPTIONS

D20 RANDOM EVENTS: THE
FORGOTTEN FRONTLINE

DM ScraTcH PAD

DM’s CustoM NOTES

ADVENTURE SEED 326:

Pror Hook

KEey NPCs

LocATIONS

ENCOUNTERS

OutcoME OPTIONS

49
49
49

50

50
50
50
50
50

51
5il
51

52

52
5%
52
52
52

53
53
53

54

54
54
54
54
54

55
55
55

56

56
56
56
56
56

D20 RANDOM EVENTS: THE SHRINE OF

THE FALLEN
DM ScrATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 327:

Pror Hook
KEey NPCs

LoCcATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RANDOM EVENTS: THE SCARRED

MONUMENT
DM ScrAaTCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 328:

Pror Hook

KEey NPCs

LocATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE
BLACKENED FIELDS

DM ScraTcH PAD

DM’s CustoM NOTES

ADVENTURE SEED 329:

ProT Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OvuTtcoME OPTIONS

D20 RANDOM EVENTS: THE
SHADOWED TRENCHES

DM ScraTtcH Pap

DM’s CustoM NOTES

ADVENTURE SEED 330:

Pror Hook

KEey NPCs

LocATIONS

ENCOUNTERS

OuTtcoME OPTIONS

57
57
57

58

58
58
58
58
58

59
59
59

60

60
60
60
60
60

61
61
61

62

62
62
62
62
62

63
63
63

64

64
64
64
64
64



D20 RANDOM EVENTS: THE DESOLATE
OvuTPOST

DM ScrATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 331:

ProT Hook

KEey NPCs

LOCATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE CHAINED
BATTLEFIELD

DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 332:

Protr Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RanpoM EVENTS: THE
‘WHISPERING CATACOMBS

DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 333:

Protr Hook

KEey NPCs

LOCATIONS

ENCOUNTERS

OvuTtcoME OPTIONS

D20 RANDOM EVENTS: THE FORSAKEN
WATCHTOWER

DM ScraTcH PAD

DM’s CustoM NOTES

ADVENTURE SEED 334:

Pror Hook

KEey NPCs

LocATIONS

ENCOUNTERS

OutcoME OPTIONS

65
65
65

66

66
66
66
66
66

67
67
67

68

68
68
68
68
68

69
69
69

70

70
70
70
70
70

71
71
71

72

72
72
72
72
72

D20 RANDOM EVENTS: THE BROKEN
BRIDGE

DM ScraTcH PAD

DM’s CustoM NOTES

ADVENTURE SEED 335:

Pror Hook
KEey NPCs

LoCcATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RANDOM EVENTS: THE CURSED
TRENCH

DM ScrAaTCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 336:

Pror Hook

KEey NPCs

LocATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE BLEEDING

MEeADOW
DM ScraTcH PAD

DM’s CustoM NOTES

ADVENTURE SEED 337:

ProT Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OvuTtcoME OPTIONS

D20 RANDOM EVENTS: THE SOUL-
BouND TRENCHES

DM ScraTtcH Pap

DM’s CustoM NOTES

ADVENTURE SEED 338:

Pror Hook

KEey NPCs

LocATIONS

ENCOUNTERS

OuTtcoME OPTIONS

73
73
73

74

74
74
74
74
74

75
75
75

76

76
76
76
76
76

77
77
77

78

78
78
78
78
78

79
79
79

80

80
80
80
80
80



D20 RANDOM EVENTS: THE WHISPERING
GORGE

DM ScrATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 339:

ProT Hook

KEey NPCs

LOCATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE SUNKEN
BATTLEFIELD

DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 340:

Protr Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RanpoM EVENTS: THE SILENT
RuUINS

DM ScraTcH PAD

DM'’s CustoM NOTES

SECTION 3: MERCENARIES AND
WARLORDS.

ADVENTURE SEED 341:

Pror Hook

Key NPCs

LocATIONS

ENCOUNTERS

OvuTrcoME OPTIONS

D20 RANDOM EVENTS: THE BROKEN
BANNER

DM ScrAaTCH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 342:

Protr Hook

KEey NPCs

LOCATIONS

81
81
81

82

82
82
82
82
82

83
83
83

84

84
84
84
84
84

85
85
85

86

87

87
87
87
87
87

88
88
88

89

89
89
89

ENCOUNTERS

OutcoME OPTIONS

D20 RaANDOM EVENTS: THE GOLDEN
BLADES

DM ScraTcH PAaD

DM’s CustoM NOTES

ADVENTURE SEED 343:

ProT Hook

Key NPCs

LocATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RANDOM EVENTS: THE RED PIKE
DM ScrRATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 344:

Pror Hook

KEey NPCs

LocATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE IRON
SHIELD

DM ScraTCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 345:

Pror Hook

Key NPCs

LocATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE CONTRACT

OF BLoobD
DM ScrAaTCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 346:

ProT Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OutcoME OPTIONS

89
89

90
90
90

91

91
91
91
91
91
92
92
92

93

93
93
93
93
93

94
94
94

95

95
95
95
95
95

96
96
96

97

97
97
97
97
97



ProT Hook 107

D20 RANDOM EVENTS: THE BLACKENED

STANDARD 98 Key NPCs 107
DM ScrATCH PAD 98 LOCATIONS 107
DM’s CusToM NOTES 98 ENCOUNTERS 107
ADVENTURE SEED 347: 99~ OuTcomE OrTIONS 107
D20 RANDOM EVENTS: THE SILVER
Prot Hook 99 FANG ALLIANCE 108
Key NPCs 99 DM ScraTcH PAaD 108
LOCATIONS 99 DM’s CustoM NOTES 108
ENCOUNTERS 99
ADVENTURE SEED 352: 109
OutcoME OPTIONS 99
D20 RANDOM EVENTS: THE PLoT Hook e
MERCENARY KING 100 Key NPCs 109
DM ScraTcH PAD 100 LOCATIONS 109
DM'’s CustoM NOTES 100 ENCOUNTERS 109
ADVENTURE SEED 34s: tor ~  OUTCOME OPTIONS 109
D20 RANDOM EVENTS: THE FALLEN
Key NPCs 101 DM SCRATCH PAD 110
LOCATIONS 101 DM’s CustoM NOTES 110
ENCOUNTERS 101
ADVENTURE SEED 353: 111
OutcoME OPTIONS 101
D20 RanpoM EVENTS: THE LOOTED PLoT Hook L1
CITADEL 102 Key NPCs 111
DM ScraTcH PAD 102 LoCATIONS 111
DM'’s CustoM NOTES 102 ENCOUNTERS 111
ADVENTURE SEED 349: 103 ~ OUTCOME OPTIONS 1
D20 RANDOM EVENTS: THE BLACK
PLOT HOOK 103 OATH 112
Key NPCs 103 DM SGRATCH PAD 112
LOGATIONS 103 DM’s CustoM NOTES 112
ENCOUNTERS 103
ADVENTURE SEED 354: 113
OvuTtcoME OPTIONS 103
D20 RANDOM EVENTS: THE SILENT PLoT Hook s
BATTALION 104 Kty NPCs 113
DM ScraTcH PAD 104 LoCATIONS 113
DM’s CustoM NOTES 104 ENCOUNTERS 113
ADVENTURE SEED 350: 105~ OUTCOME OPTIONS 113
D20 RANDOM EVENTS: THE WOLF
Prot Hook 105 PACK 114
Key NPCs 105 DM ScRATCH PAD 114
LOCATIONS 105 DM’s CustoM NOTES 114
ENCOUNTERS 105
ADVENTURE SEED 355: 115
OvuTtcoME OPTIONS 105
D20 RANDOM EVENTS: THE SCOURGE ProT Hook Ll
OF SILVERHOLD 106 Key NPCs 115
DM ScraTcH PAD 106 LocATIONS 115
DM’s CustoM NOTES 106 ENCOUNTERS 115

ADVENTURE SEED 351: 107 OutcoME OPTIONS 115



D20 RANDOM EVENTS: THE WARLORD’S

GALA
DM ScRATCH PAD

DM'’s CusToM NOTES

ADVENTURE SEED 356:

ProT Hook

KEey NPCs

LOCATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE EMBER
LEGION

DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 357:

Protr Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RanpoM EVENTS: THE
‘WARLORD’S BLADE

DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 358:

Protr Hook

KEey NPCs

LOCATIONS

ENCOUNTERS

OvuTtcoME OPTIONS

D20 RaNDOM EVENTS: THE WIDOW’S

VANGUARD
DM ScraTcH PAD

DM’s CustoM NOTES

ADVENTURE SEED 359:

Pror Hook

Key NPCs

LOCATIONS

ENCOUNTERS

OvuTtcoME OPTIONS

D20 RANDOM EVENTS: THE BLOOD
CouNcIL

116
116
116

117

117
117
117
117
117

118
118
118

119

119
119
119
119
119

120
120
120

121

121
121
121
121
121

122
122
122

123

123
123
123
123
123

124

DM ScraTCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 360:

Pror Hook

Key NPCs

LocATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RANDOM EVENTS: THE FORTRESS
OF ASH

DM ScrATCH PAD

DM’s CustoM NOTES

SECTION 4: RELICS OF
CONQUEST.

ADVENTURE SEED 361:

ProTr Hook

Key NPCs

LocATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RaANDOM EVENTS: THE
WARBRINGER’S GAUNTLET

DM ScrATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 362:

Pror Hook

Key NPCs

LoOCATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RANDOM EVENTS: THE CROWN
OF DOMINION

DM ScrATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 363:

Pror Hook

Key NPCs

LocATIONS

ENCOUNTERS

OvutcoME OPTIONS

124
124

125

125
125
125
125
125

126
126
126

127

128

128
128
128
128
128

129
129
129

130

130
130
130
130
130

131
131
131

132

132
132
132
132
132



D20 RaANDOM EVENTS: THE SHIELD OF
ETERNAL FLAME

DM ScrRATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 364:

ProT Hook

KEey NPCs

LOCATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE HORN OF

AGONY
DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 365:

Protr Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RanpoM EVENTS: THE SPEAR OF

THE VOID
DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 366:

Protr Hook

KEey NPCs

LOCATIONS

ENCOUNTERS

OvuTtcoME OPTIONS

D20 RANDOM EVENTS: THE AXE OF
THE ANCIENT KING

DM ScraTcH PAD

DM’s CustoM NOTES

ADVENTURE SEED 367:

Pror Hook

KEey NPCs

LocATIONS
ENCOUNTERS

OutcoME OPTIONS

133
133
133

134

134
134
134
134
134

135
135
135

136

136
136
136
136
136

137
137
137

138

138
138
138
138
138

139
139
139

140

140
140
140
140
140

D20 RANDOM EVENTS: THE
RUNEHAMMER OF BALANCE

DM ScraTcH PaD

DM'’s CustoM NOTES

ADVENTURE SEED 368:

Pror Hook

KEey NPCs

LoCcATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RANDOM EVENTS: THE LANTERN
OF VICTORY

DM ScrAaTCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 369:

Pror Hook

KEey NPCs

LocATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE BANNER
OF UNENDING WAR

DM ScraTcH PAD

DM’s CustoM NOTES

ADVENTURE SEED 370:

ProT Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OvuTtcoME OPTIONS

D20 RANDOM EVENTS: THE HELM OF
RUTHLESS STRATEGY

DM ScraTtcH Pap

DM’s CustoM NOTES

ADVENTURE SEED 371:

Pror Hook

KEey NPCs

LocATIONS

ENCOUNTERS

OuTtcoME OPTIONS

141
141
141

142

142
142
142
142
142

143
143
143

144

144
144
144
144
144

145
145
145

146

146
146
146
146
146

147
147
147

148

148
148
148
148
148



D20 RANDOM EVENTS: THE ARROWS OF
UNDYING Fury

DM ScrATCH PAD

DM'’s CusToM NOTES

ADVENTURE SEED 372:

ProT Hook

KEey NPCs

LOCATIONS

ENCOUNTERS
OutcoME OPTIONS

D20 RANDOM EVENTS: THE
TALISMAN OF CEASELESS WINTER

DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 373:

Protr Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RanpoM EVENTS: THE SCEPTER
OF WAKING ASHES

DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 374:

Protr Hook

KEey NPCs

LOCATIONS

ENCOUNTERS

OvuTtcoME OPTIONS

D20 RANDOM EVENTS: THE DAGGER
OF ETERNAL SHADOWS

DM ScraTcH PAD

DM’s CustoM NOTES

ADVENTURE SEED 375:

Protr Hook

Key NPCs

LOCATIONS

ENCOUNTERS

OvuTtcoME OPTIONS

D20 RANDOM EVENTS: THE STAFF OF
STORMWRATH

DM ScraTcH PAD

DM’s CustoM NOTES

ADVENTURE SEED 376:

149
149
149

150

150
150
150
150
150

151
151
151

152

152
152
152
152
152

153
153
153

154

154
154
154
154
154

155
155
155

156

156
156
156
156
156

157
157
157

158

ProT Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RANDOM EVENTS: THE DRUMS
OF UNENDING MARCH

DM ScratcH PaDp

DM’s CustoM NOTES

ADVENTURE SEED 377:

ProT Hook

Key NPCs

LocATIONS

ENCOUNTERS

OuTcoME OPTIONS

D20 RANDOM EVENTS: THE FLAIL OF
CELESTIAL WRATH

DM ScrATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 378:

Pror Hook

Key NPCs

LocATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RANDOM EVENTS: THE BLADE OF
UNDYING HONOR

DM ScrATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 379:

Pror Hook

Kty NPCs

LocATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RANDOM EVENTS: THE ORB OF
ARCANE DOMINANCE

DM ScrATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 380:

ProT Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OvutcoME OPTIONS

158
158
158
158
158

159
159
159

160

160
160
160
160
160

161
161
161

162

162
162
162
162
162

163
163
163

164

164
164
164
164
164

165
165
165

166

166
166
166
166
166



D20 RANDOM EVENTS: THE SHIELD OF
ENDLESS ViGIL

DM ScrRATCH PAD

DM’s CustoM NOTES

SECTION 5: FLAMES OF
REBELLION.

ADVENTURE SEED 381:

ProT Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RANDOM EVENTS: THE EMBERS
OF DEFIANCE

DM ScraTcH PAD

DM’s CustoM NOTES

ADVENTURE SEED 382:

ProTr Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OvuTtcoME OPTIONS

D20 RANDOM EVENTS: THE FALLEN
BANNER

DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 383:

ProTr Hook
KEey NPCs

LOCATIONS

ENCOUNTERS
OurcoME OPTIONS

D20 RANDOM EVENTS: THE PYRE OF
THE DAMNED

DM ScraTcH PAD

DM’s CustoM NOTES

ADVENTURE SEED 384:

ProT Hook

Key NPCs

LOCATIONS

ENCOUNTERS

167
167
167

168

169

169
169
169
169
169

170
170
170

171

171
171
171
171
171

172
172
172

173

173
173
173
173
173

174
174
174

175

175
175
175
175

OutcoME OPTIONS

D20 RANDOM EVENTS: THE SIEGE OF
SMOKEHOLLOW

DM ScrRATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 385:

Pror Hook

Key NPCs

LocATIONS

ENCOUNTERS

OuTtcoOME OPTIONS

D20 RANDOM EVENTS: THE SONG OF
ASH AND LIBERTY

DM ScrATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 386:

Pror Hook

Key NPCs

LoOCATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE SMITH’S
RevoLT

DM ScrATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 387:

ProT Hook

Key NPCs

LocATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE REBELS’
CouNcIL

DM ScrRATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 388:

ProT Hook

KEey NPCs

LOCATIONS

ENCOUNTERS

OutcoME OPTIONS

175

176
176
176

177

177
177
177
177
177

178
178
178

179

179
179
179
179
179

180
180
180

181

181
181
181
181
181

182
182
182

183

183
183
183
183
183



D20 RANDOM EVENTS: THE CAPTURE
OF THE REBEL HEIR

DM ScRATCH PAD

DM'’s CusToM NOTES

ADVENTURE SEED 389:

ProT Hook

KEey NPCs

LOCATIONS

ENCOUNTERS
OutcoME OPTIONS

D20 RANDOM EVENTS: THE
FLAMEKEEPER’S LEGACY

DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 390:

Protr Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RanpoM EVENTS: THE EMBERS
OF THE ANCIENT ORDER

DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 391:

Protr Hook

KEey NPCs

LOCATIONS

ENCOUNTERS

OvuTtcoME OPTIONS

D20 RANDOM EVENTS: THE BATTLE
FOR RAVEN’S CROSSING

DM ScraTcH PAD

DM’s CustoM NOTES

ADVENTURE SEED 392:

Pror Hook

KEey NPCs

LocATIONS
ENCOUNTERS

OutcoME OPTIONS

184
184
184

185

185
185
185
185
185

186
186
186

187

187
187
187
187
187

188
188
188

189

189
189
189
189
189

190
190
190

191

191
191
191
191
191

D20 RANDOM EVENTS: THE REBEL
PrISON BREAK

DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 393:

Pror Hook

KEey NPCs

LoCcATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RANDOM EVENTS: THE
STORMING OF DRAGON’S SPIRE

DM ScrAaTCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 394:

Pror Hook

KEey NPCs

LocATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE CROWN
OF KINDLED FLAMES

DM ScraTcH PAD

DM’s CustoM NOTES

ADVENTURE SEED 395:

ProT Hook

Key NPCs

LoCATIONS

ENCOUNTERS

OvuTtcoME OPTIONS

D20 RANDOM EVENTS: THE
‘WHISPERING SPIES

DM ScraTcH Pap

DM’s CustoM NOTES

ADVENTURE SEED 396:

Pror Hook

KEey NPCs

LocATIONS

ENCOUNTERS

OuTtcoME OPTIONS

192
1972
192

193

193
193
193
193
193

194
194
194

195

195
195
195
195
195

196
196
196

197

197
197
197
197
197

198
198
198

199

199
199
199
199
199



D20 RANDOM EVENTS: THE FORGED
ALLIANCE

DM ScrATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 397:

ProT Hook

KEey NPCs

LOCATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE ASHEN
OUuTPOST

DM ScraTcH PAD

DM'’s CustoM NOTES

ADVENTURE SEED 398:

ProT Hook

KEey NPCs

LOCATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE
FrLickERING TORCH

200
200
200

201

201
201
201
201
201

202
202
202

203

203
203
203
203
203

204

DM ScraTCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 399:

Pror Hook

Key NPCs

LocATIONS

ENCOUNTERS

OuTtcoME OPTIONS

D20 RANDOM EVENTS: THE REBEL
King’s GAMBIT

DM ScrATCH PAD

DM’s CustoM NOTES

ADVENTURE SEED 400:

ProT Hook

Key NPCs

LocATIONS

ENCOUNTERS

OutcoME OPTIONS

D20 RANDOM EVENTS: THE BLAZE OF

REBELLION’S END
DM ScrATCH PAD

DM’s CustoM NOTES

204
204

205

205
205
205
205
205

206
206
206

207

207
207
207
207
207

208
208
208



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 301:

¥/

‘ 6/-@;2&/ HE FALLEN BASTION”

PLoT HoOK
High on a windswept
cliff stands the Fallen
Bastion, a once-mighty fortress that now
lies in ruin. Long ago, it was the site of a
brutal siege, and its defenders were said to
have vanished in a single night. Now, an
ambitious warlord has begun amassing
troops to reclaim the bastion, believing it
holds an artifact of immense power. The
adventurers must infiltrate the fortress,
uncover its secrets, and determine whether
to aid or oppose the warlord’s conquest.

KEey NPCs

1. General Thaldran Steelmarch (Human,
Lawful Neutral)
A determined but morally rigid leader
who seeks to restore the bastion as a
symbol of his army’s dominance.

2. Elya Nightsinger (Half-Elf, Chaotic
Good)
A rogue historian who believes the
bastion’s artifact is cursed and warns the
adventurers of the danger it poses.

3. The Ghost Commander (Undead,
Neutral Evil)
The spectral leader of the bastion’s
ancient defenders, bound to the fortress
and its secrets.

LOCATIONS

1. The Siegefields
The barren plains surrounding the
bastion, littered with rusting weapons
and skeletal remains.

2. The Crumbling Outer Walls
A decayed barrier breached during the
ancient siege, now overgrown with
thorny vines and crawling with vermin.

3. The Hall of Echoes
The heart of the fortress, where the
Ghost Commander resides amidst the
spectral remnants of his long-dead army.

ENCOUNTERS

1. Battlefield Wraiths
On the Siegefields, the adventurers are
ambushed by 2 Specters, formed from
the lingering anguish of the ancient
siege.

2. Treacherous Debris
In the Crumbling Outer Walls, collapsing
masonry and hidden traps create
hazards. Success requires Dexterity
Saves (DC 14) and Perception (DC 13)
checks.

3. Battle with the Ghost Commander
In the Hall of Echoes, the commander
uses necrotic magic and spectral
warriors to overwhelm intruders.

OutrcoME OPTIONS

1. Claim the Artifact
The adventurers recover the artifact,
gaining unique powers but risking its
cursed influence.

2. Destroy the Artifact
The adventurers destroy the artifact,
ensuring its power cannot be misused.

3. Aid the Warlord
The adventurers help General
Steelmarch secure the bastion, but their
involvement may have long-term
consequences.



D20 RANDOM EVENTS: THE
FALLEN BASTION

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 walls imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a rusted but magical weapon
buried in the debris.
A rival group of soldiers blocks the path forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Ghost Commander’s
wrath.
The adventurers find carvings depicting the siege’s
tragic history.
The air grows cold, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Hall of Echoes.
A sudden tremor shifts the ground, 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 302:

s’ HE BLACKSTONE
‘ 6 g\ CITADEL"

PLoT HooOK
The Blackstone Citadel,
carved into the base of a sheer cliff, was

once thought to be impenetrable. During its

final siege, its defenders unleashed a
devastating magical weapon, turning the
attackers to ash and themselves to stone.
Now, a mercenary company seeks to enter
the citadel and claim the weapon, but
strange reports of moving statues and
haunting whispers deter them. The
adventurers must venture inside, face the
dangers, and decide the weapon’s fate.

KEeYy NPCs

1. Captain Vorik Ironshield (Dwarf,
Neutral)
The leader of the mercenary company,
willing to pay handsomely for the
adventurers’ help—or step over them if
they refuse.

2. Lira Farsight (Human, Neutral Good)
A mage who warns the weapon’s
activation could destroy more than just
enemies.

3. The Stone Warden (Construct/Undead,
Neutral Evil)
A cursed commander who has become
one with the citadel and fiercely defends
its secrets.

LOCATIONS
1. The Ashen Gate

The crumbled remains of the citadel’s
entrance, marked by scorch marks and
the remains of the weapon’s victims.

2. The Statuary Hall
A grand corridor lined with statues,
many of which were once the citadel’s

defenders, now cursed to guard its halls.

3. The Armory of Ruin
The chamber where the magical weapon
lies dormant, surrounded by defensive
enchantments and the Stone Warden.

ENCOUNTERS

1. Animated Statues
In the Statuary Hall, the adventurers are
ambushed by 2 Gargoyles, animated by
lingering magic.

2. Arcane Hazards
In the Armory of Ruin, collapsing runes
and magical traps create challenges.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Stone Warden
In the Armory of Ruin, the warden uses
necrotic magic and summoned
constructs to overwhelm intruders.

OuTtcoOME OPTIONS

1. Disable the Weapon
The adventurers destroy the magical
weapon, ensuring its power cannot be
misused.

2. Claim the Weapon
The adventurers take the weapon,
gaining immense power but risking the
consequences of its use.

3. Seal the Citadel
The adventurers stabilize the citadel’s
magic, leaving its secrets buried but
intact.



D20 RANDOM EVENTS: THE
BLACKSTONE CITADEL

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 section of the hall imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a magical shard imbued with
destructive energy.
A rival group of mercenaries blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
armory.
A spectral figure warns of the Stone Warden'’s
wrath.
The adventurers find carvings depicting the
weapon’s creation.
The air grows thick with magic, imposing
disadvantage on Perception checks.
The adventurers find a minor magical relic in the
Armory of Ruin.
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




ADVENTURE SEED 303:

i HE CRIMSON
‘ 6 VAl FORTRESS”

PLoT HOOK

Perched on a high
plateau, the Crimson Fortress earned its
name from the blood-red banners of its
defenders and the violent siege that
brought it to ruin. Its halls are now overrun
with cursed flames that burn without
consuming, and whispers tell of a powerful
relic hidden within its depths. The
adventurers must navigate the fire-haunted
halls, uncover the relic, and decide whether
it should remain hidden or wielded in the
war brewing on the horizon.

Key NPCs

1. Serra Flametouch (Tiefling, Neutral
Good)
A mage studying the fortress’s cursed
flames, hoping to extinguish them.

2. Darius Grimjaw (Human, Chaotic
Neutral)
A treasure hunter with his eye on the
rumored relic, who might compete with
the party if not allied.

3. The Ember Knight (Undead, Neutral
Evil)
A cursed warrior bound to the fortress,
wreathed in the unending fire that
consumes all intruders.

LOCATIONS

1. The Plateau of Ash
The fortress’s approach, littered with
charred remains and scorched weapons
from the final siege.

2. The Smoldering Keep
The main structure of the fortress, its
walls ablaze with cursed fire that lingers
in the air and walls.

3. The Ember Sanctum
A grand chamber at the heart of the
fortress, where the Ember Knight guards
the relic.

ENCOUNTERS
1. Flame-Wreathed Shades

On the Plateau of Ash, the adventurers
are ambushed by 2 Specters, their forms
wreathed in cursed fire.

2. Cursed Inferno
In the Smoldering Keep, collapsing
beams and flaming hazards create
challenges. Success requires Dexterity
Saves (DC 14) and Arcana (DC 13)
checks.

3. Battle with the Ember Knight
In the Ember Sanctum, the knight uses
necrotic magic and fiery attacks to
overwhelm intruders.

OvurcoME OPTIONS

1. Extinguish the Flames
The adventurers destroy the relic,
breaking the curse and silencing the
fortress’s flames.

2. Claim the Relic
The adventurers recover the relic,
gaining its power but risking its
corruptive influence.

3. Seal the Fortress
The adventurers stabilize the fortress,
containing its fire and power but leaving
its secrets buried.



D20 RANDOM EVENTS: THE
CRIMSON FORTRESS

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 charred weapon imbued
with fire magic.
A rival 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 Ember Knight's
wrath.
The adventurers find carvings depicting the relic’s
history.
The cursed flames flare brightly, imposing
disadvantage on Insight checks.
The adventurers find a minor magical relic in the
Ember Sanctum.
A sudden tremor shifts the fortress, revealing a
hidden passage.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD

10



ADVENTURE SEED 304:

s’ HE VEILED
‘ 6 7\l WATCHTOWER

PLoT HooOK
Deep in the mist-
shrouded hills lies the Veiled Watchtower,
its silhouette barely visible through the fog.
Once a beacon of protection, the
watchtower fell during a surprise assault,
and its last defenders are said to haunt its
upper floors. Now, a noble seeks to reclaim
the tower, but eerie reports of ghostly
sentinels and strange lights delay their
plans. The adventurers must uncover the
mystery of the tower’s fall and deal with the
spectral forces that remain.

KEeYy NPCs

1. Lord Greymore (Human, Lawful
Neutral)
A determined noble who wants the
tower reclaimed as a symbol of his
family’s heritage.

2. Ilya Shadecrest (Elf, Neutral Good)
A ranger who believes the tower’s spirits
are warning against disturbing its ruins.

3. The Wraith Sentinel (Undead, Neutral
Evil)
A ghostly figure bound to the
watchtower, reliving the final battle that
led to its fall.

LOCATIONS

1. The Mistbound Trail
The winding path leading to the
watchtower, lined with ancient markers
and faintly glowing runes.

2. The Shadowed Staircase
A narrow spiral stairway that leads to
the upper floors, where ghostly figures
flicker in and out of view.

3. The Sentinel’s Perch
The watchtower’s highest floor, where
the Wraith Sentinel lingers,
commanding spectral echoes of the past.

ENCOUNTERS

1. Haunting Phantoms
On the Mistbound Trail, the adventurers
are attacked by 2 Shadows, remnants of
the tower’s final defenders.

2. Illusory Hazards
In the Shadowed Staircase, flickering
illusions and collapsing steps create
dangers. Success requires Dexterity
Saves (DC 14) and Insight (DC 13)
checks.

3. Battle with the Wraith Sentinel
In the Sentinel’s Perch, the sentinel uses
necrotic magic and spectral warriors to
overwhelm intruders.

OuTcOME OPTIONS

1. Free the Spirits
The adventurers destroy the Wraith
Sentinel, allowing the spirits to rest and
the tower to be reclaimed.

2. Seal the Tower
The adventurers stabilize the tower’s
magic, containing its haunting while
preserving its secrets.

3. Claim the Sentinel’s Power
The adventurers harness the spectral
energy, gaining unique abilities but
risking corruption.

11



D20 RANDOM EVENTS: THE
VEILED WATCHTOWER

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
spectral magic.
A rival group of soldiers blocks the path forward.
A glyph activates, summoning ghostly defenders.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Wraith Sentinel’s
wrath.
The adventurers find carvings depicting the tower’s
fall.
The mist thickens, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Sentinel’s Perch.
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.

DM ScraTCH PAD

12



ADVENTURE SEED 305:

=i’ HE SILENT
‘ 6 7] REDOUBT”

PLoT HoOOK

Nestled in a forested
valley, the Silent Redoubt was once a
hidden refuge for an order of knights.
During a surprise attack, they vanished
without a trace, leaving the stronghold
eerily untouched. Now, whispers of ghostly
patrols and a cursed relic have surfaced,
drawing adventurers to its gates. The party
must uncover the fate of the knights and
confront the supernatural force guarding
the redoubt.

KEey NPCs

1. Sir Theodric Dawnspire (Human,
Neutral Good)
The last surviving member of the order,
seeking redemption for his failure to
protect the stronghold.

2. Arwyn Shadowbough (Elf, Chaotic
Neutral)
A ranger who suspects the redoubt
harbors dangerous magic that could tip
the balance of power in the region.

3. The Wraith Knight (Undead, Neutral
Evil)
The spectral commander of the order,
cursed to wander the redoubt and
protect its secrets.

LOCATIONS

1. The Concealed Gate
A hidden entrance overgrown with vines
and moss, faintly marked by the symbols
of the lost order.
2. The Hall of Oaths
The redoubt’s central chamber, where
echoes of the knights’ final stand linger.
3. The Relic Vault
A secret room containing the cursed
artifact and the Wraith Knight’s spectral
presence.

ENCOUNTERS

1. Spectral Sentries
At the Concealed Gate, the adventurers
are attacked by 2 Shadows, remnants of
the redoubt’s defenders.

2. Haunting Hazards
In the Hall of Oaths, ghostly echoes and
collapsing beams create dangers.
Success requires Dexterity Saves (DC
14) and Perception (DC 13) checks.

3. Battle with the Wraith Knight
In the Relic Vault, the knight uses
necrotic magic and spectral soldiers to
overwhelm intruders.

OurcoME OPTIONS

1. Cleanse the Redoubt
The adventurers destroy the Wraith
Knight, ending the curse and restoring
peace to the area.

2. Claim the Relic
The adventurers recover the artifact,
gaining its power but risking its
corruptive influence.

3. Seal the Vault
The adventurers stabilize the vault,
containing the artifact and the curse.

13



D20 RANDOM EVENTS: THE
SILENT REDOUBT

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 gate imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a fragment of a cursed relic
imbued with dark magic.
A rival group of knights blocks the path forward.
A glyph activates, summoning ghostly defenders.
The adventurers hear whispers revealing a hidden
room.
A spectral figure warns of the Wraith Knight's
wrath.
The adventurers find carvings depicting the knights
oaths.
The air thickens with spectral fog, imposing
disadvantage on Perception checks.
The adventurers find a minor magical relic in the
Relic Vault.
A sudden tremor shifts the hall, revealing a hidden
passage.

y

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 306:

r-"?‘..

‘ C‘FV HE BROKEN SPIRE”

Protr Hook

The Broken Spire, a
tower half-sunken into
the earth, was once a stronghold of a
powerful archmage who vanished during a
siege centuries ago. The spire’s ruins emit
pulses of arcane energy that warp reality,
creating dangerous anomalies in the
surrounding area. Now, a warlord seeks to
exploit the spire’s power for conquest, and
the adventurers must reach it first to
prevent disaster.

Key NPCs

1. Elder Valtheris (Elf, Neutral Good)

An aging mage who warns of the spire’s
destructive potential and urges the
adventurers to neutralize it.

2. Myrik Stormhand (Human, Chaotic
Neutral)

A mercenary loyal to the warlord, tasked
with capturing the spire for his master’s
plans.

3. The Echo Lich (Undead, Neutral Evil)
The spectral remnant of the archmage
who lingers within the spire,
manipulating its chaotic magic.

LOCATIONS

1. The Shattered Base
The spire’s foundation, cracked and
unstable, surrounded by warped terrain
and glowing runes.

2. The Twisted Halls
The interior corridors of the spire, filled
with floating debris and flickering
illusions.

3. The Arcane Core
The spire’s upper chamber, where the
Echo Lich channels its power through
an unstable arcane focus.

ENCOUNTERS

1. Reality Anomalies
At the Shattered Base, the adventurers
face 2 Specters, accompanied by
unpredictable magical effects.

2. Arcane Hazards
In the Twisted Halls, collapsing walls
and surging magic create dangers.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Echo Lich
In the Arcane Core, the lich uses
necrotic magic and reality-warping
effects to overwhelm intruders.

OuTrcoOME OPTIONS

1. Stabilize the Spire
The adventurers neutralize the spire’s
magic, preventing further anomalies and
sealing its power.

2. Destroy the Lich
The adventurers destroy the Echo Lich,
ending its influence but risking the
spire’s collapse.

3. Harness the Magic
The adventurers harness the spire’s
chaotic power, gaining unique abilities
but risking instability.
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D20 RANDOM EVENTS: THE
BROKEN SPIRE

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 section of the base imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of arcane crystal
imbued with unstable magic.
A rival group of mercenaries blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Echo Lich’s wrath.
The adventurers find carvings depicting the spire’s
creation.
A surge of magic disrupts concentration, imposing
disadvantage on Arcana checks.
The adventurers find a minor magical relic in the
Arcane Core.
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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ADVENTURE SEED 307:

/=g’ HE FROSTBOUND
6 7Y KEEP

¢

PLoT HOOK

High in the snow-
covered peaks lies the Frostbound Keep, a
fortress overtaken by an eternal winter.
Once a bastion of a noble family, its halls
are now encased in ice, and its former
inhabitants have become frozen wraiths. A
local lord seeks to reclaim the keep’s
treasures, but rumors of a cursed artifact
spreading the unnatural frost have deterred
others. The adventurers must brave the
cold, confront the icy spirits, and decide the
fate of the artifact.

KEeYy NPCs

1. Lady Kaelis Thorne (Human, Neutral
Good)
A descendant of the keep’s former
owners, who believes its reclamation will
restore her family’s honor.

2. Darik Frostmane (Dwarf, Chaotic
Neutral)
An opportunistic hunter seeking rare
trophies from the frozen undead, willing
to hinder the party if it means securing a
prize.

3. The Frozen Warden (Undead, Neutral
Evil)
The cursed steward of the keep, bound
to its halls and spreading the icy plague
to intruders.

LOCATIONS

1. The Frostbite Pass
A narrow, treacherous trail leading to
the keep, battered by relentless
blizzards.

2. The Glacial Halls
The keep’s frozen interior, filled with
shimmering ice that reflects ghostly
figures and disorienting echoes.

3. The Iceheart Chamber
A cavernous hall at the keep’s core,
where the Frozen Warden resides,
surrounded by an icy fog.

ENCOUNTERS

1. Frostbound Phantoms
In the Glacial Halls, the adventurers are
attacked by 2 Specters, their forms
crystallized by the frost.

2. Icy Hazards
In the Iceheart Chamber, collapsing
icicles and slippery floors create
dangers. Success requires Dexterity
Saves (DC 14) and Survival (DC 13)
checks.

3. Battle with the Frozen Warden
In the Iceheart Chamber, the warden
uses necrotic magic and cold-based
attacks to overwhelm intruders.

OuTtcoOME OPTIONS

1. Destroy the Artifact
The adventurers shatter the artifact,
ending the eternal winter and restoring
balance to the keep.

2. Seal the Keep
The adventurers stabilize the magic,
containing the frost and leaving the
artifact intact.

3. Claim the Frost’s Power
The adventurers harness the artifact’s
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
FROSTBOUND KEEP

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 keep imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of enchanted ice
imbued with frost magic.
A rival group of 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 Frozen Warden'’s
wrath.
The adventurers find carvings depicting the keep’s
history.
The frost intensifies, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Iceheart Chamber.
A sudden tremor shifts the keep, 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 HoOK

The Ashen Citadel rises
from the ruins of an
ancient battlefield, its blackened walls
scorched by dragon fire centuries ago.
Legends say the flames cursed the
stronghold, binding the spirits of the fallen
within its gates. Now, a necromancer has
claimed the citadel, drawing upon its
haunted power to raise an undead army.
The adventurers must infiltrate the citadel,
confront the necromancer, and free the
tormented souls trapped within its
smoldering halls.

KeYy NPCs

1. Sir Galen Emberheart (Human, Neutral
Good)
A paladin seeking to banish the undead
and reclaim the battlefield as a place of
honor for the fallen.

2. Verrik Duskflame (Tiefling, Chaotic
Neutral)
A mage interested in harnessing the
citadel’s lingering dragon fire for their
OWN PUrposes, even at great cost.

3. The Ashen Necromancer (Human,
Neutral Evil)
A cunning spellcaster who commands
the undead within the citadel, exploiting
the curse to grow their army.

L.OCATIONS

1. The Scorched Approach
A barren field littered with dragon bones
and blackened earth, where waves of ash
drift on the wind.

2. The Ember Gate
A massive, charred entrance guarded by
undead soldiers and glowing with faint
traces of ancient fire magic.

3. The Necromancer’s Keep

A towering chamber filled with ash-filled

air and necrotic energy, where the
necromancer commands their forces.

ENCOUNTERS

1. Flaming Revenants
On the Scorched Approach, the
adventurers are attacked by 2 Flaming
Skeletons, animated by residual dragon
fire.

2. Ash Hazards
In the Ember Gate, falling debris and
choking ash clouds create dangers.
Success requires Dexterity Saves (DC
14) and Constitution Saves (DC 13).

3. Battle with the Ashen Necromancer
In the Necromancer’s Keep, the
necromancer uses necrotic spells and
summoned undead to overwhelm
intruders.

OutcoME OPTIONS

1. Banish the Undead
The adventurers destroy the
necromancer, breaking their hold over
the citadel and freeing the trapped
spirits.

2. Claim the Citadel
The adventurers stabilize the curse,
using the citadel’s power to control the
undead for their own purposes.

3. Unleash the Dragon Fire
The adventurers unleash the residual
fire magic, incinerating the undead but
risking widespread destruction.
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D20 RANDOM EVENTS: THE
ASHEN CITADEL

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 section of the gate imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of enchanted ash
imbued with fire magic.
A rival group of adventurers blocks the path
forward.
A glyph activates, summoning undead defenders.
The adventurers hear whispers revealing a hidden
chamber.

A spectral figure warns of the necromancer’s wrath.

The adventurers find carvings depicting the
citadel’s fiery fall.

The ash clouds grow thicker, imposing
disadvantage on Insight checks.

The adventurers find a minor magical relic in the
Necromancer’s Keep.

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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PLoT HOOK

Known for its unyielding
defenses, the Iron
Bastion fell not to an army but to betrayal
within its own ranks. Now, the stronghold
is inhabited by animated suits of armor,
forever reenacting the moment of its
collapse. A guild of adventurers seeks the

riches left behind, but few return. The party

must uncover the truth of the betrayal,
confront the bastion’s spectral protectors,
and decide what to do with its cursed
legacy.

KEey NPCs

1. Commander Thalric Steelmaw (Dwarf,
Neutral Good)
A former captain of the bastion who
seeks to reclaim its honor and ensure its
treasures remain protected.

2. Lenya Shadewind (Tiefling, Chaotic
Neutral)
A mercenary who hopes to profit from
the bastion’s forgotten gold, even at the
expense of her allies.

3. The Betrayer’s Shade (Undead, Neutral
Evil)
The ghost of the traitor who
orchestrated the bastion’s downfall,
cursed to relive their treachery for
eternity.

LOCATIONS
1. The Broken Drawbridge

The partially collapsed entrance to the
bastion, surrounded by rusting weapons
and armor.

2. The Hall of Gilded Shadows
A once-grand throne room, now haunted
by spectral echoes of the bastion’s final
moments.

3. The Betrayer’s Vault
A hidden chamber where the Betrayer’s
Shade lingers, commanding the cursed
suits of armor.

ENCOUNTERS
1. Animated Armors

In the Hall of Gilded Shadows, the
adventurers are attacked by 2 Animated
Armors, remnants of the bastion’s
defenses.

2. Ghostly Hazards
In the Betrayer’s Vault, collapsing walls
and spectral traps create dangers.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Betrayer’s Shade
In the Vault, the shade uses necrotic
magic and animated guardians to
overwhelm intruders.

OvurcoME OPTIONS

1. Cleanse the Bastion
The adventurers destroy the Betrayer’s
Shade, ending the curse and silencing
the stronghold.

2. Seal the Vault
The adventurers stabilize the vault,
containing its magic but leaving its
legacy intact.

3. Claim the Bastion’s Power
The adventurers harness the bastion’s
spectral energy, gaining unique abilities
but risking corruption.
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D20 RANDOM EVENTS: THE
IRON BASTION

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 section of the bridge imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a rusted, magical weapon
imbued with spectral energy.
A rival group of treasure 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 Betrayer's wrath.
The adventurers find carvings depicting the
bastion’s betrayal.
The air grows cold, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Betrayer’s Vault.
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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PLoT HOOK

Perched on the edge of a
crimson canyon, the Bloodstone Keep has
a dark reputation. It was once home to a
brutal warlord who ruled with an iron fist
before being betrayed and slaughtered by
his own men. Now, rumors of a blood-
soaked artifact hidden within the keep
attract treasure hunters, but none have
returned. The adventurers must brave the
cursed halls, confront the spectral warlord,
and decide the fate of the artifact.

KEey NPCs

1. Veylin Redstone (Dwarf, Neutral Good)
A scholar who believes the artifact’s
power could be purified and used for
good.

2. Maros Grimscar (Tiefling, Chaotic
Neutral)

A mercenary leader hoping to sell the
artifact to the highest bidder, regardless
of its dangers.

3. The Crimson Warlord (Undead, Neutral
Evil)

A vengeful spirit bound to the keep,
guarding the artifact and reliving his
final moments of betrayal.

LOCATIONS

1. The Canyon Path
A narrow, treacherous trail overlooking
the crimson canyon, strewn with skeletal
remains.

2. The Hall of Betrayal
A grand chamber within the keep where
the warlord was slain, now echoing with
whispers of vengeance.

3. The Bloodstone Vault
A hidden room where the artifact rests,
surrounded by glowing runes and
spectral guardians.

ENCOUNTERS

1. Skeletal Betrayers
On the Canyon Path, the adventurers are
attacked by 2 Skeletons, remnants of the
warlord’s treacherous army.

2. Runic Hazards
In the Hall of Betrayal, glowing runes
and collapsing debris create dangers.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Crimson Warlord
In the Bloodstone Vault, the warlord
uses necrotic magic and spectral
soldiers to overwhelm intruders.

OuTtcoME OPTIONS

1. Destroy the Artifact
The adventurers shatter the artifact,
ending the warlord’s curse and freeing
the keep.

2. Claim the Artifact
The adventurers take the artifact,
gaining its power but risking its
corruptive influence.

3. Seal the Keep
The adventurers stabilize the magic,
containing the curse while preserving
the artifact.
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D20 RANDOM EVENTS: THE
BLOODSTONE KEEP

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 section of the keep imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a blood-red shard imbued
with dark 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 Crimson Warlord’s
wrath.
The adventurers find carvings depicting the
warlord’s reign.
The air grows heavy with magic, imposing
disadvantage on Insight checks.
The adventurers find a minor magical relic in the
Bloodstone Vault.
A sudden tremor shifts the keep, 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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PrLoT HOOK

Deep in a desolate
valley, the Echoing Fortress stands as a
hollowed-out monument to a lost kingdom.
Legends say the voices of the fallen
resonate within its walls, guiding or
misleading those who enter. A rebel leader
seeks to use the fortress as a base but fears
the ghostly whispers. The adventurers
must explore the keep, confront its spectral
inhabitants, and determine if the fortress
can serve the living once more.

Ky NPCs

1. Erynn Vale (Human, Chaotic Good)
A rebel leader who hopes to reclaim the
fortress for her resistance but struggles
with the haunting presence.

2. Tharic Stonecloak (Dwarf, Neutral)
A scout who believes the fortress should
remain abandoned, as disturbing the
dead may doom the rebels.

3. The Whispering Duke (Undead, Neutral
Evil)
The ghost of a noble who ruled the
fortress, now bound to its echoes and
opposing all intruders.

LOCATIONS

1. The Valley of Echoes
The approach to the fortress, where
strange sounds bounce off the rocky
terrain.

2. The Hollow Courtyard
A vast, empty yard filled with shifting
shadows and the faint hum of ethereal
voices.

3. The Duke’s Keep
The inner sanctum of the fortress, where
the Whispering Duke lingers amidst the
spectral cacophony.

ENCOUNTERS

1. Phantom Echoes
In the Valley of Echoes, the adventurers
are attacked by 2 Shadows, drawn to the
whispers’ magic.

2. Haunted Hazards
In the Hollow Courtyard, collapsing
walls and spectral traps create dangers.
Success requires Dexterity Saves (DC
14) and Insight (DC 13) checks.

3. Battle with the Whispering Duke
In the Duke’s Keep, the duke uses
necrotic magic and spectral warriors to
overwhelm intruders.

OvurcoME OPTIONS

1. Silence the Fortress
The adventurers destroy the Whispering
Duke, ending the hauntings and allowing
the rebels to use the stronghold.

2. Preserve the Echoes
The adventurers stabilize the magic,
allowing the whispers to persist as a
warning to future intruders.

3. Harness the Echoes
The adventurers harness the fortress’s
spectral energy, gaining unique abilities
but risking corruption.
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D20 RANDOM EVENTS: THE
EcHOING FORTRESS

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 courtyard imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard imbued with sonic
energy.
A rival group of scouts blocks the path forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
room.
A spectral figure warns of the Whispering Duke’s
wrath.
The adventurers find carvings depicting the
fortress’s history.
The whispers intensify, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Duke’s Keep.
A sudden tremor shifts the fortress, revealing a
hidden passage.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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Protr Hook

The Bladewall Citadel,
named for its jagged, spiked defenses, was
designed to withstand any siege. However,
the last inhabitants turned on each other in
a bloody civil war, and now the citadel lies
abandoned. Whispers of a cursed blade
forged within its walls attract mercenaries
and adventurers alike. The adventurers
must navigate the treacherous fortress,
confront the cursed blade’s influence, and
decide its fate.

KeyYy NPCs

1. Kallin Ironfist (Dwarf, Neutral)
A blacksmith seeking to reclaim the
cursed blade, hoping to destroy it and
redeem his family’s name.

2. Veyra Bloodthorn (Tiefling, Chaotic
Neutral)
A mercenary hoping to wield the blade
for her own gain, regardless of the cost.

3. The Forgemaster’s Spirit (Undead,
Neutral Evil)
A spectral blacksmith bound to the
citadel and the blade, guarding its
secrets and power.

LOCATIONS

1. The Spiked Gate
The citadel’s foreboding entrance, lined
with jagged defenses and the remnants
of failed sieges.

2. The Iron Forge
A dark, soot-filled chamber where the
cursed blade was forged, now haunted
by its spectral creator.

3. The Blooded Hall
A grand hall where the blade’s curse
drove the last inhabitants to madness
and slaughter.

ENCOUNTERS

1. Razor-Willed Specters
In the Spiked Gate, the adventurers are
ambushed by 2 Shadows, twisted
remnants of the citadel’s defenders.

2. Blade Hazards
In the Iron Forge, collapsing beams and
flying shards of metal create dangers.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Forgemaster’s Spirit
In the Blooded Hall, the spirit uses
necrotic magic and summoned weapons
to overwhelm intruders.

OutcoME OPTIONS

1. Destroy the Blade
The adventurers shatter the cursed
blade, ending its influence and freeing
the citadel.

2. Claim the Blade
The adventurers take the blade, gaining
its power but risking its corruption.

3. Seal the Forge
The adventurers stabilize the citadel,
containing the curse and leaving its
secrets buried.
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D20 RANDOM EVENTS: THE
BLADEWALL CITADEL

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 section of the gate imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a fragment of the cursed blade
imbued with dark power.
A rival group of adventurers blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the blade’s curse.
The adventurers find carvings depicting the blade’s
forging.
The air grows heavy, imposing disadvantage on
Insight checks.
The adventurers find a minor magical relic in the
Blooded Hall.
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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PrLoT HOOK

Buried beneath a marsh,
the Sunken Stronghold is a waterlogged
ruin that was once a thriving fortress. Now,
only its spire juts from the muck, and
strange lights have been seen dancing
above the swamp. Legends claim the
stronghold’s defenders cursed it to drown
their invaders. The adventurers must
explore the submerged halls, uncover its
cursed history, and determine the fate of
the treasure rumored to be hidden within.

KEey NPCs

1. Ylena Brighttide (Half-Elf, Neutral Good)
A historian hoping to uncover and
document the stronghold’s tragic fall.

2. Ronan Mireborn (Human, Chaotic
Neutral)

A smuggler searching the swamp for lost
treasures, with no regard for the curse.

3. The Drowned Captain (Undead, Neutral
Evil)

A ghostly figure who leads a legion of
drowned warriors and defends the
stronghold’s secrets.

LOCATIONS

1. The Muckfields
The swampy terrain leading to the
stronghold, filled with thick mud and
shifting bogs.

2. The Waterlogged Halls
The submerged corridors of the
stronghold, filled with ghostly echoes
and waterborne hazards.

3. The Drowning Chamber
A grand hall where the Drowned Captain
resides, surrounded by swirling water
and spectral defenders.

ENCOUNTERS

1. Drowned Shades
In the Waterlogged Halls, the
adventurers are ambushed by 2
Shadows, their forms distorted by the
water’s curse.

2. Swamp Hazards
In the Muckfields, hidden sinkholes and
collapsing walkways create dangers.
Success requires Dexterity Saves (DC
14) and Survival (DC 13) checks.

3. Battle with the Drowned Captain
In the Drowning Chamber, the captain
uses necrotic magic and water-based
attacks to overwhelm intruders.

OuTcoME OPTIONS

1. Break the Curse
The adventurers destroy the captain,
ending the curse and restoring peace to
the swamp.

2. Claim the Treasure
The adventurers recover the treasure,
gaining wealth but possibly angering the
spirits.

3. Seal the Stronghold
The adventurers stabilize the magic,
leaving the curse contained and the
treasure untouched.
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D20 RANDOM EVENTS: THE

SUNKEN STRONGHOLD

DM ScraTCH PAD

Roll
(1d20) Event Description

1-2 A collapsing section of the hall imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers find a shard of enchanted wood
imbued with water 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
alcove.

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

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

15-16  The swamp deepens, imposing disadvantage on
Perception checks.

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

19-20 A sudden tremor shifts the swamp, 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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Perched at the edge of a
barren desert, the Cursed Redoubt is a
crumbling watchtower that once guarded
an ancient trade route. During its final
battle, its defenders unleashed a forbidden
spell, binding their souls to the redoubt but
dooming all who approach. A caravan
master offers a bounty to any brave enough
to clear the path, and the adventurers must
face the lingering magic and spectral
warriors haunting the ruins.

KeYy NPCs

1. Tarlis Greycloak (Human, Neutral Good)
A caravan leader desperate to reopen the
trade route and willing to fund the
expedition.

2. Mira Sandrunner (EIlf, Chaotic Neutral)
A rogue guide who sees potential profit
in exploiting the redoubt’s curse for
personal gain.

3. The Blighted Castellan (Undead, Neutral
Evil)

A spectral commander bound to the
redoubt, commanding an army of cursed
spirits.

LOCATIONS

1. The Bleached Steps
A sun-scorched path leading to the
redoubt, littered with broken weapons
and bleached bones.

2. The Warding Walls
The crumbled perimeter of the redoubt,
where ghostly figures flicker in and out
of sight.

3. The Castellan’s Tower
The heart of the redoubt, where the
Blighted Castellan commands his
spectral army.

ENCOUNTERS

1. Cursed Sentinels
On the Bleached Steps, the adventurers
are attacked by 2 Shadows, remnants of
the redoubt’s defenders.

2. Warding Hazards
In the Warding Walls, collapsing stones
and lingering magic create dangers.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Blighted Castellan
In the Castellan’s Tower, the castellan
uses necrotic magic and spectral
soldiers to overwhelm intruders.

OvutcoME OPTIONS

1. Break the Spell
The adventurers destroy the castellan,
freeing the spirits and reopening the
trade route.

2. Seal the Redoubt
The adventurers stabilize the magic,
containing the curse but leaving the
ruins haunted.

3. Claim the Magic
The adventurers harness the redoubt’s
power, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
CURSED REDOUBT

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 section of the wall imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of enchanted stone
imbued with necrotic magic.
A rival group of treasure 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 Blighted Castellan’s
wrath.
The adventurers find carvings depicting the
redoubt’s history.
The lingering magic intensifies, imposing
disadvantage on Insight checks.
The adventurers find a minor magical relic in the
Castellan’s Tower.
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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High in the misty
mountains lies the Spectral OQutpost, a
small but well-fortified structure that
served as a critical lookout during an
ancient war. The soldiers stationed there
mysteriously vanished, leaving behind eerie
shadows that wander the halls. A band of
merchants seeks to reclaim the outpost as
a rest stop for travelers, but the hauntings
have driven them back. The adventurers
must uncover the mystery of the vanished
soldiers and lay their spirits to rest.

KEYy NPCs

1. Jorath Hillsworn (Dwarf, Neutral Good)
A merchant leader who sees potential
profit in reclaiming the outpost for his
caravan routes.

2. Kyra Mistshadow (Tiefling, Chaotic
Neutral)

A guide who is skeptical of the outpost’s
reclamation and believes the spirits
guard something valuable.

3. The Shadow Captain (Undead, Neutral
Evil)

A spectral leader who commands the
ghostly shadows and seeks to keep the
outpost isolated from the living.

LOCATIONS

1. The Mistveil Trail
A winding path leading to the outpost,
where shadows seem to flicker and
strange whispers echo in the fog.

2. The Silent Barracks
The outpost’s living quarters, where
ghostly soldiers drift through the halls,
trapped in their final moments.

3. The Watcher’s Tower
A tall lookout point where the Shadow
Captain resides, surveying the mist-
covered terrain.

ENCOUNTERS

1. Ghostly Guards
In the Mistveil Trail, the adventurers are
attacked by 2 Shadows, remnants of the
outpost’s soldiers.

2. Fog Hazards
In the Silent Barracks, collapsing beams
and disorienting whispers create
dangers. Success requires Dexterity
Saves (DC 14) and Insight (DC 13)
checks.

3. Battle with the Shadow Captain
In the Watcher’s Tower, the captain uses
necrotic magic and summoned shadows
to overwhelm intruders.

OuTtcoME OPTIONS

1. Free the Outpost
The adventurers destroy the Shadow
Captain, breaking the curse and making
the outpost safe for travelers.

2. Preserve the Haunting
The adventurers stabilize the magic,
allowing the hauntings to remain as a
warning to intruders.

3. Claim the Shadows’ Power
The adventurers harness the spectral
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
SPECTRAL OUTPOST

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 tower imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard imbued with shadow
magic.
A rival group of explorers blocks the path forward.
A glyph activates, summoning ghostly defenders.
The adventurers hear whispers revealing a hidden
room.
A spectral figure warns of the Shadow Captain’s
wrath.
The adventurers find carvings depicting the
outpost’s history.
The fog thickens, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Watcher’s Tower.
A sudden tremor shifts the outpost, 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 an otherworldly
chasm lies the Void
Keep, a fortress swallowed by strange
magic during an ancient ritual. Its walls
pulse with dark energy, and its halls twist
and warp, defying natural laws. A cult
seeks to use the keep’s chaotic power to
open a portal to another plane. The
adventurers must brave the warped terrain,
confront the cultists, and decide the fate of
the keep and its volatile energy.

Key NPCs

1. Eryndis Moondrift (Elf, Neutral Good)
An arcane scholar desperate to stop the
cult before the portal destabilizes the
entire region.

2. Vorath Dusksoul (Tiefling, Chaotic
Neutral)

A rogue mage intrigued by the keep’s
energy, hoping to harness its chaos for
personal gain.

3. The Rift Warden (Undead, Neutral Evil)
A spectral guardian who serves the
keep’s chaotic forces, summoning void
creatures to defend its secrets.

LOCATIONS
1. The Warped Gorge

The keep’s jagged approach, littered
with glowing fissures and strange,
shifting shadows.

2. The Twisted Hallways
Corridors that defy natural geometry,
creating disorienting paths filled with
flickering illusions.

3. The Rift Chamber
A central hall where the cult attempts to

complete their ritual, overseen by the
Rift Warden.

ENCOUNTERS

1. Void Specters
In the Warped Gorge, the adventurers
are attacked by 2 Specters, altered by
the keep’s energy.

2. Chaotic Hazards
In the Twisted Hallways, shifting walls

and magical distortions create dangers.

Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Rift Warden
In the Rift Chamber, the warden uses
necrotic magic and void creatures to
overwhelm intruders.

OurcoME OPTIONS

1. Seal the Rift
The adventurers destroy the cult and
stabilize the magic, preventing further
chaos.

2. Claim the Keep’s Power
The adventurers harness the keep’s
energy, gaining unique abilities but
risking instability.

3. Destroy the Keep
The adventurers collapse the structure,
sacrificing the keep but ensuring its
magic can’t be misused.
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D20 RANDOM EVENTS: THE
Voibp KEEP

Roll
(1d20)

12
3-4
5-6
7-8
910

11-12
13-14

15-16

17-18

19-20

Event Description
A collapsing section of the gorge imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of void crystal imbued
with chaotic energy.
A rival group of cultists blocks the path forward.
A glyph activates, summoning void guardians.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Rift Warden’s wrath.
The adventurers find carvings depicting the keep’s
strange history.
The energy surges, imposing disadvantage on
Insight checks.
The adventurers find a minor magical relic in the
Rift Chamber.
A sudden tremor shifts the keep, 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 in a remote canyon
lies the Howling Stronghold, a ruined
fortress where the wind sings an eerie
melody through its broken walls. Once a
bastion for an elite order of warriors, the
stronghold fell to an unknown force,
leaving its defenders’ spirits restless. The
adventurers must brave the howling winds,
confront the spectral warriors, and uncover
the mystery of the fortress’s fall.

KEeYy NPCs

1. Serrah Windreaver (Human, Neutral
Good)

A bard hoping to learn the truth of the
stronghold’s haunting and weave its tale
into an epic song.

2. Korrin Redclay (Dwarf, Chaotic Neutral)
A treasure hunter seeking artifacts
rumored to be hidden within the
stronghold.

3. The Wailing Commander (Undead,
Neutral Evil)

A spectral figure bound to the winds,
commanding the fortress’s ghostly
defenders.

LOCATIONS

1. The Wind-Scarred Path
A narrow trail leading to the stronghold,
where fierce winds make progress
perilous.

2. The Echoing Courtyard
An open space within the fortress, filled
with swirling wind and ghostly echoes.

3. The Commander’s Keep
A shattered tower where the Wailing
Commander resides, surrounded by
spectral soldiers.

ENCOUNTERS

1. Phantom Scouts
On the Wind-Scarred Path, the
adventurers are attacked by 2 Shadows,
their forms swirling with wind.

2. Howling Hazards
In the Echoing Courtyard, collapsing
stones and disorienting winds create
dangers. Success requires Dexterity
Saves (DC 14) and Survival (DC 13)
checks.

3. Battle with the Wailing Commander
In the Commander’s Keep, the
commander uses necrotic magic and
wind-based attacks to overwhelm
intruders.

OvurcoME OPTIONS

1. Silence the Winds
The adventurers destroy the Wailing
Commander, ending the haunting and
restoring peace to the canyon.

2. Preserve the Echoes
The adventurers stabilize the magic,
allowing the winds to remain as a
warning to future trespassers.

3. Claim the Wind’s Power
The adventurers harness the spectral
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
HOWLING STRONGHOLD

Roll
(1d20) Event Description

1-2 A collapsing section of the courtyard imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers find a shard of enchanted stone
imbued with wind magic.

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

7-8 A glyph activates, summoning ghostly defenders.

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

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

13-14  The adventurers find carvings depicting the
fortress’s fall.

15-16  The winds intensify, imposing disadvantage on
Perception checks.

17-18  The adventurers find a minor magical relic in the
Commander’s Keep.

19-20 A sudden tremor shifts the stronghold, 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 Red Spire, a
towering fortress carved
from blood-red stone, was once a symbol of
defiance against tyranny. It is said that
during its final siege, its defenders invoked
a desperate curse, staining its walls with
their own blood. Now, strange crimson
lights flicker from its peak, and those who
enter rarely return. The adventurers must
investigate the spire, confront the lingering
spirits, and decide whether to lift the curse
or let it remain.

KEey NPCs

1. Eldan Crimsoncloak (Elf, Neutral Good)
A historian seeking to uncover the truth
of the defenders’ sacrifice and honor
their memory.

2. Varrik Ironshade (Dwarf, Chaotic
Neutral)
A mercenary hoping to loot the spire’s
cursed treasures, regardless of the risks.

3. The Bloodbound Warden (Undead,
Neutral Evil)
A spectral guardian bound to the spire,
enforcing its curse and preventing
intruders from escaping.

LOCATIONS

1. The Crimson Ridge
The spire’s approach, where pools of
red-tinted water glimmer in the
moonlight.

2. The Bloodstained Halls
The fortress’s interior, where streaks of
crimson seem to pulse faintly on the
walls.

3. The Warden’s Sanctum
A chamber at the spire’s peak, where the
Bloodbound Warden lingers, surrounded
by glowing red runes.

ENCOUNTERS

1. Crimson Phantoms
On the Crimson Ridge, the adventurers
are attacked by 2 Specters, their forms
tinged with a red glow.

2. Cursed Hazards
In the Bloodstained Halls, shifting walls
and glowing runes create dangers.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Bloodbound Warden
In the Warden’s Sanctum, the warden
uses necrotic magic and blood-themed
attacks to overwhelm intruders.

OutcoME OPTIONS

1. Break the Curse
The adventurers destroy the warden,
lifting the curse and restoring peace to
the spire.

2. Seal the Spire
The adventurers stabilize the magic,
containing the curse but preserving the
spire’s secrets.

3. Claim the Spire’s Power
The adventurers harness the curse’s
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
RED SPIRE

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 section of the ridge imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of enchanted stone
imbued with blood magic.
A rival group of mercenaries blocks the path
forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Bloodbound
Warden's wrath.
The adventurers find carvings depicting the spire’s
history.
The crimson glow intensifies, imposing
disadvantage on Perception checks.
The adventurers find a minor magical relic in the
Warden’s Sanctum.
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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The Shattered
Stronghold lies in a craggy mountain pass,
its towers and walls broken as if by some
colossal force. Legends tell of a giant that
once laid siege to the fortress, leaving its
defenders scattered and its halls haunted
by their regrets. Recently, a local chieftain
reported strange tremors and eerie lights
emanating from the ruins. The adventurers
must uncover the source of the
disturbances and confront the ancient
curse that lingers within.

Key NPCs

1. Brannah Frostveil (Human, Neutral
Good)

A chieftain from a nearby village, seeking
to protect her people from whatever
threatens to awaken in the stronghold.

2. Torik Stonefist (Dwarf, Chaotic Neutral)
A mercenary intrigued by the idea of
treasure hidden among the ruins.

3. The Stonebreaker Revenant (Undead,
Neutral Evil)

A spectral giant bound to the stronghold,
reliving its destructive rage and guarding
its cursed secrets.

LOCATIONS

1. The Cracked Approach
A jagged trail lined with fallen stones
and giant footprints that lead to the
stronghold’s shattered gates.

2. The Broken Halls
The interior corridors of the fortress,
filled with unstable debris and ghostly
echoes of the past.

3. The Giant’s Wrath
The keep’s heart, where the
Stonebreaker Revenant resides, its
ethereal form glowing faintly with rage.

ENCOUNTERS

1. Fallen Guardians
On the Cracked Approach, the
adventurers are attacked by 2 Shadows,
remnants of the stronghold’s defenders.

2. Hazards of Destruction
In the Broken Halls, collapsing beams
and unstable debris create dangers.
Success requires Dexterity Saves (DC
14) and Insight (DC 13) checks.

3. Battle with the Stonebreaker Revenant
In the Giant’s Wrath, the revenant uses

necrotic magic and spectral force attacks

to overwhelm intruders.

OvurcoME OPTIONS

1. Banish the Revenant
The adventurers destroy the revenant,
ending its rage and silencing the
tremors.

2. Seal the Stronghold
The adventurers stabilize the ruins,
containing its curse but leaving its
mysteries intact.

3. Harness the Energy
The adventurers harness the spectral
power, gaining unique abilities but
risking instability.
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D20 RANDOM EVENTS: THE
SHATTERED STRONGHOLD

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 section of the hall imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of enchanted stone
imbued with destructive energy.
A rival group of treasure 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 Stonebreaker
Revenant’s wrath.
The adventurers find carvings depicting the
stronghold’s fall.
The tremors intensify, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Giant's Wrath.
A sudden tremor shifts the stronghold, 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 Obsidian Fortress,
carved from volcanic rock, stands dormant
at the edge of a scorched wasteland. Once
a stronghold for fire-wielding warriors, the
fortress was abandoned after a
catastrophic eruption consumed its
surroundings. Now, its walls glow faintly
with embers, and fiery spirits stalk its halls.
The adventurers must navigate the fortress,
confront the fiery entities, and determine
whether to rekindle its flames or extinguish
them for good.

KEey NPCs

1. Kaldrik Emberforge (Dwarf, Neutral
Good)
A blacksmith seeking to recover lost
forging techniques said to be hidden
within the fortress.

2. Sarya Flameheart (Tiefling, Chaotic
Neutral)
A pyromancer drawn to the fortress’s
fiery magic, hoping to harness it for her
OwWn pOwWer.

3. The Infernal Warden (Undead, Neutral
Evil)
A fiery spirit bound to the fortress,
protecting its secrets and punishing
intruders with searing wrath.

LOCATIONS

1. The Scorched Expanse
A barren, ashen plain leading to the
fortress, where the heat distorts the air
and fiery remnants linger.

2. The Ember Halls
The interior corridors of the fortress,
filled with glowing embers and faint
trails of molten rock.

3. The Forgeheart Chamber
A vast hall at the fortress’s core, where
the Infernal Warden resides, surrounded
by a pool of molten lava.

ENCOUNTERS

1. Fiery Shades
In the Scorched Expanse, the
adventurers are attacked by 2 Specters,
their forms wreathed in flame.

2. Molten Hazards
In the Ember Halls, falling embers and
molten cracks create dangers. Success
requires Dexterity Saves (DC 14) and
Arcana (DC 13) checks.

3. Battle with the Infernal Warden
In the Forgeheart Chamber, the warden
uses necrotic magic and fire-based
attacks to overwhelm intruders.

OvurcoME OPTIONS

1. Extinguish the Flames
The adventurers destroy the warden,
silencing the fortress and restoring calm
to the wasteland.

2. Reignite the Forge
The adventurers rekindle the fortress’s
flames, granting it new life but risking
future dangers.

3. Claim the Fiery Power
The adventurers harness the fiery
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
OBSIDIAN FORTRESS

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 section of the hall imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of obsidian imbued
with fiery magic.
A rival group of pyromancers blocks the path
forward.
A glyph activates, summoning fiery defenders.
The adventurers hear whispers revealing a hidden
forge.
A spectral figure warns of the Infernal Warden’s
wrath.
The adventurers find carvings depicting the
fortress’s fiery past.
The heat intensifies, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
Forgeheart Chamber.
A sudden tremor shifts the fortress, revealing a
hidden passage.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD

44






ADVENTURE SEED 321:

g HE FIELDS OF 3. The Warlord’s Stand
‘ 6 VAl ENDLESS WAR” The ruins of an ancient encampment
| where the Warlord’s Revenant lingers,
overseeing the eternal struggle.

PLoT HOoOK
The Fields of Endless
War stretch across a desolate plain, ENG OUNTERS

marked by craters and rusting weapons left 1. Spectral Skirmishers

by countless battles. It is said that no army : On the:Cratesad Bana e (e

L LTSI e ST adventurers are attacked i)y 2 Shadows
fallen warriors rise to continue their eternal drav oI i X
struggle. A noble general seeks the > Hakined Hatis '

adventurers’ aid in crossing the field, but Tiv the) Blebeing Hill, ool AR ER A A R

the restless dead will not allow passage
p and spectral bursts create dangers.
without bloodshed. The adventurers must : !
navigate the haunted battlefield and decide SUGEes D e
8 14) and Insight (DC 13) checks.

hether to lay th irits t t fight s
W0 s .o 3. Battle with the Warlord’s Revenant

OEi e el g In the Warlord’s Stand, the revenant
uses necrotic magic and spectral
Ky NPCs warriors to overwhelm intruders.
1. General Tarvos Steelwill (Human,
Lawful Neutral)
A resolute commander who believes in OvutrcoME OPTIONS
completing his mission at any cost, even 1. Break the Curse
if it means disturbing the dead. The adventurers destroy the revenant,
2. Lirana Shadowwhisper (Half-Elf, ending the eternal struggle and restoring
Chaotic Neutral) peace to the battlefield.
A rogue who views the battlefield as an 2. Preserve the Cycle
opportunity to loot relics from the fallen. The adventurers stabilize the magic,
3. The Warlord’s Revenant (Undead, allowing the battle to continue as a
Neutral Evil) warning to future intruders.
A spectral warlord who commands the 3. Claim the Spirits’ Power
restless spirits, bound to the battlefield The adventurers harness the spectral
by an ancient curse. energy, gaining unique abilities but
risking corruption.
LOCATIONS

1. The Cratered Expanse
A vast, open field littered with rusted
weapons, shattered banners, and the
faint whispers of the dead.

2. The Bleeding Hill
A blood-soaked mound that serves as the
heart of the battlefield, where spectral
warriors endlessly clash.
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D20 RANDOM EVENTS: THE
FIELDS OF ENDLESS WAR

Roll
(1d20)

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

11-12
13-14

15-16

17-18

19-20

Event Description
A collapsing section of the hill imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of an ancient weapon
imbued with necrotic magic.

A rival group of scavengers blocks the path forward.

A glyph activates, summoning spectral warriors.
The adventurers hear whispers revealing a hidden
armory.

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

The spectral energy intensifies, imposing
disadvantage on Perception checks.

The adventurers find a minor magical relic in the
Warlord's Stand.

A sudden tremor shifts the terrain, 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 sprawling marshland,
known locally as the
Bloody Marsh, is said to have consumed an
entire army during a pivotal battle
centuries ago. Red-tinted water flows
through its murky channels, and ghostly
banners rise and fall in the mist. Recently,
disappearances among travelers passing
through the area have drawn attention. The
adventurers must delve into the swamp,
confront its spectral inhabitants, and
uncover the truth behind the cursed land.

KEey NPCs

1. Erynna Mirewood (Elf, Neutral Good)
A druid seeking to cleanse the marsh
and restore balance to the surrounding
ecosystem.

2. Tharok Redscale (Dragonborn, Chaotic
Neutral)

A treasure hunter drawn to the marsh in
search of a legendary sword said to be
lost there.

3. The Marsh General (Undead, Neutral
Evil)

The ghostly leader of the army
consumed by the swamp, bound to its
watery depths and lashing out at all
intruders.

LOCATIONS

1. The Bloodied Crossing
A narrow pathway through the marsh,
where the ground is littered with rusted
weapons and broken armor.

2. The Phantom Mire
A deeper region of the swamp where
spectral warriors march endlessly
through the mist.

3. The General’s Bog
A central clearing where the Marsh
General commands his ghostly forces,
surrounded by dark, churning water.

ENCOUNTERS

1. Spectral Patrols
In the Phantom Mire, the adventurers
are attacked by 2 Shadows, their forms
shimmering with water.

2. Bog Hazards
In the General’s Bog, hidden sinkholes
and spectral traps create dangers.
Success requires Dexterity Saves (DC
14) and Survival (DC 13) checks.

3. Battle with the Marsh General
In the General’s Bog, the general uses
necrotic magic and water-based spectral
attacks to overwhelm intruders.

OuTtcoME OPTIONS

1. Cleanse the Marsh
The adventurers destroy the general,
freeing the marsh from its curse and
restoring its natural state.

2. Seal the Curse
The adventurers stabilize the marsh’s
magic, containing the spectral energies
but preserving its haunting nature.

3. Harness the Marsh’s Power
The adventurers claim the spectral
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
BLOODY MARSH

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 section of the crossing imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of an enchanted shield
imbued with water magic.
A rival group of adventurers blocks the path
forward.
A glyph activates, summoning spectral warriors.
The adventurers hear whispers revealing a hidden
cache.
A spectral figure warns of the Marsh General’s
wrath.
The adventurers find carvings depicting the army’s
demise.
The water intensifies, imposing disadvantage on
Perception checks.
The adventurers find a minor magical relic in the
General’s Bog.
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
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A lone spire rises amidst
a barren battlefield, its surface marked by
scars of ancient magic. It is said that a
powerful wizard fought here, unleashing
devastating spells that cursed the land and
all who fought upon it. Now, eerie lights
flicker from the spire’s peak, and whispers
of treasure and power attract adventurers.
The party must confront the spire’s
spectral guardian and decide whether to
claim its secrets or banish them forever.

Key NPCs

1. Eryndor Shadowflare (EIf, Neutral
Good)
A scholar seeking to learn more about
the magic that caused the battlefield’s
destruction.

2. Varek Flamebinder (Tiefling, Chaotic
Neutral)
A mage hoping to claim the spire’s
magic for his own purposes, regardless
of the cost.

3. The Arcane Specter (Undead, Neutral
Evil)
A ghostly wizard who lingers within the
spire, protecting the cursed relics of the
battle.

LOCATIONS
1. The Scarred Field

The battlefield surrounding the spire,
littered with broken weapons and faintly
glowing runes.

2. The Shattered Tower
The lower levels of the spire, where
unstable magic creates disorienting
illusions.

3. The Mage’s Sanctum
A ruined chamber at the top of the spire,
where the Arcane Specter resides,
commanding lingering magical energies.

ENCOUNTERS

1. Spectral Mages
In the Shattered Tower, the adventurers
are attacked by 2 Shadows, infused with
lingering arcane energy.

2. Magical Hazards
In the Mage’s Sanctum, unstable runes
and surging magic create dangers.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Arcane Specter
In the Mage’s Sanctum, the specter uses
necrotic magic and spell-like abilities to
overwhelm intruders.

OvutcoME OPTIONS

1. Destroy the Specter
The adventurers banish the Arcane
Specter, ending its influence over the
battlefield.

2. Seal the Spire
The adventurers stabilize the spire’s
magic, preserving its secrets but
preventing further harm.

3. Claim the Magic
The adventurers harness the spire’s
power, gaining unique abilities but
risking corruption.
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BATTLEFIELD SPIRE

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing section of the spire imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of enchanted glass
imbued with arcane energy.
A rival group of wizards blocks the path forward.
A glyph activates, summoning spectral mages.
The adventurers hear whispers revealing a hidden
cache of scrolls.
A spectral figure warns of the Arcane Specter’s
wrath.
The adventurers find carvings depicting the
wizard’s final stand.
The magic intensifies, imposing disadvantage on
Insight checks.
The adventurers find a minor magical relic in the
Mage’s Sanctum.
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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=gy HE VALLEY OF 3. The Ossuary Lord’s Lair
‘ 6 FAal BONES” A cavernous chamber where the Ossuary
. Lord resides, surrounded by towering
skeletal constructs.

PLoT HoOOK

The Valley of Bones lies
hidden between two jagged mountain ENCOUNTERS
ranges, its floor covered in the skeletal
remains of countless soldiers who fought a
brutal war centuries ago. Locals report that
the bones now rise at night, reassembling
into terrifying forms. The adventurers are
hired by a merchant whose caravans have
been attacked by these bone constructs.
The party must traverse the valley, confront
the source of the animation, and put an end
to the curse.

1. Bone Constructs
On the Bone-Littered Trail, the
adventurers are attacked by 2 Skeletons,
animated by the valley’s curse.

2. Ravine Hazards
In the Ossuary Chasm, collapsing bone
piles and spectral traps create dangers.
Success requires Dexterity Saves (DC
14) and Survival (DC 13) checks.

3. Battle with the Ossuary Lord
In the Ossuary Lord’s Lair, the lord uses

KeY NPCs necrotic magic and summons bone

1. Morrin Greystone (Dwarf, Neutral Good) constructs to overwhelm intruders.

A merchant desperate to reclaim the
valley as a safe trade route for his

caravans. OvutrcoME OPTIONS

2. Zariel Blackthorn (Tiefling, Chaotic 1. Cleanse the Valley
Neutral) The adventurers destroy the Ossuary
A necromancer intrigued by the Lord, ending the curse and silencing the
phenomenon, hoping to harness the restless dead.
power animating the bones. 2. Seal the Chasm

3. The Ossuary Lord (Undead, Neutral The adventurers stabilize the magic,
Evil) containing the curse but preserving the
A skeletal figure bound to the valley, valley’s mysteries.
commanding the armies of the dead in a 3. Claim the Bone Magic
relentless mockery of war. The adventurers harness the energy

animating the bones, gaining unique
abilities but risking corruption.

LOCATIONS

1. The Bone-Littered Trail
A narrow path through the valley, where
shifting piles of bones create hazards
and strange echoes.

2. The Ossuary Chasm
A deep ravine within the valley, filled
with piles of moving bones and strange,
glowing runes.
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D20 RANDOM EVENTS: THE
VALLEY OF BONES

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 section of the chasm imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of enchanted bone
imbued with necrotic energy.
A rival group of necromancers blocks the path
forward.
A glyph activates, summoning skeletal guardians.
The adventurers hear whispers revealing a hidden
alcove.

A spectral figure warns of the Ossuary Lord’s wrath.

The adventurers find carvings depicting the battle
that filled the valley.

The bones shift unpredictably, imposing
disadvantage on Insight checks.

The adventurers find a minor magical relic in the
Ossuary Lord’s Lair.

A sudden tremor shifts the valley, 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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~=ufins” HE FORGOTTEN
‘ 6 77| FRONTLINE’

PLoT HOOK

A sprawling trench
network from an ancient war lies buried
beneath layers of soil and rubble. Recent
tremors have unearthed sections of the
trenches, and locals report ghostly soldiers
marching through the night. An artifact of
great power is said to be hidden in the
command bunker, but the undead soldiers
will stop at nothing to protect it. The
adventurers must navigate the trenches,
confront the spectral army, and retrieve or
destroy the artifact.

Key NPCs

1. Lorian Dawnblade (Human, Neutral
Good)
A knight who believes the artifact could
turn the tide in an ongoing war but fears
its potential corruption.

2. Garrick Mirewalker (Halfling, Chaotic
Neutral)
A scavenger seeking to loot the trenches
for forgotten weapons and relics.

3. The Phantom General (Undead, Neutral
Evil)
A spectral figure who commands the
ghostly soldiers and guards the artifact
with unwavering resolve.

LOCATIONS

1. The Unearthed Trenches
A labyrinth of narrow passageways filled
with debris and the echoes of ghostly
commands.

2. The No Man’s Land
An open area between sections of the
trenches, riddled with spectral traps and
crumbling terrain.

3. The Command Bunker
A fortified chamber where the Phantom
General resides, clutching the artifact of
power.

ENCOUNTERS

1. Ghostly Soldiers
In the Unearthed Trenches, the
adventurers are attacked by 2 Shadows,
remnants of the battlefield’s defenders.

2. Hazards of War
In No Man’s Land, collapsing terrain and
spectral bursts create dangers. Success
requires Dexterity Saves (DC 14) and
Insight (DC 13) checks.

3. Battle with the Phantom General
In the Command Bunker, the general
uses necrotic magic and spectral
warriors to overwhelm intruders.

OuTtcOME OPTIONS

1. Destroy the Artifact
The adventurers destroy the artifact,
ending the spectral soldiers’ vigilance
and restoring peace to the trenches.

2. Claim the Artifact
The adventurers take the artifact,
gaining its power but risking its
corruptive influence.

3. Seal the Bunker
The adventurers stabilize the magic,
leaving the artifact and soldiers
undisturbed.
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Roll
(1d20) Event Description

1-2 A collapsing section of the trenches imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers find a shard of a broken weapon
imbued with necrotic energy.

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

7-8 A glyph activates, summoning ghostly defenders.

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

11-12 A spectral figure warns of the Phantom General's
wrath.

13-14  The adventurers find carvings depicting the trench
war’s horrors.

15-16  The spectral energy intensifies, imposing
disadvantage on Perception checks.

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

19-20 A sudden tremor shifts the trenches, 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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=i’ HE SHRINE OF THE
6 2] FALLEN”

¢

PLoT HOOK

In the center of an
ancient battlefield lies the Shrine of the
Fallen, a solemn monument once
dedicated to warriors from both sides of
the conflict. Over the centuries, the shrine
has become a nexus of spectral energy, and
locals now report ghostly figures emerging
from its ruins. A group of scholars seeks to
study the shrine, but they need protection
from the restless spirits. The adventurers
must navigate the shrine’s haunting
energies and uncover the secrets hidden
within its ruins.

Key NPCs
1. Ellara Nightsong (Elf, Neutral Good)

A historian seeking to honor the fallen by
restoring the shrine and uncovering its
hidden truths.

2. Garn Blackthorn (Half-Orc, Chaotic
Neutral)
A mercenary interested in the potential
treasures hidden beneath the shrine.

3. The Mourning Knight (Undead, Neutral
Evil)
A spectral figure bound to the shrine,
guarding it against all intruders with
relentless sorrow.

LOCATIONS
1. The Path of Remembrance

A long, overgrown trail leading to the
shrine, lined with crumbling statues of
fallen warriors.

2. The Sacred Courtyard
An open space in the shrine, where
spectral warriors appear to reenact their
final battle.

3. The Altar of Woe
A central chamber beneath the shrine,
where the Mourning Knight lingers
amidst glowing runes and haunting
chants.

ENCOUNTERS

1. Phantom Guardians
On the Path of Remembrance, the
adventurers are attacked by 2 Shadows,
remnants of the shrine’s spectral
protectors.

2. Sacred Hazards
In the Sacred Courtyard, collapsing
stonework and lingering magic create
dangers. Success requires Dexterity
Saves (DC 14) and Insight (DC 13)
checks.

3. Battle with the Mourning Knight
In the Altar of Woe, the knight uses
necrotic magic and spectral attacks to
overwhelm intruders.

OuTtcoME OPTIONS

1. Cleanse the Shrine
The adventurers destroy the Mourning
Knight, silencing the haunting energies
and restoring peace to the monument.

2. Seal the Shrine
The adventurers stabilize the shrine’s
magic, containing its spectral energies
but leaving its mysteries intact.

3. Harness the Energy
The adventurers claim the shrine’s
power, gaining unique abilities but
risking corruption.
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SHRINE OF THE FALLEN

Roll
(1d20) Event Description

1-2 A collapsing section of the courtyard imposes
disadvantage on Dexterity saves for an hour.

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

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
alcove.

11-12 A spectral figure warns of the Mourning Knight's
wrath.

13-14  The adventurers find carvings depicting the shrine’s
dedication ceremony.

15-16  The spectral energy intensifies, imposing
disadvantage on Perception checks.

17-18  The adventurers find a minor magical relic in the
Altar of Woe.

19-20 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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s HE SCARRED 3. The Commander’s Vigil
‘ 6 pAll MONUMENT” A chamber at the top of the obelisk,
i where the Wailing Commander stands
guard over its dark secrets.

PrLoT HOOK

The Scarred Monument
stands at the heart of an abandoned ENCOUN’I‘ERS
battlefield, a towering obelisk carved with
the names of the fallen. It is said that those
who touch the monument hear the cries of
the dying and see visions of the battle. A
nearby village reports that spectral soldiers
now march from the monument, attacking
anyone who strays too close. The
adventurers must investigate the
monument, uncover its curse, and put an
end to the spectral attacks.

1. Spectral Marchers
In the Cracked Plaza, the adventurers
are attacked by 2 Shadows, remnants of
the battle’s soldiers.

2. Runic Hazards
In the Shadowed Chamber, collapsing
walls and glowing runes create dangers.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Wailing Commander
In the Commander’s Vigil, the

Ky NPCS commander uses necrotic magic and

1. Havrin Stonehelm (Dwarf, Neutral summoned soldiers to overwhelm
Good) intruders.

A mason who wishes to repair the
monument and honor its original

purpose. OvutrcoME OPTIONS

2. Kaelin Duskwhisper (Human, Chaotic 1. Destroy the Obelisk
Neutral) The adventurers destroy the monument,
A rogue hoping to uncover hidden breaking the curse and silencing the
treasures beneath the obelisk. restless spirits.

3. The Wailing Commander (Undead, 2. Preserve the Monument
Neutral Evil) The adventurers stabilize the magic,
A spectral figure bound to the allowing the monument to remain as a
monument, commanding the undead warning to future generations.
soldiers in an endless reenactment of the 3. Claim the Monument’s Power
battle. The adventurers harness the spectral

energy, gaining unique abilities but
risking corruption.

LOCATIONS

1. The Cracked Plaza
The area surrounding the monument,
littered with rubble and faint traces of
glowing runes.

2. The Shadowed Chamber
A hidden room beneath the monument,
where echoes of the past linger and
strange whispers fill the air.
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D20 RANDOM EVENTS: THE
SCARRED MONUMENT

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 section of the plaza imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of the monument
imbued with spectral energy.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning spectral soldiers.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Wailing Commander’s
wrath.
The adventurers find carvings depicting the
monument’s construction.
The spectral presence intensifies, imposing
disadvantage on Insight checks.
The adventurers find a minor magical relic in the
Commander’s Vigil.
A sudden tremor shifts the monument, 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 Blackened Fields
stretch for miles, charred and lifeless from
a battle waged with powerful fire magic
centuries ago. The scorched earth seems to
whisper, and glowing embers ignite
without warning. Locals believe the spirits
of those consumed by the flames haunt the
land, seeking vengeance for their suffering.
The adventurers must traverse the desolate
plains, confront the fiery spirits, and
uncover the origin of the magical inferno.

Key NPCs

1. Rilanna Ashspire (Half-Elf, Neutral
Good)

A mage who seeks to learn the secrets of
the fire magic that ravaged the
battlefield.

2. Jarek Flintwalker (Dwarf, Chaotic
Neutral)

A mercenary hoping to salvage weapons
and armor rumored to be enchanted by
the flames.

3. The Ember Lord (Undead, Neutral Evil)
A spectral figure wreathed in fire,
commanding the embers of the
battlefield to rise and attack intruders.

LOCATIONS

1. The Smoldering Crossing
A narrow pathway through the fields,
where the ground radiates heat and
bursts of flame erupt sporadically.

2. The Ashen Qutcrop
A jagged hill in the center of the
battlefield, where flickering lights and
ghostly figures emerge.

3. The Ember Hollow
A deep pit where the Ember Lord
resides, surrounded by molten cracks
and swirling fire magic.

ENCOUNTERS

1. Flaming Specters
In the Smoldering Crossing, the
adventurers are attacked by 2 Shadows,
their forms blazing with ghostly fire.

2. Burning Hazards

In the Ashen Outcrop, collapsing embers

and searing heat create dangers.
Success requires Dexterity Saves (DC
14) and Arcana (DC 13) checks.

3. Battle with the Ember Lord
In the Ember Hollow, the lord uses
necrotic magic and fire-based attacks to
overwhelm intruders.

OvurcoME OPTIONS

1. Extinguish the Flames
The adventurers destroy the Ember
Lord, silencing the field’s whispers and
restoring calm to the area.

2. Harness the Flames
The adventurers claim the fire’s power,
gaining unique abilities but risking
corruption.

3. Seal the Magic

The adventurers stabilize the battlefield,

containing the flames but preserving its
fiery mysteries.
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Roll
(1d20) Event Description

1-2 A collapsing section of the field imposes
disadvantage on Dexterity saves for an hour.

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

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

7-8 A glyph activates, summoning fiery defenders.

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

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

13-14  The adventurers find carvings depicting the battle’s
fiery devastation.

15-16  The flames intensify, imposing disadvantage on
Perception checks.

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

19-20 A sudden tremor shifts the field, revealing a hidden
passage.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

The Shadowed
Trenches wind through a fog-shrouded
plain, their walls crumbling and overgrown
with brambles. Soldiers who fought here
were said to vanish into the mist, their
screams echoing long after their
disappearance. A scout from a nearby
settlement has gone missing, and the
adventurers are asked to investigate. They
must confront the spectral entities within
the trenches and uncover the fate of the
lost scout.

KEey NPCs

1. Syrin Graywind (Human, Neutral Good)
Avillage leader desperate to find the
missing scout and end the haunting of
the trenches.

2. Darnik Hollowshade (Halfling, Chaotic
Neutral)

A scavenger hoping to recover lost
weapons and armor from the battlefield.

3. The Mistbound Captain (Undead,
Neutral Evil)

A spectral commander who stalks the
trenches, summoning shadows to attack
trespassers.

L.OCATIONS

1. The Foggy Entrance
The beginning of the trenches, where
thick mist obscures vision and faint
whispers echo.

2. The Twisting Trenches
A maze-like section filled with traps,
spectral shadows, and eerie silence.

3. The Captain’s Hold
A fortified chamber within the trenches,
where the Mistbound Captain lingers,
commanding his ghostly forces.

ENCOUNTERS

1. Phantom Soldiers
In the Twisting Trenches, the
adventurers are attacked by 2 Shadows,
their forms blending with the mist.

2. Trench Hazards
In the Captain’s Hold, collapsing walls
and spectral traps create dangers.
Success requires Dexterity Saves (DC
14) and Insight (DC 13) checks.

3. Battle with the Mistbound Captain
In the Captain’s Hold, the captain uses

necrotic magic and mist-based attacks to

overwhelm intruders.

OutcoME OPTIONS

1. End the Haunting
The adventurers destroy the Mistbound
Captain, silencing the whispers and
freeing the trenches.

2. Preserve the Mystery
The adventurers stabilize the spectral
energies, leaving the haunting as a
warning to others.

3. Harness the Mist’s Power
The adventurers claim the spectral
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
SHADOWED TRENCHES

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 trench imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of enchanted mist
imbued with spectral energy.

A rival group of scavengers blocks the path forward.

A glyph activates, summoning spectral warriors.
The adventurers hear whispers revealing a hidden
cache.

A spectral figure warns of the Mistbound Captain’s
wrath.

The adventurers find carvings depicting the
trenches’ final battle.

The mist thickens, imposing disadvantage on
Perception checks.

The adventurers find a minor magical relic in the
Captain’s Hold.

A sudden tremor shifts the trenches, 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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Protr Hook

The Desolate Outpost
sits atop a hill overlooking a vast
wasteland, its walls crumbling and its
barracks empty. Once a critical vantage
point during a great war, the outpost was
abandoned after a devastating attack.
Recently, traders have reported ghostly
lights and chilling screams emanating from
the ruins. The adventurers must investigate
the outpost, confront the restless spirits,
and uncover the tragedy that haunts the
site.

KEeYy NPCs

1. Captain Elira Stonecrest (Human,
Neutral Good)
A retired soldier who fought near the
outpost and wants to honor the fallen by
ending the haunting.

2. Vareth Coldsteel (Dwarf, Chaotic
Neutral)

A treasure hunter seeking relics of war
left behind in the abandoned barracks.
3. The Wailing Sentinel (Undead, Neutral

Evil)

A ghostly figure who guards the outpost,
blaming intruders for the horrors that
befell its defenders.

LOCATIONS
1. The Silent Hill

The hill leading to the outpost, dotted
with rusted weapons and faded banners.

2. The Collapsed Barracks
A crumbling structure filled with spectral
shadows and echoes of long-lost
soldiers.

3. The Sentinel’s Tower
A towering structure where the Wailing
Sentinel lingers, casting its mournful
cries across the wasteland.

ENCOUNTERS

1. Ghostly Defenders
In the Silent Hill, the adventurers are
attacked by 2 Shadows, remnants of the
outpost’s defenders.

2. Barracks Hazards
In the Collapsed Barracks, falling beams
and spectral traps create dangers.
Success requires Dexterity Saves (DC
14) and Survival (DC 13) checks.

3. Battle with the Wailing Sentinel
In the Sentinel’s Tower, the sentinel
uses necrotic magic and spectral cries to
overwhelm intruders.

OvutcoME OPTIONS

1. Silence the Outpost
The adventurers destroy the Wailing
Sentinel, ending the haunting and
restoring peace to the hill.

2. Preserve the Tower
The adventurers stabilize the spectral
energies, leaving the haunting as a
reminder of the war’s tragedy.

3. Claim the Sentinel’s Power
The adventurers harness the energy,
gaining unique abilities but risking
corruption.
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D20 RANDOM EVENTS: THE
DESOLATE OUTPOST

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 barracks imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of enchanted steel
imbued with spectral energy.
A rival group of explorers blocks the path forward.
A glyph activates, summoning spectral defenders.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Wailing Sentinel’s
wrath.
The adventurers find carvings depicting the
outpost’s final hours.
The spectral cries intensify, imposing disadvantage
on Perception checks.
The adventurers find a minor magical relic in the
Sentinel’s Tower.
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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the ground, tangled in the bones of fallen

soldiers. It is said these chains once bound

powerful war beasts used in a long-
forgotten conflict. Now, the chains rattle
without wind, and ghostly roars echo

across the battlefield. The adventurers are

hired by a scholar researching the war
beasts’ magic, but they must navigate the
haunting field and confront the cursed
remnants of its history.

KEey NPCs

1. Veyra Ironclad (Human, Neutral Good)
A historian dedicated to understanding
the ancient war and restoring honor to
those who fought.

2. Morlen Greaves (Half-Orc, Chaotic
Neutral)

A scavenger looking to claim the chains
as valuable magical artifacts, regardless

of the risks.

3. The Spectral Beastmaster (Undead,
Neutral Evil)
A ghostly figure who commands the
spectral war beasts, bound to the
battlefield by the chains’ curse.

LOCATIONS

1. The Iron Crossing

A treacherous path where rusted chains

snake across the ground and spectral
flashes illuminate the sky.
2. The Beast Pit

A large, circular depression where war

beasts were once trained, now filled with

ghostly howls and strange lights.

The Chained Battlefield
is a desolate plain where iron chains litter

3. The Beastmaster’s Hold
A hidden chamber beneath the
battlefield where the Spectral
Beastmaster lingers, commanding his
ghostly beasts.

ENCOUNTERS

1. Ghostly War Beasts

In the Iron Crossing, the adventurers are

attacked by 2 Shadows, their forms
resembling spectral animals.

2. Chained Hazards
In the Beast Pit, collapsing debris and
animated chains create dangers.
Success requires Dexterity Saves (DC
14) and Insight (DC 13) checks.

3. Battle with the Spectral Beastmaster

In the Beastmaster’s Hold, the
beastmaster uses necrotic magic and
spectral beasts to overwhelm intruders.

OvurtcoME OPTIONS

1. Break the Chains
The adventurers destroy the chains,
freeing the battlefield from its curse and
silencing the ghostly roars.

2. Preserve the Magic

The adventurers stabilize the spectral
forces, leaving the haunting intact as a
deterrent to intruders.

3. Harness the Beast’s Power

The adventurers claim the energy
binding the beasts, gaining unique
abilities but risking corruption.
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CHAINED BATTLEFIELD

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 section of chains imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of a magical chain
imbued with spectral energy.
A rival group of beast hunters blocks the path
forward.
A glyph activates, summoning ghostly beasts.
The adventurers hear whispers revealing a hidden
pit.
A spectral figure warns of the Beastmaster's wrath.

The adventurers find carvings depicting the beasts’

training rituals.

The chains rattle unpredictably, imposing
disadvantage on Perception checks.

The adventurers find a minor magical relic in the
Beastmaster’s Hold.

A sudden tremor shifts the chains, 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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PrLoT HOOK

Beneath a long-forgotten
battlefield lie the Whispering Catacombs,
where fallen soldiers were buried en
masse. The dead have not rested easily,
and faint whispers of anguish rise from the
cracked tombstones above. Villagers
nearby report strange apparitions at night,
and crops have withered mysteriously. The
adventurers must descend into the
catacombs, confront the source of the
whispers, and put an end to the spectral
curse.

Key NPCs

1. Thera Moonglade (Elf, Neutral Good)
A cleric dedicated to cleansing the
catacombs and bringing peace to the
tormented souls.

2. Jarvik Shadewalker (Human, Chaotic
Neutral)
A rogue intrigued by rumors of lost
treasures hidden deep within the
catacombs.

3. The Mourning Warden (Undead,
Neutral Evil)
A spectral guardian bound to the
catacombs, determined to protect its
secrets from intruders.

LOCATIONS
1. The Ruined Graveyard

The entrance to the catacombs, where
tombstones lie broken and faint
whispers echo in the air.

2. The Shadowed Halls
A twisting maze of corridors filled with
ghostly apparitions and shifting
shadows.

3. The Warden’s Crypt
A central chamber where the Mourning
Warden resides, surrounded by glowing
runes and spectral energy.

ENCOUNTERS

1. Apparitional Watchers
In the Ruined Graveyard, the
adventurers are attacked by 2 Shadows,
their forms flickering with light and
darkness.

2. Haunting Hazards
In the Shadowed Halls, collapsing
ceilings and spectral illusions create
dangers. Success requires Dexterity
Saves (DC 14) and Insight (DC 13)
checks.

3. Battle with the Mourning Warden
In the Warden’s Crypt, the warden uses
necrotic magic and summoned shadows
to overwhelm intruders.

OvurcoME OPTIONS

1. Cleanse the Catacombs
The adventurers destroy the Mourning
Warden, silencing the whispers and
freeing the souls.

2. Preserve the Mystery
The adventurers stabilize the spectral
forces, leaving the whispers as a warning
to others.

3. Claim the Spectral Energy
The adventurers harness the energy of
the catacombs, gaining unique abilities
but risking corruption.
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D20 RANDOM EVENTS: THE
WHISPERING CATACOMBS

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 section of the catacombs imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of enchanted stone
imbued with spectral energy.
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 Mourning Warden'’s
wrath.
The adventurers find carvings depicting burial rites.
The spectral energy intensifies, imposing
disadvantage on Insight checks.
The adventurers find a minor magical relic in the
Warden'’s Crypt.
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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ProT Hook

The Forsaken
Watchtower looms over a battlefield where
countless lives were lost. Once a beacon of
hope for defending forces, it fell during the
war and now serves as a dark reminder of
failure. Locals whisper of ghostly sentinels
who still patrol the tower, their forms
flickering with sorrow and anger. A noble
offers the adventurers a reward to
investigate the haunting and recover a lost
family heirloom rumored to be hidden
inside.

KEeYy NPCs

1. Darian Greycloak (Human, Neutral
Good)

A noble seeking to retrieve his ancestor’s
heirloom, lost during the tower’s fall.

2. Kyra Nightfall (Tiefling, Chaotic Neutral)
A thief hoping to find treasures buried
beneath the tower, undeterred by its
curse.

3. The Ghost Captain (Undead, Neutral
Evil)

A spectral leader bound to the
watchtower, who sees all intruders as
enemies.

L.OCATIONS
1. The Crumbling Approach

A steep, rubble-strewn path leading to
the tower, where ghostly figures flicker
in and out of view.

2. The Wailing Barracks
A section of the tower filled with eerie
whispers and spectral soldiers reliving
their final stand.

3. The Captain’s Roost
The uppermost chamber of the tower,
where the Ghost Captain resides,
surrounded by faint, flickering runes.

ENCOUNTERS

1. Spectral Guards
On the Crumbling Approach, the
adventurers are attacked by 2 Shadows,
remnants of the tower’s defenders.

2. Barracks Hazards
In the Wailing Barracks, collapsing
beams and haunting illusions create
dangers. Success requires Dexterity
Saves (DC 14) and Arcana (DC 13)
checks.

3. Battle with the Ghost Captain
In the Captain’s Roost, the captain uses
necrotic magic and summoned spectral
soldiers to overwhelm intruders.

OuTtcoME OPTIONS

1. End the Haunting
The adventurers destroy the Ghost
Captain, silencing the whispers and
allowing the tower to be reclaimed.

2. Preserve the Vigil
The adventurers stabilize the spectral
forces, leaving the haunting as a
deterrent to looters.

3. Claim the Tower’s Power
The adventurers harness the tower’s
spectral energy, gaining unique abilities
but risking corruption.
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D20 RANDOM EVENTS: THE
FORSAKEN WATCHTOWER

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 barracks imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of enchanted wood
imbued with spectral energy.
A rival group of explorers blocks the path forward.
A glyph activates, summoning spectral guards.
The adventurers hear whispers revealing a hidden
armory.
A spectral figure warns of the Ghost Captain’s
wrath.
The adventurers find carvings depicting the tower’s
final moments.
The spectral presence intensifies, imposing
disadvantage on Insight checks.
The adventurers find a minor magical relic in the
Captain’s Roost.
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.

DM ScraTCH PAD
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PLoT HoOK

The Broken Bridge
spans a ravine filled with
the remnants of a fierce battle. Once a vital
crossing for armies, it was destroyed in an
explosion that killed hundreds on both
sides. Now, strange lights are seen floating
above the ravine, and travelers crossing the
new bridge report ghostly voices and
chilling winds. The adventurers must
explore the ruins of the original bridge,
confront its spectral guardians, and lay the
restless spirits to rest.

KEey NPCs

1. Ilyria Stoneflow (Dwarf, Neutral Good)
An engineer who wants to rebuild the
original bridge but needs the haunting
resolved first.

2. Varrin Greaves (Half-Elf, Chaotic
Neutral)

A mercenary searching the ravine for
artifacts lost during the explosion.

3. The Ghostly Architect (Undead, Neutral
Evil)

A spectral figure bound to the bridge,
determined to ensure no one disturbs its
remnants.

LOCATIONS

1. The Ravine’s Edge
The approach to the broken bridge,
where ghostly lights float above jagged
rocks and broken timbers.

2. The Shattered Crossing
The remnants of the original bridge,
where spectral figures drift amidst the
ruins.

3. The Architect’s Spire
A narrow outcrop overlooking the ravine,
where the Ghostly Architect lingers,
guarding the bridge’s secrets.

ENCOUNTERS

1. Phantom Workers
In the Ravine’s Edge, the adventurers
are attacked by 2 Shadows, their forms
flickering like laboring builders.

2. Crossing Hazards
In the Shattered Crossing, collapsing
stones and spectral flashes create
dangers. Success requires Dexterity
Saves (DC 14) and Insight (DC 13)
checks.

3. Battle with the Ghostly Architect
In the Architect’s Spire, the architect
uses necrotic magic and spectral
constructions to overwhelm intruders.

OvutcoME OPTIONS

1. Cleanse the Bridge
The adventurers destroy the Ghostly
Architect, silencing the haunting and
freeing the bridge.

2. Seal the Ruins
The adventurers stabilize the spectral
energies, leaving the haunting intact but
contained.

3. Harness the Bridge’s Power
The adventurers claim the energy of the
ruins, gaining unique abilities but risking
corruption.
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D20 RANDOM EVENTS: THE
BROKEN BRIDGE

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 crossing imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of enchanted timber
imbued with spectral energy.
A rival group of explorers blocks the path forward.
A glyph activates, summoning spectral builders.
The adventurers hear whispers revealing a hidden
cache of tools.
A spectral figure warns of the Ghostly Architect’s
wrath.
The adventurers find carvings depicting the bridge’s
destruction.
The spectral energy intensifies, imposing
disadvantage on Perception checks.
The adventurers find a minor magical relic in the
Architect’s Spire.
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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Protr Hook

The Cursed Trench
snakes through a
forgotten battlefield, its walls marked with
desperate carvings from soldiers who
fought their last battles here. Locals avoid
the trench, claiming that ghostly figures
rise from the shadows to attack those who
enter. A traveling priest hires the
adventurers to cleanse the trench and
recover a sacred artifact left behind during
the war. The party must confront the
restless spirits and unravel the source of
the curse.

Key NPCs
1. Brother Edric (Human, Neutral Good)

A priest determined to recover a holy
relic and end the trench’s curse.

2. Taren Blackstone (Dwarf, Chaotic
Neutral)
A treasure hunter searching the trench
for valuable relics left behind by fleeing
soldiers.

3. The Cursed Lieutenant (Undead,
Neutral Evil)
A spectral officer who commands the
trench’s ghosts, refusing to abandon his
post.

LOCATIONS
1. The Shadowed Entry
The trench’s entrance, where faint
whispers echo and dark stains mark the
walls.
2. The Twisting Paths
A maze of narrow corridors filled with

collapsing earth and ghostly apparitions.

3. The Lieutenant’s Post
A fortified section of the trench, where
the Cursed Lieutenant lingers, guarding
the sacred relic.

1. Phantom Guards
In the Shadowed Entry, the adventurers
are attacked by 2 Shadows, their forms
flickering like soldiers on patrol.

2. Trench Hazards
In the Twisting Paths, falling debris and
spectral flashes create dangers. Success
requires Dexterity Saves (DC 14) and
Arcana (DC 13) checks.

3. Battle with the Cursed Lieutenant
In the Lieutenant’s Post, the lieutenant
uses necrotic magic and spectral
warriors to overwhelm intruders.

OvuTrcoME OPTIONS

1. Recover the Relic
The adventurers destroy the Cursed
Lieutenant, retrieve the relic, and end
the haunting.

2. Seal the Trench
The adventurers stabilize the spectral
forces, leaving the curse contained but
undisturbed.

3. Claim the Relic’s Power
The adventurers take the relic’s energy,
gaining unique abilities but risking
corruption.
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D20 RANDOM EVENTS: THE
CURSED TRENCH

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 section of the trench imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of enchanted stone
imbued with necrotic energy.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning spectral soldiers.
The adventurers hear whispers revealing a hidden
armory.
A spectral figure warns of the Cursed Lieutenant’s
wrath.
The adventurers find carvings depicting the trench’s
final stand.
The spectral energy intensifies, imposing
disadvantage on Perception checks.
The adventurers find a minor magical relic in the
Lieutenant’s Post.
A sudden tremor shifts the trench, revealing a
hidden passage.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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PLoT HooOk

The Bleeding Meadow is
a stretch of crimson-stained grassland
where two armies clashed in a gruesome,
prolonged battle. Local farmers report that
the ground bleeds red after heavy rains,
and ghostly figures wander the fields at
night. A noble landowner hires the
adventurers to cleanse the meadow and
protect their workers from the hauntings.
The party must navigate the cursed plains
and confront the spirits that refuse to leave.

KEey NPCs

1. Lady Orinelle Briarstone (Human,
Neutral Good)

A noblewoman determined to reclaim
the land for farming, despite its dark
reputation.

2. Varrik Ironspur (Dwarf, Chaotic Neutral)
A prospector hoping to uncover buried
artifacts or wealth left behind by the
battle.

3. The Crimson Reaper (Undead, Neutral
Evil)

A ghostly figure cloaked in shadows,
roaming the meadow and attacking
anyone who trespasses.

LOCATIONS

1. The Scarlet Clearing
A wide area where bloodstained grass
still grows, even centuries after the
battle.

2. The Burial Pit
A shallow trench filled with ancient,
rusted weapons and skeletal remains
that emit faint whispers.

3. The Reaper’s Grove
A shadowed cluster of dead trees where
the Crimson Reaper lingers, its form
blending with the dark foliage.

ENCOUNTERS

1. Wandering Wraiths
In the Scarlet Clearing, the adventurers
are attacked by 2 Shadows, their forms
faintly glowing with crimson light.

2. Grassbound Hazards
In the Burial Pit, collapsing ground and
spectral flashes create dangers. Success
requires Dexterity Saves (DC 14) and
Insight (DC 13) checks.

3. Battle with the Crimson Reaper
In the Reaper’s Grove, the reaper uses
necrotic magic and summoned shadows
to overwhelm intruders.

OutcoME OPTIONS

1. Purify the Meadow
The adventurers destroy the Crimson
Reaper, ending the haunting and
allowing the land to be reclaimed.

2. Seal the Curse
The adventurers stabilize the spectral
forces, containing the haunting but
leaving its mysteries intact.

3. Claim the Meadow’s Power
The adventurers harness the spectral
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
BLEEDING MEADOW

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 pit imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of enchanted soil
imbued with necrotic energy.

A rival group of scavengers blocks the path forward.

A glyph activates, summoning spectral guardians.
The adventurers hear whispers revealing a hidden
cache.

A spectral figure warns of the Crimson Reaper’s
wrath.

The adventurers find carvings depicting the battle’s
final moments.

The spectral energy intensifies, imposing
disadvantage on Perception checks.

The adventurers find a minor magical relic in the
Reaper’s Grove.

A sudden tremor shifts the meadow, 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 Soul-Bound
Trenches stretch for miles, where two
opposing armies were locked in an endless
stalemate. Legends claim that the spirits of
the fallen soldiers are bound to the
trenches, doomed to reenact their battles
for eternity. Recently, strange lights and
sounds have been observed at night, and
travelers have gone missing. The
adventurers are tasked with investigating
the trenches and putting the restless spirits
to rest.

KeYy NPCs

1. Sergeant Thelrin Forgehelm (Dwarf,
Neutral Good)
A retired soldier haunted by memories of
the war and hoping to bring peace to his
comrades’ spirits.

2. Ansel Shadecloak (Halfling, Chaotic
Neutral)
A scavenger hoping to loot treasures
buried within the trenches, unbothered
by their dark history.

3. The Eternal Commander (Undead,
Neutral Evil)
A spectral figure leading the ghostly
armies, determined to continue the fight
against any intruders.

LOCATIONS

1. The Foggy Barricades
An area filled with collapsed walls and
glowing runes, where the spirits of
soldiers still march.

2. The Weeping Crossroads
A convergence point of multiple
trenches, filled with the faint sounds of
weeping and spectral whispers.

3. The Commander’s Bunker
A fortified chamber where the Eternal
Commander resides, guarded by layers
of spectral defenses.

ENCOUNTERS

1. Phantom Skirmishers
In the Foggy Barricades, the adventurers
are attacked by 2 Shadows, their forms
blurred by the mist.

2. Runic Hazards
In the Weeping Crossroads, collapsing
beams and spectral energy bursts create
dangers. Success requires Dexterity
Saves (DC 14) and Arcana (DC 13)
checks.

3. Battle with the Eternal Commander
In the Commander’s Bunker, the
commander uses necrotic magic and
spectral warriors to overwhelm
intruders.

OuTtcoME OPTIONS

1. End the Conflict
The adventurers destroy the Eternal
Commander, breaking the spectral cycle
and freeing the spirits.

2. Seal the Trenches
The adventurers stabilize the spectral
energies, leaving the haunting as a
warning to future intruders.

3. Claim the Commander’s Power
The adventurers harness the spectral
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
SOUL-BOUND TRENCHES

Roll
(1d20) Event Description

1-2 A collapsing section of the barricades imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers find a shard of enchanted iron
imbued with spectral energy.

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

7-8 A glyph activates, summoning spectral soldiers.

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

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

13-14  The adventurers find carvings depicting the trench
warfare.

15-16  The spectral energy intensifies, imposing
disadvantage on Perception checks.

17-18  The adventurers find a minor magical relic in the
Commander’s Bunker.

19-20 A sudden tremor shifts the trenches, 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 Whispering Gorge
is a deep canyon etched with the scars of
an ancient battle. The cries of the fallen
still echo off the jagged walls, and ghostly
figures are seen drifting among the
shadows at night. Recently, miners seeking
rare gemstones in the gorge have gone
missing, leaving behind their tools and
haunting whispers. The adventurers are
hired to investigate the gorge, recover the
miners if possible, and confront whatever
restless spirits haunt its depths.

Key NPCs

1. Mira Stoneshaper (Dwarf, Neutral
Good)

A foreman desperate to find her missing
crew and ensure the gorge is safe for
mining.

2. Calthas Duskblade (Elf, Chaotic Neutral)
A rogue hoping to plunder gemstones
and relics, undeterred by the danger.

3. The Wailing Knight (Undead, Neutral
Evil)

A spectral warrior bound to the gorge,
lashing out at any who trespass on the
sacred ground.

LOCATIONS

1. The Echoing Pass
A narrow trail along the gorge’s edge,
where whispers grow louder as the
adventurers descend.

2. The Broken Mine
An abandoned mining shaft where
scattered tools and faint ghostly figures
hint at the miners’ fate.

3. The Knight’s Hollow
A cavern at the gorge’s base, where the
Wailing Knight resides, surrounded by
glowing shards and ghostly soldiers.

ENCOUNTERS

1. Phantom Miners
In the Broken Mine, the adventurers are
attacked by 2 Shadows, their forms
faintly glowing with gemstone-like hues.

2. Hazards of Descent
In the Knight's Hollow, collapsing rocks
and spectral traps create dangers.
Success requires Dexterity Saves (DC
14) and Insight (DC 13) checks.

3. Battle with the Wailing Knight
In the Knight’s Hollow, the knight uses
necrotic magic and spectral warriors to
overwhelm intruders.

OuTcoOME OPTIONS

1. Free the Gorge
The adventurers destroy the Wailing
Knight, silencing the whispers and
making the gorge safe for mining.

2. Seal the Gorge
The adventurers stabilize the spectral
energies, leaving the haunting intact as a
warning.

3. Claim the Gorge’s Power
The adventurers harness the spectral
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
WHISPERING GORGE

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 pass imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of enchanted stone
imbued with spectral 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 Wailing Knight's
wrath.

The adventurers find carvings depicting the gorge’s
bloody history.

The spectral energy intensifies, imposing
disadvantage on Insight checks.

The adventurers find a minor magical relic in the
Knight's Hollow.

A sudden tremor shifts the gorge, 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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Prot Hook

The Sunken Battlefield
lies beneath a shallow lake that floods
during heavy rains, hiding the remnants of
a devastating conflict. Villagers nearby
report ghostly lights flickering across the
water’s surface and faint cries echoing
from below. A local noble offers a reward to
any brave enough to explore the flooded
field, recover lost heirlooms, and end the
haunting. The adventurers must brave the
waterlogged ruins and confront the
spectral forces within.

KEey NPCs

1. Lord Harran Deepmere (Human,
Neutral Good)
A noble seeking to recover a lost family
sword said to be buried beneath the lake.

2. Varin Tideshadow (Tiefling, Chaotic
Neutral)
A rogue who sees an opportunity to loot
treasures hidden beneath the murky
waters.

3. The Drowned General (Undead, Neutral
Evil)
A spectral leader commanding the
ghostly forces trapped beneath the lake,
protecting its secrets.

LOCATIONS
1. The Murky Shore

The lake’s edge, where faint lights flicker
and broken weapons protrude from the
shallows.

2. The Flooded Barrens
A submerged section of the battlefield
where skeletal remains and broken
banners lie beneath the surface.

3. The General’s Depths

A deep trench within the lake, where the

Drowned General resides, surrounded
by glowing runes and spectral energy.

ENCOUNTERS

1. Ghostly Drowners
In the Flooded Barrens, the adventurers
are attacked by 2 Shadows, their forms
shifting like water.

2. Underwater Hazards
In the General’s Depths, crumbling
structures and spectral bursts create
dangers. Success requires Strength
Saves (DC 14) and Arcana (DC 13)
checks.

3. Battle with the Drowned General
In the General’s Depths, the general
uses necrotic magic and water-based
spectral attacks to overwhelm intruders.

OuTcoME OPTIONS

1. Lift the Curse
The adventurers destroy the Drowned
General, silencing the haunting and
allowing the lake to be restored.

2. Seal the Battlefield
The adventurers stabilize the spectral
forces, containing the haunting but
preserving its secrets.

3. Claim the General’s Power
The adventurers harness the spectral
energy, gaining unique abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
SUNKEN BATTLEFIELD

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 section of the barrens imposes
disadvantage on Strength saves for an hour.
The adventurers find a shard of enchanted water
imbued with spectral energy.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning spectral drowners.
The adventurers hear whispers revealing a hidden
relic.
A spectral figure warns of the Drowned General’s
wrath.
The adventurers find carvings depicting the
battlefield’s final moments.
The spectral energy intensifies, imposing
disadvantage on Insight checks.
The adventurers find a minor magical relic in the
General's Depths.
A sudden tremor shifts the lakebed, 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 Silent Ruins are all
that remain of a fortress
destroyed during a legendary battle.
Though the walls stand broken, the air is
thick with an unnatural stillness, and no
birds or animals venture near. Travelers
speak of shadows moving among the ruins,
and those who enter often never return. A
scholar hires the adventurers to explore the
ruins and retrieve an ancient war banner
rumored to hold significant power.

Ky NPCs

1. Professor Elaris Wynthorne (EIf,
Neutral Good)

A historian desperate to recover the war
banner and uncover the truth behind the
fortress’s fall.

2. Varek Ironshade (Human, Chaotic
Neutral)

A mercenary seeking treasures left
behind by the armies who fought in the
ruins.

3. The Silent Knight (Undead, Neutral Evil)
A spectral figure bound to the ruins,
guarding the banner and attacking
anyone who dares disturb the site.

LOCATIONS

1. The Broken Gate
The fortress entrance, where faint
whispers echo through the crumbling
stone walls.

2. The Shattered Courtyard
An open space filled with debris, where
ghostly figures occasionally flicker into
view.

3. The Silent Hall
A shadowed chamber at the fortress’s
heart, where the Silent Knight resides,
clutching the ancient war banner.

ENCOUNTERS

1. Phantom Sentinels
At the Broken Gate, the adventurers are
attacked by 2 Shadows, their forms
flickering like ancient soldiers.

2. Debris Hazards
In the Shattered Courtyard, collapsing
stone and spectral traps create dangers.
Success requires Dexterity Saves (DC
14) and Insight (DC 13) checks.

3. Battle with the Silent Knight
In the Silent Hall, the knight uses
necrotic magic and spectral minions to
overwhelm intruders.

OvurcoME OPTIONS

1. Recover the Banner
The adventurers destroy the Silent
Knight and retrieve the ancient war
banner, silencing the haunting.

2. Seal the Ruins
The adventurers stabilize the spectral
forces, containing the haunting but
leaving the banner behind.

3. Claim the Banner’s Power
The adventurers take the banner’s
spectral energy, gaining unique abilities
but risking corruption.

34



D20 RANDOM EVENTS: THE
SILENT 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 collapsing section of the courtyard imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a shard of enchanted stone
imbued with spectral energy.
A rival group of treasure hunters blocks the path
forward.
A glyph activates, summoning spectral sentinels.
The adventurers hear whispers revealing a hidden
chamber.
A spectral figure warns of the Silent Knight's wrath.
The adventurers find carvings depicting the
fortress’s destruction.
The spectral energy intensifies, imposing
disadvantage on Insight checks.
The adventurers find a minor magical relic in the
Silent Hall.
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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The Broken Banner is
the name given to a
notorious band of mercenaries who
betrayed their employer in a pivotal battle,
leaving an entire city to fall into enemy
hands. Decades later, whispers of their
return have spread across the region, as
villages report seeing their tattered banner
flying over the horizon. A desperate baron
hires the adventurers to uncover the truth,
root out the mercenaries, and ensure they
pose no further threat.

Key NPCs

1. Baron Erynn Greymark (Human, Lawful
Neutral)
A beleaguered noble struggling to defend
his lands and desperate to prevent
history from repeating itself.

2. Katrin Shadehelm (Half-Orc, Chaotic
Neutral)
A former soldier turned mercenary
hunter, who harbors a grudge against
the Broken Banner.

3. Captain Yorath Bloodbraid (Human,
Neutral Evil)
The ruthless leader of the Broken
Banner, determined to reclaim their
former infamy.

LOCATIONS
1. The Scorched Fields

A wasteland littered with debris from
past battles, where clues to the
mercenaries’ movements can be found.

2. The Shadowed Outpost
A hidden fort where the Broken
Banner’s forces are regrouping,
surrounded by traps and patrolled by
scouts.

3. The War Captain’s Hall
A crumbling fortress deep in enemy
territory, where Captain Yorath plots his
next move.

ENCOUNTERS

1. Mercenary Patrols
In the Scorched Fields, the adventurers
are ambushed by 4 Bandits sent to scout
the area.

2. Trapped Outpost
In the Shadowed Outpost, the
adventurers face traps and 2 Veteran
Guards, testing their ingenuity and
combat skills.

3. Battle with Captain Yorath
In the War Captain’s Hall, Yorath fights
alongside 2 Mercenary Lieutenants,
using cunning tactics and terrain to his
advantage.

OvurcoME OPTIONS

1. Defeat the Broken Banner
The adventurers kill or capture Captain
Yorath, scattering the mercenaries and
preventing further chaos.

2. Recruit the Mercenaries
The adventurers convince the Broken
Banner to fight for the baron, though
their loyalty remains questionable.

3. Claim the Banner
The adventurers seize control of the
mercenaries themselves, taking on the
risks and rewards of leading such a
volatile group.
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Roll
(1d20) Event Description
1-2 A collapsing section of the outpost imposes
disadvantage on Dexterity saves for an hour.
3-4 The adventurers find an encoded message revealing

Yorath’s next target.

5-6 A rival mercenary band appears, complicating the
adventurers’ mission.

7-8 A hidden cache of supplies provides temporary
buffs to the mercenaries.

9-10 The adventurers uncover a map showing the
location of the War Captain’s Hall.

11-12 A deserter offers valuable intel but demands
protection in return.

13-14 A sabotage attempt results in traps being disarmed
ahead of time.

15-16  An intense thunderstorm hampers visibility and
navigation.

17-18  The adventurers find a minor magical relic in the
War Captain’s Hall.

19-20 A sudden attack from a rival noble complicates the
adventurers’ progress.

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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Protr Hook

The Golden Blades are a
renowned mercenary
company known for their wealth and
loyalty to gold above all else. Recently, they
have been hired by an unknown patron to
occupy a strategically important trade
route, strangling local economies and
demanding outrageous tolls. A coalition of
merchants hires the adventurers to
infiltrate the Golden Blades, discover their
patron’s identity, and break their grip on
the region.

Key NPCs

1. Drenna Solmere (Human, Neutral Good)
A merchant whose caravans have been
targeted and who is desperate to restore
trade.

2. Marik Daggerfall (Tiefling, Chaotic
Neutral)

A former member of the Golden Blades,
now willing to sell information for the
right price.

3. General Aurek Goldmantle (Human,
Lawful Neutral)

The disciplined leader of the Golden
Blades, loyal to their patron and
unyielding in battle.

LOCATIONS

1. The Blocked Pass
A narrow mountain pass filled with
barricades and patrolled by mercenaries,
where the tolls are extorted.

2. The Merchant’s Camp
A temporary refuge for displaced
traders, filled with valuable intelligence
and hidden risks.

3. The Golden Keep
A heavily fortified encampment where
General Aurek and his forces plan their
next move.

ENCOUNTERS

1. Toll Enforcers
In the Blocked Pass, the adventurers are
ambushed by 3 Bandits and 1 Veteran
Mercenary, demanding payment.

2. Hidden Saboteurs
In the Merchant’s Camp, the adventurers
uncover a group of disguised spies
attempting to sabotage resistance
efforts.

3. Battle with General Aurek
In the Golden Keep, Aurek fights
alongside 2 Mercenary Captains, using
defensive tactics and traps.

OvurcoME OPTIONS

1. Expose the Patron
The adventurers capture Aurek, forcing
him to reveal the identity of the Golden
Blades’ employer.

2. Dismantle the Company
The adventurers defeat the Golden
Blades in combat, breaking their
influence in the region.

3. Seize the Blades
The adventurers take control of the
company, redirecting their power for
their own ends.
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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 the pass imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a forged document revealing
the patron’s plans.
A rival merchant group offers assistance in
exchange for future favors.
The adventurers uncover a stash of supplies meant
to sustain the mercenaries.
A captured toll enforcer provides valuable
information.
The adventurers find a map marking the Golden
Keep's defenses.
A storm hampers visibility, giving the adventurers
an opportunity to sneak past defenses.
A Golden Blade deserter offers to act as a guide.
The adventurers find a minor magical relic in the
Golden Keep.
A sudden assault from displaced merchants
disrupts the Golden Blades’ operations.

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

90



ADVENTURE SEED 343:

‘ C,-mk/ HE RED PIKE”
A

Protr Hook

The Red Pike is a
notorious band of
marauding mercenaries who have recently
allied with a tyrannical warlord. They have
begun raiding frontier settlements, leaving
banners stained with blood as warnings to
others. A group of refugees pleads for the
adventurers to intervene, track down the
Red Pike, and eliminate their threat before
more villages are destroyed.

KEeY NPCs

1. Illenna Thornefield (Human, Neutral
Good)

Avillage elder desperate to protect her
people and rebuild after the raids.

2. Korvik Ironjaw (Orc, Chaotic Neutral)
A defector from the Red Pike, willing to
share their secrets in exchange for
safety.

3. Lord Dagon Pikehand (Half-Orc, Neutral
Evil)

The ruthless leader of the Red Pike,
known for his brutality and loyalty to
gold.

LOCATIONS

1. The Ravaged Hamlet
A burned-out village where survivors
provide crucial clues about the Red
Pike’s movements.

2. The Pike Camp
A mobile encampment of raiders, heavily
guarded and hidden in dense forests.

3. The Bloodspire
A towering fortress where Lord Dagon
commands his forces and stores his ill-
gotten gains.

ENCOUNTERS

1. Pike Raiders
In the Ravaged Hamlet, the adventurers
are ambushed by 4 Bandits, remnants of
the Red Pike’s raiding party.

2. Forest Stalkers
In the Pike Camp, the adventurers face 2
Veteran Scouts and navigate hidden
traps.

3. Battle with Lord Dagon
In the Bloodspire, Dagon fights
alongside 2 Mercenary Lieutenants,
using fear tactics and intimidation.

OutcoME OPTIONS

1. Destroy the Red Pike
The adventurers eliminate Dagon and
his forces, freeing the region from their
terror.

2. Turn the Raiders
The adventurers convince the Red Pike
to turn on their warlord patron, creating
a dangerous ally.

3. Seize the Spire
The adventurers capture the Bloodspire,
claiming its resources and strategic
value.
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RED PIKE

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10
11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing section of the spire imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a hidden cache of stolen
goods meant for the warlord.
A rival warlord sends a scout to observe the Red
Pike’s movements.
The adventurers discover plans for an upcoming
raid.
A Red Pike deserter offers critical intel.
Survivors of a raid offer assistance to the
adventurers.
A sudden rainstorm hampers visibility during
combat.
The adventurers uncover a map revealing the Red
Pike’s hidden caches.
The adventurers find a minor magical relic in the
Bloodspire.
A hidden tunnel in the spire provides an alternate
path to Dagon’s 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 Iron Shield is a
fortress-city ruled by a
mercenary-turned-warlord, General Tharik
Greystone. Known for his iron-fisted rule,
Tharik has begun conscripting villagers
into his growing army, threatening to
destabilize the surrounding region. The
adventurers are hired by a secretive
resistance group to infiltrate the fortress,
undermine Tharik’s operations, and either
liberate the city or bring about his downfall.

KeYy NPCs

1. Lyria Goldflame (Human, Neutral Good)
A resistance leader determined to free
the conscripted villagers and restore
peace to the region.

2. Kael Darkforge (Dwarf, Chaotic Neutral)
A former lieutenant of Tharik’s who
seeks revenge for being betrayed and left
for dead.

3. General Tharik Greystone (Dwarf,
Neutral Evil)

The ruthless ruler of the Iron Shield,
who values power and loyalty above all
else.

LOCATIONS

1. The Blackened Gates
The heavily guarded entrance to the Iron
Shield, where patrols and traps make
infiltration difficult.

2. The Barracks District
A bustling section of the city filled with
conscripted soldiers, mercenary
enforcers, and hidden resistance cells.

3. The Iron Citadel
Tharik’s personal stronghold within the
fortress, fortified with traps, magic, and
elite guards.

ENCOUNTERS

1. Gate Guards
At the Blackened Gates, the adventurers
face 2 Veterans and 1 Bandit Captain,
testing their strategy.

2. Barracks Saboteurs
In the Barracks District, the adventurers
deal with 4 Bandits and uncover a
resistance cell planning an ambush.

3. Battle with General Tharik
In the Iron Citadel, Tharik fights
alongside 2 Elite Guards and uses war
tactics to overwhelm intruders.

OvurcoME OPTIONS

1. Overthrow the Warlord
The adventurers defeat Tharik and
dismantle his rule, liberating the Iron
Shield.

2. Seize the Fortress
The adventurers take control of the Iron
Shield, turning it into a stronghold for
their own purposes.

3. Undermine the Warlord
The adventurers sabotage Tharik’s
forces, leaving his regime weakened but
intact, for future exploitation.
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Roll
(1d20) Event Description

1-2 A collapsing section of the gates imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers find a secret passage leading into
the barracks.

5-6 A resistance cell provides valuable supplies and
support.

7-8 The adventurers uncover plans for Tharik’s next
conquest.

9-10 A deserter offers critical information but demands a
high price.

11-12  The adventurers overhear guards discussing
weaknesses in Tharik’s forces.

13-14 A sudden sandstorm hampers visibility around the
gates.

15-16  The adventurers uncover a map marking hidden
supplies within the citadel.

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

19-20 A hidden resistance member within the citadel aids
the adventurers.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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A legendary contract
bound the Crimson Vow, a mercenary
company, to a warlord long since defeated.
Despite their employer’s death, the
mercenaries have upheld the contract with
fanatical zeal, razing villages and crushing
opposition in the warlord’s name. A village
elder hires the adventurers to retrieve the
contract and destroy it, breaking the
mercenaries’ binding oath and freeing the
region from their wrath.

Key NPCs

1. Eldara Stonesong (Human, Neutral
Good)
A village elder desperate to protect her
people from the Crimson Vow’s
relentless onslaught.

2. Joran Ashenbrand (Half-Orc, Chaotic
Neutral)
A defector from the Crimson Vow,
willing to guide the adventurers for the
right price.

3. Lieutenant Kaela Vrynn (Human,
Neutral Evil)
The fanatical leader of the Crimson Vow,
driven by unshakable loyalty to the
contract.

LOCATIONS

1. The Burned Crossroads
A desolate area marked by the Vow’s
recent attacks, filled with remnants of
their brutality.

2. The Crimson Camp
A fortified encampment where the
mercenaries rest and plan their next
strike, brimming with traps and guards.

3. The Contract Hall
A hidden chamber deep within a ruined
castle, where the blood-bound contract is
stored and protected.

ENCOUNTERS

1. Vow Scouts
At the Burned Crossroads, the
adventurers are ambushed by 2 Bandits
and 1 Veteran Scout.

2. Camp Guards
In the Crimson Camp, the adventurers
face 4 Bandits and deal with explosive
traps.

3. Battle with Lieutenant Kaela
In the Contract Hall, Kaela fights
alongside 2 Elite Mercenaries, using her
fanatical determination to rally her
forces.

OutcoME OPTIONS

1. Destroy the Contract
The adventurers destroy the contract,
breaking the Crimson Vow’s oath and
dispersing their forces.

2. Rewrite the Contract
The adventurers seize the contract and
bend the mercenaries’ loyalty to their
own ends.

3. Preserve the Contract
The adventurers protect the contract,
ensuring the Vow’s power endures for
future manipulation.
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Roll
(1d20) Event Description

1-2 A collapsing section of the camp imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers find an encoded message revealing
the contract’s location.

5-6 A rival mercenary group attacks the Crimson Vow,
creating chaos.

7-8 The adventurers uncover a hidden cache of
supplies.

9-10 A deserter provides critical information about the

contract’s defenses.

11-12  The adventurers find maps of the surrounding area
with marked supply routes.

13-14  Afire breaks out in the camp, providing a
distraction.

15-16  The adventurers find a relic of the defeated warlord,
stirring doubt among the mercenaries.

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

19-20 A hidden passage in the castle leads directly to the
Contract Hall.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

The Blackened Standard
is a symbol of terror carried by the warlord
Braxus, a former mercenary who has
united a brutal coalition under his banner.
His forces have begun a campaign of
unchecked destruction, threatening to
overrun the surrounding territories. A
coalition of desperate nobles hires the
adventurers to infiltrate Braxus’s ranks,
uncover his strategies, and dismantle his
army from within.

Key NPCs

1. Lady Kariel Frostwind (Elf, Lawful
Good)
A noble leading the coalition against
Braxus, determined to preserve her
lands.

2. Tarn Fallowbrook (Halfling, Chaotic
Neutral)
A spy who infiltrated Braxus’s forces but
now needs help escaping with critical
intelligence.

3. Warlord Braxus Ironmaw (Human,
Neutral Evil)
The ruthless leader of the coalition,
wielding the Blackened Standard to
inspire fear and loyalty.

L.OCATIONS
1. The Ravaged Borderlands

A war-torn region where Braxus’s forces
have left destruction in their wake.

2. The Crimson Encampment
A sprawling base where Braxus’s
lieutenants gather to plan the next stage
of their campaign.

3. The Warlord’s Tent
A heavily guarded command center
where Braxus resides, surrounded by his
elite guards.

ENCOUNTERS
1. Border Patrol

In the Ravaged Borderlands, the
adventurers face 3 Bandits and 1
Veteran Mercenary patrolling for
intruders.

2. Lieutenants’ Assembly
In the Crimson Encampment, the
adventurers encounter 2 Veteran
Mercenaries and overhear critical plans.

3. Battle with Braxus
In the Warlord’s Tent, Braxus fights
alongside 2 Elite Guards and uses the
Blackened Standard to rally his troops.

OvurcoME OPTIONS

1. Destroy the Standard
The adventurers defeat Braxus and burn
the Blackened Standard, breaking the
coalition’s morale.

2. Turn the Army
The adventurers convince Braxus'’s
forces to defect, weakening his
campaign and bolstering allied defenses.

3. Claim the Banner
The adventurers take the Blackened
Standard, using its power to rally their
own forces.
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Roll
(1d20) Event Description

1-2 A collapsing section of the camp imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers find a map detailing Braxus’s next
target.

5-6 A rival faction attacks the camp, providing a
distraction.

7-8 The adventurers uncover a hidden armory within
the encampment.

9-10 A defector offers critical information in exchange for
safety.

11-12 A fire breaks out, forcing the camp into disarray.

13-14  The adventurers overhear lieutenants arguing about
Braxus’s leadership.

15-16  The adventurers find a relic tied to the Blackened
Standard.

17-18  The adventurers find a minor magical relic in the
Warlord’s Tent.

19-20 A secret tunnel beneath the camp leads directly to
Braxus’s tent.

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 self-proclaimed
“Mercenary King,” Harvin Steelclaw, has
built a kingdom by hiring and consolidating
the best mercenaries across the land. His
forces are now on the brink of launching an
all-out invasion to expand his territory. A
secretive envoy hires the adventurers to
infiltrate Steelclaw’s court, disrupt his
alliances, and sow discord among his ranks
before his army marches.

Ky NPCs

1. Envoy Lyric Shadowveil (Half-EIf,
Neutral Good)
A shadowy figure working to undermine
Harvin’s reign and prevent war.

2. Roland Greathammer (Dwarf, Chaotic
Neutral)
A disillusioned mercenary captain who
could be swayed to turn on Harvin.

3. King Harvin Steelclaw (Human, Lawful
Evil)
A charismatic and cunning leader,
devoted to his vision of a mercenary
kingdom.

LOCATIONS

1. The Crowned Bastion
A fortress that serves as Harvin’s capital,
where mercenaries from all over gather.
2. The Gilded Hall
A lavish chamber where Harvin holds
court and negotiates contracts with his
captains.
3. The War Council’s Vault
A secure chamber containing Harvin’s
war plans, guarded by his most loyal
soldiers.

ENCOUNTERS

1. Mercenary Sentinels

At the Crowned Bastion, the adventurers

face 3 Veteran Mercenaries patrolling
the walls.

2. Courtly Intrigue
In the Gilded Hall, the adventurers

navigate political tension while facing off

against 2 Bandit Captains.
3. Battle with Steelclaw

In the War Council’s Vault, Harvin fights
alongside 2 Elite Guards, using powerful

tactics and battlefield knowledge.

OutcoME OPTIONS

1. Dethrone the King
The adventurers defeat Harvin and
dismantle his mercenary kingdom,
preventing the invasion.

2. Sabotage the Kingdom
The adventurers destabilize Harvin’s
alliances, leaving his forces fractured
and vulnerable.

3. Claim the Throne
The adventurers seize control of the
mercenary kingdom, directing its power
as they see fit.
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Roll
(1d20)
1-2

3-4

11-12
13-14
15-16
1718

19-20

Event Description
A collapsing section of the Bastion imposes
disadvantage on Dexterity saves for an hour.
The adventurers find an encoded missive detailing
Harvin's invasion plans.
A rival captain challenges Harvin’s authority,
causing unrest.
The adventurers uncover a hidden cache of gold
meant to pay mercenaries.
A spy offers critical information in exchange for
protection.
A courtier divulges a secret about Harvin’s war
plans.
The adventurers find a map revealing alternate
routes into the Bastion.
A fire in the Gilded Hall causes chaos among the
mercenaries.
The adventurers find a minor magical relic in the
War Council’s Vault.
A secret passage in the Bastion leads directly to
Harvin's throne room.

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 Looted Citadel was
once a stronghold of great wealth and
influence, now reduced to a den of
cutthroats and mercenaries. Under the
command of the ruthless warlord Kaedra
Darkblade, the mercenaries plunder the
surrounding lands and hoard their stolen
treasures within the citadel’s crumbling
walls. A group of displaced nobles hires the
adventurers to infiltrate the citadel, reclaim
their stolen wealth, and put an end to
Kaedra’s reign.

Key NPCs

1. Lord Regin Valtoris (Human, Lawful
Neutral)
A noble whose lands and fortunes were
destroyed during Kaedra’s raids,
desperate to reclaim his legacy.

2. Rylor Quickstep (Halfling, Chaotic
Neutral)
A thief who once worked with Kaedra

and knows the citadel’s hidden passages.

3. Kaedra Darkblade (Human, Neutral
Evil)
The cunning leader of the mercenaries,
skilled with both blade and strategy, who
defends her stolen empire fiercely.

LOCATIONS
1. The Ravaged Courtyard

A rubble-strewn exterior where
mercenaries keep watch and where
stolen goods are stored in crude tents.

2. The Citadel’s Inner Vaults
A maze of twisting corridors and booby-
trapped rooms filled with stolen
treasures.

3. The Warlord’s Hall
Kaedra’s fortified throne room, where
she commands her mercenary forces
and guards her personal hoard.

ENCOUNTERS

1. Courtyard Guards
In the Ravaged Courtyard, the
adventurers face 2 Bandit Captains and
2 Bandits guarding the loot.

2. Trapped Vaults
In the Citadel’s Inner Vaults, the
adventurers must navigate traps while
facing 1 Veteran Scout and 3 Bandits.

3. Battle with Kaedra
In the Warlord’s Hall, Kaedra fights
alongside 2 Elite Guards, using the
environment to her advantage.

OuTtcoOME OPTIONS

1. Reclaim the Wealth
The adventurers defeat Kaedra, recover
the stolen goods, and return them to the
nobles.

2. Seize the Citadel
The adventurers take control of the
citadel and its treasures, potentially
drawing attention from rivals.

3. Collapse the Stronghold
The adventurers destroy the citadel
entirely, ensuring Kaedra’s forces scatter
for good.
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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 the vaults imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a hidden cache of stolen
heirlooms.
A rival thief infiltrates the citadel, creating chaos
among the mercenaries.
A secret passage in the vaults leads to a hidden
treasure room.
The adventurers discover a ledger detailing
Kaedra’s next raid.
A deserter offers intel on the citadel’s defenses.
A dispute among the mercenaries leaves their
defenses weakened.
A magical relic hidden in the citadel creates
unexpected complications.
The adventurers find a minor magical relic in the
Warlord’s Hall.
A secret escape tunnel leads directly to Kaedra’s
chambers.

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

102



ADVENTURE SEED 349:

s’ HE SILENT
‘ 6 7\ BATTALION
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The Silent Battalion is a
mercenary company known for their
unbreakable discipline and eerily silent
combat. Their new leader, General Maldrin
Shadefrost, has begun targeting small
kingdoms, toppling them with surgical
precision. The adventurers are hired by a
desperate monarch to infiltrate Maldrin’s
camp, uncover the secret behind the
battalion’s silence, and end their reign of
terror.

Key NPCs

1. Queen Tysha Brightveil (Human, Lawful
Good)
A monarch struggling to rally her forces
against Maldrin’s relentless assault.

2. Syrik Goldfang (Tiefling, Chaotic
Neutral)
A former Silent Battalion soldier who
claims to know the secret behind their
discipline.

3. General Maldrin Shadefrost (Human,
Neutral Evil)
The cold and calculating leader of the
Silent Battalion, whose silence is both
strategy and curse.

LOCATIONS

1. The Shadowed Encampment
The battalion’s camp hidden in a forest,
guarded by patrols and brimming with
traps.

2. The Silent Barracks
A fortified building where the battalion
trains in eerie silence, exuding an
oppressive aura.

3. The General’s Command Tent
Maldrin’s personal quarters, filled with
maps, strategy notes, and the source of
the battalion’s strange power.

ENCOUNTERS

1. Silent Scouts
In the Shadowed Encampment, the
adventurers face 3 Veteran Scouts, who
attack without uttering a word.

2. Barracks Defenders
In the Silent Barracks, the adventurers
face 2 Bandit Captains and must deal
with fear-inducing traps.

3. Battle with General Maldrin
In the Command Tent, Maldrin fights
alongside 2 Elite Guards, using tactical
magic and silence-based spells.

OurcoME OPTIONS

1. Break the Silence
The adventurers uncover and destroy the
artifact causing the silence, weakening
the battalion’s discipline.

2. Turn the Battalion
The adventurers convince Maldrin’s
soldiers to abandon him, fracturing their
forces.

3. Harness the Silence
The adventurers take control of the
artifact, gaining its unique abilities but
risking its side effects.

103



D20 RANDOM EVENTS: THE
SILENT BATTALION

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 barracks imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a map revealing the
battalion’s next target.
A deserter provides intel about the artifact’s
location.
A hidden passage leads directly to the Command
Tent.
The adventurers find a journal detailing Maldrin’s
rise to power.

An ambush leaves the battalion’s scouts distracted.

A magical relic tied to the silence causes
unexpected challenges.

A dispute among the battalion creates an opening
for infiltration.

The adventurers find a minor magical relic in the
Command Tent.

A natural disaster forces the battalion to retreat
temporarily.

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

Silverhold, a wealthy
trade city, has fallen under the iron grip of
the mercenary warlord Xevra Vyrn. Her
elite forces have turned the city into a
fortress, demanding exorbitant taxes and
imprisoning dissenters. A resistance group
hires the adventurers to infiltrate
Silverhold, liberate its people, and bring
Xevra to justice—or death.

KEeY NPCs

1. Cassia Brightsteel (Human, Neutral
Good)
A blacksmith secretly forging weapons
for the resistance.

2. Ardyn Redclaw (Half-Orc, Chaotic
Neutral)
A smuggler who knows the city’s hidden
routes and secret meeting places.

3. Xevra Vyrn (Tiefling, Neutral Evil)
The cunning and ruthless warlord ruling
Silverhold, known for her brilliant tactics
and cruelty.

LOCATIONS

1. The Tax Collector’s Square
A heavily guarded plaza where citizens
are extorted and punished for
disobedience.
2. The Resistance Hideout
A secret base hidden beneath the city,
serving as the resistance’s headquarters.
3. The Iron Spire
Xevra’s towering fortress, filled with
traps, elite guards, and her personal war
room.

ENCOUNTERS

1. Tax Enforcers
In the Tax Collector’s Square, the
adventurers face 2 Veterans and 2
Bandits extorting the populace.

2. Saboteurs’ Dilemma
In the Resistance Hideout, the
adventurers deal with spies trying to
infiltrate their ranks.

3. Battle with Xevra
In the Iron Spire, Xevra fights alongside
2 Elite Captains, using advanced tactics
and defensive magic.

OutcoME OPTIONS

1. Liberate Silverhold
The adventurers defeat Xevra and rally
the citizens to overthrow her forces.

2. Seize the City
The adventurers take control of
Silverhold, claiming its wealth and
strategic location.

3. Manipulate the Warlord
The adventurers strike a secret deal with
Xevra, gaining her forces for their own
purposes.
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SCOURGE OF SILVERHOLD

Roll
(1d20)

1-2

3-4

5-6
7-8

9-10
11-12

13-14
15-16

17-18

19-20

Event Description
A collapsing section of the Spire imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a hidden cache of resistance
weapons.
A rival merchant guild seeks to exploit the chaos.
The adventurers uncover a secret passage into the
Iron Spire.
A captured enforcer reveals valuable intel.
The adventurers overhear Xevra’s plans for total
domination.
A major fire breaks out, causing chaos in the city.
The adventurers find a map marking hidden
resistance strongholds.
The adventurers find a minor magical relic in the
Iron Spire.
A natural disaster creates an opportunity for
rebellion.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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Prot Hook
The Silver Fang Alliance

is a coalition of mercenary clans united
under one goal: to overthrow a regional
duke and seize his lands for themselves.
Their raids are precise, their tactics brutal,
and their numbers overwhelming. The
adventurers are hired by the desperate
duke to infiltrate the Alliance, sabotage
their operations, and uncover the leader
orchestrating their war efforts.

Key NPCs

1. Duke Harland Orvelle (Human, Lawful
Neutral)

A beleaguered noble struggling to hold
his lands against the relentless attacks of
the Silver Fang Alliance.

2. Zayden Thornspire (Elf, Chaotic
Neutral)

A former Alliance strategist who has
turned on his allies and offers vital intel
to the duke.

3. Vera Silverfang (Human, Neutral Evil)
The cunning and charismatic leader of
the Alliance, whose ultimate ambition
threatens the entire region.

LOCATIONS

1. The Crossroads Barricade
A heavily defended chokepoint used by
the Alliance to control trade and troop
movement in the region.

2. The Shadowed Camp
A hidden base deep in the forest where
the Alliance’s lieutenants gather to
strategize.

3. The Iron Throne’s Refuge
A fortified mountain hold where Vera
Silverfang directs her coalition and plans
her next assault.

ENCOUNTERS

1. Chokepoint Guards
At the Crossroads Barricade, the
adventurers face 3 Veteran Mercenaries
and 1 Bandit Captain blocking the path.

2. Strategic Sabotage
In the Shadowed Camp, the adventurers
deal with 2 Scouts and encounter
Alliance plans that could turn the tide of
the war.

3. Battle with Vera Silverfang
In the Iron Throne’s Refuge, Vera fights
alongside 2 Elite Guards, using the
terrain and her strategic brilliance to her
advantage.

OvutcoME OPTIONS

1. Break the Alliance
The adventurers defeat Vera and scatter
the Silver Fang Alliance, saving the
duke’s lands.

2. Turn the Clans
The adventurers convince key
lieutenants to betray Vera, fracturing the
Alliance from within.

3. Seize the Throne
The adventurers take control of the
Alliance, using its strength to pursue
their own goals.
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SILVER FANG ALLIANCE

DM ScraTCH PAD

Roll
(1d20) Event Description

1-2 A collapsing section of the camp imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers uncover a map revealing the lron
Throne's Refuge.

5-6 A lieutenant’s defection sows chaos among the
Alliance’s forces.

7-8 The adventurers find a hidden supply cache in the
Shadowed Camp.

9-10 A captured scout provides valuable intelligence on
the Alliance’s movements.

11-12 A fire breaks out in the Crossroads Barricade,
causing confusion among the guards.

13-14  The adventurers overhear a dispute between
Alliance lieutenants.

15-16  The adventurers find a relic of symbolic importance
to the Alliance.

17-18  The adventurers find a minor magical relic in the
Iron Throne’s Refuge.

19-20 A sudden thunderstorm disrupts the Alliance’s

operations, providing cover for the adventurers.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

« Additional challenges or puzzles.
« NPC behavior or dialogue tweaks.
« Future hooks inspired by the adventure.
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General Darius
Mournshield was a celebrated hero who
fell from grace after a disastrous campaign.
Now, he leads a mercenary company of
disillusioned soldiers, offering their blades
to the highest bidder. When his forces
occupy a critical border fortress, cutting off
trade and threatening war, the adventurers
are hired to confront Mournshield and
uncover the truth behind his fall from
honor.

KEeY NPCs

1. Commander Lysandra Swiftarrow (Half-
Elf, Neutral Good)
A loyal soldier who once served under
Mournshield and believes he can be
redeemed.

2. Garrik Stonespike (Dwarf, Chaotic
Neutral)
A merchant whose business has been
devastated by the fortress blockade,
willing to fund the adventurers’ mission.

3. General Darius Mournshield (Human,
Lawful Evil)
A brooding and bitter leader whose
tactical brilliance is now driven by
personal vengeance.

LOCATIONS

1. The Broken Pass
A narrow mountain path leading to the
fortress, filled with ambush points and
mercenary patrols.

2. The Forsaken Courtyard
A desolate interior section of the fortress
where deserters and reluctant soldiers
gather.

3. The General’s Chamber
A fortified command room where
Mournshield resides, surrounded by
maps, plans, and his elite guards.

ENCOUNTERS
1. Mountain Ambush

In the Broken Pass, the adventurers are
attacked by 3 Veteran Mercenaries and 2
Scouts.

2. Disillusioned Soldiers
In the Forsaken Courtyard, the
adventurers encounter a group of
deserters who can be persuaded or
defeated.

3. Battle with Mournshield
In the General’s Chamber, Mournshield
fights alongside 2 Elite Guards, using
defensive tactics and psychological
warfare.

OvurtcoME OPTIONS

1. Redeem the General
The adventurers convince Mournshield
to abandon his vendetta and work
toward restoring his honor.

2. Defeat the Mercenaries
The adventurers kill Mournshield,
scattering his forces and restoring trade
through the border.

3. Claim the Fortress
The adventurers seize control of the
fortress, using its strategic location for
their own purposes.
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FALLEN GENERAL

Roll
(1d20) Event Description

1-2 A collapsing section of the pass imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers find a relic from Mournshield’s
former glory days.

5-6 A group of deserters offers valuable information
about the fortress’s defenses.

7-8 A captured scout reveals Mournshield’s tactical
plans.

9-10 The adventurers discover a hidden supply cache

near the pass.

11-12  Aloyal soldier warns the adventurers about hidden

traps in the fortress.

13-14  The adventurers overhear soldiers questioning

Mournshield’s leadership.
15-16 A magical relic tied to Mournshield’s past
influences the battle.

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

General’s Chamber.

19-20 A storm delays reinforcements to the fortress,

creating an opening for the adventurers.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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Prot Hook

The Black Oath is a dark
ritual binding
mercenaries to a warlord who promises
power in exchange for absolute loyalty. The
adventurers are tasked with investigating a
ruined temple where the ritual is said to
take place, disrupting the warlord’s
growing power, and freeing those bound by
the Oath before they become unstoppable.

KEey NPCs

1. Brother Alden Marrowlight (Human,
Neutral Good)

A cleric devoted to purging the temple
and undoing the effects of the Black
Oath.

2. Seren Ashvine (Elf, Chaotic Neutral)

A bounty hunter seeking a relative lost to
the mercenary ranks, willing to ally with
the adventurers for answers.

3. Warlord Grelthorn (Orc, Neutral Evil)
A ruthless warlord whose power stems
from the Black Oath, and who
commands those bound to his will.

LOCATIONS

1. The Desecrated Courtyard
An overgrown area filled with signs of
recent mercenary activity and lingering
dark magic.

2. The Chamber of Chains
A cavernous space deep within the
temple where bound mercenaries train
under Grelthorn’s command.

3. The Oath Altar
A shadowed hall housing the ritual site,
where Grelthorn performs the Black
Oath and draws his dark power.

ENCOUNTERS

1. Dark Guards
In the Desecrated Courtyard, the
adventurers face 4 Bandits and 1
Veteran Mercenary guarding the temple.

2. Chained Mercenaries
In the Chamber of Chains, the
adventurers encounter mercenaries in
the thrall of the Black Oath and must
defeat or free them.

3. Battle with Warlord Grelthorn
At the Oath Altar, Grelthorn fights
alongside 2 Elite Guards, using necrotic
magic fueled by the Oath.

OvutcoME OPTIONS

1. Break the Oath
The adventurers destroy the altar and
Grelthorn, freeing the bound
mercenaries and ending the ritual’s
power.

2. Claim the Ritual
The adventurers seize control of the
Black Oath, using its magic for their own
ends.

3. Preserve the Secret
The adventurers leave the altar intact
but weakened, ensuring no one else can
use its power.
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Roll
(1d20) Event Description
1-2 A collapsing section of the courtyard imposes
disadvantage on Dexterity saves for an hour.
3-4 The adventurers uncover a dark tome detailing the

Oath’s secrets.

5-6 A former mercenary reveals weaknesses in
Grelthorn’s forces.

7-8 The adventurers find a hidden passage leading to
the altar.

9-10 A deserter offers information about Grelthorn’s
strategies.

11-12  The adventurers hear faint whispers of a bound soul
warning of traps ahead.

13-14 A mercenary captain questions their loyalty to
Grelthorn.

15-16  The adventurers find a relic tied to the altar’s magic.

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

19-20 A storm delays reinforcements, creating an
opportunity for the adventurers.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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PLoT Hook

The Wolf Pack is a
roaming band of
mercenaries who fight with savage tactics,
striking swiftly and leaving no survivors.
Their leader, Fenrir Thornmaw, is said to
possess the instincts of a predator, always
staying one step ahead of pursuers. When
the Pack targets a noble’s caravan carrying
critical supplies, the adventurers are hired
to track them through the wilderness and
eliminate the threat.

Key NPCs

1. Sir Alric Dawnshield (Human, Lawful
Good)

A knight desperate to ensure the caravan
reaches its destination and protect his
employer’s interests.

2. Rikka Windstrider (Elf, Chaotic Neutral)
A ranger with knowledge of the Wolf
Pack’s tactics, willing to guide the
adventurers for a share of the spoils.

3. Fenrir Thornmaw (Half-Orc, Neutral
Evil)

The cunning and ruthless leader of the
Wolf Pack, who revels in his reputation
as an unstoppable predator.

LOCATIONS

1. The Broken Trail
A forest path littered with debris from
past ambushes, where signs of the Wolf
Pack’s presence can be found.

2. The Wolf’s Den
A hidden base deep in the wilderness
where Fenrir and his lieutenants plan
their next attack.

3. The Howling Peak
A rocky outcrop where Fenrir has set a
trap for those bold enough to pursue
him.

ENCOUNTERS
1. Trail Ambush

In the Broken Trail, the adventurers face

2 Scouts and 2 Bandits, who attempt to
delay their pursuit.

2. Den Defenders
In the Wolf’s Den, the adventurers deal
with 2 Veteran Mercenaries and
encounter traps designed to protect
Fenrir’s base.

3. Battle with Fenrir
At the Howling Peak, Fenrir fights

alongside 2 Elite Mercenaries, using the

terrain and ambush tactics.

OvuTtcoME OPTIONS

1. Eliminate the Pack
The adventurers kill Fenrir and scatter
the Wolf Pack, ensuring the safety of
future caravans.

2. Negotiate a Truce
The adventurers convince Fenrir to
disband the Pack in exchange for a
lucrative offer.

3. Seize the Pack

The adventurers take control of the Wolf
Pack, using its savage reputation to their

advantage.
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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 the trail imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a map revealing the Den’s
location.
A captured scout provides valuable information
about Fenrir’s plans.
The adventurers uncover a hidden cache of
supplies near the Den.
A dispute among the Pack creates an opening for
infiltration.
The adventurers overhear Fenrir planning an
ambush.
A storm hampers the Pack’s ability to track the
adventurers.
The adventurers find a relic tied to Fenrir's
leadership.
The adventurers find a minor magical relic in the
Howling Peak.
A sudden natural disaster forces the Pack to
relocate, leaving tracks behind.

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 infamous warlord
Zorin Vale is hosting a grand gala, inviting
mercenary captains, noble allies, and
potential recruits. Under the guise of
diplomacy, he plans to solidify his power,
unveil new alliances, and expand his
influence. The adventurers are tasked with
infiltrating the gala, gathering intelligence,
and sabotaging Zorin’s plans before he can
amass an unstoppable force.

KEey NPCs

1. Countess Lyris Davenport (Human,
Neutral Good)
A noble attempting to gather information
at the gala while protecting her lands
from Zorin’s reach.

2. Kieran Shadewind (Half-Elf, Chaotic
Neutral)
A spy posing as a mercenary who can aid
the adventurers if convinced of their
intentions.

3. Warlord Zorin Vale (Tiefling, Neutral
Evil)
A charismatic and manipulative leader
intent on dominating the region through
cunning and sheer force.

LOCATIONS

1. The Gilded Entrance
An opulent hall where guests arrive,
bristling with guards and spies watching
for intruders.

2. The Banquet Hall
A lavish room filled with mercenaries,
nobles, and informants exchanging
secrets amidst grand feasts.

3. The War Room
A secured chamber where Zorin reveals
his plans to his closest allies, guarded by
elite mercenaries.

ENCOUNTERS
1. Entrance Guards

At the Gilded Entrance, the adventurers
face 2 Veterans and 2 Spies, testing their
stealth or diplomacy.

2. Informant Tension
In the Banquet Hall, the adventurers
must navigate political intrigue while
dealing with 1 Bandit Captain.

3. Battle with Zorin Vale
In the War Room, Zorin fights alongside
2 Elite Guards, using powerful spells
and traps to defend his position.

OvutcoME OPTIONS

1. Expose the Warlord
The adventurers gather enough evidence
to dismantle Zorin’s alliances,
weakening his position.

2. Assassinate Zorin
The adventurers kill Zorin, throwing his
mercenary forces into disarray.

3. Manipulate the Alliances
The adventurers forge new deals,
redirecting Zorin’s alliances to their own
benefit.
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WARLORD’S GALA

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 dispute among the guests creates a
distraction.
The adventurers overhear a secret conversation
revealing Zorin’s hidden plans.
A rival warlord crashes the gala, creating chaos.
The adventurers find a hidden passage leading to
the War Room.
An informant offers critical information in exchange
for protection.
The adventurers discover poisoned wine intended
for an assassination.
A fire breaks out, forcing guests to flee and
exposing vulnerabilities.
The adventurers find a map detailing Zorin’s troop
movements.
The adventurers find a minor magical relic in the
War Room.
A hidden spy aids the adventurers, revealing a
critical weakness.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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Prot Hook ENCOUNTERS

The Ember Legion, a 1. Ash Scouts

notorious band of In the Burnt Outskirts, the adventurers
pyromancer mercenaries, has been hired to face 2 Veteran Scouts and deal with
lay waste to rebellious towns resisting a lingering fire hazards.
tyrant’s rule. Their scorched-earth tactics 2. Camp Defenders
leave nothing but ash in their wake, and In the Smoldering Camp, the
rumors swirl about a hidden artifact fueling adventurers encounter 3 Mercenary
their fiery destruction. The adventurers are Pyromancers and must disarm magical
hired by a desperate town to stop the fire traps.
Ember Legion before their home is 3. Battle with Ignis Valorblade
reduced to cinders. At the Ember Forge, Ignis fights

alongside 2 Elite Pyromancers, using

KEY NP CS the artifact to unleash devastating flame

magic.
1. Mayor Selene Brightoak (Human,

Neutral Good)
A determined leader striving to protect OUTG OME OPTI ONS

her town and rally its people against the
e RS 1. Destroy the Legion

Ember Legion. kS o el ¥
2. Darrek Flamebinder (Tiefling, Chaotic 2 adventurers defeat S scatte.r the
Neutral) Legion, and destroy the artifact fueling

their power.
2. Turn the Pyromancers
The adventurers convince key members

A rogue pyromancer who fled the Legion
and offers critical knowledge of their

tactics. i =l
3. Commander Ignis Valorblade (Human, of the I',eglon Q ab.andon jcheu' fiery
Neutral Evil) campaign, weakening their forces.

3. Seize the Artifact
The adventurers claim the artifact, using
its power for their own purposes but
risking its dangerous influence.

The fanatical leader of the Ember
Legion, wielding an ancient artifact to
amplify their destructive power.

LOCATIONS
1. The Burnt Outskirts

The remains of a nearby village, littered
with ash and twisted ruins where Legion
scouts roam.

2. The Smoldering Camp
A forward operating base for the Legion,
filled with fire traps and heavily guarded.

3. The Ember Forge
A volcanic stronghold where Ignis and
her elite pyromancers prepare for their
next assault.
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EMBER LEGION

Roll
(1d20) Event Description

1-2 A collapsing section of the Forge imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers uncover plans for the Legion’s next
attack.

5-6 A rival mercenary group offers to help—for a price.

7-8 The adventurers find a hidden cache of enchanted
fireproof gear.

9-10 A deserter reveals the location of the artifact.

11-12  The adventurers hear whispers of rebellion within
the Legion’s ranks.

13-14 A sudden storm hampers the Legion’s operations,
providing an advantage.

15-16  The adventurers find a relic tied to the Legion’s
origins.

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

19-20 A secret passage in the Forge leads directly to
Ignis’s 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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An ancient and cursed
sword, known as the Warlord’s Blade, has
resurfaced in the hands of a mercenary
leader, Vandrel Nightscar. The blade
grants its wielder terrifying strength but
slowly corrupts their mind. Vandrel has
already carved a bloody path across the
land, leaving death and despair in his wake.
A group of scholars hires the adventurers
to retrieve the blade and end Vandrel’'s
rampage.

KEey NPCs

1. Master Erynn Duskwhisper (Elf, Neutral
Good)

A scholar who believes the blade can be
destroyed but warns of its corrupting
influence.

2. Korrin Blacktooth (Dwarf, Chaotic
Neutral)

A bounty hunter hoping to claim the
blade for himself, offering to aid the
adventurers if it suits his interests.

3. Vandrel Nightscar (Human, Neutral Evil)
A ruthless and unhinged mercenary
leader who wields the Warlord’s Blade,
his mind increasingly overtaken by its
curse.

LOCATIONS

1. The Blooded Pass
A treacherous mountain trail littered
with signs of Vandrel’s attacks and his
mercenary patrols.

2. The Fallen Keep
A ruined castle now serving as Vandrel’s
base, surrounded by traps and his loyal
guards.

3. The Blade’s Altar
An ancient shrine deep within the keep
where Vandrel keeps the Warlord’s
Blade and communes with its curse.

ENCOUNTERS

1. Patrol Ambush
In the Blooded Pass, the adventurers
face 3 Veteran Mercenaries and avoid
ambushes set along the trail.

2. Castle Defenders
In the Fallen Keep, the adventurers
encounter 2 Bandit Captains and
navigate treacherous terrain.

3. Battle with Vandrel Nightscar
At the Blade’s Altar, Vandrel fights
alongside 2 Elite Guards, using the
Blade’s power for devastating attacks.

OurcoME OPTIONS

1. Destroy the Blade
The adventurers defeat Vandrel and
shatter the cursed sword, ending its dark
influence.

2. Seal the Blade
The adventurers secure the blade in a
hidden location, ensuring its power is
kept from the world.

3. Claim the Blade
The adventurers take the blade for
themselves, gaining its power but risking
its corruption.
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D20 RANDOM EVENTS: THE
WARLORD’S BLADE

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 keep imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover an ancient tome detailing
the Blade’s history.
A deserter offers information about Vandrel's
defenses.
The adventurers find a hidden passage into the
keep.
The Blade’s curse triggers hallucinations, testing
the party’s resolve.
A rival mercenary group attacks the keep, creating a
distraction.
The adventurers find a map revealing Vandrel's
movements.
The Blade’s aura disrupts magic in the area.
The adventurers find a minor magical relic in the
Blade's Altar.
A hidden ally within Vandrel’s camp aids the
adventurers.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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Pror Hook
The Widow’s Vanguard

is a feared group of elite mercenaries led by

Lady Marith Duskveil, a former noble who

turned to war after the assassination of her

family. Known for her tactical genius and

unrelenting vendettas, Marith now wages a

personal crusade against the realm’s

nobility. A secret council of nobles hires the

adventurers to confront Marith, dismantle
her Vanguard, and uncover the truth
behind her vengeance-driven campaign.

Key NPCs

1. Baroness Illara Velmont (Human,
Lawful Neutral)
A noble desperate to protect her lands
and family from Marith’s wrath.

2. Tovrin Shadowstep (Halfling, Chaotic
Neutral)
A spy who infiltrated the Widow’s
Vanguard but now seeks an escape in
exchange for valuable intelligence.

3. Lady Marith Duskveil (Human, Neutral
Evil)
A brilliant tactician and cold-hearted
leader, whose vendetta drives the
Vanguard’s brutal campaigns.

LOCATIONS
1. The Smoldering Village

A settlement burned by the Vanguard’s
forces, where survivors share chilling
accounts of Marith’s cruelty.

2. The Vanguard’s Encampment
A heavily fortified military base where
Marith’s forces regroup and plan their
next move.

3. The Widow’s Keep
A shadowy stronghold where Marith
resides, its halls filled with deadly traps
and loyal guards.

ENCOUNTERS

1. Scouting Forces
At the Smoldering Village, the
adventurers face 2 Veteran Scouts and
encounter remnants of the Vanguard.
2. Encampment Defenders
In the Vanguard’s Encampment, the
adventurers deal with 3 Veteran
Mercenaries and sabotage supplies.
3. Battle with Lady Marith
In the Widow’s Keep, Marith fights
alongside 2 Elite Guards, using her
strategic prowess and traps.

OutcoME OPTIONS

1. End the Vendetta
The adventurers defeat Marith,
dismantling the Vanguard and ending
her campaign of vengeance.

2. Uncover the Truth
The adventurers expose the nobles’
conspiracy, revealing that Marith’s
vendetta may have some merit.

3.Join the Vanguard
The adventurers ally with Marith,
turning the Vanguard’s power to their
own ends.
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D20 RANDOM EVENTS: THE
Wipow’s VANGUARD

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 encampment imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover a ledger revealing Marith’s
next target.
A deserter provides critical information about the
Vanguard’s plans.
The adventurers find a secret passage into the
Widow’s Keep.
A surviving villager offers assistance in exchange for
protection.
The adventurers hear whispers of unrest within the
Vanguard’s ranks.
A storm delays reinforcements to the Vanguard’s
forces.
The adventurers find a relic tied to Marith’s tragic
past.
The adventurers find a minor magical relic in the
Widow’s Keep.
A rival noble’s intervention disrupts the Vanguard’s
operations.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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‘ 6,-@@./ HE BLOOD COUNCIL”

F /

Protr Hook

The Blood Council is a
clandestine group of
mercenary leaders who have united to
seize control of an entire kingdom.
Operating from the shadows, they
manipulate nobles, blackmail generals, and
assassinate dissenters. The adventurers
are approached by a desperate royal agent
to uncover the Council’s hidden agenda,
disrupt their operations, and prevent the
kingdom’s collapse.

KEeYy NPCs

1. Agent Cyris Ashbane (Human, Neutral
Good)

A royal spy who provides vital
intelligence about the Blood Council and
coordinates the adventurers’ efforts.

2. Jaryn Coldspire (Dwarf, Chaotic Neutral)
A rogue mercenary captain betrayed by
the Council, seeking revenge and
offering his aid.

3. High Commander Lysandra Vorth (Half-
Elf, Neutral Evil)

The enigmatic leader of the Blood
Council, whose schemes are aimed at
ultimate domination.

LOCATIONS

1. The Blackmarket Hall
An underground market where the
Council’s agents conduct shady deals
and enforce their control.

2. The Shadowed Garrison
A hidden fortress serving as a training
ground for the Council’s elite forces.

3. The Council’s Vault
A secure chamber within a mountain
stronghold, where Lysandra and her co-
conspirators meet.

ENCOUNTERS

1. Market Enforcers

In the Blackmarket Hall, the adventurers

face 3 Veteran Spies and 2 Bandits,
guarding the Council’s operations.
2. Garrison Defenders
In the Shadowed Garrison, the
adventurers deal with 3 Veteran
Mercenaries and uncover critical intel.
3. Battle with Commander Lysandra
In the Council’s Vault, Lysandra fights
alongside 2 Elite Guards, using
advanced tactics and magic.

OvurcoME OPTIONS

1. Expose the Council

The adventurers uncover evidence of the

Council’s schemes, dismantling their
power and restoring order.

2. Seize Control
The adventurers take over the Council,
redirecting its resources and influence
for their own goals.

3. Destroy the Council

The adventurers eliminate Lysandra and

her inner circle, ensuring the Council’s
collapse.

123



D20 RANDOM EVENTS: THE
BrLoop COUNCIL

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 garrison imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover coded messages detailing
the Council’s plans.
A rival mercenary captain challenges the Council’s
authority, creating discord.
The adventurers find a hidden armory in the
Shadowed Garrison.
A captured spy provides valuable intel about the
Council’s leadership.
A Council member’s betrayal weakens their
operations.
The adventurers overhear key details during a
Council meeting.
A storm delays reinforcements to the Council’s
forces.
The adventurers find a minor magical relic in the
Council’s Vault.
A secret tunnel provides access directly to
Lysandra’s 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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ADVENTURE SEED 360:

i’y HE FORTRESS OF

‘ 6 y ASH”

Pror Hook

The Fortress of Ash is a
crumbling stronghold that serves as a
meeting point for warring mercenary
factions seeking to unite under one banner.
Their leader, Draelon Emberfist, has
promised wealth and glory to all who follow
him, and his fiery rhetoric has already
attracted dangerous allies. The adventurers
are hired by a nearby town to infiltrate the
fortress, disrupt Draelon’s plans, and
prevent the rise of a unified mercenary
army.

Key NPCs

1. Mayor Linara Suncrest (Human, Neutral
Good)
A town leader whose people are terrified
of the growing threat posed by Draelon’s
coalition.

2. Kael Stormrun (Half-Elf, Chaotic
Neutral)
A rogue mercenary who left the fortress
after a failed rebellion and now seeks
revenge on Draelon.

3. Draelon Emberfist (Tiefling, Neutral
Evil)
A charismatic warlord and skilled
combatant, intent on forging a
mercenary empire from the ashes of old
rivalries.

LOCATIONS
1. The Ashen Ramparts

The outer walls of the fortress, guarded
by rival factions vying for dominance.

2. The Ember Arena
A central courtyard where mercenaries
settle disputes through brutal combat.

3. The Warlord’s Chamber
A towering hall where Draelon meets
with his allies and plans his next moves.

ENCOUNTERS

1. Fighting Pit Chaos
At the Ember Arena, the adventurers
face 3 Veteran Mercenaries drawn into a
brawl during faction disputes.

2. Rival Guardians
In the Ashen Ramparts, the adventurers
encounter 2 Bandit Captains, who clash
with each other as much as the
intruders.

3. Battle with Draelon Emberfist
In the Warlord’s Chamber, Draelon
fights alongside 2 Elite Guards, wielding
flame-based spells and commanding the
room with his charisma.

OvurcoME OPTIONS

1. Destroy the Coalition
The adventurers eliminate Draelon,
scattering the mercenary factions and
restoring peace to the region.

2. Manipulate the Alliance
The adventurers convince key factions to
rebel against Draelon, fracturing his
power from within.

3. Seize the Fortress
The adventurers claim the Fortress of
Ash and take control of the coalition,
gaining a dangerous but powerful tool.
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D20 RANDOM EVENTS: THE
FORTRESS 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 collapsing section of the ramparts imposes
disadvantage on Dexterity saves for an hour.
The adventurers overhear a mercenary captain
plotting to betray Draelon.
A duel breaks out in the Ember Arena, providing a
distraction for infiltration.
The adventurers find a hidden cache of weapons
meant for the mercenary alliance.
A deserter provides valuable intel about the
fortress’s defenses.
A faction leader seeks help in overthrowing
Draelon, offering an alliance.
The adventurers find documents detailing the
alliance’s plans for expansion.
A fire breaks out in the arena, creating chaos
among the factions.
The adventurers find a minor magical relic in the
Warlord’s Chamber.
A secret passage leads directly to Draelon’s private
quarters.

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 361:

=y HE WARBRINGER'S
6 7Y GAUNTLET”

¢

PLoT HOOK

The Warbringer’s
Gauntlet is an ancient artifact said to grant
unparalleled strength and command over
battlefields to its wielder. Once wielded by
a long-dead tyrant, the gauntlet was lost in
the final battle of their conquest. Recently,
rumors have surfaced of its discovery in the
ruins of an ancient fortress. The
adventurers are hired by a noble to retrieve
the gauntlet before it falls into the hands of
a rising warlord.

Ky NPCs

1. Lord Arven Rythfell (Human, Lawful
Neutral)
A noble whose lands were ravaged by
war, determined to ensure the gauntlet is
never used for conquest again.

2. Talia Embercloak (Tiefling, Chaotic
Neutral)
A treasure hunter racing against the
adventurers to claim the artifact for
herself.

3. Warlord Karric Dreadsteel (Orc, Neutral
Evil)
A brutal leader seeking the gauntlet to
cement his dominance over the region
and start a new age of conquest.

LOCATIONS

1. The Forgotten Qutpost
A crumbling fortress where signs of
recent activity suggest the gauntlet’s
presence.

2. The Battle-Worn Keep
A labyrinth of collapsed corridors and
lingering magical traps left behind by the
gauntlet’s creators.

3. The Throne of the Warbringer

A hidden chamber deep within the keep,

where the gauntlet rests on an ornate
pedestal, guarded by ancient wards.

ENCOUNTERS

1. Outpost Raiders
At the Forgotten Outpost, the
adventurers face 3 Bandits and 1
Veteran Scout guarding a secret
entrance to the keep.

2. Magical Hazards
In the Battle-Worn Keep, the
adventurers must navigate enchanted
traps and face 2 Animated Armors
guarding the path.

3. Battle with Warlord Karric
In the Throne of the Warbringer, Karric
fights alongside 2 Elite Guards, using
the gauntlet’s powers to bolster his
might.

OuTtcoME OPTIONS

1. Destroy the Gauntlet
The adventurers shatter the gauntlet,
ensuring its power cannot be used for
future wars.

2. Hide the Gauntlet
The adventurers conceal the gauntlet in
a remote location, preserving its power
for a time of great need.

3. Claim the Gauntlet
The adventurers take the gauntlet,
gaining its power and responsibility but
risking its corrupting influence.
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D20 RANDOM EVENTS: THE
WARBRINGER’'S GAUNTLET

Roll
(1d20) Event Description

1-2 A collapsing section of the keep imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers find a journal detailing the
gauntlet’s creation.

5-6 A rival group of adventurers appears, also seeking
the gauntlet.

7-8 The adventurers uncover a hidden passage leading

directly to the Throne of the Warbringer.

9-10 A magical guardian attempts to block their progress
with enchanted barriers.

11-12  The adventurers hear whispers of past battles
echoing through the keep.

13-14  The gauntlet’s aura disrupts nearby magic, causing
unpredictable effects.

15-16  The adventurers find a map marking hidden
treasures within the keep.

17-18  The adventurers find a minor magical relic near the
gauntlet’s pedestal.

19-20 A ghostly figure warns the adventurers of the
gauntlet’s corrupting power.

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 362:

~=ufins” HE CROWN OF
‘ 6 7| DOMINION”

PLoT HOOK

The Crown of Dominion
was forged by an ancient empire to instill
unwavering loyalty in its armies. Legends
claim that whoever wears the crown can

bend the wills of others to their commands.

Recently unearthed in a desert tomb, the
crown has become the target of multiple
factions. The adventurers are hired to
retrieve it before it falls into the wrong
hands or is used to revive the empire’s
sinister ambitions.

Key NPCs

1. Archivist Eliana Fenwick (Human,
Neutral Good)
A scholar who believes the crown is too
dangerous to remain in anyone’s
possession and must be destroyed.

2. Captain Kaelor Brightforge (Dwarf,
Lawful Neutral)
A mercenary captain hired by a rival
faction, determined to claim the crown
for his employer.

3. Sultan Makarin Veilshroud (Human,
Neutral Evil)
A power-hungry ruler seeking the crown
to solidify his dominance over
neighboring territories.

LOCATIONS
1. The Sunken Ziggurat

An ancient desert structure buried
beneath the sands, guarded by traps and
lingering magic.

2. The Hall of Obedience
A vast chamber where murals depict the
crown’s history and statues watch with
lifelike precision.

3. The Emperor’s Vault
A hidden chamber deep within the
ziggurat, where the crown rests upon a
skeletal throne surrounded by spectral
guardians.

ENCOUNTERS

1. Desert Guardians
At the Sunken Ziggurat, the adventurers
face 2 Animated Statues and 1 Veteran
Scout who patrols the area.

2. Hall Traps
In the Hall of Obedience, the
adventurers must disarm traps while
contending with 2 Wights that emerge
from the shadows.

3. Battle with Sultan Makarin
In the Emperor’s Vault, Makarin fights
alongside 2 Elite Guards, using the
crown’s magic to control lesser enemies.

OvurcoME OPTIONS

1. Destroy the Crown
The adventurers shatter the crown,
ensuring its power can never be used
again.

2. Hide the Crown
The adventurers conceal the crown in an
unknown location, ensuring it remains
safe but intact.

3. Claim the Crown
The adventurers take the crown, risking
its corrupting influence for its
unparalleled power.
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D20 RANDOM EVENTS: THE

CROWN OF DOMINION

DM ScraTCH PAD

Roll
(1d20) Event Description

1-2 A collapsing section of the ziggurat imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers find ancient tablets revealing the
crown'’s dark history.

5-6 A rival faction attacks, trying to seize the crown
first.

7-8 The adventurers find a hidden passage leading to
the Emperor’s Vault.

9-10 The crown’s aura causes lesser creatures to
temporarily obey the adventurers.

11-12  The adventurers hear whispers of past rulers
emanating from the crown.

13-14 A powerful guardian attempts to block their path.

15-16  The adventurers find a relic tied to the crown’s
creation.

17-18  The adventurers find a minor magical relic in the
Emperor’s Vault.

19-20 A spectral figure warns of the crown’s ability to

corrupt its wearer.

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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ADVENTURE SEED 363:

=g’ HE SHIELD OF
‘ 6 ¢/ ETERNAL FLAME”

PLoT HooOk
The Shield of Eternal
Flame is an artifact imbued with fiery
magic, granting its wielder protection
against all harm and the ability to unleash
devastating flames. Forged for a forgotten
warlord, the shield was buried in their
tomb after their defeat. Rumors of its
reappearance have attracted treasure
hunters and warlords alike. The
adventurers are tasked with finding the
shield before it sets the world ablaze.

KEey NPCs

1. High Priestess Arvenna Thryne (EIf,
Lawful Good)
A religious leader who believes the
shield must be returned to its resting
place to prevent catastrophe.

2. Lorik Ironflame (Dwarf, Chaotic
Neutral)
A blacksmith who claims he can forge
weapons that counter the shield’s power
—for a price.

3. Warlord Karven Darkpyre (Human,
Neutral Evil)
A cruel leader determined to claim the
shield and reignite the conquests of the
past.

LOCATIONS

1. The Ashen Crypt
A smoldering burial site where signs of
recent excavation suggest the shield’s
location.

2. The Flame-Forged Hall
A molten chamber filled with traps and
enchanted guardians tied to the shield’s
magic.

3. The Ember Throne
A fiery sanctum where the shield rests,
surrounded by lava flows and protected
by magical wards.

ENCOUNTERS

1. Crypt Raiders
In the Ashen Crypt, the adventurers face
3 Bandits and 2 Fire Elementals
disturbed by the excavation.

2. Guardian Constructs
In the Flame-Forged Hall, the
adventurers contend with 2 Animated
Statues and fiery hazards.

3. Battle with Karven Darkpyre
At the Ember Throne, Karven fights
alongside 2 Elite Pyromancers, wielding
the shield’s devastating powers.

OutcoME OPTIONS

1. Destroy the Shield
The adventurers plunge the shield into
the lava, ensuring its destructive power
is lost forever.

2. Seal the Crypt
The adventurers reseal the shield within
the crypt, using powerful wards to
prevent its discovery.

3. Claim the Shield
The adventurers take the shield, risking
its volatile magic for its unmatched
defensive and offensive power.
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D20 RANDOM EVENTS: THE
SHIELD OF ETERNAL FLAME

Roll
(1d20)
1-2
3-4
5-6
7-8
9-10

11-12

13-14
15-16

17-18

19-20

Event Description
A collapsing section of the crypt imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover ancient scrolls detailing
the shield’s enchantments.
A rival group attempts to seize the shield for
themselves.
The adventurers find a hidden chamber with lesser
magical treasures.
The shield’s magic causes nearby fires to grow
uncontrollably.
The adventurers hear whispers warning of the
shield’s corruption.
A molten golem blocks their path.
The adventurers find a relic linked to the shield’s
original wielder.
The adventurers find a minor magical relic in the
Ember Throne.
A secret tunnel bypasses many of the tomb’s
hazards.

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

PLoT HoOOK

The Horn of Agony is a
legendary artifact
capable of summoning storms and
unleashing devastating sonic blasts. Once
used by an ancient warlord to command
the skies, the horn was lost in the chaos of
a final, catastrophic battle. Recent storms
have unearthed its resting place, and now
factions race to claim it. The adventurers
are tasked with securing the horn before it
falls into the hands of an ambitious pirate
fleet.

KEeYy NPCs

1. Admiral Liora Stormrider (Human,
Neutral Evil)
A cunning pirate leader who seeks the
horn to dominate the seas and crush her
rivals.

2. Captain Terrik Waveborne (Half-Elf,
Chaotic Good)
A rival privateer captain seeking to
destroy the horn to prevent chaos on the
seas.

3. Archivist Wynn Oloris (Elf, Lawful
Neutral)
A scholar who believes the horn’s power
can be studied and used responsibly.

LOCATIONS

1. The Wailing Cliffs
A coastal region where treacherous
winds and deadly waves hint at the
horn’s presence.

2. The Tempest Caverns
A series of underwater tunnels filled
with traps, magical guardians, and
remnants of the warlord’s fleet.

3. The Thunder Throne
A submerged sanctuary where the horn
rests upon an altar, surrounded by
raging currents and elemental wards.

ENCOUNTERS

1. Coastal Raiders
At the Wailing Cliffs, the adventurers
face 3 Bandits and 1 Veteran Pirate
patrolling for intruders.

2. Cavern Guardians
In the Tempest Caverns, the adventurers
deal with 2 Water Elementals and avoid
collapsing passages.

3. Battle with Admiral Liora
At the Thunder Throne, Liora fights
alongside 2 Elite Pirates, using the
horn’s power to summon storms and
disorient the adventurers.

OvurtcoME OPTIONS

1. Destroy the Horn
The adventurers shatter the horn, ending
its dangerous legacy.

2. Seal the Horn
The adventurers hide the horn in a
secure, unknown location, ensuring it
cannot be found again.

3. Claim the Horn
The adventurers take the horn, risking
its volatile magic for its unparalleled
destructive potential.
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D20 RANDOM EVENTS: THE
HoORN OF AGONY

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 caverns imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a chart detailing the horn’s
history.
A rival pirate crew attacks, complicating the
mission.
The adventurers discover a hidden chamber with
lesser magical relics.
The horn’s aura summons a violent storm,
hindering visibility and movement.
The adventurers hear whispers of the warlord’s last
command echoing through the caverns.
A sea monster guards the final chamber.
The adventurers find a relic tied to the warlord’s
conquests.
The adventurers find a minor magical relic near the
Thunder Throne.
A hidden tunnel bypasses the final guardians.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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Protr Hook

The Spear of the Void,
an artifact said to pierce the fabric of reality
itself, was forged during a forgotten war to
combat an otherworldly invasion. Now, its
reappearance has drawn the attention of
desperate factions seeking to use its power
for conquest—or to destroy planar
boundaries entirely. The adventurers are
hired to find the spear and ensure it doesn’t
fall into the hands of a zealous cult bent on
unleashing the Void.

KEey NPCs

1. Seer Valina Morgrave (Tiefling, Neutral
Good)
A prophet who dreams of the spear’s
return and warns of the consequences of
its misuse.

2. Commander Thalric Veylor (Human,
Lawful Neutral)
A military leader seeking the spear to
defend his kingdom from impending
invasion.

3. High Priest Zevoris Darktide (EIf,
Neutral Evil)
The cult leader of the Shattered Veil,
who wishes to use the spear to bring the
Void into the material plane.

LOCATIONS
1. The Rifted Plains

A desolate expanse littered with
unnatural scars in the earth, where Void
magic lingers.

2. The Obsidian Sanctum
A fortress constructed around a planar
rift, filled with cultists and traps to deter
intruders.

3. The Void Altar
A chamber at the heart of the sanctum,
where the spear hovers above a glowing
rift.

ENCOUNTERS

1. Cultist Patrols
At the Rifted Plains, the adventurers face
4 Cultists and 1 Veteran Scout searching
for intruders.

2. Sanctum Defenders
In the Obsidian Sanctum, the
adventurers must disarm traps while
dealing with 2 Wights guarding the main
hall.

3. Battle with Zevoris Darktide
At the Void Altar, Zevoris fights
alongside 2 Shadow Demons, using
planar magic to destabilize the
battlefield.

OvurcoME OPTIONS

1. Destroy the Spear
The adventurers destroy the spear,
sacrificing its power to prevent the
Void’s incursion.

2. Seal the Rift
The adventurers use the spear to seal
the planar rift, leaving the artifact intact
but inaccessible.

3. Claim the Spear
The adventurers take the spear, wielding
its power while navigating its
unpredictable and dangerous nature.
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D20 RANDOM EVENTS: THE
SPEAR OF THE VOID

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 sanctum imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover ancient texts detailing the
spear’s origins.
A rival group attempts to claim the spear first.
The adventurers find a hidden passage leading to
the Void Altar.
The spear’s magic causes unpredictable distortions
in reality.
The adventurers hear whispers warning of the
Void's hunger.
A planar guardian materializes to challenge the
adventurers.
The adventurers find a relic tied to the spear’s first
wielder.
The adventurers find a minor magical relic near the
Void Altar.
A powerful ally arrives to aid the adventurers at a
critical moment.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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Protr Hook
The Axe of the Ancient
King is a weapon of myth, said to grant its
wielder dominion over stone and earth.
The artifact was lost in a landslide during a
great dwarven rebellion. Centuries later,
miners accidentally unearthed its resting
place in the heart of a mountain. The
adventurers are hired by a dwarven
delegation to recover the axe before rival
factions exploit its power to claim the
throne of the ancient kingdom.

KEey NPCs

1. Thrain Rockhewn (Dwarf, Lawful Good)
A loyal steward of the ancient kingdom,
seeking the axe to restore peace and
unity among his people.

2. Karna Flintveil (Dwarf, Chaotic Neutral)
A rogue treasure hunter who believes
the axe should belong to the strongest,
regardless of bloodline.

3. Warlord Grendak Ironmaw (Orc,
Neutral Evil)

A brutal conqueror planning to use the
axe’s power to topple dwarven
strongholds.

LOCATIONS

1. The Shattered Mine
A mining site recently abandoned after
strange tremors and collapses began to
occur.

2. The Cavern of Kings
A grand underground hall filled with
statues of the ancient rulers and magical
defenses.

3. The Throne of Stone
A hidden chamber where the axe lies
embedded in a massive stone dais,
guarded by ancient earth elementals.

ENCOUNTERS

1. Mine Raiders
In the Shattered Mine, the adventurers
face 3 Orc Bandits and avoid collapsing
tunnels.

2. Cavern Guardians
In the Cavern of Kings, the adventurers
contend with 2 Stone Golems and
decipher ancient dwarven inscriptions.

3. Battle with Warlord Grendak
At the Throne of Stone, Grendak fights
alongside 2 Elite Orc Warriors,
attempting to claim the axe’s power.

OuTtcoME OPTIONS
1. Destroy the Axe
The adventurers shatter the axe,

ensuring its power cannot be misused in

future conflicts.

2. Restore the Kingdom
The adventurers return the axe to
Thrain, helping to rebuild the ancient
dwarven kingdom.

3. Claim the Axe
The adventurers take the axe for
themselves, wielding its power over
earth and stone but inviting potential
conflict.
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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 the mine imposes
disadvantage on Dexterity saves for an hour.
The adventurers find ancient carvings revealing the
axe’s purpose.
A rival treasure hunter attempts to steal the axe.
The adventurers discover a hidden chamber
containing dwarven relics.
The axe’s magic causes minor tremors,
complicating progress.
A ghostly king offers advice on handling the axe.
A stone guardian challenges the adventurers’ claim
to the axe.
The adventurers find a map leading to other
dwarven treasures.
The adventurers find a minor magical relic near the
Throne of Stone.
A hidden ally arrives, aiding the adventurers in a
critical moment.

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 367:

b HE RUNEHAMMER OF
‘ 6 VAl BALANCE”

PLoT HOOK

The Runehammer of
Balance is a sacred artifact once wielded by
the champion of an ancient order dedicated
to preserving harmony. The hammer was
broken during a climactic battle and its
fragments scattered. Recently, one piece of
the Runehammer was discovered in a
ruined temple, reigniting a race to reforge
it. The adventurers are hired to recover the
fragment and ensure it is used for good—or
prevent it from falling into the wrong
hands.

KEeyYy NPCs

1. Erythra Lightbringer (Human, Lawful
Good)
A paladin of the ancient order seeking to
restore the hammer and its purpose.

2. Derrik Stonebreaker (Dwarf, Chaotic
Neutral)
A smith who believes reforging the
Runehammer will grant him eternal
fame and fortune.

3. Shadowmaster Arvyn Dreth (Tiefling,
Neutral Evil)
A cult leader seeking the hammer’s
fragments to warp its balance into a tool
of destruction.

LOCATIONS
1. The Forgotten Shrine

A crumbled temple in a dense forest,
filled with magical wards and
overgrowth.

2. The Chamber of Runes
A hidden chamber beneath the shrine
where the fragment is protected by
enchanted seals.

3. The Altar of Restoration
A secluded mountain peak where the
hammer must be reforged, guarded by
elemental forces.

ENCOUNTERS

1. Shrine Defenders
At the Forgotten Shrine, the adventurers
face 2 Animated Statues and a series of
arcane traps.

2. Rune Guardians
In the Chamber of Runes, the
adventurers contend with 3 Specters
that emerge to defend the fragment.

3. Battle with Arvyn Dreth
At the Altar of Restoration, Arvyn fights
alongside 2 Shadow Elementals,
attempting to corrupt the reforging
ritual.

OvurcoME OPTIONS

1. Reforge the Runehammer
The adventurers restore the hammer,
allowing it to continue its legacy of
balance and justice.
2. Destroy the Fragment
The adventurers destroy the fragment to
ensure the hammer cannot be misused.
3. Claim the Fragment
The adventurers keep the fragment,
wielding a portion of its power but
risking its instability.
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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 the shrine imposes
disadvantage on Dexterity saves for an hour.
The adventurers find inscriptions detailing the
hammer’s origin.
A rival group attempts to claim the fragment.
The adventurers discover a hidden vault containing
ancient relics.
The fragment emits a burst of magic, disrupting
nearby spells.
A ghostly guardian offers advice but tests the
adventurers first.
The adventurers uncover a prophecy tied to the
hammer's restoration.
The adventurers find a relic linked to the hammer's
past.
The adventurers find a minor magical relic near the
Chamber of Runes.
A secret path bypasses many of the shrine’s
dangers.

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 368:

~==h> HE LANTERN OF
‘ 6 VAl VICTORY”

PLoT HOOK

The Lantern of Victory is
a radiant artifact said to rally armies,
banish despair, and guide its wielder to
triumph. Legends say it was extinguished
during a climactic battle that ended a great
empire. Recently, the lantern’s light has
been spotted glowing in an abandoned
battlefield. The adventurers are hired to
recover the artifact before it rekindles a
deadly conflict.

KeyYy NPCs

1. Commander Alistair Greaves (Human,
Lawful Neutral)
A retired general seeking to recover the
lantern and restore hope to his war-torn
homeland.

2. Lyria Shadowflame (Tiefling, Chaotic
Neutral)
A mercenary who believes the lantern
will secure her a fortune and eternal
fame.

3. Lord Varek Mourndusk (Elf, Neutral
Evil)
An ambitious noble seeking to
weaponize the lantern to conquer rival
territories.

L.OCATIONS
1. The Ashen Fields

A desolate battlefield where the spirits of
the fallen wander, protecting their final
resting place.

2. The Broken Encampment
A ruined fort where the lantern’s light
attracts opportunists and scavengers.

3. The Eternal Flame Altar
A hidden shrine beneath the battlefield,
where the lantern rests upon a pedestal
of glowing embers.

ENCOUNTERS
1. Field Guardians

In the Ashen Fields, the adventurers face
4 Specters, each bound to protect the
battlefield’s legacy.

2. Encampment Raiders
In the Broken Encampment, the
adventurers deal with 3 Bandits and
uncover clues to the altar’s location.

3. Battle with Lord Varek
At the Eternal Flame Altar, Varek fights
alongside 2 Elite Guards, using the
lantern’s radiant power against the
adventurers.

OutcoME OPTIONS

1. Extinguish the Lantern
The adventurers snuff out the lantern,
ensuring its power cannot reignite war.
2. Safeguard the Light
The adventurers conceal the lantern in a
protected sanctum, preserving its light
for a time of need.
3. Claim the Lantern
The adventurers take the lantern,
wielding its power to inspire allies but
risking its corruptive potential.
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LANTERN OF VICTORY

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 encampment imposes
disadvantage on Dexterity saves for an hour.
The adventurers find a journal detailing the
lantern’s role in past battles.
A rival group attempts to claim the lantern first.
The adventurers find a hidden stash of magical
supplies near the altar.
The lantern’s aura attracts restless spirits, creating
additional challenges.
A ghostly figure offers cryptic guidance on handling
the lantern.
The adventurers uncover evidence of a plot to
misuse the lantern’s power.
The adventurers find a relic tied to the lantern’s
history.
The adventurers find a minor magical relic near the
Eternal Flame Altar.
A divine being appears, offering a boon or a
warning about the lantern.

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 369:

=’ HE BANNER OF
‘ 6 7\ UNENDING WAR”

PLoT HOOK

The Banner of Unending
War is a cursed artifact that once united
countless armies under a single warlord,
fueling endless conquest. Thought
destroyed, the banner has reappeared in
the hands of a mysterious faction. The
adventurers are tasked with destroying the

banner before it triggers another age of
bloodshed.

Key NPCs

1. High Seer Kalena Varis (Elf, Neutral
Good)

A seer haunted by visions of the banner’s
return, determined to ensure its
destruction.

2. Captain Jorik Emberhelm (Human,
Chaotic Neutral)

A wandering soldier who sees the
banner as a tool to bring order through
dominance.

3. The Black Herald (Tiefling, Neutral Evil)
A shadowy figure gathering forces under
the banner, intent on recreating the
ancient warlord’s empire.

LOCATIONS
1. The Fields of Reclamation

A vast plain where ancient battles were
fought, littered with weapons and mass
graves.

2. The Bloodspire Bastion
A crumbling fortress claimed by the
Black Herald as their staging ground.

3. The Warlord’s Crypt
A hidden burial site beneath the bastion,
where the banner pulses with dark
energy.

ENCOUNTERS

1. Revenant Soldiers
In the Fields of Reclamation, the
adventurers face 4 Revenants, each
animated by the banner’s curse.

2. Fortress Guardians
In the Bloodspire Bastion, the
adventurers contend with 2 Veteran
Mercenaries and avoid traps.

3. Battle with the Black Herald

At the Warlord’s Crypt, the Black Herald

fights alongside 2 Wraiths, wielding the
banner to rally undead forces.

OvutrcoME OPTIONS

1. Burn the Banner

The adventurers destroy the banner in a

consecrated flame, ending its curse
permanently.

2. Seal the Banner
The adventurers trap the banner in the
Warlord’s Crypt, ensuring it cannot be
used again.

3. Wield the Banner
The adventurers claim the banner,

risking its dark influence to unite armies

under their control.
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BANNER OF UNENDING WAR

Roll
(1d20) Event Description

1-2 A collapsing section of the bastion imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers uncover battle plans tied to the
banner’s power.

5-6 A rival faction attempts to seize the banner first.

7-8 The adventurers find a hidden passage to the crypt.

9-10 The banner’s magic awakens undead soldiers in the
area.

11-12  The adventurers hear whispers from fallen warriors
tied to the banner’s legacy.

13-14 A powerful guardian appears to defend the banner.

15-16  The adventurers find a relic linked to the banner’s
original warlord.

17-18  The adventurers find a minor magical relic in the
Warlord’s Crypt.

19-20  Adivine figure appears to warn the adventurers of
the banner’s power.

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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ADVENTURE SEED 370:

~=sfiss” HE HELM OF
‘ 6 7\ RUTHLESS

STRATEGY”

PLoT HoOK

The Helm of Ruthless Strategy is a
legendary artifact said to grant its wearer
unparalleled tactical insight—at the cost of
their compassion. Forged during a time of
unrelenting war, the helm has been lost for
centuries. Recently, a warlord uncovered
its location and now seeks to use it to
dominate the land. The adventurers are
hired to retrieve or destroy the helm before
its influence leads to widespread
devastation.

Key NPCs

1. General Loriel Vrynn (Human, Lawful
Neutral)
A seasoned commander who fears the
helm’s power and believes no one should
wield it.

2. Selin Darkshard (Elf, Chaotic Neutral)
A treasure hunter who sees the helm as
a prize worth any risk.

3. Warlord Drogan Steelmaw (Orc, Neutral
Evil)
A ruthless warlord who plans to use the
helm to crush his enemies and expand
his domain.

LOCATIONS
1. The Iron Ruins

A sprawling, rusted battlefield where the
helm is said to have been buried.

2. The Vault of Tactics
A hidden chamber filled with deadly
traps and puzzles designed to protect the
helm.

3. The Chamber of Command
A strategic war room where the helm
rests on a throne of shattered swords.

ENCOUNTERS
1. Rust Raiders

At the Iron Ruins, the adventurers face 3
Bandit Captains scavenging for loot.

2. Vault Defenders
In the Vault of Tactics, the adventurers
contend with 2 Animated Armors and
puzzles requiring tactical thinking.

3. Battle with Warlord Drogan
In the Chamber of Command, Drogan
fights alongside 2 Veteran Warriors,
using the helm to anticipate the
adventurers’ moves.

OurcoME OPTIONS

1. Destroy the Helm
The adventurers shatter the helm,
ending its potential to sow further chaos.

2. Hide the Helm
The adventurers conceal the helm in an
unknown location, ensuring it remains
inaccessible.

3. Claim the Helm
The adventurers take the helm, gaining
its strategic brilliance but risking its
corrupting influence.
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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 the ruins imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover ancient tactics inscribed
in the ruins.
A rival treasure hunter challenges the adventurers
for the helm.
The adventurers find a hidden map marking other
legendary relics.
The helm’s magic warps the adventurers’
perception, testing their resolve.
A spectral tactician offers cryptic advice about the
helm.
The adventurers uncover evidence of the helm’s
corrupting influence.
The adventurers find a relic linked to the helm’s
original creator.
The adventurers find a minor magical relic in the
Vault of Tactics.
A hidden ally offers aid in defeating Drogan.

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 371:

i’ HE ARROWS OF
‘ 6 7\ UNDYING FURY”

Prot Hook

The Arrows of Undying
Fury are an artifact set of unbreakable
missiles said to strike true against any
target, regardless of distance or defense.
Forged in vengeance by a spurned deity,
the arrows are rumored to have surfaced in
the possession of a mysterious assassin
guild. The adventurers are tasked with
intercepting the guild before the arrows are
used in a devastating plot.

Key NPCs

1. Eldara Moonsworn (Elf, Neutral Good)
A ranger who believes the arrows must
be destroyed to prevent further
bloodshed.

2. Torrik Ashvane (Dwarf, Chaotic Neutral)
A mercenary archer eager to wield the
arrows for profit and renown.

3. The Whispering Fang (Human, Neutral
Evil)

A shadowy assassin guild leader who
plans to use the arrows to eliminate key
political figures.

LOCATIONS

1. The Blackthorn Woods
A dark and tangled forest where the
assassin guild hides and trains.

2. The Bloodmarked Clearing
A ritual site used by the guild, where
magical wards protect the arrows.

3. The Veiled Lair
A concealed stronghold beneath the
forest, where the guild keeps the arrows
and plans their next strike.

ENCOUNTERS

1. Forest Stalkers
In the Blackthorn Woods, the
adventurers face 2 Scouts and 3
Assassins patrolling the area.

2. Clearing Guardians
At the Bloodmarked Clearing, the
adventurers contend with 2 Animated
Vines and disarm magical wards.

3. Battle with the Whispering Fang
In the Veiled Lair, the Whispering Fang
fights alongside 2 Veteran Rogues,
wielding the arrows with deadly
precision.

OvuTtcoME OPTIONS

1. Destroy the Arrows
The adventurers shatter the arrows,
ensuring their power cannot be used
again.

2. Seal the Arrows
The adventurers conceal the arrows in
an unknown sanctum, preserving them
but keeping them out of reach.

3. Claim the Arrows
The adventurers take the arrows,
gaining their lethal precision at the risk
of being hunted by the guild.
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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 the lair imposes
disadvantage on Dexterity saves for an hour.
The adventurers find ancient carvings detailing the
arrows’ creation.
A rival assassin group challenges the guild for the
arrows.
The adventurers find a hidden alcove containing
forgotten treasures.
The arrows’ magic causes minor illusions,
complicating navigation.
A spirit tied to the arrows offers cryptic warnings.
The adventurers uncover a plot to use the arrows
for mass destruction.
The adventurers find a relic tied to the arrows’
original wielder.
The adventurers find a minor magical relic in the
Veiled Lair.
A hidden ally aids the adventurers in securing the
arrows.

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 372:

s’ HE TALISMAN OF
‘ 6 ¢\ CEASELESS WINTER”

PrLoT Hook

The Talisman of
Ceaseless Winter is a chilling artifact
created by a frost giant king to freeze entire
battlefields. Lost in a glacial cavern after a
disastrous campaign, the talisman’s power
has started to seep into the surrounding
region, turning a once-thriving village into
an icy wasteland. The adventurers are
hired to retrieve or destroy the talisman
before it unleashes an endless winter.

Key NPCs

1. Korra Icebloom (Half-Elf, Neutral Good)
A druid struggling to protect the village’s
remnants from the spreading frost.

2. Fjorn Frostheart (Human, Chaotic
Neutral)
A reckless adventurer seeking the
talisman to claim its power.

3. King Hraggor the Frostbound (Frost
Giant, Neutral Evil)
The spirit of the talisman’s creator, who
lingers to guard his legacy and punish
those who disturb it.

LOCATIONS
1. The Frozen Village

A snow-blanketed settlement where
villagers have either fled or frozen in
place, encased in ice.

2. The Glacial Path
A perilous route lined with frost-covered
cliffs, where icy creatures stalk the
unwary.

3. The Cavern of Permafrost
A cavern filled with crystalline ice, where
the talisman lies in a shard-filled
chamber guarded by Hraggor’s spirit.

ENCOUNTERS

1. Frozen Stalkers
At the Frozen Village, the adventurers
face 2 Ice Mephits and 1 Veteran Scout
searching for survivors.

2. Glacial Guardians
On the Glacial Path, the adventurers
deal with 3 Ice Elementals and navigate
dangerous terrain.

3. Battle with Hraggor the Frostbound
In the Cavern of Permafrost, Hraggor’s
ghost fights alongside 2 Wights, wielding
the talisman’s frost magic.

OvuTtcoME OPTIONS

1. Destroy the Talisman
The adventurers shatter the talisman,
ending its icy curse and allowing the
village to thaw.

2. Seal the Talisman
The adventurers conceal the talisman
deep within the glacier, ensuring its
power remains dormant.

3. Claim the Talisman
The adventurers take the talisman,
gaining its icy powers but risking its
corrupting influence.
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WINTER

Roll
(1d20)
1-2
3-4

5-6
7-8

9-10

iiiz]Z
13-14
15-16
1718

19-20

Event Description
A collapsing ice wall imposes disadvantage on
Dexterity saves for an hour.
The adventurers uncover carvings detailing the
talisman’s creation.
A rival group attempts to claim the talisman.
The adventurers find a hidden cavern with magical
treasures.
The talisman’s magic causes freezing winds,
complicating movement.
A frost giant’s spirit offers cryptic advice about the
talisman.
The adventurers uncover evidence of the talisman’s
curse spreading.
The adventurers find a relic tied to the talisman’s
history.
The adventurers find a minor magical relic in the
Cavern of Permafrost.
A divine being appears, offering guidance about the
talisman.

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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ADVENTURE SEED 373:

=i’ HE SCEPTER OF
‘ 6 7\ WAKING ASHES”

Pror Hook
The Scepter of Waking
Ashes is an artifact born of volcanic fury,
able to summon firestorms and reduce

entire cities to ash. A long-dormant volcano

has begun to stir, and rumors claim the
scepter is buried in its molten depths. The
adventurers are hired to recover or destroy
the scepter before its awakening sparks an
unstoppable inferno.

KEey NPCs

1. Priestess Vyra Ashmantle (Human,
Lawful Neutral)
A fire-worshipping cleric who believes
the scepter’s power must be contained,
not destroyed.

2. Drakkis Flameborn (Tiefling, Chaotic
Evil)
A cult leader seeking the scepter to
usher in an age of fiery destruction.

3. The Ashen Sentinel (Fire Elemental,
Neutral Evil)
A sentient guardian of the scepter,
bound to its flames and fiercely
protective of its resting place.

LOCATIONS

1. The Scorched Crags
A volcanic wasteland where streams of
lava and fire elementals roam freely.

2. The Cinder Ruins
The remains of an ancient city
consumed by lava, hiding secrets to the
scepter’s location.

3. The Heart of the Volcano
A fiery chamber at the volcano’s core,
where the scepter rests atop a bed of
molten rock.

ENCOUNTERS

1. Lava Striders
In the Scorched Crags, the adventurers
face 3 Fire Elementals and navigate
treacherous terrain.

2. Ruined Defenders
In the Cinder Ruins, the adventurers
contend with 2 Animated Statues
imbued with fiery magic.

3. Battle with the Ashen Sentinel
At the Heart of the Volcano, the Ashen
Sentinel fights alongside 2 Magma
Mephits, wielding the scepter’s
destructive power.

OvurtcoME OPTIONS

1. Destroy the Scepter
The adventurers plunge the scepter into
molten lava, ending its fiery reign.

2. Seal the Scepter
The adventurers conceal the scepter
deep within the volcano, ensuring its
power remains hidden.

3. Claim the Scepter
The adventurers take the scepter,
gaining its fiery abilities at the cost of
drawing powerful enemies.
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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 lava surge imposes disadvantage on Dexterity
saves for an hour.
The adventurers uncover carvings depicting the
scepter’s devastating power.
A rival cult challenges Drakkis for control of the
scepter.
The adventurers discover a hidden chamber
containing magical treasures.
The scepter’s aura intensifies nearby flames,
complicating movement.
A fiery elemental offers cryptic warnings about the
scepter.
The adventurers uncover evidence of the scepter’s
volatile nature.
The adventurers find a relic tied to the scepter’s
creation.
The adventurers find a minor magical relic in the
Heart of the Volcano.
A divine figure appears, offering guidance or a
boon.

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 374:

=i’ HE DAGGER OF
‘ 6 7\ ETERNAL SHADOWS”

PLoT HOOK

The Dagger of Eternal
Shadows is a fabled artifact capable of
enveloping entire regions in darkness and
granting its wielder mastery over stealth
and subterfuge. Once wielded by a
legendary assassin, the dagger vanished
after the fall of their guild. Now, its dark
power is rumored to be awakening,
drawing the attention of thieves’ guilds and
shadowy cults alike. The adventurers are
tasked with finding the dagger before its
power engulfs the realm in eternal night.

Key NPCs

1. Varis Nightwhisper (Elf, Neutral Good)
A repentant assassin who believes the
dagger must be destroyed to prevent
further suffering.

2. Jorath Blackclaw (Tiefling, Chaotic
Neutral)

A cunning thief eager to claim the
dagger for its unparalleled power.

3. Mistress Shaedra Veilthorn (Human,
Neutral Evil)

A shadow priestess who seeks to wield
the dagger to plunge the world into
unending darkness.

LOCATIONS

1. The Gloomspire Ruins
An ancient guild hall shrouded in
magical darkness, where shadows move
with a will of their own.

2. The Shadowed Labyrinth
A maze of twisting corridors and illusory
traps, designed to confound intruders
and guard the dagger’s resting place.

3. The Veil of Shadows
A hidden chamber where the dagger
floats in an orb of impenetrable
darkness, guarded by spectral assassins.

ENCOUNTERS

1. Shadow Lurkers
In the Gloomspire Ruins, the
adventurers face 2 Shadow Mastiffs and
2 Bandits patrolling the area.

2. Labyrinth Defenders
In the Shadowed Labyrinth, the
adventurers contend with 3 Specters
and navigate shifting walls.

3. Battle with Mistress Shaedra
At the Veil of Shadows, Shaedra fights
alongside 2 Wraiths, using the dagger to
amplify her magic.

OurcoME OPTIONS

1. Destroy the Dagger
The adventurers shatter the dagger,
ending its reign of darkness
permanently.

2. Seal the Dagger
The adventurers conceal the dagger in
an unknown location, ensuring it cannot
be misused.

3. Claim the Dagger
The adventurers take the dagger, gaining
mastery over stealth but risking its
corrupting influence.

154



D20 RANDOM EVENTS: THE
DAGGER OF ETERNAL
SHADOWS

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 labyrinth imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover ancient scripts detailing
the dagger’s creation.
A rival guild attempts to steal the dagger.
The adventurers find a hidden cache containing
magical tools.
The dagger’s aura amplifies the darkness, hindering
visibility.
A spectral figure offers cryptic advice about the
dagger.
The adventurers uncover evidence of a prophecy
tied to the dagger.
The adventurers find a relic linked to the dagger’s
first wielder.
The adventurers find a minor magical relic in the
Veil of Shadows.
A divine figure warns the adventurers about the
dagger’s curse.

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 375:

=i’ HE STAFF OF
‘ 6 7\ STORMWRATH”

Pror Hook

The Staff of Stormwrath
is a tempestuous artifact capable of
summoning hurricanes and controlling the
seas. Once wielded by a notorious pirate
lord, the staff was lost during a
catastrophic shipwreck. Now, sightings of
unnatural storms point to its reemergence.
The adventurers are hired to recover or
neutralize the staff before its power
threatens coastal regions.

KEeYy NPCs

1. Captain Lirien Wavebreaker (Half-Elf,
Neutral Good)
A noble sailor determined to recover the
staff to protect her fleet and her
homeland.

2. Dranok Ironwake (Dwarf, Chaotic
Neutral)
A shipwright seeking the staff to expand
his control of maritime trade through
intimidation.

3. Pirate Lord Thalros Blackgale (Human,
Neutral Evil)
A ruthless pirate leader who seeks to
reclaim the staff and use it to dominate
the seas.

L.OCATIONS

1. The Wreck of the Tempest
A sunken pirate ship shrouded in
magical storms, concealing the staff’s
resting place.

2. The Abyssal Chasm
A deep underwater trench where sea
creatures and traps protect the path to
the wreck.

3. The Eye of the Storm
A maelstrom at the chasm’s center,
where the staff lies on a pedestal of
coral, guarded by an elemental vortex.

ENCOUNTERS

1. Storm Creatures
At the Wreck of the Tempest, the

adventurers face 2 Giant Octopuses and

1 Water Elemental.

2. Chasm Defenders
In the Abyssal Chasm, the adventurers
contend with 3 Merrow and avoid
collapsing coral formations.

3. Battle with Thalros Blackgale
At the Eye of the Storm, Thalros fights
alongside 2 Elite Pirates, wielding the
staff’'s power to summon devastating
waves.

OurcoME OPTIONS

1. Destroy the Staff
The adventurers shatter the staff,
calming the seas and ending its
destructive legacy.

2. Seal the Staff
The adventurers hide the staff deep
within the abyss, ensuring it remains
undisturbed.

3. Claim the Staff
The adventurers take the staff, gaining

command over storms but risking enmity

from coastal powers.
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Roll
(1d20) Event Description

1-2 A collapsing section of the chasm imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers uncover carvings detailing the
staff’s history.

5-6 A rival pirate crew attacks to claim the staff.

7-8 The adventurers find a hidden cache of nautical
relics.

9-10  The staff's aura intensifies the storm, complicating
movement.

11-12 A ghostly sailor offers cryptic warnings about the
staff.

13-14  The adventurers uncover evidence of the staff’s use
in a past war.

15-16  The adventurers find a relic tied to the staff's
creation.

17-18  The adventurers find a minor magical relic near the
Eye of the Storm.

19-20 A divine figure aids the adventurers, calming the

storm temporarily.

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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b HE DRUMS OF
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PLoT HOOK

The Drums of Unending
March are a sinister artifact said to drive
armies to relentless conquest, even at the
cost of their humanity. Once played by a
tyrannical warlord, the drums vanished
after their final campaign. Now, their
ominous beat echoes from a forgotten
valley, compelling nearby villages to rise in
violent revolt. The adventurers must locate
the drums and stop their corrupting
influence before the chaos spreads.

KEeYy NPCs

1. Elder Varrin Mornwatch (Human,
Neutral Good)
A village leader desperate to end the
chaos sparked by the drums.

2. Kalra Emberstring (Tiefling, Chaotic
Neutral)
A wandering bard seeking to claim the
drums for their unparalleled magical
rhythm.

3. General Malvar Dreadmarch (Undead
Warlord, Neutral Evil)
The spectral remnant of the original
warlord, guarding the drums and
spreading their influence.

LOCATIONS
1. The Echoing Vale
A fog-shrouded valley where the drums’

rhythmic pulses reverberate unnaturally.

2. The Forgotten Encampment
An abandoned military outpost now
inhabited by enthralled villagers and
undead soldiers.

3. The Throne of Beats
A cavernous chamber where the drums
rest, pulsating with unholy energy and
guarded by Malvar’s spectral forces.

ENCOUNTERS

1. Enthralled Raiders
In the Echoing Vale, the adventurers
face 3 Bandits and 2 Enthralled
Villagers under the drums’ influence.

2. Undead Sentinels
At the Forgotten Encampment, the
adventurers contend with 2 Wights and
avoid traps set by Malvar’s forces.

3. Battle with General Malvar
At the Throne of Beats, Malvar fights
alongside 2 Specters, using the drums to
weaken the adventurers’ resolve.

OvurcoME OPTIONS

1. Destroy the Drums
The adventurers shatter the drums,
silencing their unholy rhythm forever.
2. Seal the Drums
The adventurers hide the drums in a
secure location, ensuring they remain
out of reach.
3. Claim the Drums
The adventurers take the drums, risking
their corrupting influence for their
unparalleled power to command.
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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 the encampment imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover carvings detailing the
drums’ creation.
A rival group seeks to use the drums for their own
gain.
The adventurers find a hidden vault containing
forgotten relics.
The drums’ aura compels nearby creatures to attack
mindlessly.
A ghostly soldier warns the adventurers of the
drums’ power.
The adventurers uncover evidence of a prophecy
tied to the drums.
The adventurers find a relic linked to the warlord
who wielded the drums.
The adventurers find a minor magical relic near the
Throne of Beats.
A divine figure offers a boon to aid the adventurers
in silencing the drums.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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ProT Hook

The Flail of Celestial
Wrath is a divine weapon forged to purge
evil but corrupted during a disastrous
battle. Its celestial chains now lash out
indiscriminately, inflicting devastation. The
flail has been rediscovered in the ruins of a
holy cathedral, and its presence draws
zealots and power-hungry factions alike.
The adventurers are hired to secure or
destroy the flail before its wrath consumes
more lives.

KEey NPCs

1. Sister Elysia Brightsong (Human,
Lawful Good)
A devoted cleric who believes the flail
can be cleansed and restored to its
original purpose.

2. Brother Karnon Vale (Dwarf, Chaotic
Neutral)
A disillusioned paladin who seeks the
flail to exact his own twisted form of
justice.

3. Archbishop Malrik Vorn (Human,
Neutral Evil)
A corrupted priest who seeks to wield
the flail’s destructive power to establish
dominion over rival faiths.

LOCATIONS
1. The Ruined Cathedral

A shattered holy site where the flail's
aura creates a field of divine and infernal
conflict.

2. The Altar of Chains
A desecrated altar where the flail’'s
corrupting influence has warped the
cathedral’s remaining wards.

3. The Crypt of Saints
A subterranean tomb where the flail
rests, its chains animated to guard
against intrusion.

ENCOUNTERS

1. Zealous Fanatics
In the Ruined Cathedral, the adventurers
face 2 Acolytes and 3 Cultists battling for
control of the site.

2. Guardian Chains
At the Altar of Chains, the adventurers
contend with 2 Animated Chains and
holy wards corrupted to attack
indiscriminately.

3. Battle with Archbishop Malrik
In the Crypt of Saints, Malrik fights
alongside 2 Wights, wielding the flail’s
devastating power.

OutcoME OPTIONS

1. Destroy the Flail
The adventurers shatter the flail, ending
its cycle of destruction.

2. Cleanse the Flail
The adventurers purify the flail,
restoring its purpose as a weapon of
righteousness.

3. Claim the Flail
The adventurers take the flail, risking its
unstable power for their own use.
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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 the crypt imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover carvings detailing the
flail’s origins.

A rival faction seeks the flail for their own purposes.

The adventurers find a hidden reliquary with
forgotten artifacts.

The flail’s aura triggers divine and infernal visions
among the adventurers.

A saintly apparition warns the adventurers of the
flail’s corruption.

The adventurers uncover evidence of a prophecy
tied to the flail.

The adventurers find a relic linked to the flail’s
creation.

The adventurers find a minor magical relic near the
Crypt of Saints.

A celestial being appears, offering aid or a warning
about the flail.

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

The Blade of Undying
Honor is a legendary sword said to bind its
wielder to an oath of eternal vigilance.
While the sword grants its bearer immense
power, it also compels them to fight
endlessly for a cause, even beyond death.
Lost in a final battle between knights and
an undead legion, the blade is now
rumored to have been discovered in the
cursed battlefield. The adventurers are
hired to retrieve the blade before it falls
into the hands of a zealous knight or
ambitious necromancer.

Key NPCs

1. Sir Alden Vornsteel (Human, Lawful
Good)
A devout knight who seeks the blade to
rekindle the ideals of his lost order.

2. Larion Duskmire (Tiefling, Chaotic
Neutral)
A wandering rogue hoping to sell the
blade to the highest bidder, despite its
curse.

3. Lich Lord Drazemir (Undead, Neutral
Evil)
A powerful lich seeking to corrupt the
blade and bind it to his undead armies.

LOCATIONS

1. The Silent Plains
A haunted battlefield littered with
skeletal remains, broken weapons, and
ghostly echoes.

2. The Knights’ Rest
An ancient burial site where the blade’s
previous wielders lie in eternal vigil,
guarding its location.

3. The Tomb of Oaths
A hidden crypt where the blade rests,
surrounded by spectral guardians and
powerful wards.

ENCOUNTERS
1. Battlefield Haunts

On the Silent Plains, the adventurers
face 2 Wights and 2 Specters awakened
by the blade’s resurgence.

2. Vigilant Knights
In the Knights’ Rest, the adventurers
must contend with 3 Ghosts, former
wielders who test their worthiness.

3. Battle with Lich Lord Drazemir
At the Tomb of Oaths, Drazemir fights
alongside 2 Wraiths, attempting to bind
the blade to his will.

OutcoME OPTIONS

1. Destroy the Blade
The adventurers shatter the blade,
ending its curse and legacy.

2. Seal the Blade
The adventurers hide the blade in a
secure location, ensuring it cannot be
found again.

3. Claim the Blade
The adventurers take the blade, gaining
its power at the cost of swearing an
eternal oath.
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Roll
(1d20) Event Description

1-2 A collapsing section of the tomb imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers uncover carvings detailing the
blade’s legacy.

5-6 A rival faction attempts to seize the blade.

7-8 The adventurers find a hidden chamber containing
forgotten relics.

9-10 The blade’s aura awakens undead guardians.

11-12 A ghostly knight warns the adventurers of the
blade’s curse.

13-14  The adventurers uncover a prophecy tied to the
blade.

15-16  The adventurers find a relic linked to the blade’s
creation.

17-18  The adventurers find a minor magical relic in the
Tomb of Oaths.

19-20 A celestial being offers guidance about the blade’s
use.

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

163



ADVENTURE SEED 379:

~=ufiss” HE ORB OF ARCANE
‘ 6 7\ DOMINANCE”

Protr Hook
The Orb of Arcane
Dominance is an artifact capable of
controlling lesser magical forces, bending
them to its wielder’s will. Forged in the
early days of magical warfare, the orb was
thought destroyed after a catastrophic
battle. Now, its reappearance in a
crumbling wizard’s tower has triggered a
race among mages, mercenaries, and
thieves to claim its power. The adventurers
are hired to secure the orb before it
destabilizes the region.

Ky NPCs

1. Archmage Lyris Faelwyn (Elf, Neutral
Good)
A scholar who believes the orb must be
sealed away to prevent abuse.

2. Xorin Spellbinder (Human, Chaotic
Neutral)
A rogue sorcerer determined to claim
the orb and cement his place as a
magical tyrant.

3. Magister Vorath (Human, Neutral Evil)
A cunning mage seeking to monopolize
the orb’s power for personal gain.

LOCATIONS

1. The Shattered Tower
A crumbling spire where unstable
magical energies surge, threatening all
who enter.

2. The Arcane Labyrinth
A maze of twisting corridors and shifting
illusions, designed to protect the orb
from intruders.

3. The Chamber of Control
A glowing, rune-covered sanctum where
the orb hovers, guarded by arcane
constructs and powerful wards.

ENCOUNTERS

1. Tower Defenders
In the Shattered Tower, the adventurers
face 2 Animated Statues and avoid
surging wild magic.

2. Labyrinth Guardians
In the Arcane Labyrinth, the adventurers
deal with 3 Specters and navigate
complex arcane puzzles.

3. Battle with Magister Vorath
In the Chamber of Control, Vorath fights
alongside 2 Arcane Constructs, using
the orb to disrupt the adventurers’
magic.

OvutcoME OPTIONS

1. Destroy the Orb
The adventurers shatter the orb, ending
its influence over magic forever.

2. Seal the Orb
The adventurers hide the orb in a secure
location, ensuring it remains
inaccessible.

3. Claim the Orb
The adventurers take the orb, gaining its
power but risking the wrath of rival
mages.
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Roll
(1d20) Event Description

1-2 A collapsing section of the tower imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers uncover inscriptions detailing the
orb’s purpose.

5-6 A rival mage attempts to claim the orb.

7-8 The adventurers find a hidden library with ancient
spellbooks.

9-10 The orb’s aura disrupts nearby magic, complicating
spellcasting.

11-12 A spectral wizard warns the adventurers of the orb’s
dangers.

13-14  The adventurers uncover evidence of a prophecy
tied to the orb.

15-16  The adventurers find a relic linked to the orb’s
creation.

17-18  The adventurers find a minor magical relic in the
Chamber of Control.

19-20 A celestial being intervenes, offering aid or a
warning.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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Protr Hook

The Shield of Endless
Vigil is an artifact said to protect its bearer
from all harm, at the cost of binding them
to an eternal duty. Lost during the defense
of an ancient stronghold, the shield has
reappeared in the ruins of a long-forgotten
citadel. Its awakening has drawn factions
eager to claim its power or destroy it before
its binding curse spreads. The adventurers
are tasked with locating the shield and
deciding its fate.

Key NPCs

1. Seraphina Dawnward (Human, Neutral
Good)
A knight who seeks the shield to honor
her family’s legacy and defend the
innocent.

2. Rynar Steelshade (Dwarf, Chaotic
Neutral)
A mercenary who hopes to sell the shield
to the highest bidder, ignoring its curse.

3. Warden Tharvok Greyhand (Undead
Knight, Neutral Evil)
The cursed guardian of the shield, bound
to its duty even in undeath, and
determined to prevent its removal.

L.OCATIONS

1. The Broken Citadel
A crumbling fortress surrounded by
spectral warriors and the echoes of
ancient battles.

2. The Hall of Vigilance
A grand hall filled with traps and
animated armor designed to protect the
shield’s resting place.

3. The Guardian’s Chamber
A sacred sanctum where the shield rests
on an ornate pedestal, guarded by
Warden Tharvok and his spectral
minions.

ENCOUNTERS

1. Spectral Defenders
At the Broken Citadel, the adventurers
face 4 Specters and must navigate
unstable terrain.

2. Animated Guardians
In the Hall of Vigilance, the adventurers
contend with 2 Animated Armors and
deadly traps protecting the sanctum.

3. Battle with Warden Tharvok
In the Guardian’s Chamber, Tharvok
fights alongside 2 Wraiths, using his
undead strength and the shield’s
protective aura.

OutcoME OPTIONS

1. Destroy the Shield
The adventurers shatter the shield,
ending its curse and preventing further
misuse.

2. Seal the Shield
The adventurers conceal the shield in a
hidden sanctum, preserving its power
but ensuring it remains dormant.

3. Claim the Shield
The adventurers take the shield, gaining
its unmatched protection at the cost of
assuming its eternal duty.
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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 the citadel imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover carvings detailing the
shield’s curse and legacy.
A rival faction attempts to seize the shield first.
The adventurers find a hidden vault containing
ancient relics.
The shield’s aura temporarily grants its protection
to nearby enemies.
A spectral knight warns the adventurers of the
shield’s curse.
The adventurers uncover evidence of a prophecy
tied to the shield.
The adventurers find a relic tied to the shield’s
original wielder.
The adventurers find a minor magical relic in the
Guardian’s Chamber.
A divine being appears, offering guidance or a
warning about the shield.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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PLoT HOOK

A once-quiet farming
village has risen in open rebellion against a
tyrannical noble, led by a charismatic
blacksmith named Kallus Ironflame. Under
Kallus'’s leadership, the villagers have
repelled several skirmishes, but rumors
suggest he possesses a powerful artifact:
the Flameheart Pendant, which ignites his
followers’ courage and rage. The
adventurers are hired by the noble to
infiltrate the village, recover the pendant,
and quell the rebellion—or they might
choose to join the rebels in their fight for
freedom.

KEeYy NPCs

1. Kallus Ironflame (Human, Chaotic
Good)
A blacksmith-turned-rebel leader who
wields the Flameheart Pendant to
inspire his people.

2. Baron Althar Velrin (Human, Lawful
Evil)
A despotic noble determined to crush
the rebellion and reclaim his lands at
any cost.

3. Mira Silverglade (Elf, Neutral)
A wandering bard who secretly aids the
rebels by spreading songs of their
victories and undermining the baron’s
reputation.

LOCATIONS
1. The Emberfields

A sprawling farmland where villagers
have fortified their homes with crude
defenses.

2. The Forge of Resistance
Kallus’s smithy, transformed into a
rallying point for the rebellion and where
the Flameheart Pendant is kept.

3. The Baron’s Keep
A heavily guarded fortress where Baron
Velrin plots his counterstrike and holds
hostages to break the rebels’ will.

ENCOUNTERS

1. Militia Patrols
In the Emberfields, the adventurers face
3 Guards loyal to the baron, attempting
to infiltrate the rebels’ defenses.

2. Rebel Defenders
At the Forge of Resistance, the
adventurers must contend with 2
Veteran Rebels guarding Kallus and the
pendant.

3. Battle with Kallus Ironflame
If opposing the rebels, Kallus fights
alongside 2 Elite Rebels, wielding the
Flameheart Pendant to bolster his
strength and inspire his allies.

OutcoME OPTIONS

1. Crush the Rebellion
The adventurers defeat Kallus and
dismantle the rebellion, securing the
pendant for the baron.

2. Liberate the Land
The adventurers ally with the rebels,
helping them overthrow the baron and
protect their newfound freedom.

3. Claim the Pendant
The adventurers take the pendant, using
its fiery power to fuel their own
ambitions.
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EMBERS OF DEFIANCE

Roll
(1d20)
1-2

7-8
9-10
11-12
13-14
15-16
17-18

19-20

Event Description
A collapsing barn ignites during a skirmish,
imposing disadvantage on Dexterity saves for an
hour.
The adventurers find a cache of weapons intended
for the rebels.
A spy reveals critical weaknesses in the rebel or
noble defenses.
The adventurers discover a secret tunnel leading to
the baron’s keep.
The Flameheart Pendant’s aura incites an
uncontrollable fight among the villagers.
A villager warns the adventurers of an ambush
planned by the opposing side.
A rebel leader challenges the adventurers to prove
their loyalty.
The adventurers find a relic linked to a past
rebellion.
The adventurers uncover a minor magical relic in
the Forge of Resistance.
A divine being offers insight into the rebellion’s true
cause.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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PLoT HOOK

A forgotten banner of an
ancient rebellion has
been rediscovered in the ruins of a
battlefield. Known as the Banner of the
Last Stand, it is said to instill unwavering
courage in those who rally under it. Now,
multiple factions vie for control of the
banner, hoping to rekindle its power. The

adventurers are hired to recover the banner

and decide whether it will inspire a new
rebellion or remain hidden.

Key NPCs

1. Garrick Stormshield (Human, Chaotic
Good)
A young revolutionary who believes the
banner can unite the oppressed against
their tyrannical rulers.

2. Captain Lyria Frostbane (Half-Elf,
Lawful Neutral)
A military officer tasked with ensuring

the banner does not fall into rebel hands.

3. Varathos Dreadsteel (Tiefling, Neutral
Evil)
A warlord seeking the banner to
consolidate his power and crush his
rivals.

LOCATIONS

1. The Crimson Fields
A blood-soaked battlefield haunted by
the memories of the rebellion that once
raged there.

2. The Watcher’s Ridge
A fortified outpost overlooking the
battlefield, now contested by rebels and
soldiers.

3. The Shrine of Valor
A hidden chamber beneath the
battlefield where the banner is kept,
surrounded by protective wards.

ENCOUNTERS

1. Rival Scavengers
On the Crimson Fields, the adventurers
face 2 Bandits and 1 Veteran, both
scavengers seeking the banner.

2. Clash on the Ridge
At the Watcher’s Ridge, the adventurers
must deal with 3 Guards and a small
contingent of rebels vying for control.

3. Battle with Varathos Dreadsteel
At the Shrine of Valor, Varathos fights
alongside 2 Elite Warriors, using the
banner’s power to inspire his forces.

OvutrcoME OPTIONS

1. Inspire a New Rebellion
The adventurers deliver the banner to
Garrick, empowering the oppressed to
rise against their oppressors.

2. Maintain the Status Quo
The adventurers return the banner to
Captain Lyria, ensuring it does not
destabilize the region.

3. Claim the Banner
The adventurers take the banner, using
its power to rally their own forces for
future conquests.
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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 trench imposes disadvantage on
Dexterity saves for an hour.
The adventurers uncover relics of the past rebellion
hidden among the ruins.
A rival group ambushes the adventurers, hoping to
seize the banner.
The adventurers discover a hidden map detailing
rebel strategies.
The banner’s aura briefly compels all nearby to
unite in uneasy truce.
A ghostly figure recounts the rebellion’s downfall,
offering cryptic guidance.
The adventurers uncover evidence of betrayal tied
to the banner.
The adventurers find a relic linked to the rebellion’s
leader.
The adventurers find a minor magical relic in the
Shrine of Valor.
A divine presence intervenes, urging the
adventurers to decide the banner’s fate.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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PLoT HoOOK

An ancient pyre in the
depths of a forgotten forest has been
reignited, its flames visible for miles. The
Pyre of the Damned was once a site where
rebels were executed, and its cursed flames
are said to burn with the rage of the
unjustly slain. The adventurers are tasked
with investigating the pyre, which is
rumored to empower a new rebellion—or
they may find themselves drawn into the
conflict it sparks.

KEey NPCs

1. Elder Taryn Mossroot (Human, Neutral
Good)
A reclusive druid who seeks to
extinguish the pyre before its curse
spreads further.

2. Mara Emberwright (Human, Chaotic
Neutral)
A rebel leader hoping to harness the
pyre’s power to strengthen her followers.

3. High Inquisitor Drelkan Vire (Human,
Neutral Evil)
A zealous enforcer determined to
suppress the rebellion at all costs, even if
it means exploiting the pyre.

LOCATIONS

1. The Ashen Grove
A burnt clearing where the pyre’s magic
warps the surrounding forest, creating
monstrous flora.

2. The Circle of Cinders
A ring of ancient stones surrounding the
pyre, inscribed with runes that channel
its cursed power.

3. The Ember Altar
A hidden chamber beneath the pyre,
where the source of its flames can be
extinguished—or unleashed.

ENCOUNTERS

1. Cursed Beasts
In the Ashen Grove, the adventurers face
2 Dire Wolves and 2 Vine Blights,
corrupted by the pyre’s magic.

2. Pyre Guardians
At the Circle of Cinders, the adventurers
contend with 3 Wights summoned to
protect the flames.

3. Battle with Inquisitor Drelkan
At the Ember Altar, Drelkan fights
alongside 2 Specters, attempting to
control the pyre’s magic.

OvurtcoME OPTIONS

1. Extinguish the Pyre
The adventurers destroy the pyre,
freeing the land from its curse and
empowering natural growth.

2. Ignite the Revolution
The adventurers aid Mara in harnessing
the pyre’s power to lead a rebellion
against tyranny.

3. Seize the Pyre
The adventurers claim the pyre’s magic
for themselves, using its flames to fuel
their own ambitions.
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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 the grove imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover relics of past rebellions in
the grove.
A rival group seeks to claim the pyre’s power.
The adventurers discover a hidden chamber
beneath the pyre.
The pyre’s aura warps nearby creatures, creating
unpredictable enemies.
A spirit tied to the pyre offers cryptic advice.
The adventurers uncover a prophecy tied to the
pyre’s resurgence.
The adventurers find a relic linked to the pyre’s
origin.
The adventurers find a minor magical relic in the
Ember Altar.
A divine being intervenes, urging the adventurers to
choose wisely.

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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Smokehollow, a small
mining settlement, has declared its
independence from the oppressive
rulership of Duke Errik Goldvain. The
town’s leader, a former soldier named
Tharic Stonehammer, has fortified the
mines and rallied the workers into a
makeshift army. The duke has issued a
decree offering a substantial reward for
anyone who quells the rebellion, but
Smokehollow’s cries for liberty have drawn
the attention of sympathetic rebels. The
adventurers must decide whether to join

the siege, defend the town, or broker peace.

KeyYy NPCs

1. Tharic Stonehammer (Dwarf, Chaotic
Good)
A grizzled miner-turned-commander
who seeks freedom for Smokehollow’s
people.

2. Duke Errik Goldvain (Human, Neutral
Evil)
A wealthy noble whose greed and
exploitation of the miners have sparked
the rebellion.

3. Captain Ivelis Greyspar (Elf, Lawful
Neutral)
A military officer conflicted between her
loyalty to the duke and her sympathy for
the miners.

LOCATIONS

1. The Hollow Defenses
The outskirts of Smokehollow, fortified
with crude barricades and trenches.

2. The Iron Mines
A sprawling network of tunnels where
the miners have set traps and hidden
supplies.

3. The High Ridge

An elevated position overlooking
Smokehollow, held by the duke’s forces
and used as a staging ground for the
siege.

ENCOUNTERS
1. Qutskirt Skirmishes

At the Hollow Defenses, the adventurers
face 3 Guards and 1 Veteran Scout
probing for weaknesses.

. Mine Ambushes

In the Iron Mines, the adventurers
contend with 2 Miners (Bandit Stat
Block) and 2 Animated Constructs
protecting key passages.

. Battle with Captain Greyspar

At the High Ridge, Captain Greyspar
fights alongside 2 Veteran Soldiers,
weighing her loyalty against the
adventurers’ actions.

OuTtcoME OPTIONS
1. Crush the Rebellion

The adventurers aid the duke in
breaking Smokehollow’s defenses,
ensuring the rebellion is extinguished.

2. Defend Smokehollow

The adventurers join the miners, helping
them repel the duke’s forces and secure
their independence.

3. Broker a Treaty

The adventurers negotiate a fragile
peace, sparing Smokehollow further
bloodshed while preserving the duke’s
interests.
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D20 RANDOM EVENTS: THE
SIEGE OF SMOKEHOLLOW

Roll
(1d20)

1-2

3-4

5-6

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

17-18

19-20

Event Description
A section of the mine collapses, imposing
disadvantage on Dexterity saves for an hour.
The adventurers find a hidden cache of weapons
and supplies.
A rival mercenary band complicates the siege by
attacking both sides.
The adventurers discover a secret tunnel beneath
the mines.
The rebellion’s banner inspires a momentary surge
of morale for Smokehollow’s defenders.
A miner reveals a hidden trap meant for the duke’s
forces.
The adventurers uncover evidence of a rebel spy in
the duke’s camp.
The adventurers find a relic tied to Smokehollow’s
history.
The adventurers find a minor magical relic in the
Iron Mines.
A divine figure appears, urging the adventurers to
act decisively.

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 385:

=’ HE SONG OF ASH
‘ 6 7Y ANDLIBERTY”

Prot Hook

The bardic rebel Theryn
“Firetongue” Brightsong has rallied
peasants and outlaws alike with her
rousing ballad, The Song of Ash and
Liberty. Her music ignites rebellion
wherever she performs, but her
whereabouts have been cloaked in secrecy
by her loyal followers. A mercenary
company has been hired to capture her and
end her uprising. The adventurers must
navigate through the chaos of rebellion to
decide whether to silence Theryn or protect
her cause.

KeyYy NPCs

1. Theryn Brightsong (Half-Elf, Chaotic
Good)
A fiery bard whose music inspires
rebellion, risking her life for the
oppressed.

2. General Kael Durnwright (Human,
Neutral Evil)
A hardened mercenary captain tasked
with capturing Theryn by any means
necessary.

3. Ella Wildthorn (Halfling, Neutral)
A cunning smuggler who ferries Theryn
between safe houses and supplies her
rebel allies.

LOCATIONS
1. The Emberwood Outskirts

A dense forest where Theryn’s followers
have created hidden camps to evade
mercenary patrols.

2. The Ashen Stage
A charred village square where Theryn
performs her incendiary ballads, stirring
rebellion despite the danger.

3. The Smuggler’s Refuge
A secret network of tunnels and hideouts
where Theryn is protected by her most
loyal followers.

ENCOUNTERS
1. Mercenary Scouts

In the Emberwood Outskirts, the
adventurers face 2 Scouts and 2 Guards
searching for rebel camps.

2. Fanatical Rebels
At the Ashen Stage, the adventurers
must contend with 3 Rebels (Bandit Stat
Block) inspired by Theryn’s music.

3. Battle with General Kael
In the Smuggler’s Refuge, Kael fights
alongside 2 Elite Warriors, determined
to capture Theryn.

OuTtcoME OPTIONS

1. Silence the Song
The adventurers aid Kael, capturing or
killing Theryn to quell the rebellion.

2. Raise the Anthem
The adventurers join Theryn, protecting
her and her followers as they spread
their message of liberty.

3. Broker a Truce
The adventurers negotiate a
compromise, preserving peace while
allowing Theryn’s song to persist in a
limited form.

177



D20 RANDOM EVENTS: THE
SONG OF ASH AND LIBERTY

Roll
(1d20) Event Description

1-2 A collapsing section of a tunnel imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers uncover a hidden stash of Theryn’s
writings and plans.

5-6 A rival bard challenges Theryn’s influence, sowing
discord among the rebels.

7-8 The adventurers discover a secret escape route
leading out of the refuge.

9-10 Theryn’s music temporarily enthralls those who

hear it, including the adventurers.

11-12 A smuggler reveals a hidden cache of supplies for
the rebellion.

13-14  The adventurers uncover evidence of betrayal within
Theryn's ranks.

15-16  The adventurers find a relic tied to the bard’s
ancestors.

17-18  The adventurers find a minor magical relic in the
Smuggler’s Refuge.

19-20  Adivine figure appears, urging the adventurers to
protect or silence Theryn.

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

178



ADVENTURE SEED 386:

‘ 6,-@:&/ HE SMITH’S REVOLT”
A

PLoT HOoOK ENCOUNTERS

The master smith 1. Rebel Sentries

Dorrek Emberforge, At the Forge Gate, the adventurers face
famed for crafting weapons of unmatched 3 Guards and must navigate flame traps
quality, has turned against his liege, arming set in the entrance.
rebels with enchanted arms. His workshop, 2. Animated Defenders
Emberforge Hall, has become a stronghold In the Hall of Flames, the adventurers
for the rebellion. The adventurers are hired contend with 2 Animated Armors
to either infiltrate the forge and end the powered by the forge’s magic.
supply chain or protect Dorrek and his 3. Battle with Dorrek Emberforge
efforts to arm the oppressed. In the Inner Sanctum, Dorrek fights

alongside 2 Veteran Rebels, using

KEY NP C S enchanted weapons to defend his forge.

1. Dorrek Emberforge (Dwarf, Chaotic
Good)
A master smith driven by a desire to see
his creations used for justice and

OutcoME OPTIONS
1. End the Rebellion
The adventurers disable the forge,

freedom. di b v of d
2. Lord Varik Steelthorn (Human, Neutral = 1.ng thessugiig ,0 weaora
Fvil) forcing the rebels into retreat.

2. Defend the Forge
The adventurers help Dorrek repel his
enemies, ensuring the rebellion remains
armed and strong.

3. Seize the Forge
The adventurers claim Emberforge Hall
and its resources for their own purposes.

A corrupt noble whose greed and
exploitation pushed Dorrek into
rebellion.

3. Lara Emberforge (Dwarf, Neutral)
Dorrek’s pragmatic daughter, who
secretly questions whether the rebellion
is worth the cost.

LOCATIONS

1. The Forge Gate
A heavily fortified entrance to
Emberforge Hall, defended by rebel
guards and ingenious traps.

2. The Hall of Flames
A grand workshop where enchanted
weapons are forged, its heat and
machinery creating a dangerous
environment.

3. The Inner Sanctum
A secure chamber where Dorrek stores
his most powerful creations and
strategizes with rebel leaders.
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D20 RANDOM EVENTS: THE
SMITH'S REVOLT

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 forge imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover a cache of enchanted
weapons meant for the rebellion.
A rival faction sabotages the forge, creating chaos.
The adventurers discover a hidden vault containing
Dorrek’s blueprints.
A runaway flame spreads through the forge,
threatening all inside.
A rebel smith questions the adventurers’ motives,
creating tension.
The adventurers uncover evidence of a spy within
the rebellion.
The adventurers find a relic tied to Dorrek’s
ancestors.
The adventurers find a minor magical relic in the
Inner Sanctum.
A divine figure intervenes, urging the adventurers to
take decisive action.

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 387:

=i’ HE REBELS’
‘ 6 7Y counciL”

PLoT HOOK

In the shadow of a
contested city, a clandestine council of
rebel leaders gathers to plan a decisive
strike against the ruling regime. Each
leader represents a unique faction, each
with their own motives and priorities. The
adventurers are tasked with infiltrating the
council to gather intelligence, broker
alliances, or dismantle the rebellion from
within.

KeYy NPCs

1. Cerin Stormcaller (Elf, Chaotic Good)
A charismatic leader who seeks unity
among the factions to overthrow the
regime.

2. General Mardek Ironbane (Dwarf,
Neutral)

A war-hardened tactician focused on
military victory at any cost.

3. Lady Nyssara Volen (Tiefling, Neutral
Evil)

A cunning opportunist aiming to use the
rebellion to seize power for herself.

LOCATIONS

1. The Shattered Tavern
An abandoned inn where the rebels’
council gathers in secret, its entrances
heavily trapped.

2. The Safehouse Catacombs
A network of tunnels beneath the tavern
used for escapes and storing supplies.

3. The Council Chamber
A hidden room where the leaders meet,
its walls adorned with maps and battle
plans.

ENCOUNTERS

1. Rebel Guards
At the Shattered Tavern, the adventurers
face 3 Bandits and must bypass a series
of alarms.

2. Catacomb Ambush
In the Safehouse Catacombs, the
adventurers contend with 2 Veteran
Scouts guarding the escape routes.

3. Battle with Lady Nyssara
In the Council Chamber, Nyssara fights
alongside 2 Elite Assassins, attempting
to turn the council against the
adventurers.

OutrcoME OPTIONS

1. Divide the Council
The adventurers sow discord among the
leaders, ensuring the rebellion collapses.

2. Unite the Factions
The adventurers broker alliances,
empowering the rebellion to strike with
greater coordination.

3. Seize the Council’s Plans
The adventurers steal key strategies,
using them to shift the balance of power
in the conflict.
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D20 RANDOM EVENTS: THE
REBELS’ COUNCIL

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 tavern imposes
disadvantage on Dexterity saves for an hour.
The adventurers discover secret notes revealing
internal conflicts within the council.
A spy infiltrates the meeting, adding layers of
deception.
The adventurers uncover a secret cache of battle
plans and supplies.
A rebel guard questions the adventurers, creating
tension.
A leader’s speech inspires a surge of morale for the
rebels.
The adventurers uncover evidence of betrayal within
the council.
The adventurers find a relic tied to a past rebellion.
The adventurers find a minor magical relic in the
Council Chamber.
A divine figure appears, urging the adventurers to
choose wisely.

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 388:

~=fhs” HE CAPTURE OF THE
‘ 6 7\l REBELHEIR’

PLoT HoOK ENCOUNTERS
A young noble, Linara 1. Mercenary Hunters
Velshade, has fled her family’s oppressive At the Hidden Encampment, the
regime and joined the rebellion, bringing adventurers face 2 Scouts and 2 Guards
with her valuable secrets of the regime’s attempting to capture Linara.
defenses. The adventurers are hired to 2. Crossroads Ambush
track Linara down—either to return her to At the Crossroads, the adventurers
her family, eliminate her as a threat, or contend with 3 Bandits, hired by the
protect her from those who wish to exploit Velshade family to track Linara.
her knowledge. 3. Battle with Captain Vornspear
At the Silent Sanctuary, Vornspear fights
alongside 2 Veteran Warriors, using his
KEY NPCS tactical expertise to corner the
1. Linara Velshade (Human, Neutral Good) adventurers.
A rebellious noble determined to use her
knowledge to help the oppressed
overthrow her family’s tyranny. OUTG OME OPTIONS
2. Lord Arcturus Velshade (Human, Lawful .
Evil) 1. Return the Heir

The adventurers deliver Linara to her
family, either for the reward or to
prevent further conflict.

2. Protect Linara
The adventurers help Linara escape and
continue her fight against her family’s
tyranny.

3. Eliminate Linara

Linara’s father, a ruthless ruler who will
do whatever it takes to retrieve his
daughter and maintain control.

3. Captain Jarek Vornspear (Human,
Neutral)
A bounty hunter hired by the Velshade
family, willing to negotiate if the price is

T e The adventurers eliminate Linara,
neutralizing the threat she poses to her
family’s regime.

LOCATIONS

1. The Hidden Encampment
A rebel outpost deep in the woods,
where Linara has taken refuge with her
allies.

2. The Crossroads
A contested area where mercenaries and
rebels clash as they attempt to intercept
Linara’s movements.

3. The Silent Sanctuary
An abandoned temple repurposed as a
temporary haven for Linara and the
rebel leadership.
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D20 RANDOM EVENTS: THE
CAPTURE OF THE REBEL
HEIr

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 sanctuary imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover letters detailing Linara’s
plans.
A rival bounty hunter complicates the mission by
pursuing Linara.
The adventurers discover a hidden cache of rebel
supplies.
Linara’s presence inspires a morale surge among
the rebels.
A rebel leader questions the adventurers’ loyalty.
The adventurers uncover evidence of betrayal within
the Velshade family.
The adventurers find a relic tied to Linara’s
ancestors.
The adventurers find a minor magical relic in the
Silent Sanctuary.
A divine being offers insight into Linara’s fate.

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 389:

~=ufiss” HE FLAMEKEEPER'S
‘ 6 7Y LEGACY”

PrLoT HooOk

The Flamekeeper’s
Legacy is a sacred tome that holds the
secrets to controlling magical flames, once
wielded by the leaders of a forgotten
rebellion. The tome has resurfaced in a
crumbling library, and factions race to
claim it for their own purposes. The
adventurers are hired to recover the tome
before its power ignites another
catastrophic war.

Key NPCs

1. Archivist Selvara Moonspire (EIf,
Neutral Good)
A scholar determined to protect the
tome’s knowledge and prevent it from
being misused.

2. Pyromancer Torrak Emberlash (Dwarf,
Chaotic Neutral)
A fire mage who seeks the tome to
strengthen his magical prowess,
regardless of the consequences.

3. Inquisitor Jarrik Solgrim (Human,
Neutral Evil)
A ruthless enforcer intent on destroying
the tome to ensure its knowledge doesn’t
threaten his regime.

LOCATIONS

1. The Embered Library
A long-abandoned archive filled with
traps and crumbling shelves, where the
tome lies hidden.

2. The Flame’s Vault
A sealed chamber beneath the library,
protected by magical wards and fire
elementals.

3. The Ashen Atrium
A central hall where rival factions clash
over control of the tome.

ENCOUNTERS

1. Library Guardians
In the Embered Library, the adventurers
face 2 Animated Armors and navigate
traps designed to protect the tome.

2. Elemental Wards
In the Flame’s Vault, the adventurers
contend with 2 Fire Elementals guarding
the tome.

3. Battle with Torrak Emberlash
In the Ashen Atrium, Torrak fights
alongside 2 Veteran Soldiers, using fire
magic to keep the adventurers at bay.

OutcoME OPTIONS

1. Seal the Tome
The adventurers hide the tome in a
secure location, preserving its
knowledge but keeping it out of reach.

2. Claim the Tome
The adventurers take the tome, risking
its volatile knowledge for their own
benefit.

3. Destroy the Tome
The adventurers destroy the tome,
ending its legacy and potential misuse.
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D20 RANDOM EVENTS: THE
FLAMEKEEPER’S LEGACY

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 library imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover writings detailing the
tome’s history.
A rival faction seeks to claim the tome first.
The adventurers discover a hidden alcove
containing forgotten artifacts.
The tome’s aura warps nearby flames, creating
unpredictable hazards.
A spectral librarian offers cryptic guidance about
the tome.
The adventurers uncover evidence of betrayal within
one of the factions.
The adventurers find a relic tied to the tome’s
original creator.
The adventurers find a minor magical relic in the
Flame’s Vault.
A divine being intervenes, offering insight into the
tome’s fate.

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 390:

=y HE EMBERS OF THE
‘ 6 7\ ANCIENT ORDER”

PLoT HOOK

Deep within a forgotten
monastery, an ancient order of warriors
once trained to overthrow tyrannical
empires. The ruins have become a
sanctuary for rebels seeking to rekindle the
order’s teachings. The adventurers are
hired to investigate the monastery—either
to suppress the rebel activity or protect the

site from those who would defile its history.

Key NPCs

1. Master Rhys Caldir (Human, Chaotic
Good)
A disciplined yet compassionate rebel
leader who hopes to rebuild the order to
inspire future generations.

2. Sergeant Brennar Stonefist (Dwarf,
Lawful Neutral)
A mercenary commander hired to clear
the monastery of rebel forces.

3. Brother Varoth Rimeheart (Half-Orc,
Neutral Evil)
A fallen monk who seeks to exploit the
order’s techniques for personal gain.

LOCATIONS

1. The Crumbling Courtyard
An overgrown training ground where
ancient statues of the order’s founders
stand watch over the rebels.

2. The Hall of Echoes
A grand hall filled with murals and
inscriptions chronicling the rise and fall
of the ancient order.

3. The Sanctuary of Flame
A hidden chamber where the sacred
Flame of the Order burns, its light said
to reveal one’s true intentions.

ENCOUNTERS
1. Courtyard Defenders

In the Crumbling Courtyard, the
adventurers face 3 Bandits and 2 Monks
(Acolyte Stat Block) defending their
sanctuary.

2. Hall of Echoes Ambush
In the Hall of Echoes, the adventurers
contend with 2 Specters awakened by
disturbances to the sacred grounds.

3. Battle with Brother Varoth
In the Sanctuary of Flame, Varoth fights
alongside 2 Veteran Warriors, wielding
techniques stolen from the ancient
order.

OvurcoME OPTIONS

1. Suppress the Rebels
The adventurers aid Sergeant Brennar
in clearing the monastery, ensuring rebel
activity ceases.

2. Protect the Sanctuary
The adventurers defend the site,
allowing the rebels to continue
rebuilding the order’s legacy.

3. Seize the Flame
The adventurers claim the Flame of the
Order, using its power to determine their
own path.
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D20 RANDOM EVENTS: THE
EMBERS OF THE ANCIENT
ORDER

Roll
(1d20)
1-2
3-4

5-6
7-8

9-10

iiiz]Z
13-14
15-16
1718

19-20

Event Description
A collapsing section of the courtyard imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover ancient scrolls detailing
the order’s teachings.
A rival faction attempts to claim the sanctuary first.
The adventurers discover a hidden training
chamber beneath the hall.
The Flame of the Order reveals hidden truths to
those who approach it.
A former member of the order offers cryptic
guidance to the adventurers.
The adventurers uncover evidence of a betrayal that
led to the order’s fall.
The adventurers find a relic tied to the order’s
founders.
The adventurers find a minor magical relic in the
Sanctuary of Flame.
A divine figure appears, urging the adventurers to
protect or extinguish the Flame.

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 391:

~=fins” HE BATTLE FOR
‘ 6 7|l RAVEN'S CROSSING”

PLoT HOOK

Raven’s Crossing, a
critical trade route, has become the focal
point of a rebellion led by guerrilla fighters.
The rebels have sabotaged the bridges and
ambushed supply lines, disrupting the local
economy. The adventurers are hired to
secure the crossing for the ruling powers,
but whispers of the rebels’ noble intentions
may sway their loyalties.

KEeY NPCs

1. Kaelen Harrowblade (Human, Chaotic
Good)
The charismatic rebel leader who fights
to free the region from oppressive tariffs
and exploitation.

2. Commander Veyra Solwyn (Elf, Lawful
Neutral)
A seasoned military officer tasked with
retaking the crossing and restoring
order.

3. Bryn Varrik (Halfling, Neutral)
A merchant caught between the factions,
who seeks to protect their business and
supply routes.

LOCATIONS

1. The Broken Bridges
The remnants of two critical bridges
destroyed by the rebels, now heavily
guarded and trapped.

2. The Winding Ravine
A treacherous area beneath the bridges
where ambushes and hidden paths
abound.

3. The Rebel’s Redoubt
A makeshift fortification hidden in the
ravine, where Kaelen plans his next
move.

ENCOUNTERS

1. Bridge Guardians
At the Broken Bridges, the adventurers
face 2 Scouts and 2 Rebel Guards armed
with ranged weapons.

2. Ravine Stalkers
In the Winding Ravine, the adventurers
contend with 3 Bandits using hit-and-run
tactics.

3. Battle with Kaelen Harrowblade
In the Rebel’s Redoubt, Kaelen fights
alongside 2 Elite Rebels, using guerrilla
tactics and the terrain to his advantage.

OurcoME OPTIONS

1. Retake the Crossing
The adventurers secure the area for the
ruling powers, ensuring trade and order
are restored.

2. Defend the Rebels
The adventurers help Kaelen solidify
control of the crossing, giving the
rebellion a crucial advantage.

3. Broker a Compromise
The adventurers negotiate a truce,
allowing limited trade while addressing
the rebels’ grievances.
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D20 RANDOM EVENTS: THE
BATTLE FOR RAVEN’S
CROSSING

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 ravine imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover secret paths used by the
rebels.
A rival faction attempts to claim the crossing,
adding to the chaos.
The adventurers discover a hidden cache of
supplies in the ravine.
The rebel tactics confuse and mislead the
adventurers.
A captured rebel offers insight into Kaelen’s plans.
The adventurers uncover evidence of corruption
within the ruling faction.
The adventurers find a relic tied to the history of
Raven’s Crossing.
The adventurers find a minor magical relic in the
Rebel’s Redoubt.
A divine figure intervenes, urging the adventurers to
choose a side.

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 392:

~=fins” HE REBEL PRISON
‘ 6 7\l  BREAK”

PLoT HoOK

A notorious rebel leader,
Tarven “Ironfist” Helwick, has been
captured and imprisoned in the infamous
Blackstone Keep. The ruling powers intend
to make an example of him, but rumors of a
planned rescue mission have spread
throughout the region. The adventurers are
hired to either prevent the jailbreak or
ensure Tarven’s freedom, depending on
their alliances.

Key NPCs

1. Tarven Helwick (Human, Chaotic Good)
A gruff but inspiring rebel whose capture
threatens to demoralize his followers.

2. Warden Beltra Vosk (Human, Neutral
Evil)

The cruel overseer of Blackstone Keep,
who takes pleasure in crushing
rebellions.

3. Serena Quickstride (Halfling, Neutral)
A resourceful rebel who leads the
infiltration team tasked with rescuing
Tarven.

LOCATIONS

1. The Outer Wall
The heavily fortified exterior of
Blackstone Keep, guarded by soldiers
and warded against magic.

2. The Shadowed Tunnels
A network of underground passages
used by the rebels to infiltrate the keep.

3. The Iron Cells
A secure dungeon where Tarven is held,
surrounded by traps and elite guards.

ENCOUNTERS

1. Wall Defenders
At the Outer Wall, the adventurers face 3
Guards and 2 Scouts patrolling the
perimeter.

2. Tunnel Ambush

In the Shadowed Tunnels, the
adventurers contend with 2 Bandits and
a collapsing section of the passage.

3. Battle with Warden Vosk

In the Iron Cells, Vosk fights alongside 2
Veteran Guards, using his knowledge of
the keep’s defenses to his advantage.

OvurcoME OPTIONS

1. Secure the Keep
The adventurers prevent the jailbreak,
ensuring Tarven remains imprisoned
and the rebellion weakens.

2. Free the Leader

The adventurers aid the rebels in
rescuing Tarven, restoring morale and
momentum to the rebellion.

3. Eliminate Tarven

The adventurers take matters into their
own hands, ensuring Tarven never
returns to lead.
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D20 RANDOM EVENTS: THE
REBEL PRISON BREAK

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 tunnels imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover secret notes detailing the
rebels’ plans.
A rival faction attempts to disrupt the mission for
their own gain.
The adventurers discover hidden escape routes in
the keep.
The keep’s wards interfere with spellcasting.
A captured rebel offers valuable insight into the
jailbreak.
The adventurers uncover evidence of corruption
within the keep’s leadership.
The adventurers find a relic tied to Blackstone
Keep’s history.
The adventurers find a minor magical relic in the
Iron Cells.
A divine figure intervenes, urging the adventurers to
decide Tarven'’s fate.

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

192



ADVENTURE SEED 393:

s’ HE STORMING OF
‘ 6 7|/ DRAGON'S SPIRE"

PrLoT HOOK

Perched atop a
treacherous peak, Dragon’s Spire Fortress
serves as the ruling power’s most
impenetrable stronghold. A band of rebels
has launched a daring siege, aiming to
topple the regime from its seat of power.
The adventurers are hired to infiltrate the
fortress during the chaos—either to ensure
the rebellion’s success or to sabotage their
efforts from within.

Ky NPCs

1. Lady Veyra Drakelash (Dragonborn,
Neutral Good)
A former knight who now leads the
rebellion’s vanguard, determined to
claim the fortress.

2. Lord Regent Althar Faldryn (Human,
Lawful Evil)
The fortress’s ruthless commander who
sees the rebellion as a mere annoyance.

3. Zerin Blackthorn (Half-Orc, Neutral)
A mercenary working for the highest
bidder, prepared to shift allegiances if
the price is right.

LOCATIONS

1. The Outer Gates
A heavily fortified entryway guarded by
ballistae and patrolling soldiers.

2. The Echoing Caverns
A network of tunnels beneath the
fortress used by the rebels to bypass its
defenses.

3. The Grand Hall
A lavish chamber where the lord regent
commands his forces and defends his
rule.

ENCOUNTERS

1. Gate Defenders
At the Outer Gates, the adventurers face
4 Guards and 1 Ballista Operator,
supported by siege defenses.

2. Cavern Ambush
In the Echoing Caverns, the adventurers
contend with 3 Bandits lying in wait to
intercept infiltrators.

3. Battle with Lord Regent Althar
In the Grand Hall, Althar fights
alongside 2 Veteran Soldiers, using the
hall’s defenses to his advantage.

OvurcoME OPTIONS

1. Topple the Regime
The adventurers aid the rebels in
capturing the fortress, dealing a decisive
blow to the ruling powers.

2. Defend the Spire
The adventurers ensure the lord regent
holds the fortress, preserving the
regime’s strength.

3. Seize Control
The adventurers claim Dragon’s Spire
for themselves, setting up their own seat
of power.
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D20 RANDOM EVENTS: THE
STORMING OF DRAGON’S
SPIRE

Roll
(1d20)
1-2
3-4

5-6
7-8

9-10

iiiz]Z
13-14
15-16
1718

19-20

Event Description
A collapsing section of the caverns imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover secret maps of the
fortress’s defenses.
A rival faction sabotages the rebels’ plans.
The adventurers discover a hidden passage leading
to the Grand Hall.
A rebel spy provides critical intelligence to the
adventurers.
The fortress’s defenses reveal unexpected
vulnerabilities.
The adventurers uncover evidence of a plot against
the lord regent.
The adventurers find a relic tied to the fortress’s
history.
The adventurers find a minor magical relic in the
Grand Hall.
A divine figure intervenes, urging the adventurers to
decide the fortress’s fate.

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 394:

=i’ HE CROWN OF
‘ 6 7| KINDLED FLAMES”

Protr Hook

The Crown of Kindled
Flames is a legendary artifact said to ignite
rebellion wherever it is worn. Lost to
history after an ancient uprising, the crown
has resurfaced in a rural province teetering
on the edge of revolt. The adventurers are
hired to retrieve or destroy the crown
before its magic fuels another war—or they
may choose to wield its power themselves.

KEY NPCs

1. Elyssa Brightforge (Half-Elf, Chaotic
Good)

A rebel leader who sees the crown as a
symbol of hope and unity for the
oppressed.

2. Duke Alaric Durnvale (Human, Lawful
Evil)

A noble determined to crush any
rebellion and claim the crown for his
family’s legacy.

3. Tharan Morndrake (Human, Neutral)
An opportunistic scholar who seeks to
study the crown’s magic, no matter the
cost.

LOCATIONS
1. The Whispering Fields

A windswept plain where rebel
skirmishes leave behind whispers of
defiance.

2. The Hidden Chapel
A secluded ruin where the crown lies, its
magic warded by ancient traps and
illusions.

3. The Burning Altar
A sacred site where the crown'’s full
power can be unleashed or extinguished.

ENCOUNTERS

1. Field Skirmish
In the Whispering Fields, the
adventurers face 3 Bandits and 2 Rebel
Scouts clashing over supplies.

2. Chapel Guardians
At the Hidden Chapel, the adventurers
contend with 2 Animated Armors and
magical wards protecting the crown.

3. Battle with Elyssa Brightforge
At the Burning Altar, Elyssa fights
alongside 2 Veteran Rebels, using the
crown’s magic to rally her forces.

OvurcoME OPTIONS

1. Destroy the Crown
The adventurers shatter the crown,
ending its potential to spark rebellion.

2. Deliver the Crown
The adventurers return the crown to the
duke, ensuring it cannot be used against
the ruling powers.

3. Wield the Crown
The adventurers claim the crown, using
its power to inspire or manipulate
rebellions as they see fit.
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D20 RANDOM EVENTS: THE
CROWN OF KINDLED
FLAMES

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 chapel imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover relics detailing the
crown'’s history.
A rival faction seeks to claim the crown for their
own cause.
The adventurers discover hidden caches of supplies
near the altar.
The crown’s aura ignites passions, creating sudden
conflicts.
A ghostly figure tied to the crown offers cryptic
advice.
The adventurers uncover evidence of betrayal linked
to the crown.
The adventurers find a relic tied to the crown’s
creation.
The adventurers find a minor magical relic in the
Burning Altar.
A divine being appears, urging the adventurers to
decide the crown’s fate.

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 395:

iy HE WHISPERING
‘ 6 7\ SPIES”

PLoT HOOK

A covert network of
spies known as the Whispering Blades
operates within the rebellion, gathering
intelligence and sabotaging the ruling
powers. Their leader, an enigmatic figure
called Shadowquill, has been exposed and
is now hunted by both sides. The
adventurers must locate Shadowquill—
either to save them and preserve the
rebellion’s secrets or to eliminate the
network for good.

Ky NPCs

1. Shadowquill (Half-Elf, Neutral Good)
The leader of the Whispering Blades,
skilled in subterfuge and determined to
protect their operatives.

2. Marshal Vaelrik Dreynor (Human,
Lawful Evil)

A ruthless enforcer tasked with
dismantling the Whispering Blades by
any means necessary.

3. Cassia Moonveil (Tiefling, Neutral)

A double agent who holds vital
information but is torn between her
loyalties.

LOCATIONS
1. The Hidden Safehouse

An unassuming cabin on the outskirts of

a forest where Shadowquill operates in
secret.

2. The Silent Caves
A network of tunnels used by the

Whispering Blades to evade capture and

store sensitive information.

3. The Final Sanctuary
A hidden refuge deep within the forest,
where Shadowquill plans their next
move.

ENCOUNTERS

1. Hunter Patrols
At the Hidden Safehouse, the
adventurers face 3 Scouts and 2 Guards
sent to track Shadowquill.

2. Ambushers in the Caves
In the Silent Caves, the adventurers
contend with 2 Veteran Soldiers and
collapsing tunnel sections.

3. Battle with Marshal Dreynor
At the Final Sanctuary, Dreynor fights
alongside 2 Elite Warriors, determined
to end the Whispering Blades.

OurcoME OPTIONS

1. Protect the Blades
The adventurers help Shadowquill
escape, ensuring the rebellion’s
intelligence network survives.

2. Eliminate the Spies
The adventurers capture or kill
Shadowquill, crippling the rebellion’s
efforts.

3. Seize the Network
The adventurers take control of the
Whispering Blades, turning their
resources to their own advantage.
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D20 RANDOM EVENTS: THE
WHISPERING SPIES

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 caves imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover hidden intelligence about
both sides of the conflict.
A rival faction interferes with the Whispering
Blades’ operations.
The adventurers discover a hidden cache of
encoded messages.
The Whispering Blades’ network is compromised,
creating tension.
A captured spy offers insight into the network’s
structure.
The adventurers uncover evidence of betrayal within
the rebellion.
The adventurers find a relic tied to the Whispering
Blades’ origins.
The adventurers find a minor magical relic in the
Final Sanctuary.
A divine figure urges the adventurers to decide the
spies’ fate.

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 396:

=i’ HE FORGED
‘ 6 7Y ALLIANCE’

PrLoT HooOk

Two powerful rebel
factions are on the verge of an alliance that
could change the tide of the rebellion.
However, deep-seated mistrust and
conflicting goals threaten the union. The
adventurers are hired to mediate the
negotiations, but rival agents plot to
sabotage the talks, ensuring the alliance
never takes shape.

Key NPCs
1. Reina Duskwind (EIf, Chaotic Good)

The leader of a guerrilla faction, skilled
in swift strikes and espionage.

2. General Dorian Stonehelm (Dwarf,
Lawful Neutral)
A disciplined military leader who values
strategy and loyalty above all.

3. Vorthas Nightreign (Human, Neutral
Evil)
A saboteur working to undermine the
alliance and manipulate the rebellion’s
factions.

LOCATIONS

1. The Broken Amphitheater
An ancient ruin where the factions have
gathered for negotiations, surrounded by
traps and hidden dangers.

2. The Shadowed Clearing
A forested area nearby, where ambushes
and rival agents lurk.

3. The Summit Cavern
A secluded chamber where the final
talks occur, laden with magical wards to
ENnsure Secrecy.

ENCOUNTERS

1. Amphitheater Ambush
At the Broken Amphitheater, the
adventurers face 3 Scouts and 2 Rebel
Guards clashing with rival agents.

2. Clearing Standoff
In the Shadowed Clearing, the
adventurers contend with 2 Veteran
Scouts attempting to sabotage the
alliance.

3. Battle with Vorthas Nightreign
In the Summit Cavern, Vorthas fights
alongside 2 Elite Assassins, using
deception and illusions to sow discord.

OutrcoME OPTIONS

1. Forge the Alliance
The adventurers unite the factions,
creating a formidable force to challenge
the ruling powers.
2. Fracture the Rebels
The adventurers sabotage the alliance,
ensuring the factions remain divided.
3. Seize Control
The adventurers manipulate the
negotiations to secure influence over
both factions.

199



D20 RANDOM EVENTS: THE
FORGED ALLIANCE

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 amphitheater imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover hidden traps meant to
disrupt the talks.
A rival faction intervenes, complicating
negotiations.
The adventurers find encoded messages tied to the
saboteurs.
The factions’ disagreements erupt into open
conflict.
A captured agent reveals critical intelligence about
the rival faction.
The adventurers uncover evidence of betrayal within
one of the factions.
The adventurers find a relic tied to the rebels’
shared history.
The adventurers find a minor magical relic in the
Summit Cavern.
A divine figure intervenes, urging the adventurers to
unite or divide the factions.

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 397:

6,-@:4;“/ HE ASHEN OUTPOST”
A

¢

PLoT HOOK

A remote outpost, Ashen
Watch, has been overrun
by rebel forces, cutting off critical supply
lines for the ruling regime. The adventurers
are tasked with retaking the outpost, but
upon arrival, they discover evidence that
the rebels may be defending the region
from a greater threat lurking in the nearby
wilds.

KEey NPCs

1. Captain Taren Rainscar (Human,
Neutral Good)
A rebel commander who claims they
seized the outpost to protect innocent
lives.

2. Sergeant Vek Trysten (Human, Lawful
Neutral)
A loyalist officer desperate to retake the
outpost to restore order and secure the
supply lines.

3. Eran Vorynn (Elf, Neutral)
A mysterious druid who warns of a
growing menace in the wilds, using the
outpost as a defensive point.

LOCATIONS

1. The Burning Barricade
A heavily fortified entrance to the
outpost, lined with flaming defenses and
guarded by rebels.

2. The Ember Courtyard
The central area of the outpost, where
supplies and captured weapons are
stored.

3. The Command Tower
A tall structure offering a vantage point
over the region, where key decisions are
made by rebel leaders.

ENCOUNTERS
1. Rebel Sentries
At the Burning Barricade, the
adventurers face 3 Guards and 2 Scouts

supported by flaming obstacles.
2. Courtyard Ambush

,

In the Ember Courtyard, the adventurers

contend with 3 Bandits and avoid traps
laid to repel invaders.

3. Battle with Captain Rainscar
In the Command Tower, Rainscar fights
alongside 2 Veteran Rebels, using the
terrain to their advantage.

OutcoME OPTIONS

1. Retake the Outpost
The adventurers aid the loyalist forces,
restoring control of the supply lines.

2. Defend the Rebels
The adventurers join the rebels,
protecting the outpost and uncovering
the lurking threat in the wilds.

3. Neutralize Both Sides

The adventurers eliminate both factions,

taking control of the outpost for
themselves.
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D20 RANDOM EVENTS: THE
ASHEN OUTPOST

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 courtyard imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover a hidden cache of
supplies.
A rival faction complicates the battle for the
outpost.
The adventurers find evidence of sabotage within
the outpost.
The outpost’s flaming defenses become unstable,
threatening all nearby.
A captured rebel or loyalist offers critical
intelligence.
The adventurers uncover evidence of corruption
within the loyalist forces.
The adventurers find a relic tied to Ashen Watch’s
history.
The adventurers find a minor magical relic in the
Command Tower.
A divine figure intervenes, urging the adventurers to
resolve the conflict.

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 398:

~=sfins” HE FLICKERING
‘ 6 7Y TORCH”

PrLoT HOOK

A sacred artifact known
as the Flickering Torch, symbolizing unity
and hope, has been stolen from a loyalist
temple. The rebels claim they took it to
expose the regime’s hypocrisy, while the
clergy demands its return. The adventurers
are hired to retrieve the torch, but they
must decide whether to return it, keep it, or
use it as leverage.

KEeyY NPCs

1. Father Aldric Velkan (Human, Lawful
Neutral)

The head priest of the temple, who sees
the torch as essential to the people’s
faith.

2. Lydia Ashenvail (Half-Elf, Chaotic Good)
A rebel leader who believes the torch’s
symbolism is wasted under the current
regime.

3. Korin Duskwatch (Tiefling, Neutral)

A smuggler who facilitated the torch’s
theft and now seeks to profit from the
chaos.

LOCATIONS

1. The Sacred Hall
The temple from which the torch was
stolen, still brimming with divine wards
and a tense congregation.

2. The Rebel Encampment
A hidden camp where the torch is kept
under heavy guard by rebels and their
allies.

3. The Shadowed Bazaar
A secretive marketplace where stolen
relics are often sold, including the torch
if the rebels lose control.

ENCOUNTERS

1. Temple Guardians
At the Sacred Hall, the adventurers face
2 Acolytes and 2 Guards protecting the
temple’s relics.

2. Rebel Ambush
At the Rebel Encampment, the
adventurers contend with 3 Bandits and
traps set to guard the torch.

3. Battle with Korin Duskwatch
At the Shadowed Bazaar, Korin fights
alongside 2 Scouts, using guile and
quick strikes.

OvutcoME OPTIONS

1. Restore the Torch
The adventurers return the torch to the
temple, restoring hope and order among
the people.

2. Support the Rebels
The adventurers protect the rebels,
ensuring the torch becomes a symbol for
their cause.

3. Sell the Torch
The adventurers sell the torch, using its
value to fund their own endeavors.
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D20 RANDOM EVENTS: THE
FLICKERING TORCH

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 temple imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover hidden writings detailing
the torch’s history.
A rival faction seeks to claim the torch.
The adventurers discover a hidden relic vault
beneath the temple.
The torch’s aura incites strong emotions among
those near it.
A captured smuggler offers insight into the torch’s
theft.
The adventurers uncover evidence of corruption
among the clergy.
The adventurers find a relic tied to the torch’s
creation.
The adventurers find a minor magical relic in the
Rebel Encampment.
A divine figure intervenes, urging the adventurers to
protect or use the torch.

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 399:

=i’ HE REBEL KING'S
‘ 6 7\ GamBIT”

PrLoT HOOK

A figure known as the
Rebel King has emerged, claiming a divine
right to lead the rebellion to victory.
Charismatic and bold, he has united
several rebel factions under his banner.
However, whispers of dark dealings and
betrayals surround him. The adventurers
are hired to uncover the truth about the
Rebel King—whether to expose him as a
fraud, aid his rise, or bring him down.

Ky NPCs

1. King Alric Stormborn (Human, Neutral
Good)
A self-proclaimed king seeking to unite
the rebellion under a vision of justice
and freedom.

2. Lady Serel Ashcroft (Human, Neutral
Evil)
The Rebel King's closest advisor,
suspected of manipulating him for her
own gain.

3. Inquisitor Velvar Cain (Tiefling, Lawful
Neutral)
A ruthless investigator hired by the
regime to discredit and destroy the
Rebel King’s cause.

LOCATIONS

1. The Bannered Camp
A sprawling rebel encampment where
the Rebel King holds court, guarded by
loyalists and wary rivals.

2. The Crypt of Crowns
A mysterious burial site where the Rebel
King claims to have found proof of his
divine right.

3. The Throne of Flame
A fiery sanctuary where the Rebel King’s
final stand will decide the rebellion’s
future.

ENCOUNTERS

1. Rebel Loyalists
At the Bannered Camp, the adventurers
face 3 Guards and 2 Veteran Rebels
loyal to the Rebel King.

2. Crypt Guardians
In the Crypt of Crowns, the adventurers
contend with 2 Specters and magical
wards protecting ancient relics.

3. Battle with Lady Serel Ashcroft
At the Throne of Flame, Serel fights
alongside 2 Elite Assassins, using her

cunning to protect her influence over the
Rebel King.

OutcoME OPTIONS

1. Expose the Truth
The adventurers uncover and reveal the
Rebel King’s flaws or manipulations,
fracturing his support.

2. Crown the King
The adventurers ensure the Rebel King’s
rise, cementing his leadership and
uniting the rebellion.

3. Overthrow the King
The adventurers dismantle the Rebel
King’s cause, weakening the rebellion
for their own ends.
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D20 RANDOM EVENTS: THE
REBEL KING'S GAMBIT

Roll
(1d20) Event Description

1-2 A collapsing section of the crypt imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers uncover writings tied to the Rebel
King's claim.

5-6 A rival faction attempts to overthrow the Rebel
King.

7-8 The adventurers discover hidden relics linked to the
crypt.

9-10 The Rebel King's aura inspires fervor, complicating
decisions.

11-12 A captured loyalist provides insight into Serel’s
manipulations.

13-14  The adventurers uncover evidence of the Rebel
King's true motives.

15-16  The adventurers find a relic tied to the crypt’s
ancient rulers.

17-18  The adventurers find a minor magical relic in the
Throne of Flame.

19-20  Adivine figure intervenes, urging the adventurers to
crown or dethrone the king.

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

The rebellion’s largest
stronghold, Emberhold Fortress, has
become the site of a climactic battle. The
regime has surrounded the fortress with an
army, intent on wiping out the rebellion
once and for all. The adventurers are thrust
into the conflict, where their actions could
determine the rebellion’s survival or
annihilation.

KEeY NPCs

1. General Kael Ironshield (Dwarf, Lawful
Good)
A loyalist commander leading the siege,
driven by a sense of duty to end the war
swiftly.

2. Commander Tessa Flintstrike (Human,
Chaotic Good)
A fierce rebel strategist determined to
protect Emberhold and rally her forces
for a counterattack.

3. Arcanist Vorthar Dreadflame (Human,
Neutral Evil)
A mage hired by the regime to unleash
devastating magic against the fortress,
regardless of collateral damage.

LOCATIONS

1. The Outer Wall
A heavily fortified barrier where the first
waves of the siege unfold.

2. The Emberheart Courtyard
A central area filled with makeshift
defenses and desperate fighters.

3. The High Tower
A vantage point where the rebellion’s
leaders make their stand against the
siege.

ENCOUNTERS

1. Siege Engineers

At the Outer Wall, the adventurers face 2

Siege Engineers and 3 Soldiers using
siege weaponry.

2. Courtyard Ambush
In the Emberheart Courtyard, the
adventurers contend with 2 Scouts and
fiery traps set by both sides.

3. Battle with Arcanist Vorthar
At the High Tower, Vorthar fights
alongside 2 Elite Guards, using

destructive spells to break the defenders’

resolve.

OurcoME OPTIONS

1. Save the Rebellion
The adventurers rally the defenders,
turning the tide of the battle and
preserving Emberhold.

2. Crush the Rebels
The adventurers aid the loyalist forces,
ensuring the rebellion is decisively
defeated.

3. Claim Emberhold
The adventurers seize control of the
fortress, using it as a base for their own
ambitions.
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D20 RANDOM EVENTS: THE
BLAZE OF REBELLION’S END

Roll
(1d20) Event Description

1-2 A collapsing section of the wall imposes
disadvantage on Dexterity saves for an hour.

3-4 The adventurers uncover critical maps of the
fortress’s defenses.

5-6 A rival faction disrupts the siege, creating chaos.

7-8 The adventurers discover hidden caches of supplies

in the courtyard.

9-10 The regime’s forces break through the wall, creating
a desperate situation.

11-12 A captured rebel reveals weaknesses in the loyalist
strategy.

13-14  The adventurers uncover evidence of betrayal within
the rebellion.

15-16  The adventurers find a relic tied to Emberhold’s
history.

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

19-20  Adivine figure intervenes, urging the adventurers
to save or destroy the fortress.

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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