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GLOBAL INTRODUCTION TO THE ADVENTURE

SEEDS COLLECTION

WELCOME, DUNGEON
MASTER!

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

THE FIVE VOLUMES OF
ADVENTURE

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

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

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

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

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

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

A TREASURE TROVE OF
CONTENT

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



EASE OF USE FOR EVERY
DM

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

¢ Plot Hooks to draw your players in.

¢ Key NPCs to bring the story to life.

¢ Locations to immerse your adventurers in a vivid
world.

¢ Encounters and challenges that engage your party.

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

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

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

EMBARK ON NEW
ADVENTURES

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

¢ Your Fellow DM






ADVENTURE SEED 401:

r-"?‘..

‘ Cﬂ-mfy HE BLACK GRIMOIRE”

PLoT HOoOK

The Black Grimoire, a
tome of forbidden
necromantic magic, has surfaced in a small
village after centuries of obscurity. Its mere
presence has caused the dead to rise,
plunging the area into chaos. The
adventurers are hired to retrieve the book,
but rival factions—including a zealous
paladin order, a cabal of necromancers,
and an ambitious noble—seek to claim it
for their own purposes.

Ky NPCs

1. Elyan Gravethorne (Human, Neutral
Evil)
A cunning necromancer determined to
claim the tome and expand their undead
army.

2. Sister Alessa Brightveil (Human, Lawful
Good)
A devout paladin who seeks to destroy
the grimoire to protect the innocent.

3. Lord Ranvir Crestfall (Human, Neutral)
An opportunistic noble hoping to exploit
the grimoire for political power.

LOCATIONS

1. The Whispering Hollow
A cursed forest surrounding the village,
where the air feels thick with unease and
the undead roam freely.

2. Gravemire Village
The afflicted settlement where the
grimoire was discovered, now defended
by desperate townsfolk and plagued by
undead attacks.

3. The Desecrated Chapel
A crumbling ruin where the grimoire
was last seen, protected by ancient
wards and rising undead.

ENCOUNTERS

1. Undead Guardians
In the Whispering Hollow, the
adventurers face 2 Skeletons and 2
Zombies as they approach Gravemire.

2. Village Defense
In Gravemire, the adventurers contend
with 3 Ghouls and rally the villagers
against an undead assault.

3. Battle with Elyan Gravethorne
At the Desecrated Chapel, Elyan fights
alongside 2 Wights, using necrotic magic
to protect the grimoire.

OvuTtcoME OPTIONS

1. Destroy the Grimoire
The adventurers burn the book, ending
its influence but risking the wrath of
those who sought its power.

2. Safeguard the Grimoire
The adventurers deliver the book to
Sister Alessa for safekeeping, ensuring it
cannot be used for evil.

3. Claim the Grimoire
The adventurers take the tome for
themselves, using its dark power to
further their own goals.



D20 RANDOM EVENTS: THE
BrACK GRIMOIRE

Roll
(1d20) Event Description

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

3-4 The adventurers uncover ancient writings detailing
the grimoire’s history.

5-6 A rival faction attempts to seize the grimoire.

7-8 The adventurers discover a hidden cache of magical
scrolls.

9-10 The grimoire’s aura causes undead to rise

uncontrollably.

11-12 A ghostly figure tied to the grimoire offers cryptic
advice.

13-14  The adventurers uncover evidence of a previous
attempt to destroy the grimoire.

15-16  The adventurers find a relic tied to the grimoire’s
original owner.

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

19-20 A divine figure intervenes, urging the adventurers to
decide the grimoire’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




ADVENTURE SEED 402:

s’ HE SCROLLS OF
‘ 6 ¢\ ETERNAL FLAME’

Protr Hook
The Scrolls of Eternal
Flame, containing pyromantic spells of
immense destructive power, were thought
destroyed centuries ago. However,
fragments of the scrolls have surfaced in
the possession of a traveling merchant. The
adventurers are tasked with retrieving the
scrolls before they fall into the wrong
hands—but fiery beings drawn to the
scrolls’ magic are wreaking havoc
wherever the merchant goes.

KEey NPCs

1. Kendra Firestride (Human, Chaotic
Neutral)
The traveling merchant who unwittingly
carries fragments of the scrolls, oblivious
to their true power.

2. Flamelord Serynthar (Fire Elemental,
Neutral Evil)
A sentient elemental being determined
to claim the scrolls and unleash their full
power.

3. Master Arlin Thyris (Half-Elf, Neutral
Good)
A retired wizard who believes the scrolls
must be sealed away to prevent
catastrophe.

LOCATIONS
1. The Scorched Trail

A path through a dry forest where fiery
creatures have left devastation in their
wake.

2. Emberreach Caravan Grounds
A makeshift campsite where Kendra has
set up shop, attracting adventurers and
thieves alike.

3. The Infernal Spire
A volcanic cave where the scrolls’
fragments must be reunited to either
destroy or activate them.

ENCOUNTERS

1. Blazing Beasts
On the Scorched Trail, the adventurers
face 2 Magma Mephits and 2 Fire
Elementals.

2. Rogue Pyromancers
At the Emberreach Caravan Grounds,
the adventurers contend with 3 Bandits
and a rogue mage trying to steal the
scrolls.

3. Battle with Flamelord Serynthar
In the Infernal Spire, Serynthar fights
alongside 2 Fire Elementals, using the
volatile environment to his advantage.

OuTtcoME OPTIONS

1. Seal the Scrolls
The adventurers deliver the scrolls to
Master Arlin, ensuring they are sealed
away and forgotten.

2. Destroy the Scrolls
The adventurers destroy the fragments,
ending their fiery influence but losing
powerful knowledge.

3. Claim the Scrolls
The adventurers keep the scrolls, risking
their volatile power for personal gain.



D20 RANDOM EVENTS: THE DM ScraTCH PAD
SCROLLS OF ETERNAL FLAME

Roll
(1d20) Event Description

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

3-4 The adventurers uncover writings about the scrolls’
creation.

5-6 A rival faction attempts to seize the scrolls.

7-8 The adventurers discover a hidden chamber filled
with magical relics.

9-10 The scrolls’ aura causes spontaneous fires around

them.

11-12 A fire spirit tied to the scrolls offers cryptic advice.

13-14  The adventurers uncover evidence of a failed
attempt to harness the scrolls’ power.

15-16  The adventurers find a relic tied to the scrolls’
original creator.

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

19-20  Adivine figure intervenes, urging the adventurers to
destroy or keep the scrolls.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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




ADVENTURE SEED 403:

‘ Cﬂ-mfy HE FROZEN CODEX”
A

PLoT HOOK

The Frozen Codex, an
ancient tome of
cryomantic spells, is rumored to be hidden
in the heart of the Frostvault Glacier. As
adventurers race to find it, a bitter warlord
seeks the book to freeze entire armies,
while a reclusive mage wishes to keep its
power hidden. The adventurers must
navigate treacherous ice caves and fend off
those who would wield the codex’s magic.

KEeY NPCs

1. Warlord Tharn Icevein (Half-Orc,
Neutral Evil)
A ruthless warrior determined to use the
codex to conquer his enemies with
eternal winter.

2. Arcanist Velryn Frostlight (Elf, Neutral
Good)
A powerful mage who seeks to secure
the codex and prevent its misuse.

3. Skara Windshard (Human, Chaotic
Neutral)
An ambitious treasure hunter looking to
sell the codex to the highest bidder.

LOCATIONS

1. The Icefall Caverns
A network of caves filled with frozen
beasts and unstable terrain, leading to
the glacier’s heart.

2. The Frostbound Ruins
An ancient outpost buried beneath the
ice, where clues to the codex’s location
are found.

3. The Crystal Vault
A shimmering chamber within the
glacier where the codex is sealed in an
icy pedestal.

ENCOUNTERS

1. Frozen Guardians
In the Icefall Caverns, the adventurers
face 3 Ice Mephits and a Frost
Salamander.

2. Warlord’s Forces
In the Frostbound Ruins, the
adventurers contend with 2 Veteran
Warriors loyal to Warlord Tharn.

3. Battle with Velryn Frostlight
In the Crystal Vault, Velryn fights
alongside 2 Ice Elementals, using the
codex’s magic to shield herself.

OurcoME OPTIONS

1. Seal the Codex
The adventurers deliver the book to
Velryn, ensuring its protection from
misuse.

2. Destroy the Codex
The adventurers shatter the codex,
risking its loss of knowledge but saving
many lives.

3. Claim the Codex
The adventurers take the book for
themselves, mastering its cryomantic
SEcrets.



D20 RANDOM EVENTS: THE
FrozEN CODEX

Roll
(1d20)

1-2

3-4

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing section of the glacier imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover writings tied to the
codex’s origin.
A rival faction attempts to seize the codex.
The adventurers discover a hidden chamber filled
with frozen artifacts.
The codex’s aura freezes objects and weakens
nearby adventurers.
A frost spirit offers cryptic advice to the
adventurers.
The adventurers uncover evidence of a failed
attempt to use the codex.
The adventurers find a relic tied to the codex’s
creator.
The adventurers find a minor magical relic in the
Crystal Vault.
A divine figure intervenes, urging the adventurers to
destroy or protect the codex.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 Shadowledger, a
cursed tome of forbidden
contracts, has appeared in a bustling city,
granting unimaginable power to those
willing to pay its steep price. The
adventurers are tasked with recovering the
ledger, but its dark influence has already
corrupted nobles, merchants, and crime
lords, turning the city into a battleground of
intrigue and betrayal.

Key NPCs

1. Lorien Duskrend (Tiefling, Neutral Evil)
A cunning crime lord who has made a
deal with the ledger, gaining influence
and power.

2.Judge Harran Mournvale (Human,
Lawful Neutral)
A noble magistrate who seeks to destroy
the ledger to protect the city from its
influence.

3. Thalora Venryn (Elf, Neutral)
A shadowy broker of secrets who hopes
to use the ledger’s contracts to
manipulate the city’s rulers.

LOCATIONS

1. The Gilded Spire
A grand tower housing the city’s
wealthiest elites, now divided by
secretive alliances fueled by the ledger.

2. The Midnight Market
A hidden bazaar where forbidden deals
are struck, and whispers of the ledger’s
location abound.

3. The Vault of Whispers
A secluded and heavily guarded chamber
beneath the city where the ledger
resides, drawing power from those it
corrupts.

ENCOUNTERS

1. Market Guardians
At the Midnight Market, the adventurers
face 3 Bandits and 2 Thugs, hired by
Lorien to protect his assets.

2. Noble Enforcers

In the Gilded Spire, the adventurers
contend with 2 Elite Guards and a
mercenary mage loyal to a noble faction.

3. Battle with Lorien Duskrend

In the Vault of Whispers, Lorien fights
alongside 2 Shadow Demons, wielding
the ledger’s magic to twist the battlefield.

OvurcoME OPTIONS
1. Destroy the Ledger

The adventurers shatter the cursed
tome, freeing the city from its influence
but risking unrest among those it
benefited.

2. Protect the Ledger

The adventurers deliver the ledger to
Judge Harran for safekeeping, ensuring
it can no longer be used.

3. Claim the Ledger

The adventurers seize the tome, using its
dark contracts to shape the city to their
will.

11



D20 RANDOM EVENTS: THE
SHADOWLEDGER

Roll
(1d20)

1-2

3-4

11-12
13-14

15-16

17-18

19-20

Event Description
A collapsing section of the vault imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover secret deals made with
the ledger.
A rival faction attempts to seize the ledger.
The adventurers discover a hidden chamber filled
with cursed relics.
The ledger’s aura corrupts nearby individuals,
creating chaos.
A ghost tied to the ledger offers cryptic warnings.
The adventurers uncover evidence of the ledger’s
ancient origins.
The adventurers find a relic tied to the ledger’s first
owner.
The adventurers find a minor magical relic in the
Vault of Whispers.
A divine figure intervenes, urging the adventurers to
destroy or claim the ledger.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 7\l MANUAL’

PLoT HOOK

The Warden’s Manual, a
legendary tome detailing the creation of
unbreakable magical prisons, has been
stolen from a grand arcane university. Now,
dangerous individuals vie for the manual to
control or destroy their enemies. The
adventurers must retrieve the book before
it is used to create an impenetrable prison
—or release what was once contained
within.

KEey NPCs

1. Professor Thariel Windglaive (EIf,
Neutral Good)
A renowned scholar who seeks to
recover the manual to protect its secrets
from misuse.

2. Karnis Ironjaw (Dwarf, Neutral Evil)
A warlord seeking to use the manual to
imprison his enemies and consolidate
his rule.

3. Ryla Duskshadow (Half-Elf, Neutral)
A rogue who stole the manual, unaware
of the consequences of her actions.

LOCATIONS

1. The Vault of Knowledge
The arcane university’s forbidden wing,
where the manual was stolen and
lingering wards create dangerous traps.

2. The Shardspike Hold
A fortress carved into a mountain, where
Karnis prepares to use the manual to
imprison his enemies.

3. The Labyrinthine Cell
An ancient prison created using the
manual, now leaking magical energy and
threatening to collapse.

ENCOUNTERS

1. Arcane Guardians
In the Vault of Knowledge, the
adventurers face 2 Animated Armors
and 1 Mage guarding the restricted area.

2. Fortress Defenders
At the Shardspike Hold, the adventurers
contend with 3 Veteran Warriors and a
barrage of magical traps.

3. Battle with Karnis Ironjaw
In the Labyrinthine Cell, Karnis fights
alongside 2 Arcane Constructs, using

the manual’s power to warp the
battlefield.

OurcoME OPTIONS

1. Recover the Manual
The adventurers return the book to
Professor Thariel, ensuring its secrets
are preserved.

2. Destroy the Manual
The adventurers destroy the book,
preventing its dangerous knowledge
from ever being used again.

3. Use the Manual
The adventurers keep the book, using its
magic to their advantage in imprisoning
foes or reshaping reality.

13



D20 RANDOM EVENTS: THE DM ScraTCH PAD
WARDEN’S MANUAL

Roll
(1d20) Event Description

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

3-4 The adventurers uncover ancient notes about the
manual’s origins.

5-6 A rival faction attempts to seize the manual.

7-8 The adventurers discover a hidden chamber filled
with magical tools.

9-10 The manual’s aura causes magical surges, creating
hazards.

11-12 A spirit tied to the manual offers cryptic guidance.

13-14  The adventurers uncover evidence of a past misuse
of the manual.

15-16  The adventurers find a relic tied to the manual’s
creator.

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

19-20 A divine figure intervenes, urging the adventurers to
protect or destroy the manual.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

14
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PLoT HoOK

The Runeblade Annals,
a tome that reveals the secrets to forging
sentient, enchanted weapons, has been
stolen from a remote dwarven enclave. As
the adventurers are sent to recover it, they
find themselves caught in a conflict
between weapon-smithing clans,
mercenary bands, and dark forces that
want the Annals for their own ends.

KEeY NPCs

1. Balgrin Stoneforge (Dwarf, Lawful
Neutral)
A master smith who seeks the return of
the Annals to preserve dwarven
traditions.

2. Harren Duskrend (Human, Chaotic
Neutral)
A rogue artificer who believes the Annals
hold the key to creating the ultimate
weapon.

3. Tessaria Fellshade (Half-Elf, Neutral
Evil)
A shadowy figure working with
mercenaries to use the Annals for
destructive purposes.

LOCATIONS

1. Stoneforge Hall
A dwarven stronghold filled with forges
and secret passageways, now weakened
by infighting.

2. The Sunken Armory
An ancient armory beneath the
stronghold, where the Annals are
rumored to have been hidden.

3. The Crimson Forge
A fiery cave where rival factions clash
over the Annals, and its magic causes
weapons to take on a life of their own.

ENCOUNTERS
1. Mercenary Ambush

At Stoneforge Hall, the adventurers face
2 Bandits and 1 Veteran Mercenary
working for Tessaria.

2. Enchanted Defenders
In the Sunken Armory, the adventurers
contend with 3 Animated Weapons and
environmental hazards.

3. Battle with Harren Duskrend
At the Crimson Forge, Harren fights
alongside 2 Arcane Constructs, using
prototype weapons forged from the
Annals’ secrets.

OutcoME OPTIONS

1. Return the Annals
The adventurers deliver the Annals to
Balgrin, preserving dwarven heritage
and ensuring their safe use.

2. Destroy the Annals
The adventurers burn the Annals, ending
its influence but losing its powerful
knowledge.

3. Claim the Annals
The adventurers keep the book,
unlocking the secrets of sentient
weaponry for themselves.
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D20 RANDOM EVENTS: THE
RUNEBLADE ANNALS

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 a hidden prototype
weapon tied to the Annals.

5-6 A rival faction attempts to seize the Annals.

7-8 The adventurers discover a hidden forge containing
magical blueprints.

9-10 The Annals’ aura causes weapons to behave

unpredictably.

11-12 A dwarven elder reveals the Annals’ cursed origins.

13-14  The adventurers uncover evidence of past wars
fought over the Annals.

15-16  The adventurers find a relic tied to the Annals’
original author.

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

19-20 A divine figure intervenes, urging the adventurers to
protect or destroy the Annals.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 407:

i’ HE ORACLE’S
6 7Y CHRONICLE”

¢

Prot Hook

The Oracle’s Chronicle,
a mystical tome capable of predicting major
events in the multiverse, has vanished from
a planar library. The adventurers are hired
to retrieve the book before its knowledge is
exploited. However, the chronicle’s
prophecies are incomplete, leading to
conflict over whether to decipher its secrets
or destroy it entirely.

KEeY NPCs

1. Archivist Alloria Mistwhisper (EIf,
Neutral Good)

A planar librarian who wants to secure
the Chronicle and ensure its use is
regulated.

2. Zarath Voidcaller (Tiefling, Neutral Evil)
A planar sorcerer who seeks to
manipulate the Chronicle’s predictions
for his own gain.

3. Dralith the Shrouded (Human, Chaotic
Neutral)

A seer who believes the book’s
prophecies will unlock their ultimate
destiny.

LOCATIONS

1. The Astral Archives
A sprawling planar library where the
Chronicle was stolen, its defenses now
on high alert.

2. The Nexus of Threads
A mysterious planar crossroads where
prophecies manifest as fleeting visions.

3. The Vault of Eternity
A hidden sanctum where the Chronicle’s
stolen pages have been assembled to
complete its power.

ENCOUNTERS

1. Planar Guardians
In the Astral Archives, the adventurers
face 2 Arcane Wardens and traps
triggered by magical theft.

2. Prophetic Illusions
At the Nexus of Threads, the
adventurers contend with 3 Spectral

Visions that attack while echoing cryptic

prophecies.

3. Battle with Zarath Voidcaller
In the Vault of Eternity, Zarath fights
alongside 2 Chaos Elementals, using
incomplete prophecies to predict the
adventurers’ moves.

OvurcoME OPTIONS

1. Secure the Chronicle
The adventurers deliver the book to
Alloria, ensuring its power is kept under
lock and key.

2. Destroy the Chronicle
The adventurers destroy the book,
ensuring its prophetic powers cannot be
used for manipulation.

3. Claim the Chronicle
The adventurers keep the book, risking
the chaotic potential of wielding
incomplete prophecies.
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D20 RANDOM EVENTS: THE
ORACLE’S CHRONICLE

Roll
(1d20)

1-2

3-4

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing section of the archive imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover fragments of lost
prophecies.
A rival faction seeks to claim the Chronicle first.
The adventurers discover a hidden room containing
planar relics.
The Chronicle’s incomplete prophecies create
chaos among those nearby.
A spectral scribe reveals cryptic details about the
book’s creation.
The adventurers uncover evidence of the
Chronicle’s misuse in past eras.
The adventurers find a relic tied to the Chronicle’s
original seer.
The adventurers find a minor magical relic in the
Vault of Eternity.
A divine figure intervenes, urging the adventurers to
protect or destroy the Chronicle.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 408:

i’ HE VOLUME OF
‘ 6 7Y VOICES”

ProT HoOK ENCOUNTERS

The Volume of Voices, a 1. Runaway Magic
sentient tome that speaks with the At the Arcane Vault, the adventurers face
collective knowledge of thousands, has 2 Arcane Constructs destabilized by the
gone missing from the arcane vaults of a Volume’s escape.
powerful wizard’s guild. As the adventurers 2. Whispering Beasts
investigate, they find that the book has In the Whispering Wood, the
gained autonomy, moving to locations of its adventurers contend with 3 Blink Dogs
choosing to manipulate events in the and 2 Shadow Hounds drawn to the
material world. book’s aura.

3. Battle with the Volume
At the Nexus Glade, the adventurers face

KEY NPCs 2 Fey Spirits controlled by the Volume,
1. Magister Ellarin Whisperflame (EIf, which creates magical hazards
Neutral Good) throughout the battle.

The head of the wizard’s guild who
wishes to recover the Volume before its

power destabilizes the region. OvuTtcoME OPTIONS

2. Archivist Vorik Grayflint (Dwarf, Lawful 1. Return the Volume
Neutral) The adventurers bring the book back to
A guild scholar who believes the the guild, ensuring its knowledge is
Volume’s knowledge must be contained safeguarded.
at all costs, even if it means destroying it. 2. Destroy the Volume

3. The Volume of Voices (Sentient Artifact, The adventurers destroy the tome,
Chaotic Neutral) silencing its voices forever but erasing
The book itself, with a mischievous its immense knowledge.
personality and cryptic motives, seeking P Bondivithithe Valume

a wielder worthy of its secrets. The adventurers claim the book, gaining

access to its knowledge and enigmatic
guidance.
LOCATIONS
1. The Guild’s Arcane Vault

The secure location where the Volume

was kept, now in disarray from its

magical escape.

2. The Whispering Wood

A mysterious forest where the book’s

presence has drawn creatures of magic

and shadow.

3. The Nexus Glade

A sacred site of natural magic, where the

Volume plans to enact its mysterious

goals.
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D20 RANDOM EVENTS: THE
VOLUME OF VOICES

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 vault imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover writings tied to the
Volume's creation.
A rival mage seeks to claim the Volume for
themselves.
The adventurers discover a hidden chamber filled
with enchanted texts.
The Volume’s aura creates unpredictable magical
effects.
A spectral figure tied to the Volume offers cryptic
advice.
The adventurers uncover evidence of past events
manipulated by the Volume.
The adventurers find a relic tied to the Volume’s
original author.
The adventurers find a minor magical relic in the
Nexus Glade.
A divine figure intervenes, urging the adventurers to
keep or destroy the Volume.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 409:

s’ HE NECRONOMICON
‘ 6 7\ FRAGMENT’

ProT HoOOK

A fragment of the
infamous Necronomicon has been
uncovered in a forgotten crypt, its pages
inscribed with horrifying visions and
forbidden necromantic rituals. As word of
its discovery spreads, undead creatures
begin converging on the crypt, drawn to its
power. The adventurers are tasked with
recovering or destroying the fragment
before it unleashes a catastrophe.

Ky NPCs

1. Eldrin Crowshade (Human, Neutral Evil)
A necromancer intent on using the
fragment to gain dominion over life and
death.

2. Sister Malyn Solace (Human, Lawful
Good)

A priestess who seeks to purify the
fragment to end its dark influence.

3. Garran Duskhallow (Half-Orc, Neutral)
A gravedigger who accidentally
discovered the fragment and is now
haunted by its visions.

LOCATIONS

1. The Forgotten Crypt
A crumbling mausoleum where the
fragment was found, now swarming with
undead guardians.

2. The Bonefields
A cursed expanse of land surrounding
the crypt, where skeletal creatures roam
freely.

3. The Abyssal Shrine
A hidden altar deep beneath the crypt,
where the fragment’s power is at its
peak.

ENCOUNTERS

1. Undead Guardians
At the Forgotten Crypt, the adventurers
face 2 Skeletons and 2 Zombies drawn
to the fragment.

2. Bonefield Ambush
In the Bonefields, the adventurers
contend with 3 Ghouls and a collapsing
mausoleum structure.

3. Battle with Eldrin Crowshade
At the Abyssal Shrine, Eldrin fights
alongside 2 Wights, using necrotic magic
enhanced by the fragment.

OvurcoME OPTIONS

1. Destroy the Fragment
The adventurers destroy the fragment,
ending its influence but risking a
backlash from its dark magic.

2. Seal the Fragment
The adventurers deliver the fragment to
Sister Malyn, ensuring it is safeguarded
and purified.

3. Use the Fragment
The adventurers keep the fragment,
harnessing its forbidden knowledge at
their own peril.
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D20 RANDOM EVENTS: THE
NECRONOMICON FRAGMENT

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 ancient notes tied to the
fragment’s origins.

5-6 A rival necromancer seeks to claim the fragment.

7-8 The adventurers discover a hidden chamber filled
with cursed relics.

9-10 The fragment’s aura raises more undead in the

area.

11-12 A ghostly figure tied to the fragment offers cryptic
warnings.

13-14  The adventurers uncover evidence of a past disaster
caused by the fragment.

15-16  The adventurers find a relic tied to the fragment’s
original creator.

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

19-20  Adivine figure intervenes, urging the adventurers to
destroy or use the fragment.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 410:

s’ HE GRIMOIRE OF
‘ 6 7\ LUMINANCE”

PrLoT HOOK

The Grimoire of
Luminance, a radiant tome said to hold the
secrets of harnessing divine light, has been
stolen from a sacred temple. The
adventurers are hired to retrieve it, but the
thief is using its powers to create a
fanatical army devoted to their twisted
vision of purity and order.

Ky NPCs

1. High Priestess Elara Sunsworn
(Human, Lawful Good)
A devout cleric who seeks to recover the
grimoire to restore balance and protect
its divine magic.

2. Arten Solveil (Half-Elf, Lawful Evil)
A zealous former paladin who has stolen
the grimoire to impose their warped
vision of a perfect world.

3. Galen Brightspire (Human, Neutral)
A rogue scholar who wishes to study the
grimoire’s powers for arcane research.

LOCATIONS

1. The Temple of Eternal Dawn
The sacred temple where the grimoire
was kept, now desecrated and under
repair.

2. The Sunlit Ravine
A canyon illuminated by radiant magic,
where fanatic soldiers train under
Arten’s command.

3. The Blazing Pinnacle
A towering cliffside altar where Arten

plans to complete a ritual to cement their

control.

ENCOUNTERS

1. Fanatic Guards

At the Sunlit Ravine, the adventurers
face 3 Guards and 2 Acolytes loyal to
Arten.

2. Radiant Traps

In the Blazing Pinnacle, the adventurers
contend with magical traps that emit
blinding light and radiant damage.

3. Battle with Arten Solveil

At the pinnacle’s summit, Arten fights
alongside 2 Veteran Paladins, wielding
the grimoire’s divine powers.

OvurcoME OPTIONS

1. Return the Grimoire

The adventurers deliver the tome back to
High Priestess Elara, ensuring its
powers are safeguarded.

2. Destroy the Grimoire

The adventurers destroy the grimoire,
ending its influence but risking the loss
of divine secrets.

3. Claim the Grimoire

The adventurers take the tome for
themselves, using its radiant powers to
shape their destiny.
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D20 RANDOM EVENTS: THE
GRIMOIRE OF LUMINANCE

Roll
(1d20) Event Description

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

3-4 The adventurers uncover writings tied to the
grimoire’s creation.

5-6 A rival faction attempts to claim the grimoire.

7-8 The adventurers discover a hidden chamber filled
with sacred artifacts.

9-10 The grimoire’s aura blinds those nearby, creating

hazards.

11-12 A radiant spirit tied to the grimoire offers cryptic
advice.

13-14  The adventurers uncover evidence of past misuse of
the grimoire.

15-16  The adventurers find a relic tied to the grimoire’s
original author.

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

19-20 A divine figure intervenes, urging the adventurers to
protect or destroy the grimoire.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 411:

~=sfins” HE LABYRINTHINE
‘ 6 7Y LExicon’

Prot Hook

The Labyrinthine
Lexicon, a shifting tome that holds ever-
changing blueprints for mystical mazes,
has appeared in a secluded village. Its
magic has reshaped the land into a
treacherous labyrinth, trapping villagers
and luring treasure hunters into its depths.
The adventurers must navigate the maze to
find the lexicon and determine its fate.

KEeY NPCs

1. Eldwyn Mazeweaver (Elf, Neutral Good)
A wandering wizard who seeks to
stabilize the lexicon to prevent further
chaos.

2. Falarion Greaves (Tiefling, Chaotic
Neutral)

An opportunistic adventurer who
believes the lexicon’s mazes can lead to
untold riches.

3. Kryth Varax (Human, Neutral Evil)

A warlock who seeks to unleash the
lexicon’s full power to trap and destroy
their enemies.

LOCATIONS

1. The Twisted Fields
A once-peaceful farmland now distorted
into a sprawling maze, patrolled by
magical constructs.

2. The Shifting Caverns
A labyrinthine network of caves, with
walls that move and confuse intruders.

3. The Lexicon’s Core
A glowing central chamber where the
book floats, its energy warping the
environment around it.

ENCOUNTERS

1. Maze Guardians
In the Twisted Fields, the adventurers
face 2 Animated Armors and 1 Arcane
Construct.

2. Shifting Hazards
In the Shifting Caverns, the adventurers
contend with traps triggered by the
lexicon’s changing magic.

3. Battle with Kryth Varax
At the Lexicon’s Core, Kryth fights
alongside 2 Spectral Guardians, using
the maze’s shifting walls to disorient the
adventurers.

OvurcoME OPTIONS

1. Stabilize the Lexicon
The adventurers work with Eldwyn to
neutralize the book’s chaotic magic and
prevent further harm.

2. Destroy the Lexicon
The adventurers destroy the book,
freeing the villagers but losing its unique
knowledge.

3. Claim the Lexicon
The adventurers keep the tome, risking
the dangers of wielding its unpredictable
magic.
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D20 RANDOM EVENTS: THE
LABYRINTHINE LEXICON

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 caverns imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover notes about the lexicon’s
origins.
A rival faction seeks to claim the lexicon.
The adventurers discover hidden treasures within
the maze.
The lexicon’s aura warps nearby structures and
terrain.
A ghostly figure tied to the lexicon offers cryptic
guidance.
The adventurers uncover evidence of a past
catastrophe caused by the lexicon.
The adventurers find a relic tied to the lexicon’s
creation.
The adventurers find a minor magical relic in the
Lexicon’s Core.
A divine figure intervenes, urging the adventurers to
stabilize or destroy the lexicon.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 412:

=g’ HE SILKEN
‘ 6 7\ COMPENDIUM"

ENCOUNTERS

1. Silken Guardians

PLoT HOOK

The Silken
Compendium, an ancient tome woven from
enchanted spider silk, holds secrets for
creating living constructs of magical
thread. The book has fallen into the hands
of a reclusive arcanist who has begun
experimenting with its knowledge, causing
chaos as their constructs spiral out of
control. The adventurers are tasked with
retrieving the compendium before the
experiments endanger the region.

KEy NPCs

1. Velina Thryssal (Elf, Neutral Good)
An artificer who wishes to secure the
compendium to learn from it responsibly
and safely.

2. Xerath Silkweaver (Human, Neutral
Evil)
The rogue arcanist who stole the
compendium and is recklessly using its
knowledge to create deadly constructs.

3. Lorath Thindle (Half-Elf, Chaotic
Neutral)
A treasure hunter hoping to sell the
compendium to the highest bidder.

LOCATIONS

1. The Loomwood Forest
A dense, overgrown forest where silk
threads hang from the trees, and magical
spiders roam.

2. The Silken Spire
An eerie tower surrounded by web-like
barriers, where Xerath conducts their
experiments.

3. The Nexus Loom
A hidden chamber in the spire where the
compendium’s magic is strongest, and
constructs guard its secrets.

In the Loomwood Forest, the
adventurers face 2 Giant Spiders and 2
Spider Constructs created from magical
thread.

. Webbed Defenses

At the Silken Spire, the adventurers
contend with 2 Animated Armors
infused with Xerath’s magic.

. Battle with Xerath Silkweaver

At the Nexus Loom, Xerath fights
alongside 2 Silk Elementals, using the
compendium’s magic to entangle and
trap the adventurers.

OvurcoME OPTIONS

1. Secure the Compendium

The adventurers deliver the book to
Velina, ensuring its power is studied
responsibly.

2. Destroy the Compendium

The adventurers destroy the tome,
ending its influence but losing its unique
knowledge.

3. Claim the Compendium

The adventurers keep the book,
unlocking its secrets of weaving life into
magical constructs.
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D20 RANDOM EVENTS: THE
S1ILKEN COMPENDIUM

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 uncover notes tied to the
compendium’s origin.
A rival faction attempts to seize the compendium.
The adventurers discover hidden relics among the
webs.
The compendium’s magic animates nearby objects.
A spectral weaver tied to the compendium offers
cryptic guidance.
The adventurers uncover evidence of past
catastrophes caused by the compendium.
The adventurers find a relic tied to the
compendium’s creator.
The adventurers find a minor magical relic in the
Nexus Loom.
A divine figure intervenes, urging the adventurers to
destroy or secure the compendium.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 413:

=’ HE FERAL
‘ 6 7 MANUSCRIPT”

PLoT HOOK

The Feral Manuscript, a
tome imbued with druidic magic, has been
unearthed in a remote wilderness. The
book’s magic is causing animals and plants
to grow unnaturally large and aggressive,
threatening nearby settlements. The
adventurers are sent to recover the
manuscript, but nature itself becomes their
greatest adversary.

KEeY NPCs

1. Elder Thalrinn Wildbranch (Elf, Neutral
Good)
A druid who wishes to safeguard the
manuscript and return balance to the
affected region.

2. Bryn Ravenspike (Human, Chaotic
Neutral)
A mercenary exploiting the chaos to hunt
and sell the newly transformed
creatures.

3. Savarra Thornheart (Half-Orc, Neutral
Evil)
A renegade druid who believes the
manuscript’s power can be used to
reclaim nature’s dominance over
civilization.

LOCATIONS

1. The Verdant Expanse
A sprawling wilderness where plants
and animals have become massive and
hostile due to the manuscript’s influence.

2. The Thicket of Giants
A dense forest teeming with giant beasts
and overgrown flora, concealing the
manuscript’s resting place.

3. The Hollow Grove
A sacred grove corrupted by the
manuscript’s magic, guarded by nature
elementals.

ENCOUNTERS

1. Overgrown Beasts
In the Verdant Expanse, the adventurers
face 2 Giant Boars and 1 Dire Wolf
affected by the manuscript.

2. Twisted Creatures
In the Thicket of Giants, the adventurers
contend with 2 Animated Trees and 1
Giant Spider.

3. Battle with Savarra Thornheart
At the Hollow Grove, Savarra fights
alongside 2 Earth Elementals, using the
manuscript’s magic to control the
battlefield.

OurcoME OPTIONS

1. Purify the Manuscript
The adventurers deliver the book to
Elder Thalrinn, who neutralizes its
chaotic magic and restores balance.

2. Destroy the Manuscript
The adventurers destroy the tome,
ending its influence but erasing its
knowledge forever.

3. Claim the Manuscript
The adventurers keep the manuscript,
risking its chaotic power for their own
purposes.
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D20 RANDOM EVENTS: THE
FERAL MANUSCRIPT

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 grove imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover ancient notes tied to the
manuscript’s origin.
A rival faction seeks to claim the manuscript.
The adventurers discover hidden relics among the
overgrown wilderness.
The manuscript’s aura causes rapid growth and
chaos nearby.
A spirit tied to the manuscript offers cryptic
warnings.
The adventurers uncover evidence of a past disaster
caused by the manuscript.
The adventurers find a relic tied to the manuscript’s
creator.
The adventurers find a minor magical relic in the
Hollow Grove.
A divine figure intervenes, urging the adventurers to
destroy or purify the manuscript.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 414:

=i’ HE OBELISK
‘ 6 7\l SCRIPTURES”

Prot Hook

The Obelisk Scriptures,
a tome bound to ancient monoliths
scattered across the land, has been
uncovered in a forgotten desert ruin. The
scriptures allow the wielder to activate the
obelisks’ latent powers, but doing so risks
awakening forces that were sealed away for
good reason. The adventurers are hired to
retrieve or destroy the scriptures before its
secrets are fully unleashed.

KEey NPCs

1. Eryndra Kethis (Half-Elf, Neutral Good)
A scholar who believes the scriptures
hold the key to understanding lost
civilizations and wishes to preserve
them.

2. Zorath Kuln (Human, Neutral Evil)
A cult leader who seeks to use the
scriptures to awaken the powers sealed
within the obelisks and claim dominion.

3. Nalren Duststride (Dwarf, Chaotic
Neutral)
A treasure hunter seeking to profit by
selling the scriptures to the highest
bidder.

LOCATIONS

1. The Sunscorch Ruins
A sprawling desert site filled with
crumbling structures and buried secrets,
where the scriptures were unearthed.

2. The Obsidian Ridge
A jagged expanse of black rock dotted
with ancient obelisks that hum with
latent energy.

3. The Heart of the Obelisk
A hidden chamber beneath the largest
monolith, where the scriptures’ power is
strongest and most dangerous.

ENCOUNTERS

1. Desert Guardians
At the Sunscorch Ruins, the adventurers
face 2 Dust Mephits and 1 Giant
Scorpion awakened by the scriptures’
magic.

2. Obelisk Defenders
At the Obsidian Ridge, the adventurers
contend with 3 Animated Statues
imbued with protective magic.

3. Battle with Zorath Kuln
At the Heart of the Obelisk, Zorath fights
alongside 2 Earth Elementals, using the
scriptures to summon magical barriers.

OvurcoME OPTIONS

1. Seal the Scriptures
The adventurers deliver the book to
Eryndra, ensuring its power is studied
responsibly.

2. Destroy the Scriptures
The adventurers destroy the tome,
ending its influence but erasing its
knowledge forever.

3. Claim the Scriptures
The adventurers keep the book, risking
its dangerous potential for personal gain.
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D20 RANDOM EVENTS: THE
OBELISK SCRIPTURES

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 ruins imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover writings tied to the
scriptures’ origin.
A rival faction attempts to claim the scriptures.
The adventurers discover a hidden relic chamber
among the ruins.
The scriptures’ aura awakens dormant constructs
near the obelisks.
A spectral figure tied to the scriptures offers cryptic
guidance.
The adventurers uncover evidence of a past
catastrophe linked to the scriptures.
The adventurers find a relic tied to the scriptures’
original creators.
The adventurers find a minor magical relic in the
Heart of the Obelisk.
A divine figure intervenes, urging the adventurers to
destroy or protect the scriptures.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 415:

i’y HE TOME OF
‘ 6 NI SHIFTING PATHS”

Protr Hook

The Tome of Shifting
Paths, a magical book that redraws maps
to reveal hidden trails and secret passages,
has been stolen from a royal cartographer’s
vault. The adventurers must retrieve it
before its secrets lead treasure hunters and
thieves to places best left undisturbed.

Key NPCs

1. Cartographer lanna Wayfarer (Human,
Neutral Good)
The royal cartographer who seeks the
tome’s safe return to prevent chaos in
the kingdom.

2. Rindal Shadowsworn (Tiefling, Neutral
Evil)
A notorious thief using the tome to
uncover legendary treasures and sell the
locations to criminals.

3. Quinn Trailseeker (Halfling, Chaotic
Neutral)
An explorer using the tome to find
forgotten wonders, caring little for the
consequences.

LOCATIONS
1. The Shrouded Archives

A hidden repository of maps and charts
where the tome was stolen, now guarded
against further intrusions.

2. The Whispering Pass
A dangerous mountain trail revealed by
the tome, with magical defenses that
guard its secrets.

3. The Veiled Caverns
A network of caves discovered using the
tome, concealing treasures and deadly
traps.

ENCOUNTERS

1. Rogue Agents
In the Shrouded Archives, the
adventurers face 2 Bandits and 1
Veteran Thief hired by Rindal.

2. Mountain Defenses
At the Whispering Pass, the adventurers
contend with 2 Gargoyles and enchanted
winds conjured by the tome.

3. Battle with Rindal Shadowsworn
In the Veiled Caverns, Rindal fights
alongside 2 Shadow Demons, using the
tome’s magic to create shifting terrain.

OvutrcoME OPTIONS

1. Return the Tome
The adventurers deliver the book to
Ianna, ensuring it is safely locked away.
2. Destroy the Tome
The adventurers destroy the tome,
ending its influence but losing its unique
powers forever.
3. Claim the Tome
The adventurers keep the book, risking
its unpredictable magic to unlock the
world’s secrets.
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D20 RANDOM EVENTS: THE
TOME OF SHIFTING PATHS

Roll
(1d20) Event Description

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

3-4 The adventurers uncover hidden maps detailing the
tome’s origins.

5-6 A rival faction attempts to claim the tome.

7-8 The adventurers discover relics within the hidden
passages revealed by the tome.

9-10 The tome’s magic warps nearby terrain

unpredictably.

11-12 A ghost tied to the tome offers cryptic advice.

13-14  The adventurers uncover evidence of a past disaster
caused by the tome.

15-16  The adventurers find a relic tied to the tome’s
original creator.

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

19-20 A divine figure intervenes, urging the adventurers to
secure or destroy the tome.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 416:

sy HE CODEX OF
‘ 6 7\ CELESTIAL BONDS”

Protr Hook

The Codex of Celestial
Bonds, a divine tome containing rituals to
summon and bind celestial beings, has
been stolen from a sacred monastery. As
angelic beings are forcibly summoned and
corrupted, the adventurers must retrieve
the codex before its power causes
irreparable damage to the balance between
planes.

KEeY NPCs

1. Brother Lathiel Dawnspire (Aasimar,
Lawful Good)
A devout monk who seeks to recover the
codex to preserve its sanctity and protect
the celestials.

2. Varis Kaltros (Tiefling, Neutral Evil)
A warlock using the codex to enslave
celestial beings to build an army of
divine enforcers.

3. Amara Sunsoul (Human, Chaotic
Neutral)
An ambitious scholar who believes the
codex can be used to level the playing
field between mortals and celestials.

LOCATIONS

1. The Monastery of Eternal Radiance
The sacred site from which the codex
was stolen, now guarded by monks and
angelic wards.

2. The Shattered Ascent
A treacherous mountain pass littered
with traces of celestial energy, leading to
Varis’s hideout.

3. The Bound Sanctuary
A hidden chamber filled with glowing
sigils and corrupted celestial beings
guarding the codex.

ENCOUNTERS

1. Guardian Wards
At the Monastery of Eternal Radiance,
the adventurers face 2 Angelic
Constructs and magical traps designed
to prevent the misuse of divine relics.

2. Corrupted Beasts
At the Shattered Ascent, the adventurers
contend with 3 Shadow Wolves drawn to
the celestial energy.

3. Battle with Varis Kaltros
In the Bound Sanctuary, Varis fights
alongside 2 Corrupted Angels, using the
codex to manipulate divine magic
against the adventurers.

OuTtcoME OPTIONS

1. Return the Codex
The adventurers deliver the tome to
Brother Lathiel, ensuring it is protected
from further misuse.

2. Destroy the Codex
The adventurers destroy the book,
freeing corrupted celestials but losing
the knowledge of its rituals.

3. Claim the Codex
The adventurers keep the tome, gaining
control over its divine summoning rituals
at great personal risk.
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D20 RANDOM EVENTS: THE
CODEX OF CELESTIAL
BoONDSs

Roll
(1d20)
1-2
3.4

5-6
7-8

9-10

11-12
13-14
15-16
1718

19-20

Event Description
A collapsing section of the sanctuary imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover divine inscriptions tied to
the codex’s origin.
A rival faction seeks to claim the codex.
The adventurers discover celestial relics hidden
near the sanctuary.
The codex’s magic causes angelic manifestations to
appear nearby.
A celestial spirit tied to the codex offers cryptic
guidance.
The adventurers uncover evidence of a past misuse
of the codex.
The adventurers find a relic tied to the codex’s
creator.
The adventurers find a minor magical relic in the
Bound Sanctuary.
A divine figure intervenes, urging the adventurers to
destroy or protect the codex.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 417:

s’ HE VOIDSCRIBED

PLoT HOoOK

The Voidscribed Lore, a
dark tome said to contain whispers from
the Far Realm, has been discovered in a
secluded tower. Its corrupted knowledge
drives those who read it to madness,
spreading chaotic influence to the
surrounding region. The adventurers must
retrieve or destroy the book before its
power tears the veil between realities.

KEY NPCs

1. Elder Thaeros Altharn (Elf, Neutral
Good)
A reclusive wizard who seeks to destroy
the tome to prevent its chaotic influence
from spreading.

2. Kassian Dreth (Human, Neutral Evil)
A cult leader using the Voidscribed Lore
to summon aberrations and unleash
chaos upon the world.

3. Varnis Wraithfell (Half-Orc, Chaotic
Neutral)
A desperate scholar who hopes to
harness the tome’s power to uncover the
secrets of the multiverse.

LOCATIONS

1. The Tower of Silent Echoes
A crumbling spire where the tome was
found, now surrounded by strange
distortions and bizarre creatures.

2. The Wailing Woods
A dark forest warped by the tome’s
presence, filled with maddening
whispers and twisted flora.

3. The Abyssal Nexus
A Far Realm-infused chamber beneath
the tower where the tome’s magic is
strongest, guarded by aberrations.

ENCOUNTERS

1. Twisted Guardians
At the Tower of Silent Echoes, the
adventurers face 2 Gibbering Mouthers
and spatial anomalies created by the
tome.

2. Aberrant Beasts
In the Wailing Woods, the adventurers
contend with 2 Displacer Beasts and
pockets of reality-bending magic.

3. Battle with Kassian Dreth
At the Abyssal Nexus, Kassian fights
alongside 2 Mind Flayer Spawn, using
the tome to summon chaos during the
battle.

OvutcoME OPTIONS

1. Destroy the Lore
The adventurers destroy the tome,
ending its influence but risking a
backlash from its chaotic energy.

2. Seal the Lore
The adventurers deliver the tome to
Thaeros, ensuring its power is safely
locked away.

3. Claim the Lore
The adventurers keep the book, risking
their sanity for the forbidden knowledge
it contains.
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D20 RANDOM EVENTS: THE
VOIDSCRIBED LORE

Roll
(1d20)

1-2

3-4

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing section of the nexus imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover fragments of the Far
Realm tied to the lore.
A rival faction seeks to claim the tome.
The adventurers discover artifacts warped by the
Far Realm’s influence.
The tome’s aura warps nearby reality, creating
hazards.
A being tied to the Far Realm offers cryptic
guidance.
The adventurers uncover evidence of the tome’s
past corruption.
The adventurers find a relic tied to the tome’s
origins.
The adventurers find a minor magical relic in the
Abyssal Nexus.
A divine figure intervenes, urging the adventurers to
destroy or protect the tome.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 418:

~==yhs HE BLOODBOUND
‘ 6 VAl TREATISE”

PLoT Hook

The Bloodbound
Treatise, a dark tome of sanguimancy, has
surfaced in a noble’s court. It allows its
user to perform powerful blood magic at a
terrible cost. As the treatise begins to
corrupt its holder and those around them,
the adventurers must retrieve or neutralize
the tome before its magic spreads chaos.

Ky NPCs

1. Countess Mirada Valeheart (Human,
Neutral Evil)
A noble who has claimed the treatise
and uses its power to secure her rule
through fear.

2. Erynn Tarsis (Half-Elf, Neutral Good)
A healer desperate to destroy the treatise
and end its corruption of the court.

3. Vulrick Blackthorn (Tiefling, Chaotic
Neutral)
A mercenary hired to protect the treatise
and willing to use its power for profit.

LOCATIONS

1. The Crimson Court
The noble’s estate, now steeped in
unsettling rituals and eerie red light.

2. The Shattered Vale
A corrupted forest outside the court,
where the treatise’s influence has
twisted wildlife into monstrosities.

3. The Bloodspring Sanctum
An underground ritual chamber where
the treatise’s power is at its peak,
defended by magical wards and
constructs.

ENCOUNTERS
1. Corrupted Beasts

In the Shattered Vale, the adventurers
face 2 Dire Wolves and 1 Blood
Elemental created by the treatise’s
magic.

2. Noble Guardians
At the Crimson Court, the adventurers
contend with 2 Veteran Guards loyal to
Countess Mirada.

3. Battle with Countess Mirada
In the Bloodspring Sanctum, Mirada
fights alongside 2 Blood Golems,
wielding the treatise’s sanguimantic
powers.

OurcoME OPTIONS

1. Destroy the Treatise
The adventurers destroy the tome,
ending its influence but erasing its
knowledge forever.

2. Seal the Treatise
The adventurers deliver the tome to
Erynn, ensuring it is safely locked away
and studied responsibly.

3. Claim the Treatise
The adventurers keep the book, using its
blood magic for their own purposes at
great personal cost.
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D20 RANDOM EVENTS: THE
BLOODBOUND TREATISE

Roll
(1d20) Event Description

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

3-4 The adventurers uncover blood-soaked pages
detailing the treatise’s origins.

5-6 A rival faction seeks to claim the treatise.

7-8 The adventurers discover hidden relics tied to blood
magic.

9-10 The treatise’s aura causes nearby creatures to

attack irrationally.

11-12 A spectral figure tied to the treatise offers cryptic
guidance.

13-14  The adventurers uncover evidence of a past tragedy
caused by the treatise.

15-16  The adventurers find a relic tied to the treatise’s
creator.

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

19-20 A divine figure intervenes, urging the adventurers to
destroy or protect the treatise.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 419:

‘ C,-mk/ HE CHAOS LEDGER”
A

PLoT HooOk

The Chaos Ledger, a
tome containing the
names and fates of those tied to planar
disruptions, has fallen into the hands of an
anarchist cult. The cult uses the ledger’s
chaotic energy to create disasters wherever
they go. The adventurers must retrieve or
destroy the book before its influence
spreads across the realm.

Key NPCs

1. Drelia Voidflame (Tiefling, Chaotic Evil)
The leader of the cult who uses the
ledger to summon chaos elementals and
wreak havoc.

2. Kaelin Varros (Human, Neutral)
A wandering sage seeking to understand
the ledger’s magic and its implications
for planar balance.

3. Lorrik Gravelock (Dwarf, Chaotic
Neutral)
A mercenary working for the cult,
motivated by chaos and the promise of
riches.

LOCATIONS

1. The Anarchist’s Hideout
A hidden base where the cult gathers
and prepares their chaotic rituals.

2. The Ruined Plaza
An abandoned city square where the
ledger’s magic has warped reality and
summoned chaotic phenomena.

3. The Rifted Spire
A fractured tower surrounded by planar
rifts, where the ledger’s influence
reaches its peak.

ENCOUNTERS
1. Cult Enforcers

At the Anarchist’s Hideout, the
adventurers face 3 Cultists and 2 Chaos
Hounds created by the ledger’s power.

2. Planar Phenomena
In the Ruined Plaza, the adventurers
contend with unstable terrain and 2
Chaos Elementals.

3. Battle with Drelia Voidflame
At the Rifted Spire, Drelia fights
alongside 2 Rift Beasts, using the ledger
to create unpredictable battlefield
hazards.

OvurcoME OPTIONS

1. Destroy the Ledger
The adventurers destroy the tome,
ending its influence but risking the
spread of residual planar disruptions.
2. Seal the Ledger
The adventurers deliver the book to
Kaelin, ensuring its power is
safeguarded and studied responsibly.
3. Claim the Ledger
The adventurers keep the ledger, using
its chaotic power for their own purposes.
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D20 RANDOM EVENTS: THE
CHAOS LEDGER

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 uncover pages detailing the
ledger’s origin.
A rival faction seeks to claim the ledger.
The adventurers discover hidden relics tied to
planar magic.
The ledger’s aura warps reality unpredictably.
A planar entity tied to the ledger offers cryptic
warnings.
The adventurers uncover evidence of a past
catastrophe caused by the ledger.
The adventurers find a relic tied to the ledger’s
creator.
The adventurers find a minor magical relic in the
Rifted Spire.
A divine figure intervenes, urging the adventurers to
destroy or protect the ledger.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 420:

i’ HE FLAMEBOUND
‘ 6 7\  ARCHIVE”

PLoT HoOK

The Flamebound
Archive, a tome imbued with the essence of
fire elementals, has been unleashed in a
remote volcanic region. The book’s
presence is causing eruptions and
spreading uncontrollable wildfires. The
adventurers are tasked with retrieving or
destroying the archive before it consumes
the entire region.

KEey NPCs

1. Ignar Volthammer (Dwarf, Neutral
Good)

A blacksmith who seeks to neutralize the
archive and use its power to protect his
homeland.

2. Pyrris Emberfall (Fire Genasi, Chaotic
Neutral)

A wandering sorcerer who believes the
archive’s power should be unleashed to
reshape the world.

3. Lorana Fireclaw (Half-Orc, Neutral Evil)
A mercenary hired by a rogue faction to
weaponize the archive for destruction
and profit.

LOCATIONS
1. The Ashen Peaks

A volcanic mountain range where the
archive’s influence has intensified
volcanic activity.

2. The Ember Chasm
A fiery canyon filled with lava flows and
elemental creatures drawn to the
archive’s power.

3. The Pyroclastic Vault
A hidden chamber deep within the
volcano where the archive resides,
guarded by fire elementals and molten
barriers.

ENCOUNTERS

1. Flaming Beasts
In the Ashen Peaks, the adventurers face
2 Magma Mephits and 1 Fire Elemental.
2. Lava Defenses
At the Ember Chasm, the adventurers
contend with unstable terrain and 3
Flame Spirits.
3. Battle with Lorana Fireclaw
In the Pyroclastic Vault, Lorana fights
alongside 2 Infernal Constructs, using
the archive to create fiery hazards.

OutcoME OPTIONS

1. Destroy the Archive
The adventurers destroy the tome,
ending its influence but risking volcanic
eruptions from its backlash.

2. Seal the Archive
The adventurers deliver the book to
Ignar, ensuring it is used responsibly or
neutralized.

3. Claim the Archive
The adventurers keep the book,
harnessing its elemental powers for their
own use.
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D20 RANDOM EVENTS: THE
FLAMEBOUND ARCHIVE

Roll
(1d20) Event Description

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

3-4 The adventurers uncover glyphs tied to the
archive’s origin.

5-6 A rival faction seeks to claim the archive.

7-8 The adventurers discover relics hidden within the
volcanic region.

9-10 The archive’s aura creates spontaneous flames

nearby.

11-12 A fire spirit tied to the archive offers cryptic advice.

13-14  The adventurers uncover evidence of a past disaster
linked to the archive.

15-16  The adventurers find a relic tied to the archive’s
creator.

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

19-20  Adivine figure intervenes, urging the adventurers to
destroy or protect the archive.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 421:

=i’ HE TIDEBOUND
‘ 6 7Y GATE”

PrLoT HoOOK

A mysterious tidal gate
has appeared along the coast, releasing
torrents of water and creatures from the
Elemental Plane of Water. The nearby
fishing village of Driftmoor is on the brink
of being swept away, and its people call for
aid. The adventurers must investigate the
gate’s origin and either close it or harness
its power.

KEY NPCs

1. Captain Lyra Waverunner (Human,
Neutral Good)
A retired sailor who seeks to save
Driftmoor and protect her family from
the elemental threat.

2. Vizorrath the Tidecaller (Triton, Neutral
Evil)
A rogue water elemental sorcerer
seeking to expand the Plane of Water’s
reach into the material world.

3. Selric Fathomsong (Sea Elf, Chaotic
Neutral)
A scholar fascinated by the gate who
believes it can be used to strengthen the
village’s fishing economy.

LOCATIONS

1. Driftmoor Village
A quaint coastal settlement now
threatened by rising tides and attacks
from aquatic creatures.

2. The Sunken Reefs
An underwater expanse teeming with
hostile marine life and leading to the
tidebound gate.

3. The Gate of Tides
A massive, shimmering portal to the
Elemental Plane of Water, radiating an
aura of primal energy.

ENCOUNTERS

1. Aquatic Invaders

At Driftmoor, the adventurers face 2
Water Weirds and 1 Giant Crab,
disrupting the village’s defenses.

2. Reef Predators

At the Sunken Reefs, the adventurers
contend with 3 Sahuagin Scouts and
treacherous underwater currents.

3. Battle with Vizorrath the Tidecaller

At the Gate of Tides, Vizorrath fights
alongside 2 Elemental Myrmidons,
using the gate’s energy to summon
additional creatures.

OvurcoME OPTIONS
1. Seal the Gate

The adventurers work with Captain Lyra
to close the portal, saving Driftmoor but
risking the loss of potential resources.

. Control the Gate

The adventurers stabilize the gate,
allowing safe trade and exploration
between the planes.

. Destroy the Gate

The adventurers destroy the portal,
ending the threat but severing all ties to
the Plane of Water.
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D20 RANDOM EVENTS: THE
TIDEBOUND GATE

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing section of the reefs imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover runes tied to the gate’s
origin.
A rival faction attempts to claim the gate for their
purposes.
The adventurers discover a hidden cache of pearls
and aquatic artifacts.
The gate’s energy creates wild magic surges in the
area.
A water elemental tied to the gate offers cryptic
guidance.
The adventurers uncover evidence of past
civilizations affected by the gate.
The adventurers find a relic tied to the Elemental
Plane of Water.
The adventurers find a minor magical relic near the
Gate of Tides.
A divine figure intervenes, urging the adventurers to
seal or control the gate.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 422:

‘ C,-mk/ HE PYRAL CANYON”
A

ENCOUNTERS

1. Scorching Hazards
At the Blistering Outskirts, the
adventurers face 2 Magma Mephits and
patches of burning ground.

2. Molten Guardians
At the Ember Chasm, the adventurers
contend with 1 Fire Elemental and
unstable terrain spewing lava.

3. Battle with Ignathar the Inferno
At the Heart of Flame, Ignathar fights
alongside 2 Fire Myrmidons, using the
rift to summon bursts of fiery
destruction.

PLoT HoOOK

Deep within a desert
canyon, flames erupt
from cracks in the ground, and fiery
creatures roam freely. The local nomads
believe the canyon has become a gateway
to the Elemental Plane of Fire. The
adventurers are tasked with venturing into
the infernal depths to uncover the source of
the chaos and restore peace to the region.

Key NPCs

1. Shaeli Sandstrider (Human, Neutral
Good)
A nomadic leader who seeks to protect
her people and return balance to the

OvurcoME OPTIONS

canyon. . 1. Seal the Rift
2. Ignathar the Inferno (Fire Elemental, The adventurers close the planar rift,
Neutral Evil) restoring balance but risking the

A malevolent elemental lord attempting
to merge the Plane of Fire with the
material world.

3.Jorek Emberforge (Dwarf, Chaotic
Neutral)

A wandering smith fascinated by the
flames and eager to harvest their power
for crafting legendary weapons.

canyon’s collapse.

. Control the Flames

The adventurers stabilize the rift,
harnessing its power to aid the region’s
survival.

. Destroy the Rift

The adventurers destroy the gateway,
ending the threat but severing all

potential connections to the Plane of
Fire.
LOCATIONS
1. The Blistering Outskirts
The outer region of the canyon, where
intense heat and minor eruptions
challenge the adventurers.
2. The Ember Chasm
A fiery pit where molten rivers flow,
teeming with fire elementals and
unstable ground.
3. The Heart of Flame
A glowing core deep within the canyon
where the planar rift lies, guarded by
Ignathar and his minions.
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D20 RANDOM EVENTS: THE
PyrAL CANYON

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 canyon imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover runes tied to the rift's
origin.
A rival faction attempts to claim the rift’s power.
The adventurers discover ancient relics buried in
volcanic ash.
The rift’s energy causes wild magic surges in the
area.
A fire elemental tied to the rift offers cryptic
guidance.
The adventurers uncover evidence of past
civilizations linked to the canyon.
The adventurers find a relic tied to the Plane of Fire.
The adventurers find a minor magical relic near the
Heart of Flame.
A divine figure intervenes, urging the adventurers to
seal or destroy the rift.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 423:

~=ufins” HE CRADLE OF
‘ 6 7\ STORMS”

PrLoT HoOK

A towering mountain
peak has become the epicenter of violent
thunderstorms, disrupting nearby trade
routes and endangering travelers. The
adventurers must scale the mountain to
investigate the elemental chaos and
confront the forces behind the planar
disturbance.

Key NPCs

1. Karin Windsworn (Air Genasi, Neutral
Good)
A stormcaller seeking to understand the
connection between the storms and the
Plane of Air.

2. Zephyros the Thunderous (Air
Elemental, Neutral Evil)
An elemental lord who views the
material world as ripe for conquest and
seeks to expand his dominion.

3. Ulric Galeheart (Human, Chaotic
Neutral)
An opportunistic bandit leader using the
storms to plunder weakened caravans.

LOCATIONS

1. The Thunder Ridge
A treacherous mountain trail battered by
fierce winds and lightning strikes.

2. The Skyspire Caves
A hidden network of caverns filled with
elemental forces and air-infused crystals.

3. The Stormpeak Altar
An ancient altar at the mountain’s
summit, where the rift to the Plane of Air
grows stronger.

ENCOUNTERS

1. Storm Beasts
At the Thunder Ridge, the adventurers
face 2 Giant Eagles and lightning
hazards caused by the storms.

2. Air Elemental Guardians
In the Skyspire Caves, the adventurers
contend with 2 Air Elementals and
dangerous gusts of wind.

3. Battle with Zephyros the Thunderous
At the Stormpeak Altar, Zephyros fights
alongside 2 Storm Myrmidons, using the
altar to channel devastating lightning
attacks.

OuTtcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, restoring
calm but leaving the region vulnerable to
future incursions.

2. Control the Rift
The adventurers stabilize the rift,
allowing its energy to be safely
harnessed for the benefit of nearby
settlements.

3. Destroy the Rift
The adventurers destroy the rift, ending
the storms but severing all connections
to the Plane of Air.
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D20 RANDOM EVENTS: THE
CRADLE OF STORMS

Roll
(1d20)

1-2

3-4

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 glyphs tied to the altar’s
origin.
A rival faction attempts to control the rift's energy.
The adventurers discover ancient relics tied to the
storms.
The rift’s energy creates wild magic surges in the
area.
An air elemental tied to the rift offers cryptic
guidance.
The adventurers uncover evidence of past rituals
tied to the altar.
The adventurers find a relic tied to the Plane of Air.
The adventurers find a minor magical relic at the
Stormpeak Altar.
A divine figure intervenes, urging the adventurers to
seal or destroy the rift.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 424:

=i’ HE SHATTERED
‘ 6 7\l DEEP”

PLoT HOOK

A massive sinkhole has
appeared in the heart of a bustling mining
town, revealing a rift to the Elemental
Plane of Earth. The rift has caused tremors
and unleashed destructive creatures,
threatening to collapse the town. The
adventurers are hired to investigate and
stabilize the rift before everything is
reduced to rubble.

KEY NPCs

1. Dalric Stonebinder (Dwarf, Neutral
Good)
The town’s foreman, desperate to save
both the mines and his people.

2. Gralshak the Petrifier (Earth Elemental,
Neutral Evil)
An elemental overlord seeking to expand
his influence into the material world.

3. Leria Dustspire (Tiefling, Chaotic
Neutral)
An opportunistic miner hoping to exploit
the rift’'s power to uncover rare gems.

LOCATIONS

1. Ironhearth Mines
The crumbling mining tunnels
surrounding the sinkhole, filled with
collapsing shafts and unstable terrain.

2. The Sunken Hollow
A cavernous expanse within the
sinkhole, where creatures from the
Plane of Earth roam freely.

3. The Core of Stone
A chamber deep within the sinkhole
where the rift resides, pulsating with
primal energy.

ENCOUNTERS

1. Cave Collapses

In the Ironhearth Mines, the adventurers
face 2 Gargoyles and navigate collapsing

tunnels.

2. Earthbound Predators
In the Sunken Hollow, the adventurers
contend with 1 Earth Elemental and 2
Basilisks, drawn to the rift’s energy.

3. Battle with Gralshak the Petrifier
At the Core of Stone, Gralshak fights

alongside 2 Stone Myrmidons, using the

rift to create barriers and summon
reinforcements.

OutcoME OPTIONS

1. Seal the Rift
The adventurers work with Dalric to
stabilize the rift, saving the town but
leaving the area vulnerable to future
quakes.

2. Control the Rift
The adventurers stabilize the rift and
harness its energy, turning it into a
resource for the town.

3. Destroy the Rift
The adventurers destroy the gateway,
ending the threat but potentially
collapsing the mines entirely.
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SHATTERED DEEP

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 hollow imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover carvings tied to the rift’s
origin.
A rival miner’s faction attempts to control the rift's
power.
The adventurers discover rare gems infused with
elemental energy.
The rift’s energy triggers random tremors in the
area.
An earth elemental tied to the rift offers cryptic
warnings.
The adventurers uncover evidence of past disasters
caused by the rift.
The adventurers find a relic tied to the Plane of
Earth.
The adventurers find a minor magical relic in the
Core of Stone.
A divine figure intervenes, urging the adventurers to
seal or destroy the rift.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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~=mgis” HE FROSTSPIRE
‘ 6 VAl ANOMALY”

PLoT HOOK

In the frozen wastes, a
towering spire of crystalline ice has erupted
from the ground, releasing chilling winds
and ice creatures from the Elemental Plane
of Water. The nearby nomadic tribes are
being driven from their homes, and the
adventurers must venture into the spire to
stop the growing cold before it consumes
the land.

KEeY NPCs

1. Kara Winterwhisper (Human, Neutral
Good)
A shaman of the nomadic tribes, seeking
aid to protect her people from the
anomaly’s deadly effects.

2. Aurelion Frostfang (White Dragonborn,
Neutral Evil)
An ambitious warlord seeking to control
the spire and use its power to dominate
the region.

3. Volaris Icegaze (Elf, Chaotic Neutral)
A wandering mage fascinated by the
spire and eager to study its connection to
the Plane of Water.

LOCATIONS

1. The Glacial Expanse
A treacherous ice field surrounding the
spire, filled with freezing winds and icy
predators.

2. The Icy Maze
A labyrinth of frozen tunnels within the
spire, where creatures of ice guard its
secrets.

3. The Heart of Frost
A radiant chamber at the spire’s core,
where the rift to the Plane of Water
pulsates with cold energy.

ENCOUNTERS

1. Frostbound Hunters
At the Glacial Expanse, the adventurers

face 2 Winter Wolves and freezing winds

that hinder movement.
2. Ice Elemental Defenders

In the Icy Maze, the adventurers contend

with 2 Ice Elementals and slippery
terrain.

3. Battle with Aurelion Frostfang
At the Heart of Frost, Aurelion fights
alongside 2 Frost Myrmidons, using the
rift to summon icy projectiles and
environmental hazards.

OuTtcoME OPTIONS
1. Seal the Rift
The adventurers stabilize the rift,

protecting the tribes but leaving the spire

intact and vulnerable to future misuse.
2. Destroy the Rift
The adventurers destroy the gateway,
ending the cold but risking the collapse
of the spire.
3. Harness the Rift
The adventurers take control of the
spire’s magic, using it to reshape the
frozen region for their own purposes.
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FROSTSPIRE ANOMALY

DM ScraTCH PAD

Roll
(1d20) Event Description

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

3-4 The adventurers uncover runes tied to the rift's
origin.

5-6 A rival tribe attempts to take control of the spire.

7-8 The adventurers discover ancient relics buried in
the ice.

9-10 The rift’s energy causes freezing temperatures to
intensify.

1112 An ice elemental tied to the rift offers cryptic
guidance.

13-14  The adventurers uncover evidence of past
civilizations lost to the cold.

15-16  The adventurers find a relic tied to the Plane of
Water.

17-18  The adventurers find a minor magical relic in the
Heart of Frost.

19-20  Adivine figure intervenes, urging the adventurers to

seal or destroy the rift.

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 WHISPERING
‘ 6 7\ DUNES”

PrLoT HOOK

The Whispering Dunes,
a vast desert, have begun to sing with
haunting, otherworldly voices. These
melodies are drawing travelers into the
sands, where they vanish without a trace.
The adventurers must uncover the source
of these strange phenomena, which seem
linked to a growing rift to the Elemental
Plane of Air beneath the dunes.

KEeY NPCs

1. Sahir Windwhisper (Air Genasi, Neutral

Good)
A wandering bard who believes the

voices hold clues to an ancient, forgotten

song of power.

2. Shayra Stormcaller (Human, Neutral
Evil)
A rogue storm sorcerer seeking to
amplify the rift’s power for her personal
gain.

3. Arden Sandstride (Halfling, Chaotic
Neutral)
An eccentric treasure hunter convinced
the voices are guarding a vast desert
treasure.

LOCATIONS

1. The Singing Sands
A remote stretch of dunes filled with
hypnotic melodies and shifting sands
that obscure tracks.

2. The Echoing Cavern
A hidden cave beneath the dunes where
air elementals guard the growing rift.

3. The Howling Nexus
The heart of the rift, a swirling vortex of

wind and sand that serves as a portal to
the Plane of Air.

ENCOUNTERS

1. Sandy Ambush
At the Singing Sands, the adventurers
face 2 Dust Mephits and 1 Air
Elemental, drawn to the rift’s energy.

2. Echoing Guardians
In the Echoing Cavern, the adventurers
contend with 2 Animated Statues
enchanted with air magic.

3. Battle with Shayra Stormcaller
At the Howling Nexus, Shayra fights
alongside 2 Wind Myrmidons, using the
vortex’s winds to hinder the adventurers.

OuTtcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, ending
the voices but risking the collapse of the
caverns.

2. Harness the Rift
The adventurers control the rift, allowing
its power to be used for beneficial or
dangerous purposes.

3. Destroy the Rift
The adventurers destroy the gateway,

ending the threat but severing all ties to
the Plane of Air.
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Roll
(1d20) Event Description

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

3-4 The adventurers uncover ancient writings tied to
the rift.

5-6 A rival group attempts to harness the rift's power.

7-8 The adventurers discover rare crystals infused with
air energy.

9-10 The rift's energy creates sudden sandstorms in the
area.

11-12  An air elemental tied to the rift offers cryptic
guidance.

13-14  The adventurers uncover evidence of a past
civilization in the sands.

15-16  The adventurers find a relic tied to the Plane of Air.

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

19-20 A divine figure intervenes, urging the adventurers to
protect or destroy the rift.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

57



ADVENTURE SEED 427:

~=sutins” HE CRADLE OF
‘ 6 7\ MOLTEN FURY”

PLoT Hook ENCOUNTERS

An ancient caldera, long 1. Molten Invaders
dormant, has erupted with molten fury. In the Ashen Fields, the adventurers face
Rivers of lava pour into nearby settlements, 2 Magma Mephits and rivers of lava that
and fire elementals stalk the land. The block their path.
adventurers must brave the searing heat to 2. Elemental Guardians
discover the source of the chaos and In the Fiery Maw, the adventurers
determine how to end it. contend with 1 Fire Elemental and

crumbling terrain.
3. Battle with Kael Pyrothos

KEy NPCS At the Core of Fury, Kael fights
1. Eryn Firebrand (Dwarf, Neutral Good) alongside 2 Fire Myrmidons, using the
A skilled smith who believes the caldera rift to summon fiery blasts.
hides rare minerals that could save the
region.
2. Kael Pyrothos (Fire Genasi, Neutral OvutcoME OPTIONS
Evil)

1. Seal the Rift

: The adventurers stabilize the rift, halting
c.aldera s power to summon an army of the eruptions but leaving the region
fire creatures. e il

3. Dareth Ashforge (Human, Chaotic » Harness the Rift
Neutral)
A treasure hunter eager to exploit the
eruption’s destruction for personal gain.

An elemental warlock using the

The adventurers take control of the rift,
using its energy to reshape the land for
better or worse.

3. Destroy the Rift
The adventurers destroy the gateway,

LOGATIONS ending the fiery threat but risking

1. The Ashen Fields catastrophic consequences.

A lava-strewn wasteland where fire
elementals and molten hazards abound.

2. The Fiery Maw
A network of lava tunnels beneath the
caldera, glowing with intense heat and
guarded by elementals.

3. The Core of Fury
The heart of the eruption, where a rift to
the Plane of Fire burns brightly,
summoning waves of fiery destruction.
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CRADLE OF MOLTEN FURY

Roll
(1d20) Event Description

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

3-4 The adventurers uncover ancient writings tied to
the rift.

5-6 A rival faction seeks to control the rift's power.

7-8 The adventurers discover rare minerals infused with
fire energy.

9-10 The rift’s energy triggers sudden eruptions in the
area.

11-12  Afire elemental tied to the rift offers cryptic
guidance.

13-14  The adventurers uncover evidence of a past disaster
caused by the rift.

15-16  The adventurers find a relic tied to the Plane of Fire.

17-18  The adventurers find a minor magical relic in the
Core of Fury.

19-20 A divine figure intervenes, urging the adventurers to
destroy or stabilize the rift.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 428:

=’ HE GLIMMERING
‘ 6 7\ ABYSS”

PLoT HOOK

A shimmering rift has
opened deep beneath a crystal cavern,
flooding the underground with radiant
energy from the Elemental Plane of Earth.
The light is blinding and beautiful, but it
also animates the crystal formations into
hostile constructs. The adventurers must
delve into the abyss to uncover the rift’s
origin and decide its fate.

KEY NPCs

1. Terralyn Shardkeeper (Dwarf, Neutral
Good)
A crystal miner who wants to protect her
community and harness the rift's energy
responsibly.

2. Lazrek Crystalspine (Earth Genasi,
Neutral Evil)
A rogue geomancer who views the rift as
a means to dominate and reshape the
region.

3. Eldor Myrnlight (EIf, Chaotic Neutral)
A wandering researcher fascinated by
the rift’s potential for alchemical
innovation.

LOCATIONS
1. The Glittering Caverns

An expansive underground network
illuminated by glowing crystals, filled
with jagged obstacles and animated
guardians.

2. The Shardfield Tunnels
Narrow pathways littered with sentient
crystal creatures and unstable
formations.

3. The Core of Lumina
The radiant heart of the rift, where its
energy pulses dangerously, guarded by
elemental beings.

ENCOUNTERS

1. Crystal Guardians
In the Glittering Caverns, the
adventurers face 2 Animated Crystals
and a Crystal Basilisk.

2. Shardbound Predators
In the Shardfield Tunnels, the
adventurers contend with 1 Earth
Elemental and falling crystal debris.

3. Battle with Lazrek Crystalspine
At the Core of Lumina, Lazrek fights
alongside 2 Shard Golems, using the
rift’'s energy to enhance his geomantic
spells.

OurcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift,
protecting the caverns but leaving its
magic accessible to others.

2. Destroy the Rift
The adventurers destroy the gateway,
ending the danger but potentially
causing a collapse of the caverns.

3. Harness the Rift
The adventurers claim the rift’'s energy,
risking its unpredictable effects for great
rewards.
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D20 RANDOM EVENTS: THE
GLIMMERING ABYSS

Roll
(1d20) Event Description

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

3-4 The adventurers uncover inscriptions tied to the
rift’s creation.

5-6 A rival faction seeks to harness the rift's power.

7-8 The adventurers discover rare crystals infused with

elemental energy.

9-10 The rift’s energy creates dazzling but blinding lights
nearby.

11-12  An earth elemental tied to the rift offers cryptic
advice.

13-14  The adventurers uncover evidence of past disasters
caused by similar rifts.

15-16  The adventurers find a relic tied to the Plane of
Earth.

17-18  The adventurers find a minor magical relic in the
Core of Lumina.

19-20 A divine figure intervenes, urging the adventurers to
seal or destroy the rift.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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=’ HE TEMPEST
‘ 6 7Y summIT

PLoT HOOK

A desolate mountain
peak has become the center of a perpetual
storm, with winds and lightning that grow
more violent by the day. The adventurers
must ascend the summit, contend with
raging air elementals, and confront the rift
to the Elemental Plane of Air before it
destabilizes further.

KeyYy NPCs

1. Eryl Thunderclasp (Storm Genasi,
Neutral Good)
A wandering priest of the sky gods,
seeking to restore harmony to the
elemental chaos.

2. Karesh Windshard (Air Elemental,
Neutral Evil)
A vengeful elemental lord bent on
conquering the skies of the material
plane.

3. Lorwyn Galeheart (Half-Elf, Chaotic
Neutral)
A reckless adventurer attempting to use

the storm’s power to become a lightning-

wielding legend.

LOCATIONS
1. The Gale-Torn Ascent
A treacherous path up the mountain,
where high winds and lightning strikes
threaten progress.
2. The Roaring Plateau

A wide ledge near the summit, inhabited

by air elementals and haunted by
constant storms.

3. The Rifted Spire
A jagged peak where the rift pulses with
energy, summoning elemental creatures
to guard it.

ENCOUNTERS

1. Storm Guardians
At the Gale-Torn Ascent, the adventurers
face 2 Air Elementals and lightning
hazards.

2. Wind Spirits
On the Roaring Plateau, the adventurers
contend with 2 Wind Myrmidons and
unstable terrain.

3. Battle with Karesh Windshard
At the Rifted Spire, Karesh fights
alongside 2 Tempest Elementals, using
the storm to create erratic, devastating
attacks.

OutcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, ending
the storm but leaving the region
vulnerable to future incursions.

2. Control the Rift
The adventurers harness the rift’s
power, using its winds for rapid travel
and exploration.

3. Destroy the Rift
The adventurers destroy the gateway,

halting the storm but severing ties to the
Plane of Air.
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Roll
(1d20) Event Description

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

3-4 The adventurers uncover glyphs tied to the rift's
origin.

5-6 A rival faction seeks to control the rift's energy.

7-8 The adventurers discover relics infused with air
elemental magic.

9-10 The rift’s energy creates erratic storm patterns.

11-12  An air elemental tied to the rift offers cryptic
guidance.

13-14  The adventurers uncover evidence of past
civilizations lost to storms.

15-16  The adventurers find a relic tied to the Plane of Air.

17-18  The adventurers find a minor magical relic at the
Rifted Spire.

19-20 A divine figure intervenes, urging the adventurers to
seal or destroy the rift.

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 430:

i’y HE EVERFROST
‘ 6 7Y CITADEL”

PLoT HOOK

A mysterious citadel of
eternal ice has emerged in the northern
tundra, its spires radiating cold that freezes
the land for miles around. The adventurers
must venture inside the citadel, braving its
icy halls and battling creatures of frost, to
confront the rift to the Elemental Plane of
Water at its heart.

Key NPCs

1. Farlene Icevein (Human, Neutral Good)
A northern ranger dedicated to
protecting her homeland from the
citadel’s spreading frost.

2. Zareth Frostbane (White Dragonborn,
Neutral Evil)

A frost sorcerer intent on using the
citadel’s power to control the tundra.

3. Oryn Iceshaper (Half-Elf, Chaotic
Neutral)

A mage drawn to the citadel’s secrets,
seeking to master its magic for his own
gain.

LOCATIONS

1. The Frostbound W astes
A frozen wilderness filled with icy
hazards and frost-covered predators.

2. The Glacial Hallways
Icy corridors within the citadel, guarded
by magical traps and frost elementals.

3. The Rift of Frost
A glowing chamber of crystalline ice at
the citadel’s peak, where the rift pulsates
with cold energy.

ENCOUNTERS
1. Frozen Predators
In the Frostbound Wastes, the
adventurers face 2 Winter Wolves and
icy weather that hampers visibility.
2. Icebound Guardians

In the Glacial Hallways, the adventurers

contend with 2 Ice Elementals and
freezing traps.

3. Battle with Zareth Frostbane
At the Rift of Frost, Zareth fights
alongside 2 Frost Myrmidons, using the
rift to unleash chilling blasts.

OvurcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift,
protecting the tundra but leaving the
citadel as a future threat.

2. Destroy the Rift
The adventurers destroy the gateway,
collapsing the citadel and ending the
frost’s spread.

3. Harness the Rift
The adventurers claim the citadel’s

power, risking its instability for personal

or regional gain.
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D20 RANDOM EVENTS: THE
EVERFROST CITADEL

Roll
(1d20) Event Description

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

3-4 The adventurers uncover glyphs tied to the citadel’s
creation.

5-6 A rival group seeks to control the citadel’s power.

7-8 The adventurers discover relics buried in the ice.

9-10 The rift’s energy creates frost surges nearby.

11-12  An ice elemental tied to the rift offers cryptic
warnings.

13-14  The adventurers uncover evidence of past
civilizations lost to frost.

15-16  The adventurers find a relic tied to the Plane of
Water.

17-18  The adventurers find a minor magical relic in the
Rift of Frost.

19-20 A divine figure intervenes, urging the adventurers to
protect or destroy the rift.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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sy’ HE SCORCHED
‘ 6 7\ LABYRINTH”

PLoT HoOOK

An ancient labyrinth
buried beneath a volcanic plain has become
active, spewing fire and molten rock into
the surrounding region. The adventurers
must navigate the fiery maze to find the
source of the chaos—a rift to the Elemental
Plane of Fire threatening to ignite the
world above.

Ky NPCs

1. Torvik Emberbeard (Dwarf, Neutral
Good)
A local miner whose family has been
trapped in the labyrinth since the
eruptions began.

2. Marath Flameborn (Fire Genasi, Neutral
Evil)
A sorcerer using the labyrinth’s power to
summon an army of molten creatures.

3. Kessira Ashcloak (Tiefling, Chaotic
Neutral)
A rogue explorer looking to loot the
labyrinth’s treasures, heedless of its
dangers.

L.OCATIONS

1. The Molten Plains
The scorched landscape leading to the
labyrinth’s entrance, filled with lava
flows and fiery predators.

2. The Fiery Maze
A network of burning tunnels, guarded
by traps and elemental creatures.

3. The Infernal Core
The heart of the labyrinth, where the rift
burns brightly, guarded by powerful fire
elementals.

ENCOUNTERS

1. Fiery Hazards
At the Molten Plains, the adventurers
face 2 Magma Mephits and treacherous
lava flows.

2. Elemental Guardians
In the Fiery Maze, the adventurers
contend with 1 Fire Elemental and
unstable molten traps.

3. Battle with Marath Flameborn
At the Infernal Core, Marath fights
alongside 2 Infernal Myrmidons, using
the rift to amplify his fire magic.

OvurcoME OPTIONS
1. Seal the Rift

The adventurers stabilize the rift, halting
the eruptions but leaving the labyrinth as

a future danger.

2. Destroy the Rift
The adventurers destroy the gateway,
ending the threat but risking the
labyrinth’s collapse.

3. Harness the Rift
The adventurers claim the rift's power,
using it to control the molten forces for
good or ill.
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SCORCHED LABYRINTH

Roll
(1d20) Event Description

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

3-4 The adventurers uncover glyphs tied to the
labyrinth’s creation.

5-6 A rival faction attempts to seize control of the
labyrinth’s power.

7-8 The adventurers discover rare minerals infused with
elemental energy.

9-10 The rift’s energy causes wild flames to surge

unpredictably.

11-12 A fire elemental tied to the rift offers cryptic
guidance.

13-14  The adventurers uncover evidence of past
civilizations consumed by fire.

15-16  The adventurers find a relic tied to the Plane of Fire.

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

19-20 A divine figure intervenes, urging the adventurers to
protect or destroy the rift.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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i’ HE THUNDERING
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PLoT HOOK

A floating citadel
crackling with lightning has appeared over
a once-quiet valley. The adventurers must
scale the storm-tossed cliffs and infiltrate
the citadel to stop a rift to the Elemental
Plane of Air that threatens to turn the
region into an uninhabitable tempest.

Key NPCs

1. Alara Windward (Air Genasi, Neutral
Good)
An emissary from the Plane of Air,
seeking to restore balance before the rift
destabilizes further.

2. Vorthik the Tempest (Air Elemental,
Neutral Evil)
A tyrannical elemental lord aiming to
expand his dominion into the material
world.

3.Jerrik Stormclaw (Half-Orc, Chaotic
Neutral)
A sky pirate trying to plunder the
citadel’s magical treasures.

LOCATIONS

1. The Storm-Tossed Cliffs
A perilous climb under constant
lightning strikes and high winds, leading
to the citadel.

2. The Skybridge Halls
A series of airy corridors inside the
citadel, guarded by elementals and
crackling energy traps.

3. The Rifted Apex
The citadel’s highest spire, where the rift
pulsates with energy and storms rage
uncontrollably.

ENCOUNTERS

1. Lightning Guardians
At the Storm-Tossed Cliffs, the
adventurers face 2 Air Elementals and
lightning hazards.

2. Crackling Defenders
In the Skybridge Halls, the adventurers
contend with 2 Animated Armors
infused with air energy.

3. Battle with Vorthik the Tempest
At the Rifted Apex, Vorthik fights
alongside 2 Storm Myrmidons, using the
rift to unleash devastating lightning
attacks.

OuTcoOME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, ending
the storms but leaving the citadel intact.

2. Destroy the Rift
The adventurers destroy the gateway,
halting the storms but risking the
collapse of the citadel.

3. Control the Rift
The adventurers claim the citadel’s
power, using it to control weather in the
region for good or ill.
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D20 RANDOM EVENTS: THE
THUNDERING CITADEL

Roll
(1d20) Event Description

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

3-4 The adventurers uncover runes tied to the citadel’s
construction.

5-6 A rival group seeks to control the citadel’s magic.

7-8 The adventurers discover relics infused with air

elemental energy.

9-10 The rift’s energy triggers erratic lightning strikes in
the area.

11-12  An air elemental tied to the rift offers cryptic
guidance.

13-14  The adventurers uncover evidence of past
civilizations lost to storms.

15-16  The adventurers find a relic tied to the Plane of Air.

17-18  The adventurers find a minor magical relic at the
Rifted Apex.

19-20  Adivine figure intervenes, urging the adventurers to
seal or destroy the rift.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 433:

~=fins” HE SUBMERGED
‘ 6 7| SANCTUARY”

PLoT HoOK

A sunken temple has
resurfaced off the coast, bringing with it a
rift to the Elemental Plane of Water.
Aquatic creatures now swarm the region,
threatening fishermen and travelers. The
adventurers must dive into the temple’s
depths to investigate and neutralize the
growing danger.

Key NPCs

1. Captain Mariel Tidebound (Human,
Neutral Good)

A seasoned sailor seeking to protect the
coastal towns from the creatures
emerging from the temple.

2. Kalos Deepwarden (Triton, Neutral Evil)
A warlord intent on using the rift’'s power
to summon an army of water elementals.

3. Lorvyn Coralshade (Sea Elf, Chaotic
Neutral)

A treasure hunter hoping to exploit the
temple’s resurgence for personal gain.

LOCATIONS

1. The Sunken Shores
The submerged entrance to the temple,
teeming with dangerous marine
predators.

2. The Flooded Chambers
The waterlogged halls of the temple,
where magical traps and aquatic foes
guard its secrets.

3. The Abyssal Rift
The rift’s heart, a glowing underwater
vortex radiating energy from the Plane of
Water.

ENCOUNTERS

1. Aquatic Predators

At the Sunken Shores, the adventurers
face 2 Reef Sharks and treacherous
undercurrents.

2. Flooded Guardians

In the Flooded Chambers, the
adventurers contend with 2 Water
Elementals and enchanted barriers.

3. Battle with Kalos Deepwarden

At the Abyssal Rift, Kalos fights
alongside 2 Tide Myrmidons, using the
rift to summon waves of crushing water.

OvurcoME OPTIONS
1. Seal the Rift

The adventurers stabilize the rift,
preventing further incursions but leaving
the temple intact.

2. Destroy the Rift

The adventurers destroy the gateway,
halting the water’s flow but collapsing
parts of the temple.

3. Control the Rift

The adventurers claim the rift’s power,
harnessing its energy for travel or to
safeguard the coast.
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D20 RANDOM EVENTS: THE
SUBMERGED SANCTUARY

Roll
(1d20) Event Description

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

3-4 The adventurers uncover glyphs tied to the temple’s
origin.

5-6 A rival faction attempts to seize control of the rift.

7-8 The adventurers discover relics buried in the
temple’s ruins.

9-10 The rift's energy creates dangerous whirlpools
nearby.

11-12 A water elemental tied to the rift offers cryptic
guidance.

13-14  The adventurers uncover evidence of past
civilizations lost to flooding.

15-16  The adventurers find a relic tied to the Plane of
Water.

17-18  The adventurers find a minor magical relic at the
Abyssal Rift.

19-20  Adivine figure intervenes, urging the adventurers to
seal or destroy the rift.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD

71



ADVENTURE SEED 434:

=’ HE EARTHFORGED
‘ 6 7| BASTION’

PLoT HoOOK

A colossal fortress of
stone and earth has erupted in a once-
barren valley. The fortress radiates energy
from the Elemental Plane of Earth,
drawing elementals and geomancers to its
impenetrable walls. The adventurers must
infiltrate the bastion and confront the
forces within before they spread their
influence across the land.

Key NPCs

1. General Kael Stonegrasp (Dwarf,
Neutral Good)
A local leader seeking to protect the
valley’s people from the fortress’s
growing influence.

2. Tharil Earthshaker (Earth Genasi,
Neutral Evil)
A geomancer intent on using the
bastion’s power to forge an unyielding
empire.

3. Voran Flintshadow (Human, Chaotic
Neutral)
A mercenary commander willing to
exploit the fortress’s power for profit.

LOCATIONS
1. The Encroaching Walls

The expanding perimeter of the bastion,
guarded by stone constructs and shifting
terrain.

2. The Gilded Hall
A massive interior chamber where
treasures of elemental origin are
hoarded and fiercely protected.

3. The Earthen Core
A pulsating chamber at the fortress’s
heart, housing the rift to the Plane of
Earth.

ENCOUNTERS

1. Stone Guardians
At the Encroaching Walls, the
adventurers face 2 Animated Statues
and crumbling terrain.

2. Earthbound Defenders
In the Gilded Hall, the adventurers
contend with 2 Earth Elementals and
dangerous seismic traps.

3. Battle with Tharil Earthshaker
At the Earthen Core, Tharil fights
alongside 2 Stone Myrmidons, using the
rift to summon barriers and enhance his
magic.

OuTtcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, halting
the bastion’s growth but leaving it intact.

2. Destroy the Rift
The adventurers destroy the gateway,
collapsing the fortress and ending its
influence.

3. Control the Rift
The adventurers claim the bastion’s
power, risking its instability to reshape
the region.
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D20 RANDOM EVENTS: THE

EARTHFORGED BASTION

DM ScraTCH PAD

Roll
(1d20) Event Description

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

3-4 The adventurers uncover glyphs tied to the
fortress’s origin.

5-6 A rival faction attempts to seize the bastion’s
power.

7-8 The adventurers discover relics buried within the
fortress.

9-10 The rift’s energy creates tremors across the region.

11-12  An earth elemental tied to the rift offers cryptic
guidance.

13-14  The adventurers uncover evidence of past battles
fought over the bastion.

15-16  The adventurers find a relic tied to the Plane of
Earth.

17-18  The adventurers find a minor magical relic at the
Earthen Core.

19-20  Adivine figure intervenes, urging the adventurers to

seal or destroy the rift.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

73



ADVENTURE SEED 435:

s’ HE CRYSTALLINE
‘ 6 7\ PRISM

PrLoT HOOK

A giant crystal prism has
emerged in a mountain pass, refracting
light into beams of destructive energy. The
prism is linked to a rift in the Elemental
Plane of Earth, and the adventurers must
prevent its growing energy from
devastating nearby settlements.

Key NPCs

1. Erissa Lighthaven (Elf, Neutral Good)
A scholar of elemental phenomena who
seeks to safely neutralize the prism’s
energy.

2. Zoryx Prismcaller (Earth Elemental,
Neutral Evil)
An elemental overseer attempting to use
the prism to amplify the Plane of Earth’s
influence.

3. Garrick Stonemaul (Dwarf, Chaotic
Neutral)
A wandering gemcutter who sees profit
in dismantling the prism for rare
crystals.

LOCATIONS

1. The Jagged Peaks
Treacherous terrain leading to the
prism, with unstable cliffs and scattered
shards of crystal.

2. The Refractive Caverns
A network of tunnels beneath the prism,
filled with glowing crystals and
elemental traps.

3. The Prism Core
The heart of the structure, where the rift
pulsates with destructive light and
energy.

ENCOUNTERS
1. Crystal Creatures

At the Jagged Peaks, the adventurers
face 2 Crystal Elementals and blinding
light hazards.

2. Refracted Guardians

In the Refractive Caverns, the
adventurers contend with 1 Earth
Elemental and 2 Animated Crystals.

3. Battle with Zoryx Prismcaller

At the Prism Core, Zoryx fights
alongside 2 Shard Golems, using the
prism’s energy to unleash beams of
destructive light.

OvurcoME OPTIONS
1. Seal the Rift

The adventurers stabilize the rift,
preventing further destruction but
leaving the prism intact.

2. Destroy the Rift

The adventurers destroy the gateway,
collapsing the prism but risking
collateral damage.

3. Control the Rift

The adventurers claim the prism’s
power, wielding its energy for potentially
transformative purposes.
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D20 RANDOM EVENTS: THE
CRYSTALLINE PrisM

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 uncover glyphs tied to the prism’s
origin.
A rival faction seeks to claim the prism’s energy.
The adventurers discover rare gems infused with
elemental power.
The rift’s energy creates erratic light beams nearby.
A crystal elemental tied to the rift offers cryptic
guidance.
The adventurers uncover evidence of past disasters
linked to the prism.
The adventurers find a relic tied to the Plane of
Earth.
The adventurers find a minor magical relic in the
Prism Core.
A divine figure intervenes, urging the adventurers to
seal or destroy the prism.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 436:

‘ C,-mk/ HE WAILING MARSH”
A

PLoT HOOK

A murky marsh has
begun to overflow with
strange, bubbling pools connected to the

Elemental Plane of Water. The waters emit

haunting wails and attract monstrous
creatures. The adventurers must journey
into the marsh to investigate and stop the
planar disturbance.

Ky NPCs

1. Maris Dewheart (Halfling, Neutral Good)

A local herbalist whose home is being
overrun by the expanding marsh.

2. Nayara Moonscale (Water Genasi,
Neutral Evil)
A druid using the marsh’s chaotic
energies to create an army of aquatic
beasts.

3. Tilvern Fenfoot (Human, Chaotic
Neutral)
A reckless alchemist seeking rare
ingredients found only in the marsh.

LOCATIONS

1. The Bubbling Flats
A treacherous expanse of mud and
water, filled with quicksand-like pools
and hostile creatures.

2. The Whispering Thickets
A dense, foggy section of the marsh,
home to magical hazards and eerie
echoes.

3. The Pool of Wails
The epicenter of the disturbance, where
the rift churns with energy and aquatic
monsters lurk.

ENCOUNTERS

1. Swamp Predators
At the Bubbling Flats, the adventurers
face 2 Giant Frogs and 1 Water Weird.

2. Ethereal Hazards

In the Whispering Thickets, the
adventurers contend with spectral
echoes and 2 Animated Vines.

3. Battle with Nayara Moonscale

At the Pool of Wails, Nayara fights
alongside 2 Tide Myrmidons, using the
rift to summon aquatic beasts.

OvurcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, halting
the marsh’s expansion but leaving its
magic accessible.

2. Destroy the Rift

The adventurers destroy the gateway,
collapsing the Pool of Wails and ending
the disturbance.

3. Control the Rift

The adventurers claim the rift’'s power,
using it to reshape the marsh for their
OWn purposes.
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D20 RANDOM EVENTS: THE
WAILING MARSH

Roll
(1d20)

1-2

3-4

5-6

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

17-18

19-20

Event Description
A collapsing section of the thickets imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover glyphs tied to the marsh’s
origin.
A rival group seeks to exploit the marsh’s power.
The adventurers discover relics buried in the mud.
The rift’s energy creates dangerous whirlpools
nearby.
A water elemental tied to the rift offers cryptic
guidance.
The adventurers uncover evidence of past marsh-
related disasters.
The adventurers find a relic tied to the Plane of
Water.
The adventurers find a minor magical relic in the
Pool of Wails.
A divine figure intervenes, urging the adventurers to
seal or destroy the rift.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 437:

‘ C,-mk/ HE ASHEN GROVE”
A

PLoT HOOK

A once-thriving forest
has turned to ash, with
trees petrified and animals fleeing in terror.
A rift to the Elemental Plane of Fire is
consuming the land, and ash elementals
have taken root in the grove. The
adventurers must venture into the scorched
forest to neutralize the growing inferno.

Key NPCs

1. Elaris Greenbough (Elf, Neutral Good)
A druid seeking to restore the grove’s
balance and heal the surrounding
ecosystem.

2. Varak Emberthorn (Fire Genasi, Neutral
Evil)
A rogue pyromancer using the grove as a
base to summon elemental creatures for
conquest.

3. Korren Ashwalker (Human, Chaotic
Neutral)
A scavenger hoping to find rare
materials amidst the grove’s fiery
remnants.

LOCATIONS

1. The Scorched Edge
The outskirts of the grove, where flames
smolder and ash clouds obscure vision.

2. The Emberwood Core
A dense region of the grove where
petrified trees glow with inner heat,
guarded by fiery predators.

3. The Rift of Embers
The grove’s heart, where the rift pulses
with flames and ash storms swirl.

ENCOUNTERS
1. Ash Predators

At the Scorched Edge, the adventurers
face 2 Magma Mephits and ash clouds
that impose disadvantage on Perception
checks.

2. Burning Guardians
In the Emberwood Core, the adventurers
contend with 1 Fire Elemental and 2
Animated Ash Trees.

3. Battle with Varak Emberthorn
At the Rift of Embers, Varak fights
alongside 2 Infernal Myrmidons, using
the rift’s energy to summon fiery blasts.

OutcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, halting
the fire’s spread but leaving the grove in
its scorched state.

2. Destroy the Rift
The adventurers destroy the gateway,
extinguishing the flames but risking
collateral damage.

3. Control the Rift
The adventurers claim the rift's power,
using it to reshape the forest or fuel their
own endeavors.

/8



D20 RANDOM EVENTS: THE
ASHEN GROVE

Roll
(1d20) Event Description

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

3-4 The adventurers uncover glyphs tied to the grove’s
transformation.

5-6 A rival faction seeks to exploit the grove’s power.

7-8 The adventurers discover rare ember-infused relics

among the ash.

9-10 The rift’s energy triggers sudden firestorms nearby.

11-12  Afire elemental tied to the rift offers cryptic
warnings.

13-14  The adventurers uncover evidence of past disasters
in the grove.

15-16  The adventurers find a relic tied to the Plane of Fire.

17-18  The adventurers find a minor magical relic in the
Rift of Embers.

19-20 A divine figure intervenes, urging the adventurers to
seal or destroy the rift.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 438:

s’ HE WHISPERING
6 7 GEYSERS’

¢

PLoT HOOK

A once-quiet geyser field
has become unstable, spewing boiling
water and scalding steam across the
region. Strange whispers echo in the mist,
luring travelers to their deaths. The
adventurers must brave the treacherous
terrain to investigate the rift to the
Elemental Plane of Water hidden within
the geysers.

KEeY NPCs

1. Garrin Mistsoul (Water Genasi, Neutral
Good)
A hermit who seeks to protect the geyser
field and calm its elemental forces.

2. Morrik Scaldheart (Human, Neutral
Evil)
A fire sorcerer using the rift to create
volatile mixtures of water and steam to
power his destructive ambitions.

3. Sylra Fogdancer (Halfling, Chaotic
Neutral)
A traveling bard fascinated by the eerie
whispers and hoping to weave their story
into her songs.

LOCATIONS
1. The Steaming Flats

The outer edge of the geyser field, filled
with boiling pools and scalding mist that
obscures vision.

2. The Whispering Springs
A dense network of geysers where
magical creatures lurk, feeding off the
rift’s energy.

3. The Rift of Tides
The core of the geyser field, where a
swirling rift radiates elemental water
energy and draws hostile creatures.

ENCOUNTERS

1. Steam Hazards
At the Steaming Flats, the adventurers
face 2 Water Weirds and sudden geyser
eruptions.

2. Hydraulic Guardians
In the Whispering Springs, the
adventurers contend with 2 Animated
Vines and treacherous terrain.

3. Battle with Morrik Scaldheart
At the Rift of Tides, Morrik fights
alongside 2 Tide Myrmidons, using the
rift to summon boiling water jets.

OuTcOME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift,
protecting the region but leaving the
geysers active and dangerous.

2. Destroy the Rift
The adventurers destroy the gateway,
halting the whispers and eruptions but
risking catastrophic flooding.

3. Control the Rift
The adventurers claim the rift’s power,
using it to manipulate water flows for
good or ill.
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D20 RANDOM EVENTS: THE
WHISPERING GEYSERS

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 springs imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover glyphs tied to the geyser
field’s origin.
A rival faction seeks to harness the geyser’s power.
The adventurers discover relics buried in the boiling
waters.
The rift’s energy creates erratic eruptions nearby.
A water elemental tied to the rift offers cryptic
guidance.
The adventurers uncover evidence of past disasters
caused by the geysers.
The adventurers find a relic tied to the Plane of
Water.
The adventurers find a minor magical relic in the
Rift of Tides.
A divine figure intervenes, urging the adventurers to
seal or destroy the rift.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 439:

‘ C,-mk/ HE HOWLING PASS”
A

PLoT HOOK

An isolated mountain
pass has become a place
of danger as powerful winds tear through
the narrow cliffs, carrying strange whispers
and causing travelers to vanish. The
adventurers must brave the perilous winds
to find the rift to the Elemental Plane of Air
hidden within the pass and end its chaotic
influence.

Key NPCs

1. Lirith Windwhisper (Elf, Neutral Good)
A ranger familiar with the pass who
seeks to guide the adventurers to safety.

2. Kaethrix the Galecaller (Air Elemental,
Neutral Evil)
An elemental lord who aims to expand
the Plane of Air’'s dominion into the
mountains.

3. Drava Stormstride (Half-Orc, Chaotic
Neutral)
A mercenary exploiting the chaos to
ambush and rob travelers.

LOCATIONS
1. The Shrieking Cliffs

A steep, narrow trail where powerful
winds make travel treacherous and
disorienting.

2. The Echoing Grottos
A network of caves where the winds
amplify into eerie howls, filled with
magical hazards and guardians.

3. The Rift of Gales
A swirling vortex of air magic at the
heart of the pass, guarded by elemental
creatures and Kaethrix.

ENCOUNTERS

1. Wind-Bound Predators
At the Shrieking Cliffs, the adventurers
face 2 Air Elementals and unstable
footing due to high winds.

2. Ethereal Defenders
In the Echoing Grottos, the adventurers
contend with 1 Wind Myrmidon and
traps activated by gusts.

3. Battle with Kaethrix the Galecaller
At the Rift of Gales, Kaethrix fights
alongside 2 Tempest Elementals, using
the rift to unleash destructive winds.

OvutrcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift,
restoring calm to the pass but leaving
the region vulnerable to future threats.

2. Destroy the Rift
The adventurers destroy the gateway,
halting the winds but risking a collapse
of the pass.

3. Control the Rift
The adventurers harness the rift’s
power, allowing it to be used for swift
travel or other purposes.
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D20 RANDOM EVENTS: THE
HowLING PASS

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 cliffs imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover glyphs tied to the pass’s
strange winds.
A rival faction attempts to seize the rift’s power.
The adventurers discover relics buried in the cliffs.
The rift’s energy creates dangerous wind currents
nearby.
An air elemental tied to the rift offers cryptic
guidance.
The adventurers uncover evidence of past
civilizations lost in the pass.
The adventurers find a relic tied to the Plane of Air.
The adventurers find a minor magical relic in the
Rift of Gales.
A divine figure intervenes, urging the adventurers to
seal or destroy the rift.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 440:

i’ HE GLOWING
‘ 6 7\ DEPTHS”

PLoT HooOK
A vast, dark lake has
begun to glow eerily, and strange aquatic

creatures are attacking nearby villages. The

adventurers must dive into the glowing
depths to find the source of the disturbance
—a rift to the Elemental Plane of Water—
and put an end to its chaotic influence.

KeyYy NPCs

1. Merrin Deepwalker (Sea Elf, Neutral
Good)
A skilled swimmer and guide who offers
to lead the adventurers into the depths.
2. Thyssara Abysscaller (Water Genasi,
Neutral Evil)
A warlock using the rift to summon

creatures to build a submerged kingdom.

3.Joras Finsnap (Triton, Chaotic Neutral)
An opportunistic smuggler looking for
treasures hidden in the lake’s depths.

LOCATIONS
1. The Radiant Shore

The lake’s edge, where glowing water
attracts hostile creatures from the Plane
of Water.

2. The Abyssal Caverns
A network of underwater caves, teeming
with magical barriers and aggressive
aquatic life.

3. The Rifted Depths
A glowing vortex at the lake’s deepest
point, guarded by elemental creatures
and Thyssara.

ENCOUNTERS

1. Shoreline Predators
At the Radiant Shore, the adventurers
face 2 Reef Sharks and unpredictable
water surges.

2. Cavern Guardians
In the Abyssal Caverns, the adventurers
contend with 2 Water Elementals and
traps made of swirling currents.

3. Battle with Thyssara Abysscaller
At the Rifted Depths, Thyssara fights
alongside 2 Tide Myrmidons, using the
rift to summon aquatic monsters.

OvutcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift,
stopping the chaos but leaving the lake’s
glow intact.

2. Destroy the Rift
The adventurers destroy the gateway,
halting the glow but risking structural
collapse of the caverns.

3. Control the Rift
The adventurers claim the rift’s power,
using its energy for their own designs.
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D20 RANDOM EVENTS: THE
GLowIiNG DEPTHS

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 caverns imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover glyphs tied to the lake’s
glow.
A rival faction attempts to control the rift’s energy.
The adventurers discover relics at the lakebed.
The rift’s energy creates erratic water currents.
A water elemental tied to the rift offers cryptic
guidance.
The adventurers uncover evidence of past
civilizations drowned in the lake.
The adventurers find a relic tied to the Plane of
Water.
The adventurers find a minor magical relic in the
Rifted Depths.
A divine figure intervenes, urging the adventurers to
seal or destroy the rift.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 441:

‘ C,-mk/ HE TWISTED SPIRE”
A

PLoT HOoOK

The Twisted Spire, once
the tower of a renowned
mage, now emits pulses of chaotic magic
that warp the landscape and nearby
villages. The adventurers are tasked with
investigating the tower, unraveling its
mysteries, and stopping the destructive
magical surges.

Ky NPCs

1. Arden Velthorn (Human, Neutral Good)
A historian who provides insight into the
tower’s past and its original owner.

2. Xarath the Corrupted (Human, Neutral
Evil)

The tower’s former master, transformed
into a lich after failed magical
experiments.

3. Thyric Glowshade (Tiefling, Chaotic
Neutral)

An opportunistic mage scavenging the
tower’s arcane secrets for personal gain.

LOCATIONS

1. The Shimmering Grounds
The corrupted area around the spire,
where wild magic warps creatures and
terrain.

2. The Arcane Halls
A maze-like interior filled with magical
traps, animated guardians, and
remnants of failed experiments.

3. The Fractured Nexus
A hidden chamber at the tower’s peak
where a magical rift generates chaotic
energy.

ENCOUNTERS

1. Wild Magic Hazards
At the Shimmering Grounds, the
adventurers face 2 Chaos Hounds and
unpredictable magic surges.

2. Arcane Defenders
In the Arcane Halls, the adventurers
contend with 2 Animated Armors and
traps that shift corridors at random.

3. Battle with Xarath the Corrupted
At the Fractured Nexus, Xarath fights
alongside 2 Arcane Golems, using wild
magic to distort reality.

OuTcOME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, halting
the surges but leaving the tower intact
and dangerous.

2. Destroy the Rift
The adventurers destroy the rift,
collapsing the tower and ending the
chaos at the risk of losing ancient
knowledge.

3. Control the Rift
The adventurers harness the rift’s
power, gaining arcane insight but risking
its instability.
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D20 RANDOM EVENTS: THE
TWISTED SPIRE

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 glyphs tied to the spire’s
original purpose.

5-6 A rival mage seeks to claim the tower’s power.

7-8 The adventurers discover rare arcane artifacts in the
debris.

9-10 The rift’s energy creates erratic magical effects
nearby.

1112 An animated book tied to the rift offers cryptic
guidance.

13-14  The adventurers uncover evidence of past magical
experiments gone wrong.

15-16  The adventurers find a relic tied to the tower’s
history.

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

19-20  Adivine figure intervenes, urging the adventurers to
seal or destroy the rift.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 442:

=i’ HE CRIMSON
‘ 6 7\ OBSERVATORY”

PrLoT HOOK

A long-abandoned
wizard’s observatory, perched atop a
jagged cliff, now glows with an eerie red
light during every full moon. Villagers
whisper of ghosts and curses, but the true
threat lies in a corrupted planar telescope
that has opened a dangerous portal.

Key NPCs

1. Nerissa Duskwatch (Half-Elf, Neutral
Good)
A star-reader and scholar seeking to
understand the observatory’s purpose.

2. Vorrik the Starborne (Tiefling, Neutral
Evil)
A fallen mage who uses the corrupted
telescope to channel power from other
planes.

3. Kellis Moonshadow (Human, Chaotic
Neutral)
A curious rogue who hopes to loot the

observatory’s treasures despite the risks.

LOCATIONS
1. The Lunar Path

A treacherous trail up the cliff, haunted
by spectral illusions and unstable
terrain.

2. The Celestial Chamber
The observatory’s main hall, filled with
animated star charts, traps, and magical
orbs.

3. The Planar Lens
A hidden room housing the corrupted
telescope, which serves as a portal to
distant planes.

ENCOUNTERS

1. Spectral Guardians
On the Lunar Path, the adventurers face
2 Spectral Warriors and illusions that
obscure safe routes.

2. Starbound Defenders
In the Celestial Chamber, the
adventurers contend with 2 Animated
Star Maps and magical traps.

3. Battle with Vorrik the Starborne
At the Planar Lens, Vorrik fights
alongside 2 Astral Constructs, using the
portal to summon planar energy.

OuTtcoME OPTIONS

1. Seal the Portal
The adventurers stabilize the portal,
halting its energy but leaving the
telescope active and dangerous.

2. Destroy the Lens
The adventurers shatter the telescope,
closing the portal at the cost of losing the
observatory’s knowledge.

3. Control the Portal
The adventurers harness the portal’s
energy, gaining access to other planes at
a great risk.
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D20 RANDOM EVENTS: THE
CRIMSON OBSERVATORY

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 observatory imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover glyphs tied to the
telescope’s origin.
A rival group seeks to claim the observatory’s
power.
The adventurers discover star-infused relics in the
debris.
The telescope’s energy creates erratic magical
effects nearby.
A celestial spirit tied to the portal offers cryptic
guidance.
The adventurers uncover evidence of past star-
gazing rituals.
The adventurers find a relic tied to the observatory’s
history.
The adventurers find a minor magical relic at the
Planar Lens.
A divine figure intervenes, urging the adventurers to
seal or destroy the portal.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 443:

‘ cf-wk/ HE OBSIDIAN SPIRE”

Prot Hook
The Obsidian Spire, a

ENCOUNTERS

1. Shadow Constructs

towering relic of an
ancient archmage, has begun emitting dark
energy that drains life from the
surrounding area. The adventurers must
navigate its shadowy halls to uncover the
source of its corruption and put an end to
the spreading decay.

Key NPCs

1. Kaelor Nightshade (Elf, Neutral Good)
A historian who provides crucial
knowledge about the spire’s original
purpose and its creator.

2. Malrik Duskflame (Human, Neutral Evil)
A former apprentice of the spire’s
master, now warped by its dark magic.

3. Vesra Blackthorn (Tiefling, Chaotic
Neutral)

An alchemist scavenging the spire for
forbidden knowledge and rare
ingredients.

LOCATIONS

1. The Shadowed Grounds
The area surrounding the spire, cloaked
in darkness and filled with twisted,
lifeless vegetation.

2. The Cursed Halls
The spire’s interior, where magical traps
and shadowy guardians lurk in the dim
light.

3. The Abyssal Vault
A chamber deep within the spire housing
an artifact of immense power, tied to the
tower’s corruption.

In the Shadowed Grounds, the
adventurers face 2 Shadow Hounds and
creeping tendrils of dark energy.

. Cursed Defenders

In the Cursed Halls, the adventurers
contend with 2 Animated Armors
infused with necrotic magic.

. Battle with Malrik Duskflame

At the Abyssal Vault, Malrik fights
alongside 2 Shadow Elementals, using
the artifact to cast devastating spells.

OutcoME OPTIONS
1. Destroy the Artifact

The adventurers shatter the artifact,
ending the corruption but risking the
tower’s collapse.

2. Seal the Spire

The adventurers stabilize the dark
energy, halting the decay but leaving the
tower intact as a future threat.

3. Harness the Artifact

The adventurers claim the artifact’s
power, gaining dark magic at the cost of
potential corruption.
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D20 RANDOM EVENTS: THE
OBSIDIAN SPIRE

Roll
(1d20)

1-2

3-4

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 uncover glyphs tied to the spire’s
original owner.
A rival faction seeks to claim the artifact.
The adventurers discover necrotic relics amidst the
decay.
The artifact’s energy creates dangerous shadow
effects nearby.
A shadow elemental tied to the artifact offers
cryptic warnings.
The adventurers uncover evidence of the spire’s
long-lost apprentices.
The adventurers find a relic tied to the spire’s
history.
The adventurers find a minor magical relic in the
Abyssal Vault.
A divine figure intervenes, urging the adventurers to
seal or destroy the spire.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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ADVENTURE SEED 444:

‘ C,-mk/ HE STARLIT SPIRE”
A

Protr Hook

The Starlit Spire, a
beacon of celestial
energy, has suddenly begun channeling
dangerous stellar magic. The adventurers
must climb the spire to uncover the source
of the anomaly, solve its puzzles, and
prevent the magic from tearing reality
apart.

Key NPCs
1. Liora Skystar (Elf, Neutral Good)

A celestial scholar seeking to protect the
spire’s ancient magic.

2. Corath Starwrath (Human, Neutral Evil)

A fallen wizard using the spire to draw
power from distant planes.

3. Felric Moonshade (Halfling, Chaotic
Neutral)
A rogue seeking to exploit the spire’s
energies for his own ends.

LOCATIONS
1. The Glimmering Path

A starry walkway leading to the spire,
filled with illusions and celestial
guardians.

2. The Celestial Observatory
A chamber filled with magical star
charts, animated celestial orbs, and
arcane puzzles.

3. The Rifted Apex
The spire’s summit, where a planar rift
pours stellar energy into the material
world.

ENCOUNTERS

1. Celestial Beasts
At the Glimmering Path, the adventurers
face 2 Astral Lions and illusions that
obscure the route.

2. Starbound Guardians
In the Celestial Observatory, the
adventurers contend with 2 Animated
Star Maps and light-based traps.

3. Battle with Corath Starwrath
At the Rifted Apex, Corath fights
alongside 2 Astral Constructs, using the
rift to cast stellar spells.

OutcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, halting
the stellar energy but leaving the spire’s
magic unstable.

2. Destroy the Rift
The adventurers destroy the rift, halting
the anomaly but risking the spire’s
collapse.

3. Control the Rift
The adventurers claim the rift’s energy,
risking great danger to harness
interplanar power.
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D20 RANDOM EVENTS: THE
STARLIT SPIRE

Roll
(1d20)

1-2

3-4

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 uncover glyphs tied to the spire’s
celestial energy.
A rival group seeks to control the stellar magic.
The adventurers discover starry relics in the
observatory.
The rift’s energy creates dangerous light effects
nearby.
A celestial construct tied to the rift offers cryptic
guidance.
The adventurers uncover evidence of past celestial
experiments.
The adventurers find a relic tied to the spire’s
history.
The adventurers find a minor magical relic in the
Rifted Apex.
A divine figure intervenes, urging the adventurers to
seal or destroy the spire.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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ADVENTURE SEED 445:

=’ HE SILVER
‘ 6 7Y sancTum”

PLoT HoOOK

The Silver Sanctum, a
tower of shimmering metal, has fallen
silent after its protective wards began
emitting strange pulses of magical energy.
The adventurers must enter the sanctum to
solve its mysteries and prevent the unstable
magic from causing catastrophic
destruction.

KeYy NPCs

1. Ellara Brightforge (Dwarf, Neutral
Good)
A metallurgist who offers knowledge
about the sanctum’s unusual metallic
construction.

2. Karnus Wardsunder (Human, Neutral
Evil)
A rogue mage seeking to disable the
sanctum’s wards and steal its magical
secrets.

3. Myrrin Greenglow (Gnome, Chaotic
Neutral)
An inventor eager to explore the
sanctum’s mechanisms and claim them
for her experiments.

LOCATIONS

1. The Gleaming Expanse
The metallic grounds surrounding the
sanctum, where animated constructs
patrol tirelessly.

2. The Hall of Echoes
A labyrinthine interior filled with
reflective surfaces, confusing magical
effects, and traps.

3. The Core of Wards
A hidden chamber where unstable
magical energy radiates from the
sanctum’s protective core.

ENCOUNTERS

1. Metallic Defenders
At the Gleaming Expanse, the
adventurers face 2 Iron Golems and
traps triggered by motion.

2. Reflective Hazards
In the Hall of Echoes, the adventurers
contend with 2 Animated Armors and
illusions created by the reflective walls.

3. Battle with Karnus Wardsunder
At the Core of Wards, Karnus fights
alongside 2 Arcane Sentinels, using the
ward’s unstable magic to his advantage.

OutcoME OPTIONS

1. Stabilize the Wards
The adventurers repair the sanctum’s
wards, restoring safety but leaving its
secrets exposed.

2. Destroy the Core
The adventurers destroy the core,
halting the pulses but risking the
collapse of the sanctum.

3. Control the Core
The adventurers claim the core’s energy,
gaining powerful magic but risking its
volatility.
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D20 RANDOM EVENTS: THE
SILVER SANCTUM

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

7-8

9-10
11-12

13-14
15-16
17-18

19-20

Event Description
A collapsing section of the sanctum imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover glyphs tied to the
sanctum’s wards.
A rival faction seeks to harness the sanctum’s
energy.
The adventurers discover rare metallic relics in the
Hall of Echoes.
The core’s energy creates erratic pulses in the area.
An animated construct tied to the core offers cryptic
guidance.
The adventurers uncover evidence of the sanctum’s
original builders.
The adventurers find a relic tied to the sanctum’s
history.
The adventurers find a minor magical relic in the
Core of Wards.
A divine figure intervenes, urging the adventurers to
stabilize or destroy the sanctum.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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ADVENTURE SEED 446:

=g’ HE ECLIPSED
‘ 6 7Y  TOWER’

PrLoT HOOK

The Eclipsed Tower, a
structure dedicated to ancient lunar magic,
has begun to emit a dark aura that blots out
the moonlight, casting the surrounding
lands into eternal night. The adventurers
must uncover the cause of the darkness
and restore the balance of celestial magic.

Key NPCs

1. Selene Moondancer (Elf, Neutral Good)
A lunar priestess desperate to return the
moon’s light to her village.

2. Valtor Shadowweaver (Human, Neutral
Evil)

A warlock attempting to use the tower’s
power to bind celestial entities to his
will.

3. Kaela Starlight (Tiefling, Chaotic
Neutral)

A curious mage studying the
phenomenon and hoping to harness its
magic.

LOCATIONS

1. The Gloomveil
A forest surrounding the tower, cloaked
in supernatural darkness and prowled by
shadow creatures.

2. The Lunar Chamber
A grand hall in the tower filled with
enchanted mirrors and traps tied to
lunar cycles.

3. The Eclipse Nexus
The apex of the tower, where a rift to the
Plane of Shadow radiates dark energy.

ENCOUNTERS

1. Shadow Prowlers
In the Gloomveil, the adventurers face 2
Shadow Wolves and patches of magical
darkness.

2. Lunar Defenders
In the Lunar Chamber, the adventurers
contend with 2 Animated Moonlit
Statues and traps activated by moon
phases.

3. Battle with Valtor Shadowweaver
At the Eclipse Nexus, Valtor fights
alongside 2 Shadow Elementals, using
the rift to draw power from the Plane of
Shadow.

OutcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, halting
the dark aura but leaving the tower
intact.

2. Destroy the Rift
The adventurers destroy the rift, ending
the darkness but risking the collapse of
the tower.

3. Control the Rift
The adventurers claim the rift’s energy,
gaining power over shadows and
moonlight but risking instability.
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D20 RANDOM EVENTS: THE
EcLIPSED TOWER

Roll
(1d20)

1-2

3-4

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 uncover glyphs tied to the lunar
magic.
A rival mage seeks to claim the tower’s power.
The adventurers discover moonlit relics in the
Lunar Chamber.
The rift’s energy creates patches of unnatural
darkness nearby.
A celestial spirit tied to the rift offers cryptic
guidance.
The adventurers uncover evidence of lunar rituals
tied to the tower.
The adventurers find a relic tied to the tower’s
history.
The adventurers find a minor magical relic in the
Eclipse Nexus.
A divine figure intervenes, urging the adventurers to
seal or destroy the rift.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 447:

i’ HE FORGOTTEN
‘ 6 7Y PYRE

PrLoT HOOK

The Forgotten Pyre, a
towering structure of blackened stone, has
reactivated after centuries of silence.
Flames spiral around its peak, and reports
of fiery creatures descending on nearby
towns grow more frequent. The
adventurers must venture into the pyre to
uncover its secrets and stop the spread of
destruction.

KEY NPCs

1. Brynn Emberheart (Dwarf, Neutral
Good)
A blacksmith desperate to save her town
from the pyre’s fiery raids.

2. Kaelor Flameborne (Fire Genasi,
Neutral Evil)
A pyromancer who views the pyre as his
rightful inheritance and source of
ultimate power.

3. Rendric Cindermane (Tiefling, Chaotic
Neutral)
A treasure hunter eager to plunder the
pyre’s hidden relics, regardless of the
risks.

LOCATIONS

1. The Scorched Approach
A barren field of blackened earth
surrounding the pyre, littered with
molten hazards and fiery creatures.

2. The Infernal Spire
The pyre’s interior, a vertical labyrinth of
burning staircases, traps, and fiery
guardians.

3. The Eternal Flame
A blazing core at the pyre’s peak, where
ancient fire magic fuels its destructive
power.

ENCOUNTERS

1. Blazing Ambush
At the Scorched Approach, the
adventurers face 2 Magma Mephits and
patches of burning ground.

2. Infernal Guardians
In the Infernal Spire, the adventurers
contend with 2 Fire Elementals and
traps that shoot bursts of flame.

3. Battle with Kaelor Flameborne
At the Eternal Flame, Kaelor fights
alongside 2 Infernal Myrmidons, using
the pyre’s magic to summon searing
blasts.

OutcoME OPTIONS

1. Seal the Flame
The adventurers stabilize the pyre’s
magic, halting the raids but leaving its
energy intact for future use.

2. Extinguish the Pyre
The adventurers extinguish the eternal
flame, ending the threat but risking the
pyre’s collapse.

3. Control the Pyre
The adventurers claim the pyre’s power,
harnessing its fire magic for their own
purposes.

99



D20 RANDOM EVENTS: THE
FORGOTTEN PYRE

Roll
(1d20)

1-2

3-4

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing section of the pyre imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover glyphs tied to the pyre’s
fiery magic.
A rival faction seeks to claim the pyre's power.
The adventurers discover scorched relics in the
Infernal Spire.
The pyre’s energy triggers spontaneous firestorms
nearby.
A fire elemental tied to the pyre offers cryptic
guidance.
The adventurers uncover evidence of the pyre’s
ancient defenders.
The adventurers find a relic tied to the pyre’s
history.
The adventurers find a minor magical relic in the
Eternal Flame.
A divine figure intervenes, urging the adventurers to
seal or extinguish the pyre.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 4438:

‘ 6/-@:&/ HE FROSTED SPIRE”
A

Protr Hook

The Frosted Spire, a
remote tower encased in
perpetual ice, has begun emitting frigid
winds that spread unnatural cold over the
land. The adventurers must brave the
freezing conditions to reach the spire and
stop its deadly influence.

Key NPCs

1. Erynn Iceglow (Elf, Neutral Good)
A druid seeking to restore balance to the
region and protect the land from
encroaching frost.

2. Vorthal Glacierborn (White Dragonborn,
Neutral Evil)
A frost sorcerer determined to wield the
spire’s magic to conquer warmer lands.

3. Kelryn Snowcloak (Half-Orc, Chaotic
Neutral)
An explorer seeking to unlock the spire’s
icy secrets for personal gain.

LOCATIONS

1. The Frozen Expanse
An icy plain surrounding the spire, filled
with frigid winds, snow drifts, and frost
creatures.

2. The Icy Bastion
The spire’s interior, a labyrinth of frozen
halls guarded by icy traps and magical
defenses.

3. The Heart of Winter
A crystalline core at the spire’s peak,
radiating intense cold and tied to
powerful frost magic.

ENCOUNTERS

1. Icy Predators
At the Frozen Expanse, the adventurers
face 2 Winter Wolves and dangerous
snow drifts.

2. Frozen Guardians
In the Icy Bastion, the adventurers
contend with 2 Ice Elementals and traps
that shoot freezing blasts.

3. Battle with Vorthal Glacierborn
At the Heart of Winter, Vorthal fights
alongside 2 Frost Myrmidons, using the
spire’s cold to hinder the adventurers.

OuTcoOME OPTIONS

1. Seal the Core
The adventurers stabilize the spire’s
magic, halting the frost but leaving its
power intact.

2. Shatter the Core
The adventurers destroy the crystalline
core, ending the cold but risking the
spire’s collapse.

3. Control the Spire
The adventurers claim the spire’s power,
using it to wield frost magic for their
OWN purposes.
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D20 RANDOM EVENTS: THE
FROSTED SPIRE

Roll
(1d20)

1-2

3-4

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 uncover glyphs tied to the spire’s
icy origins.
A rival mage seeks to control the frost magic.
The adventurers discover relics encased in ice
within the Icy Bastion.
The spire’s energy creates sudden snowstorms
nearby.
A frost elemental tied to the spire offers cryptic
guidance.
The adventurers uncover evidence of past battles at
the spire.
The adventurers find a relic tied to the spire’s
history.
The adventurers find a minor magical relic in the
Heart of Winter.
A divine figure intervenes, urging the adventurers to
seal or shatter the spire.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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ADVENTURE SEED 449:

‘ 6,-5@,/ HE VEILED TOWER”

P/

ProT Hook

The Veiled Tower, a
mysterious structure
shrouded in constant mist, is said to hide
powerful illusions and forbidden
knowledge. Recently, travelers have
reported strange visions and
disappearances near the tower. The
adventurers must uncover the truth behind
the veil and confront the tower’s secrets.

Key NPCs

1. Arannis Moonveil (Elf, Neutral Good)
A mage who studies illusions and seeks
to unlock the tower’s mysteries to
protect others.

2. Loryn Mistshadow (Human, Neutral
Evil)
A rogue illusionist using the tower’s
magic to spread fear and gather power.

3. Selric Fogweaver (Halfling, Chaotic
Neutral)
A curious explorer captivated by the
tower’s illusory magic, hoping to use it
for entertainment.

LOCATIONS

1. The Mist-Cloaked Path
A winding trail to the tower obscured by
thick mist, where illusions disorient and
mislead.

2. The Hall of Phantoms
The tower’s interior, filled with shifting
walls, false doors, and spectral
guardians.

3. The Chamber of Reflection
A hidden room where a powerful illusion
nexus distorts reality and conceals
dangerous truths.

ENCOUNTERS

1. Illusory Hazards
On the Mist-Cloaked Path, the
adventurers face 2 Mist Phantoms and
illusions that lead them astray.

2. Phantom Guardians
In the Hall of Phantoms, the adventurers
contend with 2 Animated Illusions and
traps that create false realities.

3. Battle with Loryn Mistshadow
In the Chamber of Reflection, Loryn
fights alongside 2 Mirage Constructs,
using the illusion nexus to create
powerful deceptions.

OvurcoME OPTIONS

1. Dispel the Nexus
The adventurers dispel the nexus,
ending the illusions but leaving the
tower vulnerable to future misuse.

2. Destroy the Nexus
The adventurers destroy the nexus,
halting the illusions but risking the
collapse of the tower.

3. Control the Nexus
The adventurers claim the nexus’s
power, gaining mastery over illusions at
a potential cost.
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D20 RANDOM EVENTS: THE
VEILED TOWER

Roll
(1d20)

1-2

3-4

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 uncover glyphs tied to the tower’s
illusory magic.
A rival illusionist seeks to control the nexus.
The adventurers discover relics tied to illusion
magic in the Hall of Phantoms.
The nexus’s energy creates disorienting mirages
nearby.
An illusion tied to the nexus offers cryptic guidance.
The adventurers uncover evidence of past tragedies
tied to the tower.
The adventurers find a relic tied to the tower’s
history.
The adventurers find a minor magical relic in the
Chamber of Reflection.
A divine figure intervenes, urging the adventurers to
dispel or destroy the nexus.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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‘ C,-mk/ HE RUNED SPIRE”
A

Prot Hook

The Runed Spire,
covered in glowing
ancient glyphs, has become a focal point for
magical anomalies that spread chaos
across the region. The adventurers must
decipher the runes, survive the spire’s
defenses, and uncover the source of its
volatile magic.

Ky NPCs

1. Lorian Runekeep (Dwarf, Neutral Good)
An expert on ancient glyphs who aids the
adventurers with translations and
advice.

2. Verrik Spellbinder (Human, Neutral
Evil)

A rogue spellcaster attempting to use the
runes to amplify his magical power.

3. Kesslyn Brightflare (Tiefling, Chaotic
Neutral)

An arcane scholar with a keen interest in
studying the runes for her own gain.

LOCATIONS

1. The Runed Approach
The base of the spire, where glowing
glyphs animate traps and guardians to
protect the tower.

2. The Glyphbound Halls
A twisting maze of rooms and corridors
filled with magical defenses and traps
activated by the runes.

3. The Nexus Chamber
A central chamber where the runes
converge around an ancient magical
device emitting dangerous energy.

ENCOUNTERS

1. Runed Guardians
At the Runed Approach, the adventurers
face 2 Animated Armors powered by
glowing glyphs.

2. Glyph Hazards
In the Glyphbound Halls, the
adventurers contend with 2 Arcane
Sentinels and glyphs that trigger bursts
of elemental magic.

3. Battle with Verrik Spellbinder
In the Nexus Chamber, Verrik fights
alongside 2 Runed Constructs, using the
device to amplify his spells.

OurcoME OPTIONS

1. Seal the Nexus
The adventurers stabilize the magical
device, halting the chaos but leaving the
spire vulnerable to future misuse.

2. Destroy the Nexus
The adventurers destroy the device,
ending the anomalies but risking the
collapse of the spire.

3. Control the Nexus
The adventurers claim the device’s
power, using its energy for their own
purposes at a potential cost.
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D20 RANDOM EVENTS: THE
RUNED SPIRE

Roll
(1d20)

1-2

3-4

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 uncover glyphs tied to the spire’s
ancient origins.
A rival faction seeks to control the spire’s magic.
The adventurers discover relics tied to the runes in
the Glyphbound Halls.
The nexus’s energy triggers bursts of elemental
magic nearby.
A guardian tied to the runes offers cryptic guidance.
The adventurers uncover evidence of the spire’s
original creators.
The adventurers find a relic tied to the spire’s
history.
The adventurers find a minor magical relic in the
Nexus Chamber.
A divine figure intervenes, urging the adventurers to
seal or destroy the nexus.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD

106



ADVENTURE SEED 451:

‘ GMM HE CRACKED SPIRE”

Pror Hook

The Cracked Spire, an
ancient tower split by a
magical cataclysm, now leaks unstable
arcane energy into the surrounding region.
Strange phenomena plague the nearby
village, and the adventurers must climb the
fractured tower to uncover the source of its
instability and prevent further destruction.

Key NPCs

1. Elaren Riftbinder (Half-Elf, Neutral
Good)
A mage seeking to stabilize the tower’s
fractured magic to protect the region.

2. Gorthan the Shattered (Tiefling, Neutral
Evil)
A rogue spellcaster attempting to use the
instability to power dangerous
experiments.

3. Morrik Gravelock (Dwarf, Chaotic
Neutral)
A treasure hunter hoping to exploit the
cracked spire’s magical relics for profit.

LOCATIONS

1. The Splintered Grounds
The area around the spire, filled with
chasms and erratic magical surges.

2. The Shattered Levels
The spire’s crumbling interior, where
debris and arcane traps hinder progress.

3. The Fracture Core
A glowing rift at the spire’s apex,
radiating unstable magic and guarded by
Gorthan.

ENCOUNTERS
1. Magical Anomalies

In the Splintered Grounds, the
adventurers face 2 Chaos Elementals
and unstable energy bursts.

2. Falling Hazards
In the Shattered Levels, the adventurers
contend with collapsing debris and 2
Animated Armors.

3. Battle with Gorthan the Shattered
At the Fracture Core, Gorthan fights
alongside 2 Rift Sentinels, using the
unstable energy to fuel chaotic spells.

OuTtcoME OPTIONS

1. Stabilize the Rift
The adventurers repair the spire’s
magic, halting the anomalies but leaving
the tower intact.

2. Destroy the Rift
The adventurers collapse the core,
ending the chaos but risking the tower’s
total destruction.

3. Control the Rift
The adventurers harness the unstable
energy, gaining immense power but
risking catastrophic consequences.
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CRACKED 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 spire imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover glyphs tied to the tower’s
ancient wards.
A rival mage seeks to exploit the unstable energy.
The adventurers discover relics among the debris.
The rift’s energy creates sudden magical surges
nearby.
A spectral guardian tied to the rift offers cryptic
warnings.
The adventurers uncover evidence of the spire’s
cataclysmic history.
The adventurers find a relic tied to the spire’s
magic.
The adventurers find a minor magical relic in the
Fracture Core.
A divine figure intervenes, urging the adventurers to
stabilize or destroy the rift.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 Prismatic Spire, a
multicolored tower constructed by a long-
dead archmage, has begun projecting
beams of light that disorient travelers and
disrupt magic. The adventurers must enter
the spire to unravel its secrets and stop the
light from spreading further chaos.

Key NPCs

1. Alyra Sunbright (Elf, Neutral Good)
A scholar of light magic who provides
insight into the spire’s origins and
mechanisms.

2. Zorath Prismcaster (Human, Neutral
Evil)
A wizard seeking to master the prismatic
energies to dominate other mages.

3. Felric Lightweaver (Halfling, Chaotic
Neutral)
An eccentric bard attempting to harness
the tower’s light for artistic purposes.

LOCATIONS

1. The Radiant Path
The spire’s entrance, where magical
light traps and illusions mislead
intruders.

2. The Spectrum Halls
A maze of chambers filled with reflective
surfaces and animated constructs.

3. The Lightforge Chamber
The spire’s heart, where a massive
crystal generates powerful beams of
prismatic magic.

ENCOUNTERS

1. Light Guardians
At the Radiant Path, the adventurers
face 2 Radiant Constructs and traps of
refracted light.

2. Prismatic Hazards
In the Spectrum Halls, the adventurers
contend with 2 Animated Mirrors and
illusions that confuse their path.

3. Battle with Zorath Prismcaster
In the Lightforge Chamber, Zorath fights
alongside 2 Crystal Golems, using the
spire’s light to enhance his spells.

OutcoME OPTIONS

1. Shatter the Crystal
The adventurers destroy the lightforge,
ending the beams but risking the
collapse of the spire.

2. Stabilize the Lightforge
The adventurers repair the mechanisms,
halting the chaos while preserving the
spire.

3. Control the Spire
The adventurers harness the prismatic
magic, gaining its power at a cost of its
dangerous influence.
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D20 RANDOM EVENTS: THE
PRISMATIC SPIRE

Roll
(1d20) Event Description

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

3-4 The adventurers uncover glyphs tied to the spire’s
prismatic light.

5-6 A rival faction seeks to control the spire’s magic.

7-8 The adventurers discover relics that refract magic in

the Spectrum Halls.

9-10 The lightforge emits chaotic beams nearby.

11-12 A guardian tied to the spire offers cryptic guidance.

13-14  The adventurers uncover evidence of the spire’s
original creators.

15-16  The adventurers find a relic tied to the spire’s light
magic.

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

19-20  Adivine figure intervenes, urging the adventurers to
stabilize or destroy the spire.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD

110



ADVENTURE SEED 453:

i’ HE TIME-TWISTED
‘ 6 7\ SPIRE’
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The Time-Twisted Spire,
long forgotten in the mists of history, has
begun warping time in its vicinity.
Travelers report events repeating
themselves, and ancient soldiers appear as
if resurrected. The adventurers must
venture into the spire to uncover its secrets
and stabilize the flow of time.

Key NPCs

1. Veyra Chronos (Human, Neutral Good)
A historian specializing in temporal
magic, eager to prevent further time
disruptions.

2. Kaelor Timeweaver (Elf, Neutral Evil)
A rogue chronomancer hoping to use the
tower’s power to rewrite the past to his
advantage.

3. Zylen Clockshade (Tiefling, Chaotic
Neutral)

An eccentric inventor fascinated by the
temporal distortions, seeking to study
them at any cost.

LOCATIONS

1. The Shifting Approach
A path leading to the spire where time
loops and illusions disorient travelers.

2. The Frozen Hallways
The spire’s interior, filled with rooms
where time stands still or speeds up
unpredictably.

3. The Temporal Nexus
The tower’s core, housing a powerful
device that manipulates the flow of time.

ENCOUNTERS

1. Temporal Hazards
At the Shifting Approach, the
adventurers face 2 Spectral Soldiers and
traps that loop their movements.

2. Chronal Guardians
In the Frozen Hallways, the adventurers
contend with 2 Time Elementals and
areas of altered time.

3. Battle with Kaelor Timeweaver
At the Temporal Nexus, Kaelor fights
alongside 2 Chronal Constructs, using
time magic to hinder and confuse the
adventurers.

OurcoME OPTIONS

1. Stabilize the Nexus
The adventurers repair the nexus,
halting the time anomalies but leaving
the tower intact.

2. Destroy the Device
The adventurers destroy the temporal
device, ending the distortions but risking
the spire’s collapse.

3. Control the Nexus
The adventurers claim the nexus’s
power, gaining the ability to manipulate
time at a dangerous cost.
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TIME-TWISTED 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 uncover glyphs tied to the spire’s
temporal magic.
A rival mage seeks to exploit the spire’s time-
altering abilities.
The adventurers discover relics that slow or hasten
time in the Frozen Hallways.
The nexus’s energy creates chaotic time loops
nearby.
A guardian tied to the nexus offers cryptic guidance.
The adventurers uncover evidence of past events
locked in the tower.
The adventurers find a relic tied to the spire’s
temporal magic.
The adventurers find a minor magical relic in the
Temporal Nexus.
A divine figure intervenes, urging the adventurers to
stabilize or destroy the nexus.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD

112



ADVENTURE SEED 454:

i’ HE WHISPERING
‘ 6 7\l TOWER’
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The Whispering Tower,
said to hold the voices of long-dead
wizards, has reawakened, broadcasting
cryptic and maddening whispers to the
surrounding area. The adventurers must
climb the tower, decipher its secrets, and
stop the whispers before they drive nearby
villages to ruin.

Key NPCs

1. Elenya Whisperbane (Elf, Neutral Good)
A priestess seeking to silence the tower’s
maddening influence to protect her
people.

2. Xarath Voidtongue (Human, Neutral
Evil)
A warlock trying to harness the tower’s
whispers to summon eldritch power.

3. Lorien Shadowsong (Half-Elf, Chaotic
Neutral)
A bard fascinated by the whispers,
hoping to uncover their meaning for
inspiration.

LOCATIONS
1. The Echoing Woods

A forest surrounding the tower where
whispers disorient and confuse travelers.

2. The Hall of Voices
The tower’s interior, filled with magical
wards, spectral guardians, and eerie
echoes.

3. The Whispering Core
The spire’s apex, where an ancient relic
amplifies the whispers and radiates dark
energy.

ENCOUNTERS

1. Disorienting Hazards
In the Echoing Woods, the adventurers
face 2 Spectral Guardians and areas of
magical confusion.

2. Vocal Traps
In the Hall of Voices, the adventurers
contend with 2 Animated Wards and
sound-based traps.

3. Battle with Xarath Voidtongue
At the Whispering Core, Xarath fights
alongside 2 Voidborn Constructs, using
the relic to cast maddening spells.

OurcoME OPTIONS

1. Silence the Relic
The adventurers disable the relic, ending
the whispers but leaving the tower’s dark
history intact.

2. Destroy the Core
The adventurers destroy the relic,
silencing the whispers but risking the
tower’s structural collapse.

3. Control the Relic
The adventurers claim the relic’s power,
gaining access to its secrets but risking
their sanity.
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D20 RANDOM EVENTS: THE
WHISPERING TOWER

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 uncover glyphs tied to the tower’s
origins.
A rival warlock seeks to harness the relic.
The adventurers discover relics related to sound
magic in the Hall of Voices.
The whispers create chaotic mental effects nearby.
A spectral entity tied to the relic offers cryptic
guidance.
The adventurers uncover evidence of the tower’s
former occupants.
The adventurers find a relic tied to the tower’s
whispering magic.
The adventurers find a minor magical relic in the
Whispering Core.
A divine figure intervenes, urging the adventurers to
silence or destroy the relic.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD

114



ADVENTURE SEED 455:

~=h” HE STORMCALLER’S
‘ 6 VAl SPIRE”
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The Stormcaller’s Spire,
perched high atop a jagged mountain, has
become the epicenter of violent storms that
threaten the surrounding region. The
adventurers must scale the mountain,
brave the spire’s defenses, and uncover the
reason for the unrelenting tempests.

KEeY NPCs

1. Gale Windspire (Aarakocra, Neutral
Good)

A sky druid seeking to calm the storms
and restore balance to the skies.

2. Talon Skywrath (Human, Neutral Evil)
A lightning mage using the spire’s power
to fuel his destructive ambitions.

3. Brellyn Stormtamer (Halfling, Chaotic
Neutral)

An airship captain drawn to the spire in
hopes of exploiting its winds for rapid
travel.

LOCATIONS

1. The Windswept Ascent
The perilous climb to the spire, where
strong winds, avalanches, and hostile
creatures impede progress.

2. The Cloudlit Halls
The spire’s interior, filled with storm-
powered traps and electrical hazards.

3. The Eye of Storms
The tower’s peak, where a rift to the
Plane of Air fuels the unending
tempests.

ENCOUNTERS

1. Wind-Bound Predators
At the Windswept Ascent, the
adventurers face 2 Air Elementals and
hazards caused by intense winds.

2. Storm Defenders
In the Cloudlit Halls, the adventurers
contend with 2 Animated Storm
Constructs and lightning traps.

3. Battle with Talon Skywrath
At the Eye of Storms, Talon fights
alongside 2 Tempest Elementals, using
the rift’s energy to summon lightning
strikes.

OuTtcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, halting
the storms but leaving the spire’s power
intact.

2. Destroy the Rift
The adventurers destroy the gateway,
ending the tempests but risking the
spire’s collapse.

3. Control the Rift
The adventurers claim the rift's power,
harnessing it for their own use but
risking its instability.
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STORMCALLER’S 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 uncover glyphs tied to the storms’
origins.
A rival faction seeks to control the spire’s power.
The adventurers discover storm-forged relics in the
Cloudlit Halls.
The rift’s energy creates erratic lightning strikes
nearby.
A guardian tied to the rift offers cryptic guidance.
The adventurers uncover evidence of the spire’s
former defenders.
The adventurers find a relic tied to the spire’s storm
magic.
The adventurers find a minor magical relic in the
Eye of Storms.
A divine figure intervenes, urging the adventurers to
seal or destroy the rift.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 Bloodrun Tower,
once a sanctuary for healing magic, now
radiates a malevolent aura. Reports of
corrupted creatures and vampiric
phenomena have spread from the tower’s
shadow. The adventurers must brave the
tower to uncover its sinister transformation
and end the threat.

Ky NPCs

1. Celyne Brightwell (Human, Neutral
Good)

A healer who hopes to purify the tower
and restore its original purpose.

2. Morgath Bloodshade (Elf, Neutral Evil)
A necromancer using the tower’s
corrupted magic to create an army of
bloodbound thralls.

3. Veylin Darkmoor (Tiefling, Chaotic
Neutral)

A rogue spellcaster seeking forbidden
knowledge hidden in the tower.

LOCATIONS

1. The Blood-Stained Fields
The land surrounding the tower, where
corrupted wildlife and magical blood
traps abound.

2. The Crimson Halls
The tower’s interior, filled with blood-
themed traps, undead thralls, and eerie
red light.

3. The Heart of Corruption
A pulsating chamber deep within the
tower, where the source of the
corruption resides.

ENCOUNTERS
1. Bloodbound Beasts

At the Blood-Stained Fields, the
adventurers face 2 Corrupted Wolves
and traps that drain vitality.

. Crimson Defenders

In the Crimson Halls, the adventurers
contend with 2 Blood Elementals and
animated blood fountains.

. Battle with Morgath Bloodshade

At the Heart of Corruption, Morgath
fights alongside 2 Vampire Thralls,
using the tower’s magic to siphon the
adventurers’ strength.

OutrcoME OPTIONS
1. Purify the Heart

The adventurers cleanse the source of
corruption, restoring the tower’s original
magic.

. Destroy the Heart

The adventurers destroy the source,
ending the corruption but risking the
tower’s collapse.

. Control the Heart

The adventurers claim the tower’s
corrupted magic, gaining forbidden
power at a cost.
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BLOODRUN TOWER

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 uncover glyphs tied to the tower’s
healing origins.
A rival necromancer seeks to harness the
corruption.
The adventurers discover relics tied to blood magic
in the Crimson Halls.
The tower’s energy creates dangerous blood surges
nearby.
An undead guardian tied to the corruption offers
cryptic warnings.
The adventurers uncover evidence of the tower’s
original healers.
The adventurers find a relic tied to the tower’s
healing magic.
The adventurers find a minor magical relic in the
Heart of Corruption.
A divine figure intervenes, urging the adventurers to
purify or destroy the source.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 Glass Spire, a
shimmering tower of
enchanted crystal, has begun projecting
deadly beams of light across the
surrounding landscape. Nearby settlements
are blinded, and crops are scorched. The
adventurers must scale the spire to uncover
the source of its volatile energy and stop
the destruction.

Key NPCs
1. Veyna Shardkeeper (Elf, Neutral Good)
A crystal mage who seeks to stabilize the
tower’s magic and prevent further harm.
2. Karnor Prismblade (Human, Neutral
Evil)
A rogue enchanter using the spire to
harness its power for his own conquests.
3. Lirra Glowshard (Gnome, Chaotic
Neutral)
An eccentric artificer hoping to claim
fragments of the spire for her inventions.

LOCATIONS

1. The Shattered Expanse
The glass-strewn grounds around the
spire, where sharp shards and magical
reflections create hazards.

2. The Prism Halls
The spire’s interior, a labyrinth of
glowing crystals that refract and distort
light.

3. The Radiant Core
A pulsating chamber at the top of the
spire, where a massive crystal generates
beams of energy.

ENCOUNTERS

1. Shattered Guardians
At the Shattered Expanse, the
adventurers face 2 Glass Golems and
hazards from reflective surfaces.

2. Prismatic Constructs
In the Prism Halls, the adventurers
contend with 2 Animated Crystals and
traps triggered by refracted light.

3. Battle with Karnor Prismblade
At the Radiant Core, Karnor fights
alongside 2 Crystal Sentinels, using the
spire’s magic to summon searing light
attacks.

OvutcoME OPTIONS

1. Stabilize the Core
The adventurers repair the core, halting
the destructive beams but leaving the
spire intact.

2. Shatter the Core
The adventurers destroy the crystal,
ending the beams but risking the spire’s
collapse.

3. Control the Core
The adventurers claim the core’s power,
gaining access to its energy but risking
instability.
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D20 RANDOM EVENTS: THE
GLASS SPIRE

Roll
(1d20) Event Description

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

3-4 The adventurers uncover glyphs tied to the spire’s
crystal origins.

5-6 A rival mage seeks to control the spire’s energy.

7-8 The adventurers discover light-reflecting relics in

the Prism Halls.

9-10 The spire’s energy creates erratic bursts of light
nearby.

11-12 A crystalline guardian tied to the spire offers cryptic
guidance.

13-14  The adventurers uncover evidence of the spire’s
original purpose.

15-16  The adventurers find a relic tied to the spire’s light
magic.

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

19-20  Adivine figure intervenes, urging the adventurers to
stabilize or destroy the core.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD

120



ADVENTURE SEED 458:

‘ C,-mk/ HE ABYSSAL SPIRE”
A

Prot Hook
The Abyssal Spire, a
dark tower that pierces
the sky, is a nexus of shadow magic that
has begun leaking into the surrounding
world. Creatures of shadow stalk the
region, and the adventurers must ascend
the spire to confront the darkness within.

Key NPCs

1. Selara Moonveil (Elf, Neutral Good)
A shadow mage determined to seal the
spire and prevent further incursions.

2. Malzeth Nightshade (Tiefling, Neutral
Evil)
A warlock attempting to harness the
spire’s power to ascend to godhood.

3. Kellin Darkstep (Human, Chaotic
Neutral)
A shadow-dancer looking to plunder the
spire’s secrets for their own mysterious
agenda.

LOCATIONS

1. The Shadowed Plains
The darkened lands around the spire,
prowled by shadow wolves and filled
with magical darkness.

2. The Gloaming Labyrinth
A twisting maze of shadow-infused halls,
filled with traps and spectral guardians.

3. The Void Nexus
A pulsating core of darkness at the

spire’s peak, connected to the Plane of
Shadow.

ENCOUNTERS

1. Shadow Predators
In the Shadowed Plains, the adventurers
face 2 Shadow Hounds and creeping
magical darkness.

2. Spectral Guardians
In the Gloaming Labyrinth, the
adventurers contend with 2 Shadow
Elementals and traps that drain light.

3. Battle with Malzeth Nightshade
At the Void Nexus, Malzeth fights
alongside 2 Void Sentinels, using the
spire’s magic to cast powerful shadow
spells.

OutcoME OPTIONS

1. Seal the Nexus
The adventurers stabilize the shadow
nexus, halting the darkness but leaving
the spire intact.

2. Destroy the Nexus
The adventurers destroy the core, ending
the shadow incursions but risking the
tower’s collapse.

3. Control the Nexus
The adventurers claim the nexus’s
power, gaining control over shadow
magic at a great cost.
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ABYSSAL 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 uncover glyphs tied to the spire’s
shadow magic.
A rival warlock seeks to control the nexus.
The adventurers discover relics of shadow magic in
the Gloaming Labyrinth.
The spire’s energy creates zones of magical
darkness nearby.
A spectral entity tied to the spire offers cryptic
guidance.
The adventurers uncover evidence of the spire’s
original creators.
The adventurers find a relic tied to the spire’s
shadow magic.
The adventurers find a minor magical relic in the
Void Nexus.
A divine figure intervenes, urging the adventurers to
stabilize or destroy the nexus.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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Pror Hook

The Singing Spire, a
tower of resonating
stone, hums with a melody that grows
louder with each passing day. The sounds
are mesmerizing yet dangerous, drawing
creatures and travelers to their doom. The
adventurers must uncover the origin of the
melody and silence it before it spreads
further chaos.

Key NPCs

1. Lyria Songweaver (Half-Elf, Neutral
Good)

A bard who believes the spire’s song
holds the key to an ancient magic.

2. Morvin Dirgecall (Human, Neutral Evil)
A necromancer using the melody to
awaken the dead for his growing army.

3. Velka Whispernote (Gnome, Chaotic
Neutral)

A curious musician eager to capture the
melody and weave it into her
compositions.

LOCATIONS

1. The Resonant Grove
A forest surrounding the spire, where
sound waves disorient travelers and lure
creatures.

2. The Echoing Halls
The spire’s interior, filled with chambers
that amplify sound and magical traps.

3. The Harmonic Core
The tower’s apex, where a magical
tuning fork generates the melody.

ENCOUNTERS

1. Luring Creatures
In the Resonant Grove, the adventurers
face 2 Enchanted Songbirds and traps
that create bursts of sonic energy.

2. Echoing Defenders
In the Echoing Halls, the adventurers
contend with 2 Harmonic Constructs
and traps that amplify sound to
deafening levels.

3. Battle with Morvin Dirgecall
At the Harmonic Core, Morvin fights

alongside 2 Resonant Wraiths, using the

spire’s magic to amplify his necrotic
spells.

OvurcoME OPTIONS

1. Silence the Core
The adventurers stabilize the core,
halting the melody but leaving the spire
intact.

2. Destroy the Core
The adventurers shatter the tuning fork,
ending the song but risking the tower’s
collapse.

3. Control the Melody

The adventurers claim the core’s power,

gaining control over sound magic at a
potential cost.
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SINGING SPIRE

Roll
(1d20) Event Description

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

3-4 The adventurers uncover glyphs tied to the spire’s
melody.

5-6 A rival bard seeks to harness the melody.

7-8 The adventurers discover sound-amplifying relics in
the Echoing Halls.

9-10 The melody creates disorienting sound waves
nearby.

11-12 A spectral bard tied to the melody offers cryptic
warnings.

13-14  The adventurers uncover evidence of the spire’s
original creators.

15-16  The adventurers find a relic tied to the spire’s
sound magic.

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

19-20  Adivine figure intervenes, urging the adventurers to
silence or destroy the core.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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The Iron Spire, a
massive tower forged of
blackened steel, has become magnetized,
pulling metal objects—and even
adventurers—toward it. The adventurers
must ascend the spire to uncover the
source of its magnetic force and disable it
before it causes further devastation.

KEeYy NPCs

1. Durvan Ironhold (Dwarf, Neutral Good)
A blacksmith worried about the spire’s
effect on nearby forges and tools.

2. Vorrak Steelbinder (Orc, Neutral Evil)
A warlord attempting to use the spire’s
magnetism to arm his forces.

3. Keltria Forgeglow (Gnome, Chaotic
Neutral)

A tinkerer fascinated by the spire’s
unique properties, hoping to replicate its
effects.

LOCATIONS

1. The Scrap-Field
A wasteland of rusted metal surrounding
the spire, where magnetic hazards and
animated constructs roam.

2. The Forged Halls
The spire’s interior, filled with moving
metal walls, traps, and magnetized
enemies.

3. The Magnetic Core
The tower’s peak, housing a massive
magnetized sphere that generates the
spire’s energy.

ENCOUNTERS

1. Scrap Guardians
In the Scrap-Field, the adventurers face
2 Iron Golems and hazards from flying
metal shards.

2. Magnetic Defenders
In the Forged Halls, the adventurers
contend with 2 Animated Armors and
traps that pull weapons out of
adventurers’ hands.

3. Battle with Vorrak Steelbinder
At the Magnetic Core, Vorrak fights
alongside 2 Steel Sentinels, using the
magnetized sphere to manipulate the
environment.

OuTtcoME OPTIONS

1. Disable the Sphere
The adventurers deactivate the sphere,
halting the magnetism but leaving the
spire intact.

2. Destroy the Sphere
The adventurers destroy the core, ending
the magnetism but risking the spire’s
collapse.

3. Control the Magnetism
The adventurers claim the sphere’s
power, gaining control over metal at a
potential cost.
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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 spire imposes
disadvantage on Dexterity saves for an hour.
The adventurers uncover glyphs tied to the spire’s
magnetic energy.
A rival warlord seeks to control the spire’s
magnetism.
The adventurers discover magnetized relics in the
Forged Halls.
The sphere’s energy creates erratic magnetic fields
nearby.
A metallic guardian tied to the sphere offers cryptic
warnings.
The adventurers uncover evidence of the spire’s
original creators.
The adventurers find a relic tied to the spire’s
magnetic power.
The adventurers find a minor magical relic in the
Magnetic Core.
A divine figure intervenes, urging the adventurers to
disable or destroy the sphere.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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PrLoT HoOOK

A massive, otherworldly
beast has emerged from a shattered rift
deep in the forest. Its presence twists the
environment, creating an aura of fear and
chaos. The adventurers must track the
beast, confront its destructive rampage,
and close the rift to prevent further
incursions.

Key NPCs

1. Erynn Thornwood (Elf, Neutral Good)
A ranger desperate to protect the forest
from the beast’s corruption.

2. Kaelor Riftclaw (Tiefling, Neutral Evil)
A warlock hoping to bind the beast to his
will to gain unmatched power.

3. Velric Wayward (Human, Chaotic
Neutral)

A curious scholar eager to study the rift
and the beast, regardless of the risk.

LOCATIONS
1. The Corrupted Glade

The forest surrounding the rift, twisted
with unnatural growths and prowling
with lesser rift-spawn.

2. The Rift Gate
The broken remnants of a once-dormant
planar gateway, now a seething hole in
reality.

3. The Beast’s Lair
A hidden cavern where the beast retreats
to recuperate and gather strength.

ENCOUNTERS

1. Rift-Touched Creatures
In the Corrupted Glade, the adventurers
face 2 Rift Hounds and hazardous
terrain created by the beast’s corruption.

2. Planar Hazards
Near the Rift Gate, the adventurers
contend with 2 Rift Spawn and surges of
chaotic energy that alter the
environment.

3. Battle with the Beast
In the Beast’s Lair, the adventurers
confront The Rift Beast, a colossal
aberration with powerful tentacles and
planar abilities.

OutcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, halting
further incursions but leaving the beast’s
influence lingering.

2. Destroy the Rift
The adventurers destroy the rift entirely,
severing its connection but risking
instability to the surrounding area.

3. Control the Rift
The adventurers harness the rift’s
power, using it for their own ends but
risking corruption.
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GATE

Roll
(1d20)
1-2
3-4

5-6
7-8

9-10

iiiz]Z
13-14
15-16
1718

19-20

Event Description
The rift flares, summoning another smaller creature
to the area.
A surge of planar energy alters the adventurers’
spells in unpredictable ways.
A rival faction attempts to claim the beast’s power.
The adventurers discover planar crystals in the
glade, faintly humming with magic.
The beast lets out a psychic scream, creating waves
of fear.
A rift-touched druid warns the adventurers of
greater threats beyond the gate.
A hidden cache near the rift reveals lost relics of a
previous adventurer.
The rift creates temporary duplicates of the
adventurers, leading to a surreal encounter.
The adventurers find a magical ward etched into the
forest, partly holding back the beast’s power.
A celestial entity appears, urging the adventurers to
seal or destroy the rift.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD

129



ADVENTURE SEED 462:

~=tins” HE VOIDCALLER’S
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PLoT HOOK

A mysterious cult has
gathered near a recently opened rift in the
mountains, summoning creatures from the
Void to do their bidding. The adventurers
must infiltrate the cult’s hideout, deal with
its leaders, and close the rift before the
region is overrun by Void-born horrors.

KEeyYy NPCs

1. Thalys Blackcloaks (Half-Elf, Neutral
Evil)
The charismatic cult leader
orchestrating the summoning rituals to
gain dominion over the material plane.
2. Eryss Mournshade (Human, Neutral
Good)
A defector from the cult seeking
redemption by aiding the adventurers.
3. Velric Gloomweaver (Tiefling, Chaotic
Neutral)
A rival sorcerer hoping to steal the
Void’s secrets from the cult for his own
experiments.

LOCATIONS
1. The Rift Canyon

A treacherous valley leading to the cult’s
hideout, filled with traps and minor rift-
spawn.

2. The Voidcaller’s Sanctum
A fortified cave where the cult performs
their summoning rituals, guarded by
loyal followers.

3. The Rift Chamber
A darkened cavern housing a massive
Void rift, pulsing with chaotic energy and
surrounded by eldritch creatures.

ENCOUNTERS

1. Cult Ambush
In the Rift Canyon, the adventurers face
4 Cultists and 2 Rift Hounds lying in
wait among the rocky outcrops.

2. Ritual Defenders
In the Voidcaller’s Sanctum, the
adventurers contend with 2 Cult
Fanatics and traps designed to slow
intruders.

3. Battle with Thalys Blackcloaks
At the Rift Chamber, Thalys fights
alongside 2 Void Terrors, using the rift’s
power to summon additional horrors.

OuTtcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, cutting
off the cult’s access to the Void.

2. Destroy the Rift
The adventurers destroy the rift, but the
backlash threatens to collapse the entire
cave system.

3. Control the Rift
The adventurers harness the rift’s
power, potentially drawing the attention
of greater Void entities.
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Roll
(1d20) Event Description

1-2 A surge of Void energy briefly alters gravity in the
area.

3-4 The adventurers find cryptic notes detailing future
summoning rituals.

5-6 A riftborn creature stalks the adventurers, attacking
when they’re vulnerable.

7-8 The cult’s supplies include alchemical components
and a minor magical item.

9-10 The rift pulses, creating a momentary planar
overlap that disorients everyone nearby.

11-12 A captured villager in the canyon offers information
about the cult’s defenses.

13-14  The adventurers discover a protective ward
fragment left by a previous party.

15-16  Arrival cultist faction attempts to disrupt Thalys’s
plans, causing chaos.

17-18  The Void whispers secrets to one of the
adventurers, offering cryptic guidance.

19-20 A celestial guardian briefly manifests, urging the

adventurers to seal the rift.

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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~=fins” HE LOST CITY OF
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PLoT HOOK

Deep in the desert lies

the ruined city of Ashral, now consumed by

an enormous rift. Creatures from an
unknown dimension roam the streets, and
the city’s buried treasures tempt
adventurers from across the land. The
adventurers must navigate the city’s
dangers, confront the riftborn creatures,
and decide the fate of Ashral.

Key NPCs

1. Saryssa Dunestrider (Human, Neutral
Good)
An archaeologist hoping to preserve the
city’s history while dealing with the rift.

2. Xorrath the Riftbinder (Dragonborn,
Neutral Evil)
A powerful sorcerer seeking to merge
the rift’'s dimension with the material
plane.

3. Kelyn Sandwhisper (Halfling, Chaotic
Neutral)
A treasure hunter drawn to Ashral by
rumors of magical artifacts.

LOCATIONS

1. The Shifting Sands
The desert surrounding Ashral, filled
with quicksand, hostile creatures, and
extreme heat.

2. The Ruined Streets
The city’s crumbling pathways, haunted
by riftborn predators and traps left by its
ancient inhabitants.

3. The Rift Temple
A massive structure housing the rift,
where Xorrath performs dark rituals to
expand its reach.

ENCOUNTERS

1. Desert Ambush
In the Shifting Sands, the adventurers
face 2 Sand Elementals and 1 Riftborn
Stalker.

2. Rift Predators
In the Ruined Streets, the adventurers
encounter 2 Rift Wolves and traps
designed to protect the city’s treasures.

3. Battle with Xorrath the Riftbinder
In the Rift Temple, Xorrath fights
alongside 2 Rift Horrors, using the
temple’s wards to enhance his magic.

OutcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift,
preserving Ashral but leaving its
treasures vulnerable to looters.

2. Destroy the Rift

The adventurers collapse the rift, ending

the threat but risking further damage to
the city.

3. Control the Rift
The adventurers harness the rift’s
energy, gaining power but risking its
destabilization.
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Roll
(1d20)

1-2

3-4

5-6

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

17-18

19-20

Event Description
A sudden sandstorm obscures the adventurers’
vision and delays progress.
The adventurers find an ancient map with clues to
hidden treasures.
A rival treasure hunter follows the party, seeking to
claim the city’s riches.
The adventurers discover a hidden vault filled with
relics of Ashral’s past.
A rift surge briefly swaps places with a creature
from another plane.
A magical barrier traps the adventurers in a section
of the ruins.
The adventurers find a cryptic inscription detailing
Ashral’s fall.
A celestial figure appears, urging the adventurers to
protect the city’s history.
A strange artifact exudes faint magic tied to the
rift's energy.
The adventurers find a hidden library with
knowledge of the rift’s origin.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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High above the
mountains, a rift has
appeared, pulling debris and creatures
from another plane into the sky. Reports of
floating rocks, strange flying beasts, and
weather disruptions have spread fear
through the region. The adventurers must
climb the mountains, deal with the aerial
threats, and close the rift before the skies
collapse into chaos.

KEYy NPCs

1. Eryndor Skysworn (Aarakocra, Neutral
Good)

A skywarden seeking to protect the
region and restore balance to the
heavens.

2. Valkor Stormcaller (Dragonborn,
Neutral Evil)

A storm mage hoping to expand the rift’s
power to dominate the skies.

3. Kelya Windstride (Elf, Chaotic Neutral)
An adventurer intrigued by the floating
islands and the treasures they might
hold.

LOCATIONS
1. The Storm-Touched Peaks

A treacherous climb to the rift, filled with
lightning storms, falling debris, and
hostile creatures.

2. The Floating Isles
A cluster of levitating rocks around the
rift, patrolled by flying predators and
turbulent winds.

3. The Rift Apex
A glowing rift in the sky, surrounded by
swirling clouds and defended by Valkor’s
forces.

ENCOUNTERS

1. Aerial Ambush
In the Storm-Touched Peaks, the
adventurers face 2 Storm Drakes and
hazards from falling debris.

2. Rift Defenders
On the Floating Isles, the adventurers
encounter 2 Riftborn Harpies and
powerful wind currents that impede
movement.

3. Battle with Valkor Stormcaller
At the Rift Apex, Valkor fights alongside
2 Skybound Sentinels, using the rift’s
power to summon lightning strikes.

OvutcoME OPTIONS
1. Seal the Rift

The adventurers stabilize the rift, ending
the chaos but leaving the floating islands

intact.
2. Destroy the Rift
The adventurers collapse the rift,
sending the floating islands crashing
down but halting the aerial incursions.
3. Control the Rift
The adventurers harness the rift’s

power, gaining mastery over storms and

winds at great risk.
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Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A sudden gust of wind forces the adventurers to
make Dexterity saves (DC 14) to stay grounded.
The adventurers uncover glyphs left by skyward
explorers.
A rival adventurer group attempts to seize control
of the floating islands.
The adventurers find strange plants that grow on
the floating rocks, pulsing with faint energy.
A sudden storm erupts, forcing the adventurers to
take shelter from lightning strikes.
A celestial entity offers cryptic guidance to the
adventurers about the rift.
The adventurers discover an ancient altar on one of
the floating islands tied to the rift.
A fragment of the floating islands contains runes
that grant temporary flight.
The adventurers find a magical item glowing with
faint storm energy.
The rift flares, pulling a dangerous creature into the
area for an immediate encounter.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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ProrT Hook

Deep within an ancient
temple lies a rift that was once sealed by
powerful wards. The wards are failing, and
strange creatures have begun spilling out
into the surrounding jungle. The
adventurers must reactivate the wards,
destroy the rift, or deal with the influx of
rift-born creatures.

Key NPCs

1. Elaris Wardweaver (Elf, Neutral Good)
A guardian mage tasked with
maintaining the rift's containment.

2. Ravok the Riftborn (Tiefling, Neutral
Evil)
A warlock who seeks to unseal the rift
and unleash its creatures for his
personal army.

3. Soryn Whispershade (Halfling, Chaotic
Neutral)
A rogue intrigued by the treasures said
to be hidden within the sanctuary.

LOCATIONS

1. The Overgrown Temple Grounds
The area around the sanctuary, teeming
with rift-touched creatures and jungle
hazards.

2. The Inner Sanctum
A series of chambers filled with ancient
traps, magical wards, and the remnants
of the sanctuary’s defenders.

3. The Riftward Core
The central chamber housing the
weakened rift and its leaking magic.

ENCOUNTERS

1. Temple Defenders

On the Overgrown Temple Grounds, the
adventurers face 2 Riftborn Stalkers and
animated vine traps.

. Magical Hazards

In the Inner Sanctum, the adventurers
encounter 2 Wardbound Guardians and
traps tied to the failing wards.

. Battle with Ravok the Riftborn

At the Riftward Core, Ravok fights
alongside 2 Rift Horrors, using the rift’s
energy to cast powerful spells.

OvutcoME OPTIONS
1. Restore the Wards

The adventurers repair the wards,
halting the rift’s activity but leaving it
intact as a future threat.

2. Destroy the Rift

The adventurers collapse the rift
entirely, but the resulting backlash risks
damaging the sanctuary.

3. Control the Rift

The adventurers claim the rift's power,
gaining access to its energy but risking
corruption.
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Roll
(1d20) Event Description

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

3-4 The adventurers uncover glyphs tied to the
sanctuary’s wards.

5-6 A rival faction seeks to unseal the rift for their own
purposes.

7-8 The adventurers discover relics tied to planar magic
in the Inner Sanctum.

9-10 The rift's energy creates bursts of chaotic magic

nearby.

11-12 A wardbound guardian offers cryptic guidance to
the adventurers.

13-14  The adventurers uncover evidence of the
sanctuary’s builders.

15-16  The adventurers find a relic tied to the sanctuary’s
magical wards.

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

19-20 A celestial entity intervenes, urging the adventurers
to restore or destroy the rift.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 ENCOUNTERS

A rift beneath the ocean 1. Rift-Spawned Beasts

has begun spilling At the Corrupted Reef, the adventurers
shadowy water and aberrant creatures into face 2 Rift Sharks and hazardous terrain
coastal regions, threatening fishing villages of sharp coral and poisoned waters.
and maritime trade. The adventurers must 2. Abyssal Guardians
travel to the underwater rift, confront its In the Abyssal Trench, the adventurers
creatures, and seal the breach before the contend with 2 Abyssal Eels and water
corruption spreads further. currents that impede movement.

3. Battle with Malrik Abyssalbrand

Key NPCS At the Rift’'s Maw, Malrik fights

alongside 2 Shadow Mantarays, using
the rift’'s power to summon waves of
necrotic energy.

1. Calwyn Deepcaller (Triton, Neutral
Good)
A protector of the seas desperate to halt
the rift’s pollution.

2. Malrik Abyssalbrand (Tiefling, Neutral
Bl OvutcoME OPTIONS

1. Seal the Rift

A warlock seeking to harness the rift’s
The adventurers stabilize the rift, halting

power for dominion over the seas. ’ .ol
3. Selari Tidehunter (EIf, Chaotic Neutral) the spread of the blackiHIEEEEETEN
A treasure diver hoping to plunder the intact as a future threat.

rift for its hidden relics. 2. Destroy the Rift
The adventurers collapse the rift

entirely, risking further disruption to the

LOCATIONS underwater ecosystem.

3. Control the Rift
1. The Corrupted Reef ! o
il ) The adventurers claim the rift’s power,
A once-thriving coral reef now poisoned

by the rift’s influence, inhabited by rift- g mast.e ey er dquageling
shadow magic at a cost.
spawn.
2. The Abyssal Trench
A deep ocean chasm filled with hostile
creatures and powerful water currents.
3. The Rift's Maw
The glowing underwater rift at the
trench’s bottom, surrounded by powerful
creatures drawn to its magic.
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Roll
(1d20)

1-2

3-4

5-6

7-8

9-10
11-12

13-14

15-16

17-18

19-20

Event Description
A sudden rift surge causes necrotic energy to pulse
through the reef.
The adventurers discover a glowing pearl that
resists the rift's corruption.
A rival group of treasure hunters arrives, causing a
standoff.
A corrupted sea creature stalks the adventurers,
striking when least expected.

A deep-sea current pulls the adventurers off-course.

A celestial water spirit appears, offering cryptic
guidance about the rift.

The adventurers uncover a map detailing the rift’s
origin.

A hidden cache of enchanted sea relics is found
near the rift.

The adventurers encounter a school of harmless
glowing fish drawn to the rift’s light.

The rift flares, summoning an additional shadowy
creature into the area.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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PrLoT HoOK

A rift has opened within
the impact site of a mysterious falling star.
Strange creatures have emerged, and the
starshard’s energy is spreading, mutating
the land around it. The adventurers must
delve into the crater, confront the
creatures, and decide the fate of the rift.

Key NPCs
1. Lyara Nightforge (EIlf, Neutral Good)
An astronomer seeking to protect the

starshard and understand its properties.

2. Drezek Voidcaller (Orc, Neutral Evil)
A warlock determined to harness the
starshard’s power to open more rifts.

3. Tylren Emberfall (Human, Chaotic
Neutral)
An adventurer hoping to recover
fragments of the starshard to sell to the

highest bidder.

LOCATIONS

1. The Outer Crater
The jagged, rocky terrain around the
impact site, filled with smaller rift-born
creatures.

2. The Shard Fields
A glowing landscape littered with
fragments of the starshard, emanating
dangerous energy.

3. The Rift Core
The starshard’s epicenter, where a
massive rift pulses with chaotic energy.

ENCOUNTERS

1. Mutated Beasts
In the Outer Crater, the adventurers face
2 Riftborn Beasts and hazardous terrain
of jagged rocks and starshard radiation.

2. Shard Sentinels
In the Shard Fields, the adventurers
encounter 2 Animated Shards and traps
formed from rift energy.

3. Battle with Drezek Voidcaller
At the Rift Core, Drezek fights alongside
2 Rift Horrors, using the rift to augment
his spells.

OurcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift,
preserving the starshard’s energy but
risking future exploitation.

2. Destroy the Rift
The adventurers collapse the rift, ending
the mutations but damaging the
starshard permanently.

3. Control the Rift
The adventurers harness the rift’s
energy, gaining immense power but
risking the spread of its 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 starshard fragment emits a pulse of energy,
requiring a Constitution save (DC 14).
The adventurers discover a map detailing the
starshard’s expected fall location.
A rival warlock attempts to claim the rift for
themselves.
The adventurers find a starshard fragment glowing
with latent energy.
A sudden burst of rift energy mutates a nearby
creature, creating an immediate threat.
An ancient inscription near the crater hints at a
celestial warning about the rift.
The adventurers find an abandoned camp with
notes about the starshard’s properties.
A celestial entity briefly appears, urging the
adventurers to seal or destroy the rift.
The adventurers encounter a mutated creature
drawn to the rift’s energy.
The rift flares, summoning a massive creature for
an immediate battle.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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Deep in a once-thriving
forest, a rift has opened to the Plane of
Shadow, casting the area into perpetual
twilight. Shadowy creatures stalk the
woods, and travelers have disappeared.
The adventurers must venture into the
grove, confront the shadow-touched beings,
and close the rift to restore balance.

Ky NPCs

1. Erynn Lightshade (EIf, Neutral Good)
A druid desperate to save the forest and
drive out the encroaching shadows.

2. Varrok Nightwhisper (Tiefling, Neutral
Evil)

A warlock using the Plane of Shadow’s
influence to amass power and spread
darkness.

3. Sylric Duskrunner (Human, Chaotic
Neutral)

A rogue intrigued by the shadowy
treasures rumored to lie within the
grove.

LOCATIONS
1. The Twilight Edge

The forest’s outer rim, where shadowy
creatures lurk and the environment
begins to warp.

2. The Shadowed Heart
The forest’s core, a darkened maze of
twisted trees and illusory terrain.

3. The Rift’s Veil
The epicenter of the rift’s influence,
where shadow magic spills into the
material plane.

ENCOUNTERS

1. Shadow Predators
At the Twilight Edge, the adventurers
face 2 Shadow Wolves and patches of
magical darkness.

2. Illlusory Hazards
In the Shadowed Heart, the adventurers
encounter 2 Shadow Elementals and
traps that distort their perception.

3. Battle with Varrok Nightwhisper
At the Rift’s Veil, Varrok fights alongside
2 Void Stalkers, using the rift's energy to
empower his shadow magic.

OuTtcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, halting
the shadow’s spread but leaving the
grove permanently changed.

2. Destroy the Rift
The adventurers collapse the rift, ending
the shadow incursions but risking
damage to the forest.

3. Control the Rift
The adventurers harness the rift’s
shadow magic, gaining power but risking
further corruption.
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Roll
(1d20) Event Description

1-2 The adventurers encounter a shadow duplicate of
themselves, leading to a surreal battle.

3-4 The adventurers find a glowing stone that radiates
faint shadow magic.

5-6 A rival druid confronts the adventurers, accusing
them of aiding the shadow.

7-8 A shadow creature offers cryptic guidance before
vanishing.

9-10 The rift pulses, temporarily turning day into night in
the surrounding area.

11-12 A celestial entity manifests, urging the adventurers
to protect the grove’s remaining life.

13-14  The adventurers uncover evidence of the grove’s
former vibrant state.

15-16  The adventurers find a relic tied to the Plane of
Shadow’s energy.

17-18  The rift creates a spectral barrier, delaying the
adventurers’ progress.

19-20 A massive shadow creature emerges for an
immediate battle.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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In a forgotten swamp, a
rift to an aquatic dimension has flooded an
ancient labyrinth, releasing strange
creatures and powerful magic. The
adventurers must navigate the treacherous
waters, confront the riftborn invaders, and
decide the fate of the labyrinth.

Key NPCs

1. Theron Marshlight (Human, Neutral
Good)

A scholar desperate to recover lost
artifacts from the labyrinth before it’s
fully submerged.

2. Morrik Tidebinder (Triton, Neutral Evil)
A sorcerer using the rift’'s power to
summon an aquatic army.

3. Selris Waterwind (Halfling, Chaotic
Neutral)

A curious drifter hoping to find treasures

hidden in the labyrinth’s depths.

LOCATIONS

1. The Drowned Swamp
A flooded marsh filled with waterlogged
traps and aquatic rift creatures.

2. The Flooded Chambers
A series of partially submerged halls
where rift magic causes dangerous
environmental effects.

3. The Rift Pool
A glowing pool at the labyrinth’s center,
acting as a portal to the aquatic
dimension.

ENCOUNTERS

1. Rift Beasts
In the Drowned Swamp, the adventurers
face 2 Riftborn Crocodiles and hazards
caused by unstable ground.

2. Waterlogged Defenders
In the Flooded Chambers, the
adventurers encounter 2 Animated
Statues and traps that create dangerous
currents.

3. Battle with Morrik Tidebinder
At the Rift Pool, Morrik fights alongside
2 Abyssal Horrors, using the rift to
summon waves of destructive water
magic.

OutcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, halting
the flooding but leaving the labyrinth’s
dangers intact.

2. Destroy the Rift
The adventurers collapse the rift,
draining the labyrinth but potentially
damaging its relics.

3. Control the Rift
The adventurers harness the rift’s
energy, gaining aquatic powers but
risking the swamp’s balance.
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Roll
(1d20)

1-2
3-4
5-6
7-8
9-10
11-12
13-14
15-16
17-18

19-20

Event Description
A sudden wave sweeps through the swamp, forcing
a Strength save (DC 14) to avoid being dragged
underwater.
The adventurers discover a flooded chest containing
enchanted relics.
A rival group of swamp-dwellers confronts the party,
seeking to protect the labyrinth.
The adventurers find a strange glowing flower tied
to the rift’s energy.
The rift creates a whirlpool in the labyrinth,
threatening to pull the adventurers in.
A celestial water guardian appears, offering cryptic
guidance about the labyrinth.
The adventurers uncover murals depicting the
labyrinth’s ancient origins.
The rift pulses, summoning additional aquatic
creatures.
The adventurers find a magical relic tied to the rift’s
dimension.
A massive aquatic creature emerges from the rift for
an immediate battle.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

145



ADVENTURE SEED 470:

‘ 6,-@@./ HE CRYSTAL RIFT”

F /

PLoT HOOK

A rift within a cavern of
glittering crystals has
begun leaking arcane energy, imbuing the
surrounding stones with chaotic magic.
Miners and mages alike are drawn to the
site, but the rift's power grows unstable.
The adventurers must venture into the
cavern, confront the rift's guardians, and
resolve its fate.

KeYy NPCs

1. Arlin Crystalshade (Dwarf, Neutral
Good)

A miner desperate to protect their
workers from the dangers of the rift.

2. Velzor the Radiant (Elf, Neutral Evil)
A sorcerer seeking to harness the rift’s
power to create powerful magical
artifacts.

3. Serenna Lightgleam (Halfling, Chaotic
Neutral)

A prospector hoping to extract
enchanted crystals from the cavern
before it collapses.

LOCATIONS

1. The Glittering Gorge
The cavern’s sparkling entrance, filled
with enchanted crystals and rift-touched
creatures.

2. The Shimmering Maze
A labyrinth of glowing tunnels where
magical energy creates hazardous
illusions and traps.

3. The Rift’s Core
The heart of the cavern, where a massive
rift pulses with raw arcane power.

ENCOUNTERS

1. Enchanted Guardians
In the Glittering Gorge, the adventurers
face 2 Crystal Golems and unstable
energy bursts from nearby crystals.

2. Illusory Hazards
In the Shimmering Maze, the
adventurers contend with 2 Riftborn
Illusions and traps that distort their
perception.

3. Battle with Velzor the Radiant
At the Rift’s Core, Velzor fights
alongside 2 Arcane Wraiths, using the
rift to empower his spells.

OutcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, halting
the chaos but leaving the enchanted
crystals vulnerable.

2. Destroy the Rift
The adventurers collapse the rift
entirely, risking the cavern’s structural
integrity.

3. Control the Rift
The adventurers harness the rift’s
arcane energy, gaining magical power
but risking 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
The cavern shakes violently, forcing a Dexterity save
(DC 14) to avoid falling debris.
The adventurers uncover a glowing crystal imbued
with faint magic.
A rival prospector accuses the adventurers of
stealing their findings.
The adventurers discover a hidden vein of
enchanted crystals.
The rift pulses, creating a brief surge of chaotic
magic.
A celestial entity appears, urging the adventurers to
seal or destroy the rift.
The adventurers find glyphs etched into the cavern
walls, tied to the rift's magic.
A glowing relic hums with power near the rift.
A sudden burst of energy animates nearby crystals
into a hostile construct.
The rift flares, summoning a massive creature to
guard it.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 rift to a frigid plane
has opened in the heart
of a snowy mountain pass, plunging the
region into an unending blizzard. Creatures
of frost and ice stalk the area, threatening
local settlements. The adventurers must
brave the cold, deal with the frostborn
creatures, and decide the rift’s fate.

KEeYy NPCs

1. Tyr Frostblade (Human, Neutral Good)
A warrior seeking to protect their
homeland from the relentless cold.

2. Kaelor Icetide (Dragonborn, Neutral
Evil)

A frost sorcerer hoping to use the rift’s
power to spread winter’s dominion.

3. Brynn Snowcloak (Dwarf, Chaotic
Neutral)

An explorer eager to uncover the
mysteries of the rift, regardless of the
risks.

LOCATIONS

1. The Frozen Pass
A treacherous mountain trail blanketed
in snow and prowled by frostborn
creatures.

2. The Icy Caverns
A network of frozen tunnels leading to
the heart of the rift’s influence.

3. The Frost Rift
A glowing rift at the cavern’s center,
radiating icy magic and guarded by frost
creatures.

ENCOUNTERS

1. Frost Predators

In the Frozen Pass, the adventurers face

2 Ice Wolves and hazards from
avalanches.

2. Icy Guardians
In the Icy Caverns, the adventurers
contend with 2 Frost Elementals and
traps that create freezing gusts.

3. Battle with Kaelor Icetide

At the Frost Rift, Kaelor fights alongside
2 Frostbound Constructs, using the rift’s

magic to unleash freezing spells.

OvurcoME OPTIONS
1. Seal the Rift

The adventurers stabilize the rift, halting
the winter’s spread but leaving its magic

intact.
2. Destroy the Rift

The adventurers collapse the rift, ending

the blizzard but risking further
disruption to the mountains.

3. Control the Rift
The adventurers harness the rift’s icy
magic, gaining power but risking their
own vitality.
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Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A sudden gust of freezing wind imposes
disadvantage on Constitution saves for an hour.
The adventurers uncover an ancient rune tied to the
rift's magic.
A rival group of adventurers seeks to exploit the rift
for profit.
The adventurers find a glowing ice crystal radiating
faint magic.
A frost creature ambushes the adventurers during
the night.
A celestial guardian appears, urging the
adventurers to seal or destroy the rift.
The adventurers uncover evidence of a long-lost
civilization tied to the rift.
The rift flares, creating a temporary snowstorm in
the caverns.
The adventurers find a magical relic tied to the
Plane of Ice.
A massive frost creature emerges from the rift for
an immediate battle.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 rift to a fiery infernal
plane has erupted in a
volcanic region, spewing forth lava and
demonic creatures. Villages near the
volcano are under attack, and the
adventurers must confront the infernal
invaders, survive the deadly terrain, and
close the rift to save the region.

Key NPCs

1. Talia Fireward (Tiefling, Neutral Good)
A cleric devoted to protecting the region
from the infernal plane’s corruption.

2. Vorrak Flamecaller (Orc, Neutral Evil)
A warlock aiming to expand the rift to
bring forth an army of demons under his
control.

3. Rylen Ashheart (Human, Chaotic
Neutral)

A daring explorer seeking infernal relics
left behind by the demons.

LLOCATIONS

1. The Scorched Wasteland
A lava-strewn plain surrounding the
volcano, filled with fiery hazards and
minor infernal creatures.

2. The Molten Path
A treacherous trail winding through the
volcano’s heart, guarded by powerful
riftborn defenders.

3. The Infernal Gate
The glowing rift itself, spewing lava and
demons, defended by Vorrak and his
minions.

ENCOUNTERS

1. Fiery Beasts
In the Scorched Wasteland, the
adventurers face 2 Flame Hounds and
hazards from lava flows.

2. Infernal Guardians
On the Molten Path, the adventurers
encounter 2 Magma Elementals and
traps that unleash fiery blasts.

3. Battle with Vorrak Flamecaller
At the Infernal Gate, Vorrak fights
alongside 2 Infernal Constructs, using
the rift to summon waves of fire and
demonic power.

OuTtcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, halting
the lava flows but leaving the region
volcanically unstable.

2. Destroy the Rift
The adventurers collapse the rift, ending
the infernal incursions but risking a
volcanic eruption.

3. Control the Rift
The adventurers harness the rift’s fiery
magic, gaining infernal power but risking
their souls.
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Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A sudden lava surge forces a Dexterity save (DC
14) to avoid damage.
The adventurers uncover an infernal rune glowing
with faint magic.
A rival warlock attempts to seize control of the rift
for their own use.
The adventurers discover a hidden chamber filled
with infernal relics.
A demonic creature attacks the adventurers during
the night.
A celestial entity appears, urging the adventurers to
seal or destroy the rift.
The adventurers find evidence of an ancient battle
near the rift site.
The rift flares, summoning additional demons to
the area.
The adventurers find a magical relic tied to the
infernal plane.
A powerful demon emerges from the rift, initiating
an immediate battle.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 rift at the edge of a
desert creates a zone of
surreal distortion, blending the sky and the
earth. Creatures made of light and shadow
roam the dunes, and travelers report
becoming lost in endless loops. The
adventurers must navigate the anomaly,
confront its creatures, and close the rift to
restore reality.

Key NPCs

1. Serin Starwatcher (Elf, Neutral Good)
An astronomer studying the rift’s effect
on the horizon and its strange magic.

2. Korran Nightseeker (Tiefling, Neutral
Evil)

A shadow sorcerer who wants to expand
the rift’s influence for personal power.

3. Bryssa Mirageborn (Human, Chaotic
Neutral)

A drifter drawn to the rift for its
mesmerizing beauty and rumored
treasures.

LOCATIONS

1. The Shimmering Expanse
A desert region where light and shadow
bend in strange ways, creating mirages
and disorienting terrain.

2. The Lightweaver’s Maze
A labyrinth of reflective surfaces and
shifting paths guarding the rift.

3. The Rift of Reflections
The rift’s core, where reality seems to
dissolve into a blend of shimmering light
and consuming shadow.

ENCOUNTERS

1. Lightborn Predators
In the Shimmering Expanse, the
adventurers face 2 Radiant Beasts and
traps formed by distorted light.

2. Shadow Guardians
In the Lightweaver’s Maze, the
adventurers contend with 2 Shadow
Constructs and hazards created by
shifting reflections.

3. Battle with Korran Nightseeker
At the Rift of Reflections, Korran fights
alongside 2 Light-Shard Sentinels, using
the rift’s energy to amplify his spells.

OutcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, halting
the distortions but leaving traces of its
magic behind.

2. Destroy the Rift
The adventurers collapse the rift,
restoring reality but risking damage to
the surrounding desert.

3. Control the Rift
The adventurers harness the rift’s
power, gaining control over light and
shadow magic at a cost.
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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
The rift pulses, creating a temporary area of pure
darkness.
The adventurers discover an ancient tablet
inscribed with celestial symbols.
A rival scholar challenges the adventurers’ right to
explore the rift.
The adventurers find a relic glowing faintly with
shadow and light magic.
A mirage confuses the adventurers, delaying their
progress.
A celestial guardian appears, urging the
adventurers to seal or destroy the rift.
Evidence of a lost civilization tied to the rift is
uncovered in the desert.
The adventurers find an artifact imbued with the
rift's magic.
A burst of light from the rift blinds the party
temporarily.
A massive creature of light and shadow emerges
for an immediate battle.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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Dreams has opened in
an abandoned village, causing nearby
residents to fall into deep, unnaturally vivid

slumbers. Strange dream-creatures wander

the area, blurring the line between reality
and fantasy. The adventurers must explore
the village, navigate dreamlike hazards,
and close the rift to wake those trapped in
its magic.

KEY NPCs

1. Alyra Sleepwalker (Human, Neutral
Good)
A healer trying to wake her sleeping
neighbors while resisting the rift’s pull.
2. Thalrik Nightveil (Tiefling, Neutral Evil)
A dream sorcerer using the rift to weave
nightmares that empower him.

3. Velryn Dreambound (Elf, Chaotic
Neutral)
A bard entranced by the rift’s beauty and
seeking to harness its inspiration for his
art.

LOCATIONS
1. The Silent Streets
The village surrounding the rift, eerily
quiet and patrolled by dream creatures.
2. The Veiled Houses
Homes caught in the rift’s magic, with
rooms that shift and warp like dreams.
3. The Rift Nexus
The heart of the rift, where dream and
reality blend into one and where Thalrik
awaits.

A rift tied to the Plane of

ENCOUNTERS

1. Wandering Dreams
In the Silent Streets, the adventurers
face 2 Dream Hounds and zones of
illusory hazards.

2. Twisting Hallways
In the Veiled Houses, the adventurers
encounter 2 Nightmare Apparitions and
shifting walls that disorient them.

3. Battle with Thalrik Nightveil
At the Rift Nexus, Thalrik fights
alongside 2 Dream Shards, using the rift
to summon illusions and nightmares.

OurcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, halting
its magic but leaving faint traces of
dreamlike energy in the area.

2. Destroy the Rift
The adventurers collapse the rift, waking
the trapped villagers but risking their
memories of the event.

3. Control the Rift
The adventurers harness the rift’s dream
magic, gaining power but risking their
own grip on reality.
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Roll
(1d20) Event Description

1-2 A wave of dream energy briefly traps the
adventurers in their own memories.

3-4 The adventurers uncover a journal detailing an
earlier dream incursion.

5-6 A rival mage seeks to exploit the rift for personal
gain.

7-8 The adventurers find an enchanted object tied to
the Plane of Dreams.

9-10 The rift pulses, creating zones of surreal, shifting
terrain.

11-12 A celestial figure appears, urging the adventurers to
seal or destroy the rift.

13-14  Evidence of a previous dream-related disaster is
uncovered in the village.

15-16  The adventurers find a relic glowing with dream
energy.

17-18 A surge of rift magic distorts the adventurers’
perception temporarily.

19-20 A powerful dream creature emerges for an
immediate battle.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 rift has opened within 1. Haunted W arriors

the heart of a battlefield In the Field of Fallen, the adventurers
long abandoned, drawing from the pain and face 2 Skeletal Knights and ghostly
anguish of fallen warriors to manifest blood hazards.
magic. The adventurers must traverse the 2. Bloodbound Constructs
haunted site, confront riftborn horrors, and At the Bloodstone Shrine, the
close the rift before it fuels a new wave of adventurers contend with 2 Blood
e Elementals and traps activated by blood

magic.

Key NPCs 3. Battle with Vorath Bloodbind

At the Rift of Anguish, Vorath fights
alongside 2 Undead Champions, using
the rift’s energy to empower his
necromantic spells.

1. Kaelen Ironblade (Dwarf, Neutral Good)
A veteran determined to prevent the rift
from defiling the battlefield’s sacred
memory.

2. Vorath Bloodbind (Orc, Neutral Evil)

A warlock using the rift to summon

warriors from the dead to serve him. OUTGOME OPTIONS

3. Rhyssa Veilshade (Half-Elf, Chaotic 1. Seal the Rift
Neutral) The adventurers stabilize the rift,

A scavenger drawn to the rift's promise quieting the battlefield’s anguish but
of powerful artifacts. leaving its dark history intact.

2. Destroy the Rift
The adventurers collapse the rift, ending

LOG ATIONS its magic but risking the battlefield’s

- complete desecration.
1. The Field of Fallen

A d 0 o kclotal 3. Control the Rift
Cur.se expa.nse %ttere g =xeeta The adventurers claim the rift’s blood
remains and lingering ghosts.

B Bloodstone Shrine magic, gaining great power but risking

A ruined temple corrupted by the rift’s e
magic, surrounded by blood magic
wards.
3. The Rift of Anguish
The rift itself, pulsing with crimson light
and guarded by Vorath’s undead army.
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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
The rift pulses, briefly raising the fallen warriors’
spirits to attack.
The adventurers discover an ancient sword glowing
faintly with blood magic.
A rival warband arrives, claiming the battlefield as
their sacred ground.
The adventurers find a cryptic inscription detailing
the battle’s events.
The rift’s energy creates bursts of necrotic magic.
A celestial guardian appears, urging the
adventurers to protect the battlefield’s sanctity.
Evidence of a hidden burial chamber is uncovered
near the shrine.
The adventurers find a relic tied to the battlefield’s
ancient warriors.
A surge of rift energy animates skeletal remains in
the area.
A massive undead creature emerges from the rift
for an immediate battle.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 rift has formed in a
remote valley, creating a
time loop that traps anyone who enters.
Villagers and travelers have been caught in
an endless cycle of repeating events, and
strange creatures unaffected by the loop
have begun to appear. The adventurers
must investigate, break the cycle, and close
the rift before time fractures further.

KEeyYy NPCs

1. Orin Timeseeker (Human, Neutral
Good)
A scholar desperate to break the loop
and free their trapped family.

2. Kael Chronos (Elf, Neutral Evil)
A time mage seeking to manipulate the
loop for personal gain.

3. Lyria Loopwalker (Gnome, Chaotic
Neutral)
A rogue fascinated by the time
anomalies and their potential for
mischief.

LOCATIONS

1. The Repeating Fields
A meadow surrounding the rift where
events reset every hour, creating surreal
deja vu.

2. The Echoing Hamlet
A nearby village where inhabitants are
stuck repeating their last moments
endlessly.

3. The Rift’s Anchor
A glowing nexus of time magic where
the loop’s core lies guarded by powerful
constructs.

ENCOUNTERS

1. Temporal Anomalies
In the Repeating Fields, the adventurers
face 2 Time Wraiths and hazards from
sudden, unpredictable resets.

2. Echoing Defenders
In the Echoing Hamlet, the adventurers
contend with 2 Riftbound Constructs
and traps that freeze them in place
momentarily.

3. Battle with Kael Chronos
At the Rift’s Anchor, Kael fights
alongside 2 Temporal Guardians, using
the rift’s energy to manipulate time.

OvutcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, ending
the time loop but leaving faint temporal
anomalies behind.

2. Destroy the Rift
The adventurers collapse the rift,
breaking the cycle but risking the valley’s
destruction.

3. Control the Rift
The adventurers harness the rift’s time
magic, gaining temporal abilities but
risking unintended consequences.
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Roll
(1d20) Event Description

1-2 The rift pulses, reversing the adventurers’ last
actions for a few seconds.

3-4 The adventurers discover a chronomancer’s journal
detailing past rift studies.

5-6 A rival time mage seeks to harness the loop for
their own experiments.

7-8 The adventurers find a glowing relic tied to the

Plane of Time.

9-10 A surge of temporal energy briefly splits the party
into two timelines.

11-12 A celestial timekeeper appears, urging the
adventurers to stabilize the rift.

13-14  Evidence of previous adventurers caught in the loop
is discovered in the valley.

15-16  The adventurers find a relic humming with faint
time magic.

17-18 A temporal echo creates a doppelganger of one
adventurer for a surreal encounter.

19-20 A massive time creature emerges from the rift for
an immediate battle.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 rift tied to the Plane of
Secrets has opened in an ancient library,
emanating unsettling whispers that tempt
listeners with forbidden knowledge. Those
who succumb to the whispers vanish,
leaving behind cryptic messages. The
adventurers must investigate the library,
uncover the truth behind the whispers, and
close the rift.

KEey NPCs

1. Erynna Bookwarden (Half-Elf, Neutral
Good)
A librarian dedicated to protecting the
library’s secrets and its visitors.

2. Kalthar Whisperborne (Tiefling, Neutral
Evil)
A warlock who believes the rift holds the
key to ultimate power and knowledge.

3. Sylris Inkshade (Human, Chaotic
Neutral)
A curious scribe tempted by the rift’s
allure, hoping to record its secrets for
posterity.

LOCATIONS

1. The Forbidden Stacks
A maze of ancient bookshelves, patrolled
by animated tomes and haunted by
whispers.

2. The Shadowed Archives
A dark chamber where the rift’s
influence warps reality, creating
dangerous illusions.

3. The Rift of Whispers
A pulsating rift surrounded by glowing
glyphs and defended by Kalthar’s
summoned minions.

ENCOUNTERS

1. Living Tomes
In the Forbidden Stacks, the adventurers
face 2 Animated Books and hazards
from collapsing shelves.

2. Illusory Hazards
In the Shadowed Archives, the
adventurers contend with 2 Shadow
Phantasms and traps that confuse their
senses.

3. Battle with Kalthar Whisperborne
At the Rift of Whispers, Kalthar fights
alongside 2 Void Sentinels, using the
rift’'s energy to manipulate the
adventurers’ minds.

OutcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift,
quieting the whispers but leaving traces
of its knowledge.

2. Destroy the Rift
The adventurers collapse the rift, ending
its influence but risking damage to the
library.

3. Control the Rift
The adventurers harness the rift’s
knowledge, gaining forbidden insights
but risking madness.
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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
The adventurers hear whispers revealing secrets
about each other, causing tension.
A rival scholar appears, demanding access to the
rift for their research.
The adventurers discover an enchanted quill
imbued with faint magic.
The whispers reveal a long-lost artifact hidden
within the library.
The rift pulses, creating zones of shadow that
obscure vision.
A celestial librarian appears, urging the adventurers
to stabilize or destroy the rift.
Evidence of previous researchers corrupted by the
rift is uncovered.
The adventurers find a relic tied to the Plane of
Secrets.
A surge of rift magic causes the library’s layout to
shift randomly.
A massive creature of shadow and secrets emerges
for an immediate battle.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 rift has opened in an
abandoned cathedral,
unleashing spectral echoes of the past. The
echoes reenact ancient battles, rituals, and
tragedies, and their increasing intensity
threatens to engulf the region. The
adventurers must explore the cathedral,
confront the spectral invaders, and close
the rift to stop its haunting influence.

Key NPCs

1. Lyara Soulward (Elf, Neutral Good)
A priestess desperate to cleanse the
cathedral and restore its sanctity.

2. Morthan the Echoed (Human, Neutral
Evil)
A necromancer seeking to merge with
the spectral echoes to gain eternal
power.

3. Velric Songshade (Halfling, Chaotic
Neutral)
A bard intrigued by the echoes, hoping to
capture their stories in a ballad.

LOCATIONS

1. The Hollow Nave
The cathedral’s main hall, where
spectral echoes drift, reenacting
forgotten ceremonies.

2. The Shadowed Cloister
A hidden area filled with traps and
echoes of ancient monks, corrupted by
the rift.

3. The Rift Altar
The source of the spectral chaos, where
the rift pulses with dark energy and
Morthan awaits.

ENCOUNTERS

1. Spectral Guardians
In the Hollow Nave, the adventurers face
2 Echo Knights and hazards from
collapsing pews and spectral surges.

2. Corrupted Echoes
In the Shadowed Cloister, the
adventurers encounter 2 Shadow Monks
and traps that emit necrotic energy.

3. Battle with Morthan the Echoed
At the Rift Altar, Morthan fights
alongside 2 Spectral Revenants, using
the rift’s power to summon echoes of
fallen heroes.

OuTtcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift,
quieting the echoes but leaving faint
whispers of the past.

2. Destroy the Rift
The adventurers collapse the rift, ending
the spectral incursions but risking
damage to the cathedral.

3. Control the Rift
The adventurers harness the rift’s magic,
gaining insight into the past but risking
their own spirits.
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Roll
(1d20) Event Description

1-2 The adventurers encounter spectral duplicates of
themselves, creating confusion.

3-4 A relic from a past ceremony glows faintly, resisting
the rift’s influence.

5-6 A rival group of clerics accuses the adventurers of
defiling the cathedral.

7-8 The adventurers find an ancient hymnbook imbued

with faint magic.

9-10 The rift flares, creating overlapping echoes that
briefly overwhelm the adventurers.

11-12 A celestial figure appears, urging the adventurers to
stabilize or destroy the rift.

13-14  The adventurers find evidence of the cathedral’s
role in a long-forgotten war.

15-16  The adventurers discover a relic glowing with
spectral energy.

17-18  The echoes coalesce into a massive spectral knight
for an immediate battle.

19-20  The rift pulses, causing the cathedral’s structure to
temporarily shift.

DM’s 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 479:

‘ 6/-@4&/ HE CHAOS RIFT”

F /

PLoT HOoOK

A rift to the Plane of
Chaos has opened in a
remote canyon, warping the landscape into

a kaleidoscope of shifting colors and forms.

Strange creatures and unpredictable
hazards plague the area, and the
adventurers must venture into the chaos,
confront its denizens, and close the rift
before the world unravels.

KEey NPCs

1. Zeryn Fluxbinder (Tiefling, Neutral
Good)
A mage striving to stabilize the rift and

prevent its chaotic magic from spreading

further.

2. Vorkas Wildlash (Orc, Chaotic Evil)
A marauder reveling in the rift’s chaos,
using it to sow destruction.

3. Kelyra Shardweaver (Elf, Chaotic
Neutral)
An artist entranced by the rift’s surreal
beauty, hoping to capture its essence in
her work.

LOCATIONS

1. The Shifting Expanse
The canyon surrounding the rift, where
terrain changes unpredictably and rift-
spawned creatures roam.

2. The Warped Maze
A labyrinth of constantly shifting
pathways, filled with traps and chaotic
energy bursts.

3. The Rift Core
The chaotic heart of the canyon, where
the rift pulses with wild magic and
Vorkas awaits.

ENCOUNTERS
1. Chaotic Predators

In the Shifting Expanse, the adventurers
face 2 Chaos Hounds and zones of
terrain that shift unpredictably.

2. Warped Defenders
In the Warped Maze, the adventurers
encounter 2 Rift Elementals and traps
that release bursts of random magic.

3. Battle with Vorkas Wildlash
At the Rift Core, Vorkas fights alongside
2 Chaos Behemoths, using the rift to
unleash destructive spells.

OutcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift, halting
its chaos but leaving the warped canyon
intact.

2. Destroy the Rift
The adventurers collapse the rift, ending
the chaos but risking catastrophic
consequences to the terrain.

3. Control the Rift
The adventurers harness the rift’s
chaotic magic, gaining immense power
at a great cost.
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Roll
(1d20)

1-2

34

5-6

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

17-18

19-20

Event Description
The rift flares, creating zones of gravity inversion.
The adventurers find a relic pulsing with chaotic
energy.
A rival faction attempts to claim the rift for their
own purposes.
The adventurers discover an artifact that shifts
forms unpredictably.
A sudden surge of magic alters the adventurers’
appearances temporarily.
A celestial guardian appears, urging the
adventurers to stabilize or destroy the rift.
Evidence of an ancient chaotic ritual is uncovered
near the rift.
The adventurers encounter a chaotic entity that
offers cryptic advice.
A burst of rift magic creates duplicates of nearby
creatures.
A massive creature of pure chaos emerges for an
immediate battle.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 rift to the Celestial
Plane has opened atop a
remote mountain, radiating divine energy.
While some see it as a blessing, the rift’s
uncontrolled power has begun to
overwhelm the natural world, disrupting
the balance. Celestial beings have emerged,
but their intentions are unclear. The
adventurers must ascend the mountain,
confront the celestial guardians, and close

the rift before its brilliance consumes the
land.

Key NPCs

1. Elaris Lightbringer (Aasimar, Neutral
Good)

A cleric who believes the rift is a test of
faith and seeks to protect it at all costs.
2. Vorthas Brightfall (Tiefling, Neutral Evil)
A warlock aiming to corrupt the rift’s

divine energy for personal power.

3. Kaelyn Skyseeker (Elf, Chaotic Neutral)
A wanderer fascinated by the celestial
phenomena, eager to harness it for
exploration.

LOCATIONS

1. The Radiant Ascent
A perilous mountain trail where divine
energy manifests as blinding light and
floating platforms.

2. The Haloed Cliffs
A plateau halfway up the mountain,
dotted with glowing glyphs and guarded
by celestial beings.

3. The Rift of Light
The summit of the mountain, where the
rift shines with overwhelming brilliance,
guarded by powerful entities.

ENCOUNTERS

1. Divine Hazards
On the Radiant Ascent, the adventurers
face 2 Radiant Guardians and traps that
release bursts of radiant energy.

2. Celestial Sentinels
At the Haloed Cliffs, the adventurers
contend with 2 Angelic Constructs and
environmental hazards caused by
shifting platforms.

3. Battle with Vorthas Brightfall
At the Rift of Light, Vorthas fights
alongside 2 Riftborn Angels, using the
rift to enhance his dark magic and divine
manipulations.

OutcoME OPTIONS

1. Seal the Rift
The adventurers stabilize the rift,
preserving its divine energy but leaving a
lingering aura of light.

2. Destroy the Rift
The adventurers collapse the rift, ending
its influence but risking damage to the
celestial balance.

3. Control the Rift
The adventurers harness the rift’s divine
magic, gaining celestial power but
risking mortal hubris.
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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
The rift’s energy creates an intense glow, imposing
disadvantage on Perception checks.
A divine relic imbued with celestial energy is found
glowing faintly in the cliffs.
A rival warlock arrives, claiming the rift is their
divine right.
The adventurers find a glyph detailing ancient
rituals tied to the Celestial Plane.
The rift pulses, creating a wave of radiant energy
that affects all in its radius.
A celestial emissary appears, urging the
adventurers to stabilize or destroy the rift.
Evidence of a mortal’s ascension attempt is
uncovered on the mountain.
The adventurers encounter a minor celestial being
offering cryptic guidance.
The rift’s energy creates floating platforms that shift
unpredictably.
A massive celestial entity emerges from the rift,
initiating an immediate battle.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 High Council of
Mages, a governing body meant to maintain
balance in the magical world, has
splintered into rival factions. Each faction
claims to wield the true authority of the
council, and their disputes are turning
deadly. The adventurers are drawn into this
conflict when a neutral mage requests their
help to recover a powerful artifact from a
ruined archive that could determine the
council’s future.

Ky NPCs

1. Archmage Illara Myndel (Elf, Neutral
Good)
A neutral mage who seeks to restore the
council’s unity and prevent an all-out
war.

2. Magus Dorn Halewind (Human, Lawful
Evil)
The leader of one faction, Halewind
believes in authoritarian control to bring
stability.

3. Sorceress Veyra Nightwhisper (Tiefling,
Chaotic Neutral)
A rogue sorceress allied with the other
faction, aiming to dismantle the council
entirely.

LOCATIONS
1. The Shattered Archive

A crumbling library once home to
countless magical secrets, now a
battleground for the warring factions.

2. The Arcane Caverns
Hidden beneath the archive, these
tunnels contain wards and traps from
the council’s founding mages.

3. The Vault of Power
A secret chamber housing the Crown of
Concordance, an artifact that could
either reunite or destroy the council.

ENCOUNTERS
1. Fighting Factions

At the Shattered Archive, the
adventurers encounter 2 Mage Duelists
and magical hazards caused by stray
spells.

2. Ward Guardians
In the Arcane Caverns, the adventurers
face 2 Arcane Constructs and traps
protecting the Vault of Power.

3. Battle with Sorceress Veyra
Nightwhisper
At the Vault of Power, Veyra fights
alongside 2 Summoned Elementals,
attempting to claim the artifact for
herself.

OutcoME OPTIONS

1. Unite the Council
The adventurers return the artifact to
Archmage Illara, who uses it to broker
peace among the factions.

2. Destroy the Artifact
The adventurers destroy the artifact,
preventing its use but leaving the council
divided and weakened.

3. Claim the Artifact
The adventurers keep the artifact for
themselves, gaining immense magical
influence but drawing the ire of both
factions.
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Roll
(1d20) Event Description

1-2 A stray magical ward triggers, forcing a Dexterity
save (DC 15) to avoid an arcane blast.

3-4 The adventurers find a journal detailing the
council’s history and internal disputes.

5-6 A rival adventuring party claims the artifact belongs
to them.

7-8 The adventurers discover a secret passage revealing
an alternate route to the vault.

9-10 A surge of magic destabilizes the area, collapsing

part of the archive.

11-12 A celestial guardian appears, urging the
adventurers to restore balance to the council.

13-14  The adventurers find evidence of a shadowy third
faction manipulating the council.

15-16 A magical trap summons an elemental to delay the
party’s progress.

17-18  The adventurers uncover ancient scrolls containing
lost spells tied to the artifact.

19-20 A massive construct awakens, attacking both
factions and 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

A legendary wand
known as the Wand of Shattered Stars,
used to end a previous Mage’s War, has
been stolen from its resting place in a
secluded monastery. The theft has
reignited old tensions, as rival mage
factions claim the artifact should belong to
them. The adventurers are hired by the
monastery’s remaining monks to recover
the wand before its power is unleashed.

Ky NPCs

1. Master Ardyn Frostveil (Human, Neutral
Good)
A monk who guards the wand’s secrets
and fears its misuse in the brewing
conflict.

2. Sorcerer Galdrik Stoneflare (Dwarf,
Lawful Evil)
A faction leader who seeks to weaponize
the wand to dominate the rival mages.

3. Lyssandra Starborn (Elf, Chaotic
Neutral)
A rogue mage who plans to use the
wand’s power to obliterate magical
authority entirely.

LOCATIONS

1. The Ruined Monastery
The once-serene sanctuary where the
wand was stolen, now patrolled by
mercenaries hired to deter pursuit.

2. The Astral Catacombs
An underground series of caverns linked
to the wand’s magic, filled with celestial
traps and arcane wards.

3. The Wand’s Vault
A hidden chamber where Lyssandra
prepares to channel the wand’s
devastating power.

ENCOUNTERS

1. Hired Mercenaries
At the Ruined Monastery, the
adventurers face 2 Spellblade Warriors
and traps left by the monks to protect the
area.

2. Astral Guardians
In the Astral Catacombs, the adventurers
encounter 2 Starborn Constructs and
hazards caused by unstable planar
energy.

3. Battle with Lyssandra Starborn
At the Wand’s Vault, Lyssandra fights
alongside 2 Summoned Star
Elementals, using the wand to unleash
bursts of radiant energy.

OvutcoME OPTIONS

1. Return the Wand
The adventurers recover the wand and
return it to Master Ardyn, who vows to
protect it from further misuse.

2. Destroy the Wand
The adventurers destroy the wand,
preventing its use but risking retaliation
from the rival factions.

3. Claim the Wand
The adventurers keep the wand for
themselves, gaining celestial power but
drawing the attention of all sides.
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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 celestial ward triggers, forcing a Wisdom save
(DC 15) to resist radiant damage.
The adventurers find a map detailing hidden
chambers within the catacombs.
A rival group of mercenaries blocks the party’s
path, demanding their surrender.
The adventurers discover an ancient tome detailing
the wand'’s creation.
A surge of celestial energy temporarily blinds
everyone in the area.
A celestial entity appears, urging the adventurers to
destroy the wand.
The adventurers find evidence of another faction
planning to claim the wand.
A magical trap summons an astral creature to delay
the adventurers.
The adventurers uncover fragments of the wand’s
original wielder’s journal.
A massive celestial construct activates, challenging
all who approach.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 legendary forge used
to craft the most powerful magical
weapons has been rediscovered in a
mountain stronghold. Rival factions of
mages have descended upon the site, each
seeking control of the Spellforge to turn the
tide of war. The adventurers are hired to
infiltrate the stronghold and prevent the
forge from falling into the wrong hands.

KEY NPCs

1. Krellan Emberforge (Dwarf, Neutral
Good)

The last living guardian of the
Spellforge, desperate to protect it from
exploitation.

2. Magister Yarla Ironshade (Human,
Neutral Evil)

The leader of a faction determined to use
the Spellforge to create an army of
enchanted golems.

3. Eryss Flameveil (Elf, Chaotic Neutral)
A rogue mage who wants to activate the
forge’s latent power to destabilize the
factions.

LOCATIONS
1. The Stronghold Gate

A fortified entrance guarded by rival
mages and traps designed to deter
intruders.

2. The Spellforge Foundry
The heart of the stronghold, where the
magical forge radiates energy and
powerful relics are stored.

3. The Arcane Anvil
A chamber containing the forge itself,
where Yarla's forces have set up a base
of operations.

ENCOUNTERS

1. Defensive Forces
At the Stronghold Gate, the adventurers
face 2 Spell Knight Guardians and traps
triggered by magical wards.

2. Construct Defenders
In the Spellforge Foundry, the
adventurers encounter 2 Enchanted
Golems and hazards caused by unstable
magical energy.

3. Battle with Magister Yarla Ironshade
At the Arcane Anvil, Yarla fights
alongside 2 Arcane Sentinels, using the
forge’s power to enhance her spells.

OvurcoME OPTIONS

1. Deactivate the Forge
The adventurers sabotage the forge,
ensuring it cannot be used in the war.
2. Claim the Forge
The adventurers take control of the
forge, gaining a powerful resource but
painting a target on their backs.
3. Destroy the Forge
The adventurers destroy the forge,
ending its threat but losing its immense
potential forever.

173



D20 RANDOM EVENTS: THE
SPELLFORGE SIEGE

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 ward triggers, unleashing a burst of heat and
flame requiring Dexterity saves (DC 15).
The adventurers discover a schematic for crafting
unique enchanted weapons.
A rival group of warriors arrives, attempting to
claim the forge for their faction.
The adventurers find a cache of raw magical
materials glowing faintly with energy.
A surge of forge energy temporarily amplifies all
spells in the area.
A celestial blacksmith appears, urging the
adventurers to protect the forge’s legacy.
The adventurers uncover an ancient record of the
forge’s original creator.
A magical trap activates, summoning an animated
anvil to attack.
The adventurers discover a relic forged in the
Spellforge’s early days.
A massive construct powered by the forge activates,
challenging all intruders.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 obelisk, a
relic from a forgotten Mage’s War, has
reactivated in the wilderness. Its powerful
spells disrupt the surrounding area,
causing elemental chaos and luring rival
mage factions to claim its secrets. The
adventurers are hired by a scholar to
investigate the obelisk, prevent it from
falling into the wrong hands, and uncover
its true purpose.

KeYy NPCs

1. Syrra Windrune (Human, Neutral Good)
A historian and mage seeking to
preserve the obelisk’s knowledge while
stopping its destructive power.

2. Vordak Shadowflare (Tiefling, Neutral
Evil)

A warlock who believes the obelisk is a
weapon to be wielded in the ongoing
Mage’s War.

3. Kelmir Stormborn (Half-Elf, Chaotic
Neutral)

A rogue sorcerer drawn to the obelisk’s
power, hoping to harness it for
unpredictable experiments.

LOCATIONS

1. The Elemental Wilds
The area surrounding the obelisk, where
chaotic elemental storms make travel
hazardous.

2. The Obelisk Approach
The path leading to the obelisk, guarded
by magical wards and ancient
constructs.

3. The Obelisk Core
The heart of the obelisk, where its spells
originate and where Vordak’s forces
have taken control.

ENCOUNTERS

1. Elemental Hazards
In the Elemental Wilds, the adventurers
face 2 Elemental Wraiths and traps
caused by unstable weather patterns.

2. Obelisk Guardians
At the Obelisk Approach, the
adventurers encounter 2 Arcane
Sentinels and magical wards protecting
the site.

3. Battle with Vordak Shadowflare
At the Obelisk Core, Vordak fights
alongside 2 Summoned Elementals,
using the obelisk’s power to enhance his
spells.

OutcoME OPTIONS

1. Deactivate the Obelisk
The adventurers shut down the obelisk,
ending its chaos but leaving its secrets
undiscovered.

2. Control the Obelisk
The adventurers claim the obelisk’s
power, gaining immense magical
influence but risking retaliation.

3. Destroy the Obelisk
The adventurers destroy the obelisk,
eliminating the threat but erasing its
knowledge forever.
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Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A surge of elemental energy creates a damaging
storm in the area.
The adventurers uncover runes hinting at the
obelisk’s original purpose.
A rival faction arrives, demanding the adventurers
leave immediately.
The adventurers find a shard of the obelisk
radiating faint magical energy.
A surge of arcane energy amplifies all spells in the
area temporarily.
A celestial entity warns the adventurers to prevent
the obelisk’s activation.
Evidence of the obelisk’s role in the Mage’s War is
discovered.
A magical trap summons an elemental guardian to
delay progress.
The adventurers find an ancient relic tied to the
obelisk’s magic.
A massive elemental construct emerges from the
obelisk to attack.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 magical prison
designed to contain a
notorious mage from a previous Mage’s

War has been breached. The prisoner, now

free, seeks revenge on the factions that
imprisoned them. The adventurers must
enter the prison to either recapture the
mage or prevent their allies from releasing
others trapped within its wards.

Key NPCs

1. Erynn Spellbinder (Elf, Neutral Good)
A mage who believes the prison’s wards
must be restored to prevent further
chaos.

2. Morgath the Shackled (Human, Neutral
Evil)
The escaped prisoner, a powerful battle
mage bent on vengeance.

3. Kaelyn Darkmist (Tiefling, Chaotic
Neutral)
A rogue mage who seeks to use the
prison’s secrets to create new forms of
arcane control.

LOCATIONS

1. The Outer Wards
A desolate area around the prison, filled
with magical traps designed to prevent
escape.

2. The Cellblock of Chains
A central chamber containing ancient
cells and magical wards, now corrupted
by Morgath’s tampering.

3. The Arcane Nexus
The heart of the prison, where the
adventurers must confront Morgath and
either restore or destroy the prison’s
magic.

ENCOUNTERS

1. Escaped Minions
At the Outer Wards, the adventurers face
2 Riftborn Servants and traps triggered
by fleeing prisoners.

2. Warded Guardians
In the Cellblock of Chains, the
adventurers encounter 2 Arcane Golems
and corrupted magical wards.

3. Battle with Morgath the Shackled
At the Arcane Nexus, Morgath fights
alongside 2 Arcane Horrors, using the
prison’s magic to enhance their
destructive spells.

OuTtcoOME OPTIONS

1. Restore the Wards
The adventurers recapture Morgath and
reactivate the prison’s defenses,
ensuring no further escapes.

2. Destroy the Prison
The adventurers destroy the prison,
freeing the remaining prisoners but
preventing future containment.

3. Control the Prison
The adventurers take control of the
prison, gaining its secrets but inheriting
its dangers.
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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 magical ward triggers, requiring a Wisdom save
(DC 15) to avoid a psychic blast.
The adventurers uncover glyphs detailing the
prison’s original construction.
A rival group of mages arrives, attempting to claim
the prison’s secrets.
The adventurers find an artifact tied to the Mage’s
War hidden in a cell.
A surge of corrupted magic animates broken ward
fragments to attack.
A celestial guardian urges the adventurers to
restore balance within the prison.
The adventurers discover evidence of a betrayal that
led to the prison’s breach.
A trap activates, summoning an elemental ward to
defend the prison.
The adventurers find an enchanted key linked to the
prison’s magic.
Morgath summons a massive arcane construct as
the final defense.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 powerful grimoire
from the Mage’s War has been discovered,
its pages brimming with forbidden spells.
As rival mages vie for control of the artifact,
its curse begins to corrupt the minds of
those who read it, including one of the
adventurers’ allies. The adventurers must
decide whether to destroy the grimoire,
harness its power, or return it to its resting
place before its influence spreads further.

Key NPCs

1. Soryn Lightscroll (Human, Neutral
Good)

A mage who believes the grimoire must
be returned to a sacred archive for
safekeeping.

2. Xariel Darkbind (Tiefling, Neutral Evil)
A warlock determined to use the
grimoire to become the most powerful
spellcaster of their age.

3. Ellindra Spellrift (Elf, Chaotic Neutral)
A wandering sorcerer obsessed with
unlocking the grimoire’s forbidden
secrets at any cost.

LOCATIONS

1. The Forgotten Vault
A hidden chamber where the grimoire
was discovered, now overrun by wards
and magical constructs.

2. The Hall of Echoes
A ruined library filled with ghostly
projections of past mages, all tied to the
grimoire’s magic.

3. The Cursed Nexus
The focal point of the grimoire’s curse,
where Xariel plans to unlock its full
potential.

ENCOUNTERS

1. Grimoire Guardians
In the Forgotten Vault, the adventurers
face 2 Arcane Constructs and magical
traps triggered by the grimoire’s curse.

2. Spectral Casters
In the Hall of Echoes, the adventurers
contend with 2 Ghostly Magi and
illusions created by the grimoire.

3. Battle with Xariel Darkbind
At the Cursed Nexus, Xariel fights
alongside 2 Riftborn Shades, using the
grimoire to cast devastating spells.

OvutcoME OPTIONS

1. Destroy the Grimoire
The adventurers destroy the grimoire,
ending its curse but losing the powerful
spells within.

2. Seal the Grimoire
The adventurers seal the grimoire in a
secure location, halting its curse but
risking future discovery.

3. Control the Grimoire
The adventurers keep the grimoire,
gaining its power 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 magical ward triggers, requiring a Wisdom save
(DC 15) to avoid being charmed.
The adventurers find a fragment of the grimoire
glowing faintly with magic.
A rival mage accuses the adventurers of stealing
the grimoire.
The adventurers uncover a secret passage leading
to an ancient vault.
A surge of magic from the grimoire creates
illusions of long-dead mages.
A celestial librarian warns the adventurers of the
grimoire’s dangers.
The adventurers find evidence of a mage corrupted
by the grimoire in the past.
A trap summons an arcane construct to delay the
adventurers.
The adventurers find a relic tied to the grimoire’s
original owner.
The grimoire’s curse summons a massive shadow
beast to defend itself.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 Arcanum Academy,
a once-thriving school of magic, has fallen
under siege by warring mage factions
seeking to claim its archives. The
adventurers are hired by a surviving faculty
member to infiltrate the academy, secure
its most valuable artifacts, and either drive
off or broker peace between the warring
sides.

Key NPCs

1. Professor Thyris Greymantle (EIf,
Neutral Good)

A historian desperate to preserve the
academy’s knowledge and end the
violence.

2. Archmage Keldor Ashbrand (Human,
Neutral Evil)

The leader of one faction aiming to claim
the academy’s archives to dominate
magical research.

3. Lyra Skyflare (Half-Elf, Chaotic Neutral)
A renegade student who seeks to use the
chaos to experiment with forbidden
magic.

LOCATIONS

1. The Outer Courtyard
A battleground littered with magical
traps and dueling mages from opposing
factions.

2. The Grand Library
A towering hall filled with ancient tomes
and animated defenses meant to protect
the academy’s secrets.

3. The Celestial Observatory
A mystical tower where Lyra has begun
summoning unstable planar energy to tip
the scales of battle.

ENCOUNTERS
1. Dueling Mages

In the Outer Courtyard, the adventurers
face 2 Spellbound Apprentices and
magical hazards caused by stray spells.

2. Animated Defenders
In the Grand Library, the adventurers
contend with 2 Arcane Constructs and
traps protecting forbidden tomes.

3. Battle with Lyra Skyflare
At the Celestial Observatory, Lyra fights
alongside 2 Planar Shades, using planar
energy to cast unstable spells.

OvurcoME OPTIONS

1. Preserve the Academy
The adventurers broker peace and
protect the academy’s knowledge,
ensuring its survival.

2. Evacuate and Abandon
The adventurers recover vital artifacts
but allow the academy to fall, prioritizing
lives over the structure.

3. Claim the Academy
The adventurers take control of the
academy, gaining its knowledge but
becoming targets for rival factions.

181
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ACADEMY IN 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 stray spell triggers an explosion, requiring a
Dexterity save (DC 14) to avoid damage.
The adventurers find a hidden cache of scrolls
imbued with powerful spells.
A rival mage demands the adventurers leave,
claiming the academy for their faction.
The adventurers uncover a hidden passage leading
to a secret vault.
A burst of arcane energy amplifies all spells in the
area temporarily.
A celestial entity appears, urging the adventurers to
end the conflict.
The adventurers find evidence of forbidden magic
experiments in the library.
A magical ward activates, summoning a defensive
elemental.
The adventurers discover relics from the academy’s
founding.
A massive construct, activated by the conflict,
attacks all intruders.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 colossal crystal of
unknown origin has emerged from the
ground near a remote village, pulsing with
powerful magical energy. Rival mage
factions seek to harness the crystal for their
own gain, but its unstable energy is causing
catastrophic effects in the region. The
adventurers are tasked with either
stabilizing or destroying the crystal before
its magic consumes everything.

Key NPCs

1. Alyndra Stonelore (Elf, Neutral Good)
A geomancer studying the crystal’s
origin and searching for a way to
stabilize its energy.

2. Magus Verindath (Human, Neutral Evil)
A ruthless mage seeking to harvest the
crystal’s power to fuel destructive
weapons.

3. Lyric Shardveil (Gnome, Chaotic
Neutral)

An eccentric scholar drawn to the
crystal’s chaos, hoping to unlock its
hidden mysteries.

LOCATIONS

1. The Shardfield Expanse
The area around the crystal, filled with
smaller crystal formations emitting
bursts of wild magic.

2. The Crystalline Core
A labyrinth of sharp, glowing crystal
formations leading to the central crystal.

3. The Radiant Heart
The epicenter of the crystal’s magic,
where Verindath has begun channeling
its energy into a dangerous spell.

ENCOUNTERS

1. Shardborn Creatures
In the Shardfield Expanse, the
adventurers face 2 Crystal Elementals
and hazards caused by unpredictable
magic surges.

2. Radiant Guardians
In the Crystalline Core, the adventurers
contend with 2 Shard Sentinels and
traps formed from refracting light
beams.

3. Battle with Magus Verindath
At the Radiant Heart, Verindath fights
alongside 2 Arcane Golems, using the
crystal to amplify his destructive spells.

OutcoME OPTIONS

1. Stabilize the Crystal
The adventurers stabilize the crystal,
halting its catastrophic effects but
leaving it vulnerable to future
exploitation.

2. Destroy the Crystal
The adventurers shatter the crystal,
ending its threat but risking backlash
from rival factions.

3. Control the Crystal
The adventurers claim the crystal’s
power, gaining immense magical energy
but becoming targets for all sides.
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CRYSTAL CATACLYSM

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A burst of wild magic creates an area of chaotic
spell effects.
The adventurers discover a shard glowing faintly
with latent energy.
A rival group of mages arrives, demanding control
of the crystal.
The adventurers uncover runes etched into smaller
crystals hinting at their origin.
A surge of energy disorients the adventurers,
requiring Wisdom saves (DC 15).
A celestial entity appears, warning the adventurers
about the crystal’s instability.
The adventurers find evidence of the crystal being
summoned intentionally.
A magical trap activates, summoning radiant
constructs to delay the party.
The adventurers discover an artifact embedded in
one of the crystal shards.
A massive shardborn creature emerges, attacking
anyone near the crystal.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD

184



ADVENTURE SEED 489:

s’ HE MAGICAL
‘ 6 7\ ARMISTICE”

PLoT HOOK

A neutral mage’s
conclave has proposed a truce to prevent
the Mage’s War from escalating further,
and an ancient artifact known as the Sigil
of Concord is needed to seal the pact.
However, one faction has stolen the

artifact, threatening to derail the armistice.

The adventurers are tasked with retrieving
the sigil before the conclave collapses into
chaos.

KEey NPCs

1. Archmage Belorith Aetherwind (EIf,
Neutral Good)
A respected mage leading the effort to
broker peace between the factions.

2. High Sorcerer Kelmaris (Tiefling,
Neutral Evil)
The faction leader who has stolen the
sigil to sabotage the negotiations.

3. Mira Starweaver (Half-Elf, Chaotic
Neutral)
An independent mage who views the
sigil as an opportunity for personal
power.

L.OCATIONS
1. The Neutral Sanctuary
The conclave’s meeting grounds,
surrounded by protective wards and
neutral forces.
2. The Rifted Caverns
A hidden network of caves where
Kelmaris has hidden the sigil, guarded
by his followers.
3. The Obsidian Hall

The sigil’s resting place, where Kelmaris

prepares to use its power to ignite the
conflict anew.

ENCOUNTERS

1. Conclave Disruption
At the Neutral Sanctuary, the
adventurers face 2 Saboteur Mages
attempting to destabilize the conclave.

2. Rift Guardians
In the Rifted Caverns, the adventurers
encounter 2 Arcane Constructs and
magical wards tied to the sigil.

3. Battle with High Sorcerer Kelmaris
At the Obsidian Hall, Kelmaris fights
alongside 2 Riftborn Shades, using the
sigil to amplify his spells.

OvurcoME OPTIONS

1. Restore the Sigil
The adventurers return the sigil to
Archmage Belorith, ensuring peace and
stabilizing the conclave.

2. Destroy the Sigil
The adventurers destroy the sigil,
preventing its misuse but risking the
armistice’s collapse.

3. Control the Sigil
The adventurers keep the sigil, gaining
immense power but jeopardizing
neutrality.
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D20 RANDOM EVENTS: THE
MAGICAL ARMISTICE

Roll
(1d20) Event Description

1-2 A rogue mage infiltrates the conclave, demanding
the sigil’s destruction.

3-4 The adventurers uncover runes explaining the
sigil’s creation.

5-6 A rival faction accuses the adventurers of siding
with the opposition.

7-8 The adventurers find an artifact linked to the sigil’s
history.

9-10 A burst of energy from the sigil triggers a temporary
planar rift.

11-12 A celestial figure appears, urging the adventurers to
protect the sigil.

13-14  Evidence of a third faction’s interference is
discovered in the sanctuary.

15-16 A magical trap summons defenders to guard the
sigil’s resting place.

17-18  The adventurers uncover a secret chamber in the
caverns holding powerful relics.

19-20 A massive arcane beast, tied to the sigil’s energy,
emerges for battle.

DM’s CustoM NOTES

Enhancements, Adjustments, 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

A forbidden rune,
created during the
height of the Mage’s War, has been
uncovered in an ancient battleground. It
holds the power to obliterate entire armies
with a single spell. Rival factions race to
claim it, and the adventurers are hired by a
desperate scholar to ensure the rune is
either destroyed or secured before it
plunges the world into chaos.

Key NPCs

1. Professor Lyrel Morvain (Human,
Neutral Good)

A historian determined to keep the rune
out of the hands of power-hungry mages.

2. Sorcerer Drevan Ironflame (Dwarf,
Neutral Evil)

A faction leader who seeks to weaponize
the rune to crush his enemies.

3. Alaris Starforge (Elf, Chaotic Neutral)
An opportunistic mage hoping to unlock
the rune’s secrets for their own
unpredictable experiments.

LOCATIONS

1. The Broken Plains
A desolate battlefield littered with
magical scars and traps left over from
the Mage’s War.

2. The Obsidian Crypt
A hidden chamber beneath the plains,
guarded by constructs and layered with
ancient wards.

3. The Rune Chamber
The heart of the crypt, where Drevan has
begun activating the rune’s destructive
power.

ENCOUNTERS

1. Spectral Remnants
In the Broken Plains, the adventurers
face 2 Wraith Warriors and hazards
caused by unstable magic fields.

2. Crypt Guardians
In the Obsidian Crypt, the adventurers
contend with 2 Arcane Golems and traps
guarding the rune.

3. Battle with Sorcerer Drevan Ironflame
At the Rune Chamber, Drevan fights
alongside 2 Flame Elementals, using the
rune to unleash devastating spells.

OvurtcoME OPTIONS

1. Destroy the Rune
The adventurers shatter the rune,
preventing its misuse but risking
backlash from its immense energy.

2. Seal the Rune
The adventurers secure the rune in an
impenetrable vault, protecting it from
further exploitation.

3. Control the Rune
The adventurers claim the rune’s power,
gaining an unstoppable weapon but
inviting endless enemies.
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D20 RANDOM EVENTS: THE
RUNE OF RUIN

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A surge of energy creates an explosion, forcing
Dexterity saves (DC 15) to avoid damage.
The adventurers uncover a journal detailing the
rune’s original creation.
A rival faction ambushes the adventurers, claiming
ownership of the rune.
The adventurers find an artifact glowing faintly with
the rune’s energy.
A ward triggers, animating nearby statues to attack
intruders.
A celestial figure warns the adventurers about the
dangers of the rune.
Evidence of a previous battle over the rune is
discovered in the crypt.
A trap summons spectral guardians to defend the
rune.
The adventurers discover glyphs inscribed with
forbidden spells tied to the rune.
A massive elemental construct tied to the rune
emerges to defend it.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 Citadel, a
ruined fortress once commanded by the
most powerful mages of the Mage’s War,
has reappeared after being hidden by
powerful wards for centuries. It is said to
contain forgotten spells and artifacts
capable of reshaping the world. The
adventurers are hired to explore the citadel
and secure its treasures before rival
factions turn it into a new battleground.

Key NPCs

1. Elyra Dawnspire (Elf, Neutral Good)
A mage who believes the citadel’s
secrets must be preserved and studied
carefully.

2. Vorthak Ironshade (Human, Neutral
Evil)

A warlord determined to claim the
citadel as a stronghold for his faction.

3. Kaelen Windsong (Halfling, Chaotic
Neutral)

An opportunist hoping to sell the
citadel’s artifacts to the highest bidder.

LOCATIONS

1. The Broken Courtyard
The citadel’s main entrance, filled with
crumbling stonework and enchanted
traps.

2. The Hall of Arcanum
A vast chamber where magical
experiments were conducted, now
guarded by arcane wards.

3. The Nexus Vault
The heart of the citadel, where its most
powerful artifacts are stored and
protected by magical defenses.

ENCOUNTERS

1. Fallen Defenders
In the Broken Courtyard, the
adventurers face 2 Animated Guardians
and magical traps triggered by proximity.

2. Arcane Hazards
In the Hall of Arcanum, the adventurers
contend with 2 Riftborn Constructs and
unstable magical energy.

3. Battle with Vorthak Ironshade
At the Nexus Vault, Vorthak fights
alongside 2 Arcane Sentinels, using
artifacts from the citadel to amplify his
power.

OuTrcoME OPTIONS

1. Secure the Citadel
The adventurers stabilize the citadel’s
magic and ensure its treasures are kept
safe for future study.

2. Destroy the Citadel
The adventurers collapse the citadel to
prevent its misuse, losing its knowledge
and artifacts in the process.

3. Claim the Citadel
The adventurers take control of the
citadel, gaining a powerful base of
operations but attracting rivals.
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D20 RANDOM EVENTS: THE
SHATTERED CITADEL

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A magical trap triggers, releasing a burst of force
energy that requires a Dexterity save (DC 14).
The adventurers discover an ancient scroll detailing
the citadel’s fall.
A rival group of mercenaries blocks the adventurers’
path, demanding surrender.
The adventurers uncover a hidden alcove
containing enchanted artifacts.
A surge of energy from a broken artifact creates an
unstable portal.
A celestial guardian appears, urging the adventurers
to preserve the citadel’s history.
Evidence of a betrayal during the Mage’s War is
uncovered in the citadel’s archives.
A magical ward summons a spectral construct to
attack the party.
The adventurers find a relic tied to the citadel's
original commander.
A massive arcane golem awakens to defend the
citadel’s vault.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD

190



ADVENTURE SEED 492:

s’ HE MAGEBANE
‘ 6 7Y AMULET”

PLoT HOOK

Magebane Amulet, created during the
Mage’s War to nullify magical power, has
surfaced in a remote village. Rival factions
are racing to seize it, as it could turn the
tide in their favor. The adventurers are
hired by the village elders to protect their
home and ensure the amulet doesn’t fall
into the wrong hands.

KEeyY NPCs

1. Elder Tharion Greysteel (Dwarf, Neutral

Good)

A wise elder of the village who believes

the amulet is a threat to all magic users.
2. Archmage Cylria Lightweaver (EIf,

Neutral Evil)

A faction leader who wants to wield the

amulet to dominate her magical rivals.
3. Veyra Dusksinger (Tiefling, Chaotic

Neutral)

A rogue mage who seeks to use the

amulet to disrupt the balance of magical

power entirely.

LOCATIONS
1. The Village of Greywood

A peaceful village surrounded by dense
forests, now under siege by rival
factions.

2. The Elders’ Sanctuary
A hidden chamber beneath the village,
protected by traps and magical wards.

3. The Arcane Clearing
A nearby glade where Veyra has lured
the adventurers, intending to take the
amulet by force.

An artifact known as the

ENCOUNTERS

1. Faction Raiders

In the Village of Greywood, the
adventurers face 2 Mage Mercenaries
and hazards caused by stray magical
attacks.

. Sanctuary Defenders

In the Elders’ Sanctuary, the
adventurers encounter 2 Arcane
Constructs and traps designed to protect
the amulet.

. Battle with Veyra Dusksinger

At the Arcane Clearing, Veyra fights
alongside 2 Shadow Elementals, using
spells to manipulate the battlefield.

OutcoME OPTIONS
1. Protect the Amulet

The adventurers secure the amulet in a
safe location, ensuring it cannot be
misused.

. Destroy the Amulet

The adventurers destroy the artifact,
nullifying its threat but risking retaliation
from the factions.

. Claim the Amulet

The adventurers take control of the
amulet, gaining a powerful tool but
inviting endless pursuit.
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D20 RANDOM EVENTS: THE
MAGEBANE AMULET

Roll
(1d20) Event Description

1-2 A magical ward triggers, requiring a Wisdom save
(DC 15) to resist being stunned.

3-4 The adventurers uncover a hidden alcove
containing scrolls detailing the amulet’s history.

5-6 A rival group of mercenaries demands the amulet in
exchange for sparing the village.

7-8 The adventurers find a shard of another artifact
related to the Mage’s War.

9-10 A surge of magic causes an elemental rift to open

temporarily in the village.

11-12 A celestial emissary warns the adventurers of the
amulet’s corrupting influence.

13-14  Evidence of the amulet being created as a weapon
of betrayal is discovered.

15-16 A trap activates, summoning spectral guardians
tied to the artifact.

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

19-20 A massive golem awakens to protect the amulet
from all who approach.

DM’s 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 493:

s’ HE ARCANE
6 7\l COLLAPSE”

¢

PrLoT HOOK

A massive ritual is
underway, orchestrated by rival mage
factions to unleash overwhelming magical
power that could destroy or reshape the
region. However, the ritual is destabilizing
the magical ley lines, causing unpredictable
surges and collapses. The adventurers
must infiltrate the ritual site, stop the spell,
and deal with the fallout of the disrupted
ley lines.

Ky NPCs

1. Sorceress Elyndra Frostglow (EIf,
Neutral Good)
A mage seeking to stop the ritual and
stabilize the ley lines before it’s too late.

2. Magus Drakkar Flameveil (Human,
Neutral Evil)
A faction leader determined to complete
the ritual and claim the ley lines for his
faction.

3. Tylra Starshade (Half-Elf, Chaotic
Neutral)
A renegade sorcerer drawn to the ritual’s
chaotic energy for her own experiments.

LOCATIONS

1. The Fractured Glade
A forested area where the ley lines’
disruption has caused glowing rifts to
appear, releasing magical hazards.

2. The Ritual Grounds
A circle of ancient standing stones where
the ritual is taking place, guarded by
Drakkar’s forces.

3. The Ley Nexus
The heart of the ritual’s energy, where
Tylra attempts to channel the ley lines’
chaotic power.

ENCOUNTERS
1. Wild Magic Hazards
In the Fractured Glade, the adventurers
face 2 Elemental Shades and hazards
caused by unstable rifts.
2. Ritual Defenders
At the Ritual Grounds, the adventurers

encounter 2 Arcane Sentinels and glyph

traps protecting the ritual site.
3. Battle with Tylra Starshade
At the Ley Nexus, Tylra fights alongside

2 Riftborn Constructs, using the ley lines

to amplify her spells.

OuTcOME OPTIONS
1. Disrupt the Ritual
The adventurers stop the ritual,

stabilizing the ley lines but leaving some

factions emboldened.
2. Redirect the Ley Lines

The adventurers manipulate the ley lines

to channel their energy safely, altering
the landscape.

3. Seize the Ley Lines
The adventurers harness the ley lines’
power, gaining immense magical
influence but risking instability.
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ARCANE COLLAPSE

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 rift opens, releasing a burst of energy that
requires Dexterity saves (DC 15) to avoid damage.
The adventurers discover runes tied to stabilizing
the ley lines.
A rival faction accuses the adventurers of interfering
with their plans.
The adventurers find a shard glowing with ley line
energy.
A surge of magic amplifies all spells in the area
temporarily.
A celestial guardian appears, urging the adventurers
to stabilize the ley lines.
Evidence of the ley lines being manipulated during
the Mage’s War is discovered.
A magical trap summons elemental creatures to
defend the ritual site.
The adventurers uncover relics tied to ley line
magic.
A massive elemental construct tied to the ley lines
emerges for battle.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 rogue mage faction
has struck a deal with an infernal power to
gain an edge in the Mage’s War. In return,

they must deliver a powerful artifact hidden

in a cursed castle. The adventurers are
hired to intercept the artifact, navigate the
castle’s traps, and thwart the infernal pact
before it’s too late.

KeYy NPCs

1. Cleric Lyria Dawnveil (Human, Neutral
Good)
A devout protector of the artifact who

believes it must be destroyed to sever the

infernal pact.

2. Sorcerer Kaldrak Flamebrand (Tiefling,
Neutral Evil)
The faction leader working to fulfill the
infernal bargain to secure ultimate
power.

3. Veylin Embermist (Dwarf, Chaotic
Neutral)
A mercenary mage who sees the pact as
a dangerous opportunity to shift the
war’s balance.

LOCATIONS

1. The Cursed Woods
A dark forest surrounding the castle,
filled with infernal creatures and
corrupted wildlife.

2. The Castle of Chains
A crumbling stronghold guarded by
wards and infernal entities protecting
the artifact.

3. The Infernal Altar
The heart of the pact’s power, where
Kaldrak prepares to complete the ritual
and seal the deal.

ENCOUNTERS

1. Infernal Hunters
In the Cursed Woods, the adventurers
face 2 Hell Hounds and traps corrupted
by infernal energy.

2. Castle Guardians
At the Castle of Chains, the adventurers
encounter 2 Infernal Knights and
magical wards protecting the artifact.

3. Battle with Sorcerer Kaldrak
Flamebrand
At the Infernal Altar, Kaldrak fights
alongside 2 Fiendish Constructs, using
the artifact to unleash devastating spells.

OutcoME OPTIONS

1. Destroy the Artifact
The adventurers shatter the artifact,
ending the pact but risking a backlash
from the infernal power.

2. Protect the Artifact
The adventurers secure the artifact,
keeping it safe but making themselves
targets.

3. Seize the Pact’s Power
The adventurers interrupt the ritual and
harness its infernal energy, gaining
power but risking corruption.
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D20 RANDOM EVENTS: THE
INFERNAL BARGAIN

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 ward triggers, unleashing a burst of infernal fire
requiring Dexterity saves (DC 15).
The adventurers find a relic tied to the castle’s
infernal history.
A rival faction attacks, attempting to claim the
artifact for themselves.
The adventurers uncover runes detailing the pact’s
terms.
A surge of infernal energy amplifies magical effects
temporarily.
A celestial guardian warns the adventurers about
the consequences of the pact.
Evidence of a previous infernal deal during the
Mage’s War is uncovered.
A magical trap summons infernal guardians to
delay the adventurers.
The adventurers find a glowing shard of the artifact,
radiating infernal magic.
A massive infernal beast emerges to protect the
artifact.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD

196



ADVENTURE SEED 495:

=’ HE SPELLTHIEF'S
‘ 6 7Y GAMBIT”

PrLorT Hook

A daring rogue has
stolen a powerful spellbook containing
secrets from the Mage’s War and fled to a
hidden sanctuary. The theft has ignited
tensions among rival factions, each
claiming the spellbook as their own. The
adventurers are hired to recover the
spellbook, but they must decide who to
trust and whether the book’s dangerous
knowledge should be preserved or
destroyed.

KEey NPCs

1. Sorcerer Velyra Moonspark (Elf, Neutral
Good)
A mage who seeks to safeguard the
spellbook to prevent its destructive
spells from being used.

2. The Spellthief, Kelric Ashvine (Human,
Chaotic Neutral)
The rogue who stole the spellbook,
claiming he intends to sell it to the
highest bidder.

3. Archmage Taldreth Darkflare (Tiefling,
Neutral Evil)
A faction leader determined to use the
spellbook to tip the scales of the Mage’s
War in his favor.

LOCATIONS

1. The Whispering Glade
A dense forest where Kelric’s allies set
traps and ambushes to deter pursuers.

2. The Shadowed Keep
An abandoned fortress where Kelric has
taken refuge, guarded by mercenaries
and magical wards.

3. The Hall of Secrets
A hidden chamber in the keep where
Kelric has begun deciphering the
spellbook’s arcane knowledge.

ENCOUNTERS
1. Forest Ambush

In the Whispering Glade, the
adventurers face 2 Spellbound Bandits
and hazards caused by enchanted traps.

2. Mercenary Defenders
At the Shadowed Keep, the adventurers
contend with 2 Arcane Knights and
magical wards protecting the spellbook.

3. Battle with Kelric Ashvine
In the Hall of Secrets, Kelric fights
alongside 2 Summoned Arcane
Guardians, using spells from the book to
bolster his attacks.

OurcoME OPTIONS

1. Secure the Spellbook
The adventurers return the spellbook to
Velyra, ensuring its dangerous
knowledge is kept safe.

2. Destroy the Spellbook
The adventurers destroy the book,
erasing its power but losing its
knowledge forever.

3. Claim the Spellbook
The adventurers keep the book, gaining
access to its secrets but risking
retribution from rival factions.
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D20 RANDOM EVENTS: THE
SPELLTHIEF'S GAMBIT

Roll
(1d20) Event Description

1-2 A magical ward triggers, forcing a Wisdom save
(DC 14) to avoid being stunned.

3-4 The adventurers uncover a map hinting at other
hidden treasures in the keep.

5-6 A rival faction arrives, demanding the spellbook for
themselves.

7-8 The adventurers find a fragment of another
spellbook tied to the Mage’s War.

9-10 A surge of energy from the book causes random

wild magic effects in the area.

11-12 A celestial figure appears, urging the adventurers to
destroy the spellbook.

13-14  Evidence of the spellbook’s creator is discovered in
an ancient tome.

15-16 A trap activates, summoning magical constructs to
protect the book.

17-18  The adventurers find a glowing relic tied to the
book’s origin.

19-20 A massive arcane beast emerges, drawn to the
spellbook’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.

DM ScraTCH PAD
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ADVENTURE SEED 496:

~sthn” HE VOIDWALKER'S
‘ 6 7| ASCENT”

PrLoT HoOk

A mysterious mage
known only as the Voidwalker has begun
an ambitious ritual to merge the Material
Plane with the Void, a chaotic dimension
from the Mage’s War. The adventurers
must climb an ancient spire where the
ritual is being conducted, navigate its
magical defenses, and stop the Voidwalker
before the planes collide.

Key NPCs

1. Elyria Starshade (Elf, Neutral Good)

A mage who believes the Voidwalker’s
actions threaten the balance of all
planes.

2. The Voidwalker (Unknown, Neutral Evil)
A shadowy figure obsessed with
harnessing the Void’s power to reshape
reality.

3. Kylen Darkmist (Human, Chaotic
Neutral)

A rogue mage aiding the Voidwalker,
hoping to gain immense power for
himself.

LOCATIONS

1. The Spiral Path
A twisting mountain trail leading to the
spire, guarded by void-tainted creatures.

2. The Voidbound Sanctum
A chamber within the spire filled with
traps and pulsating void energy.

3. The Apex Nexus
The top of the spire where the
Voidwalker conducts the ritual,
surrounded by swirling planar energy.

ENCOUNTERS

1. Void-Touched Beasts
On the Spiral Path, the adventurers face
2 Shadow Hounds and hazards caused
by unstable void energy.

2. Sanctum Guardians
In the Voidbound Sanctum, the
adventurers contend with 2 Rift
Guardians and traps emitting bursts of
necrotic energy.

3. Battle with the Voidwalker
At the Apex Nexus, the Voidwalker fights
alongside 2 Void Elementals, using the
ritual to enhance his spells.

OutcoME OPTIONS

1. Disrupt the Ritual
The adventurers stop the Voidwalker,
stabilizing the planes but leaving faint
void traces behind.

2. Seal the Rift
The adventurers close the rift entirely,
severing the Void’s influence but risking
the spire’s collapse.

3. Claim Void Power
The adventurers harness the Void’s
magic, gaining immense power but
risking their sanity.
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D20 RANDOM EVENTS: THE
VOIDWALKER’S ASCENT

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A burst of void energy creates an area of gravity
inversion.
The adventurers uncover a relic tied to the
Voidwalker’s origin.
A rival mage arrives, seeking to claim the Void’s
power for themselves.
The adventurers find a hidden passage leading to
the sanctum.
A surge of void magic amplifies all spells in the
area temporarily.
A celestial figure warns the adventurers of the
Void’s corrupting influence.
Evidence of previous void experiments is
discovered in the sanctum.
A magical trap summons void creatures to defend
the spire.
The adventurers find an artifact imbued with void
energy.
A massive void beast emerges, drawn to the ritual’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.

DM ScraTCH PAD

200



ADVENTURE SEED 497:

b HE SPELLBOUND
‘ 6 VAl CITADEL”

PrLoT HOoOK

An ancient floating
citadel has reappeared in the skies, its
return heralding powerful storms and
planar disruptions. Rival factions believe
the citadel contains artifacts capable of
controlling the weather and the planes. The
adventurers must venture to the citadel,
survive its magical hazards, and decide
who, if anyone, should control its secrets.

KEeY NPCs

1. Sky Mage Liriel Sunspire (Elf, Neutral
Good)
A mage who wants to study the citadel’s
secrets to stabilize the storms.

2. Stormlord Zareth Flamebound (Tiefling,
Neutral Evil)
A faction leader aiming to harness the
citadel’s power to dominate the skies.

3. Kylis Windwalker (Halfling, Chaotic
Neutral)
A rogue mage obsessed with the
citadel’s potential to grant ultimate
freedom.

LOCATIONS
1. The Skybridge

A magical path leading to the citadel,
surrounded by elemental storms and
flying creatures.

2. The Hall of Tempests
A grand chamber filled with weather-
controlling mechanisms and ancient
wards.

3. The Citadel Core
The heart of the citadel, where Zareth
has begun activating its full power.

ENCOUNTERS

1. Storm-Touched Creatures
On the Skybridge, the adventurers face 2
Air Elementals and hazards caused by
fierce winds and lightning.

2. Elemental Defenders
In the Hall of Tempests, the adventurers
contend with 2 Storm Constructs and
traps that unleash bursts of lightning.

3. Battle with Stormlord Zareth
Flamebound
At the Citadel Core, Zareth fights
alongside 2 Tempest Elementals, using
the citadel’s mechanisms to bolster his
attacks.

OutcoME OPTIONS

1. Deactivate the Citadel
The adventurers shut down the citadel’s
mechanisms, stabilizing the weather but
leaving its secrets vulnerable.

2. Destroy the Citadel
The adventurers collapse the citadel,
ending its disruptions but losing its
knowledge forever.

3. Claim the Citadel
The adventurers take control of the
citadel, gaining immense power but
becoming targets for rival factions.
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D20 RANDOM EVENTS: THE
SPELLBOUND CITADEL

Roll
(1d20) Event Description

1-2 A burst of lightning arcs through the area, requiring
Dexterity saves (DC 15).

3-4 The adventurers find an ancient manual explaining
the citadel’s controls.

5-6 A rival faction arrives, claiming the citadel as their
property.

7-8 The adventurers uncover a hidden chamber
containing rare artifacts.

9-10 A surge of energy amplifies all magical effects in

the citadel temporarily.

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

13-14  Evidence of a battle for control of the citadel is
uncovered.

15-16 A magical ward activates, summoning elemental
creatures to attack.

17-18  The adventurers find a relic tied to the citadel’s
original builders.

19-20 A massive storm elemental emerges, defending the
citadel’s core.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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ADVENTURE SEED 498:

‘ 6 VAl CHRONOMANCER’S
LEGACY”

PLoT HOOK

The adventurers discover that a rogue
mage has unlocked ancient time-
manipulating spells from the Mage’s War.
They've begun rewriting history, creating
paradoxes that destabilize reality. The
adventurers must journey through shifting
timelines to confront the mage and restore
balance before the world is unmade.

Key NPCs

1. Chronomancer Elrieth Timestream
(Human, Neutral Evil)
The rogue mage bent on reshaping
history to favor their own rise to power.

2. Watcher Zolaris (Elf, Neutral Good)
A celestial guardian who warns the
adventurers of the temporal anomalies
spreading through the land.

3. Kaeris Shadowspark (Tiefling, Chaotic
Neutral)
A time traveler caught in the paradoxes,
whose allegiances are uncertain.

LOCATIONS
1. The Temporal Rift
A portal swirling with unstable energy,

opening pathways to alternate timelines.

2. The Warped Battlefield
A fragmented timeline where mages
from the past and future collide in
endless conflict.

3. The Temporal Nexus
The heart of the time distortions, where

Elrieth weaves their manipulative spells.

ENCOUNTERS

1. Time-Displaced Beasts

At the Temporal Rift, the adventurers
face 2 Chronohounds and hazards
caused by sudden timeline shifts.

. Paradox Soldiers

On the Warped Battlefield, the
adventurers encounter 2 Rift Guardians
and fragments of time loops creating
unpredictable attacks.

. Battle with Chronomancer Elrieth

Timestream

At the Temporal Nexus, Elrieth fights
alongside 2 Temporal Phantoms, using
time magic to rewind damage and
disorient foes.

OvurcoME OPTIONS
1. Seal the Rift

The adventurers close the rift, ending
the time distortions but leaving traces of
alternate timelines behind.

. Destroy the Nexus

The adventurers collapse the nexus,
resetting the timeline but losing
knowledge of the changes made.

. Claim Temporal Power

The adventurers harness the temporal
magic, gaining control over time but
risking unintended paradoxes.
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D20 RANDOM EVENTS: THE
CHRONOMANCER’S LEGACY

Roll
(1d20) Event Description

1-2 A burst of temporal energy shifts the adventurers to
an alternate timeline briefly.

3-4 The adventurers uncover relics from an alternate
version of the Mage’s War.

5-6 A rival faction arrives, demanding control over the
rift.

7-8 The adventurers discover a chronomancer’s journal

detailing forbidden spells.

9-10 A surge of energy amplifies all spells for a brief
time.

11-12 A celestial guardian warns the adventurers of the
timeline’s fragility.

13-14  Evidence of a paradox destroying a city in the past
is uncovered.

15-16 A magical trap summons time echoes of the
adventurers to fight themselves.

17-18  The adventurers find an artifact glowing with
temporal energy.

19-20 A massive time elemental emerges, threatening all
timelines.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 499:

==’ HE FORBIDDEN
‘ 6 7Y sancTuM”

PrLoT HOOK

A lost sanctum
containing the forbidden research of the
Mage’s War has been uncovered in a
desolate desert. Rival mages rush to claim
its secrets, but its wards are still active,
summoning arcane horrors to defend the
sanctum. The adventurers must navigate
the sanctum’s dangers and decide the fate
of its perilous knowledge.

KEeY NPCs

1. Archivist Morwyn Shadowquill (Half-Elf,
Neutral Good)
A scholar determined to secure the
sanctum’s knowledge for the greater
good.

2. Magister Tharok Bloodflame (Dwarf,
Neutral Evil)
A power-hungry faction leader seeking
the sanctum’s spells to conquer his
enemies.

3. Kaela Driftshade (Human, Chaotic
Neutral)
A rogue mage hoping to use the
sanctum’s power to disrupt magical
hierarchies.

LOCATIONS

1. The Sunken Entrance
A half-buried entryway to the sanctum,
guarded by wards and traps left by its
creators.

2. The Arcanum Vaults
Labyrinthine chambers filled with
unstable magical relics and summoned
defenders.

3. The Heart of the Sanctum
A central chamber where the sanctum’s
most dangerous spells and relics are
stored.

ENCOUNTERS

1. Desert Guardians
At the Sunken Entrance, the adventurers
face 2 Sand Wraiths and magical wards
triggered by their approach.

2. Arcane Horrors
In the Arcanum Vaults, the adventurers
contend with 2 Summoned Constructs
and hazards caused by unstable relics.

3. Battle with Magister Tharok Bloodflame
At the Heart of the Sanctum, Tharok
fights alongside 2 Arcane Elementals,
using relics to amplify his attacks.

OurcoME OPTIONS

1. Secure the Sanctum
The adventurers stabilize the sanctum
and protect its secrets for future study.
2. Destroy the Sanctum
The adventurers collapse the sanctum,
ending its threat but erasing its
knowledge forever.
3. Claim the Sanctum’s Knowledge
The adventurers take control of the
sanctum, gaining access to its power but
becoming targets for rival factions.
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D20 RANDOM EVENTS: THE
FORBIDDEN SANCTUM

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 magical ward triggers, releasing a burst of arcane
fire requiring Dexterity saves (DC 14).
The adventurers uncover an ancient manual
detailing the sanctum’s creation.
A rival faction ambushes the adventurers,
demanding access to the sanctum.
The adventurers discover a hidden alcove
containing rare artifacts.
A surge of energy amplifies all magic in the area
temporarily.
A celestial entity warns the adventurers of the
sanctum’s potential dangers.
Evidence of the sanctum’s role in the Mage's War is
uncovered.
A magical trap summons spectral defenders tied to
the sanctum.
The adventurers find a relic glowing faintly with
arcane power.
A massive construct tied to the sanctum awakens
to defend it.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 500:

F /

‘ 6,-@@./ HE LAST SPELL”

PLoT HoOOK

A powerful ritual, known
only as The Last Spell,
was sealed away at the end of the Mage’s
War due to its catastrophic potential. Now,
fragments of its incantation have surfaced,
and rival factions scramble to complete the
ritual. The adventurers must piece together
the truth of the spell, its purpose, and
decide whether to prevent or execute the
ritual themselves.

KEeYy NPCs

1. High Arcanist Lysandra Lightspire (Elf,
Neutral Good)

A mage who believes the spell must
remain incomplete for the safety of all.
2. Sorcerer Maldrek Nightshade (Human,

Neutral Evil)

A faction leader who seeks to complete

the spell and wield its ultimate power.
3. Erynn Shadowheart (Tiefling, Chaotic

Neutral)

A rogue spellcaster intrigued by the

ritual’s mysteries, unsure of its true

purpose.

LOCATIONS

1. The Fractured Codex
An ancient library housing the first
fragment of the spell, protected by wards
and magical constructs.

2. The Shattered Obelisk
A towering ruin containing the second
fragment, surrounded by unstable
arcane energy.

3. The Arcane Convergence
A nexus of ley lines where Maldrek
gathers to complete the Last Spell.

ENCOUNTERS

1. Codex Guardians
At the Fractured Codex, the adventurers
face 2 Arcane Golems and glyph traps
tied to the spell’s knowledge.

2. Obelisk Defenders
At the Shattered Obelisk, the
adventurers contend with 2 Rift Wraiths
and hazards caused by arcane surges.

3. Battle with Sorcerer Maldrek
Nightshade
At the Arcane Convergence, Maldrek
fights alongside 2 Planar Constructs,
using the Last Spell’s fragments to
unleash devastating effects.

OuTtcoME OPTIONS

1. Prevent the Ritual
The adventurers stop the spell, ensuring
its power remains untapped but leaving
its knowledge vulnerable to future
seekers.

2. Complete the Spell
The adventurers execute the ritual,
gaining its immense power but risking
disastrous consequences.

3. Erase the Spell
The adventurers destroy the fragments,
erasing the spell’s potential but losing its
secrets forever.
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D20 RANDOM EVENTS: THE
LAST SPELL

Roll
(1d20) Event Description

1-2 A ward triggers, requiring Wisdom saves (DC 15) to
resist a psychic shock.

3-4 The adventurers uncover ancient notes detailing the
Last Spell’s origins.

5-6 A rival mage arrives, claiming the fragments for
their own.

7-8 The adventurers find an artifact tied to the spell’s
creation.

9-10 A surge of energy destabilizes the area, causing

wild magic effects.

11-12 A celestial guardian warns the adventurers about
the dangers of completing the spell.

13-14  Evidence of the spell’s catastrophic use during the
Mage’s War is uncovered.

15-16 A magical trap summons spectral defenders tied to
the Last Spell.

17-18  The adventurers uncover glyphs glowing faintly with
incomplete incantations.

19-20 A massive elemental construct emerges, tied to the
spell’s energy.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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