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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 501:

=g’ HE SWAMP OF
‘ 6 ¢\ ETERNAL SHADOWS”

PLoT HOOK

A thriving swamp has
been plunged into perpetual darkness as a
rift to the Shadowfell opens within its
depths. The villagers of nearby Duskwater
Hollow report strange creatures emerging
from the shadows, and crops wilting under
the lack of sunlight. The adventurers must
journey into the corrupted swamp, confront
the Shadowfell’s influence, and seal the rift
before the darkness spreads further.

Ky NPCs

1. Elder Sylar Nightwhisper (Elf, Neutral
Good)
A local sage who warns of the swamp’s
transformation and its ties to the
Shadowfell.

2. Shadecaster Morrin Velth (Human,
Neutral Evil)
A warlock who seeks to keep the rift
open to empower themselves with the
Shadowfell’s energy.

3. Lira Wraithroot (Tiefling, Chaotic
Neutral)
A rogue scholar obsessed with exploring
the swamp’s changes, offering guidance
but with hidden motives.

LOCATIONS

1. Duskwater Hollow
A gloomy village on the edge of the
swamp, where villagers speak of
creatures lurking in the shadows.

2. The Withered Thicket
A labyrinth of dead trees and shadowed
paths, filled with traps and spectral
guardians.

3. The Rift’s Maw
The heart of the swamp where the rift to
the Shadowfell pulsates, guarded by
Morrin and shadow entities.

ENCOUNTERS

1. Swamp Stalkers
Near Duskwater Hollow, the
adventurers face 2 Shadow Wolves and
hazards caused by dense fog and
quicksand.

2. Spectral Defenders
In the Withered Thicket, the adventurers
encounter 2 Shadow Wraiths and traps
that obscure visibility.

3. Battle with Shadecaster Morrin Velth
At the Rift’'s Maw, Morrin fights
alongside 2 Rift Shades, using
Shadowfell magic to darken the
battlefield.

OurcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, halting
the Shadowfell’s spread but leaving faint
remnants of its influence.

2. Destroy the Rift
The adventurers collapse the rift
entirely, ending its effects but causing
the swamp’s natural magic to wane.

3. Control the Rift
The adventurers stabilize the rift,
harnessing its energy for their own use
but risking future corruption.



D20 RANDOM EVENTS: THE DM ScrRATCH PAD
SWAMP OF ETERNAL
SHADOWS

Roll
(1d20) Event Description

1-2 A shadow tendril lashes out, forcing a Strength save
(DC 14) to avoid being pulled into the swamp.

3-4 The adventurers find a shadow-tainted relic glowing
faintly with necrotic energy.

5-6 A villager follows the adventurers into the swamp,
hoping to reclaim a lost heirloom.

7-8 The adventurers uncover glyphs detailing how to

seal the rift.

9-10 A burst of Shadowfell energy creates illusory
duplicates of the adventurers.

11-12 A celestial guardian warns the adventurers about
the dangers of tampering with the rift.

13-14  Evidence of a previous incursion by the Shadowfell
is discovered in the swamp.

15-16 A magical trap summons shadow beasts to defend
the swamp.

17-18  The adventurers find an artifact tied to the swamp’s
original magic.

19-20 A massive shadow elemental emerges, attacking 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.




ADVENTURE SEED 502:

s’ HE FOREST OF
‘ 6 7\ FLAMES”

PLoT HoOK

A vibrant forest has been
scorched by unrelenting fires as a rift to the
Plane of Fire tears through its heart. Fire
elementals roam freely, and the local druid
circle has been unable to quell the inferno.
The adventurers must brave the burning
wilderness, contend with the fireborn
creatures, and close the rift before the
entire region is consumed.

KEeY NPCs

1. Keeper Faelinn Emberbark (Elf, Neutral
Good)

A druid who seeks to save the forest and
its creatures from the encroaching
flames.

2. Ignar Flameveil (Tiefling, Neutral Evil)
A pyromancer exploiting the rift to
summon fire elementals and bolster
their power.

3. Ashryn Cinderwhisper (Human, Chaotic
Neutral)

A wandering mage fascinated by the
Plane of Fire, eager to study its influence
on the forest.

LOCATIONS

1. Ashwood Outpost
A druidic refuge on the forest’s edge,
where survivors regroup and plan their
next steps.

2. The Charred Grove
A labyrinth of burnt trees and molten
rivers, crawling with fire elementals.

3. The Inferno Rift
The epicenter of the Plane of Fire’s
intrusion, where Ignar is channeling the
flames into a destructive ritual.

ENCOUNTERS

1. Blazing Beasts
Near the Ashwood Outpost, the
adventurers face 2 Ember Hounds and
hazards caused by falling, burning
branches.

2. Elemental Incursions
In the Charred Grove, the adventurers
contend with 2 Magma Elementals and
pools of molten lava.

3. Battle with Ignar Flameveil
At the Inferno Rift, Ignar fights alongside
2 Fire Elementals, using the rift to
empower devastating flame-based spells.

OutcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, quelling
the flames and restoring the forest over
time.

2. Collapse the Rift
The adventurers destroy the rift, ending
its influence but causing lingering
damage to the land.

3. Harness the Rift’s Energy
The adventurers stabilize the rift,
granting them control over the Plane of
Fire’s power but leaving the forest at
risk.



D20 RANDOM EVENTS: THE
FOREST OF 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 sudden burst of flame forces Dexterity saves (DC
14) to avoid damage.
The adventurers uncover glyphs that detail ways to
control fire elementals.
A local ranger offers to guide the party through the
forest for a price.
The adventurers find an artifact glowing with fiery
energy.
A surge of elemental energy amplifies fire-based
magic in the area.
A celestial guardian warns the adventurers about
the rift’s volatile nature.
Evidence of a past incursion by the Plane of Fire is
uncovered in the grove.
A trap activates, summoning flame elementals to
attack intruders.
The adventurers discover an enchanted relic tied to
the druid circle.
A massive fire elemental emerges to defend the rift
from invaders.

DM’s 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 503:

e’ HE SHIMMERING
‘ 6 7Y Marsw

PLoT HOOK

A tranquil marshland
has been transformed into a surreal and
chaotic landscape as a rift to the Feywild
opens, spilling vibrant and dangerous
magic into the area. Plants have grown to

monstrous sizes, and bizarre creatures now

stalk the land. The adventurers must
navigate the chaotic marsh, deal with
capricious fey, and seal the rift before the
magic consumes the region.

Key NPCs

1. Elder Willowmire (Firbolg, Neutral
Good)

A reclusive druid who seeks to restore
the marsh’s natural balance and drive
out the fey influence.

2. Lady Amaris Twinklestar (Elf, Chaotic
Neutral)

A fey noble claiming dominion over the
transformed marsh, eager to see the rift
remain open.

3. Thistle Brightfern (Gnome, Neutral Evil)
A mischievous mage exploiting the
Feywild magic to grow powerful and
cause havoc.

LOCATIONS

1. The Blooming Village
A small settlement overtaken by sentient
plants and fey creatures, where survivors
hide.

2. The Gleaming Bog
A vibrant, ever-shifting expanse filled
with traps and creatures warped by the
Feywild’s magic.

3. The Rift of Radiance
The rift’s source, where Lady Amaris
holds court and uses the magic to
solidify her control.

ENCOUNTERS

1. Fey Hunters
Near the Blooming Village, the
adventurers face 2 Fey Stalkers and
animated plant hazards.

2. Twisted Guardians
In the Gleaming Bog, the adventurers
contend with 2 Shimmering Will-o*-
Wisps and traps that alter reality.

3. Battle with Lady Amaris Twinklestar
At the Rift of Radiance, Lady Amaris
fights alongside 2 Enchanted Treants,
using the rift’'s magic to manipulate the
battlefield.

OutcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, restoring
the marsh to its natural state but leaving
some fey magic lingering.

2. Negotiate with Amaris
The adventurers broker peace with the
fey, creating a tenuous balance between
realms.

3. Harness the Feywild’s Magic
The adventurers stabilize the rift,
gaining access to fey power but risking
the marsh’s permanent transformation.



D20 RANDOM EVENTS: THE
SHIMMERING MARSH

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A burst of fey magic creates an illusory labyrinth,
disorienting the party.
The adventurers uncover a relic tied to the
Feywild’s influence.
A mischievous sprite offers aid, but their price is
cryptic and high.
The adventurers discover a glowing plant with
potent healing properties.
A surge of Feywild energy amplifies enchantment
spells in the area.
A celestial entity warns the adventurers of the
dangers of fey bargains.
Evidence of a past Feywild incursion is uncovered
in the marsh.
A trap activates, summoning animated plants to
attack the party.
The adventurers find an artifact linked to the rift’s
origin.
A massive fey beast emerges to defend the rift
from 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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ADVENTURE SEED 504:

~=gs” HE OBSIDIAN
‘ 6 VAl FISSURE”

PLoT HOOK

A rift to the Plane of
Earth has opened within a mountain pass,
causing tremors and spewing jagged
crystals into the region. The once-safe
route is now treacherous, blocked by
avalanches and roaming elemental
creatures. The adventurers are tasked with
stabilizing the pass, confronting the planar
creatures, and sealing the rift before the
entire mountain range collapses.

Key NPCs

1. Stonecaller Veylin Graniteheart (Dwarf,
Neutral Good)
A geomancer who seeks to restore
stability to the mountains and prevent
further damage.

2. Geomancer Tharun Claybinder (Earth
Genasi, Neutral Evil)
A mage using the rift to summon
elemental forces to carve out his
dominion.

3. Kaelynn Duskridge (Human, Chaotic
Neutral)
A treasure hunter drawn to the rift’s rare
and valuable crystals.

LOCATIONS

1. The Shattered Pass
A once-stable mountain pass now
riddled with fissures, avalanches, and
planar anomalies.

2. The Crystal Spires
Jagged formations of glowing earth
crystal surrounding the rift, filled with
dangerous elemental creatures.

3. The Rift’s Core
The epicenter of the Plane of Earth’s
intrusion, where Tharun is channeling
its energy.

ENCOUNTERS

1. Elemental Hazards
In the Shattered Pass, the adventurers
face 2 Earth Elementals and hazards
caused by collapsing rockslides.

2. Crystal Defenders
At the Crystal Spires, the adventurers
encounter 2 Stone Guardians and razor-
sharp crystal traps.

3. Battle with Geomancer Tharun
Claybinder
At the Rift’s Core, Tharun fights
alongside 2 Crystal Golems, using earth
magic to manipulate the terrain.

OutcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, restoring
stability to the mountains and halting the
elemental incursion.

2. Collapse the Rift
The adventurers destroy the rift, ending
its influence but causing lingering
instability in the region.

3. Harness the Rift’s Energy
The adventurers stabilize the rift,
gaining control over its power but risking
continued tremors.

11



D20 RANDOM EVENTS: THE
OBSIDIAN FISSURE

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A sudden tremor triggers an avalanche, requiring
Strength saves (DC 14) to avoid being buried.
The adventurers find a shard of glowing crystal
imbued with elemental energy.
A local miner asks for help retrieving their trapped
family from the pass.
The adventurers uncover runes detailing the rift’s
origin.
A surge of planar energy amplifies earth-based
magic in the area.
A celestial guardian warns the adventurers about
the dangers of the rift.
Evidence of an ancient battle between elementals
and mortals is uncovered.
A magical trap summons stone creatures to attack
the party.
The adventurers find a relic tied to the Plane of
Earth.
A massive earth elemental emerges to defend 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

12



ADVENTURE SEED 505:

=i’ HE WASTELAND OF
‘ 6 7\ WHISPERS”

PrLoT HooOk

A barren desert has been
overtaken by eerie sounds and illusions,
caused by a rift to the Ethereal Plane. The
once-quiet expanse is now haunted by
restless spirits and strange phenomena.
Merchants and travelers fear the desert,
and the adventurers are called upon to
investigate and put the spirits to rest by
closing the rift.

KEY NPCs

1. Guide Sarin Dustsoul (Human, Neutral
Good)

A seasoned desert guide who has
witnessed the growing terrors firsthand
and seeks to restore peace.

2. Spectercaller Vyrin Etherealshade (Half-
Elf, Neutral Evil)

A mage using the rift to communicate
with spirits and harness their power for
his ambitions.

3. Aris Moonveil (Halfling, Chaotic Neutral)
A nomadic seer drawn to the rift’s
mysteries, offering cryptic advice to the
adventurers.

LOCATIONS

1. The Mirage Dunes
Shifting sands filled with illusions and
strange whispers that mislead travelers.
2. The Echoing W astes
A desolate area where ethereal spirits
roam and attempt to manipulate the
adventurers.
3. The Rift of Whispers
The source of the disturbance, where
Vyrin has established a ritual site to
solidify his control over the spirits.

ENCOUNTERS
1. Ethereal Stalkers

In the Mirage Dunes, the adventurers
face 2 Ghostly Beasts and hazards
caused by shifting sands and illusions.

2. Restless Spirits
In the Echoing Wastes, the adventurers
contend with 2 Wailing Shades and
traps created by the spirits’ projections.

3. Battle with Spectercaller Vyrin
Etherealshade
At the Rift of Whispers, Vyrin fights
alongside 2 Spectral Guardians, using
ethereal magic to confuse and attack.

OutrcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, banishing
the spirits and restoring peace to the
desert.

2. Control the Spirits
The adventurers stabilize the rift,
gaining the ability to summon ethereal
allies but risking further disruption.

3. Collapse the Rift
The adventurers destroy the rift, erasing
its influence but leaving the desert
scarred and unstable.

13



D20 RANDOM EVENTS: THE
WASTELAND OF WHISPERS

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A sudden sandstorm, infused with ethereal energy,
disorients the party.
The adventurers find an artifact linked to the
Ethereal Plane.
A caravan begs the adventurers to escort them
safely through the desert.
The adventurers uncover glyphs detailing the origin
of the rift.
A surge of ethereal energy amplifies illusion spells
in the area.
A celestial guardian warns the adventurers about
the spirits’ growing unrest.
Evidence of an ancient ritual tied to the rift is
uncovered.
A magical trap summons spectral creatures to
attack.
The adventurers find a relic that reveals glimpses of
the Ethereal Plane.
A massive ethereal beast emerges, drawn to the
rift’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

14



ADVENTURE SEED 506:

/=g’ HE FROSTBOUND
‘ 6 7Y ABYSS

PrLoT HOOK

A glacier has split open,
revealing a rift to the Plane of Ice deep
within its frozen core. This breach has
unleashed relentless blizzards, and frost
elementals now terrorize nearby
settlements. The adventurers must brave
the freezing wilderness, confront the
elemental threat, and seal the rift before
the surrounding region succumbs to an
eternal winter.

Key NPCs

1. Aurilith Frostmantle (Dwarf, Neutral
Good)

A seasoned explorer dedicated to
safeguarding the glacier and its secrets.

2. Glaciomancer Korran Iceshard (Human,
Neutral Evil)

A mage intent on harnessing the Plane
of Ice’s power to dominate the
northlands.

3. Neylin Snowveil (Elf, Chaotic Neutral)
A druid enamored by the rift’s beauty,
torn between protecting it and stopping
the chaos.

LOCATIONS
1. The Frostwind Vale

A desolate stretch of tundra plagued by
deadly winds and roaming frost
elementals.

2. The Shattered Glacier
A labyrinth of icy crevasses and unstable
terrain, teeming with planar hazards.

3. The Rift of Winter’s Grasp
The rift’s epicenter, where Korran
channels its energy into a weaponized
storm.

ENCOUNTERS

1. Glacial Beasts
In the Frostwind Vale, the adventurers
face 2 Frost Wolves and hazards caused
by blinding snow.

2. Frozen Defenders
In the Shattered Glacier, the adventurers
contend with 2 Ice Elementals and traps
formed from falling icicles.

3. Battle with Glaciomancer Korran
Iceshard
At the Rift of Winter’s Grasp, Korran
fights alongside 2 Frozen Guardians,
using the rift to empower frost spells.

OutcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, ending
the eternal winter and restoring balance
to the region.

2. Collapse the Rift
The adventurers destroy the rift,
eliminating its influence but causing the
glacier to destabilize further.

3. Control the Rift’s Power
The adventurers stabilize the rift,
gaining mastery over frost magic but
risking further incursions.
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D20 RANDOM EVENTS: THE
FROSTBOUND ABYSS

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A sudden ice storm forces Constitution saves (DC
14) to avoid exhaustion.
The adventurers find a shard of enchanted ice
imbued with frost magic.
A local ranger pleads for help in rescuing trapped
villagers.
The adventurers uncover glyphs detailing the rift’s
origin.
A surge of planar energy amplifies frost-based
magic in the area.
A celestial guardian warns the adventurers of the
rift’s growing influence.
Evidence of a prior Plane of Ice incursion is
discovered in the glacier.
A magical trap summons frost creatures to protect
the rift.
The adventurers discover a relic tied to the glacier’s
ancient history.
A massive ice elemental emerges, intent on
defending 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 507:

‘ Cﬂ-mfy HE CRIMSON SHORE”
A

PLoT HOOK

A seaside village has
been besieged by
strange tides of blood-red water emanating
from a rift to the Abyss. The waters bring
nightmarish creatures and corrupt the
land. The adventurers must venture to the
corrupted coast, survive the horrors of the
Abyss, and seal the rift before the
contamination spreads inland.

Key NPCs

1. Mariner Vaylin Deepwave (Half-Elf,
Neutral Good)
A veteran sailor who has witnessed the
horrors of the crimson tide and seeks aid
to protect the village.

2. Demonbinder Maltrax (Tiefling, Neutral
Evil)
A warlock using the rift to summon
demons and consolidate their power.

3. Teyla Rainsong (Human, Chaotic
Neutral)
A wandering cleric determined to purify
the waters but drawn to the rift’s chaotic
energy.

LOCATIONS
1. The Blighted Shoreline
A stretch of beach littered with
corrupted sea life and demonic hazards.
2. The Abyssal Reef
A network of jagged coral and blood-red
water, teeming with abyssal creatures.
3. The Rift of Endless Depths
The heart of the Abyss’s intrusion, where
Maltrax has established his demonic
stronghold.

ENCOUNTERS
1. Tideborne Horrors
On the Blighted Shoreline, the

adventurers face 2 Abyssal Crawlers and

hazards from tainted waves.

2. Demonic Guardians
In the Abyssal Reef, the adventurers
contend with 2 Coral Fiends and traps
formed from jagged coral.

3. Battle with Demonbinder Maltrax
At the Rift of Endless Depths, Maltrax

fights alongside 2 Abyssal Thralls, using

the rift to empower his demonic allies.

OvutcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, purifying
the waters and saving the village.

2. Destroy the Rift
The adventurers collapse the rift,
eradicating its influence but causing
instability in the reef.

3. Control the Rift’s Power
The adventurers stabilize the rift,
harnessing its demonic energy but
risking corruption.
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D20 RANDOM EVENTS: THE
CRIMSON SHORE

Roll
(1d20) Event Description

1-2 A wave of corrupted water forces Constitution saves
(DC 14) to avoid disease.

3-4 The adventurers uncover an artifact glowing with
abyssal energy.

5-6 A fisherman begs the adventurers to help locate his
missing family.

7-8 The adventurers discover glyphs describing the
Abyss’s influence.

9-10 A surge of energy amplifies necrotic magic in the
area.

11-12 A celestial guardian warns the adventurers about
the risks of Abyssal contamination.

13-14  Evidence of a past demonic incursion is found on
the shore.

15-16 A trap activates, summoning abyssal creatures to
attack.

17-18  The adventurers find a relic tied to the Abyss'’s
origin.

19-20 A massive demon emerges to defend the rift and its
influence.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 508:

~=gi HE VEIL OF
‘ 6 VAl NIGHTMARES”

PLoT HOOK

A thriving valley has
been consumed by a veil of darkness, as a
rift to the Plane of Nightmares manifests.
Dreams and terrors have taken physical
form, plaguing those who dare to enter.
The adventurers must delve into the
nightmarish landscape, confront their own
fears, and seal the rift before the horrors
spread to neighboring lands.

Key NPCs

1. Dreamwarden Lirael Moondream (EIf,
Neutral Good)
A protector of dreams who believes the
rift can be sealed with the right ritual.

2. Nightmare Herald Zynir Dreadshade
(Human, Neutral Evil)
A twisted mage intent on using the rift to
unleash nightmares on their enemies.

3. Aelryn Shadowsong (Tiefling, Chaotic
Neutral)
A bard drawn to the rift’s eerie beauty,
seeking inspiration and willing to aid the
adventurers for a price.

LOCATIONS

1. The Dreamfog Village
A settlement overtaken by illusions and
fearsome apparitions, where survivors
are on the brink of madness.

2. The Shadowed Labyrinth
A confusing maze of living shadows and
flickering dreams, filled with traps and
lurking nightmares.

3. The Rift of Endless Sleep
The heart of the rift's power, where
Zynir channels the Plane of Nightmares
into the valley.

ENCOUNTERS

1. Living Terrors
In the Dreamfog Village, the adventurers
face 2 Shadow Wraiths and hazards
caused by shifting illusions.

2. Phantasmal Guardians
In the Shadowed Labyrinth, the
adventurers contend with 2 Nightmare
Hounds and traps that exploit their
greatest fears.

3. Battle with Nightmare Herald Zynir
Dreadshade
At the Rift of Endless Sleep, Zynir fights
alongside 2 Dreamborn Phantoms,
using the rift’s energy to create powerful
illusions.

OuTrcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, ending
the nightmare plague but leaving faint
traces of its influence.

2. Destroy the Rift
The adventurers collapse the rift,
banishing its horrors but risking the
valley’s magical balance.

3. Control the Rift
The adventurers stabilize the rift,
gaining mastery over illusion magic but
inviting potential corruption.
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D20 RANDOM EVENTS: THE
VEIL OF NIGHTMARES

Roll
(1d20)

1-2

3-4

5-6

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

17-18

19-20

Event Description
A sudden burst of nightmare energy forces Wisdom
saves (DC 15) to resist psychic damage.
The adventurers uncover glyphs describing the
Plane of Nightmares’ properties.
A villager pleads for help retrieving a loved one lost
to the rift.
The adventurers find a relic glowing faintly with
dreamlike energy.
A surge of energy amplifies illusion spells in the
area.
A celestial guardian warns the adventurers of the
nightmares’ growing strength.
Evidence of past incursions from the Plane of
Nightmares is uncovered.
A magical trap summons phantasms to confront
the adventurers.
The adventurers find an artifact tied to the valley’s
dream magic.
A massive nightmare creature emerges, attacking
all who approach 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 509:

~~=gi” HE RIFT OF
‘ 6 VAl WHISPERING WINDS”

PrLoT HOOK

A quiet mountain hamlet
has been overtaken by eerie winds carrying
whispers from another world. The winds
are tied to a rift to the Plane of Air, where
unseen forces manipulate the weather and
people’s minds. The adventurers must
ascend the peaks, uncover the source of the
whispers, and close the rift to restore peace
to the hamlet.

KEey NPCs

1. Elder Aerwyn Skywatcher (Aarakocra,
Neutral Good)
A wise elder who seeks to protect the
hamlet and dispel the unnatural winds.

2. Stormcaller Valtrix Galeheart (Air
Genasi, Neutral Evil)
A sorcerer using the Plane of Air’s
power to strengthen their command of
the region.

3. Kaelen Windshard (Human, Chaotic
Neutral)
A mercenary hired by local factions,
motivated by coin but willing to assist
the adventurers.

LOCATIONS

1. The Whispering Village
A mountain hamlet haunted by
unsettling winds and sudden storms,
with fearful residents.

2. The Stormcliff Ascent
A perilous path to the rift, filled with
turbulent winds and treacherous terrain.

3. The Rift of Whispering Winds
A shimmering vortex atop the mountain,
where Valtrix channels the Plane of Air’s
energy.

ENCOUNTERS

1. Stormbound Creatures
In the Whispering Village, the
adventurers face 2 Air Elementals and
hazards caused by sudden gusts of wind.

2. Aerial Guardians
On the Stormcliff Ascent, the
adventurers contend with 2 Stormwing
Harpies and traps caused by strong
currents.

3. Battle with Stormcaller Valtrix
Galeheart
At the Rift of Whispering Winds, Valtrix
fights alongside 2 Wind Phantoms,
using the rift’s energy to unleash
devastating storm spells.

OutcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, ending
the whispers and storms plaguing the
hamlet.

2. Harness the Rift
The adventurers stabilize the rift,
gaining control over wind magic but
risking continued instability.

3. Destroy the Rift
The adventurers collapse the rift, halting
its influence but causing violent weather
disruptions in the area.

21



D20 RANDOM EVENTS: THE
RirT OF WHISPERING WINDS

Roll
(1d20) Event Description

1-2 A sudden windstorm forces Strength saves (DC 15)
to avoid being swept off the path.

3-4 The adventurers uncover an artifact linked to the
Plane of Air.

5-6 A villager seeks aid in rescuing livestock trapped in
the storm.

7-8 The adventurers find glyphs describing ancient

rituals tied to the Plane of Air.

9-10 A surge of energy amplifies wind-based magic
temporarily.

11-12 A celestial guardian warns the adventurers about
the growing power of the rift.

13-14  Evidence of a past incursion from the Plane of Air is
uncovered.

15-16 A magical trap summons air creatures to delay the
party.

17-18  The adventurers find a relic glowing faintly with
elemental power.

19-20 A massive air elemental emerges, drawn to the rift’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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ADVENTURE SEED 510:

==’ HE CRADLE OF
‘ 6 7Y cHAOS

PLoT HoOOK

A once-prosperous
farmland has devolved into an
unpredictable and chaotic terrain as a rift
to Limbo tears through the region. Gravity
shifts, terrain morphs, and time warps as
the chaotic energies spill forth. The
adventurers must navigate the unstable
environment, confront chaos-infused
creatures, and seal the rift before Limbo
consumes the Material Plane.

Key NPCs

1. Keeper Harrick Stoneshaper (Dwarf,
Neutral Good)
A stoic guardian who believes the rift’s
chaotic energy must be contained for the
sake of all realms.

2. Chaos Wielder Malix Riftbinder
(Tiefling, Neutral Evil)
A warlock exploiting Limbo’s energy to
reshape the land according to their
twisted vision.

3. Zylar Flickerwind (Halfling, Chaotic
Neutral)
A wandering scholar eager to explore
the rift’'s anomalies, seeing them as
opportunities rather than threats.

LOCATIONS

1. The Twisting Fields
An area where crops and soil warp
under Limbo’s influence, with hazards
like floating debris and sudden quakes.

2. The Shifting Barrens
A desolate area where terrain constantly
changes, filled with chaos-infused
creatures.

3. The Heart of Discord
The rift’s epicenter, where Malix
channels its energy into bizarre
creations.

ENCOUNTERS
1. Chaos-Touched Beasts

In the Twisting Fields, the adventurers
face 2 Morphing Aberrations and
hazards caused by unstable gravity.

2. Shifting Guardians
In the Shifting Barrens, the adventurers
contend with 2 Chaos Elementals and
terrain that transforms during combat.

3. Battle with Chaos Wielder Malix
Riftbinder
At the Heart of Discord, Malix fights
alongside 2 Limbo Phantoms, using the
rift to unleash chaotic spells.

OutcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, stabilizing
the region but leaving some residual
chaos.

2. Control the Rift
The adventurers stabilize the rift,
gaining power over Limbo’s energy but
risking unpredictable consequences.

3. Collapse the Rift
The adventurers destroy the rift, halting
its influence but causing a temporary
surge in chaos magic.
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D20 RANDOM EVENTS: THE
CRADLE OF CHAOS

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 gravity inversion forces Dexterity saves
(DC 15) to avoid falling debris.
The adventurers uncover a relic tied to the Plane of
Chaos.
A farmer asks the adventurers to retrieve livestock
lost to the unstable terrain.
The adventurers find glyphs describing Limbo’s
properties.
A surge of chaotic energy amplifies random spells.
A celestial guardian warns the adventurers about
Limbo’s growing influence.
Evidence of a prior incursion from Limbo is
discovered in the area.
A magical trap summons chaos creatures to attack.
The adventurers find an artifact glowing with
chaotic energy.
A massive chaos beast emerges, drawn to the rift’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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ADVENTURE SEED 511:

whw» HE SILENT SPHERE”

Cj

¢

PrLoT HooOkK

A peaceful temple has
fallen under the
influence of a rift to the Astral Plane,
creating a sphere of absolute silence
around it. No sound escapes, and psychic
echoes reverberate through the area. The
adventurers must enter the eerie silence,
confront strange astral entities, and close
the rift before it expands further.

Key NPCs

1. Seer Aralyth Moonwake (EIf, Neutral
Good)
A mystic who warns of the psychic
dangers emanating from the Astral
Plane’s intrusion.

2. Voidcaller Relkar Veyl (Human, Neutral
Evil)
A warlock attempting to expand the rift
to access limitless astral power.

3. Teylis Starshadow (Tiefling, Chaotic
Neutral)
A curious traveler who has been
documenting the strange events caused
by the silence.

LOCATIONS

1. The Echoing Plains
A quiet landscape surrounding the
temple, filled with psychic disturbances
and strange visions.

2. The Silent Temple
The heart of the rift's sphere, where time
and sound seem frozen, and astral
creatures linger.

3. The Rift’s Core
A pulsating nexus of psychic energy
within the temple’s depths, where Relkar
is conducting his rituals.

ENCOUNTERS

1. Astral Echoes
In the Echoing Plains, the adventurers
face 2 Silent Phantoms and psychic
traps triggered by thoughts.

2. Void Defenders
In the Silent Temple, the adventurers
contend with 2 Astral Shades and
illusions created by the rift.

3. Battle with Voidcaller Relkar Veyl
At the Rift’s Core, Relkar fights
alongside 2 Astral Constructs, using the
silence to disrupt communication.

OvutrcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, restoring
sound and breaking the sphere of
silence.

2. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining psychic abilities but risking its
uncontrolled expansion.

3. Collapse the Rift
The adventurers destroy the rift, ending
its influence but causing psychic
reverberations in the area.
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D20 RANDOM EVENTS: THE DM ScrRATCH PAD
SILENT SPHERE

Roll
(1d20) Event Description

1-2 A burst of psychic energy forces Wisdom saves (DC
15) to avoid confusion.

3-4 The adventurers find an artifact linked to the Astral
Plane.

5-6 A monk trapped in the temple begs for rescue.

7-8 The adventurers uncover glyphs tied to the Astral

Plane’s intrusion.

9-10 A surge of energy amplifies psychic spells
temporarily.

11-12 A celestial guardian warns the adventurers of the
silence’s growing spread.

13-14  Evidence of a prior Astral Plane intrusion is found
in the temple.

15-16 A magical trap summons astral constructs to
confront the party.

17-18  The adventurers find a relic imbued with astral
energy.

19-20 A massive astral beast emerges, guarding 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.




ADVENTURE SEED 512:

=i’ HE BLOOD MOON
‘ 6 7\ RFT

Prot Hook ENCOUNTERS

A small town has been 1. Bloodthirsty Beasts
cursed under the eerie glow of a permanent In the Crimson Fields, the adventurers
blood moon, caused by a rift to a dark face 2 Vampiric Wolves and hazards
dimension of blood magic. The once- caused by corruptive magic.
thriving settlement is plagued by vampiric 2. Dark Defenders
creatures and twisted beasts. The In the Shadowed Cathedral, the
adventurers must uncover the rift’s source, adventurers contend with 2 Blood
fend off the bloodthirsty horrors, and seal Shades and traps triggered by the blood
the rift to lift the curse. moon’s energy.

3. Battle with Bloodcaster Thalric Voren
At the Rift of the Blood Moon, Thalric

KEeYy NPCs fights alongside 2 Crimson Guardians,
1. Priestess Myrla Duskveil (Human, using blood magic to drain the
Neutral Good) adventurers’ vitality.

A holy cleric seeking to purify the town
and banish the blood moon’s influence.

2. Bloodcaster Thalric Voren (Vampire, OUTCOME OPTIONS
Neutral Evil) 1. Seal the Rift
A mage using the rift to summon dark The adventurers close the rift, ending
powers an.d enslave the townsfolk. . the blood moon’s influence and restoring
3. Kaelan Crimsonshade (Half-Elf, Chaotic e ttma)

Neutral) 2. Destroy the Rift
A rogue scholar drawn to the blood The adventurers collapse the rift,

moon’s magic, who may help or hinder eradicating its power but leaving the

the adventurers. town'’s recovery uncertain.
3. Harness the Rift’s Energy
The adventurers stabilize the rift,
LOCATIONS gaining control over blood magic but
1. The Crimson Fields risking further corruption.
A farmland overtaken by blood-red
vegetation and prowling vampiric beasts.
2. The Shadowed Cathedral
A desecrated place of worship filled with
traps and blood magic enchantments.
3. The Rift of the Blood Moon
The source of the curse, where Thalric
has established his dark stronghold.
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D20 RANDOM EVENTS: THE
BLoop MOON RiIFT

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 blood magic forces Constitution saves
(DC 15) to avoid exhaustion.
The adventurers uncover a relic imbued with dark
magic.
A frightened villager seeks help finding their
missing family.
The adventurers find glyphs tied to the blood
moon’s origin.
A surge of energy amplifies necrotic spells in the
area.
A celestial guardian warns the adventurers of the
curse’s growing power.
Evidence of a previous blood moon ritual is
uncovered.
A magical trap summons vampiric creatures to
defend the rift.
The adventurers find a relic glowing faintly with
blood magic.
A massive vampiric beast emerges, drawn to the
rift’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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ADVENTURE SEED 513:

=i’ HE FRACTURED

‘ 6 j SPIRE”

PrLoT HOOK

A towering spire has
shattered into floating fragments
suspended in midair, as a rift to the Plane
of Gravity destabilizes the area. Gravity
wells, weightless zones, and crushing

forces wreak havoc on nearby settlements.

The adventurers must navigate the
fragmented terrain, confront gravity-
warped creatures, and close the rift to
restore order.

Key NPCs

1. Archmage Faelwyn Gravemantle (EIf,
Neutral Good)

A scholar who warns of the rift’s growing

power and offers insights into its
closure.

2. Gravitomancer Kyrel Voidshard
(Human, Neutral Evil)
A mage harnessing the rift’s energy to
reshape the spire into their personal
fortress.

3. Veyra Liftsky (Aarakocra, Chaotic
Neutral)
An opportunistic explorer eager to
plunder the floating fragments for
treasures.

LOCATIONS
1. The Weightless Meadow

A field affected by fluctuating gravity,
where objects and creatures float
erratically.

2. The Fragmented Path
A series of floating platforms leading to
the spire, filled with unstable gravity
wells and dangerous creatures.

3. The Rift of Gravity’s Grasp
The center of the rift's power, where
Kyrel channels gravity magic to defend
their dominion.

ENCOUNTERS

1. Gravity-W arped Beasts
In the Weightless Meadow, the
adventurers face 2 Gravity Elementals
and hazards caused by shifting gravity
zones.

2. Levitating Guardians
On the Fragmented Path, the
adventurers contend with 2 Riftborn
Constructs and traps triggered by
unstable gravity.

3. Battle with Gravitomancer Kyrel
Voidshard
At the Rift of Gravity’s Grasp, Kyrel
fights alongside 2 Void Guardians, using
the rift to manipulate the battlefield.

OuTtcOME OPTIONS

1. Seal the Rift
The adventurers close the rift, stabilizing
the spire and halting the gravity
anomalies.

2. Collapse the Rift
The adventurers destroy the rift,
eradicating its influence but causing
fragments of the spire to fall and scatter.

3. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining control over gravity magic but
risking further disruptions.
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D20 RANDOM EVENTS: THE
FRACTURED 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 gravity surge forces Strength saves (DC 14) to
avoid being slammed to the ground.
The adventurers uncover an artifact tied to the
Plane of Gravity.
A trapped villager pleads for help escaping a
weightless zone.
The adventurers find glyphs detailing the spire’s
origin.
A surge of gravity energy amplifies physical attacks
temporarily.
A celestial guardian warns the adventurers of the
rift’s instability.
Evidence of a past Plane of Gravity incursion is
discovered.
A magical trap summons gravity-warped creatures
to attack.
The adventurers find a relic imbued with gravity-
altering magic.
A massive gravity elemental emerges, defending
the rift from 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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ADVENTURE SEED 514:

g’ HE TWILIGHT
‘ 6 7Y GROVE’

PLoT HOOK

A serene forest has been
transformed into a twilight realm, caught
between day and night, as a rift to the
Shadowfell merges with the Feywild. The
dual planar energies create a surreal and
dangerous environment, where fey and
shadow creatures vie for dominance. The
adventurers must navigate the twilight
grove, confront its conflicting forces, and
seal the rift before the planes consume one
another.

Key NPCs

1. Dryad Elmyra Gloomleaf (Fey, Neutral
Good)

A guardian of the forest who wants to
restore the grove’s balance and drive out
the shadow influence.

2. Nightshade Velithor (Elf, Neutral Evil)
A Shadowfell warlock bent on using the
rift’s energies to gain power over both
planes.

3. Thirren Duskmist (Gnome, Chaotic
Neutral)

A trickster who enjoys the grove’s
chaotic beauty and might assist or
mislead the adventurers.

LOCATIONS

1. The Dusklit Glade
A misty clearing where twilight’s eerie
stillness conceals hidden dangers.

2. The Shadowed Canopy
A dense section of the forest where
Shadowfell creatures roam, filled with
planar anomalies.

3. The Rift of Eternal Dusk
The rift’s center, where Velithor
performs rituals to amplify its chaotic
energies.

ENCOUNTERS
1. Twilight Beasts

In the Dusklit Glade, the adventurers
face 2 Feyshadow Hounds and hazards
caused by merging planar energies.

2. Shadow Guardians
In the Shadowed Canopy, the
adventurers contend with 2 Wraith
Treants and traps created by shifting
shadows.

3. Battle with Nightshade Velithor
At the Rift of Eternal Dusk, Velithor
fights alongside 2 Shadow Sprites, using
the rift to enhance his spells.

OutcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, restoring
the forest to its natural state.

2. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining access to its dual planar magic
but risking continued conflicts.

3. Destroy the Rift
The adventurers collapse the rift,
banishing both planar influences but
causing lingering damage to the grove.
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D20 RANDOM EVENTS: THE
TWILIGHT GROVE

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A planar surge causes reality to warp, requiring
Wisdom saves (DC 15) to resist disorientation.
The adventurers find an artifact imbued with both
Feywild and Shadowfell magic.
A lost traveler seeks guidance to escape the grove’s
chaotic terrain.
The adventurers uncover glyphs describing the rift’s
origin.
A surge of energy amplifies illusion and necrotic
spells in the area.
A celestial entity warns the adventurers about the
dangers of merging planar energies.
Evidence of past planar experiments is discovered
in the grove.
A magical trap summons creatures embodying both
light and shadow.
The adventurers find a relic tied to the grove’s
original magic.
A massive hybrid beast emerges, defending the rift
from 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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A

PrLoT HooOk

An ocean bay has turned
into a kaleidoscope of
shifting colors as a rift to the Plane of
Water merges with the Plane of Light. The
dazzling waters are both mesmerizing and
dangerous, with creatures of light and
water emerging to claim dominion. The
adventurers must navigate this radiant
seascape, confront its guardians, and seal
the rift to prevent ecological collapse.

KEeY NPCs

1. Captain Mira Starwave (Half-Elf, Neutral
Good)
A seasoned sailor determined to protect
her crew and the bay’s inhabitants from
the rift’'s dangers.

2. Luminaris Glimmerfin (Merfolk, Neutral
Evil)
A mage using the rift to summon water
and light creatures to build an
underwater empire.

3. Zyra Duskcurrent (Tiefling, Chaotic
Neutral)
A treasure hunter fascinated by the rift’s
beauty, willing to assist for a price.

LOCATIONS
1. The Radiant Reef

A shimmering underwater area filled
with colorful coral and dangerous light-
born creatures.

2. The Prismatic Depths
A network of underwater caves where
the rift’'s energy has created
unpredictable currents.

3. The Rift of Shimmering Waves
The rift’s core, where Luminaris has
established their dominion and created a
throne of light and water.

ENCOUNTERS

1. Luminous Creatures
In the Radiant Reef, the adventurers face
2 Prismatic Eels and hazards caused by
dazzling, disorienting lights.

2. Watery Defenders
In the Prismatic Depths, the adventurers
contend with 2 Aqua Shades and traps
triggered by sudden surges of light and
water.

3. Battle with Luminaris Glimmerfin
At the Rift of Shimmering Waves,
Luminaris fights alongside 2 Radiant
Guardians, using the rift to amplify their
spells.

OutcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, restoring
the bay to its natural state.

2. Control the Rift
The adventurers stabilize the rift,
harnessing its combined magic but
risking further disruptions.

3. Collapse the Rift
The adventurers destroy the rift,
banishing its creatures but leaving
lasting ecological damage.
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D20 RANDOM EVENTS: THE
PRISMATIC SEA

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 blinds the adventurers, requiring
Constitution saves (DC 15) to regain sight.
The adventurers find a glowing relic imbued with
light and water magic.
A local fisherman asks the adventurers to rescue
their trapped boat.
The adventurers uncover glyphs detailing the rift’s
dual nature.

A burst of energy amplifies enchantment and water-

based spells.

A celestial being warns the adventurers of the rift’s
unstable power.

Evidence of past planar conflicts is discovered in
the reef.

A magical trap summons hybrid creatures to attack
the adventurers.

The adventurers find an artifact tied to the Plane of
Light.

A massive elemental hybrid emerges, defending 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 HooOk

A once-thriving trade
route has been consumed by jagged black
rock and flowing magma as a rift to the
Plane of Fire merges with the Plane of
Earth. The canyon’s harsh terrain and
elemental guardians make it nearly
impassable. The adventurers must brave
the sweltering chasm, neutralize the rift’s
defenders, and seal it before the fiery chaos
spreads.

KeYy NPCs

1. Miner Haldor Ashpeak (Dwarf, Neutral
Good)
A veteran miner who knows the canyon
well and fears for the safety of his crew.

2. Flameshaper Zyrak Cragspire (Fire
Genasi, Neutral Evil)
A pyromancer exploiting the rift to
create an empire of fire and stone.

3. Kaelynn Emberflow (Human, Chaotic
Neutral)
A wandering alchemist eager to harvest
rare materials from the fiery canyon.

LOCATIONS

1. The Scorched Path
A narrow trail littered with molten
cracks and elemental hazards.

2. The Magma Hollows
An expansive cavern network filled with
fire-infused stone and hostile elementals.

3. The Rift of Molten Stone
The heart of the rift's energy, where
Zyrak channels its combined fire and
earth magic.

ENCOUNTERS

1. Molten Guardians
On the Scorched Path, the adventurers

face 2 Lava Hounds and hazards caused

by sudden magma eruptions.

2. Fiery Defenders
In the Magma Hollows, the adventurers
contend with 2 Stoneflame Constructs
and traps triggered by falling molten
debris.

3. Battle with Flameshaper Zyrak
Cragspire
At the Rift of Molten Stone, Zyrak fights
alongside 2 Magma Elementals, using
the rift to amplify his spells.

OvurcoME OPTIONS
1. Seal the Rift

The adventurers close the rift, stabilizing

the canyon and restoring safety to the
trade route.

2. Collapse the Rift
The adventurers destroy the rift, ending
its influence but leaving lasting damage
to the terrain.

3. Harness the Rift’s Power
The adventurers stabilize the rift,

gaining control over fire and earth magic

but risking future eruptions.
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D20 RANDOM EVENTS: THE
OBSIDIAN CANYON

Roll
(1d20)

1-2

3-4

11-12

13-14

15-16

17-18

19-20

Event Description
A burst of molten rock forces Dexterity saves (DC
15) to avoid burning damage.
The adventurers uncover a glowing relic tied to the
rift’s power.
A merchant seeks aid recovering a lost caravan.
The adventurers discover glyphs detailing the rift's
origin.
A surge of energy amplifies fire and earth-based
magic in the area.
A celestial guardian warns the adventurers of the
rift’s growing instability.
Evidence of a past incursion from the Plane of Fire
is uncovered.
A magical trap summons magma creatures to
attack.
The adventurers find a relic imbued with both fire
and earth magic.
A massive elemental hybrid emerges, drawn to the
rift’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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PrLorT Hook

A lone mountain peak
has been encased in
shimmering crystal as a rift to the Plane of
Earth merges with the Plane of Light. The
dazzling crystals emit blinding light, and
creatures of stone and light roam the
region. The adventurers must ascend the
treacherous spire, confront its defenders,
and seal the rift before it engulfs the
surrounding lands.

Key NPCs

1. Climber Kael Brightstone (Half-Orc,
Neutral Good)
A mountain guide who offers to assist
the adventurers in navigating the spire’s
dangers.

2. Lumimancer Aris Shardpveil (Elf, Neutral
Evil)
A mage harnessing the crystals’ energy
to create an army of radiant constructs.

3. Veylin Dawnshade (Human, Chaotic
Neutral)
A scholar documenting the rift’s unique
fusion of stone and light, willing to trade
knowledge for help.

L.OCATIONS

1. The Glimmering Path
A treacherous trail filled with blinding
reflections and unstable crystal
formations.

2. The Radiant Caverns
A series of glowing tunnels beneath the
spire, guarded by light-infused
elementals.

3. The Rift of Brilliant Stone
The rift’s nexus, where Aris channels its
combined magic to expand the
crystalline domain.

ENCOUNTERS

1. Lightforged Guardians
On the Glimmering Path, the
adventurers face 2 Shard Golems and
hazards caused by sharp, falling crystals.

2. Crystal Defenders
In the Radiant Caverns, the adventurers
contend with 2 Light Elementals and
traps triggered by dazzling bursts of
light.

3. Battle with Lumimancer Aris Shardveil
At the Rift of Brilliant Stone, Aris fights
alongside 2 Radiant Constructs, using
the rift to blind and disorient the
adventurers.

OurcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, restoring
the mountain and halting the crystals’
spread.

2. Collapse the Rift
The adventurers destroy the rift, ending
its influence but causing the mountain’s
structure to weaken.

3. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining control over crystal and light
magic but risking further growth.
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D20 RANDOM EVENTS: THE
CRYSTAL 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 dazzling flash forces Constitution saves (DC 14)
to avoid temporary blindness.
The adventurers uncover a shard imbued with
radiant energy.
A traveler begs for help retrieving their companion
trapped in the spire.
The adventurers uncover glyphs tied to the rift’s
dual magic.
A surge of energy amplifies radiant and earth-based
magic in the area.
A celestial entity warns the adventurers of the
crystals’ corruptive growth.
Evidence of a prior planar fusion is uncovered in
the caverns.
A magical trap summons radiant constructs to
confront the adventurers.
The adventurers find an artifact glowing with both
light and earth magic.
A massive crystal elemental emerges, defending
the rift’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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A towering peak has
become the site of endless storms as a rift
to the Plane of Air merges with the Plane
of Water. Torrential rains, gale-force winds,
and lightning strikes make the summit
treacherous. The adventurers must climb
the storm-battered mountain, face its
elemental protectors, and seal the rift
before the storms engulf the surrounding
lands.

Ky NPCs

1. Stormseeker Haldrim Thunderclaw
(Dwarf, Neutral Good)
A mountain guide familiar with the
peak’s treacherous paths, offering to aid
the adventurers.

2. Tempestcaller Aerys Windspire (Air
Genasi, Neutral Evil)
A sorcerer harnessing the rift’s energy to
summon devastating storms.

3. Kaelis Rainsong (Elf, Chaotic Neutral)
A wandering bard who collects stories of
the tempest and provides cryptic
guidance.

LOCATIONS
1. The Storm-Tossed Trail

A treacherous path filled with
windblown debris and slippery terrain.

2. The Thunder Basin
A plateau where rain-filled pools crackle
with lightning and elemental creatures
lurk.

3. The Rift of Raging Skies
The epicenter of the rift, where Aerys
channels its combined power to create
endless storms.

ENCOUNTERS

1. Storm-Touched Beasts
On the Storm-Tossed Trail, the
adventurers face 2 Gale Hounds and
hazards caused by high winds.

2. Watery Defenders
In the Thunder Basin, the adventurers
contend with 2 Lightning Sprites and
traps created by electrified water.

3. Battle with Tempestcaller Aerys
Windspire
At the Rift of Raging Skies, Aerys fights
alongside 2 Storm Elementals, using the
rift to amplify their storm magic.

OurcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, calming
the storms and restoring peace to the
peak.

2. Collapse the Rift
The adventurers destroy the rift, ending
its influence but destabilizing the
mountain’s weather patterns.

3. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining control over storm magic but
risking continued turbulence.
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D20 RANDOM EVENTS: THE
TEMPEST SUMMIT

Roll
(1d20)

1-2

3-4

11-12

13-14

15-16

17-18

19-20

Event Description
A lightning strike forces Dexterity saves (DC 14) to
avoid being shocked.
The adventurers uncover a relic imbued with storm
energy.
A stranded mountaineer pleads for rescue.
The adventurers find glyphs tied to the rift's
creation.
A surge of energy amplifies storm-based spells in
the area.
A celestial entity warns the adventurers of the
storm’s spreading chaos.
Evidence of a prior Plane of Air incursion is found
on the peak.
A magical trap summons storm creatures to
confront the adventurers.
The adventurers find an artifact glowing with
elemental power.
A massive storm elemental emerges, defending 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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Prot HOoOK ENCOUNTERS

1. Shadowflame Beasts
In the Smoldering Fields, the
adventurers face 2 Ember Shades and
hazards caused by flaming ashfalls.

2. Twilight Guardians
In the Hollowed Canyon, the adventurers
contend with 2 Shadowflame Wraiths
and traps created by shifting shadows.

3. Battle with Pyromancer Drethar
Blazeshade
At the Rift of Shadow and Flame,
Drethar fights alongside 2 Flamebound

A secluded valley has
been engulfed in choking ash and perpetual
twilight as a rift to the Plane of Shadow
merges with the Plane of Fire. The
unnatural combination creates a hostile
environment filled with shadowflame
creatures and scorching traps. The
adventurers must navigate the smoldering
wasteland, confront its fiery guardians, and
seal the rift before it spreads destruction.

Ky NPCs Specters, using the rift to empower his
1. Elder Malrik Emberveil (Dwarf, Neutral shadowflame magic.

Good)
A retired adventurer with knowledge of
both the valley’s history and planar OurcoME OPTIONS
magic. 1. Seal the Rift

2. Pyromancer Drethar Blazeshade The adventurers close the rift, restoring
(Tiefling, Neutral Evil) balance to the valley and halting the
A warlock seeking to unleash the rift’s planar invasion.
destructive potential for personal gain. 2. Destroy the Rift

3. Aelith Dawnsmoke (Half-Elf, Chaotic The adventurers collapse the rift, ending
Neutral) its influence but leaving the valley
A thrill-seeking mercenary willing to aid scarred and unstable.
the adventurers—for a price. 3. Control the Rift’s Power

The adventurers stabilize the rift,
gaining control over shadowflame magic
LOCATIONS but risking further disruption.
1. The Smoldering Fields
A barren expanse of ash and flame
where shadowflame creatures roam.
2. The Hollowed Canyon
A series of treacherous cliffs and caves
filled with molten rivers and shadow
traps.
3. The Rift of Shadow and Flame
The nexus of the rift’s power, where
Drethar conducts rituals to expand its
reach.
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D20 RANDOM EVENTS: THE
SHADOW OF ASHEN
HoirrLow

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 shadowflame forces Constitution saves
(DC 15) to avoid burning and necrotic damage.
The adventurers uncover a relic imbued with
shadowflame energy.
A lost villager seeks aid escaping the smoldering
wasteland.
The adventurers find glyphs detailing the rift’s
creation.
A surge of energy amplifies fire and necrotic spells
in the area.
A celestial entity warns the adventurers of the rift’s
escalating danger.
Evidence of a past planar incursion is uncovered in
the canyon.
A magical trap summons shadowflame creatures to
confront the party.
The adventurers find an artifact glowing with
shadow and fire magic.
A massive shadowflame elemental emerges,
defending 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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A once-verdant valley
has been overtaken by
an icy wasteland as a rift to the Plane of Ice
merges with the Plane of Shadow. The
unnatural combination creates a deadly
environment of perpetual frost and
creeping darkness. The adventurers must
brave the frigid landscape, confront icy
specters, and seal the rift before it
transforms the region into an uninhabitable
tundra.

KEeYy NPCs

1. Keeper Arin Frostbark (Firbolg, Neutral
Good)
A druid desperate to restore the valley’s
natural balance and protect its
inhabitants.

2. Cryomancer Zilyra Darkchill (Elf,
Neutral Evil)
A mage harnessing the rift's power to
expand their control over ice and
shadow magic.

3. Talyth Snowvein (Tiefling, Chaotic
Neutral)
A rogue scavenger exploring the frozen
wastes for valuable treasures.

LOCATIONS

1. The Frostbitten Glade
A desolate area filled with frost-covered
vegetation and prowling icy creatures.

2. The Shrouded Tundra
A snowy expanse where shifting
shadows obscure the path and elemental
hazards lurk.

3. The Rift of Frozen Shadows
The center of the planar disturbance,
where Zilyra channels the rift’s icy and
shadowy power.

ENCOUNTERS

1. Icy Hunters
In the Frostbitten Glade, the adventurers
face 2 Frost Shades and hazards caused
by brittle, collapsing ice.

2. Shadowy Defenders
In the Shrouded Tundra, the
adventurers contend with 2 Frost
Wraiths and traps created by sudden
freezing storms.

3. Battle with Cryomancer Zilyra Darkchill
At the Rift of Frozen Shadows, Zilyra
fights alongside 2 Shadowfrost
Elementals, using the rift to amplify her
spells.

OuTtcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, ending
the icy transformation and restoring the
valley.

2. Collapse the Rift
The adventurers destroy the rift, halting
its influence but leaving the valley in a
fragile state.

3. Control the Rift’s Power
The adventurers stabilize the rift,
gaining mastery over ice and shadow
magic but risking further planar
disruptions.
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D20 RANDOM EVENTS: THE
FrROZEN VEIL

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A freezing wind forces Constitution saves (DC 15)
to avoid exhaustion.
The adventurers uncover an artifact glowing with
icy, shadowy energy.
A trapped animal pleads for rescue using strange
magical communication.
The adventurers find glyphs tied to the rift’s
creation.
A surge of energy amplifies ice and necrotic spells
in the area.
A celestial entity warns the adventurers of the
growing frost.
Evidence of a past incursion from the Plane of Ice
is discovered.
A magical trap summons frost and shadow
creatures to confront the party.
The adventurers find an artifact tied to the valley’s
frozen transformation.
A massive shadowfrost elemental emerges,
defending 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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A vast desert has been
engulfed in relentless firestorms as a rift to
the Plane of Fire opens at its center. The
inferno threatens nearby settlements, and
reports of flame-wielding creatures stalking
the sands have caused widespread panic.
The adventurers must venture into the
blazing dunes, confront fiery foes, and close
the rift before the desert becomes an
eternal inferno.

KeYy NPCs

1. Nomad Akira Sandshadow (Human,
Neutral Good)
A desert guide skilled at navigating the
dunes and avoiding firestorms.

2. Flamecaster Xarix Emberlash (Fire
Genasi, Neutral Evil)
A pyromancer drawing power from the
rift to expand the desert’s fiery reach.

3. Zerith Flamewhisper (Tiefling, Chaotic
Neutral)
A curious scholar seeking to study the
Plane of Fire’s influence on the Material
Plane.

LOCATIONS

1. The Scorching Expanse
A burning wasteland where the heat
distorts vision and flame elementals
patrol.

2. The Ember Crater
A fissure-filled area where lava flows and
pockets of flame erupt unpredictably.

3. The Rift of Eternal Flame
The core of the rift, where Xarix uses its
energy to summon an army of fire
creatures.

ENCOUNTERS

1. Flameborne Hunters
In the Scorching Expanse, the
adventurers face 2 Ash Hounds and
hazards caused by sudden fire eruptions.

2. Infernal Guardians
In the Ember Crater, the adventurers
contend with 2 Magma Elementals and
traps formed by unstable ground.

3. Battle with Flamecaster Xarix
Emberlash
At the Rift of Eternal Flame, Xarix fights
alongside 2 Fire Elementals, using the
rift to unleash powerful fire magic.

OutcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, halting
the firestorms and restoring the desert to
its natural state.

2. Harness the Rift
The adventurers stabilize the rift,
gaining control over fire magic but
risking further disasters.

3. Destroy the Rift
The adventurers collapse the rift, ending
its influence but leaving the desert
unstable and scarred.

46



D20 RANDOM EVENTS: THE
FIRESTORM ABYSS

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10
11-12

13-14

15-16

17-18

19-20

Event Description
A sudden eruption forces Dexterity saves (DC 15)
to avoid searing flames.
The adventurers uncover a relic tied to the Plane of
Fire.
A wandering merchant seeks protection from
roaming fire elementals.
The adventurers find glyphs that explain how to
manipulate fire-based magic.
A surge of energy amplifies fire spells temporarily.
A celestial being warns the adventurers of the rift’s
growing danger.
Evidence of a past fire-based incursion is
discovered in the sands.
A magical trap summons flame creatures to delay
the party.
The adventurers find an artifact glowing with fiery
energy.
A massive fire elemental emerges, drawn to the
rift’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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A sprawling marshland
has been torn apart by relentless storms as
a rift to the Plane of Water merges with the
Plane of Air. Torrential rains, gale-force
winds, and rogue waves have displaced the
marsh’s inhabitants. The adventurers must
navigate the flooded terrain, confront
elemental guardians, and seal the rift
before the storm spreads to nearby regions.

KEeY NPCs

1. Elder Naelin Brookstep (Halfling,
Neutral Good)
A druid determined to protect the
marsh’s delicate ecosystem from the
planar chaos.

2. Stormcaller Veyra Galecrash (Air
Genasi, Neutral Evil)
A sorcerer seeking to expand the storm’s
reach and dominate the region with
elemental forces.

3. Selis Driftwake (Water Genasi, Chaotic
Neutral)
A wandering scholar intrigued by the
rift’s dual magic, offering cryptic
guidance to the adventurers.

LOCATIONS

1. The Flooded Glades
A submerged expanse where
waterlogged trees and rushing waves
conceal lurking dangers.

2. The Whistling Bayou
A maze of wind-carved waterways filled
with traps created by sudden squalls.

3. The Rift of Endless Storms
The rift’s core, where Veyra channels the
combined powers of air and water to fuel
the tempest.

ENCOUNTERS

1. Stormbound Beasts
In the Flooded Glades, the adventurers
face 2 Tempest Serpents and hazards
caused by flooding and whirlpools.

2. Watery Defenders
In the Whistling Bayou, the adventurers
contend with 2 Rain Sprites and traps
triggered by wind and water surges.

3. Battle with Stormcaller Veyra Galecrash
At the Rift of Endless Storms, Veyra
fights alongside 2 Tempest Elementals,
using the rift’s energy to control the
battlefield.

OutcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, calming
the storms and restoring the marsh.

2. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining mastery over storm magic but
risking further chaos.

3. Destroy the Rift
The adventurers collapse the rift, halting
its influence but leaving the marsh
permanently altered.

48



D20 RANDOM EVENTS: THE DM ScraTCH PAD
TEMPEST MARSH

Roll
(1d20) Event Description

1-2 A sudden gale forces Strength saves (DC 14) to
avoid being swept away.

3-4 The adventurers uncover a relic imbued with storm
energy.

5-6 A marsh dweller asks for help finding their lost kin.

7-8 The adventurers find glyphs tied to the storm’s
origin.

9-10 A surge of energy amplifies water and air-based
magic.

11-12 A celestial being warns the adventurers of the
storm’s expansion.

13-14 Evidence of a past storm-based incursion is found
in the marsh.

15-16 A magical trap summons storm creatures to
confront the party.

17-18  The adventurers find an artifact glowing with
elemental power.

19-20 A massive tempest elemental emerges, defending
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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A mountain range has
been encased in unyielding ice as a rift to
the Plane of Ice opens deep within. The
chilling temperatures and icy winds create
a deadly environment, while ice elementals
carve an intricate maze through the frozen
peaks. The adventurers must brave the
labyrinth, defeat its defenders, and seal the
rift before the surrounding lands are
plunged into an eternal winter.

Ky NPCs

1. Icelord Thalrin Frostclad (Dwarf,
Neutral Good)
A frost-touched warrior who guides the
adventurers through the icy terrain.

2. Cryomancer Alyssia Shardwhisper (EIf,
Neutral Evil)
A mage seeking to expand the rift’s
reach to rule a frozen empire.

3. Neyra Snowveil (Human, Chaotic
Neutral)
A rogue searching for treasures hidden
within the labyrinth’s icy corridors.

LOCATIONS
1. The Glacial Ravine

A perilous valley filled with jagged ice
and roaming frost creatures.

2. The Maze of Shards
A twisting network of ice-carved tunnels
that distort sound and visibility.

3. The Rift of Eternal Frost
The rift’s center, where Alyssia channels
its magic to control the labyrinth and
summon icy minions.

ENCOUNTERS

1. Frostborn Guardians
In the Glacial Ravine, the adventurers
face 2 Ice Elementals and hazards
caused by collapsing ice.

2. Icy Defenders
In the Maze of Shards, the adventurers
contend with 2 Shard Wraiths and traps
triggered by freezing winds.

3. Battle with Cryomancer Alyssia
Shardwhisper
At the Rift of Eternal Frost, Alyssia fights
alongside 2 Frost Guardians, using the
rift to amplify her magic.

OuTtcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, halting
the icy spread and restoring the
mountains.

2. Collapse the Rift
The adventurers destroy the rift, ending
its influence but destabilizing the region.

3. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining control over frost magic but
risking further incursions.

50



D20 RANDOM EVENTS: THE
FROZEN LABYRINTH

Roll
(1d20)

1-2

3-4

11-12

13-14

15-16

17-18

19-20

Event Description
A freezing wind forces Constitution saves (DC 15)
to avoid exhaustion.
The adventurers uncover a relic imbued with frost
energy.
A mountaineer seeks aid in escaping the icy maze.
The adventurers discover glyphs detailing the rift's
creation.
A surge of energy amplifies frost-based magic
temporarily.
A celestial being warns the adventurers of the rift’s
expanding influence.
Evidence of a past Plane of Ice incursion is
uncovered.
A magical trap summons ice creatures to attack
the adventurers.
The adventurers find an artifact glowing with icy
magic.
A massive frost elemental emerges, defending 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

51



ADVENTURE SEED 524:

=’ HE THUNDERING
‘ 6 7Y cHAsm

PLoT HOOK

A canyon has become a
cacophony of sound and destruction as a
rift to the Plane of Earth collides with the
Plane of Air. Rockslides and sudden bursts
of wind have trapped travelers, while
elemental creatures battle for dominance.
The adventurers must descend into the
chasm, navigate the chaos, and seal the rift
before it destabilizes the entire region.

KEeY NPCs

1. Ranger Thalia Windspike (Half-Elf,
Neutral Good)
A scout familiar with the canyon’s
dangers and determined to protect its
inhabitants.

2. Geomancer Karrak Stonescale (Earth
Genasi, Neutral Evil)
A sorcerer exploiting the rift's energies
to create a kingdom of rock and wind.

3. Aerith Skyshade (Human, Chaotic
Neutral)
A daredevil adventurer reveling in the

elemental chaos, eager to guide the party

for personal gain.

LOCATIONS
1. The Shattered Ridge

A cliffside trail littered with falling
boulders and sudden gusts.

2. The Roaring Abyss
A deep canyon where unstable terrain
and clashing winds create deadly
hazards.

3. The Rift of Howling Stone
The rift’s epicenter, where Karrak
commands earth and air to reshape the
chasm.

ENCOUNTERS

1. Rockborne Beasts
On the Shattered Ridge, the adventurers
face 2 Earth Elementals and hazards
caused by falling rocks.

2. Windborne Guardians
In the Roaring Abyss, the adventurers
contend with 2 Gale Constructs and
traps triggered by sudden gusts.

3. Battle with Geomancer Karrak
Stonescale
At the Rift of Howling Stone, Karrak
fights alongside 2 Stormstone Golems,
using the rift to amplify his earth and air
spells.

OuTtcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, calming
the canyon and restoring stability.

2. Collapse the Rift
The adventurers destroy the rift, halting
its influence but causing a landslide that
changes the canyon forever.

3. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining mastery over earth and air magic
but risking future upheaval.
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Roll
(1d20)

1-2

3-4

11-12

13-14

15-16

17-18

19-20

Event Description
A rockslide forces Dexterity saves (DC 14) to avoid
being crushed.
The adventurers uncover a relic imbued with earth
and air magic.
A trapped merchant begs for assistance.
The adventurers find glyphs tied to the rift's
creation.
A surge of energy amplifies earth and air-based
spells temporarily.
A celestial entity warns the adventurers of the
canyon’s instability.
Evidence of a past elemental conflict is uncovered
in the canyon.
A magical trap summons elemental creatures to
attack.
The adventurers find an artifact glowing with
elemental energy.

A massive hybrid elemental emerges, defending
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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A dormant volcano has
erupted violently as a rift
to the Plane of Fire opens within its heart.
Rivers of molten lava flow into nearby
settlements, and fire elementals emerge to
claim the fiery landscape. The adventurers
must ascend the volcano, battle the
elemental forces, and seal the rift before
the inferno spreads unchecked.

Key NPCs

1. Elder Gorath Flamepeak (Dwarf,
Neutral Good)
A smith-turned-guide who knows the
volcano’s paths and lore.

2. Flamebinder Cylis Emberstorm (Fire
Genasi, Neutral Evil)
A warlock seeking to use the rift’s power
to expand his dominion.

3. Kaera Ashveil (Human, Chaotic Neutral)
A scavenger hunting rare volcanic gems
and artifacts, willing to assist for a price.

LOCATIONS

1. The Scorched Foothills
An area where molten flows and flaming
debris create hazardous paths.

2. The Blistering Caves
A network of lava-filled tunnels crawling
with fire creatures.

3. The Rift of Blazing Fury
The rift’s core, where Cylis conducts
rituals to summon greater fire
elementals.

ENCOUNTERS

1. Lava Hounds
In the Scorched Foothills, the
adventurers face 2 Flame Wargs and
hazards caused by flowing lava.

2. Infernal Guardians
In the Blistering Caves, the adventurers
contend with 2 Magma Elementals and
collapsing walls of molten rock.

3. Battle with Flamebinder Cylis
Emberstorm
At the Rift of Blazing Fury, Cylis fights
alongside 2 Inferno Sentinels, using the
rift to amplify his destructive spells.

OuTtcoOME OPTIONS

1. Seal the Rift
The adventurers close the rift, calming
the volcano and halting the eruptions.

2. Collapse the Rift
The adventurers destroy the rift, ending
its influence but destabilizing the
volcano further.

3. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining control over fire magic but
risking future eruptions.
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Roll
(1d20) Event Description

1-2 A lava burst forces Dexterity saves (DC 15) to avoid
burning damage.

3-4 The adventurers uncover a relic imbued with fire
magic.

5-6 A trapped villager pleads for help escaping the
flows.

7-8 The adventurers discover glyphs tied to the

volcano’s transformation.

9-10 A surge of energy amplifies fire-based spells in the
area.

11-12 A celestial entity warns the adventurers of the
volcano’s instability.

13-14  Evidence of a past eruption linked to planar magic
is uncovered.

15-16 A magical trap summons fire creatures to attack
the adventurers.

17-18  The adventurers find a glowing shard imbued with
molten energy.

19-20 A massive fire elemental emerges, guarding 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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A coastal region has
been devastated by a massive hurricane
fueled by a rift to the Plane of Air. Fierce
winds and surging waves have stranded
ships and isolated villages. The
adventurers must brave the storm, confront
airborne creatures, and close the rift to
stop the hurricane’s unrelenting
destruction.

KEey NPCs

1. Captain Eris Stormbound (Half-Elf,
Neutral Good)
A ship captain determined to rescue
stranded sailors and protect her crew.
2. Skyrider Vaelion Galehand (Air Genasi,
Neutral Evil)
A tempest sorcerer harnessing the storm
to build his power.

3. Taryn Windsoul (Tiefling, Chaotic
Neutral)
A sky pirate drawn to the chaos, willing
to help for a share of the spoils.

LOCATIONS
1. The Wrecked Shore

A shoreline littered with shipwrecks and
storm-infused creatures.

2. The Tempestuous Sea
A treacherous stretch of ocean where
rogue waves and air elementals pose
constant threats.

3. The Rift of Roaring Winds
The storm’s source, where Vaelion
channels the rift’s energy to amplify the
hurricane.

ENCOUNTERS

1. Stormborne Creatures
At the Wrecked Shore, the adventurers
face 2 Gale Hounds and hazards caused
by wind-driven debris.

2. Aerial Guardians
On the Tempestuous Sea, the
adventurers contend with 2 Storm
Sprites and waves that threaten to
capsize their vessel.

3. Battle with Skyrider Vaelion Galehand
At the Rift of Roaring Winds, Vaelion
fights alongside 2 Air Elementals, using
the rift to summon whirlwinds and
lightning.

OutcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, calming
the hurricane and restoring the
coastline.

2. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining mastery over wind magic but
risking unpredictable weather.

3. Destroy the Rift
The adventurers collapse the rift, halting
its influence but leaving the coastline
vulnerable to new storms.
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Roll
(1d20)

1-2

3-4

11-12

13-14

15-16

17-18

19-20

Event Description
A rogue wave forces Strength saves (DC 15) to
avoid being swept away.
The adventurers uncover a relic imbued with air
magic.
A stranded sailor seeks rescue.
The adventurers find glyphs tied to the storm’s
origin.
A surge of energy amplifies wind-based magic in
the area.
A celestial entity warns the adventurers of the
storm’s growing strength.
Evidence of past incursions from the Plane of Air is
found among the wreckage.
A magical trap summons air creatures to delay the
adventurers.
The adventurers find an artifact glowing with storm
energy.
A massive air elemental emerges, guarding 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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A vast desert has
become a chaotic
wasteland as a rift to the Plane of Earth
opens, causing dunes to shift and new
canyons to form overnight. Elemental
creatures roam the sands, and ancient
ruins buried beneath the desert have
resurfaced. The adventurers must navigate
this ever-changing landscape, confront its
guardians, and seal the rift before the
desert expands uncontrollably.

Key NPCs

1. Explorer Kevaris Sandstrider (Human,
Neutral Good)
A seasoned desert guide intent on
protecting travelers and uncovering the
desert’s secrets.

2. Terramancer Yvalla Dustveil (Earth
Genasi, Neutral Evil)
A geomancer who seeks to control the
desert’s shifting terrain and harness its
power.

3. Arven Shadepath (Halfling, Chaotic
Neutral)
A treasure hunter lured by the ruins and
eager to ally with the adventurers.

LOCATIONS

1. The Broken Expanse
A landscape of crumbling dunes and
rising spires where earth elementals
patrol.

2. The Resurfaced Ruins
Ancient structures filled with traps and
treasures, guarded by elemental
constructs.

3. The Rift of Shifting Sands
The rift’s core, where Yvalla commands
its energies to reshape the desert.

ENCOUNTERS

1. Sandborne Beasts
In the Broken Expanse, the adventurers
face 2 Earth Elementals and hazards
caused by collapsing dunes.

2. Stone Guardians
In the Resurfaced Ruins, the adventurers
contend with 2 Desert Constructs and
traps tied to shifting sands.

3. Battle with Terramancer Yvalla Dustveil
At the Rift of Shifting Sands, Yvalla
fights alongside 2 Sand Wraiths, using
the rift to summon barriers and crush
foes.

OvutcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, stabilizing
the desert and halting its expansion.

2. Collapse the Rift
The adventurers destroy the rift, halting
its influence but causing unpredictable
seismic shifts.

3. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining control over earth magic but
risking future desertification.
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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 sandstorm forces Constitution saves (DC 14) to
avoid exhaustion.
The adventurers uncover an artifact tied to ancient
geomancy.
A lost traveler pleads for aid in escaping the
shifting sands.
The adventurers find glyphs that describe the
desert’s transformation.
A surge of energy amplifies earth-based magic
temporarily.
A celestial guardian warns the adventurers of the
desert’s growing instability.
Evidence of a past geomantic catastrophe is
uncovered.
A magical trap summons sand elementals to
confront the party.
The adventurers find a relic glowing with earth
energy.
A massive earth elemental emerges, drawn to the
rift’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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A once-vibrant coral reef 1. Chilling Predators
has turned into an icy abyss as a rift to the In the Frosted Shallows, the adventurers
Plane of Water merges with the Plane of face 2 Frost Sharks and hazards caused
Ice. The frigid waters threaten marine life, by sharp, icy currents.
and reports of icy leviathans attacking 2. Frozen Defenders
fishing vessels have spread fear among In the Icy Reefs, the adventurers contend
coastal communities. The adventurers with 2 Ice Sprites and traps triggered by
must dive into the freezing depths, face sudden freezing bursts.
aquatic and icy foes, and close the rift 3. Battle with Frostcaller Kerys Iceveil
before the cold spreads further. At the Rift of Frozen Tides, Kerys fights

alongside 2 Frost Leviathans, using the

Key NP CS ;“1’1::;2 renergy to freeze the surrounding

1. Captain Liora Tidesong (Triton, Neutral
Good)

A seasoned sailor determined to protect OUTCOME OPTIONS

the coastal waters from further L Seal the Rift

devastation. y )
. . The adventurers close the rift, restoring
2. Frostcaller Kerys Iceveil (Water Genasi, .
. the reef’s natural warmth and halting the
Neutral Evil)

icy expansion.

2. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining control over frost and water
magic but risking further instability.

3. Destroy the Rift
The adventurers collapse the rift, ending
its influence but leaving the reef partially
damaged.

A mage using the rift to create an

underwater domain of eternal frost.
3. Merrowen Driftcurrent (Merfolk,

Chaotic Neutral)

A treasure hunter exploring the icy

depths, eager to ally with the

adventurers for mutual gain.

LOCATIONS

1. The Frosted Shallows
An area where coral formations are
encased in ice and patrolled by aquatic
predators.

2. The Icy Reefs
A network of submerged tunnels where
freezing currents and ice traps hinder
progress.

3. The Rift of Frozen Tides
The rift’s core, where Kerys commands
icy leviathans to protect her dominion.
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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 freezing current forces Constitution saves (DC
14) to avoid exhaustion.
The adventurers uncover a relic imbued with frost
and water magic.
A stranded diver pleads for assistance escaping the
freezing waters.
The adventurers discover glyphs tied to the reef’s
transformation.
A surge of energy amplifies frost and water-based
spells in the area.
A celestial guardian warns the adventurers of the
rift’s icy influence.
Evidence of a past aquatic catastrophe linked to
planar magic is uncovered.
A magical trap summons icy sea creatures to
confront the party.
The adventurers find an artifact glowing with frost
energy.
A massive ice elemental emerges, drawn to the
rift'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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A massive whirlpool has
formed in the middle of a major shipping
route, fueled by a rift to the Plane of Air
and the Plane of Water. Ships are being
pulled into its depths, and survivors speak
of elemental creatures dragging sailors into
the abyss. The adventurers must venture
into the maelstrom, confront its guardians,
and seal the rift before it consumes more
lives.

KeYy NPCs

1. Commodore Reylin Stormhelm
(Human, Neutral Good)
A naval commander desperate to protect
the shipping lanes and rescue stranded
sailors.

2. Tideweaver Zarath Quell (Water Genasi,
Neutral Evil)
A mage using the maelstrom to build a
navy of elemental ships.

3. Lyric Starwake (Elf, Chaotic Neutral)
A daring explorer fascinated by the
maelstrom’s power, offering assistance
for the thrill of it.

LOCATIONS

1. The Swirling W aters
An area around the maelstrom where
waves and elemental creatures threaten
to capsize vessels.

2. The Abyssal Trenches
Submerged canyons filled with treasures
and deadly traps caused by shifting
currents.

3. The Rift of Churning Tides
The center of the maelstrom, where
Zarath channels the rift’s energies to
summon elemental ships.

ENCOUNTERS

1. Raging Currents
In the Swirling Waters, the adventurers
face 2 Tide Sprites and hazards caused
by rogue waves.

2. Abyssal Guardians

In the Abyssal Trenches, the adventurers

contend with 2 Aquatic Constructs and
traps formed by strong currents.

3. Battle with Tideweaver Zarath Quell
At the Rift of Churning Tides, Zarath
fights alongside 2 Water Elementals,
using the rift to create tidal waves and
whirlpools.

OuTtcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, calming
the maelstrom and restoring safe

passage for ships.
2. Destroy the Rift

The adventurers collapse the rift, ending

its influence but leaving the area with
lingering whirlpools.

3. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining mastery over water and air
magic but risking further disruptions.
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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 rogue wave forces Strength saves (DC 14) to
avoid being swept overboard.
The adventurers uncover an artifact imbued with
water and air magic.
A stranded sailor pleads for assistance escaping
the currents.
The adventurers discover glyphs tied to the rift’s
creation.
A surge of energy amplifies water and air-based
spells in the area.
A celestial guardian warns the adventurers of the
rift’s growing instability.
Evidence of past naval battles linked to planar
magic is uncovered.
A magical trap summons aquatic creatures to delay
the party.
The adventurers find a glowing shard infused with
water energy.
A massive water elemental emerges, defending 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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A barren wasteland has
erupted with constant lightning storms and
searing heat as a rift to the Plane of Fire
merges with the Plane of Air. The volatile
energy has turned the region into a
deathtrap of electric arcs and roaring
winds. The adventurers must navigate the
badlands, confront elemental foes, and seal
the rift before the storm expands further.

KEeYy NPCs

1. Scout Drazel Sparkfang (Kobold,
Neutral Good)
A resourceful tracker familiar with the
badlands and its hidden pathways.

2. Stormmage Volrik Ashlash (Fire Genasi,
Neutral Evil)
A sorcerer using the rift to summon an
army of storm elementals.

3. Renna Brightsoul (Human, Chaotic
Neutral)
A thrill-seeker exploring the badlands for
rare elemental crystals, willing to assist
for her share.

LOCATIONS
1. The Scorched Flats
An open expanse where lightning arcs
between scorched pillars and wind
howls incessantly.
2. The Howling Canyons
A network of deep ravines filled with
unstable ground and lightning traps.
3. The Rift of Stormfire
The rift’s core, where Volrik channels its
power to create devastating storms.

ENCOUNTERS

1. Stormfire Beasts
In the Scorched Flats, the adventurers
face 2 Lightning Hounds and hazards
caused by sudden electric discharges.

2. Volatile Defenders
In the Howling Canyons, the adventurers
contend with 2 Storm Sprites and
collapsing canyon walls.

3. Battle with Stormmage Volrik Ashlash
At the Rift of Stormfire, Volrik fights
alongside 2 Stormfire Elementals, using
the rift’s energy to unleash powerful area
attacks.

OutcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, restoring
balance and calming the storms.

2. Destroy the Rift
The adventurers collapse the rift, halting
its influence but leaving the badlands
scarred and unstable.

3. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining mastery over stormfire magic
but risking future chaos.
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Roll
(1d20) Event Description

1-2 A lightning strike forces Dexterity saves (DC 15) to
avoid being shocked.

3-4 The adventurers uncover an artifact imbued with
fire and air magic.

5-6 A stranded traveler seeks protection from roaming
elementals.

7-8 The adventurers find glyphs tied to the badlands’
transformation.

9-10 A surge of energy amplifies fire and lightning-based
spells in the area.

11-12 A celestial guardian warns the adventurers of the
rift’s instability.

13-14  Evidence of a past elemental conflict is discovered
in the canyons.

15-16 A magical trap summons stormfire creatures to
attack.

17-18  The adventurers find a relic glowing with electric
and flame energy.

19-20 A massive storm elemental emerges, defending 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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An ancient tower has
been submerged
beneath an expanding lake as a rift to the
Plane of Water merges with the Material
Plane. Strange aquatic creatures have
claimed the tower, and the lake’s unnatural
tides threaten to flood nearby towns. The
adventurers must explore the submerged
spire, defeat its defenders, and seal the rift
before the lake overtakes the region.

Key NPCs

1. Elder Seriya W atershadow (EIf, Neutral
Good)
A local historian who seeks to preserve
the tower’s secrets and protect her
people.

2. Aquamancer Vareth Driftshard (Water
Genasi, Neutral Evil)
A mage harnessing the rift’s power to
expand the lake and rule over the
aquatic realm.

3. Salen Tidefury (Triton, Chaotic Neutral)
A warrior seeking revenge against the
creatures occupying the spire.

LOCATIONS

1. The Flooded Courtyard
The spire’s submerged entryway, where
water elementals patrol and tidal
currents swirl.

2. The Drowned Halls
Flooded corridors filled with traps and
aquatic hazards.

3. The Rift of Rising Tides
The rift’s core, where Vareth commands
aquatic minions and strengthens the
lake’s expansion.

ENCOUNTERS
1. Watery Guardians

In the Flooded Courtyard, the
adventurers face 2 Water Sprites and
hazards caused by strong currents.

2. Drowned Defenders
In the Drowned Halls, the adventurers
contend with 2 Aqua Shades and
collapsing walls of water.

3. Battle with Aquamancer Vareth
Driftshard
At the Rift of Rising Tides, Vareth fights
alongside 2 Water Elementals, using the
rift’s energy to create massive waves.

OuTtcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, halting
the lake’s growth and restoring balance.

2. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining mastery over water magic but
risking further flooding.

3. Destroy the Rift
The adventurers collapse the rift, ending
its influence but leaving the lake
unstable.
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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 rogue wave forces Strength saves (DC 14) to
avoid being swept away.
The adventurers uncover an artifact tied to ancient
water magic.
A trapped villager pleads for assistance escaping
the lake’s expansion.
The adventurers find glyphs that describe the
spire’s original purpose.
A surge of energy amplifies water-based spells in
the area.
A celestial guardian warns the adventurers of the
lake’s unstable growth.
Evidence of a past flood linked to planar magic is
uncovered.
A magical trap summons aquatic creatures to
attack.
The adventurers find an artifact glowing with
watery energy.
A massive aquatic elemental emerges, guarding
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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A vibrant woodland has
been reduced to
smoldering ash as a rift to the Plane of Fire
consumes its heart. The forest’s wildlife
has turned aggressive, mutated by fiery
energy, and the flames threaten to spread
to nearby villages. The adventurers must
delve into the burning woods, face fiery
beasts, and seal the rift before it consumes
more land.

Key NPCs

1. Ranger Eldrin Ashenleaf (Half-Elf,
Neutral Good)
A forest warden desperate to save what
remains of the woodland.

2. Flamecaller Thyrex Emberwing (Fire
Genasi, Neutral Evil)
A sorcerer who views the fire as a
cleansing force and seeks to expand it.

3. Kaela Emberstep (Human, Chaotic
Neutral)
A pyromancer intrigued by the rift’s
destructive potential, offering aid if she
deems it advantageous.

LOCATIONS
1. The Scorched Groves

An area of blackened trees where fire
elementals patrol and flame traps lurk.

2. The Burning Hollow
A dense part of the forest filled with
collapsing trees and dangerous heat.

3. The Rift of Eternal Flame
The rift’s core, where Thyrex commands
fiery beasts to protect the expanding
inferno.

ENCOUNTERS

1. Fire-Touched Creatures

In the Scorched Groves, the adventurers
face 2 Flame Wargs and hazards caused

by falling, burning branches.

2. Infernal Guardians
In the Burning Hollow, the adventurers
contend with 2 Fire Sprites and traps
triggered by sudden bursts of flame.

3. Battle with Flamecaller Thyrex
Emberwing
At the Rift of Eternal Flame, Thyrex
fights alongside 2 Flame Elementals,
using the rift’s energy to summon fiery
explosions.

OuTtcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, halting
the flames and allowing the forest to

begin recovering.
2. Destroy the Rift

The adventurers collapse the rift, ending

its influence but leaving the forest
permanently scarred.

3. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining mastery over fire magic but
risking future wildfires.
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D20 RANDOM EVENTS: THE
ASHEN FOREST

Roll
(1d20)
1-2
34

5-6
7-8

9-10

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

19-20

Event Description
A sudden blaze forces Dexterity saves (DC 15) to
avoid burning damage.
The adventurers uncover a relic imbued with fire
magic.
A forest creature seeks help escaping the inferno.
The adventurers find glyphs detailing the forest’s
transformation.
A surge of energy amplifies fire-based spells in the
area.
A celestial guardian warns the adventurers of the
flames’ spread.
Evidence of past fire-related planar incursions is
uncovered.
A magical trap summons fire beasts to attack the
party.
The adventurers find an artifact glowing with fiery
energy.
A massive fire elemental emerges, drawn to the
rift'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 533:

‘ C,-mk/ HE ICY SPIRES”
A

PLoT HoOOK

A once-green valley has
become an expanse of
jagged ice as a rift to the Plane of Ice opens
atop a mountain range. Giant spires of frost
have reshaped the land, and icy creatures
roam the area, threatening nearby villages.
The adventurers must climb the frozen
peaks, confront their icy defenders, and
seal the rift before it plunges the region
into eternal winter.

KEey NPCs

1. Eryndor Frostclaw (Dwarf, Neutral
Good)
A mountaineer determined to guide the
adventurers and save his homeland from
freezing.

2. Cryomancer Ilyra Snowshade (EIf,
Neutral Evil)
A sorcerer who believes the icy
transformation is the valley’s true
destiny.

3. Selwyn Frostwhisper (Human, Chaotic
Neutral)
A rogue treasure hunter searching the
frozen peaks for valuable artifacts.

LOCATIONS
1. The Frozen Cliffs

A hazardous mountainside where icy
winds and slippery ledges challenge
climbers.

2. The Glacial Tunnels
Caverns of ice beneath the peaks, home
to dangerous frost creatures.

3. The Rift of Eternal Winter
The rift’s core, where Ilyra conducts
rituals to expand the icy spires’ reach.

ENCOUNTERS

1. Frostborn Beasts
On the Frozen Cliffs, the adventurers
face 2 Ice Hounds and hazards caused
by collapsing ledges.

2. Glacial Guardians
In the Glacial Tunnels, the adventurers
contend with 2 Frost Sprites and traps
created by sudden icefalls.

3. Battle with Cryomancer Ilyra
Snowshade
At the Rift of Eternal Winter, Ilyra fights
alongside 2 Ice Elementals, using the
rift’'s energy to summon freezing blasts.

OuTtcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, halting
the icy spread and allowing the valley to
begin thawing.

2. Destroy the Rift
The adventurers collapse the rift, ending
its influence but leaving the region
deeply frozen.

3. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining mastery over frost magic but
risking further icy incursions.
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D20 RANDOM EVENTS: THE
Icy SPIRES

Roll
(1d20)
1-2
34
5-6
7-8
9-10

11-12

13-14
15-16

17-18

19-20

Event Description
A freezing gust forces Constitution saves (DC 14)
to avoid exhaustion.
The adventurers uncover a shard imbued with frost
energy.
A lost villager begs for help escaping the frozen
peaks.
The adventurers discover glyphs tied to the icy
transformation.
A surge of energy amplifies frost-based spells in
the area.
A celestial guardian warns the adventurers of the
icy rift's expansion.
Evidence of a past Plane of Ice incursion is found.
A magical trap summons ice creatures to hinder
the party.
The adventurers find a glowing artifact linked to
frost magic.
A massive frost elemental emerges, guarding 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 534:

=i’ HE LIGHTNING
‘ 6 7\ FIELDS”

ProT Hook ENCOUNTERS
A rolling plain has been 1. Stormborne Beasts
transformed into a dangerous expanse of In the Crackling Plains, the adventurers
crackling energy as a rift to the Plane of Air face 2 Thunder Hounds and hazards
merges with the Material Plane. Constant caused by stray lightning bolts.
lightning strikes and howling winds 2. Electric Guardians
endanger nearby farmlands, while rumors In the Thunderstone Caverns, the
of electric elementals attacking travelers adventurers contend with 2 Lightning
spread fear. The adventurers must traverse Sprites and traps triggered by electrified
the volatile terrain, battle stormy foes, and crystals.
seal the rift before the lightning spreads 3. Battle with Stormweaver Jynara
further. Cloudbreaker
At the Rift of Endless Lightning, Jynara
fights alongside 2 Electric Elementals,
KEY NPCS using the rift’s energy to summon bolts
1. Farmer Dalen Windwright (Human, of lightning.
Neutral Good)
A farmer desperate to save his land and
family from the unrelenting storms. OUTCOME OPTIONS

2. Stormweaver Jynara Cloudbreaker (Air
Genasi, Neutral Evil)
A mage drawing power from the rift to
expand her control over lightning magic.
3. Torin Skystrider (Half-Orc, Chaotic
Neutral)
A wandering bard inspired by the rift’s
chaotic beauty, willing to assist for his

1. Seal the Rift
The adventurers close the rift, calming
the storms and restoring peace to the
plains.

2. Destroy the Rift
The adventurers collapse the rift, ending
its influence but leaving the plains
scarred by lightning strikes.

o fprc, 3. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining mastery over lightning magic but
LOCATIONS

risking future disruptions.
1. The Crackling Plains

A flatland where lightning dances
between the earth and storm clouds.

2. The Thunderstone Caverns
Subterranean caves filled with
electrically charged crystals and stormy
creatures.

3. The Rift of Endless Lightning
The rift’s center, where Jynara channels
its energy to summon massive lightning
storms.
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D20 RANDOM EVENTS: THE
LicHTNING FIELDS

Roll
(1d20)
1-2
34
5-6
7-8
9-10

11-12

13-14
15-16

17-18

19-20

Event Description
A lightning strike forces Dexterity saves (DC 15) to
avoid being shocked.
The adventurers uncover an artifact tied to storm
magic.
A traveler begs for help escaping the electrified
plains.
The adventurers find glyphs tied to the storm’s
creation.
A surge of energy amplifies lightning-based spells
in the area.
A celestial guardian warns the adventurers of the
lightning rift's growing instability.
Evidence of a past planar storm is uncovered.
A magical trap summons storm creatures to
confront the adventurers.
The adventurers find a shard glowing with storm
energy.
A massive lightning elemental emerges, defending
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 535:

i’ HE RAGING
‘ 6 7Y  TORRENT

PLoT HOOK

A tranquil river has
turned into a roaring torrent as a rift to the
Plane of Water merges with the Material
Plane. Flash floods and unpredictable
whirlpools threaten the nearby villages,
while aquatic creatures patrol the waters,
attacking any who dare approach. The
adventurers must navigate the treacherous
current, face its elemental defenders, and
seal the rift before the torrent swallows the
region.

Key NPCs

1. Elder Marlis Streamwalker (Halfling,
Neutral Good)
A river warden who seeks to protect her
community and return the river to its
natural state.

2. Aquamancer Zehris Deepcurrent (Water
Genasi, Neutral Evil)
A mage harnessing the torrent’s energy
to expand his aquatic dominion.

3. Tyra Driftwind (Human, Chaotic
Neutral)
A daring fisher who offers her expertise
on navigating the wild waters, for a
price.

LOCATIONS

1. The Flooded Banks
An area where overflowing water and
slippery terrain create dangerous
conditions.

2. The Churning Rapids
A stretch of river filled with whirlpools
and fast currents that conceal lurking
creatures.

3. The Rift of Endless Currents
The source of the raging torrent, where
Zehris manipulates the rift to summon
aquatic minions.

ENCOUNTERS

1. Aquatic Hunters
In the Flooded Banks, the adventurers
face 2 Water Sprites and hazards
caused by flash floods.

2. River Guardians
In the Churning Rapids, the adventurers
contend with 2 Tide Serpents and strong
currents that threaten to sweep them
away.

3. Battle with Aquamancer Zehris
Deepcurrent
At the Rift of Endless Currents, Zehris
fights alongside 2 Water Elementals,
using the rift’s energy to summon
massive waves and whirlpools.

OutcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, calming
the torrent and restoring the river to its
natural flow.

2. Destroy the Rift
The adventurers collapse the rift, ending
its influence but leaving the river
unstable.

3. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining mastery over water magic but
risking further flooding.
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D20 RANDOM EVENTS: THE
RAGING TORRENT

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 rogue wave forces Strength saves (DC 14) to
avoid being swept away.
The adventurers uncover a relic imbued with
aquatic magic.
A stranded villager pleads for aid in escaping the
torrent.
The adventurers find glyphs describing the river’s
transformation.
A surge of energy amplifies water-based spells in
the area.
A celestial guardian warns the adventurers of the
river’s instability.
Evidence of past aquatic incursions is uncovered
near the rapids.
A magical trap summons water creatures to
confront the adventurers.
The adventurers find an artifact glowing with
watery energy.

A massive water elemental emerges, defending 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 536:

~ghyy’ HE SCORCHED
‘ 6 7Y  CAVERN”

PLoT HOOK

A network of caves has
turned into a fiery labyrinth as a rift to the
Plane of Fire ignites its depths. Molten
rivers flow through the caverns, and fire
creatures patrol its corridors. The
adventurers must delve into the scorching
maze, confront its fiery guardians, and seal
the rift before the heat escapes to the
surface, threatening nearby settlements.

KEeY NPCs

1. Miner Ralyn Hearthstone (Dwarf,
Neutral Good)
A miner desperate to protect her
livelihood and her fellow workers from
the fiery invasion.

2. Flameweaver Zithra Blazeveil (Tiefling,
Neutral Evil)
A mage exploiting the rift to fuel her
pursuit of ultimate control over fire
magic.

3. Kelrik Ashstride (Half-Orc, Chaotic
Neutral)
A treasure hunter seeking rare gems in
the fiery caverns, willing to assist for a
share.

LOCATIONS

1. The Molten Tunnels
A network of narrow passages filled with
rivers of lava and dangerous heat.

2. The Ember Chasm
A vast cavern where flaming creatures
guard pools of molten rock.

3. The Rift of Burning Depths
The rift’s core, where Zithra draws its
power to summon fire elementals and
expand her domain.

ENCOUNTERS

1. Lava Beasts
In the Molten Tunnels, the adventurers
face 2 Flame Hounds and hazards
caused by collapsing rock walls.

2. Infernal Guardians
In the Ember Chasm, the adventurers
contend with 2 Magma Elementals and
fire traps triggered by their presence.

3. Battle with Flameweaver Zithra
Blazeveil
At the Rift of Burning Depths, Zithra
fights alongside 2 Inferno Sprites, using
the rift’s energy to unleash fiery
explosions.

OutcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, halting
the fiery expansion and stabilizing the
caverns.

2. Destroy the Rift
The adventurers collapse the rift, ending
its influence but causing structural
instability in the caves.

3. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining mastery over fire magic but
risking future eruptions.
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D20 RANDOM EVENTS: THE
SCORCHED CAVERN

Roll
(1d20) Event Description

1-2 A lava burst forces Dexterity saves (DC 15) to avoid
burning damage.

3-4 The adventurers uncover a relic imbued with fire
magic.

5-6 A trapped miner pleads for rescue.

7-8 The adventurers find glyphs describing the caverns’

fiery transformation.

9-10 A surge of energy amplifies fire-based spells in the
area.

11-12 A celestial guardian warns the adventurers of the
growing heat.

13-14  Evidence of past incursions from the Plane of Fire
is found.

15-16 A magical trap summons fire creatures to confront
the party.

17-18  The adventurers find an artifact glowing with
molten energy.

19-20 A massive fire elemental emerges, drawn to the
rift'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 537:

i’ HE SHADOWED

PLoT HoOK

A vast delta has been
overtaken by creeping shadows as a rift to
the Plane of Shadow merges with the
Plane of Water. The dark waters twist and
corrupt anything they touch, and strange
shadowy creatures have begun hunting the
delta’s inhabitants. The adventurers must
navigate the shifting waterways, confront
the shadowy entities, and seal the rift
before the delta becomes an uninhabitable
wasteland.

Key NPCs

1. Darius Blackthorpe (Human, Neutral
Good)
A fisherman desperate to save his family
and community from the growing
darkness.

2. Shadowcaster Xylar Nightstream (EIf,
Neutral Evil)
A sorcerer exploiting the rift to create a
dominion of shadow and water.

3. Selira Murkswift (Half-Elf, Chaotic
Neutral)
A rogue drawn to the rift’s dark magic,
willing to assist if it benefits her agenda.

LOCATIONS

1. The Murky Channels
A maze of waterways obscured by
shadowy fog, where shadow-beasts lurk.

2. The Drowned Woods
A dark, flooded forest filled with
corrupted vegetation and shadow
creatures.

3. The Rift of Dark Waters
The rift’s core, where Xylar commands
shadowy tendrils and summons aquatic
minions.

ENCOUNTERS

1. Shadow-Touched Beasts
In the Murky Channels, the adventurers
face 2 Shadow Serpents and hazards
caused by entangling vegetation.

2. Corrupted Guardians
In the Drowned Woods, the adventurers
contend with 2 Shadow Sprites and
traps created by collapsing trees.

3. Battle with Shadowcaster Xylar
Nightstream
At the Rift of Dark Waters, Xylar fights
alongside 2 Shadow Elementals, using
the rift’s energy to conjure darkness and
flooding.

OutcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, restoring
balance to the delta and dispelling the
shadowy corruption.

2. Destroy the Rift
The adventurers collapse the rift, ending
its influence but leaving the delta
unstable.

3. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining mastery over shadow and water
magic but risking further corruption.
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D20 RANDOM EVENTS: THE
SHADOWED DELTA

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 shadowy surge forces Constitution saves (DC 15)
to avoid exhaustion.
The adventurers uncover a relic imbued with
shadow and water magic.
A stranded villager seeks help escaping the
shadowed waterways.
The adventurers find glyphs describing the delta’s
dark transformation.
A surge of energy amplifies shadow-based spells in
the area.
A celestial guardian warns the adventurers of the
delta’s creeping corruption.
Evidence of past shadow-water incursions is
uncovered.
A magical trap summons shadowy water creatures
to confront the party.
The adventurers find an artifact glowing with
shadowy energy.
A massive shadow elemental emerges, defending
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 538:

‘ C,-mk/ HE EARTH’S WRATH”
A

PLoT HOOK

An idyllic valley has been
torn apart by quakes and
shifting terrain as a rift to the Plane of
Earth merges with the Material Plane.
Massive stone creatures patrol the area,
and unstable ground threatens to destroy
nearby villages. The adventurers must
traverse the shattered land, defeat its
defenders, and seal the rift before the valley
collapses entirely.

KEeY NPCs

1. Elder Torric Stonehammer (Dwarf,
Neutral Good)

A community leader determined to save
his people from the valley’s collapse.

2. Geomancer Relka Quakeborn (Earth
Genasi, Neutral Evil)

A sorcerer exploiting the rift to reshape
the valley into her vision of dominion.

3. Cray Ashstep (Halfling, Chaotic Neutral)
A miner hoping to salvage treasures
from the valley’s upheaval, offering to
guide the party.

LOCATIONS
1. The Shattered Plateaus

A fractured landscape filled with
crumbling ledges and roaming stone
creatures.

2. The Earth’s Maw
A deep fissure filled with falling debris
and tremor-triggered traps.

3. The Rift of Shifting Stone
The rift’s core, where Relka channels its
energy to summon powerful earth
constructs.

ENCOUNTERS

1. Rockborne Beasts
In the Shattered Plateaus, the
adventurers face 2 Stone Guardians and
hazards caused by unstable ground.

2. Fissure Defenders
In the Earth’s Maw, the adventurers
contend with 2 Earth Elementals and
collapsing rock walls.

3. Battle with Geomancer Relka
Quakeborn
At the Rift of Shifting Stone, Relka fights
alongside 2 Stone Sentinels, using the
rift’s energy to create crushing quakes.

OutcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, stabilizing
the valley and halting its destruction.

2. Destroy the Rift
The adventurers collapse the rift, ending
its influence but leaving the valley
permanently unstable.

3. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining mastery over earth magic but
risking future quakes.
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D20 RANDOM EVENTS: THE
EARTH'S WRATH

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 quake forces Dexterity saves (DC 15) to
avoid falling.
The adventurers uncover an artifact tied to ancient
geomancy.
A trapped villager pleads for aid in escaping the
valley.
The adventurers find glyphs tied to the valley’s
destruction.
A surge of energy amplifies earth-based spells
temporarily.
A celestial guardian warns the adventurers of the
valley’s instability.
Evidence of past earth-based incursions is
uncovered.
A magical trap summons stone creatures to
confront the party.
The adventurers find an artifact glowing with earth
energy.
A massive earth elemental emerges, defending 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 539:

‘ 6,-5@,/ HE STORM’S ANVIL”

P/

PLoT HOOK

A once-peaceful plateau
has become a storm-
ravaged wasteland as a rift to the Plane of
Air expands above it. Gale-force winds and
endless lightning strikes have made the
area uninhabitable, and rumors of winged
elementals attacking travelers have spread
panic. The adventurers must brave the
storm, confront its guardians, and seal the
rift before the storms spread further.

KEeY NPCs

1. Captain Elira Skybound (Aarakocra,
Neutral Good)
A skilled flyer who seeks to help the
adventurers navigate the plateau’s
perilous winds.

2. Stormcaller Vaylen Thunderwing (Air
Genasi, Neutral Evil)
A mage using the rift’s power to
summon a relentless storm and claim
the plateau.

3. Karn Windstep (Half-Elf, Chaotic
Neutral)
A sky pirate intrigued by the storm’s
energy, willing to assist for the chance to
loot rare artifacts.

LOCATIONS
1. The Wind-Torn Steppes

A series of windswept ridges where
lightning strikes and sudden gusts
endanger travelers.

2. The Shattered Peaks
A fractured series of cliffs where aerial
creatures nest and hidden dangers lurk.

3. The Rift of Roaring Skies
The rift’s core, where Vaylen commands
powerful air elementals to defend his
dominion.

ENCOUNTERS

1. Winged Beasts
In the Wind-Torn Steppes, the
adventurers face 2 Thunder Hawks and
hazards caused by sudden gusts.

2. Aerial Guardians
In the Shattered Peaks, the adventurers
contend with 2 Gale Sprites and traps
triggered by unstable rock ledges.

3. Battle with Stormcaller Vaylen
Thunderwing
At the Rift of Roaring Skies, Vaylen
fights alongside 2 Air Elementals, using
the rift’s energy to create violent
windstorms and lightning blasts.

OurcoME OPTIONS

1. Seal the Rift
The adventurers close the rift, calming
the storms and restoring peace to the
plateau.

2. Destroy the Rift
The adventurers collapse the rift, ending
its influence but leaving the plateau
permanently scarred.

3. Harness the Rift’s Power
The adventurers stabilize the rift,
gaining mastery over storm magic but
risking further aerial chaos.
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D20 RANDOM EVENTS: THE
STORM’S ANVIL

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 lightning strike forces Dexterity saves (DC 15) to
avoid being shocked.
The adventurers uncover an artifact tied to storm
magic.
A traveler begs for help escaping the windswept
plateau.
The adventurers find glyphs tied to the storm’s
creation.
A surge of energy amplifies air-based spells
temporarily.
A celestial guardian warns the adventurers of the
growing storms.
Evidence of past planar incursions is discovered in
the peaks.
A magical trap summons storm creatures to
confront the adventurers.
The adventurers find an artifact glowing with storm
energy.
A massive air elemental emerges, defending 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 540:

~=ufins” HE CRYSTAL
‘ 6 7Y DEPTHS”

ProT HoOK ENCOUNTERS

1. Crystal Guardians
In the Glittering Caverns, the
adventurers face 2 Crystal Golems and
hazards caused by collapsing crystal
walls.

2. Shard Defenders
In the Crystal Chasm, the adventurers
contend with 2 Crystal Sprites and traps
formed by unstable bridges.

3. Battle with Crystalbinder Myrrik

A vast mine has become
an otherworldly labyrinth as a rift to the
Plane of Earth fills its tunnels with radiant
crystals and stone guardians. The miners
are trapped, and the crystals’ strange
energies corrupt those who approach. The
adventurers must venture into the glittering
depths, confront its elemental defenders,
and seal the rift before the corruption

spreads.
Shardheart
At the Rift of Shining Earth, Myrrik
KeYy NPCs fights alongside 2 Shard Elementals,
1. Foreman Drogan Ironvein (Dwarf, using the rift’s energy to conjure crystal
Neutral Good) barriers and radiant blasts.

A mine overseer desperate to save his
workers and reclaim the mine.

2. Crystalbinder Myrrik Shardheart (Earth ~ QUTCOME OPTIONS

Genasi, Neutral Evil) 1. Seal the Rift

A geomancer exploiting the rift to create The adventurers close the rift, halting

living crystal constructs. the crystal growth and saving the mine.
3. Elyra Stoneglint (Gnome, Chaotic 2. Destroy the Rift

Neutral) The adventurers collapse the rift, ending

An archaeologist fascinated by the rift's its influence but leaving the mine

effects, offering assistance for a share of permanently unstable.

the discoveries. 3. Harness the Rift’s Power

The adventurers stabilize the rift,
gaining mastery over crystal magic but
LOCATIONS risking future corruption.
1. The Glittering Caverns
A maze of radiant crystal formations
where shifting light obscures paths and
hazards abound.
2. The Crystal Chasm
A vast chamber filled with unstable
crystal bridges and guardian constructs.
3. The Rift of Shining Earth
The rift’s core, where Myrrik commands
crystal constructs to protect her
dominion.
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D20 RANDOM EVENTS: THE
CRYSTAL DEPTHS

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A crystal collapse forces Dexterity saves (DC 15) to
avoid falling debris.
The adventurers uncover a radiant shard tied to
geomancy.
A miner pleads for help escaping the unstable
caverns.
The adventurers find glyphs tied to the mine’s
transformation.
A surge of energy amplifies earth-based spells in
the area.
A celestial guardian warns the adventurers of the
growing crystal corruption.
Evidence of a past geomantic catastrophe is
uncovered in the mine.
A magical trap summons shard creatures to
confront the adventurers.
The adventurers find a glowing artifact linked to
crystal magic.
A massive crystal elemental emerges, defending
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 541:

g’ HE TWILIGHT
‘ 6 7 GROVE’

PLoT HOOK

A quiet village has been
consumed by luminous vegetation and
vibrant, otherworldly flora as the influence
of the Feywild spreads through the area.
The villagers have either vanished or been
enthralled by capricious fey beings who
now rule the grove. The adventurers must
navigate the whimsical but dangerous
Feywild-infused terrain, confront the fey
overlords, and restore the village before its
inhabitants are lost forever.

Key NPCs

1. Elder Calla Sunbloom (Human, Neutral
Good)
A village herbalist who knows the old
legends of Feywild magic and seeks to
save her neighbors.

2. Lord Althariel Dawnspire (Eladrin,
Neutral Evil)
A fey noble who sees the village as his

new domain and its people as playthings.

3. Nyssa Glitterfern (Gnome, Chaotic
Neutral)
A wandering fey scholar fascinated by
the grove’s transformation, offering
cryptic advice to the adventurers.

LOCATIONS

1. The Luminous Glade
A clearing filled with glowing flowers
and playful, mischievous sprites.

2. The Tangled Canopy
An overgrown forest where enchanted
vines and dangerous fey creatures guard
hidden paths.

3. The Fey Court of Twilight
A dazzling, ephemeral court where Lord
Althariel holds sway, enforcing his will
over the grove.

ENCOUNTERS

1. Mischievous Fey
In the Luminous Glade, the adventurers
face 2 Sprites and hazards caused by
illusions and enchanted flora.

2. Forest Guardians
In the Tangled Canopy, the adventurers
contend with 2 Dryads and traps
triggered by sentient vines.

3. Battle with Lord Althariel Dawnspire
At the Fey Court of Twilight, Althariel
fights alongside 2 Blink Dogs, using his
innate magic to confuse and charm the
adventurers.

OutcoME OPTIONS

1. Break the Enchantment
The adventurers destroy the fey magic
binding the grove, freeing the village and
its people.

2. Negotiate with Althariel
The adventurers broker a tenuous peace
with the fey lord, saving the villagers but
leaving them under his watchful eye.

3. Claim the Grove’s Magic
The adventurers harness the Feywild’s
power, gaining potent magical abilities
but inviting future incursions.
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D20 RANDOM EVENTS: THE
TWILIGHT GROVE

Roll
(1d20)

1-2

3-4

5-6

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

17-18

19-20

Event Description
A swarm of glowing moths causes confusion,
forcing Wisdom saves (DC 14).
The adventurers uncover a relic tied to Feywild
magic.
A villager, still lucid, begs for help escaping the
grove.
The adventurers find glyphs describing the
Feywild’s influence on the village.
A surge of energy amplifies enchantment-based
spells in the area.
A celestial guardian warns the adventurers of the
grove's growing enchantment.
Evidence of past Feywild incursions is uncovered in
the village.
A magical trap summons enchanted plants to
hinder the adventurers.
The adventurers find an artifact glowing with
Feywild magic.
A massive treant, enchanted by the fey, emerges to
defend the court.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 542:

s HE WILLOW QUEEN’S

PrLoT HOOK

A tranquil lake has been
overtaken by the Feywild, transforming its
waters into a glistening expanse of magic
and mystery. At the heart of the lake, a
sentient willow tree, known as the Willow
Queen, has risen, enthralling nearby
villagers and demanding tributes of song
and beauty. The adventurers must uncover
the secret of her emergence, confront her
enchanting power, and restore peace to the
lake.

Key NPCs

1. Ferryn Gladewalker (Elf, Neutral Good)
A druid trying to protect the lake’s
natural balance while resisting the
Willow Queen’s influence.

2. The Willow Queen (Fey Spirit, Neutral
Evil)

A powerful fey spirit who delights in
manipulation and the adoration of her
“subjects.”

3. Lyric Fairbreeze (Bard, Chaotic Neutral)
A traveling performer captivated by the
Willow Queen, offering aid if the
adventurers impress her.

LOCATIONS

1. The Enchanted Shoreline
A shimmering lakeside filled with
enthralling music and hypnotic
reflections.

2. The Crystal Waters
A magical expanse where hidden
dangers lurk beneath the surface, and
the lake itself resists intruders.

3. The Willow Grove
The heart of the lake, where the Willow
Queen resides, surrounded by her loyal
subjects.

ENCOUNTERS
1. Fey Charmers

At the Enchanted Shoreline, the
adventurers face 2 Sirens and hazards
caused by mesmerizing illusions.

2. Aquatic Guardians
In the Crystal Waters, the adventurers
contend with 2 Feywater Elementals and
traps triggered by sentient waves.

3. Battle with the Willow Queen
At the Willow Grove, the adventurers
confront the Willow Queen and her 2
Sprites, who use enchantment magic to
hinder their foes.

OutcoME OPTIONS

1. Break the Enchantment
The adventurers shatter the Willow
Queen’s hold, freeing the villagers and
restoring the lake’s natural state.

2. Appease the Queen
The adventurers negotiate a fragile
truce, leaving the villagers in an uneasy
alliance with the fey.

3. Claim the Willow’s Power
The adventurers harness the magical
essence of the grove, gaining Feywild-
aligned abilities but inviting future fey
interference.
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WILLOW QUEEN’S WHIM

Roll
(1d20) Event Description

1-2 A hypnotic melody forces Wisdom saves (DC 15) to
avoid being charmed.

3-4 The adventurers uncover a relic tied to the lake’s
Feywild magic.

5-6 A villager under the Queen’s charm begs for
assistance.

7-8 The adventurers find glyphs describing the Willow
Queen’s origins.

9-10 A surge of energy amplifies enchantment-based

spells in the area.

11-12 A celestial guardian warns the adventurers of the
Queen’s growing power.

13-14  Evidence of past Feywild intrusions is discovered in
the lakebed.

15-16 A magical trap summons enchanted plants to
attack the adventurers.

17-18  The adventurers find a shard glowing with Feywild
energy.

19-20 A massive Feywild treant emerges, loyal to the
Willow Queen.

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 543:

s’ HE GILDED
‘ 6 7\ MEADOW’

PrLoT HoOK

A vast meadow has
turned into a dazzling expanse of golden
flowers that hum with Feywild magic.
Travelers passing through have vanished,
lured by whispers promising untold
treasures. The adventurers must unravel
the meadow’s mysteries, resist its beguiling
allure, and face the fey creatures guarding
its secrets.

KEeyY NPCs

1. Warden Eryndil Goldbough (Elf, Neutral
Good)
A forest ranger who warns the
adventurers of the meadow’s
enchantments and offers guidance.

2. Prince Syrillian Brightbloom (Eladrin,
Neutral Evil)
A fey noble who has claimed the
meadow as his domain, using it to
ensnare victims.

3. Mirin Dewshade (Halfling, Chaotic
Neutral)
A wandering alchemist intrigued by the
meadow’s magical flora, offering aid for
samples.

LOCATIONS

1. The Whispering Bloomfields
An area of golden flowers that emit
magical whispers, tempting travelers
into traps.

2. The Glimmering Copse
A hidden grove within the meadow,
where illusions and mischievous sprites
conceal the path forward.

3. The Fey Throne of Blossoms
A radiant throne made of golden flowers,
where Prince Syrillian holds court.

ENCOUNTERS

1. Whispering Guardians
In the Bloomfields, the adventurers face
2 Flower Sprites and hazards caused by
charm-based magic.

2. Illusionary Tricksters
In the Glimmering Copse, the
adventurers contend with 2 Pixies and
traps created by shifting paths.

3. Battle with Prince Syrillian Brightbloom
At the Throne of Blossoms, the
adventurers confront Prince Syrillian,
who fights alongside 2 Blink Dogs and
uses his charm abilities.

OvurcoME OPTIONS

1. Dispel the Enchantment
The adventurers break the meadow’s
magical hold, freeing any trapped
travelers.

2. Strike a Bargain
The adventurers negotiate with Syrillian,
securing safe passage but leaving his
dominion intact.

3. Seize the Meadow’s Magic
The adventurers claim the Feywild
energy, gaining enchantment-based
powers but risking further fey attention.
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D20 RANDOM EVENTS: THE
GILDED MEADOW

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A wave of golden pollen forces Constitution saves
(DC 15) to avoid drowsiness.
The adventurers uncover a flower imbued with
Feywild magic.
A trapped traveler pleads for assistance escaping
the meadow.
The adventurers find glyphs describing the
meadow’s magical origins.
A surge of energy amplifies enchantment-based
spells temporarily.
A celestial guardian warns the adventurers of the
meadow’s growing influence.
Evidence of past Feywild incursions is found in the
meadow.
A magical trap summons enchanted creatures to
hinder the party.
The adventurers find a relic glowing with Feywild
energy.
A massive treant emerges, protecting the Throne of
Blossoms.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 544:

s’ HE MIDNIGHT
‘ 6 7\ ORCHARD”

PLoT HOOK

A once-thriving orchard
has become an eerie domain of eternal
twilight. Strange, glowing fruits dangle
from the branches, emanating an alluring
aroma that compels those who smell them
to stay forever. The adventurers must resist
the orchard’s enchantments, confront its
fey caretakers, and uncover the truth
behind its transformation.

Key NPCs

1. Lira Moonshade (Half-Elf, Neutral Good)
A former orchard worker who seeks to
save her family from the orchard’s
magical grip.

2. Lady Sylvara Duskpetal (Eladrin,
Neutral Evil)
A fey noble who claims the orchard as
her own, using the fruit to enthrall those
who enter.

3. Corrick Glowfruit (Gnome, Chaotic
Neutral)
A botanist intrigued by the magical fruit,
offering cryptic advice and potential aid.

LOCATIONS

1. The Enchanted Groves
Rows of glowing trees where fey sprites
hide among the branches and magical
fruit grows.

2. The Orchard Depths
A labyrinth of overgrown trees where
illusions obscure paths and enchanted
animals guard the grove.

3. The Fey Court of Duskpetal
A mystical clearing at the orchard’s
heart, where Sylvara oversees her
magical dominion.

ENCOUNTERS

1. Fruitbound Guardians
In the Enchanted Groves, the
adventurers face 2 Sprites and hazards
caused by fruit that releases enchanting
spores.

2. Twilight Beasts
In the Orchard Depths, the adventurers
contend with 2 Fey Wolves and traps
triggered by sentient roots.

3. Battle with Lady Sylvara Duskpetal
At the Fey Court of Duskpetal, the
adventurers confront Sylvara and her 2
Pixies, who use charm spells and
illusionary tactics.

OvurcoME OPTIONS

1. Destroy the Enchantment
The adventurers sever the orchard’s
connection to the Feywild, freeing those
under its spell.

2. Negotiate with Sylvara
The adventurers broker a truce, leaving
the orchard enchanted but under more
manageable terms.

3. Claim the Orchard’s Magic
The adventurers harness the Feywild’s
power, gaining enchantment-based
abilities but risking future fey incursions.
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D20 RANDOM EVENTS: THE
MiDNIGHT ORCHARD

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
Glowing fruit releases spores, forcing Wisdom
saves (DC 15) to avoid charm effects.
The adventurers uncover a fruit imbued with
Feywild magic.
A trapped villager pleads for help escaping the
orchard.
The adventurers find glyphs tied to the orchard’s
magical transformation.
A surge of energy amplifies illusion-based spells
temporarily.
A celestial guardian warns the adventurers of the
orchard’s growing influence.
Evidence of past Feywild intrusions is found among
the trees.
A magical trap summons enchanted animals to
confront the party.
The adventurers find a relic glowing with Feywild
energy.
A massive treant emerges, loyal to Sylvara’s court.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 DAWNBRINGER'S
‘ 6 7Y GLADE’

PLoT HoOK

A secluded glade has
become a dazzling arena of perpetual
dawn, where Feywild creatures gather to
compete in magical challenges. The glade’s
powerful light disorients mortals and lures
travelers into dangerous trials. The
adventurers must navigate this radiant
domain, outwit its guardians, and stop the
Feywild’s spread before it engulfs nearby
lands.

Key NPCs

1. Galen Brightwood (Human, Neutral
Good)
A wandering bard who has studied
Feywild lore and offers cryptic songs to
guide the party.

2. Champion Ellowen Lightglen (Eladrin,
Neutral Evil)
A fey knight who presides over the
glade’s contests, using the trials to trap
intruders.

3. Tarin Dawnshadow (Tiefling, Chaotic
Neutral)
An ex-contestant seeking revenge on
Ellowen, willing to aid the adventurers if
it aligns with her goals.

L.OCATIONS

1. The Radiant Meadow
A shimmering field where dazzling light
conceals traps and mischievous sprites
roam.

2. The Trial Stones
Enchanted pillars that challenge
intruders with riddles, illusions, and
magical puzzles.

3. The Champion’s Arena
A gleaming battlefield where Ellowen
tests adventurers in combat and
cunning.

ENCOUNTERS

1. Dazzling Tricksters
In the Radiant Meadow, the adventurers
face 2 Sprites and hazards caused by
blinding light illusions.

2. Puzzling Guardians
At the Trial Stones, the adventurers
contend with 2 Blink Dogs and traps
triggered by solving or failing magical
puzzles.

3. Battle with Champion Ellowen Lightglen
At the Champion’s Arena, Ellowen fights
alongside 2 Pixies, using the Feywild’s
magic to disorient and challenge the
party.

OurcoME OPTIONS

1. End the Contest
The adventurers shatter the
enchantments binding the glade,
restoring balance to the area.

2. Win the Trials
The adventurers defeat Ellowen and
claim victory, earning the right to
negotiate with the fey.

3. Seize the Glade’s Power
The adventurers harness the magic of
the glade, gaining radiant abilities but
risking future Feywild influence.
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DAWNBRINGER’S GLADE

DM ScraTCH PAD

Roll
(1d20) Event Description

1-2 A radiant surge forces Constitution saves (DC 15)
to avoid blindness.

3-4 The adventurers uncover a relic tied to the glade’s
light magic.

5-6 A trapped traveler pleads for help escaping the
trials.

7-8 The adventurers find glyphs describing the glade’s
Feywild influence.

9-10 A surge of energy amplifies radiant-based spells
temporarily.

11-12 A celestial guardian warns the adventurers of the
glade’s growing power.

13-14  Evidence of past Feywild contests is uncovered
near the Trial Stones.

15-16 A magical trap summons radiant creatures to
challenge the adventurers.

17-18  The adventurers find an artifact glowing with
radiant energy.

19-20 A massive treant emerges, acting as the final

guardian of the trials.

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 546:

‘ C,-mk/ HE FROSTED GLADE”
A

PrLoT HoOK

An unseasonal frost has
blanketed a dense forest,
transforming it into a crystalline
wonderland. The frost is the result of a
Feywild incursion, where winter sprites
have claimed the glade and frozen its
inhabitants in enchanted ice. The
adventurers must brave the biting cold,
confront the fey creatures, and unravel the
source of the frost before it spreads further.

Key NPCs

1. Sylris Icewhisper (Elf, Neutral Good)

A druid trying to protect the frozen
creatures of the forest and halt the
frost’s spread.

2. Lady Shiverthorn (Eladrin, Neutral Evil)
A fey noble who revels in the frozen
beauty of her dominion, indifferent to the
suffering she causes.

3. Drystan Froststep (Human, Chaotic
Neutral)

A treasure hunter drawn to the glade’s
crystalline treasures, offering his
guidance for a price.

LOCATIONS
1. The Icebound Forest

A frosty woodland filled with enchanted
animals and icy traps hidden beneath the
SNOW.

2. The Frozen Hollow
A shimmering cavern where magical
frost gathers, and sprites guard their
treasures.

3. The Glacial Court
An ethereal ice palace at the heart of the
glade, where Lady Shiverthorn holds
sway.

ENCOUNTERS
1. Enchanted Wildlife
In the Icebound Forest, the adventurers
face 2 Ice Foxes and hazards caused by
falling icicles.
2. Winter Guardians
In the Frozen Hollow, the adventurers

contend with 2 Winter Sprites and traps

triggered by magical frost.

3. Battle with Lady Shiverthorn
At the Glacial Court, the adventurers
confront Lady Shiverthorn and her 2
Frost Wisps, who use freezing spells to
hinder their foes.

OuTtcoOME OPTIONS

1. Thaw the Forest
The adventurers shatter the Feywild
enchantments, freeing the frozen
creatures and restoring the forest.

2. Strike a Bargain
The adventurers negotiate with
Shiverthorn, allowing her to remain in
exchange for ceasing the frost’s spread.

3. Harness the Frost’s Magic
The adventurers claim the icy
enchantment, gaining frost-aligned
abilities but risking further Feywild
incursions.
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FROSTED GLADE

Roll
(1d20) Event Description

1-2 A frost surge forces Constitution saves (DC 14) to
avoid exhaustion.

3-4 The adventurers uncover a relic tied to Feywild frost
magic.

5-6 A trapped animal pleads for help with its soulful
eyes.

7-8 The adventurers find glyphs describing the frost’s

Feywild origins.

9-10 A surge of energy amplifies frost-based spells
temporarily.

11-12 A celestial guardian warns the adventurers of the
frost’s expanding influence.

13-14  Evidence of past Feywild frost incursions is
uncovered in the glade.

15-16 A magical trap summons icy creatures to delay the

adventurers.

17-18  The adventurers find an artifact glowing with icy
magic.

19-20 A massive frost elemental emerges, defending the
Glacial Court.

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 547:

s’ HE MISTVEIL
‘ 6 ¢l THICKET”

1. Mistbound Tricksters
In the Shifting Glade, the adventurers
face 2 Pixies and hazards caused by
illusionary terrain.

2. Fog Guardians
In the Winding Trails, the adventurers
contend with 2 Mist Sprites and traps
triggered by stepping on enchanted
roots.

3. Battle with Queen Nyralla Mistveil

A dense forest has been
overtaken by an impenetrable Feywild
mist, creating a maze of shifting paths and
illusions. Travelers who enter rarely return,
and those who do speak of mischievous fey
creatures leading them astray. The
adventurers must brave the mist, resist its
beguiling effects, and discover the secret to
dispelling the enchantment before it

spreads.
At the Court of Mist and Illusions, the
adventurers confront Queen Nyralla and
KEY NPCS her 2 Blink Dogs, who use the mist to
1. Eldrin Mistwalker (EIf, Neutral Good) obscure their movements and confuse
A ranger who knows the forest’s original foes.

paths and offers guidance through the
shifting mist.

2. Queen Nyralla Mistveil (Eladrin, Neutral OvutrcoME OPTIONS

Evil) 1. Dispel the Mist
A fey queen who delights in trapping The adventurers shatter the
mortals in her endless maze of illusions. enchantments creating the mist,
3. Perrin Gloomgrove (Gnome, Chaotic restoring the forest’s natural state.
Neutral) 2. Strike a Bargain
A scavenger who has adapted to life in The adventurers negotiate with Nyralla,
the mist, offering dubious advice for his agreeing to terms that limit her
own gain. influence.

3. Harness the Mist’s Power
The adventurers claim the Feywild

LOGATIONS magic, gaining illusion-based abilities
1. The Shifting Glade but risking future interference from fey
A misty forest clearing where paths forces.
change direction and illusions disorient
travelers.

2. The Winding Trails
Narrow, overgrown paths filled with fey
creatures and traps hidden by dense fog.
3. The Court of Mist and Illusions
A mystical grove at the heart of the
forest, where Queen Nyralla holds
dominion.
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Roll
(1d20)

1-2

3-4

11-12

13-14

15-16

17-18

19-20

Event Description
A burst of mist forces Wisdom saves (DC 15) to
avoid disorientation.
The adventurers uncover an artifact tied to Feywild
illusion magic.
A lost traveler pleads for help escaping the mist.
The adventurers find glyphs describing the mist’s
Feywild origins.
A surge of energy amplifies illusion-based spells
temporarily.
A celestial guardian warns the adventurers of the
mist’s expanding influence.
Evidence of past Feywild incursions is uncovered
within the mist.
A magical trap summons mist creatures to
confront the party.
The adventurers find a glowing shard imbued with
illusionary magic.
A massive mist elemental emerges, defending the
Court of Mist and lllusions.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD

100



ADVENTURE SEED 5438:

‘ C,-mk/ HE GILDED HOLLOW”
A

PrLoT HoOK

An abandoned mine has
been transformed into a
glimmering Feywild hollow, filled with
glowing gemstones and enchanted veins of
gold. Miners lured by the treasure have
disappeared, and rumors of fey guardians
warding the riches have spread. The
adventurers must explore the hollow, resist
its enchanting allure, and determine the
fey’s intentions.

Key NPCs

1. Miner Garrek Goldvein (Dwarf, Neutral
Good)
A desperate miner seeking to rescue his
trapped companions from the hollow.

2. Lady Auriel Gildspark (Eladrin, Neutral
Evil)
A fey noble who has claimed the mine,
viewing its treasures as her personal
domain.

3. Vala Silvergleam (Gnome, Chaotic
Neutral)
A treasure hunter who offers to guide the
party in exchange for a cut of the riches.

LOCATIONS
1. The Glittering Tunnels

Narrow passages lined with glowing
gemstones and filled with traps created
by enchanted veins.

2. The Radiant Cavern
A vast chamber filled with shimmering
gold deposits and guardians who ward
against intruders.

3. The Fey Court of Gildspark
An opulent throne room carved from
gold and crystal, where Lady Auriel
holds sway.

ENCOUNTERS

1. Gemstone Guardians
In the Glittering Tunnels, the
adventurers face 2 Crystal Sprites and
hazards caused by collapsing walls.

2. Radiant Defenders
In the Radiant Cavern, the adventurers
contend with 2 Gold Elementals and
magical traps tied to the gold veins.

3. Battle with Lady Auriel Gildspark
At the Fey Court of Gildspark, the
adventurers confront Lady Auriel and
her 2 Shard Elementals, who use
radiant magic to defend the treasure.

OutcoME OPTIONS

1. Seal the Hollow
The adventurers sever the Feywild’s
influence, halting the enchantments and
saving the miners.

2. Negotiate with Auriel
The adventurers broker a deal, ensuring
safe passage for miners but leaving the
hollow enchanted.

3. Claim the Treasure’s Power
The adventurers harness the Feywild
magic of the hollow, gaining radiant-
based abilities but inviting future fey
conflicts.
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GILDED HoLLOW

Roll
(1d20) Event Description

1-2 A glowing vein erupts, forcing Dexterity saves (DC
15) to avoid damage.

3-4 The adventurers uncover a gemstone tied to
Feywild magic.

5-6 A trapped miner pleads for help escaping the
hollow.

7-8 The adventurers find glyphs describing the hollow’s

transformation.

9-10 A surge of energy amplifies radiant-based spells
temporarily.

11-12 A celestial guardian warns the adventurers of the
hollow’s growing magic.

13-14  Evidence of past Feywild incursions is found in the
hollow.

15-16 A magical trap summons enchanted gold creatures
to hinder the party.

17-18  The adventurers find a relic glowing with Feywild
energy.

19-20 A massive gold elemental emerges, protecting Lady
Auriel’s court.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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st HE MOONLIT MARSH”

4 C"j

Protr Hook ENCOUNTERS
A sprawling marshland 1. Enchanted Beasts
has become a domain of In the Glimmering Pools, the
eerie beauty, bathed in constant moonlight. adventurers face 2 Fey Crocodiles and
Feywild magic has warped the terrain, hazards caused by sudden geysers.
creating floating islands and glowing pools 2. Floating Guardians
that lure travelers to their doom. The On the Floating Isles, the adventurers
adventurers must traverse the marsh, avoid contend with 2 Pixies and traps caused
its many dangers, and discover the source by collapsing bridges.
of its transformation. 3. Battle with Mistress Lyria Moonsorrow
At the Moonlit Shrine, the adventurers
Key NPCS confront Lyria a}nd her 2 Moon Wisps,
who use moonlight to confuse and harm

1. Kaelyn Marshwalker (Half-Elf, Neutral
Good)
A local guide who knows the marsh well
but fears the recent changes.

2. Mistress Lyria Moonsorrow (Eladrin, OUTCOME OPTIONS
Neutral Evil) 1. Cleanse the Marsh

The adventurers dispel the Feywild

influence, restoring the marsh to its

their foes.

A fey sorceress who thrives in the

moonlit marsh and seeks to keep it
under her control. natural state.

3. Taric Dewscale (Lizardfolk, Chaotic 2. Negotiate with Lyria
Neutral) The adventurers broker a truce with

Mistress Lyria, allowing the marsh to
remain enchanted under controlled
terms.
3. Harness the Moonlight’s Magic
LO CATIONS The adver?tt?rers Cl:?:lim th(? .F.eywild’s
power, gaining radiant abilities but
risking future incursions.

A reclusive scavenger who offers cryptic
guidance in exchange for treasure.

1. The Glimmering Pools
Shallow waters that shimmer with
magical light and hide both treasures
and dangers beneath their surface.

2. The Floating Isles
Drifting landmasses connected by
magical bridges, where dangerous fey
creatures lie in wait.

3. The Moonlit Shrine
A mystical altar in the marsh’s heart,
where Mistress Lyria channels her
Feywild magic.
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MOoOONLIT MARSH

Roll
(1d20) Event Description

1-2 A glowing pool emits light, forcing Wisdom saves
(DC 14) to resist its allure.

3-4 The adventurers uncover a relic tied to moonlight
magic.

5-6 A trapped marsh-dweller pleads for help escaping
the glowing waters.

7-8 The adventurers find glyphs describing the marsh’s

transformation.

9-10 A surge of energy amplifies radiant-based spells

temporarily.

11-12 A celestial guardian warns the adventurers of the

marsh’s growing enchantment.

13-14  Evidence of past Feywild intrusions is uncovered

near the pools.

15-16 A magical trap summons enchanted marsh
creatures to confront the party.

17-18  The adventurers find a shard glowing with
moonlight energy.

19-20 A massive Feywild beast emerges, guarding the

Moonlit Shrine.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 550:

sy HE BLOSSOMING
‘ 6 VAl SPIRE”

PrLoT HOOK

An ancient tower, once a
bastion of arcane study, has been
overtaken by vibrant Feywild flora. The
blossoming vines grow uncontrollably,
spreading magical pollen that ensnares the
minds of those who approach. The
adventurers must navigate the overgrown
spire, contend with its floral guardians, and
unravel the magic behind its
transformation.

KeYy NPCs

1. Archivist Morwyn Leafshade (EIf,
Neutral Good)
A former scholar of the spire who seeks
to recover its knowledge before it is lost
to the Feywild.

2. Lady Floralia Vineheart (Eladrin,
Neutral Evil)
A fey noble who has claimed the spire,
using it as a beacon to spread Feywild
influence.

3. Bryn Wildbloom (Half-Orc, Chaotic
Neutral)
A botanist who studies the spire’s
magical plants and offers reluctant
assistance.

LOCATIONS

1. The Overgrown Courtyard
The spire’s entryway, choked with
flowering vines and guarded by floral
creatures.

2. The Blooming Halls
Twisting corridors filled with sentient
plants and traps created by blooming
vines.

3. The Throne of Blossoms
The tower’s top chamber, where Floralia
commands her floral minions and
spreads her magic.

ENCOUNTERS

1. Floral Guardians
In the Overgrown Courtyard, the
adventurers face 2 Thorn Sprites and
hazards caused by entangling vines.

2. Living Bloom Defenders
In the Blooming Halls, the adventurers
contend with 2 Flower Wisps and traps
triggered by blooming spores.

3. Battle with Lady Floralia Vineheart
At the Throne of Blossoms, the
adventurers confront Floralia and her 2
Petal Elementals, who use pollen-based
magic to charm and disable foes.

OvurcoME OPTIONS

1. Restore the Spire
The adventurers dispel the Feywild
magic, returning the spire to its original
state.

2. Negotiate with Floralia
The adventurers strike a bargain,
limiting the spread of her floral
dominion in exchange for peace.

3. Claim the Spire’s Power
The adventurers harness the floral
magic, gaining nature-aligned abilities
but inviting future Feywild incursions.
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D20 RANDOM EVENTS: THE
BLOSSOMING SPIRE

Roll
(1d20)

1-2

3-4

5-6

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

17-18

19-20

Event Description
A burst of pollen forces Constitution saves (DC 15)
to avoid being charmed.
The adventurers uncover a flower imbued with
Feywild magic.
A trapped scholar pleads for help escaping the
vines.
The adventurers find glyphs tied to the spire’s
blooming transformation.
A surge of energy amplifies nature-based spells
temporarily.
A celestial guardian warns the adventurers of the
spire’s growing magic.
Evidence of past Feywild incursions is uncovered
within the spire.
A magical trap summons floral creatures to hinder
the party.
The adventurers find a shard glowing with floral
energy.
A massive Feywild treant emerges, defending the
Throne of Blossoms.

DM’s 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 551:

i’ HE ENCHANTED
‘ 6 7Y GLACER’

PrLoT HooOK

A remote glacier has
become a shimmering expanse of
otherworldly beauty, its icy surface laced
with glowing patterns of Feywild magic.
Travelers are drawn to its allure, only to
vanish amidst its labyrinthine ice caverns.
The adventurers must uncover the secrets
of the enchanted glacier, navigate its
treacherous paths, and confront the fey
force behind its transformation.

Key NPCs

1. Kallin Iceheart (Dwarf, Neutral Good)
A mountaineer who seeks to save a
group of missing explorers trapped
within the glacier.

2. Frost Duchess Ilyndra Wintersoul
(Eladrin, Neutral Evil)
A fey noble who claims the glacier as her
icy dominion and delights in ensnaring
mortals.

3. Zara Snowstride (Gnome, Chaotic
Neutral)
An eccentric mage drawn to the glacier’s
magical aura, offering riddles and cryptic
guidance.

LOCATIONS

1. The Glittering Icefields
A vast expanse of shimmering ice where
shifting light creates dangerous illusions.

2. The Frozen Tunnels
A network of icy caverns filled with
enchanted frost creatures and hidden
traps.

3. The Throne of Frost
A crystalline chamber at the glacier’s
heart, where Ilyndra exerts her control.

ENCOUNTERS

1. Frostbound Guardians
In the Glittering Icefields, the
adventurers face 2 Ice Wisps and
hazards caused by collapsing ice.

2. Frozen Defenders
In the Frozen Tunnels, the adventurers
contend with 2 Frost Sprites and traps
created by sudden frost bursts.

3. Battle with Frost Duchess Ilyndra
Wintersoul
At the Throne of Frost, the adventurers
confront Ilyndra and her 2 Ice
Elementals, who use freezing magic to
immobilize their foes.

OuTtcOME OPTIONS

1. Thaw the Glacier
The adventurers break the Feywild
enchantment, restoring the glacier to its
natural state.

2. Negotiate with Ilyndra
The adventurers strike a bargain,
allowing her to remain in exchange for
limiting her influence.

3. Harness the Frost’s Power
The adventurers claim the glacier’s
magic, gaining frost-aligned abilities but
risking future Feywild interference.
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D20 RANDOM EVENTS: THE
ENCHANTED GLACIER

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 blinding ice storm forces Constitution saves (DC
15) to avoid exhaustion.
The adventurers uncover an ice shard imbued with
Feywild magic.
A trapped explorer pleads for aid in escaping the
glacier.
The adventurers find glyphs tied to the glacier’s
transformation.
A surge of energy amplifies frost-based spells
temporarily.
A celestial guardian warns the adventurers of the
glacier's growing magic.
Evidence of past Feywild frost incursions is
uncovered in the ice.
A magical trap summons frost creatures to
challenge the adventurers.
The adventurers find a relic glowing with icy energy.
A massive frost elemental emerges, defending the
Throne of Frost.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 552:

=’ HE WHISPERING
‘ 6 7| GARDEN

ENCOUNTERS

1. Charming Flora

PLoT HOOK

A sprawling garden has
sprung up overnight, filled with vibrant
plants that whisper secrets and promises to
those who enter. The garden’s
enchantment lures travelers to its center,
where they fall under the control of an
unseen fey force. The adventurers must
resist the garden’s allure, navigate its
shifting paths, and uncover the truth
behind its sudden appearance.

Key NPCs

1. Eira Greenshade (Elf, Neutral Good)
A herbalist who seeks to save her
missing companions drawn into the
garden.

2. Thistlethorn, the Bloomkeeper (Fey
Spirit, Neutral Evil)
A cunning fey who delights in ensnaring
mortals with the garden’s enchantments.

3. Kord Brightleaf (Human, Chaotic
Neutral)
A wandering bard intrigued by the
garden’s whispers, offering knowledge in
exchange for assistance.

LOCATIONS

1. The Whispering Groves
An area of dense plants where the
whispers confuse travelers and lead
them astray.
2. The Maze of Petals
A twisting path filled with colorful
flowers that release enchanting spores.
3. The Bloomkeeper’s Hollow
A hidden clearing at the garden’s heart,
where Thistlethorn orchestrates his
enchantments.

In the Whispering Groves, the
adventurers face 2 Flower Sprites and
hazards caused by hypnotic whispers.

. Enchanted Defenders

In the Maze of Petals, the adventurers
contend with 2 Petal Wisps and traps
created by pollen clouds.

. Battle with Thistlethorn, the

Bloomkeeper

At the Bloomkeeper’s Hollow, the
adventurers confront Thistlethorn and
his 2 Thorn Sprites, who use charm
magic to hinder their foes.

OvutcoME OPTIONS

1. Cleanse the Garden

The adventurers dispel the Feywild
enchantment, restoring the area to its
natural state.

2. Strike a Bargain

The adventurers negotiate with
Thistlethorn, leaving the garden intact
but limiting its influence.

3. Claim the Garden’s Magic

The adventurers harness the garden’s
magic, gaining nature-aligned abilities
but risking further fey incursions.
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D20 RANDOM EVENTS: THE
WHISPERING GARDEN

Roll
(1d20) Event Description
1-2 A burst of pollen forces Constitution saves (DC 15)
to avoid drowsiness.
3-4 The adventurers uncover a flower imbued with

Feywild magic.

5-6 A trapped villager pleads for help escaping the
garden.

7-8 The adventurers find glyphs describing the garden’s
transformation.

9-10 A surge of energy amplifies enchantment-based
spells temporarily.

11-12 A celestial guardian warns the adventurers of the
garden’s expanding influence.

13-14  Evidence of past Feywild incursions is found among
the groves.

15-16 A magical trap summons enchanted plants to
hinder the party.

17-18  The adventurers find a shard glowing with floral
energy.

19-20 A massive treant emerges, guarding the
Bloomkeeper’s Hollow.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 553:

=’ HE RAINBOW
6 7Y  SPRINGS”

¢

PLoT HoOOK

A series of cascading hot
springs has been transformed into a
dazzling display of ever-shifting colors,
glowing with Feywild magic. The water’s
alluring beauty hides its perilous effects, as
those who bathe in the springs fall under
the sway of fey creatures lurking nearby.
The adventurers must investigate the
springs, uncover their enchantment, and
confront the fey forces behind them.

Key NPCs

1. Ellis Clearwater (Halfling, Neutral Good)
A healer concerned about the springs’
growing influence on the nearby village.

2. Lady Prismaline Flowstone (Eladrin,
Neutral Evil)

A fey noble who has claimed the springs,
using them to lure mortals into her
service.

3. Rynelle Watergleam (Tiefling, Chaotic
Neutral)

A wandering scholar fascinated by the
springs’ properties, offering knowledge
in exchange for samples.

L.OCATIONS

1. The Chromatic Pools
A series of vibrant hot springs
surrounded by enchanting lights and
deceptive illusions.

2. The Shimmering Paths
Narrow trails winding through the
springs, where hidden traps and fey
creatures lie in wait.

3. The Prism Shrine
A radiant temple at the heart of the
springs, where Lady Prismaline holds
court.

ENCOUNTERS

1. Fey Guardians

At the Chromatic Pools, the adventurers

face 2 Water Sprites and hazards
caused by bursts of boiling water.

2. Illusory Beasts
Along the Shimmering Paths, the
adventurers contend with 2 Fey Hounds
and traps triggered by sudden light
refractions.

3. Battle with Lady Prismaline Flowstone
At the Prism Shrine, the adventurers
confront Lady Prismaline and her 2
Light Wisps, who use radiant spells to
disorient and harm their foes.

OvurcoME OPTIONS

1. Cleanse the Springs
The adventurers dispel the Feywild
influence, restoring the springs to their
natural state.

2. Negotiate with Prismaline

The adventurers broker a truce, allowing

her to maintain control of the springs
under strict terms.

3. Claim the Springs’ Magic
The adventurers harness the springs’
power, gaining radiant-based abilities
but risking future Feywild incursions.
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D20 RANDOM EVENTS: THE
RAINBOW SPRINGS

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 scalding water forces Dexterity saves
(DC 14) to avoid burns.
The adventurers uncover a shard imbued with
Feywild water magic.
A villager under the springs’ enchantment pleads
for aid.
The adventurers find glyphs describing the springs’
transformation.
A surge of energy amplifies enchantment-based
spells temporarily.
A celestial guardian warns the adventurers of the
springs’ growing magic.
Evidence of past Feywild water incursions is
uncovered near the pools.
A magical trap summons water creatures to
confront the party.
The adventurers find a glowing artifact tied to water
magic.
A massive water elemental emerges, defending the
Prism Shrine.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 554:

s’ HE STARFALL
‘ 6 7Y HOLLOW”

Protr Hook

A hidden valley has been
illuminated by a recent starfall, where
Feywild magic has transformed the crater
into a radiant sanctuary of celestial light.
The valley’s strange beauty attracts
adventurers, but many have vanished
amidst the glowing flora and fey creatures
guarding the hollow. The adventurers must
delve into the Starfall Hollow, uncover its
secrets, and confront the fey forces within.

KeYy NPCs

1. Liora Starseeker (Elf, Neutral Good)
An astrologer who seeks to recover the
remnants of the fallen star and uncover
its mysteries.

2. Lumine Astraea (Eladrin, Neutral Evil)
A fey noble who has claimed the starfall
crater, using its celestial energy to
extend her influence.

3. Tarek Moonveil (Human, Chaotic
Neutral)

A treasure hunter who offers to guide the
adventurers for a share of the celestial
bounty.

LOCATIONS

1. The Glowing Meadow
An open field filled with radiant flowers
and celestial light that hides deadly
traps.

2. The Starlit Grove
A dense forest with trees that emit faint
light, home to mischievous fey creatures.

3. The Crater of Luminescence
The hollow’s heart, where Lumine
Astraea channels the star’s energy for
her dominion.

ENCOUNTERS

1. Celestial Guardians
In the Glowing Meadow, the adventurers
face 2 Light Sprites and hazards caused
by blinding flashes of light.

2. Fey Tricksters
In the Starlit Grove, the adventurers
contend with 2 Star Wisps and traps
created by sentient vines.

3. Battle with Lumine Astraea
At the Crater of Luminescence, the
adventurers confront Lumine and her 2
Radiant Elementals, who use celestial
magic to dazzle and harm their foes.

OvurcoME OPTIONS

1. Restore the Hollow
The adventurers cleanse the Feywild
magic, restoring the hollow to its natural
state.

2. Negotiate with Astraea
The adventurers broker a truce, allowing
Astraea to remain under strict
conditions.

3. Harness the Star’s Magic
The adventurers claim the celestial
energy, gaining radiant abilities but
risking further Feywild attention.
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D20 RANDOM EVENTS: THE
STARFALL HoLLOW

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 radiant burst forces Constitution saves (DC 15)
to avoid blindness.
The adventurers uncover a shard of the fallen star
imbued with magic.
A lost explorer begs for help escaping the hollow.
The adventurers find glyphs tied to the star’s
transformation.
A surge of energy amplifies celestial-based spells
temporarily.
A celestial guardian warns the adventurers of the
hollow’s growing influence.
Evidence of past celestial Feywild incursions is
uncovered.
A magical trap summons radiant creatures to delay
the adventurers.
The adventurers find a glowing relic tied to celestial
magic.
A massive radiant elemental emerges, defending
the crater.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 555:

iy HE WHISPERING
‘ 6 7\ FENS”

PLoT HOOK

A vast swamp has been
transformed into a mystical expanse filled
with glowing will-o’-wisps and whispering
fey voices that lure travelers into its depths.
The adventurers must navigate the
treacherous terrain, resist the fey’s
enchanting call, and uncover the source of
the whispers before the swamp’s magic
spreads further.

KEeY NPCs

1. Mira Dusksworn (Human, Neutral
Good)
A local guide who lost her sibling to the
fens and seeks vengeance against its fey
overlords.

2. Lord Calarith Murkveil (Eladrin, Neutral
Evil)
A fey noble who thrives on spreading
fear and chaos through his eerie
dominion.

3. Pavel Mirefoot (Half-Orc, Chaotic
Neutral)
A scavenger who knows the fens’ hidden
paths but demands payment for his
guidance.

LOCATIONS

1. The Luminous Mire
A bog filled with glowing pools and will-
o’-wisps that lead travelers astray.

2. The Shadowed Reeds
Dense vegetation hides traps and
aggressive swamp creatures enchanted
by fey magic.

3. The Court of Murkveil
An ethereal glade at the swamp’s heart,
where Lord Calarith exerts his
malevolent influence.

ENCOUNTERS

1. Ethereal Lights
In the Luminous Mire, the adventurers
face 2 Will-o-Wisps and hazards caused
by quicksand.

2. Fey Predators
In the Shadowed Reeds, the adventurers
contend with 2 Swamp Sprites and traps
triggered by sentient vines.

3. Battle with Lord Calarith Murkveil
At the Court of Murkveil, the adventurers
confront Lord Calarith and his 2 Shadow
Wisps, who use illusionary magic to
confuse and harm their foes.

OvurcoME OPTIONS

1. Cleanse the Fens
The adventurers sever the Feywild’s
influence, restoring the swamp to its
natural state.
2. Negotiate with Murkveil
The adventurers broker a truce, allowing
the fey lord to remain under strict terms.
3. Harness the Fens’ Magic
The adventurers claim the Feywild
energy, gaining shadow-based abilities
but risking future incursions.
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D20 RANDOM EVENTS: THE
WHISPERING FENS

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 patch of quicksand forces Strength saves (DC 15)
to avoid sinking.
The adventurers uncover a relic tied to Feywild
shadow magic.
A trapped villager pleads for help escaping the
swamp.
The adventurers find glyphs describing the
swamp’s transformation.
A surge of energy amplifies illusion-based spells
temporarily.
A celestial guardian warns the adventurers of the
swamp’s growing magic.
Evidence of past Feywild incursions is uncovered in
the fens.
A magical trap summons swamp creatures to
hinder the party.
The adventurers find a glowing artifact tied to
shadow magic.
A massive shadow elemental emerges, defending
the Court of Murkveil.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 556:

‘ 6,-@:&/ HE THISTLEMAZE”
A

PrLoT HOOK

A sprawling hedge maze
has sprung up overnight,
its walls bristling with sharp thorns and
pulsating with Feywild energy. Villagers
who enter in search of missing loved ones
become hopelessly lost or emerge forever
changed. The adventurers must brave the
maze, navigate its shifting paths, and
confront the fey force commanding its
growth.

Key NPCs

1. Edrin Thorncloak (Elf, Neutral Good)
A woodsman whose family is trapped in
the maze, offering his knowledge of local
folklore.

2. Thornweaver Silthrys Briarshade
(Eladrin, Neutral Evil)
A fey noble who has crafted the maze as
a trap for mortals, feeding on their
despair.

3. Halric Greenroot (Gnome, Chaotic
Neutral)
A hedge wizard who offers cryptic advice
in exchange for help recovering his
stolen spellbook.

LOCATIONS

1. The Twisting Hedges
A labyrinth of brambles that shift
position and lash out at those who stray
too close.

2. The Wailing Clearing
A haunting space where echoes of
trapped souls linger and thorny
guardians protect the way forward.

3. The Briarshade Court
A dense, thorn-covered glade at the
maze’s center, where Silthrys waits to
ensnare her next victims.

ENCOUNTERS

1. Living Brambles
In the Twisting Hedges, the adventurers
face 2 Vine Blights and hazards caused
by shifting walls.

2. Haunted Guardians
In the Wailing Clearing, the adventurers
contend with 2 Thorn Sprites and traps
triggered by the anguished cries of
trapped souls.

3. Battle with Thornweaver Silthrys
Briarshade
At the Briarshade Court, the adventurers
confront Silthrys and her 2 Briar
Elementals, who use entangling magic
to immobilize their foes.

OvurtcoME OPTIONS

1. Destroy the Maze
The adventurers sever the Feywild
enchantments, freeing the trapped
villagers and destroying the hedge.

2. Negotiate with Silthrys
The adventurers broker a deal, allowing
the fey lord to maintain the maze under
strict conditions.

3. Harness the Maze’s Magic
The adventurers claim the Feywild
power, gaining nature-based abilities but
risking future incursions.
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D20 RANDOM EVENTS: THE
THISTLEMAZE

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
Thorn walls close in, forcing Dexterity saves (DC
14) to avoid injury.
The adventurers uncover a relic tied to Feywild
nature magic.
A trapped villager pleads for help escaping the
maze.
The adventurers find glyphs describing the maze's
magical transformation.
A surge of energy amplifies nature-based spells
temporarily.
A celestial guardian warns the adventurers of the
maze’s growing influence.
Evidence of past Feywild incursions is uncovered
within the hedges.
A magical trap summons thorn creatures to
confront the party.
The adventurers find a glowing artifact tied to the
maze’s magic.
A massive vine elemental emerges, defending the
Briarshade Court.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 557:

‘ 6,-@@./ HE FAE'S FLAME”

F /

PrLoT Hook

An ancient lighthouse
perched on a storm-
battered cliff has been consumed by
Feywild magic. Its once-steady beacon now
burns with an eerie, dancing green flame
that entrances ships, luring them to
destruction. The adventurers must
investigate the lighthouse, confront the fey
spirit within, and either extinguish or
reclaim the Fae’s Flame.

Key NPCs

1. Marin Waveharp (Human, Neutral
Good)
A sailor whose ship was nearly
destroyed by the cursed flame, seeking
revenge against its source.

2. Ignis Viridian (Eladrin, Neutral Evil)
A fey pyromancer who has claimed the
lighthouse as their domain, using the
flame to sow chaos.

3. Tirren Saltstride (Half-Elf, Chaotic
Neutral)
A scavenger who salvages wrecked ships
and offers to guide the adventurers for a
price.

LOCATIONS

1. The Jagged Shores
Rocky cliffs and dangerous tides
surround the lighthouse, littered with
shipwreck debris and guarded by hostile
creatures.

2. The Flame’s Keep
The lighthouse interior is filled with
twisting staircases, enchanted traps, and
green-flamed lanterns.

3. The Emerald Beacon
The flame’s heart burns atop the
lighthouse, where Ignis defends their
Feywild domain.

ENCOUNTERS

1. Wreckage Guardians
On the Jagged Shores, the adventurers
face 2 Reef Sharks and hazards caused
by treacherous tides.

2. Green-Flame Defenders
In the Flame’s Keep, the adventurers
contend with 2 Flame Wisps and traps
triggered by magical lanterns.

3. Battle with Ignis Viridian
At the Emerald Beacon, the adventurers
confront Ignis and their 2 Fire Sprites,
who use flame-based magic to
overwhelm their foes.

OuTcOME OPTIONS

1. Extinguish the Flame
The adventurers dispel the Feywild
magic, restoring the lighthouse to its
original state.

2. Negotiate with Ignis
The adventurers strike a bargain,
allowing Ignis to remain in exchange for
ending the chaos.

3. Claim the Flame’s Power
The adventurers harness the magic of
the green flame, gaining fire-aligned
abilities but risking future Feywild
influence.

119



D20 RANDOM EVENTS: THE
FAE’S FLAME

Roll
(1d20)

1-2

3-4

5-6

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

17-18

19-20

Event Description
A sudden wave crashes into the cliffside, forcing
Strength saves (DC 15) to avoid being swept away.
The adventurers uncover a lantern imbued with
Feywild flame magic.
A stranded sailor pleads for help escaping the
wreckage.
The adventurers find glyphs describing the flame’s
transformation.
A surge of energy amplifies fire-based spells
temporarily.
A celestial guardian warns the adventurers of the
flame’s growing magic.
Evidence of past Feywild incursions is uncovered
near the lighthouse.
A magical trap summons flame creatures to
challenge the adventurers.
The adventurers find a glowing artifact tied to fire
magic.
A massive fire elemental emerges, defending the
Emerald Beacon.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 558:

=’ HE VINE-CURSED
‘ 6 7 RUINS”

PLoT HOOK

An ancient temple long
hidden in the jungle has been consumed by
Feywild vines, which twist and grow with
sentient malice. Adventurers who enter the
ruins are ensnared by the vines or lost
within its shifting halls. The party must
unravel the mystery of the vines, confront
the fey creature at their heart, and either
destroy or control the curse.

Key NPCs

1. Tessa Vineveil (Elf, Neutral Good)
A scholar who seeks to recover relics
from the temple and stop the vines’
spread.

2. Verdant Queen Sylvalis (Eladrin, Neutral
Evil)
A fey noble who commands the cursed
vines, seeing the temple as her domain.

3. Drak Willowbite (Tabaxi, Chaotic
Neutral)
A rogue who has explored the ruins and
offers knowledge in exchange for coin.

LOCATIONS
1. The Choking Courtyard

An overgrown entryway where the vines
lash out and block paths.

2. The Shifting Halls
A maze of vine-covered corridors where
traps and illusions disorient travelers.

3. The Verdant Throne
A towering chamber at the ruins’ heart,
where Sylvalis controls the cursed vines.

ENCOUNTERS

1. Living Vines
In the Choking Courtyard, the
adventurers face 2 Vine Blights and
hazards caused by sentient roots.

2. Enchanted Guardians
In the Shifting Halls, the adventurers
contend with 2 Thorn Sprites and traps
triggered by moving walls of vines.

3. Battle with Verdant Queen Sylvalis
At the Verdant Throne, the adventurers
confront Sylvalis and her 2 Briar
Elementals, who use entangling magic
to immobilize their foes.

OuTtcoME OPTIONS

1. Purge the Curse
The adventurers destroy the Feywild
vines, freeing the ruins from Sylvalis’s
influence.

2. Negotiate with Sylvalis
The adventurers strike a deal, allowing
the fey queen to remain in exchange for
limiting the vines’ spread.

3. Claim the Temple’s Power
The adventurers harness the cursed
magic, gaining nature-based abilities but
risking further Feywild intrusion.
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D20 RANDOM EVENTS: THE
VINE-CURSED RUINS

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A collapsing vine wall forces Dexterity saves (DC
15) to avoid being trapped.
The adventurers uncover a relic tied to Feywild vine
magic.
A trapped explorer pleads for help escaping the
temple.
The adventurers find glyphs describing the vines’
magical origins.
A surge of energy amplifies nature-based spells
temporarily.
A celestial guardian warns the adventurers of the
temple’s growing magic.
Evidence of past Feywild incursions is uncovered in
the ruins.
A magical trap summons thorn creatures to
confront the party.
The adventurers find a glowing artifact tied to
nature magic.
A massive vine elemental emerges, defending the
Verdant Throne.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 559:

i’ HE SONGWOOD
‘ 6 7Y HAVEN

ProrT HOoOK ENCOUNTERS

1. Melodic Guardians
In the Melodic Thicket, the adventurers
face 2 Fey Wolves and hazards caused by
sound waves disorienting their senses.

2. Harmonic Defenders
In the Singing Glade, the adventurers
contend with 2 Song Sprites and traps
triggered by harmonic vibrations.

3. Battle with Chorusmaster Thaliel

A secluded grove has
become a haven for enchanted trees that
hum with melodic tones, drawing creatures
and mortals alike into a dreamlike trance.
Those who linger too long are overtaken by
the grove’s magic, becoming permanent
residents. The adventurers must uncover
the secret of the Songwood, confront its fey
caretakers, and decide the grove’s fate.

Lyrisong
At the Lyric Hollow, the adventurers
KEY NPCS confront Thaliel and her 2 Lyrical Wisps,
1. Elyse Harmonleaf (Half-Elf, Neutral who use sound-based magic to charm
Good) and disable foes.
A bard who seeks to recover her
companions entranced by the grove’s
melodies. OurcoME OPTIONS
2. Chorusmaster Thaliel Lyrisong (Eladrin, 1. Silence the Songwood
Neutral Evil) The adventurers sever the Feywild
A fey musician who uses the grove’s enchantment, freeing those entranced
harmonic magic to control its and restoring the grove to normalcy.
inhabitants and expand her influence. 2. Negotiate with Thaliel
3. Kendric Oaktune (Dwarf, Chaotic The adventurers broker a truce, limiting
Neutral) Thaliel’s influence but leaving the
A wandering woodcarver fascinated by grove’s enchantment intact.
the grove’s melodic trees, offering 3. Claim the Songwood’s Power

knowledge for materials. The adventurers harness the grove's

harmonic magdic, gaining sound-based
abilities but risking future Feywild
LOCATIONS interference.
1. The Melodic Thicket

A dense forest where trees emit hypnotic

melodies, hiding traps and creatures

drawn to the sound.

2. The Singing Glade

A radiant clearing filled with harmonic

energy, where illusions and entrancing

light disorient travelers.

3. The Lyric Hollow

A cavern beneath the grove where

Thaliel weaves her melodies to spread

the Songwood’s magic.
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D20 RANDOM EVENTS: THE
SONGWOOD HAVEN

Roll
(1d20)

1-2

3-4

5-6

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

17-18

19-20

Event Description
A powerful melody forces Wisdom saves (DC 15)
to avoid being entranced.
The adventurers uncover a relic tied to harmonic
Feywild magic.
A trapped traveler pleads for help escaping the
grove’s melodies.
The adventurers find glyphs describing the grove’s
Feywild origins.
A surge of energy amplifies sound-based spells
temporarily.
A celestial guardian warns the adventurers of the
grove’s growing influence.
Evidence of past Feywild incursions is uncovered
among the trees.
A magical trap summons melodic creatures to
challenge the adventurers.
The adventurers find a shard resonating with
harmonic energy.
A massive treant emerges, enchanted by the
grove's magic, to defend Thaliel.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 560:

=i’ HE ENCHANTED
‘ 6 7\l REFUGE”

PLoT HooOKk

A hidden glen deep
within an ancient forest has become a
sanctuary of Feywild magic. Travelers
stumble upon the glen and are overcome
with a euphoric desire to stay, forgetting
their lives outside its borders. The
adventurers must resist the glen’s
enchantment, confront its guardian, and
decide whether to preserve or dispel the
refuge.

Key NPCs

1. Arden Willowshade (Elf, Neutral Good)
A ranger who lost their partner to the
glen’s magic and seeks to bring them
back.

2. Lady Elowen Brightglade (Eladrin,
Neutral Evil)
A fey noble who has created the refuge
as her domain, using it to trap unwitting
mortals.

3. Finn Waveroot (Halfling, Chaotic
Neutral)
A charmed wanderer who offers cryptic
insights about the glen, though his
memories are hazy.

LOCATIONS

1. The Lush Borderlands
The outer edges of the refuge, where the
air hums with magic and the foliage
seems alive.

2. The Serene Pools
Crystal-clear waters reflecting Feywild
energy, with hidden dangers lurking
beneath the surface.

3. The Brightglade Sanctuary
The heart of the glen, where Lady
Elowen holds court amidst radiant trees
and enchanted flowers.

ENCOUNTERS

1. Luring Guardians
In the Lush Borderlands, the
adventurers face 2 Fey Stags and
hazards caused by entrancing illusions.

2. Enchanted Beasts
At the Serene Pools, the adventurers
contend with 2 Water Sprites and traps
created by the shimmering water.

3. Battle with Lady Elowen Brightglade
At the Brightglade Sanctuary, the
adventurers confront Elowen and her 2
Blossom Wisps, who use charm magic
to control and disorient their foes.

OutcoME OPTIONS

1. Dispel the Refuge
The adventurers sever the Feywild’s
connection, freeing those entranced and
returning the glen to normalcy.

2. Negotiate with Elowen
The adventurers broker a truce, allowing
the glen to remain under limited
conditions.

3. Claim the Refuge’s Magic
The adventurers harness the refuge’s
enchantment, gaining charm-based
abilities but risking future Feywild
incursions.
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D20 RANDOM EVENTS: THE
ENCHANTED REFUGE

Roll
(1d20)

1-2

3-4

5-6

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

17-18

19-20

Event Description
A glowing mist forces Constitution saves (DC 15)
to resist a euphoric stupor.
The adventurers uncover an artifact imbued with
Feywild enchantment magic.
A trapped wanderer pleads for help escaping the
glen’s spell.
The adventurers find glyphs describing the refuge’s
Feywild origins.
A surge of energy amplifies charm-based spells
temporarily.
A celestial guardian warns the adventurers of the
refuge’s expanding magic.
Evidence of past Feywild incursions is uncovered
among the radiant trees.
A magical trap summons enchanted creatures to
challenge the party.
The adventurers find a shard glowing with
enchantment energy.
A massive treant emerges, enchanted by the glen,
to defend Elowen.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD

126






ADVENTURE SEED 561:

=g HE CRIMSON
‘ 6 7| FORTRESS’

PLoT HOOK

A remote fortress has
been consumed by infernal energy, its walls
glowing with a dull red light and the air
thick with the stench of brimstone. Once a
proud bastion of a noble order, it now
serves as a staging ground for devilish
forces preparing an invasion of the
surrounding lands. The adventurers must
infiltrate the corrupted keep, battle its
fiendish defenders, and seal the portal to
the Nine Hells before the tide overtakes the
region.

KeyYy NPCs

1. Ser Veldra Mourntide (Human, Neutral
Good)
A knight who fled the fortress during its
corruption, seeking redemption by
aiding the adventurers.

2. Infernal Warden Kazaroth (Erinyes,
Lawful Evil)
A fiend commanding the fortress,
orchestrating the invasion with ruthless
precision.

3. Devlin Blackthorn (Tiefling, Chaotic
Neutral)
A local rogue who knows hidden
passages into the keep but demands a
share of the spoils.

LOCATIONS
1. The Blasted Courtyard

A scorched field filled with charred
remains and fiendish sigils, guarded by
devilish sentries.

2. The Infernal Halls
Twisting corridors of corrupted stone,
where infernal traps and patrolling
devils lurk.

3. The Hellgate Chamber
The fortress’s central sanctum, where a
portal to the Nine Hells burns with
malevolent energy.

ENCOUNTERS

1. Fiendish Sentries
In the Blasted Courtyard, the
adventurers face 2 Spined Devils and
hazards created by explosive sigils.

2. Infernal Patrols
In the Infernal Halls, the adventurers
contend with 2 Bearded Devils and traps
triggered by infernal glyphs.

3. Battle with Warden Kazaroth
At the Hellgate Chamber, the
adventurers confront Kazaroth and her 2
Lemures, who use infernal magic and
aerial attacks to subdue intruders.

OutcoME OPTIONS

1. Seal the Portal
The adventurers destroy the Hellgate,
severing the devils’ connection to the
Material Plane.

2. Strike a Bargain
The adventurers negotiate with
Kazaroth, trading freedom for
knowledge or future infernal aid.

3. Claim Infernal Power
The adventurers stabilize the portal and
siphon its energy, gaining infernal
abilities but risking corruption.
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D20 RANDOM EVENTS: THE
CRIMSON FORTRESS

Roll
(1d20)

1-2

3-4

5-6

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

17-18

19-20

Event Description
A burst of hellfire forces Dexterity saves (DC 15) to
avoid searing damage.
The adventurers uncover a fiendish artifact
radiating infernal power.
A desperate villager begs for help to rescue loved
ones trapped in the fortress.
The adventurers find glyphs describing the portal’s
infernal origin.
A surge of energy amplifies necrotic-based spells
temporarily.
A celestial guardian warns the adventurers of the
portal’s growing power.
Evidence of past infernal invasions is uncovered in
the fortress ruins.
A magical trap summons hellish creatures to
confront the party.
The adventurers find a shard glowing with infernal
magic.
A massive fiendish construct emerges, defending
the Hellgate Chamber.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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ADVENTURE SEED 562:

~=tiss” HE BLACKENED
‘ 6 7\ ABBEY”

PrLoT HooOkK

An isolated abbey, once
devoted to a benevolent deity, has been
desecrated by infernal forces. Fiends now
haunt its halls, and its corrupted clergy lure
travelers with false offers of sanctuary. The
adventurers must uncover the abbey’s
infernal secret, rescue any remaining
survivors, and purge the evil within before
it spreads.

KEY NPCs

1. Brother Alric (Human, Neutral Good)
A survivor of the clergy who seeks to
guide the adventurers and reclaim the
abbey.

2. Abbot Zorathil (Cambion, Lawful Evil)
The leader of the corrupted clergy, who
serves as a direct agent of the Nine
Hells.

3. Relyn Nightwhisper (Half-Elf, Chaotic
Neutral)

A thief who hid in the abbey’s crypts,
offering valuable knowledge of its layout.

LOCATIONS
1. The Desecrated Courtyard

The abbey’s grounds are littered with
broken holy symbols and crawling with
fiendish imps.

2. The Infernal Sanctum
A corrupted chapel where the once-holy
altar now channels infernal energy.

3. The Crypt of Chains
The abbey’s darkened catacombs, where
Abbot Zorathil conducts rituals to
summon greater devils.

ENCOUNTERS

1. Infernal Swarm
In the Desecrated Courtyard, the
adventurers face 3 Imps and hazards
created by collapsing walls.

2. Fiendish Zealots

In the Infernal Sanctum, the adventurers
contend with 2 Bearded Devils and traps
triggered by desecrated altars.

3. Battle with Abbot Zorathil

In the Crypt of Chains, the adventurers
confront Zorathil and his 2 Lemures,
who use necrotic magic and infernal
chains to ensnare their foes.

OvutcoME OPTIONS

1. Consecrate the Abbey
The adventurers restore the abbey’s
sanctity, banishing the infernal forces.

2. Strike a Deal

The adventurers negotiate with Zorathil,
gaining forbidden knowledge in
exchange for sparing him.

3. Claim Infernal Relics

The adventurers seize infernal artifacts,
gaining dark powers but risking
corruption.
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D20 RANDOM EVENTS: THE
BLACKENED ABBEY

Roll
(1d20)

1-2

3-4

5-6

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

17-18

19-20

Event Description
A collapsing wall forces Dexterity saves (DC 14) to
avoid being crushed.
The adventurers uncover a desecrated relic
radiating infernal magic.
A villager begs for help escaping the corrupted
clergy.
The adventurers find glyphs describing the rituals
being performed in the crypt.
A surge of energy amplifies necrotic-based spells
temporarily.
A celestial guardian warns the adventurers of the
abbey’s infernal corruption.
Evidence of past infernal invasions is uncovered in
the sanctum.
A magical trap summons lesser devils to confront
the party.
The adventurers find a shard glowing with infernal
magic.
A massive hellish construct emerges, guarding the
Crypt of Chains.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 563:

‘ Gf-qu/ HE ASHEN WASTES”

F /

Pror Hooxk ENCOUNTERS

Once a fertile valley, the 1. Blazing Beasts

Ashen Wastes are now a In the Blasted Fields, the adventurers
barren expanse of gray sand and blackened face 2 Hell Hotnm ot s atdaroa used
trees. Fiendish creatures roam the land, by erupting geysers.
and infernal geysers spew plumes of ash 2 Fiendish Patrols
and fire into the air. The adventurers must In the Smoldering Rift, the adventurers
explore this corrupted land, uncover its conteiid willr 2 Spined Deyilstiti e e
source, and prevent the infernal forces triggered by unstable ground.
LRI BT e e 3. Battle with General Baalathrax

At the Infernal Bastion, the adventurers

KEY NPCS confront Baalathrax and his 2 Lemures,

who use fire-based magic and brute

1. Elder Maren Greyroot (Dwarf, Neutral strength to overwhelm their foes.

Good)
An elder who remembers the valley’s
former beauty and offers wisdom on its

OvurcoME OPTIONS

transformation.
2. General Baalathrax (Horned Devil, 1. Cleanse the Wastes
Lawful Evil) The adventurers destroy the infernal
A fiendish commander using the wastes strongh.old, halting the spread of
as a staging ground for a larger invasion. Gottuptions=
3. Ryn Emberfoot (Halfling, Chaotic 2. Negotiate with Baalathrax
Neutral) The adventurers broker a deal, trading a

service for the general’s withdrawal.

3. Claim Infernal Energy
The adventurers harness the wastes’
fiery magic, gaining elemental abilities
but risking corruption.

A pyromancer intrigued by the fiery
geysers, offering aid in exchange for
studying them.

LOCATIONS

1. The Blasted Fields
A desolate area filled with geysers that
erupt unpredictably, scorching the land.

2. The Smoldering Rift
A deep chasm exuding heat and infernal
energy, where devils guard their
stronghold.

3. The Infernal Bastion
A fortress of molten stone and iron,
where General Baalathrax coordinates
his plans.
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D20 RANDOM EVENTS: THE DM ScrRATCH PAD
ASHEN WASTES

Roll
(1d20) Event Description

1-2 A geyser eruption forces Dexterity saves (DC 15) to
avoid fire damage.

3-4 The adventurers uncover an artifact radiating
infernal fire magic.

5-6 A refugee begs for help escaping the wastes.

7-8 The adventurers find glyphs describing the rift’s
creation.

9-10 A surge of energy amplifies fire-based spells
temporarily.

11-12 A celestial guardian warns the adventurers of the
wastes’ growing corruption.

13-14  Evidence of past infernal invasions is uncovered in
the bastion.

15-16 A magical trap summons fiery creatures to
challenge the party.

17-18  The adventurers find a shard glowing with infernal
fire.

19-20 A massive magma elemental emerges, guarding
the Infernal Bastion.

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 564:

=i’ HE INFERNAL
‘ 6 | DOCKYARD”

PLoT HoOOK

A coastal village has
been transformed into a fiendish dockyard,
where devils build ships imbued with
infernal power. The villagers are enslaved
to construct the vessels, which are destined
to spread corruption to neighboring lands.
The adventurers must infiltrate the
dockyard, free the captives, and destroy the
ships before they set sail.

KEY NPCs

1. Captain Lydia Wavecutter (Human,
Neutral Good)
A former sailor who escaped the
dockyard and seeks aid to save her crew
and villagers.

2. Harbormaster Zalthros (Chain Devil,
Lawful Evil)
The fiend overseeing the dockyard’s
operations, using chains to enforce order
and terror.

3. Finn Tideflare (Tiefling, Chaotic Neutral)
A smuggler who knows hidden ways into
the dockyard and offers help for a price.

LOCATIONS

1. The Infernal Wharf
A dock swarming with devils, where
partially built infernal ships loom over
the enslaved workers.

2. The Shipwright’s Hall
A massive structure where infernal
blueprints and arcane tools are guarded
by fiendish sentinels.

3. The Blackened Galleon
The first completed infernal ship,
brimming with fiendish energy and ready
to launch.

ENCOUNTERS

1. Fiendish Guards
At the Infernal Wharf, the adventurers
face 2 Spined Devils and hazards
created by collapsing scaffolds.

2. Hellish Workers
In the Shipwright’s Hall, the adventurers
contend with 2 Bearded Devils and traps
tied to enchanted tools.

3. Battle with Harbormaster Zalthros
Aboard the Blackened Galleon, the
adventurers confront Zalthros and his 2
Chain Swarms, who use constricting
magic and infernal chains to ensnare
their foes.

OutcoME OPTIONS

1. Destroy the Dockyard
The adventurers sabotage the dockyard,
preventing the infernal fleet’s
completion.

2. Strike a Bargain
The adventurers negotiate with Zalthros,
sparing him in exchange for valuable
infernal knowledge.

3. Claim an Infernal Vessel
The adventurers commandeer one of the
ships, gaining its power but risking its
corrupting influence.
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D20 RANDOM EVENTS: THE
INFERNAL DOCKYARD

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 loose chain lashes out, forcing Strength saves
(DC 15) to avoid entanglement.
The adventurers uncover a map tied to infernal
invasion plans.
A villager pleads for help escaping the dockyard’s
labor camps.
The adventurers find glyphs describing the ships’
infernal construction.
A surge of energy amplifies necrotic-based spells
temporarily.
A celestial guardian warns the adventurers of the
dockyard’s growing threat.
Evidence of past infernal invasions is uncovered in
the hall.
A magical trap summons fiendish creatures to
challenge the adventurers.
The adventurers find an infernal artifact glowing
with malevolent power.
A massive devil emerges, guarding the Blackened
Galleon.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 565:

‘ C,-mk/ HE CURSED MINES”
A

PLoT HOOK

A network of silver
mines, once a thriving
source of wealth, has been overtaken by
infernal forces. Miners now toil under the

ENCOUNTERS

1. Fiendish Enforcers

In the Chained Caverns, the adventurers
face 2 Bearded Devils and hazards
caused by collapsing tunnels.

lash of fiendish overseers, extracting 2. Hellish Guardians

infernal ores to forge weapons of dark In the Infernal Veins, the adventurers
power. The adventurers must delve into the contend with 2 Spined Devils and traps
mines, free the enslaved workers, and triggered by glowing infernal crystals.
destroy the forges of corruption before the 3. Battle with Overseer Malfiriak

infernal weapons are unleashed. At the Forges of Malfiriak, the
adventurers confront Malfiriak and her 2
Magma Mephits, who use infernal magic
and molten blasts to subdue intruders.

KEeY NPCs

1. Grimnar Ironbeard (Dwarf, Neutral
Good)
A former foreman of the mines who
escaped captivity, offering insights into
its layout and dangers.

2. Overseer Malfiriak (Erinyes, Lawful
Evil)
A fiend who oversees the mines, driven
by a desire to arm an infernal army.

3. Kara Emberforge (Gnome, Chaotic
Neutral)
An artificer who seeks to sabotage the
infernal forges and recover stolen
schematics.

OvurcoME OPTIONS

1. Destroy the Forges
The adventurers sabotage the forges,
halting the production of infernal
weapons.

2. Strike a Deal
The adventurers negotiate with
Malfiriak, gaining forbidden knowledge
in exchange for sparing her.

3. Claim Infernal Ore
The adventurers seize some of the
infernal ore, gaining powerful crafting
materials but risking corruption.

LOCATIONS
1. The Chained Caverns
Dark tunnels where miners are
shackled, and fiendish sentries patrol.
2. The Infernal Veins
Deeper sections of the mines where
glowing infernal ore emits malevolent
energy, guarded by fiendish creatures.
3. The Forges of Malfiriak
The heart of the mines, where the stolen
ore is smelted into weapons under
Malfiriak’s watchful eye.
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D20 RANDOM EVENTS: THE
CURSED MINES

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 tunnel collapse forces Dexterity saves (DC 15) to
avoid injury.
The adventurers uncover an infernal pickaxe
radiating dark energy.
A captured miner pleads for help escaping their
chains.
The adventurers find glyphs describing the forge’s
infernal purpose.
A surge of energy amplifies necrotic-based spells
temporarily.
A celestial guardian warns the adventurers of the
forge’s growing influence.
Evidence of past infernal invasions is uncovered in
the mines.
A magical trap summons fiendish creatures to
defend the forges.
The adventurers find an artifact glowing with
infernal energy.
A massive magma elemental emerges, guarding
the Forges of Malfiriak.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 566:

‘ C,-mk/ HE RUINED SPIRE”
A

PLoT HOOK

An ancient spire, once a
beacon of knowledge,
has been twisted into a tower of infernal
power. Fiendish magic now courses
through its walls, warping its surroundings
and empowering the devils within. The
adventurers must ascend the spire,
overcome its infernal defenses, and
confront the fiend at its peak to halt its
corrupting influence.

KEeY NPCs

1. Arcanist Velyra Dawnspire (Elf, Neutral
Good)
A former mage of the spire who seeks to
reclaim its lost knowledge and purge its
corruption.

2. Archfiend Thazrelk (Pit Fiend, Lawful
Evil)
The fiend who commands the spire,
using it as a nexus for infernal power.

3. Rynis Blackveil (Human, Chaotic
Neutral)
A warlock whose pact with Thazrelk
offers insights but comes with a
dangerous agenda.

LOCATIONS

1. The Cracked Courtyard
A fractured entryway where infernal
glyphs and traps repel intruders.

2. The Burning Library
A corrupted archive where flaming
tomes and enchanted books assail
intruders.

3. The Fiend’s Apex
The spire’s top chamber, where
Thazrelk channels infernal power into
the Material Plane.

ENCOUNTERS

1. Glyph Traps
In the Cracked Courtyard, the
adventurers face 2 Hell Hounds and
traps triggered by glowing sigils.

2. Fiendish Knowledge Keepers
In the Burning Library, the adventurers
contend with 2 Flame Wisps and
hazards caused by animated tomes.

3. Battle with Archfiend Thazrelk
At the Fiend’s Apex, the adventurers
confront Thazrelk and his 2 Spined
Devils, who use fire-based magic and
brutal attacks to dominate the battlefield.

OvuTrcoME OPTIONS

1. Purge the Spire
The adventurers sever the spire’s
infernal connection, restoring it to its
original state.

2. Strike a Bargain
The adventurers negotiate with
Thazrelk, gaining infernal knowledge in
exchange for sparing him.

3. Claim the Spire’s Power
The adventurers harness the spire’s
magic, gaining fiendish abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
RUINED 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 fiery tome explodes, forcing Dexterity saves (DC
15) to avoid burning.
The adventurers uncover a tome imbued with
infernal knowledge.
A trapped scholar begs for help escaping the
spire’s defenses.
The adventurers find glyphs describing the spire’s
transformation.
A surge of energy amplifies necrotic-based spells
temporarily.
A celestial guardian warns the adventurers of the
spire’s growing influence.
Evidence of past infernal invasions is uncovered in
the library.
A magical trap summons hellish creatures to guard
the apex.
The adventurers find a shard glowing with infernal
power.
A massive fiendish construct emerges, defending
the Fiend’s Apex.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 567:

=i’ HE FORGE OF
‘ 6 7Y MALICE’

PLoT HOOK

Deep in a volcanic
mountain range, an ancient dwarven forge
has been overtaken by devils and corrupted
into an infernal foundry. Fiends are using
the forge to craft cursed weapons that sap
the will of their wielders. The adventurers
must infiltrate the forge, stop the
production of these weapons, and confront
the devilish smith overseeing the operation.

KEeY NPCs

1. Thorek Ironhammer (Dwarf, Neutral
Good)
A displaced smith who once worked at
the forge and seeks to reclaim his legacy.

2. Infernal Smith Graxul (Barbed Devil,
Lawful Evil)
A master weapon smith who uses the
forge to create weapons infused with
infernal energy.

3. Malrin Emberchain (Tiefling, Chaotic
Neutral)
A rogue scavenger who knows the
forge’s hidden tunnels and offers
guidance for payment.

LOCATIONS

1. The Molten Approach
A treacherous path leading to the forge,
filled with lava flows and infernal
sentinels.

2. The Cursed Anvil
The main chamber where cursed
weapons are forged, guarded by devils
and infernal traps.

3. The Infernal Crucible
A massive smelter at the heart of the
forge, where Graxul channels his
fiendish magic.

ENCOUNTERS

1. Lava Guardians
At the Molten Approach, the adventurers
face 2 Magma Mephits and hazards
caused by erupting lava.

2. Fiendish Forgers
In the Cursed Anvil, the adventurers
contend with 2 Bearded Devils and traps
created by enchanted tools.

3. Battle with Infernal Smith Graxul
At the Infernal Crucible, the adventurers
confront Graxul and his 2 Barbed Devils,
who use molten chains and fiery attacks
to overwhelm their foes.

OvurcoME OPTIONS

1. Destroy the Forge
The adventurers shatter the cursed anvil,
halting the production of infernal
weapons.

2. Strike a Bargain
The adventurers negotiate with Graxul,
learning forbidden crafting secrets in
exchange for sparing him.

3. Claim Infernal Weaponry
The adventurers seize cursed weapons,
gaining immense power at the cost of
their souls.
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D20 RANDOM EVENTS: THE
FORGE OF MALICE

Roll
(1d20)
1-2
3-4

5-6
7-8

9-10

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

19-20

Event Description
A burst of lava forces Dexterity saves (DC 15) to
avoid searing damage.
The adventurers uncover a cursed weapon
radiating infernal power.

A trapped smith pleads for help escaping the forge.

The adventurers find glyphs describing the forge’s
infernal transformation.

A surge of energy amplifies fire-based spells
temporarily.

A celestial guardian warns the adventurers of the
forge’s growing threat.

Evidence of past infernal invasions is uncovered in
the foundry.

A magical trap summons magma creatures to
challenge the adventurers.

The adventurers find a shard glowing with infernal
fire.

A massive fire elemental emerges, guarding the
Infernal Crucible.

DM’s CusToM NOTES

Enhancements, Adjustments, 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 568:

s’ HE HELLCLEFT
‘ 6 7Y  CITADEL”

PrLoT HOOK

A once-abandoned
cliffside fortress has been consumed by
infernal magic, its jagged towers now
glowing with an eerie red light. Fiends use
the citadel as a staging ground to raid
nearby settlements and kidnap innocents
for dark rituals. The adventurers must
storm the citadel, rescue the captives, and
eliminate the fiendish commander.

KEeY NPCs

1. Eryn Brightshield (Human, Neutral
Good)
A former knight who seeks redemption
by aiding the adventurers in reclaiming
the citadel.

2. Commander Malrogath (Erinyes, Lawful
Evil)
A cunning devil who uses the citadel as a
fortress to consolidate her forces.

3. Talin Ironcliff (Dwarf, Chaotic Neutral)
A mercenary familiar with the citadel’s
defenses, offering assistance for gold.

LOCATIONS

1. The Jagged Ascent
A narrow and treacherous path leading
to the fortress, patrolled by fiendish
sentries.

2. The Blackened Halls
The citadel’s interior, filled with traps
and guarded by infernal constructs.

3. The Infernal Spire
The highest tower, where Malrogath
plans her next invasion and conducts
infernal rituals.

ENCOUNTERS

1. Fiendish Sentries
On the Jagged Ascent, the adventurers

face 2 Spined Devils and hazards caused

by crumbling cliffs.

2. Infernal Guardians
In the Blackened Halls, the adventurers
contend with 2 Hell Hounds and traps
triggered by enchanted sigils.

3. Battle with Commander Malrogath
At the Infernal Spire, the adventurers
confront Malrogath and her 2 Bearded
Devils, who use aerial strikes and
infernal magic to dominate the
battlefield.

OurcoME OPTIONS
1. Cleanse the Citadel

The adventurers drive out the fiends and
destroy their stronghold, restoring peace

to the region.

2. Strike a Bargain
The adventurers negotiate with
Malrogath, gaining infernal knowledge
in exchange for sparing her forces.

3. Claim the Citadel’s Power
The adventurers seize control of the
citadel, gaining its magic but risking
corruption.
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D20 RANDOM EVENTS: THE
HELLCLEFT 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 falling boulder forces Dexterity saves (DC 14) to
avoid being crushed.
The adventurers uncover a relic tied to infernal
magic.
A captured villager pleads for help escaping the
citadel.
The adventurers find glyphs describing the fiends’
invasion plans.
A surge of energy amplifies necrotic-based spells
temporarily.
A celestial guardian warns the adventurers of the
citadel’s growing threat.
Evidence of past infernal invasions is uncovered in
the fortress.
A magical trap summons infernal constructs to
confront the adventurers.
The adventurers find a shard glowing with infernal
energy.
A massive infernal guardian emerges, defending
the Infernal 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 569:

i’ HE INFERNAL
‘ 6 7Y  LABYRINTH"

PLoT HOOK

A sprawling
underground maze has been corrupted by
infernal magic, its walls glowing with
crimson glyphs that disorient and mislead
those who enter. Fiends use the labyrinth
to trap and sacrifice trespassers to
strengthen the barrier between planes. The
adventurers must brave the maze, outwit
its traps, and confront the fiendish overseer
at its heart.

Key NPCs

1. Dren Shadowstride (Halfling, Neutral
Good)
A former captive who escaped the
labyrinth and offers insights into its
dangers.

2. Labyrinth Keeper Xarvilis (Chain Devil,
Lawful Evil)
A fiend who manipulates the labyrinth to
ensnare and sacrifice intruders.

3. Quinn Stonegleam (Gnome, Chaotic
Neutral)
A reckless explorer fascinated by the
maze’s infernal architecture, offering
advice for treasure.

LOCATIONS

1. The Twisting Corridors
Endless halls filled with shifting walls
and glowing glyphs that disorient
travelers.

2. The Abyssal Pit
A cavernous chamber with a bottomless
chasm, guarded by fiendish sentries and
infernal traps.

3. The Keeper’s Chamber
The labyrinth’s central chamber, where
Xarvilis uses his chains to manipulate
the maze and its magic.

ENCOUNTERS

1. Fiendish Traps
In the Twisting Corridors, the
adventurers face 2 Imps and hazards
caused by shifting walls and glyphs.

2. Guardians of the Pit
At the Abyssal Pit, the adventurers
contend with 2 Spined Devils and traps
triggered by glowing runes.

3. Battle with Keeper Xarvilis
In the Keeper’'s Chamber, the
adventurers confront Xarvilis and his 2
Chain Swarms, who use ensnaring
chains and infernal glyphs to control the
battlefield.

OutcoME OPTIONS

1. Collapse the Labyrinth
The adventurers destroy the infernal
glyphs, severing the fiends’ control and
ending their sacrifices.

2. Negotiate with Xarvilis
The adventurers strike a bargain with
the keeper, gaining forbidden knowledge
in exchange for leaving the labyrinth
intact.

3. Claim Infernal Power
The adventurers harness the glyphs’
magic, gaining fiendish abilities but
risking corruption.

144



D20 RANDOM EVENTS: THE
INFERNAL LABYRINTH

Roll
(1d20)

1-2

3-4

5-6

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

17-18

19-20

Event Description
A shifting wall forces Dexterity saves (DC 14) to
avoid being crushed.
The adventurers uncover an artifact tied to the
labyrinth’s magic.
A disoriented captive pleads for help escaping the
maze.
The adventurers find glyphs describing the
labyrinth’s infernal purpose.
A surge of energy amplifies enchantment-based
spells temporarily.
A celestial guardian warns the adventurers of the
labyrinth’s growing power.
Evidence of past infernal incursions is uncovered
within the maze.
A magical trap summons fiendish creatures to
challenge the adventurers.
The adventurers find a glowing shard of infernal
energy.
A massive infernal construct emerges, defending
the Keeper's Chamber.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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ADVENTURE SEED 570:

‘ C,-mk/ HE BLOODMARSH”
A

PrLoT HoOOK

A once-pristine marsh
has been transformed
into a nightmarish landscape of blood-red
waters and twisted vegetation. Fiends have
corrupted the marsh to harvest its
resources for infernal rituals. The
adventurers must navigate the dangerous
terrain, confront the devils lurking within,
and cleanse the marsh of its corruption.

Key NPCs

1. Lyssa Redwillow (Elf, Neutral Good)
A druid desperate to restore the marsh
and stop its fiendish defilement.

2. Overseer Zarkunath (Horned Devil,
Lawful Evil)
A fiend who commands the marsh’s
operations, harvesting its resources for
infernal rituals.

3. Kelrin Mirefang (Lizardfolk, Chaotic
Neutral)
A marsh-dweller who knows its secrets
and offers guidance in exchange for
protection.

LOCATIONS

1. The Crimson Bog
A sprawling marsh filled with blood-red
water, where fiendish creatures ambush
travelers.
2. The Rootbound Cavern
An underground lair beneath the marsh,
where devils guard their infernal caches.
3. The Infernal Grove
A corrupted clearing where Zarkunath
conducts his dark rituals amidst twisted
trees.

ENCOUNTERS

1. Fiendish Ambush
In the Crimson Bog, the adventurers
face 2 Hell Hounds and hazards caused
by sinking terrain.

2. Infernal Guardians
In the Rootbound Cavern, the
adventurers contend with 2 Bearded
Devils and traps set to protect infernal
supplies.

3. Battle with Overseer Zarkunath
At the Infernal Grove, the adventurers
confront Zarkunath and his 2 Lemures,
who use brute strength and fire magic to
dominate the fight.

OutcoME OPTIONS

1. Cleanse the Marsh
The adventurers destroy the infernal
grove, restoring the marsh’s natural
beauty.

2. Strike a Bargain
The adventurers negotiate with
Zarkunath, trading assistance for
infernal knowledge.

3. Claim the Marsh’s Power
The adventurers harness the grove’s
magic, gaining nature-based abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
BLOODMARSH

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 sinkhole forces Dexterity saves (DC 15)
to avoid being trapped.
The adventurers uncover an artifact radiating
infernal energy.
A captive druid pleads for help restoring the
marsh.
The adventurers find glyphs describing the marsh’s
infernal corruption.
A surge of energy amplifies necrotic-based spells
temporarily.
A celestial guardian warns the adventurers of the
grove’s growing power.
Evidence of past infernal invasions is uncovered in
the cavern.
A magical trap summons fiendish creatures to
challenge the party.
The adventurers find a shard glowing with
corrupted energy.
A massive fiendish guardian emerges, protecting
the Infernal Grove.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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ADVENTURE SEED 571:

=i’ HE BURNING
‘ 6 7| STEPPES”

PrLoT HOOK

A once-vast grassland
has been reduced to smoldering ashes as
infernal flames rage unchecked. Fiends
have turned the steppes into a hellish
battlefield, and nearby towns are
threatened by the expanding inferno. The
adventurers must extinguish the flames,
combat the devils, and uncover the ritual
fueling the blaze.

Key NPCs

1. Lara Emberfield (Half-Elf, Neutral Good)
A farmer seeking aid to protect her
village from the spreading inferno.

2. Pyremaster Kaelzor (Horned Devil,
Lawful Evil)
A fiend orchestrating the flames to carve
a path of destruction.

3. Cren Ashwhisper (Human, Chaotic
Neutral)
A pyromancer fascinated by the infernal
flames, offering knowledge of fire magic
in exchange for protection.

LOCATIONS
1. The Scorched Plains

A barren expanse of burnt grass and
smoldering embers, patrolled by fiends.

2. The Ashen Mesa
A rocky plateau overlooking the steppes,
where infernal glyphs pulse with fiery
energy.

3. The Ritual Pyre
The site of a towering bonfire channeling
the flames, where Kaelzor oversees his
infernal ritual.

ENCOUNTERS

1. Fiery Beasts
In the Scorched Plains, the adventurers
face 2 Hell Hounds and hazards caused
by sudden bursts of flame.

2. Infernal Glyph Guardians
On the Ashen Mesa, the adventurers
contend with 2 Spined Devils and traps
tied to fire glyphs.

3. Battle with Pyremaster Kaelzor
At the Ritual Pyre, the adventurers
confront Kaelzor and his 2 Magma
Mephits, who use fire magic and brute
force to overwhelm their foes.

OvurcoME OPTIONS

1. Extinguish the Flames
The adventurers disrupt the ritual and
extinguish the inferno, saving the
surrounding lands.

2. Strike a Deal
The adventurers negotiate with Kaelzor,
allowing the flames to persist in
exchange for infernal power.

3. Claim the Pyre’s Energy
The adventurers harness the flames’
magic, gaining fire-aligned abilities but
risking corruption.
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D20 RANDOM EVENTS: THE DM ScrRATCH PAD
BURNING STEPPES

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 flare forces Dexterity saves (DC 15) to
avoid being burned.
The adventurers uncover a relic tied to infernal fire
magic.
A fleeing villager pleads for help saving others from
the flames.
The adventurers find glyphs describing the ritual
powering the firestorm.
A surge of energy amplifies fire-based spells
temporarily.
A celestial guardian warns the adventurers of the
flames’ expanding threat.
Evidence of past infernal invasions is uncovered in
the plains.
A magical trap summons fiery creatures to
challenge the party.
The adventurers find a shard glowing with infernal
fire.
A massive fire elemental emerges, defending the
Ritual Pyre.

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 572:

~=fins” HE DAMNED
‘ 6 7Y CARAVAN”

PrLorT Hook

A merchant caravan
traveling through the region has been
overtaken by infernal forces. Fiendish
creatures now guard the wagons,
transporting cursed relics to a hidden
stronghold. The adventurers must intercept
the caravan, recover its stolen cargo, and
uncover the devils’ plans.

KeyYy NPCs

1. Kara Velstride (Human, Neutral Good)
A merchant who escaped the caravan’s
capture and seeks to recover her goods.

2. Wagonmaster Tholrik (Bearded Devil,
Lawful Evil)

The fiend commanding the caravan,
ensuring its cursed cargo reaches its
destination.

3. Bryn Ashcaller (Half-Orc, Chaotic
Neutral)

A mercenary who once guarded the
caravan and offers tactical insights for a
price.

LOCATIONS

1. The Shattered Pass
A narrow canyon where the caravan is
heavily guarded by fiends and traps.

2. The Cursed Convoy
A series of wagons carrying infernal
relics, each guarded by enchanted chains
and sentinels.

3. The Devil’s Wagon
The lead wagon, containing a powerful

cursed artifact and Wagonmaster
Tholrik himself.

ENCOUNTERS

1. Fiendish Guards
In the Shattered Pass, the adventurers
face 2 Spined Devils and hazards caused
by falling rocks.

2. Cursed Sentinels
At the Cursed Convoy, the adventurers
contend with 2 Lemures and traps
triggered by cursed relics.

3. Battle with Wagonmaster Tholrik
At the Devil’'s Wagon, the adventurers
confront Tholrik and his 2 Chain
Swarms, who use infernal chains to
ensnare their foes.

OvurcoME OPTIONS

1. Destroy the Caravan
The adventurers burn the wagons,
destroying the cursed relics and halting
the devils’ plans.

2. Strike a Bargain
The adventurers negotiate with Tholrik,
claiming some of the cargo in exchange
for sparing the caravan.

3. Claim the Relics
The adventurers seize the cursed
artifacts, gaining dark powers but risking
corruption.
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D20 RANDOM EVENTS: THE
DAMNED CARAVAN

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 rock forces Dexterity saves (DC 14) to
avoid being pinned.
The adventurers uncover a cursed artifact radiating
infernal energy.
A captured merchant pleads for help escaping the
caravan.
The adventurers find glyphs describing the
caravan’s cursed cargo.
A surge of energy amplifies necrotic-based spells
temporarily.
A celestial guardian warns the adventurers of the
caravan'’s growing threat.
Evidence of past infernal smuggling operations is
uncovered in the convoy.
A magical trap summons fiendish creatures to
challenge the adventurers.
The adventurers find a glowing shard tied to the
cursed artifacts.
A massive infernal guardian emerges, protecting
the Devil's Wagon.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 573:

i’y HE ACCURSED
‘ 6 7\l  TOWER’

ProrT Hook

A towering spire stands
on the edge of a desolate plain, once a hub
of arcane study. Now, fiends have claimed
the tower, using its magical apparatus to
summon reinforcements from the Nine
Hells. The adventurers must ascend the
tower, bypass its infernal defenses, and
dismantle the summoning ritual before it’s
too late.

Key NPCs

1. Verrick Lightspire (Elf, Neutral Good)
A former apprentice of the tower who
seeks to reclaim its arcane secrets and
avenge his master.

2. Ritualist Zaralix (Erinyes, Lawful Evil)
A devil orchestrating the summoning
ritual, using the tower’s magic to open
planar rifts.

3. Faylen Embercloak (Tiefling, Chaotic
Neutral)

A rogue mage who offers insights into
the tower’s arcane defenses for a price.

LOCATIONS

1. The Infernal Foyer
The tower’s base is filled with traps and
patrolled by fiendish sentries.

2. The Glyphbound Stairwell
A twisting staircase warded with magical
glyphs and infernal guardians.

3. The Rift Chamber
The tower’s apex, where Zaralix
conducts the summoning ritual amidst
swirling infernal energy.

ENCOUNTERS

1. Fiendish Defenders
In the Infernal Foyer, the adventurers
face 2 Spined Devils and hazards
created by collapsing walls.

2. Glyphbound Guardians
In the Glyphbound Stairwell, the
adventurers contend with 2 Imps and
traps triggered by magical glyphs.

3. Battle with Ritualist Zaralix
At the Rift Chamber, the adventurers
confront Zaralix and her 2 Lemures,
who use aerial attacks and infernal
spells to delay their defeat.

OuTtcoOME OPTIONS

1. Seal the Rift
The adventurers destroy the summoning
apparatus, closing the planar rift and
banishing the fiends.

2. Strike a Bargain
The adventurers negotiate with Zaralix,
gaining arcane knowledge in exchange
for sparing the ritual.

3. Claim the Tower’s Power
The adventurers harness the tower’s
arcane energy, gaining potent magical
abilities but risking corruption.
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D20 RANDOM EVENTS: THE
ACCURSED 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 wall forces Dexterity saves (DC 14) to
avoid being crushed.
The adventurers uncover a relic tied to the tower’s
arcane magic.
A captured scholar pleads for help escaping the
tower.
The adventurers find glyphs describing the
summoning ritual.
A surge of energy amplifies enchantment-based
spells temporarily.
A celestial guardian warns the adventurers of the
tower’s growing threat.
Evidence of past infernal incursions is uncovered in
the tower’s archives.
A magical trap summons fiendish constructs to
challenge the adventurers.
The adventurers find a shard glowing with arcane
energy.
A massive infernal sentinel emerges, protecting the
Rift Chamber.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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ADVENTURE SEED 574:

iy HE BLOODSTONE
‘ 6 7Y SHRINE’

PLoT HOOK

A sacred shrine revered
by a nearby village has been desecrated, its
central altar transformed into an infernal
relic. The shrine now emanates waves of
malevolent energy, corrupting the land and
its inhabitants. The adventurers must
venture into the cursed site, confront the
fiends responsible, and cleanse the
Bloodstone Shrine.

KEYy NPCs

1. Sister Althea (Human, Neutral Good)
A village cleric desperate to restore the
shrine’s sanctity and protect her people.
2. Overseer Malvok (Barbed Devil, Lawful
Evil)
A fiend who has corrupted the shrine,
using its power to expand his influence.
3. Varn Ironhearth (Dwarf, Chaotic
Neutral)
A skeptical warrior who offers muscle
but distrusts divine intervention, seeking
only revenge against the fiends.

LOCATIONS

1. The Desecrated Courtyard
The shrine’s outer area, now filled with
corrupted flora and infernal traps.

2. The Inner Sanctum
The central chamber where the shrine’s
relics are twisted into infernal icons.

3. The Bloodstone Altar
The heart of the shrine, where Malvok
performs rituals to draw power from the
corrupted site.

ENCOUNTERS

1. Corrupted Defenders
In the Desecrated Courtyard, the
adventurers face 2 Lemures and hazards
caused by collapsing statues.

2. Infernal Relic Guardians
In the Inner Sanctum, the adventurers
contend with 2 Imps and traps tied to
cursed relics.

3. Battle with Overseer Malvok
At the Bloodstone Altar, the adventurers
confront Malvok and his 2 Spined Devils,
who use their barbs and infernal spells
to control the battlefield.

OuTtcoME OPTIONS

1. Purify the Shrine
The adventurers banish the fiends and
restore the shrine’s sanctity, freeing the
land from corruption.

2. Strike a Deal
The adventurers negotiate with Malvok,
leaving the shrine corrupted in exchange
for infernal power.

3. Claim the Shrine’s Magic
The adventurers harness the shrine’s
corrupted energy, gaining necrotic-based
abilities but risking their own corruption.
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D20 RANDOM EVENTS: THE
BLOODSTONE SHRINE

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 corrupted tree collapses, forcing Dexterity saves
(DC 15) to avoid being crushed.
The adventurers uncover a cursed relic radiating
infernal power.
A terrified villager begs for help freeing their loved
ones from the shrine.
The adventurers find glyphs describing the shrine’s
corruption process.
A surge of energy amplifies necrotic-based spells
temporarily.
A celestial guardian warns the adventurers of the
shrine’s growing malevolence.
Evidence of past fiendish corruption is uncovered
within the shrine.
A magical trap summons infernal guardians to
challenge the adventurers.
The adventurers find a shard glowing with
corrupted energy.
A massive infernal sentinel emerges, protecting the
Bloodstone Altar.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 575:

i’ HE HELLBOUND
‘ 6 7Y ZIGGURAT”

PLoT HoOOK

A massive ziggurat once
built to honor an ancient god has been
corrupted by infernal forces. Now, it serves
as a gateway to the Nine Hells, with fiends
pouring through to ravage the surrounding
lands. The adventurers must scale the
ziggurat, fight through its defenders, and
seal the portal before the infernal tide
becomes unstoppable.

Key NPCs

1. Ardyn Skyspear (Aasimar, Neutral
Good)

A paladin who seeks to rally the
adventurers to stop the infernal forces
and restore the ziggurat.

2. Archfiend Velkaros (Pit Fiend, Lawful
Evil)

A powerful devil leading the invasion,
using the ziggurat as his personal
stronghold.

3. Delkar Vyrin (Human, Chaotic Neutral)
A tomb raider who knows the ziggurat’s
inner passages and offers to guide the
adventurers for a share of the spoils.

LOCATIONS

1. The Infernal Steps
The ziggurat’s exterior is lined with
traps and guarded by fiends.

2. The Warded Chambers
Inner sanctums protected by cursed
glyphs and infernal constructs.

3. The Hellgate Apex
The ziggurat’s peak, where Velkaros
oversees the portal to the Nine Hells.

ENCOUNTERS
1. Fiendish Sentries

On the Infernal Steps, the adventurers
face 2 Bearded Devils and traps
triggered by enchanted runes.

2. Glyphbound Defenders
In the Warded Chambers, the
adventurers contend with 2 Spined
Devils and magical glyphs that summon
fire blasts.

3. Battle with Archfiend Velkaros
At the Hellgate Apex, the adventurers
confront Velkaros and his 2 Barbed
Devils, who use powerful magic and
brute strength to devastate their foes.

OutcoME OPTIONS

1. Seal the Portal
The adventurers destroy the Hellgate,
banishing the fiends and restoring peace
to the land.

2. Strike a Deal
The adventurers negotiate with
Velkaros, trading a favor for sparing the
portal.

3. Harness the Ziggurat’s Power
The adventurers claim the ziggurat’s
infernal magic, gaining immense
abilities but risking their souls.
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HELLBOUND ZIGGURAT

DM ScraTCH PAD

Roll
(1d20) Event Description

1-2 A collapsing stone forces Dexterity saves (DC 15)
to avoid being crushed.

3-4 The adventurers uncover a cursed relic tied to the
ziggurat’s corruption.

5-6 A trapped villager pleads for help escaping the
ziggurat.

7-8 The adventurers find glyphs describing the portal’s
creation.

9-10 A surge of energy amplifies necrotic-based spells
temporarily.

11-12 A celestial guardian warns the adventurers of the
portal’s growing threat.

13-14  Evidence of past infernal invasions is uncovered
within the ziggurat.

15-16 A magical trap summons fiendish constructs to
challenge the adventurers.

17-18  The adventurers find a shard glowing with infernal
energy.

19-20 A massive infernal construct emerges, protecting

the Hellgate Apex.

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 576:

‘ 6,-5@./ HE OBSIDIAN PIT”

F /

PLoT HOOK

A massive crater filled
with jagged obsidian
shards has become a site of infernal
activity. Devils mine the pit for cursed
minerals to craft weapons and artifacts,
corrupting the land around it. The
adventurers must descend into the pit, face
its fiendish overseers, and destroy the
mining operation before it can supply the
infernal armies.

Key NPCs

1. Gralnor Deeppick (Dwarf, Neutral Good)
A miner seeking vengeance against the
devils for destroying his homeland and
corrupting his craft.

2. Taskmaster Morzath (Horned Devil,
Lawful Evil)
A cruel overseer commanding the
mining operations and enslaved
captives.

3. Nerin Ashbound (Tiefling, Chaotic
Neutral)
A former slave who escaped the pit and
offers intelligence on its defenses.

LOCATIONS

1. The Shattered Rim
The jagged edges of the pit, patrolled by
devils and filled with collapsing
pathways.

2. The Fiery Vein
A network of tunnels within the pit,
where cursed minerals are extracted
under strict guard.

3. The Infernal Forge
The heart of the pit, where Morzath
oversees the crafting of cursed weapons.

ENCOUNTERS
1. Fiendish Patrols

At the Shattered Rim, the adventurers
face 2 Spined Devils and hazards caused
by falling debris.

2. Cursed Miners
In the Fiery Vein, the adventurers
contend with 2 Lemures and traps tied
to collapsing tunnels.

3. Battle with Taskmaster Morzath
At the Infernal Forge, the adventurers
confront Morzath and his 2 Barbed
Devils, who use brute force and fiery
attacks to overpower their foes.

OvurcoME OPTIONS

1. Destroy the Forge
The adventurers collapse the pit’s
tunnels and destroy the forge, ending the
infernal mining operation.

2. Strike a Deal
The adventurers negotiate with Morzath,
gaining infernal weaponry in exchange
for sparing the mine.

3. Claim the Minerals’ Power
The adventurers harness the cursed
minerals, gaining weapon-enhancing
magic but risking corruption.
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D20 RANDOM EVENTS: THE
OBSIDIAN PIT

Roll
(1d20)
1-2
3-4

5-6
7-8

9-10

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

19-20

Event Description
A falling shard forces Dexterity saves (DC 14) to
avoid injury.
The adventurers uncover a cursed ore radiating
infernal power.
A captured miner pleads for help escaping the pit.
The adventurers find glyphs describing the pit’s
infernal purpose.
A surge of energy amplifies fire-based spells
temporarily.
A celestial guardian warns the adventurers of the
pit's growing threat.
Evidence of past infernal mining operations is
uncovered in the tunnels.
A magical trap summons fiery constructs to
challenge the adventurers.
The adventurers find a shard glowing with infernal
energy.
A massive infernal guardian emerges, defending
the Infernal Forge.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 577:

~=fins” HE IRONCLAD
‘ 6 7Y TEMPLE’

PLoT HOOK

A remote temple
dedicated to a forgotten deity has been
turned into an infernal fortress. Fiends
have reinforced its structure with cursed
iron, creating a nearly impenetrable
stronghold. The adventurers must find a
way inside, navigate its infernal defenses,
and confront the devilish warlord who
commands it.

Key NPCs

1. Priestess Tylora (Half-Elf, Neutral Good)
A former caretaker of the temple who
seeks to restore its sanctity.

2. Warlord Drazaroth (Chain Devil, Lawful
Evil)
The fiendish commander who has
transformed the temple into a fortress.

3. Garrin Steelforge (Dwarf, Chaotic
Neutral)
A blacksmith familiar with infernal
metals, offering to create tools to bypass
the fortress’s defenses.

LOCATIONS

1. The Reinforced Gates
The temple’s iron-plated entrance,
guarded by devils and traps.

2. The Bladed Hallways
Corridors filled with spinning blades and
enchanted iron walls designed to
disorient intruders.

3. The Sanctum of Chains
The temple’s inner sanctum, where
Drazaroth uses cursed chains to
command his forces.

ENCOUNTERS

1. Fiendish Sentinels
At the Reinforced Gates, the adventurers
face 2 Spined Devils and traps triggered
by enchanted locks.

2. Blade Guardians
In the Bladed Hallways, the adventurers
contend with 2 Lemures and hazards
created by rotating blade traps.

3. Battle with Warlord Drazaroth
At the Sanctum of Chains, the
adventurers confront Drazaroth and his
2 Chain Swarms, who use ensnaring
chains and brute strength to dominate
the fight.

OvurcoME OPTIONS

1. Destroy the Fortress
The adventurers dismantle the temple’s
iron reinforcements, collapsing its
infernal defenses.

2. Strike a Deal
The adventurers negotiate with
Drazaroth, gaining infernal knowledge in
exchange for leaving the temple intact.

3. Claim the Iron’s Power
The adventurers harness the cursed
iron’s magic, gaining enhanced defenses
but risking corruption.
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D20 RANDOM EVENTS: THE
IRONCLAD TEMPLE

Roll
(1d20)

1-2

3-4

5-6

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

17-18

19-20

Event Description
A falling iron plate forces Dexterity saves (DC 15)
to avoid injury.
The adventurers uncover an artifact radiating
infernal magic.
A trapped villager pleads for help escaping the
temple.
The adventurers find glyphs describing the
temple’s reinforcement process.
A surge of energy amplifies necrotic-based spells
temporarily.
A celestial guardian warns the adventurers of the
temple’s growing threat.
Evidence of past infernal invasions is uncovered
within the temple.
A magical trap summons fiendish constructs to
confront the adventurers.
The adventurers find a shard glowing with cursed
energy.
A massive infernal guardian emerges, defending
the Sanctum of Chains.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 578:

‘ C,-mk/ HE INFERNAL OASIS”
A

PLoT HoOOK

A shimmering oasis in
the heart of a desert has
become a site of corruption, its waters
turned black with infernal magic. Devils
use the oasis to lure weary travelers into
their grasp, enslaving or sacrificing them.
The adventurers must cleanse the oasis,
face its fiendish overseer, and decide the
fate of those corrupted by its magic.

Key NPCs

1. Selai Windsong (Elf, Neutral Good)

A nomadic guide who knows the oasis
well and offers her aid to save those
ensnared by its magic.

2. Overseer Arzathis (Erinyes, Lawful Evil)
A devil who uses illusions and charms to
trap travelers in the corrupted oasis.

3. Kavir Dustcloak (Tiefling, Chaotic
Neutral)

A deserter from a fiendish army who
seeks redemption by aiding the
adventurers.

LOCATIONS

1. The Shimmering Mirage
An illusory field surrounding the oasis,
filled with deadly mirages and traps.

2. The Blackened Pool
The heart of the oasis, where corrupted
waters bubble with infernal energy.

3. The Devil’s Refuge
A hidden grotto beneath the oasis, where
Arzathis commands her forces.

ENCOUNTERS

1. Deceptive Guardians
At the Shimmering Mirage, the
adventurers face 2 Imps and hazards
caused by disorienting illusions.

2. Corrupted Beasts
At the Blackened Pool, the adventurers
contend with 2 Hell Hounds and traps
triggered by the cursed water.

3. Battle with Overseer Arzathis
In the Devil's Refuge, the adventurers
confront Arzathis and her 2 Lemures,

who use charm magic and aerial strikes

to subdue their foes.

OvurcoME OPTIONS

1. Cleanse the Oasis
The adventurers banish the fiends and
purify the waters, restoring the oasis to
its former beauty.

2. Strike a Deal

The adventurers negotiate with Arzathis,

trading the oasis’s safety for infernal
knowledge.

3. Claim the Oasis’s Power
The adventurers harness the cursed
waters, gaining dark magic abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
INFERNAL OASIS

Roll
(1d20)

1-2

3-4

5-6

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

17-18

19-20

Event Description
A shifting mirage forces Wisdom saves (DC 15) to
avoid becoming lost.
The adventurers uncover an artifact tied to the
oasis’s infernal magic.
A trapped traveler pleads for help escaping the
oasis.
The adventurers find glyphs describing the oasis’s
corruption process.
A surge of energy amplifies illusion-based spells
temporarily.
A celestial guardian warns the adventurers of the
oasis’s growing threat.
Evidence of past infernal corruption is uncovered
in the grotto.
A magical trap summons fiendish creatures to
challenge the adventurers.
The adventurers find a shard glowing with
corrupted energy.
A massive fiendish serpent emerges, defending the
Devil's Refuge.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 579:

~=tiss” HE FLAMEBOUND
‘ 6 7Yl CITADEL”

PLoT HoOOK

A once-thriving desert
fortress has been overtaken by devils and is
now a blazing inferno of fire and ash.
Fiends use the citadel as a base to summon
elemental fire creatures and devastate the
surrounding lands. The adventurers must
infiltrate the fortress, survive its fiery
hazards, and destroy the infernal
summoning circle.

KEY NPCs

1. Elaris Embercloak (Human, Neutral
Good)
A former soldier of the citadel who seeks
to reclaim it from the fiends.

2. Pyrelord Zorathis (Horned Devil, Lawful
Evil)
A fiend who commands the citadel,
summoning fire elementals to serve as
his army.

3. Nira Flamewhisper (Fire Genasi,
Chaotic Neutral)
A fire-wielding rogue offering aid in
exchange for access to the citadel’s
relics.

LOCATIONS
1. The Scorched Ramparts
The outer walls of the fortress, engulfed
in flames and patrolled by fiery sentinels.
2. The Ember Keep
The fortress’s inner chambers, filled
with traps and molten hazards.
3. The Infernal Forge
The heart of the citadel, where Zorathis
conducts his fiery rituals.

ENCOUNTERS

1. Blazing Sentries
On the Scorched Ramparts, the
adventurers face 2 Magma Mephits and
hazards caused by falling fiery debris.

2. Infernal Guardians
In the Ember Keep, the adventurers
contend with 2 Hell Hounds and traps
triggered by molten floors.

3. Battle with Pyrelord Zorathis
At the Infernal Forge, the adventurers
confront Zorathis and his 2 Spined
Devils, who use fire-based attacks and
brute force to overwhelm their foes.

OvutrcoME OPTIONS

1. Extinguish the Flames
The adventurers destroy the summoning
circle, banishing the fire elementals and
reclaiming the citadel.

2. Strike a Deal
The adventurers negotiate with Zorathis,
allowing the summoning to continue in
exchange for fire-aligned powers.

3. Harness the Citadel’s Energy
The adventurers claim the citadel’s fiery
magic, gaining elemental abilities but
risking corruption.
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D20 RANDOM EVENTS: THE
FLAMEBOUND CITADEL

Roll
(1d20)

1-2

3-4

5-6

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

17-18

19-20

Event Description
A collapsing pillar forces Dexterity saves (DC 15) to
avoid injury.
The adventurers uncover a relic tied to fire
elemental magic.
A trapped soldier pleads for help escaping the
fortress.
The adventurers find glyphs describing the fire
summoning ritual.
A surge of energy amplifies fire-based spells
temporarily.
A celestial guardian warns the adventurers of the
citadel’s growing threat.
Evidence of past infernal corruption is uncovered
within the fortress.
A magical trap summons fiery constructs to
challenge the adventurers.
The adventurers find a shard glowing with
elemental fire energy.
A massive fire elemental emerges, defending the
Infernal Forge.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 580:

‘ GK-HEHM HE DEVIL’S CHASM”

F /

PLoT HOOK

A deep chasm splits the
desert floor, glowing
faintly with infernal light. Travelers who
stray too close are dragged into the abyss
by unseen forces. Rumors speak of a devil’s
lair at the chasm’s depths, where a
powerful fiend plots to widen the rift and
unleash hellish armies. The adventurers
must descend into the chasm, confront the
devil, and seal the abyss before it consumes
the land.

Key NPCs

1. Kaelen Dustspear (Human, Neutral
Good)
A ranger who has lost comrades to the
chasm'’s curse and seeks revenge on the
fiends below.

2. Lord Zarkaleth (Horned Devil, Lawful
Evil)
The fiend who resides in the chasm’s
depths, orchestrating its expansion to
serve as a gateway to the Nine Hells.

3. Elynn Shadestep (Tiefling, Chaotic
Neutral)
An outcast thief who has survived an
encounter with Zarkaleth and offers to
guide the party—for a price.

LOCATIONS
1. The Rift’s Edge

The chasm'’s upper rim is littered with
fiendish traps and patrolled by devils.

2. The Burning Descent
Narrow, spiraling paths lead deep into
the chasm, where molten flows and
collapsing rock challenge the
adventurers.

3. The Infernal Abyss
A cavernous chamber at the chasm’s
heart, where Zarkaleth commands his
forces and widens the rift.

ENCOUNTERS

1. Fiendish Sentries
At the Rift's Edge, the adventurers face 2
Spined Devils and traps triggered by
infernal glyphs.

2. Molten Guardians
On the Burning Descent, the
adventurers contend with 2 Magma
Mephits and hazards caused by
collapsing rock.

3. Battle with Lord Zarkaleth
In the Infernal Abyss, the adventurers
confront Zarkaleth and his 2 Lemures,
who use brute force and fire magic to
overwhelm their foes.

OurcoME OPTIONS

1. Seal the Chasm
The adventurers destroy the infernal
glyphs and collapse the cavern, sealing
the gateway to the Nine Hells.

2. Strike a Deal
The adventurers negotiate with
Zarkaleth, leaving the rift intact in
exchange for infernal power or
knowledge.

3. Harness the Chasm’s Power
The adventurers stabilize the rift,
gaining access to infernal energy but
risking corruption.
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D20 RANDOM EVENTS: THE
DeviL’'Ss CHASM

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A falling rock forces Dexterity saves (DC 14) to
avoid injury.
The adventurers uncover an infernal artifact
radiating malevolent power.
A trapped traveler pleads for help escaping the
chasm.
The adventurers find glyphs describing the chasm’s
infernal origins.
A surge of energy amplifies necrotic-based spells
temporarily.
A celestial guardian warns the adventurers of the
chasm’s growing threat.
Evidence of past infernal invasions is uncovered
within the abyss.
A magical trap summons fiery creatures to
confront the adventurers.
The adventurers find a shard glowing with infernal
energy.
A massive infernal beast emerges, guarding the
Infernal Abyss.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 581:

= HE VOID-TOUCHED
‘ 6 7\ SPIRE

PLoT HoOOK

A long-forgotten tower
has reappeared on a desolate plain,
shimmering with astral energy. Time flows
erratically within the spire, with explorers
aging rapidly or vanishing altogether.
Strange creatures patrol its halls, and an
otherworldly presence looms within. The
adventurers must enter the spire, uncover
its secrets, and confront the astral entity
tethering it to the Material Plane.

KEey NPCs

1. Elira Starveil (Half-Elf, Neutral Good)
A scholar of planar magic who seeks to
study the spire and its effects.

2. Watcher Zethrix (Astral Stalker, Neutral
Evil)
An alien entity guarding the spire,
determined to maintain its connection to
the Astral Plane.

3. Orris Driftshadow (Human, Chaotic
Neutral)
A treasure hunter who entered the spire
and returned partially aged, offering
fragmented knowledge.

LOCATIONS

1. The Shimmering Approach
The spire’s exterior is surrounded by a
field of astral energy, causing gravity to
shift unpredictably.

2. The Warped Hallways
Twisting corridors where time
accelerates or slows, disorienting
intruders.

3. The Astral Apex
The tower’s highest chamber, where
Zethrix and a portal to the Astral Plane
reside.

ENCOUNTERS
1. Voidwalkers

On the Shimmering Approach, the
adventurers face 2 Voidwalkers and
hazards caused by shifting gravity.

2. Temporal Guardians
In the Warped Hallways, the adventurers
contend with 2 Astral Constructs and
traps tied to time dilation.

3. Battle with Watcher Zethrix
At the Astral Apex, the adventurers
confront Zethrix and his 2 Astral Wisps,
who use teleportation and psychic
attacks to overwhelm their foes.

OuTtcoME OPTIONS

1. Sever the Tether
The adventurers destroy the portal,
returning the spire to the Astral Plane
and stabilizing reality.

2. Strike a Bargain
The adventurers negotiate with Zethrix,
gaining astral knowledge in exchange for
sparing the portal.

3. Harness Astral Energy
The adventurers stabilize the portal,
gaining access to astral powers but
risking planar anomalies.
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D20 RANDOM EVENTS: THE
VoIiD-TOUCHED SPIRE

Roll
(1d20)

1-2

3-4

5-6

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

17-18

19-20

Event Description
A sudden gravity shift forces Strength saves (DC
14) to avoid being thrown into the air.
The adventurers uncover a relic radiating astral
magic.
A disoriented explorer pleads for help escaping the
spire.
The adventurers find glyphs describing the spire’s
astral tether.
A surge of energy amplifies psychic-based spells
temporarily.
A celestial guardian warns the adventurers of the
spire’s growing instability.
Evidence of past planar incursions is uncovered
within the spire.
A magical trap summons void creatures to
challenge the party.
The adventurers find a shard glowing with astral
energy.
A massive astral beast emerges, guarding the Astral
Apex.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 582:

~=ufins” HE STARBOUND
‘ 6 7] CRATER’

PrLoT HOoOK

A massive crater has
appeared overnight, shimmering with
astral energy. At its center, a glowing
monolith pulses with an eerie rhythm,
drawing creatures and adventurers alike
into its orbit. Rumors spread of visions and
whispers emanating from the monolith,
and strange creatures stalk the crater’s
edge. The adventurers must investigate the

crater, uncover the monolith’s purpose, and

stop the astral forces attempting to reshape
reality.

KEeyYy NPCs

1. Veren Stargaze (Tiefling, Neutral Good)
A celestial warlock who is deeply
connected to the astral forces emanating
from the monolith.

2. Caretaker Kzathor (Voidwalker, Neutral
Evil)

A guardian bound to the monolith,
manipulating its power to reshape the
Material Plane.

3. Edrin Fleetstep (Halfling, Chaotic
Neutral)

A scavenger who has ventured into the
crater and offers maps of its shifting
terrain.

LOCATIONS

1. The Astral Edge
The perimeter of the crater, filled with
floating debris and gravity anomalies.

2. The Rift-Scarred Basin
The crater’s floor, where creatures
drawn to the monolith roam and trap
unsuspecting explorers.

3. The Monolith’s Core
The center of the crater, where Kzathor
channels the monolith’s astral power.

ENCOUNTERS
1. Floating Guardians

At the Astral Edge, the adventurers face
2 Astral Wisps and hazards caused by
shifting gravity fields.

2. Riftbeasts
In the Rift-Scarred Basin, the
adventurers contend with 2 Voidwalkers
and traps caused by fissures opening
unpredictably.

3. Battle with Caretaker Kzathor
At the Monolith’s Core, the adventurers
confront Kzathor and his 2 Astral
Constructs, who use psionic magic and
planar manipulation to overwhelm their
foes.

OvurcoME OPTIONS

1. Destroy the Monolith
The adventurers shatter the monolith,
severing its connection to the Astral
Plane and restoring stability.

2. Strike a Bargain
The adventurers negotiate with Kzathor,
learning forbidden astral secrets in
exchange for sparing the monolith.

3. Claim the Monolith’s Power
The adventurers harness the monolith’s
astral energy, gaining immense abilities
but risking planar disturbances.
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D20 RANDOM EVENTS: THE
STARBOUND CRATER

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 gravity surge forces Strength saves (DC 15) to
avoid being hurled into the air.
The adventurers uncover a shard of the monolith
radiating astral power.
A disoriented wanderer pleads for help escaping
the crater.
The adventurers find glyphs describing the
monolith’s purpose.
A surge of energy amplifies divination-based spells
temporarily.
A celestial guardian warns the adventurers of the
monolith’s growing influence.
Evidence of past astral incursions is uncovered in
the basin.
A magical trap summons void creatures to
challenge the adventurers.
The adventurers find a relic glowing with astral
energy.
A massive astral beast emerges, defending the
Monolith’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 583:

‘ 6/-&#&/ HE ASTRAL MAZE”

F /

PLoT HOOK

An ancient labyrinth has
reappeared, partially
fused with the Astral Plane. The maze’s
walls shimmer with silvery light, and its
layout shifts unpredictably. Explorers
trapped within speak of time loops and
encounters with strange beings. The
adventurers must navigate the maze, free
those trapped inside, and uncover the
planar anchor sustaining its presence.

KEY NPCs

1. Lyra Moonstep (Elf, Neutral Good)
A mystic who has studied the labyrinth’s
astral connection and seeks to restore its
balance.

2. Navigator Skreloth (Githyanki, Lawful
Evil)
A cunning astral being who uses the
maze to trap and exploit travelers.

3. Darian Windwhisper (Human, Chaotic
Neutral)
A lost explorer who claims to have
glimpsed the maze’s secrets but
struggles with fragmented memories.

LOCATIONS
1. The Shifting Halls

Ever-changing corridors that distort time
and space, filled with illusions and subtle
traps.

2. The Starlit Chamber
A central room where astral light
coalesces, guarded by strange planar
creatures.

3. The Nexus Core
The maze’s heart, where Skreloth
maintains its astral anchor and controls
its layout.

ENCOUNTERS

1. Illusory Guardians
In the Shifting Halls, the adventurers
face 2 Astral Wisps and hazards caused
by shifting walls and time loops.

2. Planar Beasts
In the Starlit Chamber, the adventurers
contend with 2 Voidwalkers and traps
tied to planar surges.

3. Battle with Navigator Skreloth
At the Nexus Core, the adventurers
confront Skreloth and his 2 Astral
Constructs, who use teleportation and
psychic attacks to disorient their foes.

OuTtcoME OPTIONS

1. Break the Anchor
The adventurers sever the astral
connection, stabilizing the maze and
freeing its captives.

2. Strike a Bargain
The adventurers negotiate with Skreloth,
gaining astral knowledge in exchange for
maintaining the maze.

3. Claim the Maze’s Power
The adventurers harness the maze’s
magic, gaining reality-altering abilities
but risking corruption.
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D20 RANDOM EVENTS: THE
ASTRAL MAZE

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A wall shifts, forcing Wisdom saves (DC 15) to
avoid disorientation.
The adventurers uncover an artifact tied to the
maze’s astral anchor.
A trapped traveler pleads for help escaping the
labyrinth.
The adventurers find glyphs describing the maze's
astral fusion.
A surge of energy amplifies illusion-based spells
temporarily.
A celestial guardian warns the adventurers of the
maze’s growing instability.
Evidence of past planar incursions is uncovered in
the labyrinth.
A magical trap summons void creatures to
challenge the adventurers.
The adventurers find a shard glowing with astral
energy.
A massive astral beast emerges, defending the
Nexus 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 584:

s’ HE VEILBREACH
‘ 6 7\l FOREST”

PLoT HoOOK

A once-thriving forest
has been overtaken by astral energy, its
trees glowing faintly under a silver haze.
Animals behave erratically, and travelers

report strange sights of floating objects and

voices from unseen entities. The
adventurers must enter the forest,
investigate the source of the Veilbreach,
and confront the planar anomaly
threatening to consume the region.

KEeYy NPCs

1. Sylrin Greenbough (Elf, Neutral Good)

A druid seeking to restore the forest and
uncover the secrets of the planar breach.

2. Rylith Shadowwhisper (Githzerai,
Neutral Evil)
An astral manipulator exploiting the

Veilbreach to strengthen her connection

to the Material Plane.

3. Aelric Wanderroot (Firbolg, Chaotic
Neutral)
A hermit who has lived in the forest for
decades and offers cryptic guidance to
the adventurers.

ENCOUNTERS

1. Corrupted Beasts
In the Glimmering Glade, the
adventurers face 2 Void Wolves and
hazards caused by floating debris.

2. Planar Guardians

At the Riftgrove, the adventurers
contend with 2 Astral Wisps and traps
tied to unstable planar surges.

3. Battle with Rylith Shadowwhisper

At the Astral Heart, the adventurers
confront Rylith and her 2 Voidwalkers,
who use teleportation and psychic
powers to overwhelm their foes.

OvutcoME OPTIONS

1. Seal the Veilbreach
The adventurers close the planar rift,
restoring the forest and freeing its
creatures from astral influence.

2. Strike a Bargain

The adventurers negotiate with Rylith,
gaining astral knowledge in exchange for
allowing the Veilbreach to persist.

3. Harness the Rift’s Power

The adventurers stabilize the rift,

gaining planar abilities but risking
corruption.

LOCATIONS

1. The Glimmering Glade
The forest’s edge, filled with floating
debris and animals affected by astral
magic.

2. The Riftgrove
A cluster of trees that bend unnaturally
around a planar rift, guarded by
corrupted creatures.

3. The Astral Heart
The breach’s source, where Rylith
channels energy to expand the
Veilbreach’s influence.
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D20 RANDOM EVENTS: THE
VEILBREACH FOREST

Roll
(1d20)
1-2
3-4

5-6
7-8

9-10

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

19-20

Event Description
A floating boulder forces Dexterity saves (DC 15) to
avoid injury.
The adventurers uncover an artifact tied to the
planar rift.
A lost villager pleads for help escaping the forest.
The adventurers find glyphs describing the rift's
formation.
A surge of energy amplifies enchantment-based
spells temporarily.
A celestial guardian warns the adventurers of the
Veilbreach’s growing instability.
Evidence of past planar incursions is uncovered in
the Riftgrove.
A magical trap summons astral creatures to
confront the adventurers.
The adventurers find a shard glowing with planar
energy.
A massive astral guardian emerges, protecting the
Astral Heart.

DM’s CusToM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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s’ HE CELESTIAL
‘ 6 7Y RUINS”

PLoT HOOK

The remnants of an
ancient temple dedicated to a forgotten
deity have begun to glow with astral light.
Strange phenomena, such as floating ruins
and whispers in an unknown tongue,
plague the area. Travelers who investigate
the ruins disappear or reappear with no
memory of their time inside. The
adventurers must explore the ruins,
uncover their secrets, and confront the
astral force resurrecting them.

Key NPCs

1. High Priestess Liraen (Aasimar, Neutral
Good)
A devoted priestess who believes the
ruins can be restored to their divine
purpose.

2. Warden Kzarix (Astral Stalker, Neutral
Evil)
An entity that claims dominion over the
ruins, using their power to manipulate
planar energies.

3. Thrandek Stoneshard (Dwarf, Chaotic
Neutral)
A treasure hunter obsessed with the
ruins’ astral artifacts and willing to share
insights for a price.

LLOCATIONS
1. The Floating Steps

A shattered staircase of glowing stone,
where gravity pulls in unpredictable
directions.

2. The Fractured Courtyard
An open area filled with astral creatures
and traps tied to glowing glyphs.

3. The Luminous Sanctum
The ruins’ heart, where Kzarix channels
planar energy to expand the ruins’ astral
influence.

ENCOUNTERS

1. Astral Sentinels
At the Floating Steps, the adventurers
face 2 Astral Wisps and hazards caused
by gravity anomalies.

2. Planar Guardians
In the Fractured Courtyard, the
adventurers contend with 2 Voidwalkers
and traps tied to glowing glyphs.

3. Battle with Warden Kzarix
At the Luminous Sanctum, the
adventurers confront Kzarix and his 2
Astral Constructs, who use teleportation

and psionic powers to dominate the
battlefield.

OvurcoME OPTIONS

1. Purge the Ruins
The adventurers banish the astral
energy, returning the ruins to their
dormant state.

2. Strike a Bargain
The adventurers negotiate with Kzarix,
gaining planar secrets in exchange for
sparing the ruins.

3. Claim the Ruins’ Power
The adventurers harness the ruins’
astral magic, gaining enhanced abilities
but risking planar instability.
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D20 RANDOM EVENTS: THE
CELESTIAL RUINS

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A sudden gravity shift forces Dexterity saves (DC
15) to avoid being pulled into the air.
The adventurers uncover a relic tied to the ruins’
astral energy.
A disoriented explorer pleads for help escaping the
ruins.
The adventurers find glyphs describing the ruins’
planar influence.
A surge of energy amplifies divination-based spells
temporarily.
A celestial guardian warns the adventurers of the
ruins’ growing power.
Evidence of past divine influence is uncovered in
the sanctum.
A magical trap summons astral creatures to
challenge the adventurers.
The adventurers find a shard glowing with celestial
energy.
A massive astral sentinel emerges, protecting the
Luminous 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

178



ADVENTURE SEED 586:

<= HE RIFT-STRUCK
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PrLoT HOOK

A once-abandoned
citadel has been fused with a massive
astral rift, transforming it into a
shimmering fortress. Time behaves
unpredictably within its walls, and strange
entities emerge from the rift to patrol its
corridors. The adventurers must venture
into the citadel, confront the planar forces
within, and decide the fate of the rift.

KEeY NPCs

1. Elandra Brightspire (Human, Neutral
Good)
A scholar determined to uncover the
citadel’s history and prevent its power
from being abused.

2. Commander Rathxal (Githyanki, Lawful
Evil)
A warlord who seeks to claim the rift’s
energy for conquest across the planes.

3. Kael Shatterbane (Tiefling, Chaotic
Neutral)
A rogue who offers knowledge of the
citadel’s defenses, motivated by greed.

LOCATIONS

1. The Temporal Gate
The citadel’s entrance, surrounded by a
glowing rift that causes time distortions
and planar hazards.
2. The Shattered Barracks
An area filled with astral creatures and
traps tied to the rift’s unstable energy.
3. The Rift Nexus
The citadel’s heart, where Rathxal
channels the rift’s power to expand his
influence.

ENCOUNTERS

1. Temporal Guardians
At the Temporal Gate, the adventurers
face 2 Voidwalkers and hazards caused
by time anomalies.

2. Astral Sentries
In the Shattered Barracks, the
adventurers contend with 2 Astral Wisps
and traps triggered by unstable rift
surges.

3. Battle with Commander Rathxal
At the Rift Nexus, the adventurers
confront Rathxal and his 2 Astral
Constructs, who use planar magic and
psionics to dominate the battlefield.

OurcoME OPTIONS

1. Close the Rift
The adventurers sever the citadel’s
connection to the Astral Plane, restoring
stability to the region.

2. Strike a Bargain
The adventurers negotiate with Rathxal,
gaining planar secrets in exchange for
leaving the rift intact.

3. Harness the Rift’s Energy
The adventurers stabilize the rift,
gaining planar abilities but risking
unpredictable consequences.
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D20 RANDOM EVENTS: THE
RiFT-STRUCK 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 temporal surge forces Wisdom saves (DC 14) to
avoid disorientation.
The adventurers uncover a relic tied to the rift’s
energy.
A captured explorer pleads for help escaping the
citadel.
The adventurers find glyphs describing the rift’s
influence.
A surge of energy amplifies psionic-based spells
temporarily.
A celestial guardian warns the adventurers of the
rift’s growing instability.
Evidence of past planar incursions is uncovered
within the citadel.
A magical trap summons astral creatures to
challenge the adventurers.
The adventurers find a shard glowing with planar
energy.
A massive astral guardian emerges, defending the
Rift 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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PLoT HoOOK

A mysterious crack in
the earth radiates with
silvery light, creating an ethereal glow
visible for miles. This fissure exerts a
strange pull on nearby creatures, drawing
them into its depths where time and space

unravel. Rumors speak of an artifact buried

within the fissure that could stabilize or
destroy the region. The adventurers must
descend into the fissure, navigate its
twisted planar pathways, and decide the
fate of the artifact.

Key NPCs

1. Aelith Runeweaver (Elf, Neutral Good)
A planar scholar obsessed with
unlocking the fissure’s secrets to
stabilize its effects.

2. Grathyn Voidclaw (Astral Stalker,
Neutral Evil)
A predator who hunts within the fissure,
guarding the artifact to maintain the
chaos.

3.Jorran Windshade (Half-Elf, Chaotic
Neutral)
A scavenger who offers insight into the
fissure’s paths in exchange for gold or
artifacts.

LOCATIONS

1. The Rifted Canyon
The fissure’s entrance, where gravity
anomalies and glowing shards of planar
energy create hazards.

2. The Fractured Pathways
Shifting corridors of stone and astral
light, filled with void energy and
illusions.

3. The Artifact Chamber
A hidden sanctum deep within the
fissure, where Grathyn guards the
powerful artifact.

ENCOUNTERS
1. Astral Beasts

At the Rifted Canyon, the adventurers
face 2 Void Wolves and hazards caused
by collapsing rock.

2. Shifting Constructs
In the Fractured Pathways, the
adventurers contend with 2 Astral
Constructs and traps tied to unstable
gravity fields.

3. Battle with Grathyn Voidclaw
At the Artifact Chamber, the adventurers
confront Grathyn and his 2 Astral Wisps,
who use teleportation and psychic
attacks to dominate the battlefield.

OvutcoME OPTIONS

1. Stabilize the Fissure
The adventurers use the artifact to close
the planar breach, restoring stability to
the region.

2. Strike a Bargain
The adventurers negotiate with Grathyn,
gaining knowledge of the planes in
exchange for sparing the fissure.

3. Harness the Artifact’s Power
The adventurers claim the artifact’s
energy, gaining reality-warping abilities
but risking planar disturbances.
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D20 RANDOM EVENTS: THE
ASTRAL FISSURE

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 shard forces Dexterity saves (DC 14)
to avoid injury.
The adventurers uncover a fragment of the artifact
glowing with astral energy.
A lost villager pleads for help escaping the fissure.
The adventurers find glyphs describing the
artifact’s purpose.
A surge of energy amplifies transmutation-based
spells temporarily.
A celestial guardian warns the adventurers of the
fissure’s growing instability.
Evidence of past planar intrusions is uncovered
within the canyon.
A magical trap summons void creatures to
challenge the adventurers.
The adventurers find a relic glowing with planar
energy.
A massive astral guardian emerges, protecting the
Artifact Chamber.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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Prot Hook ENCOUNTERS

A stretch of coastline has 1. Floating Guardians

become ethereal, with In the Shimmering Bay, the adventurers
glowing silvery waters and floating islands face 2 Voidwalkers and hazards caused
that drift in and out of reality. Fishermen by crashing tidal waves.
report catching strange, otherworldly 2. Astral Beasts
creatures, while others vanish into the At the Astral Atoll, the adventurers
shimmering tides. The adventurers must contend with 2 Astral Wisps and traps
investigate the shoals, uncover the source tied to planar tides.
of the planar rift, and stop an astral entity 3. Battle with Esharix the Tidelord
attempting to claim the area. In the Tidelord’s Lair, the adventurers

confront Esharix and its 2 Astral

KEY NP CS Constructs, who use water and psychic

magic to dominate the battlefield.
1. Captain Mirra Waveborn (Human,

Neutral Good)
A sea captain determined to protect her OUTGOME OPTIONS

village from the strange occurrences 1. Seal the Rift

e in S The adventurers destroy the rift’s
2. Esharix the Tidelord (Astral Kraken, L y )
anchor, stabilizing the shoals and saving

Neutral Evil) i
A massive entity manipulating the planar e coastalrepict
y p =D 2. Strike a Bargain

breach to extend its dominion. 2 i X
d : The adventurers negotiate with Esharix,
3. Quenn Tidewatcher (Water Genasi, ! ) ; i
leaving the rift open in exchange for its

Chaotic Neutral) ol
An eccentric hermit who claims to know ’ A
3. Harness the Rift’s Energy

the secrets of the shoals and offers : s
; . The adventurers claim the shoals’ planar
cryptic guidance. A ! -
energy, gaining aquatic abilities but
risking planar instability.

LOCATIONS

1. The Shimmering Bay
The shoals’ outer region, where gravity
anomalies cause waves and islands to
float unpredictably.
2. The Astral Atoll
A cluster of glowing islands filled with
planar creatures and shifting pathways.
3. The Tidelord’s Lair
A submerged cavern where Esharix
anchors the rift, controlling its
expansion.
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D20 RANDOM EVENTS: THE
SILVER SHOALS

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 crashing wave forces Strength saves (DC 15) to
avoid being swept away.
The adventurers uncover a relic tied to the rift’s
anchor.
A lost fisherman pleads for help escaping the
shoals.
The adventurers find glyphs describing the shoals’
astral influence.
A surge of energy amplifies water-based spells
temporarily.
A celestial guardian warns the adventurers of the
shoals’ growing instability.
Evidence of past planar incursions is uncovered on
the atoll.
A magical trap summons aquatic creatures to
challenge the adventurers.
The adventurers find a shard glowing with astral
energy.
A massive astral beast emerges, protecting the
Tidelord’s Lair.

DM’s CustoM NOTES

Enhancements, Adjustments, 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

An ancient ruin lies at
the center of a crater
formed by a recent astral event. The ruins
now shimmer with planar light, and time
appears frozen around them. Creatures
from the Astral Plane roam the area, drawn
by the energy. The adventurers must delve
into the ruins, confront the planar force
fueling their transformation, and determine
whether the event was an accident or an
invasion.

Ky NPCs

1. Professor Callyn Brightflare (Gnome,
Neutral Good)
A scholar eager to study the ruins and
uncover their connection to the Astral
Plane.

2. Harbinger Thrynal (Githyanki, Lawful
Evil)
A planar invader seeking to harness the
ruins’ energy for conquest.

3. Drelis Nightwhisper (Half-Elf, Chaotic
Neutral)
A rogue scavenger who has already
looted part of the ruins and offers vague
hints about its dangers.

LOCATIONS

1. The Temporal Crater
The ruins’ outer region, surrounded by
gravity distortions and shimmering
debris.

2. The Timeless Hall
A central chamber where time appears
frozen, guarded by astral constructs.

3. The Starcore Nexus
The ruins’ heart, where Thrynal
channels astral energy to further his
plans.

ENCOUNTERS

1. Temporal Beasts
At the Temporal Crater, the adventurers
face 2 Astral Wisps and hazards caused
by floating debris.

2. Frozen Guardians
In the Timeless Hall, the adventurers
contend with 2 Voidwalkers and traps
tied to time distortions.

3. Battle with Harbinger Thrynal
At the Starcore Nexus, the adventurers
confront Thrynal and his 2 Astral
Constructs, who use teleportation and
psionic powers to dominate the fight.

OvuTrcoME OPTIONS

1. Dispel the Energy
The adventurers sever the astral
energy’s connection, stabilizing the ruins
and preventing further incursions.

2. Strike a Bargain
The adventurers negotiate with Thrynal,
gaining planar knowledge in exchange
for allowing his plans to continue.

3. Claim the Starcore’s Power
The adventurers harness the Starcore’s
energy, gaining immense astral abilities
but risking planar instability.
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D20 RANDOM EVENTS: THE
STARFALL RUINS

Roll
(1d20) Event Description
1-2 A collapsing pillar forces Dexterity saves (DC 15) to
avoid injury.
3-4 The adventurers uncover a fragment of the Starcore

glowing with astral energy.

5-6 A trapped scholar pleads for help escaping the
ruins.

7-8 The adventurers find glyphs describing the ruins’
astral connection.

9-10 A surge of energy amplifies abjuration-based spells
temporarily.

11-12 A celestial guardian warns the adventurers of the
ruins’ growing instability.

13-14  Evidence of past planar incursions is uncovered in
the Timeless Hall.

15-16 A magical trap summons astral creatures to
challenge the adventurers.

17-18  The adventurers find a relic tied to the Starcore’s
power.

19-20 A massive astral guardian emerges, protecting the
Starcore 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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PLoT HoOK

A crumbling tower that
once stood as a watchpost for planar
incursions has been reawakened by a surge
of astral energy. The tower’s ancient
defenses have come to life, targeting
anything that approaches, while strange
void creatures circle its peak. Locals fear
the tower’s activation could be a harbinger
of a greater planar disaster. The
adventurers must breach the tower,
navigate its dangerous mechanisms, and
confront the astral entity that has taken
control.

Key NPCs

1. Keeper Varethyn (Elf, Neutral Good)
A former guardian of the tower who
seeks to restore its protective wards and
banish the astral entity.

2. Rulthar the Bound (Astral Wraith,
Neutral Evil)
An ancient planar entity trapped within
the tower, now seeking to escape and
expand its influence.

3. Kara Deepgleam (Dwarf, Chaotic
Neutral)
A treasure hunter intrigued by the
tower’s ancient mechanisms, offering
guidance in exchange for loot.

LOCATIONS

1. The Glyph-Sealed Entrance
The tower’s base is protected by ancient
magical glyphs and traps reactivated by
the astral surge.

2. The Mechanized Ascent
A series of staircases and platforms
guarded by constructs and shifting
gravity fields.

3. The Astral Apex
The tower’s peak, where Rulthar is
tethered to a glowing planar crystal that
sustains its power.

ENCOUNTERS

1. Glyphbound Defenders
At the Glyph-Sealed Entrance, the
adventurers face 2 Astral Constructs and
hazards triggered by planar glyphs.

2. Gravity-W arped Guardians
In the Mechanized Ascent, the
adventurers contend with 2 Voidwalkers
and traps caused by shifting gravity and
collapsing platforms.

3. Battle with Rulthar the Bound
At the Astral Apex, the adventurers
confront Rulthar and his 2 Astral Wisps,
who use teleportation and psychic
attacks to overwhelm their foes.

OuTtcoME OPTIONS

1. Seal the Tower
The adventurers destroy the planar
crystal, stabilizing the tower and
restoring its protective wards.

2. Strike a Bargain
The adventurers negotiate with Rulthar,
gaining planar knowledge in exchange
for leaving the crystal intact.

3. Harness the Tower’s Power
The adventurers claim the planar
crystal’s energy, gaining immense
abilities but risking planar disturbances.
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D20 RANDOM EVENTS: THE
VOIDWARD 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 staircase forces Dexterity saves (DC
15) to avoid injury.
The adventurers uncover a relic tied to the tower’s
planar energy.
A trapped guardian spirit pleads for help restoring
the tower's wards.
The adventurers find glyphs describing the tower’s
planar defenses.
A surge of energy amplifies abjuration-based spells
temporarily.
A celestial guardian warns the adventurers of the
tower’s growing instability.
Evidence of past planar battles is uncovered within
the Mechanized Ascent.
A magical trap summons astral constructs to
confront the adventurers.
The adventurers find a shard glowing with planar
energy.
A massive astral guardian emerges, protecting the
Astral Apex.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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PLoT HOOK

An ancient temple
suspended between the Material Plane and
the Astral Plane has begun to crumble,
unleashing planar anomalies across the
region. Time shifts, floating debris, and
astral creatures threaten nearby
settlements. The adventurers must explore
the sanctuary, repair its collapsing
structure, and confront the astral force
accelerating its destruction.

KEey NPCs

1. Priestess Velara (Aasimar, Neutral
Good)
The last guardian of the sanctuary,
desperate to save it from total collapse.

2. Xelthar Voidcaller (Astral Construct,
Neutral Evil)
A rogue planar entity manipulating the
sanctuary to tether itself fully to the
Material Plane.

3. Tynric Ashweave (Elf, Chaotic Neutral)
An opportunistic mage seeking to claim
the sanctuary’s planar artifacts.

LOCATIONS
1. The Floating Threshold

The sanctuary’s entrance, where gravity
shifts unpredictably and portals lead to
fractured hallways.

2. The Temporal Cloister
A central chamber with time-distorting
magic that disorients intruders and
conceals deadly traps.

3. The Planar Core
The sanctuary’s heart, where Xelthar
draws power from the structure’s
connection to the Astral Plane.

ENCOUNTERS

1. Astral Guardians
At the Floating Threshold, the
adventurers face 2 Astral Wisps and
hazards caused by gravity anomalies.

2. Temporal Constructs
In the Temporal Cloister, the
adventurers contend with 2 Voidwalkers
and traps tied to time dilation.

3. Battle with Xelthar Voidcaller
At the Planar Core, the adventurers
confront Xelthar and its 2 Astral
Constructs, who use psionic magic and
manipulation of time to overwhelm their
foes.

OvurcoME OPTIONS

1. Stabilize the Sanctuary
The adventurers repair the sanctuary’s
core, restoring its balance and sealing its
planar breaches.

2. Strike a Bargain
The adventurers negotiate with Xelthar,
gaining astral secrets in exchange for
leaving the sanctuary untouched.

3. Claim the Core’s Power
The adventurers harness the planar
energy, gaining immense abilities but
risking permanent instability.
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D20 RANDOM EVENTS: THE
SHATTERED SANCTUARY

Roll
(1d20) Event Description
1-2 A collapsing archway forces Dexterity saves (DC 15)
to avoid injury.
3-4 The adventurers uncover a relic tied to the

sanctuary’s core.

5-6 A trapped priest pleads for help restoring the
sanctuary’s wards.

7-8 The adventurers find glyphs describing the
sanctuary’s planar origin.

9-10 A surge of energy amplifies abjuration-based spells
temporarily.

11-12 A celestial guardian warns the adventurers of the
sanctuary’s growing instability.

13-14  Evidence of past astral rituals is uncovered within
the cloister.

15-16 A magical trap summons void creatures to confront
the adventurers.

17-18  The adventurers find a shard glowing with planar
energy.

19-20 A massive astral sentinel emerges, guarding the
Planar 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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An ancient forge, long
dormant, has reawakened due to an astral
rift, its flames burning with silvery planar
energy. Weapons forged here are imbued
with immense power, but they corrupt
those who wield them. The adventurers
must delve into the forge, stop the astral
energy fueling its rebirth, and contend with
a planar blacksmith determined to keep its
fires alive.

Key NPCs

1. Master Thalgris (Dwarf, Neutral Good)
A smith who knows the forge’s history
and seeks to prevent its power from
spreading chaos.

2. Gryzarr Emberclaw (Astral Forge Spirit,
Neutral Evil)

A fiery planar entity tied to the forge,
using it to create weapons for a coming
invasion.

3. Lenwyn Brightflame (Tiefling, Chaotic
Neutral)

An artificer obsessed with harnessing

the forge’s power for her own inventions.

LOCATIONS

1. The Smoldering Foundry
The forge’s outer area, filled with molten
streams and void guardians protecting
the approach.

2. The Shifting Anvil
The forge’s core chamber, where tools
float unnaturally and gravity surges
randomly.

3. The Ember Nexus
The heart of the forge, where Gryzarr
channels planar energy into its fiery
machinery.

ENCOUNTERS

1. Molten Guardians
At the Smoldering Foundry, the
adventurers face 2 Voidwalkers and
hazards caused by streams of molten
astral energy.

2. Anvil Constructs
In the Shifting Anvil, the adventurers
contend with 2 Astral Wisps and traps
tied to gravity shifts.

3. Battle with Gryzarr Emberclaw
At the Ember Nexus, the adventurers
confront Gryzarr and its 2 Astral
Constructs, who use fire and psychic
attacks to dominate the battlefield.

OvurtcoME OPTIONS

1. Extinguish the Forge
The adventurers destroy the planar
connection, snuffing out the forge’s
corrupting fires.

2. Strike a Bargain
The adventurers negotiate with Gryzarr,
gaining enchanted weapons in exchange
for sparing the forge.

3. Claim the Forge’s Power
The adventurers stabilize the forge’s
energy, creating powerful weapons but
risking planar disruptions.
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D20 RANDOM EVENTS: THE
ETHEREAL FORGE

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 molten surge forces Dexterity saves (DC 15) to
avoid damage.
The adventurers uncover a relic tied to the forge’s
planar origin.
A disoriented blacksmith pleads for help escaping
the forge.
The adventurers find glyphs describing the forge’s
planar connection.
A surge of energy amplifies fire-based spells
temporarily.
A celestial guardian warns the adventurers of the
forge’s growing instability.
Evidence of past planar experiments is uncovered
within the forge.
A magical trap summons astral constructs to
challenge the adventurers.
The adventurers find a shard glowing with fiery
planar energy.
A massive astral guardian emerges, protecting the
Ember 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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A prison crafted by
ancient planar magic has reappeared after
centuries of absence, floating above the
region in an ethereal haze. The prison once
held powerful beings, but its wards are
failing, releasing dangerous entities into
the Material Plane. The adventurers must
ascend the prison, repair its wards, and
confront a planar warden determined to
free its captives.

KEey NPCs

1. Warden Coralyth (Aasimar, Lawful
Neutral)
A celestial guardian who seeks to restore
the prison’s wards and maintain its
containment.

2. Voidlord Arkhaz (Astral Tyrant, Neutral
Evil)
A powerful captive attempting to escape,
sowing chaos within the prison’s walls.

3. Deryn Blackclaw (Tiefling, Chaotic
Neutral)
A rogue who infiltrated the prison for
treasure and now offers insight to the
adventurers—for a price.

LOCATIONS
1. The Celestial Chains

Floating pathways tethering the prison
to the Material Plane, patrolled by planar
guardians.

2. The Fragmented Cells
Shattered chambers where time and
space distort, releasing astral creatures.

3. The Warden’s Vigil
The heart of the prison, where Coralyth
battles Arkhaz for control of the failing
wards.

ENCOUNTERS

1. Astral Sentinels

At the Celestial Chains, the adventurers

face 2 Voidwalkers and hazards caused
by collapsing pathways.

2. Escaped Beasts
In the Fragmented Cells, the

adventurers contend with 2 Astral Wisps

and traps tied to temporal anomalies.
3. Battle with Voidlord Arkhaz

At the Warden’s Vigil, the adventurers

confront Arkhaz and his 2 Astral

Constructs, who use psionics and

teleportation to dominate the battlefield.

OurcoME OPTIONS

1. Restore the Wards
The adventurers aid Coralyth in sealing
the prison, ensuring its captives remain
contained.

2. Strike a Bargain
The adventurers negotiate with Arkhaz,
gaining forbidden planar knowledge in
exchange for his freedom.

3. Claim the Prison’s Power
The adventurers harness the planar

energy of the prison, risking catastrophic

consequences.
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D20 RANDOM EVENTS: THE
STARBOUND PRISON

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 platform forces Dexterity saves (DC
15) to avoid falling.
The adventurers uncover a relic tied to the prison’s
ancient wards.
A disoriented guard pleads for help restoring the
prison’s defenses.
The adventurers find glyphs describing the prison’s
planar origin.
A surge of energy amplifies enchantment-based
spells temporarily.
A celestial guardian warns the adventurers of the
prison’s growing instability.
Evidence of past planar rebellions is uncovered
within the prison.
A magical trap summons void creatures to
confront the adventurers.
The adventurers find a shard glowing with planar
energy.
A massive astral sentinel emerges, guarding the
Warden'’s Vigil.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 594:

=i’ HE VOID-TORN
‘ 6 7\ VILLAGE”

PrLoT HOOK

A small village has been
consumed by astral energy, its buildings
floating in fractured pieces above a glowing
rift. Villagers trapped in the phenomenon
report visions of otherworldly landscapes
and creatures stalking the ruins. The
adventurers must navigate the floating
remnants, rescue survivors, and close the
rift before it expands further.

KEeY NPCs

1. Elder Tharion (Human, Neutral Good)
The village elder, desperate to save his
people and return their home to
normalcy.

2. Zyra Riftbinder (Astral Sorcerer, Neutral
Evil)

A power-hungry mage who seeks to
expand the rift and claim its energy for
herself.

3. Kaelin Swiftstep (Halfling, Chaotic
Neutral)

A scout who has been navigating the
floating debris and offers her expertise
to the party.

LOCATIONS

1. The Shimmering OQutskirts
The edge of the floating debris, where
unstable gravity fields and void creatures
challenge intruders.

2. The Fractured Square
The village center, where buildings drift
apart and time distorts unpredictably.

3. The Rift’s Core
The glowing rift at the heart of the
village, where Zyra channels its
expanding energy.

ENCOUNTERS

1. Voidborn Predators
At the Shimmering Outskirts, the
adventurers face 2 Astral Wisps and
hazards caused by gravity anomalies.

2. Astral Hunters
In the Fractured Square, the
adventurers contend with 2 Voidwalkers
and traps tied to floating debris.

3. Battle with Zyra Riftbinder
At the Rift’s Core, the adventurers
confront Zyra and her 2 Astral
Constructs, who use psychic attacks and

planar manipulation to dominate the
battlefield.

OuTcOME OPTIONS

1. Close the Rift
The adventurers sever the rift’s planar
connection, stabilizing the village and
freeing its inhabitants.

2. Strike a Bargain
The adventurers negotiate with Zyra,
gaining planar secrets in exchange for
leaving the rift intact.

3. Claim the Rift’s Energy
The adventurers harness the rift’s
power, gaining immense abilities but
risking future instability.
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D20 RANDOM EVENTS: THE
VoI1D-TORN VILLAGE

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 building forces Dexterity saves (DC
15) to avoid injury.
The adventurers uncover a relic tied to the rift's
energy.
A trapped villager pleads for help escaping the
ruins.
The adventurers find glyphs describing the rift’s
planar origins.
A surge of energy amplifies illusion-based spells
temporarily.
A celestial guardian warns the adventurers of the
rift's growing power.
Evidence of past planar incursions is uncovered
within the village.
A magical trap summons astral creatures to
challenge the adventurers.
The adventurers find a shard glowing with planar
energy.
A massive astral guardian emerges, protecting the
Rift'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 595:

i’ HE PLANAR
‘ 6 7\ MENAGERIE”

PrLoT HOOK

A mysterious caravan of
creatures and artifacts from the Astral
Plane has appeared in a remote area,
guarded by strange constructs. The
caravan’s presence warps the environment,
creating planar anomalies and drawing
planar beasts to its vicinity. The
adventurers must investigate the
menagerie, confront its astral keeper, and
decide whether to destroy it, harness its
power, or return it to the Astral Plane.

Ky NPCs

1. Curator Thryss (Astral Keeper, Neutral
Evil)
A manipulative collector determined to
protect the menagerie at all costs.

2. Elyndra Moonwhisper (Elf, Neutral
Good)
An astral scholar who seeks to return the
creatures to their native plane before
they wreak havoc.

3. Grast Ironsight (Dwarf, Chaotic Neutral)
A bounty hunter seeking a rare beast
from the menagerie to sell for a fortune.

LOCATIONS

1. The Outer Cagegrounds
An area surrounding the caravan filled
with planar creatures and unstable
barriers.

2. The Vault of Beasts
A central chamber where the most
dangerous creatures are held, their
power warping the environment.

3. The Curator’s Chamber
The menagerie’s control center, where
Thryss channels energy to maintain the
caravan’s planar tether.

ENCOUNTERS

1. Caged Guardians
At the Outer Cagegrounds, the
adventurers face 2 Astral Constructs and
hazards caused by broken containment
fields.

2. Planar Beasts
In the Vault of Beasts, the adventurers
contend with 2 Void Wolves and traps
tied to planar surges.

3. Battle with Curator Thryss
In the Curator’s Chamber, the
adventurers confront Thryss and her 2
Astral Wisps, who use psychic magic
and summoned creatures to dominate
the battlefield.

OvurcoME OPTIONS

1. Release the Menagerie
The adventurers destroy the planar
tethers, returning the caravan and its
creatures to the Astral Plane.

2. Strike a Bargain
The adventurers negotiate with Thryss,
gaining access to rare artifacts in
exchange for sparing the menagerie.

3. Harness the Menagerie’s Power
The adventurers claim the menagerie’s
creatures and artifacts, gaining immense
abilities but risking planar instability.
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D20 RANDOM EVENTS: THE
PLANAR MENAGERIE

Roll
(1d20)

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

Event Description
A containment barrier collapses, forcing Dexterity
saves (DC 15) to avoid injury.
The adventurers uncover a relic tied to the
menagerie's planar origin.
A frightened villager pleads for help escaping the
cagegrounds.
The adventurers find glyphs describing the
menagerie’s planar tether.
A surge of energy amplifies enchantment-based
spells temporarily.
A celestial guardian warns the adventurers of the
menagerie’s growing instability.
Evidence of past astral incursions is uncovered in
the vault.
A magical trap summons astral constructs to
confront the adventurers.
The adventurers find a shard glowing with planar
energy.
A massive astral beast emerges, guarding the
Curator’'s Chamber.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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ADVENTURE SEED 596:

=i’ HE CELESTIAL
‘ 6 7\ ARCHWAY

ProrT Hook

A massive archway of
glowing astral stone has materialized in the
wilderness, shimmering with faint light.
This ancient portal connects to an
unknown plane, but its activation threatens
to destabilize the surrounding region. The
adventurers must investigate the archway,
deal with its mysterious guardians, and
determine whether to close or harness its
power.

Key NPCs

1. Aelrin Starwatcher (Elf, Neutral Good)
A scholar who believes the archway is
the key to uncovering forgotten planar
secrets.

2. Overseer Kael’thys (Astral Warden,
Lawful Evil)
A sentinel determined to activate the
archway to establish a bridge to his
plane.

3. Branor Flintsteel (Dwarf, Chaotic
Neutral)
A mercenary hired to protect the site but
tempted by the prospect of looting its
treasures.

LOCATIONS

1. The Glimmering Approach
A field of floating stones and shifting
gravity fields surrounding the archway.
2. The Astral Gatehouse
A chamber of glowing runes and planar
constructs guarding the portal’s controls.
3. The Archway Nexus
The core of the portal, where Kael'thys
manipulates its energy to expand its
reach.

ENCOUNTERS

1. Floating Guardians
At the Glimmering Approach, the
adventurers face 2 Astral Wisps and
hazards caused by gravity surges.

2. Runebound Defenders
In the Astral Gatehouse, the adventurers
contend with 2 Voidwalkers and traps
tied to the portal’s planar glyphs.

3. Battle with Overseer Kael’'thys
At the Archway Nexus, the adventurers
confront Kael'thys and his 2 Astral
Constructs, who use teleportation and
psychic magic to dominate the
battlefield.

OurcoME OPTIONS

1. Seal the Archway
The adventurers dismantle the portal’s
energy core, stabilizing the region and
preventing planar incursions.

2. Strike a Bargain
The adventurers negotiate with
Kael’thys, gaining planar knowledge in
exchange for leaving the portal
operational.

3. Claim the Portal’s Power
The adventurers stabilize the archway
for their own use, gaining planar travel
capabilities but risking disruptions.
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D20 RANDOM EVENTS: THE
CELESTIAL ARCHWAY

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 rune stone forces Dexterity saves (DC
15) to avoid injury.
The adventurers uncover a relic tied to the portal’s
energy core.
A frightened traveler pleads for help escaping the
archway’s surroundings.
The adventurers find glyphs describing the portal’s
planar connections.
A surge of energy amplifies conjuration-based
spells temporarily.
A celestial guardian warns the adventurers of the
portal’s growing instability.
Evidence of past planar invasions is uncovered in
the gatehouse.
A magical trap summons astral constructs to
confront the adventurers.
The adventurers find a shard glowing with astral
energy.
A massive planar guardian emerges, protecting the
Archway 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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ADVENTURE SEED 597:

s’ HE SHARD OF
‘ 6 7| ENDLESS DAWN"

PrLoT HOOK

A glowing crystal shard,
the size of a building, has appeared in the
middle of a bustling city, radiating astral
light. Those who approach are filled with
visions of other planes, but prolonged
exposure causes madness. Planar rifts
begin forming throughout the city,
threatening to engulf it entirely. The
adventurers must contain the shard’s
power, battle creatures escaping the rifts,
and decide its fate.

KeYy NPCs

1. Archmage Caltris (Human, Neutral
Good)
A powerful mage who believes the shard
can be used to benefit the city but at
great risk.

2. Rynval the Seeker (Githzerai, Neutral
Evil)
A planar wanderer seeking to claim the
shard for his people’s survival.

3. Lynna Stoneshade (Dwarf, Chaotic
Neutral)
A cunning merchant trying to profit from
the shard’s influence while helping
adventurers for a price.

LOCATIONS
1. The Glowing Plaza

The shard’s arrival site, where chaos
reigns as planar creatures pour into the
city.

2. The Rifted Alleyways
Nearby streets fractured by rifts, forcing
adventurers to face both collapsing
terrain and astral entities.

3. The Core of Dawn
The shard’s heart, pulsating with
immense energy and protected by planar
forces.

ENCOUNTERS

1. Riftborn Invaders
At the Glowing Plaza, the adventurers
face 2 Astral Wisps and hazards caused
by expanding rifts.

2. Chaotic Stalkers
In the Rifted Alleyways, the adventurers
contend with 2 Voidwalkers and traps
triggered by unstable terrain.

3. Battle with Rynval the Seeker
At the Core of Dawn, the adventurers
confront Rynval and his 2 Astral
Constructs, who use psychic magic and
planar manipulation to dominate the
fight.

OuTtcoME OPTIONS

1. Destroy the Shard
The adventurers shatter the shard,
sealing the rifts and stabilizing the city at
the cost of potential knowledge.

2. Strike a Bargain
The adventurers negotiate with Rynval,
gaining insight into the shard’s powers
while leaving it intact.

3. Harness the Shard’s Power
The adventurers claim the shard’s
energy, gaining immense abilities but
risking permanent instability.
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D20 RANDOM EVENTS: THE
SHARD OF ENDLESS DAWN

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 planar surge forces Wisdom saves (DC 15) to
avoid disorientation.
The adventurers uncover a fragment of the shard
glowing with astral energy.
A terrified citizen pleads for help escaping the rifted
streets.
The adventurers find glyphs describing the shard’s
astral purpose.
A surge of energy amplifies transmutation-based
spells temporarily.
A celestial guardian warns the adventurers of the
shard’s growing instability.
Evidence of past planar incursions is uncovered
near the shard.
A magical trap summons astral creatures to
confront the adventurers.
The adventurers find a relic tied to the shard’s
creation.
A massive astral beast emerges, protecting the
Core of Dawn.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 598:

~=hv HE RIFTWEAVER'S
‘ 6 VAl LABYRINTH”

PLoT HOoOK

A planar rift has fused
with an ancient labyrinth, causing its
pathways to shift endlessly. Travelers lured
inside vanish without a trace, and the
labyrinth’s guardian has begun weaving
threads of planar energy to expand its
reach. The adventurers must navigate the
maze, contend with its warped guardians,
and stop the Riftweaver before the
labyrinth engulfs the region.

KeyYy NPCs

1. Elandra the Guide (Half-Elf, Neutral
Good)
A wanderer who has survived the
labyrinth’s shifting paths and offers
cryptic advice.

2. Riftweaver Zylorath (Astral Weaver,
Neutral Evil)
A planar entity using the labyrinth as a
conduit to spread its influence into the
Material Plane.

3. Kryn Blackthorne (Tiefling, Chaotic
Neutral)
A rogue scavenger who seeks to steal
treasures hidden within the labyrinth’s
depths.

LOCATIONS
1. The Shifting Gates

The labyrinth’s entrance, where gravity
anomalies and illusions mislead
intruders.

2. The Threaded Halls
Corridors laced with glowing planar
threads that act as traps and create void-
born guardians.

3. The Riftweaver’s Loom
The heart of the labyrinth, where
Zylorath weaves planar energy to sustain
the maze’s endless expansion.

ENCOUNTERS
1. Illusory Guardians

At the Shifting Gates, the adventurers
face 2 Astral Wisps and hazards caused
by illusions and collapsing pathways.

2. Threaded Constructs
In the Threaded Halls, the adventurers
contend with 2 Voidwalkers and traps
triggered by glowing threads.

3. Battle with Riftweaver Zylorath
At the Riftweaver’s Loom, the
adventurers confront Zylorath and its 2
Astral Constructs, who use psionic
magic and teleportation to overwhelm
their foes.

OutcoME OPTIONS

1. Sever the Threads
The adventurers destroy the planar
threads, collapsing the labyrinth and
stabilizing the region.

2. Strike a Bargain
The adventurers negotiate with Zylorath,
gaining insight into planar weaving in
exchange for sparing the labyrinth.

3. Claim the Loom’s Power
The adventurers harness the planar
loom’s magic, gaining reality-warping
abilities but risking future instability.
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D20 RANDOM EVENTS: THE
RIFTWEAVER’S LABYRINTH

Roll
(1d20)

1-2

3-4

5-6

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

17-18

19-20

Event Description
A shifting wall forces Wisdom saves (DC 15) to
avoid disorientation.
The adventurers uncover a glowing relic tied to the
labyrinth’s magic.
A lost traveler pleads for help escaping the
labyrinth.
The adventurers find glyphs describing the
labyrinth’s planar purpose.
A surge of energy amplifies illusion-based spells
temporarily.
A celestial guardian warns the adventurers of the
labyrinth’s growing instability.
Evidence of past planar incursions is uncovered
within the halls.
A magical trap summons void creatures to confront
the adventurers.
The adventurers find a shard glowing with planar
energy.
A massive astral sentinel emerges, protecting the
Riftweaver's Loom.

DM’s CustoM NOTES

Enhancements, Adjustments, 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 599:

‘ C,-mk/ HE FROZEN SPIRAL”
A

PrLoT HOOK

a tundra, radiating astral cold. Creatures

near the spiral freeze in place, trapped in a

stasis-like state, while the surrounding
environment is overtaken by planar frost.
The adventurers must brave the spiral’s

chilling magic, rescue those trapped within,

and confront the planar force fueling its
expansion.

KEeY NPCs

1. Kaela Frostbloom (Human, Neutral
Good)
An ice sorcerer desperate to save her
frozen companions from the spiral’s
stasis.

2. Cryalith, Herald of Frost (Astral Frost
Spirit, Neutral Evil)
A powerful planar entity attempting to
use the spiral as a bridge to spread its
dominion.

3. Brann Ironforge (Dwarf, Chaotic
Neutral)
A stubborn warrior seeking a legendary
artifact said to be hidden within the
spiral.

LOCATIONS

1. The Frozen Steps
The spiral’s outer edge, where
adventurers must contend with icy
hazards and void-born guardians.

2. The Glacial Hollow
A cavern of ice at the spiral’s midpoint,
filled with astral creatures and freezing
traps.

3. The Frostheart Core
The spiral’s center, where Cryalith
channels planar cold to sustain its
magic.

A massive, icy spiral has
emerged in the middle of

ENCOUNTERS

1. Icy Guardians
At the Frozen Steps, the adventurers
face 2 Voidwalkers and hazards caused
by slipping ice and freezing winds.

2. Planar Frostbeasts
In the Glacial Hollow, the adventurers
contend with 2 Astral Wisps and traps
tied to icy projections.

3. Battle with Cryalith, Herald of Frost
At the Frostheart Core, the adventurers
confront Cryalith and its 2 Astral
Constructs, who use frost magic and
psychic attacks to overwhelm their foes.

OutcoME OPTIONS

1. Melt the Spiral
The adventurers destroy the planar
connection, thawing the frozen spiral
and saving those trapped within.

2. Strike a Bargain
The adventurers negotiate with Cryalith,
gaining frost-based abilities in exchange
for leaving the spiral intact.

3. Harness the Spiral’s Power
The adventurers stabilize the spiral’s
energy, gaining control over frost magic
but risking future instability.
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D20 RANDOM EVENTS: THE
FROZEN SPIRAL

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 freezing gust forces Constitution saves (DC 15)
to avoid exhaustion.
The adventurers uncover a relic tied to the spiral’s
icy magic.
A trapped villager pleads for help escaping the
frozen stasis.
The adventurers find glyphs describing the spiral’s
planar origin.
A surge of energy amplifies frost-based spells
temporarily.
A celestial guardian warns the adventurers of the
spiral’s growing instability.
Evidence of past planar incursions is uncovered
within the hollow.
A magical trap summons frost creatures to
challenge the adventurers.
The adventurers find a shard glowing with astral
frost energy.
A massive frost elemental emerges, protecting the
Frostheart 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 600:

‘ C,-mk/ HE PLANAR SPIRE”
A

PLoT HOOK

A towering spire of
shimmering light has

appeared on the horizon, visible from miles

away. The spire acts as a beacon to planar
creatures, who gather around it in
reverence or hostility. The adventurers
must ascend the spire, face its growing
guardians, and decide whether to seal its
magic or claim its power for themselves.

Key NPCs

1. Velin Starshard (Elf, Neutral Good)
An astral scholar who believes the spire
is a doorway to an ancient celestial
plane.

2. Zarakth the Eternal (Voidborn Tyrant,
Neutral Evil)
A planar entity using the spire to
summon its army and expand its
influence.

3. Nira Windspear (Human, Chaotic
Neutral)
A sky pirate who seeks to plunder the
spire’s treasures before its magic
destabilizes.

LOCATIONS

1. The Gleaming Approach
The spire’s base, surrounded by planar
creatures and floating debris.

2. The Astral Ascent
A series of floating platforms and
bridges leading to the spire’s upper

chambers, fraught with traps and hostile

entities.

3. The Celestial Apex
The spire’s peak, where Zarakth
manipulates its energy to fuel its army’s
arrival.

ENCOUNTERS

1. Planar Guardians

At the Gleaming Approach, the
adventurers face 2 Astral Constructs and
hazards caused by shifting debris.

. Floating Defenders

On the Astral Ascent, the adventurers
contend with 2 Voidwalkers and traps
tied to unstable platforms.

. Battle with Zarakth the Eternal

At the Celestial Apex, the adventurers
confront Zarakth and its 2 Astral Wisps,
who use psychic magic and summoned
reinforcements to dominate the
battlefield.

OutcoME OPTIONS
1. Seal the Spire

The adventurers destroy the spire’s
energy core, preventing further planar
incursions.

2. Strike a Bargain

The adventurers negotiate with Zarakth,
gaining planar knowledge in exchange
for sparing the spire.

3. Claim the Spire’s Power

The adventurers stabilize the spire’s
energy, gaining immense abilities but
risking future disruptions.
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D20 RANDOM EVENTS: THE

PLANAR SPIRE

Roll
(1d20) Event Description

1-2 A collapsing platform forces Dexterity saves (DC
15) to avoid falling.

3-4 The adventurers uncover a glowing shard tied to
the spire’s power.

5-6 A frightened traveler pleads for help escaping the
spire’s base.

7-8 The adventurers find glyphs describing the spire’s
celestial origin.

9-10 A surge of energy amplifies divination-based spells

temporarily.

11-12 A celestial guardian warns the adventurers of the

spire’s growing instability.

13-14  Evidence of past planar incursions is uncovered

within the ascent.
15-16 A magical trap summons void creatures to
confront the adventurers.

17-18  The adventurers find a relic tied to the spire’s

magic.

19-20 A massive astral guardian emerges, protecting the

Celestial Apex.

DM’s CustoM NOTES

Enhancements, Adjustments, and Observations

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

DM ScraTCH PAD
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